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VERSION 3.4 
This book is for use in official Neothera Saga UK LARP games only. This edition of the Core Rules is ©2014 - 2020 by 
Neothera Saga UK LARP and Thomas Hackett-Brown. This version of the Core Rules is written by Thomas Hackett-

Brown, with additional input from Jake Moxey, Nick Brown, Hannah Hackett-Brown,  
Vincent Leppert and Oliver Brooks. 

 
All photography by Hannah and Thomas Hackett-Brown and Neothera Saga UK LARP staff.  

 
All materials contained within this work and that of the Neothera Saga UK LARP system are fictitious.  

Any resemblance to real persons, living or dead, is purely coincidental. 
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NEOTHERA SAGA  

LIVE ACTION  

ROLE-PLAY 
 
The Neothera Saga is a live-action role-playing (LARP) 
system created by Tommy and Hannah Hackett-Brown, 
Jake Moxey and Nick Brown in 2014. Based in the fic-
tional world of Neothera, the game has its roots set in 
medieval, high fantasy and steampunk genres. The sys-
tem focuses on story-driven, campaign-based, immersive 
events, set in a living, breathing world that evolves ac-
cording to your actions. We offer you the chance to step 
into an immersive, vast and lore-rich land of mythical 
creatures and epic battles, where magic and technology 
compete for dominance. You will encounter fantastical 
creatures, strange technology, assist or conspire against 
the realms of the world, fight epic battles and make 
choices that result in how the game world (both plot and 
dynamics) evolves.  
  
We have designed these rules with simplicity in mind, 
allowing for more focus on plot, immersion and role-
playing, that said, there is still room for more seasoned 
participants to take their game to a more advanced level. 
Whilst we have attempted to cover in detail as many 
rules and standards as possible in this book, we are 
aware that there may be situations where further clarifi-
cation could be required. If this is the case please do not 
hesitate to contact us or speak to a game referee at an 
event.  
  
Be sure to check our website (www.neotherasaga.com) 
for further updates and information about the system, as 
well as event dates, photos and videos. We highly rec-
ommend downloading the Lore Compendium to find out 
more about the fictional world of Neothera. If you have 
any questions about the Neothera Saga, then please do 
not hesitate to contact us at neotherastaff@gmail.com. 

JOINING THE  

ADVENTURE 
 

THE CREW 
 
Crewing is a great way to get a feel for the Neothera 
Saga system, especially if you are new to LARP. You will 
play a variety of roles such as monsters that fight the 
players, and acting parts that help deliver the plot to 
those who are playing. You can, if you choose to, work 
behind the scenes to assist with props and set-dressing. 
Crewing is entirely free of charge, and refreshments are 
provided at our weekend events. Costume and props will 
be supplied for you, and you will be rewarded with Hero 
Points (see page 13) to thank you for your hard work. 
 

THE PLAYERS 
 
You create a character/persona of your choice that you 
will play at events. The plot will unfold around you and 
be shaped according to your actions. You maintain your 
persona for the duration of the event and providing your 
character is not slain you will be rewarded with Experi-
ence Points (see page 13) that allow you to buy abilities 
that represent skills your character has learned. 
 
There are several things to consider before creating a 
character, the first being what you would feel most com-
fortable doing during an event. There are roles to cater 
for all styles of play, from close combat fighters, bow and 
firearm users, spellcasters, surgeons, scholars and arti-
sans. All player characters are completely customisable; 
however, the basis of a character will always follow a 
simple formula for it to fit into the world of Neothera 
through lineage, and how it performs in battles or inter-
acts with other inhabitants of the fictional world. 
 

https://www.neotherasaga.com/
mailto:neotherastaff@gmail.com
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RACES & REALMS 
 
When creating a character, you will need to decide which 
race and realm you would like it to belong to. Races offer 
unique abilities according to the traits the species is 
naturally gifted with, and may also affect the way you 
are treated by other inhabitants of the world. There are 
also some basic costume requirements for some races 
which must be adhered to. In recent years, realms re-
stricted which races could belong to them, largely due to 
culture, wars, geological locations and political standings, 
however, due to ever-changing opinions, all realms have 
opened their gates for people of any race to join.  
  
A brief description of all playable races and realms are 
listed on the following pages. As a player, you must refer 
to the Lore Compendium (available on our website) for 
more detailed information and costume requirements 
needed to play a specific race or realm. 
 

RACE: BEASTKIN 
 
A beastkin is human in appearance as a child; however, 
upon reaching adulthood, it transforms into a half-
animal, half-human hybrid that can draw upon its animal 
characteristics to enhance its physical abilities. Beastkin 
originate from the City of Zan'zoula, in the Na’tohram 
Gheneris rainforest, but are a common sight throughout 
all of Neothera.  
 

RACIAL ABILITIES: See page 39. 
LORE & COSTUME REQUIREMENTS: Page 13 (Lore Com-
pendium). 
RECOMMENDED REALM: Hemadri (Page 109 of the Lore 
Compendium). 
SPECIAL: For rules purposes, Beastkin are classed as 
BEASTS. 

RACE: DRAGONKIN 
 
Dragonkin originate from the Ashan Mountains in the 
western realms of Eùnd Vald and are the children of Era-
vor, the last great dragon. Early humans that worshipped 
the great dragon underwent a drastic, magically-induced 
change that saw them take on physical aspects of the 
dragons of Neothera. Dragonkin have extremely tough, 
scaley hides that allow them to deflect damage and they 
are capable of developing an elemental affinity, meaning 
they can shrug off magical attacks derived from the ele-
ment they are akin to.  
 

RACIAL ABILITIES: See page 39. 
LORE & COSTUME REQUIREMENTS: Page 21 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Talanor, 
Sora’Harumi (See the Lore Compendium for more infor-
mation on these realms). 
 

RACE: ELF 
 
As the oldest humanoid species in Neothera, elves do 
not die of old age and are often aligned to one of the 
Seven Elements (AIR, EARTH, FIRE, ICE, LIGHTNING, NA-
TURE, WATER) with skin or hair partially coloured to re-
flect this. They also have long, pointed ears. Elves are 
skilled at removing demonic influences a person may be 
under and can perform feats of mastery with relative 
ease. The majority of elves used to reside in the Amicita 
City of Faradome before it was destroyed and have since 
made new homes in the various realms of Neothera. 
 
RACIAL ABILITIES: See page 40. 
LORE & COSTUME REQUIREMENTS: Page 25 (Lore Com-
pendium). 
RECOMMENDED REALM: Any (See the Lore Compendium 
for more information on realms). 
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RACE: FAERIE (FEY) 
 
Beings of light, the faeries (also known as fey) arrived in 
Neothera from their dying homeworld, Terminarium, 
and found refuge in the Amicita City of Faradome before 
its destruction. The fey are known for their magical abili-
ties, unusual hair colour and patterns on their faces and 
body (often decorated with gems) that mirror the con-
stellations of the stars in their homeworld on the day 
that they were born. Faeries are capable of dazzling their 
foes with light magic and can cast short-ranged spells at 
long distances. 
 
