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Basics

This setton is only meant to give a brief overview of the basics of STORM
and LARPing. Any terms or concepts used here shall be covered with more depth
fFGSNY {2 R2y Qi 62NNE AF (KAYy3IEA R2Yy QI

You may notice som&milarities between STORM and other LAIRRsea
concerningsafety and weapon constructioiihis is becausaost well
constructed and safe LARPs wsed-and-true ruleswith player safety foremost
in mind The STORM staff and the undeadninja team igrio@ Y Sty G2 06
any other game or rules system.

In order to play STORM, or pretty much any role ipiggame, you need a
character. This will bgour persona you take on during events. Playing a character
very close to how you are in real life cddde boring for experienced players but
may prove to be a good idea for newcomers. Keep your own faults and strengths
in mind when making a character. If you are a super friendly and outgoing person
by nature then making an anti social, back alley illdgaling type character
might not be the way to go.

In-play and Outof-play (IP and OOP)

STORM is a full immersion game. When we all put on our costumes and
GFr1S 2y 2dzNJ LISNB2Yla S SIS 2dz2NJ SO
your favorite sportdeam is doing or the latest blog post you read. This isofut
play and disruptive to those that are-play. If you must go otf-play for some
reason you MUST put on a white head band and only for the length of time to
finish whatever it is that made yogo outof-play. OOP and IP players must ignore
each other.

There will be some times when an eaft-play or inplay announcement is
made concerning different elements of the game. Keep in mind that unless you
hearitinLJt | @ @2 dzNJ OKI Nit. O0SNJ R2SayQu (yz2¢




Rule of accidentf you are talking oubf-play about an irplay matter and
someone over hears you without knowing it wesdout-of-play, that person
now knows it iRplay. So keep your secrets secret!

Magic users use seed packéts spells. Theseanbe seen, disarmed, and
destroyeduntil the verbal has bgun Any tag line used with weapons can be seen
IP. A magic sword has a slight IP glow, a poison weapon has an IP coating on it, a
fire sword is made of IP fire, etc.

The look

Costumes shouldat have any obvious real world elements such as logos,
jeans, sports shoes;shirts, zippers, ball caps, etc. We ask that you try and avoid
displaying religious symbols as there is no religion in STORM. Another reason for
having good costuming is for magian alt character. None of your characters
should look alike for any reason. Characters cannot disgluesaselves as other
races, sex, or other people. Because make up is a common element used for race
it would be nearly impossible to tell if someonasvinplay using make up as
opposed to simply playing a race.

Physical Contact

Itis NEVER ok to touch another player. If your character must IP touch
another character then you must use a packet as a buffer betweenGantact is
only allowed with packts and weapond-ighting can be dangerous if people
| NJScgir€ful As such STORM should be thought of as a full contact sport and
some common sense must be usédhyone breaking this rule will be subject to
immediate disciplinary action.

Medically Inplay / Medically Outof-play (MIP / MOOP)

These two terms mean the same thing for the most part and depending on
the play you may hear either. A person/character that is MIP will be wearing a
VERY visible orange head bamdl at night a glow stick of orangelor. As such
orange head bandand glow sticksnay not be used for anything else. This is to
let everyone know they are playing the game due to medical reasonsay not
bein combat forANY REASOMNo one may engage them in combat and they
must do what they can to leave an area where a combat breaks$twsically
attacking a MIP player is a serious offense.




If you happen to be a healer or caster that is MIP you can still heal and
grant spell skelds but you may not throw a packet. You are only allowed to
dTouch Castwith a packet. Being MIP does not give someone an excuse to taunt
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be killed.If aMIP player musbe killed you must follow these rules.

1. Approach the player and state you are now killing them. They may not try to
escape but they can call for help.

2. Verbally administer &illing attackwithout touching them. Not even with a
packet.

Counting

Various effects will have a count. (disarming a trap, opening planar rifts,
picking a lock, etc.) A count always starts at the highest number and counts
backwards. Adisarming3 countt would be like thistDisarminghree, dsarming
two, disarmingone,disarmed 9 OK O2dzy i SR y dzYo SNJ &K 3

Cheating

Cheating is a horrible thing to do. There is no reason to eveatwhile
playing STORM. OKI NI} OG4 SNDa adz2NDAGLIE Aa y2i
rules and being fair. If youahit with a spell, také. If you are hit with a weapon,
takeit. If you set off a trap, takié. When you take enough damage to drop you,
drop. Cheaters will be dealt with swiftly.

Legal Release

You must have a signed Legal Release before youl@amapa STORM or
any undeadninja team events. A copy of this form can be found agnldef this
rule book. Consent is given to photocopy or print and use this form for STORM
and any undeadninja team events.
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Races

Some races have horns, ears, beaals, These items can never be
GNBY2QPJSRé¢ FNRY (KS OKIFNIOGSNW® LT
will simply grow back in a matter of seconds. Painted skin cannot be painted
over in play as this is considered a disguise. You MUST wear the miake up
play the race. If it is lacking you will be warned and if it is lacking repeatedly
you will lose the option to play that charact&taff members have the final
say in makeup.
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You may not have an alt character of a race that cannot be VERY easil
distinguished from your other characters at a distance.

Even if you have the longest, most awesome, coolest bedttkin
world; if you play a race that has a beard as make up you MUST color your
beard to make it stand out from your normal day to day look. Else you just
look like a human with a long, awesome, cool bedtus also applies to any
other make up requirement.

Some races allow you to purchase different types of resists. When an
attack or effect of that type hits you (goes past a spell defense) you have the
option of resisting it or taking the effect. As long as it is not an effect that
deals damage you maytdike you took the effect and resist it later.

Please keep makep use outside of your race to a bare minimum.
Certain attunements and magical effects have make up requirements. So
LIzGGAY 3 2y agl N LIAYyGE Yire assSy fA
character would do but it also may make you look like you have an
attunement. There is no way to know what is in play mageand what is an
effect other than asking the player out of play and that can slow down game

play.




BRIGHT ELF

MAKEUP
Pointed earsand at least one yellow or white or gold jewel on the forehead
with yellow or white or gold lines coming from it.

ABILITIES
+2 LP.1innate light spell per dayCan buy resist sleep for 3 G&n buy first
aidefor 3 CP.

DISABILITIES

Will not use two landed blunt weapons. Cannot cast any Darkness spells
Lose half Life Points if they outsideat night. This is taken off the TOTAL LP
the character has. Walkinmutside, theninside,then outsideagain will not
keep cutting the LP.

DARIKENELKIN

MAKEUP
White make up on all exposed skin.

OPTIONAL
Fangs

ABILITIES
+3 LP.+1 strength Canbuy Resist Death Magic for 5.@Re charm gaze per
day.

DISABILITIES
Lose half life points if they come out into the day. This is treated as a Bright
Elf but withdayinstead omight.




DEEP ELF

MAKEUP
Black makeaup on all exposed skin, pointed ears

OPTIONAL
White hair

ABILITIES
+3 LP.Can buy Resist Sleep foC®.Can buy resist toxin for 5 QPan buy
Lombard for 3 CP

DISABILITIES

LoselO of their Life Points if they come out in daylig{if.this drops you
below 1 then you are at 1At level ten they only lose 5 LP. At level 15 then
no longer lose LP from the daylightill not use any two handed blunt
weapons.

DEEP SONORIAN

MAKEUP
Grey makeup on all exposed skikull beard at least 4" lorttpat is a dark
color, male and female.

ABILITIES
+5 Life PointsCan buy Resist Toxin for 5.CRAn buy Resigfrcanefor 5 CP

DISABILITIES

LoselOof their Life Points if they come out in dayligfif.this drops you
below 1 then you are at 1At level ten they only lose 5 LP. At leveltiiéy
no longer lose LP from the daylight.




ELEMENTAL K{Rundamental)

MAKEUP
Under eyes and tattoo like markings on face and exposed limbs.

OPTIONAL
Colored lips and/or color in hair.

ABILITIES
+2 Life Points-1 LP and may add +2 with elemental tag line for one
shot/swing, may not stack.

DISABILITIES
Take double damage from opposed element. Water and Fire oppose each
other and Earth and Air oppose each other.

NOTE

Make-up color and elemental tag line depeond chosen race/element.
hYFiKS 6wSRX dbu CANBE OTimpayEighOBlué,5 I N
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MAKEUP
60%100% of exposed skin must have bark/plant looking make

ABILITIES
+3 Life Pointsimmune to Rot and Entangle

DISABILITIES
Doubledamagefrom fire




FAERIE

MAKEUP
Light colored wings that must always be exposed.

OPTIONAL
+1LPGold under the eyes.

ABILITIES
Immune to charm

DISABILITIES
Metal can only make up 30% of their armor. Can't onegal weapons.

HUMAN

MAKEUP
None

ABILITIES
+3 Life Poins

DISABILITIES
None




LANDELF

MAKEUP
Pointed ears

ABILITIES
Can buy Resist Sleep for 3 CPLi#e Points

DISABILITIES
Will not use any two handed blunt weapons.

ONDREK

MAKEUP
Visible white/brown/woodland looking horns on head.

OPTIMIAL
Fur on back of hands and top of feet.

ABILITIES
Immune to fear,2 LP

DISABILITIES
2 2 yi8dlany weapon made from any type of jewel or adorned with jewels
If given one they will take it anldide it in a safe spot.




ORK

MAKEUP
Green Makeup on all exposed skin

OPTIONAL
Blue hair, Tusk

ABILITIES
+1 strength, 4 Life PointsGun for 2 CP

DISABILITIES

SONORIAN

MAKEUP
Full beard at least 4bng that is a normal hair colomaleand female.

ABILITIES
+5 Life Points

DISABILITIES




THERION

MAKEUP

Must appear to be of some sort of wild animal race, make up on-800%06
of exposed skinThe animal race is picked at creation and may not be
changed.

ABILITIES

+4 Life PointsCan sniff out poisons/toxins/alchempotions in food/drink

2y | AYyAFTTFAYI p O2dzyi® 6a{yATFTFAY3
Checked 0

DISABILITIES
Double damage from silver and mithwieapons. May not use silver or
mithril weapons.




CORRUPTEK[Racial Template

Base race Makap, Abilities, and Disabilities

At character level two, and every three levels after, pick an additional
makeup, ability and disability from the listbelow. Makeup
requirements will be in addition to the base race make
requirementsand previous corruptionsinless otherwise stated. If at
any time abilities and disabilities conflict you must see a member of
STORM staffYou may not choose a mak fif it is already a required

or optional makeup of your base racefou may not take the exact
same makeup, ability, or disability more than oncBtormStaff may
have more items for these lists.

MAKEUP

Chaos markingblack veinson face and exposed lins
Patches of fur on skin

Horns

Scales

Dark colored wgsthat must be exposed.
Extra eyes

Extra mouth

BondHornsprotrusions on body
Mandibles

Swollen/Larger looking
Boils/BlistergScars

Additional arm

Tall

2222222549222




ABILITIES

M [t FTRR abuH [/ KlFI2aé¢ G2
+5LP

1 Resist Mute/Mute effect

2 ResistRootRoot effect

1 Resist Chaos

1 Resist Toxin

2 Resist Disarf@isarm effect

1 Sleep Gas packet per day; may not keep or stockpile.
+1 Str

2 Resist Waylay pelay

3 Resist Entangle/Entangle effect
aAy2N / KlI2a o6SAy3a oyz20 t/ ao
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1 Fear Gaze per day

DISABILITIES

f May not castaw based spells y" Rlo effect if given a Bestow
Strength, Armor, Major Armor, War Armor

1 Pick onefre, Ice, Lightning, Acid, Water, Earth, Air, Arcane,
Death, PsionicTake double damage from it. (May not choose
Death if you have hardened body.)
/| KIF2a aLlStfta FyR STFFSOda I NB
Mind Alterspells and effelast twice as log.
Confining spells and effects last twice as long.
-5 LH(If this puts you below 1 then you are at 1)
Berserk on giants
Pick onefire, Ice, Lightning, Acid, Water, Earth, Air, Arcane,
PsionicDeath.During the dayii K2 & S & LJS t f(May hoNJ5
choose Death if you have hardened body.)
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Pick one; Fire, Ice, Lightning, Acid, Water, Earth, Air, Arcane,
Psionic6 S G K® 5dzZNAYy 3 GKS yAMMay K;
not choose Death if you have hardened body.)

Can only wear half your allowed AP

Picka PC race, you are auto charmed to it.

Pick one; One handed weapons, Two handed weapons, Gun, Bow
weapons Thrown, Shield, Off hand weapon. You may not use it.
Pick one; Gold, Silver, Mithril, Jewel (all), Deep Ore. You take
double damage from it.

NOTE
Thed 3 NB koirdpiibs belonmaybe taken at levelour and every
three levels afterbut you are not required to.

1 Orange makaip on all exposed skin, lose all base race mgke
abilities, and disabilitest KA & ¢Af f NS LI-lpOs |
alSELRRaASR &1 Ayé¢ HNSBhghSNP. B2vNiNDzLJ
/| KF2aé¢ LI O1SU LISN RIAgyChaws spelf & A affi
gAftt NBY2QOS &/ NAGAOIEt { G (dzaé
effectdb2 STFFSOGE O Any[Psiodic spdllsiaeR &L
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greater Chaos beindaot PCs)
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Choose left or right hand, any weapon held in that hand grafts to
it. (Makeup must reflect ths.) That hand/weapon is now immune
to disarm, destroy spells and effects but not disintegrate.




1 Purplemakeup on all exposed skin, lose all base race mgke
oAt AGASAY YR RAAFOAT AG-pDAD ¢
ff SELIRASR &71AWE a2 NBNDE SNI2GF2 NN
day.1 Blur Body per day. Immune to Root and root effeEar
YR FSINISFFSOGa INBE at A oNDSE
are half speed, may not rullVhen speaking you must interject
animals noises before or after a senten€Ehis is not required
when casting magic nor does it affect cast)rigage Being witut
you at Dead status if it makes contadutomatically charmed to
greater Chaos beings (not PCs).

Choose left or right hand, it is now a large claw. ¥annow fight
with a claw phys redt cannot hold a differat weapon or shield
norcanitbeused 2 OF &0 YIF3IAO0OP cfAdaéyYlyR
It is immune to disarm, destroy, and disintegrated calls tag line
a/ KI2a¢ @




Life Points(LP) and Armor Points (AP)

Skills

All characters start wittheir racial bonud.R, are levelO, andhave
20 haracter Pointgo spend on skills. As soon as yspend 10 CP you
gain a level andre given 1 LP for that level. Certain skills also grant LP
as you will see. AP are equal to youttibkes 1.5 (round up) So if you
have 4 LP you can wear up8@P as wellSome skills allow you to
choose between LRith AP or more LP but no AP bonty®u must
decide which onaevhen you purchase the skdb think carefullyonce
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CP but yocan NEVER purchase that skill again.

