The Social Scene

A Frail Realities Rules Supplement

 








[image: St]

Design

Justin Parsler

Special Thanks to:

Chris Cox. Jason Hamer, Paul Lilley


 




Copyright 2004 - 8 Justin Parsler. All rights reserved.

Overview

Societies are different groups that a character can be a member of. 

 they have four ranks, often individually named for the society and equate to the novice – apprentice – journeyman - master ranks used for normal abilities.

The ‘catch all’ terms for society ranks (the names for which also give a good idea what they mean) are:

Junior Member
Member
Senior Member
Leader

All starting characters are members of the Wasteland Commission as junior members. Additionally, every starting character gets to be a member of one of these groups, at junior member rank, for free.

If you wish, you can take a society as one of your three choices when you take an eclectic talent as a pick. If you do this, you start at junior member (or member if you chose the same society as your ‘free’ one or if you chose Wasteland Commission).

Lady Boleyn wishes to be both a member of the church and a noble. She takes ‘church’ as part of an eclectic pick and as such starts with junior member rank in Church (from her pick), Nobility (her free society) and Wasteland Commision. 

Societies cost half the points of a normal ability to advance in (30, 10, 20, 30). 

Additionally, if you take a society as an eclectic talent you are assumed to be ‘in’ with that society and pay half cost to buy new ranks and half cost for any special training abilities that society may offer.

The purchase of societies is restricted in that you may only buy one rank in a society after each event and you may only buy senior and leader level with direct referee approval, having demonstrated a strong allegiance to that society and acted to further its aims. If you have taken a society as an electric pick then you are much more likely to be given that approval. In the case of leader level, this will mean having worked long and hard for some time for that society and it must be clear that your character ‘suits’ that level of responsibility. In most societies, nobles get a much easier time of promotion than do other people. 

It should be stressed that the senior level will not suit some characters and the leader level will only suit a very few. This is judged pretty harshly – we do not want a situation where very player character ends up in a position of considerable authority in London; for many characters, it just does not make sense. 

A referee can choose, if he feels a character has brought the disapproval of a society they are a member of upon themselves to reduce the character by a rank (the character gains no points back) or even throw them out completely. This is a lot more likely with some societies than others. Membership of some (specifically the armed forces) can get a character hung.  

Most societies grant extra power, which reflects training gained from that membership. This is added to your base amount and does not increase the cost of buying more power.

A character can notionally be in as many societies as they wish, but many carry responsibilities that can make it implausible for a person to be a member of certain combinations – one could not, for instance, be in both the Army and the Navy. 

Society Knowledge

The members of all societies gain a lore ability at first rank that is named for the society. For example ‘Church of Isis Lore’. This in the quality of information given improves with rank and costs one knowledge to use. It allows knowledge of the membership, history, traits and so and so forth of that society. 

Special Training

Societies offer ‘special training’ to their members. Such special training works in virtually all ways as a grand master ability. However, you do not have to be leader rank to buy these abilities: anyone can buy as many as they wish, though some are limited to certain ranks. 

Special training abilities cost 60 points, halved if one has the society as an eclectic pick. 

There are certain ones common to all societies:
 
Society Power Training: Six power of the type granted by the society. If multiple types are granted then this may be split amongst them and changed between events. This may only be taken once.  Societies that do not grant power do not offer this ability. 

Prerogative of Rank -this ability may only be bought once and allows you to immediately gain any two other training abilities from that society for free. You must be rank four in that society to take this ability. 



Further Promotion

Some societies have ranks beyond ‘Leader’. For example, a leader in the Church is a Bishop, but promotion is possible to Cardinal. Such ranks are hard to earn and must truly ‘suit’ the character and its nature and cost points just like a grand master ability would. One must be a leader to buy them. Events in the game (be it LRP or PBM) may mean you have to buy such abilities; if one, for instance married into the Royal Family one would have to buy the promotion to ‘Royalty’. These promotions are generally well worth the points, but mostly from a societal standpoint rather than a ‘stats’ one. Multiple promotions of this kind do not cost more points: each one costs sixty. 

These extra ranks do grant power exactly as ranks in the society does. 

Sidewise Promotion

Within some societies are different ‘orders’, such as the Order of the Dragon within the Swords of Mithras, the Knives of the Moon within the Church of Isis, various elite regiments within the Army, groups associated with each of the elements within the Golden Bough and so on and so forth. To buy such a promotion costs 60 points (halved with an eclectic pick) and by default requires at least member rank (some require a higher rank). Many require you to have specific abilities and all grant certain extra powers and restrictions. 

You may only buy one ‘sidewise promotion’ for each society. 



Social Class

Some people are not joiners and no society will suit them. In such cases, characters become more profoundly determined by their social class, versions of which have existed throughout history.

Rather than take a society, you may take a class. Not taking a class does not mean you do not have a social class, it merely means that other things define you more.

Social Class cannot be bought up, it just ‘is’, a sort of ‘null’ option to taking a society.

Such classes grant two points which is split between certain types of power. Characters chose what type of power they gain when first created and cannot change them. 

· Labourer classes gain two body, skill, essence or faith.
· Artisan classes gain two skill, knowledge or faith.
· Minor Nobles (who have not been recognised, or just were not that important) gain two knowledge, essence or willpower.


A social class can only be taken at game start in place of your free society. You could still join other societies later on. 

Other

‘Nonconformist’ is for characters who are religious but not part of the Church, following either Mithras or Isis. They gain two faith, but are limited as ‘Social Class’ options above. They may learn miraculous abilities. It should be noted that the church is very broad and one would have to have very extreme beliefs in order not to be accepted, and because such things as ‘excommunication’ and ‘rebuke’ are powers granted by Mithras and Isis, not political powers, nonconformism is no protection against them. 



The Academy

Post collapse there is only one main university body in London, called simply the London University. People involved in it tend to call this ‘The Academy’ instead. This, however is made up of many pretty much autonomous colleges, many of which are based on the traditions of universities lost to the collapse. Thus, there are Oxford, Canterbury and so forth colleges, each with their own specialisms.

This society is not for people who have been to university (though only the privileged few tend to be able to), but rather for those who have made a career in academia.

Ranks are styled master, doctor, professor and dean and fully entitles you to use those titles.

Although university education is still based on very old models, it is being modernised and the exact nature of your education depends on what college you went to. However, there is some cross over between colleges, so all abilities are available to everyone, though for role-play purposes you might have learnt it at a different college. 

Membership grants one knowledge a level.

You must have scholar to join at character creation, journeyman scholar to join afterwards. 

Training Abilities


If any if these would take a rank of a lore skill or specialism over five then you instead gain one free power for use of that lore skill/specialism only for every rank over fifth it would put you. Some of these are only useful to high ranking scholars. 

Classical education: grants one level of scholar specialisms or lore skills in all the following: Mithraic and Isian Theology, Church Lore, mathmagical lore, music, astronomy and ‘the classics’.

Entertaining Lectures  -people may benefit from  and you may benefit from one ‘act’ as master performance which must be a lecture on some topic. 

Preparatory Lecture  -before an event, or as the characters head to it, you may be deemed to have lectured the other characters on some subject at length. For the event they gain one rank in a lore skill or scholar specialism that you have of your choice  -it must be the same one for everyone. This could make them higher rank they you – they might know more than you, but you may know things they do not. 

Theological Training - gain one rank in church lore and the lore of each of the miraculous abilities   as well as 3 base faith. 

Brandy Laboratories -some colleges are reorganising under the influence of Professor Brandy (and certain German theorists) to teach from a more laboratory based approach. Gains one specialism rank or lore skill rank in: Galvanic Lore, Mechanical Lore and Apothecary Lore, chemistry, biology. 

The Trivium – you have studied the Trivium (Grammar, Rhetoric and Dialectic) in some detail. This is ‘old school’ education, but has been somewhat modernised in recent years. This gives some considerable insight into all sorts of debate and forms a basis for understanding almost anything -you gain one free knowledge a scene but only for the purposes of understanding something you have read about or heard discussed in a ‘theoretical’ sense. This is judged liberally.

Grammar (from The Trivium at base 120) –which is the way language is constructed. The scholar ‘read between the lines’ ability now costs only 2 knowledge base. 

Rhetoric (from The Trivium at base 120) –which is human discourse.  Grants one use of the ‘entertaining lectures’ ability (you could have that as well) and an a use of preparatory lectures (so if you had that as well you could lecture on two different topics, though not the same one)

Dialectic (from The Trivium at base 120) – which is the exchange of ideas If you actively discuss something pertaining to a lore skill or specialism that you have with someone else who also has that lore skill or specialism then you may use the scholar ‘read between the lines’ ability (possibly with a reduction from Grammar) on that conversation  - this is a fairly potent ‘diving’ tool under the right circumstances. 

The Quadrivium – you have studied the Quadrivium (arithmetic, music, astronomy and geometry) in some detail. This forms a basis for understanding almost anything -you gain one free knowledge a scene but only for the purposes of understanding something that you can actually see or some practical problem you are working on: it is the practical application of knowledge. This is judged liberally. 

Arithmetic (from The Quadrivium at base 120)  -you are always considered to be under the effect of the ‘Socratic doubt’ maths function. If you have another ability that means the same thing you get one free power to use it. Gains one rank of mathmagical lore. 

Music (from The Quadrivium at base 120) – you gain one rank in music as a specialism and may resist any music based effect (because you are more listening to its composition than its effect) for one knowledge. You gain double benefits from power restoring music (records or performance), including the amount you get back if you perform music yourself as part of performance. Any power restoring music you perform (from performance or records you selected) grants an extra point. 

Astronomy(from The Quadrivium at base 120) - Gains one rank of mathmagical lore and one in astronomy as a specialism. Because the collapse put all of astronomy in flux and screwed with time you may ‘prove’ that your, or anyone else’s birthday(as long as they give you their rough, real birthdate)  is any day you like. You can do this with one knowledge and written or verbal exposition and choose when your birthday will count as freely at start at event. There are several rituals and effects based on your date of birth. Changes last the event only. 

Geometry(from The Quadrivium at base 120) – this requires at least one level in mathmagics to buy and in its modern, post collapse state has become the study of non-Euclidean geometry, which is about how places do not connect they way they should and things are not always the shape and size they should be. By computation (for one knowledge), may predict where any ‘gate’ or similar is liable to go, gains one free power (which can even offset perm or event perm power loss) for the purposes of using ‘gates’. ‘Gates’ is judged in it loosest sense: any space warping feature applies. Is considered to have at least rank four (or plus one rank) in lore skills/specialisms when dealing with any sort of  ‘funny physics’ at all. 

Magister (base 180 requires all of the trivium and quadrivium 120 point abilities as well as master scholar and rank three in the society): the height of scholastic achievement, at least in the academy, is now considered to be one rank higher (which might grant free power) in any and all lore skills and specialisms they might have (not including ‘blanket’ abilities like the scholar Renaissance Man). This makes you one of the foremost formal scholars of the age(or any other age). This also allows you to legitimately use the title of ‘magister’. 

Visiting Lecturers and shared libraries  -you may purchase any and all training abilities based on the idea that you attend a lecture, or read some restricted matter or have access to a library from any society unless that ability specifically states it is a closely guarded secret. 

Academic Mysteries – you may purchase miraculous abilities (which are, after all, often communicated via obscured written word) without being a member of the church. You need theological training to buy this, but it is only 60 points. If also a member of the church, you gain one free knowledge a scene for church lore or any miraculous ability lore.

Forbidden Study -you gain one rank in the following lores: necromancy, blood magic and demonology.

Mystical Study  -you gain one rank in the lore skills of each elemental magic and ritualism. 




The Army

Players may choose to be members of the armed services of the British Empire. The services are ritually protected and empowered from Horseguards such that they gain certain benefits, but only as long as they are in uniform. One should also note that there is a strict military chain of command and refusing a direct order can easily get you hung. However, the Army tend to get a certain amount of respect, especially officers. 

This society covers enlisted soldiers and officers. You must choose which regiment (listed below) you are part of. 

The knowledge skill for these services extends to broad military tactics.

Army Punishments

The army is a harsh place and members can order harsh punishments for those below them with little reason. Enlisted men are especially vulnerable to this.

The senior living officer who is on an event may, at the end of an event order that any of the following be done to any enlisted man:

That they are hung. Some justification for why needs to be given, but it can be pretty slim.

That they are flogged: the character loses one perm body.

That they are demoted: they drop in rank to whatever rank the officer wishes. Half the points spent are recovered, any abilities they could not now have are lost (and half the points recovered). 

That they are dishonourably discharged: they lose all society rank and any and all special training abilities. Half the points spent on these are recovered. 

The senior officer present may ask that a junior officer is hung, demoted or discharged (but not flogged). In such cases there is a court martial and the senior officer must indicate why this should be done. The senior officer has to be at least a little convincing – but only a little. 
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Ranks (Specific Membership Titles)

Enlisted Men:

Private (Novice)  +1 body
Corporal (Apprentice) + 1 skill, +2 body
Sergeant (Journeyman)  +1 willpower, +2 skill, +3 body. 
Colour Sergeant/Sergeant Major (Master) +1 knowledge, +2 willpower, +3 skill, +4 body. 
*Regimental Sergeant Major +2 knowledge, +3 willpower, +4 skill, +5 body. 


Officers:

Lieutenant (Novice) +1 body
Captain (Apprentice) + 1 skill, +2 body
Major (Journeyman) +1 willpower, +2 skill, +3 body.
Colonel (Master) +1 knowledge, +2 willpower, +3 skill, +4 body. 

*Brigadier +2 knowledge, +3 willpower, +4 skill, +5 body.
*Major General +4 knowledge, +5 willpower, +4 skill, +5 body.
*General +6 knowledge, +7 willpower, +4 skill, +5 body
*Field Marshal +8 knowledge, +9 willpower, +5 skill, +5 body

The power gains listed after the rank is the total amount of power gained for holding that rank. Note the power progression changes at the higher officer ranks. 

Some regiments, particularly those composed of people from different eras, may well have their own titles for these ranks but these still fall into the above command structure. 

Those ranks marked with a * are ‘further promotions’, which cost 60 points each. They are generally only available in extreme circumstances. 



A Rough Guide to the Army
Sir William Napier reorganised the Army Post-Collapse in November 1821, amalgamating many regiments that were essentially defunct in all but name and standing down others. Army characters need to choose a regiment from the ones below (some have specific costume requirements as well as dictating what training is available) - if they were in a regiment that no longer exists then they need to decide where they got transferred too. Players are free to have been ‘originally’ from any other regiment they wish, but those listed below are the only ones extant. As the Empire expands once more it is possible that events in the game may add, delete or modify regiments. 
Please note that whilst this has a lot of historical basis, a lot is also made up and a major reorganisation has been posited. Regimental history is something that can occupy a lifetime of study and you should feel free to chase up details on whatever regiment you choose to play.  I have also brought some later amalgamations (like Royal Anglian not really being formed till 1958) to fit the world of the Collapse and use the cool names and traditions. 
Note there are some missing numbers, which occurs where regiments exist ‘on paper’ or because the old numbers have been kept for the sake of tradition. Napier has had a very hard job rationalising the Army, because there is so much tradition and vested interest. 
Many regiments were just not present at all in London at all come the Collapse and are deemed ‘missing in action’. 
For real history and interesting facts check out:
http://www.army.mod.uk/infantry/regiments
Names in italics are unofficial names given to the regiment.
Membership Requirements: Are abilities you need to be at least novice in, in order to join this regiment. If it does not mention anything, then nothing is needed. 
Training Options: Are those training abilities you can buy if you are in that regiment. These may differ based on whether you are an officer or enlisted. A character also has access to training options based on what type of troop (Foot Guards, Line Infantry or any of the Cavalry types) that they are. The actual abilities are listed below. These regiment dependent options are listed at the end. 
Promotion Requirements: Covers any special rules on getting promoted within a particular regiment.

Politics

There are two branches that administer the army: 

· The Horse Guards which looks after the Infantry and Cavalry
· The Board of Ordnance which administers the Engineers and Artillery. 
Commissions
A commission can be got either with a letter of recommendation from someone with some clout (this generally only works in times of war) or be bought. Commissions could cost over a thousand pounds and were an alternate to pensions – you sell the commission when you retire, perhaps for more than you paid for it if you get a promotion. 
General Organisation
A Regiment has a number of battalions, usually between 2 and 4. In war time, one or more of these would be at home to act as a pool of recruits.  Infantry generally left a battalion behind, cavalry generally left one or more troops. 
Each battalion has around ten (usually nine for cavalry) groups of around 100 (90 for cavalry) men. These are called troops in the cavalry and companies in the army. 
Cavalry
There are three broad types of Cavalry - though most of these have no horses and are virtually stood down in the post-Collapse world. 
Household Cavalry are the sovereign’s personal guard. They do not campaign much.
Heavy Cavalry are Dragoon Guards and Dragoons (the only difference is the uniform) and were used for hard charges. The name is a corruption of ‘Dragon’. 
Light Cavalry are also Dragoon Regiments and were numbered 7-25 before the collapse. 
 Infantry
Split into Line and Foot Guards - the latter were generally the better trained of the two.  
Brigades were mixtures of two or more battalions. Divisions were the same, a policy mostly created by Wellington to mix recruits and veterans and give soldiers a more ‘fixed’ place on the battlefield. 
.
Foot Guards
1st Foot Guards - The Grenadier Guards 
Elite Unit: 
So named, not because they engage in grenade lobbing, but because they defeated grenade lobbing Frenchmen at Waterloo. Formed by originally Charles II while in exile. 
Membership Requirements: Armsman and agility or toughness.
Training Options: Royal Attention, Ceremonial Duties, Woof!, Deep Cover, 
Promotion Requirements: Only nobles will make colonel

2nd Foot Guards - The Coldstream Guards 
Elite Unit:  1st Company – ‘The Monkies’ (which upsets them) or ‘Moncks Company’ named for their Civil War commander.
Have somewhat Puritanical New Model Army origins, which hold to this day. 
Membership Requirements: Armsman
Training Options:  In Mithras’ Name!, Hearing the Call, Up and at ‘em
Promotion Requirements: Only nobles will make colonel, nobody who is not confirmed in the church of Mithras will ever be promoted beyond the 3rd rank. 

3rd Foot Guards - The Black Watch  
Elite Unit: 
Named for their dark tartan (uniform includes kilt) and originally raised to help police Scotland, they are still mostly Scottish and are now a conglomeration of various Scottish regiments.
Membership Requirements: Armsman and fitness. 
Training Options: Rude Good Health, Inexhaustible, Bootleather, Clan Courage
Promotion Requirements:  None
4th Foot Guards - The Prince Regent’s Own 
Elite Unit: 
Serve the Regent based out of Brighton and, though often regarded as toy soldiers or fops, they are well trained and supplied. 
Membership Requirements: Officers must have wealth or noble. 
Training Options: Royal Attention, Woof!, Civilised Behaviour, 
Promotion Requirements: Only nobles will make major. 

5th Foot Guards also the 19th Legion (‘The Last Legion’)
Elite Unit: 
Made up of the legionnaires stationed in Little Germania who now give loyalty to Britain 
Uniforms are Roman, but they wear a red cloak, cape or sash. 
Membership Requirements: Armour use, shield use, armsman. 
Training Options:  Shieldwall, Camp, 
Promotion Requirements: Only those of Roman origin will ever make major.

6th Foot Guards also the 1st Germanic Irregulars – The Schwertbrudder or ‘Hairy Legion’   
Elite Unit: 
Once a wholly separate society with only loose connection to the army, the Scwertbrudder were brought into the mainstream army in 1823. Although they wear redcoats, these are usually in a terrible state and often half torn where they have been pulled over heavy armour and decorated with battle trophies and lucky charms. 
Membership Requirements: armsman, toughness and almost certainly of Germanic tribal origin.  
Training Options: Mad Charge, Rude Good Health, Inexhaustible, Bootleather
Promotion Requirements: only those of Germanic tribal origin will ever be promoted past the second rank. 
Line Infantry
1st Foot - Royal Anglian Regiment
Elite Unit: 
Made up from regimental remains from Norfolk, Suffolk, Cambridgeshire, Bedfordshire, Hertfordshire and Essex and built around the 10th foot. 
Membership Requirements: Armsman
Training Options:  None
Promotion Requirements:  None

2nd Foot – Lancashire Loyalists (‘The Exiles’) 
Elite Unit: 
Conglomeration of the various Lancashire regiments (including but not only the 59th, 40th, 82nd, 47th and 81st) which happened to have a lot of men billeted in the London area at the time of the Collapse. Obviously, they no longer recruit or are based in Lancashire, but they hold the name, ties and traditions. 
Membership Requirements: Armsman
Training Options:  None
Promotion:  None

3rd Foot - The Duke of Wellington’s Regiment 
Elite Unit: 
Mostly made up of the 33rd and 76th , as well as volunteers who signed up or troops that ‘tagged along’ when Wellington restored order in London.  Wellington has done a lot of work with them making sure his men are hardened fighting scum and officers can at least read a dispatch quickly and accurately. 
Membership Requirements: Armsman, toughness for enlisted men, scholar for officers. 
Training Options:  None
Promotion Requirements: Promotion from the ranks is possible keeping ones entire rank. 
4th Foot - The Royal Welch Fusiliers
Elite Unit: 
Has ended up with a whole lot of troops in it that did not quite ‘fit’ anywhere else. 
Membership Requirements: None
Training Options:  None
Promotion Requirements: None 

5th Foot -The Irish Rangers
Elite Unit: 
Though most ‘Irish’ regiments ended up not very Irish at all by the time of the Collapse, post-Collapse the (many) Irish troops have been organised into this regiment. This is not to say everyone Irish is in this Regiment, but most are. 
Membership Requirements:  None
Training Options: Close Ranks
Promotion Requirements: Enlisted men will never go past corporal unless Irish, or seem Irish, as they would not retain the respect of their subordinates. 

8th Foot also the 1st Heavy Infantry 
Elite Unit: 
Are people from the past, or who are willing to use heavy armour – armour being of use now, because not every foe has Galvanic cannon. 
Membership Requirements: Armour use, shield use, armsman. 
Training Options:  None
Promotion Requirements:  None

10th Foot – Kings Regiment of Foot (‘The Freaks’)
Elite Unit: 
Traditionally Manchester based, this regiment is now made up of all sorts of weirdoes and delinquents who ended up in Peterloo, where it is stationed. 
Membership Requirements: None
Training Options: Close Ranks
Promotion Requirements: Taking oddity as a mark of pride, nobody gets more than one promotion unless they visibly or demonstrably have a blood. 

11th Foot also the 1st Light Infantry (‘The Green Jackets’)
Elite Unit: 
Made up of various skirmisher regiments. 
Membership Requirements: Bowman
Training Options:  None
Promotion Requirements:  None

19th Foot - The Green Howards 
Elite Unit: 
Uniform shows green facings or adornment. Large parts of the Green Howards were waiting to ship out to Ceylon at the time of the collapse and, thanks to organisation, strong support by the East India Company and political pressure have kept name, number and status. 
Membership Requirements: None
Training Options: Can purchase abilities available to any member of the East India company. 
Promotion Requirements: Officers will not get past captain unless they are also members of the East India Company. 


Household Cavalry

The Royal Horse Guard (‘The Blues’) 
Elite Unit: 
Act in a mostly ceremonial and personal bodyguard role to members of the royal family as well as mounting patrols around the London borders. 
Membership Requirements: Officers are all noblemen; even enlisted men are from the artisan class at least. . 
Training Options: Royal Attention, Ceremonial Duties, Woof!, Civilised Behaviour
Promotion Requirements:  None

Dragoon Guards

1st Royal Dragoon Guards (‘The Pavilioners’) 
Elite Unit: The Royal Pavilion Guard Company - Members are deemed to have access to the Prince Regent and act as his personal escort and bodyguard. 
Are well mounted and despite their bad reputation as fops, well trained, supplied and practiced. 
Membership Requirements: Wealth or noble. 
Training Options: Royal Attention, Ceremonial Duties, Woof!, Civilised Behaviour
Promotion Requirements:  None
Dragoons

1st Hussars  
Elite Unit: 
Shock cavalry, small in number, lightly armed and very flash, Hurrah! Uniform includes a short fur trimmed cloak (a pelisse). 
Membership Requirements: None, but all are at least artisan class. 
Training Options: Woof!
Promotion Requirements:  None

1st Heavy Cavalry 
Elite Unit: 
Cuirassiers often armed and armoured in a distinctly retro style. 
Membership Requirements: Armour use, armsman
Training Options:  None
Promotion Requirements:  None

1st Light Dragoons   
Elite Unit: 
Based in Little Germania and include a host of ex-Roman cavalry, loyal tribesmen and Roman cavalry auxiliary. Seen as something of a rabble, they mount patrols and take punitive action against rebellious tribes in Hairy Bristol. 
Membership Requirements: Wilderness lore. 
Training Options: Close Ranks
Promotion Requirements:  None

Other
1st Arcane 
Elite Unit: 
Has its roots in the civil war, when Earl Montcrieff, a ritualist of note and a teacher of same, drew his students together to support the Royalist cause. During the war, Montcrieff switched sides, claiming his allegiance was to England and that Parliament best represented that. He was executed come the restoration, but the excellently trained Arcane Battalion continued to serve King and Country and has done ever since. Their small numbers (in war time, they are usually seconded), tendency to secrecy and a general belief that some of them practice blood magic and other nefariousness (which the army frowns on) makes them less than popular  - unlike the flashy 2nd Arcane. However, they have been involved in every major war since their creation and claim to have been the main reason for any and all victories. 
They wear redcoats and a distinctive red beret. 
See blood brother spell in Library notes. Though many practice blood magic, not all do and they generally deny it. 
Membership Requirements: Ritualism or blood magic for officers, at least one essence for enlisted men. 
Training Options: Library Access, Empower Uniform, Receipt of Power  
Promotion Requirements: You need ritualism to make it to captain. 

2nd Arcane 
Was created by Henry VIII a little after the Windbinders, though it took a while to get going. Uniforms are black, though usually swamped in ribbons of a variety of colours wrapped around elemental bound objects. Unlike the 1st Arcane which is very disciplined, the 2nd Arcane is seen (with reason) as being a bit slap dash and crazy. 
Elite Unit: 
Membership Requirements: Elemental magic for officers, at least one essence for enlisted men. 
Training Options: Library Access, Vortex, Feed Vortex. Arrow Accuracy, Receipt of Power, The old zap and slash, Beribboned Fool
Promotion Requirements: None 

Royal Mathemagics Core
This rather small military group is know for its lack of a set uniform and its general unpopularity. Members usually originated in some other Regiment and wear the uniform of that, or wear blue. 
Elite Unit: 
Membership Requirements: Mathmagics for officers, at least one willpower for enlisted men. 
Training Options: None
Promotion Requirements: None 

Royal Engineers
Elite Unit: 
Membership Requirements: Scholar, sapper or galvanism for officers, a willingness to use a shovel for enlisted men. 
Training Options: Siegecraft 
Promotion Requirements: Any promotion requires one to have scholar with a suitable specialism, galvanism, mechanics or sapper. 

1st Artillery 
Elite Unit: 
Deal with cutting edge modern artillery such as Galvanic cannon and Congreve rockets. 
Membership Requirements: Galvanism for officers. 
Training Options: Siegecraft  
Promotion Requirements:  None 

2nd Artillery 
Elite Unit: 
Deal with more primitive siege weapons
Membership Requirements: Bowman
Training Options: Siegecraft, Deep cover, 
Promotion Requirements: None 
 Royal Medical Corps  
Elite Unit: 
Traces its origins back to Charles II, but was a mixture of different groups. The RMC has been reformed under the Napier Reforms, though it has ended up a dumping ground for all sorts of dubious people of whom the army wished to retain the services but could not find a suitable billet for.
The RMC is viewed with mixed emotions: some of them are ministering angels of mercy; some are body snatching people of very dubious repute. 
Uniform is black and silver, with a black beret.
They are in line of command, but not in battlefield line of command. 
Membership Requirements: Physician for officers, a willingness to carry stretchers and hold down screaming people for enlisted men.
Training Options: Robbing the Dead, Stem the Bleeding. 
Promotion Requirements: Usually based on ability as physician, unless it is found useful to promote them for some other reason. . 
Sidewise Promotions

Exploring Officer (a.k.a. ‘Spy’) - Officers only - You no longer need to be in uniform to gain Army benefits as long as it would be appropriate to the circumstances not to be in uniform. 

