MiddleHaven L.A.R.P. Rules ‘Guide’!

1. What is a ‘Live Action Role Playing Game’; It’s a game where you get in costume and ‘Role Play’ that you are someone else. The role play is the point of the game, the rules are just there to help (and keep everything fair); ie. How could you play a powerful necromancer if no one knew what you could and couldn’t do? Games like ‘Monopoly’ are different, they are about the rules, not the Role Playing.
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OOG: “Out of Game”. This is often represented by a RED HANDPRINT as if to say “Stop! Do not Enter!” Also, sometimes special instructions for a situation need to be explained OOG. So signify that a person is not ‘really there’ (sometimes NPCs or players need to move about and not be ‘in play’) or that they are not speaking “as their character” for a second, the universally accepted symbol is to put one hand on the top of your head. Specific locations may be marked “OOG”, such as the Operations area where the monsters and NPCs change costumes and get ready to run plots. Sometimes areas need to be marked “OOG” temporarily until they are ready to be used by the players. PLEASE DO NOT venture into any “OOG” area until you are given permission to enter. 
IG: This is the “default” for every person, room, and object you see. “In Game” means it exists in the game universe and you can interact with it. “I am speaking IG” if you need to clarify this, something is probably wrong. Everything everyone says should be treated as ‘IG’. We try to operate by the principle of “What you see is what you get”. If someone needs to “describe” what they look like, or what a room looks like, or that they are talking “as their character” instead of as themselves then we are not doing things right.
Why we Role-Play: The rules system is the not the core of a LARP. Rules only exist to help simulate ‘reality’ of the game (sometimes they work better than others). The real source of the experience is the role-play interaction between yourself and others. If everyone stays in character 100% of the time it really feels like you are actually there. And if one goober slips out of character to declare, “Man, did you see Battlestar last night? Starbuck is hot!” then that game experience is ruined for everyone who overheard him. Its tough, and everyone slips up now and again- but try to stay in character as much as possible. If you really need to say something OOG, then take the person aside or head to the bathrooms (where it’s always OOG anyway).

There are many kinds of LARPs, which one is Middlehaven? The best description would be a “immersion” LARP or role-play heavy “Boffer” LARP. “Immersion” because the goal once you get into the game is ‘keep you there’ without jarring out of game references. Everyone has a costume, all in-game locations are actual places, all items are represented with actual props. We basically try to make it as “What you See is What you Get” as possible. Next, we are a “Boffer” LARP because we simulate combat encounters with fake, soft, heavily padded weapons. However, unlike many “Boffer” LARPs which are only about the fighting, our game is much more story driven. Combat can be part of a story, but does not replace the story and players with non-combat characters are still quite useful. 
2. How do I get Started? Briefly, here are a few tips; 

i) GET A CHARACTER ON FILE:  Even if you are not sure you are going to attend an event, contact the game staff and make a character! (See “How to get your character?” below). That will at least give you an idea of what you are preparing for and if you decide that you don’t like your character you CAN always change it later (even after your first or second event). 

ii) PRE-REGISTER: New players often need equipment to borrow, and some sort of orientation so you know what you are doing when you get to the game. If possible, we’d like to have everything set up in advance for you (so that you can actually get what you need to have a good time). We also like to run PLOTS for our new players, and it is very important to know that you are coming. *Note: Officially, a player isn’t registered until they have actually paid their registration fee. New players ALWAYS get a large discount, but we need them to “pay something” so that we actually know they are coming. For real. Not everyone who says they are going to make it actually comes, but almost always the people who pay in advance make it to the event. It is a law of human nature and we’ve learned to work with it.
iii) BORROW STUFF: The LARP will loan supplies to new players for their first event on a “First Come, first Serve” basis. We recognize that new people might not be ready to invest in a hobby they have not tried yet. In order for this to work, we need to know you are coming in advance (see above). 
iv) WHAT TO BRING: If it is an overnight game, you may need a Tent, or to request a Cabin (sometimes there are extra-fees associated with this). Brining a sleeping bag, pillow, change of clothes, socks, essential medications, snacks, sturdy footwear, sources of light (crack and shake glowsticks) and a toothbrush is a great idea. For LARP costuming it is great to look cool, but being comfortable is more important in the long run. For your character you may need “Boffer Weapons” if she is a real fighter (“Go Big or Go Home” is often a good strategy when deciding what sort of weapons to use for a combat character). Spellcasters (priests of wizards) may need “Spellpackets” to throw at enemies or friends. You may want to print out a few pages from the rules for your own reference (such as the 1 page rule summary, and pages that describe what YOUR abilities do for just YOUR character). If your character is literate, bringing a “Journal” really helps. Our plots are often complex and taking notes is incredibly helpful. 


LASTLY, bring FRIENDS. You will have more fun if you have a “pack” of people to travel and adventure with, or to possibly feed to monsters when the time arises. 

v) HOW DO I PLAY? While you should know enough about the rules to start playing (the “One Page” rules summery is enough) don’t fret about the Rule-Book too much. The point of the game is “Role-Playing” and it is ok to make mistakes with the rules as long as they are not intentional. The more events you attend, the better you will get with the “rules system” and also the more effective you will become- but to start the best thing to do is:


STAY IN CHARACTER: The best part of the game is the people! As long as everyone is staying in character the drama of the game “feels real” and becomes a lot more fun for everyone. THIS is the greatest challenge that people new to LARPing face, but if you give it your best effort you will do absolutely fine (for more see the “Why we Role-Play” section above). 

ASK QUESTIONS: If you are curious and simply talk to people you won’t feel left out of things. If your character has special abilities or skills, see where you can help out. Set yourself up to be “a part of the story” as much as possible. Part of being an adventurer is poking your nose where it doesn’t always belong, so go ahead and be nosey! 


DON’T LET FEAR GUIDE YOU:  At least, not your actual fear. It is perfectly fine to have a character who is “Cowardly” but manages to get important things done anyway. Please remember, your character may be putting his/her life at risk, but you –as the player- is in no real danger. Take risks, make mistakes. Talk to super powerful bad monsters, frequently they are lonely and love to monologue! And even if you DO get eaten, remember that your character will live several lives before his/her end. 


