Tricks of the Trade

Frail Realities Book III

Changes in 3.2  since the last version(3.1) – thanks to Jason H for suggestions:

Arcane script now lets you read any mystical lan gauges and activate any scroll. 

Blood magic re-written a little and some more spells added, bloodletting no longer a type of spell but just something you do.

Crafter has had the times and effort needed to make objects clarified a little. 

Love tap added as an armsman ability. 

Two air/water combi spells added. 

Changed the mortalling on meteor and added a casting restriction I thought I had included. 

Added sleeping draught and emetic as standard herbalism recipes. 

Fire/earth combi spells changed a little. 

Ritualism participatory spells depowered to fit with recently lengthened duration (but Aegis left at 3).
Added new environmental rituals. 

Math function added. 

The things that I know still need doing are:

Alchemy needs to be added.

Blood magic needs one more journeyman spell (perhaps), but is otherwise done.
Some bowman specials could be added, but I am yet to see any I like.

Ditto Armsman specials.
Ditto Strength specials  
Crafter master level specials need to be added – this is liable to be ongoing. 
 A couple of herbalist charms added

 Some wealth investments added

Galvanism devices added

Mechanic devices added

These things are not likely to be done in the near future, as they are awaiting some cool inspiration – none of the missing bits make anything redundant. 
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Introduction

Terms

An ability is a set of powers that a character can learn. Abilities are rated novice – apprentice  -journeyman  -master. These can also be referred to as ranks or levels, with novice being one and master four. Unless you have a pick that says otherwise, you may only take an ability to journeyman level.

Once master is achieved one may learn Grand Master abilities (sometimes just referred to as GM Abilities). Grand Master abilities are not detailed in this book. 

A power, trick or talent is an individual ‘thing’ you can do. The terms are interchangeable.  Most abilities grant a whole variety of powers. 

Stating Ability Use

Whenever you use any power that effects someone else you must state what ability you are using so that they and the refs know. This is also true, say, of something like ‘driving out evil’ on a corrupted altar: do a suitable vocal and then simply state ‘drive out evil’ at the end.  

Communicating Rules

If you do something to someone that they do not know the rules for then quickly and succinctly tell them in an out of character way. Not everyone knows all the game rules, in fact hardly anyone knows them all, and a quick explanation is the easiest way to avoid problems. Try to detract from the role play experience as little as possible.

Never try to explain rules in an ‘in character’ way: it never really works and sounds awful. Just state the rules plainly out of character and make it obvious your statement is out of character. 

Lore Skills

All abilities grant ‘lore skills’ which costs knowledge to use and means the ref will tell you things that you ‘know’ about a subject. Lore skills take as long as it takes the ref to relate the information to use and, unless it is vital, are generally based used in quieter moments.  
Lore skills are not supernatural, rather they represent your character knowing things you do not. Lore Skills need to be used when you are first exposed to something, or when an appropriate moment comes up: if you confront some situation and do not have the knowledge to spend, you cannot wait until you do have the knowledge. Though this is judged very leniently, essentially you either know something about a subject or you do not, you cannot suddenly learn something later.  For more on Lore Skills see the Core Rules.  
‘Dismissal’ battles

Some powers  -notably demonology and necromancy – allow you to control or dismiss certain types of creatures. Some of these creatures are capable of resisting such assaults. Characters who can dismiss or control them can continue trying to control or dismiss them.

A creature being targeted by such a power cannot attack, but can defend itself to its full ability. Thus, if a demon is being dismissed and it is attacked by someone, it may attack back and even pursue the attacker.

When a creature is resisting one of these effects and you wish to use the effect again to carry on trying you must make it clear that you are trying again and how many times you have tried. The easiest way to do this is to add ‘I dismiss you for the second time’ or similar to your verbal demand and then when you make the out of character statement of effect name how many times also. 

General Ability Notes

No power ever works between realms unless it expressly says so.

Ability Overview

Below is a listing of the abilities, what power types they are fuelled by and a fast and dirty summary of what the ability does.

Only the ‘main’ power type used is given -some abilities use other types of power on occasion.  Most also use knowledge for ‘lore’ skills.
Starting players gain three picks.  They are chosen from:

Great Talent:  
Player chooses one talent, they start at apprentice level, and can buy up leve
ls and abilities at half cost.  Can buy up to master in this talent

Eclectic Talent:
Player chooses three abilities, in which they start at novice level and may buy up levels and abilities at normal cost.  Can buy up to master in these talents.

True Power:

Player gains 10 additional power in one power type and two free power a scene

Mixed Power:
Player gains 8 additional power in two types of power and 1 free power in each type per scene.

Not detailed in this book are the bloods, players may take bloods as a pick, and should see the Book of the Bloods for details on these.
Agility

Some individuals are very agile, dodging out of the way of blows before they connect. Agility is the ability that lets a character do this.

Agility is the province of the fencer, duellist, skirmisher and similar.  
With agility you can:

· Dodge attacks. 

Power types used: 
· Skill

Free power granted:

· 2 gained at apprentice

· 2 gained at master

Free power is per scene and can only be used to power agility. 

Core Rules
Agility lets you dodge attacks.

Use of this ability requires a verbal call of ‘dodge’ within a second of being hit. This should be accompanied by suitable ‘dodging’ movement. 

If you dodge a blow, then you take no damage or other effect from it. 

If you do not call ‘dodge’ within a second of being struck or clearly role-play dodging, then you do not dodge the blow. You need to have your wits about you to use dodge.

You may only use agility against attacks that you are aware of. If caught unaware, agility may not be used. 

When you dodge, you dodge the whole attack: it misses you. 

The table below lists the possible types of attack that can be dodged, the level you need to be to dodge them and the cost to dodge. 

	Attack type
	Rank needed to dodge
	Cost to dodge

	Hand to hand weapon blow
	Novice
	2

	Thrown Weapon
	Apprentice
	2

	Missile Weapon
	Journeyman
	2

	Non physrepped attack(spells)*
	Master
	4


*It is only possible to dodge an attack of this kind that produces something physical that one could get out of the way of.

Castallan who is a nimble and agile chap faces some fiery wasteland creatures.  One swings his sword and connects, The player immediately calls, “dodge” – sidestepping to the left.  The fiery creature, annoyed calls a firey breath at Castellan who again calls dodge, (fiery breath being something that clearly produces something physical), so far this has cost him 6 power (2 for the dodge, 4 for the fire.  The fiery creature then calls a ‘Heatwave’ something that makes everything around hot and sweaty, as this does not produce something physical that could be got out of the way of Castellan cannot dodge out of the way and will have to rely on some other means of escape.
Some attacks cost double to dodge:

· Attacks that use the accuracy ability.

· Attacks that strike every body location.

· Touch Attacks. 
Explanations of why these attack types are more costly to dodge and exact details of what they mean are given below. 

Armour makes it harder to dodge:

The cost to dodge is multiplied by the armour class you are wearing. This multiplier is applied to base cost, before any other modifiers. Agility and anything but the lightest armour do not mix. 
If you are wearing only a small amount of armour, then the cost to dodge is only increased when the blow strikes the part of your body that is armoured. A ‘small amount means such things partial limb cover (upper or lower). For example, if you were wearing plate bracers and no other armour, the cost to dodge would be increased only if you were struck on the lower arms (whether it hit the armour or not). You may have all four limbs partially armoured or two limbs completely armoured and apply these rules: more than that and the overall cost to dodge is increased. 
Extra Bits

You may, instead of calling dodge, clearly role-play the fact the you just dodged.  Such role-play needs to be excessive such that the attacker is in no doubt that you dodged. 
If for some reason you have to call something else (like a damage grade or spell effect) at the same time as you would have to call the dodge, then you may call the dodge immediately after the other thing you have to call.  You should also role-play ‘dodging’ away from the blow. 

Agility does stop any ‘extra’ parts of an attack: if stabbed with a poisoned blade and you dodge it, you do not take the poison. Likewise, if you dodged a legsweep, a high damage grade or similar, then you dodge it: you do not take the ‘extra’ effect.

If you notice an opponent ’at the last second’ then you may dodge them, but if they catch you completely by surprise then you may not. The exception is someone using the ‘backstab’ ability or one of the variants thereof, which you may not dodge even if they are noticed’ at the last second’. 

The damage grade inflicted on a blow does not matter for purposes of agility, but the ability accuracy makes a blow harder to dodge: the cost to dodge such an attack is doubled. 
It is harder to dodge ‘touch’ attacks. There is no ‘unarmed combat’ within Frail Realities and as such any attack delivered by being touched with a hand (which should always be a light touch, not a blow) is deemed to be a ‘touch’ attack. Touch attacks cost twice as much power to dodge because it is much harder to avoid someone giving you a light tap than swinging at you with a weapon. 

It is harder to dodge attacks that have a small ‘area’ effect. Any spell or attack that inflicts damage to every location, such as the firestrike spell, shower of stones spell or similar costs double power to dodge. It is not normally possible to dodge attacks that have a large area effect. 
There are many attacks - those that do not produce a ‘thing’ that travels towards you -that cannot be dodged at all. 

Apothecary

An apothecary is at the ‘cutting edge’ of modern biochemical study. They are almost all from the contemporary world, or at least fairly recent. 

While a herbalist works with natural ingredients, an apothecary takes those ingredients and refines them producing, rather than herbal infusions and poultices, pills, salves and similar.  

An apothecary can venture into weird science, learning all sorts of curious concoctions. The apothecary starts with some such, but others can be learnt through play.

You should look at herbalism (p.xxx) as well to better understand this ability. 

Definitions

Preparations: where herbalists use (normally fairly bulky) liquids infused with herbs, the apothecary can use essential oils, pills and other ‘reduced’ materials. The physrep for a preparation should be one ‘thing’ per dose (pill, sugar lump with some sort of liquid on it, tiny vial etc).  It is essential as in all things FR related that anything you use is completely safe.
With Apothecary you can:

· Start an event with preparations. 

· Learn new apothecary recipes

· Find out about preparations you might find

· Manufacture preparations on event

· Cure disease

· Cure poison

· Apply appropriate poisons to a blade(at journeyman)
Power types used:

· Knowledge

Core Rules

Starts each event with two ‘batches’ per rank of any common preparation that they could make. 

Learn apothecary recipes of the same or lesser rank to their apothecary rank. These recipes tend to be better than equivalent herbalism ones, but also tend to be closely guarded. These cost the usual 10 points per rank off event, 6 per rank on event. 

‘Apothecary Lore’ which reveals information about apothecary compounds, the information getting better as rank increases. It will always tell the user what a common compound does, give a rough idea of other compounds and a full description if the compound is of a lesser or equal rank to the apothecary. 

Manufacture Preparation: may make apothecary preparations on event. The apothecary gains access to all the ‘common’ preparations below, as well as apothecary versions of all the common herbalism recipes (but not the folklore recipes).  It is important to note that while the apothecary versions of herbalism recipes do the same thing, they will be different in nature, one coming from a ‘scientific’ stance and one from a ‘folklore’ stance. 

May carry as much in the way of ‘apothecary’ equipment and ingredients at event start as they wish. 

Preparations are always manufactured in ‘batches’ of three.  The apothecary may only make preparations of an equal or lesser rank than their skill. 

Preparations cost 1 knowledge per rank to make. 

The apothecary needs to take some time making a preparation, some of which time might be leaving things to stand. At least two different ‘steps’ have to be taken per rank of the recipe to make a preparation, where a ‘step’ could be: grinding, heating, filtering, mixing, leaving to stand and so on and so forth. Suitable physreps are required. Each step should take at least 2 minutes or so. The step and time requirements are guidelines only -make it look good, and appropriately ‘scientific’. 


An apothecary works with pore refined materials. This should be no problem, as they can bring them with them, but deprived of these materials they will not be able to make anything. 

Cure Disease: an apothecary may make a cure to a specific disease. This could be taken as starting preparations (brought onto event), but because they have to be very specific are more likely to be made on event. 

The apothecary needs to know exactly what disease they are dealing with, such information likely to be gained from the physician diagnosis skill.  Apothecaries do not gain an ability that tells them what a disease is.
A cure costs one knowledge per rank of the disease to make, which must be equal or less than the rank of the apothecary. One dose is produced, not a batch. 

Such cures will prevent the disease progressing when taken, but will not cure it until the next rest or sleep scene.

Some diseases may require peculiar ingredients. As an apothecary works with pre refined materials, it may be hard for them to cure such diseases. 

An apothecary cannot cure supernatural diseases, but can cure normal diseases from a supernatural source (a ghost that gives you a bad head cold inflicts a normal disease, a ghost that inflicts ‘shivering death’ causes a supernatural disease an apothecary cannot cure). 

Some diseases may have special rules associated with them. These will be detailed in the event and are for you to work out.

Cure Poison: works exactly like cure disease in all respect, except:

A look at the poison with Apothecary Lore will tell you how to make an antidote.

Poisons tend to be fast acting, so unless you have a cure on hand it all might be too late for the victim. 
An apothecary cannot cure supernatural poisons, but can cure normal poisons from a supernatural source (a mystical serpent that bites you inflicts a normal poison, a mystical serpent that inflicts ‘the bile of the wyrm’ may be a supernatural poison an apothecary cannot cure). 
At journeyman  may poison a blade exactly as a herbalist may. 
Common Preparations

As ever, feel free to give your own names to these preparations.  
We have given the abilities names to represent what they do, while it is possible to use these names you should feel free to use your own versions of these names as long as you know what it is you are representing.
Blood Pill: novice, strengthens the blood and circulatory system for a scene. Imbiber gains poison and disease resistance as if they had one more level of fitness than they presently do. Would not benefit a fitness master. 

Coagulant: novice, this pill once taken will cause the imbiber to bleed at a much reduced rate for the scene it is taken in.  This has the effect of granting the imbiber 3 power for resisting anything that causes you to bleed and one extra rank of fitness for resisting ‘bleeding’ effects. This lasts one scene. 
Painkillers: apprentice, imbiber feels no pain for a scene. They gain three free power for that scene to resist shocks and stuns from a ‘physical’ source and may use 1 power to completely resist any effect based completely on ‘pain’. They will, however, not notice injuries unless they see them or there is impact (they would not notice a poison needle they had triggered) and a general ‘deadening’ effect means they pay double cost on all skill use. 

Elixir of Strength: apprentice, grants the imbiber novice level strength for a scene. If they already have strength, they gain 1 free power for use of strength abilities for that scene. 

Nerve Pill: journeyman, makes the imbiber very jumpy and on edge. They cannot rest or regain any power for the scene the pill is taken in or the scene change after. However, they gain one rank in agility (even if they have none) for that scene. Would not benefit an agility master.

Mind Focus, journeyman, focuses the mind and will of the imbiber. They gain one free willpower for use in the scene in which they drank it. 

Rage: master, imbiber flies into a blind rage in which they will attack anyone that they feel is threatening without fear or hesitation. This lasts one scene, they gain five free power for that scene to use on anything physical and either hostile or to keep themselves fighting. They may not use power on anything other than hurting people or keeping themselves going and may not use knowledge at all. They may not use any ability that requires time. 

Potent Tonic: master, as herbalism ‘tonic’ but restores two power. 

Arcane Script

There is only one alphabet and language in common usage within the Frail Realities universe. However, there are some older alphabets that were used in early times to help tap the flow of power: they allowed early magi to further understand the nature of the occult and, additionally, allowed them to trap that power such that it could be released later.

In modern times, the use of these languages has died away: the development of the demotic from hieroglyphs in Egypt turned written language from magic into a readily available tool. With an increase in literacy, use of these ancient scripts died away. The common alphabet is much easier to learn and much more useful as a means of communication than the older ones. Thus, people started to write about magic in plain language, without recourse to peculiar mystical scripts and the usage of those scripts died away.

Some modern scholars, magi, priests and ritualists still use these scripts, though they are few and far between. Individuals from more ancient cultures may well have learnt them as part of their mystical training.
Definitions

Scroll here can equally mean stone tablet or stick with runes on it or most anything else with writing upon it. 

Mystical Scripts

There are five arcane alphabets in relatively ‘common’ usage. When a character takes arcane script as an ability they must specify which one they will use. If someone wishes to know more than one script, then they will need to take it as a separate ability. Different arcane alphabets are in all ways different abilities, though they work in much the same way.

Each of these scripts has limitations on how it can be used. 

Most of these scripts work ‘out of character’ as simple letter supposition, but ‘in character’ as different languages. See the specific references to arcane scripts under scholar for how a character who does not know the script can seek to read it. 

You may not carry a character crib sheet for these scripts, you need to know it. 

Hieroglyphs – the hardest arcane script to learn as, to use this as a player you need to be able to read and write some simplified form of Egyptian Hieroglyphs. Referees will be very lenient when judging the accuracy of anything you write in this script. 

Enochian – is an angelic language, said to be ancient, imparted to John Dee by an angel in more modern times. Enochian must be written in a very florid style with a great deal of calligraphy in order to function. 

Runes – runes are a very simple language, of Norse origin. They are not suitable for writing on paper and have to be carved into wood, bone or stone, or placed as markings on clay which is then dried. 

Cuneiform: covers a variety of early languages and scripts, of which there are many, all different. If you take cuneiform as your script then you may try and read any type of the script. Cuneiform is made to be cut into either clay (which must then be hardened) or a wax tablet. 

Ogham: is a script of lines used by the druids. It has the same limitations on use as Runes. 

Note: fonts for Enochian, Runes and Ogham are easily found on the web. You can freely make up your own cuneiform, though you need to give us a crib sheet if you do. There are numerous good books on how to read Hieroglyphs. 

Arcane script fonts are provided at: XXX

DAS modelling clay is readily available in craft shops and can be used to make excellent clay tablets. 

With Arcane Script you can:

· Read a mystical language.

· Activate scrolls in a mystical language.
· Write a scroll in your language.
· Start an event with some scrolls.

· Label ritual objects more efficiently. 

Power types used:
· Knowledge

· Whatever power types you are binding to the scroll. 

Core Rules

A person with arcane script may read any mystical language (English is not a mystical script and covered by scholar). They may use the scholar ability (page XXX) to ask for clues when reading mystical languages.

Read Scroll: may read a scroll at the cost of one knowledge(in their chosen arcane script) or 2 knowledge(in any other).  This triggers the spell or other mystical effect placed within the scroll as if you had cast it, but costs you no other power. You do not need to know how to do whatever is written on the scroll, but if the effect has other requirements that the scroll does not meet (gestures, circumstances etc) then those are still required. In the case of rituals this would mean you would need a shape and suitable foci.
To read a scroll you must:

 -Properly read any incantation written there out loud and perform any indicated actions as written. -Tear or otherwise break the scroll to release the power. 

Write Scroll:  you may write a scroll. A scroll ‘binds’ a spell or other effect that is then released when someone reads it. An effect can be bound to a scroll if it meets the following criteria:

-The effect is of a lower or equal rank to ones rank in Arcane script. 

-You can cast the effect.

-The effect has a required verbal component.

-The effect is normally powered (even if indirectly, such as in the case of elemental magic) by essence or faith.  Shamanic powers, even if you choose them to be powered by psyche, may also be bound into scrolls. 

Thus arcane script can be used for most spells, rituals, and prayers and even for binding elementals or counterspells (the later is unlikely to be useful). 

In order to write a scroll you must:

-Write down a verbal incantation for the effect. You may also add directions or instructions of the effect. Obviously, it must be in the script. 

-Make the scroll look really good. Scroll writing must be done as art, not scribbled on paper resting on the back of a shield. It should be awkward and time consuming to do (one reason it has died out). 

-Pay the power cost for the effect, which includes any elementals needed. In the case of elementals, they are deemed bound to the scroll, but are held by the words: they need not be tied off. Only essence and faith may be used to pay this cost, even if the effect would normally allow use of another type of power. 

-Pay one additional knowledge.

-Make sure a referee sees and approves the scroll. Once again, it has to look damned good or it will not work and the power used will be wasted.  

Scroll Ownership: you start an event with four scrolls that you could make for each rank you have in this ability. You may use computer printed scrolls as long as you have thoroughly disguised the fact. 

Label Object:  if you label an object for use in ritualism using arcane script then it reduces the base cost for labelling an object to one, the ‘label’ paying the essence cost only(the ritualist must pay the willpower cost). You may write out a label for someone else to use. 
Extra Bits

Late Night Writing: arcane script users are allowed to break a game rule in that, come a sleep scene, they may stay up and write scrolls if they wish. Please note that sleep scenes tend only to be called when everyone is very tired and characters rarely have much power left. Many of the type of characters who would learn to write scrolls are the sort of people keen to stay up late doing such tasks.  Do not expect any referee sympathy come morning however: only do it if you can take it. Do not seek to show your scrolls to a referee until morning. 

Armour Use

Armour is good stuff. Though anyone can wear leather armour, only those with this ability can wear studded or metal armour. This ability also reflects the ability to fight properly in armour: people used to wearing armour tend to stick it in the way of blows they could not otherwise parry.

Under most circumstances, armour is great and allows a combatant to take a hell of a pounding. Under some circumstances, however, it falls down completely. 

Historically, armour was very important, but in the 18th and 19th centuries its use started to drop, until by the early 19th century not many people were wearing it.

There were two main reasons for this. Firstly, advances in metallurgy and fencing(mostly using the point over the edge) meant that narrower blades could be produced and those blades wielded with enough skill to get through the cracks in any armour. No armour is ever all protecting and a skilled fencer with a narrow blade would take an armoured foe apart with a quick thrust. 

Secondly, in the early 19th century the French started to put galvanic cannon on the battlefield. These devices create a magnetic field in a large area that sticks metal to the ground. Suddenly, heavy infantry became virtually redundant.

Armour use and armour is great against enemies who are going to batter on you. Against more primitive foes, it is an incredible advantage. The modern swordsman will take someone relying on armour apart. 

Definitions

Armour is split into five classes:
Class One: Leather (not thin but does not have to be ‘armour’), furs, thick clothing(woollen greatcoats etc) or other thick and bulky style clothes you would not want to wear on a hot summer day. This type of armour, only, is judged generously. Military uniform (whether allowed to wear it or not) is always judged as class one. 

Class Two: Leather that is clearly armour, either stiff or lightly studded.

Class Three: Heavily studded or plated leather, ‘coats of plates’ style platemail, leather cuirbolli with some studding, light alloy chainmail, 

Class Four: heavy ‘real mans’ chainmail, rigid replica metal armour (fibreglass etc) 

Class Five: heavy metal rigid plate (bearing in mind it needs to be safe) or very heavy layered armours. 

Armour class is judged very harshly, with how good it looks tipping the balance. It is usually plain what class a particular armour physrep falls into.

You may well have a different armour class on different parts of your body. There is an explanation of how this works under the ‘extra bits’ section, below. 
With Armour Use you can:

· Wear and start and event with any type of armour

· Soak wounds using that armour

· Get a number of free soaks every scene

Power types used:
· Skill

Core Rules

This ability lest you wear any type of armour and start an event with any type of armour.

You may soak wounds on your armour, taking no injury. 
If you soak a wound on armour, you will take no injury.

If struck, you must still role-play having been hit: if you do not do so, you may not soak the wound. Even though no ‘game effect’ injury has been taken, it still hurts!
It costs one skill to soak a normal wound.

Higher damage grades may be soaked at a cost of one skill per damage grade. You may not soak damage grades that are higher than your armour class.

Soaking a wound with armour use does not prevent any ‘special effect’ from that blow, with the exception of poisons and similar ‘carried’ attacks.
You may only apply armour to blows that at least partially strike the armour. There are some exceptions for safety: armour on part of the head is assumed to cover the whole head (and head blows should be accidental only), armour on the lower arms is deemed to cove the hands and armour on the lower legs cover the feet. 

You may not soak elemental, mystical or through attacks with armour. 

You gain a number of free power to use to soak injury equal to your rank in armour use times your armour class. Free power is gained every scene. This may only be used for soaking injury. 
Thus, novice armour use and light leather gives one free power.

Journeyman armour use and heavy chainmail gives 12 free power.

Master Armour Use and full rigid plate gives 20 free power. 

Extra Bits

Anyone can wear and start with leather armour. 
If you do not have armour use and you put on studded or metal armour then you pay double power for anything you do: it is hot, awkward and distracting.

If you are wearing mixed armour things become slightly more complex: you may not use more free power to soak blows that strike a particular type of armour than that armour would grant.

For example, if one had master armour use and was wearing light leather, excepting for rigid plate bracers, then up to 20 free power could be applied to blows striking the bracers, but a maximum of four free power could be applied to blows that struck the leather. Skill could be used to soak as normal.  

Armsman

An armsman is good with all sorts of mêlée weapons. Armsman is a fundamental ability choice for most characters that will engage in close combat. As one progresses through the ranks, more specialised abilities are gained. 

Anyone can use a dagger or stick in one hand. An armsman can use almost all other weapons. 

Definitions

Every mêlée weapon has a size and a type. Size and type together are called a class.

These definitions only really matter for the purposes of working out what ability you can use with what weapon and are pretty much ‘common sense’. 
Size is split into four:

· Small -weapons shorter than your forearm, hand outstretched.

· One Handed – weapons shorter than the full length or your arm.

· Bastard -weapons longer than your arm designed to be used in one or two hands.

· Two handed – big weapons, larger than you are(or nearly so) that can only be used in two hands.

· Thrown – small (safe and coreless) throwing weapons. 

Type defines the sort of weapon it is and is split as follows:

· Knife

· Sword

· Axe

· Mace (including all sorts of clubs)

· Staff (two handed only)

· Polearm

· Hammer

Class is a combination of size and type. For example, a broad sword is a one handed sword, a great sword a two handed sword and so on.

Class, type and size only really matter for the armsman and strength abilities, though a few others (ritualism) refers to them. 

With armsman you can:

· Use any class of mêlée weapon in one hand
· Use any small weapon in your second hand.

· Use any thrown weapon. 

· Start an event with any mêlée or thrown weapons you wish. 

· Learn special weapon abilities. 

Power types used:

· Skill

]

Core Rules

Any armsman can use any class of mêlée weapon in one hand. They may use a weapon in the ‘off hand’ at the same time as long as that weapon is small. 

Players are free to use weapons in either hand, the ‘off hand’ skill only applies two using two weapons at once. 

Any armsman can use any throwing weapon. 

An armsman may bring whatever mêlée or thrown weapons on to event they like for their personal use. If these are put to other uses, they may be forced to buy merchant.

Bill brings a huge bundle of swords onto an event and subsequently trades them away. He is required to buy merchant after the event. 

An armsman may choose one special skill at each of apprentice, journeyman and master level. This ability will apply to one class of weapon (a weapon of a specific size and type).
Instead of taking a new skill at a rank an armsman may extend what weaponry is covered by an existing ability by removing either the class or size limitation. If both limitations are removed (which would take two special skill choices) then the skill can be applied to any weapon covered by armsman.

Bobby ‘the Blade’ Wilkins is great talent armsman and thus starts at apprentice rank, with one special skill. He chooses the ability to do double with a one handed sword. When he advances to journeyman rank, he removes the size restriction on his special skill so he can now can do double with any sword. When he becomes a master, he removed the sword limitation such that he can now do double with any mêlée or thrown weapon at all. 

Special Weapon Abilities

To use a special ability you must call it before you hit the target: call it as you swing, not as you hit. 

If the blow is a clear miss or is cleanly parried then no skill is used, but you may not use the same special ability against that target in the same scene.

If you come very close to hitting: the blow is mostly parried but hits the body, or clips the clothing, then you may either spend no skill and not use the ability against the target again or may use skill and be able to use that ability against the same target in that scene. 
If a blow is dodged (with agility) or some other power is used to ignore the effect, of any kind, then you use the skill but may use the ability against the same target again. 

All special skills also cause normal damage if they hit the target, apart from those that cause more than normal damage (so a knockback causes a normal wound and a knockback, a double just causes a double)
All special skills are for one blow only unless it says otherwise. 
You may not use more than one special skill on a single blow. 

Effects on blows still apply to the target if they soak the wound in some way, but not if they dodge it. So, if you are hit with a big axe for a knockback and soak the wound, you still get knocked back. 
You must choose a class of weapon for most of these skills and it may only be used with that class unless you upgrade your abilities. The weapons permissible for each ability are listed in brackets.

Through: (any bladed weapon inflict ‘through’ damage on one blow for 2 skill points. This costs only one skill point with a dagger or one handed sword.
Double (any weapon): cause ‘double’ damage (which is much harder to soak) on one blow for one skill. 

Coup De Grace (this ability can be used with any weapon other than thrown: you do not need to specify) for 1 skill finish off an opponent on the floor, causing them to become mortally wounded or, if a ‘normal’ individual to die. Normally, to finish someone off you need to hack at them a while. This ability lets you do it with a single blow. The target becomes mortally wounded only if they take a wound from the ‘coup de grace’ blow.

Shield Break (two handed weapons or any axe): for 1 skill, break a shield when you hit it.

Haft Break (any bladed weapon): for one skill, break a hafted weapon with a blow to its haft.

Legsweep: (staff, spear or polearm): hit a foe in the legs and knock them down.  This ability costs 2 skill to use. 
Love Tap (blunt one handed): as the assassin ability but at a cost of 2 skill. 
Parry (any weapon): for one skill you can ignore all blows to your wrists, fingers and hands from one opponent for one scene. You are assumed to have shifted your hands or parried. 
Accuracy (any weapon): costs one skill, makes the blow harder to dodge (see agility). 

Shocking Blow (blunt weapons), for one skill, shocks a target if a critical location is struck. If a limb is struck, then only that limb is deemed to be ‘shocked’: with it, one can take only defensive actions. 

Knockback (two handed weapons), for one skill forces a target struck (even if on a shield, but not if parried) back 3 paces.

Off Hand weapon (any weapon), may use a weapon (of the specified type) that is shorter than ones whole arm in the off hand. Note, weapons wielded in this way still need to be used believably and striking people with two blows simultaneously counts as only one hit. 

All such weapons must be of size ‘one handed’ (you cannot use a bastard weapon in the off hand).

This special skill costs one skill to use for a scene. 

All in the wrist (two handed weapons): when using a two handed weapon, may remove one hand from that weapon when swinging, though they have to return that weapon to a two handed grip between blows. 

This special skills costs one skill to use for a scene. 

Weapon Retention (any weapon): for one skill may keep hold of weapon if knocked out of one’s hand.

Hamstring (any bladed weapon): target cannot run for a scene and pays double cost to use agility abilities, even if the wound was soaked. The blow must be to a leg and it only works on things with a human anatomy (it works on undead). 
Assassin

Assassins are good at killing people by stealth. The assassin is extremely skilled at laying low a foe that is unaware of them. 
Definitions
Living Targets are people or animals or things close to people or animals with a ‘normal’ anatomy. Golems, undead, demons, wasteland creatures and the like are not ‘living targets’. Assassination abilities only work on living targets.

Some assassination abilities do not work on people who are in combat. This is defined as somebody who is currently in range of a foes mêlée weapon, or has been in range just recently. Such people are more alert, and harder to easily kill. It is usually plain when someone is ‘in combat’ or not.
People standing back casting spells or using missile weapons, or similar, are not deemed to be ‘in combat’. 

With assassin you may:

· Backstab foes

· Knock foes unconscious

Power types used:

· Skill

An assassin can backstab someone. There are several varieties of backstab ability, but all follow the following rules: 
A Backstab inflicts a wound which may not be soaked or dodged unless one has abilities which specifically apply to backstab. 

An ‘aegis’ effect can be applied to it only if that effect would stop a special effect. 
Backstab may only be applied against a foe who has not seen the killer for the last 30 seconds or so or if the target has no reason to suspect an attack. 
Backstab does not have to be in the back, but it usually is.
If a target sees the assassin ‘at the last second’, or senses them, then the backstab will still work.

Backstab could be applied in a variety of ‘surprise’ situations. Suddenly come out of a doorway and immediately stab a target and backstab could be applied (as per the ‘last second’ rule.) Such attacks will tend to be much harder to pull off than sneaking up behind someone. 
Likewise, in a situation when people are not at all expecting attack, backstab may be used: suddenly stab your neighbour at dinner and backstab can be applied. 
There is a responsibility on the assassin to only call backstab when they believe they can. The target, in accordance with the rules above, gets to decide if they knew the assassin was there. If they did, then the blow is treated as a normal blow, not a backstab. 

A novice assassin may call backstab against a living target who is not in combat for one skill. 

An apprentice assassin may call backstab with a thrown or missile weapon (as long as they can use such weapons). 

A journeyman assassin may call backstab against a living target who is currently in combat for two skill.

A master assassin may call murder against a living target that is not in combat at a cost of two skill. Murder works like backstab, excepting that:

· It will kill a normal person or mortally wound a wastelander.

· Effects that allow backstab to be soaked do not apply. 

Any assassin can knock someone out with a love tap. This costs one skill and may only be used against a living target who is not in combat. The conditions for a backstab need to be met (target unaware). This will render a target unconscious. A blunt weapon needs to be used (pommels are not blunt weapons unless they have been made safe to strike with). The blow must strike the target on the upper body. 
Blood Magic

Throughout the ages people have seen blood as being a source of life and power. Many cultures make sacrifices, not always to dark powers, but rather to those more ambivalent powers of the various Pagan hierarchies. In ages past, sacrifice to Isis and Mithras were not uncommon, and in more recent times, with the return of people from the long past this has become, if not common, at least present once more.

Many religions, notably the Druids and Aztecs, would regularly engage in the sacrifice of willing individuals (the aged in the case of druids, young fit people for the Aztecs who often competed for the right to die). Blood magic is not necessarily ‘evil’ in itself, though it does open one up to the potential for some rather evil acts. 

‘Blood magic’ is rarely a term that would be used by a practitioner of such arts: usually, it is bound up in whatever set of mystical disciplines they embrace. 
With blood magic you can:

· Cast ‘blood’ spells

· Cast ‘sacrifice’ spells

· Let blood to regain power

Power types used:

· Essence

Core Rules

There are three different types of blood magic ‘spell’. A blood mage may cast any of these as long as he is of equal or higher level than the spell.

When dealing with blood, the blood mage should use fake blood in some way, not just ‘mime’, whenever it is at all possible. Care should be taken not to stain other people’s kit or part of the site and it is a good idea to try and conceal whatever blood capsules or source of blood you are using in some way  -a  little pre planning pays off here.. 

No blood magic is fast, all requires some suitable preparation and role-play. However, the cultures and applications of this type of magic are so vast that hard and fast rules are not practical. 

Each type of spell works in a slightly different way.

Blood spells cost one essence per spell rank to fuel and blood must be involved in some way, but not enough blood that it has a system effect. 

Bloodletting requires that someone is bled, either the caster or someone willing or helpless, during the casting of the spell. Such bloodletting will weaken the person bled, such that they will pay double power cost for everything (and should role-play having just been bled) until such time as they spend one body in a scene change to recover. 

Bloodletting restores 1 power of any type to the caster. 
Sacrifice spells require that someone is ritually killed. It is hard to do this ‘sneakily’ and, should you try, you must leave some ‘physical evidence’ (perhaps only spatters of blood on the ground) that this has been done. It must be obvious, or possible for someone to deduce, that a sacrifice has taken place without referee comment. You should develop your own cultural MO for sacrifice, which does not always have to involve direct blood letting (burning in a wicker man is fine and many of the Inquisition were blood magi) – in sacrifice spells, it is the life itself that is being used, rather than the symbol of that life (blood). 


Sacrifice must be of a living, sentient being. To cast journeyman level sacrifice spells it must be of someone ‘notable’ (important or skilled), master spells require someone of real significance (someone of the status of a local mayor or better, a Wastelander or similar person of some local significance). Some epic blood magic spells, beyond the scope of these core rules, may require the use of Kings or Cardinals or the like. 
If you sacrifice someone who is both not willing and who is not a clear enemy then you become touched by evil. You can sacrifice enemies (who you would kill anyway) and willing people with impunity (though there may well be social ramifications -human sacrifice is not the social norm most places). 

Sacrifice takes a while (at least a couple of minutes) but it kills the target outright. A person that is sacrificed must, obviously enough, be either helpless or co-operating. 
Sacrifice spells also cost no power. 