Elite – Also requires Master rank – You are a member of whatever elite unit is part of your regiment and can duly strut around knowing you are part of the best of the best. Grants two willpower in addition to considerable status. 


Special Training available to All

Flogged – you may buy this only if you are flogged as a result of an event. Grants one free body per scene. 


Keep the Line – For one willpower may ignore the element of any fear or emotional attack that would make the character run away/break formation or not engage an enemy. Still suffers from any other element of that power, but does not have to run or not fight. See the officer ability ‘Hold!’ 


Reassurance in Numbers - Gains one base willpower for each member of the army, in uniform, on event including self. 

Spot the Dead Thing (Undead Recognition) – A lore skill picked up as oral tradition from years of fighting French undead, as well as from a set of novelty playing cards issued to troops which carried images of various French dead things on them. Does not tell you undead rank or name(or anything flash and scholarly like that, though tells you what the army called them) but does tell you roughly what sort of undead it is and in what way it is best put down and in what way it will try and pull your arms and legs off. Only really works for French based undead or things that are like them  -but the French are likely to have used most sorts of undead at one time or another, so you would by default know about whatever it is that is trying to eat your face. Costs one knowledge to use. 

Stores Issue – May start an event with two well crafted or one master crafted piece of modern military issue kit (normally weapons only, rarely armour or shields unless you are in a suitable regiment). Can change what is issued between events, but you lose this ability (and the points) if you do not come back with at least some of the pieces of all the stuff issued. 

Tended Arms – Well-tended and maintained mêlée weapons between events means that (in addition to any granted by their actual quality) they shed the first ‘break’ ability an event. 

War Experience – gains one free power per scene to use directly against foes the army is used to fighting or to defend against such foes. To qualify, types of enemies must have been fought in recent years and have been fought for at least a year. At time of writing, this means the French, Dragon Men and Formorians. Campaign circumstances may dictate otherwise. 

All Enlisted Men 

Chosen Man - Means you are a hard core trooper. You must be master level in one ‘combat’ ability.  You can wear a white cord around the left arm (though this varies regiment to regiment) and anyone who knows what this means will know you are a hard nut. The French tried to copy this, but their standards of admittance were very low. You gain one free power in your ‘combat skill of choice’, which must be something based on skill or body. You are deemed to be known for that skill in the army.

Fighting Man – Gains one free power a scene for use on any direct combat ability (either hitting people or not being hit, nothing flash like magic, but any mundane ability or resistance to something fairly ‘mundane’ in combat).  This is a very deliberate rather excellent ability as it is a hard life being an enlisted man in LRP

The Respect of the Lads - Requires ref approval, but means once bought your regiment is very much behind you. Any member of your regiment who treats you badly can expect to be regularly beaten up (if enlisted) or have a hard time commanding their troops or even be murdered (if an officer). Crew playing members of your regiment will be briefed accordingly. You may freely buy enlisted man promotions without ref approval in future. You could lose this ability under some circumstances.  Remind a ref you have this before an event. 


All Officers 

Those abilities that state “grants all members of the army (including self) who are being actively led” do stack if there would be any benefit from stacking. In cases where there would be no benefit, each officer with such an ability grants one free power for use on that ability. 

For example, if two officers had hold the line then any soldier with keep the line would gain full immunity to fear and one free willpower to use on that ability, any soldier without keep the line would gain that ability and one free power. Two officers with In the Face of Adversity would mean anyone with reassurance in numbers would gain rest scenes on two stats.

This multiplicity is not liable come up often. 

Hold the Line! – Grants all members of the army (including self) who are being actively led(by the character or someone else with the right to) the Keep the Line ability (above). If they have that ability and use it then full immunity to all fear effects is granted (if they spend the willpower). 

Command Structure - Grants all members of the army (including self) on event the Reassurance in Numbers ability. If they have that ability they gain one point of base power, of their choice, for each person granting willpower. 

In the Face of Adversity  - Grants all members of the army (including self)  on event and present who have the Reassurance in Numbers ability the benefit of a rest scene, but for one power type only, should anyone who would contribute willpower to the Reassurance in Numbers be mortally wounded. Army members who do not have Reassurance in Numbers regain one power. This ability should be mentioned to a ref before an event. 

“We few, we happy few” – grants the ability to perform one ‘act’ as per master level performance (including own power regain) per day by means of rousing ‘they may take our lives but they will never take our freedom’ speech before , during or after some sort of hard core violence. 

Officers Stores – From Stores Issue but still 60pt base cost. Officers have more privileged access to the hoarded wares of the Quartermaster and may start with a further two well crafted or one master crafted piece – these pieces may be from more obscure periods of history than those normally available and the officer will not lose this ability if they do not return the goods. However, these goods do remain army property. 

Officer’s Mess – The officers normally get to eat well, gamble and smoke cigars with other of similar rank, and tend to get such things on the cheap. Money taken as booze or cigars from wealth or merchant counts double. 

Red on Red – ritually empowered uniform, which must be predominantly red, means your blood soaks into the uniform, not the ground (so you do not leave blood trails), you may resist any effect that draws blood from your body at range for one willpower and may specifically resist the bleeding curse for one willpower. 

Green on Green – ritually empowered uniform, which must be predominantly green means that if in green surroundings(like a wood) then any ranged attack that strikes you that is above a single (including elemental attacks) is treated as one damage grade lower because it does not hit ‘full on’. 

Black on Black  -as green on green, but black and in the dark.  

Ritually-hardened Uniform – Full military uniform now counts as class 2 armour, not class 1.

Command  -when you a junior a direct order, if they are under any effect that could be resisted by willpower then they may have another go at resisting it and gain 2 free willpower with which to do so. Let anyone this might apply to know before the event. It costs no power to use.  




All Chosen Men

Each of these is from Chosen Man, base cost 120. 

Double Hard Bastard – Gains one free body a scene.

Veteran – Gains one free skill a scene. 

Triple Hard bastard  -from double hard bastard (base cost 180) once per day when in combat may gain the benefits of a rest scene for body only at the cost of one event perm body. 


All Elite

Each of these is from Elite, base cost 120. 

Pride of the Regiment – Gains one free power a scene which may be used as any type of power granted to the character by Army membership. 

Best of the Best – Gains a further three base willpower and for one willpower may resist any effect which makes the character feel inferior in any way. 

Catered Training - you may chose any one army ability that is available to you at the start of the event.  



Foot Guards 

Daddy Bought It! - Officers only – Requires one to have wealth or nobility -may freely buy promotions (to any rank!) without ref approval. 

Well Supplied – Up to three purchases(per event) of anything vaguely military (but nothing supernatural) can be done on the cheap through quartermasters’ stores and costs half stipend, both for stipend cost if buying permanently, or against merchant. 

Only following orders – Dressed in smart uniform, with polished buttons and a shiny weapon, the Guard companies are known as model soldiers, following their orders to the letter. If under direct orders, they may resist any effect which would cause them to directly break those orders for 2 willpower.  

Guard Duty – When actively defending a location from attack gains one free power a scene on defensive abilities only.

Line Infantry 

Scum of the Earth – Enlisted Men only - Gains one free power for use on toughness or assassin a scene. Does not grant either ability. 

Daddy Bought It! - Officers only – Requires one to have wealth or nobility -may freely buy promotions without ref approval. 

Scrounger - As a result of deals with quartermasters or just plain stealing gains one level of merchant for purposes of amount of special goods and monetary goods allowed (you do not have to have merchant and can take merchant level above four). 


Light Infantry or Skirmishers 
Such regiments also have access to Line Infantry abilities above.

Tended Bow – As Tended Arms ability (above) but for bows or crossbows. 

Garlic in the Air – Some members of the regiment are often found to have either a keen sense of smell or perhaps some latent neurosis when it comes to French attacks. They can often get edgy in the quite before an unexpected assault. Characters with this ability will get a few seconds sometimes minutes notice of a French assault or encounter at the cost of one psyche, as well as a rough idea of the strength of that attack. Might also tell you there are ‘French in the Woods’ and so forth and allow you to find the rough area they are in, or support tracking or other skills when trying to find French who have hidden themselves. This ability additionally applies to any foe the army has regularly fought in recent years, at time of writing extending to Formorians and Dragon men. 

Forage – Those of the Light Infantry and Skirmisher regiments are taught to live off the land, specifically to lighten the burden on the army’s supply lines. This has the side effect of making them very much used to going hungry. For one willpower may shrug off any effect that induces hunger or thirst. 

Skirmish Line  -for every other skirmisher or light infantry on event who in a given scene is actively skirmishing with the enemy, the character gains one free skill a scene for use on bowman, armsman or agility. For each such character on even, they gain one skill. 



All Cavalry and Dragoons

They Ate our Horses! – Due to the ‘shortage’ of horses they are only really ridden for purely ceremonial reasons (there are a far larger number of people in the cavalry and dragoon regiments than there are horses). In order to some way compensate for this loss of prestige members of the Cavalry and Dragoon regiments are granted a slightly higher stipend and improved equipment. Stipend is increased by 2 pennies per event and one piece of well-made equipment can be taken onto the event. 

Charge! – Those of the Cavalry and Dragoon are trained to carry a charge  -even on foot. Gains one free power for offensive abilities when actively charging an enemy (or, rather, at the end of that charge). 


Heavy Infantry

Such regiments also have access to Line Infantry and Guards abilities (as above).

Shield & Armour - As Tended Arms ability (above) but for armour and shield. 

Shieldwall – When actively fighting alongside another person with a shield gains one free power per scene for shield use abilities. 



Regiment Specific Abilities
Refer to the Regiment descriptions as to whether a given regiment grants a given ability.

Arrow Accuracy – Long (long) practice and hints from others means that caster may inflict ‘elemental double’ with any arrow spell at a cost of one skill.

Close Ranks – if a superior officer in any way punishes an enlisted man who has this ability then the officer is savagely beaten the next time they are alone, costing them one perm body. 

Beribboned Fool – military uniform and all accoutrements (including buttons, epaulets etc)  are treated separately for how many elementals can be bound into them (so each button could hold elementals separately, for instance) and each such object is treated as if it could hold one more elemental of one type (not each type) as long as it could hold at least one of that type. 

Bootleather- as in ‘skin like old’ means any effect that would irritate the skin or cause minor cuts may be resisted for 1 body. 

Camp – if effort made to ‘secure the perimeter’ if a place you are staying your feeling of safety (as you are used to being in well tended camps) means you regain one extra power from any break or extended scene change within that camp or two extra from a rest scene. Furthermore, when actively defending such a place, you gain one free power for armour use, shield use or toughness. 

Clan Courage  -a yell evoking your clan, or adopted clan, grants 6 free defensive willpower for that scene only at a cost of 2 willpower and/or body. 

Civilised behaviour  -once per day if attacked (self or your group) whilst relaxing and engaging in civilised conversation, or taking a sherry or otherwise doing the sorts of things the well bred do, but that are not very suitable to be done in the middle of battle may become incensed, gaining the benefits of a break scene. 

Deep Cover -if ‘in cover’ and ready for some sort of area effect to happen may resist that area effect, if cover could plausibly absorb it, for 1 skill.

Empower Uniform - A military uniform may be used as the thing to be empowered in an empowerment ritual. It empowers all the uniform, though only part needs to be taken off and used for the ritual. The uniform counts as superlative for what can be cast upon it. 
Hearing the Call  -gains 6 free faith for the purposes of benefiting from a Call to Arms miracle (only). 
Inexhaustible – may resist any effect that would make them be tired for 1 body (other than actually being tired) and does not suffer any detrimental effects for lack of sleep/disturbed sleep (unless was as a result of using their own powers). 
In Mithras Name! – by calling on Mithras may fuel any skill or body ability with faith, once per scene maximum. 
Mad Charge – When affected by any ‘fear’ or ‘emotional’ ability may spend two willpower and instead charge down the person responsible (or who they think is responsible) with a suitable yell of fury and lack of regard for own safety.  May not use any skill that scene and must remain ‘up for it’ for the rest of that scene. 
Receipt of Power – Gains one free essence per scene for the purposes of benefiting from magic/rituals etc cast by others only. 
Royal Attention – The monarch  knows who you are and values you for some reason you can make up. This can get you out of all sorts of trouble, get word to them and, if purchased, allows you to freely buy any ranks in noble (which supposes you have been noticed and ennobled as a result or that your rise through the nobility has been eased by your connections). Noble ranks can be bought without ref permission. 

Rude good health – if suffering some effect which causes the character to feel ill which is causing double power cost may instead pay one body and not suffer the double power cost for the scene. 

The Old Zap and Slash – if you use a damaging or painful spell on someone then the first armsman ability you use on that target within 5 seconds costs one less skill (minimum of zero). This may be used on as many different targets as you like in a scene, but only once on one target within a scene. 

Up and at ‘em  -if healed by Mithraic miraculous healing and is unconscious due to the wounds that were healed may pay one faith or body to wake up immediately. 

Vortex – A bit radical, used sometimes in battle by the 2nd Arcane and sometimes by the Golden Bough. It is a hanging offence to use this within a British Parish. 

May create a ‘vortex’ of magic that anyone who spends one essence may sense. This vortex costs the user four essence to ‘start’ and it takes twenty essence to form, but anyone with this ability may chip in to a group effort to form it. Using essence for other things with the direct intent of forming a vortex contributes to the vortex on a 2:1 basis (not binding, counter spelling or other very controlled acts). Releasing elementals to cast spells can contribute on a 2:1 basis also whether you wish it to contribute or not. 

It forms only if enough power is used in the scene that the forming started.

Once formed, it lasts a scene and affects an area about half a mile across. Elementals are deemed to be very ‘awake’ in this area. Binding any elementals costs one willpower over and above normal costs. However, elemental spells may be cast directly by verbally calling on those elementals and paying one essence per rank. Anyone who can cast elemental spells can do this. Anyone with this ability also gains one free essence per scene.

These sometimes occur naturally when a lot of magic is done. Done in places that are odd in a magical way, this can have unpredictable effects. Rich sources of elementals in the area will often start to spawn manifest elementals. 

If the person who started it goes out of the area then the vortex ends come scene change regardless, likewise if they are unconscious. When it ends, the person who created it is knocked out by the energies, takes an elemental wound to every location if a rich elemental source was present (of that type), or is mortally wounded if three rich sources were present, but in any case regains all their essence. They are also somewhat shagged and pay double power cost for anything bar essence until a sleep scene. 

In some places, there may be other effects.

Feed Vortex – From above at increased cost – Allows one to pay four essence to feed the vortex and keep it going for another scene. Multiple people with this ability may ‘chip in’.

Woof! / Pwhoar! – You have a reputation (which might be very much undeserved) as a ladies man or gentleman’s lady. Women (or men) want you and men (or women) want to be you. This is generally as a result of mentions in newspapers and a nice uniform. They might change their minds when they meet you, but anyone from London or connected Realms who might know will be briefed as to you reputation and that reputation (which is generally positive to all but the most straight laced) will no doubt  colour their perceptions of you. Jaded appetites means you can resist anything seduction based for one willpower. 

Robbing the Dead - Gains gear equal to novice level merchant taken from the dead. This is not thievery, but an RMC perk and is openly known as such. 

Stem the Bleeding – A career of triage and patching up the wounded tends to make members of the RMC exceedingly proficient at stemming blood loss. By jamming bandages into a wound and applying suitable pressure  may halt the progress of any ongoing bleeding effect for as long as the medic is tending to the wound. In addition may resist any effect which causes an aversion to blood for one willpower.

Siegecraft – For one knowledge may gain insight into the best way of demolishing a building or structure, supplementing any relevant lore skill e.g. Sapper. In addition, gains one free power per scene for the purposes of demolition of this type. 

Ceremonial Duties – Regiments well accustomed to performing the ceremonial and ritual requirements placed upon them build up a certain facility for taking part in such.  Gains one free power per scene for the purposes of taking part in any type of Ritual.


British Parapsychological Society

This gang of assorted misfits are dedicated to the scientific investigation of psychic powers. Until very recently, psychic powers had been believed to be a badly understood part of magic. The BPS seeks to investigate such matters scientifically. In order to join you need to be at least novice in any ability that is fuelled by psyche, or in scholar (as there are many investigators involved with no real psychic powers) or in Galvanism (as electrical stimulation to produce psychic results – so far with little success – is one of the ‘in things’ at present).

Specific Membership Titles: Associate Member, Member, Investigator and Lead Investigator.

Members gain one psyche for each rank.


Sidewise Promotions



Special Training

Curious Lenses – Building upon work done by Newton and Huygens, the BPS has developed various sets of lenses and prisms. These can be used to peer through and will reveal significant ‘magical radiance’ of other weirdness. This is mostly of use in working out where ‘lines of power’ might go, but also can roughly tell what major supernatural power might be in an area. Used to examine and area of building, the lenses are not sensitive enough to read an object. One needs at least a couple of lenses and a prism to use this ability and an event is started with them. The ability allows other, specially prepared, lenses that might reveal other things to be used. Using lenses costs one knowledge. If one takes ‘Mystical Lenses’ as a scholar speciality, one gets better results, but one also needs this ability to actually use them. 

Telekinesis – A power that nobody has ever, it seems, developed to any real level, it is something the BPS tries very hard to develop. One needs ten psyche to buy this ability and, with at least 30 seconds hard concentration and three psyche one can make very weak, and only gross, manipulations of objects. One could make a candle flame go out, smoke move in strange (but not very controlled) patterns, a pin move on a thread, a very small wheeled toy roll along a small amount. If telekinesis ever becomes a published ability, this ability is exchanged for novice level in it and character will gain eclectic talent (there are no such plans at present).  

Spot the Fake – For one knowledge one can spot what ‘sort’ of supernatural power something is (elemental, ritual, ghost, psychic and so on) if no attempt at concealing what sort of power it is has been made. If some attempt at concealment has been made then clues will still be related. In the case of mundane fakery, it will almost always be spotted. Demonic stuff is very difficult to spot, unless no attempt has been made to conceal it. This works only in cases where someone is using, or pretending to use ‘something supernatural’. 

Psychic Galvanism – May use battery power as psyche on a two battery for one psyche basis. Requires proper ‘hooking up’ (one knowledge by either a galvanist or anyone with this ability)and a bit of kafuffle. Can be used to ‘recharge’ psyche with a ‘jolt’ working on the ‘electricity is good for you’ basis. An apprentice galvanist can hook someone up to do this for one knowledge.  

Dreams and Portents – Having waded through or heard a whole load of oblique and peculiar visions and prophecies may ask for some explanation of what a given line/brief part of that vision ‘means’. Costs four knowledge and ref will elucidate to some, but not a great, extent. 

Practice Methods – Many psychics trained by the BPS used various methods to hone abilities - predicting card turns, dice, guessing what other people had drawn etc. By repeating these reassuring (and well role-played and amusing) methods in any scene that would allow power to be recovered, then recovers one extra psyche (two extra if a rest scene). 

Proper Tools for (ability) – Some psychic abilities have obvious tools (crystal ball or whatever), some people use ‘props’ for other psychic abilities (a magnifying glass for sensitive, perhaps). This training can be bought separately for ay psychic ability and for a specific type of prop that has been properly prepared (psychically ‘clean’) for your use by BPS types.  If lost, you get a new one between events.

Using it should make the ability longer to use and be somewhat awkward, as well as look good and be appropriate. It acts as a ‘shield’ against the ‘passive’ negative effects of using ones powers in certain areas/things and where appropriate reduces the cost of resisting anything caused by the use of your power by one. Additionally, possession of it adds 3 psyche to base (which you lose if you lose it).  The object can be replaced between events. 

Thesis – Must publish something cool on FR waffle discussing some topic. Henceforth deemed one rank higher in lore skill, deemed to be something of an expert on that subject, may call themselves ‘Doctor’ and have people respect it and gain three base knowledge.

A Nice Cuppa – If a member of the BPS has a harrowing psychological experience with some detrimental effect (e.g. Bad dream than cause the loss of 2 willpower), then if they have a drink and a calming chat with someone within the next scene they can gain back half the power that effect had, of if the detrimental effect was not based on power loss may have an extra go at resisting it, with one free power to do so. 

Weird Family – The BPS is a bit of a strange and weird psychic family, however they do care for each other. This ability grants one psyche per member of the BPS on event, including self, however at least one more must be on event to have any benefit. In addition psychic hunch abilities concerning whether other BPS members are in danger or not will have the effect of visionary hunches. 

Study of Phenomena – grants one rank (granting free knowledge for the filed if this would increase such a rank past five) in the scholar specialism of ‘psychic phenomena’ plus a rank in the lore abilities of each of these talents: empathy, medium, visionary, sensitive. 

Open Psyche – a lot of time spent being exposed to psychic powers, and actively trying to allow such to work on them or focus on them means the character spends double power cost to resist any psychic ability used upon them, but gains 6 base psyche and one free per scene for the purposes of benefiting from psychic powers used upon them. 


Bow Street Runners

A nascent police force that has varying levels of presence all across London, though is based out of Bow Street. They are paid a small wage by the government, but mostly work for rewards or are paid to help protect certain businesses or areas. Though hardly what one would term a ‘police force’ in the modern sense, as they tend only to work for rich or influential, they still act to keep the streets safe and have a positive, growing reputation, though much of this is because they are so much better than the usually rather awful yeomanry. 

The Runners, also called ‘Peelers’, recruit hard, common men as well as the educated middle classes. 

Ranks are styled officer, sergeant, detective and inspector (the latter having responsibility for a London Borough) with possible further promotion to chief inspector. 

Scholar is needed to reach the rank of detective. 

Though uniforms are not mandatory, they will usually wear a blue greatcoat. Most will carry a short club, a ‘tipstaff’ to designate their rank and all have the (notional in many other Realms) right to arrest people. 

Members gain one knowledge at sergeant and inspector and one body at officer and detective. 

Training

Tipstaff -sometimes ornate, sometimes plain, sometimes hollow to hold the King’s Commission, sometimes just a club, the tipstaff is the symbol of the Yeoman’s authority. ‘Staff’ is a misnomer, these are usually little more than short clubs. It is also rather ritually empowered. If the yeoman touches someone with it (not hits them) and states they are under arrest then, as long as the yeoman pays one willpower, they gain four free power a scene for use against that person or to defend against that person. They must have a reason to so arrest someone, though it can be a little flimsy. If the person is let go by the yeoman, a superior or freed by a court then the free power ability no longer applies. 

Quality Tipstaff -from Tipstaff, but at base 60 points, requires an ornate or hollow physrep. Now grants 6 free power and resists the first two break or destruction attempts of a scene.  

Blue Greatcoat – usually worn by Bow Street Runners (though not always) and gaining ground amongst the Yeomanry, these heavy blue greatcoats are seen as a mark of pride and professionalism. Whilst wearing such soaks using skill without armour use soak the whole wound, rather than making it a bruise. If one has armour use, it counts as rank two armour rather than rank one. 

Whistle – if blown, anyone who is shocked or stunned who hears it may come out of that state immediately for a cost of one power (every type). This does not work against physical shocks and stuns, only mental ones (essentially, it gets people’s attention). It does not work on shocks or stuns that are self inflicted via some sort of ability use. Costs the Yeoman no power to use –let people know in the brief. The whistle may not be blown by a person who is shocked or stunned, and is ritually empowered; it does not have this effect if anyone else blows it, or if another whistle is blown.

Additionally, anyone who is unconscious and whose state was not originally caused by an injury, and who no longer has any ‘reason’ to be unconscious may come round immediately for two power of their choice. 

Come Quietly – grants the assassin ‘love tap’ ability or, if already possessed, one free power for use on love tap only. 

Up to Date – The Runner has read up on who is presently wanted and what has been stolen. For one knowledge can seek to tell if something is stolen (even amongst a group of stuff) or if someone is wanted (even amongst a group of people). All yeomanry get this from society lore for ‘obvious’ stuff, this ability allows them to spot the less well known. 




Brotherhood of Ludd

In the face of industrial revolution, traditional home workers were threatened by new machines and industrial practices. In Nottingham, in March 1811, organised machine breaking began - associated with Ned Ludd, an idiot savant with a knack for magic who was crowned as ‘King Ludd’ by his followers. Despite government attempt to limit spread, the machine breaking soon broke out across the Midlands and north of England. Mills and property were attacked and, occasionally, people were killed. In 1813, seventeen Luddites were executed in York and this caused the movement to diminish somewhat. The matter was brought under control however by the Gorden McGrandell MP, when he brokered a peace between the mill owners and workers, obtaining promises not to commit any more vandalism in exchange for respect for the old ways of craft and magic.

With a little cunning, a few years later several shadowy figures with more than a little vested interest in the success of magic over science caused the fires of Luddism to be fanned, gaining popularity amongst the ignorant and the hedge magic folk, as well as certain higher ranking members of society.

The Brotherhood of Ludd is now perhaps more accurately described as the angry ignorant masses, furious that other people seek to take away their livelihood (simple cottage industry and crafting) and replace it with factories and technology. 

The vast majority of members are ordinary folk, but amongst them are those who wield the more traditional magic forms. They tend to have some allies and friends within the Golden Bough. 

Luddites will not willingly make use of beneficial scientific methods or devices, though may through the expenditure of a point of willpower `steel their soul', allowing them to do so for a scene, but only if they see no other choice in the matter. They should generally oppose the use of technology and should seek to support the traditional crafts of the common folk. 

All Members gain one essence per rank in the Brotherhood of Ludd.
A point of skill is gained at apprentice and master.

Sidewise Promotions





Special Training

Spirit in the Machine – If binds an elemental into a machine/galvanic device then that device will fail to function once for each elemental bound into it(the elemental leaving) and furthermore that failure costs twice as much battery power, if applicable, as it fritzes somewhat. 

Mill Breaker –gain four power back of their choice when they break or destroy machinery or galvanic equipment, 

Folklore – Knows about English folklore and tradition (and those elements of folklore that the common Englishman is exposed to) as if they had a scholar specialism in this area - if actually have such a specialism, adds one rank (up to five, one free power if over five). Additionally, they gain one rank of herbalist folklore. 

Crafter Support – May start with two well crafted or one master crafted object of a type that would be made by pre 19th century crafter skills. These may be changed between events.

Craft Ties – When the character purchases a well crafted or master crafted item with stipend, is treated as one ‘class’ cheaper for stipend cost and is bound at ‘on event’ costs. This means well crafted items may be bought without spending any stipend. It does not allow the purchase of superlative items. Restrictions on type of item as above.  

Additionally, the character can start any event with two well crafted or one master crafted object that could be made by pre 19th Century technology  -these objects may be later  bound and new ones taken at each event start(even if not bound). 

Breaker – Has been instructed in the best ways to break various types of machine/galvanic device and gains a lore skill which will give good advice on such matters(as if a master rank specialism).

Herbal Allies  -allows event to be started with 15 pennies in herbal potions and any one charm (from herbalism) of choice.

King Ludd’s spirit -grants King Ludd as a shamanic totem as if the character was a novice shaman, or at whatever level shaman they are(if higher). King Ludd can grant toughness, strength or any elemental magic and is essence fuelled unless the character is a psyche fuelled shaman, in which case his powers can be fuelled by either. 

Broken Machinery  -if the character breaks a mechanical or galvanic device (a process by which they ‘free the elementals) which the owner did not wish/allow to be broken then the remains can be formed (pretty easily by tying a few of the bits together) into a talisman of a spell that ‘suits’ what was broken. ‘Suits’ is in a loose sense: most galavanic devices will allow almost any air talisman, most mechanical any earth talisman. The maximum rank of the talisman is equal to the rank needed to created the device broken (to a maximum of four) and it will hold twice the elementals needed to fuel the spell. Only one elemental common spells may be used for such talismans. 

Freeing the elementals in such a way costs one essence. 

Talisman Makers – purchase of talismans with stipend are at half cost and these are bound at on event prices.

It’s a world of magic – gains one free essence for the purposes of benefiting from elemental magical spells or using elemental magic talismans. 