RACIAL ABILITIES: See page 40. 
LORE & COSTUME REQUIREMENTS: Page 31 (Lore Com-
pendium). 
RECOMMENDED REALM: Hemadri, L'Enarousse, Talanor 
(See the Lore Compendium for more information on these 
realms). 
 

RACE: GNOME 
 
Gnomes are an elusive, mischievous and determined 
race of humanoids that are commonly found in the west-
ern realms of Eùnd Vald. This species is said to have been 
born from the ancient spores, moulds and fungus that 
littered the forests of Eúnd Vald, long before the human 
races appeared in the region. Gnomes have recently 
been sighted in the Mainland, making new homes for 
themselves in these strange new lands. Gnomes are ca-
pable of altering the emotional state of a target, inflict-
ing damage or healing wounds as they do so. They are 
also capable of phasing out of the physical plane to avoid 
danger. 
 
RACIAL ABILITIES: See page 40. 
LORE & COSTUME REQUIREMENTS: Page 34 (Lore Com-
pendium). 
RECOMMENDED REALM: Black Hammer Bay, Hemadri, 
Sora’Harumi, Talanor (See the Lore Compendium for 
more information on these realms). 

RACE: GOBLIN 
 
Goblins are green-skinned creatures that until recently 
prefered to dwell in the cavernous stretches below the 
surface of Neothera. Goblins have roamed Neothera 
since the Second Age and are believed to be the result of 
corruption - a curse that was placed upon elves that de-
filed or denied the will of the Seven. Goblins are capable 
of harnessing fel magic to empower themselves and con-
sume mushrooms known as Shnarmi to alter their men-
tal state, allowing them to enhance their performance on 
the battlefield. 
 
RACIAL ABILITIES: See page 40. 
LORE & COSTUME REQUIREMENTS: Page 36 (Lore Com-
pendium). 
RECOMMENDED REALM: Arak’Char, Black Hammer Bay, 
Blightfoot Gunners, Frozen North, Sora’Harumi, Talanor 
(See the Lore Compendium for more information on these 
realms). 
 

RACE: HUMAN 
 
Legend tells that humans arrived in Neothera at the be-
ginning of the Third Age, apparently fleeing a hostile 
force that destroyed their homeworld. Once nurtured by 
the elves, humankind has now grown to become the 
largest and arguably most influential race in Neothera. 
Humans are a determined race and cling on to life longer 
than others when suffering from grievous wounds, their 
triumph at beating death also empowers them. 
 
RACIAL ABILITIES: See page 41. 
LORE & COSTUME REQUIREMENTS: Page 39 (Lore Com-
pendium). 
RECOMMENDED REALM: Any (See the Lore Compendium 
for more information on realms). 
 

RACE: MURKLING 
 
Murkling sightings have been observed as far back as the 
middle of the Second Age of Neothera by the elves, yet it 
has taken thousands of years for them to interact with 
other sentient species. Born from a plesiosaur water 
goddess, they are strange, semi-aquatic, humanoid crea-
tures that originate from the region of Goggy Manton in 
Mainland Neothera. Murklings possess a natural ability 
to regenerate quickly from grievous wounds and can 
shrug off physical attacks due to their slippery skin. 
 
RACIAL ABILITIES: See page 41. 
LORE & COSTUME REQUIREMENTS: Page 41 (Lore Com-
pendium). 
RECOMMENDED REALM: Black Hammer Bay, Blightfoot 
Gunners, Hemadri, L'Enarousse, Talanor (See the Lore 
Compendium for more information on these realms). 
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RACE: PISKIE 
 
These mischievous, winged creatures are said to have 
emerged from the ancient forests near Faradome, saving 
the elves during the war against the demonic Nightmares 
at the end of the Second Age. Piskies are recognisable by 
their pointed ear-tips and wings that resemble that of 
dragonflies or butterflies, often coloured to match an 
element they have an affinity with. Piskies are capable of 
flight and can use their unique powers to cause anyone 
nearby to fall into a confused state. 
 
RACIAL ABILITIES: See page 41. 
LORE & COSTUME REQUIREMENTS: Page 45 (Lore Com-
pendium). 
RECOMMENDED REALM: Black Hammer Bay, Blightfoot 
Gunners, Hemadri, L'Enarousse, Talanor (See the Lore 
Compendium for more information on these realms). 

RACE: UNDEAD (WIGHTS) 
 
Those infected with the Plague of Undeath and have con-
sumed the legendary Elixir of Rebirth before dying will 
resurrect as wights. Certain races are immune to the in-
fection, but beastkin, elves, humans, piskies, faeries and 
vulperans can all become infected, turning into the living 
dead; sentient creatures that become something entirely 
different upon rising as a wight... 
 

WIGHT: DARK ELF 
 
The infected elves who reanimated as wights in the Third 
Age left the Mainland and travelled to the Frozen North, 
knowing that they could never return to the City of Fara-
dome where their living kin feared the undead creatures 
they had become. The dark elves built the City of Nor-
daan in Karthsworn and vowed to assist the Vampyre 
Council of Nald in protecting their fellow wights from 
persecution by those who see them as abominations. 
They also defend the other realms from the mindless 
dead and those with equally sinister motives. Dark elves 
excel at trapping and slaying the undead and can easily 
discern if an undead being is lying to them. 
 
RACIAL ABILITIES: See page 41. 
LORE & COSTUME REQUIREMENTS: Page 57 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Terminarium 
(See the Lore Compendium for more information on 
realms). 
SPECIAL: For rules purposes, dark elves are classed as 
UNDEAD. 
 

WIGHT: LAHAMIA 
 
Demons are immune to the infection that reanimates the 
corpses of other living creatures, and a vulperan that 
reanimates as a wight after death retains the demonic 
characteristics it had in life. It appears that only the hu-
man part of a vulperan dies and reanimates, being re-
sponsible for creating the creature known as a lahamia. 
Those who have confronted a lahamia tell how the crea-
ture’s icy-cold gaze drove them to flee in terror as 
twisted and macabre thoughts filled their minds. Anyone 
brave enough to fight the fear became paralyzed when 
the lahamia came close enough to touch them.  
 
RACIAL ABILITIES: See page 42. 
LORE & COSTUME REQUIREMENTS: Page 58 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Terminarium 
(See the Lore Compendium for more information on 
realms). 
SPECIAL: For rules purposes, lahamia are classed as both 
DEMONS and UNDEAD. 
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WIGHT: LICH 
 
Humans are the most commonly infected inhabitants of 
Neothera and the sheer number of liches in the Frozen 
North, and mindless corpses now wandering the 
Mainland is a testament to this. The very existence of the 
undead has caused the living much despair, for the exis-
tence of a reanimated corpse leads to questioning the 
gods and the afterlife itself. Humans believe that the soul 
of a being who has become a lich is somehow chained to 
the body, preventing it from reaching the Ethereal 
Realm, and their relentless power is steeped in cor-
rupted magic. A lich is capable of enduring grievous 
wounds longer than any other undead species, and when 
they become too tired to fight, they can draw upon a 
pool of reserved energy to empower themselves. 
 