A sacrifice can only be used to ‘cast’ one sacrifice spell unless a spell specifically states otherwise. 

Common Blood Magic Spells

These are all learnt as one reaches the rank needed. There are likely to be some characters who will not wish to cast some of them.

These spell names are for OC reference only: every culture would call them something different, if they give them distinct names at all. 

Common Blood Spells

Bleeding Curse (novice, near): target may not use body to heal themselves in any way (including such things as the master fitness ability not to die) for the rest of that scene and through the next scene change, the curse ending at the beginning of the next scene. If they are wounded at the time a scene change is called then excessive blood loss causes them to become mortally wounded unless they expend 2 body. This ability may be shrugged off with 2 body if the target has apprentice fitness, as such characters can survive excess bleeding.
No blood is needed to cast this: the victims blood suffices, but it does require a reasonably long (10 seconds minimum) incantation. 
Blood Link: (Novice, touch), empowers blood, which must be on an object and may be scraped from one object to another as part of the casting of this spell. For the rest of the scene touching the object that has the blood on it is exactly the same as touching the person the blood was taken from for all ‘mystical’ purposes. In cases where it is important what part of the subject was touched then the person doing the touching may choose. Anyone may use a blood link object to use touch ranged abilities on the person it is linked to.

Blood Compass (apprentice, touch): empowers blood, which must be on an object and may be scraped from one object to another as part of the casting of this spell. The object must be a suitable thing to use in the style of a ‘compass’ (a string on a stick, a matchstick in water etc. etc.) and will point towards the person the blood was drawn from. The compass retains its power only for one scene and can take some time to point in the correct direction (as long as it takes for the referee to discover where the target is). A journeyman blood magi may spend a short while suitably ‘preparing’ the compass (securing extra string, whittling etc) and 3 essence to make the blood compass last for the event. It could be purchased with points such that it would survive the wasteland and could be kept. 
Tasting the Blood (novice, touch): by tasting blood, which must be fresh (drawn within that scene) the blood magi will know the species of the source of the blood (human, dog, cat, goose) and any other racial influences upon that blood (such as a blood). This will be described as a flavour rather than the name of the blood and as a strength (a person who had a very little feral blood in them might be described as ‘wild and angry’ and the taste as ‘faint’.). 

If there are other influences on the blood then the caster will also pick these up, again described as a ‘flavour’: poisons, diseases, spells that unbalance the humours and the like may all be noticed, though no great detail will be obtained and this in no way would amount to a ‘diagnosis’. Casters whop are physicians may apply the diagnosis ability to blood tasted in this way.

This spell can be cast at master level on old blood of any age. 
Blood Tonic (apprentice, touch): by mixing a little blood with water  the blood magic creates a tonic. This will restore a named type of power. One point of that power type will be regained by the person who drinks it in the scene change after it is drunk. Tonics will last for the event. 

Heartsblood Link (Journeyman, touch): cast on an object that already has the blood link spell active upon it (so it must be done in the same scene or during the scene change following the creation of the blood link), the blood link will retain its power for the rest of the event. Such an item could be bought with points to retain in the wasteland and between events. The link is normally dormant, but any blood mage can verbally call on its power to awaken for 1 essence, which makes the link active for the rest of the scene.

Bloody Eyes (Journeyman, touch):  cast on an object that is a blood link (or heartsblood link and presently active, the caster can see, dimly and with a red tinge, what the target sees. This only works as well as it can be described by the referee. The caster must keep their eyes shut whilst using their ability and whilst using it may not use any other power for anything. It ends when the caster opens his eyes. 
One more here
Bloody Blade (master, touch): cast on a blade that has blood on it(it may be a small amount) it allows the blade to cause mystical damage (which will affect etheric things) because a small portion of the spirit of whoever’s blood it is bound to the blade. Mystical damage may be called on the next blow only or, if wielded by the blood magi himself on the next three blows. Another blood magi can use it for three blows if he calls upon the power of the blood and expends 1 essence. The power persists for only a scene.

Blood Bane (master, touch): cast on a bladed weapon that has the fresh blood of the target upon it, and with a name or description of the target included in the invocation, the weapon will inflict bane damage (cannot normally be soaked) against that target. Lasts a scene and the number of blows that can be inflicted is as per bloody blade, above. 

Blood Elixir: (master, touch): as blood tonic, but restores one point of all types of power. 

Common Sacrifice Spells

Power of Life (novice)

Does one of the following:

· Restores two essence to the blood mage. 

· Restores two willpower to the blood mage.

· If the sacrifice was made to Mithras or Isis, then it restores two faith (but watch who sees you, as though the church is very broad nowadays, many churchmen might take exception). If you are touched by evil (or more) then you gain only one faith. 

· If the sacrifice was made to a pagan deity by a shaman who uses psyche then 2 psyche can be regained. 

If you could benefit from more than one of these in equal amounts then you may split the results (you could regain one willpower and one essence for instance) 

Additionally, if the victim had more than ten power of any type, the caster regains 1/10 (rounded down) of each type of power they had. 

Message to the Otherworld (novice)
The person killed will linger as an active spirit and will be able to speak to other local spirits, who will tend to listen to them. This can be used as an intercession with the spirit world. It does not control what that person might say. 

The May Queen (novice)

Cast at the end of a season, it makes the fields more fertile for the next season. Cast in a season, it works for that season instead (but only for the portion that is left). Subtle, but potentially potent. 

The Final Sacrifice(apprentice): the person sacrificed has their spirit destroyed and their soul sent on such that they will not return as a ghost or otherwise ‘come back’
Power of the Dead (journeyman): taps the power of a sacrificial victim to permanently boost the power of the caster or of a person actively engaged in the sacrifice of the caster’s choosing. One permanent base power is gained for every full ten points of a type of power a victim has. No benefit is gained if they have less than ten power. Benefiting from this spell in circumstances where a caster would be touched by evil causes the participant to be touched by evil also.
Benefiting from this spell will be cause a visible mark on your aura as some of the power of the spirit of the deceased ‘rubs off’ on you. 

Great Sacrifice (master)

May only be benefited from once per day, caster gains the benefits of a rest scene. 
Bowman

A bowman learns how to use a variety of missile weapons, which in Frail Realities are bows and crossbows.

A bowman may:

· Use any bow or crossbow

· Learn special abilities with a bow or crossbow.

· Start an event with whatever bows, crossbows, arrows and bolts they need for personal use. 

Power types used:

· Skill

Core Rules

A novice bowman may use any bow or crossbow.

For each rank after novice (apprentice, journeyman and master) the bowman may learn a new special skill from the list below. 
You must choose whether a skill you learn applies to bow or crossbow. 

Special Abilities
To use a special ability you must call it before you hit the target, as you release the shot.  You do not pay the skill cost if you miss, but if you do miss then you may not use the same ability on the same target for the scene.

These abilities all cost one skill unless stated otherwise. 

Double: may inflict ‘double’ on one shot. 

Through: inflict through damage on one shot. 

Pierce: shot goes through a shield (some are immune and there is a shield skill to avoid this). The arrow or bolt is deemed to have struck the arm. One a shield that is resistant to breakage for some reason, this counts as a break rather than going through the shield. 
Accuracy: makes the blow harder to dodge (see agility). 

Shocking Blow: functions exactly as the armsman ability. Costs 2 skill. 
Bowman needs some more specials:

Re stringing the bow – grants some sort of strength ability

Barbed bolts

The ability to take care of your bow maybe maybe simply a well-made and/or mastercrafted bow based on taking very good care of it??
Crafter 
Some people just have the knack of making things and, though they may well specialise in a particular craft that knack may well extend to other crafts. Crafters are ‘good with their hands’.

Crafter can be used to:

· Bring things you can make on event

· Make things

· Repair things

· Make things between events

Power types used:

· Knowledge 
· Skill

A Crafter may freely fuel their abilities with either skill or knowledge.

Core Rules

Crafter is a ‘catch all’ manufacturing skill that can cover a whole variety of different crafts and trades. Few characters are liable to want to take such abilities and many crafts are very difficult to use ‘on event’. It is difficult, for example, to properly physrep making a sword while on and event. 

Crafter can be freely fuelled by either skill or knowledge or a combination of the two unless a given power says specifically otherwise. 

Craft skills fall into three types: material, class and type. 

For each rank of crafter one ‘craft skill’ can be selected, which is a specific class, type or material that the character can make. 
Material is a specific substance that objects can be made from. Examples include: wood, black metal (iron and hard metals), White (precious) metal, leather, cloth, feathers, bone and so on and so forth. You may freely choose a material as a craft skill.

Class is a broad class of ‘things’: weapons, shields, armour or a specific way of making things: embroidery, carving and so on. You may freely choose a class as a craft skill.

Type is a very narrowly defined object type: chain mail, wands, swords. You may only chose a type as a craft skill if it falls within the bounds of a class you have already taken.
Make Objects: A crafter can make objects.

The quality of an item depends on what type of craft skill the maker has. 

If the items falls within a material or class craft skill the maker has then it is deemed well crafted.

If it falls within a class and a material or a class and type then it is deemed master crafted.
If it falls within a type, class and material then it is deemed superlative.
Refer to the equipment section of the main rules for more details on item quality. 
Superlative crafted items that are made by a crafter of master rank also gain crafted item ability, as indicated below.

Items that are made of more than one material fall into one of the following categories:

The item has other materials, but these are only a minor part of the makeup and are thus ignored. For example, bone beads thronged on leather would fall under the ‘bone’ material, the leather not being considered for rules purposes.

The other materials are core to the manufacture, and the crafter needs to have both materials as choices to gain the ‘material’ benefit. For example, an axe has a metal blade and wooden shaft, so requires wood and black metal as crafter skills.

In cases where two (or more) materials are used and the crafter does not have all of them then he may not gain extra quality as a result of material, but can still make the thing and apply class and type benefits. For example, someone with craft black metal and make weapons can still make a well crafted axe, but they would need craft wood as well to make a master crafted one. 
If a crafter makes items on event then they must actually make them. This can be almost impossible to do with some crafts (particularly things that would be metal in ‘real life’ but are physrepped by latex). 
It is totally acceptable to make an item on event from ‘real’ materials and then swap it for a larp safe object – you might make a club out of wood and then swap it for a larp safe club, for instance. 

The finished object needs to be of appropriate quality, as follows.
For a well made object, you merely need to make them on event. They should be at least functional. 

A master crafted object needs to be a good quality physrep, probably taking some hours to make and of such quality that it could be sold commercially.

A superlative item requires a great deal of work and the item produced needs to be of fully ‘professional’ quality.  It is very hard to make such items on event and is likely to be a major investment of time (something the player is doing in pretty much every spare minute, and minutes that are not ‘spare’). 
It costs 1 power to make a well-crafted object, 3 to make a master crafted object and 6 to make a superlative object. The cost could be spread out over several scenes. 

A crafter may bring things they can make on event. They may bring one well crafted thing for each rank of crafter they possess. If they can make master crafted objects, then they may bring one at apprentice and two at master. If they can make superlative objects then they may bring one at master (and this will have a special ability). 

A crafter may repair broken objects as long as they would be capable of making that object. A crafter may repair any damaged object (on object that can resist breakage and has done so) that falls within any of their choices of material, class or type. 

Off event a crafter may freely make objects for others who may bind such objects to themselves for 10 points, as long as the character has been played on event within the last 2 years. However, only one superlative item may be made between each event the character plays. 
Crafted item abilities
Superlative items made by a crafter have one ability, chosen by the crafter from the list below. The ability that can be chosen should have been reflected in the making process (if it was done on event, which is hard to do). Certain abilities are allowed only for certain types of crafted item.

If the special abilities refer to particular materials (like coating a sword in gold) then you need to have that material as a skill pick. 

Perfect Balance (one handed weapon): anyone may use this without skill, someone who could use it gains one free skill a scene for purposes of using any armsman abilities they have with that weapon.

Razor Edge (bladed weapon): the weapon, as long as it is not damaged, may be used to call through once per scene.

Enhanced Armour (Armour): armour class is treated as one higher. Note, a full suit of armour may well be separate pieces, and thus separate objects.

Elemental Friendly (anything): as long as the item could hold two elementals based on its nature, it can hold two more of a specified type. 

Cold Iron (metal): the object is made from cold iron. If a weapon, wielder’s may choose to focus the ‘cold iron’ nature for one essence a blow.

Plating (metal): the weapon is coated with gold, silver, copper or some other metal. This type of metal may be called for 1 essence on a blow. 

Reality Focussed(anything): the object is ‘reality’ focussed such that it grants a person wearing/carrying it for a full scene one extra base power. Only characters who have paid points to bind an object, or who made it, may so benefit. The design of the object must reflect the power type granted: a sun medallion might grant faith, a wrestler’s belt body and so on and so forth. This is judged harshly: the connection has to be good.

Relic: the object has been made with such skill that it can be named as a specific ritual word. If the crafter is also a ritualist, it may be named for two words. These must clearly suit the object. 

Toolset (anything): a set of tools that grants one free power a scene when directly employed in the operation of crafter, mechanic or galvanism (depending on the tool) for use on appropriate activities. The tools must be employed and clearly have been useful. This is judged very harshly. However, a crafter that is capable of making any superlative item is capable of making his own tools (even if that is just because he cares for them well), and so can make a set of tools that will apply to his own crafting skills for personal use only.
Elemental Attracting (anything) these must be objects the nature of which would allow at least two elementals to be bound into them. They grant one free power a scene for the purposes of binding a specific type of elemental into themselves only. 

We need some more of these. 

Demonology

Some people learn about demonology in order to better combat them, but it is that line of reasoning that lead to the corruption of the Florentine Church. As such, demonologists, while not actively considered criminal, are very much disliked. Demons have always been around but, with the collapse, they have become much more common than they were. 

Summoning a demon is a capital crime, punishable by hanging.  If a person is caught (even off event) having summoned a demon they could be hanged. This is no joke: demonologists tread a dangerous path. 
Definitions

A demon is a soul that has been thrown out of existence (and into hell) by Mithras or Isis (or both) because they have performed evil acts over numerous lives. As such, the Gods feel the world would be better off without them. A very few demons (like Set himself) were originally angels, rather than human souls. These demons are rare, and much, much more potent. 

Demons are rated in four ranks:
Rank 1:
Minion

Rank 2:
Dominion

Rank 3:
Power

Rank 4:
Throne

Minions are souls who have been grabbed by more potent demons and lost their identity, being warped to serve their new infernal ruler.

Dominions, Powers and Thrones are unique individuals. There can be many similar minions. Additionally, there are greater minions, which count as rank two for the purposes of controlling, dismissing or similar. These greater minions generally only serve Thrones.

Dominions tend to carry titles like lady or knight, Powers are counts, lords, barons and similar, thrones are kings, queens and emperors.

Demons are often - but not always - organised into a ‘feudal hierarchy’ or ‘demon tree’ in which one Throne is served by three powers, each of which is served by three Dominions. These are hellish political groupings. Such hierarchies lend more power to those at the top, and protection to those at the bottom.

A demon tree might read like this:

Empress Lilandra of the Suffering Child


Countess Phinse of Lost Children



Lord Vegainse of the Lonely Child



Lady Horetenia of the Snatched Baby



Sir Mallin of the Broken Handclasp


Baron Poris of Unwarranted Love



Master Trader Hyuss of the Child Slave



Lady Blorph of the Nagging Voice

Set would allow another demon here, but this tree does not have one.


Duke Yain of the Dark Teachings



Lord Jagus of Parental Instruction



Sir Pellew of the Rod



Lady Maise of the Drummer Boy

Feudal hierarchies tend to consist of demons with similar outlooks, but sometimes a hierarchy might be made up of very disparate demons, or have an odd one slipped in here or there: this is a political grouping so might hold all sorts of odd demons. 

Manifestation types

Demons manifest in one of three ways, and most cannot change between them once summoned. 
Possessing demons are disembodied souls summoned to possess an individual. Most cannot flit between people. These are not spirits, but souls, though those that can see spirits can perceive them, albeit a little more vaguely. 

Artefact demons are bound into objects. 

Personified demons are ones that are manifest, having ‘made’ a body of their own. 

Demonic Names

Demons have several types of names:

Generic name: is their ‘type’. For instance, Lady Blorph of the Nagging Voice is ‘The Lady of the Nagging Voice’ and her minions are ‘Minions of the Nagging Voice’. 
Given Name: is a name by which the demon is called. Lady Blorph’s given name is ‘Lady Blorph’. It is not her true name, but the name by which she is generally called.  
True Name: minions do not have true names. Sigils may only be deduced from true names. A demon who is dismissed, summoned or commanded using his true name may not resist. Lady Blorph’s true name, which she no doubt guards most closely, might be ‘Sybil Rose’. The true name of a demon is very often (but not always) the last name their soul had in life. Sometimes it might be a name from a previous life (it takes several lifetimes of evil to become a demon and demons can remember their former lives, it is part of their punishment). Sometimes it might be neither of these. 

With demonology you can:

· Summon demons

· Command demons

· Bind demons into objects

· Draw a Solomon’s seal

· Draw a key of Solomon(at master). 

· Deduce the sigil of a demon.

· Learn a sigil

Power types used:

· Willpower
Demon Summoning: a demonologist may summon a demon who is in hell (not one presently in the ‘real world’), which requires writing out their sigil (which they must know) and a verbal evocation, as well as 2 willpower per rank of the demon. It may take some time to appear. Minions may be summoned with the sigil of whoever they are a minion of. 

Almost all demons of greater than minion rank require some sort of special material to summon. This varies from demon to demon and can usually be deduced by the demonologist for one knowledge if they know the demon’s sigil. 

Britain considers that summoning a demon, at any time and in any place and for any reason to be a capital offence that cannot be commuted for any reason. 
A demonologist may Command Demons as a necromancer may command an undead. This can only be done to a demon close enough to hear the demonologist and only works if the demon actually does hear the demonologist. The demonologist must verbally command the demon in such a way that it is impossible to mistake.

A demonologist may only control demons of a rank less than or equal to his rank in demonology. 
If the demonologist knows the Generic Name of the demon to be commanded, he uses that in his verbal incantation. Controlling in this way costs 2 willpower a rank. If the name is wrong, then the control fails (at full cost). The demonologist does not have to get the name precisely right, but needs to be in the right ‘general area’. If a one word name, it must be correct, if a two word name then one must be correct and the other a synonym. This is judged case by case by the person playing the demon.
Commanding using the true name still costs 2 willpower a rank, but the demon may not resist. Minions do not have true names, but they may be commanded using the true name of whoever they are a minion of. 
Normally, a demonologist will know the rank and name of his target and control will be simple. It gets more complicated if he is guessing. 

If the demonologist does not know the rank of the demon he is commanding then he must clearly state (using the names of the demon ranks above) as part of his incantation what rank he is commanding at: the command only works if the demon is of a less or equal rank to that command. In such cases, a name can be used as well (and the incantation fails if it is wrong), or one may omit the name. 

If the  demonologist does not know the name of the demon they may always guess. In such cases, if they get the name wrong, then the control fails (at full cost).

If no name is used when commanding a demon then the  demonologist must clearly state the rank he is casting the control at, but uses no name. The command cannot fail due to a wrong name, but the cost to use the ability in this way is 4 willpower per rank.

All demons are intelligent and can resist command (at a cost of five might). If their true name, (if a minion the true name of their master/mistress) is used then they may not resist. 
A demonologist who successfully commands a demon may give it one order, and only one order. The demon will try to carry out this order for the rest of the scene. Once commanded, additional orders may be given to minions (only) at a cost of one willpower each order. A master demonologist may re-command any demon of less than rank four in this way. 
A demon can be ordered to return to hell and will usually be able to, vanishing. 
If a demon is controlled and not immediately commanded return to hell then the demonologist becomes touched by evil for the rest of the event. 

 Demonic Binding: a demonologist may bind a demon that they have controlled into an object by ordering it into it. This can be used to move a demon from one object to another or to bind a manifest or possessing demon. 

Binding a manifest or possessing demon into an object requires one extra willpower per demon rank in order to force it to ‘change form’ .

Some demons (generally not minions) need specific types of object.  This varies from demon to demon and can usually be deduced using demonological lore. At the very least, certain quality of items is needed:

Dominions (rank 2) require well crafted objects.

Powers (rank three) require master crafted objects

Thrones (rank four) require superlative objects. 

Anyone knowingly benefiting from such an object is deemed touched by evil, possibly more. If you begin an event with such an item, or use it on event, then you become touched by evil for that event.  
Bound minions may be commanded to use whatever ability they impart once per day only, at a cost of 1 willpower (if one bound the demon) or two willpower (if one did not). Demons of higher ranks cost more willpower: 1 (if you bound it) or 2 (if you did not) per rank. Great minions and Dominions and above can have their powers wielded as many times in a day as the user can fuel. However, some bound demons have ‘extra’ requirements for use.  

Demonically bound objects can grant a variety of abilities, based on the nature of the demon and they will be revealed to the demonologist at the time, however they are normally fairly useful. They are written individually and appear in the ‘Grimoire of the Unusual’ 
Deduce Sigil: a demonologist may read demonic sigils. These are not  a code and cannot be read by anyone bar a demonologist or a scholar who takes sigils as a  specialisation. 
A sigil can be a representation of a true name or of a given name. 

A demonologist may learn a sigil permanently if they do one of the following:

· Find such a sigil and translate it. 

· Learn the true name or given name of a demon and write this down as a sigil. This costs one knowledge.

Sigils are in an as yet undecided what it is called book. 

Solomon’s Seal: this consists of a Star of David inside a circle. The circle must be fairly accurate and the points of the star touch, but not cross it, which makes drawing a large one rather hard. It costs 1 willpower and 1 essence to draw one. A demon of equal or lesser rank to the demonologist who drew the seal may not pass over any of the lines, though some may have special powers that penetrate such seals.

A seal is broken and becomes useless if scuffed or disturbed in any way or if a person crosses any of its lines. The person drawing it may cross the lines while it is being drawn, but then may not without breaking it. 

If drawn on cloth or similar and traced, it will also work, but if the cloth becomes wrinkled or moved then it will break. A demonologist may only have one Solomon’s seal in place at any one time and hence will need to clear away a seal after usage.  Of course as with everything the player must take responsibility for this and must not under any circumstance damage the site.  

Key of Solomon: is a triangle with a sigil drawn within it or a suitable size to be worn, visibly (often on paper pinned to a shirt). It can also be drawn on something the demonologist might wield, such as carved into a staff. It takes one knowledge to draw such a sigil and grants one free power a scene for the purposes of summoning or commanding demons that the sigil would apply to or of using the powers of bound demons that the sigil would apply to. Only one sigil is possible per key and the key must have been worn or wielded for a scene before the free power becomes available. These may be purchased on or off event at the normal price. 

Only a master demonologist may create such a key. 
Learning Sigils: sigils learnt on event cost a flat  6 points, regardless of the rank of the demon. Learning a sigil means it has been permanently committed to memory - a demonologist does not have to learn a sigil they used on event. 

In addition to being useful for the summoning of demons and the creation of seals and keys and so forth, the knowledge of Sigils grants power. For every sigil a demonologist knows (irrespective of rank) he gains one extra base willpower.  There are various GM powers that allow the powers of sigils to be further drawn on. 
Divination

 
 

 

Divination is the art of using some sort of set of ‘tokens’: runes, tarot cards or whatever to try and tell someone’s future, or tell them something about their current situation. Since the collapse, astrology does not function (though it used to) because the stars have ‘all gone crazy’. 

 

 

With divination you can:

 

· Start an event with a suitable set of tokens. 

· Perform a long reading for someone. 

· Answer a question for someone

· Shade the performance of someone (at apprentice)

· See an Omen (at apprentice)

· Seek guidance (at journeyman)

· Ask a question (at master)

· Reading of the day (at master)

· Dictate someone’s fate. (at master)
· Dictate someone destiny. (at master)
 

 

 

Power type used:

 

Psyche

 

A character with this ability starts with a set of tokens. If they use any other set then the psyche cost to use the ability is doubled. 

 

A character who takes divination must chose one method and stick to it.

 

A long reading is a full blown divinatory reading for a specific person. A diviner may not read for themselves until they reach master level, at which they can. It costs no power and can be performed freely in rest, break or sleep scenes. A referee has no input whatsoever in regard to the results of a long reading - the player of the diviner is expected to interpret their divination method themselves. In doing this, they may access whatever out of character knowledge they possess about the ‘general nature’ of an individual in order to make this reading more relevant and believable, though the intent here is not for the diviner to use this knowledge to expose in character secrets that they have learnt out of character. However, a character with a lot to hide is liable to be utterly exposed as such (though it is likely there will be no details) if they have a reading done. 

 

A long reading should be complex, involved and take at the very least ten minutes, and probably somewhat longer. 

 

Long readings require the active participation of the subject. 

 

 

Players are not expected to be ‘real life’ experts in a divinatory method, but are expected to know it well enough (or to have made up their own rules well enough) to ‘blag’ it in a believable way. 

 

 

Once a long reading has been done for someone the diviner is deemed to ‘understand’ that person and their circumstances enough to get specific information from a divination. This process of actually getting information from a  referee is generically called a ‘short reading’. A short reading can take one of these forms:

 

· The diviner and the subject discuss the previously done long reading and the diviner draws new conclusions from it.

· The diviner uses their tokens to read for the subject again, but in a much less detailed way.

 

In either case short readings still take several minutes and require a reasonably calm environment. 
Short readings can only be performed for someone a diviner has performed a long reading for, hence cannot be done for themselves until master. 

A short reading requires the subject (the person who is not the diviner) to pay one psyche -regardless of what they asked. Diviners should make sure that players are aware of this in the brief -if the subject pays no psyche, there can be no answer (at least, not one from a referee, the diviner can still ad lib). The cost is paid by the subject for every question. 

 

 The diviner then pays some psyche also, depending on the type of answer they want from a referee and their rank in divination.

 

Divination answers always need to be about the current situation of the questioner or otherwise be relevant to them. 

 

 

Types of answer can be:

 

 

General advice - the referee will give either an indication of what should be done to reach a specified goal (specified by the diviner) or some idea of what stands between whoever asked the question and that goal. The referee chooses which type of answer to give and may give a combination of the two. The answer will give broad details, not extremely specific ones. If the question was very vague ‘what should we do now’- then a very vague answer will be given.

 

General advice costs the diviner 2 psyche or one psyche once journeyman.

 

Just the facts – this gives a factual answer to a factual question. The question must be short and free of caveat. The answer will be as good a one as the referee can give. 

 

Just the facts costs the diviner a huge 6 psyche at apprentice, 4 at journeyman but only 3 at master. 

 

Yes or No –this gives a yes, no or maybe answer (with some indication of whether it is more yes or more no).

 

Yes or No costs 4 psyche at apprentice, 2 at journeyman and 1 at master. 

 

 

In all cases it is the responsibility of the diviner to say which ability they are using. The diviner may not seek more information from a referee once they have answered – the answer is the answer. However, divination is supposed to be revealing.

 

The type of information sought from a ref by a diviner does not have to totally fit with the question asked – a diviner might be asked a very specific question, but only be able to give a very general answer. 

 

Answers will be given in plain English -the diviner should work them into the language of whatever divination method they are using. 

 

 

A diviner may shade the performance of someone they do a long reading for once they reach apprentice. This costs no power. The divination will suggest something the person being read for will do ‘well at’ and the net result is to add one to one type of base power for the person divined about. 

 

If the diviner does another long reading for a person they may change the type of power they gain. 

 

A person may only have one extra base power granted to them at any one time from any one diviner. 

 

An apprentice may see an omen. They have to see something cool of some kind that might be an omen, or have something happen that might be an omen. Examples might be flights of birds, squirrels fighting, weird cloud formations and the like.  This costs 2 psyche and the referee will either give the diviner some insight into something about to happen in the immediate future or something major that is on the horizon. Omens can be oddly detailed and accurate and as such the referee may be as specific as they wish. 

 

 

A master diviner may dictate someone’s fate or destiny on someone as a result of a long reading. A long reading must have been done for them on that event, but fate and destiny may be used at any time. Neither may be used on the diviner. The person who is given a fate or destiny does not have to be told such by the diviner (though a ref, or the player OOC has to know). 

 

Fate: 3 psyche, ‘You will die by XXX’ or words to that effect, which could be ‘by fire’, ‘at the hands of the French’ and so forth. “by a sword” would be OK, “by a weapon” would not be, neither would be ‘in battle’  -it needs to be fairly specific.  If the subject is ever subsequently wounded (or effected if it is a source which effects you, like a disease, but does not wound) by such a source then they become mortally wounded immediately. This effect lasts until the questioner cheats fate and is mortally wounded and does not die, lasting even between events. A dictated fate cannot be resisted and is unlikely to ever be removed. 

 

Once a person has cheated fate in this way they can never be mortally wounded by that source again (because they have cheated fate). In cases where this become ludicrous (French hacking someone on the floor they cannot kill for instance) a referee should step in, or the player make some comment  - the French might leave, convinced the victim ‘must be dead’. 

 

If a referee judges that  after was too ‘broad’ then they will adjust it. 

 

 

Destiny: 3 psyche, ‘you will achieve XXX’. ‘XXX’ must be something pretty significant ‘you will kill the French Captain’, ‘you will make it through the wasteland’. These destinies need to be clear and concise and, if not, the ability does not work but costs full power (and counts as if used for the fate/destiny rules below). 

 

Whilst working towards that goal, even fairly indirectly (travelling to where the Captain lives or battling him would be fine – but it still needs to be clearly working towards that goal), the subject of a destiny may use psyche to fuel any ability.  The character must be clearly moving towards their destiny, which must be achievable and well defined, but otherwise this is judged fairly liberally. 

 

This ability works until the destiny is achieved, even between events. A diviner may not use it on themselves. 

 

Neither of these abilities (fate and destiny) should ever be ‘discussed’ before use and use of either (especially destiny) in an un-cool way will mean loss of the ability. Using fate and destiny is an OOC choice, not an IC one. Use of fate and destiny by a diviner must alternate in an event and if a diviner has called a destiny, then the ref may call a fate (at power cost to the diviner) though the diviner may usually decide what that fate is.  The reverse is also true. 

 

In short, these powers should be used by the player to reflect the unpredictable nature of fortune telling in a cool way that enhances the game – and may well mean some people never want their fortune told. However, it is still supposed to be a useful player ability so you should, for instance, feel free to call fates on enemies (who have readings) and destiny’s on allies. 

 

In both cases, refs may tinker with the event in some way to make the fate or destiny more likely, brief crew accordingly (use your fire magic on Doctor Cooper, Fight William because he is destined to kill you, do not kill Lizzie on the floor because she is destined to get through the Wasteland etc.) and so on. 

 

A master may perform a reading of the day. This must be done in the morning (whilst still in a  sleep scene or the first chance thereafter) or may be done in the evening to apply to the next day (you can do it in a rest scene to apply when the players awake). It may not be done at event start, the diviner needs to have been with the people a while, even if they know them well.  This fairly quick type of reading will usually have someone draw a single token and the diviner will interpret roughly how their day might go. The effect of this is to grant a person one base power OR it may be used to reduce one type of base power by one and grant two base power of other types. This is chosen by the diviner. The effect lasts the day. The diviner may do this for themselves. It should not be used in a pre-meditated manner or at ooc player request.

 Elemental Magic

Elemental magic has existed through the ages: in more modern times it is treated as a science. More primitive folk treat it as an art. The same abilities can have a very different ‘flavour’ depending on the background of the character.

Most elemental magic gets its basic theory from early Greek philosophy, in which it was postulated that the world was made up of four (or sometimes five) elements. This ‘fifth element’ was spirit, and manifests in ways that elemental magic does not control. 

An elemental mage could be a primitive type who calls on the spirits of earth, fire and so forth, or could be a modern Hermetic mage who sees his magic as a science. 

With elemental magic you can:

· Bind elementals.

· Use bound elementals to cast spells.

· Start an event with four bound elementals per ability rank. 

· Counter the spells of another.

· Command manifest elementals.

· Learn new spells. 

Power types used: 
· Essence

Free power granted:

· None

Definitions

Elemental magic is governed by four separate abilities: Elemental Fire, Elemental Earth, Elemental Water and Elemental Air. A character could have some ability in any or all of these. The true ‘wizard’ would tend to have all four, whilst being particularly adept with one of them. There are any number of people who might be skilled with only a few of these arts, or even only one. 

It is important to note that each elemental magic is a separate ability. They are taken as four different starting talent options and when points are spent are bought up separately.

Reece has a great talent in fire magic and an eclectic talent in earth magic.

Charles has a talent in all four types of magic. 

Elemental magic follows certain principles that are common to all four forms.

Elementals (sylphs for air, salamanders for fire, gnomes for earth and undines or nymphs for water) occur commonly in their respective elements. Usually, they are asleep. The ground is thus full of sleeping gnomes, the air sleeping sylphs and so on. 

Elemental Magi can awaken these elementals and bind them into an object. These then wait there for the wizard to call on them to do something specific, at which point they do it and are then freed to mingle with their element and sleep once more.

There are no elementals in the Wasteland. It may look as if you are walking on ground when there, but you are not really: the Wasteland has been deserted by the natural order. 

Elemental Magic covers more than just the material manifestation of that element; it also covers certain personality traits, attitudes and affinities. People are made up of the four ‘humours’, which helps define their personality type, and these can be manipulated by the mage just as they can manipulate the more physical manifestations of their element. 

Just because an elemental magic is associated with certain personality traits, it does not mean the elemental mage has such traits. 

Though each element is associated with many things, here is a rough guide:

Fire is associated with temper, intellectual insight, energy, destruction. This is the choleric personality type (aggressive, take charge).  Such individuals tend to be leaders and are often verbal or physically aggressive. 

Air tends to be mobile and easily distracted. It is associated with charm and forgiveness.  Air is associated with the sanguine personality which tends to be cocky, impulsive, perhaps arrogant, confident and somewhat day-dreamy. Hippocrates believed that blood was the liquid in the body associated with air, Aristotle associated air with hedonism and physical pleasure. 

Earth is associated with durability, stoicism, dependability and so on. The Greeks mixed up the associations of earth and water. Earth is associated with the Phlegmatic personality, which tends to be calm, unemotional, stoic and quiet. 

Water is seen as the ‘source of life’, is mysterious and deep and is intuitive. The Greek Thales(an early Greek Philosopher) believed Water to be the source of everything, and though he was wrong, it is fundamental to all life. Water is associated with the melancholic personality which tends to be wistful, perhaps depressed, but deep and intuitive. Water is associated with Black Bile when the humours are out of balance in a person. 

Binding Elementals

A person with any rank in an elemental magic may seek to bind an elemental to an object. They may only do this for types of elemental they have some rank in the magic for. Elementals so bound act as the ‘fuel’ for elemental spells. 

Bound elementals are destroyed by a trip through the Wasteland. Elemental magi gain a certain allowance of bound elementals that are part of their ‘self image’. They start the adventure with these pre bound. 

To bind an elemental you must:

Be next to that element: you could be by a fire, sitting on the ground, pretty much anywhere for air, by a pond or sink or whatever for water etc.

To bind an elemental in this way the source of the element must be persistent. This means it has to have been there for a while: you could bind a water elemental from a puddle left by the rain last night, or from the rain itself as it falls, but you could not pour water on the floor and bind an elemental from that. Likewise, you could not light a fire and then bind a fire elemental from it, but you could light a fire in a hearth and bind a fire elemental from that.

However, you may ‘create’ a persistent source of an element by performing some function as described above: say, pouring water to form a  puddle or lighting a fire and letting it burn out. Once such a source has been present for a whole scene, it counts as a persistent source. 

Air and earth elementals are much more common, of course, because air and earth are pretty much everywhere. 

To count as persistent a source of the element has to be geographically ‘fixed’: you could not light a lantern that has been lit frequently and bind from that. 

Once you reach journeyman level you may seek to bind elementals from a source of the element you brought along: a bottle of water or a candle you just lit or some other similar ‘temporary’ source. You may only bind one elemental per scene from each such source and it costs one extra essence to do so. 

Have something to bind it into: this must be a suitable object that reflects the element, either by shape, substance or colour.

The number of elementals that an object can hold depends on its colour, shape and substance (what it is made of). Additionally, objects that are better made than normal can hold more elementals.