The Church

This is in fact a number of separate societies; within the structure of ‘The Church’ as a whole there are a number of different sects and subgroups. Primarily the Church splits into the Mithraic and Isian faiths, but there are a number of separate groups within each faith, generally known as ‘colleges’ or ‘orders’. 

The structure of the Church thus splits down roughly along these lines:

· The ‘Church’ as a whole, which encompasses the faiths of Isis and Mithras.
· The ‘Faiths’ of Isis and Mithras, though to confuse matters these are sometimes referred to in character as the Churches of Isis and Mithras. 
· Various ‘colleges’ and ‘orders’ that are sub groups of one or another of the two faiths. 

The rules treat all the various orders and colleges within the church as separate societies: a player may start with one of these for free just as with any other society. Characters may not normally be members of more than one church based society. There are a few exceptions to this and some movement between Church based societies is allowed. Where this is possible, it is clearly indicated. 

In order to have any miraculous abilities a character must be at least confirmed in the church, which is the same as holding novice rank in one of the Church societies. 

If you intend to play a character that is a member of the church then you should read the notes on religion within these rules reasonably thoroughly. Members of the church are mostly very religious. They really believe this stuff  - or, if not, they fake it. They can call on miraculous powers that are, well, miraculous. Miracles should be treated as such, and never be the subject of blasé behaviour. 


Confirmation

About 1 in 100 people in Britain were confirmed into the church before the collapse, but with the increase in obvious supernatural nastiness after the Peninsular war and then after collapse this has increased to about 1 in 40.. About 2/3rds are of the artisan class. This can only be done at adulthood and the ceremony involves a formal acceptance of Mithras and Isis, not only as your ultimate ancestors (as they are all people’s), but also as your parents.

Confirmation is in the name of one of the deities, either Mithras or Isis. Very few characters can be confirmed in the name of both. 

People who are confirmed take the name of their chosen deity as their middle name. Thus, Michael Canton becomes Michael Mithras Canton when he is confirmed. 

Being confirmed is a big step for some people as it negates your right to inherit both property and titles. In most cases, this means that you will not inherit. Sometimes, you will anyway. This is particularly true of Royalty, who are often confirmed. Then again, Royalty have no right to inherit anyway: they just normally do. Though nobles are sometimes confirmed, they only tend to do so once they have inherited their title (and nobles doing this tend to be viewed with suspicion by the church and not advance very quickly). Many of the nobility have some sort of title conferred at them at birth. Confirmation prevents you becoming ‘head of the family’.

All Church societies grant confirmation at novice level in the appropriate deity. 

A character may choose on creation (if they take church as a socieity) to be confirmed, but not as yet part of any order or society. They gain no benefit or restriction from any of the specific orders or colleges and at any time may choose to join one of those orders or colleges. 

The Pastoral College

This is the vast majority of the church; people who preach, serve a parish and tend to the day to day duties of the church. There is a separate Pastoral College for the faiths of Isis and Mithras. 

One faith is gained for each rank in this society. 

Those of the Pastoral College are expected to serve the religious needs of those they meet. 

Novice – Is confirmed in the faith of their choice and may hold some minor rank within a parish, such as an assistant to a preacher, verger or similar. 

Apprentice – The character is a Lay Preacher; these are preachers who usually serve a Parish in some capacity, though some wander. They might be the parish priest for a very small hamlet, serve as a verger or similar. Some have secular jobs instead and serve the church on holy days only.

A Lay Preacher can give a Sermon, this can be fairly short, but must be strongly role-played and relevant to what is going on. It is suggested that, if you plan on doing this, you plan out roughly what you are going to say.

A proper sermon costs one faith to perform, but everyone who listens to it and is judged to be ‘touched’ by what is said in some way regains one faith. 

Journeyman – The character is now a full preacher; they are called Preacher if they are a parish priest, Reverend if they are more wanderers. They may now perform marriages and conformations, such services costing them one faith. They may perform ‘proper’ funerals, which prevents the soul of the departed being called back (and as such prevents them being raised as undead). 

Masters – The character is now a Bishop. They can Rebuke anyone in the name of the church. This costs one faith and the person so rebuked cannot spend faith to gain extra benefit from miraculous abilities, or spend faith that is required to benefit from miraculous abilities. This effect lasts the whole event. It also puts the fear of the two gods into people who care. 

After the Act of Precedence in 1823 Bishops were once again allowed to sit in the house of Lords, receiving a hereditary peerage if the Lords voted them such  - this was part of the Deal the master and mistress of the church struck to get the act passed. Bishops who are not nobles may buy nobility for the normal 30 points, choosing their own title. 


Further Promotion

Bishops can be promoted to Cardinal (joining the Theological College), though this requires one to be master rank in all three miraculous abilities and furthermore have role-play that very strongly indicates one should be a senior churchman. It makes the character part of the College of Cardinals, which is made up of both Isians and Mithraics and rules the ‘church’ as whole under the master and mistress. 

Beyond Cardinal is only the Master and Mistress of the Church, which a player is only likely to achieve in truly exceptional circumstances and, if they do, costs points. 

Sideways Promotions

Chaplain (Lay Chaplain if apprentice rank) – Army Chaplains will lose this promotion (and regain all the points) if ever promoted to master rank in the Church. They gain the courtesy rank of Captain, though are only considered to be in the chain of command when directly dealing with evil supernatural things, like undead or similar. They could also hold separate army rank. They can perform funeral services ‘en masse’ by talking only about the circumstances of death and only after a battle  - very useful when dealing with armies of French you don’t want getting up again come nightfall. This still takes a while and costs two faith, four if dealing with a large battle (of the sort fought in wars). 

They must be attached to a specific regiment and if a chaplain (not a lay chaplain) gain one extra faith for each person on event (player or someone some time is spent with) that is a member of that regiment. They can be moved between regiments (check with ref) but if doing so lose the benefit of this ability for at least one event - no need to buy it again, though. 

Inquisitor – Such players are charged with rooting out ‘heresy’, which in most cases is the worship of demons dressed up as the worship of Mithras or Isis. Inquisitors are trained in seeing exactly how holy water reacts when poured on something evil, and as such for one knowledge will be able to tell roughly how evil that thing is and roughly what ‘sort’ of evil it is. 


Special Training

Above Reproach (Bishops only) – May now shrug off a Rebuke for one faith such that it has no effect unless the referee deems the rebuke is absolutely and clearly correct in which case the rebuke takes affect and this ability is permanently lost. Your role-play must have been faultless in support of the church as seen from a generally  ‘orthodox’ standpoint to take this ability and it may be lost if one’s opinions or nature changes. 

Potent Sermons – Sermons performed by the player now restore two faith rather than one, but must be exceptional. 

Entertaining Sermons: in addition to any other benefits from a sermon, anyone hearing a sermon may now benefits once per day from an ‘act’ as per performance at master level, including power regained by the preacher. 

Symbol of Authority (Bishops only) – Some symbol of authority, the long neck scarf/mantle (proper name???) in the case of a Bishop, a ring in the case of Cardinals. Kissed formally without over prompting by a person when first met on an event the Cardinal may pay one less point of faith once on the event when using a miraculous ability on that individual only. 

Laid to Rest – A proper funeral service (naming the dead and so forth, though other abilities that allow ‘quickie’ funeral services may be used) at a cost of one faith will mean the targets spirit as well as soul will be laid fully to rest and furthermore means that even the most potent of necromantic rites will not be able to call them back (soul and spirit are both deemed to be gone). 

Great Rebuke - The Rebuke ability now causes the target to be unable to use faith in any way. Should be made plain it is a Great Rebuke and character can still use normal rebuke.

Excommunication – From Great Rebuke and at increased cost. The third time you Rebuke or Great Rebuke someone (which would have to be on separate events) the effects are permanent (you use the effects of whichever of Rebuke or Great Rebuke was used the last time). There may be political ramifications to this, it can be overturned by the head of the church only and one must conform to the role-play strictures of Above Reproach to buy and keep this ability. 

Helpful Parish – Gains the benefit of one extra rank in merchant or wealth, chosen at event start (which could take to five) due to the help and contributions of your parishioners. 

Canon Law – The idea that members of the church were only subject to church law and could only be tried by them was abolished by Henry VIII (though it was an ongoing and complex process). However, he did a rather slipshod job of it and, as such, some priests in some parishes are still only bound by Canon Law. As such, if accused of a crime you will be tried by the church, not state, as a result of old privileges granted by whatever parish you serve in. It is worth noting that known Knives of the Moon automatically lose this ability (and the points). 

The Prayer to Prestor – This angel (though not popular in modern times) is responsible for bringing those who have gone to hell at the will of Set or a demon, rather than Isis or Mithras, back from that hell. He has three angels associated with him, called the ‘Three Bright Bearers’ who carry his sword, his  lance and heal him of his wounds, respectively. 

Those who know this prayer may repeat it over a corpse, in which case the four angles will try and rescue the soul from hell (if it is there). The prayer costs four faith. They will not go if the trip to hell was ‘self inflicted’.

In game terms, they will succeed unless Set himself has a vested interest in keeping that soul there. 

It will take days to rescue most souls, and they will not be able to be resurrected. However, if the soul as sent to hell by external magic (not a character disadvantage or similar), then they will be able to perform the rescue as part of the resurrection purpose: they should be invoked in their battle with hell as the resurrection is performed. 

Being rescued in this manner costs one perm faith. 

Sermons of the Hours (Lay Preacher and above) – Each of these is a separate ability that govern the sermons done at various times of the day. Any church member can officiate over these, but those that have done them often can channel divine power. One must be the type of character to have done sermons of a particular type regularly. These can be used in conjunction with the normal Sermon ability. Each requires a cool religious service (taking about five to fifteen minutes) and grants benefits both to the preacher and the congregation. 

These cost one faith to use, participants must spend one faith (which they might have gotten from the normal sermon ability) to gain the benefits. Each must be done at roughly the right time (within half an hour or so). If any of the congregation do not pay attention or there is a general lack of attention around the effect is not gained - judged harshly.   Players may need to self judge if these work, as some are done in sleep scenes. 

All of these have to be ‘participatory’ in that the congregation has to say something (individually or as a whole), but this can vary from priest to priest.  A single person cannot benefit from more than one such ceremony of the same type in a day.

These are split according to the church they come from, and only members of that church may buy them. 

The Morning Greeting (Mithras) - This may be performed in a sleep scene (at the end) when people have just got up. Slugabeds (as compared to the rest of the party) should miss out. It should be done before breakfast and so forth. It is a ‘common man’ service, in which labourers, soldiers or workers will often say what work they will accomplish during the day  - though anyone can take part. Participants gain one base body for the day, the preacher gains one base body for every three full participants that spend faith. 

Additionally, preacher and participants may for that day resist all sleep or other ‘tiredness’ or ‘exhaustion’ effects for one faith (some may have a reduced effect if resisted), becoming shocked instead as they shake themselves awake. 

The Noon Thanks (Mithras) – Tends to be a service for noblemen, the middle classes and other ‘thoughtful classes’ and tend to feature a moral ‘thought for the day’. Grants one base faith for the day, and one base faith for every three full participants that spend faith is granted to the preacher.  It may be done as part of a rest scene. 

In style, this often features a discussion of the life of a saint. If the preacher has the patronage of a saint so discussed, then those who participate gain that basic patronage for the rest of the day. Usually, but not always, this would be a Mithraic saint. 

The Sun’s Farewell (Mithras) – Done at dusk when the sun is still visible, it is a farewell to Mithras and should feature people thanking him for his aid that day and discussing those trials and tribulations they have suffered since that morning. This restores any event perm power that anyone has used that day and, additionally, any perm power lost may be moved to a perm faith loss instead of whatever it came from. 


Evening Greeting (Isis) – Performed as the moon comes up or just after nightfall, this is a service traditionally attended by women. It almost always focuses on a reminding of the love (real love where she cares and wants to help) that Isis holds for people. On occasion this may feature the other side of the Isis coin; someone or something she really hates. 

Participants may, between the service and sleep, fuel any ability, once only, that would keep them alive or healthy with faith and in such circumstances they feel Isis intervening. Additionally, for that entire time, they may heal wounds (though not wake up) in scene changes with faith rather than body (they may still use body), again feeling Isis’ presence. 

Heart of the Night (Isis) – Performed around midnight in winter, 1am in summer, celebrating the heart of the night. Such services tend to dwell on the ‘power’ of Isis in one way or another and are often used to offer prayers to her asking for things. Any prayer offered to Isis in this time will be heard by her (though it is unlikely she will be able to actually help in any way). It tends to take a ‘what Isis has done for us’ sermon. 

This service tends not to be done all that often in the ‘normal’ world, but is often done in extremis - it gives the benefits of a break scene to all participants, as the life that (thanks to Isis) flows through them is renewed. 

Down to Sleep (Isis) – This is conducted as one goes to bed and may be done as part of a sleep scene just before one sleeps.  If anything ‘happens’ after it has been done (power used and so forth) then no benefits are gained (the fact it is done in a sleep scene means this is unlikely to happen). This service is usually short and merely asks Isis to protect one while they sleep. Participation usually involves talking about what dreams one may have or has had. 

During the sleep scene, anything that a participant is suffering from that is ‘getting worse’ (like a disease) will not get worse. Anything that disturbs sleep or causes distress or problems (or reduced power regaining) will be roughly halved in effect, rounded down. 

The Moon’s Farewell (Isis) – This is sometimes done after a long night vigil just as the sun comes up or moon goes down, but can also be done first thing in the morning. It would be done at the same time as the Morning Greeting - they could be done one after the other, one immediately following the next - Isis understands people need to sleep.  It can be done in a rest scene. The service often dwells on the fact that the moon is not Isis, and that she is here in the day just as well. In modern times this also dwells on the unity of Isis and Mithras, in times when the churches are split it dwelt on the fact she was still potent when the moon was not up. Sometimes, if the two services are combined, then two preachers (or even one in rare cases) may talk about the close bond between Isis and Mithras - in this case two services may become one. Usually (in the ‘normal world’), men attend the Morning Greeting and women the Moon’s Farewell first thing in the morning. 

Grants one base faith for the day, and one base faith for every three full participants that spend faith is granted to the preacher.  It may be done as part of a rest scene. 


Prayer Books – A prayer book needs to be well phys-repped, using a nice book with various prayers, homilies, lives of saints, illustrations etc. etc. It needs to be read from to be ‘used’. 

Prayer Book – A prayer book is fully part of personal reality (only matters as some effects can be resisted if it is). It has a ‘pool’ of six faith, recorded separately, which may be used to fuel abilities only when the book is read from. This pool does not come back normally via rest scenes etc. Lost books are replaced between events. 

The following abilities all require the basic Prayer Book ability, but are not bought at increased cost unless it specifically says so. 

Book of Hours – Prayer book should contain numerous different prayers to be done at different times in the day. This can be changed between events. These only need be short acts of devotion of a minute or two. A full written list MUST be provided to the referee. Each time one is done then one faith is restored to the prayer books pool, each time one is missed then one is lost. This can go minus but cannot go over the books basic power. One needs the book to do this. 

Great Book – Requires a phys-rep that shows illumination/illustration or some other ‘extra coolness’. Adds six to the books power pool. 

Written Preparation – A separate ability that can be bought for any specific miracle (heal wounds, heal disease, bless, etc) and must be written in the book. In cases where the ability could be cast at different ranks (cure poison, cure disease, etc) then the rank must be specified. You must be able to cast that mystery. The cost of this ability is multiplied by the rank of the miracle to be cast. Fourth rank miracles that are not ‘multi level’ may not be so bought (so you can buy cure disease four, but not call to arms). 

The written prayer must be at least 500 non repetitive words long. It must be read slowly and clearly. The base cost of casting the miracle is free, but it may be used only once a scene maximum. 


Swords of the Church 

Swords are those who have taken up arms in defence of the church and in order to bring ruin to the enemies of the church. They are expected to be pro-active in both keeping the faithful safe and bringing ruin to those who would harm the faithful. There are many more Mithraic swords than Isian ones, but there are plenty of the latter too. 

Swords are split into two separate societies: swords of Mithras and Swords of Isis. Though different, they function the same way in game terms.

A sword may retire and join the Pastoral or Theological colleges at any time prior to an event. In this case, they lose half their ranks in Sword, rounded up, and regain half the points spent on it. Their society if changed to the appropriate one. 

One faith is gained for each rank in this society. 

Novice – The character is confirmed in the faith of their choice.

Apprentice – The character gains one free power per scene for the purposes of benefiting from miraculous abilities used by another only. 

Journeymen – Knights of Mithras or Isis – The character gains a second free point of power per scene for the purposes of benefiting from miraculous abilities. 

Journeyman swords may buy nobility at the normal cost, but as Knights only. They would usually be knighted by a Bishop (or higher) who has a Peerage and the right to Knight. 

Master – Captains of Mithras or Isis – Any permanent faith they have to spend to benefit from a miraculous ability used by another is treated as normal faith expenditure, not permanent. This does not restore any permanent faith already used and this ability may only be used once on an event. If a sword pays permanent faith on more than one occasion on an event due to the use of miraculous abilities upon him by another then at the end of the event the highest instance of faith use is deemed to be the ‘non permanent one’.



Jon Mithras Andrews is a Captain of Mithras. He takes a mortal wound, which is healed by a priestly friend. This would cost one permanent faith. Because of this ability, it costs one normal faith. He later dies on the same event: this costs him two permanent faith for the rest of the event when he is restored, but come the end of the event the loss from being resurrected is treated as the use of this ability, so he only loses one permanent faith from being mortally wounded. 


Further Promotion

Swords can become the Master of a particular Order, though this is unlikely to happen except through extended play. There is a notional Grand Master of the Swords of Mithras or Isis rank (One for each faith), but these ranks have been vacant for some years, being only appointed in times of extreme religious crisis (like during the reformation).


Sidewise Promotions

Various orders of Swords have started to reform after the collapse. Historically, there have been many more, but these are the only ones with sufficient numbers to be promotion options – you can freely say you are a member of some other, smaller order (but will have to pay the points should it ever become a full order). 

Blades of the Mountains (Mithraic) – Mostly made up of 15th Century Swiss, the Blades are hard men from a time when their country was surrounded by countries dedicated to Florentine ideals. The Blades may use faith instead of willpower when resisting supernatural effects from a source that is held or embraced by evil, or to resist effects that are intrinsically evil. If they have the ‘faith in battle’ ability they gain 1 free power for resisting such effects when in combat only. Grants no extra ability to resist, merely lets faith fuel it. Members must have some sort of special attack with a pole arm. 

Order of the Dragon (Mithraic) – Fought the Turks in Eastern Europe. They may use faith instead of body or willpower when resisting elemental attacks, assuming they have some way of resisting them, as their order fought Djinni and the Djinni blooded for many years. They must have a dragon image somewhere about them. 

Teutonic Knights (Mithraic) – Fought against Leshy and other ‘pagan nature’ spirits, eventually creating their own country by the Baltic. When fighting against/resisting the hostile effects of ‘pagans’ (any sort of magic that is claiming to call on spirits, shamanism in most of its forms etc) they may use faith to fuel any ability. They have almost zero tolerance for ‘pagan’ faiths. They wear a white mantle with a black circled cross. There are not many and they are active in Little Germania. 

Blades of the Sun (Mithraic) – A young order, founded in Saint Albans and originally fooled into demon worship, Mithras now makes a special point of ensuring they are not fooled again: if they handle/touch for a while an object they can tell if it has a demonic taint for one faith. They may use faith instead of willpower to resist demonic influence. 

The Unforged Blades (Isian) – Another young order mostly made up of more primitive folk and active in Little Germania. They tend to have a fair degree of tolerance for more primitive faiths and try to combat those that are ‘evil’ and educate those that are not  -many of their members also follow lesser pagan gods, seen as inferior to Isis but still worth following. They may use faith to fuel shamanism. They always show a moon symbol. 

Hounds of the Sun (Mithras) – Cunobelin, formed this order as his martial holy celtic Briton warriors around 60AD to fight in defence of his land. The order still exists and is followed by some of those Celtic tribes-people who have returned from the wasteland. Those hounds of the sun can once per scene fuel a standard (not GM) armsman skill with faith (but only one per scene).



Special Training

Unquenched Faith – May be purchased multiple times at increased cost, each purchase allowing one point of permanent faith loss on an event becoming temporary faith loss.  

Weapon Blessing – One weapon (usually one kept wrapped up ready for special need) is blessed with all due ceremony on a regular basis. It starts the event three blow blessed and these blows remain until used. If blessed again, the blessing will likewise last until used. Weapon may be changed between events.

Use of Blessing – Mithraic swords gain one extra blow from a Mithraic weapon blessing, Isian Swords gain one extra free power from Isian blessings. This applies only to the common sanctification abilities. 

Blessed Power – In a scene when they receive a weapon blessing, sword may continue to strike blessed blows after the ‘charges’ are used at a rate of two faith per blow. This costs one faith if the blow misses. 

Oath of Defence – May nominate one other non-sword church member, which requires swearing to protect them, formally, on the event. Lasts the event. The person so sworn to gains one free faith for use on the person who so swears. Any permanent loss of faith suffered by the person being defended is also taken by the defender, and any other perm power loss by the person protected taken as perm faith loss by the protector. 

Benefit of Faith – May be purchased multiple times at increased cost, each purchase granting an extra point of free faith for the purposes of benefiting from miraculous abilities. 

Faith in Battle – May now use faith to fuel resistance to effects from enemies embraced by evil (undead, demons etc al), or supernatural evil powers. This may only be used when willpower would be available for resistance purposes and willpower/faith may be mixed and matched. It may only be used in active physical battle. 

Blessed Armour (Requires Armour Use) – Repeatedly blessed armour means that the sword may (as long as wearing this amour, which they may start the event with) soak etheric damage in battle from embraced by evil sources as if it were normal damage, fuelling this soaking with faith. Free soaks from armour may not be used. 

Defender of the Fallen – When standing over and defending the fallen body of a confirmed member of the church who is not a Sword may use faith to fuel any defensive ability or any armsman ability. 

Monastic Orders

Monks are members of a monastic order. The earliest orders were founded in Roman times. Mithraic orders were mostly founded by retired soldiers who wished peace and closeness with their god, Isian orders were mostly founded by widows who needed somewhere secure to live in their old age. During the dark ages, when worship of the two gods was in decline, these orders changed in nature. They became bastions of the true faith and centres of learning. It is the monastic orders that allowed the dark ages to end and the middle ages and progress begin. 

Although there are many monastic orders, they all exist under one organisational umbrella, ultimately answering to the master or mistress of their church. Monks and Nuns will, at the start or their career, often move from one monastery or nunnery to another whilst deciding which suits them best: the church does not wasn’t anyone to commit to the strictures of monastic life without being sure it is what they wish. 

Before a monk or nun commits to the order they are titled mendicant (before whatever title they have due to rank). Thus, an apprentice monk would be called Mendicant Brother. Mendicant means that the monk lives off charity: this used to mean they would travel and beg, now they live off the charity of the church and the orders which they visit. 

Novice and Apprentice members of Monastic orders are both called Brother if they follow Mithras and Sister if they follow Isis. Members of Isian monastic orders are called nuns. There are some female monks and a very few male nuns (people tend to find male nuns to be a little odd).  

A person who is confirmed in the church (novice) may choose to be ‘trying out’ to become a monk. They are termed supplicant brother or sister and gain no extra powers. 

In order to be promoted to the third rank characters must have purchased a sidewise promotion (see below) and become confirmed into one of the ‘rules’ (also see below). Third rank members are still brothers or sisters, though technically senior, and are styled senior brother or sister if formality is needed.

Fourth rank members are abbots and head a monastery. 

Members of monastic orders eschew personal wealth. They start an event with no money, even if they have abilities that would give them money. They do not wear armour; they will not have any possession (even those they paid points for), unless these objects are ‘holy’ in some way. They may have other equipment from other abilities (like herbs if they are a herbalist). Such characters will not wish to keep things found on events in most cases. 
 
A member of a monastic order gains two faith per rank, rather than one.



Sidewise Promotions

Once a monk or nun has decided where they will settle, they take an oath called ‘final confirmation’ and swear to abide by a particular rule. A rule is a set of guidelines set down long ago which monks or nuns follow. A particular monastery may follow a specific order, which is a group who interpret a rule in a particular way and have a set of regulations and attitudes of their own – there are no game rules for specific orders, rather, players are free to make up their own, though each order follows a specific rule which does have its own set of game rules. 

These sidewise promotions, which are the same thing as ‘final confirmation’, and means choosing one of the rules below, all cost a base 60 points.  

The Monastic Rules
 

All of the various orders follow rules, usually laid down by various saints, which dictate the manner in which a monk or nun should live their life. These began as guides for individuals (normally hermits) but were adopted as formal institutions by the church towards the end of the dark ages. There are many variants, as each monastery or abbey generally has its own patron saint or angel which further informs the views of its monks. 

In Britain, matters are further complicated in that Henry VIII dissolved the monasteries; since that time, monastic orders have risen again or new ones been formed. 

A monk or nun taking final confirmation must choose the specific rule they must live by, but should also flesh out the individual order to which they will belong (or use one that has been published or developed by someone else). There are a lot of potential orders and it would be impossible to detail any of them here – and no specific rules are needed. 
 
 Each rule has a set of requirements for entry and a list of the ‘vows’ they embrace. Each rule grants some immediate special benefits and restrictions. Additionally, monks and nuns may purchase ‘vows’ which are allowed by their rule, which grant additional benefits and restrictions. Not all orders embrace all the vows of their rule and not all members of an order embrace every vow that is possible: this is a matter for personal role-play. 

The vows a specific rule allows for are listed under that rule, and the vows abilities are given at the end of this section. 
 
These restrictions are all judged very harshly. If you break them, your power costs for faith is doubled. Multiple breakages stack. Atoning for breaking a vow costs 10 points (off event or 6 well role-played on), but the cost is multiplied by the total number of times (ever) you have broken your vows.  

The Rules

Some more rules will be added, and happy to take player suggestions. 

When a player buys ‘final confirmation’ they must choose one of the rules listed below, immediately gaining the benefits and disadvantages of that rule and gaining the ability to buy the ‘vow’ abilities listed for that order. Vow abilities are all base 60 points unless stated otherwise. 

Those rules which are both Isian and Mithraic have orders which are one or the other: a player must choose one, not both. 

The Rule of St Benedict (Mithraic) – The oldest formalised Rule, set down by St Benedict of Nursia in the 6th century. The Rule dictates an austere life of toil and brotherhood but also an inner peace through which one can come closer to Mithras. The central mottos of the Rule are ‘Peace’ and ‘Prayer through work’. This is not to say that Benedictines are pacifists – some of the most steadfast warriors in the crusades were Benedictine monks – but that they maintain a sense of calm and, if forced to fight, do so without hate or vitriol. Essentially they espouse action in the face of adversity rather than bitterness and self pity – to become filled with hate is to turn away from the work of Mithras. The Florentine original of this rule was the one mostly responsible for the Inquisition, and the modern, British order has vowed not to surrender to such hatred ever again. 

Robes: vary between orders. 

Restrictions: adherents may never be indolent, but always working, whether that be fighting the good fight, or washing up: they do not take time out for leisure, save to sleep. 

Benefits: rest and break scenes in which the character works in some way (the way being suitable to the scene type) restore one extra faith for break and two for rest scenes. 

Vows: Industry, Stand Against the Dark, Mortal Arms, Loving Heart, Militant, 

The Rule of St Francis (Isian) – Based on the gathered teachings of St Francis of Assisi (who is female in FR) in the 13th century, this rule is concerned mainly with the idea of charity. They are the closest adherents to the vow of poverty common to all the orders – they retain only the smallest part of their abbey’s wealth, eat only the simplest food (most are vegetarian) and avoid strong drink. Their concept of charity also extends to the avoidance of violence – not because they see life as sacred but because they have no wish to hurt anyone, as it would be uncharitable. Those who follow this Rule have historically been completely loyal to the church (which led those who were part of the Florentine church into trouble, as they remained devout but were in service to people worshipping demons…) Franciscans are also sometimes known as the Greyladies, from the robes they traditionally wear

Robes: Grey

Restrictions: in addition to the general attitudes and diet, above, members may not cause physical harm to a ‘person’ (those who are descended from the Gods). 

