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Introduction

This book contains the Core Rules of Frail Realities (FR to its friends). As such, most of this book is’ things you need to know’. Some bits – like the rules for armour and weapon classes  - only some characters need to know. In the case of armour and weapon classes, only people wearing armour really need to know them. 

The rules to Frail Realities can look intimidating and confusing at first glance. You might feel that there is too much to learn or the game would be too difficult to play. In fact, you will find that when you actually play the game things fall into place very quickly and the rules become self explanatory.

There are several reasons why the rules might seem overwhelming:

· The rules are very different to other LARP systems. Though unlike other systems, FR is fairly straightforward and intuitive and pretty easy to pick up.

· There are a huge variety of abilities players can choose from. This allows characters to be very different from each other and gives you many different options, but also means there needs to be a lot of rules to cover those abilities. You only really need to know the rules for the things you can do, not the things everyone else can do, meaning you actually need to learn only a very few rules before you play.

· Because you can create such a variety of characters, you might be at a loss as to what to play. There is a lot of advice available within these rules and also a very supportive mailing list.

· The ‘rule of three’ means that for your first three events we understand that you will make mistakes and, though you will be corrected, nobody is going to freak out if you get something wrong. Even after your three events, everyone knows that mistakes happen.

In practice, we have found that players with very different experiences of LARP adapt to Frail Realities very quickly. 

It is pretty damn easy to play the game. 

General System Aims

The game system and the general ‘ethos’ of the club have been woven together so they have become one thing: the rules support the ethos, the ethos supports the rules.  The system seeks, amongst other things, to:

1. Be fun. 

2. Be accessible to everyone and easy to learn.

3. Be as scrupulously fair as is humanly possible. 

4. Allow for strong character advancement and development. 

5. Appeal to people with a variety of different attitudes towards LRP. 

6. To be ‘time in’ and ‘in character’ from beginning to end. 

7. Require very minimal ‘battle boarding’ and little maths.

8. Include nothing that breaks the flow of the game and is hard to physrep (such things as walking on air and so forth). 

9. Not in any way be elitist. 

10. Positively encourage strong role-play, good fighting, good costume and propping.

11. Allow people with the enthusiasm to add to everyone’s enjoyment of the game (be it rules, prop making, site finding, monstering, organisation or whatever) to make the game better and reward them ‘in game’ for that assistance. 

12. To create an internally consistent world that every adventure will in some way affect.

13. To create a social environment where people can enjoy each other’s company both in and out of character. 

14. To be more fun.

15. To be even more fun. 

A basic System Guide

The main game system features of FR are:

1. Everything works from a power point system. Whenever anyone does something, from avoiding taking a wound to invoking the power of the Gods, it costs some power points. 

2. Events are split into scenes. These control the flow of the game, how often abilities may be used and so on. 

3. Every player has a base number of power points of several types plus probably has some free power they can use every scene without tapping these reserves.

4. Players have a set of abilities that give them access to different ways they can use their power. 

Player Characters

Before playing FR you will need to design a character. The process for doing so is described in detail under Character Creation.  Sorting out what you wish to play can take a while: but there is no rush. Your forthcoming referee, one of the system referees or a whole variety of supportive players are there to help you and are usually pretty fast with email responses.

Common Role Play Features

1. All Player Characters (PCs) are ‘Wastelanders’. These are people who do not get lost in the wasteland, so they can travel  to other realms.

2. Characters are part of the ‘wasteland commission’ that works on behalf of the British Empire, serving its needs.

3. The British Empire are the good guys - broadly. Player Characters are all, to one degree or another, allied with them. 

4. Though many Wastelanders are from the ‘contemporary’ 19th century world, many others have wandered in from other realms, and can be from any time in world history.

5. World History is very flexible. You do not need a detailed knowledge of history to play the game (a very rough idea will do). Watching a movie or reading a book based around your chosen era would probably help you. 

6. PCs are assumed to spend all their time between events in London.

7. They are not ‘famous people’. You cannot play King Arthur, you could play one of his knights. You should event your own person to play, not play a historical figure. 

Common Abilities

From a rules perspective, all player characters have certain things in common:

1. All are human, though some might have an odd ancestry. 

2. All have some power points (generally referred to as just ‘power’) of each type and can use that power in various ways. This is discussed under the ‘The Power of Reality’ section. 

3. All may use a dagger or a simple club weapon. 

4. All can read(though may choose not to be able to), but only very slowly. 

5. All characters are ‘Wastelanders’ with an inborn talent to travel the wasteland.

6. All characters are members of the wasteland commission and should have role-play that gives basic loyalty to it. 

In addition to these very basic abilities, every character will have a number of ‘picks’ which define various talents they may have which in turn give various abilities and things they can do. 

The Rule of Three

The first three times a person plays in this system they get a great deal of leeway, as they will not know the rules or what is considered ‘The FR way to do things’. The referee of an event will talk to you about anything that they consider you are doing ‘wrong’. There is no stigma attached to this: people have to learn how to play in a new game system, whether they have done a lot of LRP or none. 

The Power of Reality

Before everything collapsed, people channelled the power of reality unconsciously. Every time anyone did anything skilled or called on magic or worked something out they were calling on this power. Before things collapsed, reality was very strong, but this also made it very set in its ways. Now, reality is actively fighting back against Entropy. Some people – even though none of them perceive it that way – can channel the power of reality much more potently than others. Player characters are an example of these individuals.

All people have ‘power points’ of various kinds. PCs have many more than most. An average person might have two power points and only in the ‘area they  good at’. 

All characters start with two points in each of the following types of power (most starting characters will have more in one or more type). Though the presence of these types of power is very much an ‘in character’ thing, most characters will not perceive it that way. When they are low on power, they will merely feel tired or distracted or similar. Basically, this requires some decent role-play at all times.

Players are always aware of what power they have of what types: it is written on their battleboard, which they carry and are free to refer to (hopefully without other players noticing) as they need to. See the section on battle boarding for more details.  Characters are not aware of how much power they have left: they merely feel tired or trained. Such distinctions are important for role-play purposes. 

Using power is an out of character choice. You are free to try and do something and fail, even if you had the power to do it, without any out of character criticism being levelled against you. In fact, it is good role-play: the surgeon might sometimes be able to sew up wounds, but cannot always do so. In game terms, a player with surgery abilities could chose to fail to sew up wounds even though he had the power left to do so. This would be an out of character choice. Failing sometimes is good role-play. If, however, you use this in an antisocial way to pick on people a great deal of criticism might be levelled against you: much better to fail to sew up your (real life)mate and succeed on the person who you do not know than the other way around. 

Power Point Types

The game uses the types of power below. Player characters have many more power points than most people. There are some examples of how many power points an average man might have, below. 

Skill – while everyone has some innate skills they are reasonably sure they can perform all the time, everyone has no doubt experienced times when they were ‘in the zone’, really ‘on the ball’ or generally smoking. People in this state were channelling skill points. 