RACIAL ABILITIES: See page 42. 
LORE & COSTUME REQUIREMENTS: Page 59 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Terminarium 
(See the Lore Compendium for more information on 
realms). 
SPECIAL: For rules purposes, liches are classed as UN-
DEAD. 

WIGHT: REVENANT 
 
Revenants are the reanimated corpses of beastkin and 
are the only undead race that can mutate after their res-
urrection. Drawing upon a substantial pool of abilities, 
revenants can physically manipulate their bodies to per-
form amazing feats, but once a mutation has occurred, it 
cannot be undone. Scorned by the nature-worshipping 
Hemadri, who see the undead as abominations of the 
natural order of life, the revenants have secured a place 
in the factions of the Frozen North and rally to their 
cause as dangerous opponents to any foe that would 
engage them. 
 
RACIAL ABILITIES: See page 42. 
LORE & COSTUME REQUIREMENTS: Page 60 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Terminarium 
(See the Lore Compendium for more information on 
realms). 
SPECIAL: For rules purposes, revenants are classed as 
UNDEAD. 
 

WIGHT: SHADOW FEY 
 
A shadow fey is the result of an infected piskie reanimat-
ing as a wight after its death. Morbidly beautiful to be-
hold and extremely dangerous, the shadow fey are infa-
mous for their love of violence and torture, and they can 
inflict terrible and often excruciatingly painful curses 
upon their foes. Retaining their ability to fly, yet losing 
their playful nature and elemental affinity when becom-
ing a shadow fey, in undeath, these creatures become 
sadistic and dark-humoured. 
 
RACIAL ABILITIES: See page 43. 
LORE & COSTUME REQUIREMENTS: Page 62 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Terminarium 
(See the Lore Compendium for more information on 
realms). 
SPECIAL: For rules purposes, shadow fey are classed as 
UNDEAD. 
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WIGHT: VAMPYRE 
 
Not all vampyres are filled with hate; some have decided 
to embrace the curse of undeath to fight back against 
the darkness that corrupted them. Infected faeries are 
fated to lose their light upon dying, and do not need to 
consume the Elixir of Rebirth to rise as a wight; these are 
the vampyres who now reside in the frozen wastes and 
Terminarium and will stop at nothing to purge the world 
of mindless dead and demonic Nightmares. Vampyres 
are powerful beings, capable of flight without wings and 
willing a target to do their bidding through a form of 
mind control. 
 
RACIAL ABILITIES: See page 43. 
LORE & COSTUME REQUIREMENTS: Page 63 (Lore Com-
pendium). 
RECOMMENDED REALM: Frozen North, Terminarium 
(See the Lore Compendium for more information on 
realms). 
SPECIAL: For rules purposes, Vampyres are classed as 
UNDEAD. 
 

RACE: URKA 
 
The urka arrived in Neothera in the Third Age, travelling 
from the stars in a golden craft that crashed in the 
Southern Realms. Until recently they chose to remain 
secluded from the Mainland due to the violent nature of 
the realms there. Urka are famously honourable and 
physically strong, able to shrug off extremely-hard blows 
that would otherwise kill a lesser warrior. They are rec-
ognisable for their green, tan or pale skin, flat noses and 
pointed ear-tips and possess the ability to resist attacks 
of an elemental nature. 
 
RACIAL ABILITIES: See page 43. 
LORE & COSTUME REQUIREMENTS: Page 66 (Lore Com-
pendium). 
RECOMMENDED REALM: Black Hammer Bay, Sora'Ha-
rumi, Talanor (See the Lore Compendium for more infor-
mation on realms). 

RACE: VULPERAN 
 
The result of treacherous demons breeding with the 
early humans led to the creation of the vulperan species. 
Liberated from the will of their demonic masters by the 
Elves of Faradome, the vulperan people are devoted to 
assisting the realms of the Mainland against any further 
demonic threats. Vulperans are human in appearance, 
but with horns protruding from their forehead or tem-
ples. They have a high pain threshold and can emulate 
the powers of other demons they encounter. 
 
RACIAL ABILITIES: See page 43. 
LORE & COSTUME REQUIREMENTS: Page 69 (Lore Com-
pendium). 
RECOMMENDED REALM: Black Hammer Bay, Blightfoot 
Gunners, L'Enarousse, Talanor (See the Lore Compendium 
for more information on these realms). 
SPECIAL: For rules purposes, vulperans are classed as 
DEMONS. 
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REALM: ARAK’CHAR 
 
Hailing from the volcanic peaks of the Morrdoun Moun-
tains in the southeast of Mainland Neothera, the people 
of the Arak’Char are considered the most stubborn and 
hardiest fighters in the world. The inhabitants of this 
realm are most renowned for the worship of the God of 
Fire and Goddess of Earth, and the red and black war-
paint they apply to their faces and bodies to seek their 
deities favour. Acts of cannibalism are associated with 
power rather than survival, and it is commonplace for 
clans to compete against each other for social domi-
nance, where the strongest will often fight to the death 
to prove they are at the peak of their game. 
 
LORE & COSTUME REQUIREMENTS: Page 77 (Lore Com-
pendium). 
 

REALM: BLACK HAMMER BAY 
 
Black Hammer Bay is an infamous coastal city situated on 
the south coast of Mainland Neothera and neighbours 
Jerrod’s Front, whose L'Enaroussian inhabitants are con-
sidered old enemies of this realm. Those who have never 
found their place in society within the various realms of 
Neothera have ended up here, for Black Hammer Bay is 
the home of the lost and damned. Whilst many folks of 
the bay are considered to be untrustworthy, pirate 
scoundrels, there are those who do not share the merce-
nary attitude of the majority, and can be relied upon and 
even trusted by members of the other realms. 
 
LORE & COSTUME REQUIREMENTS: Page 84 (Lore Com-
pendium). 
 

REALM: BLIGHTFOOT  

GUNNERS 
 
The Blightfoot Gunners hail from the City of Blightfoot 
Ridge in the west and are the most technologically ad-
vanced realm in the Mainland. These industrious people 
favour the practicalities of science over the use of magic 
to fulfil even the simplest of tasks, also being the first 
realm to successfully harness the power of steam and 
electricity to operate mechanical devices. Blightfoot 
Ridge stands at the forefront of science and technology, 
and whilst their dapper dress-sense may be seen as a 
farcical statement of pompousness by individuals from 
other realms, their technology, inventions, and especially 
their weaponry, is most certainly not! 
 
LORE & COSTUME REQUIREMENTS: Page 84 (Lore Com-
pendium). 

REALM: FROZEN NORTH 
 
The Frozen North is home to two realms: Nald; governed 
by the Vampyre Council, focused on ensuring the in-
fected living rise again as wights rather than the mindless 
dead, and Karthsworn; led by the Dark Elf Congress, de-
voted to their mission of ridding the world of the mind-
less dead and malicious demons. The cold and harsh 
wastes are perfect for any species of the undead to 
thrive, but until recently, were no place for the living. 
The realms of the Frozen North have recently approved 
the living passage to their lands, and have allowed them 
to join the ranks of the undead that inhabit the realms of 
Nald and Karthsworn. 
 