Lastly, remember, IF IT IS DANGEROUS IN REAL LIFE IT IS STILL DANGEROUS IN THE GAME: This last bit is just common sense; even though you are in the “safe” setting of a LARP certain things can still get people hurt; running at night, jumping over bodies, pushing through crowds, diving out of windows. Don’t take risks here that you would not take in the real world! Also, if something in the game seems unsafe to you then you MAY, without suffering any repercussions either IG or OOG, decline to take part in that encounter. Just tell operations what you are not doing, and why. Perhaps it is something we need to consider for everyone’s safety, so doing this can actually help other people. 
3. “Spirit of the Game” is to use the rules as a tool to maintain the fantasy environment. We’ve tried to make them simple and realistic which is no easy task! Some players have a gift of finding the ‘loopholes’ in any system and use them to attain great power. Don’t do that here. This game is about the role-playing (the interactions between the characters and the simulated ‘world’ around them), not the rules, so please do not exploit them. It quickly destroys the fun of the game for everyone, but please do call our attention to any of these ‘loopholes’ you can identify and if they are really bad we will do our best to close them. 
“I heard Kay-Ax say that we could…..” Sometimes other players may quote rules correctly. Sometimes they misunderstand a rule, and sometimes weird new rules are ‘created’ right out of their twisted imaginations. If the situation seems a bit odd, don’t use this ‘new rule’ until you’ve had a chance to check the rule-book yourself. Go ‘by the book’ and if you need too, ask a NPC or a Director. 
4. How to get your character? Either grab one of our badly made ‘Pre-Generated characters’ and thoroughly read all of its abilities (You still MUST be responsible to learn what your own character can do even if you don’t know everything in the system).  Or use the rulebook to tailor make your own. A standard starting character is created with 20 character points. Use the Character Creation Guide to help you. If you have the time, frequently making the character from “scratch” is much better because in doing this you will learn much more about the system, and you will know exactly what your character can do. Entering the game with this knowledge will make it less confusing and more fun for everyone. 
*Note: Give your character a name, at least to start. You can always change it later. 
5. “Clarify”: This is the most important word you’ll need. If you encounter a skill or power you don’t understand (shouldn’t happen often, most are self explanatory), call a ‘Clarify’ (stops the game between you and the other guy) and ask ‘What the hell is that?” IE. “Clarify: What does ‘Agony’ do?” 
“Well, it makes you drop to the ground and scream for 10 seconds, unable to attack but you may defend.”

“Ok…ARRGHGHGHGGHGGGHHHHH!!!”

Once the matter has been resolved, play continues, but while the rule is being ‘Clarified’ you are temporarily out of play.
*BE SUBLTE WITH A “CLARIFY” and please attempt to avoid using “Clarify” in a dramatic scene or in front of large groups of people unless necessary. Consulting the rule book yourself, or simply accepting what you think the effect should do for now and checking later are good alternative options. If you must ‘clarify’ an effect, please do so as unobtrusively as possible (take an NPC aside and ask, etc). Please make an effort to not disrupt the Flow of the Game to discuss rules whenever it can be avoided. 
6. “HOLD!” shout this loudly if you see a safety problem or someone has been hurt. It stops play completely, and everywhere. When you hear a hold you should “take a knee”. By kneeling you are saying “I am not the one who is hurt” in case medical attention is required. Only the person who called the hold (no matter who that is) should be the one to call “Lay On” because they are the one who knows about the safety issue. Sometimes it is simple to resolve; helping someone recover their glasses, or get unstuck from a thorn bush. Sometimes someone is hurt and needs medical attention. 
7. If someone is hurt: Have someone stay with the injured person at all times. Send someone else to run and get help (find the EMT or medical trained people we pointed out to you FIRST, and then go to operations). If you are alone with the injured person, Call for help very loudly OOG: “OUT OF GAME: I NEED HELP!” 
8. RUNNING causes in juries; Running at night is the number one cause of injury at a LARP, and even boffer fighting is much safer in comparison. Even running during the day can be unsafe. For that reason we have the ‘I am Running’ Rule. If a monster jumps you (even in the day if you feel it is unsafe to run), state “I am running”. The monster will be required to keep pace with you, and not advance. To be fair, this might seem a little “lame” but it keeps everyone safe and that is more important. Please do not abuse the “I am Running Rule” by; 1) Calling “I am Running” and when the NPCs start walking then you really run. 2) Stop walking (”Running”) to adjust equipment or have a conversation with people you walk past and become upset that the monster caught up to you. We will assume you have ‘stopped running’ at that point!
9. No Unattended Fires: In order to light a fire even in a fireplace the area needs to be cleaned out of all debris, both a water bucket and a sand bucket must be readied, a Fire Extinguisher does not replace any of these and is strongly recommended. Before any fire can be lit, the Fire-Director for the game must inspect it first, contact operations.  


Candles and other small fires may be used, but they must be doused before a battle (the combatants must allow you a chance to do this) and under no circumstances may they be unattended even for an instant (you may have hit by a Fear spell, but you still may slip back OOG after running off to douse the lights).


Combat may NOT occur within 20 feet of any open Flame: It is the responsibility of ALL Combatants to ensure this. Tiki torches, candles, fire-pits may be lit while a combat breaks out, but all fighters must stay FAR AWAY from the flames while the battle commences. To help resolve disputes, anyone who is too close to a flame (and will not leave it) is automatically considered under the “Yellow Arm Band” rule (a non-combatant); go over to them and say, “I beat you down” and they must drop. 
10. Getting Lost: Don’t laugh! Those woods are dark at night and it’s easy to loose the trail. Everyone should have a light source (even if it’s an OOG pocket flashlight). Water (a lake or a stream) will be downhill, if that helps. It is acceptable to yell “OOG: I AM LOST!”  to get help from anyone (even that patrol of orcs).

11. Safety First: While a LARP should be a fun and exciting experience, it is important to remember that ‘safety’ must come before all else. Even in the heat of combat, it is perfectly acceptable to say “CAUTION: We need to move fight somewhere it is better lit” if you uncomfortable battling out in the pitched blackness of the dark, dark woods (you might even find that those bandits who jumped you have a few “light spells” handy).
SAFETY is everyone’s responsibility. Be alert, and at any time if you see something which doesn’t seem safe to you, speak up!
12. Unacceptable OOG Behavior;  All Players are participating in the game due to an invitation to play. This may be withdrawn at any time if the game staff feels it is necessary. No refunds need to be made in this case, and you will be asked to leave the game site immediately.  