Your average soldier might have two skill points. A very skilled trooper might have six or so. 

Knowledge – people are often ‘sure they remember something about this’; sometimes they do, sometimes it alludes them. When they do, they are channelling knowledge points. Likewise, when someone performs some intellectual task that requires concentration and might be done wrongly, then they are channelling knowledge. 

An educated man, like a clerk or administrator, might have two knowledge points. A scholar or scientist might have six or so. 

Body – some people can sometimes call on greater reserves or strength or fortitude than others. Body points represent this. 

A soldier might have two body, a hard bitten veteran six. 

Faith – some people can exhibit such belief in the essential benevolence of the divine that that benevolence becomes manifest. Usually for the laity, such benevolence is channelled through a priest. In Frail Realities there are only two  true gods: Mithras and Isis. Faith always applies to the channelling of their powers. Other, more pantheistic faiths, tend to use shamanism, ritualism or other abilities which do not rely on faith. 

Faithful people tend to have about two faith, most people who grew up in a Mithraic/Isian setting will have one. Babies have a very high faith, children slightly less. A Parish priest might have six. 

Will – when everyone else flees from the ghost, but one man of courage stands firm, he channels the power of will. Some people have arts which allow them to effect the nature of reality through application of force of will. 

Most people have no will, the stubborn might have one or two. 

Psyche – the ‘sixth sense’ that some people have is a prime example of the power of psyche.

Most people have no psyche, some people might naturally have one or two m(and deemed a little psychic by their friends). 

Essence – the supernatural power of magic flows through lines in the earth and through all living things. This is essence.

Most people have one essence, those who live in very urban environment as might have none, those who live in tune with nature, or in tune with themselves, might have more. 

Common Power Usage

Using any sort of power takes an effort by the person concerned, an effort should be made by all players to role-play in some way the use of any type of power.  Also when a person has used up their reserves of power they are weak in that area and this too should be reflected in a person’s portrayal of their character - someone with zero knowledge points left may be a little slow on the uptake, a character with zero points left may be weary and so on.

Everyone can use what power they have on certain things:

Skill – while most characters can only use simple weapons and cannot use a shield (see the ‘Character Skills and ‘Weapons’ section), anyone can try and use such things in extremis if they are in the zone. For one skill point, you can use any weapon and/or shield for a scene.

If used frequently(more than twice in a day), then the ref might insist you buy the skill you have been using all the time at the end of the adventure. 

This does not allow one to use two weapons at once or any other special ability, but does allow you to use any mêlée or missile weapon, a shield or a thrown weapon for that scene. Each point of skill does only one of these things: use any mêlée weapon, use any bow or crossbow, use any thrown weapon, use any shield. 

Knowledge – anyone might remember something pertinent to a particular problem: something have heard or, if literate, read. Use a knowledge point in this way for a ‘remembered fact’ and ask a ref and he will tell you something, though it may or may not be that useful. This is a good way to check background material that you may not be sure of in character or to know things that you ‘should know’ as your character, but do not personally. This should be used only occasionally. 

Body – a person can use a point of body during a scene to recover from a bruise they have taken or ignore a bruise as they take it. As with everything, this should be suitably role-played. Only physical damage can be soaked in this way and damage of ‘double’ or more may not be. 

Body can be used to heal yourself. This is discussed in the injury section. 

Faith – some miraculous powers allow one to spend some faith to get a better benefit. For example, if you are healed with miraculous healing it heals one wound, but if you spend a point of faith then all your wounds are healed.

You may spend a point of faith when praying and, if you do so, Mithras or Isis (depending on who you were praying to) will have heard you. They probably cannot help you, but in some circumstances they might be able to assist in some way.  

Will - a whole host of supernatural effects can be shrugged off or lessened by expending a willpower point. You should still role-play this to some extent: if made afraid by the ghost, but you use willpower to shrug it off, it does not mean you can blasé it. Many abilities listed in these rules relate the effect of using willpower on it, other effects will be explained to you by the ref. 

Psyche – you can call ‘sixth sense’ either in regard to a person, object or a place and the referee will give you a smidgeon of intuition regarding it. This use will never tell you very much, in fact it will only tell you something reasonably obvious. As players, we all miss the totally obvious sometimes and this ability can help out when you are totally stuck or confused. 

Essence – most ‘magical items’ require the user to be able to ‘tune in’ to the magical flow through them to make them work. Thus, most things of this kind require some essence to use. Also, some beneficial magical abilities require some essence from the person to benefit from them. 

Power Amounts

All player characters start with two of each type of power. Various character options increase this amount and/or grant ‘free’ power. Some things that can happen to your character cost permanent power. 

Base Power

Base power is the amount you start the event with. This figure comes from a base of two power of each type, plus some for your various character options. Your power points go down when you use them and cannot go negative. 

‘Free’ Power

Some characters get ‘free’ power every scene. Indeed, many starting characters will have one or two points of ‘free’ power of one type or another. ‘Free’ power is never battle-boarded, you juts get to use it each scene.

Essentially, at the end of a scene when you are working out how much power you have used, reduce it by the amount of free power you have. Free power does not carry over nor cause you to regain power you may have used. 

Free power can be of a particular type (skill, knowledge etc) or can be specifically for use with a particular ability.

Free power that you did not use in a scene may be used during a scene change. During a scene change, free power from the next scene may also be used. 

Regaining Power

During an event, players are likely to regain some power. The longer the event, the more likely it is that some sort of recovery will take place.

There are some abilities that can help with regaining power. Some events may have means of regaining power written into them. 

Power can be regained by resting. The details of this are given under the Scene rules section and a referee will remind you of what is regained at the time. 

Events 

Most events follow a similar format: the players head off into the Entropic Wasteland, heading for a nearby Realm in order to explore/try and bring that Realm into the British Empire (or the Commonwealth), or at least make some new friends there. The Empire, unless it has really strong reasons not to, will normally come in peace. These Realms will be well developed places with a lot of background and what is done here will greatly affect how the ‘game history’ develops. What the characters do will change the world. 

In practice, several events will are generally run in each realm until its fate is settled in some way. 

Character Restrictions

Different events may have restrictions on which characters may or may not be played on them. 

Scenes

The game is split into ‘scenes’. A scene could be a single meeting on a road, fighting your way into a fort, fighting off a mass of undead Frenchman or whatever. Scenes are used by the referee to pace the flow of the game. Generally, the scene changes when there is a lull in the action. There is no ability that lets a player change the scene, although it may be possible to control it ‘in character’: if you get beaten up by creatures in the woods and flee to regroup, the scene might change while you are in the process of regrouping although this is still at the referee’s discretion.  Any abuse of this process will be looked on harshly.

Scene Changes are handled by two referee calls ‘end of scene’ or ‘cut’, which means the present scene is over and ‘new scene’ or ‘action’ which means you can start getting on with things again. The time between ‘cut’ and ‘action’ is a scene change, when various things happen (players battleboard, the crew gets in position for the next bit, people recover etc). During a ‘scene change’ the players should remain fairly passive: often such periods are to allow the monsters to move on and get ready. 