Skill

Small Weapon

One hand weapons
Two hand weapons
Shield

Staff

Thrown weapons
Bow type weapons
Two Weapons
Ambidexterity +1
Backstab +1

Prof +1

Subdue

Fortitude

Gun

Strength+1

Melee master
Missile master
Combat master
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Info

1LP
2LP
1LP

1 LP(Base of 4 dam)
1LP

1LP

1LP

3LP o5LP no AP
1LP

5LPor8LP no AP
1 LA(Base oft dam)
3 LP o5LP no AP
3LP

2LP

5LP




Alchemy Production
Animal Emp/Pred
Armor Repair
Battle Casting
Double Loading
Dual Schools
Enginering
Favored Foe
Forethought
Herb Knowledge
Martyr

Lombard
HardenedBody
Potion Production
Read and Write
Role Play Skill
Science

Scoll Production
Status/FirstAid
Tinkering

Triage

Concentrate
Psionidenergy (9 pts)

Read and Writ&earoh
Read and Writ&exos

Read and Writé&ohnex
Read and Write Solor
Read and Write Mahje

Spell level Elot
Spell leveP slot
Spelllevel3 slot
Spell leve# slot
Spell leveb slot
Spell level 6 slot
Spell level 7 slot
Spell level 8 slot
Spell leved slot
Spell levellOslot
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(9pts)

1LP

2LP

1LP

1LP

Per two school$inked
Tinkering pre req
1LP

Alcheny pre req
1LP

(9 pts)
1LP

Psionic pre req

Deah Magicpre req
AggessiveMagicpre req
Life Magicpre req
Protection Magicpre req
RuneMagicpre req




With Tactical Skills you must buy the skill with CP and then to use the skill
you mustspend TacticdEnergy(TE)

Tactical Energy (9 pts) 5

1TE

9 TESLP o8LP O AP
STES5LP o8LP O AP

9 TE5LP o8LP O AP
1TE.2LP &LP O AP
2TE

1TE

3TE2LP o3LP O AP
8TE3LP o5 LP O AP
3TE
1TE.1LPor2LPOAP
2TE.1LPor2LPOAP
1TE.1LPor2LPOAP

Inner Str

Crit Strike

Crit Parry

Death Strike

Guard

Physical StrikBestroy
Physical Strike Disarm
Physical Strike Limb
Physical Strike Paralyze
Physical Strike Slow
Resist Disarm

Resist Destroy

Taunt

WWWwWwwaoToITNhwWwwOo ootk

Alchemy Productiorg For each level of the skill purchased you have 9 points to
ALISYR AY YF1Ay3 It OKSYeod 'y |fOKSY®
to make.

Ambidexterity ¢ For two weapon fighting: May purchase once per prof. Allows off
hand to call +1 dam. For two handed weapons: May purchase once per prof.
Allows "other hand" to add +1 damage.

Animal Empathy / Predatorg When encountering an animal you can put up the
facade of being another animal. If you wish to seem as a docile animal you would
use empathy. If you wish to seem as a more aggressive animal you would use
predator. Different animals will react differently to what you use. Once you use
one on an animal yooannot use the other on that same animaéhis will have no
effect on non natural animals.

(




Armor Repairg Thisskillmay not beusedif you are in combatt takesfive
seconds per point to repair armor. This may be purchased multiple times. 20
points perpurchase.

Backstalbg Allows the user to call an additional point of damage from the back of
a target with an edged weapon per backstab purchased.

Battle Castingg This allows a spell caster to continue to cast while taking melee
damage to their AP. Normally you may not cast while taking any melee damage.

Bow TypeWeaponsg Allows the use of a bow afhal crossbowBow and

crossbow phys reps are foam dart gunshaatbow attachment to give the look of

a bow or crossbow. Speak to a member of staff for more information on the look
and approved guns. Single load and shoot only.

CombatMaster¢ This skill is effectively One hand weapon, Two hand weapon,
Bow, Thrown, and Gun all in one. Instead of having each skill and buying profs in
each you can buy this skill and profs in it that will carry over to any weapon.

Concentrateg Allows the use Dpsionic spells and energy. Also allows the
conversiorof psionic energy to armor as needezl’en while taking damage

CritStrike¢! f t 296a8 (KS dzaSNJ (2 dzaS GKS {1
connects the target is now at critical status.

Crit Parryc Allows the user to negate a critical strike that just hit Hier, not

from behind, from a melee weapoiihis may also be used to negate any other
melee attack, not from behind, that makesntact. You must have a weapon in
your hand.If you ae using a shield you may parry a missile attack critical strike,
not from behind& / NRA G A OF £ t | NNE ¢

Death Strikeg! t f 264 GKS dzaSNJ G2 dzas§ GKS G 3
if the attack connects the target is now at dead status.

Double Load; Once a day you may call double damage with a missile weapon you
can use. Thrown weapons included. May be purchased multiple times.




Dual Schoolg Allowstwo schools of magigd 2 dza S S toldiinadfdrk S NI 3
energy If you combine a school that uses eneegd one that uses slots they will
both have to use spell slots due to logistic reasons with 1@gse a school is
linked it may not be linked again.

Energy(type) ¢ Isusedin the casting of spellsr skillsthat require that type of
energy. APsionicsLJSt £ Q& f S@PSt Aa K2g YdzOK Sy SN

Favored Foe; Allows you to call +1 damage with a weapon vs. the chosen foe
type. Exampleg Corporeal Undead, Ne@orporeal Undead, Plant, Construct,
Elemental, Humanoiverage, Humanoi#bmall, Humanoidiant,Natural
Animal,MagicalAnimal, Ooze. You may only purchase this skill once ever but may
change the type every time you level.

Forethoughtg Allows Psionic and Tactical Skills to use the saragggrpool.

Fortitude ¢ This skill simply gives you more Life Points and the Armor Points that
go along with it.

Guardg! f f 2648 GKS dzaSNJ G2 GF1S lyeé NIFy3S
length away.

Gunc Allows the use of a single load amekfgun.Guns must bapproved before
use.We currently allow guns that fire foam darts and the li&eins with multiple
shot chambers or clips must be acquired in game.

Hardened Body Any Death Create Wound spells will not affect you but likewise
anyLife Heal Wound spells will not heal yaevel 10 Death and Life will still take
effect.

HerbKnowledgec Allows the creation of alchemical solutioasd allows you to
check food or drink for alchemy on a checking 10 count

Inner Str¢ Gives the user a3tstr bonus for one swing deat action.




Lombard ¢ Some items have an in game value. These items will have a code on
them. Once you havéhis skillyouwill get you a list of the value codes. This skill
will also letyou know if aritem is formal quality or not. This skill also allows you
G2 aLA O] ¢ Lwithodt the sRill yguSmay rdt@ven try. All locks that are
used on an in game chest or item must have two keys. The one you use and one
placed OOP on the bottom of theeih. In game locks also have a time limit
purchased for them. This represents the quality or difficulty of the lock. When a
LISNE2Y 32Sa G2 aLAO1é¢ GKS 201 GKS G
him/her. After it is picked the OOP key is usedpen it. The OOP key is also used
if a shatter spell is used on the lock.

Martyr¢! £ €t 268 GKS dzaSNJ G2 GNIFyYyaftTSNI AlaA
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physiologyis very diferent than your own.

Melee Master ¢ This skill is effectively One hand weapon, Two hand weapon.
Instead of having each skill and buying profs in each you can buy this skill and
profs in it that will carry over to any weapon.

MissileMaster ¢ This skills effectively Bow, Thrown, and Gun all in one. Instead
of having each skill and buying profs in each you can buy this skill and profs in it
that will carry over to any weapon.

One Handed Weapons Allows the use of angne handmelee weaponShort
swords long sword, hammers, maces, spears, daggers, belaying pins, etc.

Physical Strike These wrk as the spell of the same name but must strike the
body of the targeunless stated otherwis&pell shields will not stop physical
strikesbut you can block tém, other than destroy and disarm (unless you are
blocking with the hand not aimed at)imbmust have which limb declared and

then strike any part of the bodyhysical StrikBisarmmust be declared which
KFEFYyR® dat KeaAolt { (M#niths iteb that haNdvis hglding gry g
that arm must be hit. Physical Strike Destroy must hit the item you are destroying.




Potion Production ¢ Allows the user to make spell potion levels equai®
charactefl lg@vel per purchase. These do not usespells from memory. Example
¢ A level 5 character with this skill can make 5 levels of potions. A level 4 and a
level 1 or five level 1s, etc. With a second purchase of thigtskiilayercould

make 10 levels of potion¥.ou must be able to cast thed|s you make into
potions.Also allows you to check for potions in food/drink on a checking 10
count.

Prof¢ Allows the user a +1 damageoficiencyof any weapon skill type
purchased. These stack with backstab and strerigtbfs must be purchased for
each type of weapon skikeparately Profs are purchased per hand.

Read and Writeg You can read and write.

Read and Write Mahje& Allows the use of Rune magic.

Read and WriteNearoh¢ Allows theuseof magic from theDeathschool.

Read and WriteNexosc Allows theuseof magic from theAggressivaschod

Read and Writd=ohnexc Allows theuseof magic from the Life school.

Read and WriteSolorg Allows theuseof magic from the Ptection school.

Resist Disarng Allows the user to resist any disarming effedtkist be done as
soon as the disarm effect connects.

ResistDestroyc Allows the user to resist any destroy, not disintegrate, effects.
Must be done as soon as the destroy effect connects.

Role Play Skll¢ Anynon listedskill that your character can do. This is for between
games and during marshaled encountdtss possiblebut not commonto earn
money, XP, or even itemsith these skills.

Science; Allows Alchemy and Tinkering to use the saskidl point pool.




Scroll Productiorg, Allows tre user to make spell scroll levels equathe
charactefllgvel per purchase. These do not use up spells from memory. Example
C A level 4 character with this skill can make 4 levebkcdills A level 3 ad a

level 1 or four level 1s, etc. With a second purchase of thiglskifilayercould

make 8 levels of scrolls. You must be able to cast the spells you make into scrolls,

Shield¢ Allows the use of a shield.

Small Weaporg Allows the use of any onteanded small melee weapons.
Daggers, belaying pins, etc.

SpellSot ¢ Thesecan go up as long as there is one level under it (Ivl 1 is immune
to this rule). Meaning you can get one Ivl 1 and then go up to Ivl 10 before having
to buy another Ivl 1. You caiso go out without going up. Meaning you can buy
ten Ivl 1 then start going up if you so wigkll magic other than Psionic uses these.

Staff ¢ Allows the use of a staff weapon.

Status/First Aideg Allowsthe user to stop a person's bleeding to death count,

and after 60 uninterrupted seconds of "First Aide", return that personto 1 LP. If
the countisinterrupted, the bleeding person must restart their bleed out count

with a fresh 2 mins. If a person is Ekey may NOT say b effeck until the 60

count is over. Also allows you to check the condition of a person to see how many,
LP they are missing and if they have any status effects or if they ardogiead
Gi2dzOK Olad @A WHE al. wRe JOR huégizn for ah I kftect. A &
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Strengthg Allows the user to have an additional +1 str per purchase. This will
increase all base weapon damage and stacks with profs and backétabmay
only purchase this two time&or every +1 you can toss a body (willing or
immobile) 5 feet. You may never toss a body, or any other item, on top of a
building.




Subdueg Allows you to knock someone out by coming up behind them, touching
them on the shoulder blade area with a one handed weapon and saying

b{ dzo RdzZSh® ¢KS GFINBSIO Aa y2¢ |G adzyO2)
minutes unless the victim is first aided back up. aktackwill do no damage.
Damage may be increased byoint per+1 strength used. ExampléSubdue

Plus 5" would knock the target out and do 5 points of LP damage. Head armor
with AP left on iwill protect from this attackAP from head armor is always the

last non magical AP lost from damage.

Taunt¢ Makes the target focus on attacking you fasecondslt will not work on
GKAIKSNI AYyuGStt A3SyO0Sé ONBFGdzNBa ot/ al
Ooze, Plantsetg). Taunt is considered mind effecting.

Thrown Weapong; Allows the use ofveaponswith no pipe in them Foam
daggers, foam ballgtc. Profs used for thrown weapon are +2 instead of +1.

Triagech y OS LISNJ RIF& @2dz Y& OKFy3asS |
status.To do sodkes 10 seconds of focusing on the target. Skill may be
purchased multiple times.

Tinkeringg For each level of the skill purchased you have 9 points to spend in
CAYISNAYyId | ONBIGA2YyQa fSOSt Aa K2g

Two Hand Weaponsg Allows the use of aniwvo handed meleaveapors. Two
handedswords, hammers, maces, pole arms, staff, etc.

Two Weapong; Allows the use of up to a long sword size one handed weapon in
one hand and up to a short sword size one handed weapon in the other. If the
user has a +1 str or more both hands may use longéwsize one handed
weapons.




Sttuseffects

Various spells, alchemy, and monségtackscan inflict different
status effects to your charactand this section will cover many of
GKSY® ¢KS 2yteée ¢glFeé& (2 OKSO]l Fyzi
First Aide Any status from a toxin dhat isalchemy based will leave
your body once you are at negative status.

Any statuses other thabead Negative or Criticalfrom a
monsterattackwill only last five minutes then go away. This is not true
if it came from a spell a monster cast. Exampéesnake with a poison
tag line that strikes yowill go away after five minutes.

Atrophy ¢ Lasts 10 nms. A Targeted limb cannot be used. If used on a
leg move at half speedf both legs,then crawl speed

Berserk¢ Lasts 5 mins. Once this status takes effect you will attack the
first person or creature you see be it friend or foe. You must start with
yodzNJ Y2ad RIEYF3IAY3I FGGFO1a FYRKk2N
stop todeliver akilling attacktarget, just move on to the next one.

Charm¢, 2dz I NB y2¢ OGKFG LISNER2Y 2NJ 0
mindless servant however. You have the same trust as you would any
of your normal traveling/adventuring companions. An important nQte
you may never make a charmed character do anything thggplfeels
uncomfortable with.If from an ingested source it will be the first

person the target sees.

Crawl Speed No faster than if you were on your hands and knees
trying to crawl.This is how fast you move while dragging a body if you
have no strendt bonus.




Critical¢ This effect is the same &&egativeexcept only a critical
curative spell or item will heal you. First aide will have no effect.

Deadc¢ When youreachthis status you must start a three minute

count. When that count is up you must péaa white head band gn

leave all in play items where you diadd go resurrect at a resurrection
node.Doing so costs a life from your character and you forget the last
15 mins of IP time before you died as well as any time you spend as a
Spirit going to resurrect.

Entangledg You are wrapped in vines and cannot move or fight. You
can be the target of &illing attack A +2 strength or the ability to

perform a feat of strength can break out of entangled status with no
O2dzy 0 ® aG{ yl L¥ Y dz¥du maysutsdandoyicRout dfdzil
an entangle effect but to do so you must deal at least 3 points of
damagefrom a single blowto theml Y R I RR { K fngéiodr 3 €
perform a cutting 10 countBlunt weapons cannot do this.

Feeble Mindg Causes the victim to forget dlis/her skills and spells for
10mins., 2dz OFy aL)SF]1 YR GKIFGQa LINBI

Full eed¢ No speed restrictionslhis is how fast you can move while
dragging a body with a +2 strength bonus.

Half Speed; No faster than normal every day walking spe€dis is
how fast you move while dragging a body with a +1 strength bonus

Negative¢ When you take damage that takes your LP total past zero
you are at negative one. You can never go past negative one due to
damage. You must now start a two minute count. During this time any
curative spells or items or even first aide can heal you. Ifayeunot
healed and your two minutes runs out you are novwDatadstatus.




Paralyzec Lasts 10 mins. You are frozen in time. You can see and hear
I NPdzy R 82dz odzi OFyQd Glrt{1= OlFaidsx

Poisong Victim loses 5 life points every 1 minute for 10 midsthe
end of that 10 mins, the victim dies (as if the target &flling attack
While poisoned all the victim can do is crawl, speak, and do simple
movementsMay NOT fight or defend in combat, but cannot be the
target of akilling attack

Sleepg Some spells or effects will cause you to fall asleep. This is a
deep magical sleef®o no snoring sound effect8his will lasé minutes
unless you aréouch castawaken on a ten count. Taking any damage
will wake you. You can be the target dtiing attackand it will not
awaken you.

Slow¢ Move at half speed and call half damage. (Round up)

Unconsciousneseg There are two ways to reach this status. When you
take enough damage to reduce you to exactly zero LP or freabdue
attack If left unattended for five minutes you will regain consciousness
and be at one LP if you were at zero or you will regain consciousness
from the subduebe at the LP you were at when you were hit with the
subdue

Weaknesg; Victimloses 4 points of str. and must call 4 points less
when attacking with a weapor@€annot pull or drag a body.