For each of colour, shape and substance that is ‘right’ for a type of elemental, one elemental may be bound. Thus, if all three are ‘right’, then three elementals may be bound to the object. 

The number of elementals an object can hold is computed separately -so if something could hold 2 gnomes and 3 salamanders then you can bind 2 gnomes and 3 salamanders to it, for five elementals in total. 
A summary of the colours, shapes and forms suitable for each type of elemental is given below. 

Colour Summary

	Fire
	Reds and oranges, yellows. 

	Air
	Light to medium blues, white or grey, clear

	Earth
	Browns and greys.

	Water
	Tinted clear colours through greens and dark blues. 


There is some leeway here: if the colour of an object clearly suits a particular type of elemental, than it counts. 

Substance

Substance refers to what the object is made of. All sorts of substances are possible and there is considerable leeway, but here is a summary:

	Fire
	Anything that could or has been burnt or produces heat/fire.

	Air
	Anything that would blow freely in the wind (feathers and cloth are likely examples)

	Earth
	Metal, gemstones, wood, stones

	Water
	Anything that would clearly float or would contain a liquid.   


Shape Summary

Shape means what the object looks like or what it does. Pictures of things count as shape also. If the object has images upon it that clearly resonate with an elemental type or serves a purpose that has similar significance, then it can hold one extra elemental. 

Quality Objects

Objects that are better crafted than normal may hold more elementals, but the quality of the object may never more than double the number of elementals of one that may be bound to an object.

	Well Made
	+1

	Master Crafted
	+2

	Superlative
	+3


Object Examples

A stick: is brown and wood and shaped like qa bit of a tree so could hold three earth elementals and could be burnt, so can hold one fire elemental. 
A red candle could hold 3 fire elementals as it is a candle (candles suit shape for fire and red is a fire colour and it can be burnt). 

A blue glass bottle with a picture of a sailing ship on it. Blue suits both air and water. A bottle suits water (shape and substance) and so does a sailing ship. A sailing ship also suits air. As such, this could hold 3 air and 3 water. 

Expend Essence: it costs one essence to bind an elemental. Some places are very ‘rich’ in elementals and in these places you get two elementals with one binding, which are both bound to the same object (breaking the one elemental per object limit). If you are binding from a temporary source, it costs you one extra essence. 

Incant: You must clearly and loudly name the elemental type you are trying to bind and either command or ask it (your choice) to enter that object. You must explain why the object is a suitable resting place for that elemental whiles doing this. 

For example:

“Gnome of earth, heed me, I command you to enter this rock, carved from the deep earths, there to await my command.”

“Undine of the waters, come rest awhile within this bottle, the water within it taken from fresh streams, and abide there until I have need of your fine aid”.

‘Tie Off’ the elemental: you must tie a cord, thread or similar around the object the elemental is bound into. Embroidery thread is ideal. These threads are used to determine what has an elemental bound within it and allow elementals to be kept track of without need for battle boarding.

The tie must be firm, but does not have to be tight. As a guideline, anything you can tug to release is too loose. You may cut whatever you use to bind the elemental rather than untie it. 

To avoid confusion, never tie a thread around something that does not have an elemental in it. Of course, people might do so to try and fool others, but please do not do it.  

Binding Summary

· Be near the element

· Incant

· Indicate a suitable binding object

· Tie off that object

· Pay some essence. 

Casting a spell

To cast a spell you must call on previously bound elementals to do something. A spell takes one elemental for each rank – so a novice spell takes one and a master spell takes four. 

To cast a spell you must call on each of the elementals you have bound, naming the object they are in and asking them to do your bidding. This has to be done very clearly and audibly and not be hurried. Once done, you must incant the words of the spell and then state the spell effect so everyone knows what it did. 

Between each invocation to awake an elemental you must punctuate with a pause. 

As you awake each elemental you must untie or break the cord that binds it to the object. These cords are what are used to record what you have bound elementals into. 

There is a lot of leeway in vocals, but they tend to take a little while and need to be cool and distinct. In recompense for these difficulties, spells tend to be very effective. 

“Salamander of the candle, awake! Salamander of the half burnt coal awake! Salamander bound to this red shirt heed me! Carry to him (point) an arrow of fire!”

When it is not specified in a verbal which body location on the target should be struck by a spell then it will hit the chest.

You may use elementals you did not personally bind to cast spells, in which case you must have clear possession of the object in which they are bound. 

Combined spells are those that call on more than one type of elemental. These spells cost one of each type of elemental required in the spell per rank. Thus, a fire and water spell of novice rank would need one salamander and one undine. A spell of master rank which used all four elements would need four of each elemental, for sixteen in total.

Spell Ranges

Spells are often defined by their range, as follows:

Self spells may only be cast on the caster.

Other spells may be cast on a willing person who the caster is close enough to touch. They do not actually have to touch. An ‘other’ spell costs the recipient 1 essence(for novice of apprentice) or 2 essence for journeyman & master, or it does not work. If it does not work, the elementals do not awake and cast the spell.  Other spells can be cast on the caster. It does not cost the caster essence to benefit from them. 

Close spells may be cast on someone you could poke with a spear (if you had one and leant right out). Many of the more devastating spells have this range, which means wizards might have trouble vesting it before they get struck. 

Near spells can be cast on someone within about thirty feet or so: close enough you could talk without raising your voice. 

Far spells can be cast on someone you can see, but who is not in the distance. It is about arrow range (for a safe bow, not a real one)

Distant spells can be cast on anyone you can see, even if they are on a far off hill or whatever. These are pretty rare. 

Starting Elementals

You may start an event (and carry through the wasteland) four elementals for each rank of elemental magic. Elemental allowances are computed separately for each elemental magic you possess. You must have these already bound and they must be bound in objects that can hold them. Obviously, they must also be tied off.

If you have an object bound to your personal reality (see core rules) that could have elementals bound to it then you may start an event with however elementals it may hold. This does not mean stuff you get from other abilities  -you cannot bind elements to your pen set at event start and have them not count towards your limit if you are a scholar, but you can have free elementals bound to the special magic pen you spent points to keep. However, in this case an object can only hold one type of elemental.

Elementals bound in such objects are in addition to the starting limits. 

Roberto bought a well made blue scarf from an Ottoman which is capable of holding sylphs (cloth and blue means it can hold two, well made adds one). He has spent points to keep the burnoose between events and, as a result, can start an event with 3 elementals bound within it. 
Counterspells

An elemental mage may cast counterspells. This is when a spell is targeted at the mage or at someone or something he could reach out and touch. The elemental mage has to either ask or command the elementals that are fuelling that spell not to do so in a clear voice. The exact words can vary based on his role-play.  

To counterspell you must have enough ranks in elemental magic that you could learn the spell that you are counterspelling. You do not need to actually know the spell.

 It costs power equal to the number of elementals fuelling the spell to counterspell. This cost can be split between willpower and essence. The ability to counterspell does not tell you what elementals are fuelling a spell so, if it is one you have not met before, then counterspelling might fail. If it does, it costs you no power. Because mages have to call on the elementals to cast their spells, it is usually pretty obvious which ones are involved.

Counterspelling has to be done as the spell is castor it has to be cast within a couple of heartbeats of the spell being finished. 

Herman meets a peculiar fellow in a curious mask. Never one for charm, Herman asks him ‘what’s with the silly mask then, you look like a fool’. The angry Aztec priest, who is a fire elemental mage, starts to call on elementals and casts an arrow of fire spell at Herman. 

“Salamanders, be still!” Cries Herman. If Herman were a journeyman fire mage(because arrow of fire is a journeyman spell and uses 3 fire elementals), he could pay 3 power (split between essence and will as he chooses) to stop the spell: the salamanders would unravel at his command and the arrow vanish impressively before it hit him. As it happens, Herman is being an idiot, because he is only an apprentice fire mage. The arrow strikes him and he goes down. 

Luckily, Herman is not a real character. 

Command elementals

Elemental magi command animate elementals. Animate elementals are those that are being played by a crew member. They are usually very tough, and only occur where the normal order has been overturned in some way, or in a very magical place.

An elemental Mage may command animate elementals by giving verbal command, loudly and clearly. Such control lasts for a scene. Once controlled, they could be made to stand still and bound to an object. 

It costs one power to command an animate elemental, which may be essence or willpower.

An elemental can be ordered to disperse. This makes it break apart into its components and vanish.

Some elementals may be able to resist your commands. You can carry on trying to command them in the manner of a dismissal battle.

If commanded and ‘left’ (such as commanded, told to stand still and then not dealt with in some way), almost all elementals may break free of the control. Animate elementals are usually angry and it is best to keep them busy lest they turn on you. 

You can order an animate elemental into an object that would be suitable for holding elementals. In such cases, the animate elemental ‘splits apart’ and fills the object up to the maximum elementals it could hold. You need to tie these off separately, or they escape. Whether you tie them off or not, the animate elemental splits apart and is gone.

You cannot just tell an animate elemental to ‘depart’, but ordering them into an object and not tying it off has virtually the same effect. 
Learning Spells

As well as learning the four abilities (Earth / Air / Fire /Water), wizards have to learn spells. A spell is a specific thing which a wizard knows how to get elementals to do. 

Each spell has a rank and you must be that rank in the elemental magic it is based on to learn it. The ‘fire arrow’ spell is a journeyman spell, which means only a journeyman or master of elemental fire magic can learn it.

There are many common spells for each element, listed below [or in the ‘grimoire’]. An elemental mage learns these automatically when he reaches the appropriate rank.  Additionally, there are a number of spells which are based on a combination of elements. These spells are also learnt automatically, but only if you know both of the elemental magics which cover the spell to the appropriate level.

New spells may be learnt on event for 6 points per rank: refer to the ‘Learning on event’ rules in the core rulebook. 
Common Fire Spells

Burning Touch, novice, self. The touch of the caster causes a burning elemental wound the next time in the same scene he touches a person and wishes to do so.

Warmth, novice, other. Recipient gains 6 power for the scene only which can be used to resist cold effects of various kinds. 

Read the Ashes, novice, touch: cast on some ashes will tell the caster what those ashes originally were and what sort of fire caused them to be burnt (magic, normal fire, dragonbreath etc). In the case of written material it will give a brief précis of what was contained within that paperwork, though this will be nowhere near as informative as the paperwork itself would be. If the written work was in any sort of code or language then all the caster will get is a description of roughly what that code or language looked like, and one or two words about the subject matter. 

 The spell will also relate how long ago the fire took place.

Firebright, novice, touch: makes an existing fire briefly more ‘fire like’ in a spiritual sense. Creatures that are naturally afraid of fire must pay one willpower or flee if mundane, supernatural creatures that are afraid of fire must pay one willpower or back off, afraid to approach. This effect applies to anything with fire as a bane.

Burn Wood, apprentice, near. Causes a small wooden object (something that could be held in one hand, and includes small wooden weapons like clubs, bows, crossbows or maces, but not large hafted weapons) to burst into flames. It also works on paper. 

The object is destroyed and, if not quickly dropped causes an elemental wound to anyone holding it (to the body part they are holding it in). It does not work on anything that we cannot physrep being burnt (weapons are fine because they can be dropped) and the flames quickly go out, leaving behind a scorched bit of useless wood. It cannot be used on a ‘small part’ of something. 
Scorch, apprentice fire, close. This spell scorches the subject, inflicting an elemental wound to the named location. Though an old spell, this was ‘re-invented’ after the collapse by Reece, and sometimes is referred to as ‘Reese’s Scorch’. 
Anger, apprentice, close: the target becomes very angry for the scene. This is not an uncontrolled frenzy but, if irritated by someone or something they must spend one willpower or lash out at it (verbally or physically). This anger should be role-played and will to some extent depend on the individual. The confrontation may escalate if a person lashed out responds in kind. A person with any rage abilities (such as a master feral blooded) immediately goes into such a rage, but they will attack everyone and everything.   

Choleric Touch, apprentice, touch: the subject regains two points of power split as they see fit between knowledge, skill and willpower. This spell costs, like any other apprentice spell, one essence to benefit from. The subject should role-play the choleric personality type (see above) for the rest of the scene, though this is not an overwhelming personality change. A person may only benefit from this spell once a day, if it is cast twice and they accept her ‘benefit’ fo the spell they are instead inflicted with yellow bile (see below).  

Fire Arrow, journeyman, far. Conjures and fires an arrow of flame at someone within ‘arrow range’ that causes an elemental wound to a named location (the salamanders have to be told where to strike).

Scalding Metal, journeyman, near. Causes one metal object to become very hot for an instant. If worn or held, that object causes an elemental wound to each location it is held in/worn on. It will cause this injury through clothing worn under the metal, grips on swords etc. If the target is capable of dropping such an object and is susceptible to pain, then they must drop it. 

Righteous Indication, journeyman, touch: this spell stays dormant on a target until a sleep scene (or until they enter the wasteland). The first time they become indignant or angry about a thing or person that they perceive has done them wrong, or done someone dear to them wrong, or done something they strongly disapprove of they get 3 power to do something about it. This power is kept as an extra pool and can be used as any type as long as the spell persists.  You cannot benefit from this spell more than once in a day. 

What you can use this power on is judged gently. As with everything else, it is an emotional effect that should be role-played

Reece is under the effects of righteous indignation and hears that Formorians killed the travelling jongleur he made friends with the other night. The spell triggers, giving him 3 free power to use in dealing with the villains. He can use that 3 power anytime and for anything as long as it can loosely be described as helping avenge the death of his musical buddy.  

Needs one journeym,an spell

Fire Strike, master, close. Strikes someone down with flame, causing an elemental wound to each of their locations. 

 Intellectual Insight, master, self. The caster posits a theory, stating it to the salamanders out loud, and they will relate if that theory is true or false or if it is neither of those things roughly where on a true-false scale it lies.

If you asks profound philosophical questions you will get the opinion of the local salamanders, which are more likely to be amusing than useful.  

Firebolt, Master, far.  A bolt of fire hits the target, flying from the wizard’s hand. It hits the specified location causing an elemental double.

Yellow Bile, master, near: inflicts a rank two disease on the target, who must be basically human. They suffer from the effects of ‘anger’ (the spell, above) until such time as the disease is cured. It may be resisted as a normal disease. 

Common Earth Spells

Earth Tremble, novice, near. Causes the earth to tremble under the feet of one target. They are knocked down, but may rise again immediately. A target with agility may keep their balance and ignore this effect for one skill. The target must be standing on natural earth or stone for this spell to function. 

The Forceful Stone, novice, self. Empowers a rock the caster is holding. Not any rock will do, only a few can be empowered by this spell (it has to be a safe rock physrep of some kind). When thrown by the caster it inflicts double. The rock will remain empowered forever; though the wasteland will still destroy it (you may buy rocks for 6 points each that will remain empowered in the wastes). 

You may use any of your starting elemental allowance (just the allowance based on your earth elemental magic rank) to carry empowered forceful stones through the wastes instead of elementals.   You can carry as many rocks suitable for forceful stone as you like. 

Bury, novice, touch: buries any object that you could hold in one hand deep in the earth. You must be on earth to cast this. The spell can be cast in reverse, calling a buried object to the surface. Such an object must be buried deep. You can cast it speculatively, or can name what you want the gnomes to bring. Both versions of the spell may take a little while to work (as long as it takes a ref to take or give you the physrep).   
Root, novice, touch: the target must be standing on earth or stone (a stone floor will do, it will not work if you are on a carpet, or floor boards). They must pay essence to benefit from the spell. 

The target becomes very firmly ‘planted’, a strong connection exiting between them and the ground. They cannot be knocked back whilst under the spell, nor suffer any other form of involuntary movement. 

The spell lasts the scene, or until the subject runs for 3 paces or more, or until they are no longer standing on earth or stone. 
Stoneskin, apprentice, caster. Causes the skin of the caster to harden under the next blow they take, negating the effect of that blow. 

This works only against weapon blows, but works regardless of damage grade. It does work against through damage, not backstab or any of its variants. It only soaks damage, not other ‘special effects’, unless armour use would stop that special effect. This should be called as ‘aegis’ . This lasts until the next rest, break or sleep scene(or until used, of course). 
Stoic Heart, apprentice, other. Recipient gains 6 willpower for that scene only for the purposes of resisting fear/emotional style effects only. 

Phelgmatic Touch, apprentice, touch: the subject regains two points of power split as they see fit between body, willpower and faith. This spell costs, like any other apprentice spell, one essence to benefit from. The subject should role-play the phlegmatic personality type (see above) for the rest of the scene, though this is not an overwhelming personality change. A person may only benefit from this spell once a day, if it is cast twice and they accept her ‘benefit’ of the spell they are instead inflicted with phlegm (see below)

Introversion, apprentice, close: the target becomes incredibly shy for the scene, totally introverted and quiet. This should have a profound role-play effect. It is unlikely to have much effect on a combat, but the target will only speak if truly pressed to, and then only the minimum needed to get whoever is talking to them to go away. They will initiate no conversation. In dire circumstance they may cry out a warning or similar for 1 willpower.

This shyness is primarily verbal: the target will not speak unless they have to. This is potentially devastating to someone who relies on verbals to cast spells, for instance and such people can spend the one willpower needed to cry a warning to be able to use the verbal components of any and all spells or similar they have that need them.

Grasping Hands, journeyman, near. Two earthen hands emerge from the ground, which must be natural rock, natural stone or earth with stones in it (which most earth is) and grip the target’s ankles. 10 damage to one of these hands with a blunt weapon breaks them (each must be broken separately) or they fade at the end of the scene. A blunt double will break them immediately and a feat of strength can be used to pull free, though it takes a couple of seconds for each foot. 

Skin of Rock, journeyman, other. Recipient is granted rock like skin for the scene.

The caster may soak any normal wound for the scene, though not special attacks (in a manner similar to armour use) nor any damage grade higher than normal. They may soak through (as there are no gaps in the armour). No injury is taken if they soak. 

They may not soak double or higher. 

They gain two free power with which to soak with, each blow costing one to soak and they may soak additional damage using essence.  
 Shower of Stones, journeyman, close. Target is showered with an assortment of rocks from different directions. This damages them as if they had been hit with a normal weapon to every part of their body. If it matters, the rocks are both blunt and sharp.  
Strengthen Object, journeyman, touch: this will strengthen any object, the effect lasting for the whole day or until it enters the wasteland, or until the object takes a ‘break’ effect, in which case the spell ends but the object does not break.

Statue, master, self Caster becomes rock like for a scene, though is still essentially human. 

They may move only slowly (walk only, fight at ‘slow’ speed, but not so slowly as to be useless).

They may not use any skill. 

They benefit as if under a root spell, but it does not matter what they are standing on.  

 They are treated as if they had master level toughness , but this is fuelled by essence rather than body. 

They gain the poison resistance of master level fitness. They may resist pain effects, or anything that is unlikely to harm a statue overmuch, using the fitness ability if fitness would give a resistance. This fitness is fuelled by essence not body. 

They are too heavy for anyone to carry. They may not benefit from anything they might drink or physical bandaging, and similar effects (though given the spell lasts a scene, it is unlikely to matter). 
Antaeus, Master, touch: fills the subject with strength drawn from the earth. 

The subject must meet the conditions of the root spell (see above) and the spell ends the same way as the root spell does (run, not on earth, scene change).  

The target gains all the benefits of a root spell, but may move more than three paces, unlike roots. .

They may use the strength abilities feat of strength, knockback and knockdown at a cost of one essence per use. These can be delivered by weapon blow, or by a (light) touch. Touches do not inflict wounds, however, only the effect. 

Phlegm, master, near: inflicts a rank two disease on the target, which must be basically human. They suffer from the effects of ‘introversion’ (the spell, above) until such time as the disease is cured. It may be resisted as a normal disease. 

Diamond Soul, master, touch: the subject’s very soul (and spirit as well) is hardened. This lets them resist normal (only) etheric wounds at a cost of one essence a time for a scene. Etheric wounds of a higher damage grade, or special effect, are not stopped by this spell. 
Water Spells

Tears, novice, far. Make target briefly and unaccountably sad. If they are basically human, they will cry. Until they wipe both eyes clear (which could be done with the back of the hand, but needs to be done properly, not just a quick swipe), the target cannot use skill (which reflects accurate shots or blows and the like). 

Purify Liquid, novice, near. Turns one liquid or a volume that would fit in a small bottle to water. Does not turn ‘parts of things’ into water. Most useful on a foe you know has a poisoned blade. 

Sense Liquid, novice, self: the caster may examine any liquid for a scene at a cost of one knowledge each liquid. They will be told whether the liquid is safe to drink, whether it is beneficial to drink (but not exactly how), or a very brief description of its nature. If the liquid is magical, then the spell grants more detail than a  lore skill of the water mage’s rank would get. 

Soothing Water, novice, self. Caster empowers water which they must sprinkle over a target. The water lasts the whole event, but costs 1 essence for anyone other than the caster to use. This will heal one bruise, to the location sprinkled. Sprinkling must be done calmly and take 30 seconds or so. Recipient may chose to spend 1 essence and be healed of all their bruises. 

Empowered water loses its power once used once, though only a little of the water needs to be used for it to work.  
Sprinkles only  -don’t douse people in water.

Fluid Movement, apprentice, other. 

The target may dodge mêlée attacks for 2 essence. 

If the target already has the agility ability then agility may be fuelled with essence, as well as skill.

The spell lasts one scene. 

Still Waters, apprentice, touch: this spell causes the subject to suppress any emotional or fear effect. Any such effects that effect them during a scene have no immediate effect. However, these effects resurface come the start of the next scene and all take effect at once. If identical effects were taken and these had a duration, then the duration is multiplied by the number of the effects taken. When the effects ‘surface’ they cannot in any way be resisted and have their full effect. The effects should be role-played to excess.  

The spell will not work on someone who has had effects surface in that scene. 

Misery, apprentice, close: the target becomes extremely depressed, though not suicidal. Though they will react to ‘in their face’ events, or help comrades, they will are incapable of initiating any action unless they spend one willpower(for each separate ‘thing’ they do). This should have a profound effect on their role-play. This lasts a scene.  

Melancholic Touch, apprentice, touch: the subject regains two points of power split as they see fit between psyche, willpower and essence. This spell costs, like any other apprentice spell, one essence to benefit from. The subject should role-play the melancholic personality type (see above) for the rest of the scene, though this is not an overwhelming personality change. A person may only benefit from this spell once a day, if it is cast twice and they accept her ‘benefit’ of the spell they are instead inflicted with black bile(see below). 

Flurry of Emotion, journeyman, near. Target is overcome by conflicting emotions that stun them. Will not work on emotionless things. Can be resisted for 1 willpower, in which case the target is shocked, not stunned. 

Refreshment, journeyman, special: imbues a liquid such that it is very refreshing. It stays refreshing for the scene, and anyone drinking from it regains one power of their choice come the scene change. Many people may drink and it costs no essence to benefit. A person may only be so refreshed by the same caster once per day.  
Reflecting Pool, journeyman, special: this is cast on a bowl of water or pool of water. If the caster removes some water from that bowl or pool, and sprinkles it in some other place (paying one essence to do so), then they will get a distorted view of that other place if they look in the pool and spend one essence. Such images may take a little while to form (it is not a CCTV). The caster can see the place the pool is linked to for as long as they remain looking into it. 
If the water in the original pool/bowl is overly disturbed (actually spilt, for instance), then the spell ends, but the spell can cope with a bit of slopping around. If in a bowl, it could be moved. 
No sound is transmitted, only images, and as if looking through water. 

A bowl may be linked to only one place, a pool to as many as you like (the caster must specify which place they wish to see). 

If this spell is cast on something that is already a reflecting pool, the caster will be told where the pool links to (roughly, like ‘a house in the woods’) and gains use of the pool as if they cast the spell  -the original creator retains use, also. 

Idealism, journeyman, touch: the subjects own ideals are strengthened. This may have some role-play effect, but primarily allows the subject to resist any emotional or mind effecting, or fear effect that would conflict with those ideals. Such resistance costs 1 essence, it is interpreted generously and should be explained after the fact to the referee if used.  This spell lasts until it is first used, at which point the effects persist for the rest of the scene 
Waters of Healing, master ,touch.  Turns a held bottle of water into a healing elixir. This elixir will last the whole event. Sprinkled on a wound, it will heal it.  This costs the person so healed no essence, but they may spend 1 essence and have all their wounds healed by this sprinkling. 

The waters will heal mortal wounds, restoring an individual such that they are now merely wounded, at a cost of one permanent essence. 

If the waters are sprinkled by someone other than the caster then they do not work unless the person using them pay 2 essence. They will know as soon as they start they cannot do it (and so can save the waters). 

Empowered water loses its power once used once, though only a little of the water needs to be used for it to work. 
Again , do not douse a player / crew member in water  -sprinkle only.

Intuition, master, self. Grants the caster the answer to a question in the form of a one word flash of intuition. This can be about anything, and will be as informative as possible. Questions cannot be asked, rather a topic is given and the caster gets the most useful one word the ref can think of in relation to that topic.   
Body of Water, master, self. Caster becomes semi liquid for a scene, their body not actually losing its form but becoming more fluid.  They may still move, but not run. The caster may use their essence to ‘soak’ weapon blow damage only at a cost of one essence per damage grade (to no maximum). This does not stop special effects on blows, only damage. Sharp or piercing weapons tend to pass through the caster much more easily: these are soaked for only one essence, no matter what the damage grade and any and all other special calls on that weapon (even an elemental attack) are likewise ignored.   

Black Bile, master, near: inflicts a rank two disease on the target, which must be basically human. They suffer from the effects of ‘misery’ (the spell, above) until such time as the disease is cured. It may be resisted as a normal disease. 
Air Spells

Air stream. Novice, close a jet of air will knock one target back five paces. They must take these paces immediately, but may still strike at people they are knocked past, be struck at and so on. 

Fluttering winds, Novice, Other. Creates a fluttering wind around the recipient (not obvious to anyone really). These winds will knock away the next thrown weapon or missile that strikes the caster in that scene. If the weapon is dong anything other than normal damage then the winds do not knock it away, but the spell is not expended (so it could knock another missile away later). 

Zephyr, novice, near: this causes a small, but focussed gust of wind. It can be directed to move papers or other small objects, put out a candle or similar. Zephyrs are somewhat lax, and it may take a little while to work. 

Clean Breathe, novice, touch: subject will always draw clean air into their lungs, regardless of what pollutants are in the air. This lasts a scene, but only works if the target is primarily trying to breathe air: it does not let water be breathed, but works something like a gas mask.  

Slap of air, apprentice, close. Knocks something held by a person within arrow range from their hand, they must toss it away so it lands a few feet distant. If you have strength you may ignore this effect for 1 body.

Jolt, apprentice, close. Jolts a target with electricity, stunning them. Can be shrugged off for one body or will in which case they are shocked instead. Only works on ‘living’ things.  

Distraction, apprentice, close. Target becomes easily distracted. For the rest of the scene they pay double power for any use of skill, faith, willpower or knowledge. They should also role-play this.  

Sanguine Touch, apprentice, touch: the subject regains two points of power split as they see fit between psyche, knowledge and essence. This spell costs, like any other apprentice spell, one essence to benefit from. The subject should role-play the sanguine personality type (see above) for the rest of the scene, though this is not an overwhelming personality change. A person may only benefit from this spell once a day, if it is cast twice and they accept her ‘benefit’ of the spell they are instead inflicted with weak blood(see below). 

Lightning Arrow, journeyman, as fire arrow, but lightning.

Wind Chime, journeyman, special: the spell requires the caster to hold up some sort of object (a wind chime being common, but flags or anything that is distracting and flutters a bit is fine). This object must have the possibility of being distracting and of moving somewhat in the air. 

The spell lasts for the scene or as long as the caster holds up the object whichever is the shorter. 

The chimes distract elementals, of any type. As such, whilst the spell is active the caster may counterspell for one power less( to a minimum of one) and, furthermore, their effective elemental magic level is increased by one for purposes of what they can counterspell. This level increase applies even to elemental magic types the caster does not have, so, for instance, if the caster had no ranks in elemental earth they could still counterspell novice spells for no power cost.   

Hedonism, journeyman, special: cast when some sort of pleasure is being enjoyed (eating good food, watching a play and so on and so forth), this makes that pleasure somehow more enjoyable and a richer experience. Everyone present who was initially enjoying themselves regains one power of their choice. A person may only benefit from this spell, from the same caster, once per day. 

Lightning Bolt, Master, far.  A bolt of lightning hits the target, flying from the wizard’s hand. It hits the specified location causing an elemental wound that is also a double.  

Charm, Master, Close. The target becomes one ‘stage’ more friendly to the caster. This spell only works on human or nearly human targets. It does not work on targets that hate the caster, nor does it work if violence is taking place or clearly about to take place, or in other highly charged circumstances (like in the middle of an argument).

The ‘stages’ are, roughly: Unfriendly, neutral, friendly, close.

This change is permanent, but the attitude of the target may well change in the same way as any relationship may. This should be well role-played by the target and though a  subtle spell, is a potential potent one. It can help offset faux pas or help ease early negotiations. 

The spell also makes the target ignore the fact the spell was cast upon them. 

The spell may be resisted when cast for 2 willpower, in which case the ‘forgetting’ effect will backfire, and the target will instinctively know what was attempted and who did it.  

Weak Blood, master, near: inflicts a rank two disease on the target, which must be basically human. They suffer from the effects of ‘distraction’ (the spell, above) until such time as the disease is cured. It may be resisted as a normal disease. 

Impulse, master, self: the caster is seized by an impulse to immediately do or start to do something that would be useful, assuming some immediate action is useful and relevant. This obviously can help, as the caster will know something useful to do. However, if they do not immediately do what was suggested or start to do that thing then their capacity for impulsive insight dies a little and they cannot cast this spell again that event. 
Common Combined Spells

Combined spells use two types of elemental. Different combinations of elementals control different sorts of things, which are listed below.

These spells are learnt automatically if you have both of the governing elemental magic types at the appropriate rank. 

Fire and Earth

Between them these elements govern metals: the forging of earth through fire. More prosaically, magma and lava come under their control, though such spells are unusual. 

Burning Blade, fire and earth, novice, other. Makes own or another’s metal weapon burn such that it causes an elemental wound, called as ‘burning’ to the next target struck. If wielded by the caster then they may expend one essence at the time of casting and the blade will cause ‘burning’ damage for the first three blows struck. As with all ‘other’ spells, this costs an essence for anyone else to use. Lasts a scene. 
Forge, apprentice, touch: repairs one lot of damage to an object that is mostly metal (or where it is the metal bits that have been damaged), or makes a broken metal object (subject to the same criteria) able to be sued once more.

Steel Skin, journeyman, touch: the caster’s skin is hardened like steel, granting the equivalent of AC 3 for one scene or increasing the AC of the caster by one, whichever is the greater. No skill may be used whilst under such a spell, as it makes one rather unnaturally rigid unless the caster has armour use. This spell grants 3 free soaks a scene or whatever free soaks the person benefiting from it would gain from armour use, whichever is the greater. 
Prolonged use of the spell causes trouble, as it stops the skin breathing properly. As such, for each consecutive scene after the first this spell is used by the same person they lose one event permanent body. 

Volcanic Block, master, arrow: causes a rock to be hurled out of the ground as if propelled by a volcanic eruption to strike the indicated target, causing a physical quad to the chest.  , a knockback and knockdown
Fire and Air

These elements together control light and, indeed, sunlight. 

Flash of Light Air and Fire, novice, self. Creates a brief flash of light from the hand of the caster. No real effect and too quick and bright to really see by, but certain creatures who do not like light might be badly affected. This may seem a little useless, but there are a lot of things that really do not like bright light. This is not sunlight. Light sensitive creatures are shocked if they are within near range. This may vary from creature to creature. 
Blade of Light apprentice, touch, wreathes a blade in light such that it will inflict light damage on the next blow, or next three blows if wielded by the caster or another user who pays a point of essence to do so. Light damage is capable of effecting etheric things (like ghosts) as long as they can be seen normally. 

The Sun’s Warmth, journeyman, near: everyone within near range is warmed by the sun. No essence is needed to benefit, as this is an environmental effect. There is no actual sunlight. All persons so affected gain 5 power to resist cold effects (not physical ice) for the rest of the scene(even if they move out of the area: the warmth persists ‘in their bones’). It grants no extra abilities to resist, merely provides power for existing abilities. However, if the area is under a ‘cold’ environmental effect, no power is granted and instead the environmental effect is negated.  This spell cannot grant a person more than five power at any one time, but could be repeatedly cast to replenish such power to five. 
Sunbeam, master, far: causes a beam of sunlight to strike the target. If the target is susceptible to sunlight (such as being an undead with flesh), then it suffers an elemental wound to every location and is shocked. Creatures that come out in the sun are not bothered by this: it is just ordinary sunlight. 
Fire and Water

Fire and water together make acid. Steam and the process of evaporation are also governed by this spell. 

Evaporate, novice, far: causes a volume of liquid up to as much as a small barrel that is not part of a person to evaporate. Cast at near range, liquid that cannot be seen but is known to be there (like water in a barrel) can be caused to evaporate. Cast on a creature made of water (or a person in a watery form) this causes a physical wound to every location. 
Acidic Touch, apprentice, self. The next person touched with an empty hand receives a normal wound from acid on the caster’s hand. This can be soaked on armour and similar: it is an ordinary wound.  It hurts a great deal such that, unless soaked on armour, the target is shocked (resistible as a shocking blow) as long as they feel pain. 
If an object is touched (other than glass) and it is small enough to be carried then it takes a breaking effect. 
Dehydration, journeyman, near: dehydrates a person (who must be someone who relies on water, like a person) such that they pay double power cost until they recover. Recovery requires drinking a lot of water or one body paid in a scene change. Apprentice fitness may resist completely for 2 body. 
Used on a creature of water, or someone in a watery form this causes an elemental wound to each location.
Scalding Rain, master, near: causes very hot rain to all upon the target. This immediately causes an elemental wound and because the rain follows the target, it cannot normally be dodged. After an initial flurry of rain, it dies down but does not stop until the end of the scene. For four essence, and a suitable invocation of the salamanders and undines in the rain, the caster can cause another flurry of rain, inflicting another elemental wound to each location. After a second flurry, the rain disperses.  
Earth and Air

Dust and various atmospheric phenomena are covered by earth and air. Earth and air together also cover the force of gravity. 
Dust Stream, air and earth, novice, close. A stream of dust into the eyes of the target (who must have eyes) shocking them and blinding them for 10 heartbeats. Skill may not be used while blinded. The attack can be dodged as if it were a thrown weapon. Does not work on people whose eyes are covered (by a cloth, for example). 
Aurora, air and earth, apprentice, near: this wreathes something in a slightly glowing nimbus of light. This has no real effect, but is visible to anyone, even if the creature is normally invisible. It will work on insubstantial things, as long as someone is actively playing it -for example, one could wreathe a ghost in an aurora such that everyone could see it. This spell can be cast on something the caster cannot see (the elementals that make up the aurora can) as long as they know precisely where it is. 

Burden: journeyman, near: the target becomes very heavy for a scene. They may ignore all effects with a feat of strength. For the duration they may not move faster than a walk (feat of strength lets you jog, but not run or sprint) and may not use agility at all. All other skill cost is doubled. 

Meteor, master, far: causes a meteor to strike the indicated target. However, it takes a while to arrive: it will hit the target (unless they have left the Realm) at the start of the next scene.

The meteor causes a physical quad to every location. Cover (like being in most buildings) reduces this to a triple. If there is at least one floor above the target (in a big hose) it is double, a castle or cellar would take it to single and only being deep underground would negate it entirely.
If the target takes wounds to head, chest or abdomen from this spell and they had no cover when it struck then they are mortally wounded. 
There are not many meteors around to summon and as such this spell may only be cast once per event by anyone unless there is some sort of meteor based celestial event going on. 
Earth and Water

Within the purview of these two elements comes darkness, though also the more prosaic mud. 