Benefits: gains one free power for the purposes of using any beneficial ability on another person as long as the use of that ability will in no foreseeable way cause harm to another in the present circumstances. This is judged ultra harshly, though healing someone (who may then go on to harm someone) is always exempt. This free power is tricky to apply. 

Vows: Ultimate Devotion, Pacifism, Austerity, Charity, Industry, 

The Rule of St Augustine (Both churches) – There are both Mithraic and Isian orders which adhere to the Rule of St Augustine (though a player must choose one), as its founder worked hard to bring both churches together. An extremely devout man (according to legend he was descended from angels), St Augustine believed that both gods should be worshipped equally. Those that follow his Rule are amongst the strictest and most devout of all the orders. The various Augustine orders belong to the church of Mithras or Isis only nominally, as they venerate both gods. They hold many archaic customs, long since abandoned by the Churches proper (yet not condemned) and so are seen by many as a repository of Church lore and history, and by others as a little odd. Martin Luther was an Augustinian monk.

Robes: vary between orders

Restrictions: 

Benefits: may use the miraculous powers) of the church they are not a member of (assuming they know that ability to suitable rank) at a cost of one extra faith. 

Vows: Duality, Ultimate Devotion, Archaic Custom, Structured Argument

The Rule of St Dominic (Mithraic) – Monks who follow this Rule are also known as Blackfriars, due to their traditional black robes. St Dominic de Guzman was a famed preacher who formalised the Churches’ approach to preaching. Where previously Priests had simply spouted platitudes and/or threats of brimstone, St Dominic taught his followers to present reasoned arguments. This was one of the reasons for the failure (and later destruction) of the Albigensian heresy.

Robes: Black

Restrictions: must relate any conversation they have back to matters religious in some way. This means every conversation must have religious overtones. 

Benefits: May perform and benefit from one sermon per day as if a master performer performing an act. 

Vows: Proselytising, Holy Text, 

The Rule of St Brigit of Sweden (Isian) – This rule was laid down by St Brigit of Sweden in 1346 (she is always named as being ‘of Sweden’ so as not to confuse her with others of the same name). She was a Swedish princess and the wife of King Ulf of Mercia, taking holy vows upon his death and using her own fortune to establish a number of convents in Sweden. One of the central tenets of the Rule is that knowledge of the Gods creation is sacred – the Brigittine nuns spend their days gathering as much personal knowledge on as many subjects as they can. They also see themselves as guardians of that Holy knowledge for the rest of humanity and keep extensive libraries, which are traditionally available on request to anyone who wishes to use them. These libraries, according to the Rule, contain original drafts of texts the nuns gather and copies of them translated into Enochian script (the most holy of written languages). 

Robes: vary between orders. 

Restrictions: must have scholar to join and must read and seek to understand anything that there is available to read. 

Benefits: gains one free power for the use of scholar (in relation to reading only) and for writing or reading scrolls using arcane text. 

Vows: Holy Text, 

The Rule of Snt Brigitte (of Ireland)(Isian) – a very ancient Irish order, with a whole variety of possible explanations for who ‘Snt Brigitte’ was. The order always tends a sacred flame which is never allowed to go out and which symbolises their link with the divine. They often venerate other spirits (those loyal to Snt Brigitte) and can be seen as somewhat ‘pagan’. Central to their tenets is the beneficent nature of flame, and they associate it with the hearth, metal working, cookery and other crafts, given by the Gods to help mankind. 

Robes: reds and browns, but varies. 

Restrictions: will never extinguish a fire (unless for safety reasons), not counting such things as gas ovens etc. Must have either elemental fore magic or craftsman (with a specialist that uses flame in that crafting). 

Benefits: if they light a fire for productive purposes (not including ovens and so forth) then they regain one faith, if they cook(hot food) they regain one faith for small meals, three for proper meals. 

Vows: Craft of Flame, Mystic, Loyal Spirits, Archaic Practices. 

The Poor Clares  (Isian)-formed during the First Crusade, and very active during the Peninsular War, the Clares famously stayed in Jerusalem to tend the wounded when it was to be sacked, disfiguring themselves so they would not be raped before they were killed. 

Robes: White and Blue (mixed or either). 

Restrictions: may never leave an injured person untended and must immediately seek to tend to anyone injured, regardless of risk. 

Benefits: gains one free power for use on miraculous healing, physician, herbalist or apothecary (the latter two only when making or administering ‘cures’)

Vows: Caregiver, Stand Against the Dark, 

The Jesuits  (Mithraic) – once outlawed, they became active again in Britain in the 18th century. The Jesuits are preachers and educators, one famously saying ‘give me the boy and I will show you the man’. They strive hard to bring the faith to all, but also play a great deal of politics in an effort to get what they want. 

Robes: Red

Restrictions: must always seek, without ever giving up, to convert the non believer, though they may work smart at this rather than hard. 

Benefits: may perform and benefit from one act per day as if master performance which must be a period of teaching or conversion. 

Vows: Teacher, 

The Roman Order (Isian and Mithraic) – though this can claim to be the earliest monastic rule, it has changed a great deal over time and there are no extant orders that can trace themselves back to the earliest. These early orders were founded by old soldiers, or widows, as a place of religious refuge and were also used as a place of exile.  Almost all members will enter such orders once they have ‘had a life’ and, as such, tend to be made up of people trying to attone for their past, or who have sought religious seclusion. 

Robes: White, but this order is pretty secular and robes are often not worn. 

Membership requirements:  none as such, but members must have ‘had a life’.

Restrictions: none, but see the caveats on the benefits, below. 

Benefits: members do not fully divorce themselves from matters financial: they still have stipend and may benefit from wealth, etc. They may bind objects to them, though only things that are important. However, they may not use this wealth to their personal benefit in any way, only for the benefit of others. 

Vows: 

The Egyptian Rule(Isis and Mithras) – defunct for a thousand years, some adherents of the ‘old ways’ of Isis and Mithras are now extant, and have embraced the monastic disciplines in order to follow the goddess in the way they used to. There is a real hodgepodge of different orders here. Although recognised by the church as ‘The Egyptian Rule’, not all of them are from Egypt, there being a grand mix of old ways of worship included here. 

Robes: outfits vary very widely, some orders having no standardised ones at all. 

Restrictions: none

Benefits: any power cost to benefit from an ability that would have a cost in psyche, essence or faith may be paid for with any of those three types of power. 

Vows: Loyal Spirits, Archaic Custom

The Gnostic Rule (Mithraism and Isian) – another mixture of odd orders, they believe that all knowledge is Sacred, and pursue knowledge through a variety of means both mystic and divine in an effort to understand the nature of the Gods. Individual members and particular orders will often have rather odd beliefs. 

Robes: outfits vary very widely, some orders having no standardised ones at all. 

Restrictions: all essence and psyche use is seen as ‘sacred’ and as such must never be done trivially (in the manner of a miraculous ability). 

Benefits: one faith per scene (including free faith) may be used in place of psyche or essence. 

Vows: Holy Text,

The Rule of Saint Sarah (both Churches)

Saint Sarah was the first formal saint. Witness to the ascension of Mithras and Isis on holy mount, and a close friend to them in life, she was first struck blind and dumb as they transfigured. They told her to flee, but she did not, and as they finished their ascension (which she could still hear), she was struck dead. The pair carried her soul with them and she became the first denizen of heaven, paving the way for future mortals to follow her (saints only, though). 

The order was first founded in Persia and the Middle East, though was less formal than later orders, which means it can be debated as to whether it was the ‘earliest’ or not – certainly its saint is the oldest patron. As it became more formal, it was typified by the nurturing of holy places and what could be seen by some as a rather irreverent relationship with the Gods – members well accept (after the example of Sarah defying them) that they are not always right, and have never claimed to be omnipotent or omniscient. This willingness to question led a lot into demon worship in the late middle ages and, as a result, they were pretty much wiped out as an order in Britain, though a few isolated monasteries have re-established themselves. 

In life, Sarah was one of the very first missionaries, converting much of the middle east. She was also known for both her honesty and abhorrence of violence. As well as being the first to learn and then teach the mysteries. 

Robes: predominantly white or sandy/cream, often with colour at a few points depending on the monastery. 

Restrictions: the order is very concerned with holy places – they will do everything they can, up to and including suicidal behaviour to prevent a holy site being desecrated – however, it is fine to desanctify somewhere (as in the case of a temporary shrine).

Benefits: one extra free faith is granted the character by any place that grants extra faith. 

Vows:  archaic custom, duality, pacifism, proselytising, teacher

The Vows

Players who are members of an order that allow for certain vows may choose to embrace them and take the disadvantages, but there is no system effect for breaking them in such cases, nor any benefit. To fully embrace a vow costs 60 points. 

The restrictions on vows are judged very, very harshly, with the slightest suggestion that one has been broken meaning it has been. If a vow is broken the character may not benefit from that vow for the rest of the event. If the breakage was anything other than trivial severe, then they lose the ability with no refund in points, but may rebuy it if they wish. 

The first set of vows is available to any monk or nun, even if they have not yet taken final confirmation. The second list is only available to those rules that list them.

General Vows

These are available to any monk  - they do not have to have taken final confirmation, though they do need to have taken apprentice in the church and chosen the monastic track.

Chastity – the FR world has much more liberal attitudes towards sex (though are very down on unmarried childbearing, a distinction made possible by herbal contraceptives which are more reliable than real world ones, though still not as good as modern ones). The Florentines required chastity from monks and nuns, but this was rarely observed, the CoE is more realistic, but monastic orders encourage monks and nuns to take this vow such that they will not be distracted from their devotion to the Gods. Those who have taken this vow must avoid sex, flirting and the like and ay not marry (though monks and nuns very rarely marry anyway). 

They may resist any and all effect that cause any form of sexual urge or behaviour for one faith or willpower. They gain six base faith.

Silence – vows of silence mean not never speaking, but speaking only rarely.  Pantomiming, miming or similar physical communication (but not writing) counts as ‘speaking’, though simple pointing, nodding or similar do not. Those with this vow must never speak unless with good reason. 

In any scene in which the character has not yet spoken and where they did not speak in the scene before, they gain one free faith or recover one faith, their choice. 

Vocal invocations for miraculous abilities, or any ability fuelled wholly or partially with faith, do not count as breaking silence, nor does preaching, or the use of any ability derived from the church that requires one to speak. 

Poverty – all monks are sworn to some extent to poverty, but this expands it even more. They may not benefit from wealth (as almost all monks) nor have any stipend (as almost all monks), but must also be austere in all things, taking everything and anything in extreme moderation. 

They may resist any effect that would make them greedy for one faith or willpower and gain six base faith. 

Obedience – the character must obey (though they may briefly question) any church superior and any noble (who are, theological speaking, the descendents of those set up to rule by Isis and Mithras). They must obey the law of the country in which they normally dwell, and may only break the laws of those countries they visit if those laws clearly are in contradiction to the teachings of the church. 

Gains one free power when directly carrying out the order of someone (the order must have been given that scene), may resist any psychological effect that would cause them to break the law or act against the wishes of a social superior for one faith or willpower and gain six base faith.

Peace -in the Dark Ages the church established the ‘days of peace’, which were Sunday and Monday. Originally done to top casual killing on such days so that people could get to church in safety, some monks or nuns embrace this concept in the modern world. They gain all the restrictions and abilities of pacifism (see below, but not the limits on what abilities they may have) on Sunday and Monday, gains six base faith and gain one free faith on Sunday and Monday. 

Restricted Vows

These vows are only available to those who have taken Final Confirmation in an order which offers them. 

Archaic Custom -the character has some bizarre or peculiar form of worship, or perhaps several such. The player should come up with something interesting, different from the norm and one that will be obvious and effect their role play. Such customs should take some time to do (perhaps five minutes) and restore four faith. They may be performed once, but the ability to do one refreshes at a rest or sleep scene. 

Anyone else actively joining in with such a custom may regain one faith. 


Austerity – drinks only water, eat simple foods, do not use such things as tobacco and so forth. Such characters will not take any herbal infusion, pill or similar, either. They gain six base body and gain master fitness (or one free power for its use if they have master fitness) for the purposes of resisting disease and poison. 

Caregiver – will always tend to the sick or injured, regardless of the risk. Every day they may use one miraculous healing ability for free, once per person (so a free one for everyone). 

Charity - anything the character has (including their time, use of their abilities and so forth) they will always give away to anyone that needs it. Charity is a very wide ranging concept. They gain six base faith and one free power for the use of beneficial abilities on other people. 

Craft of Flame  -the character may use faith to fuel any ability involving fire, be it smithing, herbalism when fire is used, or elemental fire magic. All such abilities become sacred, and should not be used trivially. 

Duality – the character is sworn to both gods and may use the miraculous abilities of both.

Holy Text – the character may use faith for all scholar abilities and may use one knowledge to contribute to the use of any faith ability (not to benefit from one). They will seek to prevent the destruction of any written material unless it is, in itself, supernaturally evil. 

Industry – a vow always to work hard: the character will never be at rest unless actually asleep, always indulging in hard work of whatever kind is available/suits them. Such characters gain six base body and regain one extra power of their choice in break and rest scenes where they do some sort of work (cook, wash up etc). 

Loving Heart – the character is sworn to love all people (one descended from Isis and Mithras). Love does not mean romantic, nor is it necessarily weak: tough love might mean killing the French to save them, for instance. However, the character never evinces hatred or anger and their relationship (though it might be sometimes hard to tell) with all people is one of love. 

Such characters gain six base faith. They are immune to any beneficial effect that would cause an emotion other than love, and may resist all other such effects for one faith or willpower. 

Loyal Spirits – the character views any spirits they follow as almost interchangeable with angels. They may fuel shamanism with faith. 

Mortal Arms – requires armsman, the character has sworn to always fight demons and undead with force of arms. The character will never stand down in the face of such enemies excepting that they will retreat if everyone else retreats, though they will always be the last to go. 

Gains one free power for use on anything that directly fights or defends against in a fight demons or undead (but not when ‘preparing’ to fight them). 

They may resist fear effects from such creatures for one faith or willpower. 


Militant – allows the character to purchase any abilities available to swords, including membership in a specific order of swords. Requires armsman. The character will never stand down in the face of enemies the of the faith, excepting that they will retreat if everyone else retreats, though they will always be the last to go. 

Pacifism -character may never cause any harm to any person (one descended from Isis and Mithras) by any action (but not by inaction). They may not purchase any ability that has a primarily military/combat purpose. They gain six base faith and, furthermore, the love of the gods enables them to use faith instead of body to heal themselves and come conscious (only the ‘normal’ abilities may be used in this way). 

They may resist any psychological effects that would cause them to be violent or hurt someone their oath protects for one faith. 

Proselytising – the character will always seek to convert the non believer and preach to everyone else at every opportunity, though not so often as it becomes tedious. If the character converts a non-believer (the call is down to the person playing the part as to whether they were converted, and counts even if they later relapse -though no benefits are gained for converting the same person again) then they permanently gain one base faith. If groups of people are converted then no more than four faith can be gained for the group. This ability works equally well in FL. 

Stand Against the Dark - the character will always take a solid stand against any supernatural evil (not just creatures, but the use of ‘evil’ powers), though they can be smart about it. They will retreat if everyone else retreats, though they will always be the last to go. They will not tolerate supernatural evil type stuff, specifically demons and undead, in any way, though they may choose not to act if it would break the law to do so, but will still seek to prevent as fart as the law allows.

Such characters may defend against the supernatural effects of evil creatures (not weapon blows) as follows:

If a resistance using willpower is available, they may spend faith instead.

If no resistance is available, but a bless(see sanctification) would apply, then they my aegis that effect for 4 faith, becoming shocked. 

They gain one free power for use on either of the above. 

Structured Argument – the character has a detailed and specific set of beliefs which are perhaps at odds with the established church, and can defend these well. Such beliefs vary, and may or may not be extreme (they could just be slightly different). The player must detail this set of beliefs, in writing, and their defence of them. These must be creative and interesting and profoundly affect the role-play of the character. The character cannot be rebuked or excommunicated for acting in accordance with these beliefs. They may specify one ability which is core to those beliefs (for example, you might believe that the gods make themselves known through mathmagics, or more prosaically choose a miraculous ability) which the character gains as if it were a blood talent. 

Teacher – truly inspired teaching, which must always have religious overtones, allows the character to teach a person the rudiments of something they known how to do. In effect, this means that the person taught will gain novice rank in any ability the teacher has to at least apprentice level. They gain this ability for the event, forgetting precisely how to do it between events (unless they buy it). This costs the teacher 4 knowledge and the student two knowledge. Multiple people can be taught at once at a cost of one extra knowledge per person above the first. Miraculous abilities may only be taught to those at least confirmed in the church. This takes some time and should be role-played extensively. A person may only learn one ability from a given teacher per event. 

Ultimate Devotion – the character must stay true to those tenets they have accepted (either through role-play or some ability) and any change of mind regarding profound beliefs is liable to take a great deal of time and be a very big deal. 

They gain six base faith and may resist any psychological or fear effect that would cause them to break any vow or other tenet or restriction for one faith.



 
Other Sidewise Promotions

Knives of the Moon – Can come from any college and tend to keep their membership secret. They can be nuns who have taken Final Confirmation as long as their order would permit them to act as nuns. The Knives are responsible for murdering people in the name of Isis, regardless of the law. If tried and their membership is known, because they have always refused to bow the courts they will almost certainly be hung. They are mostly concerned with the killing of those who summon demons and demons themselves. They may use faith to fuel assassin abilities against demons only and may use all assassin abilities against demons.  

Special Training available to all church branches

Healer’s Oath – Has taken an oath to heal anyone who is basically not hostile or who otherwise is acting in away that would allow them to be healed and has not just been doing harm to other people. Must heal anyone who needs it at the first opportunity and go to great lengths in order to try to do so. If it would have been possible to heal someone, then this ability is lost. This will be judged harshly. The first miraculous healing ability used on an individual each event costs one faith less. 

Pure Mind - Pure Body – May now use faith to fuel disease or poison resistance (only), though grants no extra ability to do so. 


Sidewise Promotion based Special Training

Knives of the Moon:

Alone against the Enemy – Bless Weapon now becomes two faith base cost. 

Tools of the Trade – Bless Weapon now grants one extra blow when cast on a dagger and when used by the Knife of the Moon.  

The Guilt that Consumes – Gains one free faith per scene. At the end of an event, lose one permanent faith (and feel guilty for no reason they can accurately place) if they met a demon or someone who has ever deliberately summoned a demon who was still alive at the end of the event. This ability is fundamental for the more potent training abilities.







The Courts

Although listed all together, as they have abilities and background in common, the ‘courts’ are in fact three different societies, each one based around someone who is of great import in the manner of a royal court.

The Courts are:

The Court at Hatfield -which is presided over by Princess Elizabeth.
The Guildford Court  -which is presided over by Bolingbroke  -though it moves around a lot as he battles creatures of the wastes. 
The Pavilion Court  -which is presided over by the King (who was formerly the Regent) in Brighton.

There are no formal ranks for members of these courts that are used IC, increasing ranks indicate a closer relationship with the relevant monarch or ex monarch:

At novice you have been presented.
At apprentice you have socialised with.
At journeyman you regularly socialise with and can easily get access.
At master you are an advisor to and part of the ‘inner circle’. 

The religious, Machiavellian, pro Isis court of Elizabeth grants one knowledge at novice and journeyman, one faith at apprentice and master.

The macho, Mithraic, old style court of Bolingbroke grants one body at novice and journeyman, one faith at apprentice and master.

The indulgent, refined, jaded political court of George grants one knowledge at novice and journeyman, one willpower at apprentice and master. 


Special Training

Abilities available only to commoners

Whilst nobles have a natural place at court, commoners have to work at it, which makes it a lot harder (but is more impressive if they succeed). These abilities are available only to non nobles who are members of one of the courts, but they keep any they have bought if they become ennobled. 

Wit: nobles at court do not have to be witty, but it is a way for the common folk to survive and thrive. People may benefit from, and the character may benefit, from up to three skits a day (as performance), though these all have to be courtier type witty banter.

Toadying: by generally hanging around and supporting any noble, perhaps in an embarrassing toadying sort of way or perhaps as a dedicated helper your base power the next day is increased by 1/5 of that noble’s base power. You have to have been a ‘hanger on’ to that noble for most of the previous day. They have no say in the matter. You can use this on multiple nobles, but some effort needs to be put in and your support of them needs to be obvious to everyone. 

Part of the System  -comfortable when surrounding by nobility and courtiers, you gain one base power for each and every noble and each and every member of the same court as you on event. 

Healthy Competition -courts are places where only the best do well (unless they are nobles, of course) and as such members are often competing with each other to show they are the best at something. Once per event, may decide you are in ‘competition’ with someone, who could be anyone but is probably best used on a player. Whenever you are using an specific power that they have also used in the same scene, or the scene previous, you gain one free point of power. You should also be making an effort to show you are better than they are, and this should be obvious from your role-play. 


Abilities available to all


Any member of any court.

Not easily impressed: well used to associating with the most important people around, may resist any effect that relies on impressing you with someone’s magnificence (like ‘man of majesty) for one willpower. If you resist an ongoing effect, you resist it for the whole event. 

Motivation -members of courts tend to get an intuitive understanding of politics. In this case, this means understanding why someone did something. For four psyche you will get a one line description of why someone who you have met did a particular thing. 

Course of Action – as motivation, but instead tells you what a particular person would do in reaction to a particular thing. Obviously, this will only be ‘best guess’ unless it has already happened. 

Personal Advisor -you are a VERY close personal advisor to the head of your specific court, spending most of your free time with them. You will be pardoned for all but the most heinous and open and shut cases against you. You must have master rank in the appropriate court to buy this. 

Reflected Glory  -requires personal advisor, but is still base cost 60. You gain 6 base power, split as you wish at event start between:

· Elizabeth -faith, knowledge, willpower, psyche. 
· Henry – faith, body, willpower, skill.
· George  -willpower, essence, knowledge, psyche. 



Abilities available from the Court at Hatfield
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Obfuscated Motives –empathy abilities will give superficial results on the individual, and they will be considered to be much harder to ‘read’ generally (important only really in FL). 

Secret Faith – The character is initiated into one of the mysteries from a person outside of the formal church and may learn it. This may be taken as a separate ability for each miraculous ability (not at increased cost). The abilities are always Isian. 

Personal Faith – As the Church training ability ‘above reproach’. The character must have a very clearly defined set of personal beliefs, including at least five (written down) ‘ironclad’ ethics. If they break these (judged harshly) this ability is lost.

All Dressed Up…. – When in full, impressive (judged harshly) Elizabethan Costume (or modernised versions of such costume) feel so superior and sure of their place in the world gain one free willpower for resistance purposes only. Means big skirts for girls, tights and ruffs for men.

Great Literature– once per day may get the befits of a break scene by reading aloud, or having read aloud to you, a reasonably chunky bit of some great Elizabethan bit of literature (any Marlowe, Shakespeare, the Faery Queen all count, amongst others). 



Abilities available from the Court at Guildford

Court Heraldry -as the noble heraldry ability, but is not the same and the two stack and you could be wearing someone else’s. 

Shield Bearer -you are the bearer of the spare shield for someone more important than you are. You can carry a shield through the wasteland, or gain one free power for shield use if you already can. Any effect that would permanently destroy a shield you are carrying (not breaking effects, but destruction effects) you may resist for one willpower). The shield does not have to have heraldry on it (as you might use the cover of your bosses shield). 

Against the Dragon Men – repeated, potent rituals to ward off fire mean you get one elemental aegis per scene against fire at a cost of 2 willpower– you may choose when to activate this. 

On the lists – requires armour use or toughness and in either case also requires armsman. A lot of fighting in tourneys means you get one free power in one on one combat (judged liberally) for use on combat abilities.




Abilities available from the Pavilion Court
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Steeped in symbolism -though not actually used much for magical purposes, the Pavilion is steeped in magical tradition and symbolism. From hanging out there a lot, you gain 6 base essence. 

The Pavilion Protects – built to ward off supernatural effects, some of this power of the Pavilion rubs off on people who spend a long time there. Gains one free power a scene to resist any supernatural effect (but not wasteland effects), though grants no special abilities to resist. 

The Ballroom Mirrors – in a similar manner to the Pavilion Protects the first ritual strike you take in a day is resisted for free and subject to a curse mirror. 

Jaded Indifference: from ‘not easily impressed’ at a base 120 points, may now resist any and all emotional effects (not fear), but otherwise judged very liberally, for one willpower. 

Out of the Loop: knowing the Pavilion court will be less significant when George dies, you have cultivated contacts in the other courts and amongst parliament. You may buy any training ability from the other courts, or from any political party. 

Brighton Seas – are good for you. Gain one level in fitness to resist disease and one free power to use to resist disease. If you are master fitness, you gain one extra free power instead of the rank in fitness. You may fuel disease resistance with fitness with body, willpower or essence.

The Fishy Smell - a lot of Brighton really stinks, though not the bits where the nobles go. This ability is not available to nobles who are court members. Otherwise, it allows any effect based on smells (of any kind) to be resisted for one willpower. 


The East India Company

Once an awesomely powerful trading house that maintained its own army, with the loss of the Empire they fell on hard times. Recently, they have managed to monopolise most of the trade between Little Germania, the Aztec Realm and London, but at the cost of selling a lot of their stock cheap to Professor Brandy, who now sits on their board. Links with China, along the roadway created by Tom Wilkinson, also means a fair bit of trade is now done with the Chinese, where the company is establishing a significant presence. 

The company no longer has its own private army, as such. The Green Howards however, are very much in the sway of the company such that they act as such in all by name. 

The company looks to expanding its trade and Wastelanders are expected to look for and develop trade opportunities wherever they go – though lack of ability to travel amongst the majority of the members makes this hard.  

Members gain one knowledge per rank. 


Sidewise Promotions


Special Training

Medicinal Herbs  -the character has been dosed repeatedly on rare medicinal herbs which were either imported or grown in special greenhouses. They gain one level of fitness to resist disease, one free power a scene to fuel use of fitness to resist disease and, because fever root (which cures the black death) is something specifically grown and cultivated they may resist the black death completely for 2 body (the free power can be used to pay part of this). 
Major Factor – Requires the merchant ability The Handshake and master rank in the East India Company. Any deals made now bind the whole company – this can put you in an incredible bargaining position. 
Extra Provisions – Grants one extra level of merchant for the purposes of calculating the amount of goods(normal and ‘special’) that a player starts with.   It may be bought multiple times at increased cost, but no more times than one has ranks in the society. 
Deals on the Side - May be taken multiple times at increased cost, each purchase increases the stipend the character gains by one shilling at event end (every event).  
Exotic Markets – Dealing in weird goods brought back from the wasteland will raise stipend gain at end of event by one penny for every valuable ‘thing’ of interest brought back. Allows goods of no intrinsic ‘use’ but value to be freely brought home through the Wasteland. 
East India Bank  -may write bank notes out, each pound of value of these bank notes over five pounds (which they get for free) reducing the character’s stipend by one. These are legal tender and recognised as such, just as British money is 

Other People’s Money – by a bit of creative accountancy, may use other people’s money to get any one wealth investment (as per wealth). 

Travelling Traders -the EIC has a very small number of members who are not part of the Wasteland Commission but who are Wastelander’s. Purchase of this ability means one will (if plausible), ‘meet you on event’ and drop off goods to the value of apprentice merchant (you provide phys reps). They might have other goods for sale, too (each ref will have a ‘trader’ they play who will have master merchant at least). Prompt refs you have this ability and pass props to them. 

Courtesy Rank -you have the courtesy rank of captain in the Green Howard’s. You gain no abilities from this, but count as an army member for any abilities based on army members, and can order enlisted men punished and  junior officers court martial. You can wear uniform, or not, as you see fit.




The Emerald Jaguars

The Jaguar Warriors are elite Aztecian troops who fight in light armour. As young teenagers they get tossed out to hunt Jaguar, without weapons. Most Jaguar warriors are so touchy they are kept away from anyone but the enemy and their own culture. The Emerald Jaguars are somewhat more reasonable, and can just about mingle with others. 