Production

Productionskills are those used at check in andl event reset.
Examples are Alchemy, Potion making, Scroll making] ankering
Unless notedhcreatiom d f S@St RaugdiupiStRe sivér (i & 3
costto create it Astaff member in charge of production will give you
your tags for all items created?roduction items can be saved from
event to event unless they are used.

To use a production made scroll you must have the appropriate
read and write skill of that schb¢and be able to see the scroll). To use
alchemyother than ingested or appliegdou must have Herb
Knowledge Anyone can usangested or applied alchemy and potions

Potions and ingested alchemy can be mixed into food, drinks,
tobacco, etc. Potions caaso be mixed with other potions to create
multiple effects from one potion. Ingested alchemy can also be mixed
with other ingested alchmy to do the same. If you want certain effects
to happen in a certain order the effects order must be one bigger than
the next dose.

Example; Gil wants to get a Truth Serum to work on Lak. He knows Lak usually
has a chemical shield on so he will make a Cause 3/ Truth Elixir. One Truth Elixir is
needed and Two Cause 3. So the order when used will be Cause 3 (chemaidal sh
Truth (takes effect). All tags must be stapled or taped together at the time of use. There
IS no limit to what you can add as long as there is one more of the chemical in front of
the next. You could even add the same onto itself (Five cause Jdose 3, three
cause 3, two cause 3, one cause 3) This effectively attacks the target with five cause 3s
at the same time and will do a total of 15 damage.

A drink or food mixed with an elixir is only active until the first
sip/bite/etc. (The tags hav® given to that target. Any alchemy that
has a negative effect on your character is considered a toxin.




Alchemy

1stlevel

Light

applied

Aglow stickis the best descriptionMay not be orange.

Glue

applied

An alchemical glue. Lasts 20 mins. If used tiand that had is immune to disarms as long as the glue
lasts but cannot put down the item glued to iTag must be on or with the item or person.

oil

applied

An alchemical aiLasts20 mins If used on an item the item cannot be picked as londgha®ii lasts.
Tag must be on or with the item.

Solvent
applied
Dissolves glue arar oil

Adrenaline Rush
ingesed
+3 str for one action

NumbingBHixir

ingested

Gives the targean additionab LP. These aredffirst life points lost(After those grated by a bless
spell)Cannot have more than one active at a time.

-3 Bixira / | dTpaeSElixig
ingested
Drink it andtake # life pointsof damage

+3Hixir & / dINBeElixig
ingested
Drink it andheal# life pointsdamage

Weapon Chemical3t
applied
Add +# for one attack, on any weapdifeapon Chemicals cannot be stacked.




2nd level

3Gasi/ I dzaS ¢ KNBS DI &

thrown

Aalchemical toxigas that deal# life points of damage

+3Gasa / dZNB ¢ KNBES DIl a¢
thrown
An alchemical gas that hedtdife points

Truth Serum
ingested
Target has to speak the truth for 2 mins, may choose not to speak at all.

-5 Hixir
ingested
Drink it and take # life points of damage

+5 Hixir
ingested
Drink it and heal # life points of damage

5 Acid
thrown
When thrown deals# points of acid damage to armot/life points

5 Fire
thrown
When thrown deals # points of fire damage to armor/life points

Glass Arrows/Bolts

bow/crossbow

Creates 6 glass arrow/bolt tags. These are then attached to any ingested alchemy. This in turn makes
GKFG FEfOKSY® Ayid2 | a3ala¢ gKAOK OFy 0SS FANBR 7




3rd level

-5Gas

thrown

An alchemical toxic gas that deals # life pointdarhage

+5Gas
thrown
An alchemical gas that heals # life points

SlowHixir
ingested
Yow status

10 Acid
thrown
When thrown deals # points of acid damage to armor/life points

10Fire
thrown
When thrown deals # points of fire damage to armor/|i@ints

CharmBixir
ingested
Charm status

-10 Bixir
ingested
Drink it and take # life points of damage

+10Hixir
ingested
Drink it and heal # life points of damage

Weapon Chemical +6
applied
May add +# damage to the next swing of a weapon or shelapon Chemicals cannot be stacked.




4th level

-10 Gas

thrown

An alchemical toxic gas that deals # life points of damage

+10 Gas
thrown
An alchemical gas that heals # life points

Slow Gas
thrown
As slow elixir, but as a alchemy toxin gas

Sleep Exir
ingested
Sleep status

15 Acid
thrown
When thrown deals # points of acid damage to armor/life points

15 Fire
thrown
When thrown deals # points of fire damage to armor/life points

Charm Gas
thrown
Charm status

-15 elixir
ingested
Drink it and taket life points of damage

+15 elixir
Ingested
Drink it and heal # life points of damage




5th level

-15 Gas

thrown

An alchemical toxic gas that deals # life points of damage

+15 Gas
thrown
An alchemical gas that heals # life points

-20 Elixir
ingesed
Drink it and take # life points of damage

+20 Elixir
ingested
Drink it and heal # life points of damage

Sleep Gas
thrown
sleep status

20 Acid
thrown
When thrown deals # points of acid damage to armor/life points

20 Fire
thrown
When thrown deals # pots of fire damage to armor/life points

Poison Elixir
ingested
Poison status

Berserk Elixir
ingested
Berserk status

Calming Elixir
ingested
Can end a Bersedtatusor Charm statu# from a toxin source

Weapon Chemical +9
applied
May add +# damag® the next swing of a weapon or shot. Weapon Chemicals cannot be stacked.




6th level

-20 Gas

thrown

An alchemical toxic gas that deals # life points of damage

+20 Gas
thrown
An alchemical gas that heals # life points

-25 Elixir
ingested
Drink it and ake # life points of damage

+25 Elixir
ingested
Drink it and heal # life points of damage

30 Acid
thrown
When thrown deals # points of acid damage to armor/life points

30 Fire
thrown
When thrown deals # points of fire damage to armor/life points

PoisonGas
thrown
Poison status

Paralyze Elixir
ingested
Paralyze status

Berserk Gas
thrown
Berserk status

Calnming Gas
thrown
Can end a Berserk status or Charm status if from a toxin source.

Uncontrollable Truth
ingested
Must answer any question truthfulfpr five minutes. Target does NOT have the option to stay silent.




7th level

-25 Gas

thrown

An alchemical toxic gas that deals # life points of damage

+25 Gas
thrown
An alchemical gas thaieak # life points of damage

-30 Elixir
ingested
Drink it and t&e # life points of damage

+30 Elixir
ingested
Drink it and heal # life points of damage

Paralyze Gas
thrown
Paralyze status

Forget Elixir

ingested

Target forgets the last 15 min$.not removed within an hour this effect if permanent even after
resurrection.

Anti Toxin Elixir (7th and below)
ingested
Will clean the body of Forget (if within an hour), Paralyze, Sleep, Charm, Poison, and Berserk toxins

35 Acid
thrown
When thrown deals # points of acid damage to armor/life points

35 Fire
thrown
When thrown deals # points of fire damage to armor/life points

Alkahest
applied
If used on a target at Dead status the target instantly dissipates.




8th level

-30 Gas

thrown

An alchemical toxic gas that deals # life points of damage

+30 Gas
thrown
An alchemical gas thaeals # life points of damage

-35 Elixir
ingested
Drink it and take # life points of damage

+35 Elixir
ingested
Drink it and heal # life points of damage

40 Acid
thrown
When thrown deals # points of acid damage to armor/life pgint

40 Fire
thrown
When thrown deals # points of fire damage to armor/life points

Feeble Mind Elixir
ingested
Feeble Mind Status

Bullets¢ Armor Piercing
gun
/I NBI GSa c

Bullets¢ Explosive
gun
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oth level

-35 Gas

thrown

An alchemical toxic gas that deals # life points of damage

+35 Gas
thrown
An alchemical gas thaeals # life points of damage

-40 Critical Elixir
ingested
Drink itand take # life points of damage and critical status

+40 Critical Elixir
ingested
Drink it and heal # life points of damage and critgtatus

45 Acid
thrown
When thrown deals # points of acid damage to armor/life points

45 Fire
thrown
When thrown deas # points of fire damage to armotr/life points

Feeble Mind Gas
thrown
Feeble Mind Status

Death Elixir
ingested
Dead status

{KFNR 2F tKAf2a2LKSNDRa {i2yS
applied
Returns a target with dead status to life with 1 LP. No effect to Undead

Remove Toxin Elixir

ingested

Will clean the body of Forget (if used within an hour), Paralyze, Sleep, Charm, Poison, Bedserk
Feeble Mind toxins




10th level

-40 Critical Gas

thrown

An alchemical toxic gas that deals # life points of damage and at critical status

+40Critical Gas
thrown
An alchemical gas thaeals # life points of damage and critical status

50 Acid
thrown
When thrown deals # points of acid damage to armor/life points

50 Fire
thrown
When thrown deals # points of fire damage to armor/life points

Feeble Mind Gas
thrown
Feeble Mind Status

Death Gas
thrown
Dead status

Remove Toxin Gas

thrown

Will clean the body of Forget (if used within an hour), Paralyze, Sleep, Charm, Poison, Berserk and
Feeble Mind toxins

All alchemy packets must bed. Theyar@ér o 2 G G f Saé¢ @&2dz OF I
can be seen, disarmedestroyedetc. They must also be marked on the bottom
as to what chemical compound it is. The tag you are given at production is also an
in play item, it is the final ingredient added to a compoundit®effectbefore
@2dz GKNR g ADRR dd D] BilFady didfi, ikéwis@fse I Yy a
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above elixirs are assumed to just bedhag itself and @acketis not required
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etc. Even if the packet misses you must still turn in the tag as you have mixed and
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assumed to b easy toihd base chemicals any alchemy usan get almost
anywhere.




Tinkering

Traps have to be safe for all be players.
You may never create a trap that requires an item not readily available to disarm it.
While disarming a trap you may not do anyntige to it that cannot be readily repaired.

¢CNF LA Fftft2¢g F2NJ a2YS NBIf ONBFGADAGEC
for trap constructionto follow. If you are interested in making traps feel free to contact
a staff member and discuss yaddeas. Some traps, as you will see below, are as simple
as the card or tag being plage an itemwhile other traps @anbe more complex with
S0 many trigger wires it looks like a spider web.

Disarmingatrap follows the same rules as loplcking for the most part. As such
traps can havelifferent levels of dsarm time purchased for thentome trapshowever,
require theplayer to physically disarm it in addition to any time purchased for it.

Ambushtraps may be reset as much as you want duthgeventthey are
created butmay not be kepafter the event. Any effect that would destroyhese traps
simply disarms themAny player may disar@mmbush traps.

Trigger traps may be disarmed and kept from one event to the next until they are
used. Once iis triggered it destroys itself. If the trap is attacked it will go off as if
someone had sprung i¥.ou must havéhe Engineering skilb disarm trigger traps.

Magical and Explosive traps must be physically disarmed by the player and not
just a time caint. You must havéhe Engineering skilb disarm Magical and Explosive
traps.These traps must have some sort of audible device (buzzer, snap, etc) that goes
off when the trap is triggered. Disabling this device is how you disarm these traps.
Magical ancExplosive traps may be disarmed and kept from one event to the next until
they are used. Once they are triggered they destroy themselves.

Trap damage may be increased by spending additional trap production points on
it while creating it at check in; emdf the trap has no set base damage. For every point
spent on a trap above its initial cost the damage goes up by 5 pts.

lye (NI L) OFldAaAKG Ay GKS 'h9 2F | y20KSNH
gl ayQi | NY¥SR® ¢ KS SE GHOEWas g gas. lfithe ADKwWaga Nz
destroy effectthe other traps will take the effect and be destroyed before they go off.

Anyone with the Engineering skill can activate and use tinkering items.




Lvl 1¢

Ambush Snare Trap

Entangles the target and desab pts of damage.

This trap phys rep must be some sort of rope or cord in a lasso on the floor with the rope running to a
counter weight or trigger. This trap cannot actually spring or pull for safety reasons.

Ambush Limb Trap

Dealsl5 pts of damage.

This trap phys rep must be some sort of spike on an object that would swing into the target. This trap
cannot actually spring for safety reasons.

Charged Fist
+3 Str for one action

Lvl 2¢

SingleTargetingestedAlchemyTrigger Tap

The tag for the alchemy used must be with the trap cdtieperson holding the item when it goes off
isthetargeb Ly OF &S 2F Ydz GALX S LIS2LIX S K=zidtherapa A

Areaof EffectThrown Alchemylrap
These taps use any alchemy that can be thrown and create a 5 foot circle AOE with it once the trap
goes off.Cannot use beneficial alchemyo smaller in volume than a 12 0z beverage can.

Powered Boots
Allows you to resist a root effect

Lvl 3¢

Single Targeingested Alchemy Trigger Trap

Onealchemymixture takes effect before the other. This must be written clearly on the trap tag with the
two alcheny tagsused.

Area of EffecThrown Alchemylrap2
One alchemy mixture takes effect before the other. Thisniue written clearly on the trap tag with the
two alchemy tags used. Cannot use beneficial alch®&nysmaller in volume than a 12 oz beverage can.

Gas Filter
Allows you to resist a gas based toxin attack.

Lvl4 ¢
Electric Discharge
Allowstheuseof S 8hbak G 3 tAYyS F2NI I O2Yol
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Single Target Ingested Alchemy Trigger Brap
One alchemy mixture takes effect before the other. This must be written clearly on the trap tag with the
three alchemy tags used.

Area of EffecThrown Alchemylrap3

Onealchemy mixture takes effect before the other. This must be written clearly on the trap tag with the
three alchemy tags used. Cannot use beneficial alch&msmaller in volume than a 12 oz beverage

can. No smaller in volume than a 12 oz beverage can.

Lvl 5¢

Explosive Trap

Deals 30 points of non magical damage to everything in a five foot circle. Any items that could be
destroyed with the Destroy spell are turned to dudfloney, Weapons, Scrolls, Potions, etc.) A Rune of
Weapon Shielding will proteché item. The device that creates the noise is the heart of the trap and
where the damage originates froo smaller in volume than a 12 oz beverage can.

Magical Trap

When a magical trap is triggeatA i &G OF a G aé¢ ¢ KLl Gte@rk httdgQdid it Spelh i K 2 f
shieldscrollsand beneficiabpellscrolls may be usedf.it is an effect that normally requires a target, like
Disarm, all possible targets are considered to be affected. A spell shield that would normally stop the
spell will protectfrom the trap. The device that creates the noise is the heart of the trap and where the
GOFadAy3ae 2NARAIAAYIGSa FNBYD b2 AYFfESNIAY @2f dzY§

silenced and are considered able to read the scroll under any éonslit

Pocket Alarm
Allows you to resist a sleep effect

Lvl 6¢

Magical Trap 2

May usetwo scrolls. The one cast first must be written on the trap flyother Magical Trap rules
above apply.

Magical Trap AOE
2 KSY F YFIAOIE (Nl AG 22 SoRIA0 SIS NILOBIRE A A 60 OK 2 £ R
and beneficial spell scrolls may NOT be used. If it is an effect that normally requires a target, like Disarm
all possible targets are considered to be affected. A spell shield thatvmaumally stop the spell will
LINEGSOG FTNRY GKS GNY LI ¢KS RSOAOS GKIdG ONBIFGSa
originates from. No smaller in volume than a 12 oz beverage can. Magical traps cannot be silenced and
are considered db to read the scroll under any conditions.

Sound Recording
Allows thecreatortod NE O2 NRé dzLJ 2 wmpn 62NRa Ay YSaal3asS ¢
Message must be written on a note attached to the item. May only be cast in a marshaiettemn
must look the part.




Lvl7 ¢

Magical Tra@8

May use threescrolls. Therder ofcasingmust be written on the trap tagAll other Magical Trap rules
above apply.