During scene changes everyone recovers bruises and/or comes round (see ‘Injury’). Many abilities grant you things you can do once per scene, or that last for a scene when used and similar.

As characters get more powerful, one way in which the game can be made more challenging is by the ref using longer scenes. 

In large-scale events, ‘local scene changes’ are possible. Essentially, this means the scene only changes for you if you happen to be around the area where a ref calls a scene change and have been involved in the action there (no running from group to group hoping to be caught up in a lot of scene changes). This would only really be applicable on events where there are multiple referees and parties participating in the same event.

Player Called Scene Changes

If you are in a situation where no referee is around and it is plain the ‘scene has changed’ and probably should have some time ago then call your own, for yourself or anyone with you. This should only be done when it is plain the scene has changed.

By far the most common use for this (though it hardly ever needs to be done) is if you have been knocked out far away from the party and the referee has not noticed. 

In such cases, it is deemed to be a new scene as soon as you see any party member or crew member. You should also make sure you tell a referee you did this.

Recovery Scenes

This can happen in three ways:

Extended Scene Changes: sometime during a scene change a referee may call that it is an extended scene change. This will only happen when things are generally calm and the referee knows the scene change is going to last 15 minutes or more. 15 minutes is an arbitrary amount of time and the exact time involved in an extended scene change may vary. A referee will not tell the players at the start of a scene change that it is extended, he will most likely tell them some time during it. Referees should pay attention and make sure that these are called when appropriate. 

If a character used no power at all, even free power, during that scene change then they certainly regain 1/10th of their normal maximum power, rounded down, in each type. This means you only regain power of types you have ten or more points of. 

A large party of Wastelanders are camped by the edge of the wasteland. Members of a Germanic tribe have been coming through to the realm they are in with the intent of invading and the Wastelanders are stopping them. A fairly pitched battle takes place as the Wastelanders fight the primitive types, who are being guided through the wasteland by the use of rune encrusted lodestones.

After the fight, a scene change is called. Some of the Wastelanders stay on guard. Lady Jane Simmons performs a ritual, Herman binds some elementals (he has been using the air slap spell to knock rune empowered axes out of the hands of the barbarians), Cynthia Babcock examines some runes and uses knowledge and her scholar skill to get some clues as to what they mean. Dr Ross has been frantically bandaging some of his many wounded comrades, and Boris uses some body to come conscious. 

The referee announces that this will be an extended scene change, but that people who have done anything will not recover any. 

The Wastelanders who used power gain none back: the ones mentioned as being on guard, above, do get power back: they were doing things, but not using power. Lady Jane, Herman, Cynthia, Dr Ross and Boris all used some power in this scene change, so they get none back. 

Break Scene: These occur when nothing much is happening and are a chance to sit down, have coffee and so forth. They tend to last half an hour to an hour.

Break scenes restore 1/5th of you normal maximum power, rounded down.

The limitations on power use are as per extended scene changes. 

Rest Scene:  a referee might decide a scene is a rest scene. This occurs when the players are doing ‘nothing much’, resting and perhaps eating. Rest scene generally takes at least an hour. During a rest scene people can be doing some things and may use free power and still get power back without the referee saying they have not had a rest scene (unless they do loads of stuff). If they use any actual power, though, they may not get power back.

Unlike an extended scene change, a referee will normally call that something is a rest scene when it starts. This is so people know out of character that they can get food and so forth. 

During a rest scene you recover one half of the power you have used, rounded down.

Lady Jane has 10 essence, 10 willpower and 2 of each other type of power. Come a rest scene, she is down 6 willpower, 8 essence and one point of body. She will recover 3 willpower and 4 essence during the scene. 

Lady Jane has a free point of willpower and essence per scene from her eclectic power talent. She could use these – say to prepare a ritual circle– during the rest scene without compromising her rest. 

Sleep Scene: referees will call some scene as sleep scenes, which is a good way of them saying ‘go to bed’. You cannot use power during a sleep scene. Come the end of a sleep scene – which will probably be in the morning – you will have regained all of your power.

For extended scene changes, break scenes and rest scenes if you use some of your actual power, the referee may say that you did not regain power from the scene, at their option. Usually, it will be pretty obvious if a scene was at all relaxing for you. 

Multiple Characters

You may play more than one character within the game (though obviously not at the same time). They are prohibited, even by distant linkage, from interacting with any of your other characters.

For example, if you learnt a spell from an adventure and taught it to someone else, that someone else could not then teach it to one of your characters. 

This lack of interaction will be rigidly enforced. 

Alignment

There is no ‘alignment’ as such in FR. Characters who have connections to supernatural powers may be termed ‘touched by’ or ‘held by’ those powers. Some spells may cause you to become ‘touched’ by a power: for example, if you were cursed, you might count as touched by evil.

Touched and held effects mean that some other things may affect your character, or not affect your character. These are listed under the relevant abilities. Likewise, someone touched by a power or held by one might be beneficially or negatively effected by certain things we set. 

The Wasteland

All events take place outside of the London Realm and usually begin with a walk through the Wasteland.


Within the Wasteland, anything that is not part of your ‘self image’ is lost, eaten by entropy. Various abilities grant specific things that you can start an event with. What you can start and event with and what is part of your self image is one and the same.

If, during an event, you enter the Wasteland (some events involve more Wasteland travel than just getting there) then what you can carry is worked out on the same basis.

Anybody is allowed to carry a single simple weapon, like a club or similar, may wear leather armour and may carry a knife.

Additionally, they may have anything that is of ‘no relevance at all’ they want: costume, essentially. Anything else needs to be covered by an ability or have been bought specifically. 

It is possible to make objects part of your ‘personal reality’ which means you can carry them through the Wasteland.


Some objects may be ‘locally important’ and you can carry them: the diary you found might carry through the Wasteland fine during the event, but not after. 

Stipends, Money and Equipment

All characters start out being paid by the Wasteland Commission. Exactly how much does not matter, all that matters is how much money matters to the character and how rich they feel, because money will not travel through the wasteland unless you really care about it.

The starting stipend is 1 shilling. Refer to the Societies book, the Wasteland Commission entry for more details.

For tjhose of you not au fait with old money:

	4 Farthings 
	= 1 Penny 

	12 Pence 
	= 1 Shilling 

	2 Shillings 
	= 1 Florin 

	5 Shillings 
	= 1 Crown 

	20 Shillings 
	= 1 Pound 

	21 Shillings 
	= 1 Guinea 


It is possible for people to buy things in their downtime and ‘bond’ with them such that they can carry them through the Wasteland. To do this requires them to spend some money to get the ‘thing’ and some points to bond it to them.