Specifically we do not allow “OOG game –real- stealing*”, “Actual use of Drugs or Alcohol”, “Real Violence”, “Touching other players without their permission”, or “Abusive Language” (outside of Role-Playing; old world insults “You are a craven cur, sir, a despicable wretch!” signify what is IG as apposed to the less creative OOG insults the punks in high school use). Considering that this LARP is a ‘Family Game’ where everyone should feel comfortable; overt sexual advances or comments are likewise not acceptable and should be kept to oneself. 
13. Stealing: ALL WOULD BE; BRIGANDS, THUGS, VILLIANS AND ROGUES MUST READ THIS!!! No one likes a thief. However, a character may steal an IN GAME item from another character as part of the adventure. Being “looted” for your LARP belongings is a risk, but a very hard line needs to be drawn at what are “LARP” items and what is actual, real, theft. Also, even if IG Personal LARP GEAR type items are taken (such as personal armor or boffers) they must still be returned to their owners at the end of the event, and held by “Operations” until then. 
Clarification on what is “Stealing” (for real); 

Acceptable items to “pretend steal”; Larp made IG items such as; Coins, Gems, Rare Metals, Magic Items, Potions, Scrolls, Boffer Weapons, and Documents, etc may be stolen (‘boffers’ and ‘armor’ are still personal possessions and must be turned in to operations however). 

Unacceptable items to “actually steal”; OOG possessions; money, credit cards, electronics, medications, etc. Actual theft will result in actual, real world, criminal charges! 
UNDER YOUR BUNK (if you have a cabin) is considered to be an automatic OOG area for items which cannot be touched by other players. If there is no bunk, please place a note of some kind marking a specific container (like a crate) or items as OOG and NOT TO BE TOUCHED. Broken/unsafe boffers can also go there. 

Further clarification: IG items are items produced specifically for the game, OOG items are people’s possessions which they use on a day to day basis. This is just common sense. 

*Returning Stolen Items: After an event certain “In Game” items should be returned. Scrolls, potions, IG Money, and non-personal items the LARP staff produce does not need to be returned. However someone’s personal Boffer Weapons, or Armor must go back to their owners at the end of the event. If a PLAYER character has taken someone’s personal LARP gear, such as Armor or Boffers, it must be turned over to game staff “As soon as possible”. This can be selling it to a shifty merchant (preferred method) or simply dropping the stolen LARP gear off at Operations. Another PC should not hang on to a PCs personal weapons or armor.
 Additionally, the “character” who has lost their weapon or armor and must do something “In Game” to get it back, but at the end of the event the “Player” gets to take home their stuff! *Note: If your armor or weapons were taken, talk to the game staff. Getting these items back “in game” can be as easy as purchasing them back from a merchant (in which case you are buying “new” stuff that just looks a lot like your old stuff) or looting a Monster which somehow happened to attack you with some very familiar looking equipment. The staff doesn’t want you to be “unarmed and helpless” either so you may find that they are willing to work with you. 
14. Prohibited Items: For safety of our players the following items are prohibited;


1) Drugs and Alcohol *Fake drinking is part of the game, and once you get “into it” is a lot less lame than you might think it is. However, no REAL alcohol or recreational drugs are permitted since our event is a physical activity where your safety, and that of others, depends on your ability to control yourself properly. 


*If you are intoxicated from Drugs or Alcohol at one of our events you are putting everyone at risk, and are in direct violation of our insurance and articles of incorporation. Such action will result in your being outright banned from future events. Do not test this. 

2) REAL weapons of any kind are not allowed. Even wearing a “period knife” as part of your costume is no permitted. No “Live Steel” please. 
*Underage Children and Pets: Circumstances for each game are different. Please check with us first before bringing young children (under 17) or Pets of any kind to our game. 

15. Disinvitation: All players and staff of Middlehaven LARP have a standing “invitation” to play. Along with that invitation there is an assumption that we are all have one idea in mind. We want this to be a great game where people have an incredible adventure. Playing an “evil character” is perfectly allowed, within certain reasonable limits. However, certain IG actions will cause you to be “Disinvited” from play; random murders, eating people for no reason, being excessively confrontational and argumentative (beyond reason), or characters that so completely insane they cannot even be interacted with. 

          It goes without saying that there is a “fine line” between the “Player has free will” and someone who is playing their character in such way that it breaks the game and ruins the fun for everyone there. Again, even if your character is “not a good person” it is the player’s responsibility to exercise some level of reason and restraint. Feel free to discuss this with staff members if there is any confusion! If you make a character that can participate in the “story” of the campaign (regardless of that being a “good” or “evil” roll) who takes action within the boundaries of the story and exists to advance their personal goals, then you are most probably completely fine. The players we want to avoid are the ones who join a campaign for no other reason than just to cause chaos and break things. Failure to consider this in your “IG” actions will result in your “invitation” to play being removed.
16. YELLOW ARM BAND: Characters will a “yellow arm band” cannot be struck with boffer weapons due to medical or safety concerns. This needs to be completely noticeable at all times for safety, even from a distance. One bright strip of yellow cloth must cover EACH arm, and at night a yellow GLOW STICK should be attached to each armband. You’d think this enough, but in the heat of battle accidents still happen! 


The Yellow Arm Banded character must still accept hits from spellpackets and thrown missile weapons normally, and it is possible (if to be avoided) that they might occasionally be hit with a boffer by accident. If your medical condition is severe enough that even these circumstances may be hurtful or life threatening, then you must not play Middlehaven LARP. The only person who can make that decision is you! If you are concerned about it, then the best and safest thing to do is not to play.

At night, while sleeping, hang the yellow armbands with the glowsticks as a sort of “Curtain” over your sleeping space in any location where “nighttime combat raids are possible”. Check with operations to see if the event you are at has these raids (many players actually enjoy them). 


Are they invulnerable?!? To defeat a character with a “Yellow Armband” all someone has to do is stand next to them, while they are undefended, and say “I beat you down.”  To slay them you would have to place your weapon above them (without touching!) and say “I grant you a quick death.” These actions only work while they are undefended so anyone protecting you must be taken down first. For a yellow armbanded character the amount of armor or wound points you have are irrelevant. 
How Combat Works: (Just in case talking didn’t)
1) Safety first: a) No head shots, b) don’t swing too hard, c) Don’t fight where it is unsafe, d) never knock anyone over, e) no shield bashing, f) don’t thrust unless you know how to do it safely!
Acknowledge hits: When struck grunt and step back up a bit. Show that it hurt (even getting hit in the armor hurts a little). If, for some reason a blow did not injure you (because you are magically immune) try to convey that some way IG, or just call “resist” to be clear. 

GIVE GROUND: Some fighters don’t defend very well and others are excellent at attacking. Even in the most dramatic of circumstances, give your opponent a chance to “Catch their Breath”. The rule of thumb is that for every three swings you take to try and hit someone, you should also take 1 STEP BACK to give them a little space. Don’t “steam roll” people, since they will fight dangerously and recklessly as a result.  