Magical TrapAOE2
As Magical Trap AOE but can use two scrolls. The order of castgtdpe written on the trap tag.

Steam Discharge

The user may turn his/her body into a recognizable colunstedmfor 10 mins. Caster only. Recipient
may not attack, cast spells, talk, or take damage from attacks. Must have his/her hands together with
palms touching and fingers spread out in front of him/her.

Lvi8 ¢
Magical TragAOE 3
As Magical Trap AOE but can use three scrolls. The order of casting must be written on the trap tag.

Super Scop8&ght
Allows you to call double damage with a gun omtfor one attack

Lvl 9¢

Masterwork Craft

Creates 9 additives. These additive tags are attached to any other production items you have made.
Those items are now immune to Corrupt Level 8 Aggressive spell and effects.

Clock WorkLimb
+5 Str for one&eombat

Lvi10¢

ReversePolarity Power Conduit Qystal

When activated this item can do one of two things, it can either be used as a touch cast version of the
spellVanquish Magic (Will destroy all active spells of 9th or lower unless flashed by sheglelll

Will not get rid of status effects caused by spells. Will destroy any scribed or active runes of 9th or
lower. Will not work on Circle of Protection type spgks it can be used as the spell Circle of
Protection (Caster mustdraw acircle 2toB& SG Ay RA L Y S G SNJ thed gc®atdla A R
the crystal.The circle will then last for 30 mins. It provides the same protections as a Sanctuary and
must be raised and lowered to provide entry or exit. Gaze attacks will not go through a€ircle
protection. Anyone standing on the edge once it is lowered is thrown away when it is raised. When
raised the caster must have an arm raised in the air. If at any time the caster steps outside of the
circle the spell ends.)




Magic

Somethingthat makeg ¢ hwa Q& YIF 3AO0 RAFFSNByld (GKFy &
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This allows casters to cast spells as the situation changes.

Other than spells thatequire tag for a spell shieldarmor, or life pointsyou may
always use a higher level spell in order to cast a lower level spell. For example; If you are out of
level 1 spells but really need to cast Disarm you could use a lev@IrPorder to do soWhen
you give your tags to the monster/target just explain what you did.

In order to cast a spell you must first say the vetiefbre youthrow the packet. Once
the verbal is completed you have 3 seconds in which you must throw the padkeiwing
before the verbal is finished or more than 3 seconds after it is finished fails the casting and uses
up the spell.

G¢2dzOK OFadAy3daé Aa R2yS o0& K2fRAy3 I LI (
the verbal.Even though it has the word touch in thame there is no physical contact allowed
without a packet as a buffemhistype of castings not allowed for any spell that has a non
beneficial effecton atargatzy f Sda GKS GF NBSGO A& spellvRilbar £ S
target that is the taget of Steel Vinefor example.

If a verbal is interrupted and/or said incorrectly and the packet is thrown the spell fails
and is used up as if cast. You may also not cast while taking melee damage unless you have th
skill Battle Casting and you magtrcast if the damage gets past your armor regardless. These
are all grounds for auto spell fails.

GCEtlaKéd /SNIOIFAY LINRGISOGAZ2Y alL)Stfta gAff
protection in the process. When this happens, an in game flash of digleein and as such the
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A verbal must be said clearly and loud enough for the target to hear it or at least in a
normal conversation voice. If you lob a spell at a target a field away you are not expected to
shoutthe vebal but it must at least be said out loud. If the spell does happen to connect with
the target you will have to let them know what it was so you might enghgutingafter all.

The spell school index is listed in this format

Name Name of spell

Level Level of spell slot needed or energy needed to cast
Production If the spell can be made intoSroll, Potion, or Neither
PlaneType Death, Life, Chaos, Law, Earth, Fire, etc.

Category Healing Attack Protection, etc.




Aggressive

Arcane Attack
Arcane Attack
Arcane Body Mod
Arcane Attack
Arcane Attack
Arcane Attack
Arcane Attack
Varies Attack
Varies Attack

Law Body Mod
Chaos Destruction
Time Destruction
Time Destruction
Time Destruction
Varies Body Mod
Varies Attack
Varies Attack
Chaos Mind Alter
Chaos Mind Alter
Air Attack
Chaos Mind Alter
Varies Attack
Chaos Mind Alter
Chaos Body Mod
Chaos Mind Alter
Arcane Area Defense
Time Destruction
Chaos Body Mod

Arcane Blast
Arcane Dart
Arcane Empower
Arcane Fury
Arcane Shard
Arcane Sliver
ArcaneVengeance
Arrow

Attack

Bestow Strength
Corrupt

Destroy
Disintegrate
Drain Magic
Elemental Empower
Elenental Rain
Elemental Storm
Fear

Feeble Mind
Force

Lie

Missile

Mute

Poison

Stun

Symbol
Vanquish Magic
Weakness
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Call Undead

Command Undead
Create Critical Wounds
Create Dire Wounds
Create Greater Wounds
Create Light Wounds
Create Major Wounds
Create Massive Wounds
Create Minor Wounds
Create Serious Wounds
Create Wounds
Darkness

Death Mask
Desecration

Destroy Undead
Remove Spirit

Repel Undead

Return Undead
Shadow Form

Speak With Dead
SpiritPull

Undead Mastery
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Death

S

S

S,P
S,P
S,P
S,P
S,P
S,P
S,P
S,P
S,P
S

S,P
S,P

S,P
S
S
S,P

Death
Death
Death
Death
Death
Death
Death
Death
Death
Death
Death
Darkness
Death
Death
Death
Death
Death
Death
Darkness
Death
Death
Death

Undead Control
Undead Control
Attack

Attack

Attack

Attack

Attack

Attack

Attack

Attack

Attack
Destruction
Undead Control
BodyMod
Undead Control
Attack

Undead Control
Undead Control
Body Mod
Undead Control
Body Mod
Undead Control




Bless

Cleanse

Cure Weakness

Heal Critical Wounds
Heal Dire Wounds
Heal Greater Wounds
Heal Light Wounds
Heal Major Wounds
Heal Massive Wounds
Heal Minor Wounds
Heal Serious Wounds
Heal Spirit

Heal Wounds

Higher Bless

Life Cloak

Light

Limb Renew
Neutralize Toxin
Return Spirit
Strengthen Spirit
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Body Mod
Body Mod
Body Mod
Healing
Healing
Healing
Healing
Healing
Healing
Healing
Healing
Healing
Healing
Body Mod
Body Mod
ltem Enchant
Body Mod
BodyMod
Healing
Body Mod




Armor

Armor of Law

Bind

Bravery

Cage Being
Chemical Shield
Circle of Protection
Detect Magic
Disarm

Form Lock
Gaseous Form
Limb Spam

Mage Lock

Major Armor
Protection Major Magic
Protection Minor Magic
Release

Root

Snctuary

Sleep

Slow

Soul Shield

Stasis

Steel Vines

Truth

Unbridle

Uproot

Ward Being
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Protection

S,P
S,P
S
S,P
S
S,P
S
S,P
S
SP
S,P
S
S
S,P
S,P
S,P
S
S
S
S,P
S,P
S,P
S
S
S,P
S,P
S,P
S

Law
Law
Earth
Law
Law
All
All
All
Chaos
Law
Air
Chaos
All
Law
All
All
Time
Earth
All
Time
Time
All
Time
Earth
Law
Earth
Earth
All

BodyDefense
Body Defense
Confining
Mind Alter
Confining
Body Defense
Area Defense
Detection
Mind Alter
Body Mod
Body Defense
Body Mod
Area Defense
Body Defense
Body Defense
Body Defense
Body Mod
Confining
Area Defense
Mind Alter
Body Mod
Body Defense
Body Mod
Confining
Mind Alter
Confining
Confining
Area Defense




Amnesia
Berserk

Blur Body

Body Boost
Cage Being
Calm

Charm
Communicate
Confusion
Destroy

Detect Psionic
Disarm
Disintegrate
Fear

Feeble Mind

Lie

Major Wounding
Matter Over Mind
Mind Over Matter
Mute

Psionic Arrow
Psionic Attack
Psionic Blade
Psionic Circle
Psionic Fury
Psionic Sanctuary
Psionic Shard
Remove Fear
Shatter Mind
Sleep

Status Cure
Stun

Truth

Uncontrollable Truth

Wound

8
6
7
1
8
6
4
2
8
2
2
1
7
2
9
2
6
1
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N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A

Mind Alter

Mind Alter

Body Defense
Body Modification
Confining

Mind Alter

Mind Alter

Body Modification
Mind Alter
Destruction
Detection

Attack
Destruction

Mind Alter

Mind Alter

Mind Alter

Attack

Body Modification
Body Modification
Mind Alter

Attack

Attack

Body Modification
Area Defense
Attack

Area Defense
Attack

Mind Alter

Mind Alter

Mind Alter

Body Modification
Mind Alter

Mind Alter

Mind Alter

Attack




Rune

Armor

Chemical Shieidg
Combat

Critical Healing
Ent Skin
Entangle
Explosion
Giants

Greater Weapon Shielding
Healing

Life

Magic

Minor Healing
Mist Form
Neutralze Toxin
Protection
Release
Sanctuary

Soul Shield
Spell Protection
Spirit

Strength

Tree Form

Truth

Unbind

Warding
Weapon Shielithg

N/A Body Modification
N/A Body Defense
N/A Body Modification
N/A Healing

N/A Body Modification
N/A BodyMaodification
N/A Area Defense
N/A Body Modification
N/A Item Enchant
N/A Healing

N/A Healing

N/A Body Modification
N/A Healing

N/A Body Defense
N/A Body Modification
N/A Area Defense
N/A Confining

N/A Area Defense
N/A Body Defense
N/A BodyDefense
N/A Body Modification
N/A Body Modification
N/A Body Defense
N/A Mind Alter

N/A Confining

N/A Area Defense
N/A Item Enchant
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Runes may be scribed on a target and activated by that target at any time
as long as they are consciol$e caster of the rune has the option of activating
the rune as soon as he/she scribes it. AredeDse runes and the Life rune go
active the momenthey are scribed thus they cannot be held. As a rule you can
only have one rune of the same name scribed on you at a fiinete is not a
visual or auditory effect when a rune activates.




Aggressive

Lvl 1
Arcane Sliver"A sliver of thearcane"
Inflicts 10 points of magical damage to armor / life points.

BestowStrength"Law shall bestow you witstrength."
Allows the recipient to ca#t3 points of damage with hiser weapon for the next swing, or
allow a feat of strMay not stack.

Lvl 2
Arcane Shard "Ashardof the arcané
Inflicts 15 points of magical damage to armor / life points.

Arcane Empowect "I empower you with thean arcaneweaport'
Allows the user to call +1 damage for three swings and use the tag line "magic"

Destroy-6 ¢ A YS RSAGNREa @2dzNJ yyyyypyyé
Will destroy an item shield size or smaller. May not be used on armor.

Fear"Out of chaos | cause you fear."
Victim must avoid the caster for 3 minutes. If the target is engaged in combat by the caster the
effect wil be broken.

Lie"Chaos makes you speak only lies."
Victim may not speak the truth as the character knows or believes it for 2 minutes. Victim has
the option not to speak.

Lvl 3
Arcane Dar"Adart of the arcané€’
Inflicts 20 points of magical damagearmor / life points.

Force"The power ofAir forcesyou away."

Causes any creature to stay 20 feet from the caster. The caster must hold his/her hand toward
the creature after the packet has struck it, and may not engage in any other combativéyactivi
The spell lasts until the caster releases it, or until the caster is attacked. You may not 'push’ the
target.

Lvl 4
Arrow - "An arrow(Ice, Fire, LightningVater, Earth, Air, Arcane, Afid
Causes 25 points of damage to armadie fpoints.




Elemenal Empower'From the plane ofi€e, Fire, LightningVater, Earth, Air, Acjd empower
this being."
Allows the recipient to call +@ce, Fire, Shock, Water, Earth, Air, Adathage for one combat.

Cause Weaknes$%Time steals your strength.”
Victim bses must call 4 points less when attacking with a weapon. 5 mins

Lvl 5
Missile- "Amissileof (Ice, Fire, LightningVater, Earth, Air, Arcane, Aid
Inflicts 30 pts of magical damage

Mute-"With Chaos power | steal your voice."
Victim cannot speak arast for 5 minutes.

Stun"The power of Chaos stuns you."

Causes the victim to become immobilized for 5 seconds. Any physical contact with the victim
will negate the effects of this spell. Victim may not be the target of a killing attack unless
otherwiseimmobilized.

Lvl 6
Attack-"An attack of(lce, Fire, LightningVater, Earth, Air, Arcane, Axid
Causes 35 points of damage to armor/life points.

Poison "Chaos's ichor poisons your blood"

Victim loses 5 life points every 1 minute for 10 mins. Atehd of that 10 mins, victim dies (as
if the target of a killing attack) unless cured by a Neutralize Toxin, Cleanse, or better spell. While
poisoned all the victim can do is crawl, speak, and do simple movements. May NOT fight, but
can defend itself from &illing attack

Drain Magie"With Timel drain magic¢
Will destroy all active spells 6th and below unless flashed by a spell shield. This will not get rid
of status effects caused by spel¥ill destroy any scribed or active runes of 6th or lower.

Lvl7

Disintegrate"Time shall disintegratgour "
Destroys any inanimate item of shield size or smaller which must be struck with the packet. Can
be used to destroy armor, weapons, shields, scrolls, books, etc.

Arcane Blast"A blast of the arcare
Causes 40 points of damage to armor/life points




Symbof"With anarcane quill I inscribe a symbol to protect this (item)."

Must be cast upon an object. This object must then have the tag placed on or under or in it.
SYMBOL must be written on the tagveall. Whenever this item is used (Door opens, chest is
LIA O] SR dzZLJs SGO0 ¢KS LISNBR2Y R2AYy3I a2 gAff
with a Major Spell Shield. This spell can only be cast in a marshaled area.

Lvl 8

ElementalRainr"Let (lce, Fire, LightningWater, Earth, Air, Acjaain down."

Gives the caster 5 packets, each with the verbal 1d®, Fire, Shock, Water, Earth, Air, Acid
Spell Effectthat must be thrown within 5 seconds of each other. Aawrget struck with one of
thesepackets takes 10 points of damage to armot/life points

ArcaneFury"| releaseArcane fury"
Causes 45 points of damage to armor/ life points.

Corrupt- "Chaos's corrupting touch invades your possessions."”
All production items on the target are renderedeless fod 0 minutes.

Lvl 9

ElementalStorm"Let(Ice, Fire, LightningVater, Earth, Air, Acjdring forth a storm."

Allows the caster to throw 3 packets with the verbal "B ( Fire, Shock, Water, Earth, Air,
Acid) Spell EffectEach packet thadtrikes a target causes 20 points of damage to armor/life
points.

Vanquish Magic'l commandTimeto vanquishmagic"

Will destroy all active spells of 9tir lower unless flashed by a spell shield. Will not get rid of
status effects caused by speMill destroy any scribed or activanes of 9th or lowerWill not
work on Circle Of Protection type spells of ANY level.

Feeble Mind'Chaos will destroy your mingl.
Causes the victim to forget all skills and spells for 20 mins.

Lvl 10
ArcaneVengeancé'l releaseArcanevengeance'
Does 60 pts of magical damage to target.




Death

Lvl 1
Create Light woundsDeath shall create light wounds."
Victim loses 2 life points

Darkness'Darkness creates a shroud"
Negates a light spell or effect

Lvl 2

Create Minor Wounds'Death shall create minor wounds"
Victim loses 5 LP

Repel UndeadDeath repel this undead from me."

Causes any lesser undead struck with the packet to stay more than 20 feet from the caster.
Caster must keep a hand raised in the diien of the undead effected, and may not engage in
any other combative activities. Spell is released at the caster's will, or when the caster dies.
May not "push” the target.