As ever, it costs 10 points to bind a ‘thing’ to you. In the case of consumables, like herbal remedies, you bind the principle of having some of the thing, not the thing itself. So, if you bind smelling salts you will start an event with smelling salts, even if you lost or used them. In the case of more durable items, if you lose it you get half the points back.

Merchants start with a certain value of goods from this list that costs them no extra points. They can freely swap what they have between events.

People with wealth cannot spend their wealth money on these things, but do get a regular stipend increase which can be thus spent. 

There is nothing to stop something you cannot use being bound to you. Armour or weapons can be so bound if you do not have the abilities, but it does not mean you can actually use them.

If an item us suitable for some enhancement, like having elementals in it, then it does not start with those enhancements unless you have that covered by some other ability.

If an object you and to yourself undergoes some significant change then you have to pay 6 extra points to keep the ‘change’. For example, if your well crafted sword is made into a talisman then you need to pay extra. However, if you pay for the binding when it is a talisman then you pay no extra.

The cost of equipment is represented by a decrease in your stipend. Having laid out for something, you ‘feel’ poorer for it. If you spend stipend it does not decrease the rank of wasteland commission you can buy. 

Costs in ‘stipend’ are as follows. 

Herbal or Apothecary remedies: 2 pennies for each rank for a bottle of 3 doses.

Well Crafted Items: 8 pennies

Mastercrafted Items: 20 pennies

Simple mechanical objects(see mechanic): 5 pennies

Talismans: 5 pennies for every elemental, on top of the cost for the item to bind it to. 

Simple Galvanic Items (electric torches and lanterns basically): 6 pennies. 

In the case of armour, a ‘hauberk’ counts as a double priced item (covering body and perhaps more than that depending on physrep). Arm and leg armour counts as one item for a pair of limbs (no difference if it covers lower and upper or just lower). 

To work out how much you actually paid for an item treat consumable prices as shillings and durable items as pounds. This only matters for role-play purposes and to get an idea of what things cost. 

Equipment Quality

Equipment comes in four possible ‘qualities’: normal, well crafted, master crafted and superlative.

All equipment is normal quality unless otherwise specified. 

Equipment quality makes a difference to several abilities (notably ritualism and elemental magic).  Refer to these abilities for details. 

Various effects in the game cause equipment to break. Such effects will break a normal quality object, but only damage one of superior quality, A well crafted item can be damaged once before it is destroyed, a master crafted and a superlative one twice times.  Additionally, a superlative item ‘shrugs off’ one attempt to break it each scene, so the first attempt to break such an item in a scene just fails. 

Stuff can be made for other characters by people with certain abilities. This can either be done on an adventure or off it.

Battleboarding

Battleboarding is the process by which players keep track of what power they have and what power they have used.

At the start of an event (or before it for the organised) each player needs to fill out a record card for his or her character. Record cards will be A5 yellow cards with space for your name, your character name, what type of each power you have and what ‘freebies’ you have each scene. The ‘freebie’ section is there for reference only. You can write anything else you need to know that you might forget about the rules on this card, too. The first few times, you might want to write down what it costs you to use your abilities. 

Yellow is the FR ‘out of character’ colour. If something is bright yellow it does not exist. We will use yellow tape to block off areas of the site that do not exist and so forth. This does not mean that you cannot wear yellow costume: yellow trousers obviously do not mean you have non-existent legs. 

Players keep these cards on them at all times. Players will need some sort of pen or pencil about their person, too. 

During each scene change, you need to make a note of what power you used. Other players just ignore the fact you are writing things down. 

In order to avoid confusion, this is done in a set way.

In the box on the card you write down how much power you used. You write this a negative. So, if you used two power, you write –2. If in the next scene you use two more, you would write –4 next to the –2. You do not erase the old figures, as a ref might wish to check them at some point.

In practical terms, most characters will only have one or two types of power they use regularly. Experienced players with half decent memories will probably be able to skip battleboarding many scenes. 

A referee will periodically check battleboards and will ask you about the figures. For your first three adventures, a ref will always be happy to talk the process through with you. In practice, it will probably become second nature within a few hours of starting your first event.

If you are found to have added up your power incorrectly and that error would mean you used power that you did not have then you lose the amount of power you ‘overspent’ by permanently. Again, for your first three events you will be granted a great deal of leeway, unless it becomes plain that you are just taking the piss. 

After your first three events the rule become immutable: overspend power and it is lost permanently. Overspending power is not something you can do ‘in character’ on purpose: if you do not have the power you cannot do the thing.

If you overspend power and the referee knows that you were well aware that you did not have the power to spend then you will lose triple the power you overspent and get no points for that adventure. Spending power you know you do not have is called cheating. 

This system should be incredibly easy to play: there are few numbers to record and remember, you can check what you have left at any time (best to do it when nobody will notice, though, except in a scene change). You only need to know what the costs to use the abilities that you have are and those are usually pretty simple to work out. Some of these rules sound draconian, but they are only really to stop people abusing the trust the system places in them. The system treats players like ladies and gentlemen, and expects them to behave as such. 

Combat

Most Frail Realities events will feature a fair amount of combat. The combat system is different from any LRP system that I have heard of and, as such, might take some getting used to. It has been thought through in some detail and I am pretty convinced it will work rather well.

The emphasis in combat is on cool, ‘realistic’ fighting (rather than just hitting each other as fast as possible), but with some characters having an unrealistic capacity to take punishment. 

What is a blow?

In order for a strike to count as a ‘blow’ that would cause injury it must be a ‘clear hit’ If you mostly parry a blow, then it does not count. The idea of fighting in the system is to look for openings and take them, not just flail way. 

A flurry of blows counts as one strike. Between strikes, there has to be a ‘clear break’, even if of a heartbeat or so. Even if a flurry strikes multiple locations, only the first blow that lands will count. 

Players have to use their own judgement on what constitutes a ‘fair hit’ or not. Players who consistently cannot do so will be required to battleboard any weapon blow that touched their body as a strike.

The aim of this is to create dramatic combat that is fun to be involved with on both sides, be it monster or player.

Injury

Unless you have suitable abilities to avoid injury (of which there are many), combat can see you on the floor very quickly. The following rules apply to the PCs: normal folk tend to die when hit, but our heroes are empowered and made of sterner stuff. Some greeblies you might meet may well not follow these rules: a walking corpse can take a lot of injury before it eventually collapses. 

Types of Injury

There are only six types of ‘injury status’ a character can have in Frail Realities: bruises, wounds, unconsciousness, mortal wounds, crippling and death.

Bruises and wounds are always to a specific body location. The locations are: each arm, each leg, head, chest and abdomen. 

A ‘bruise’ occurs when a character takes a blow or other damaging effect that is stopped by their armour. Some effects specifically cause bruises, not wounds. Bruises render the limb struck useless. If to the stomach, they render both legs useless (horribly winded), if to chest or head then they knock the character out  -the character is also deemed to be unconscious. 

Multiple bruises to a single location have no extra effect. 