Emerald Jaguars show green war paint (a little only) and wear jaguar skin cloaks (the one they killed). They must have armsman and either toughness or agility as talents. 

They will obey any order from an Aztecian priest or member of their own nobility, immediately, no matter what that order is. Any insult against them or their culture must be met with an instant apology or immediate violence or challenge (unless an order from a priest countermands). This should be played in a fairly extreme way.


Membership grants one skill and one body per rank.

Special Training

Jaguar Cloak – The jaguar cloak won by these famous warriors is a source of pride and respect. Whilst wearing the cloak gains two willpower and considerable status within Aztec or tribal societies.
Green Frog Paint – The paint their wear is made from hallucinogenic green tree frogs. The Jaguar warrior will seem a little "out of it" when not actively involved in combat, but gains one free power for resisting fear or emotional effects.
Defender of the Fallen – When standing over and defending the fallen body of an Aztecian priest may use willpower to fuel any defensive ability or any armsman ability and gains three free willpower per scene they are defending such. 



The Florentine Church
Although most religious types in London have bought into the Church of England, some hold to their Florentine roots, holding the Pope as supreme. The church is not illegal in England, and members can rise to high office (though the legislation allowing them to do this is fairly recent). 
Such characters have one of three choices:
· They are devout followers of Mithras or Isis. They are deemed followers of the Florentine church, but in practical terms the abilities they are granted are exactly the same as those for the Church of England. Promotion beyond Cardinal is not possible, and the Florentine Church has its own hierarchy (with far less members), but otherwise it is exactly the same. 
· They think they are devout followers of Isis or Mithras but are, in fact, following demons or spirits masquerading as one of the deities. In such cases they gain essence rather than faith and may not buy any church abilities that are fuelled by faith, not may they learn any miraculous abilities. Otherwise, they are treated the same as normal church members. Those who follow spirits might often be shaman with miraculous abilities as shaman picks. Such characters may choose to ‘discover’ what they are doing between events and henceforth are treated as devout followers (now gaining faith, being able to buy miraculous abilities and church abilities fuelled by faith)
· They are pretending to be devout followers of Isis or Mithras but are instead deliberately following demons or some set of spirits. This works exactly as the option above, excepting that the character cannot become devout member. Knowing followers of demons do not make good player characters, knowing followers of spirits who are pretending to be more ‘mainstream’ might well do. 












The Free Company

A recently formed body of military men and women, mostly from the past, who find themselves adrift in the modern world and looking for work. The Free Company was organised by a mixture of former mercenary commanders and bodyguard types as a friendly society and employment agency. They have a very rough military ranking system, but are pretty informal unless directly on a job in which case one is expected to take orders from superiors. 

The whole lot of them tend to be rather rough and ready, though many are ‘good lads’ and they avoid anything criminal or murderous. Mostly, they do bodyguard work. 

The Companies are very keen on their reputation and expect their members not to be cowards and give whatever job they are hired to do their best shot. This can mean extreme risk to life and limb, but does not require suicide.

Specific Membership Titles: Trooper, Corporal, Sergeant and Captain. 

Membership grants one body per rank and one skill at apprentice and master.

Sidewise Promotions


Special Training

Bodyguard – May nominate one person as the person they are body guarding. Gain one free power when directly defending that person and within ten or so feet of them for use on defensive or armsman abilities only. Lasts the event. Character loses one perm willpower for each instance of the person they are protecting being mortally wounded and two if they die. If have no willpower to lose, this ability is lost. 

Barracks Talk – From much waffle from old soldiers, gains rank two scholar specialism in ‘military history’ or adds one rank to such a specialism if they have it from scholar. 

Well Made Gear (must be Sergeant rank or higher) – From the company’s own craftsmen, three pieces of military gear are deemed to be well made at event start. These must be ones the character uses, belong to the company not to them and may be changed between events. 

Suitable Employment – If any character with wealth gives the character extra stipend at the end of an event for military services rendered, then the amount is doubled (the character is proud of their service, so feels richer and thus gains more in stipend). 

Guard Duty – If clearly guarding a gate/door/bridge or similar may resist any fear style effects completely for one willpower. 

Last Second Warning - Role-played in a manner similar to a mage countering a spell, the character may cry a warning "just in time" (even if it's actually just after the blow lands) in order to counter a backstab attack made upon someone else. This works only against backstab (not murder) and reduces it to a normal blow. If the player does not react to the warning quickly enough to realise it has been done, then it does not work. Costs one psyche to use. 

Alert For Trouble - May treat a backstab (not murder) against self as if they had seen the target coming at a cost of four psyche. 

Weapons Training – May teach an unskilled person how to use a specific weapon, type of shield or bow/crossbow, as long as they know how themselves. Costs the teacher one knowledge and the pupil two and they are allowed to use that weapon/shield for the rest of the event. Requires some considerable role-play. 




The Freemasons

A secret organisation; people know it exists, but not who the members are. Freemasonry has split twice in recent years: once at the French Revolution to form French Freemasonry and once at the War of Independence, to form American Freemasonry. Freemasons want to take over and they tend to jump on popular bandwagons to do so. Many think they were behind both revolutions, though this was in fact Freemasonry that had been infiltrated by the Illuminati. 

This group is modern British Freemasonry and it does not get on with French or American Freemasonry at all (these latter two groups are not available to players as they are not extant in London). 

The Society has had a massive resurgence after the collapse. Though known only to members, one of the Wasteland Princes (the Prince with no name) is an early Freemason, and his considerable personal power backs the society. 

The Revolutions started a purge of Freemasons and many were removed from office, if found. They are still a potent force, however. It is also something that members might wish to keep private. 

Freemasons use a lot of ritualism (though many are not ritualist themselves), all of it with an Egyptian, Babylonian or otherwise ‘ancient’ bent. Freemasons do not use the paraphernalia common to that group in the ‘real world’, most of their costume and so forth involving masks. 

The mask issue is massively ritually protected: nobody will ever manage to ‘join the dots’ and connect masks with Freemasonry unless they are a member.

Masks are generally ‘masquerade’ style masks, plain faced or decorated in various styles. If they do not need to be worn, they can be small replicas. Obviously, wearing masks in company can be a bit of a giveaway, and as such is generally avoided. It is not common knowledge that the masons use such masks. 

Members are ritually empowered such that they can recognise other members on sight. No call of power use is needed for this: the ref will tell people privately. You should remind a ref before an event that you are a Freemason. 

Specific Membership Titles: Noviate, Adept, Speaker and Master. 

All members are required to help other members to their best of their ability. This is a strong stricture and, if you do not help a member when you could have then you need a good reason or you will get thrown out. It only matters if the Freemasons find out, of course. This stricture includes higher ranking members helping lower ranks – but they get a lot more leeway and a lower ranking member can be refused, as long as this could later be justified to one’s peers. 

Membership grants one willpower and one essence per rank. 

Mask Notes: many Freemason abilities are based on masks. Abilities may be combined and applied to any mask, or split and applied to different ones as the player sees fit. This may be changed between events. 


Sidewise Promotions


These are ranks and, though named as ‘masks’ you do not need to wear of carry one, though you may, and in such cases they are treated as well crafted and replaced if lost. Masks for specific ranks needs specific decorations.

Mask of the North – Charged with the administration of Freemasonry, the keeping of records and so on and so forth. Gain two knowledge for every freemason on event (those people you are close to and travelling with), including self. Mask must have some writing (often hieroglyphs) on it.  

Mask of the East – The ritualists and mystics of the Masons. Gains two essence for every freemason on event (those people you are close to and travelling with), including self. Mask must be coloured to an elemental magic known or black if a ritualist. 

Mask of the West – Those that aspire to high rank within the masons. Mask can be of any type. Is deemed to be one rank higher (up to fifth) for purposes of ‘how important in the masons you are’.  

Mask of the South – Charged with the physical protection of other Freemasons. Gain two body for every freemason on event (those people you are close to and travelling with), including self. Mask must show some ‘warlike’ imagery. 


Special Training

Library Access – May use the society library to research spells and rituals of one rank higher than one could normally research (to a maximum of 5th). Any spells so researched will be recorded in the Grimoire of the Unusual and be available to anyone with this ability. This library is very secret. 

Mask Binding – Masks (as above but also includes any other masks brought on event by the character) are treated as one category better (normal - well crafted - master crafted - superlative) for the purposes of what rituals they may be empowered with and for how many elementals they may hold. This applies to any and all masks the character starts an event with. 

Hidden Face – Whilst wearing a mask of any kind, the Freemason is immune to direct attempts to read their mind or emotions (such as by empath) and other scrying attempts about them tend to be somewhat obscured (the person scrying will get about half of what they would normally get).

Ritual Mask – The Mason has a specifically enchanted mask which, while worn, grants them one free essence for ritual or magical purposes (casting only not elemental binding, naming or shape drawing). This mask is treated as well crafted and is replaced between events if lost. 

Health of the Nation – The Mason is considered to be under this ritual at all times (does not stack with other castings).

Ritual Calling - Once per event per purchase only and at cost of one essence per rank of the ritual may verbally name a common participatory ritual and immediately benefit as if that ritual had been cast on them. 

Supported Mysticism – At event start may have one spell or ritual that they can cast pre cast on self only that obeys all normal rules but does not go down when one enters the wasteland

The Masonic Triangle – When performing rituals with the triangle shape, gains one free power per scene for rituals.

Wasteland Mask  -when wearing any mask gains three free power to resist entropic effects of any kind and furthermore may resist any and all ‘entropic gaze’ type abilities(including all variants) completely for one willpower. 

Masque of the Red Death – a specific mask. When the mask is worn, anything done by the character will be attributed to the mask should any divinatory ability be used. This is a very profound protection – it does not stop ‘what’ was done being discovered, but it utterly disguises ‘who’ did it. Furthermore, any witnesses not closely familiar with the character (other commission members on event count as close) will only remember the mask, not be able to determine who it is – something of a ‘Clark Kent’ effect, put on the mask and nobody recognises you as Superman. The ‘Masque of the Red Death’ is a traditional one used by the masons to do their dirty deeds, but it could be any mask. 

Masquerade – Freemasons socialise with each other wearing masks a lot, and when wearing one the character may perform and benefit from up to three skits as per performance per day. 

Abilities from mask ranks

Each of these requires the character to have the appropriate ‘cardinal direction’ rank, though the base cost remains 60 points. 

All masks may buy ‘Power of the Mask’ which grants them 6 power of the type the mask grants, willpower for Masks of the West. 

Mask of the North

Deep Lore -gains one rank in the following lore skills: Masonic, Illuminati, ritual, each elemental magic.

Enlightenment -though the group believe in Isis and Mithras, they tend to venerate them as powerful spirits rather than ‘true gods’. Convinced of this, the person with this power may spend essence to benefit from faith abilities and gains one free power a scene to benefit from faith abilities. 

Nameless Consultation -when not too far from the wastes (within a mile) may enter a trance (middle distance stare) whilst wearing their mask of rank. This trance costs 4 willpower to enter and allows conversation with the Prince with No Name. You had better not bother him for anything trivial. 

Mask of the East

Will over element – at any one time the character’s mask of rank can hold one elemental without the need for binding it. It can be used only by the character, and requires evocation (but not unbinding). The elemental is lost if the character sleeps or goes unconscious. It may be replaced as usual when used. 

Shielding Mask –when wearing their mask of rank the character gains two free power for the purposes of counterspelling and furthermore can counterspell spells of one rank higher than normal (max fourth). 


Mask of the West

Command – when another Freemason is obeying their direct orders (regardless of their rank, lower ranked Freemasons are encouraged to jockey for position and command is held by those who can get people to obey) then the person so commanded gains one free power. 

Mask of the South

Wall of the Southern Mask -immediately upon a freemason within close range taking a wound (and only a wound) the character may choose to take it instead. Regardless of the source of this wound or the soaking powers the southern mask has, they may soak this wound for 3 body. However, they are shocked as a result. 

The Golden Barges

This is the Aztec trading guild, members of which seek to make money and spread the influence of Aztecia. 

Members must have merchant or scholar.

Specific Membership Titles: Trader, Merchant, Barge Master and Master Trader.

Membership grants one knowledge per rank. 


Sidewise Promotions


Special Training 

Blood and Gold – If a deal can be secured with the spilling of blood, or the shaking on cut hands in some deal of ceremony then it will act as the Eternal Vow ritual. 

Coffee – The character starts the event with reasonable coffee beans or ground coffee. This is worth a considerable amount of money in most cultures and could be traded for. In London it would be worth around £5.

The Golden Bough

George Fraser was a celebrated 18th century occultist who split with the Royal Society and wrote a twelve-volume epic on the subject of magic, much of it dwelling on ‘god’ based ritualism (Greek, Roman, Norse) and elemental magic. He died in the late 18th century, but then a younger version of himself showed up in London, read his own books and founded a group to offer aid and succour to those of a magical disposition who found themselves adrift in London.

A character may not be both a member of the Royal Society and the Golden Bough: the two groups greatly dislike each other. 

(OOC note: I have shameless moved Fraser about 100 years back in time). 

Fraser was responsible for helping feed much of London. He has also been subject to trial on accusations of demonology three times – each time it was found it was members of the Bough who were involved, but not he himself. He is also an incredibly potent elemental mage and ritualist.

Anyone with even a smidgeon of ‘magical’ talent may join the group (you need an essence or psyche of three or more), but progression requires skill in a ‘magical’ ability (ritualism, elemental magic or, because the group embraces various psychic powers as ‘magical’ any of the psyche based abilities) of equal rank to the rank gained.

Members have few restrictions on their behaviour: they must help each other as long as it is not too inconvenient, embarrass the Royal Society whenever possible and work one day a week on Golden Bough projects, the nature of which depends on the talents of the individual. However, many people see members of the Bough as dodgy pagans, demon worshippers or otherwise untrustworthy types. 

A major theme of Fraser’s work is the idea of a ‘Year King’, a King or deity who rules, marries a Queen or Goddess and is sacrificed and then reborn. This can be seen as correlating with Mithras and the seasons (he ‘dies’ in winter), but some claim he mean that Mithras with actually die in some way at some point -though, perhaps, this happened at the collapse. Obviously, this does not please a great deal of the church, who are always keen to point out that Mithras is not ‘actually’ the sun. The death of King George, original Realm Warden of London, fits in with this concept very well - indeed, he is now a star sign known as the ‘sacrifice king’. 

Specific Membership Titles: Noviate, Apprentice, Mage and Maestro. 

Members gain one essence per rank and an additional one willpower at journeyman and master. 


Sidewise Promotions

There are four elemental orders within the Golden Bough, styled after allegorical animals. Membership of these orders doubles the number of elementals one can start an event with/carry through the wasteland of that type, as one is deemed to spend a lot of time binding those elementals and ‘always’ carry a great deal of them. One needs journeyman in that type of magic. 

Lion is fire, Eagle air, Bear earth and Fish water and these allegorical animals have a great depth of meaning (see the various order powers below to get some idea of the things they are associated with in Golden Bough cosmology). The character can bind one additional elemental of the type the animal stands for to any object that is shaped like that animal. 

Most members will join at least one such order at some point and promotion to Mage requires one to have taken one, whilst promotion to Maestro requires two(see below for how to buy multiples).  





Special Training

Secondary Elemental Title: the character must have one of the elemental title sideways promotions (but is only 60 points) and enhances this with a second element. Their title now starts with the animal and added after that is the phrase ‘of the’ followed by something made of that element. These vary, but the most common ones are ‘of the sea’, ‘of the flame’, ‘of the wind’ and ‘of the soil’. Characters can make up their won, however, within those formats: members so promoted get to choose their own titles. Requires journeyman in the elemental magic chosen and grants the same benefits to it as the promotion does (double elementals through the wastes). 

So someone for fire and water might be called ‘Lion of the Waves’. 

Extra orders may be bought at increased cost (120 for the third, 180 for the fourth). Titles are composed as the character wishes, generally using ‘and’, but not always, and are often jumbled up and peculiar and might reflect other society abilities also -there is a great deal of leeway. Fraser, for instance, is usually termed “The Eagle son of the Lord of all Lions who sees the earth from far over the sea”. 

Unbinding the (Lion, Eagle, Bear or Fish) – requires the character to be a member of  the elemental order and can be bought for any order they are in. Costs 120 base points (also 120 points for a second one of one has a secondary elemental title, the same for third and fourth). The character may have one elemental ‘held’ in an object of the chosen animal type by their will alone (it can be any such object, it does not need to be a specific one as long as it is shaped like the animal in some way), with no need to be tied off, or to untie it to cast (it merely needs evoking). Nobody else could use this elemental and it gets free if the item leaves the character’s possession or that character goes unconscious or falls asleep. This elemental may be replaced when used to cast a spell. 

Binding the (Lion, Eagle, Bear, Fish)  -costs and restrictions as above, grants one free power a scene to bind elementals into an object shaped liked the appropriate animal and adds an extra one to the maximum number that can be bound to such objects and increases the doubling effect for starting elementals of that type to triple. 

Feast of the Bear (requires membership in that order, but base cost 60) – regains an extra two point of power as a result of rest or break scenes when the character eats and gains two free power in the scene after any rest or break scene in which they eat.

Sleep of The Bear (requires membership in that order, but base cost 60) – always wakes up after a sleep scene on full power, unless they spent power over night on abilities of their own. Gains one extra power from any rest of break scene in which they ‘power nap’, gains two free power for the first two scenes in the morning, after a sleep scene. 

Courage of the Lion (requires membership in that order but base cost 60) – this is mystical courage, to stand up against hostile occult influences. Gains one free power a scene to resist anything supernatural (and includes such things as soaking wounds from a mystical source or inflicted by a mystical creature), though no extra special capacity to resist such things. Judge very generously.

Lordship of the Lion (requires membership in that order as primary or secondary, but base cost 60) – although it is not formally recognised, the Lion is seen as the senior of the Golden Bough orders in as much as it tends to contain the ‘leader’ types. This ability grants the character two willpower and two essence for each Golden Bough member other than themselves on the event, but because of their connection to the Golden Dawn ‘pack’ any perm power loss taken by such members is taken also by the character, though they always take such loss from essence or willpower(their choice). Characters with this ability are seen as senior to members of the same rank (and below, of course). 

Reach of the Eagle (requires membership in that order as primary or secondary, but base cost 60) at a cost of one essence for air spells and two essence for any other may cast any elemental spell which has a range of more than touch as if it had a range of one category higher than it normally does. This may be improved the ‘grand reach of the eagle’ for 120 points, which means all elemental spells cost only one essence to extend the range. 

Sight of the Eagle (requires membership in that order as primary or secondary, but base cost 60) may engage ‘sight of the eagle’ for a scene for one essence as often as desired. Character will be able to see major elemental magical phenomena, examination of an object will relate how many elementals are in, and active elemental spells will be seen. All this requires a little concentration and it thus tends not to be useful in stressful circumstances (like a fight -you cannot glace at the enemy and see what spells they have active). Use of elemental lore in combination may well add more details. 

Life of the Fish (requires membership in that order as primary or secondary, but base cost 60) -the fish symbolises ‘first life’ and all life is seen as flowing first from water. Such characters are full of life, gaining 3 base body and being able to resist any effect that would supernaturally age them or ‘drain their life force’ in some way for two willpower, or for one willpower if a resistance is normally available, or for free if the resistance would cost only one power. 

Guile of the Fish (requires membership in that order as primary or secondary, but base cost 60) -the clever fish stays out of trouble through cunning and the deep waters shield against malignant effects. Gains one aegis which may be applied versus any ritual or elemental magic effect at a cost of one essence. The character must know the effect is happening, and may choose whether to engage the aegis. Such an aegis may be used once a day. 

Mystical Combination: from secondary elemental title, base 120, now requires only half the elementals of one type (rounded down minimum zero) to cast combined spells of that element. This only applies to the primary element taken in combination with the one taken second, but for 120 points may be extended such that it applies to any combination of any elements the character has titles for. 

Cycle of the Sun King: the character is tuned to the mystical changing of the seasons, seeing them as in turn connected to Mithras (or the Sun if not big Mithras types  -most Golden Bough people at least accept that Mithras exists and has power, though). Many members will not use the terms ‘Isis’ or ‘Mithras’, worshipping them by another name.  

· In the winter, they are self reliant, and gain one free essence a scene, but their base faith is halved after all other changes (rounded up).
· In the Summer, the sun king is supreme and they gain one free faith a scene to benefit from (or  even cast if they can) Mithraic miracles only.
· In the spring, Isis is supreme, as she resurrects Mithras   -benefits as Summer, but for Isis. 
· In the autumn they gain one free faith for the use or benefit from Mithraic or Isian miracles. 

 

Master of the Cycle -from cycle of the Sunk King, above, at a cost of 120. Now gain two free essence in winter, two free faith in the other seasons (with restrictions on faith use as normal). 

The Divine Marriage –from Cycle of the Sun King, but only 60 points. Character may now learn miraculous abilities as if a member of the church (even if they are not). They now cast miracles as if Isian in Spring, Mithraic in summer and both in autumn. In winter they cast miracles as if Isian and, additionally, pay one extra faith to cast such miracles (Mithras is dead and Isis in mourning, or so they believe). 

The Magical Marriage – from Cycle of the Sun King, base 60 points, the cycle is now tied in to elemental magic, such that the character gains one free essence per scene to bind elementals of specific types: 

Winter  -air and water
Summer – fire and air
Autumn – earth and fire
Spring – earth and water

Fertility Mastery – the ritual ‘The Farmer’s Blessing’, which the character must be able to cast, has roughly five times normal effect, causing really rather outstanding crop fertility. This has meant London did not starve. Furthermore, multiple castings of this ritual by different people with this ability stack, though after the first they only add the ‘normal’ amount. 

Fruit of the Earth: character starts event with some sort of fruit grown under ritual and magical conditions by members of the Bough. The character starts with 8 of these and they function like an Elixir. Small fruit, like grapes, count only in bunches – apples are the most common one used. 

Talismongery: talismans bought with stipend (or merchant/wealth freebies) are half cost for the elemental component (crafting component costs normal). 

Shamanic Ritual: much of the ritual of the Golden Dawn is bound up with pagan deities. This ability requires at least novice in ritualism and shamanism and allows the willpower component of a ritual to be fuelled with whatever the character uses to fuel shaman(they may still fuel some or all of it with willpower). However, in order to do this the character must have a spirit invoked at the time the ritual is performed (it does not need to be a spirit of ritualism, but does need to be relevant to the ritual in some way). 

Ritual Participation: used to taking part in rituals, the character gains one free power for the purposes of benefiting from them.

Magic Received: one free power for the purposes of benefiting from other people’s spells, or for using the effects of spells that cost essence (only those effects listed in basic spell descriptions). 

Vortex – A bit radical, used sometimes in battle by the 2nd Arcane and sometimes by the Golden Bough. It is a hanging offence to use this within a British Parish. 

May create a ‘vortex’ of magic that anyone who spends one essence may sense. This vortex costs the user four essence to ‘start’ and it takes twenty essence to form, but anyone with this ability may chip in to a group effort to form it. Using essence for other things with the direct intent of forming a vortex contributes to the vortex on a 2:1 basis (not binding, counter spelling or other very controlled acts). Releasing elementals to cast spells can contribute on a 2:1 basis also whether you wish it to contribute or not. 

It forms only if enough power is used in the scene that the forming started.

Once formed, it lasts a scene and affects an area about half a mile across. Elementals are deemed to be very ‘awake’ in this area. Binding any elementals costs one willpower over and above normal costs. However, elemental spells may be cast directly by verbally calling on those elementals and paying one essence per rank. Anyone who can cast elemental spells can do this. Anyone with this ability also gains one free essence per scene.

These sometimes occur naturally when a lot of magic is done. Done in places that are odd in a magical way, this can have unpredictable effects. Rich sources of elementals in the area will often start to spawn manifest elementals. 

If the person who started it goes out of the area then the vortex ends come scene change regardless, likewise if they are unconscious. When it ends, the person who created it is knocked out by the energies, takes an elemental wound to every location if a rich elemental source was present (or that type), is mortally wounded if three rich sources were present, but in any case regains all their essence. They are also somewhat shagged and pay double power cost for anything bar essence until a sleep scene. 

In some places, there may be other effects.

Feed Vortex – From above at increased cost – Allows one to pay four essence to feed the vortex and keep it going for another scene. Multiple people with this ability may ‘chip in’.

Magical Study -adds one rank to the lore skills of each elemental magic, ritualism and shamanic lore. 

Magical Anthropology – Fraser’s studies looked at religion and culture and worked out how they related to basic magical principles. The character gains ‘mystical anthropology’ as a scholar specialism at rank two, or gains two ranks. This is suited to knowing what sorts of magic a culture uses (even if they disguise them as something else) –magic is used here in its broadest sense. 

The Divine Queen – character gains a totem spirit which is some manifestation of the ‘divine goddess’ (Isis, Artemis, a muse or any other female figure really). They are treated as having essence fuelled shamanism at rank one, but may only take this spirit and may only take either elemental water or earth magic as abilities. If they are an essence shaman they may add powers to this totem from their shamanic allotment. This may be upgraded for 120 points such that the totem now grants both earth and water (though follows the shaman rules, so becomes more costly to invoke). 

The Divine King -as above, but a King figure, and the magical types are fire and air. 



The Hippocratic Society

This society is essentially a discussion and correspondence club interested in all forms of ‘medicine’ and ‘healing’ in its broadest sense. It formed after the collapse in an effort to bring the myriad ways that injury -and to some extent any other negative human condition -can be cured. It thus has a very eclectic membership. The society limits itself to lectures and discussions. 

Members must have some method of healing or protecting against injury, disease or poison in someone else be it physician, herbalism, miraculous healing, water magic, or anything else. This is judged fairly generously  -if you could heal a wound on someone else, then you can join. 

Alternatively, a scholar specialism in anything associated with medicine, or the lore skill of any ability that would enable one to heal a wound, also enables membership. 

Members are styled associate, correspondent, lecturer and senior lecturer. Promotion past the first rank requires one to have at least one rank in scholar. 

Members gain one knowledge per rank. 

Special Training

Cross-disciplinary lectures – grants one rank, but does not add to any rank already held, in the following lore skills, but only in regard to the healing of injury, disease, poison or similar: physician(this does NOT grant diagnosis), herbalist, apothecary, miraculous healing, ritualism. 


House of Commons

This society is in fact several different ones, indicating a character has strong political involvement with one of the main parties in the commons. Nobles who hold seats in the lords cannot be members.

This functions as several different societies, though they share a lot in common. Players must choose which party they are members of, though independents can shift their allegiance freely amongst the various independent parties.

There are no ‘formal’ ranks, rather greater rank shows a greater deal of influence and standing in that party. 

It is only after the collapse, and as a result of Chartist reforms that required rather more campaigning and less reliance on vested interest, that party politics has really emerged as a strong force. 

Members gain one knowledge per rank. 

The active political parties are:

The Whiggs – are traditionally moderate, supporting a constitutional monarchy with limited powers and drawing support from industry and agriculture. 
The Tories – support a stronger monarchy and noble prerogative, generally having noble (and thus money and land, and the labourers on that land) support. 
The Chartists – support radical reform, up to an including the removal of the monarchy as a political force. 
Independents -these are a ‘catch all’ for a whole variety of independent political parties, including but not only ‘The New Men’ (who advocate the creation of a new completely monarchy), Gloriana Rex (supporters of Elisabeth as Queen), The Old Way (who wish to return to old style monarchy). 

Special Training

Member of Parliament  -must be at least third rank and means that you are elected as a member of parliament and have sufficient support in your constituency that you will continue to be so elected unless something significant happens (in which case you get a full refund). This makes you pretty damn important, makes your true name common knowledge, but grants your two free power to resist ritual strikes due to the protection of the commons. The phrase ‘The Right Honourable member for(constituency) is added to the true name of the character. 

Junior Minister - must be fourth rank and allows you to be a either a junior minister (if your party is in power) or a shadow minister if your party is not. You can be a minister without being a member of parliament. This makes you pretty damn important, makes your true name common knowledge, but grants your two free power to resist ritual strikes due to the protection of the commons (this stacks with the Member of Parliament protection). 