Mud, Water and Earth, Novice, near. Earth (and only earth) under the feet of the target turns to mud. They sink to their ankles  -the target need not kneel or similar, but cannot move their feet. May get free either by laying down and crawling, grabbing something nearby and pulling themselves out or being lifted out by someone near, or pulled out forcefully.  A feat of strength can be used immediately the mud cast to ‘walk through’ it, but if not done pretty much immediately the target will sink too far to just push out in this way.
Blade of Shadow, apprentice, touch, wreathes a blade in shadow such that it will inflict shadow damage on the next blow, or next three blows if wielded by the caster or another user who pays a point of essence to do so. Shadow damage is capable of effecting etheric things (like ghosts) as long as they can be seen normally. 
Darken Eyes, journeyman, far, fills a person’s eyes with darkness, making it hard for them to see. Subject does not have to close their eyes but all use of skill costs double and they are unable to target anything more than a couple of paces away. Lasts a scene. This is a darkness, not a blindness, effect.

Treacherous Shadow, master, far. Causes the targets own shadow (they must be shedding one, though it could be a very dim one), to stab them in the back. This causes an etheric wound and, because of its nature, it cannot be dodged. 
Air and Water

Within the purview of air and water is cold and ice, though most such spells are lost, and only known to the Frost Giants (though no doubt some are becoming more common). Mist and many weather manipulating spells are controlled by these elements also. 

Dampen, novice, air/water, near this spell makes the target feel damp and dank, as if they had been standing in the rain for some time, it reduces spirits and generally lowers morale, it will have no effect on any creature made of water or indeed anything with any sort of resistance to cold / water / made of fire. The spell doubles all willpower costs and lasts until the target has managed to warm themselves by a fire. It is considered an environmental effect. 

Mist, apprentice, air/water

Causes a faint mist to rise up. No use in the day, as the sun will burn it away and the light lets you see through it anyway. Mist lasts a scene and covers a fairly large area. In game terms, it means the place where it was cast is hard to find at night, because sound is a little muffled and light obscured. This will have setting implications and crew will be briefed accordingly -it is a good way of buying a short respite during a long running defensive battle. 

Skill use on ranged shots against targets that cannot be seen (real world) clearly are at double skill. This will almost always be the case at night. 
Aura of Damp, journeyman, touch

Subject is surrounded by a damp haze. They are unable to awaken fire elementals they have bound or have in talismans, nor bind fire elementals. They are immune (called as aegis, as ever) to the first fire attack that strikes them as long as it does no more than single (in which case it burns away the spell and still works). If the spell is burnt away either by an attack passing through it or through it stopping an attack and they can cast the spell they may keep it active for 1 essence.

The spell lasts a scene

The Low Mist, master, self
This spell lasts until a rest, break or sleep scene or until used. If the caster falls unconscious, they become insubstantial and gaseous (though this would only be noticed on close inspection) and invulnerable to anything that would not affect insubstantial targets (including such things as being healed). Whilst in this state the caster will not get worse as a result of wounds or non supernatural poisons or diseases. 

The insubstantiality lasts until the start of the next scene change. 

Any air spell that would move an object or person, or a stuff wind, applied to the caster whilst insubstantial causes the spell to end and the caster to lose one permanent body. 

Empath

An empath has a preternatural sense for the emotional state of others. 

Definitions

Empaths can sense the emotional state of living beings. This works on a whole variety of things -almost anything that is capable of even basic thought – though with some creatures the emotional state may be fairly simple or obvious. It does not in any way ever work on ‘objects’. 

If an empath uses any of these abilities on a target that is consumed with an emotion in a supernatural manner – such as a werewolf in a raging frenzy – then the empath takes the effect of an ‘emotional overload’ (below). 

In all cases, where possible, a ref should be quietly asked for empath results in a lull in conversation. If you are an empath in conversation, a quick nod to a ref or gesture will brings them running, if at all possible, to stand by to quickly answer such questions. If it is not possible, ask the crew member, if a player, ask them. 

Empathy can be used to:

· Get a first impression.

· Judge a persons opinion of the empathy(apprentice)
· Assess a conversation (at apprentice)

· Judge a person (at journeyman)

· Befriend the simple (at journeyman)

· Overload someone’s emotions (at master)

· Question a person’s nature (at master)

· Befriend anyone (at master)

Power types used:

· Psyche.

First Impression (novice), 1 psyche. Used on a person you have just met, or a group of people you gave just met, gives a one word description of what that individual or group are like. When used on a group, details of individuals may be missed, but the word will seek to describe the group as a whole. 

Where possible, a ref rather than the target(s) should be asked for this call. 

Judge Opinion, 1 psyche. Used during a conversation with someone, will give the empath a one word description of what the person they are talking to thinks of them. 

Assess Conversation (apprentice): 2 psyche. Used after a conversation the empath has heard or had, this will tell them what an individuals ‘take’ and attitude toward that conversation was   -where they bored? Misleading? Angry? This will normally only be a one word answer. 

Judge Person(journeyman): 4 psyche. Used in regard to an individual that the empath has met and had some contact with (more than ten minutes or so of interaction with or near the empath) the empath will be given a brief (a sentence of so) but informative description of that person’s nature, though it will be from an emotional standpoint, not a factual one. The empathy has to have met them that day. 

Befriend the simple (journeyman), 2 psyche: this will permanently improve relations with the target in a similar manner to the ‘charm’ spell (see elemental magic). There is no resistance, but it works only on the simple minded, animals and children. This may only be used on a given target ever. 
Emotional Overload, 4 psyche, causes a target within three paces to suffer a sudden emotional ‘spasm’ which stuns them. This may only be used on creatures with ‘complex’ emotions – that is generally ‘people’. This draws on the empath’s emotions and ‘hurls’ them at the target in an uncontrolled way. This should only normally be used when the empath is stressed, distressed or otherwise very emotional. Used in a more ‘controlled’ way, this costs 2 willpower on top of the psyche and, additionally, the empath will be stunned (no resistance) by the flurry of emotions released. 

This will not work on things that are consumed with an emotion (see above). 

Question nature: 2 psyche: Used during a conversation (still better to ask the ref is possible) this will allow the empath to ask a yes/no/maybe question about the personality or nature of the target. Malicious? Trustworthy? And so on. The answer will apply to them at that point, not ‘in general’. 

Befriend, 6 psyche, as befriend the simple, but works on anyone, as long as they have ‘complex emotions’. It is considered the same as ‘befriend the simple’, so both abilities cannot be used on the same target. 
Exorcism

Exorcism is the art of directly calling upon your faith to oppose ‘evil’. Some years after the collapse the Twin Gods, responding to the proliferation of demons and undead handed down new mysteries via the senior church with which to counter them.  

A character may only learn Exorcism if they are a member of the church, have chosen nonconformist as their beginning society pick, or (with some modification to this ability) if they are a shaman.

Definitions

When abilities presented below refer to ‘evil’ creatures they mean things that are embraced by evil. All forms of true undead and all demons are considered so embraced and it is these things that these powers are most useful against. When dealing with ‘evil’ spells it generally means anything that would cause the caster to become touched by evil merely by casting them. Such spells are mostly in the preserve of NPC forces. 

Exorcism can be used to:

· Turn evil creatures. 

· Use knowledge of Evil to know about evil creatures. 

· Drive out evil taints. 

· May rebuke an evil creature (at apprentice). 
· An Isian exorcist may offer the hand of Isis to an evil creature(at journeyman)
· A Mithraic exorcist may scorch a creature with the light of Mithras (at journeyman). 
· May banish evil creatures (at master)
Power Types:

· Faith
The novice exorcist may turn certain evil creatures. This is done by holding up a holy symbol. This symbol can be either a proper holy symbol (a gold circle or sunburst for Mithras, a silver circle or moon for Isis), or may be anything roughly circular that has been sanctified. A proper holy symbol does not have to be sanctified in order to work.

The turning will only work on something that can see the symbol. Thus, if it is dark and you are using a small circle worn around your neck (which you are holding up a little way from your body) it may not work on creatures that simply do not notice the symbol. Likewise, creatures that are behind you or similar may not be turned.

To turn one must hold up a holy symbol and make it verbally very clear that you are turning by some in character statement. If it is not clear, it does not work. Only character that can actually do this should try: just holding up holy symbols will never work, so to avoid confusion just do not do it. 

Turning prevents anything that is embraced by evil from approaching any closer to you than they were when turned. If the person turning advances, then the creature turned must back off. If backed into a corner and unable to retreat, then they cower from the priest. 

 Most creatures when turned will seek to be somewhere else, depending on their nature. 
Some creatures – undead rarely and demons more often – may be able resist turning. By default, rank three demons and rank three intelligent undead/unquiet spirits may resist turning for five power. To resist a turning requires visible effort and probably verbal denial of the priest’s power. Even if resisted, the creature that was turned may only move towards the person doing the turning at a walk. 

As long as the person turning is holding up their symbol and speaking appropriately, then the effect of the turning continues. You do not have to speak constantly, but do regularly and you do need to keep that symbol up. 

Turning costs 1 faith to ‘engage’ and then could conceivably last the whole scene. Even if new creatures were to arrive in the same scene, the turning could apply against them also. Turing lasts for as long as the priest continues to hold up his or her symbol and verbally admonish nearby bad things, to a maximum of the one scene. 

Turning may only be performed once in a scene. 

If the priest does anything other than turn then the effect is broken. If any individual creature is attacked or influenced in any way by someone under the protection of the turning then the turning is broken for the person who did the attacking. In this case, the turned creature can move past the priest as fast as they like to get to the offender. 

If turning is ever used in too ‘pre meditated’ a way then the ref may call it has failed and it may not be re-used that scene. Turning is a potent defence against the forces of evil, calling on one’s faith to keep yourself and your comrades alive, not a mere tool. This, of course, is true of all miraculous abilities. 
Turning sounds really complicated, but you have all seen it a million times in the movies and should know what we want from it. 

Agatha is a priestess of Isis. She has apprentice level exorcism and thus can turn undead. A horde of such creatures attack the cottage she is sheltering in, break through the combatants who are defending the place and are menacing herself and her less combatant colleagues.

Agatha is stuck in the corner of a room, undead everywhere, with three comrades crowded around her. She raises her holy symbol to the rotting things in front of her and cries! “Sweet Lady Isis will have none of your foulness here! Get away from me, by moon’s light, I shall have nothing of you!” She continues in a similar vein. The undead creatures cannot approach her. She was pushed back into the corner, so she strides forward to defend her colleagues. 

Nominally, Agatha and her shielded friends are now safe from the undead. There are various ways that it could all go wrong for her, including:

1. Behind the mass of corpses, a more potent undead, their master, enters the room. He advances, “I have no fear of Isis” cries he (being more than prepared to ham it up himself) and he spends five might and starts to move towards her. Agatha is backed into a corner as she backs off, still trying to drive it away. He strikes her and knocks her out and then turns on her comrades. 

2. Agatha fails to notice that she has put her back to the door when she came into the room. A n undead enters, cannot see her symbol and knocks her out from behind.

3. One of the people behind Agatha grabs up a crossbow and shoots one of the corpses from behind her. That corpse immediately surges forward, past Agatha and strikes the crossbowman down. It then retreats away from her again.

4. Agatha, while turning the undead, screams to the combatant types outside the house ‘We could really do with some help in here!”. That is hardly verbally admonishing them, and the turning is broken. 

Knowledge of Evil: an exorcist has read or heard about a how variety of evil things and probably digested the contents of King James’ Malefica Maleficorum, a fairly definitive text on all sorts of malicious magic. Use of this ability costs 1 knowledge and will tell the priest something about a topic. The amount of information gained will depend on their rank in Exorcist.

This will tell you the rank of any ‘evil’ thing (see the necromancer or demonology entry for more details on evil ranks. This will give the generic name of such creatures if of the same or lower rank. 

Drive out evil seeks to remove an evil taint form a person, place or thing. Against a person, it may only be done if the person is willing or helpless. 

Drive out evil will work against undead, demons or similar that are bound to people, places and things, however intelligent undead may resist (five power), as may all demons (five power). 

Drive out evil also works well against ‘evil’ spells, like curses. By default, anything that would cause the caster to be touched by evil counts as an ‘evil’ effect. The word’ curse’ in its description does not always make it evil. 

This ability is one of general utility, allowing the priest to ‘drive out’ a variety of evil taints from people or things. Two obvious uses of this ability would be to remove some sort of curse or to drive out a possessing spirit. 
The caster must speak loudly when driving out evil. The caster works up through the ranks, stating clearly each time they have finished a verbal evocation (usually by stating “EVIL I DRIVE YOU OUT”). 

If the caster stops for more than a heartbeat, the effect ends, any faith spent wasted. 

The caster must touch the thing they are driving evil out of. This could be dangerous. 

If a true name is used (if the evil taint has one) then it may not resist. 

The cost is one faith per rank. When the effect reaches the rank of the target, the miracle takes effect. If the target resist, you can keep on going. If the caster reaches the highest rank of drive out evil they can cast and the miracle has still not taken effect, then the faith spent to reach that rank is wasted. 

The driving out cannot go to a higher rank than the caster’s rank in exorcism.

All this means driving out evil might be quick if one were removing a rank one curse) or might take a very long time indeed. The priest is engaging in a battle of faith with the evil in question. Some particular evil taints may need certain things to be done before the taint can be driven out.
An exorcist knows when her power worked, worked but was resisted or failed to work at all. She will also know when it fails and if so, whether it failed because she cast to too low a rank or for some other reason. 
If Cardinal Boleyn were rank three in exorcism and tried to drive out a possessing demon that was rank four from an evil altar, she would incant whilst touching it. The first incantation would cost one faith and not work, the second incantation (following on directly from the first) would cost one more faith and not work, and the third likewise. She would have spent three faith to no avail.

If she were a master exorcist, she could go to the fourth incantation and it would work, but a rank four demon would almost certainly resist (at a cost of four power). She could then start again.

If she knew the true name of the demon, she could use this in the incantation and the creature would be sent back to hell, unable to resist. 

If drive out evil is used on somebody who is touched by evil(as long as the effect is cast at rank one), then it will remove that touch (it will be back the next event if they have some reason to be retouched, such as a blood) but will drain them of half their starting willpower, rounded down. If this would take them to negative will, then the amount it takes them to negative is counted as ‘event permanent’ loss: they can recover that amount of will between events, but not on the event.

If used on someone who is held by evil, then it costs them all their will and half their base will is taken as ‘event perm’.

Creatures embraced by evil are sent back where they came from by this ability, or sent on to the next life, or whatever applies. In effect, they are dead.

An apprentice exorcist may rebuke an evil creature. This is a verbal admonishment, in the name of one of the gods, directed at an evil creature. It is backed by the force of the God’s displeasure at the existence and/or behaviour of the creature. It can be done quickly: it needs only a few words. The word ‘rebuke’ must be used. This costs two faith unless one is a master exorcist, in which case it costs one. 

The creature so rebuked, if embraced by evil:

· Immediately suffers the loss of five might and, if this would reduce it to zero, then the creature is sent back where it came from/dies as appropriate. 

· Is shocked unless they spend a further five might. Mindless creatures may not resist the shocking effect of a rebuke.

Rebuke may be used only once per day on a specific target, but may be used again if the creature does something that would warrant a further rebuke. Rebuke could thus be used if the creature struck someone. However, repetitions of the same misdeed (judged broadly) do not allow for multiple rebukes -you cannot rebuke a creature every time it attacks someone. Generally, two rebukes on one target (once for being there and evil, once for starting a fight) is the limit, but circumstances might make more possible. 

A walking dead (which have ten might) menaces Insi, who rebukes it . It suffers the loss of five might and Insi retreats behind Harry Crisp. Harry (who is fighting another one of the creatures and paying no attention) is struck by the creature. Insi rebukes it again for its foul attack, it loses five more might and collapses lifeless. 

Isian exorcists of Journeyman rank may offer the hand of Isis to an evil creature at a cost of 3 faith (2 for master exorcists). Metaphorically, Isis offers them her hand, and will lead them on to the next life. This will only work on souls that have not been banished by Isis to Hell. As such, it is most effective against undead, no use at all against unquiet spirits and similarly of no use against demons (unless Mithras banished them and Isis did not agree – not a common occurrence). 

Undead offered Isis help in escaping their tormented existence must pay ten might. If they have the might to spend, the forces keeping them in the tormented state hold them there (or they actively refuse). Otherwise, they collapse, their soul moving on to next life. In cases where undead would repeatedly return, this means they will no longer return (they have been taken off to await reincarnation). 

Intelligent undead who actively want to move on will lose twenty might, the forces holding them to their tormented existence being too strong for them if they have it, otherwise they leave.

A soul may only be offered this aid once, no matter who by. If it fails, or they refuse, then they will have to wait till they are reincarnated before the offer can be made again.

Mithraic exorcists of journeyman rank may scorch a target with the Light of Mithras. This is metaphoric, no actual light appears, but the effect of the sun is felt by the target. It may be used at ‘arrow’ range. 
This costs three faith (2 to a master exorcist) and requires a brief verbal invocation. It has the following effect on the creature targeted: 

· Any undead creature with flesh must pay fifteen might to soak this effect and is shocked.

· Any creature that is evil and specifically vulnerable to sunlight is similarly effected.

· All other evil creatures are shocked. 

This has no effect (other than perhaps a cringe) if used on the same target more than once in a scene. 

A Master exorcists may banish evil creatures for six faith. This works on all forms of evil creature, though what fate awaits them after they are banished varies: undead move on to their next lives, demons are returned to hell and so on. Creatures bound to this world via a fetter or something similar return to that fetter if banished (unless in it when banished, in which case they truly banished). 

Banishment requires a verbal incantation. The target must pay thirty might to resist, or is banished. If they resist, they are still shocked. This may not be used on a target more than once in a single scene, unless their circumstances dramatically change in some way (you banish it, it goes into a fetter, you banish it form the fetter would be fine in one scene). When in doubt, it can be used only once.  

If the true name of a creature is used when it is banished, then it gets banished. 

Fitness

Some people have a tough constitution and can shrug off poisons, diseases and, though they might take savage injuries, live through them. 
Fitness can be used to:

· Resist poison and disease.

· May resist ‘shocking blows’
· May use injured limbs
· Heal bruises immediately (at apprentice)

· Gain free power to heal themselves (at apprentice)
· May resist stunning blows (at journeyman)

· Recover power more quickly(at journeyman)
· May recover from mortal wounds(at master)
Power types used:

· Body

Core Rules

Fitness can be used to resist poison and disease of a rank equal or less to than the character’s rank in fitness. This costs one body for each rank of the disease. 
When some poisons or disease are resisted, there is a ‘lesser effect’ which the person with fitness will still take.  

Fitness at novice may be used to resist a shocking blow for one body. A shocking blow is any attack that causes a shock due to physical factors (usually pain). At journeyman this extends to stunning blows, (any attack causing a stun due to physical factors) and it costs three body to reduce that to a shock. 
An injured limb may be used: whilst most people cannot use a limb that is wounded at all, a person with fitness may hobble on a leg or hold something under an arm that is injured for one body for the scene. 
At apprentice a person with fitness may heal a bruise at any time for one body. 
At apprentice fitness one free power a scene for the purposes of healing injury only is gained. At master fitness, two free points are gained. This free power can be used on any self healing ability (the most obvious being the common ability to heal or come round in a scene change). These points may also be used to ‘wake up’. 
Fitness may be used to recover power more quickly:
· At journeyman, one extra power is regained in a rest scene.

· At master, two extra power is recovered in a rest scene and one extra power whenever the character regains power for any physical reason (any type of scene that restores power, tonics and so forth). If power is regained from multiple sources at once, then this ability still only applies once. 

 At master fitness, may recover from a mortal wound, becoming wounded to appropriate locations instead. This costs two permanent body. 
Galvanism

Some photographs of devices will be added to illustrate. 


Galvanism is the science of electricity, an unpredictable force. Galvanic items (especially lighting and heating) are rare, but are becoming more common. As of 1823, when Professor Brandy started to release a great deal of proprietary information previously hoarded by the London Glass Company, Galvanism has undergone something of a renaissance. It is still, however, a poorly understood and dangerous force, though is now more accepted by the masses. 

Galvanists gain the following abilities:

Galvanic Lore: works like other lore skills and will tell you how galvanic items work and so on. 

Galvanic Use: a Galvanist can use galvanic items that are not their own but, due to the personal nature of such things (every galvanist tinkers with their own devices) such usage costs 1 knowledge extra per use. ‘Simple’ devices, such as ‘household electricity’ and Galvanic Lights are exempt from this extra knowledge rule, as is anything that ‘anyone’ could use. 

Repair: a Galvanist can repair galvanic devices for 1 knowledge as long as they are not more than one rank higher than something they could make.  This costs 1 knowledge and should be suitable role-played. It will usually require tools. 

Galvanic Devices: a galvanist may start an event with one of each of the items they know how to make, including any they have learnt the schematics for but that are not listed below. It should be noted that carrying all of the props needed for everything might prove to be impossible. 

Schematics: a galvanist can learn how to make new galvanic devices at the normal cost(10 per rank on event, 6 per rank off). 

Galvanic Devices

The following devices become available to Galvanists at the appropriate rank. It is possible this selection may expand as Galvanism becomes more common. 

Each Galvanic device holds set amount of battery power, based on the quality of the physrep and the rank of the Galvanist. Battery power in a device can be used to fuel the abilities of that device, or transferred to other devices by any galvanist with suitable wiring, fiddling, and at a cost of one knowledge. 

The amount of battery power each device holds is equal to the quality of the physrep times the level of the Galvanist. Devices start with this much power and cannot hold more. Some items specifically hold more battery power than average, and these are listed as such. 

Physrep quality is as follows:

Good – the physrep meets the requirements of the device, as listed below.

Excellent  -the physrep is significantly more bulky than is required or is truly impressive, or is a little bit more bulky and more impressive. 

Superlative: the device is both much bulkier and much more impressive than is required. This category is unlikely to be achieved often, if ever.

Galvanic items can be ‘overcharged’ at a cost of 4 knowledge, such that it will hold any amount of battery power for a scene. The device will be destroyed if not brought back within normal power limits by the end of the scene and power may only be released form a device so charged by using the device, not by bleeding it back into a battery. A device that is so destroyed will wound anyone touching it and shock anyone within three paces or so. This is unpredictable, however.

Novice

Electric Light: normal electric torches or lanterns. The Galvanist may bring as many as they like. Non Galvanists must pay a point of knowledge to turn them on or off and may become shocked if they move them. Electric lights have no ‘game system’ battery power requirement. Lights can be bought by anyone with stipend and the character who has bound them knows how to turn that light on and off, but must fiddle a while to do so. 

Battery: a battery holds twice the power a device would normally hold. If it is your battery, you can transfer power to other devices at no cost of knowledge, but with some fiddling. A battery does not ‘do’ anything. Minimum physrep would be a large sized battery, suitably disguised, that could be attached to a belt or similar. The wooden boxes that need to be carried that have many dials etc that are in common use by players at present are superlative phys-reps (and so hold 24 battery power at master level). 

Most devices cannot be easily recharged, they may only take charge from a battery (they are delicate), but a battery can pick up charge from anywhere. If a ‘mains’ source is present, then a battery will gain half its used charge back in a rest scene and all its power in a sleep scene, though attaching cost 1 knowledge (attaching does not break rest scene rules). Batteries may be attached for recharge once a sleep scene has started. 

Galvanic Resuscitator: this device need only be small, little more than a clip or similar placed on the end of a wire. It will shock people awake at a cost of one battery power and one knowledge. 
Soldering Iron: this acts as a ‘forge’ for the purposes of repairing metal objects using the crafter skill and, if the galvanist does not have the appropriate crafter skill they may still repair damaged (but not broken) metal objects. Only a galvanist can use this, but they can use the iron in conjunction with a crafter (‘heat that bit up’). Use of the iron costs one knowledge and one battery power, and without any crafter skills being applied this will allow the repair of one ‘break’ on a metal object per use. 
Apprentice

Galvanic Blade: at minimum requires a metal weapon with some wiring on it. Superlative weapons would likely have to be custom made latex weapons, probably with bad balance. At will, the galvanist may call ‘shock’ when they strike someone with this weapon at a cost of one battery power and one knowledge per blow. 
Shock Glove: some sort of glove with wires, or a ‘hand buzzer’ or similar. This will shock people touched at a cost of one battery power and one knowledge, and is difficult to dodge (as it is a touch attack). 

Emitter: some sort of device that pops, fizzles and generally acts like a galvanic thing about to blow up, filling the air with a ‘galvanic charge’. The device costs one knowledge to set up, may be turned off at any time and may not be moved whilst active. It consumes one battery power a scene. Intelligent individuals will react to this according to their role-play, anything supernatural will likely not care, but natural things of animalistic intelligence will not wish to approach, and need to have a good reason and spend one willpower (which many such things have none of) to approach. 
Galvanic Recorder: essentially a disguised tape recorder or similar. Each scene of use requires one battery power. 
Personal Galvanic Health Stimulator

Physreps are rings worn by the Galvanist on each hand, or bracelets or similar. Device is closely tailored to the Galvanist and induce good health. They may resist diseases using battery power as if they had one higher level of fitness and may use battery power within the rings instead of body to heal themselves and wake up during scene changes.  

Journeyman

Therapeutic Stimulator: may use electroshock therapy to treat disease, because electricity is good for you. Wiring someone up and use of 1 knowledge and 1 battery power will cure strong diseases. This will not cure supernatural diseases. Physrep at minimum requires something which can be attached to a patient and some wiring. 

Portable Magnetic Converter: requires a hand held device with wires and dials. This will cause a single metallic object to stick to the floor. This takes 1 knowledge and 2 battery power and sticks something within about five paces solidly to the floor for a scene. A feat of strength can break this. 
Lightning Rod: this needs to be a rod held in the galvanist’s hand. It holds no battery power, but ‘free’ galvanic charge in the air (or some kind of galvanic bolt) will hit the rod if it targets the galvanist or would go past them, the power of that effect charging the battery within the device, as long as the device has space to hold such charge.

Master

Chapeau (or belt) of Magnetic Repulsion

Physrep: a large hat with some wiring or similar, or a ‘force field belt’ suitably wired up with dials. Hats that are embarrassing to wear get extra credit. 

The hat can be ‘turned on’  at the touch of a button at a cost of two knowledge and two battery power. It remains ‘on’ for a scene.

The magnetic field of the device will repel metallic weapon blows (call as ‘aegis’), irrespective of damage grade or special effect, that strike the wearer. This costs one battery power per blow. 

While the device is active, the wearer cannot pick up metallic items, but can push them (they skitter away from him). This means he could not draw a sword etc, but could hold one in his hand before the thing was turned on. Items that could not be easy picked up in one hand do not skitter away and the wearer can touch. 

Portable Galvanic Cannon: requires a fairly extreme physrep with dials and a clear ‘barrel’. It has an ‘arrow’ range, costs 4 power to fire and 2 knowledge to fire, but will effect every metallic object larger than a belt buckle(things like studded leather armour count as larger) on the target. 

Ethermatic Communicators: these are essentially walkie talkies suitably disguised.  Anyone may use them to speak into or hear from, but any ‘tuning’ at all, or turning them on and off requires a galvanist(though costs no power). These consume one battery power every scene of use. 
Herbalism

This is the practical use of herbs to make potions, poultices ands the like. This also gives a reasonable knowledge of various other herbs, and gives some knowledge of plants that do not come from your own area.  Herbalists use natural compounds working from folk remedies and the like and can come from a variety of primitive cultures.  Herbalists are steeped in the folklore of their culture, much of it being both useful and true. 

Herbalism is powered by knowledge unless specified otherwise. 

Herbal potions are almost always liquids. A small bottle (palm of the hand size) will hold one dose, a large bottle (250ml or so) will hold two doses. These definitions are treated laxly. Some specific herbal potions break these rules: details are given under the specific potion. 

All levels:

You start an event with two ‘batches’ worth of common herbal potions of any of the types listed below that you could make. A ‘batch’ is three doses, which may be in one bottle or split between several. 

You may bring on event much in the way of herbs, items of superstitious relevance and tools associated with them as you wish

‘Herb Lore’ - for one power point you will be told the basic uses of a herb or herbal compound examined carefully although if it is a herb not normally found in your area you will be told you do not recognise it (this will then cost no points).

Folklore will tell you about folk remedies and superstitions.  

You can learn a recipe on adventure for (6) points per rank of the recipe, or ‘off’ adventure for ten points per rank, as long as there is someone to teach you.    

New recipes will either:

Have common ingredients, which means you may freely make them on adventure.

Have rare ingredients, which you may pay (6) points for each set of those ingredients you wish to start an event with (you could then take those potions as part of your allowance for pre made potions). 

Have very rare ingredients: you will only be able to make such potions if the ingredients are present on an event.

Unless specified, recipes are deemed to have common ingredients. 

You may make any of the herbal preparations listed below that you have a rank in herbalism equal to or higher than. 

You may make a common herbal preparation with suitable role-play on adventure for one power per rank of the recipe, which must be less than or equal to your herbalism rank. You may make a single dose at this cost quickly, in a matter of a minute or two, with minimal preparation. Longer may be taken, requiring one ‘step’ per rank of the recipe(see Apothecary for an explanation) and producing a batch (3 doses). Herbalism requires only minimal tools and preparation. 

If you do not have access to the herbs you brought with you, a herbalist may go out and forage for suitable materials. There are no real rules for this: good role-play, as ever, rules. All this really does is allow a herbalist to make the common recipes if they have lost their stuff, but many may wish to do so anyway. 
A herbalist may cure disease exactly as an apothecary, however they must be novice rank to cure rank one diseases and master to cure rank two. The cost is one or two knowledge. 

A herbalist may cure supernatural diseases for one extra knowledge (and if an apothecary as well could cure high ranked diseases of this type).

A herbalist may cure poison in exactly the same the way they cure a disease. 
At Apprentice may apply poison to a blade carefully such that it will inflict the poison for the first three blows that weapon is used rather than one. If someone else is to use the blade, then they will have to handle it carefully, costing them one skill point also if they wish to get the benefit of the ‘three uses’ rather than the normal one. 

A herbalist may make use of local herbs. Local herbs occur in two ways:

They are set physreps to be found.

They are gathered by means of wilderness lore.

Such herbs fall into the rare or exotic category and may be used to make whatever they are suitable for making, assuming the herbalist has enough rank, without the need to learn a recipe. It is possible to learn a recipe from any of these, but not mandatory. This is only likely to be useful if the herbalist can take away and cultivate the herb that provide the benefit.  

For example:

A given area might have a particular bark, which, when brewed, produces a particularly good health tonic, which will allow an extra rank of disease to be resisted. This would be a journeyman recipe, but as growing trees for bark back home is unlikely, the herbalist would not need to learn the recipe. 

This bark might be set as a particular physrep (all silver birch have this property, for example) or as something more ‘general’ found by means of wilderness lore. 

A herbalist may make use of folklore recipes. These cost two knowledge per rank to use and the specifics for how they are made are given with each recipe. As ever, you can only make use of those of equal or lower rank. 

Common Recipes

These recipes are also available to an apothecary. The apothecary versions function the same unless stated otherwise, but are of a much smaller volume of material. 

Smelling Salts (novice): once uncorked, will bring anyone round from being unconscious as long as there is no reason for them still to be unconscious (like, if the wounds are healed). This works in a few seconds, but leaves the person stunned. Can be used as many times as is desired in the same scene, then the smell fades. Only one dose of smelling salts is held in a single bottle, which may be very small. 

A journeyman herbalist (or an apothecary) may ‘freshen up’ smelling salts at a cost of one knowledge in minimal time, meaning they can be used again. 
Sleeping Draught (Novice)  , If drunk by someone in a relaxed state, this will send them into a peaceful sleep. Sadly, if used during surgery the patients tend to die (2 extra perm body needed to cure a mortal). A person who does not wish to sleep and takes it may spend one willpower to stay awake, but pay double power cost because they are so sleepy.  Sleepy effects last until they get a decent sleep or a ‘power nap’. If drunk by someone who is active and does not wish to sleep then the effect with take three full scenes to kick in, but anyone may on such cases pay one body to shrug off the effect. 

 

Emetic (novice): a person drinking this will throw up. The urge can be resisted at no other penalty at a cost of one body a scene (ending when they throw up), or novice fitness resist completely for 1 body.

 Poison (any): poisons which must be eaten or drunk to take effect these have a potency equal to their rank (novice is weak, apprentice average, journeyman strong and master potent). Such poisons start to take effect immediately, causing the person so affected to feel ill. During this time, and use of power is doubled in cost. At the start of the next scene change you become too sick/ill to do anything, at the end of that scene change you die.

If resisted, poisons make you ill come the start of the scene change and cause a doubling of power costs for the scene change only.


Apothecary poisons can be a very small amount of material, herbalist ones are generally more voluminous and easier to detect. 

Poultice (apprentice): either a cream, a liquid you pour on a bandage or similar. Application must be done by at least a novice herbalist. Will heal a wound it is applied to in the next scene change.

Caustic Tar (apprentice): a sticky substance coated on a bladed weapon, it causes a great deal of pain when it gets into a wound. This a weak poison that shocks a person struck by it. 

Cleansing Salve: a salve applied to a wound, which must be from a physical source (is no use against elemental wounds and the like, only wounds that are open and bleeding).   It will cure any affliction that was introduced through that wound that is disease or poison based, as long as the effect is less than 3rd rank. It can be used to cure fourth rank effects if administered by the apothecary and they spend one extra knowledge to do so. 

Health (apprentice), taken this will negate the next normal(or less) poison or disease effect that the person who drank it takes. Lasts a scene. 

Tonic (journeyman): there is a different type of tonic for each type of power. Given them cool names yourself. A tonic restores one power of that type when drunk during the next scene change. This will not combine with other  ‘refreshing’ effects from an imbibed source  -the best effect is taken. 

Elixir (master): like tonic, but restores one of all types of power at the next scene change. This will not combine with other  ‘refreshing’ effects from an imbibed source  -the best effect is taken. 

Folklore Recipes

These are available only to herbalists, not to an apothecary. These may be brought along on event, counting as batches. Three are gained. 

As ever, these will vary wildly in style depending on your origins. All such charms need to be justified mythologically, and this might be impossible in some cases. 
The term ‘amulet’ is used here. This employs the ancient usage of the term: amulets usually take the form of several materials of suitable nature kept in a pouch around the neck, though they might vary realty in form (a corn dolly, for instance, would be a great amulet). 

A person must have been wearing an amulet for a full scene in order to benefit from it. 

All of these fade over time: they cannot be purchased with points to keep. 

Lucky heather(novice): it does not have to be heather, but something lucky, specially picked (or found, iron found by chance was thought to be lucky).  This grants one luck power (which can be used on anything where luck may play a part and may not be used in a premeditated way, but is judged laxly), for use at any time, to the person who receives it. A person may only benefit from one lucky heather per herbalist per event (as there is no real way to tell when it is ‘used up’). Making these needs to be well role-played, but can be pretty damn quick. 
Amulet of Health, novice  -protects against a single disease or poison, and the amulet needs to be made specifically to ward against that. It grants novice fitness to resist said disease or poison (it will not help against anything stronger).

Sensing Flower, novice: not always a flower, but often can be. This is something that will react when a specific thing is nearby. For instance, a flower might wilt when ghosts are about. Such charms work only once. ‘Nearbye’ means in the area (in general, the warning will come when crew are set). 

Greater Amulet of Health (apprentice): the wearer gains one rank of fitness to resist disease (one free power to resist of master fitness). 
Amulet of Curses, apprentice. Often a doll. If the wearer is cursed (in any form), then the doll gets cursed instead and they do not, as long as they spend one essence. However, the amulet will only work once and has to be destroyed or buried. Until such time as it is destroyed or buried, the person benefiting must pay one essence per scene to stop the curse leaving the amulet and affecting them. The amulet will still not work again. 
Amulet of Recovery  -need a better name) (journeyman): grants one free power per scene for the purposes of healing oneself  using the normal healing in scene changes only. It may not be used to wake up. 

Amulet of the Journey (journeyman): such an amulet is made to bring luck on a specific journey and, as long as the wearer is on that journey they gain one ‘luck’ power a scene. This power is gained only whilst actively travelling  -if the trip stops for more than a scene (judged harshly), the power does not apply until the journey starts again. 