Lvl 3
Create Wounds "Death shall create wounds"
Victim loses 10 life points.

DeathMask"| wear a mask dbeathon my spirit"
Place a blue headband on, lesser undead no longer see you as a threat unless you attack them
which breaks the spell Lasts 10 mins. Caster only.

Lvl 4

Call Undead"With Death | call this undead"

Calls ag one lesser undead that is struck with the spell packet to the caster. This spell does not
provide any form of control over the undead called.

CreateGreaterWounds "Death shall creatgreaterwounds."
Victim loses 15 life points.

Speak with Dead1 Ol t £ (2 &2dz Ay GKS NBIfY 2F 5SIGK¢
Caster may ask 3 yes/no questions of any lesser undead being, and the undead must respond
truthfully. The questions must be understandable by the intelligence of the undead's former
race/speciesMay also be used on a @et with Dead status.

Lvl 5
Create Major Wounds'Death shall create major wounds."
Victim loses 20 life points.




Command Undead'With Death | command this undead."”

Caster may give one simple command to one lesser undead which must be struck with the
packet. Once this command has been carried out, the caster will have no further control over
the undead.

Lvl 6
CreateSerious VWunds "Death shall creatseriouswounds"
Victim lose5 life points.

ShadowForm "Darkness creates a shadow form."

Causeshe recipient to become a recognizable shadow humanoid shape. Recipient may not
attack, cast spellsalk, or take damage from attacks. This spell may be cast only at night. Target
must have hifher armscrossedat the wristsin front of himher.

SpiritRINGG 5 SLXHAK £ & &2dzNJ ALIANRG G2 AdGa NBFfYSE
t dzida | R $lissipatedduntdd né Midute instead of three. If the target has less than a
minute left this spell will make the target instantly dissipate.

Lvl 7
CreateMassiveWounds "Death shall crate massivevounds”
Victim loses 30 life points.

Destroy Undead'l return you to Death and destroy this vessel."
If used on a lesser undead it will destroy it. If used on a greater undead it will deal 75 points of
damage.

Lvl 8
Create Dire Wounds'Deah shall create dire wounds."
Victim loses 35 life points

Desecration"Deathshall desecrate your spirit."

Lasts 30 mins. Any healing magic or potion (not alchemy) cast or used upon the victim is
reversed in its effect. Can only be removed by a Cleankgher spell or if the victim
resurrects.

Lvl 9

Undead Mastery'Servants of Death shall follow my will."

Once the verbal is successfully cast, the caster may throw Gadilitional packets with the

verbal "control undead". (Within 5 seconds of each other) Any lesser undead struck with one of
these packets is controlled by the caster, and may be given commands for 10 mins. At the end
of thattime, the caster has no furtherontrol over the undead. Undead may NOT actively try to
dodge these packets.




Create Critical Wounds'Death shall create critical wounds"
Victim loses 40 LP and/or is now at critical status.

Return Undead"l return youto the realm of Death."

All leser undead within a 1®bt radius ofthe casterare obliterated if used as an area of
effect spell. If cast as a normal combat spell it willf8qts of damage ta greaterundead or
destroy any lesser undead. To cast as an,A@fthe verbal, cast theacket at the ground at
yourfeetl YR GKSy Of SFNIeé alée& amn F220G NI RAdza

Lvl 10
Remove Spirit'Deathremoves your spirib €
Victimis now at Dead status

w




Life

Lvl 1
Heal Light Wounds"With life | heal lightvounds”
Restores up to 2 life points to the recipient

Light"Light shall illuminate my path."
Must be cast on an item. Causes the item to glow with a dim light for seeing. You must have a
physrep. May not be orange.

Lvl 2
Heal Minor Wounds "With Life | heal minor wounds"
Restores up to 5 life points to the recipient

Bless'Life shall blesgou."
Gives recipient 5 extra life points. These are the first life points lost. "Atrtificial” life points do not
count for armor bonus.

Lvl 3
Heal Wounds'With Life | heal wounds."
Restores up to 10 life points to the recipient, and/or brings you back from negative status

LifeCloalkca [ AFS Of 2114 @2dz2NJ aLIANRG FNRBY RSIFGIKQa
Place a blue headband on, lesser undead no longer see you as a threat unlemglothem,
which breaks the spell Lasts 10 mins.

Lvl 4
Cure Weaknes¥With Life | return your strength."”
Negates the effects of a Weakness spell or effect.

Heal Greater Wound$/ith Life | heal greater wounds."
Restores 15 life points to the reaognit, and/or brings you back from negative status

Lvl 5
Heal Major Wounds "With Life | heal major wounds."
Restores 20 life points to the recipient, and/or brings you back from negative status

Higher Bles&Life shall bless and protect you."
Grants the ecipient 10 additional life points. These life points are the first lost. May not stack
with any magical spell with a similar effect. "Artificial” life points do not count for armor bonus.




Lvl 6
Heal Serious Wound®With Life | heal serious wounds."
Resores up to 25 points of life.

Neutralize Toxin"With Life Ineutralizetoxins."
Negates effect of a toxin, or poison spell, etc.

Strengthen Spirit"Life gives your spirit strength”
Gives you an extra 5 mins to dissipate and/or will remove critical s{ptitsyou at negative
status)but do no healing.

Lvl 7
Heal Massive Wound&With Life | heal greater wounds"
Restores 30 life points.

Limb Renew"Life renews your
Fixesa Limb Atrophy

Lvl 8
Cleanse"With Life's powe | cleanse you."
Cures all status effectsf 8" level and below

Heal Dire Wounds "With Life | heal dire Wounds"
Restores up to 35 life points

Lvl 9
Heal Critical"With Life | heal Critical Wounds"
Heals 40 and/or removes critical status

Heal Spirtd2 AGK [AFS L KSFf @2dzNJ aLIANRGE
Target goes from Dead status to Critical status with a new two minute bleed out ¢buséd
on a living target this spell will remove any status effectsbie®el andunder.

Lvl 10
ReturnSpirit "Life returnsyour spirit"
Returns you to life at one life point. Doe@0lpts of damage to undead.




Protection

Lvl 1

Disarm"Chaos disarms your (left / right) hand."

Causes the victim to drop anything carried in #pecified hand. Item may not be picked up by
the target for 5 seconds. If the hand was carrying a two handed weapon the other hand may
hold it but not use it.

Armor-"Law protectsyou with armor."

Gives recipient 5 magical armor points. these points aeeldist lost. May not be stacked with
any other armor spelldf all 5 points are unused itilvad ¥ f bk sutilgeand use up 5 points of
the spell.

Lvi2
Bravery'Be brave withL.aw's power."
Removes the effects of a Fear spell or Fear effect.

Root"l root your (left or right) foot to the Earth.”
Victim's foot is stuck to the ground until the caster dies or leaves the area.
Can be cast twice for both feet

Uproot-"l uproot you from theEarth"
Negates all active Root spells.

Truth-"Law demands you speak only the truth.”
Victim must speak the truth (abe characteknows or believes it) for 2 minutes. Victim has the
option not to speak.

Lvl 3
Bind"l bind your arms wittvines of the Earth
Arms are bound to the side of thectim

Unbridle-"TheEarth removeshesebindings."
Negates the décts of a Bind, Slow, Rodtprce Entanglepr Disarm spell or effect.

Slow"Time shall slow you."
Causes victim to move at half his current speed and call half of his/her damage (doupdée
point minimum) for 1 minute.




Lvl 4

Chemical ShielAll magicshields you from chemicals."
Causes the nextlchemy,chemical, or chemical based attack used upon the recipieat ¥of | a K ¢
and use up the spell shielavill not stack with other cmical protections.

Detect Magi€'l command almagicto be revealed to me."
Causes all magical itefrgotions, and scrollwithin a 5' area to glow to the caster (only).

Formlockda [ 4 K2f R& @2dzNJ T2 N)¥§

Target may not use Shadow Form, Blur Body, Fostn Steam Discharge, Meld, Phase, Tree
Form,SiG O® C2NJ p YAYad . dzZNNRPgAy3I 2N CteAay3da |
is still allowed.

Lvl 5
Sleep"Time wearies you to sleep."
Causes the victim to fall asleep for 10 minutes.

Mage LocK!| lock this area with alhagic"

Creates a barrier around an area up to 200 squaekewWwhich prevents spells, gasses, and
beings from entering or exiting without lowering it via a Keyhich is created in the casting but
you must provide a valid physp.) The key must be touched to the barrier to lower it. If
someone stands on the barrier while it is lowered they will be pushed off AWAY from the

barrier once it is raised. Gaze attacks wnit go through the barriet £ F NAS hht Wt Q

placed in jain sight (ProtectedVisually a Mage Locked area and a Sanctuary protected area
look the samelf used on a room or building it must have at least 3 walls and a roof.

Protection from Minor Magic'An aura ofall magiagrants minor protection.”

Causeshie next spell obth Levelor below cast on the recipient to "flash". The protection is
then nullified. Any spell ddth Levelor higher will nullify the protection, without a flaskand the
victim will take the full effect of the speRunes will not flash this spell.

Lvl6

Major Armor"Law shall protect you with major armor.”

Gives the recipient 10 points of magical armor. These are the last armor points lost. If the Major
Armor is intact, it will cause RhysicaCritical Strike tdflash" and the armor will be nullified.

aled y204 0SS adl O1SR gA0K filya susdida8nghwanNpailsg & LIS
of the armor.

SteelVines'L GNIF L) €2dz Ay BGKS 9FNIKQa aiuSSt @GAaySa
Victim is bound in a magical web for 10 minutestixi is completely immobilized and cannot
cast spells, fight, or throw vials.




Lvl 7

Gaseousormca L OF £ f dzLl2y ! ANJ G2 €t GSNJYe F2N¥E
The user may turn his/her body intoracognizableolumn of mist for 10 minsCaster only.
Recipient may not attack, saspellstalk, or take damage from attackislust have higher
handstogether with palms touching and fingers spread oufront of himher.

Soul Shield "Let the powes of all magiqorotect you."

Causes the nexeVvd 10(and only level 103pell that would deal harrto the target todflaste.

If this spell is being worn with a minor or major spell shagl&®kune of Spell Protecticaand

stops a level 10 spell your other spell shield will stay infdety not be worn with Rune of Soul
Shield

LimbSpasm"Chaoscauses your to spasm

Lasts 10 mins. Targeted limb cannot be used. If used ontarlpgt mustmove at half speed. If
both legsthen crawl speediftarget isalready at half speetefore the spelthenthey go to
crawl speedThis spell cannot make you slower than crawl speed regardless.

Cage Being "l cage this being with Law's power."

Lastsl0 mins.Puts target in a size fitting cage (height, width, depigthing may pass in or
out unless lowered by castewhich ends thepell. The castemaypassin or out of it to deliver
a killing attack or touch cast

Lvl 8

Ward Being"Let the power of almagicdeny (race or correct name of a person/being)
entrance"

This spell must be cast on a building or room and prevents any meohltiee specified race or
the person mentioned from entering the building or room for 1 evénérshaled area with info
written on tag.

Armor of Law"With the blessing oLawl encase you in armor."

Gives the recipient 20 points of magical armor. IR@lpoints are intact, it will cause a Death
Srike used on the recipient toflash"andusing up all 20 ptdf at least 10 points are intact, a
CriticalSrike used upon the recipient wilflash” using up 10 pts of th&ar Armor. These are
the last armorpoints to be used ufrom combat damageMay not be worn with other armor
spells. Will also flashsubdueusing up 5 pts.

Release"Time releases itgrasp.”
Negates the effects of Gtasispellor any other Time spell"8level or lower

Stasis"Time shall place you in stasis
Victim becomes immobile for 10 minutes.




Lvl 9

Circle of Protectiofi | call upon alinagicto circle me and grant protection.”
Caster must draw a circle 2 to 10 feet in diameie2 Y S Wa A R S en ¢adt thé ¥ebal 2 K |
and strike the ground within the circle with the packet. The circle will then last for 30 mins. It
provides the same protections as a Sanctuary and must be raised and lowered to provide entry
or exit. Gaze attacksill not go througha circle of protection. Anyone standing on teége

once it is lowered is thrown away when it is raised. When raiBedaster must haveraarm

raised in the airlf at any time the caster steps outside of the circle the spell ends.

Protection from MajoMagic "An aura ofall magiograntsmajor protection™

Any spell that is 3rtlevelor belowii KS A ff aCfl daKé¢ | yR y2d dzaS
¢9"gAtt aCtl &Ké |yR dza$S dzlJ 6 KS LINRGSO{M2y o
level will still hit you and dispel the Spell ProtectitMiay not be worn with Protection from

Minor Magicor Rune of Spell Protection

Lvl 10

Sanctuary'With the power of allmagicl create a sanctuary, let those | choose pass fréely

no others pass$

Must be cast on a building or room. Up to five people may be present within the sanctuary's
boundaries when it is cast. Those people will be "attuned" to the sanctuary and may raise and
lower it freely while touching itTheir names must be written omé tag.No other physical

beings, items, spells, or gasses may pass through the sanctuary unless the sanctuary is lowerec
Gaze attacks witlot pass through a sanctuary. Those attuned may also pass through the
sanctuary without lowering it. The area caa seen in play as having a thin barrier of shinny
clear magic around it.  f I NJH §Prdielstéd)mist @ placed in plain sightheroom or
buildingthis spell is cast on mubfave at least 3 walls and a roof.

The shield created b$anctuary, Mageock, Rune of Sanctuagnd Psionic Sanctuary
can be seen and touched from both the outside and inside of the building.




Psionic

Psionicspellsdo not haveanyverbakbut do have docusing Zount followed by the
spell name Example; & C 2 Quazfbdusing JFear € and thenyou throw the packet at your
target. While there is no IP verbal there is an IP vjsuaile you are focusingf energy
building up around youSpell protections/shields will stop psionic spells.

Lvl 1

Body Boost

Allows thepsionicto call+3 points of damage with hilser weapon for the next swing, or allow
a feat of str.

Disarm
Causes the victim to drop anything carried in the specified hand. Itenmtaye picked up for
5 secondslf the item disarmed is a twbanded weapon, it may not be used for 5 seconds.

Read Language
Allows you to read any language for a very brief amount of timié.allbw you to cast any one
scroll per use.

Matter Over Mind

Allows you to use LP as energy for the next spell you wishdb This spell can be cast as long
as you are conscious but does not allow the following spell to be cast if some status is
preventing you from casting normally.

Lvil2
Communicate
You alter the mind of yar target so that it can speak to those around.iasts30 mins.

Detect Psionic
Causes afpsionicitems within a 5' area to glow to the caster (only).

Destroy
Will destroy anameditem shield size or smaller. May not be used on armor.

Fear
Victim mustavoidthe caster for3 minutes.If the target issngaged in combat by the caster the
effect is broken.

Bravery
Removes a fear effect.




Lie
Victim may not speak the truth ake characteknows or believes it for 2 minutes. Victim has
the option not to speak.

Truth
Targetmust not speak the truth athe characteknows or believes it for 2 minute¥argethas
the option not to speak.

LvI3
Psi blade
Allows the target to call +2 Magic for a combat

Psionic Shard
1 ff26a @& 2 di5Nadsivé Mayi@ ¢ LIl Yoki Soinot say the spell name in the fscu
O2dzy i F2NJ GKA& aLIStfd aC20dzaAy3d HI C20dzaAy?:

Lvi4
Charm
Charm status on target.

& 2 di0 MaBsivél ife R@ngs | LJ-G0ou 8olnot say the spell name in the
O2dzy i F2NJ GKAa manLISfl fad AdDS2 Q dkadFASy 3 2HA Y Gz

Victim cannot speakr castfor 5 minutes.