*Fighters who are HIT should take a STEP BACK, fighters who are attacking should take a STEP BACK every three swings or so. Give each other lots of room to fight and most of the combat problems go away. This may mean your “epic battle” might take a bit longer to complete. This is good! It actually can make more of a dramatic fight. Give everyone space to move around, don’t back people into a corner, and enjoy a combat where no one gets hurt for real. 
2) The Basics: How do I count “hits” in combat
Without ‘Wound Points’ or ‘Armor’, 1 or more ‘Hit’ worth of damage to a location either cripples a limb, or takes you down if it lands in the Torso (head shots are not allowed, all lethal damage is considered to the Torso). 

Crippled Arm: You can’t use that arm to wield a weapon or shield, but still may grasp or manipulate items weakly. If both arms are crippled you may not use spells or prayers (unless it is either a ‘Hidden Spell’ or similar power or a scroll). 

If one arm is crippled (or maimed) and you are using a Two Handed Weapon you may hold the weapon with your ‘good’ arm and block with it- but you may not swing it to attack. 
Crippled Leg: In combat you must kneel, sit, or lie down. Out of battle you may stagger badly, or limp about with some sort of support. 


Crippled Torso: Vital wound, you drop unconscious and (if not killed) will bleed to death in several minutes (determined by your race) unless you are helped with a skill or power. Note: NPCs (non-player characters) will usually not bother with “bleed out”. If a player is knocked unconscious they will wait to be healed, however a “non-player character” will often fall down dead. 
SPELLS ARE DIFFERENT: *Remember; Weapons hit you where they hit you, but spells/prayers (thrown with a “spell packet”) only have to ‘tag’ you anywhere, even on your clothing, to take effect and many are damage based which counts directly to the torso/vital area. Spells “home in” on their target and are very dangerous! 
3) ‘Wound Points’: The ‘Combat Survival’ skill (and ‘Toughness’ Advantage) gives you ‘Wound Points’. 
Every ‘Wound Point’ is ONE point of damage (or normal blow from a weapon) you may “Shrug Off” as a minor wound (that didn’t cripple a limb or take you down with a torso shot). Lost wound points must be healed to return.


Ie. I have 2 wound points and someone hits me twice. It doesn’t matter where. They count for your whole body, not every location. “Ouch!” but while wounded I can still move normally. 

However since my two ‘wound points’ were expended the next time I get hit either one of my limbs will become crippled or I’ll drop and start ‘bleeding out’ due to a torso wound. 
However be warned, many attacks do more than 1 damage (and the extra damage is always stated when the power is used). If someone were to strike my with a “Crit 3” attack in my leg, my two wound points would be expended AND my leg would be “crippled” from the powerful blow! 
4)    ARMOR*:  Armor spells, or powers give you hits much like ‘Wound Points’ (see above).  A.P. = “Armor Points”

a) Bonus A.P. from spells, potions, and prayers are lost first (ex. ‘Minor Protection’ grants one bonus A.P.), unless stated otherwise. Note: You may only have one magical armor enhancement of any type on you at one time.
b) Armor points from a suit of worn armor are lost next. For simplicities sake we consider all A.P. for worn armor to count for the entire body (my light chain shirt gives me 2 A.P., even if I am hit in the legs which are not physically covered by the armor).

c) ‘Skin’ armor (such as the Ra’kasha racial tough skin) counts last. After the suit of armor is beaten through, any bonus A.P. for having tough skin is lost (note: many types of ‘skin armor’ may actually reset if the recipient is unwounded or fully healed after a battle).

5) DEATH:

How to finish someone off: 

Targets who are held still, or are unconscious are helpless and may be slaughtered with ease! To do a ‘Quick Death’ rest your weapon on the target’s chest and say, “I grant you a Quick Death!” If your weapon is knocked away before you finish you MUST start over. If done right the target is dead.
What happens to my character if s/he dies? For the sake of drama, a feeling of danger and excitement the possibility for a character to die must be present- but the purpose of this game is not to ‘kill off’ as many ‘bad guys’ as you can, or to constantly defend against a horde of murdering monsters. However character death happens, sometimes in a splendid act of heroism, sometimes abject cowardice, and sometimes just bad luck. 
However, for your character this need not be the end- all the Player Characters (and some NPCs) are something called Vishar, which loosely translates to ‘Agent of Fate’. Since the spirits of destiny have an investment in your character if he dies before his time there is a possibility Dromidigen will return him to the land of the living.
 After you are slain; through a ‘quick death’, a death spell, by falling and going through ‘bleed out’ for several minutes, etc, wait at least until your spirit leaves your body (usually 10 minutes unless preservative magics are used) and then put on your ‘Spirit Veil’ and go to Judgment. It is also courteous to allow people to inspect your dead body, loot it if they wish (technically you must allow them the opportunity) or to “Role-Play” with your corpse and say farewell to your spirit. 

Once people have stopped “Paying attention to your corpse” then you should go to the OUT OF GAME waiting area for Judgement and allow Operations to know that you are waiting to be judged. The later point is critical, because if we do not know you are dead you might be waiting for quite a long time. 
Once inside “Dromidigen’s Hall” You must choose a stone from the Cauldron of fate, for good or food ill, but if your destiny is strong you will return*

*Your first ‘death’ will not end your character, but for each subsequent death the odds of ‘final death’ increase. Generally, an average character will survive 3-4 deaths- but some unlucky ones might perish on their second pick from the cauldron. There are ways (see the section on “Karma”) to modify these odds in your favor.
How do I role-play this? When you return from Dromidigen’s hall, your memories are jumbled and fuzzy, 10 minutes of conscious memories are lost prior to your death. You will know something ‘bad’ happened, and you’ll vaguely remember seeing Dromigiden as a scary dream- but you won’t even necessarily know that you even died unless someone expressly tells you. 
Even if you do this, your character will still be aware (somewhere in the depths of her soul) that her spirit traveled to Dromidigen’s Halls and was spared (even if it’s ‘just a feeling’). For all non-vishar in the world (which is 99.9% of everyone) any death is a ‘final death’.  
Special Combat Skills:

   Here are some of the skills you could hear used, and you must know what they do.