One more journeyman
Warding Amulet (master): this is created against a specific type of supernatural thingy such as demons, walking dead, ghosts, faeries and so on and so forth. If the creature is something rare and unfamiliar you might have to find out what keeps it away first. The warding amulet will grant the wearer one free power a scene to resist supernatural effects used by the creature type. However, it grants no extra abilities to resist. 
Bane Paste, master  -requires use of some material that is either directly the bane of something or that is not a specific bane for that type of creature but that has clear mythological connotations. For instance, garlic, though not a bane to vampire, could be used to make a vampire bane paste, demon bones could be used to make a paste that was a bane to angels silver or gold ground up and used to make a bane for lycanthropes etc. Such paste costs one knowledge to apply to a weapon (none if you made the paste) and inflicts bane damage on one blow anyway. The material used has to clearly (judged very harshly) suitable as a bane for the type of creature. One will find out when it gets used if it will work or not. 
One more master
Mathmagics

Maths is fundamental to the way the world works: it is the underlying principle of everything. A mathmagician can use numbers to change the very fabric of reality.

Although Mathmagics only really came to the fore in the very late 18th century, it is an ancient art, the origin of which is generally associated with the work of the ancient Greeks Pythagoras and Thales. Modern Mathmagics can said to have started with either Newton or Leibnitz. Newton called it ‘The Science of Fluxions’ and Leibnitz ‘Calculus’, but the term ‘Mathmagics’ has come to be used by most people in the modern world. Continental and British practitioners fell out over whether Newton or Leibnitz has invented the ‘calculus’ (which is the basis for modern mathemagics). 

When the revolutionary French took Switzerland, they also took the many secret papers of the Bernoulli family, who had transcended almost everyone else’s work on mathmagics. This formed the basis for France’s pre-eminence in the field and the eventually breaking of the world. 

People often react to Mathemagicians in roughly the way a modern person would react to someone who builds atomic bombs just after there had been a nuclear war.  Of course the Mathemagical Core of the army point out that you must fight fire with fire...
Definitions

Mathmagical script is a number/letter supposition method that represents the advanced math of the mathmagician. 

Functions are the various spells/rituals that a mathmagician may ‘cast’. 

Mathmagical Script

A fairly simple number to letter code is used to represent the complex formulae used by mathmagicians. Though in out of character terms this is fairly simple, in character it represents very complex, universe defining mathematics.

At its most basic, the script uses numbers for letters: 1 for A, 2 for B etc. However, rather than using just a number, a simple mathematic formulae is used. This formula is then encased in brackets, which splits the letters.

Thus, the letter C could be written as:

(2+1)

Or

(5-2)

And so on.

The individuals letters are joined together by a +, - , * or /, but these have no meaning.

So, ‘Justin’ could be written as:

(20/2)+(7*3)-(10+9)/(10*2)+(12-3)-(2*7)

To split individual words one uses = between the brackets.

Additionally, one may add numbers and symbols outside of any brackets: these are meaningless in terms of ‘what the script says’ but can add complexity if wished and are of relevance in some scripts or to some GM abilities. 

If that made no sense to you at all, then do not play someone with the ability.

In real world terms, of course, the mathmagical script is just gobbledegook.

When reading, translating or similar mathmagics you may not write down any letters or discuss the fact they are letters: everything has to be done with numbers only, nor may you use a letters to numbers crib sheet. It has to be done using the numbers only.

The use of mathmagics can cause harm to the realm you are in, those around you and otherwise seriously damage your health.  Maths feels unpleasant to be around.
Mathemagical Functions and the Wasteland

Scripts are tied to the Realm they are written in. As such, Functions will not work at all other than in the Realm where they were penned. Some few functions break this rule. 
Mathmagics can be used to:

· Translate mathmagical script

· Activate a function that needs to be read. 

· Give things true names with mathmagical naming. 

· Know and be able to use all the common functions of a rank less than or equal to the mathmagician’s rank.

· Learn new functions. 

Power types used:

· Willpower

· Knowledge

A mathmagician may translate mathmagical script. This costs no power, but they have to do it themselves.

Read Mathemagical Scripts (see below) may be activated by a mathmagician in the usual way for 1 knowledge, whether they wrote them or not. 

Mathmagical Naming is used to give things ‘true’ names. Most inanimate objects do not have true names, unless they are suitable for use as ritual foci. 

Some things have true names. In the case of most people, they have a true name (the one they were given when they were born or called the most in their first few years of life). Most places have a name, too, if they are important enough (the village will, the grove in the woods may not). Mathmagics deals with true names as expressed in formulae.

Using mathmagics you can give anything a true name, be it a rock, a saucepan or a place. To do so, you must write out a description of the thing or place such that it could not be mistaken for any other, even if it were moved. Thus, if you name a rock Eliza, you need also to describe that rock in detail. 

If the target does not have a true name, then the name given is now the true name forever more, unless it enters the Wastes, when it is lost. 

If the thing named already has a true name, there is a Mathmagical backlash which will damage the realm and costs the mathmagician 1 event perm willpower. The target will retain its original name. 

Naming something in this way costs 2 willpower, one willpower for a master.

In order to use a mathmagical function it needs to be written in mathmagical script. 

It will only function in the Realm it is written in or, if written in the Wasteland, until it exits the Wasteland (the Wastes count as a ‘Realm’ for these purposes). 

Writing a function costs one willpower for each rank of the function plus one knowledge no matter what the rank of the function is.
Higher level functions require more complex scripts: each letter (the bit in brackets) must be represented by at least one number plus the rank of the function. So, a novice function requires only two numbers (so (2-1) could represent A), whilst a master function requires at least five numbers (so (10/10*2+3-4) could be A). 

The name of the function must be written, as well as any additional information required by the specific function.

The names of functions can be freely changed by a mathmagician (and they may use different names for different castings) as long as the replacement name at least vaguely alludes to what the function does, and is not appreciably shorter. Functions are often named for the person who discovered them. 

Functions are normally written in a very stark style, without a need for conjunctions and the like. 
Functions come in several different types, each of which has certain requirements for use. Certain individual functions may modify these set rules. These are:

Triggered Functions: these functions do something when the paper they are written on is torn. The person tearing them must spend one willpower, unless they wrote it, or the maths just leaks away to no effect. These scripts almost always effect the person who tears them. 
Active Functions: these do something for a person carrying them. When a person other than the one who wrote the script receives such a script they must expend 1 willpower or it will not work for them. They also need to know what the function does: usually, a mathemagician will explain as they hand the script over. 
By default, active scripts last the whole event. However, in some cases when the effect ‘kicks in’ it only lasts for a scene.  
Some of these have a constant effect, some ‘kick in’ under certain circumstances. 
The script must use the true name of the person who will benefit from it.  

Environmental Functions: these scripts have an effect on a place named in the function, which must be the true name of that place (even if it was only just named). The function must be in the place named and the effect only persist while the function is within that place (and ends if the function is destroyed). 

Read Functions: these do something if a person reads them. Unless stated otherwise, the person doing the reading must expend some knowledge and  have the ability to activate such scripts (be a mathmagician or have taken the ability to activate scripts as a scholar field of study). 

These functions need to be read out loud, clearly and audibly for them to work. If read wrong, for any reason, or the reading is interrupted they lose their power and the backlash costs the reader 1 event perm willpower. 

Functions can be read either in plain English (the translation of the script), or the script can be read out in number form. 
Read functions have arrow range unless otherwise stated, however if a read script has someone’s true name written upon it then it may target that person regardless of range (though not across the wastes). 
Checking Functions

Any functions used on an event need to be handed to a referee after they are exhausted or at event end. This may be checked and, if checked and found to be wrong in some way, there are repercussions. Scripts that are written wrong still work, but the person who wrote them suffers some backlash from this.  

If single letters were wrong, then the mathmagician loses one event perm willpower for each mistake. If the function was checked at the end of the event then this loss applies the next time the character plays. 

If there were major errors (missing words, for instance), then one permanent willpower is lost.

If this would reduce willpower to less than zero then the mathemagician is subtracted from reality and is dead. 

If a read function was written wrongly and the mistake not picked up when it was read then there is a one perm willpower loss. 

If, for some bizarre reason, the script was written wrongly ‘on purpose’ then loss is quadrupled and always permanent. 

Common Functions

All player mathmagicians know the following functions if their rank in mathmagics equals or exceeds the rank of the function. They might know them by different names. 

The first name given is the one commonly used in England, any in brackets are alternatives. 

Triggered Scripts

The Fibonacci Disappearance, apprentice.  Reducing the nature of the existence of the person activating this script temporarily to zero, they cease to exist for the rest of the scene, reappearing in the same place at any time during the next scene change as if no time had passed for them(which means effects in place upon them might last longer as they are deemed to ‘miss; the scene change/end of scene). However, they are shocked when they appear, as it is rather disconcerting. 

Golden Section, journeyman

This script is based on the ‘golden section’, an infinitely repeating angle. When triggered, it causes the person benefiting to be able to repeat the same thing over and over with less effort. 

After triggering, the second and subsequent times the person does the ‘same thing’ they pay one less power to do it. If the thing would only cost one power, then they only pay for every other use. 

In order to benefit:

The ‘thing’ done must cost power.

Each time it is done it must cost the same power.

The character must make an effort to do the thing in the ‘same sort of way’ – swing a sword at the same angle, use the same words and gestures for a spell.

The effect ends when the person uses any power for anything other than the action that is being repeated, or when they stop that action and do something else (pausing is OK), or at the scene change.

It only works for ‘active’ things – you could not use this to soak, for instance, only for things the person benefiting chooses actively to do.  

Slate writes a Golden Journeyman script and hands it to Molly who is about to heal someone’s wounds using Miraculous Healing.  Molly, with a slightly hesitant look at slate rips it up paying one willpower.  She then faith heals someone’s wound.  They have a lot of wounds and no faith left, and so she must cure another, this second wound costs one less faith to cure.  She continues curing the same person for one faith and even the next person immediately afterwards, until the scene change. However, if she found she needed to cure mortal wounds on one of them (a different ability with a different power cost) and did so, then the effect would end. 
Homeward Bound, Journeyman,

Carries the person to a named place. If this is through the Wasteland then this costs them 1 event permanent willpower, 1 willpower otherwise. It may take some time to get there (depending on what is practical). The individual does not exist for the intermediary time. Recall can only be written for somewhere the mathmagician has personally been. 

If you use this to travel through the Wasteland you may well fall foul of various phenomena and suffer loss of equipment as normal. It is a dangerous thing to use and, if there is any reason why something might go wrong, then it probably will. 
Galileo’s Parabola (master)

This allows the prediction of where a missile (not thrown) weapon will land. A person under this script can use any missile weapon. If they already could use a specific missile weapon, they gain accuracy with that weapon which is fuelled by knowledge. If they already have accuracy, they gain the bowman GM ability precision (fuelled by knowledge).  There is no effect if they already have precision. This effect lasts the scene. 

Active Functions

French March (The March of Honour), novice: has to name the person to benefit and two Realms (true name not needed for the Realms, anything clear is fine). The first named Realm is a departure point, the second named Realm a destination. If the person with the script enters the Wastes, they will know the way to go to reach the destination. All Wastelanders can do this anyway.

The French seem to be able to do this to large groups. 
Pythagorean Triple (apprentice). The function names three people by their true names and creates a metaphoric triangle. Henceforth, if any one of them activates any mathmagical function (as long as one of them is carrying and benefiting from this script) they may choose that it instead works on another member of the triangle. Triggered and read functions may all be used in this way, as long as whatever the function does would normally affect the person activating it. Active functions may be used if the functions gives a choice as to when it starts working (unassailable condition, for example), but not if it gives a constant effect. 

If the three people happen not to be forming a triangle (unlikely unless they are sitting in a row or something) then this function does not work until they are in a triangle (which will likely only need someone to take a step).

Using a script to benefit another person in this way costs them one willpower. Otherwise, the person activating pays any costs. 

The triangle works regardless of range, as long as all participants are in the same Realm or within the Wasteland. 

The Royal Road to Geometry, apprentice

Kings never like having to study like normal people, and this was Euclid’s answer to the problem. A person benefiting from this active script may read mathemagical functions (both translate and activate them) and resist mathemagical effects as if a scholar. They pay the normal power costs to do so. Players, of course, still need to do the actual translations themselves: this merely lets someone who could not do it do so.   There are some people who this simply will not work on (notably people who are OOC bad at maths and who can’t translate it IC)

Thalian Geometric Shadow (journeyman): the function must name someone or something or describe it, but true names are not needed. The person benefiting from the function may always tell, at a cost of one willpower or knowledge, where the target of the function is in relation to themselves (distance and direction) and in what direction and at what speed they are travelling. If the target is not in the same Realm, they will know this but no more. They will also know the dimensions of the target (how big it or they are). 

If the target is within about 100 yard, it will only tell them that, no more (it will not pinpoint anything that is close by). 

Socratic Doubt, journeyman

Socrates was never sure that, when one and one were added together, if it was the first or the second one that became the two. He was not big on math and doubts of this kind can be used to resist math effects targeted directly at the person benefiting from this script. It is, however, involuntary.

If carrying such a script, it triggers as soon as any maths effect (beneficial and self cast included, but not including this one) effects the bearer and then works for the whole scene (even if the script were thrown away).

The bearer resists any mathemagical effect that targets them directly (not the environment or their gear) for one willpower. They have to spend this willpower. If they run out of willpower (have zero and need to spend more), this effect ends and they fall unconscious. 

Unassailable Condition, master. The person benefiting from a script may choose for it to activate when they take any effect, causing that effect to not happen to them. It does not cause the effect not to happen at all; it only stops its effects on the person under the script. This really will stop almost anything at all, however it will not bend physics except for the person benefiting: if hit by a train, the train would not stop, but the caster would be gently pushed aside.

Active use of this function requires that you know the thing has happened to you, that you are conscious and that you are alive. 

The script will not stop anything that has effected the whole Realm and caught you within it as a side issue, nor would it stop the direct power of the Gods(not likely to ever happen), nor anything as a result of a fundamental shift in reality. 

If the effect is one that would be ongoing (such as an environmental effect) then protection is granted for a scene. Otherwise, it works only once and is discharged. 

If you did not write the script, it costs four willpower to use (as well as the one to accept it). 

Mercator Projection, master

This is written on a map, though it could be of the whole Realm, part of it, or a building plan. This must be specified. The map needs to be split into squares (like longditude and latitude) and the function needs to be written on those lines. As such, it is likely to take a while and look pretty cool. They could be partially prepared before hand. 

The map must have at least one place marked on it, and the true name of that place must be noted in mathemagical script in order to ‘centre’ the map.

At two knowledge a time the mathemagican may then for some details about specific boxes, which will give general ‘geographical’ information about that box(features therein, population and so on). Alternatively, they may ask where a specific place is  -which must be a ‘permanent place’ (you could ask about the shrine, but not about the gypsy camp unless it had been there a while).

We play a bit fast and loose with geography in FR(and the geography of most realms is a bit malleable), and as such this essentially will tell you where a place is so you can find it, or something about an area. 

This is never quick to use: you should ask your question of a referee, and when you get a reply (which may take a little while as you think about it), add it to the map. 

Environmental   Functions

Realm Strength, novice, a development on earlier functions this will very slightly increase the strength of a Realm. It must name that Realm. Realm artefacts ay be described in such a function and for each one so described the Realm is strengthened a little more. The true name of the Realm Warden adds a little more strength.

This is ‘false strength’: it persists as long as the script is active, but will vanish if it is torn. Only one such function will benefit a Realm at one time.
Tap Mathemagical Construct, apprentice

A ‘mathemagical construct’ is a hypothetical creation which has a particular effect -they are in essence environmental rituals that have been done so often that, even when inactive, they are still present in reality. Different such constructs occur in different Realms. Using this function will ‘activate’ it.  The function must name that construct. The effects vary from construct to construct. Many Realms do not have such constructs, they having been destroyed by the collapse and for those that do, they can be hard to discover. Once such a construct has been tapped, the mathemagican may then learn how to use that construct as a new function. Squaring the Delian Altar and Newton’s Mint are both examples of constructs that have been tapped, learnt and disseminated. 

Such constructs can vary widely, and not all will have properly ‘environmental’ effects. 
Squaring the Apollian Altar, apprentice

An ancient Greek maths problems that focussed on a cure for the plague: they were told to double the volume of the altar to Apollo, but doubled all the dimensions instead. Anyone within the area of this ritual gains one free body a scene to resist disease and may resist diseases of one rank higher than they normally could. 

Newton’s Mint, apprentice

Anyone in the area handling money will know its rough value in relation to whatever coinage (or goods) they are used to dealing with. This does mean that counterfeits are easily detected. It does not mean you can value anything other than ‘money’, though for some individuals, the value of money might be given in some sort of good (a goat herder who never dealt in money would be told the value of money in goats). 
New England (New France, Colonial Shelter), journeyman, makes part of the wasteland into a ‘real’ place. This will be a smallish area around where the script is written (the Realm forms as the script is finished). This creates a Realm of a sort; albeit a weak one that will fall into the Wastes should anything cause it to do so. The Realm will persist as long as someone is in it; it will collapse if left empty of sentience (some undead and/or demons will keep it functioning). 

The Difference Engine

This makes any and all things that occur within the named location be mathmagically defined, sorted and computed such that a permanent, but theoretical, record of what has occurred and is occurring is made. This has a couple of effects:

 It makes mathmagics easier within the named area for any mathmagician, as the world locally becomes more ordered, granting one free willpower a scene for the use of mathmagics. 

It allows questions to be more easily asked using Leibnitz Logic of Algebra: if that function is used, then additional questions may be posed at a cost of only 1 willpower and 1 knowledge (they still need to be written out), such reduction lasting as long as the mathmagician does not leave the area of the function and uses no power on anything else, or until a rest, break or sleep scene. However, the answers to these questions will only consider data present in the named area when they are asked, not anything outside it. 
Read Functions

Befuddling the Ignorant, novice – targeted on a person the caster can see, their mind is filled with a mathematical puzzle which, though not that complex, the subject cannot get out of their mind. This is called as ‘mathematical confusion’. It only works on sentient targets who have at least some understanding of what maths is.

The target pays double power costs for everything until they solve the math problem.

· A mathemagician solves such puzzles instantly.

· A scholar may solve such puzzles for 1 knowledge.

· Anyone may solve such a puzzle in a scene change for one knowledge.

· Extended role-play spent explaining the puzzle to someone else, lets them spend power (as above) to solve it. Subjects should make something up as a moderately simple maths puzzle. 

Democritus’ Disorder, apprentice

When read, this script rearranges the atoms in a specific object, breaking it (it may resist as normal). The script must name the specific type of thing to be broken (‘sword’ ‘shield’, ‘hat’). A master mathemagician may use a script to break something similar for one willpower extra: a script named for ‘sword’ they could use to break any mêlée weapon. 

Platonic Solid, apprentice

This function may be targeted at a person or an object. The target becomes a metaphoric ‘platonic solid’: a shape suitable for the storing of specific types of elementals. This construct is pretty fragile and will break apart come a sleep scene. However, until then the object or person will be able to have three more elementals bound into it than it otherwise could have (this means three for most people). 

The function must mention the shape:

Fire: tertrahedron

Air: octahedron

Earth: cube

Water: icosahedron
Zeno’s Paradox, Journeyman
This is targeted against an individual and draws on Zeno’s Paradox (specifically ‘the arrow’) which indicates that anything travelling between two points must be consistently halving the distance between those two points and, as such, will never arrive. 

The target will be unable to use any ranged effects on the caster for a scene – they will slow down as they reach the caster and then vanish in a quick paradox. This works even on ‘infinite range’ effects, like ritual strikes. It has no effect on mêlée attacks. 

LaGrange Point (journeyman)

A target, which could be anything (a person or object) is unable to move more than one big pace from wherever they were when the function was triggered on them. This effect lasts a scene. This is due to gravitational forces: supernatural powers that let you move would let you break free (though these are very uncommon) and so would a feat of strength. 

Fermat’s Last Theorem, master
Poses a horrible mathematical problem, which dominates the mind of the target. This is called as Grand Mathemagical Confusion. 

The effects vary, work down this list to find the one that applies:

If they are a mathemagican, they are stunned and must spend six knowledge to solve the problem. Until it is solved, they may not write, or read any functions, and all power costs are doubled. They may still translate math script.  The power can be spent across several scenes. 

If a scholar, they are shocked and must likewise spend six knowledge to solve the problem, being unable to translate maths or read maths scripts till they do so.

Other people are shocked by a rush of numbers they do not understand, then forget them. 
Leibnitz’s Algebra of Logic, master

The script should contain a question and, when read, the answer to that question will be related to the questioner. The answer will returned in the form of a ‘yes’ or, if the answer is anything but a yes, the answer will come back as ‘no’ (in actuality, they come back as ‘1’ and ‘0’).

Multiple questions may be asked instead of one, the answer coming back ‘yes’ if the answer to all of them  is ‘yes’ or ‘no’ otherwise. So if you asked 8 questions, 7 are answered yes and one no, the answer comes back no.
Mechanic

. 

Each level of mechanic  requires four devices in total. 

Mechanics are a fairly modern phenomena, with few that are not contemporary (though engineers and people from the past may well have studied the skills once they arrived in more modern times). Higher ranks of mechanic are somewhat rare, in fact there are very few journeymen or masters.

With the rescue of Mr Dibner and the publication of several papers, a number of useful mechanical devices have become more common.

Some mechanics are educated people (and have scholar), whilst some are folk with a ’knack’. 

Mechanics gain the following abilities:

Mechanical Lore  - this works just like any other lore skill, with reference to matters mechanical (not more general engineering/architecture  -that would be a scholar specialist). 

Disarm Traps  -allows the disarming of snap traps and similar mechanical devices. This can be done free if they are ‘simple’ (In which case anyone can try for 1 knowledge) or for one knowledge otherwise. 

Repair: a Mechanic can repair mechanical devices for 1 knowledge as long as they are not more than one rank higher than something they could make.  This costs 1 knowledge and should be suitable role-played. It will usually require tools. 

Mechanical Devices: a mechanic may start an event with one of each of the items they know how to make, including any they have learnt the schematics for but that are not listed below. It should be noted that carrying all of the props needed for everything might prove to be impossible. 

Schematics: a mechanic can learn how to make new mechanical devices at the normal cost(10 per rank on event, 6 per rank off). 

Tools: a mechanic may take whatever ‘mechanical’ tools they wish on event and freely carry them through the wasteland. These are ‘normal’ tools like screwdrivers, wrenches, mirrors on sticks etc etc. 

Mechanical Devices

The following devices become available to mechanics at the appropriate rank.  Many are self explanatory in function. Those marked as common © may be purchased with stipend and used by anyone.

 Novice

Pocket Watch©

Telescope©

Magnifying Glass ©

Tools which fall outside of the ‘normal’ range ©

Goggles are hard to see out of unless they are made for you. They freely resist any ‘vision’ effect that introduces particles into the eyes and allow the mechanic to resist any ‘gaze’ effect (entropic, mesmeric etc) for 1 knowledge. 

Camera  -these should be functional, and mocked up to look old (box brownie style is fine). Taking pictures is free, but cameras are mechanic only as they are hard to use. If pictures are taken and circulated (in suitable sepia tones) after event, then they can be assumed to have been sold to newspapers and the mechanic gains one stipend (two for ‘scoop’ photographs). 

Record player – music should be on vinyl. It does not have to be ‘era accurate’  -classical, big band, ‘showtune’ music is all fine as long as it is clearly not modern rock/pop etc. Music played in a rest scene restores one extra power to those who like it. 

Apprentice

Brace (physrepped by something like two bicycle clips with something joining them). Properly fitted to a limb (costs 1 knowledge from any mechanic or physician) allows use of that limb if crippled or wounded. May only be fitted after being crippled/wounded. Limb may be used in ‘basic’ ways, or used properly for 1 willpower for a scene. 

Hand Dynamo – allows recharging of a battery by turning something. This costs 1 knowledge a recharges 1 battery power (in about 5 minutes) or, for 1 knowledge, if pumped by mechanic/anyone they can sucker for most of a rest scene (shifts are ok) restores up to ten battery power. 

Journeyman

Powered Glove: a metal glove for one hand (safe physrep, obviously) allows the mechanic to ‘tinker’ with it to make it work properly, which costs 2 knowledge, and for the rest of that scene may use some strength feats with that hand only for that scene, at the cost of 1 knowledge a time. Limited to +1 damage, knockback and knockdown. May also shield break by striking (touching) a shield (breaking it with fingers). 

Master

Steam Plate; steam powered plate, requires excellent physrep for steam powered plate armour. Does not require armour use, but it is recommended to get full benefit of wearing heavy armour. Allows one to:

Use wounded or bruised limbs for a scene for 1 willpower. 

Use the ‘feat of strength’ ability to carry people/things, for 1 knowledge.

Break out of entangling/holding type effects (like grasping hands) for 1 knowledge in 5 seconds ‘pulling’ or so. 

Medium

A medium is someone who can see and perhaps even talk to ghosts and restless sprits, and interact with the spirit world. Although the name suggests séances and table wrapping, the ability is also often possessed by those of a shamanistic bent, or those who just ‘see dead people’. 

Definitions

Spirits come in a variety of types. To understand medium one needs to understand about spirits and souls. A soul is the immortal bit of a human being, and is not something that a medium can deal with. A spirit is the etheric accretions that a person picks up around their soul during life.  When someone dies, the soul moves on, but the spirit lingers a while, slowly fading away to nothing. Some spirits linger, however. 

Ghosts are the spirits of dead people. They usually stick around for about a day fro every point of willpower they had in life, floating near the body, slowly fading away. They look like the person (if you can see them) and they have the persons personality and memory. Very few will ever actually ‘do’ anything, though sometimes one might stick around a while, perhaps even a long while.

Unquiet Spirits are those who have died in horrible circumstances and stick around as malignant entities.  They are described in more detail under necromancy.

Eternal Spirits are those spirits which have transcended the mortal state, or never were human in the first place. These are the sorts of spirits dealt with by a shaman, but a medium can interact with them.  

These are collectively referred to as ‘spirits’ for the purposes of these rules, though many characters will have different names for different types and the taxonomy (above) is for rules purposes, rather than role-play purposes. 

All medium abilities apply to all these types of spirits unless specifically stated otherwise. 

With medium you can:
· Use ghostly perception to see ghosts and spirits. 

· Ask questions of spirit. 
· Read the aura of a spirit (at apprentice). 

· Interrogate spirits (at apprentice). 

· Be at home in the dreaming (at apprentice) 
· Converse with a spirit (at journeyman). 

· Create ectoplasm (at journeyman)

· Question, interrogate and converse at range (at master)

· Summon a spirit (at master).
· Read the Aura of a living person (at master)

· Astrally project at night (at master)

Ghostly perception costs one psyche to use and last the scene. Whilst active:
· Invisible spirits become visible to the character (though still might not be seen if hidden).

· Places frequented by spirits will be noted because such spirits leave ‘etheric trails’.

· Spirits that are visible will be noted as being spirits. 

· Objects, if examined closely, that have a spirit in them will be noted as such (though not much else will be determined about them). 
A spirit who is present may be questioned. This works exactly like interrogation, excepting it costs one psyche to use and does not force an answer. As such, it is polite. If this spirit can communicate under its own power, there may be no need to do this. 
A spirit who is present may be interrogated by an apprentice medium. This is difficult to do, but the spirit will give honest, but as brief as possible answers. Some potent spirits may lie (this costs them five might). This is a forceful act that some spirits may well react very badly to. Interrogation costs two psyche for each question and a maximum of one question per scene per rank in medium may be asked. 

An apprentice medium may read the aura of a spirit. A spirit is an accretion of experiences, and this ability will give an overview of the nature of the life of the spirit, or what is stands for if an eternal spirit. In the case of spirits who were alive this will indicate the general tenor of their life and give a run down on the type of thing they did in the major periods of their lives and any significant things that may have befallen them. This gives type of thing not the specific experience. This costs one psyche and requires the medium to have been in the presence of the spirit for at least a scene, unless the spirit is bound into an object, in which case it can be done by close examination. This ability gives general ‘tenor’ of the life only, not any precise detail. 
Susan Hill is a medium who looks at the aura of a spirit that inhabits an area she is in.  She discovers that the  spirit was religious and helpful  Then late in life they made a discovery which filled them with anguish.  They ceased being helpful and became dangerous to be around and was then burnt to death .
An apprentice medium is at home in the dreaming or other spiritual realms, and gains one free power for use on anything whilst there. A master medium gains two free power.

A journeyman medium may initiate a conversation with a spirit who is present at a cost of 3 psyche. Whilst so conversing, the medium is distracted (and may even be in a trance) and may not walk around or do anything else. They will not notice anything that goes on around them, even other people speaking. They are treated as stunned, though they may still use abilities targeted against the spirit they are talking to, or to defend against that spirit. This ability does not enforce truth, but the medium may speak for as long as the spirit remains, or until the scene change, and will hear the answers the spirit gives. Most spirits will not attack a person conversing with them out of politeness. 
A master medium will hear what is said around them and se what is going on and may end the conversation at any time (which also ends the ‘stunned’ state immediately) 

A journeyman medium may create ectoplasm. Ectoplasm is a physical manifestation of the ether (the thing that spirits live in). It looks like some kind of gunk (silly putty is good). The medium usually extrudes it from their body, essentially ‘scraping off’ or perhaps coughing up the ether that has built up on their own spirit. This takes a while to do (at least a minute of so) and is often done in private  -the player must have a physrep for such and produce it in some believable way. A good way to do this is to have a pot filled with gunk, cover it so nobody knows it is actually full then cough/sneeze/scrape into it and thence expose it as being full.
Some mediums may, instead, gather ‘ectoplasm’ in different ways: they might gather dust, for instance, from an area that ghosts frequent. 

One ‘dose’ of ectoplasm costs 3 psyche to produce. This may only be done once a day by a journeyman(there is only so much ectoplasm to provide), but may be done at will by a master(they can drag in the ether), but not more than once a scene(there is only so much ether to drag in). 

Ectoplasm fades away at sleep scene.

It has the following functions:

· Coated on a weapon, it allows that weapon to inflict mystical damage for the duration of the scene the ectoplasm was applied. Each blow costs the wielder one psyche. Anyone may wield such a weapon. 
· Coated on armour (a light sprinkle) it allows that armour to be used to soak etheric damage for the scene in which it was applied. 

· Coated on an object, it would allow a spirit to interact with said object. For instance, put on a door it would make that door solid to the spirit world, a cup so coated could be picked up. This lasts a scene. A spirit cannot manipulate such object with ‘grace’, so they could not properly wield a weapon so coated, for instance. 
A master medium may summon a spirit, calling them by name (this does not have to be a true name), at a cost of 4 psyche. This will cause the spirit to appear, though its appearance may be delayed. The medium will know if the spirit is coming and roughly when it is likely to arrive. As ever, such powers do not cross realms. 
A master medium may use their question, interrogate and converse abilities at range on spirits they have met and used one of these three powers upon and who are within the Realm. The medium pays 4 psyche to link to the spirit through the ether, is treated as stunned and may take no other action, but then treats the target spirit as if they were present for the purposes of these three abilities. 

A master medium may aura read a living person. Sorting out the soul from the spirit is tricky (as in a living person they are mixed together) and as such the medium must have been in the company of the person for at least a couple of scenes, or for a rest or break scene. This costs 6 psyche and provides the same information as the aura reading of a spirit. 

A master medium may astrally project when they sleep at night. If this ability is used, the medium will be down 4 psyche when they awake (free power does not apply here).

Astral projection lets one sends one’s spirit out of one’s body and scout a specific place or area. This scouting will be remembered as a dream, devoid of any real detail, but would give a good overview of what a place is like.

Some places might cause some trouble for the astral projector: they may be cursed, or spirits might follow them back. 

An astral projector will meet (but only in passing) any spirits in the area and may use their range converse/question/interrogate abilities on them come morning. They will get an overview of what a place is like, roughly who is there (but no names or details). They may not use any other abilities whilst doing this. 
Merchant

Merchants are people who are good at trading and so forth. As such, they can bring a variety of trade goods with them into the wastes. 
A merchant may:

· Appraise goods

· Cast an appraising eye over a selection of goods (at journeyman)
· Start an event with rare goods.
· Start an event with common goods. 

Power types used:

· Knowledge

Core Rules

Appraisal is a potent ability which will tell the worth and something of the nature and history of all sorts of goods.  The information given should always err on the side of being informative. It gets better as the merchant goes up in ranks. It costs one knowledge, but they may be used to appraise any ‘similar’ types of goods in the same scene. 

A journeyman merchant may use an appraising eye over a selection of objects at journeyman, and pick out what amongst them is valuable or important, and what is dross. 

 Rare Goods: for each rank a merchant gains 15 pennies worth of items at ‘stipend’ prices (see the ‘Stipend’ section of the core rules) that they may take with them through the wasteland and start with. They may change what these items are each event. 

Common Goods: a merchant starts with one pound a level in ‘common goods’, these being things that are not well crafted and have no ‘system effect’ but which are valuable. They may take this as cash as well, representing the petty cash they have to trade with. 
Mesmerism

Mesmerism is what in the modern day would be called hypnosis, but with a stronger psychic/occult overtone. It was first pioneered as a ‘science’ in pre Revolutionary France by Dr Mesmer, but the abilities here have been present through the ages in shamen and similar. It is also an art strongly associated with the Serpent People.
A Mesmerist may:

· Use Mesmeric Gaze
· Question mesmerised targets

· Cause them to forget / remember things(at apprentice)

· Give them suggestions of ways to act / forget more (at journeyman)

· Give them commands and affect their memories (at master)
Power types used:

· Psyche

Novice:

‘Mesmeric Gaze’: for one psyche, in a non combat and non stressful situation may make close eye contact (at conversational range) with a subject. This freezes both subject and mesmerist in place. The effect is broken if either is struck or shaken. The Mesmerist may use other powers based on psyche during this time, but nothing else other than speak -  but only to the subject.
Mesmeric gaze may be resisted for 2 willpower, though in such cases both mesmerist and subject are shocked.

Mesmeric gaze breaks automatically five seconds after first use if the mesmerist has not started asking questions or using other mesmerism powers on the subject. If a power has been used, it breaks if there is a  ten second gap between the asking of questions or use of other powers. 
The link is broken when the user looks away or orders the subject to awaken. Both Mesmerist and subject are shocked when they come out of it. 

All the powers of this ability only work on those who have been held in a mesmeric gaze and while that gaze continues. 

Questioning: for one psyche may ask a mesmerised person a question, which they must answer truthfully, though they may refuse to answer for one willpower. Many questions may be asked and the same one asked more than once, each at a cost of one psyche.

Apprentice:

‘Forgettance’: For one psyche the mesmerist may verbally require the subject to forget he was mesmerised and anything that happened in that time. He may resist this for 1 willpower and the mesmerist will not know it was resisted, but in any event the memories remain hazy.

‘Recall’: a mesmerised subject may be required to recall and recount a sequence of events which a referee may add to if their memory of those events differs. Costs one psyche, can be resisted by one willpower and if resisted the same sequence cannot be recalled within the same mesmerism ‘session’.

Journeyman

‘Implant Suggestion’: When (xxx happens) you will (yyyy), costs 1 psyche, only one implant(of any kind) may be placed in a subject at once by the same mesmerist, the action must be fairly innocuous (be something the target might do anyway) and short lived(something that takes only a few seconds to do). May be resisted for one willpower when the implant is triggered. 

Greater Forgettance: for 3 psyche may have the target completely forget one event or linked sequence of events. This can be resisted for 3 willpower if and only if something significant happens to remind the target of those events. 

Master

Implant Command: as implant suggestion, but the action can be something that could take up to a scene and can be almost anything other than causing harm to self or those the target cares about, or otherwise very strongly going against their nature. May be resisted for 3 willpower, costs 5 psyche to use.

Implant Ongoing Suggestion: as per implant suggestion, but the target will perform the action every time the trigger sets them off. Each time the suggestion is triggered they may resist it for 1 willpower and, when they have resisted this three times, the suggestion no longer has any power over them.

False Memories: for 5 psyche may replace a period which has previously been erased by use of the Forgettance or Greater Forgettance with another set of memories.