LvI5

Stun

Causes the victim to become immobilized for 5 seconds. Any physical contact with the victim
will negate the effects of this spell. Victim may notthe target of a killig attackunless

otherwise immobilized

Sleep
Sleep status to target

Psionic Arrow
1 £ f26a& @& 2 d25NMadsivéMabi@ ¢ LJH: Yoki Soinot say the spell name in the focus
count for this spellUse thisinsteadt C2 OdzA Ay 3 HEX C20dzAAy3d MZI Hp

Lvl6
Calm
Removes a charm terserkstatus




Berserk
Berserkstatus to target

Major Wounding
I ff26a &2 d20Madsivé ifeR&ngs | LI-G0ou Solnot say the spell name in the
focus count for this spelUse this insteadd C2 Odza Ay 3 HX C20dzaAy3d wmI

Uncontrollable Truth
Must answer any question truthfully for five minutes. Target does NOT have the option to stay
silert.

Lvl7

Disintegrate

Destroys any inanimate item of shield size or smaller which must be struck with the packet. Can
be used to destroy armor, weapons, shields, scrolls, books, etc.

Body Blur

The user may turn his/her body intaracognizable but blurre formfor 10 mins.Caster only.
Recipient may not attack, cast spetlk, or take damage from attackslust have hither
handsclaspedn front of hinther.

Psionic Attack
£ f26a& @& 2 da35NMadsivé Mabi® ¢ LJH: Yoli §oinot say the spell name in the focus
count for this spellUse this insteadt C2 OdzA Ay 3 HX C20dzaAy3d mMZI op

LvI8

Amnesia

Target forgets the last 15 mins. If not resed within an hour thiss permanent even after
resurrection.

CageBeing

Lasts 20 minduts target in a size fitting cage (height, width, depiMgthing may pass in or
out unless lowered by castefhe castermaypassin or out of it to deliver &illing attackor
touch cast

Status Cure
Cures all status effects andtie only way to remove Amnesia.

Confusion
Target chooses 1 physically closest person (that is not the caster) and attacks that person as if
berserk.




LvI9
Feeble Mind
Target hag-eeble Mindstatus

Psionic Fury
lff26a& @2dz (G2 G KNIpdcket Yoddopot say thesgen@meanthig focus
count for this spellUse this insteadt C2 Odza Ay 3 WX C20dzaAy3 mI np

Psionic Protection
[ FAGSN) YdzaAd RN} g I OANDES u (G2 wmmotheSdBus Ay R
countand strike the ground within the circle with the packet. The circle will then last for 30
mins. It provides the same protections as a Sanctuary and must be raised and lowered to
provide entry or exit. Gaze attacks wihit go through a circle of protectiorAnyone standing
on the edge once it is lowered is thrown away when it is raised. When risexhster must
have a armraised in the air.

Lvi10

Mind Over Matter

The psionic may remove any and all status effects fromhenself. May be cast while aer
ANY status other thaNegative Critical or Dead.

Shatter Mind
Target is now at dead status.

Psionic Sanctuary

Must be cast on a building or room. Up to five people may be present within the sanctuary's
boundaries when it is cast. Those people ball'attuned” to the sanctuary and may raise and
lower it freely while touching itTheir names must be written on the tago other physical
beings, items, spells, or gasses may pass through the sanctuary unless the sanctuary is lowerec
Gaze attacks witlot pass through a sanctuary. Those attuned may also pass through the
sanctuary without lowering it. The area can be seen in play as having a thin barrier of shinny
clear magicaroundit. f I NBS hht Wt Q ovdzad o
building this spell is cast on must have at least 3 walls and a roof.




Rune

Runes do not have a verbal but do havaeabing 2count followed by the rune name.
Examplec & { O N2& ribiyid Truth.€ and now the target has a Rune of Truthst on them. If
you choose to actually draw the rune (Which is not requitedan be assumed it is drawn on
the body in a nowisibleplace.) their images are provideldever draw on someone without
their permission!All runes are touch castlealing rmes and Life have no effect on undead.

Lvil

Animal Tongue

For the next hour any natural animal withi® feet of you can speak and understand you and
those around you.

Armor

Gives the recipient 5 points of magical armor. These are the last armor pashtdlay not be
stacked with any other armor type spell. This rune will negatalalueif all points are intact,
using itself up in the process.

Strength
Allows the recipient to ca#t3 points of damage with hiser weapon for the nexswing, or
allow a feat of strength

Truth
Victim must speak the truth (abe characteknows or believes it) for 2 minutes. Victim has the
option not to speak.

Lvi2
Release
Negates the effect of a Root spell or effect.

Weapon Rune

Will stop a destroyspell or effectitting aweaponor shield.This is cast on theieapon or
shieldand nota person.This rune will activate itself if the item is hit with a destspellor
effectA T | a4 LISt f &aKA SRuRE Nt BessgidWMil nai siopal disintegrat® dp&lE (i &
or effect

LvI3
Unbind
Negates the effets of a Bind spell or effect and/or a Root sell or eftgdEntangle

Entangle
Allows the user to addehtangle” to his/her tag lind swing.




Minor Healng
Restores up to 10 life points tbe recipient

Lvi4

Chemical Shield

Causes the next chemical or chemical based attack used upon the recipient to flash. Will not
stack with other chemical protections.

Tree Form

User may meld into anpuched tree for 10 mins. Must be in contact witie tree Caster can
leave the tree before the 10 mirmit doing so ends the spelnly one person can meld into a
tree at a time. The tree has a differentphay look when someone is inside it. In other words,
you can tell when someone is using this §pébu may not meld with an Ent or Ent Kin.

Lvl5
Neutralize Toxin
Negates effect of a toxin, or poison spell, etc

Combat
+4weapon damage for a combat. This is not strength or proficiency based and adds no
additional tag line. May not be stacked bzan be used with Runes of Magic and Giants.

Spirit

Gives you an extra 5 mins to dissipate arddill remove critical status. If you are at a dead
status and your count runs out the spell will auto activate giving you 5 more mins. May not be
stacked.

Lvl 6
Healng
Restoresup to 25 points of life

Magic
Allows the user to adth3 magic'to higher weapon attack for a combaMay not be stacked
but can be used with Runes of Giants and Combat. May not be used with

EntSkin

Gives the recipient 2points of magical armor. If all 20 points are intact, it will cause a Death
Srike used on the recipient tdashanduse up all 20 ptslif at least 10 points are intact a
CriticalSrike used upon the recipient willash using up 10 pts of tHent SkinThese are the
last armor points to be used upMay not be worn with other armor spells. Will also flash a
subdue using up 5 pts.




Lvl7

Mist Form

The user may turn his/her body intoracognizableolumn of mist for 10 minsCaster only.
Recipient mayot attack, cast spellsalk, or take damage from attackislust have higher
handstogether with palms touching and fingers spread oufront of himher.

Soul Shield

Causes the nexeVvd 10(and only level 103pell that would deal harrto the target todflaste.

If this spell is being worn with a minor or major spell shield or rune of spell protection and
stops a level 10 spell your other spell shield will stay intact. May not be worn with the Passive
spell Soul Shield

Explosion

Must be @st upon an object. This object must then have the tag@d on or in it. Rune of
Explosiormust be written on the tag as well. Whenever this item is used (Door opens, chest
opens weapon is picked uggtc) The person doing so will take 45 pointsrafgial damage.

This can bélashed with a Major Spell Shield. This spell can only be cast in a marshaled area.

LvI8
Protection
Caster must draw a circle 2 to 10 feet in diameie2 Y S  Wa A R Stendoza sdiiidS 2 0 K
counton theground within the circleThe circle will then last for 30 mins. It provides the same
protections as a Sanctuary and must be raised and lowered to provide entry or exit. Gaze
attackswill not go through a circle of protection. Anyone standing on ¢dge ace it is

lowered is thrown away when it is raised. When raiieelcaster must haveraarmraised.

Warding
This spell must be cast on a building or room, and prevents any member of the specified race
namefrom entering thebuilding or room for 1 event. Name or race must be written on tag.

Greater WeaporRune

Will stop adisintegrate or destroy spell or effect hittingngeapon shield, or armor. This is cast
on the weapon, shield, or armor and not a person. This rune atiltate itself if the item is hit
GAGK | RAAAYUOUSIANIGS 2N RSadNRe & LISréaferw2AISS T 7
must be said Even if a suit of armor is reduced to 0 and you must get it repaired the rune will
stay intact.An itemcan have either Armor Rune or Weapon Rune on it, not both at the same
time.

LvI9

Giants
+5 str. for one combat. May not be stacked but can be used with Runes of Magic and Combat.




Critical Healing
Heals 40P and/or remove critical status

SpellProtection

Any spell that i8rd Levelor belowthe will & 1@sté and not use up the rune. Any spéff ¢ 9"

will & lasté and use up the protectiorRunes will not flash this shieldnyspell of 18 level will
still hit you and dispel the Spell Protewti May not be worn with Protection from Major/Minor
Magic.

Lvi10
Life
Returns you to life at one life point removing Dead status.

Sanctuary

Must be cast on a building or room. Up to five people may be present within the sanctuary's
boundaries when it is cast. Those people will be "attuned" to the sanctuary and may raise and
lower it freely while touching it. Their names must be written on tiag. No other physical

beings, items, spells, or gasses may pass through the sanctuary unless the sanctuary is lowerec
Gaze attacks witlot pass through a sanctuary. Those attuned may also pass through the
sanctuary without lowering it. The area can lees in play as having a thin barrier of shinny

Of SFNJ YFAAO FNRdzyR AdGd ! 1 NHS hHheroghao® o0t NP

building it must have at least 3 walls and a roof.
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Rtual Magic

Unlike the spells before now Ritual Magic is rarely seen in combat. Most
Ritual Magic takeseveral minutes to cast and the effects are not always seen
immediately.

Some examples of what Ritual Magic is for are golems, attunements, magic
items, openingportals, and summoning beings.

Each Ritual Magittual comes on a scroll and lists whatseded to
complete it. Along witlihe scrollthe rules listed here must be followed in order
for the ritual to be completed correctly.

Something to keep in mind is that Ritual Magic is not always what it seems.
The magic can sometimes reach out and piglon what is around iWVith this in
mindrole playing a ritual casting and thinking outstle boxcan sometimes be
very rewarding.

Any time a ritual scroll requires a skill or ability, it is not consumed in the
ritual. Exampled ! 0 A f A (0 @LTIS2 aQDSHUf ¢réy & yt Saa Al
consumed then no spell is used.

G! £t¢é eSS Aa y20 G&KISy & | FyASNB aa Las fytas
YSIYy @2dz Oy dzaS | & P3®ihidspeliskah bekusedl whierk S
0KS NXIdzA NBYSYiKRAE K2 YR Foathadpdrhogedf Ritualll & L
Magicspellrequirements the Rune spells listed beloare considered tthavethe
planar type listedvith them.

All Combat Tree Form
All Protection Unbind

All Sanctuary Ent Skin
All Warding

All Chemical Shielding Armor

All Spell Protection Truth

All Weapon Shielding Strength
All Greater Weapon Shielding

Arcane Magic Soul Shield

Arcane Explosion Critical Healing
Healing

Earth Entangle Life

Earth Giants Minor Healing

Earth Mist Form Neutralize Toxin

Earth Release Spirit




Rules of Ritual Magic Casting

. Make note of theexacttime you startedthe ritualand where.

. The area must have enough light to be able to clearly read the scroll.

. Begin casting the ritual with the scroll and needed items together.

. When the ritual is over send for or go find a marshal or staff member to pull
the results. Youmay go OOP for this.

Role playing a ritual

You are where you will not be disturbed you are allowed to read, draw, sing
and other IP type things as long as the scrabisilyaccessiblend uncovered
and the components are near by it. Should someonteethe area you must put
your focus fully on the scroll. You are not allowed to communicate with anyone IP
and doing so will fail the ritual and the components are wasted. Keep this in mind
If you ever feel the need to disrupt a ritual. If at any time iyatiention for focus
Ad ONR{1SYy GKS NRGdzZ € oAff FlLAED LT &3
GFr1S RFEYIF3SE SGO0d {2YS 6SAy3Ia | NBE AY)
assume this is a rule written in stongsk a staff member what is allowedring a
role play ritual.

Working while casting

You may also work and help the game while casting ritifadgsting
multiple rituals you will need to make note of which ones are in what or@ece
you are at step 3 you may go OOP and do a sbifk or anything else the staff
may need someone to d@nce your OOP work is done you must go back IP and
role play the rest of the ritual(s). You may NEVER cast a ritual while you are OOP
unless you are working for STORM or the undeadninja team.

Whileyou are OOP your character is still IP and casting a ritual. As such if
something happened in the area you were casting at (A battle broke out, A band
of dwarves ran around singing about a war, etc) it is up to the marshal or staff
member to decide if theitual failed or not.

Pulling a ritual
I NRAGdzZ £ &AONREt gAff KIS || &dz0OO0Saf
how may fail counters go in a bag out of a total number of counters (1 blue and 9
red). The bag is then shaken up and either yothermarshal pulls one out. As
f2y3 a I FrFrAfdzNE AayQid Lzt SR GKS NJ




Combat

O0GAME PAUSEE
This is the most important rule in all of STORM.

If aplayer, at any time feels unsafe for any reason or is being hit too hardcalley
hold. Thepersoncalling thegame pausé’ dza i GAME FAUSEE f 2 dzRf &evefohe dza K
in the immediate vicinitytohear. 2dz Yl & | f a2 KSINJ ab!a9 | h[5H

When agame pausés called everyone involved must stop all actiond aonversations
and drop to one knee. Once igame pausé¢he personwho called it should thenesolve the
reason for thegame pausdy telling higher opponent or amarshal the problem. Once
resolved, the player who called tlgame pausenust callaéGaneh y ¢ @ ¢ the pRy®r & 2
says loudly,6cReady!3X2X1XGameh y H €

Players should remember the importance of callingaane pauseand should only call
one whennecessary, as it detracts from the game.

Anyone ignoring game pausenay be subject to disciplinary actioBame pauseare
sometimesused for emergencieand players should treat alame pauseas emergencies until
it is determined there is not ondf there is a valid medical reason why you cannot drop to one
knee pleas make an effort tarouch or stoop to signify you are irgame pause

MO 5L/ HE

During the course of the event your character shall need healing from darmtakes in
combat.If your character is injured and needs healinglay please call for éhederé > & f A ¥ S
OF a0 SNEZX daNHzyS Olpayinypeterm. 2N 42YS 20KSNJ Ay

LG Aa | ySOSaaArde G2 YI1S GmeSonBhuitinkesld 2 7
life. If you have a REALFENjury callédMedice andsomeone vill cometo your aidor if you
witness someone else get injured and see that they cannotildticc do so for themAnyone
calling medic when it is not waamted may be subject tatmmediatedisciplinary action.

For small injurieSTORMuvill have &first aidkit locatedon sitefor use. If yoneed
anything such as bandids, ankle wraps, or aspirin, contacstaff member.

t £ SFAS {SSLI Ay VYpiyrR O @ 2{daNG s yA &N
we may have medical staff playing they are nequired to help you. You
shouldnot believe there is any more medical stadt helpthan there would be if
you were camping.




Attacking an Opponent

When a playeattacksanotherwith a melee weapoihe playermust swing
his’her weapon through an arc of no le8san45 degrees and no greater than 90
degrees. This keeps people from being hit too quioklpo hard. Youshould only
be trying to make contact witiiour opponents, not knockhem around
Some hits will require judgment calls on the part of taeget. When wearing a
lot of armoryoumay not feel theattackand will have to look to the attacker for
how many timeg/ouwere hit.

If a shot is blocked it does not count. However if the block was weak and
allowed theopponent to hit at half or more of normal gngththen the hit does
count.

It is notlegal to target or hit the head, neck, throat, groin, or hands. The
GdzLILISNI OKSad FNBIF¢ Aa y20 Ayhethittidg2 0|
these areas will be subject to immediate disciplinary action.