 All Fighting Skills, once called (stated loudly and clearly before the swing) are assumed to be ‘In Play’ until used or until countered. If countered with a “Parry” or a “Deflect” the weapon blow does not even count as if it touched you. When using a skill warriors may often ‘re-state’ an active skill as a courtesy as they swing over and over, to remind you that it is still active until it lands. Skills used with missile weapons are not (normally) expended if they miss.
Example: I have only two wound points and no armor. Someone calls “Crit 3” and strikes me in my leg. If I call “Parry!” then both my “Parry” and the opponent’s “Crit 3” are expended. Also, since it counts as if I was never struck, I have not lost any “Wound Points” either. 


My opponent then calls another “Crit 3” (often they have more than one) and swings at me. I block it with my shield about half a dozen times before I am struck in the chest. Technically, my opponent didn’t need to keep calling “Crit 3” over and over as he swung (calling it once is good enough, and eventually it will hit) however at of courtesy, so I do not forget the fighting skill, he did. 


I was struck with a “Crit 3” in the chest! Sadly, I have no more uses of my “Parry” skill left and I drop. Both my two “Wound Points” were expended and I suffered a “Torso Wound”. Now my character enters the “Bleed Out” phase, where I (as a normal human) will have 15 minutes to wait until I expire, unless someone is kind enough to heal me. 
LIST OF COMMON FIGHTING SKILLS:

1) Crit 2: Blow from a weapon does 2 hits worth of damage rather than 1. ‘Crit 3’   does 3, etc.

2) Disarm:  Weapon hit must be thrown 5 feet away. Two handed weapons are immune.
3) Trip:  Target hit in leg the takes damage and also falls on his/her rear end.
4) Knockback: Two handed weapon (or 1 use of ‘Strength’) will knock any opponent back 10 feet (3 paces). Blow need not strike for damage, just make contact.

5) Maim: Limb hit is rendered utterly useless. Target hit must show pain, and restoring the limb requires two points of healing instead of the normal one. 
6) Shield Shatter: shield hit is broken (must be repaired). With any one handed weapon (except an Axe) the attacker must call the ‘Strength´ skill first.
7) Parry: Negates all the special skills above (only the above!) even after they hit. You don’t need to touch your opponent’s weapon first, just call ‘Parry’ to negate the effect. The blow counts as if it never hit you in an effective way, and does zero damage. 
8) Pierce: The attack strikes through a weak point in the armor, ignoring all types of ‘Armor Points’. It may be combined with effects to do extra-damage. A ‘Pierce: Crit 4’ would do four damage (bypassing armor) if it is not countered. If it is ‘parried’ both skills are expended. 
9) Deflect: A special, highly skilled ‘Parry’ which can stop powerful attacks that begin with “STRIKE” 

10) Strike:  A powerful and precise attack delivered with truly astonishing speed. “Strikes” are connected with another effect; “Strike-Death”, “Strike-Crush”, or “Strike-Disarm”. They can only be “Deflected” and cannot be parried. 
11) Crushing Strike: Call “Strike-Crush!”. Cannot be parried only deflected and causes 20 points of Damage to area struck (basically will knock out all “Armor Points”, “Wound Points” and cripple the area –limb or torso- struck). 
12) Death Strike: Call “Strike- Death!” Opponent struck in the torso staggers back, looks at you sadly, and dies. It also may only be deflected and not parried.
Other Combatty Skills
Cannot be stopped with ‘Parry’ or ‘Deflect’

1) ‘Subdue’: When called with a normal attack, the damage from that blow is considered non-lethal or ‘stun’ damage. It either goes away in 5 minutes, or any amount of magical healing (even 1 point) cures ALL of it as a bonus affect.
2) ‘Backstab 2’: Must land in the back, does 2 damage rather than 1. ‘Backstab 3’ does 3, etc.
3) ‘Hamstring’: Rogue’s version of ‘Maim’. Only works on legs, and only from behind.
4) ‘Assasinate’: Target caught by surprise and hit in the back, falls down DEAD.

5) ‘Waylay’: Target caught by surprise (out of combat) and hit in the back is knocked out for 5 minutes (wakes if shaken for 1 minute or hit for damage). The target must be still (not moving or fighting). 
6) ‘True Shot’: The missile attack they call with it works like a ‘spell packet’ (counts as if it hit where they said, even if it only strikes your shield or cloak). Cannot be parried or deflected, but is expended if it misses.
       How does Magic Work?
Throwing spells n’ Prayers:
Will Tests: A spellcaster trying to take over your mind from you must beat you in a test of ‘Will’. If your score is equal or greater than theirs you resist. Otherwise whatever they describe to you happens. 

Incants: To cast a spell or prayer a Spellcaster must say an ‘incant’ (a fast description of what the spell is and what it does). For example…

‘Through the art of Necromancy I cause you to FLEE in fear for 10 seconds, Will 3”.  From this ‘incant’ you know that if your ‘Will’ (as the target) is less than 3 you must flee from the caster for 10 seconds. 
 OR how about; 
“FlameBolt, Damage 2” if the little ‘bean bag’ like thing the spellcaster threw at you hits (doesn’t matter where), you take 2 damage to your torso.

Spell Packets: These are soft and light ‘Bean Bag’ like things that are safe to throw. 

Damage Spells: Ie. “Ice Dart, Damage 1” damage is done to the torso, even if it hit your weapon or your shield. Attack powers are considered to automatically ‘home in’ on the Torso/Vitals. Only has to ‘Tag’ you.
Effect Spells: A non-damage affect. IE. Root Foot, Trip, Icy Prison, etc.  If the packet just HITS you (anywhere), the nasty effect happens (one of your feet gets stuck, you trip and fall, etc).
Spell Fumbles: This happens when either the idiot caster messes up the spell (or prayer) by leaving information out, or mumbling it so badly you can’t understand what was said.  Call ‘SPELL FUMBLE’ real loud so they know they messed up. A ‘fumbled’ spell does nothing. The ‘Energy’ for the spell or prayer is not lost, but the caster must start over.
Disrupting Spells(or Prayers): To cast a spell you must have 1 hand completely free (unless it is a hidden spell). Also, you cannot be moving (at least one of your feet must be planted). Next, if the caster is struck while speaking the incant (the entire incant) the spell is not wasted, but she must begin again. Struck means that the caster was hit in the body (passed the defense of her weapon or shield) even if it did not penetrate armor.

*Spells/Prayers which have been Countered (by ‘Fizzle’ or ‘Counterspell’) ARE expended of their magical energy, and the foe cannot cast again for 5 seconds.
Sound of Voice Effects: Any magical affect which includes ‘sound of my voice’ is one which can affect a large area of people all at once. To be effected you only need to be in range of the caster, it does not matter if your character heard the spell or not (plugging your ears, or going ‘La-La-La’ will not stop an Inferno effect).