A ‘wound’ occurs when a character takes a blow or other damaging effect that is not stopped by armour. It has effect exactly like a bruise, but is harder to recover from. If a bruised location is wounded then it is no longer considered to be bruised, but wounded instead. Wounds render the limb struck useless. If to the stomach, they render both legs useless (think Nam movie gut wound), if to chest or head then they knock the character out  -the character is also deemed to be unconscious. 

Multiple wounds to a single location have no extra effect. 

Unconsciousness occurs when a bruise or wound is taken to the head or chest. Some effects also cause unconsciousness. Unconsciousness is a separate ‘thing’ to the injury: if the injury is healed it does not mean you become conscious, but it does mean you could become conscious. 

Crippling occurs when wounds to limbs are left untended, though some effects can also cause crippling injuries. A crippled arm or leg cannot be used and is difficult to heal. 

Mortal Wounds are taken when a character is ‘finished off’ on the floor when unconscious. In Frail Realities one should avoid inflicting wounds on downed opponents that would ‘definitely’ kill them, such as cutting the head off – such things do not happen, gloss over the issue. A person who has been mortally wounded on the floor looks to all intents and purposes to be dead. In fact, without a great deal of assistance they will soon be dead. 

Mortal wounds can be thought of in modern terms as ‘clinically dead’ – the character is dead or as good as dead, but the intervention of spell, miracle or skilled doctor could save them. 

A person who suffers mortal wounds will die at the start of the next scene. 

Death occurs when you are left mortally wounded for some time. There are some effects that can cause death. 

Wound check
With about ten seconds looking at a person you may asks them ‘Wounds’ and they will tell you where they are wounded or bruised and/or anything else that is obvious (mortally wounded, covered with candle wax or whatever). It should be obvious on a conscious person from their role-play, on an unconscious person it will not be. This is mostly to be used for finding out where a ko’d player is injured so you can go about healing them. 

Getting Worse

If you spend an entire scene change with a wound and still have that wound come the next scene change then at the end of that scene change the wound becomes worse.

If the wound is to the head, chest or abdomen, then you become mortally wounded.

If the wound is to a limb, then that limb becomes crippled. 

If you are mortally wounded and the start of a new scene is called then you die.

In all cases, if someone is actively in the process of healing you(including such things as getting a ritual ready and so forth) then you do not get worse. However, if they stop healing you and you are no better then the wound will progress. Effectively, whilst being healed any instance of wounds getting worse is deferred. 

Getting Better

Various abilities, notably miraculous healing, physician and some herbal compounds can heal a person. How these work are discussed under the relevant abilities.

Other healing can occur naturally as follows:

· If at the start of a scene change you have no injury that would cause you to be unconscious, but are unconscious, then you come round for free sometime in the scene change.

Dr Cooper has been battered by a Frenchman, taking a wound to the chest, which also knock him out. Molly heals him during the scene. He does not come round immediately. Come the scene change, he no longer has any reason to be unconscious, so wakes up. 

· During a scene change if you are healed such that there is no longer a reason for you to be unconscious then you can spend 1 body to come round. If you are healed during a scene, then you will have to wait for the scene change before you can spend body to awaken. 

Dr Cooper is down again with another chest wound. Molly does not heal him immediately, but rather heals him during the scene change. Dr Cooper may spend a point of body to come round. If he does not and the status of his injuries does not change, then come the next scene change he will come around for free. 

· During a scene change you recover automatically and for free from any bruises you have. If Ko’d you could then spend body to wake up. 

· During a scene change you may spend a point of body to heal a wound. You can heal multiple wounds in this way. If you heal wounds that are causing you to be unconscious, then you could also spend a point of body to wake up.

· During a rest scene you may spend 2 permanent body to recover from a mortal wound. This will have required someone to do something to stabilise you, otherwise you would have died. 

· During a rest scene you may spend 1 permanent body to heal a crippled limb. This may only be done in the first rest scene after you are crippled.

Soaking Damage

Everyone has some capacity to ‘soak’ bruises and most combat orientated characters will have one or more ways of soaking or avoiding wounds.

‘Soaking’ an injury means, that, while it causes you some pain or effort in character, it does not actually have a game system effect. If someone hits you, then you are expected to role-play it. 

Any character can ‘soak’ a bruise for one body. Other characters can soak wounds for various reasons, or dodge blows they did not actually dodge. 

When you soak (or dodge or anything) a wound or bruise it applies to all blows you take in the same flurry. See the what is a blow section for more details. 

Role-playing Injury

If an arm is wounded or bruised, you may not use it. In the case of a bruise, the arm may be used ‘delicately’: you could, for instance, gingerly use the crook of the arm to hold a bottle as you opened it or similar. A wounded arm may not be used at all. If a leg is bruised, you may ‘limp along’ slowly putting only a little weight on the leg. If wounded, you may not use the leg at all: no hopping around or other comedy behaviour: wounds hurt. 

A bruised head or chest puts you effectively out of it, you are dazed, confused and collapse unconscious after a few moments, as does a wound to head or chest. A bruised abdomen means you are winded and cannot stand or use your legs, a wounded abdomen has similar effect, but is a painful gut wound.

For wounds and bruises to limbs it is perfectly fine for you to alter this behaviour based on where you were wounded: if cut across the fingers, it is fine for you to use the arm, as long as you role-play the pain, shock and so forth suitably. 

It is important to note that when you use various abilities to avoid taking damage, such as soaking them with toughness, you still get cut/bruised or hurt, but not ‘wounded’ in game terms. This is a role-play issue. A character who has used all or most of their body soaking wounds may not have a ‘wound’ in game terms, but in role-play terms has still had the stuffing kicked out of them and should role-play appropriately. 

Weapons

Any character can use a club, mace or knife: these are pretty simple. There are two abilities that cover weapons use: armsman and bowman. See the entries for these abilities for details. Anyone can use any weapon in extremis if they are ‘in the zone’; see the entry on using power for details. 

Weapons are split into classes. A higher-class weapon is generally one that will punch through armour more than a lower class one. Weapons do not do different types of damage unless the wielder is using particular abilities: bigger weapons punch through armour, however.

The weapon classes are:

Class One, ‘Small weapons’: daggers(including ‘long daggers’), one handed maces and clubs, staves. 

Class Two, ‘normal weapons’: spears, one handed swords, two handed club type weapons, ‘pistol’ style crossbows. 

Class Three: swords used in two hands, hafted weapons with a heavy blade used in two hands, truly huge and heavy clubs, bows and crossbows. 

Class Four: swords used in two hands that are taller than the wielder, longbows (over your shoulder), pole arms with very heavy heads (like halberds).

When judging weapon class, both the size and appearance of the physrep and how ‘wieldy’ it is will be taken into account. 

Also, please note that ‘heavy’ means it looks heavy, not that it will hurt the people you hit with it. 

Armour

(These definitions will be firmed up as we look at physreps and class them).