Calling Damage
Calling damage is a function of combat. Called damage is OOP and must be
OFff SR S@OSYy AT &2dz2NJ OKI NI OG4SNJ OF yQui

Each timeyourweapon makes contact withn opponentyou must call the
appropriatedamageand tag lineo%h 2 NX, 6 & & 3X10& Cft I).Yhisy 3 ¢
allowsyouropponent to know how much damage was done avitht effect it
had on hindher.

Someraces and creatures are immune to certain types of damage or take
Y2NBE FTNRY 20KSNE® LU Ad GKSeandt&E SO Qa
affects.In other words, fiyou are fighting a target that you know takes double
from your weapon type do NOT call double damage. The target must double the
damage when it takes it.

Commonly heard types aiedge Blunt, Silveri-laming, Freezind.ightning
andMagic A character wielding mmagic weapordoes not have activate the
magic weapon and call the magic tag line, but by not doing so it does not deal
magic damage and instead deals edge/blunt or the material it is constructed from.
Creatures that are only affected by magic weapons will not be affected until the
magic tag line is used. An edged/ blunt weapon made of other materials may call
either edge/blunt or its material. Examptea magicsilver mace can cathagic or
silver or bluntlt is not unheard of to call all of the weapons types as well, though
it will slow down your attacks. Examplé mn  al 3A O GlungEYAy 3 { A
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If you are hitting so quickly that you cannot announce the damage fast
enough to keep up with your swings, you @rer I OKAY S 3Jdzyy Ay 3é
your opponent has the right to lump all of those hits into one and only count the
damage for one hit.

Other tag lines of note

Massive ¢KAa OFy QU 0SS &aG2LIISR 2NJ of 2 Of
you take the damage.

Life Points This attack ignores armor. It can still be blocked with a weapon
or shield

Spell Type Any tag line that is also a spall pisarng, & Poisor) will not
affect you unless it damages your Life Points. They can also be blocked with a
weapon @ shield.

ThesecanalsobeA ESR §(23SGKSNXY amn al 8aAd$
you, you will take 10 Life Points of damage and Sleep status because the sleep hit
your Life Points.

Spell Strike! y& &aLIStft (eL)S (§KI {Srkebledth?2 64 0
SpellSrike Paralyze) is treated like a spéellhis attack can hit your weapons,
clothing, etc like a spelf spell shield can stopas if it was a normal spell.

Killing Attack (KillingBlow / Killing Spell

If at any time a character monsteris reduced to zertife Pointsis at
negative status, ois restrained in any way th#lhe charactercould not move
from in front of a weaponthe characteris may be the target of &illing Blowor
Killing SpellNote that a character that lly conscious and unrestrained is NOT
to be considered darget for akilling attackunlessthe charactersubmits to it.

AKilling Blows given by placing a weapon on the chest or batkef
GF NBSO | YR | RBXNolRag ingsigid EdgedlingBt 2 & &

A Killing Blow can be dealt by placing a packet on the chest or back of the
targetandsaying 5 St Ay3a | {AffAy3 o0f2¢¢

AKillingBlow can also bdealtby firing a missile weapon, throwing a
damaging ranged attack ¢inrowing a damaging element or acid at the chest or
backof alegalkilling attacktargetF Y R | RRAyYy 3 Gl AffAy3I of;
Il OAR YAfEtAYy3a . f 24 bodkiliiylattadsSa OF yy2i4 685




AKilling Spelils given by throwing a damage spdltize chest or back of an
immobile victimt Y R | RRAY 3 Gl AfftAy3a aLSttée G2

After receiving &illing attackyou are now at Dead status anaust start
your dissipate count. Yanustgive your Spirit Chit tthe player thatdealtthe
killing attackif they ask for it.If you are a target of a Life spelfect before you
dissipate thatift spelleffect tag becomes your new Spirit Chit and you need to
write your information on it. You may later trade it at a resurrection node for a
more official looking chit if you wish.

Ranged attacks

Acids, alchemical fire, arrowsgrtainbullets, thrown weapons, physical
elementalpacketdamage €10 Freezing), or other non magical or non gas ranged
attack can be blocked by a shield. If thestacks strike a weapon you must still
take the effect.

Spel] gas and gazeackets that make contact with your body, shield,
weapons, or even parts of clothing (clo@lkpg deal the effect of the spell unless
stopped by a magical protectioRacketatt O1 a8 ¢AGK GKS GF 3 f
considered spells.

Physical Strikes and Critical Strikes from ranged attacks cannot be tactical
parried unless you are using a shield. They can be blocked normally with a shield
however.

lllegalManeuvers

A playe fully hidingor trying to fully hidebehind a shield so that Hiser
opponent may not reach hifher is turtling. The real worldemedyfor this would
be to overbear the person and knock them over. For this reason turtling is not
allowed and anyone seen doing it will be subjectlitgciplinaryaction.

. 2dz YFe YSOSNI GNI LI 2N LAY | y2iadKSNJ
remedy for this is phgical conduct and as such is not allowed. Anyone seen doing
it will be subject tadisciplinaryaction.

Aggressive rushing is also not allowed. If your opponent stops moving
backwards from you and run into them you are aggressive rushing. This results in
physical conduct and is never allowed. Also if your opponent is having to
backpedal faster than a normal walk you are aggressive rushing.

The biggest thing is to use common sense. If something seems harmful or
dzy al FS GKSYy R2yQl R2 AlGo




Duration

Somespell@ NJ STFFSOia tFaadg aF O2YolUéd h
battle this is usually just the duration of an encounter with some monsters. After
the last monster drops you are given a grace period of a minute in case some
other monsters appear or if you gsurprised attacked. After this minute the
combat is officially over, 2dz Yl & bh¢ &l GaGF O1¢é @&2dzNJ
order for the combatto continueC2 NJ FASt R ol GGt S& 2NJ y32
considered the entire battle unless otherwigated by a marshal. On a personal
2NJ ANRdzL) F RASYyddzNBE Ad0 Aa dzld 2 GKS ai

Monsters

A majority of the combat in STORM will be against encounter monsters.
These are identifiable by the large M on their colored tabavdisen you see one
82dz aK2dZ R a1 G2KFEG R2 L &aSSKeég Ay 2
hht ljdzSadAz2y &2 &2dz Oy Fal A4 S@Sy |
player will then respond with a description of the monster. Some monstersa
common in folk lore, fiction, and day to day life that they will simply tell you the
GeLISP GaD2oftAYyE G%2YOASE a{1StSi2yé¢
FTNRY o6KIFOG GKS LIXF@SN GStfta &2dzdp ap T3
some sot of golem.

If some sort of OOP conflict arises betwegniayercharacter and a
monsterplayer(amount of damage taken, spell that hit or missett) the
monster is ALWAYS wroryist agree with the player and mention it to a marshal.
If a player is mentioned continualitg marshals they will be reviewed for
cheating and gciplinaryactions may be taken. Just because a monster is always
wrong does not give you the right to cheat

When a monster dies it does not have a dissipate count. As soon as they are
searched for loot the player then goes OOP and returns to the encounter node. If
you have waited a reasonable amount of time and no character has come to
collect the loot go OB return to the encounter nodgand give the loot back to
the encounter marshal.

N )



A few monstergand rarely a few PCs)ay have abilities that you need to
be aware of and they will be covered in this section.

Breaking / Snapping If a monster (oeven a PC) has a constant strength bonus
GKFG A& G £SEHadG Sldat G2 1 O2yFAYAY !
2F GKIFIG £tS@Stod 'yR (GF1S REYF3S Sijdz f
cannot be used for breaking. Exampl@ creaturewith a +5 str is hit with a Web
aLSttad LG OFy oOoNBF] 2dzi 2F GKS aL)Sft €
G. NBF1AYy3 pd . NBI{AYy3a nod . NBIFI{AYy3I 0o

GFr1Sa p LRAYydGa 2F RI Yl 3S dnotbg theitéedeyoB § QI

akilling attack for it is no longer immobile. If the strength bonus is at least twice
0KS fS@St 2F GKS O2yFAYyAYy3a STFFSOG Al
2T a0NBy3IGKE 02ydza Ol Yy ¢cASedutedWBhiRa +F2rid) a4\
hit with a Web spell. It can break out of the spell on a 5 count or if receives a Hero
Strength (+10 total str for a feat of strength) it can snap out of it using up the

Hero Strength

Damage Reductiog Whenever a monster has a DR number in its stats this is the
amount of damage they subtract when taking non spell damage. Unless stated in
0KS Y2yailSNRa adrkdas GKSe& adzoiNF Ol UK
also applied before a weakness. Exdat A monster has a DR of 4 but also takes
R2dzfS FTNRY AOS IiddFOl1ad LT Aidi=1khEn KA
doubled from weakness = 2. Having a DR also makes it immsddoie

Monsters with a DR are usually reserved for experesl players.

Dodgec Some creatures are designed to be VERY fast and agile, more so than the
person playing them. Even if your aim with a spell packet was dead on and hit the
LI F @ SNE (GKS ONBIGdzNB Oly &adSL) 2dzi 27
This works for weapohits as well as packet attacks.

Fadeg Usually granted from a magic item, but some creatures have this as a racia
ability. When a spell hits the target they can choose to let it pass and hit them or
GKSANI aFlF RS¢ OFy ai?2L9EXNivalSlarRS & OFNES
GCIRS @ao /135S . SAy3aé¢d ClIRSa 0L | a
fades usually only work a few timesadpyh { S & Cf | & Kplay viséah & K
effect as the spell fades away.




Lesser Construct Immune to bxins, metabolic, gassesjbdue mind effecting

Time Magig Death Magi¢andLife Magic. Lesser constructs take 15 from destroy
and 40 from disintegrate spells and effedtsLJS f £ G | NBmSidal Skikes & 0 2
deal 40 and Death Strikes deal 45, as they are immune to critical and dead status.

Lesser Undead Immune to toxins, metabolic, gassesibdue and mind

effecting. Death Magic heals them insteaddaimagesand Life Magidamages
insteadof heals.Critical Strikes deal 40 and Death Strikes deal 45, as they are
Immune to critical and dead statusesser skeletal undead take half damage from
edged weapons and 15 points from destroy and 40 points from disintegrate spells
and effects. Spell MBS A& Ad02Re@éd

Mindless¢ Any creature that is considered mindldsss no way to communicate
andis immune to spells or effects that would affect the mind (Fear, Terror, Feeble
Mind, BerserkSleepetc). These type creatures are usually immunestiodueas

well, but not always.

Permanentc2 KI § SOSNJ RFYIF3IS (GKAa aGF3 tAyS AF

many Life Points you lose permanently for the current life you are on. This
damage must by pass your armor and hit LP before it takes effect.niyhevay to
recover these lost LP is with a resurrectmrpossibly some yet unknown
powerful magiclf combinedwith any other effects they are permanent as well
odzi 62y Qd aidl Ol® an tSNXYIYySyid 2SI {1yS:
you resurrecor have it removed in some walyut no matter how many hits you
take you will only loset str. (Though you will lose additional LP)

Phasing /Burrowing/ Etc.¢ Certain monsters have abilities to come and go from
their physical form as they wish. Whenever a monster has its weapons or hands
crossed over its head it is IP but cannot be seen, heard, or attacked by anyone
because it is on a different plane/buried wrground/etc. When this creature
O2YSa Ayd2 oSAy3I Ad ¢Aftft adl NI | O2dy
t KFASR Ayoé yR o0S3IAYy (2 t26SN AGa K
see and interact with the creature. If the creature dedde leave it will do
' Yy203KSN) O2dzy i ® at KFaAy3d 2dzi od t KIFaAa)
begin to raise its hands. You can still see and interact with the creature until the
count is finishedBurrowing, Flying Away, etc. does not change thenfof the
creature. Phasing, Melding, etc. does change the form of the creature.

Tk O



Perce¢ This is followed after a spell or spell like effect. The spell pierces, or
bypasses, your spell protections and hits wsuf you had no spell protection
against it The effect leaves the spell shield intact though. This does not allow a
spell to go through a Circle of Protection or a Sanctuagou have this
ability/disabilityon yourself (Corrupted template) and are hit with a spell or effect
that piercesyourdy a Sa4 @2dz Ydzad al & at ASNOSE

Pushc¢ When hit with this you must move backwards as many feet as specified by
the attack, take that much damage, and sit or kneel down before you can

O2y UAYydzZSd® damn t dza Kddmage?rdaveltdn {e& badkbis LJ2 A
damage cannot be blocked. Push can sometimes be combined with wave.

Terror (Treated as a fear effect but if the user of terror engages the target the
effect is not dropped. The target can try to defend but may not attsetk and
must try to leave the area as quickly as possible.

Wave¢ When hit with this you must take that much damage, and sit or kneel
down before you can continueut you are not moved back as you are with push.
G Miaveg | 2dz G 1S G Syandldippidgwin AThignTay donetirhed S
KIS 'y StSYSyda aGar3 ra ¢Stftd aGmn Cf I
damage and must drop dowiihis damage cannot be blockedlavecan
sometimes be combined withush




Events

This issort of a play by play example of that a usual STORM event
O2yaraita 2Fd ¢KSNBE INB a2YS NHz S§
skip over this section even if you have played before.

Arrive on site and head to Logistical Building.

Pay entrance fee andeg Spirit Chiand Work Tag

Go to Character table and turn in any XP tags you may have. Update your
character. Get tags pertaining to character.

Go to other spell and/or skill tables. Show your spell book and/or skill tags
and get spells and/or skills ftine event.

Turn in any temp tags to the appropriate members of staff for standard
tags.

Read any print outs about IP events.

Listen to Opening Ceremonies.

Any last minute details before game begi(Sostume, moving gear to

cabin, any questions you mayv& etc)

Take part in safety course if you are a new player.

Check in armor and weaponéThis is OOP even if you have to do it later.)
Fill out Cabin Marshal Notes

In play is called.

You see anotherplagyAy I Y2y adSNIJ GF o6l NR | LILINE |
an OOP question asked to gedescription of what the monster looks like IP.)

1 Hear description of monster and choose to attack.

i Battle it out with monster and Kill i(If you lost skip the next ta)

T a[ 282 INJ & { GhiNaK BGP statement letting the other player know
you are now physically searching the corpse for items it may have.)
Receive loot and/or money.

Monster player requests any tags for any skills you used or any daimage
dealt yau.




Cabin Rules

Marshaling Notes for each and every cabin must be filled out by the
200dzL) yiad 9SNE 200dzLd yiQa hht yI YS
OOP containers must be recorded but make sure no IP items are in them. It is alsc
helpful if the items have a clear OOP marking on them. Any traps, protections, etc
must be recorded as well as any information concerning them and their cards
/tags. Any constructs, creatures, undead, etc. must be recorded as well as their
commands and who has contri them and their cards must be included as well.
hyte  OFoAYy YIFINBKFE 2N 0KS 200dzLJ y i
notes.

If you enter an unoccupied cabin or enter a cabin with the intent of raiding
it you MUST have a cabin marshal present

This is an example of what a marshaling note for a cabin might look like.

Front of pagewith drawn areas and names

purple

Top bunk - Justin Crughing / storage
Ifaleo container

Bottom bunk - Jane Manz/ (oop)
Clair

Empty / Resting area

green
storage
container

Btick Golem
Iron Golem

Top bunk - OOP Bottom Bunk - OOF

Bottom - Jon Sulivan / Grum Top bunk - Mark Manz /
Heavyarm Clorin




Back of page

Iron Golem, Clair, Clorin, Grum, Maleo are attuned to Sanctuary. Sanctuary
was cast by Brés Sanctuary runghe wallsaroundthe whole cabin.