LORE & COSTUME REQUIREMENTS: Page 100 (Lore 
Compendium). 
 

REALM: HEMADRI 
 
The Hemadri, sons and daughters of the God of Nature, 
Haman’li, dwell deep in the Na’tohram Gheneris rainfor-
est in the southwest regions of the Mainland. The He-
madri ensure that considerable note is made of under-
standing all of the elements, especially that of nature, for 
these are considered the building blocks of the universe, 
and hence all Hemadri believe that these are also part of 
the basic structure of themselves. Their capital city, 
Zan’zoula, is built around the base of the gargantuan 
World Tree, said to be the birthplace of nature itself. The 
inhabitants of this realm are chiefly the half-human, half-
animal beastkin. 
 
LORE & COSTUME REQUIREMENTS: Page 109 (Lore 
Compendium). 
 

REALM: L’ENAROUSSE 
 
The L’Enarousse hail from the coastal City of Jerrod’s 
Front, located on the southern coast of the Mainland. 
The city is built upon sloping green hills that meander 
towards a naturally formed harbour. With a strong heri-
tage in fishing, and with the largest naval and land-based 
armies in the Mainland, the L’Enarousse is considered 
the most powerful realm in Neothera. Jerrod’s Front is 
also famous for trade, where many routes to the other 
realms pass the city and its central, coastal location in 
the Mainland. L’Enaroussian people are famously head-
strong, and their chivalrous knights and soldiers are pre-
pared to face any opponent head-on with a full suit of 
armour, a sharpened sword or arrows, and quite often a 
large repertoire of spells. 
 
LORE & COSTUME REQUIREMENTS: Page 116 (Lore 
Compendium). 



 11  

NEOTHERA SAGA UK LARP ~ CORE RULES VERSION 3.4 ~ COPYRIGHT 2020 

REALM: SORA’HARUMI 
 
In the centre of the Southern Realms sits a colourful, 
sprawling city divided into three equal districts by rivers 
that meet at its centre. The urka and humans of the City 
of Sora'Harumi integrated well since occupying the lands 
in the Third Age, and they respect and honour each other 
as equals. Outside of the city walls, the Outlander tribes 
can be found, who work tirelessly to provide Sora'Ha-
rumi with food and supplies and defend the city from 
ferocious, feral beasts that roam the lands. The remnants 
of a huge, golden craft rest upon an island at the centre 
of the city. It is here that Olkren’Gorami, the powerful 
yet humble king of Sora’Harumi, leads his people with 
the assistance of elite soldiers and advisors of the Order 
of the Veracious Divine. 
 
LORE & COSTUME REQUIREMENTS: Page 122 (Lore 
Compendium). 
 

REALM: TALANOR 
 
Eric Hemslake, commander of the Mainland City of Ta-
lanor, extended a welcome to the people of the western 
realms of Eùnd Vald as a way to strengthen the city fol-
lowing the burning of the Mainland. The Western Con-
federation formed after peace was brought to the cities 
of Vesthold and Otta in the western realms, and is led by 
King Olaffson, Queen Fraydis Skaldmaer, King Karagal of 
the Sheik’ah dragonkin and Eric Hemslake. Talanor is a 
realm that accepts people of all races and creeds and has 
become a stronghold for westerners seeking to make a 
new start in the Mainland or repay debts of gratitude for 
the help given by mainlanders in their recently resolved 
wars. 
 
LORE & COSTUME REQUIREMENTS: Page 131 (Lore 
Compendium). 

REALM: TERMINARIUM 
 
Once known as Lyshanduir, a planet bathed in light, the 
homeworld of the faeries slowly slipped into darkness 
and became known as Terminarium. The demonic Night-
mares were responsible for spreading the Plague of Un-
death here, and the infected fey became vampyres, suck-
ing the light and life from their living counterparts. War 
raged between the vampyres and the faeries until the 
Fifth Age when the last of the fey escaped Terminarium 
and fled to Neothera. The vampyres that remained 
fought with their blackened hearts until they broke free 
from the power of the Nightmares, and led by the Vam-
pyre King Venstrim, they search for a way to restore the 
light lost in Terminarium and rally to their cause all those 
that share the same goal. 
 
LORE & COSTUME REQUIREMENTS: Page 138 (Lore 
Compendium). 
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CLASSES 
 
After choosing your race and realm you should decide 
which class (or classes) you want to take. Of the six avail-
able classes, you may take a maximum of three. Classes 
give you access to class abilities which will enable your 
character to perform a variety of useful actions. You 
should bear in mind that once you have purchased your 
first ability in a class you cannot change it, nor unlearn 
any abilities you have purchased for that class. Secon-
dary and tertiary classes can be taken at any time and do 
not need to be specified at initial character creation. All 
six class options are available to any race or member of 
any realm. If you become unhappy with a class you have 
chosen you should speak to a member of staff so that we 
can discuss the options open to you. 
 

CRAFTER 
 
Capable of creating a wide variety of useful items, craf-
ters are skilled in alchemy, engineering, weapon and ar-
mour crafting and enchanting. 
  

DEFENDER 
 
Tough warriors that excel in defensive tactics on the bat-
tlefield by shielding themselves or their allies, bulking up 
with strong armour, or preventing their foes from being 
able to attack. 
  

FIGHTER 
 
Skilled at causing heavy damage with ranged or close 
combat weapons. Fighters excel at disabling or bringing 
down their opponents quickly during battles. 
  

MEDIC 
 
Knowledgeable doctors and physicians who use their 
abilities to mend the physical and mental wounds of 
their comrades.  
  

SCOUT 
 
Masters of stealth, disarming and setting traps, picking 
locks, tracking and survival both on and off the battle-
field.   
  

SPELLCASTER 
 
Users of magic who are capable of casting spells to smite 
their foes, shield or heal their allies, or perform powerful 
rituals.  

CHARACTER LIMITS 
 
Each player may have a total of three active characters at 
any one time. Each character has their own unique char-
acter sheet and resources. Players cannot engage in 
trade between their own characters; the intention is to 
allow players to have a variety of characters, not bend 
the game rules by creating some sort of money launder-
ing scheme! Failure to adhere to this can see your char-
acters deducted EXP and/or HRP. 
 