Being behind a solid wall that reaches at least 3 FULL feet above your head (a tough, sturdy wall with no gaps), or Indoors (again behind stout walls, not in a tent) offers only limited protection. The barrier will stop any damage effect, but will not stop anything else. Example: An Inferno causes fire damage (being indoors would protect you) but a Mass Scare makes you frightened- being in doors would not help. 


All ‘sound of voice’ effects have a maximum range of 50 yards.
Magic Weapon Effects*: (This is really very intuitive, but just to clarify……)

I: Sometimes it’s a spell or prayer that does a special damage effect “Wounding Damage 2” or “Fire Damage 2” are a couple you might see. The enchanted blade must hit you for the attack to count, if you dodge or block it then you are safe. If it hits you the special type of damage it describes (ex. ‘Wounding’ bypasses armor) applies.

II: Sometimes it’s a creature ability with a descriptive effect, “Paralyze”, or “Agony”. If this is the case the attack must actually cut you through your armor first.

III: “On Contact” if you hear this added to an effect it only needs to touch you somewhere in the same way a spellpacket works (as long as it is a legal area, head shots still don’t count for example). “Shock Rod, Lightning on contact, damage 4, Agony!”   means that if the ‘Shock Rod’ hits you on the shield you still take the effect. 
*Spells/Prayers which enhance a weapon with a special ability get a limited number of ‘swings’ to make contact (calling the special ability once for each swing). Many magical monsters can use this ability at will (and will call it over and over to make that clear). 

Pre-Casting: Both wizards and priests are required to ‘pre-cast’ their spells in advance. They do this by dividing up their power (spellpoints or favorpoints) into pre-determined 

‘Spell Patterns’ before use (see the Pre-Casting section for more details). This only really matters if you are able to cast 2nd level or higher effects. Check your player packets, you should have a “Pre-Casting Sheet” in there somewhere. If not, ask for one. 
Stacking Spells: For any character- you may not have more than one magical affect up at the same time which does the same thing. For example: If I cast a spell to give me 1 magical Armor Point, my friend the priest cannot cast a prayer on me to do the same thing. However, he might be able to give me a bonus ‘Wound Point’ instead, which is a completely different effect. 


This is true even if one effect is a more powerful version of the other; I cannot cast a 1 point armor spell and then stack a 3 point one top. I would get to pick which armor enhancement I want to keep and the other one goes away.
Durations:  If you don’t know how long an effect is supposed to last (it wasn’t mentioned in the spell), figure on 5 minutes or ask for a ‘Clarify’.
Other Important In Game Effects and Rules:
Carrying People: It is often appropriate to dive into a dangerous situation to pull a comrade out of danger. To represent this ‘carrying’ you should; I) Only take the person by arm and allow them to walk with you- head down. II) Walk slowly and carefully. Unless special skills are used- you many only carry one person at a time.

Wounds/Drain Life: Some effects cause damage which bypass armor, most often by targeting a person’s life force directly. Creatures without life force (such as Golems) are immune. Undead beings are actually healed by “Wound” effects (with the spell “Disrupt Undead” being the only exception…that one difference should be clear). 

“Life Drain” effects work just like “Wounds” except that the caster of the effect will ‘gain something’ from the person who has been drained. In most cases they will know if their spell has “drained you” but if you are immune for some reason, it is helpful to call “Immune” or “Resist” so that they know (which is something you should be doing to any effect or weapon attack which does not affect you in any case). 

Knockback/Shove: When hit with these effects the recipient is to “Back up 15 feet”. If a barrier is in the way, the affected person should bump into the barrier and (safely) “fall over”. When delivered by a weapon the effect may be “Parried” when delivered by a spell it may not be. 
Pierce: A “Pierce” effect also bypasses armor. This is similar to “Wounds” but it represents a sharp weapon hitting a vulnerable or unarmored area instead of an attack on someone’s life force. 
Illusions: Sometimes you cannot believe your eyes. Middlehaven uses several illusionary effects to beguile and confuse our heroes. However, everyone has a built in defense; Their “Will”. At any point during the game you can state; “Clarify: I disbelieve, Will X” and state your “Will” score (if any). If your “Will” is at least equal to that of the illusion, it is broken. 


When an illusion is broken it should be removed from being IG for everyone, however for some props (such as “illusionary wealth”) this is easy. For others, such as a NPC in full costume, it is impossible. If the illusion cannot be removed from play for OOG reasons then the person who “disbelieved” is told OOG what is actually real (Example: “Clarify: You can see that I am not actually a human- but a Mo’Raak with horns, a red face, and a third eye”). The illusion, while still present is then “powerless”. Anyone who was present when the deception was revealed cannot be harmed, charmed, or compelled to interact with the illusion (even if they still “see it” they get to know that it is not real). 

Auto-success: Under some circumstances, an illusion may be “Auto-disbelieved”. Being able to see the illusion cast directly in front of you is the best example- but this rule applies to anytime an observer is 100% certain due to conclusive evidence (no guessing) that what is in front of them cannot be real. “Clarify: May I Auto-disbelieve this because…(state your reason)?” the person holding the illusion may decide if this is reasonable, or might be overruled by a nearby NPC. However, only the person who created the illusion or a NPC can make the call. 

Weakness: Many effects, poisons, or spells cause “Weakness”. Under this effect a person; I) Cannot run, only walk/stagger very slowly (or crawl). II) Must use 1 handed weapons with both hands to attack III) Cannot use heavy items (like heavy armor, tower shields, or two handed weapons to attack). Even carrying them will cause the target to fall over. IV) Cannot use combat skills (no ‘Parries’, ‘Crits’, ‘Backstabs’, ‘Disarms’, Berserker Rage’, ‘Warriors Tenacity’, etc). These affects last for 5 minutes and may be countered by using ‘Strength’.
Disengage: This is usually called a Monster effect, and it is used to drive ALL ATTACKERS away from the creature. It works much like a “Mass Knockback” effect, everyone should jump back 15 feet. If used by a Monster who is getting up from the ground, please allow the beastie to fully stand before beating them up again. There is normally no way to avoid a “Disengage”, as they are often called for combat safety as well as for dramatic effect. Sometimes you will hear a “description” with the effect; “Disengage by Stench” or “Disengage by Weapon”, or “Disengage by Wind”. All this is doing is informing you WHY you were driven back from the creature. Some mortal warriors have this ability with weapons they have trained heavily in, but it is a LEGENDARY skill no ordinary fighter can accomplish. 
Paralyze: Several effects in the game can cause “Paralyze”. It may be by poison (in which case, the toxin has to strike your person after your armor has been exhausted for you to take the effect), by a spell (often allowing you a TOW to resist) or for other causes. There are two basic types of “Paralyze”, and unless otherwise stated both last only 5 minutes:


Paralyze Limb: A specific limb (usually the one struck by a poisoned weapon) falls limp and useless for the duration. It would feel rubbery and partially numb.