Class One: Light

Leather armour, the physreps for which must be thickish leather that is clearly armour, not a thin jacket or pair of leather trousers. 

Arming doublet style ‘quilted’ armour with a few studs.

Anything else that looks like armour and is reasonably thick. 

Class Two: Medium

Leather with many metal plates.

Light chainmail.

Good looking metal effect armours that are made of something else. 

Class Three: Heavy

Heavy, close link chain mail.

Plate armour made of metal or of other materials that still makes it significantly encumbering. 

Any character can wear leather. Studded and metal require some skill to wear. A physrep must always be worn. Armour only applies if the blow hits it (if it hits part on and part off the armour, the armour counts). The exception is helms and gloves: as long as the physrep does not take the piss, any head hit counts as on the helm (this is because helms are a real pain and because we want to discourage people hitting those who are wearing helms in the face).  The hands count as having whatever armour is worn on the lower arms (so as to discourage people hitting people on the hands which can be exceptionally painful and dangerous)

Our insurance requires that no blow or shot be targeted above the neck. So don’t. 

There is no unarmed combat in Frail Realities: it is very rarely done very well and very rarely any fun. It is also not very safe. We suggest everyone carries a knife with which to fight as a last resort. 

So how much damage do I take?

If you are hit by a weapon of a greater class than your armour, then you take a wound. If the weapon class is equal to or less than your armour, then you take a bruise. These have similar effects (see above), but bruises are more easily recovered from and more easily shrugged off.

If your armour is rigid, which means stiff enough that there is no ‘give’ in it, and the weapon class is equal to or lower than your armour, then you take no damage at all. Rigid armour will be adjudicated very harshly and will generally be very encumbering. Practically, it is probably only possible for helm and breastplate. 

Damage Calls

In Frail Realities by far the majority of blows are just ‘ordinary’. Sometimes, they may be special. Various abilities describe different damage calls. These all cost some power to use. 

A damage call is made on a specific blow. If that blow misses, then in almost all cases the person who launched the blow uses no power or no ‘uses’ of the damage type are used up.

A damage call can be made of two components, something the weapon is made of  -called the material and something the wielder is doing to make it better, called the skill. 

The material might be something like a silver sword, or a sword enchanted with some spell such that it is burning. All spells, prayers and similar that enhance a weapon count as the material. 

In very rare occasions, a weapon might do something special on every blow – like say a cold iron sword is always cold iron. In such cases, do not call ‘cold iron’ every time you hit, but make it clear to the people you are hitting that the sword is cold iron. 

The skill is something the person is doing, almost always a matter of using the armsman or bowman abilities. 

You may only call one skill and one material on a blow, so you could do ‘blessed double’, but not ‘double through’, unless the though was because your sword was super sharp.

These rules very rarely matter and will become more obvious as you play. 

Some common classes of material damage are: 

Elemental damage is things like bolts of lightning and so forth. Armour does not usually apply against it, though some types of enchanted armour might apply versus some types of elemental damage. Elemental wounds are harder to soak and to dodge. 

Mystical damage is something that is partially etheric or can otherwise effect ‘insubstantial things’.  It is pretty unusual and may cause either normal or elemental wounds. 

Through damage is either very sharp or very accurate, such that it ignores armour. 

Etheric damage come from an insubstantial source, like the blade of a ghost. This passes through all but especially enchanted armour and likewise through weapons and shields: it cannot be parried. If you parry such a blow by accident, take a wound to a suitable location. Such sources of suffering are rare and, because you cannot parry them, hard to resist. 

Double, Triple etc: some people can strike with such force or skill that they inflict more damage. Blows that cause double inflict wounds or bruises as normal, but are harder to soak. 

There are numerous other damage calls, but this outlines the issue the general. 

Arrow Dodging

LRP arrows and crossbow bolts travel much more slowly they than would if they were real, because they have to be safe. If you stand still and watch a bowman fire at you and then swerve or dodge at the last moment, this is pretty easy to do and rather naff. You are not allowed to try and ‘actively’ dodge arrows in this way, though running, swerving, hiding and similar in such a way as to make you harder to shoot is possible.

Likewise you are not allowed to actively move a shield to parry an arrow, nor are you allowed to parry an arrow with a weapon. In such cases you are deemed to have been hit in the most obvious location. 

These limitations do not apply to thrown weapons, only to arrows and bolts. 

Recovery from Injury

A person recovers from all bruises automatically sometime during a ‘scene change’. If that bruise made you unconscious, this does not mean you come round. 

Otherwise, all recovery requires some sort of ability to be used. 

It should be noted that that the wound that causes unconsciousness and the unconsciousness itself are two separate issues. If you get stabbed in the chest and pass out and that wound is healed, you do not come round straight away.

During a scene change, if you are unconscious but no longer have an injury which would cause you to become unconscious, and did not have an injury that would cause you to be unconscious at the start of the scene change then you come round. 

Thus, if a character took a bruise to the chest and received no other attention, then they would recover from the bruise at the next scene change and then come round from the unconsciousness on the following one.

There are any number of abilities which allow people to be brought round faster: we are not looking to have whole swathes of the party laying around all the time. 

A point of body may be used during a scene change to recover from a wound or to become conscious. Both can be done in a single scene change if desired.  

Character Creation

When they start, each character has three picks that define what they are good at, what abilities, powers and so forth they start with and how easily they will progress in certain areas.

All characters can purchase any ability as they adventure and gain points, but only to journeyman level and only if there is a good (or, at least, plausible) in character reason for learning them. Picks can make these cheaper to buy, mean you start with some skill levels and mean you can advance further. 

All player characters are considered Novice in the Wastelander ability. This is what makes them ‘special’.

All characters are novice members of the Wasteland Commission. 

Additionally, all characters may choose to be Novices in any of the various social groups.

The Rule of One

After you have played your character for the very first time you may, with system ref approval, change what picks you took. This option is open to abuse, so note you can only ditch options you did not really use or that will not fundamentally change your character. 

For new players, this rule extents to the first three events they play, even if as the same character. 

Character Concept

When deciding what to play in Frail Realities, it is very important to come up with a character concept. Just who are you and where do you come from? The following might help:

Era: many characters will be contemporary; that is to say from the 1820 timeline. Others will be from widely diverse eras. You need to think about when and where you come from. You need to know at least enough about that era to bluff your way through role-playing a person from it. If it is an era we have explored within these rules, then read the notes. If it is an era we have not detailed, you will need to think about how it differed from the real historical era. Writing up a paragraph or two on that time for the system referee’s to check you have not decided anything that grates with what they have created, and so it can be included as part of the game background, is perhaps a good idea, but not mandatory.

Characters may not come from any historical period after 1818 (when reality collapses), though they will of course then ‘lived through’ after the collapse to the current date. 

Name: every character needs a good name. Silly names belittle your character and should be avoided. 