STARTING RESOURCES 
 
Now you have established your race, realm and class(es) 
let’s take a look at fleshing out your character. You will 
begin your adventure with a few starting resources to 
help you along your way. It is assumed that your charac-
ter would have acquired these resources before begin-
ning their adventuring career. These resources are as 
follows: 
 
 Clothes, storage packs, armour and weapons (you 

can wear any armour you own and wield any 
weapons providing you have purchased the rele-
vant armour and weapon abilities) 

 Any other props you feel are relevant to your char-
acter such as a drinking vessel, keep-sakes (if rele-
vant to your backstory) or other any accessories 

 You should supply a suitable, in-character note-
book to keep track of your abilities, spells, crafting 
ideas and any other useful information you dis-
cover at a game 

 15 Experience Points (EXP) to purchase abilities 
that represent skills your character has learned  

 2 Global Hit Points (GHP)  
 10 Life-Force (LF) 
 2 Potions of Healing (each restores 1 lost GHP) 
 2 Potions of Life-Force (each restores 1 lost LF) 
 10 Llandies (in-game currency)  
 If you purchase the Training: Firearm ability you 

start with 15 bullets 
 If you purchase the Training: Ranged - Archery, 

Crossbow or Thrown abilities you may start with as 
many arrows or projectiles as you can physically 
carry 

 A language translator sheet (supplied by game 
staff) should your character acquire a language 
ability 
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EXPERIENCE POINTS (EXP) 
 
Experience Points (EXP) represent the knowledge and 
skill your character has gained throughout their adven-
turing career and are used to purchase abilities that en-
hance your character’s performance. 
 
All characters start with 15 EXP and will gain more by 
participating at events. You may spend them immedi-
ately or accumulate them for later use. Players usually 
earn 4 EXP per day of adventuring, and when an event 
has finished, the staff will add the EXP you accumulated 
to your character sheet. 
 
Players may earn up to a maximum of 200 EXP, upon 
reaching this total your character has reached its full po-
tential. The only way to increase your EXP cap is by ac-
quiring Hero Points (HRP), where 1 HRP increases your 
EXP cap by 3. EXP is not transferable to your other char-
acters and any EXP gained by a character that dies or 
that you retire is lost permanently. 
 

HERO POINTS (HRP) 
 
Hero Points (HRP) are a special form of EXP and may be 
used to do the following: 
 
 Increase your character’s EXP cap beyond 200        

(1 HRP increases your cap by 3 EXP) 
 Converted to EXP (on a 1-for-1 basis) 
 Purchase unique abilities, spells and crafting Ideas 

(6 HRP each) 
 Purchase additional Faith abilities (6 HRP each) 
 Purchase additional Endurance abilities (cost var-

ies)  
  
 HRP are awarded for the following:  
 
 Great role-play at events 
 Playing in the 'spirit of the game' (not using loop-

holes or exploits) 
 Excellent costume and prop standards  
 Booking your player event ticket early (4 HRP) 
 Participating in activities outside of events 
 Recruiting new participants 
 Crewing events (4 HRP earned per day) 
 Assisting the game staff with setting up or packing 

down event sites 
 Promoting the Neothera Saga in some form 
 Helping the staff with behind the scenes work 
 Donating costume, weapons or equipment to the 

system 
 
Unlike EXP, there is no cap for HRP, and they are trans-
ferable between any of the player characters you have 
created. They will also be refunded to you if your charac-
ter dies or is permanently retired. 

GLOBAL HIT POINTS (GHP) 
 
Global Hit Points (GHP) represent the four main locations 
of the body (head, torso, arms and legs) combined as 
one total. If you are not wearing armour (or your armour 
becomes broken) damage dealt to you in combat is de-
ducted from your GHP. Regardless of where on your 
body you are struck, the damage is always deducted 
from this single total. It is good practice to role-play hav-
ing an injured back if you are attacked on that area of 
your body, for example. When you are struck in combat 
(and if you are not wearing armour), you will lose an 
amount of GHP according to the degree of damage that 
your attacker calls.  
 
For example: If you have 3 GHP and you are hit with a 
call of “DOUBLE!” you lose 2 GHP and have 1 GHP re-
maining.  
 
All player characters start with 2 GHP, which may be in-
creased by purchasing abilities or possessing special 
items. 
 

LIFE-FORCE (LF) 
 
Life-Force (LF) represents a character’s willpower, their 
strength of mind, and determination. It acts as a re-
source to cast spells, use abilities and trigger the effects 
of items. All player characters start with 10 LF, and this 
total may be increased by purchasing abilities or owning 
special items. When you want to spend LF to use an abil-
ity, cast a spell or activate an item you must deduct the 
LF cost from your total. You must keep deducting from 
your LF every time you wish to perform an action that 
requires its use. If you reach ZERO LF you become weak, 
feel very sick, are unable to fight or defend yourself, and 
can barely muster the strength to move or talk. It is at 
this point (or ideally earlier) that you will need to find a 
way to replenish your LF, commonly done via the Medi-
tation ability, or consuming potions that restore LF. 
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ARMOUR 
 
Your character can wear armour to increase their 
chances of survival in battle. There are two different 
types of armour (light and heavy) that offer protection 
dependant on the material the armour is constructed 
from. You must purchase the Training: Defence - Light 
Armour or Heavy Armour abilities with EXP to allow your 
character to wear and benefit from the protection ar-
mour provides. 
 

ARMOUR POINTS (AP) 
 
Armour Points (AP) represent the varying degrees of pro-
tection armour offers in combat; the stronger the ar-
mour, the more AP you gain. The following rules apply: 
  
 AP is a pool of universal hits you can take before 

damage starts becoming deducted from your GHP 
 If you wear armour and take hits in combat the 

damage will always be deducted from your AP first 
(unless accompanied by a call of PIERCE, which 
ignores armour) 

 Each time you are successfully struck in combat by 
a weapon or damage-based spell you will lose an 
amount of AP equal to the degree of damage 
called. For example, if you are hit with a call of 
"DOUBLE!" you will lose 2 AP 

 If you take damage that exceeds your AP the re-
mainder is deducted from your GHP. For example, 
if you have 1 AP and are struck with a call of 
"TRIPLE!" you lose 1 AP and 2 GHP 

 If someone strikes you on any armoured body loca-
tions with a call of SHATTER, you will lose all AP 
you currently have 

 If someone strikes you on an armoured body loca-
tion with a call of CRUSH, you will lose all AP you 
currently have in addition to the other effects of 
the call, such as CRUSH breaking a limb or putting 
you in a CRITICAL STATE if you are hit on the head 
or torso 

 Special items, enchantments and spells can boost 
your AP 

 

WEARING ARMOUR 
 
There are four locations of the body that provide bo-
nuses to AP when armour is worn. You must be wearing 
armour on at least 50% of the location for it to provide 
an AP bonus. 
 
 Head or shoulders (shoulders must be covered by 

pauldrons) - (classed as one location) 
 Torso front and back - (classed as one location) 
 Right and left arms - (classed as one location) 
 Right and left legs - (classed as one location) 

LIGHT ARMOUR 
 
Thick woven cloth or furs, toughened leather, wood, 
steampunk gauze, treated bone. Provides 1 AP per loca-
tion it is worn on - up to a total of 4 AP if worn on all four 
locations. 
  

HEAVY ARMOUR 
 
Chainmail, plate, scale armour, stone, ancient relics.  
Provides 2 AP per location it is worn on - up to a total of 
8 AP if worn on all four locations. 
 