Miraculous Healing

Miraculous Healing is one of the three mysteries of the Church, allowing the priest to channel the healing power of one (or both) of the Gods. 

A character may only learn miraculous healing if they are a member of the church, have chosen nonconformist as their beginning society pick, or (with some modification to this ability) if they are a shaman.

Some abilities depend on whether one is Isian or Mithraic. If nonconformist, the character selects one or the other. The Shamanic rules are listed under that ability. 

Miraculous healing may be used to:

· Heal bruises
· Heal Wounds

· Heal poison

· Heal disease

· Heal mortal wounds (At journeyman)

· Raise the dead if Isian(at master)

· Issue a call to arms if Mithraic (at master). 

Power types used:

· Faith

Core Rules
The Miraculous Healing lore ability in no way ‘diagnoses’ disease or poisons and is not equivalent, in any way, to the diagnosis skill gained by a physician. The lore skill is most useful retroactively: determining why an attempt at miraculous healing has just failed. 

All miraculous healing abilities are used in the same way:

· The caster must lay hands on the wound (or if no wound, the person).

· The caster must either pray out loud, asking for healing (taking about ten seconds) or pray silently for about thirty seconds. In such cases, the character has to make the effect clear to the person being cured. 

You are free to extemporise your own prayers, there is no set format. The times needed to heal people are a rough guide. If in doubt, ere on the side of taking too long. 

Bruises can be healed at novice level for one faith. If the recipient of the healing also spends one faith, then any bruises are also healed.
Wounds can be healed for three faith at novice level or two faith at apprentice level. If the recipient spends one faith then all their wounds and bruises heal.

It is important to note that just because injuries are healed, it does not mean the person healed comes conscious immediately.

Diseases and Poison are healed in the same way. When using such healing, what is being healed must be specified unless it is obvious. Usually, it will be obvious (it will be whatever the person is moaning and groaning about). 

When curing disease and poison, the healer ‘casts’ the cure multiple times, the effect slowly building up until either the cure is effective or the healer finds they cannot cure it. In effect, this will manifest as an extended prayer. However, they must make it absolutely clear how many times they have cast cure poison or cure disease. 

Miraculous healing will cure any sort of poison or disease (if cast at sufficient rank), regardless of its type or source. However, some very persistent diseases (like the Black Death) may be ‘reset’, such that they act as if the subject just caught them. 

Each ‘casting’ of cure poison or cure disease costs one faith and it may not be cast more times than the healer has ranks in miraculous healing. 

When the number of castings equals the rank of the disease or poison, then the cure takes effect and the caster will know.
If the caster breaks off this process for anything more than a heartbeat, they will have to start again. 

Molly has Doctor Cooper at her feet, suffering from an unknown disease. This disease is rank two. She prays over him quietly for thirty seconds, spend a point of faith, and says quietly to Cooper ‘rank one cure’. Cooper replies ‘no’. She carries on praying, spends one faith, whispers ‘rank two?’ and he nods, as he is now cured. 

If the caster reaches the limit of their curing ability and the disease or poisoned is still not cured, then it is (usually) beyond their ability and the faith spent trying to cure it is wasted.
Some diseases and poisons are supernatural and may either need a special ingredient in order to cure or may be ‘chronic’ in that if cured they are ‘reset’ as if they had just been caught. Such diseases and poisons are very much the exception. 

Mortal Wounds may be healed at journeyman level for the cost of four faith. The person so restored is treated as if now wounded to every location that suffered a wound prior to them being mortally wounded and unconscious.
The person so healed loses one permanent faith, taken from their normal maximum. If their normal maximum is zero, then the healing fails. 
The same ability may be used to cure a crippled limb, though it will not restore limbs that are ‘withered’ or actually missing or similar (such injuries only occur as part of a special effect or occur because of a blood.) This costs the person healed 2 faith (or it does not work), but no permanent faith. A limb so healed becomes wounded rather than crippled. 

 Isians may restore the dead to life for eight faith at master level. This costs the person so restored two permanent faith (which they must have to spend or it fails). The person so restored is treated as if now wounded to every location and knocked out. 

Such restoration must be done within a shrine to one of the Gods, which must be properly sanctified. Cords must be tied around each limb of the person to be so raised, in memory of Isis’ raising of her son Horus when he was killed by Set (Horus was killed by Set, no Osiris, and Horus is an angel).

This must be used fairly soon after death: on the same event as the person died. 

Mithraics may shout a ‘call to arms’ at master. This is a quick exhortation to Mithras for the fallen to get up and fight. It may only be used when combat is raging, or about to start raging. 

This costs six faith to use. 

Anyone who hears such a call may spend one faith which heals all their wounds and, unless there is still some reason why they would be unconscious, immediately brings them around. It has no effect on the mortally wounded. 

Necromancy

Necromancy is not the most socially acceptable of skills. It relies on using force of will on the spirit of a dead person to draw their soul back into their body, where it assumes a semblance of life, but in constant pain.

However, a study of necromancy can be a positive thing – though a necromancer might have a hard time convincing someone of that. The same arts that command a soul back into a body can be used to take control of souls that are within that body beyond their time – and these souls can be made to depart. 

Necromancy is the premier ability for ‘dealing’ with the undead. It is a matter of learning and of the imposition of will to dominate a spirit. 

Most of the leading lights of the French Revolution were necromancers. 

Definitions

To understand necromancy, one must understand the difference between the spirit and the soul.
The soul is the immortal essence. It has very little memory and identity of its own. The spirit is the immaterial ‘accretions’ that a soul picks up as it lives a life. On death, if the natural order is observed, the soul departs the mortal plane and goes on to be reincarnated (in due course, usually seven years). The spirit lingers for a while before dissipating.

A necromancer can call a soul back into a body as long as it has not reincarnated or a proper funeral rite has been performed over it.

In some places, usually ones that are tainted by evil in some way, or where the natural order has not been preserved, souls do not properly move on. In these places, necromancers can bring very old souls back.

If someone dies in terrible circumstances, or with something pressing not yet fulfilled, it is possible their spirit may linger as an unquiet spirit.
Necromancers deal with two distinct types of entity. Undead are souls bound within a body (usually theirs). This inflicts huge and terrible torment upon that soul. Unquiet Spirits are the spirits of the dead who have not properly moved on and are in torment. It is possible to encounter spirits that are not unquiet, but these are beyond the powers of a necromancer (they are usually the faint remnants of the recently dead who are too fragile to do much or have become potent entities in their own right). 

A Necromancer may:

· Identify undead and unquiet spirits
· Raise undead

· Command undead

· Command Unquiet spirits

· Learn how to raise new types of undead. 

Necromancy uses:
· Willpower

Knowledge is also very useful to a necromancer

The Identification of Undead and unquiet spirits is a function of Necromantic Lore. This lore skill functions as do all lore skills, but if used on an undead or unquiet spirit will reveal:
· Its rank

· Its generic type (if it has one), as long as it is of a lesser rank than the necromancer. Most unquiet spirits do not have a generic type (as they tend to be unique), but some do. 
If an undead or unquiet spirit is obscure it might require a higher rank to determine its type. 

Undead are ranked as follows:

Lesser Undead are rank one, which equates to novice. 

Undead are rank two, which equates to apprentice. 

Greater Undead are rank three, which equates to journeyman.

Potent Undead are rank four, which equates to Master.

Undead Masters are rank five, which cannot normally be controlled. 

Raise undead

A necromancer may bind a soul back into a recently dead body. Most types of undead require lengthy preparation of a body, or special circumstances, if they are to last all that long or to have better than average abilities. 

The only undead generally available are Walking Corpses, which have 10 might, can soak anything, use any mêlée weapon and fight rather slowly (but not uselessly).

Undead may only be raised in this manner form the very recently dead. In game terms, this means a crew member must still be playing them: you may not ask for someone to come and play a body.

However, there are many special places where using this ability may get unprecedented results. 

It costs four willpower to raise a Walking Corpse. 

 Using this ability will cause the caster to be touched by evil for the rest of the event. 
Undead with flesh (such as these) are immediately destroyed by even the weakest daylight: it needs to be night, or in an area that is totally sunlight free for them to survive. 

A necromancer may Command Undead: a necromancer may command an undead. This can only be done to an undead close enough to hear the necromancer and only works if the undead actually does hear the necromancer. The necromancer must verbally command the undead in such a way that it is impossible to mistake.

A necromancer may only control undead or a rank less or equal to his rank in necromancy.

If the necromancer knows the Generic Name of the undead to be commanded, he uses that in his verbal incantation. Controlling in this way costs 1 willpower a rank. If the name is wrong, then the control fails (at full cost). The necromancer does not have to get the name precisely right, but needs to be in the right ‘general area’. If a one word name, it must be correct, if a two word name then one must be correct and the other a synonym. This is judged case by case by the person playing the undead.

Normally, a necromancer will know the rank and name of his target and control will be simple. It gets more complicated if he is guessing. 

If the necromancer does not know the rank of the undead he is commanding then he must clearly state (using the names of the undead ranks above) as part of his incantation what rank he is commanding at: the command only works if the undead is of a less or equal rank to that command. In such cases, a name can be used as well (and the incantation fails if it is wrong), or one may omit the name. 

If the necromancer does not know the name of the undead they may always guess. In such cases, if they get the name wrong, then the control fails (at full cost).

If no name is used when commanding an undead then the necromancer must clearly state the rank he is casting the control at, but uses no name. The command cannot fail due to a wrong name, but the cost to use the ability in this way is 2 willpower per rank.  
Some undead retain their spirits. These undead are intelligent. Intelligent undead may resist commands for five might. However, they will also have a true name (the name of the spirit in life) and if this is used, then they may not resist. A necromancer can repeatedly try to control an intelligent undead. Unintelligent undead do not have true names. Controlling using a true name costs 1 willpower a rank. 
Mister Grimm is a master necromancer and is confronted by a weird oriental undead of Greater (third) rank he has never seen before. He has no knowledge left to work out what it is: if he did, controlling it would be pretty simple He could:
If he knew the rank of the undead he could command it using the words ‘Greater Undead’ in the incantation at a cost of six willpower.

If he did not know the rank, he would have to guess. If he commanded it as ‘Potent Undead’ it would work, and cost him 8 willpower. If he commanded it as a lesser undead (or an undead) then he would spend 2 (or 4 for undead) willpower and the command would not work.

The creature is a ‘Spawn of the Bloated Eye’. Mister Grimm remembers some Oriental chap shouting he would set his spawn on the Commission members, and knows that the man was a member of the Bloated Eye. He might guess it was a Spawn of the Bloated Eye, but not know the rank. Here he will have to state the rank he is controlling at and the name of the undead in the incantation. It will cost him one willpower for every rank he casts at. He might say ‘Potent Spawn of the Bloated Eye’ at the start of his incantation. This would cost him four willpower (when he could have gotten away with three), but it will still work. 
If it he got the name totally wrong, then the control would fail(at full cost), if he was close it would still work. 

A necromancer who successfully commands an undead may give it whatever orders he likes for the rest of the scene, and it has to follow them as best it can.
An undead can be ordered to leave the body it inhabits: if so, it will immediately fall lifeless.

If an undead is controlled and not immediately commanded to flee its body then the necromancer becomes touched by evil for the rest of the event. 

It is a capital offence under British Law to raise an undead if the individual you are raising would be protected by British Law. This means anyone owing allegiance to the Empire  anywhere or anyone whom Britain is not in a state of war with when in territory Britain claims (which includes anywhere that was ever part of Britain). 

Commanding Unquiet Spirits follows the same rules as commanding undead, excepting:

They are almost always incapable of ‘departing’ as they are held to the mortal world by the woes of their life.  Usually, something needs to be done to free them.
They are often invisible and may only be controlled if the necromancer knows precisely (to the inch) where they are.  Some Unquiet Spirits can manifest and the medium ability lest you see such sprits are. 
An Unquiet Spirit may be ordered to perform actions other than fleeing without the necromancer becoming touched by evil (tormenting a spirit is not the hideous supernaturally evil act that tormenting a soul is). 
An Unquiet Spirit may be ordered to inhabit an object, which must be something of great significance to them in life (and part of their body counts). Such binding is permanent (unless they are commanded out, exorcised, have the ability to leave or whatever). The item will become supernaturally powered and grant the person carrying certain abilities. Some of these abilities may require willpower to use, or be constantly active. If one is benefiting from such an object, even unwittingly, one is touched by evil. If befitting knowingly, you use a power that needs to be activated or if it was you who commanded the spirit in there, then you are touched by evil for the rest of the event. 

Learning to raise new types of undead requires you to study them (or their corpse) and spend two knowledge. The undead must be lower or equal to your rank. It will tell you what that undead does, and what requirements there are for raising it.

You may then choose to learn how to raise that undead if you wish at a cost of 6 points per rank of the undead (great talent halves this). If you raise the undead type on event, you must pay to learn how to raise it. You do not need to practice in order to learn how to raise an undead. 
It should be noted that raising most undead requires a great deal of prep time, more than is usually possible when in a foreign realm. Specialised corpses are sometimes needed. As such, Commission Necromancers are unlikely to raise many undead and not find many new types that would be useful to them. They might find some new types which a ‘temporary’ version could be raised of (as per walking corpse.)

Performance

Some people have the real knack of entertaining others, so much so that their audiences can feel genuinely uplifted afterwards. 

Definitions

A skit is any little entertaining thing a performer does. Skits can be very short and sweet and anything a person with performance does can count as a skit. A joke on the road, witty banter at dinner, a quick limerick  -all count as skits. 

An act occurs when a performer does something more formal. They need to be at the centre of attention and clearly be putting on an ‘act’ of some kind. It does not have to be long -a short after dinner speech, a dance routine and a poem are all possible examples -but it does have to be a clear attempt to entertain in circumstances where people are paying attention to the performer.

A production is something big, and will rarely ever happen on an event. One act plays, readings of sets of poetry, extended stand up acts and so forth count as productions. 

With performance you can:

· Let people regain power when you entrain them.

· Regain your own power by entertaining people.

· Gain some free power for performances. 

Core Rules

This ability is almost fully policed by the players themselves. As such, anyone with performance needs to apprise their fellow players of their rank in performance before event start. 

A person may perform as often as they wish and doing so costs no power. 

If you were truly entertained (in character, obviously) by a skit, act or production then you regain some power.

· A skit restores one power.

· An act and a production restore one power for every rank in performance the performer has.

Each individual is limited in how many times they can be entertained by one performer and regain power. This is limited to: 

· One skit per rank of the performer per day.

· One act per day, unless the performer is a master, when it raises to two. 

· Any number of productions (though this is not likely to happen)

The performer can also regain power. If a referee or a crew member (not a player) was entertained by a skit, act or production then a referee will let you know (crew should tell a  ref) and you gain the same benefits an audience would have. However, you may benefit from twice as many skits and acts of your own as an audience member could.
This power make take a while to ‘arrive’: refs will tell you as soon as is possible. 

For every rank the performer gains one free power a scene used to support the act, if abilities are used. An obvious choice would be a stage mesmerist using his mesmerism powers. Such benefits apply only during acts or productions, not skits, though they could have more function than entertainment – a mesmerist could mesmerise someone and get information that was needed, as long as it remained entertaining. 
Physician

Physicians cure people ‘mundanely’ but, as with many things in Frail Realities, they can do so much better than anyone would expect in the real world. A physician is a positive boon to any group and has considerable power to heal. 

Physicians in the modern world would be doctors and similar (though they have to be a member of the appropriate society to officially carry the title). More primitive physicians exist, though they tend to come from ‘educated’ cultures, such as classical ones, rather than more primitive ones.

As an ability, it works well with herbalism and apothecary, if you wish to be an all round doctor. 

A Physician may:

· Treat diseases

· Bleed people

· Diagnose wounds 

· Massage people’s bruises

· Bandage people’s wounds

· Clean wounds

· Stabilise Mortal Wounds (At journeyman)

· Perform surgery (at master)

Power types used:

· Knowledge

All levels:

A physician can treat disease through physical process (keeping a person with a chill warm, cooling someone with a fever etc). This only works for non supernatural disease (though normal diseases from a supernatural source may be treated). Disease equal to the rank of the physician may be so treated and the treatment must last one full scene for each rank of the disease (though treatment concludes come a rest, break or sleep scene). Whilst being so treated, the disease does not progress. This ability costs one knowledge per scene to use.  Physicians do not cure diseases quickly. 
A physician may bleed a person, either by means of implement or leech (suitably physrepped, of course, not a real leech). Being bled is good for the humours.  Bleeding costs one knowledge and restores one body to the person so bled. A person may only benefit from bleeding once per day. Some time must be taken to do this in a relaxed atmosphere. The person to be bled gains no benefit if they are diseased, poisoned, wounded or otherwise physically screwed over in some way. 

‘Diagnose’ 30 seconds of careful examination and 1 knowledge will reveal the basic state of a person’s health. This gives much more information than the normal ‘wounds’ call that anyone can make and will give information on diseases, poisons and similar, even if the physician would need other abilities (herbalism or apothecary) to cure them. As with most such abilities, what you get told gets better as you go up in rank. 

Novice: ‘Massage’: vigorous rubbing of a bruised body part for 30 heartbeats or so and expenditure of one power will heal that bruise immediately.  
May use the Apprentice level ability to bandage for 2 knowledge. 

May use pressure, a bandage or an improvised bandage on a wound to stop it getting worse for 1 knowledge. This does not heal anything, but stops the wound progressing. In the case of pressure, this only works as long as pressure is kept up. These wounds will re-open if that person is moved or suffers any more damage or is generally struck or disturbed in any way and they will no longer be considered ‘stable’  - they will start bleeding towards death as normal. However, a physician can oversee moving someone stabilised in this way (as long as this is done with suitable delicacy) for 1 knowledge. 

Cleaning: for one knowledge may clean a wound properly to remove some sorts of infections/poisons or clean someone’s eyes out properly. Some effects you may suffer will specifically say that they can be ‘cleaned’. 

Apprentice: Proper physrepped bandaging (and this means proper bandaging, not wrapping  a bit of rag around them) of a wound will heal that wound, but not until the scene change. So, if you do it during a scene they will heal come scene change, if you do it during a scene change they will have to wait till the next scene change. This is judged based on when the person starts to be bandaged. This costs one knowledge. 

Journeyman: 

Now only pays one point to bandage all wounds or rub all bruises on one target in one ‘session’ of healing (if you sit down to bandage the three wounds someone has and bandage them all without either he or you doing anything else, then it only costs you one knowledge). 

If a physician bandages every location that was wounded on an individual who is mortally wounded then they will not be healed, but will stabilise such that the mortal wounds will not get worse and they will not die. These wounds will re-open if that person is moved or suffers any more damage or is generally struck or disturbed in any way and they will no longer be considered ‘stable’  - they will start bleeding towards death as normal. However, a physician can oversee moving someone (As long as this is done with suitable delicacy) for 1 knowledge. 

Master: 

Emergency surgery conducted is as best a physrepped manner as is possible will restore a person from a mortally wounded state. They retain any wounds inflicted prior to being mortally wounded and remain wounded to any location which was harmed during that mortal wounding. This costs two knowledge and costs the person so healed one permanent body. 

For two knowledge a crippled limb can be subjected to surgery, as long as the limb was crippled on the same event as the surgery, such that it is no longer considered to be crippled, but instead is now wounded.

Ritualism
Modern ritualists tend to be scientists and scholars, but ritualism has been used through the ages, with a variety of symbology. The pantheistic faiths of times gone by –Egyptian, Roman, Greek and so forth – created their gods to act as a potent ritual system. The Aztec Pantheon is likewise a ritual system, as is the Germanic. This does not mean they believe in them any less than do those who follow Mithras and Isis, but does mean that such faiths do not perform ‘miracles’. They perform ritualism.

In the modern world, ritualism is almost the sole prerogative of the Royal Society. Ritualists tend to be treated as skilled and respected professionals. 

Ritualism is a potent art. It involves using certain props to focus the will of the ritualist such that they alter the nature of reality.

Ritualism requires good props and some effort. 

With ritualism you can:

· Start an event with objects suitable for ‘naming’

· Name objects

· Use named objects to cast rituals.

· May learn new rituals. 

Power Types used:

· Willpower

· Essence

Ritualism uses both willpower and essence, but rather than being able to use both freely, all rituals cost at least one point of each, if the cost is two or higher. If the cost is one, it can be fuelled by either essence or will. Any cost higher than two can be borne by will or essence as you see fit.
Angelo casts a ritual that costs 6 power.  One of those points of power must be will, one of them must be essence. The other four can be any combination of will or essence, as he desires.  

Objects suitable for naming: Ritualism works around ‘key words’. A ritual foci – which must be some sort of excellent prop – is ‘named’ such that it becomes a focus for that word in a ritual. Each ritual requires certain key words to operate.

A ritualist can start an event with as many items suitable for naming as desired. However, such objects must only be suitable for naming as one thing and any name must match a word the ritualist uses in a ritual they know.

Just because an item is suitable for naming does not mean that it has been ‘named’ – these items need to be properly named before they can be used in a ritual. 

Objects named must be significant and symbolic of the word they are given. A candle would not do for fire, but a candle burnt every night for a year under Aries would be. Pantheistic ritualists often have holy symbols or things associated with gods as foci.
Item Naming: Any ritualist can name an object (as long as it is suitable for naming) and when so named it stays named for the rest of the event.

Naming is lost if the item enters the Wasteland. 

When you name an object you must either write the name on the object (if you can) or attach something to the object that carries the name. 

Naming an object costs 1 willpower and 1 essence. In order to do it you must clearly state what you are naming the object and why it is suitable. 
A ritualist may well not know what an item can be named for or why, and ritual lore may not tell him this (depending on the circumstances). They can try and name things speculatively and will know if the naming worked or not,. Only one power is spent for a failed naming. 

“I name this candle FIRE, for I have burnt it each night under the sign of Aries.” As the character does this, they could either scratch the word fire into the candle, or attach some sort of tag to it carrying the name. 

If any object is small enough that it could be held in a closed first without it being possible to see the object then the cost to name it is doubled. This is judged generously, for instance, a set of rings on a necklace would not count as small, whilst a ring would be– 
Any ritualist can use a named object, no matter who named it. 
Some few objects can be named for more than one thing. In such cases, separate labels or writing is needed for each name. 

Casting Rituals

Rituals take four forms. Modern Hermetic mages call these Participatory Rituals (which seek to empower a group of willing people who take part in the ritual), Empowerment Rituals (which seek to empower an object) Environmental Rituals, which seek to affect the world as a whole and Targeted Rituals that seek to affect someone who is not present in some way. 

Ritualist from other traditions use different names, if they use names at all. It is fine to use different names for the types of rituals as characters but these are the names used for a system definition.
To perform a ritual one must:

Draw a shape. Circles are common, but not compulsory. A ritualist may use any shape they wish and may change their shape as desired. Some more complex rituals require certain shapes to be used. These must be the same shape. The inner one must be pretty much in the middle of the outer. 

A drawn shape must be just that: a visible shape. This could be done in chalk, salt, flour, scratched in the dirt or laid out with cords or anything similar. It does not have to be perfect. If it gets knocked out of shape or partially erased then any ritual in progress is ruined and the shape no longer becomes useful for more rituals. 

You may use a ‘pre prepared’ shape, such as drawn on a cloth or similar. In this case, you must trace the outline of the shape or otherwise demonstrate that you are ‘empowering’ it in some way. 

If you are doing an environmental ritual then you must leave a gap in the outer shape for the power to ‘leak out’. If you are doing a Participatory Ritual, everyone who is to benefit must gather inside the outer shape, but outside the inner shape. 

If you are doing an empowerment ritual, you must place the object to be empowered inside the inner shape.

If you are performing a targeted ritual you must place something that represents the target, which must be either a part of them, a very dear personal possession or something with their full, true name written upon it. 

The process of drawing the shapes costs 2 power (one will, one essence). The shapes remain useful for rituals – by anyone who uses the same shape – for the rest of the scene. Ritualists often tend to do a few rituals at once. 

Note that shapes drawn for Environmental rituals, because they have a gap in them, are no use for the other three types and vice versa. However, it is possible to close the gap in a ritual shape, or open a gap to swap between environmental and non environmental rituals at a cost of one power (and, of course, one must change the shape to reflect this).

When drawing a shape, if you have another shape in existence that you have not fully cleared away- leaving no trace at all – then the cost to draw another shape is increased by one.

If you fully and completely clear away your ritual shape once you have stopped using it, but before you do much else or leave the area- then you regain one of the points of power used in drawing it. 

Players are responsible for clearing up their own mess in FR and ritual shapes are no exception. 

Performing a ritual:

The basic procedure for a ritual follows, though for each type of ritual there are certain modifications.
· Take an object named for the first word of the ritual and state its name, and explain why it is named thusly. Only the main words of the ritual are relevant here, not ‘and’ ‘of’, ‘the’ and similar. 

· Place the object in the inner shape.

· Repeat the three stages above for each word. 

· State the full name of the ritual.

· Clearly end the ritual. The usual Royal Society ending is ‘As I have spoken, let it be so’. Hand claps are also often used. 

Rituals cost 1 power for each rank of the ritual to cast. 

Rituals require peace and quiet. They fail if the room/area they are cast in experiences combat, any disturbance or any conversation above a whisper. If in doubt the ritual fails. 

Rituals have to be done with style and panache and look and sound good, or they fail. Everyone involved has to pay attention to what they are doing. 

A ritual that completely fails costs the ritualist 1 willpower rather than any other costs for performing it. 

If you were casting the Aegis of Fire using the candle above and a small shield shaped medallion dedicated to Athena, you would place these two objects saying; “This is the Blessed Shield of Athena and it is named Aegis. This candle has been burnt each night under Aries and is named fire. By these tokens I enact the Aegis of Fire. Let my will be done. “
All of the above rules are subject to subtle alteration depending on the type of ritual that is being cast. 

Rituals may not be cast in the Wasteland at all and the effects of rituals will always fade when one enters the Wastes unless it very specifically says the ritual does not fasde in the wastes. Ritualism is about warping reality: there is no Reality in the Wastes. 

Participatory Rituals modify the ‘standard’ form of ritual casting in that:

· They cost the ritualist one power extra for every (2*rank) in ritualism of people taking part at the start of the ritual (even if it fails for them). This is in addition to the basic cost of the ritual.  So for a novice ritual , it costs 2 power to empower 2 people as a novice, whilst for a  master it costs 2 to empower 8 people.  
· Each participant must repeat each focal word after the ritualist does and before another word is named by the ritualist. If they do not do so, the ritual fails for that participant only.

· Each participant must pay one power (essence or will) to take part or the ritual fails for them only.  This does not contribute to the cost of the ritual in any way.
· Once the ritualist states the full name of the ritual, the participants must repeat it, or the ritual fails for them. 

· Everyone involved must stay in the shape and not speak, nor gesture, nor get distracted by other things – rituals are something people have to want to take part in they are not something people can get away with doing half-heartedly.
The ritualist may choose whether or not to also be a participant. A ritualist does not pay power to participate.

The casting of Empowerment Rituals modify the ‘standard’ form of ritual casting in that:
· The object to be empowered is placed in the central shape.

· The foci are placed in the outer shape. 

The casting of Environmental rituals modify the ‘standard’ form of ritual casting in that:
· A gap needs to be left in the outer shape. 

The casting of Targeted rituals (often known as ‘ritual strikes’) modify the ‘standard’ form of ritual casting in that:
· They require something that is either part of the target, a treasured possession or something with the target’s true name written on it to be placed within the central shape.

Learning New rituals

New rituals follow the usual rules for learning new things - see the core rules for details. 

Common Rituals

All ritualist know the following rituals if their rank is equal to or higher than the rank of the ritual.

Ritualists come from all sorts of different background and as such some may have different names for these rituals.

A character may, when they first learn a ritual containing a new word (and at character creation) replace that word with a different one. 

This supposition applies to all of the common rituals that contain that word.

The same word may not be used more than once to replace a word: you cannot change all your ritual words to banana.

The word has to be a synonym (at least, as far as the character is concerned  -some changes might be downright bizarre) for the word being replaced.

New rituals that are learnt do not follow this supposition: if you change ‘Circle’ to ‘Moon’ and healing to ‘Grace’ then your circle of healing spell will be ‘Moon’s Grace’. If you then learn a ritual called Circle of Luck on an event, then Circle does not get replaced with Moon.

In essence, a ritual with a different name is a different ritual, even if the effect is the same. However, if you can only benefit from a particular ritual a limited number of times then the limit applies regardless of the name – the limits are on the effects, not the specific ritual. 
Such changes need to be permanently recorded on a sheet attached to your character.

These rules are to enable ritualists from different backgrounds to make ritual names more in keeping with their ethos.  You do not have to do this – using the names listed here is fine. You can also change some but not others (as you wish) and the ‘modern’ ones have use the names listed here. Ritualists from ancient times are assumed to have learnt modern rituals after their arrival in London. 
Common Participatory Rituals

Unless otherwise stated the following rules apply to all participatory rituals:

· They last until the next break, rest or sleep scene or until the end of any scene in which a participant uses from or benefits from the effects in any way (this is judged fro each participant separately). 
· All participants gain the effects. 

· A person may not benefit from the effect of more than one identical participatory ritual at once. Rituals with varied words (Aegis of Sword, Aegis of Mace) are considered different ritual effects, but rituals which have had the name changed(if the ritualist chose to rename thier rituals) are still the same effect. 
Aegis of (weapon)(novice)
This protects the participants against a single named weapon type.
For example: swords, axes, maces (includes clubs etc), daggers, bolts, arrows, polearms, staves.

If in doubt as whether a weapon falls into the protected category, then it does not.

The aegis stops the first 3 normal blows suffered. The player so protected must call ‘aegis’.

If they do not call Aegis the first time they could, then the ritual is deemed to have unravelled for that person and ended. 

If a blow is any way special and would be covered by the Aegis then the ritual does not protect and its power unravels for that person, the ritual ending. This means any blow with any special call associated with it is not protected against. 

If a person is under multiple aegis style effects and is struck, then all trigger. This means that having two identical aegis style effects is basically pointless. 
Alphonse is under and Aegis of Swords and carrying an item of shield of swords. When he gets hit with a sword, both lose a charge. 

Binding the Realm Artefact (novice)

This modern 3 word ritual, devised by the Royal Academy, requires a single Realm Artefact to be passed around all who would participate. 

This ritual lasts the whole event (and possibly forever). 

Every Realm Artefact has a certain power associated with it. Every artefact is different. These power either require activation, or are constantly in effect (such as a power boost).

Anyone who participates in such a ritual gains this power. This will fade when the person leaves the Realm, unless they pay 10 points (no reductions apply) to ‘hold on’ to it. Otherwise, it will last forever. 

If it is a constant effect then it will have a certain value inside a realm (usually +4 to one power type) and half that effect if not in the Realm the artefact belongs to (+2).

If an activated power it costs 2 power, mixed between essence and willpower as the user sees fit, to activate. In the Realm, it may be used at will, outside the Realm, it may be used once per day.

Individual Realm Artefacts might grant powers that function differently to these and objects that are ‘similar’ to Realm Artefacts may also be useful for this ritual. 

If the Realm or Artefact is destroyed the ability is lost and half the points regained. If the artefact is not in its Realm then the power does not function. 

For more about Realm Artefacts see the After the Collapse book.

(Star sign) Aligns (novice)

After the collapse, the star signs (and stars and all of astronomy in fact) went pretty wild. The Aztecs have started to correct this, with commission help. They have also released this ancient ritual to any who care to learn it.

Calls down the power of a specific star sign. 

All participants will gain a one point boost to their base power which will last all event . 

If it is the ‘month’ of the star sign, then the gain is doubled. 

If the birthday of the character is within that month the gain is doubled.

If both of these apply they gain triple effect. 

At present the only ‘active’ Star sign is:

· The Eternal Emperor, February, Knowledge

· The Sacrifice King, September, Willpower. 

Characters must record their date of birth when they first play. 

Memory of Foci (novice)

Each participant should be holding something that they think may be a ritual foci. If it is not, they will know it is not. If it could be named, they will know its word and enough of its history to explain the reason it is a foci will leap into their minds. Realm Artefacts and other strongly significant objects will be revealed as strongly significant, but nothing more (unless they are also foci, which most Realm Artefacts are). 

Will of Iron (apprentice)

All participants gain 3 free willpower for defensive (resisting effects) use only. 

Ritual Preparation (apprentice)

All participants gains 3 free power for the purposes of attuning empowered objects and taking part in participatory rituals only. 

Power of Wardenship (apprentice)

A recently released ritual, devised by the Royal Society. If a Realm Warden participates in the ritual they will gain one of their powers and will, within a few hours at most, realise what that power is and how to use it. This will be a power they did not previously possess and the one most suited to their nature (for more details on Realm Wardens see the After the Collapse document). 

All other participants will also gain this power, but have no idea what it is or how to use it unless they personally see the Realm Warden use it, in which case they will realise what it is and how it works. This power lasts the event (though almost always fades, as does almost everything, in the Wastes). It cannot be retained except in certain exceptionally rare cases. Though more than one power may be used by the Realm Warden in this time, only one may be retained by participants  -they may choose which. 
Alternately, if a Realm Warden uses one of their powers whilst this ritual is being performed then the other participants gain this power and know what it is and how it functions.

A Realm Warden cannot participate in this ritual (whether they use a power during it or not) more than once in a year.  

It should be noted that most of these powers require a great deal of willpower to use, with few costing less than four and some up to fifty. 

The Long Promise (apprentice)

A ritual that goes by many names -it is used as a wedding ceremony in Eastern Orthodox lands under the name ‘the wedding vow’ and there are many variants of it.

After enacting the ritual, but before sealing it, each participant must state a short vow, oath or promise. This must be short enough to be easily remembered and unambiguous. Each participant may say a different thing, and nobody has to say anything (the ritual could be used to bind an employee to and employer, and the employer would need to take part, but might make no oath).

If all the participants pay the essence to take part in the ritual then the statement made is binding in word and spirit. In such cases if anyone breaks their oath, then the ritual ends, all participants know it has ended and the person who broke their oath loses 1 perm of every type of power. (This may leave a ‘normal’ person in a very bad state)

If any participant does not throw themselves into the ritual then any promises made are not binding on anyone and everyone will know the ritual failed, but not who caused it to fail. 

This ritual lasts until someone breaks the oath, even through the Wastes. 

Circle of Healing (Apprentice)

This empowerment ritual requires the caster to touch each participant on the location that is to be healed. It heals all wounds and bruises to that location. If the participant pays the essence then all their wounds and bruises are healed at the point when the ritual is finished. It does not bring people conscious.

If cast on a person who is mortally wounded, then if they expend one permanent essence they are healed of their mortal wound, but retain wounds to any location they had suffered them to. 

Unlike in other empowerment rituals, this one allows the caster to pick up and move the foci and touch participants with them and does not require the participants to say or do anything, as long as they are within the shape. In this case, they may choose to spend the essence, even if unconscious. 

Calling of Luck (Journeyman)

This makes all participants ‘lucky’. This is represented by giving them three extra power which they can spend on anything they could normally do.

This ritual represents luck, not power that can ’certainly’ be called upon. If used in too premeditated a manner (to create some sort of power gaining loop) then the ritual will fail and cost the full amount of power.   

This is best used when things are a bit ‘chancy’. 
Aegis of (element)(journeyman)
In all ways as Aegis excepting that:

It protects against one of: fire, water, air, earth, light, darkness, galvanism, ice.

It stops only the first such attack.

It only stops damaging attacks. Non damaging effects will bypass the aegis, though not end the ritual protection.

It will stop attacks that strike every location.

The ritual is bypassed and ended by any damaging attack that causes anything in addition to damage or that causes more than single damage. 

Life Preserved (journeyman)

This ritual lasts the event or until they enter the wastes and the first time a participant is about to become mortally wounded form injuries (only) it will heal those mortal wounds at a cost of two perm essence or willpower (or one of each). It will not help against anything that is not a wound that causes mortal injuries, nor will it help against anything that directly mortally wounds a person, only against ‘bleeding out’ to mortal wounds. This is obviously a preventative measure as a person bleeding to death could not participate in the ritual. 