Costume: whatever era you pick, you are going to need to dress like it. Because people travelling through the Wasteland tend to conform to their own ‘personal reality’ they tend to end up dressed as they imagine themselves, and this will tend to be in the manner of the era they come from. Costumes for some eras are going to be very easy (especially if you have LRP’d a lot), costumes from others very hard.

Picks: you need to pick what abilities you are going to have (see below). As well as choosing which ones you have, you need to decide why you have them and add flavour to them that befits your era. A contemporary soldier is not liable to be armoured with a shield, a medieval one is more than likely to be. A primitive elemental mage probably calls salamanders ‘spirits of the fire’. A contemporary herbalist probably calls his herbal concoctions clever things like ‘brain tonic’ or the like, while a more primitive one might call it Yorga Root. And so on and so forth.

We will seek to expand and explain various abilities, trying to demonstrate how they fit into various eras, but to some extent it is up to you to create a solid ‘style’ for your character. 

Picks

Each character starts with three of the following. It might become possible to gain extra picks through some means for very advanced characters, but there is no system to do this in place at present.

Much of what is written here will require you to read the abilities section to make sense of it. 

Great Talent – this lets you pick any one ability, such as armsman, elemental magic or whatever, as listed below. You start at apprentice level in that ability. You may advance to master and buy as many master abilities as you wish. The cost to buy the ability, any extras that might be available and any master abilities is halved. You may take this option more than once for different abilities. You may not take a great talent for an ability you have an eclectic talent in. 

Eclectic Talent – choose any three abilities such as armsman, elemental magic or whatever, as listed below. You start at novice in all of those abilities. You may advance to master level in these three abilities and you may buy master abilities for each. You may take this more than once, choosing different abilities. You may not take eclectic talent in an ability you have a great talent in. 

Power Focus – you may pick any one type of power from the seven types (body, essence, faith etc.). You start with an extra ten power points in that type of power and purchase additional power at half cost. Power costs more to buy as you buy more of it, but the ten you get from this ability do not count towards that increased cost. 

You gain two ‘free power’ each scene of the type you have chosen. This is incredibly useful, as it means you can do something snacky every scene without using any power. 

The cost of buying extra free power for this type of power is halved. 

You may not take focussed power twice for the same sort of power and may not take focussed power for a type of power that you also take an eclectic power pick in. 

You may take this pick more than once if you wish, but for different types of power. 

Eclectic Power: Pick any two types of power from the seven types (body, essence, faith etc.)and gain 8 extra in each. You gain one free power per scene for each of these types of power.  Like Power Focus, this does not make buying more power later any more expensive. Unlike power focus, this does not halve the cost of buying power but instead reduces the basic cost of buying extra power in these two categories from 10 to 8. 

You may buy extra free power for either of these types of power. 

You may not take eclectic power in a type of power you have taken power focus in, nor may you take choose the same sort of power twice with an eclectic power pick.

You may take this pick more than once if you wish, but for different types of power. 

Though there are only four basic picks to choose from, each has many other possible choices. This means there are a very large number of possible characters. 

Societies

All starting characters are members of the Wasteland Commission (see the section on Societies) and can additionally chose to be a novice in one other society. They may use this extra society option to up their standing in the wasteland commission to apprentice if they wished. 

If you wish, you can take a society as one of your three choices when you take eclectic talent as a pick. If you do this, you start at novice (or apprentice if you chose the same society as your ‘free’ one or if you chose Wasteland Commission, or even journeyman in the Wasteland Commission if you chose it as your free society as well). Additionally, if you take a society as an eclectic pick you are assumed to be ‘in’ with that society and pay half cost to buy new ranks and half cost for any master abilities that society may offer.

Character Creation Checklist

In order to create a Frail Realities character you need to:

1. Decide on a character concept: what sort of thing do you wish to play?

2. Decide what era you are going to come from.

3. Think about how you are going to sort out a costume for that character.

4. Choose your three starting picks.

5. Choose your starting society

6. Make note of the fact you are a novice Wastelander (unless you take it as a pick, in which case you will be higher).

7. Make note of the fact you are a novice in the wasteland commission (unless you take it as a starting pick or choose it as your starting society, in which case you will be higher). 

8. Read through all the abilities you have and make sure you understand them.

9. Think through how you are going to act, how you will portray yourself and so forth.

10. Make sure in your own mind you are happy with the choices you have made. 

Character Progression

When a character starts they get certain abilities and power points based on their picks. As they adventure, they accumulate points that they can then spend on abilities between adventures.

Sometimes, on an adventure, things happen which the character has the option to spend points on: they may pick up new equipment or given the option to buy certain abilities or learn new spells. In these cases, the purchase has to be made immediately after the adventure. If a player accumulated more new things on an adventure that they can spend points on than they have points they may choose to spend points they have not yet accumulated. 

Points Awards

Basic System

Players are rated in a number of categories. The ‘usual’ value in each category is 2, but this assumes the player reaches the generally high standard expected in Frail Realities. If a player had particular problems in that area, then this may drop to 1 or even zero If a player was excellent within that area, they are rated at ‘3’ and if they shone remarkably in a manner that will never be forgotten they might be rated at ‘4’.

Your value in each category is added up and multiplied by the ‘challenge’ of the adventure to determine how many points you gained. 

‘Challenge’ is generally based on how long the adventure was, but some events might have special challenge ratings. 

CR's for events are:

A 'day' even that does not go late: 2

A 'full day' event that goes late or an overnight event: 3

A 'weekend' event that runs for around 24 hours: 5

A 'two night' event: 8

Award Categories

Characterisation: this is a measure of how well you portrayed the personality of your character as a living, breathing person. Having consistent attitudes, a believable background and so forth will set this value to one.

Silly names, doing things your character clearly would not and so forth might drop this.

A detailed, in depth personality and background that comes out in play, makes sense and is interesting to those around you may raise this.

Players are expected to remain in character at all times.

Acting: players are expected to fight as if they were using ‘real’ weapons, to react to wounds and other effects and so on. Not doing so may drop this, doing this really well may raise it. Players are expected to remain in character at all times. Loud, clear and impressive verbals/prayers and similar all help with your acting score. 

Competence: how well you use the abilities you have. Clever and inventive use may raise this, not using things that were needed will lower it.

Participation: how much you took part in the event. If you wander around at the back doing very little this will drop. If you made the effort to get very involved, then it may rise.

Behaviour: not arguing with referees, tidying up, giving lifts to monsters, helping with organisation and so on is all measured by behaviour. 

Safety is also considered here and if there was any question about your safety on more than one occasion, or a serious safety problem on even one occasion then this will drop to1- and possibly zero. If we believe it to be an ongoing problem then you may be banned from fighting or asked not to play again: nobody is doing this to get hurt. 

Props: covers costume and props. 

Referee’s Choice: this category can be used by the ref as he sees fit.

The more you play, the more harshly you will judged in each area. On your first three adventures, you get a huge amount of leeway apart from on behaviour which we expect to be great at all times!!