ARMOUR COMBINATIONS 
 
You may wear a combination of light and heavy armour 
on any four locations, however, wearing light and heavy 
armour on the same location will not provide any addi-
tional AP bonus. If you do stack armour, the armour that 
provides the most AP to a location takes priority. 
 
For example, if you are wearing leather armour on your 
torso and arms (classed as two separate locations), you 
would get 2 AP given by light armour. You could then 
wear heavy armour on your legs (one location) and head 
(one location) to gain an additional 4 AP. This combina-
tion would give you a total of 6 AP. 
 

ARMOUR PHYS-REPS 
 
Armour must look realistic, and participants will often 
wear real leather, chainmail or plate. We do not allow 
armour to be worn unless it looks authentic, nor do we 
allow participants to wear sports personal protective 
equipment or unpainted/unmodified EVA foam armour 
unless it is heavily modified to fit with the theme of the 
world of Neothera. If you are unsure if the armour you 
own will adhere to our required standard please contact 
the game staff directly via our website. 
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ABILITIES 
 
When you earn EXP you can spend it on abilities to im-
prove your character’s potential both on and off the bat-
tlefield. Some abilities require LF to activate, whereas 
others are passive and offer their benefit all of the time. 
You can purchase any abilities your chosen race/classes 
have access to, although if the ability can be purchased 
more than once (Rank 1, 2, 3 or Tier 1, 2, 3 etc.) then you 
must always buy abilities in ascending rank/tier order. 
 

CHARACTER SHEET 
 
When you have purchased a player ticket to an upcom-
ing event, you will be sent an email confirmation of your 
purchase along with details about the event itself. You 
will also be asked for a Google mail address so that we 
can send you a link to your online character sheet which 
you can access anywhere, anytime, providing you have 
an internet connection. This sheet will allow you to begin 
building your character, and we use Google Sheets to 
store all character information. 
 

TRAINING ABILITIES 
 
Training abilities represent skills that can be learned by 
anyone, regardless of their race or class. These abilities 
cost 2 EXP each to learn, however a handful of them 
(considered to be advanced training) cost HRP to ac-
quire. Training abilities consist of the following catego-
ries: close combat, ranged combat, defence, endurance, 
linguist and survival. See page 37 onward for the full list 
of training abilities.  
 

RACIAL ABILITIES 
 
Each race has a particular set of traits or skills that set 
them apart from each other. You may learn up to 2 racial 
abilities which can be bought for 3 EXP each. See page 39 
onward  for the full list of racial abilities.  

CLASS ABILITIES 
 
Class abilities make up the bulk of a character’s develop-
ment and are split into three tiers to show how difficult 
they would be to master in the game world. EXP costs 
scale according to the tier and whether the ability is for 
your primary, secondary or tertiary class. You are also 
limited to learning a set number of abilities in each tier 
across all three of your classes. The chart below illus-
trates this. Training, racial, faith and unique abilities can 
be accessed by any class and therefore do not have sec-
ondary or tertiary EXP costs. 
 

FAITH ABILITIES 
 
The gods favour those devout to their cause and offer 
boons to the faithful. Faith abilities represent powerful 
displays of devotion to the gods, where higher powers 
can intervene in the mortal world, often in life or death 
situations. These abilities can be purchased to enhance 
your efficiency on and off the battlefield. You may pur-
chase your first two faith abilities for 6 EXP each and any 
further faith abilities must be purchased for 6 HRP each. 
You may have up to a total of seven faith abilities 
(excluding unique abilities). See page 62 for the full list of 
faith abilities. 
 

UNIQUE ABILITIES 
 
You may submit a proposal for an ability that is unique to 
your character and is not listed as an official ability in this 
rule book. Once you have submitted a proposal (via your 
downtime form) the game staff will review it to ensure 
that it fits with the lore according to your character and 
the game world, and also ensure that it will not upset 
any game mechanics, by being too powerful, for exam-
ple. Unique abilities cost 6 HRP to learn once approved 
by the game staff. A single character you play may learn 
a total of 10 uniques. You can learn any combination of 
abilities, spells and ideas. For example, 6 unique abilities, 
1 unique spell and 3 unique ideas. 

 

PRIMARY 

CLASS 

 

SECONDARY 

CLASS 

TERTIARY 

CLASS 

MAX ABILITIES 

ABLE TO 

LEARN PER 

TIER 

 

TIER ONE 4 6 10 10 

TIER TWO 7 9 13 8 

TIER THREE 10 12 16 6 

CLASS ABILITY EXP COST ACCORDING TO TIERS 
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SYSTEM CALLS 
 
Calls are used in the Neothera Saga to instruct partici-
pants how to react to an ability being used, spell being 
cast or other situation that cannot easily be physically 
represented in any other way. Abilities or spells that al-
low you to CALL an instruction are often classed as ef-
fects. The call should be announced loudly and clearly for 
the participant/s to react accordingly. It is not essential 
to commit all of the following calls to memory because 
staff and other participants are happy to instruct you at 
an event, however, we recommend having a basic under-
standing of any calls your character can make as a result 
of an ability etc. that you have acquired.  
 

AGONY 
DURATION: 30 Seconds 
EFFECT: The target's entire body is crippled with excruci-
ating pain from head to toe, and they may do nothing 
except endure the torture and cry out in pain. This effect 
also causes you to drop whatever you are holding in both 
of your hands. This call can also be accompanied by addi-
tional damage modifiers, such as "TRIPLE AGONY!" 
 

BLINDNESS 
DURATION: 30 Seconds 
EFFECT: The target's visual senses become disrupted in 
some manner. While afflicted the target cannot fight or 
move with any speed but may attempt to defend against 
attacks to some degree. This call may also be accompa-
nied by additional damage modifiers, such as "TRIPLE 
BLINDNESS!" 
 

CONFUSION 
DURATION: 30 Seconds 
EFFECT: The target becomes CONFUSED and is unable to 
think, speak or act rationally. This effect should be role-
played accordingly. Taking damage to your GHP, AP or LF 
will remove this effect. This call may also be accompa-
nied by additional damage modifiers, such as "TRIPLE 
CONFUSION!" 
 

CRUSH 
If the torso or head of the target is struck with a blow 
calling CRUSH they fall into a CRITICAL STATE. Any ar-
moured location struck with CRUSH sees the target lose 
all AP. Any weapons or items hit with CRUSH are subject 
to an IRRESISTIBLE SHATTER effect. Limbs or extremities 
hit with CRUSH become broken and useless until 
mended with an appropriate spell, item or ability. If a 
limb is struck with a call of CRUSH, the effect of a broken 
bone should be role-played accordingly. Calls of CRUSH 
can NEVER be combined with calls of MASS. If more than 
one limb or extremity is subject to the CRUSH effect, 
each location will need to be healed separately via the 
appropriate means. 

DAMAGE CALLS: 

(NUMERICAL) 
SINGLE: ONE point of damage is dealt to the target/s.  
DOUBLE: TWO points of damage are dealt to the target/s.  
TRIPLE: THREE points of damage are dealt to the target/s.  
QUAD: FOUR points of damage are dealt to the target/s.  
QUIN: FIVE points of damage are dealt to the target/s.  
 