Vested Interest -the character is frequently financially greased by interested parties (which is perfectly normal): they gain one extra shilling stipend at event end and whatever dealings they are currently involved in manifest as one investment choice as per wealth. 

Speach – character may perform and benefit from one act per day as if master performance which must manifest as a political speach. 

Political Learning -gains one rank in the ‘society lore’ of every court and every political party as well as in ‘noble lore’.

“I spy strangers” -used in the House of Commons to call for a vote on whether to exclude anyone not an MP from a debate, this utterance carries significant ritual power. Only a member of Parliament may buy this ability, and when they evoke it (by saying “I spy strangers” a vote of all the members of Parliament in the room (which may well just be them) is taken. If the vote passes then the room is ritually protected as long as nobody new enters it: it will be impossible to scry about said room nor directly discover what happened/was discussed in that room by supernatural means unless someone who was not in the room learns of the matter (the protection extends to the people after they leave the room). This is a very potent protection, judged generously in how much protection it affords. 

Calling for the vote costs one willpower. 

Hansard – the character reads Hansard (transcripts of Parliamentary debates) in detail, both current ones and old ones. They gain one rank in the lore of this society, and furthermore gain two ranks in British Law as a scholar specialism – judged in its broadest sense (anything passed by Parliament is a law), but giving no real knowledge of the practice of the law. 

“Point of Order” – must be a Member of Parliament, costs base 60. Used in Parliament when one wishes to question if procedure has been violated, it carries ritual resonance and protects the person raising the point of order (as in early Parliaments such lawyerly behaviour might have been met with immediate violence of some sort from the aggrieved party). A point of order may be raised when anyone (people only, not greeblies) is doing anything that would break British law (like most violence out of wartime). The character raising the point of order must not be involved in whatever is going on, and loses the benefits of the point of order if they do become involved.

Evoking a point of order costs one willpower. For the rest of the scene, the character gains four free power for resistance purposes and furthermore may spend 4 willpower to aegis anything directed specifically at them. Essentially, it helps protect against ‘incidental fire’ when a character is not involved in something but objects to what is happening.

In parliament, points or order require the member to wearing a hat (to show they are not in the debate). This is true of this evocation also: it is required for the ritual power to work. 

Whip -must be at least second rank in the society. Is responsible for making sure people vote in accordance with the wishes of the party and as such tend to be very forceful: gain 6 base willpower. Additionally, may resist any ‘mental’ effect that would directly and clearly cause them to break the ethical standpoints of their party for one willpower. 

Every Vote Counts – at any time the character has a political conversation with someone and finds them in broad agreement with their views (even if they are lying) they regain one power of their choice. Only one power may be regained from each person per day.

Canning and Castelreagh – this ability is described under the Royal society. Only Whigs and Tories may buy this, Tories taking Canning, Whiggs Castelreagh. 





The London Corresponding Society

The group that backed and spawned the Chartists, they are political radicals who publish their own newspapers and circulate information that the government would rather not have circulated. Though closely allied with the Chartists, they are  separate organisation. 

Membership is drawn from all walks of life, but is mostly educated artisans who dislike the entrenched nobility and the corruption of Parliament. After the collapse, they had some success in getting the Charter enacted. 

Presently, they still campaign and agitate on a wide range of social issues. They have, in the past, been involved in armed rebellion within Britain.

Membership can make you friends in some quarters, but also enemies in others: many of the ‘Establishment’ really hate these people. Members vary in outlook from political moderates who work towards reform to bomb throwing anarchists. 

Specific Membership Titles: Member, Correspondent, Chief Correspondent, and Orator. 

Membership grants one knowledge at Novice and Journeyman and one willpower at Apprentice and Master. 

Sidewise Promotions


Special Training

Current Affairs - Though all members are acquainted with current affairs, this grants a rank three specialism in that field, or one extra rank if already has through scholar.

Battery of Lawyers - In any legal case in doubt, the LCS lawyers get the character off. In cases not in doubt, unless it is very clearly a capital crime (murder, demon summoning) then the severity of punishment is significantly lowered. 

Bomb Throwing Anarchist - Gains one rank in ‘explosives lore’ (the sapper ability), three bombs, and the ability to throw (but not make) bombs as if a sapper.

Independent Mind - May resist clear ‘mind control’ effects (such as orders given while under mesmeric gaze) at time of the order given for two willpower.

Artisans - Contacts amongst the skilled manufacturers mean half stipend cost is paid for well made objects (only) both if brought along with merchant or permanently bound.

Rabble Rouser - An inspiring speech at a cost of one knowledge against an immediate foe who is in some way ‘oppressing’ grants all that hear and are moved one free power for combat purposes against that foe. 

Strong Sense of Self - Grants one free power for resisting effects that control the mind or change behaviour, though grants no extra ability to resist. 

Inspiring Speech – allows people to benefit from one ‘act’ (as per performance) from the character per day, and the character to regain power exactly as from an act. The act must be some sort of anti-tyranny rabble rousing speech. 








The London Glass Company

This company has many subsidiaries, including ‘The London Rail Company’ and many others, though they all still exist under a blanket organisation, though most have a great deal of independence. It hires engineers, though also more common workers. Staff often move between the various companies as needed. 

One needs nothing to join, but to advance need ranks in science/engineering or scholar abilities in total equal to one less than the rank one holds in the society. Under Professor Brandy, a one-man industrial revolution, it has become the largest and richest private company in London and since the incidents surrounding Anton Thayer (a demonologist who took the company over) the Company has continued to go from strength to strength despite the disbursement of some of its subsidiary companies.

All members are assumed to work for the company when they are not on events and are paid well (if they produce results) for the work they do. 

Specific Membership Titles: Worker, Foreman, Engineer and Chief Engineer.

Membership grants one knowledge each rank and start an event with one penny extra per rank as part of their personal reality. 

Sidewise Promotions


Special Training

Assistance – may actively help a galvanist or mechanic, granting them one free power as a result. Cost nothing and at will. 

Stocks and Shares – The player has a few stocks and shares in the LGC; event stipend is increased by one shilling and each event you can start with a simple mechanical or galvanic object (such as a watch or lantern) without having to bind it to ones reality. May be purchased multiple times at increased cost. 

Paranoia – with the LGC once infiltrated thoroughly by demons, members are now pretty paranoid. For one psyche may tell if ‘someone is not right’, which indicates if they are not a person (but gives no other details). 

Company Training -gains one rank in galvanic and mechanic lore (maximum of five, free power if takes over five).

Hard Work – gains 6 power to split between body, knowledge and skill as they see fit at each event start.  

Company Supplies -galvanic and mechanical devices may be bought at half stipend cost and may always be bound at ‘on event’ prices. 

Simple Jobs – may fix and use galvanics and mechanics as if a novice galvanist and/or mechanic, or gains one free power for such activity if they are both a mechanic and galvanist.

Recent Training -may choose any one galvanic of mechanic Gm ability and change this each event (even if not a master in such abilities). 






The Mudlarks

Before the collapse the Mudlarks were at the bottom of the London gangland pecking order, mostly living either by ‘beachcombing’ the Thames (technically illegal) or stealing from the docks (though they were in competition with other gangs here). 

With the rise of the wasteland their bottom feeding lifestyle came to the fore, as there was a lot of wreckage brought in from the Wasteland. With London in a bad way, they were already used to living in difficult circumstances – London has always been a hard town for those at the bottom – and so they thrived. They gained many new members, most them by economic necessity, the gangs that dominated the dockland crime seen evaporated due to a lack of things to steal and other gangs were pushed out of prostitution, street robbery and so forth. The Mudlarks, under the effective leadership of the notorious Jack Sturgeon, prospered and thrived and are now the dominant ‘street level’ criminal organisation in London.

Administration of the gang is harsh – members who transgress are liable to be killed. Most members work away at their various criminal activities; Wastelanders are expected to spread the influence of the gang. 

Though it takes a fair bit to really piss off the leadership of the Mudlarks – one has to actually work against them or sell them out or similar – members who do so are assumed to have been found and beaten to death between events. 

Specific Membership Titles:  Members are styled ‘Lark’ (who are your basic grunts, probably working street crime or combing the Thames, which is no a lucrative business), Knockers (who are generally thieves), Tappers (who organised groups of Knockers or Larks, so named because the usual method of controlling others is a tap round the head, though some do the job by charm or guile) and Uprights, who have control of a number of Tappers, usually working in a specific area. 

Membership grants one body per rank and one knowledge at master.

Sidewise Promotions


Special Training


Loot – May take objects (trade goods and special stuff) to the same value as a novice in merchant which are deemed to be recently stolen items. May take multiple times for increased ‘merchant’ rank in money but, again, it is all recently stolen stuff. 

East End Martial Arts – May now fuel assassin with body.

Street Savvy – For one knowledge may ‘eye up’ a victim to get a rough idea of how physically ‘hard’ the target is (on a scale of ‘easy pickings’ to ‘you don't stand a chance’).

Fell off the back of a coach – Goods taken from merchant or bought with stipend are at half cost (stipend wise), but are stolen goods. 

Tosher – Those who scour the sewers or get others to scour the sewers for them in the case of Tosher Lords or even Tosher Queens. However over their life they have spent time in the filth of London. Gain one fitness rank to resist poison and disease, but does not allow fifth rank to be resisted: if master already, gain one free power to resist poison and disease. 

Lumper – Those who know who to hit or not to hit, and when to hit. They can easily identify military or yeomen for one knowledge or psyche, and also the first love tap of a scene is free.

Monkey Ganger – These are those who “suck” booze, oil, or other barrelled liquids off moored ships on to small boats at night. They have good lungs! May resist any drown effect or lack of breathing effect for one less power, if this effect only costs one power they resist for free.







The Navy

The Navy was virtually defunct after the collapse, with seamen laid off and officers on half pay. By 1823 it was undergoing something of a renaissance, with routes to Aztecia and Portsmouth to patrol and the Portsmouth routes allowing a short hop through the Wastes to the ‘spice islands’  -a hop even a non wastelander captain could make. Further ritual by the Royal Society has allowed the navy to patrol seas that are close to Realms, but not actually part of that Realm, without everyone getting lost and mad. In early 1824 it is discovered that naval vessels can potentially start to use ‘channels’ (which are short routes) and possibly even ‘trade winds’ (long ones) between various Realms, these links radiating out of the spice islands. This suddenly makes the navy of paramount importance, and it regains most its pre collapse staure, and a great deal of ritual support. 

Thus there has been a slow establishment of a better navy, with crews recruited only from experienced seamen and paid better than they ever were before. These reforms were begun by Commander Suckling, though are being brought to fruition by others. 

The Navy has its own ritualists, is the senior service and has a close relationship with the Royal Society. As such, it gets some very potent ritual empowerments. 

Players can choose to be officers or seamen in the Navy, or officers or enlisted men in the marines.

Members may punish those junior to them in exactly the same way as the army. 

Marines follow the army rank conventions, though Captains get a courtesy promotion to Major when ship board. 

Naval officers are ranked: Lieutenant, Commander, Post-Captain, and Captain.  

Seamen are ranked: Able Seaman, Leading Rate, Petty Officer, Warrant Officer. 

Wastelander officers, because they can sail ships through the Wastes, have a very easy time of promotion (no ref approval needed). Any wastelander officer is liable to be given their own ship  -confusingly, this could mean they were captain of some vessel or another, though their actual rank was lower (this was common practice). Thus, even a wastelander lieutenant is liable to be captain of a vessel.  

The society lore skill for Naval Officers also extends to navigation and ship handling. 

Naval officers gain one knowledge per level and one skill at ranks 2 and 4.

Marines, whether enlisted or officers, gain one skill per level and one body at ranks 2 and 4.

Seamen gain one body per level and one skill at ranks 2 and 4. 

All members of the navy, knowing they are the senior service, gain one willpower at ranks 2 and 4.



Special Training

None of these abilities, unless starred, function unless in uniform (uniform for seamen- called slops -  is a stripy shirt and perhaps a hat, but naval uniforms are not very standardised and vary widely).

All


*Sea Legs – May spend one body and only have to take one staggering pace if targeted by a knock back or knockdown effect caused by wind or treacherous footing. This can be upgraded to Storm Legs such that for one body they may ignore any wind effect for one body (even one that caused damage or stunned or shock them, or slap of air, or similar), instead needing to take a staggering pace. 

Reassurance in Numbers - Gains one base willpower for each member of the Navy, in uniform, on event including self. 

Aye Aye Captain! – If following the direct order of a superior officer, gains one power to complete that order. May only be used once per scene.

*Used to the Wet  - resist any effect based on being wet for one willpower or body – does not stop you being wet, just negates the effects, resistance cost is per scene if ongoing. Resist supernatural drowning effects for 1 willpower, though this later ability is ritually based and requires you to be in uniform. 

Named for the ship – you have been ritually tied to your ship. If you are not the captain of that vessel, than you append ‘of the(ship name) to your true name. If you are the captain, your true name is the name of the ship. Connection to the ship grants 4 free power to resist ritual strikes. You might change ship, and thus name, between events. 

Limey – starts an event with six ‘doses’ of some kind of citrus fruit juice, or perhaps a single fruit which one can get six ‘sucks’ out of.  Consumed by a uniformed member of the navy this grants master fitness (no benefit if you already have it) for the purposes of resisting disease until the next break, rest or sleep scene and 2 free power with which to resist disease. 

Pigtail -the wearing of a pigtail is not common, though some fashionable officers and enlisted men who want to show an outward mark of service have them. A pigtail, and this ability, shows not only membership in the navy, but a real keenness to serve. Such characters gain 2 free willpower to resist (though no extra ability to resist) any effect that would stop them carrying out their duty, or serving Britain, judged in as generous a manner as is possible. 

Used to hunger  -well used to a poor diet, the character can completely resist any hunger or malnutrition style effect for one body, or for free if they could resist it for one body anyway.  

Spice Trade – with regularly sailing to the spice islands, the character may choose to start an event with a nutmeg, some mace or five cloves (see grimoire for details). They are allowed to have these for ‘personal use’, but selling them carries the death penalty and is very strictly enforced. 

Room to swing a cat  (o nine tails, not a moggy)– used to very tight spaces, the character may dodge even if totally crowded in by walls and people and may resist any claustrophobic type effect completely for one willpower. 


Enlisted seamen and marines

*Flogged – you may buy this only if you are flogged as a result of an event. Grants one free body per scene. 



Naval Officers and Marines

Warrant to press – the officer has a warrant allowing them to head a press gang. British Law states that any able bodied person is eligible to be impressed into naval service (OOC: a law that has never been revoked). Technically, this means that by showing any person who is able bodied and subject to British law their warrant and giving them a shilling (even by force or trickery, thus glass bottomed mugs) the officer can enlist someone to naval service. Such service needs to be for a specific ship and last as long as that ships current term of service (as long as the captain of that ship wishes, in effect). However, doing this to any noble, person with wealth, or person with contacts and standing is liable to see that person rapidly released from service, and the officers warrant revoked (with no points regained). However, in the meantime, unless the pressed person is a nobleman, they can be punished as if they were common sailors.  The character starts with 3 shillings extra money, which is deemed to be admiralty money for paying for sailors only, not theirs. If they spend it on anything else, they lose one penny stipend per shilling paying it back.  

[image: ]
Empowered Toasts  - toasts proposed by Naval officers have some considerable force of both ritual and tradition, though it was only in 1824 after the collapse that the rituals that supported these were re-introduced. Officers with this ability are able to make such toasts, each one costing them one essence or willpower. Such toasts may only be made during rest scenes, when people are gathered to eat and drink, and are often used as a tool, or to make a point, as they allow officers with no ritual ability to tap into some fairly potent ritual power. Not many officers manage to tap into this power  -it requires visiting ritualists and being bound personally to this power. 

These benefit everyone taking part, not just naval types, unless otherwise specified. 

Before any other toast, a toast of loyalty to the sovereign should be made, the only exception being when in another country and people from that country being present, when one toasts both their ruler and then Britain’s. Such toasts restore everyone who takes part and means it one power of their choice, two if toasts were made to two sovereigns (though you have to mean both to get both). Only one officer may make such a toast each rest scene. 

Once that toast has been made, the ‘toast of the day’ may follow. This costs an extra one willpower or essence for the toaster. Each officer with this ability may make a different one. Though these are traditionally associated with days of the week, they can be done on any day at all. Some of these toasta are ‘bad’, but the ritualists who re-established them needed to empower the whole package. 

Monday – “our ships at sea”   - ships in the realm faced with navigational of weathered based problems will most likely avoid them (a setting matter) unless the problem is extreme  -essentially, it means ships will survive if there is a chance to. This lasts until the next sleep scene. 
Tuesday – “our men”   -all common sailors in the Realm (enlisted marines and seamen) gain one free power a scene until the next sleep scene. 
Wednesday – “ourselves, because no one else is likely to bother “ – everyone present and joining the toast regains one power of their choice
Thursday – “a bloody war or a sickly season” (to ensure quicker promotion)  - no officer in the Royal Navy(including marines) in the realm who is not present, or who is present and does not also make the toast, may use power to resist disease or body to recover from injury. Anyone so effected will know in their bones that this toast has been made, and may resist it as a ritual strike for one willpower. Its use is frowned upon, and been the source of many a duel. 
Friday – “a willing foe and sea room”  - setting will be altered such that foes that might come and fight the toasting group become much more likely to. 
Saturday – “wives and sweethearts - may they never meet” (reply is made by the youngest officer, or if none youngest person, present). If female officers are present, wives becomes spouses, and if only female officers, it becomes husbands. All present and taking the toast can aegis any lust, sexual jealously or sexually based effect for one willpower or essence until the next sleep scene. Also, setting may be altered such that if two or more people or groups of people showing up at the same time would make matters awkward for the toasters, then they do not show up at the same time. 
Sunday – “absent friends”.  –Someone, or a group of clearly defined people, has to be named - off stage  events will be altered, such that if friends or allies of the toasters are trying something they will be more likely to succeed. This effect is subtle, but can be profound. If it matters, the numerical effect of this is two free power a scene. This lasts until the next sleep scene.
In additionally a toast of the day, each officer with this ability may toast (for one essence or willpower) a person, who may be present of absent. A name, which does not have to be a true name, and could be the name of a ship to indentify a captain, must be used. 
If an individual is toasted, then that person regains one power for every person toasting them. If they are present, they should not toast themselves and gain no benefit from it.
However, if an individual is toasted with water, then they suffer the same effect as the fate ability from divination but with respect to drowning, and only until the next sleep scene.
At the end of a round of toasting(including toasts that are not empowered and any and all empowered toasts), if anyone has ‘clinked’ their drinking vessels, according to army custom, then all members of the army in the realm regain one body. If no clinking has taken place it is the same for the navy. Someone needs to be involved in the toasts who has this ability for this to happen, but it happens even if they made no toasts of their own. 




Seamen

Knots – for one knowledge a knot you tie will just not come undone even under supernatural effect and the rope gains 4 break resists a scene. 

*Topman – may keep balance as if had master agility and gains 3 free power to keep balance as well as one free power for use on agility. 

*Scrimshaw – you may carve bone/ivory as if you had novice crafter and gain 1 free power for purposes of carving bone/ivory.

Sensible Spender – seamen are paid off at the end of a voyage, which means they get a lot of money at once. Most then spend this on booze and sex (and the rest they just waste). This ability makes a character more prudent with their money, buying sensible things cheaply: they gain one shilling extra stipend each event and anything they buy with stipend is treated as one penny cheaper (even to zero), probably gotten from a sailor that needed the cash. 


Enlisted Marines



Naval Officers (not marines)


Land Ho! – may bring a telescope on event and gains the mechanic special training ability with a telescope. At a cost of one psyche or essence, they will gain some insight into the navigational nature of any wasteland path/hazard that they can see  -such insight is liable to give reasonable detail as to where the path goes and/or what the hazard may mean in practical terms. 





Marine Officers







Nobility

Following the collapse the British Nobility was in disarray – most had lost their lands, and had no income. Nobles from the past had come back to contest titles. The London Glass Company -when it was a force of demonic evil and led by Anton Thayer – bribed huge numbers of them, several of whom ended up hung as demonologists. Chaos reigned in the House of Lords, which was only exacerbated when two former monarchs  -Princess Elizabeth and Henry Bolingbroke were brought out of the wastes  -and the creation of hereditary noble titles was a matter for the monarch. 

For a period, numerous people holding titles that would grant them a Peerage (as seat on the House of Lords) could not probably be called ‘Lord’ or ‘Lady’(because they had no seat in the Lords), whilst it was alright for their children to be so called because in their case it was a courtesy rank.  

Even more confusion was caused because prior to the ascension of Queen Anne most noble titles inherited only through the male line, a situation that was changed by the intercession of the Queen and much pressure from the Isian church. 

In September 1823 the Second Act of Precedence – a piece of legislation hotly debated for some time – came into being which sought to rectify these matters. It established how inheritance of titles would be handled in the post-collapse world and granted the power of ennoblement -under certain circumstances -to both Bolingbroke and Elizabeth, although George retained the majority of the power.

Less obvious things were taking place before the act was passed, as well. Bolingbroke, and old style King who believes in the Rule of the noble, used his own power as Realm Warden to grant some subtle power to the nobility -mostly those in London, but some of it rubbed off to those in connected Realms. The nobility are now part of the way in which London, and to a lesser extent the connected Realms, is maintained. 

In game terms, being a noble is taken as a society, but there are several different ‘flavours’ of noble, depending on where the patent of nobility comes from and who it is confirmed by. 

Although Noble counts as a society pick, there is no advancement. Rather, nobles are considered to hold the first rank in whichever ‘court’ confirmed them. This is explained in detail below. 

Unless otherwise stated one cannot buy noble rank after character creation. 

Which noble variety applies to a player character depends very much on their background, which is pretty much under player control. 

The following noble titles are all Peers of the Realm: Duke/Duchess, Marquess/Marchioness, Earl/Countess and Baron/Baroness

Knights are non hereditary titles, and are also not Peers.  They normally are inherited by the eldest child, but there are a few (based on letters of patents that escaped the changes in law instituted by Queen Anne or that flouted these laws when created) that are still inherited only by the male line and a very few that are only inherited by the female line. 

Baronets are a hereditary title, but they were traditionally a method of raising funds and all past Baronets have been stripped of their titles(there were few around, as it happened, to complain and those that were around could generally afford the fees), but such titles are once more for sale. They are not part of the Peerage (Baronets are a Wealth GM). 

Type of Noble

A character who takes noble as their society (or as part of an eclectic pick) MUST choose one of the following: 

Contemporary Peers: Individuals who held a hereditary noble rank that was part of the peerage and are not from the past, or are from the so recent past (post 1800) that their titles have not been inherited by anyone else are confirmed in that rank. Such characters will have a ‘main title’, taken from the Peerage (below), though they also might have innumerable other titles (they are free to make these up). Such characters have a seat in the House of Lords. 

Duke Wharton, who experienced the collapse in 1814 has no trouble in being confirmed as a Peer of the Realm.

Apparent Heirs: are from the recent past and are heir apparent to a Peer who is still living. They will be styled Lord or Lady and may also use a ‘courtesy title’ which is a title held by the parent they are inheriting from, but not that parent’s main title. Which title is used depends on family tradition. 

Elizabeth, Duke Wharton’s eldest daughter, is referred to as Lady Elizabeth (by courtesy) and by family tradition is Baroness of Wharton (as Duke Wharton is also Baron Wharton and, even though he holds higher titles, that is the one the family traditionally uses for the heir. 

Children of Peers: these are the children of Peers of the Realm (as above), but who are not the heirs. They are entitled to be called Lord or Lady, but carry no other titles. It is becoming more common since the Second Act of Precedence   for such children to be Knighted: if they are, choose knight, not this. 

Duke Wharton’s younger son Henry is entitled to the appellation ‘Lord’, but his children will not be, and he has no other courtesy rank. 

Ancestral Peers -these are people from the past who held Peerages themselves that date later than 1066 or who were slated to inherit a peerage(they might also have inherited historically, but experienced the collapse before they actually remember inheriting). They have two choices:

· Their Peerage was confirmed (by one of three possible monarchs  -see below), but there is someone from a later period in the family line who has the same title. In such cases, they hold the title, but must make it clear where they came in the line of succession. They do get a seat in the House of Lords. 

· Their peerage was never confirmed in the modern world – in which case they may not use their title (on pain of death), though may discuss they fact they used to have it. Most of the few this has happened to (usually because someone else ‘got their first’ in the ear in which they borne in) are pretty bitter.

Ancient Peers are confirmed in their peerages by one of three people:

King George – if they inherited their title after 1760.
Princess Elizabeth – if they inherited their title before 1760 but after 1414
Henry Bolingbroke- if they inherited their title before 1414 but after 1066.

(If George were to die Henry would take over his duties, even if Geroge had children  -this is all part of the Act).

Ancestral Peers do not have children who are considered to be nobles: such children with either be peers in their own right (if they inherited) or may not be nobles (though most would have had the option of a knighthood in such cases).

If the original Baron Wharton, from the time of Henry the Eigth, staggered out of the Wastes he would style himself ‘The First Baron Wharton’. He would have been confirmed by Elizabeth. However, as the First Baron Wharton was a demon raising got, Elizabeth may well not confirm him  -in which case he has no title, is not a member of the nobility and may not identify himself as the Baron   -he could say ‘I was Baron Wharton’, but not ‘I am Baron Wharton’. Causing confusion about his title could very easily get him executed – this sort of thing is taken very seriously. 


Ancestral Royalty: although players cannot be members of the current Royal Family, they may be members of ancestral Royal Families. Care needs to be taken to make sure this is not someone who has already been played, and characters that were ever monarchs are not allowed. There are a whole host of historical Princes and Princesses that could be played. Such individuals are not peers of the Realm, and forfeit all other titles, but they have very high social status indeed. They are associated with whichever court an Ancient Peer would be, depending on when they come from. 

These Royal Titles are hereditary, but never, ever, put the individual in line of succession for the Throne.

Prince Rupert, nephew of Charles I, is a Royal Prince, and his heir will be a Prince or Princess.  He forfeits the titles Count Palatine of the Rhine and Duke of Bavaria. 


Ancient Nobility: these are nobles that are recognised by Britain, but that predate 1066. If they are not recognised by Britain (player choice) then they may not use the title (as for Ancient Peers). The character is allowed to use whatever noble title they used in life. They may choose which of the courts to be associated with and gain rank one in that court  -any of them could have confirmed their title. 

Prince Hrothgar, a Scandinavian Prince, is a noble and allowed to call himself Prince. He is not a British prince, so is not Ancestral Royalty and his heritage ties in closely with the British Isles, so he is not as foreign noble. (CHECK WITH PAUL) 

Foreign Nobles – because of the nature of the collapse anyone living in London or one of the connected Realms is deemed (whether they like it or not) to be a British Citizen. If they were noblemen, one of two options presents itself:

· Their title was never confirmed and they are restricted in its use just like Ancestral Peers – plus they do not have this society as a pick.

· Their title was confirmed, which means they follow the rules for ancestral peers, saving that they might have a weird foreign title (a list of which is beyond the scope of these rules). They DO get seats on the Lords, which means there are a few French noblemen (who fled to London before the collapse to escape the revolution) and German noblemen (who have strong ties with the British Royal family who are, after all, German), as well as a few other oddments, sitting in the House of Lords. This is not popular with the British people, but with so many folks from the past, and noble lines so entangled (including many people with titles that were not recognised married to people with seats on the Lords), it was in the vested interest of much of the House of Lords to allow it.

Comptess Du Pardiac is married to Duke Wharton. The 1823 legislation recognises her title (which is equivalent to that of  Earl) and she gains a seat in the Lords in her own right, although she still carries all of Duke Wharton’s titles also (but not a seat in the Lords) and he, likewise, is the Compt Du Pardiac. 

 The spouses of all of these types of noble carry the same title as the person they are married to, although it is a courtesy and, should that person die, then the spouse is not the heir. Spouses do not get seats on the lords. Marrying  a nobleperson after character creation  requires you to buy nobility (at a cost of 30 points). Spouses of the above types of noble (but not Knights) can buy all the GMs that their other half can, but they lose them (and regain half the points) if they are ever divorced. 