GrumQa odzyl Kla | al 3ZLlofin2 01 | NRdzy R Af{

Command order of Stick Golem
Brisa- Creator

Clorin

Clair

Command order of Iron Golem
Brisag Creator

Grum

Maleo

Clorin

Clair

Both Golems Wllidefend against attacks

Stick golem will wake up/alert cabin occupants if anyone is attacked or
takes damage while in the ritual area.

Iron Golem will attack anything in the door if the Sanctuary is
dispelled/destroyed. He will attack one target until it drops &ilting attackit
before continuing to another target.

Iron Golem has ordsito never attack Klack for ANY reason what sa.eve
Brisa set that command.

Iron Golem will lower and raise sanctuary if/iwhen asked by Brisa, Grum,
Maleo, Clorin, Clair, Klack if they wave at iron golem. (Iron golem is near
window so it can see out)




From the example

The green container is IF this cabinisraided it can be IP stolen as livas
any contents.

DNHzYQ&a o6dzyl O0SR KlFa o0fly]1Sda RNI LIS
YIS aGél ttaé | Nicdayh&e dNa§e LocR dhit.2 ¥ & 2

Unless stated on the ritual scroll or card cabin veasd(golems, lesser
undead, constructs, etc.) cannot speak, think for themselves, make desciions. In
order to give orders or commands to them you must think in terms of a flow chart
2 NIxthény§e @ ¢ KSe& OFly aSS FyR KSI N KRpoSaS
when filling out orders for your warders.

Any IP item can be stolen by anyone else that,ibuPthe physical
NELINSASY(llFGA2Y o6dalLKea NBLXUOL Ydald oS
possible. When this exchange occurs the tegsisfor the itemsstolen are given
to the player returning the itemglf the items are magical, thus need have an
Identify cast on them, the tags/cards are given to a Story Marstal)are then
responsible for making or buying your own phys rep for these items. The new
phys rep must look as close to the original as possible. If the item stolen has an
extremely unique look to it then you must OOP show the new phys rep to the old
owner so that they may recognize it if they see it IP.

If a character incapacitates another character, he/she may loot the victim.
This is done, the same way you loot a monster, by telling your target you are
looting them. The target who was incapacitated must give up all of fpkn
items: inplay money, mgic items, ritual components, items purchased totally
with in-play money, irplay gems/jewelry, etc. It is assumed the looter is patting
down the target, cutting open pouchesulling off gloves and/or shoeand
otherwise being thorough inthe proced2 A GSY OFly 6S GaKARR
O2YLI NOYSyhe dzytSaa A0 wol[[, Aada KAR

It is recommended that you secure all OOP valuables. If possible leave your
wallet, OOP Jewelry, phones, etc. locked away in your vehicle.




Al GKS SyR 2F (KS S@Syil e2dz Ydzad a
your Spirit ChitsignedWork Tag, andny other tags or cards you need to turn in
and place them in a provided envelope at the logistics building with your name
and character name otle front and place it in the container.

Make sure your cabin space is as clean, or cleaner, than when you arrived
YR AF Al Kekph@ihe oWeds 8f a daipsidedappy allows us to
come back and hold events theldéyou feel so inclinedaskaround and see if
anyone else needs help with any cleaning or breaking down of taelfsitelping
STORM staff and/or the undeadninja team you may be rewarded for your help.

Head back home and get some rest! Plan and dream on the next event and
come ba&!

LevelingChartg PlayerCharacters starthe game with2000 XP

,_
®
<
12

XP XPfor attending an event
* *
2000 1000
3000 1000
4000 1000
5000 1000
6000 1000
7000 500
8000 500
9000 500
10000 400
11000 400
12000 200
13000 200
14000 200
15000 200
16000 200
17000 200
18000 200
19000 200
20000 200
Level x 100 200
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Miscellaneous

This section may seem a bit random. It contains information that
very well could have been listed in other sections &y ruleslisted
hereare important enough that they need to stand ouit.

aLG R2SGNYRIEG Bl @¢ L

If at ANY time the abov&tatement pops in your head about a rule
or a skill or an idea or ANYTHING related to STORM or the undeadninja
team; stop IMMEDIATELY and consult a staff member on the subject.
This is also affectionately known as The Lomas Rule.

52Ay3 a2YSlidaay3a &2dz Ol yQi

Accidents do happen. After running around all day fighting you
can get tired and sometimes things slip your mind. If it turns out you
R2Yy Qi KI @S  yobusddthed yot husd discard 4 3péll €
tags equal tol level higher. If it was a level ten spell you must discard
11 levels of spell tagé&lchemy follows the same rules as spell levels. If
Al o1& a2YSOGKAY3I GKIFIG dzaSR SYySNHEE
energy tags you must pay what you can and then losedifference in
[t LT A0 6Fa&a Fy AOGSY @&2dz dzaSR |
at 0 LP. While doing these things is technically cheating, it can be over
looked once as an accident. If it should continue to happen then
disciplinary actions may ldaken.

Metagaming

Using outof-game informatiorfor an ingameaffect This is poor
sportsmanship andlsoblatantcheding and is dealt with swiftly.
Exampleg! OKF N} OGSNJ RAR a4a2YSGKAyYy3
like so you do a monster shifhd attack them repeatedlgr maybe a
player has different opinion on the traffic laws in Guam so your
character takes it out of their character.




Working for the game.
OGSNE2YS Ydzald ¢2N)] F2N) GKS 3IIY

G2N)] e2dz RWVKIAgE AT Y SR2 dzMIR AT G KI
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reason you must work aancountermonsteisfor the game. Depending

on the length of the event the time required to work will vary but plan

on 2hours per event. Playingncountermonsters for more than the

required timel Y Rk 2 NJ R dzNJA yistewarddNdviti BonukR Y S ¢

and/or items.

Recipes / Spells / Bematics

In order to get your daily spells and/or create your daily
production you must have a book with the items you want iif gou
purchase any spell or production skills when you first make your
character you will be given a piece of paper with a few loxelle
spells/recipes/schematics on it. This may only be used for one event

and a real book must be used from then on. The contents of that paper
may be copied over to the book and those pages may be stamped and
signed. Any further contents you wish to addytour book must come
from an IP source.

A spell/recipe/schematitechnique book may only have one item
per page (no other spell/recipe/schematechnique on the same side
of the page) and each page stamped and signed by a staff member.
Each entry of gpell/recipe/schematiétechniquemust have the name,
level,and/or verbal




Staff Members

CabinMarshal
YY26y &2YSOGAYS& | a aw23dzS al N&
raid a cabinTo be a cabin marshal you must altsoevery other
type ofmarshal besides a story marshah case questions arise
during a raid.

CombatMarshal
They are Bowed to check in armor and weapons and at any time
may ask to see your weapon check in tadgeyTmay also recheck
any weapon to make sure it is still safe to uBlkey have final
word on combat matters.

EncounteMarshal
They will usually be seenwheagt a 2 Y a1 SNJ b2 RS ¢ AF
responsible for sending out the monsters that players encounter,
giving the monster players their loand explaining to the
monster gayers their stats and description. They are also
responsible for the care and maintenance of the monster player
sign in book, loot containdas well as contentsand monster stat
book.

RitualMarshal
They are allowed to pull ritual results and carrg tRitual Magic
log during tleir shift.

Rules Marshal
They will have a copy of the rules nearby or on them at all times.
Any rules question can be directed to them.




StoryMarshal
YY26y a2YSOAYS&a | a atf20¢d ¢ KSR
keepinga story line going and making the events interesting. In
RPG terms they would be the game masters.

A marshal may NEVE#Rarshal a situation hisker characteris directly
involved in.

Book Warden

Players that help with check in by handling updates foeathn
the character books. These players may or may not be a marshal. If you
have a question that needs a ruling be sure to ask if they are the
appropriate marshal.

Tag Jockey
Players that help with check in by handing out skill tags and cards.
Theseplayers may or may not be a marshal. If you have a question that

needs a ruling be sure to ask if they are the appropriate marshal.

Event Manager

This person will usually be the one handling the money in the
logistics building during check in. Openingereonies is usually
performed by this person.

Only marshals and /or managers can sign tags/cards/chits/etc.




You may see weapons of various colors. This is a brief list of the more
common colors and what they are.

Normal metals, stone Grey

Wood Brown

Bone Dingy / discolored white

Silver Silver or Grey with some type of marking
Gold Gold or Yellow with some type of marking
Mithril White

Elemental Yellow, red, blugetc.depending on type
Jewel Varies depending on type

DeepOre Black

Unless purchased @cquiredIP, a character cannot have a weapon
made of any material other thatie top three

Weapons used by monsters will have some sort of identifying mark on
them. These weapons are considered poor or alnussiless quality and
cannot be sold or used by a PC.

Gold, silver, and starting weapon types can be destroyed or
disintegrated. Mithril, Elemental, Jewel, Deep Ore can be disintegrated but
are immune to destroy and destroy effects.




Armorvalues A Sy | NB GKSANI ddzL) G2 ¢
points of armor then you will only get 4 points for that piece even if it is
worth up to 20.

Type

Costume only
Light Leather
Padded Cloth
Heavy kather
Wood Plate
Thick Metal
Med. Metal
Thin Metal
Micro Chain Mall
Small ChaiMail
Large ChaiMail
Thick Scale Mall
Med. Scale Mail
Thin Scale Mall
Thick Metal Brig
Med. Metal Brig
Thin Metal Brig

Thick Plate
Medium Plate
Light Plate
Heavy Leather
Micro Chain
Small Chain

Torso (front and back Other locations
-50% if only one side is covered)

8

14
14
28
28
56
42
14
42
28
14
42
28
14
36
22
8
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Head (top to neck)
12
9

o]




G h (0 KSNJ fcRaak ekt fd¢ & forso, Right side of torso, Left upper arm,
Right upper arm, Left lower arm, Right lower arm, Left upper leg, Right upper leg,
Left lower leg, Right lower legeft elboow, Right elbow, Left knee, Right knee

If a location has studs that covever 25% it is given a 10% bonus
(round up) if they cover over 75% a 30% bonus is given (round up). Studs
cannot be made in any shape that would harm a weapon.

The conbat marshal that checks in armor may give more or less points
depending on the covering, quality, or materials the armor is made from.
These rules are just a guide line.

Metal of 20 gauge odhnigheris consideredhin, 1418 gauge is
medium, and 12 gaugor loweris thick.Fake material (plastic, rubber, etc.)
used to simulate an armor type will not receive full points.

If you remove any part of your armor for whatever reason you must
remove the armor point tags given from that section. Using armgs far
I NY2NJ €2dz F NBYyQid 6SFNAYy3I Aad OKSIOA
can be repaired at the armor smith for a small fee or by a person with the
repair armor skillThe armor smith can also create/sell certain IP weapons
should you need one.




Making a packet

A player is responsible for making their own packett®s€ are constructed
using cloth (cannot beedin color) and birdseed. The clohcutintoa & e
square. The birdseedry not to use the kind that has sunflower seg¢dbould
next be placed in the center of the cloth, which is then gathered around the
birdseed and secured with a rubber band. A good measure of birdseed to use is a
opYY FAELY OFYA&GSNY® [/ dziGAy3 GKS adl At

Redpackets are IP glasottles used by alchem$pell packets (any other
color)are IP items but have little to no value. They are considered components
for casting spells and can be picked up or found anywhere there is a pac&et,
if it is one that was just destroyed.

Making a weapon
Weapons sizem inches

Blade length  Overall Length Base damage

Min Max Min Max
Small / Dagger 8 17 12 24
Thrown 6 18
Short Sword 18 24 25 32
Long Sword 25 36 33 44
Staff 60 72
Spear 5 10 48 66
2 HandSword 37 45 52
Polearm 60 72

O wwwNEkPEk
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sword of the same length but the striking péinead) must be made out of open
OStt F2FY 2y {2 LITH Readinku& bepaklgast 3 ihdkhesISng.F 2 |




Thrown weapons may never have pipe inside of them.

{G1F 2358 I NB O20SNBR Ay pactorwhiehzcannlybe O S
1/3 of theoverall length They must be used with two hands at all timemiddle
section. You may not ever make a sweeping attack or swing.

I LIR2fSFNY A& 2dad + fFNBS G2 KIFYyRSR
inside of them for support.

Center grip weapns. These are constructed much like a staff. They are all

considered one hand weapons and follow the overall size of long, short, and small
gSILRyad ! £t o0dzi GKS OSYGSNE 6KAOK A
nné OSyYy (G SNI I Nangdmallericdlisibasel.a S H | YR

Spears must have aB) inch opercell foamtip that is attached to the top end of
the weapon. A player who is hit with any part of the weapon other thartifhe
takes no damage. A Spear may not be thramdtwo hands must be el to

attack with a spear while only one is necessary to parry or block. The head of a
spear and the shaft are not required to be made of the same IP matéyaiu

gAAK G2 YI 1S | a2sftenirdayngtddve dn ovierlleddth of LI
n n Yo®may not ever make a sweeping attack or swiligpear must be covered
AY pkyé F2IY SEOSLII F2NJ 6KS KIyR aSoi
Spears of normal size are considered a one or a two handed weapon for skill use.

A player is responsiblfor making their own weapons. These are
O2yaiNHZOGSR 6AGK oy¢ 2NIcé t+/ LIALISOD ¢
gSlLlRya 20SNI nnéovd ¢KS F2FY FT2N GKS
Open cell foam for the tipd\o weapon can ever have movipgrts. No ropes,
strings, wires, etc. are allowed to attach any part of a weapon to another part.

All thrusting tips must bat least 2nches.Any bss could be a safety issue
Any part of the weapon that could come in contact with a player must paxey £
foam on it.

When taping your weapon do not use a spiral pattern. All taping should be
done lengthwise.

3
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Gaffer tape and standard duct tape (non metallic / non folil) is allowed for
weapons.

You must contact and get approval from a STORM combathabf the
undeadninja team before you can use a weapon purchased from a LARP web site
or company regardless of what approval they claim to have.

In this example a long sword will be created using standard grey duct tape.
When cuttingbe sureto allow forthe thrusting tip. The PVC is cut to a length of
nMé ® hyOS Odzi SI OK SyR 2F GKS t+/ Aa
damage tahe foam.The pipe foam is cut next. The maximum blade length for a
longsg 2 NR dode foamds cutto alengthofidé @ ¢ KS F21Y A&
the PVC, leaving an overhang of one inch at the top of the blade. This hole is filled
in with scrap open cell foam, packedmitight. A Z blockpiece of open cell
foam is then cut for the thrusting tip. Tlggey ducttape &8 dzy Nt € SR | ©
laid stickyside up on a table. Ondhis is readythe sword is placed on the tape,
allowingim oyé (G2 20SNXKIFy3 i GKS o62002Y 2
properly placed on the tape, the3quare foam tip is gently presd against the
top of the sword blade and then against the tape. The tape is then unrolled about
FY20KSNI nné YR tFAR 2y (KS (-#LJoy2 ¥ (@ FK
overhang the bottom of the sword. The tape is then predggutly against tle
pipe foam without causing wrinkles in the tape. The two overhangs are pressed
against the PV@ipeto hold the pipe foam in place. The process of unrolling the
tape, placing the sword on the tape, unrolling more tape, and placing it on the
sword is repeted for the other open sides. At this point the sword blade should
be complete and no pipe foam should be visible. The gyaasd, made out of
pipe foam, is added nexDnce thedesignof the crosguardis chosen the pipe
foam should be compacted to reme the hole along its length. Duct Tape is used
to hold the ends closed once it has been compacted. A hole is then cut in the
middle to allow it to slide ontéthe PVCOnce on the sword the crosspiece is
taped with electrical tape to hold it to the bottowf the blade as well as to the
PVC. When it is completd¢kdere should beno pipe foam is visible. After the
crosspiece comes thease guard

A Z piece of pipe foam is placed on the bottom of the sword allowifitp1
hang over the bottom of the sword. The fole on the bottom is filled in with
open cell foam the sam&ayas the hole on the top. Electrical tape is then used