Curse Mirror (journeyman)

This lasts until the end of the next sleep scene. If any participant resists a targeted ritual then that ritual is reflected back upon the caster (who may in turn resist it, but who may not apply this ritual to it). The target must still pay the cost to resist the effect, it is not automatically resisted.

To remove targeted ritual reflected using curse mirror either of the foci used to cast the curse mirror ritual must be destroyed – the usual methods of such removal do not work. 

The (descriptor) (weapon type) (Master)

Used extensively at time of war (at least, when non combatants get involved), this ritual is cast for a named type of weapon and with a description of a standard armsman special ability. For instance, the The Potent Sword could be used to describe the ability to do double with a sword, the Piercing Sword could describe through etc etc. A ritualist will potentially know every ‘mix’ of abilities and weapon types and may change their descriptors and weapon types at will, as long as the intent is clear.  

All participants gain the ability to use the specified weapon type.

All participants gain the indicated special skill with that weapon type. 

The special skill may be fuelled by essence, skill or willpower. 

Great Bastion (master)
As Aegis, but protects against all types of weapons. 

(Descriptor) refreshed (master)

The descriptor gives an indication of a type of power. Common ones are magi (essence), priest(faith), labourer (body) etc.

All participants immediately gain the benefits of a rest scene for that power type only. 

A person may only benefit from one such ritual (of any power type) in a day  - if they take part in more, they fall unconscious from the strain. 

Rite of the Scholar (master)

Participants who cannot read at all can now read slowly.

Those who can read gain scholar at novice rank, but no specialism.

Those who are already scholars can choose a new temporary specialism, which is treated as being of novice rank. 
Common Empowerment Rituals
Unless otherwise stated the following rules apply to all empowerment rituals:

· All empowerments are cast on an object. This must be worn or held to gain the benefit.

· Some empowerments may survive the wastes under certain circumstances (see the ritual for details). However, by default, the ritual power is stripped away by the Wastes. 

· Empowered objects may be used by anyone but, if used by anyone other than the ritualist, that person must spend one power (essence or will), hold the object and state the name of the ritual. This will ‘attune’ the item to them.

· The cost to attune an item to you increases: the power cost is equal to the number of ritually empowered objects (via empowerment rituals) you have tuned to you plus one. Objects you empowered yourself do not count towards this.

· Once attuned to a person, only they or the ritualist that empowered it may use it. 

· If an object has not been attuned to someone for a full scene it loses its power. 
· Journeyman empowerments may only be cast on well made or better objects, master enchantments on mastercrafted or better objects. 

· These rituals generally last a few weeks: certainly, they last the event. 
Shield of (weapon)(novice)

This works exactly as an aegis against a weapon  (above), excepting that it enchants an object to grant this power and:

· It only works against the first blow, not the first three.

· As an empowerment, it lasts until used. 
The Road Received (novice)

This ritual empowers a specially prepared container (which this ritual does not let you make) that must hold all three Realm artefacts and allows that container to act as the ‘destination’ for a wasteland road (other rituals are used to create this). The container must be very firmly sealed and the ritual must be performed near the wasteland. The container must not be moved very far from the place the ritual is performed (thirty feet or so) until the road arrives or the road ritual will fail. If the container enters the wasteland (or the wasteland laps over it), the ritual likewise fails. 

This ritual is not known generally, but has been released to members of the commission. It is only of use with the co-operation of many London ritualists to forge a new road. However, it is free to learn to all commission members. 

It has to be done at a pre-planned point – it cannot be done and left there, and it takes a very significant ritual effort in London to ‘plant’ the other end of the road. Performing this rite significantly stirs up the wasteland.

(Descriptor) (weapon) (novice)

Enchants a weapon to grant it a specific spell power (the descriptor). The spell must be ‘cast’ into the weapon during the ritual.  This may be done by the ritualist, or someone else. 

There is no need to attune this ritual, one essence or willpower being paid when a blow is first struck (lands, does not count if it misses), regardless of the level of the spell. If a blow is struck and no power paid, then the ritual unravels. If power is paid, the blow carries the special effect with it.  This only works for one blow. 
Only elemental spells that can be cast at range may be used with this ritual, and any spells so bound are only triggered when a blow intended to be damaging is struck. 

Cloth of Steel (novice): enchants a piece of clothing which would grant ‘armour class one’ such that if the wearer uses skill to soak a normal wound then they take no wounds at all, rather than a bruise. This ritual ends when it used to soak something. 
Theurgic Enlightenment (novice)

Cast on an object, the person who picks it up and attunes it (often the ritualist) will know if it has supernatural powers and if it does roughly what class they fall into (ritual, blood magic, necromancy, religious etc etc) and how potent they are. This gives a rough guide only. 

Waking of (Fire, air, earth or water), Apprentice

Cast on a bowl, which must have had something burnt in it for fire, some soil in it for earth, some water for water or have a closed (but not sealed) top for air. 
The bowl must be capable of having at least two elementals of the element that is being awakened.

It must be placed in such a manner as to allow the free flow of the elements around it: it may not be covered or hidden in any way. 
The bowl acts as a persistent source of elementals. Its power is broken if any of the material within is spilled or, in the case of air, if the top is dislodged in any way. Likewise, it breaks if it is moved (even nudged) or if it is covered over in any way (including putting a top on the earth, water of fire ones). A fire one does not have to remain alight: the ashes will do. 

If such a bowl is left for an entire scene and the ritual is cast on the same bowl again then it becomes a rich source of elementals, providing two elementals for each essence used to bind them (this requires something suitable to bind them into, see the elemental magic rules for details). 
Twinned Blackboard (apprentice)
Empowers two identical (or close to identical) objects at once. They do not have to be blackboards if you have renamed the ritual, but the second word needs to define what they are (and they need to be something that can be written on).

Individuals need not attune them, but anything written on one (or erased from one) is also written on or erased from the other, as long as one essence or willpower is paid when the writing or erasing takes place. Power does not transfer however (so you cannot use this to write to maths scripts or scrolls at once). Usually, the objects are separated and used to communicate. 

There can sometimes be a delay in the appearance of written material. 

Strong Armour (apprentice)

A very old ritual that increases the armour class of a piece of armour by one. A ‘piece’ here is defined by what you could pick up in one lump from a single point, allowing it to hang freely without bits falling off. So a chainmail hauberk would be fine, but plate might have to be done in bits unless all strapped together. 

This may only be cast on class two armour or higher. 

If any elemental or through damage strikes the wearer of the armour then the ritual unravels and ends immediately, even if the damage was soaked.

Elemental Haven (apprentice)

Doubles the number of elementals a single object can hold, but only the person attuned to the object may use them -if anyone else unbinds them, they just escape. 
Shield (element) (journeyman)
As Aegis element, but an empowerment. It lasts all event, but obviously needs a well crafted object to be empowered. 
Lucky Charm (Journeyman)

Works as per Calling of Luck, but for the person with the object only and with the same notes on available power (three regardless) as for Aegis, above. Such a person could also benefit from a Calling of Luck. 

Ghost Blade (journeyman)
Makes a bladed weapon (or another type of weapon if you changed the ritual name, ghost arrows, axes, clubs and the like are all fine) capable of inflicting mystical damage(which harms etheric creatures). Only a person attuned to such a weapon may use it and they may call mystic at the cost of one willpower or essence each successful strike. 

Once the power of the weapon has been activated it may be used as many times as desired (as long as you pay the power) for that scene, but then the power of the weapon fades. 

Because many spirits are pretty tough, this can be a very, very taxing way to kill a spirit, and many spirits come back pretty quickly if ‘killed’. 

If a spirit is not being actively played by someone it is too diffuse to strike. 

Deadly (weapon) (journeyman)
Enchants a weapon of the named type against a specific person, whose true name must be written either on the weapon or on a paper which is tied to the weapon or any method of getting the name attached to the weapon that works. 

The power of the ritual fades if the name gets rubbed off/detached, though it does not have to be visible.

The weapon will inflict bane damage the first time the person attuned to it uses it to strike the named individual. They do not have to have a specific bane. Bane damage is almost impossible to soak, though it can be dodged. If dodged, the ritual remains active. 

You must prompt a ref you have done this so he can brief the target (assuming the target is a crew member) on whether you got the name right or not. 

The Eternal Object (master)
The object gains six free power to shrug off any breaking effect and may use three of this power to resist any effect that would break it, even if a an item of superior craftsmanship could not normally resist such. Resisting most normal breaking effects costs only one power. 

It can only be done on an object that could be easily held in one hand. 

Ghost Shirt (master)

This empowers a single piece of armour or clothing (see ‘strong armour’ for what single piece means) such that it is capable of blocking etheric damage. The wearer, as long as they are attuned, may use armour soaks against etheric damage. 

Awaken Relic (master)

This ritual works on something that is ‘significant’. As such, only really rather old/important or rare items are suitable -such things tend to be found on event. The requirement to be ‘master crafted’ is waived, with the more severe restriction that the object must be a significant relic of some kind. Once awakened, the memory and power associated with them will help an attuned person, granting a boost to base power. 

Generally, this will work on something that has a significant history (as defined by the referee) to grant +1 base of some sort of power. More significant things might grant +2, and at most +3. 

It is possible that items brought on event by players that they have a cool history for might be suitable, but this will have to be very clearly demonstrated and will only grant +1. Such items should be very character specific, which generally will mean only one a character ever.   

After repeating the focal words of the ritual and before completing it the ritualist must recite the history of the object. The ritual will fail if this is inaccurate.

Such items can be paid for with points at the usual rate and thence become permanently empowered objects, not objects under a ritual.  

Environmental

The following rules, unless expressly stated, apply to all Environmental Rituals:

· They affect either the whole Realm or a single room (each ritual will say which). In large or particularly strong Realms, they only affect a part of it (in London, a Borough is affected), though most such Realms have ‘special places (such as the Tower of London) which allow the whole Realm to be affected. 

· A ‘room’ does not have to be inside: any very clearly defined, smallish area (like inside a ring of logs around a camp fire) will work. 
· They last until all the foci used either leave the realm (or room) or are destroyed/severely damaged.

· May not be cast multiple times for stacking effect: the best ritual takes precedence. In the case of two opposing rituals they do not cancel each other out, but have ‘warring’ effect.

· These rituals – at least the benevolent ones - tend to form part of the calendar in countries with access to ritualism. In pantheistic places, they tend to be used as religious festivals. 
· Those rituals that affect people’s attitudes only work on people who have lived in the Realm for several weeks. 
The Farmer’s Blessing (novice) and The Farmer’s Curse (Novice)

Makes all crops that are planted at time of casting either become healthier or tend to sickness. A subtle effect, but a potentially far-reaching one. This will not cause bumper harvest or a massive crop failure, but will cause a good harvest or a poor harvest.

This is not an ongoing effect, though multiple castings of the same ritual will not further help or hinder crops already planted (but would help or hinder any new plantings). This means ‘ritual crop wars’ can develop, and historically have. 
The Banquet Prepared (novice)

Enchants an eating place such that is a pleasant place to eat. Rest scenes in which people eat in such a room grant one extra power to each person of their choice. 

Absent Friends (novice)

Often used in times of disaster or war, people who are looking for someone for positive reasons this must be a loved one or friend and not hunting down an enemy- get a vastly improved result from ‘psychic hunch’ which will indicate roughly where they are and what state they are in. It helps refugees find their families; troops rejoin their units and so on and so forth. 

Civil Order and Civil Disorder (novice)

This subtle ritual will affect the way mobs behave, though only slightly. If a group is on the cusp of an act of civil disobedience (strikes, riots etc), then Civil Order will cause them not to act and Civil Disorder will cause them to act. 

These rituals are illegal to use under British Law in areas covered by British Law (the Chartists had ritual mind control banned) unless the riot act has been read. The sentence is usually five years imprisonment. 
The Health of the Nation and The Sickening Curse (Apprentice)

This ritual makes all diseases within the realm one less difficult to resist ( see fitness for details). Diseases that are weak to start with can be resisted by anybody at a cost of 1 body. The Curse does the opposite: all disease get one harder to resist.
The curse is not illegal to cast in British Territory, but people doing so tend to get done for murder if anyone at all dies of a disease.  

Flag of the Enemy and Flag of the Ally (apprentice)

As part of the ritual the caster must hold up and display a flag or other clear symbol of a group of people (usually a nation). Anyone who is clearly not part of that group in any way will become either slightly more sympathetic to them or slightly less sympathetic. This is a subtle effect, but in the battle for hearts and minds it is invaluable. 

This ritual does not effect anyone who has a base willpower of two or more. 
It is illegal under British Law to cast this ritual where the group represented is protected by British Law and the local area is protected by British Law. Thus, you could cast it on Members of the Royal Society in Flanders, or on Frenchmen in Warwickshire, but not on Members of the Royal Society in Warwickshire. 
Whispered News (apprentice)
A piece of ‘news’ of one sentence, that must be factual but can be ‘spun’ will, as much as is plausible, spread like wildfire around the effected area  -people having any conversation will tend to repeat this news, and it tends not be corrupted overmuch in the retelling.

The ritualist must state the news as part of the ritual, and then probably tell it to a few people so word starts to spread. 

This ritual will not effect anyone with a base willpower of 2 or higher. 

Honourable Parole (apprentice)

Anyone who offers and has their parole accepted (a promise by a prisoner not to escape or cause trouble) will lose one perm of every type of power if they break said parole. Such breakage is judged harshly. People who offer their parole will be aware that they are being ‘held to it’ and can withdraw the offer without penalty at the last minute. 
Barring the Wasteland (Journeyman)

This makes it harder for Entropic creatures and entropically tainted creatures to enter the realm. They have to force their way in (which means many may not bother) and in so doing lose half of any and all types of power they have and must pause as they force their way through. Creatures infused with Entropic Will may pay 2 willpower instead. 

Ritual walls (Journeyman)

Affects a room, all persons within it gaining 6 free willpower a scene for the purposes of resisting targeted rituals only. 

Ritual Room (journeyman)

Affects a room to grant one free power a scene to all within it for the purposes of casting rituals, benefiting from rituals or attuning ritual items. However, the ritual shape used to cast this needs to remain whole, active and in the room (as well as the foci) or the ritual ends. The ritual shape may, however, be freely swapped between an environmental and non environmental shape without power cost, though this would cost one power per swap for a ritualist who did not draw the shape. 
Noise above a whisper (unless it is ritual casting) in the room, clutter and mess, any fighting, or almost anything that is not neat, sombre and dignified will end the ritual.

If the ritual ends for any reason it may not be cast within that room again that day. 

The room must be dressed in a fully IC manner. 

Tap the Flow of Magic (master) or Bar the Flow of Magic. 

Tap the Flow causes everyone in the realm will henceforth regain one essence at the end of each scene. This can have a profound effect on some realms, if they have innately magical ‘areas’ as it will increase the flow of magical power there, too - this can have unforeseen results. 

Bar the Flow has the obverse effect on very magical areas and means that at any point where a person would regain essence then they gain half, rounded down, what than they would normally gain Additionally, a sleep scene will restore only half the essence the character has used. 
Bastion of Reality (master)

A modern ritual, this will allow the Realm itself to shake off the first ‘weak’ assault by entropy that would weaken its structure in a  scene and will roughly halves the negative effects of anything else that would weaken the Realm.

(Woman or Man) of Majesty (master)

This ritual causes everyone to treat a person as if they were a man (or woman) of importance and stature. This could mean they get targeted by enemies, but generally means that people will be polite and listen to his (or her) opinion. This applies to all interactions, but does not apply if there are no interactions (it does not mean everyone in the Realm knows who you are, but does mean they would read with respect notices you put up, as long as they knew they were from you).

It does not make people like you; it just makes them respect you and while not overwhelming has significant effect. 
In order to cast the ritual the true name of the person to be so affected needs to be attached in written form to one of the foci used to cast it. Detaching it or erasing it causes the ritual to end. The person that is named must be in the ritual shape when the ritual is cast and, if not the ritualist, pay one power. 

This ritual has never been made illegal as the people who can cast it are too well respected. 

Naming the Realm Warden
First devised as a result of some very dark experimentation by the London Glass Company, this ritual was reverse engineered by the Royal Society and released to the Wasteland Commission: beyond these people, it tends to be obscure. 

The ritual requires someone’s true name to be used and, should Wardenship of the Realm pass on, it will pass to that person. If the person is unsuitable (not in the Realm, a Wastelander, etc) then the Realm will be weakened and the Wardenship pass on as normal. 

Casting this ritual carries the death penalty in any Realm connected to London without a full vote of parliament to support it. 
Common Targeted Rituals

Unless otherwise stated, all targeted rituals:

· May be resisted by the target at a cost of 2 willpower for each rank of the ritual. 
· Targets of these spells are always aware that ‘something’ has happened. 

· Require the target to be in the same realm as the caster: they do not pass through the Wasteland. Entering the Wastes does not normally remove these ritual effects. 

· Last until a sleep scene unless otherwise specified. 

· End if whatever was used to target the ritual is either destroyed, or comes into the possession of the target (this is the original target). 

Note: ritual effects, even if they happen to use the word ‘curse’ are not in themselves evil. 
The Ache of Age (novice)

This makes the target ache all over. Doubles the cost of all body use.  

Foul Luck (novice)

Many minor things will happen to trouble the target: they will spill things, lose keys, get lost and similar. Nothing that will have a system effect be life threatening or cause real trouble, but certainly enough to make life awkward and miserable. 
The Journeyman’s Curse (apprentice)

This makes the target inept, muddle headed and clumsy, especially within their chosen profession. Any use of skill and knowledge is doubled.  
The Impotent Foe (apprentice)

The target pays triple power cost for anything they do specifically and personally against the ritualist, though not to defend against the ritualist. 
The Magi’s Curse (Journeyman)

This makes it hard for the target to tap into the flow of magic and, as such, all use of essence is doubled in cost.
The sleepless curse (journeyman)

Target cannot properly sleep and only gains rest scene benefits from a sleep scene. This curse ends at the end of the sleep scene. 
The Strike of (spell name)(master)

This opens a channel through which any elemental spell named in the ritual may be cast once. The spell is cast into the foci representing the spell and that spell will then strike the target when the ritual is closed. The ritualist does not have to cast the spell. Only elemental spells may be so cast and the person casting the spell, if not the ritualist, must expend one extra essence. 

 The spell will not strike the target if they resist. 

The Grand Malaise (master)

Causes a rank three supernatural disease which causes the target to lose one event perm of every type of power each rest and sleep scene. This ritual does not naturally end. If the target runs out of all types of power then they are deemed mortally wounded (by disease) and even if saved from this lose one perm of each power type, as well as any losses for being healed of a mortal wound. 

If the target enters the wastes, this ritual ends, but with a judder, the target losing one perm of each type of power. 
Sanctification

Sanctification is one of the three miraculous abilities. It governs calling on the power of the gods to bless people or areas, causing evil to be harmed or driven away. 
Sanctification is a miraculous ability: in order to take it, one must be a member of the church, have taken the nonconformist option, or be a shaman. Special rules apply to shamen, see their entry for details. 
Definitions

Blessed Damage badly hurts things that are truly evil -these are almost always supernaturally evil creatures. First rank undead cannot soak blessed damaged at all. Most other evil creatures pay five might to soak such blow and are shocked when so struck. 

‘Truly evil’ refers to things embraced by evil. This means demons, undead and similar. 
Sanctification can be used to:

· Bless water.

· Start an event with some holy water.

· Bless a holy symbol

· Start an event with a blessed symbol.

· Bless a group of people (apprentice Isian, Journeyman Mithraic). 

· Bless a weapon (apprentice Mithraic, Journeyman Isian)

· Create a shrine (master)

Power types used:

· Faith

 Bless Water, costs 1 faith, blesses a small bottle of water to become ‘holy’. 

Creating holy water requires a short prayer, but is quick to do. It has to be done in an environment that is not too stressful, however.

Agatha needs some holy water to deal with some undead. She cannot hold a bottle in her hand, bless it and throw it over the creature, but she can retreat from where her comrades are fighting the creatures, bless the water, then move up and toss it over them. 

Holy Water has the following effects:

It can be thrown over a target, causing blessed damage to anything that would take extra damage or effect from a blessed attack, but not harming anyone otherwise. Only a little need be thrown; do not drench people. 

Poured on something (not someone) that is ‘truly evil’ it will tend to bubble and hiss and, in some cases, might destroy that evil thing. Generally, though, this is a good way of telling of something is truly evil or not. 
Used to carefully anoint a weapon it allows that weapon to inflict ‘blessed’ damage for one blow, but only in the same scene. 
Holy water is free to use if you know how to make it (even if it was made by ‘the other’ church). If one does not know how to make it, using it costs 1 faith. In the case of anointing a weapon, the anointing process and the actual strike count as separate ‘uses’. 

Holy water may be used to draw a short line by splashing it on the floor. In practice, this is only of use for warding a doorway or a small circle or similar. The line cannot be more than a few feet long. Multiple doses of holy water could be used to create a circle or similar. Care should be taken when doing this not to make the surface slippery and dangerous. Creatures embraced by evil who cross such a line are shocked, which they may resist for 1 willpower. Creatures who are purely etheric and embraced by evil are very much more hindered by holy water; to them, it is effectively an invisible wall they cannot cross. Such a warding lasts for one scene only. 

 Holy water is holy and should be treated with respect. If not, it loses all power. 
A small bottle (one that could be concealed in the hand) will hold one dose of holy water. A larger bottle can hold three. To bless a larger bottle, one would need to spend 3 faith (to create three doses), but it takes no longer. 

Holy water may only be stored in good quality bottle physreps of some kind (plastic is advised, but bottom line is holy water will go off if stored in crappy bottles, tankards or whatever. It is sacred stuff).

For each rank in sanctification one may carry through the wasteland and start an event with one dose of holy water

Consecrate Holy Symbol – with a short blessing, may consecrate a holy symbol to their god or goddess. This may only done when the sun is visible for Mithras or the moon visible for Isis. 

Most holy symbols are round, but see the religion section (which you should read) for more details. 

Holy symbols are used as tools for other abilities. A creature embraced by evil who touches (but not if it is touched) by a holy symbol takes blessed damage to the body part that touched it. They must notice they have done this for it to work.   Thus, symbols are sometimes hung in doorways and the like, though this is not the greatest of defences. It can be used as a test to see if something it ‘embraced’ by evil, but as such creatures are normally demons, undead and the like it is usually pretty obvious. Holy symbols normally have no effect on those not embraced by evil.   
A person wearing a holy symbol is resistant to some weak forms of malefic effect. Specifically, if affected by a ‘normal’  and evil curse and aware of it then they may spend one faith, clutch their symbol and be shocked, but not suffer the curse. Specific effects will detail whether this works or not, but if something is stated as being a ‘curse’ and not of specific type, then this works. Thus, it works against ‘curse’ but not against ‘curse of doom’. 
A master of sanctification may resist any curse in exactly the same way. 

Some abilities carry the name ‘curse’,. But are not evil (such as those used by ritualism) and sanctification offers no protection against them. 
The novice of sanctification always starts an event with a holy symbol as part of their personal reality. Anyone can find a priest willing to make such a symbol for them, binding it to ones reality costs the usual 10 points or 6 if done ‘on event’. 

Group Blessing is gained at apprentice level for the Isian church, Journeyman for the Mithraic Church.  
This can be cast on a group of people at once (of any size, but they must be able to hear the blessing), who must kneel to accept it.  This costs 2 faith plus the number of people to be blessed. 
The blessing lasts until the next time the moon goes down for Isis, the next sunrise for Mithras (in practical terms, this means roughly the same time). 

A person must spend one faith to accept a blessing.
The caster of a blessing is blessed as a result of the casting, with the same effects, but pays no extra faith to benefit and does not count as an extra person. It is possible to bless yourself alone. 
Whilst so blessed people may:
Use faith in place of any other power type to fuel any defence against supernatural powers from a truly evil source, or powers that are deemed to be ‘evil’. This grants no extra ability to resist, merely allows faith to be used for that resistance. 
If a supernatural effect from an evil source, or a power deemed to be evil effects the character then the player may make an OOC choice to have the bless negate it. In such cases, the blessing is stripped away (and the person so blessed it aware of this). The person is shocked as the good and evil powers war around them.  This is called as ‘aegis’ if need be, and is a very potent defence. In cases where it matters (such as an ongoing evil environmental effect), the defence lasts a scene. Some evil abilities are deemed to be ‘potent’, and will both strip away any blessing and the blessing will not defend against it. These are rare, and tend to be the province of fourth rank undead and demons only. 
A master of sanctification may pay two faith at any time when a blessing upon them would end (except when it would end at moonset/sunrise) and have that blessing continue. 
Bless Weapon is gained at apprentice level for the Mithraic church, Journeyman for the Isian Church.  it may be used on any weapon. It requires the priest to run his hand along the length of it and incant some sort of short     blessing. It can be done in the middle of a fight.

Bless weapon costs 2 faith to cast. If wielded by the caster, it inflicts ‘blessed’ damage the next three times it hits a target.  

If wielded by someone other than the caster, then the weapon inflicts blessed damage for one blow. When handed such a weapon, a person about to wield it may accept the blessing (by praising the deity, kissing the blade or some similar action), spend 1 faith, and be able to inflict blessed damage for three blows.

Blessed weapons will harm ‘evil’ etheric things, like spectral undead. 

A blessed weapon only retains its potency for a scene.

To use this on a missile weapon is somewhat harder as the Gods work through people and it becomes harder for them when the instrument of the blessing is to be fired. Bless weapon does not work on a bow or crossbow, but has to be used on the bolt or arrow, it affects only one such and the person firing must pay a point of faith to inflict blessed damage. 
Create Shrine: at master rank a shrine can be created to your deity. This requires suitable props, which should include a holy symbol of suitable size and an altar cloth of some kind.

If a shrine is created in a room, then that whole room is considered to be a ‘shrine’. A shrine can be created in part of a room if that part is clearly delineated in some cool way.  If created in some other clear geographical place of not too large a size, like in a clearing, then all that area is deemed to be a shrine. If created under a tree, then the area sheltered by the branches is a ‘shrine’. 

Creating a shrine takes at least ten minutes or so (including placing props etc: this is a guideline only) and suitable prayer and role-play. It costs 4 faith to create a shrine. 

Some miraculous abilities require you to be within a shrine. A shrine causes some other abilities to work better.

A person within a shrine gains 1 free faith per scene to use within that shrine. This can be used on anything, though cannot be used to offset permanent faith losses.  
Individuals or creatures ‘touched by evil’ feel uncomfortable when they enter a shrine (the exact reaction depending on why they are so touched)
Individuals or creatures ‘held by evil’ pay double power costs when within a shrine. 
Individuals or creatures ‘embraced by evil’ are stunned when they enter a shrine, but may reduce this to shocked for five might. Most such creatures will avoid entering one and it will be obvious to them that the shrine is there. 
Shrines are holy places. If treated with disrespect, they will become desanctified. 

After fighting off the undead horde from within a shrine, everyone starts chatting, eating, sleeping, putting their feet up and so forth. Not something you do in church: it becomes desanctified. 

Sapper

A sapper deals with explosives. Explosives work differently in the FR universe than they do in reality, mostly because of the presence of elementals.

Sapper is where the word ‘sap’ comes from, implying someone a little stupid or of poor judgement. 

There are few skilled sappers around, as they tend to get blown up, and it tends to occur as a talent only amongst contemporary people. Most of what is discussed below is only known to contemporary types and the elemental theories only known to those who care about such things. 

Black Powder has been known about for centuries. It is incredibly volatile because the salamanders within it get very angry for some reason: it tends to just go off or, if it does not, the salamanders sulk and do not explode at all. The stuff is a curiosity only.

At the turn of the century a thing called ‘Bleached Powder’ was developed in China. This took black powder and bleached it with certain chemicals and a lot of urine, making it a little more stable.

Bleached Powder does not go off when exposed to fire, but does go off when disturbed. The salamanders are half asleep (which means they reject fire when exposed to it), but get annoyed when disturbed.

Bleached Powder can be packed and transported fairly safely if one is careful and knows what one is doing. If bleached powder is packed tightly together it tends not to go off, if packed a little more loosely it becomes volatile.

Anyone without the sapper ability who messes with bleached powder is liable to set it off.

Sappers are responsible for clearing up their own mess. Not doing so causes a collective salamander subconscious to get irritated and tends to cause you to blow up the next time you use bleached powder. 

There have been numerous experiments, notably by Englishman Julian Gunn, to produce a tube of some kind that bleached powder could be ignited in to cause some sort of projectile to fly forward. The tube is always destroyed, as should be obvious to anyone with even a basic grasp of FR physics. The phrase ‘Gunner’ is contemporary slang used much as w8nker is used in the modern world. 

Definitions

If someone is caught in a bomb blast, they take ‘bomb damage’, which is always the same, though the area affected varies. 

Bomb damage causes a normal wound to every location, a knockback, a knockdown and a stunning blow. 

Bomb damage may cause superficial damage to structures and objects, but significant damage requires the bomb to have been set in such a way as to destroy something. 


Bleached Powder is fickle. Unless using abilities that let you manipulate such powder (from sapper) it will not go off when you want it to and will go off when you do not want it to. 

With sapper you can:

· Start an event with as much ‘loose’ bleached powder and as many bomb triggers as you like.

· Set and arm ‘powder triggers’. 

· Disarm ‘powder triggers’ 

· Place ‘saps’ to destroy things.
· Make throwable bombs(at master)
Power type used:

· Knowledge

Core Rules
A sapper may start an event with as much ‘loose’ bleached powder as they wish. Flour is used to physrep this.

Powder Triggers are represented by any device that goes ‘bang’, Snap traps and snappits are commonly used. They cannot be thrown; they must be placed and set off. 

Powder triggers cause bomb damage, but only to someone who is right on top of them. However, if the trigger is within a few inches of a quantity of bleached powder, it will also explode, extending the range. 

Bomb triggers only work if they go off.

Placing a bomb trigger costs 2 knowledge (one once journeyman sapper is reached).

Bomb triggers may be set up such that they can be deliberately set off (in order to trigger a sap for instance) – this could be done by attaching a wire and pulling on it, for instance. In all cases, no bang from the trigger and it is a dud. 
When a bomb trigger is placed a bomb may be placed very close to the trigger (within 6 inches) .In such cases, if the trigger goes off, then the bomb will also go off. Bombs are represented by a fist sized package of bleached powder (the size is just a guideline) and cause bomb damage in area of three big paces - people on the edge are assumed to be within the blast. 

Placing a bomb in this way costs one knowledge. 

Bomb triggers may be disarmed by a sapper for 1knowledge. A mechanic may also disarm bomb triggers that are mechanical in nature for 2 knowledge. 

At apprentice rank a sapper may place a mine field, which is essentially a lot of bomb triggers close together. They may place as many bomb triggers as they like in an area about three large paces across for 3 knowledge (2 at master). 

A  sapper may place a ‘sap’, which is a carefully laid bomb designed to destroy a particular thing(door, lock or whatever). In all cases, only things that can be physrepped being destroyed will be so destroyed. Placing a sap costs 2 knowledge and they must be triggered by a bomb trigger just as a normal bomb.

In cases where the object to be destroyed can resist breaking effects, a sap causes one ‘break’ for every rank of the sapper. 
Thus, the ‘quality’ of thing a sapper can break (unless something else is having an effect) is:

	Novice
	Normal

	Apprentice
	Well Made

	Journeyman
	Master Crafted

	Master
	Superlative


There are some things that sappers will just not be able to destroy, either because they are too well made or because representing the fact it has been destroyed is impossible.

Ralph is a master sapper. He cannot blow up the ritually empowered locks and doors in the house he is staying in, but he finds he can destroy the crystals that are holding the spirit of the First Sunrise captive. 

It is worth noting that just because an item is mystical in some way, it does not always mean it is tougher than normal. 

A master sapper may make throwable bombs. This involves pouring bleached powder into some sort of bag (essentially, you make a flour bomb). Such bombs need to be well made, in such a manner that when thrown no bleached powder leaks out. If powder does leak out, then the bomb fails to go off.
Such bombs inflict bomb damage in an area of three big paces. 

Making a throwable bomb must be done very carefully and, if not done carefully, it will blow up injuring the maker with bomb damage.
It costs two knowledge to make a throwable bomb.
It costs two knowledge to throw such a bomb.

Non sappers picking up (or prodding) such a bomb will have it go off in their hands. 

If a bomb is thrown and it is not noticed for some reason, then it is deemed not to have gone off and may be picked up and re-used. In such cases, the sapper pays no knowledge for the throwing thereof
If a bomb is struck, even whilst being carried by a sapper, then it will go off. Effects that cause damage to all locations on the sapper will set off any bombs they are carrying. 

A master sapper may pack bombs away (in a bag, suitcase or whatever) for one knowledge for as many bombs as they wish (as long as they are packed at the same time). Such bombs need to be packed in such a way as to take at least 5-10 seconds, but will not go off if struck (unless someone unpacks them).  It would take 5-10 seconds to unpack bombs as well as pack them.
Scholar

Most people do not read so well, if at all. Some people can read and those that can are likely to have read something useful. 

A code is a letter substitution system of some kind that represents a letter substitution system.
A language is phys-repped the same way, but is a language, not a code. As it is not a letter substitution system in character, one cannot use crib sheets to help crack it or in any way write down or talk about what each individual letter means (only while words). Mathemagical scripts and all mystic languages fall into the category of languages. 

People who do not have scholar will be totally bamboozled by both. 

With scholar you may:

· Read as fast as you can read

· Try and crack codes

· Read different languages

· Learn scholar specialisations

· Clarify things you have read (at journeyman)

· May read scrolls (at journeyman)

· Read between the lines (at master)

Power types used:

· Knowledge

A scholar can read as fast as they can read. No power is used to do this. 

A scholar may choose an area of specialisation for every rank they hold in scholar. 

A specialism is a field of study of some kind that the scholar knows a great deal about. The higher the rank of the scholar, the more they know. 

Specialisms should be mentioned to a referee when using scholar lore as they may give you more information. You may asks questions of the referee (to get them to elaborate), at one knowledge a time, once you have used scholar lore concerning a subject that falls within a specialism.
Some possible specialisms might be: current affairs, British history, the English Civil War, Poetry, art and so on and so forth.

The narrower the specialism, the more information you may get: a person who has taken the English Civil war will be told pretty much anything about the period they may wish to know, a person with British History may get less, a person with just ‘history’ much less.

Because of the wealth of possibilities, there are no hard and fast rules here. Referees, when in doubt, should err on the side of giving players information rather than withholding it. 

Rather than defining their own specialism, a specialism slot may taken as any Lore skill. This will grant novice level in that Lore skill, or add one to the lore skill rank (to a maximum possible of rank five). Rank five in a lore skill means you are a world class expert and will know pretty much anything that is not a secret. 

 A scholar may try and crack codes. This costs no power, but they may ask for a clue (what one letter means) for 1 knowledge.
A scholar may try and read languages. A journeyman scholar may ask for a clue, which will be given as the translation of any one words. This costs four knowledge. Mathemagical scripts count as a language that scholars can read, but no clues may be gained. 
A journeyman scholar may read scrolls as if they had arcane script, but at a cost of 2 knowledge. They may do this for any sort of arcane script. This also allows the reading and activation of mathemagical scripts for 2 knowledge. 
Scholastic Clarification: journeyman scholars are used to reading and analysing a large amount of written material. Sometimes such material can be confusing. For one knowledge, a scholar may ‘clarify’ a point in written material they have studied for a reasonable length of time. This only allows one to determine if the scholar has ’read the text correctly’ and serves to clear up confusion, not to reveal ‘new’ information. 

A master scholar may ‘read between the lines’ in text they have been studying, reaching conclusions that go beyond what is written down. This power costs 4 knowledge to use and allows them to ask a question on a topic touched on or implied by a studied text, but not explicitly explained by it. Scholars may use this ability to make implausible leaps of logic. 
Scrying

Scrying is the art of using a reflective surface (a crystal ball, bowl of water, glass or whatever) to see far off things.
Scrying can be used to:

· Bring a scrying tool on event. 
· Scry

Power types used:

· Psyche

Core Rules

Characters with this ability start with a suitable tool for scrying. If they use any other tool, then the costs are doubled to use it.