Knights are a non hereditary title.  There are a fair number of them around from the past – when they tended to need to be combatants. More contemporary Knights may well have been awarded their Knighthood for non-martial endeavour. It is common practice for those children of Peers who will not inherit to be Knighted  -thus, the child of a Peer who is not the heir could choose to start as a Knight instead, but in so doing (as a result of the 1823 legislation to try and reduce the number of claims to titles and create a noble class that is truly noble) loses all right to inherit. 

With the return of many Knights from the past certain rituals that supported them have also started to be performed regularly -thus, there are several empowering GMs only available to Knights. 

Female Knights  -though somewhat outnumbered, there are a fair few and it is not seen as at all odd -  are traditionally called ‘Sir’ on the field of combat and ‘Lady’ when not, but there is no rule to it and some like to be called either Lady or Sir at all times. 

Foreign Knights sometimes have their Knighthood confirmed and might use their Foreign title (Chevalier in France, Ritter in Germany, for example). If they did not have it confirmed then they are not knights in the sense that they have noble as a society, if they did then they are considered British Knights in all ways(both in law and in game rules), though they might call themselves something else.

 

The Spouses of Knights carry the appellation Lady if they are women, Sir if they are men. However, they do not gain access to the ‘Knightly Powers’, but rather have their own list. 


Titles in the Peerage

The British peerage, from highest to lowest, runs like this:

Duke/Duchess 
Marquess/Marchioness
Earl/Countess (Earl is the British version of a Count and there are some continental -particularly German -titles that have been recognised and the term Count used)
Baron/Baroness

All of this barring Duke are referred to as Lord or Lady, Duke and Duchess are called ‘His/her/your Grace’. 

Players may freely choose their titles (though it is worth checking that nobody else has snaffled it –or see if there is someone you are related to). A nobleman might have a lot of different titles. 

Not matter how many titles that would grant a seat in the Lords you have, you still only get one seat. 

Duke Wharton, as well as being Duke of Wharton, is also Baron, Marquess and Earl of Wharton, Viscount of Winchenden, Marquess of Malmesbury and Catherbourough, Earl of Rathfornum and Baron Trim.

True Names

The true name of a noble includes all of their titles - if they are ‘proper’ nobles.

Duke Wharton’s true name includes all his titles. The original Baron, if his title was not confirmed, would just be ‘Thomas Wharton’. 

The Courts

All nobles gain the first rank in whichever ‘court’ their title was confirmed by -Hatfield (for Elizabeth), Brighton (for George) or Guildford (for Henry). Non nobles can also be members of these courts, but please note that there are training abilities for all of them that are not available to nobles. 

The Lords

If you have a seat on the Lords, it means the following:

· You are politically really rather important.

· Your true name is well known to anyone who might have an interest in knowing true names – because investiture into the house of Lords is heavily ritualised, and part of that ritualisation means your full, true name has to be on public record. Most people can hide their name, or at least a bit of them, members of the Lords cannot. If your true name has changed at the end of an event for some reason then the change is published also.

· If accused of a crime, you are tried by the Lords and will get off anything but the most completely open and shut cases.  Witnesses who are not nobles or people of great import (master in a society) will be given no credence (though a sop will be thrown to make it look like they were). 



Special Abilities

All of these abilities are sixty points (30 with an eclectic talent as Noble). Different types of noble can select from different sets of abilities: all have access to at least two different sets of abilities, some many more. 

Abilities available to all nobles

All nobles of all types may take these abilities.

Family Trees – Treated as rank three (or plus three up to fifth) scholar specialism in ‘nobles lines’ and is liable to know the history of many families in detail – with a lot of ‘dead’ people now coming back, this can be pretty useful.

Valued Custom – Because people are generally happy to trade with/lend money to nobles they can choose at event start to take an extra rank in merchant or wealth. This can take them above rank four for computing how much money/goods they get. It can be taken more than once at increased cost. It only increases the special goods brought (for merchant) or the actual money brought (for wealth). 

Social Animal – Keeps tabs on who is where and what they are doing, who’s in, who’s out, who’s cool and who is not. As such will gain a lot more information about noblemen and their social peccadilloes than would otherwise and is much more likely to know who is in a given area and what they are like  -if only by reputation.

The Right to Bear Arms: has been granted the right to bear arms, even in the presence of the monarch. May resist any effect that outright destroys their weapons (rather than damages them) for 1 willpower and may carry one weapon (usually a sword) through the wastes even if they do not have armsman.  Legally, they can never be forced to disarm under British Law and it is very rude to even ask them. It is a capital offence to claim this right when you do not have it. 

Heraldry: if you are wearing you heraldry in some way (which might be on a shield, a ring, a broach, a surcoat etc) gain one willpower for defensive purposes only. This point of willpower can be also used as any sort of power for fuelling powers bought as a result of nobleman only. 

Holding back the collapse  -if in a Realm which collapses, you may hold that collapse back. The Realm still collapses (with all detrimental effects), but for 4 power you may bring it back into existence for a scene, as long as you do pretty much immediately after it fell apart. During this time, if you can address the reason it collapsed, then the Realm might be saved. You can extend this scene after scene at a cost of four power a time. You must be in it, or where it was, to do this and it collapses and you cannot bring it back if you leave that area. This will not last through a ret, break or sleep scene and if done for an extended period of time, with no hope of the Realm being saved, it will collapse anyway. 

Estate – you control an estate which is very large for whichever connected Realm it is located in (a vast tract in Little Germania, little more than a house with grounds in a highly crowded Realm like Canterbury). A person with an estate may invoke the reality of that estate for 4 power(any type) whilst in the wasteland  -they must at least verbally describe the place. As such, the area of the wastes that the character(and their allies) is in becomes, for one scene becomes real enough to use powers that only work in Realms (like binding rituals). It does not make the area actually a Realm, however. This may not be used on consecutive scenes and each use after the first in one wasteland trip doubles the power cost. 

This ability requires master level wealth. 

Blue Blood – this derives from a time when Spanish Knights were fighting Djinn and demons in Spain itself as part of the Reconquista (getting Spain back from the Moors). There were lots of supernatural enemies posing as humans (either amongst the enemy or amongst the various Spanish Kingdoms) and the knights and nobles at the time would show the visible blue veins on their arms to demonstrate they were ‘normal’. This process was ritually empowered, rituals that have had permanent effect on some nobles, even those with no Spanish Heritage. It is a rare ability, however.

By showing the veins on your arms to anyone, they will realise that you are ‘human borne’ -even if you look like a total freak. Additionally, your blood takes on a slightly bluish hue which is visually distinctive to anyone that examines it.  

Order of the Bath -though a Knightly order, this does not make the character a knight in the sense of these rules. They are styled Knight Companion and may only be created by the monarch. Though an unusual honour, nobles serving in the Commission may well be granted such title, as they are unusual people. Established by George I, the order takes its name from the historical process of bathing a knight to purify them before they were knighted. 

[image: Badge of a Companion of the Order of the Bath (Military Division)]

Members wear a special badge, which they have to be wearing to benefit(any four pointed white star physrep will do, as the badges vary). They gain one free power for the purposes of resisting any supernatural effect that would cause them to disobey their monarch (judged generously). Additionally, the ‘cleanliness’ of the order is ingrained, and they may ignore any penalties as a result of being/feeling ‘dirty’ at a cost of one willpower a scene. 







, Knight of the Garter, Order of the Moon, Knights of the Bull


Lords Abilities

Only those who themselves have seats in the Lords may take this – this means spouses usually cannot.

Judicial Committee of the House of Lords – Requires Scholar with a specialism in the Law and character must be a Lord.  The character is a Law Lord – one of a number of peers who sit in judgement of a variety of cases.  It is extremely unlikely that he will ever be convicted of a crime, more so than a normal noble.  He can pull strings   to affect the outcome of a case or prosecution, but should be wary of the implications of doing so  -though this ability grants incredible potential for abusing the law/letting people off/convicting them.  The player does not have to be on event to use this ability, but the player must have played in the last year. 

The Lord’s Protection – are able to carry the protections granted to Lords into the wastes (all of them have this in London), granting four free willpower a scene to resist ritual strikes. This can be enhanced (base 120 points) so that they have a curse mirror at all times (only Lords who buy this ability are well protected enough to have a curse mirror in London). 

Sword of Justice -the character has been entrusted with carrying the ‘Sword of Justice’, one of the Realm Artefacts of London, on a ceremonial occasion. 

Once per day they may evoke the sword, verbally, then accuse someone of a crime. If that person answers the accusation and either hedges in some way or claims to be guilty and, in fact, they are guilty then the next blow that character lands on them with a sword (at any time in the future) will inflict ‘fatal blow’ (as the armsman GM which also causes mystical damage and, as well as a quin, is a bane). This will not happen if the person does not answer the charges. This costs 2 essence to use. 

Killing people after having evoked the sword’s power is never a crime and when this power is used there is a noticeable ‘rush’ of ritual might perceptible to all who are close by. 

Sword of Faith - the character has been entrusted with carrying the ‘Sword of Faith’, one of the Realm Artefacts of London, on a ceremonial occasion. Only peers who are also confirmed in the church (which very few are) are allowed to do this. 

Once per day they may evoke this sword verbally granting them the ability to inflict blessed damage with a sword they are wielding for a whole scene at a cost of one faith per blow that lands. 

Sword of Temporal Power the character has been entrusted with carrying the ‘Sword of Temporal Power’, one of the Realm Artefacts of London, on a ceremonial occasion. 

Once per day may verbally invoke the sword for 1 essence and 1 willpower. All allies of the character may cause +1 (stacking) Damage grade on a blow with a sword at a cost of 1 will or essence (paying only if the blow lands, or is dodged). Such blows may only be targeted at ‘enemies of England’ – taken in its broadest sense. Once invoked, the extra damage may be utilised for a scene. 

The Ancient and Most noble order of the Thistle

An ancient order which was founded by a Scottish king (Achaius) to commemorate his alliance with Emperor Charlemagne. The creation was sanctified by both Mithras and Isis, which was unusual at the time as the two faiths were at odds. 


Members must wear a green mantle, preferably lined with white, to benefit, or wear a thistle (a real one or an image). 

The order is symbolic of the unity between both gods and the state and is very much a religious order. Members cannot be rebuked or excommunicated due to old promises made by the Gods. If they have miraculous abilities (which many members do), then they may use these as if they were members of both churches.

General notes: Though a Knightly order, this does not make the character a knight in the sense of these rules, though they are styled as such. It is one of a trinity (Garter and Snt Patrick) of orders that are the highest such in Britain. Players may only buy membership of one of Thistle, Garter and Snt Patrick unless they are Ancestral Royalty.


The Most Noble Order of the Garter

See the entry for the Order of the Thistle for general notes. Members must wear either the badge of the order (replicas are available) or a garter upon leg or arm. 

Members are allowed heraldic supporters (animals either side of their heraldry) which doubles the benefits from the heraldry ability, if they have it. The order was founded when a lady dancing with King Edward III let her garter slip. Amongst sniggers (this was kind of like having your knickers fall down), he tied it around his leg and said ‘Shamed be the person who thinks evil of it’, which is the motto of the order. Members of the order may resist supernatural effects that would cause negative emotion (not fear) for 2 willpower, and specifically anything that would cause sexual emotion for 1 willpower. This does not mean they are all prudes  -rather the opposite, they are not easily stirred to unwanted emotional response. They have a rather licentious reputation, which has little basis in truth. 

The Most Illustrious Order of Saint Patrick

See Knights of the Thistle for general notes. 

Members wear a sky blue ribbon to gain benefits. Though formally created by George III in 1783, the order has existed in Ireland into antiquity: George made it part of the British Honours system in order to try and bring Ireland ‘on side’. Legendarily created by Snt Patrick himself in order to defend Ireland against supernatural effects, members gain one aegis per scene at a cost of one willpower against anything that is a non human, traditional enemy of Ireland. In practical terms, this means Formorians, though other things may (rarely) crop up that count. 


Peer abilities

Only those who are members of the peerage -themselves or by marriage -may take these abilities.

Right to Knight: you have the right to knight people who hold no other noble title in their own right. If you do this on event, the person knighted (who has to co-operate, obviously) MUST buy noble, as a knight, but do so at half cost. Every person you knighted on event with you grants you one base power of your choice. If they take any of the virtue abilities, and break them, then you lose one permanent willpower. 



Peer family

Any member of the family of someone who is part of the peerage may take these abilities (including the peer themselves and any children). 

A little bit of home: for two willpower may resist any ‘Wasteland Wash’ effect or similar effect that means you are treated as if you were ‘temporarily’ in the wasteland. 

Mixed Blood: well known for convoluted blood lines, this ability lets the noble buy a second blood (instead of the single one you are normally limited to) after character creation. You still need to pay for the blood as normal and you are still limited to rank three in that blood. You may take this multiple times, at increased cost, to allow one more blood a time. You may not buy this ability until you have purchased a blood and bought it to journeyman level and may not buy extra of this until the blood you previously bought is at journeyman level. 


Contemporary Peers

Only contemporary peers may take these abilities. 

Part of the Realm: so much a part of the establishment of whatever Realm you make home (usually London, but could be any of the connected ones), you actively support it and carry it with you, standing against the wastes. You gain one free aegis every scene against wasteland effects only at a cost of 2 power (you may choose when to activate this). Using this ability shocks you as you channel the potency of home through the wastes. 

No place like home: you may purge an additional 3 entropy at the end of an event as you come back to the home you are a stable part of. 


Ancestral Peers

Only ancestral peers may take these abilities. 

Magic in the Blood: a lot of post Normal conquest families got to be nobles because of their command of one or more mystical arts. This ability grants 6 base essence.



Heir Abilities

Only those who are heir to a peerage may take this.

Inheritance: for some reason (probably because they died, though they might have given up the peerage) you have inherited the titles of your parent. You now have a seat on the Lords. You may not take this if you are confirmed in the church. You still keep any ‘heir’ abilities you may have bought. If the person you were to inherit from was a PC you may only (and have) to take this if they die. 

London’s Variety – waiting to become ennobled in the post collapse world, rather than suddenly being thrust into a position of power in a confusing world, means that you are very much part of the ‘reality’ of London. You draw power from it’s great variety, albeit unconsciously. You gain one point base on every power type.  

Warden for a Day – you are very much tuned in to the concept of inheritance, in a Realm Warden, subconscious sort of way. If a Realm Warden dies when you are in a realm then you will know it and your presence will mean the Realm does not weaken as a result and the power of the Realm Wardenship will be conveyed, through you, to the next incumbent. You will receive as a result, and know you have received, one Realm Warden power of the previous warden of the refs choice (the one they used the most or most defined them) for the rest of the day. You may extend this over night at a cost of 6 willpower (treated as down that much when you wake). The power only works while in that Realm and cannot be kept between events. 

Other Children Abilities

Only those children of a Peer who are not heir can take these abilities.

Heir: for some reason (probably because they died, though they might have given up the peerage) you are now heir to your parent’s title. You may not take this if you are confirmed in the church. You still keep any ‘other children’ abilities you may have bought. If the person who was to inherit was a PC you may only (and have) to take this if they die.

Knighted: you are Knighted and treated as a knight in all ways henceforth. You still keep any abilities you may have bought as a result of being a noble prior to being Knighted, but cannot buy any more. 

Familial Support -though you are probably not going to inherit, your eagerness to support your family, or eagerness to keep the title strong should you ever inherit, empowers both your family, yourself and the Realm you live in. You gain six points of power, which in role play terms is power type that is currently of the most use to your family, which is added to your base at event start. You can change which power types you gain between events.

Used to Loss – being part of a family, but never being due to inherit, strengthens your resolve against loss and lack of success to a very great degree: you might be bitter, you might be resigned, you might be happy someone else will inherit – in any case, you are used to thriving when you will always be second best. At the end of an event one point of perm power loss may be negated, in exchange for three event perm power loss for the next event you play

Ancestral Royalty

Only ancestral royalty may take these abilities. 

Royal Certainty: grants 6 base willpower. 

Right to Knight: as the ability available to peers. 

Ancient Nobility

Only ancient nobility may take these abilities.

Back in the Day: nobles used to only get to be nobles because they were good at something. Choose any ability (which you must have to at least novice) and gain one free power a scene when using it. Your family will be well known for having this ability, and it will somewhat define them – even if you personally are not great at it. 

Knights

These abilities may be bought by Knights, as long as they hold no other noble title. These all derive from the rituals surrounding Knighthood and these rituals do not empower those risen to higher degrees. All are a result of the round table held in the Guildhall in Winchester, which is allegedly that of King Arthur fame. Knights with these abilities are deemed to visit Winchester for meetings on a ceremonial rota basis (an activity which is coming into vogue after the table was almost stolen by the Spanish). The table does not grant its abilities to anyone who holds any other noble rank. Some use this to suggest that higher noble ranks are not ‘properly British’, but they tend to say such things only quietly. 

If the abilities are lost due to a promotion a full points refund is gained. All of these empowerments are based on the knightly virtues of ages past -or, at least, the perceived virtues. 

Gaining any of these abilities means swearing you will uphold the virtue indicated and meaning it. If you should break this oath  -what each virtue ‘means’ is listed below  -then you lose the ability, regain no points, and lose one permanent willpower. 

Courage – the character is sworn never to flee in the face of an enemy, though they can take part in an ordered retreat as long as they are the ones covering that retreat. This applies equally out of combat as in it. 

May resist any fear effects for one willpower. 

Justice – such characters are sworn never to lie (except to an enemy), cheat, steal or allow others to do such things without at least a verbal challenge and telling off, as well as reporting such behaviour to the authorities. 

If such a knight swears that something they say is true (and, to the best of their knowledge and without prevarication, it is) then at a cost of one willpower, any who hear them will know they believe what they said to be true. 

Mercy – the knight will always take surrender, even from the meanest of foes and even if it is a trick and they know it is a trick, and treat such people compassionately. They will never slay a downed foe. They will always seek to defend those who cannot defend themselves, including any prisoners. 

The first perm power loss from being mortally wounded taken on an event such knights take as event perm power loss. 

Generosity – anything the knight has they are willing to immediately and without qualm or condition give up to anyone who needs it (though not an enemy). Those with wealth must put at least half their investments into charity work and not use exploitative investment. 

Such knights tend to find they get a lot of gifts from people and support from the charity community, allowing them 30 pennies of merchant goods an event, though these must be ‘consumable’ things (usually herbal stuff) that might benefit others..

Faith – the character will always seek to uphold the church by word and deed and dutifully attend any and all services. They may choose for this to apply to both Gods, or just one. If they chose one the benefits only apply to that faith. 

Whenever they regain faith as a result of a sermon or a religious experience such knights regain two extra points. 

Nobility – the character takes the British Nobility very seriously, and their place in it equally seriously. The take the duty of the nobility to be both to rule and serve in true Noblesse Oblige style. They will follow the orders of any peer (only), treating the one with the highest title as senior of there is conflict. If a peer is actively abusing their position (rather than not being very good at it or ignoring it) then they may cease to obey such orders, but only then.

Such characters gain one free power when actively defending a Peer of the Realm, two if the peer has been downed (unconscious or badly injured). They gain one willower to base for every noble, or any kind, on event. 

Hope –such knights never give up, no matter what the odds. Combined with the oath of courage, this can make them rather suicidal in some circumstances. Such knights are not insufferably cheerful, but never voice the opinion that they or their allies might fail and always assume they will win.

Such knights may perform an act, in all ways as a master performer, once per day which is some sort of ‘hopeful’ speech when up against the odds. 

Gallantry – such knights treat everyone with respect as a matter of course, only not doing so in the rarest of occasions. They are polite and attentive to others and in the absence of suitable servants not above doing whatever menial tasks might need to be done for the comfort of others. 

Such knights gain one free power a scene in any scene where they have been insulted, to use against the person (or their allies) who did the insulting, or to defend against them. 

Knightly Spouses

These abilities are available only to those married to Knights and, as with Knights, only if they and their spouse hold no higher title. 

Grant Favour: once per day you can give someone a ‘favour’, usually just before they enter combat, but it can be done before they enter any sort of dangerous situation at all. Traditionally, this is a scarf if a woman and a flower if you are a man. A favour can only be given to a member of the opposite sex. 

This costs 1 essence. If the person the favour was granted to ‘wins’ whatever it was they were trying to do, then you regain the power you would in a break scene and so do they. 

All spouses

Any spouse of a noble may buy this ability:

Received Noble Power – assumes your spouse is a PC, you gain any and all nobility training powers they have bought, and they gain any you have bought, as long as you are both on event. 

 


The Oddfellows 

A huge organisation before the collapse, it went bankrupt as it acted as an insurer. It has only just gotten back on its feet and with the break up of the LGC  and a lot of small businessmen doing well, membership is booming. 

Members are professional tradesmen, usually those who run their own business, who pay a monthly stipend and, in case of being unable to work, can draw a small pension. Essentially, the group acts as private national insurance. Additionally it organises a lot of activities one would equate to local chambers of commerce, social events, trade fairs and the like.

Members need to be middle class types with a ‘trade’ or business of some kind. It serves professionals, not unskilled workers.

Although very parochial in that they wish to look after their own members, they do a lot of charitable work and are generally a very positive influence –unless you are not a member and in business in competition with a member. 

They tend to be very religious, at least openly, though some of their rites are shrouded in ritualism and there are a number of ritualists as senior members. 

Their symbol is three linked chains with the letters ‘L’, ‘T’ and ‘F’ over them for ‘Love’ (of church and country), ‘Truth’(to each other) and ‘Friendship’(mostly to each other)

Specific Membership Titles:  Member, Senior Member, Committee Member and Secretary.  

Membership grants one knowledge per rank.



Sideways Promotions

Administrator -the character is involved in the admin of the oddfellows itself. They must have either scholar, or a developed business (see below) of which they could get their employees to do the work, or wealth or merchant (ditto). They may approve promotions to ranks equal or lower to their own and they and any other Oddfellows on event gain 10 pennies of merchant goods from goods taken in lieu of dues that the Oddfellows are happy to be used helping the commission. 

Special Training

Developed Business  -the character has a well developed business of some kind. They must have at least journeyman wealth or merchant. They may pick any one ability that typifies their business and gain one free power a scene for that ability. They are well known for this business and well known as a practitioner of whatever ability they chose (remind everyone in the OOC brief) and that ability is seen as legitimate (Mr Grimm is a necromancer, if he had this ability people would see his necromancy as legitimate, because he is an undertaker). 

Guildsman – The player is a respected member of the guilds community, any other guildsmen or tradespersons would have heard of the Oddfellow and would treat this person with slightly more respect and friendship. Gains one willpower for every Oddfellow on event. 

Health and Insurance – The Oddfellows help their members plan for the rainy days and ensure that their health is tended for, some of this means that they pay for ritual and magical help to assist in this to sufficient degree that it bonds to the reality of the member. This grants one free power a scene to recover from injuries or to resist disease. 

Loyal Aristarcus Lodge – This is the home of the Oddfellows in London; being a member of this lodge grants some considerable power and influence. This increases a level of Wealth or Merchant by one, chosen at the beginning of an event (to a maximum of Master rank), but only increase the special goods and the actual cash these abilities grant. 

Guild Warrant – These warrants allowed the Oddfellow to stay at various places around the country for bed and board free of charge, and makes the cost of buying certain things cheaper. This reduces the cost of non weapon/armour items by half (round down). 

Charitable Works – the character gains a ‘charity investment’ effects as per wealth every event (incusing the ability to buy the faith at half cost after the event). They are not using their own money, but sitting on committees that spend Oddfellow money.

The Triple Chain -while wearing something openly showing the triple chain gain one base power of all types.

Love  -from the triple chain(base 120) and whilst wearing it openly gains one free faith a scene. 

Friendship  -from triple chain (base 120), but does not need to be wearing to benefit. Choose any, some, or all of the characters on event to be ‘friend’. You must now them already (done an event together). Gain 1/10th of their power in each type (rounded down) added to your base of that type. You also take any perm power loss they take on event. 

Truth – from the triple chain(base 120) and whilst wearing it openly may tell is someone is lying outright or obscuring the truth (you get told which) for 4 psyche. This functions like an empathy ability (so suitable resistances apply). 

The Ancient Mystic Order of Charity – the ritualist ‘bit’ of the Oddfellows, you must be a novice ritualist to join and gain one free power for the purposes of befitting from rituals that are not your own. You need to be wearing a red fez  - the symbol of the order  -to so benefit. 


The Orthodox Church

This is the church of the Eastern part of the of Roman Empire, as typified by Byzantium, and was created out of the Florentine Church when the Roman Empire split. It is practised widely in Russia. The Balkans and Eastern Europe before the collapse, and there are a very few practitioners around in London. 

It works like the normal Church society; excepting there is only the pastoral (preacher) strand: they have no monks or swords.

The highest rank normally obtainable is Bishop: there was only one archbishop, of Constantinople, and that got conquered and turned into Istanbul. Members hope a version from the past might be rediscovered. 

All the normal church abilities are available to members, and faith is gained as normal. 

The Orthodox Church is very much bound up in ritual and, though mechanistically miraculous abilities work the same they require the character to use some sort of foci to perform. This foci must be named (like in ritualism), using faith instead of essence, but can be named for the whole of the miraculous ability (for example a bell might be named for ‘exorcism’ which allows it to cast drive out evil). 

Essentially, members learn miraculous abilities like any other church member, but to cast them they require a named object (and they may bring any they like through the wastes) and the casting of miraculous abilities needs to be done exactly as one would cast a ritual, though the power cost remains the same as for using a miraculous ability. No shape is needed  -the character merely evokes the names of the foci used, though this has to be done in a ritualistic ‘high church’ sort of way. 

This makes the use of such abilities a little more time consuming, however members who are also ritualists (which almost all are) may fuel the essence component of their rituals by faith, and likewise may use faith to benefit from any rituals cast by other members.  





Royal Geographical Society

This group has close links to and almost incorporates such groups as the London Cartographical Society and Royal Botanical Society. It is a society for explorers, or those that support them, and incorporates any number of people.

Because Wastelanders are pretty much the only explorers around nowadays (barring some work in Little Germania), any Wastelander is positively encouraged to join.

A major player in the group is Sir Richard Burton, the famous explore (OOC: he has been moved forward in time rather shamelessly). 

Members are styled: student, member, lecturer and senior lecturer. Those who do field work, no matter what their rank, add ‘explorer for’ to this title. 

Membership grants one knowledge a level. 


Sideways Promotions


Special Training

Mapmaker – The player is a skilled mapmaker and can understand and read maps exceedingly well. Maps made by the character are worth a good amount of money, and if maps are made on event they can be sold off event to grant the character four shillings of stipend. They are also very good at understanding and reading maps and will gain a large amount of referee information from them at the cost of one knowledge.

Explorer – The player knows the lay of the land based on geological and geographical topology. For one knowledge can generally work out the general location of other types of geographical locations, such as a wood, lake, stream etc.

Astronomy - When using a telescope, sextant or other similar mechanical equipment in a realm, for one knowledge may roughly tell from astronomy the year and approximate location to the realm of London or other nearby realms. This even works in the wastes.

Natural Traveller -gains one free power a scene when actively travelling. This must be a reasonably significant trip, not nipping round the corner. 

Burton’s Linguistics -Burton is an expert on countless dialects and gives many lectures. For one knowledge you may know the meaning of any word from any dialect, no matter how obscure. You gain one free knowledge a scene for scholar abilities to crack languages. 

Rare Plants -you pay half stipend or merchant/wealth cost for herbalist potions though the physrep must be odd bits of plantlife grown by the Royal Botanical Society. 

Traveller’s Lectures -you gain one rank (even if you do not have them) in the following scholar specialisms or lore skills: wilderness lore, herbalist lore, botany, zoology, physical geography and world cultures. If any of these would be taken above rank five, you gain one free power to use that lore skill (only that one and free power gained for each). 

Fountain of Youth – the society has stones from the legendary fountain of youth, found by some of its members. This is part of a small pond, and a little bit of water is available for a few members to drink. They age a little bit more slowly, but not a great deal, but can resist any supernatural aging effect for one willpower or essence.

Kama Sutra – you are well acquainted, in theory and in practice, with Burton’s translation of the Karma Sutra (which is not readily available to the general public). Not only does this make you popular with spouses and/or lovers, it leads to a very healthy and balanced life, adding one to every base power type. 