DESTROY 
The item or target crumbles to dust and is DESTROYED 
beyond repair or resurrection. If this call hits a target’s 
torso or head they are killed instantly. Calls of DESTROY 
can be resisted unless accompanied by a call of  IRRE-
SISTIBLE. If an arm, leg or extremity is struck with this 
effect, the only way to recover it is to have a Spellcaster 
use the REGROWTH spell to regrow it. 
 

DISARM 
Causes the target to DROP any weapon, item or shield 
they are currently holding. You may inform the target of 
which item (if they are holding one in each hand) you 
wish them to DROP. When combined with a call of MASS 
this effect causes all targets to DROP everything they are 
currently holding in their hands. Once DROPPED, the 
item/s may not be picked up for THREE SECONDS. This 
call may also be accompanied by additional damage 
modifiers, such as "TRIPLE DISARM!" 
 

DISEASE 
DURATION: Until cured / Death 
EFFECT: The target loses 1 LF every 30 SECONDS and 
must role-play the negative effects and sickness of the 
disease that is slowly destroying their body. When a tar-
get reaches ZERO LF it will begin to lose 1 GHP every 30 
SECONDS which ignores AP. A target may fall into a 
CRITICAL STATE in this way, and when it does the DIS-
EASE will nullify any healing it receives until it is fully 
cured. Prolonged contact with others may cause the DIS-
EASE to spread. A referee will notify you if you have con-
tracted a DISEASE from another infected person. Some 
DISEASES have different effects; if this is the case a refe-
ree will inform you. This call may also be accompanied by 
additional damage modifiers, such as "TRIPLE DISEASE!" 
 

[ELEMENT TYPE] 
AIR, ARCANE, DARK, DEMONIC, DIVINE, EARTH, FEL, 
FIRE, ICE, LIGHT, LIGHTNING, NATURE, WATER 
Deals elemental damage to an opponent derived from 
one of the 13 elements. Certain targets may be strong or 
weak to damage suffered from elements. You can also 
combine an [ELEMENT TYPE] call with any other damage 
associated with the attack, for example, “DOUBLE 
EARTH!” 
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EUPHORIA 
DURATION: 3 Minutes 
EFFECT: The target is overwhelmed with a feeling of in-
tense excitement and happiness. These effects should be 
role-played accordingly. Dynamics-wise, succumbing to 
EUPHORIA does not hamper your use of abilities, spells 
or idea crafting. 
 

FEAR 
DURATION: 30 Seconds  
EFFECT: While afflicted the target becomes too scared to 
do anything except run away or hide. A target cannot 
attack or defend itself when under the effects of FEAR. 
This should be role-played accordingly.  
 

GLAMOUR 
DURATION: 3 Minutes 
EFFECT: While afflicted the target must follow your next 
seven-word direct-order unless that order would directly 
result in them inflicting harm upon themselves, or suc-
cumbing to harm through other obvious means (such as 
ordering to partake in combat). GLAMOUR fades once 
the target has fulfilled the direct order, or after THREE 
MINUTES if they are unable to complete the task. 
 

HEAL (X) 
When a target is subject to this effect, they HEAL (X) lost 
GHP where X is equal to the amount stated on the abil-
ity, spell or item description. A target can never be 
healed above their maximum GHP amount. 
 

INFECTION 
DURATION: Until Death or Cured 
Becoming INFECTED means that upon dying a target 
might rise as a mindless undead creature who is intent 
on feasting upon the flesh of the living. An undead crea-
ture must physically grasp you with one or two hands for 
THREE SECONDS before they can bite you and make this 
call. You MUST inform a game referee as soon as you 
become INFECTED. This call may also be accompanied by 
additional damage modifiers, such as "TRIPLE INFEC-
TION!" See page 52 onward of the Lore Compendium for 
more information about the infection and the Plague of 
Undeath. 
 

IRRESISTIBLE 
Any call that follows IRRESISTIBLE cannot be negated by 
any means. Abilities, spells and effects that are IRRESISTI-
BLE cannot be dispelled or removed by any means once 
triggered. Some extremely powerful NPC’s or monsters 
may be IMMUNE to this effect. If in any doubt speak to a 
game referee.  

LIFE-FORCE 
This type of damage reduces a targets LF rather than 
their GHP or AP. A call of LIFE-FORCE ignores armour 
(without reducing AP) and can also accompany other 
damage calls associated with an attack, for example, 
“TRIPLE LIFE-FORCE!”  
 

MASS 
A call of MASS has three potential meanings. If you have 
a spell, ability or item that allows you to call MASS, you 
may direct it as follows to determine who is targeted: 
  
 Any call that follows MASS means that the spell, 

ability or effect will affect EVERYONE (friend or 
foe) in earshot 

 Any call that follows PLAYERS MASS means that 
the spell, ability or effect will affect all PLAYERS/
ALLIES in earshot 

 Any call that follows CREW/MONSTERS MASS 
means that the spell, ability or effect will affect all 
ENEMIES in earshot 

 

NULL 
When a target is hit by this effect and is under the influ-
ence of a WARD spell, it loses the benefit of ALL wards.  
  

PARRY 
A source of non-magical damage (numerical) directed 
against the target is deflected through sheer luck or skill 
and is completely negated. 
 

PIERCE (PIERCING) 
A call that includes PIERCE (sometimes called PIERCING) 
completely ignores a targets AP and deals damage di-
rectly to their GHP. PIERCE does not cause the armour of 
a target to break, nor does it cause the target to lose AP 
when struck. 
 

POISON 
DURATION: Until cured / Death 
EFFECT: While afflicted, the target loses 1 GHP every 30 
SECONDS and must role-play the negative effects of suc-
cumbing to the POISON that is slowly destroying their 
body. A target may fall into a CRITICAL STATE in this way, 
and when it does the POISON will nullify any healing until 
it is fully cured. This call may also be accompanied by 
additional damage modifiers, such as "TRIPLE POISON!" 
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REFLECT 
The spell, attack, effect or other action is REFLECTED at 
the instigator, or in some cases another nearby target. 
Some abilities, spells or items only allow attacks that 
cause physical damage to be REFLECTED whereas others 
may reflect only spells. You cannot REFLECT calls of IRRE-
SISTIBLE or MASS. Calls of REFLECT cannot be reflected 
themselves. 
 

REPEL 
The target is forced away and must move at least 10 
PACES away from the source of the call. 
 

RESIST 
A call of RESIST is used when a target is IMMUNE to the 
spell, effect or damage directed against them.  
  

SAFETY 
See page 24. 
 

SEVER 
If a limb or extremity is struck with a call of SEVER, it is 
cut from the targets body. Being hit on the torso or head 
will see the target fall into a CRITICAL STATE. If more 
than one bodily location is subject to the SEVER effect, 
each location will need to be healed separately via the 
appropriate means. 
 