Paralyze: When a specific limb is not specified the effect targets the entire person’s body. In this case the target is held rigidly immobile for the duration. The target is still completely aware of his/her surroundings (provided that s/he is not struck for enough damage to lose consciousness, which often happens). S/he may also still speak in a very quiet whisper which under no circumstances should be loud enough to effectively call for help (but might be enough for you to bargain for your life). Talking in the manner should be slow and difficult. However, the target is helpless and may be robbed or even slain (with a “Quick Death”) at ease.  

Magical Healing: Every healing effect heals a number of ‘Wounds’.

 A warrior is dying (bleeding out) of a torso wound and has a crippled limb. He is healed 3 damage; both his torso and leg can be healed (for 1 pt each) and he recovers one of the ‘Wound Points’ he lost in the battle.
Divine Magical Healing: Always comes with a secondary effect- the powers of the Gods are so strong that then they contact mortal flesh the person becomes briefly “fatigued”. The “rush” of Divine Healing has been described as “something like” being dipped in a frozen ocean.

For mortals, this can be quite draining and there have been stories where people who have been healed too much will actually expire due to their inability to resist the essence of the divine. For our Heroes of Middlehaven, while they experience the same sensations your PC character will never expire due to excess healing (which reveals some interesting information about the true origins of these heroes). However, “ordinary people” in the campaign world are subject to it. Be wary when calling upon the divine to heal them. 
Non-magical healing: There are various skills which can restore function to limbs or lost wound points. All wounds are considered ‘bandaged’ which means that they still smart a bit, but don’t hinder you anymore. Any amount of magical healing finishes closing up all the bandaged wounds as a bonus effect.
Agony: Target hit with an ‘Agony’ effect must drop to the ground and scream for 10 seconds, may not attack but may defend against blows.

Blindness: Targets should role-play that they are blind and essentially helpless (stumbling about, may not attack opponents nor defend against attacks). The skill “Blind Fighting” negates this to a small extent, but even then the warrior is still severely hampered. 
Clumsiness: When affected by a “Clumsiness” effect (by spell, poison, or power) one is slightly “numb”, but not enough to completely remove their equilibrium. The effect is to subtly slow one’s reflexes, reaction time and dull the warrior’s instinct. These effects will generally last a short time (5 minutes unless otherwise specified), but it is enough to make a single battle difficult. 

“Clumsiness” prevents an opponent from doing any ‘Fancy Moves’. They may use no fighting skills which depend on reflexes for the duration; “Crit”, “Disarm”, ”Backstab”, “Knockback”, “Parry”, “Maim”, “Death Strike”, “Rogues Luck” etc. And yet the warrior may still fight using their natural skill.

Note: ‘Strength’, ‘Berserker Rage’, ‘Warriors Tenacity, and ‘Warrior’s Resolve’ do not depend on one’s reflexes (just brute strength, hardiness, and willpower) and may still be used. The person afflicted might “feel a bit funny”, but will not instantly know the full effects until she tries to use her warrior abilities in combat.

Sleep: This covers any effect which knocks your character unconscious without serious harm. If the victim is shaken for 1 minute, struck for damage, or targeted with an ‘awaken’ effect it may be countered. Otherwise it lasts 5 minutes. “Bleeding to Death” from injuries is not “sleep”. That person needs to be healed instead. 
Trip: When struck with a “Trip” spell or fighting skill, the opponent should touch their “Hands and Knees, or Belly or their Back” to the ground. You must allow them to do this safely without striking at them until AFTER they are on the ground (give them a second, not everyone is extremely flexible). When delivered with a weapon as a fighting skill this ability may be “Parried” but if thrown as a spell it cannot be defended in this way. 

Choke, Itch, or Sneeze: These are “distraction” effects and the role-playing of them is subtly different. They can be delivered by “Test of Will” spells, by packets, or sometimes by poisonous attacks on weapons and cannot be parried.

Choke: (one Minute): You must role-play choking and gagging, and you may not “advance on” or “attack” an opponent, but if someone attacks you then you may fight back while also choking and staggering about.  While choking you cannot communicate commands, or cast spells. “Choking” cannot cause you to pass unconscious by itself (while gasping for Air your character actually gets enough breath to stay conscious). 

Itch: (one Minute): You must use at least 1 hand to “scratch the itch” and cannot cast spells. However, if you are able to use a 1 handed weapon you may still fight while distracted in this way. 


Sneeze: (10 seconds): You must sneeze violently for 10 seconds. You may not cast spells, but if in combat you may still fight (while sneezing). You cannot quite fight “normally” because the act of sneezing will distract you, but as long as you ARE sneezing violently you may use all of your defensive and offensive skills. Note: Saying “A-Cho” like a robot while swinging your weapon is NOT properly role-playing this effect. You may fight, but the sneeze must distract you. 
Poisons:  Unless specified, all poisons have a 10 second ‘Onset’ time during which period the victim feels increasingly sick. All poison damage is counted as if it hit the ‘Torso’ since it damages the vitals.
In food: Someone will OOG tell you that you have been poisoned and describe the effects, or there will be a poison tag attached to the food (you should always check for a tag after you start eating). You may always finish eating before R.P.ing the poison.

Contact Poison: Usually marked by a bit of petroleum jelly. If there is no ‘description tag’ present the default effect is Blistering Agony:  2 damage and 10 seconds of agony. Gloves can protect you, but you may not use them to rub the poison on someone else.

Blade Poison: Anyone may use poison or apply it to a weapon. The weapon must damage you through your armor to deliver the poison (if your ‘armor takes the hit’ the poison is wasted and does no damage). It is automatically expended on the first strike with the weapon. Blade poison is best either used on surprise, or put on a secondary weapon which is pulled out after the victim has lost a few armor points. 

Call the poison damage or effect separately from all weapon damage. Ex. “Poison, Damage 1” with a sword means that the weapon will do 1 damage when it hits (as normal) and the poison will do 1 more damage. Why do we do this?
· Poisons have a 10 second ‘onset’ time. The opponent might have a spell, prayer or potion handy which could counteract the poison if taken in time.
· Armor: If the person being hit had armor points left, then poison damage doesn’t count.
· Poisons do damage to the vitals/torso: All poison damage is counted as if it struck the vitals. This means that any damage from the combined weapon + poison strike will ‘roll over’ to the torso.
Re-Set Cycle: “That was a good meal! I can feel my strength returning.”