Pilgrimage to Mecca  -Burton was the only Westerner to go to Mecca to praise the variety of great djinni that live there, whilst disguised as an Arab and he seems to have a knack of unspecified origin for hiding his nature  -one he can pass on. If in disguise as a member of another culture no supernatural ability will ever reveal that you are not of the culture you say you are (they may reveal other things, but will not give you away as an interloper). Players are also free to use whatever OOC abilities they have to pretend to be member of another culture. 

Source of the Nile! – if you discover a place of significance (it must be somewhere ‘famous’) which nobody from the London Realms has been to before since the collapse and is/was not part of Europe then you gain three permanent power of your choice. This happens every time you do this, but no more than once per event (thrice on week long events). 

Arabian Nights – you may perform and benefit from one act per day, as master performance, as a result of reading either part of the Arabian Knights, or some other ‘foreign’ translated work, or some engrossing traveller’s tale. 

Thesis -publication of some sort of IC thesis (not a huge, real one) to the FR list allows you to call yourself Doctor, and indeed makes you one. 




The Royal Philosophical Society

In 1661 Charles granted a Royal Charter to the Royal Society of London for Improving Natural Knowledge (which is the full name of the Royal Society, though rarely used). This society investigated all forms of mysticism, though mostly ritualism (rediscovering much that was Roman) and alchemy, but also the sciences. Newton, an early member, perhaps typifies this in that he spent as much time on mysticism as he did on science. 

By the Peninsular War, the Royal Society had become somewhat stuffy – a society mostly concerned with ritualism and the magical arts. Professor Brady was a member and many of his Galvanic ideas were rejected or even laughed at, causing him to leave, and resulting in France having an upper hand come the war. George sort to rectify this in 1811, creating the Royal Philosophikal society in order to study ‘science’ as a separate art. Brandy never joined, but a lot of clever men did. 

Though dressed in old clothing and often seen as the poor brother to the Royal Society, the RPS is a young and dynamic group, recapturing some of the enthusiasm and the spirit of honest enquiry of the original Royal Society. It has made great headway in understanding the Calculus of Newton, study of which had fallen away, and which is the theoretical core of Mathmagics. As much as there is anyone in England who understands mathmagics, they are probably within this group.

They have an ongoing feud with the LGC, who tend to keep their breakthroughs somewhat secret for purposes of commercial gain.

Specific Membership Titles:  Member, Scholar, Professor and Dean.

Members must have scholar. Progression to Professor requires journeyman level in Mathmagics, Scholar, Galvanism or mechanics. All promotions require some original work to have been published.

Membership grants one knowledge per rank

Sideways Promotions


Special Training

Engineer – may use galvanic devices as if they were a galvanist, and mechanical devices as if a mechanic, though they start with none. Gain one level of mechanic and galvanism lore. 

Empirical Study  -scholar ‘read between the lines’ ability now also works on their own notes which have been taken as a result of observing some manifest phenomena

Mad Scientist – They may not be the most socially acceptable people, but the hint of genius can make some people a little crazy. Must act a little mentally unhinged and cannot resist any insanity based effects, however gains six base power for knowledge or skill (or can be split between them).




The Royal Society

The Royal Society is a long established group of scholarly elemental magi and ritualists. They are well respected and a backbone of the British occult establishment. In order to become a member you must be at least novice in one elemental magic or in ritualism and at least novice in scholar.  

A character may not be both a member of the Royal Society and the Golden Bough: the two groups greatly dislike each other

Members of the society have few restrictions, but are expected to comport themselves with dignity and to further the scholarly pursuit of magical learning. They are also expected to support the British Empire and take direction from their superiors. 

The Society used to require the sharing of knowledge and close monitoring of members. This worked fine when the society was the premier place for magical study (before the Collapse), but proved to be a great hindrance to recruitment after the Collapse. As such, the society greatly moderated its monitoring of students and requirements to share in 1823, as well as loosening its membership criteria. 

Grants one knowledge per rank and one essence for apprentice and above.

Specific Membership Titles:  Associate Member, Member, Scholar and Professor.


Sidewise Promotions


Special Training

Magical Education -the Royal Society excels at teaching people the mystical arts (which they define as ritualism and the four elemental magics) in a modern, detailed and rigorous manner. This ability allows the character to choose one of these arts that they could not normally learn to master level, and allows them to learn it to master level -though it does not grant the ability to learn GMs. The master level still needs to be paid for as normal. This ability may be taken multiple times for different abilities at increased cost. With enough effort on the part of the student, the Royal Society can teach anyone to master all five abilities. 

Thesis – Must publish something cool on IC list discussing some topic. Henceforth deemed one rank higher in a related lore skill/specialism, deemed to be something of an expert on that subject, may call themselves ‘Doctor’ and have people respect it and gain three base knowledge. 

Elemental Theory – Only now required to practice a spell twice to learn it correctly, also the detrimental effects of practice are reduced and the character may ‘aegis’ (thanks to society protections) any detrimental effect as a result of practice gone awry from their own spells, or others by members of the society, for 1 willpower (which they may choose to do ‘as’ the effect takes place, so they still know what happened). 

Studious – Gains one rank in each of the following lore abilities (unless would take over five, in which case gain one free power for use on that lore ability only): each elemental lore, ritual lore. 

Ritual Assistant – if actively assist someone in the casting of a ritual, because they are so well trained to do so, grants the person they are assisting one free power for the purposes of casting that ritual. 

All the best ritual props (requires ritualism) -the society keeps huge stores of ritual objects for use by members. As such, the character gains five ‘naming slots’ which may be used to increase the number of names a given object can be named for over the base one. So, one object brought could have six words associated with it, or five could have two words, or some other combination. As ever, their needs to be justification for such names being appropriate. 

If any of these props, which are deemed to be on loan, are lost then the character may not apply this ability the next event they play as the society is reluctant to lend out more. As they are a loan, the character cannot pay points to keep them. 

All the best binding tools(requires elemental magic) – anything that the character starts an event with elementals bound to that is not well made or better is considered to have been provided by the society and are well made.  These are a loan from the society, with the same restrictions as ritual props (above). Elementals can be ‘spread out’ amongst many objects to have lots of well made ones. 

Magical Connection -though not as close ranked as they once were, the society is still a close knit community, with many supportive rituals and practices. This ability grants every Royal Society member on the event 2 willpower and 2 essence, including self. Multiple people could have this for a stacking benefit. 

Pillar of the Establishment -the society performs many small rituals designed to strengthen the London Realm (and those connected to it). Some of this ‘rubs off’ on some members, such that they strengthen any realm they are in. The character may resist minor damage (only) to a Realm they are in for one willpower and furthermore gains 2 free power for resisting Entropic effects (not weapon blows). 

Enemy of the State – as members are a major target in wartime, all sorts of ritual protections are enacted to keep such members safe. Such members may ‘aegis’ supernatural or scientific effects (but not weapon blows) from any force that Britain is presently at war with for 3 willpower, as long as that effect was targeted at them and there is some form of resistance available (through any ability, not through GMS, spells, rituals etc. or through Bloods). They must be aware of the attack (judged generously).At time of writing, the ‘foes’ of the British Empire are the French, Formorians and Entropic Welsh Dragon Men. Who this applies to is judged harshly: the enemy has to have attacked London, or been engaged in many battles with Britain. It will usually be obvious from game lore which foes count. 

Nefarious Study– with less oversight, some members of the society have started to investigate the darker side of the occult, either to learn it, to rebel or to combat it. This ability grants a level in demonology, blood magic and necromantic lore.

Courtesy Rank – in time of war, members of the society are often granted a courtesy rank in the 1st or 2nd Arcane. They are treated as having equal rank to their rank in the Royal Society (maximum of fourth), need wear no uniform (though sometimes do) and are considered in the chain of command (both for the purposes of giving and receiving orders), though any true army member of equal rank is deemed to outrank them. They gain no other army benefits, but may purchase those army abilities specific to the service they are in (1st or 2nd arcane) as if they were Royal Society abilities.

Lectures -the society holds regular lectures and discussions, keeping members abreast of matters magical, new and old. This ability means that the member regularly attends the ones they are interested in, granting one free power for use on any elemental magic or ritual lore skill they have.

Library -the society has an extensive library, much of which contains material that is hard to find or restricted (in a passive way “this book is too fragile for you to handle”). Members with this ability know their way around the material and have the trust of the librarian: they may use FL to research spells of one rank higher than they could otherwise (up to a possible maximum of 5th rank), as long as the spell is something that could conceivably be in there. Spells researched by members will be recorded in the Grimoire of the Unusual and are freely available to anyone else with this ability. 

Superior Skills – though united against outsiders, the Royal Society has many internal feuds, in the manner of squabbling academics. Theory is sometimes settled by practice, with people casting (non fatal or overly harmful - usually) spells or rituals at each other to prove whose theories are best. Engaging in this sort of activity is very good practice and this ability grants 2 free power for counterspelling or resisting ritual strikes. It grants no extra powers to do either of these, excepting that if a character has no ranks in an elemental magic they may counterspell first rank spells, but may not use the free power from this ability to do so. 

Canning and Castlereagh - both of these are senior members of the Royal Society, and former members of Parliament who are now Peers. Canning is a fire mage and a Tory, Castlereagh an air mage and a Whig. Both are skilled ritualists. They duel often (eight times by 1823)  and hate each other (though these duels have become something of a national fascination) and some members of the Royal Society profess support for one or the other – the Royal Society argument is more about their magical skills than their politics, though often the leaning of an individual is politically motivated. 

The Royal Society (with the help of the two principles) has exploited this, backing the duels with specialise rituals that ensure they are non fatal and that they cause a great deal of public speculation and interest (which keeps the people happy and allows Whig/Tory dislike to be vented on the field of honour, rather than in civil unrest).

Taking this ability means supporting the rituals(no actual ritual skill is needed) and being an adherent of one or the other. Canning supporter wear red cummerbunds or belted sashes, Castlereagh blue- both usually have elemental ties around them. These are made by the Royal Society and ritually enchanted, such that they are superlative quality (and replaced between events if lost) and the character starts the event with them full of suitable elementals, even if they cannot bind them (fire or air only). The belts also grant one aegis a day versus air magic (for Canning) or fire magic (for Castelreagh), costing one willpower to trigger and used when the character wishes (they must be aware of the attack). Additionally, the wearer may counterspell  the type of magic that the aegis is granted against as if they were a master of that type of magic (gain one free power if not a master). The belts only work for the character and only when worn. 

Even if the duels were to end or the principles die, this ability would persist: they are cultural icons and the rituals well established. 



The Royal Society of Physicians

This is a society for medical professionals, who need one rank in physician, or apothecary and a rank in scholar to join.

Specific Membership Titles: Student Doctor, Assistant Doctor, Doctor and Consultant Doctor. All can call themselves ‘Doctor’, though are supposed to clarify their rank if asked. Pretending to be a (medical) Doctor when you are not is a crime called ’quackery’ and carries heavy fines.

Members have no real restrictions. They can choose to have taken the Hippocratic Oath or not as they see fit and, if they have, honour it or not as they see fit (though they might take their oath as a physician Gm or as society training).

The only real reason the society would censure a member is for incompetence in matters medical. 

Membership grants one knowledge per rank. 


Sidewise Promotions


Special Training

Autopsy – The school does many autopsies, mostly public. An individual with this ability is deemed to have attended many and may perform an autopsy for one knowledge, with suitable excessive role-play and get a good idea of how a person died, the actual amount of information gained based on their rank in physician. 

Hippocratic Oath – as the physician GM ability.

Rod of Asclepius - this is a staff with a single snake around it(unlike the Caduceus, sometimes used as a medical symbol, which has two snakes around it and is associated with Hermes, not physicians and is basically wrong as a medical symbol). 

Members with this ability may wear the symbol (one snake twined around a staff) and it is ritually empowered such that anyone who meets them will know they are a healer when they see it (let people know before an event, especially the refs so they can tell the crew). If the character has bought the Hippocratic oath ability to do no harm as an ability, then anyone seeing the symbol will know that, too. 

Panacea – may perform two ‘skits’ a day, as performance and including own power regain, such skits being treating someone even though you have not actually done anything.

Healthy Living -regular bleeding to balance the humours, eating right and so forth means the character gains one base power of every type. 

Involuntary Vaccination -the doctor has caught many a disease in the course of their work, and got better thanks to support from the society. They are treated as having master level fitness to resist disease and anything else that would grant them resistance to disease grants them instead one free power per rank it would grant.  Fifth rank diseases may not be resisted using this ability in any way, nor may it contribute to such resistance. 

Court Physician (consultant doctor only, rank four) - is a doctor in one of the courts and may buy ranks freely in that court without ref approval. Gains the first rank in that court as part of the purchase of this ability and may buy any one training ability from that court at half cost. 







The Tyburn Irregulars

This is the ‘organised crime’ of the higher class end of London, specialising in burglary or robbery with violence, but generally against the well to do. 
 
Specific Membership Titles: Members are styled Knocker (your basic thief with violence),  Highwayman, Boss (who usually runs a group of highwaymen and/or knockers) and Gallows Thief (so named because the group often recruits by saving people from the gallows, either by grabbing them right beforehand or offering them a safe house when they are on the run).  

Though it takes a fair bit to really piss off the leadership of the group – one has to actually work against them or sell them out or similar – members who do so are assumed to have been found and beaten to death between events. 

Membership grants one body per rank and one knowledge at master.


Sidewise Promotions


Further Training

Loot – May take objects to the same value as a novice in merchant which are deemed to be recently stolen items. May take multiple times for increased ‘merchant’ rank in money but, again, it is all recently stolen stuff. 

Stolen Goods: May pay NO stipend for ‘bound to self’ goods (not merchant), getting them free, but these goods are most certainly stolen and (especially if rare) may well be recognised as such. 

Fence – Goods taken as part of merchant may be taken at half cost but are, as above, stolen.

“Stand and Deliver” – If points a bow or crossbow at a target, pays two psyche and the phrase is spoken aloud, it shocks a target unless they spend one willpower.  

Hung until Dead – The character has been hung, but has survived. Allows the character to resist any “hung” effect or other strangulation effect for one less power, if this effect only costs one power they resist for free.
 



The Wasteland Commission

All players are members of this society at novice rank to start. All FR events involve working for them and, if you ever get thrown out, then the character basically become unplayable. The Wasteland Commission is a semi autonomous group responsible for the exploration and development of the Wasteland. Mostly, this means travelling to other realms and doing things there to further the aims of the British Empire.

The commission was reorganised to some extent in 1823 and granted new powers and prerogatives. 

The commission is headed by a politically appointed body of commissioners, who have historically never been Wastelander’s themselves. 

The group tends to respond to requests from a whole variety of other societies, as well as from parliament, the Lords, Horseguards and Admiralty. 

One of the great benefits is the standard lore skill. This represents the fact one has talked to many other travellers in the Wasteland and read their reports. There are many strange things in the Wasteland and this can help a great deal in dealing with them.

Specific Membership Titles: Ordinary Member, Senior Member, Traveller and Master of the Wasteland. Higher-ranking members may be given more information, though the commission very rarely holds things back before a mission. Also, higher ranking members are liable to be treated as ‘in charge’ by those organising such missions. 

Promotion to Traveller requires the approval of a master of the wasteland. Promotion to master requires a vote of all existing masters, with no more than one dissenting.  

Because most Wastelanders are very independent, there is little in the way of chain of command within the group, though if it were to ever come down to it one is expected to follow the orders of a superior. The only excuse for not doing so is being right not to. 

Members are paid a stipend sufficient to keep them in them in a modest manner.   This is increased as missions are successfully completed.

This means that members have 1 shilling as part of their personal reality. This base stipend can be ‘spent’ (see the stipend rules).    

Each mission successfully completed adds 1, 2 or 3 pennies to this. 1 is the usual figure for a success, 2 for a sweeping success and 3 for some major achievement.   

 Commission Papers: as of October 1823, and as a result of the last wishes of the former King, George III, certain extra political and diplomatic powers have been granted to the commission. This required a deal of parliamentary wrangling and for specific rituals to be devised by the Royal Society and Golden Bough working in (rare) co-operation.

Members may now carry ‘passports’, though they are not required to. These introduce the member to anyone they might meet and make requests or demands on behalf of the government and crown. The specific phrasing of these passports changes as the member’s rank increases.

Importantly, at master level, the member is allowed to sign treaties as if an ambassador on behalf of the crown. These will be honoured, unless they are ludicrous. If the crown chooses to ignore a treaty then the only way to do so is to disavow the person who signed it: they lose master rank and may never regain it. 

If the papers name the character using their true name (player’s choice) then they gain one willpower a rank from this society and, additionally, anyone who views such papers will know them to be genuine.

State of emergency – the London Realm Warden (in law rather than in fact) may declare a state of emergency. This has to be ratified by parliament within 7 days or lapse. During such a state of emergency all members of the commission are conscripted into the armed forces, gaining courtesy rank as an officer in both army and navy of rank equal to that which they hold in the commission. No other benefits are gained: this only outs the character in the chain or command and under military discipline. How well this will work in practice, and how seriously it will be taken, remains to be seen. 




Further Training

Scout – This ability is not used in LRP, only in FL. It allows one to submit a ‘scout’ order to take a look around the Wasteland looking for new Realms. Proper investigation of that Realm requires an LRP event. Scouting basically means knowing the layout of the Wasteland that has already been explored and then carefully taking a look around. It can be dangerous. 

Wasteland Expert – This means you talk to/read information from all sorts of commission sources and keep up on ‘what is known’ about the wasteland to a very professional degree. It increases the effect of ‘commission lore’ a great deal in that you will be told pretty much anything that is ‘known’ about the Wasteland. It does not let you ‘theorise’ over much, however, it merely tells you what other people have worked out or discovered. 

Purging – Techniques for ridding oneself of Entropy (developed by Master Simon Callowfield) by thinking on what is important to oneself means you can purge twice as much entropy as you could normally both in a sleep scene and after event. 

The Patronage of King George – May only be purchased by characters that are ‘on side’ in a general desire to defend Realms against the Wasteland, and like any patronage this can be lost. This is not a training as such (though it is bought as such in game terms), but rather something that might develop naturally through ones association with the commission.

An OOC choice to use the power of King George (and at a cost of one willpower) to strengthen a realm results in: 

The Character falling unconscious for one full scene (if awoken before scene end, then no further function of this ability applies) , during which they have disturbing dreams about the Realm. During this time they may spend one psyche to get a general impression of what wasteland based threat the Realm may suffer (this will tell you about the ‘local wasteland’). If significant threat exists in the wasteland rather than merely through its influence on the Realm this causes the character to gain one entropy.

The character awakens normally come the scene change (as long as they were unconscious at the scene change at the start of that scene) and at this time their will, and that of the King, will have slightly strengthened the Realm (to a very small degree, equivalent to about 1/6th a ‘wasteland assault’ on the Realm). They may choose to spend additional willpower of any amount: each point spent will offset one ‘scenes’ worth or one instance of Realm weakening (for instance, if an artefact was removed). ‘Major’ weakening events may not be so stopped.

For the next scene the character is a little crazy -having seen the Realm form many (basically useless) perspectives. All power cost is doubled. 


The Windbinders

The Windbinders are an artisan guild established by Henry VIII that serve on Royal Navy vessels. All are elemental magi, trained at a special college in Greenwich and are one reason why the Royal Navy remained pre-eminent.

Windbinders are outside the chain of command excepting that they answer to the ship’s captain (as does anyone on a Navy ship). Some are also officers.

The Windbinders had a major split at the time of the American Revolution and many defected, creating a lot of bad blood, a US college being established. Players could choose to be from the US society if they so wished: game statistics are the same, excepting that they are very likely to be seen as traitors by Englishmen.

Specific Membership Titles: Apprentice, Journeyman, Master and Guild Master. 

Membership grants one essence per rank. 

Windbinders are almost always literate - one cannot progress beyond apprentice without scholar. All must have one rank in elemental air magic. 

They are deemed to be under military discipline when shipboard or engaged in Naval operations of any kind. 

Windbinders automatically several new spells listed in the Grimoire of the Unusual. All these spells are of varying rank and a member will be taught the spells that much their rank in the society. None of these spells are very much use in LRP. These spells are kept as closely guarded secrets and use a complex combination of dictates. 


Sidewise Promotions

Naval Commission – The Windbinder is commissioned into the Navy, holding the rank of Lieutenant, and being fully in the chain of command. They are expected to wear uniform and gain benefits as if they were apprentice rank within the navy if they do so. Like other military personnel, they can be rather trivially hung.






Special Training

Library Access – May learn new spells or rituals from the society library, which is updated as play proceeds. If anything is available, it will be listed in the Grimoire of the Unusual. If you are a member and you learn something new, you can choose to add it to this library - which ups your promotion chances a lot. 

Order of Excellence – A braided blue, white and green ribbon, an  award created by Henry VIII for Windbinders of excellent skills. One must be a master in air and water magic to be granted this award. It counts as a superlative item for elemental bind and has both form and function for air and water elementals. It and its elementals can be carried through the wasteland and do not count towards normal elemental limits.

Gentleman by act of Parliament – Whatever their social rank, the character is deemed to be a gentleman (or lady). This does not mean that the character has had a special act of parliament passed -it means the society ‘have an arrangement’ through some act of Parliament or another. Nobles cannot take this ability (it would be worthless). This elevates you to the ‘top’ of the middle class/bottom of the upper class and gets you access to many places you could not otherwise go/much better treatment from people who know. 

Sailcloth – May buy bits of sailcloth taken from vessels that have served for some time, which are deemed cover form and colour for air and water and be well crafted at 10 points each. Elementals bound within will survive the Wasteland.

The ‘Deck Target’ Trick – The Fluttering Wind spell now stops arrows inflicting double or that have accuracy and may be kept up when they would go down (either between scenes or when struck) for one essence. Windbinders are an arrow target when binding elementals on deck, and this knack is picked up from the shipboard sport of ‘Binder Baiting’ in which any crew member is allowed to fire a blunted arrow, the heads well covered with cloth, at an off duty but shipboard Windbinder. 

Sea Legs – May spend one body and only have to take one staggering pace if targeted by a knockback or knockdown effect caused by wind or treacherous footing. This can be upgraded to Storm Legs such that for one body they may ignore any wind effect for one body (even one that caused damage or stunned or shocked them, or slap of air, or similar), instead needing to take a staggering pace. 

Storm Rider – May counterspell wind and lightning spells at half cost and may counterspell ‘natural’ lightning (not galvanic) for one essence.

The Worshipful Children of the Sun and Moon 

Some of those who dwell in Aztecia seek broader ties with the Empire and travel out, seeking wisdom in London or the attached Realms or, if wastelanders, even joining the commission.

This society is the main group of Aztec (or other mixed south American pre Columbian cultures who have stumbled out of the Wasteland) ‘priests’ who seek broader contact with the world.

Members must have blood magic, shamanism, scholar any elemental magic, any psychic ability or ritualism.

As priests, members have fairly high status in their own society, though almost every educated person in that society is a priest.

All members have accepted Mithras and Isis as true, alternate names for the Sun and Moon and follow them. They might have a rather different take on such things, and their worship generally includes blood sacrifice.

Specific Membership Titles: Initiate, Priest, Senior Priest and High Priest. 

Membership grants one essence at novice and journeyman, one knowledge at apprentice and master.

Members may learn sanctification as a miraculous ability. 

Members do not become touched or held by evil if they make human sacrifice of willing people or people who are clearly enemies of Mithras/Isis (judged harshly). 


Sideways Promotions



Further Training

Blood for the Gods – Provided that the Child is not touched or held by evil at the time of use, any standard blood magic ability that would restore power may now be used to restore faith (if it would not normally do so).

Appease with Blood – Must have Shamanism and Blood Magic. May instead of appeasing a spirit in the normal way now also appease all spirits by shedding their own blood. This either costs one body or weakens the character for a scene, but appeases ALL spirits at once. 
Tonatiuh: "The Sun" – May call upon Tonatiuh the Sun to shine and grant his blessing. For one essence or faith (per level of the spell) may duplicate a standard fire magic spell once per event. 

Metztli: "The Moon" - Once per event may call upon Metzli the Moon to heal and purify a person, this costs four essence or psyche and heals a wound (all wounds if the target also spends one of the appropriate power) but also cures all diseases and poisons up to journeyman rank.

Shedding the Blood – May shed their own blood, weakening themselves as per blood magic to produce "holy blood", this in all ways acts as holy water. Costs one essence or faith or psyche to produce. No more than one dose can be produced in a scene.







The Yeomanry

The closest thing to a police force, the Yeomanry is a sort of civilian army with the responsibility of rounding up criminals, mostly concentrating on larger gangs and dealing with civil unrest.. They do not really ‘investigate crime’ but are more a para-military body intended to put down rebellion and fight large, organised gangs. They have a fairly awful reputation. 

The name yeomanry used to refer to longbowman, but from Cromwell onward longbowman became part of a professional army, not levies who were required to practice with the longbow and ‘yeoman’ become a term applied to the landed middle classes.

Uniforms vary, but all wear a red armband on their left arm. 

The Yeomanry are generally drawn from land holding stock, often the sons of local landowners and it is not a full time job. Most used to be mounted, but most of the horses have now been eaten, so they go afoot.

The Yeomanry generally is a bit of a joke, corrupt and not very effective, though there are a ‘few good men’ within it. They are being trained, disciplined and funded now and are slowly getting better. Members are also starting to be drawn from the lower classes, especially to police the most crowded parts of London. 

Yeoman must wear the armband most of the time and are nominal under orders, but this tends to be rather lax.

Specific Membership Titles: Yeoman, Yeoman Sergeant, Yeoman Captain and Yeoman Major. 

Membership grants one body at apprentice and one knowledge at master. Their main advantage is they can easily justify a whole host of actions as part of their duties and thus get away with all sorts of things. People also tend to try not to cross them. The Yeomanry get treated very well within the courts. In fact, members seldom come to trial – even after the very public Peterloo massacre, nobody within the Yeomanry was actually punished. 







Further Training

The Riot Act – After the Collapse the riot act was changed and several of the Yeomanry empowered with reading it in order to control crowds of people. Buying this ability means you are so empowered, to buy it requires ref approval (though most Wastelanders would get that approval). Character needs to carry a copy and actually read it. It requires people to disperse and return to their homes and, of they fail to do so, members of the armed forces and Yeomanry can technically do what they like to make them disperse: they are unlikely to be tried for killing anyone, unless that person is both not involved in the ‘riot’ and ‘super important’. 

“Our Sovereign Lord the King chargeth and commandeth all persons being assembled immediately to disperse themselves, and peaceably to depart to their habitations or to their lawful business, upon the pains contained in the act made in the first year of King George for preventing tumultuous and riotous assemblies. God save the King.”

Empowered Act: gains two free power a scene for purposes of ‘putting down’ a riot if the riot act has been read by someone who is allowed to. Lasts as long as the ‘riot’ continues. 

Trusted Man – The Yeomanry can often do some pretty foul things in ‘pursuit of their duty’. A person with this ability is trusted by the establishment and, unless the victim is a noble or in very clear cases of total abuse of this privilege, they will be acquitted in almost any trial if they can show they were ‘doing their duty’. In the frontier world of Wasteland Realms, this can often include ‘pre emptive’ murder.  


Quell the Rebellion – Gains three free power per scene for fighting ordinary people (not soldiers or weird stuff) only. Basically of use only against peasants/levies and so forth. Would work against some forms of ‘weirdness’ (like mind controlled peons, though not undead ones or similar). 


Massacre -may use armsman abilities (only) that they have at no power cost against targets who are either trying to surrender, are human and unarmed or who are running away. Additionally, gain one free power for use on assassin abilities (though grants no such abilities itself). 

Come Quietly – grants the assassin ‘love tap’ ability or, if already possessed, one free power for use on love tap only. 

Up to Date – The Yeoman has read up on who is presently wanted and what has been stolen. For one knowledge can seek to tell if something is stolen (even amongst a group of stuff) or if someone is wanted (even amongst a group of people). All yeomanry get this from society lore for ‘obvious’ stuff, this ability allows them to spot the less well known. 
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