Scrying involves staring into a suitable object and seeing far off things. Scrying takes a little while to do. Once started, the character is deemed to be stunned, though they can speak and hear what is going on around them. They will be able to see the target location or person as long as they continue to scry, though if this crosses over to another scene they must pay one psyche to keep the scrying ‘active’. 

All scrying gives fairly detailed visual information, as if the scryer were looking at the scene they had invoked through whatever medium they are using to scry with. Scrying is never good enough to read by (unless it is a big sign or something). Unlike most psychic abilities it is a precise art that tends to give precise results. However, images sometimes take some time to form. 

What a character can see when they scry, and the cost in psyche, depends on their rank.

A novice can look into a place that they could have seen anyway if there were nothing in the way. They can look inside a windowless room, or around a corner, or into a locked box. Depending on circumstances, the ref may either describe or let you look. Scrying in this way does not provide light, unless the scryer is master rank.  Costs 1 psyche. 

At apprentice may scry a person that you have either met or can name (does not need to be true name) and see their current circumstances. An apprentice may also look at a  place that they have visited. Both uses cost 2 psyche.

A journeyman may look into the past, but only for a place they could see with their normal vision (like the apprentice ability). They may name an event. In the case of an event, the images will ‘fast forward’ giving the salient points. This costs 4 psyche. At master level this ability may be used for any event, no matter where it took place (as long as it is in the same Realm, of course). This costs six psyche. 
When events are viewed a referee will give a brief synopsis of that event. The scryer may not ask questions unless they are master level, where they may ask questions or request more detailed descriptions at a cost of one psyche each. 
A master scryer may posit a set of future circumstances, which must take place where she is, or involve people who are present where she is. These circumstances should be described clearly and be a single sentence, free of sub clauses and caveats. The scryer will get a glimpse of the future describing how those events would play out. Use of this ability costs 4 psyche. It must be noted that the future can be very malleable. 
“We head out to the woods to fight the Leshy?”

“You see yourselves being torn apart by mobile roots and lightning.”

Later: 

“We head out to the woods to fight the Leshy with the tuathan axe.”

“You see yourselves chopping down a big tree whilst under relentless assault by mobile roots.”

Sensitive

A sensitive is tuned into the ‘vibe’ of places and things and can sense a lot of what may have happened to things, or in places. 

With sensitive you may:

· Get an ‘emotional feel’ for a place or thing. 

· Use psychometry on a place or thing(at apprentice). 

· Use Expanded Psychometry to ask questions about impressions gained (at Journeyman). 

Power types used:

· Psyche

A sensitive may get an ‘emotional feel’ for an object they are touching or a place they are in. This costs one psyche and they will be given a few words, devoid of any context, describing the major emotions associated with that object. The answer might be ‘none’. The answer will always be very brief. 

A dagger used in the vengeful murder of a wife on her husband might get the answer ‘Love, hate and revenge’. 

A random spoon picked out of draw will likely get the answer ‘none’. And perhaps a funny look from the referee.

A psychometry may be used at apprentice level. It may only be used when the sensitive has already used ‘emotional feel’ on the subject.

Psychometry costs 2 psyche. The player will be briefly told the context (or contexts) of the major emotions associated with the object.
A Psychometry on the dagger might reveal : “ A woman, driven to hatred by the infidelities of her husband stabbed him to death using this dagger.”

If there are multiple stories associated with an object (which there may be for some things) then only the most emotional one will be related, but the sensitive will be told there are more and may use a Psychometry again to get those stories as well.

No descriptions of people, other than the vaguest, nor names can be gained using this ability. 

The player may in no way prompt the referee or ask questions when using this ability. If they do so, they are assumed to be using expanded Psychometry (and cheating if they do not have it). 

An expanded Psychometry allows the sensitive to ask questions about a story they have been told at a cost of 2 psyche per question. Descriptions of people may be given, but names will only be gained at master level (and then it will be the name the person is called by, not always their true name). 

At master level expanded Psychometry costs only one psyche. 
Shaman

A shaman is someone who has a close relationship with one or more spirits. Shaman are often primitive, as such people tended to have a closer relationship with the world around them, but there are plenty of modern spirits, too. 

Definitions

Shaman deal with eternal spirits. These are defined under medium, but essentially are the spirits of places, things, concepts or dead people -ancestors  -who have somehow continued.

Eternal spirits are very hard to fathom, as a mortal: they do not see things the same way as people do at all and tend to be rather obsessed with whatever it is they stand for. 

A shaman has to choose their own, consistent cosmology. Ancestor style cosmologies can be made up, more religious ones have to be grounded in history in some way (you cannot make up a bunch of Gods, though you could turn something into an Eternal Spirit  - The Alexandrian Library, for instance, was an eternal spirit, though its name got changed). You need to run such cosmologies past a referee in case game events have caused some change to them or there is already precedent for what they are like. 

A shaman needs to have their own, very consistent, cosmology which is also consistent with the FR world and will be judged very harshly in this regard. 

With Shamanism you can:

· Select to be an essence or psyche shaman. 

· Choose a totem.

· Take miraculous abilities without church membership. 
· Choose abilities the spirits will help you with. 

· Invoke spirits so they will help out.

· Appease spirits so they will help out again. 

· Build a spirit lodge
Power types used:

· Essence or Psyche

Core Rules

A shaman must select whether to be an essence shaman or a psyche shaman. This choice is irrevocable. Essence shaman tend to interact with spirits that are of places, things or concepts. Followers of pantheistic faiths (like the Greek gods) are Shaman, and usually essence ones. Psyche shaman tend to follow ancestor spirits, a Roman who venerated their ancestors might be a shaman. These are guidelines only. 

Essence and Psyche shamanism are different abilities. As such, you could have both. 

A starting shaman chooses a totem. This is the spirit the shaman has the closest relationship with. The totem may not be changed unless something very profound befalls the character. 

For each rank of shamanism the shaman may nominate any one ability at event start that the spirits support. Bloods may not be nominated.  The spirit that supports this ability may be your totem, or another spirit. The choice of ability and spirit must be perfectly in accordance. The shaman may freely change which abilities are so supported between events. 

If it is doubtful whether a given spirit would support an ability, then they should not. Spirits only help with areas that are really and strongly ‘their thing’. 

Erik the Red is a Norse (essence) Shaman whose Totem is Thor. He does not see Thor as his ‘totem’ but as his patron God. If Erik were a Journeyman shaman he could choose three abilities to be assisted by Thor. Elemental Air Magic, armsman and toughness would all make perfect sense. If he wanted scholar, however, there is no real way that Thor would support this. Odin would, though, so Erik could take Odin as a friendly spirit supporting scholar. 

Multiple abilities can be applied to one spirit be it your Totem or another spirit.

Erik could choose to have arcane script (runes) and scholar supported by Odin and assassin supported by Loki. Thor is still his totem, but he has no abilities supported by Thor for the event. 

A shaman gets the starting benefits of and can carry things through the Wasteland as if he had one extra level in any ability he has taken a spirit to support. Some abilities (wealth and merchant notably) are only really useful in this way – in such cases, the spirit has supported the efforts of the character before the event. Likewise, the shaman gains any post event benefits of an ability he took as one supported by a spirit, as long as he started the event with that ability. 

Eric has no ranks in Elemental Air Magic, but he can still start an event and carry through the wasteland four air elementals. If he had no armsman ranks, he could still bring weapons. If (for some bizarre Nordic reason), he has wealth from a spirit, he would get the money, and could choose investments and nominate a servant. However, he could only dismiss or hire a new servant when he had the spirit invoked. If he had Merchant, he would start with some goods. 

A shaman may purchase miraculous abilities and not be a member of the church. These abilities differ from the norm in that: 

· These abilities may only be used whilst the spirit is invoked. These are potent abilities, which require the spirits assistance. 

· They will use their power type to fuel this ability (essence or psyche) rather than faith, and anyone benefiting from it will also use that power type if they need to spend power. 

· They must choose whether their abilities mimic those of Isis or Mithras, but may choose separately for each ability.

· They may not buy any grand master ability for a miraculous ability that specifically mentions an angel or saint, which will seriously limit the power that these abilities will ultimately grant. No special GM’s will be written for shaman characters with these abilities: miraculous abilities from spirits are weaker than those from the Gods. 

· Invoking a spirit that supports these abilities grants no extra rank unless the character has no rank in that ability. If the character has no ranks in the miraculous ability, it costs four power to invoke a spirit for every miraculous ability is grants (as well as two for any normal one), but the invocation will grant novice rank in that miraculous ability. If the character has purchased some rank in the miraculous ability, then the cost to invoke is normal. 

A shaman may invoke a spirit to get it to assist him.

· Invocation costs two power for every ability the spirit grants. It takes five to ten seconds of loud verbal invocation of a cool nature. If you have not appeased the spirit since the last time it was called, this cost is doubled. If you have invoked a spirit when it was not appeased, you may not invoke it again until you have appeased it. 

If Erik is granted armsman, air magic and toughness by Thor it costs him 6 power to invoke him.

· The benefits last the scene.

· A shaman may only have one spirit invoked at once (which will mean under normal circumstances that only one can be invoked in a  scene, as there is no way to ‘send a spirit away’ other than to wait for it to depart at scene end). However, the Shaman’s totem does not count towards this limit, and as such the shaman may invoke their Totem and another spirit at the same time. 

· The shaman gains one extra rank in the nominated ability for that scene. They gain all the benefits of that rank. 

· If the new rank would allow a choice of some kind then it may be made freely, as long as the skill/ability gained fits closely with the nature of the spirit. This is player policed, but will have to be justified in the debrief. This is particularly true of scholar specialisms, which must be within the remit of the spirit. Spirits that are ‘knowledge’ orientated (and thus could perhaps justify knowing ‘anything’) will only grant specialisms that closely fit their cultural origins. 

· If the shaman is master rank in the ability, then they gain one GM ability that they would be able to buy for no more than 60 points. They may choose this GM freely, and it may change from invocation to invocation, but it must very clearly fit with the nature of the spirit. 

· If the rank of skill or a power granted would be relevant (such as a scholar shaman gaining a new specialism), it is treated as being of novice rank. 

· A shaman may not gain master rank in an ability as a result of the additional level granted unless they have the capacity to buy that ability to master rank normally. 

· For the duration of the invocation you may fuel any abilities the spirit is helping with the power type that your shamanism is based on. All types of power used can be so replaced, even knowledge for lore skills (the spirit tells you). 

· If an ability requires a person it is used on to spend power to benefit from it, then they use the power type of the shaman. 

· A master shaman may choose at the end of a scene to keep the spirit with him. He pays the power cost again. This is treated as one invocation for purposes of appeasement. The spirit may be kept active indefinitely in this way(by paying the cost at the start of every scene), though not through break, rest or sleep scenes. He may not change anything about what the spirit grants. 

Erik is most likely to choose some ability for his hammer as a result of gaining a rank in armsman. Most other armsman abilities would make sense for Thor, but probably not through damage with a sword. Not very Thor like. 

If you disrespect a spirit or its powers or call them for trivial reasons then that spirit will not respond to you for the rest of the event, unless you go to a lot of effort to appease it.
A shaman may purchase miraculous abilities and not be a member of the church. These are considered to be different abilities than the normal miraculous ones, and as such talents in ‘shamanic’ miraculous abilities do not count as talent in the normal ones and vice versa. Shamanism only helps the ‘shamanic’ versions(in cases where a character might have both). These abilities differ from the norm in that: 

· These abilities may only be used whilst the spirit is invoked. These are potent abilities, which require the spirits assistance. 

· They will use their power type to fuel this ability (essence or psyche) rather than faith, and anyone benefiting from it will also use that power type if they need to spend power. 

· They must choose whether their abilities mimic those of Isis or Mithras, but may choose separately for each ability.

· They may not buy any grand master ability for a miraculous ability that specifically mentions an angel or saint, which will seriously limit the power that these abilities will ultimately grant. No special GM’s will be written for shaman characters with these abilities: miraculous abilities from spirits are weaker than those from the Gods. 

· Invoking a spirit that supports these abilities grants no extra rank unless the character has no rank in that ability. If the character has no ranks in the miraculous ability, it costs four power to invoke a spirit for every miraculous ability it grants (as well as two for any normal one), but the invocation will grant novice rank in that miraculous ability. If the character has purchased some rank in the miraculous ability, then the cost to invoke is normal. 

A shaman may appease a spirit they have invoked. 

Spirits are rather fickle and something is never for nothing. After having called on a specific spirit the shaman needs to appease that spirit in some way. This means doing something to please it. It does not have to take long, but does have to be noticeable - and saying ’thanks guv’ is not enough. 

Appeasement could be any of the following, or anything else you can think of: telling a story about the spirit to others so more will know of it, burning incense, ceremonial dancing, polishing or praying to idols/images of the spirit, songs of praise, burnt offerings of all kinds, ablations and so on and so forth. 
If you have not appeased a spirit, then the cost to invoke it is doubled. If you invoke it when it is not appeased, then you may not invoke it again until you have appeased it. 
A spirit lodge is a place sacred to the spirits, where contact with them is easier. 

Creating a spirit lodge requires the character to use some impressive set of props, though much might be improvised from what is around. A spirit lodge might be a whole room decked out with hangings and wind chimes or a small shelter (inside a room or outside), with suitable trappings. 

Creating a spirit lodge costs four power and a shaman may only have one spirit lodge active at once (‘active’ means in use - if you abandon one, you can make another).

A spirit lodge is a sacred place. Any behaviour that would displease the spirits the shaman holds will desecrate it. This is judged harshly. 

The spirit lodge cannot be in ‘general use’. You cannot make the dining room a spirit lodge and eat there -even if you are following some spirit of eating things. Well, you could make it a spirit lodge, but it would almost immediately be desecrated.

Entering and leaving a spirit lodge has to be done solely and reverently. 

As spirit lodge has to be fully dressed in character. You cannot make the bathroom or a bedroom full of OOC kit into a spirit lodge. 

A spirit lodge is a very fragile thing: if in doubt as to whether it has been desecrated, then it has been. 

A common spirit lodge might be a tent (made of drapes) set up in a corner of a room, perhaps with some hanging things. 

Hostile spirits cannot enter a spirit lodge if their rank is less than (not equal to) the shaman’s rank. 

A shaman pays half cost (rounded up) to invoke spirits when in a spirit lodge. 
Shield Use

People with shield use can, pretty obviously, use shields. Though a shield is pretty easy to use in LARP terms, in reality they are pretty tricky, if only because holding something heavy whilst people batter on it gets really tiring, really fast.   
With shield use you can:

· Start with a shield

· Use any shield

· Actively parry arrows (at apprentice)

· Block attacks that would pierce a shield(at apprentice)

· Lean in to an attack and not be knocked back or down if your shield is hit (at apprentice)

· Hold on to your shield if it would be knocked out of your hand (at apprentice)

· Deflect an attack to prevent your shield being broken (at journeyman)

· Block non physrepped ranged attacks (at master)
You may start an event with a shield if you have this ability.

You may freely use any shield.

At apprentice you may use your shield to actively parry arrows at a cost of one skill for the scene.

At apprentice you may pay one skill to prevent an attack that has the pierce effect upon it (pierce is an effect that goes through shields, is a bow special ability and there are some other attacks that might be designated as ‘piercing’). This ability can only be used if the shield is actually struck, of course. 

At apprentice if your shield is struck by a knockback or knockdown you may lean in to the attack and not suffer the effect at a cost of one skill. 

You may hold on to your shield if some effect is used on you to knock it from your hands for one skill at apprentice level.

You may deflect an attack that would break your shield at journeyman level for two skill. At master level, this costs only one skill.

At master level you may block any non physrepped ranged attack as long as the attack creates something that could be intercepted: you can block an arrow of fire, but not a tears spell.

This costs four skill.

You may not block attacks that strike every location unless you are crouching down behind your shield. Only parts of your body covered by the shield are protected. 
You may not block etheric damage.

Your shield must be between you and your attacker. 

If such an elemental attack has a damage grade of more than single, then your shield is broken. The attack is still blocked, and well made shields can resist breakage as normal.

Strength

Some people are just very strong.

Strength can be used to:

· Perform a fear of strength

· Use big weapons and bring them on event. 

· Gains one ‘strength power’ every rank. 

· Use a two handed weapon in one hand(at apprentice)

· Stand firm (at apprentice)

· Have a firm grip (at journeyman). 

· Become unstoppable (at master)

May perform a  feat of strength for one body point, the most obvious being the carrying of an unconscious body without actually carrying it (whoever is playing the body co-operates). Such feats last a scene and are called, as ‘strength’ if calling them is needed. A separate body point needs to be spent for each separate feat, but not for each feat of the same type (so for 1 body you could carry as many heavy things as you like around for a scene).

This still means you need to role-play the use of the strength: you cannot carry a person around in one hand, for instance, you need to get an arm around them at least. It means, in this case, the person you are carrying can help you.
Feats of strength are often used to break out of various supernatural effects. All such efforts require some role-play and are far from instant. 

Characters with this ability can perform such feats of strength that can be physrepped. If such a feat cannot be physrepped, then they cannot do it and should avoid trying. The specific feats are listed below. 

Strong people may use big weapons:  two handed blunt weapons of a bludgeoning nature such as clubs and maces or other ‘hafted’ weapons with a heavy head, such as axes (not staves, spears and similar ‘light’ hafted weapons).  They may start an event with such weapons. 
Strength grants the choice of any one of the abilities below for every rank of strength. 
At apprentice may use a weapon in one hand that could not normally be so used because of its size, assuming they have the ability to use the type of weapon. This requires the expenditure of one body point and grants the ability for the whole scene. If one has the ability to use two weapons at once then one may break the weapon size limit in the off hand also using this ability. 
At apprentice may stand firm resisting a knockback or knockdown (as long as the source is physical) at a cost of one body. At master rank, they need only use this ability once in a scene to resist all knockbacks and knockdowns. 
At journeyman has a firm grip allowing them to resist anything that would knock something out of their hand(s) for one body. At master level resisting one such effect grants resistance to any others for a scene. 
Those with master strength can become unstoppable for a scene. This costs two body, but means they will break free of any restraint that a feat of strength would let them break free of almost instantly (they still need a second or so of role-play). 
Strength Powers

These are split into two types for ease of description, ‘striking’ and ‘miscellaneous’.

Strength Powers
These powers all apply to blows. They do not cost power if the blow does not land (in a similar manner to armsman). However, strength abilities may be freely used, unlike armsman. If a blow with a strength power misses, then the character may freely use that ability against the same person again. 

The cost of these abilities are doubled if the blow is one handed (even if a two handed weapon is being used in one hand because of other abilities, even temporarily). If two hands are not on the weapon when the blow lands, then the cost is doubled. One would need to be using other abilities to land a one handed blow with a two handed weapon. 

Unless stated, this abilities cost one body to use. 
Brutalise: only useful against a  target who is unconscious, a single solid blow will kill a normal target and mortally wound those with Wastelander levels of constitution. 

Shield Break: will break a struck shield.
Knockback: causes person struck to take 3 paces back, even if the blow was parried. 

Knockdown: knocks a struck target to their knees, even if the blow was parried.
Weapon Slap: knocks a struck weapon out of the hand of the user. This costs two body. 
Forceful blow: increases the damage on a blow by +1, making a normal blow double. This may be used in conjunction with other abilities that increase damage. 
Shocking Blow : shocks a target if a critical location is struck. If a limb is struck, then only that limb is deemed to be ‘shocked’: with it, one can take only defensive actions. 

More powers welcome. 
Toughness

When your favourite action hero gets stabbed and the only sign that he has been hurt is a grimace and a bit of blood, he is using toughness. When the bloke with the razor claw in Enter the Dragon stabs random extras, they die. When Bruce Lee gets stabbed, he grunts and has neat bloody lines across his chest: he has soaked the wound with toughness. 

A character with toughness can take a sever battering and come out of it with a few scratches. 

Toughness is one of three man abilities that allow characters to avoid taking damage – the others are agility and armour use. 

With toughness you can:
· Soak wounds

Power types used:

· Body

Free power granted:

· Apprentice grants one free power.

· Master grants one more free power (two total). 

Core Rules

Characters with toughness can shake off wounds that would fell others. This ability can be applied such that, instead of taking a wound that incapacitates or similar, they instead take a ‘flesh wound’ which, while it still hurts, has no real game effect. This is called ‘soaking’ a wound. 

Toughness does not stop anything other than damage: if struck with a poisoned blade, you can soak the damage from the blade with toughness, but not the effect of the poison.

No call is needed by the player for this: they still need to role-play being hit (ouch), role-play having been cut, but do not have any game system penalty.  

In order to soak a wound one must be ‘active’, not laying supine or otherwise immobile. If unable to move, one may not soak, if ‘playing possum’ then one must react when struck such as to make it clear that you are conscious and mobile. 

Note that every character can soak bruises for a body point. 

What you can soak and how much it costs depends on your toughness rank.

Novice toughness lets you soak normal wounds for one body. 

Journeyman toughness allows the soaking of normal (single) elemental wounds for 4 body. Attacks that cause wounds to every location may be so soaked, but each wound has to be paid for separately. This means that a firestrike, for instance, would take 28 body to soak (not very likely). 

Journeyman toughness allows you to soak an ordinary double for 2 body. 

Master toughness allows you to soak backstab for 4 body.

A person with master toughness may soak attacks that cause damage to every body part as if they had only struck two locations. For example, a fire strike can be soaked for 8 body. 

 ‘Through’ damage and ‘accuracy’ blows are not harder to soak than normal damage. Damage with a grade higher than normal  -double, triple, etc, cannot be soaked by someone with novice toughness. 

Toughness Summary
	Rank
	Type of wound
	Cost to Soak

	Novice
	Normal
	1

	Journeyman
	Elemental*
	4

	Journeyman
	Double
	2

	Master
	Backstab
	4


Visionary
Some people have visions; images that flash in the head. Visions prompt some physical reaction in the person who has them: they may go into a trance or may even have something as severe as an epileptic fit. They tend to be a strange breed. A whole variety of seers, wise men, oracles and similar have been visionaries. Some have a very strong religious base – Joan of Arc was such.

Visionary may be used to:

· Get a visionary hunch about something.

· Enter a visionary trance (from apprentice)
· Choose the vision one gets(from journeyman)

· Guide what is seen(at master). 
Power types used:

· Psyche

Core Rules

A visionary hunch may be used at any time. You may ask a referee any question and they will give you a brief, one line, vision. It will be the first relevant thing the referee thinks of and you may not ask questions, but will be as informative as they can make it. This costs one psyche. 

A visionary may enter a visionary trance, either of their own free will or triggered by a referee. When in such a trance they suffer some extreme physical reaction (faint, grow still, have an epileptic fit). Entering such a trance costs 2 psyche and the character will get a vision when the referee notices they have entered such a trance, without the referee being prompted (which means you are more likely to get noticed if your reaction is more extreme).

Visionaries can resist entering a visionary trance prompted by a referee at a cost of one willpower. They are shocked as they fight it off. 

You may leave the trance at any time, though are stunned for ten seconds after such leaving. If you had no vision, then you regain one of the two psyche used.

Whilst in a visionary trance the visionary will have a vision of the referee’s choosing -it will be about whatever the referee feels is most appropriate at the time. 
At journeyman level they may instead specify the subject of their vision, as long as the referee does not pre-empt them by giving them a vision of his choosing. Choosing a vision in this way costs 2 psyche more. 
At master level the visionary may guide a vision in order to ask questions of the referee at a cost of two psyche per question. Questions must be about what the character sees in the vision and the answers will expand on what is seen, or be in the form of another vision. 
Visions take as long as it takes the player and referee to communicate.

Visions can include sound, though not often. 

Once the character has had a vision, they come out of their trance and are stunned. They may not enter a trance again during that scene. unless they  are master rank, in which case they may enter additional trances at an additonal cost of one psyche time the number of trances they have already been in that scene (so the first extra one costs one psyche, the second extra one  - which would be their third trance – 2 psyche and so on). .

Visions take one of two forms:

· A description of an event.

· Some sort of allegorical representation of a large event (seven eagles come to rest in an Oak Tree).

The first form is more common.

Visions will usually be about a paragraph in length. 

Wastelander

Wastelander is the term given to those people who, for some reason unknown are capable of finding their way through the Entropic Wasteland. 
All player characters are London based Wastelanders. 
Definitions

All players start at Novice in this ability for free. If they take Wastelander as an eclectic talent they start at apprentice, if they take Wastelander as a great talent at journeyman. 
Although all players start with this ability, it may only be taken to master by those who have some level of talent in it. 
Most people perceive the Wasteland as just that. Though it might have ‘features’ like trees and so forth, it is impossible for them to orientate themselves, many people perceive this as a kind of ‘fog’, though it is more as fog of the mind than a real one. Furthermore, it is a bleak and unforgiving place that tends to cause insanity in those who spend too much time there, assuming they do not fall afoul of Entropic forces.

Wastelander can be used to:

· Find the way through the Wastes.

· Sense the Wastes(at novice).

· Sense Phenomena (at apprentice). 
· Thrive in the Wasteland (at apprentice). 

· Analyse Phenomena (at journeyman) 

· Step Sidewise (at journeyman)

· Shed Entropy (at journeyman)
· Stand firm against the Wastes (at Journeyman)

· Walk the Ways (At master)

· Withstand a Wasteland Wash (at master)

· Survive the Environment in the wastes(at master)

Power types used:

· Any

Any type of power, as power is the stuff of reality, may be used to fuel these abilities. 

Core Rules

A novice Wastelander can find the way through the wastes and is able to navigate at all times within the Wasteland as if it were ‘normal’ – or at least virtually normal. Furthermore, they can always tell if they are within the Wasteland or close to it.

An apprentice Wastelander thrives in the wastes. ‘Thrive’ might be a strong word, but they can certainly use the fluid nature of the place to support any action they may perform. One free power is gained when in the Wastes at apprentice; a second point is gained at master.

Wastelanders have various powers to Sense the Wastes, getting better as their rank increases. A novice Wastelander can always sense the direction the Wasteland is in when not in it for 1 power. 
An apprentice may sense phenomena: for one power, may sense the general ‘state’ of the wasteland and the rough nature of any local ‘phenomena’ (storms, sinks et al). This will also give a rough idea of the nature (in regard to its relationship with the wastes) of any Realm just entered. 

A journeyman may analyse a phenomena they are near, giving them an intuitive idea of what some wasteland phenomena is doing. This costs one power. 
A journeyman may Stand Firm against the wastes. If they resist an entropic effect that has a lesser effect when resisted, then they resist all of it. 

Shed Entropy is useable by journeyman Wastelanders and allows them to pay one power to shed one entropy (unless they began the event with it) at the end of any scene. 
Step sidewise: with a step to one side, the journeyman can vanish, stepping briefly into another layer of the wasteland at a cost of 1 power. They cannot move, or in fact do anything really, while so vanished but can perceive the world around them. When they come back are deemed to be shocked, and this may not be resisted. They can stay in this state for as long as they wish and come out of it when desired, but they must come out come the scene change. This power only works in the wasteland and some creatures therein may be able to perceive and even interact with them. 

 Walking the Ways: a master may vanish as step sidewise (you may perceive the world around you), but may walk while so vanished, to a maximum of 21 paces total. This costs 2 power and the person is considered stunned when they emerge: this may not be resisted. This power only works in the wasteland.  Once engaged, the person may wait as long as they wish whilst taking these paces or between these paces and may use the power again before they emerge if they so wish such that they can carry on travelling in thus manner. However, they are forced to emerge come a scene change. This power only works in the wasteland and some creatures therein may be able to perceive and even interact with them. 

A Master wastelander can withstand a wasteland wash. A ‘wasteland wash’ is any effect that mimics being in the wasteland when the character is not in fact in the Wastes (causing objects not bound to the character to vanish, rituals to go down and so forth). A master Wastelander can resist such effects completely for 1 power. 
 A master may survive the environment in the wastes, resisting any environmental effect at the cost of one power a scene. 
Wealth

In The FR world, the gap between rich and poor is huge. People with wealth are in the lucky minority. The reasons for being rich are myriad. 

A person with wealth:

· Starts every event with a lot of money.

· Gets richer every event.

· Chooses where they have been investing your money between events.

· May bring things they have bought for their personal use on event. 

· May pay other characters ‘off event’.
· Can buy their way out of legal trouble. 

· May nominate someone as their servant.

Power types used:

· None

Core Rules

Characters with wealth start each event with five pounds for every rank of wealth they have. This is usually taken in cash, but could be taken in valuable personal accoutrements, goods with a clear monetary value or perhaps valuable gifts for a host. It may not be taken in anything that has a ‘system effect’ (including but not only such things as well crafted gear, anything with elementals bound to it and so on) .

This extra money gained from wealth does not count as ‘stipend’ in that it cannot be used to buy goods. 

It is important to note that centuries of ritual support means that British Currency is recognisable as valuable to all but the most primitive of people  -anyone who understands money will likely accept it.

At the end of every event the stipend of a character with wealth is increased by 1 shilling for every rank of wealth The rich, almost always, get richer. This can be used as normal stipend in all ways. 

At the start of each event a person with Wealth can choose one recent investment for every rank of wealth they have. They may take the same one more than once and the benefits stack.
The possible investments are: 

Charity Work: base willpower (because you feel good about yourself) or faith (because you have drawn close to the church) is increased by one for this event only. 

Personal Tutors: adds one to the base value of any power type, as above. 

Exploitative Investment: stipend increases by four shillings at the end of event, but your base faith is considered to be one lower than normal (the gods abhor usury and the church frowns on it, though it is common).  This can be taken more times than you have faith, giving you an effective faith of zero for the event. Faith is restored to normal next event. 

Sound Investment: stipend increases by 2 shillings at the end of the event. 

If an investment grants power, you may buy that extra power at the end of the event at half cost (round up). All power purchases count as normal power buys and so contribute to increasing the cost of future power purchases. 

May bring 4 pennies worth of rare goods per rank of wealth in the same way as a merchant can. However, the reason for bringing such goods should not be for trade purposes. 
May pay other characters that were on the event with them after the event. The wealthy character may freely distribute one extra penny of stipend per rank between anyone on event with them. There should be a good reason for this.
May buy the law, as rich people tend to be fined or hire high priced lawyers. Based on wealth level, the following crime types may be avoided unless the character was caught totally bang to rights, guilt is obvious beyond any shadow of a doubt and there are strong witnesses or empirical evidence and there is no cause for mitigation. 

Novice wealth avoids property crime of a fairly minor sort, apprentice wealth major property crime and assault against people who are not wealthy or noble (or otherwise ‘important’), journeyman avoids almost any serious crime where no personal injury was inflicted, murder against unimportant people and assault against all but the highest in the land, master lets you get away with just about anything. 

One servant may be nominated for every rank of wealth. This may be done before the event, or any time during it. They must agree to this, obviously. This has the following effects:
· The servant may carry the master’s goods through the wastes – anything the master can carry is safe on the servant, though still counts towards any limits the master has.

· The servant gains 1 extra penny of stipend at event end per rank of the master’s wealth, though the master can withhold payment. 

Servants can be sacked at any time and no longer gain any of the benefits, nor do they count towards the servant limit. 

A servant can be an employee of any kind. 
Wilderness Lore

Wilderness lore governs a knowledge of the ‘great outdoors’ and represents those abilities picked up from a great deal of time spent in such places.

With Wilderness Lore you can:

· Tell a great deal about natural environments
· Scavenge Weapons
· Track
· Find hidden things in the wild

· Make a camp
· Cope with bad environments (at apprentice)

· Find herbs (at apprentice)
· Take care of your own gear(at journeyman)
· Get an intuitive lay of the land (at master)

· Thrive in the wilderness (at master)
Power types used:

· Knowledge

· Some psyche

· Some body

Someone with Wilderness Lore tell a great deal about natural environments including plants, animals, weather and the like. It is also very good at telling whether things are edible or not or whether something might be contaminated, even in a non natural setting. 

This is not a separate ability, but a boost to the normal lore ability, which will generally be very informative.
Scavenge Weapons coats one knowledge and means you can always find yourself a decent club or staff (an unskilled person who scavenges weapons will end up with something that breaks after one hit). 

Someone with wilderness lore can find hidden things in the wild. If searching a small area outdoors and away from buildings for something may get a very strong indication as to where it is for 1 knowledge. This will also reveal things that are supernaturally hiding (though this is almost unheard of in FR) in such settings. 

Make a camp lets you make a camp that is more comfortable and effective than normal. A ‘camp’ requires at least two of: a bedroll, fire, a rough shelter or otherwise clearly show that it is a ‘camp’. Making a camp costs one knowledge. It needs to be outside, but can be close to a building (and should be built in such a way as to not isolate you from other players). The camp lasts until you pack up.
The benefits of a camp are:

· Anyone resting at it for the majority of a rest scene regains one extra power per rank of wilderness lore. Half that amount, rounded down, is gained at a break scene. 
· If the person who made the camp actually sleeps in it then they may resist any overnight effect that would stop them regaining power for 1 willpower. Additionally, because of their general roughty toughty attitude they gain one extra power per rank of wilderness lore, of their choice, added to their base power as a temporary boost for the next day. If the weather is bad, however, no benefits are gained (this ability is not meant to make you miserable and feel that you ‘have’ to camp outside). 
Obviously, this ability suits some sites and some seasons much better than others. 
It is possible to ‘camp’ indoors, as people of a wild ilk tend to ‘nest’ to some extent. In such cases, the camp area needs to clearly be a camp and only the first benefit of the camp, not the benefits from sleeping, are gained. 

Tracking: for one knowledge gets an idea of what sort of things are around the area. At apprentice, this will also tell roughly what ways they go at journeyman more detail may be gained as to what those tracks ‘did’ and at master a great deal of detail as to what happened in the area, as far as can be told from the tracks, is given. If relevant, tracking lasts the scene. 

If tracks are found, they may be followed, but it costs one knowledge each scene to keep following and tracks that pass over difficult terrain may be harder to follow.

The ability to Cope with bad environments is available at apprentice. For one body may now ignore ‘environmental’ effects such as great heat and cold (not actual elemental wounds) or such environmental effects as  driving rain, sandstorms or other ‘non physrepped’ weather. This works on things that are either natural in origin or that are supernatural but mimic natural phenomena. 

Find herbs, from apprentice level may find whatever ‘special’ local herbs there are (see herbalist), which will be physrepped by a specific local plant and be useful to a herbalist in some way. Some may even be of use without special preparation. This costs 1 knowledge and provides enough for one batch (more knowledge can be spent for more batches) and takes as long as it takes.  
Journeymen of wilderness lore take care of their own gear. Things are hard to replace in the wilds and you are well used to properly wrapping/oiling/sharpening or whatever.  Anything you start the event with that would be so take care of (judged generously, and certainly including all weapons, tools and armour will resist the first break attempt on it on an event, and then the resistance works no more. The defence applies separately to each object covered by it. 

You may replace the defence, or add it to some of your gear with suitable ‘taking care’ role-play and 1 knowledge. 

The defence can only be used on your own gear and does not apply whilst someone else is using it (they do not know how to take care of your things). 

You may properly wrap something, which may be anything, at the cost of one knowledge such that it will resist the break effect used on it. This defence last the event and can be replaced and, in this case, it does not matter who carries it. 
It is important to note that something that is wrapped cannot be ‘used’  - a wrapped club, for instance, will not hurt when you hit someone, a wrapped talisman cannot be activated. 
At master may Get an intuitive lay of the land which allows you to get a fairly detailed description of what the ‘natural’ environment is like. Rather than a general summary, you can use this ability to ask specific questions, such as where the closest settlement is, where the area of burnt trees is and so on and so forth.  In a setting where finding your way somewhere can be rather useful, this can be  very worthwhile.

Masters of wilderness Lore gain Thrive in the Wilderness. Due to a  general understanding of the way the natural world works now gains one free power per scene for any purpose when outdoors in a ‘wilderness’  setting.  In general, this means out of direct (daytime) sight of any building – refs will call this, depending on what the locality is like (cabins in the woods may count as wilderness when you are right outside it, manor houses are liable to prevent it counting till you are well away from the garden). 
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