 A standard weekend event is considered to run over ‘two days’ (Friday night, all day + night Saturday, and Sunday morning all add up to two ‘days’). Half-way though the event many (but not all) of your character’s skills will ‘re-set’. This means that you are restored to full uses of those skills.


Your skills will ‘re-set’ on Saturday after 6pm, when you have finished dinner (or when dinner ends whether you ate anything or not). If you happen to be in the middle of a module or a battle right then, you must wait until the action/quest is completely over (for a full 5 minutes) before you may consider your skills to ‘re-set’.


There is usually no special announcement to mark the start of the next cycle, and its not important that not everyone ‘resets’ all at once so long as everyone receives it between 6 to 7 pm or so. Basically, when you are finished eating you feel a lot better. You may role-play praying, or meditating to recover your powers if you wish to explain this ‘second wind’ (and please remember to set up your pre-casting).
Loopholes: The flexibility above is intended to allow player characters to regain their strength when they feel it makes sense for role-play reasons. There are several loopholes which can be exploited by casting spells/prayers on other players just before you reset but after they do. 1) Don’t do that, it’s cheesy and against the spirit of the game. 2) The ‘reset’ cycle for abilities (concerning when they wear off) counts when either you OR the caster’s reset, causing imbued spells and the like to dissipate anyway.
Being Looted: At some point during the game, you might find your character being knocked unconscious (or worse) and looted. Only IG items may be taken (coins, scrolls, potions, etc). Boffer Weapons may be removed from your person, but since they are your personal possessions you may request that they be placed in a specified OOG area (your character cannot recover them, but you the player do not loose them). NPCs will nearly always use this option. Their Boffers are needed for further encounters and should always be returned OOG in some way.  


When being looted, someone will come over and say something like “I loot you.” To this you can offer 1 of three responses.

1) Here- this is everything I’ve got! Just give up everything you have or say “you find nothing” if you are actually broke. 
2) “Describe your Search”- This is where the looter tells you where s/he is searching and how, but should an item be found it is you, the player, who turns it over. 
 
A normal described search may take up to 5 minutes. If the looting player goes right to the correct place (such as that pouch you thought was concealed in your boot) then it might only take a few seconds. If you are being looted, you may ask for more specific information if any of your items are concealed upon you (in order to be ‘concealed’ you must actually have a hidden pocket with the item(s) in it). "I Search your shirt!" response, "How do you search my shirt?", "I look for hidden pockets!" response- "How do you search for hidden pockets?" etc. You should ask for specific actions within reason and the looting player must respond intelligently. However, do not abuse this. If the player basically checked the correct area for items you must still surrender them. 
3) “Conduct Your Search” –with this you are actually giving the looting player permission to touch you and go through your pockets. 
HOW TO LEARN NEW THINGS (with INSTRUCTION) and UPDATE MY CHARACTER: Starting characters do not need to bother with “instruction”, and “new characters” do not need to worry about “instruction” until after their 2nd event.


For returning players, it is ESSENTIAL for your character’s longevity, and your own fun at these events that you learn how to UPDATE your character frequently! 

Many skills, but certainly not all, must be Instructed before a character is allowed to purchase them with his/her character points. After a character has been generated s/he must seek out teachers to learn these abilities (as well as new potions, prayers, or spells). Skills which do not require Instruction may be purchased freely. Under normal circumstances however, only two abilities may be learned in this way, via instruction, each event. Also that is if you have the ‘character points’ to pay for the new abilities of course.
After a full weekend game you will be awarded 2-5 character points. Our intention is to award more points for good role-playing and we do our best. For a one day event standard experience is only 1-3 points. 
Updating: While the practice may vary the standard idea is to spend your ‘character points’ on abilities during the ‘downtime’ between events. The best way to do this is to use the game’s website to update your character online. Some skills require you to have found a ‘teacher’ and been ‘Instructed’ in the new ability. Other skills, such as “Strength” do not require this Instruction. Likewise, spending character points to increase a pre-existing skill (buying 2nd level “Parry” for example) does not require a new Instruction. 

Any Instruction cards you used in your update should be left in your “Player Packet” when you hand it back to us at the end of the game.

Example: “Lenny” is a warrior Rogue. During a game he was taught how to break a limb quickly with his mace (the “Maim” skill), how to Pick Locks, and also how to Read and Write. Since Lenny did not take the “Quick Learner” advantage, after the event he may only pick TWO of these three things to learn. 
Lenny’s player would then E-Mail the Character Update Person listed on the game’s Website, and request that these new skills be added to his character sheet. Lenny’s character points would also be expended on these new abilities. 

Instruction with Spells, Potions, and Prayers: Learning new spells, potions, and prayers is not as difficult as learning a new skill in that it does NOT have a “cost” in character points. However, you must still find a teacher “in the game” to explain to you how the power (such as a Spell) works and how to use it. This makes for good “Role-Playing” between a Master wizard and her apprentice, for example, but is also a very important way for Players to learn how their character’s abilities work. It serves a vital purpose both “IG” and “OOG”. 


RULE OF 5: Spells, potions, and prayers are always learned in “batches” of 5 or less.  Each instruct card may carry up to FIVE DIFFERENT items on it at once. Any item, as long as it is a spell, alchemy item, or prayer may be placed on the card as long as it comes from a SINGLE instructor and goes to a SINGLE pupil. (One Wizard/Priest of Larisca could “mix and match” spells and prayers when teaching another similar character).  
Learning UP: Next; While a wizard, alchemist, priest, rune caster, etc- may be instructed in any ability (such as a ‘spell’) which they can cast. They may also be taught spell-like abilities which are one level higher than they can use. The concept is that a wizard/alchemist/priest will study more difficult and complex magics until eventually s/he is able to finally use them- represented by gaining the next level of ability. 

Example- An 5th Circle Elementalist who is learning new spells may “update” (contacting the people who manage the PC data-base for the game) with the following 6th circle spells: Lightning Bolt, Inferno, Elemental Grounding, Combust, Throne of Earth. She cannot use these new spells yet- but is “working on them”. A event or two later, when she has enough character points to purchase the 6th level of her spell school, THAT is when she has finally mastered those new spells. This Elementalist would then begin her next event with a solid compliment of 6th level magic spells, which she has been studying for a while but can finally now use. 