Other ways to Gain Points

Crewing an event gains you points equal to the challenge rating plus five. At refs option you may get up to twice the challenge rating if you really worked your socks off, conditions were difficult or similar. Do not expect these extra points: it will happen in rare circumstances. 

Referees, extras, crew chiefs and anyone else involved in running an event get these points.  A referee gets points equal to the CR, any extra they may get is decided by the system referees.

System referees (initially Chris and Justin) do not get points for helping out, crewing and so forth: they only get them if they play or if they crew an event that they are not involved in reffing, and in this case they get only the basic award. 

Assistance to the club – prop making, costume making, finding sites is rewarded in points (in addition to costs being paid). Normally, each ‘thing’ is rewarded with 5 points. 

Paying early and promptly for events, because this gives us money to spend on props that benefit everyone, carries a CP award. 

If you play on a site that you found then you gain an extra point on your base award every time you play there (times the challenge). 

Points gained in this way can be added to any character and do not affect your threshold, however a maximum of four times the CR of the event can be given to a character each time you play. Such points are added in before you play an event.

People who help out a lot or crew a lot will find they have tougher characters than those who do not. 

Challenge Ratings

An overnight event, featuring a day of play, the night and then some play the next day is challenge rating 5. If the event is to go a into the mid afternoon of the second day then it increase to 6.

An event that runs from an evening, through the night and thence through the next day, next night and on into the day is CR 8.

Other events will have clearly posted CRs. 

Thresholds

‘Thresholds’ are a measure of who can play on an event. An event will be given a threshold, which will be a range of numbers. Characters who have been on events with a total challenge rating between those numbers may play.

The Threshold generally gets broader the more people are playing. As a rough guide, the threshold will be a range equal to the number of people who are expected to play. Thresholds are at the discretion of the system referees (in discussion with the referee of the event, if different).

It is important to note that thresholds are based on the CR of events done, not how many points a character has. Characters who have consistently received high points, or have added extra points to characters gained by crewing or generally helping out will tend to be more potent than those around them. 

Spending Points

Points are spent between adventures, though some things can only be bought (usually at a cheaper value) immediately after an adventure. Various ‘items’ can be acquired in play and this usually costs points that must be spent immediately.

Abilities bought are signed on your card by a referee. Some also need the signature of the person providing the teaching or item, but most do not. 

Power

Extra power in one category costs 10 points per point. Some characters may pay half cost and some may pay 8 points per point. 

 For every five points you buy, the cost goes up by ten. Thus, the first five points are ten each; the second five are twenty each and so on. 

Points gained from other abilities or from your starting picks do not count towards the increased cost to buy extra power. 

You may buy extra free power per scene, but only if you took power focus or eclectic power as a starting pick and only in those power types. 

The base cost for this is 60 for the first point of a given type, 120 for the second, 180 for the third and so on. If you took power focus then these costs are halved for that type of power. 

Henry has eclectic power in skill and knowledge. He gains one free power in each type to start. He can buy an extra point of each for 60 points. A second point of either would be 120, a third point of either would be 180. Henry could end up with three extra points bought for both skill and knowledge, for four in total. This would have cost him 720 points. 

Abilities

In order to buy an ability, you must have bought the level before. Some people pay half cost for some abilities.

Novice costs 60 points

Apprentice costs 20 points

Journeyman costs 40 points

Master costs 60 points.

Master abilities cost 60 points each. You must be a master to buy them. Some characters buy such abilities at half cost. 

Some master abilities may be bought more than once. It costs twice the points to buy the same master ability the second time, three times the third and so forth. 

Conrad has a true talent in agility. He can buy the extra dodge ability for 30 points (half of 60). He could buy a second free dodge for 60 points more, a third for 90 points more and so on. 

Bloods cost the same as other abilities. 

Societies

Societies are cheaper to buy up rank sin, but their master abilities are somewhat more expensive. 

Novice 30

Apprentice 10

Journeyman 20

Master 30

Master abilities are 60 points. 

You may not take a society as a great talent, but if you took it as part of an eclectic talent the cost to buy all of the above (including master abilities) is halved. 

Items

Most ‘items’ coast ten points to become part of your ‘personal reality’ if they are acquired ‘off event’ and 6 points if acquired ‘on event’. 

Spells, Recipes, Incantations, Schematics etc

To learn a new spell or recipe costs 10 points per rank of the spell or recipe if learnt off event, 6 points on. Learning such things on event requires some significant effort and time. 

Entropic Infection

People who travel in the Wasteland a great deal stand the risk of being ‘infected’ by the bleak, destructive, nihilistic force that is Entropy. Entropy is not clever, but does have a ‘will’ of its own  -dubbed the ‘Entropic Will’ by the BPA. 

Entropic infection is represented by an eight type of power – entropy. Characters start with none of this. 

Gaining Entropy Points

Entropy points are gained as follows:

1 if you fall unconscious within the Wasteland.

2 if you are mortally wounded within the Wasteland.

4 if you die in the Wasteland (assuming you are subsequently resurrected, of course).

1 if you spend an ‘extended’ period in the Wasteland.

1 if you enter the Wasteland more than three times in the same day in different scenes.

You gain some if you use entropy points: see below. 

Some wasteland phenomena or the powers of some creatures can grant entropy points also, though this is unusual.

Using Entropy Points 

Every entropy point you have may be used as one free power per scene when in the wasteland only. This means deliberately using the forces within the Wasteland to help you and this, though not a ‘evil’ force in a religious sense, is a bleak, destructive thing. 

Entropy points may not be used to resist Entropic effects. They may be used to perform supernatural tasks not normally possible within the wasteland  - they can be used to bind elementals within the wasteland, perform rituals and so forth. 

When you leave the Wasteland work out the largest number of entropy points you used in one scene when within. You gain this many entropy points. 

Losing Entropy Points

The first scene change, and only the first scene change, after you leave Wasteland, even if dead or unconscious, you can reassert yourself. At a cost of 2 willpower you may purge one entropy point. You may purge as many as you can afford to. Free power gained from the Wastelander ability may be used to purge, even though it is outside the wasteland. 

You may not purge any entropy points that you started the event with. 

If you gained entropy points whilst in the Wasteland from using Entropy points then you may not purge those points. 

During the first sleep scene after you leave the wasteland you may purge points again, waking up down the willpower used. You may not purge points you started the event with.

At the end of an event you lose one entropy point regardless, including any you started the event with. You do not have to do this. 

Role-play Effects

Characters with any entropy points become bleak, depressive and nihilistic when in the Wasteland to some extent, a feeling that fades as they leave it.

A character who has more entropy points than they have points in whatever type of power they are highest in becomes a minion of entropy. They will seek to destroy any realm if they can and Entropic creatures will no longer attack them. They may still purge entropy points when they leave the Wasteland.

A character who ends an event in such a state is assumed to have gone totally loopy and for one reason or another will not be available to play.