SHATTER 
Calls of SHATTER are effective against weapons, armour, 
devices, firearms and other such items, and means that 
broken items cannot be used until they are mended with 
an appropriate spell or ability. A target struck on one of 
the four body locations with a call of SHATTER will lose 
all AP they currently have. This call will NOT break limbs. 
Any un-armoured part of the body struck with this call 
sees you take a single point of damage unless accompa-
nied by a damage modifier such as "DOUBLE!" for exam-
ple. 
 

SILENCE 
DURATION: 30 Seconds  
EFFECT: A blow to the throat or an attack that knocks the 
wind out of you prevents you from communicating ver-
bally or casting spells for 30 SECONDS. This call may also 
be accompanied by additional damage modifiers, such as 
"TRIPLE SILENCE!" 
 

SLEEP 
DURATION: Until woken or 3 minutes 
EFFECT: The target falls into a deep, unnatural slumber 
and is incapacitated until it wakes up. SLEEP can be bro-
ken by vigorously shaking the target for FIVE SECONDS, 
or if the target suffers any damage to their GHP or LF. 
Falling into a CRITICAL STATE will also rouse a target. 

This call may also be accompanied by additional damage 
modifiers, such as "TRIPLE SLEEP!" If this occurs, the 
damage inflicted to the GHP or AP is always taken BE-
FORE the SLEEP effect. 
 

SORROW 
DURATION: 3 Minutes 
EFFECT: The target is overwhelmed with a feeling of 
deep distress, sadness and depression. These effects 
should be role-played accordingly. Dynamics-wise, suc-
cumbing to SORROW does not hamper your use of abili-
ties, spells or idea crafting. 
 

STASIS 
DURATION: 3 Minutes 
EFFECT: The target becomes frozen in time. As far as the 
target is concerned, nothing has happened when they 
emerge from stasis. While frozen, they cannot sustain 
damage of any type or be the subject of any spells, abili-
ties or effects unless IRRESISTIBLE (in which case the 
STASIS effect is immediately broken). STASIS can, how-
ever, be dispelled from the target if the caster chooses to 
end the effect, or via the NULL effect. All counts the tar-
get was making (CRITICAL STATE, MORIBUND, POISON 
etc.) before becoming placed into STASIS, are paused 
until this effect ends. 
 

STRIKE DOWN 
The target is forcibly knocked to the ground and should 
role-play being flung to the floor in a suitable fashion. 
This call may also be accompanied by additional damage 
modifiers, such as "TRIPLE STRIKE DOWN!" 
 

STUN 
DURATION: 30 Seconds 
EFFECT: A shock or trauma to the head causes the target 
to become STUNNED. STUNNED targets may only hold 
their head and stagger about until the effects wear off or 
are removed. They must DROP any items they are carry-
ing and cannot fight or defend themselves in any fashion. 
This call may also be accompanied by additional damage 
modifiers, such as "TRIPLE STUN!" 
 

TAUNT 
DURATION: 30 Seconds 
EFFECT: You make a particularly distasteful comment to 
your foe. Do they recognise you as someone involved in 
the murder of a family member, or maybe a spell has 
raised their temper? Whatever the reason, the target 
becomes unreasonably hostile and must immediately 
attack the individual that TAUNTED them. When con-
fronted by multiple foes, a target that is under the ef-
fects of TAUNT may attempt to block or parry their 
blows, however, the full force of the attack should be 
focused on the person that TAUNTED them. Calls of 
TAUNT cannot be REFLECTED.  
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TIME FAFF 
Play is temporarily paused due to out of character rea-
sons, perhaps to allow members of the public to pass by. 
Be aware of your surroundings and stop what you are 
doing. Remain still and quiet until it is safe to continue 
playing, as advised by a referee. 
 

TIME FREEZE 
Stop what you are doing immediately. Remain still. Close 
your eyes and hum a tune to block out the noise around 
you. This call is often used to allow game staff to pause 
play and move to another location nearby, or setup 
props or scenery that appear as if by magic! 
 

TIME IN 
The game has begun! You should start acting as your 
character. 
 

TIME OUT 
The game has ended! You should stop acting as your 
character. 
 

TRUE SIGHT 
This call allows an individual to see hidden targets in the 
Realm of Shadows (RoS), even if they are not in the RoS 
themselves. If you are not in the RoS but have an ability, 
spell or item that allows you to see hidden targets, you 
should make it clear that you can see them by pointing 
and calling "TRUE SIGHT!" at them. If you are in the RoS 
and this call is used on you, you become aware that the 
person can see you. See page 34 for more information 
on the Realm of Shadows. 

TRUTHSEEKER 
This call should be used with the appropriate ability, item 
or spell to discern if someone is lying to you. TRUTH-
SEEKER only works on someone who knows that they are 
lying; it will not work on someone who genuinely be-
lieves that they are telling the TRUTH. You should call 
"TRUTHSEEKER!" when you or an ally asks a target a 
question. 
 

WARD 
DURATION: Encounter / Specific WARD conditions met / 
Removed by NULL 
EFFECT: A WARD is a spell that is usually cast from the 
defensive school of magic that benefits a target in some 
way. A player may have multiple WARDS active on them 
at any time. WARDS last for the duration of an encounter 
or until the conditions of the WARD are met (as stated in 
the description of the WARD itself), or until removed by 
the NULL effect. For example, the STAND FAST WARD, 
while active, allows you to call RESIST against any calls of 
STRIKE DOWN or REPEL made against you for the dura-
tion of an encounter. The WARD vanishes (loses its 
power) at the end of the encounter, or is removed if you 
are the target of the NULL effect. In the case of WARDS 
that increase GHP, LF or AP, the WARD vanishes (loses its 
power) as soon as the additional GHP, LF or AP have 
been depleted through taking damage in combat or cast-
ing spells. When casting a WARD on a target, you should 
call the WARD name as stated in this book, and describe 
the effect the WARD bestows. See page 63 onward for 
WARDS. 
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TERMINOLOGY 
 
The following is a list of common phrases that do not 
directly affect a player character or NPC as a system call 
would. You will often hear them used when an event is 
not in progress, or as a means to explain a game rule or 
occurrence in an out of character (OOC) manner to a par-
ticipant. 
 

CHARGE (CHARGED) 
You may cast a spell as per the normal rules for spell 
casting but save it for later use. This is particularly useful 
for instantly releasing spells and not having to count the 
cast time in a dangerous situation. See page 26. 
 

CRITICAL STATE (CRITICAL) 
See page 22. 
 

DOWNTIME (DT) 
The time spent between events where your character is 
travelling or has settled at a specific location, perhaps to 
collect supplies, learn local or world news or acquire 
quests. See page 34 for more details. 
 

EARSHOT 
Used as a measure of distance. Spells, abilities and ef-
fects with a range of earshot (including MASS) affect tar-
gets that hear the call clearly. It is acceptable to raise or 
lower the volume of your voice to indicate the range of 
the effect accordingly. Perhaps you only want a MASS 
spell to target a small group of allies directly by your 
side? You should, therefore, call the effect quietly 
enough so that only your allies can hear you. 
 

EFFECT 
Effects are often the result of the use of an ability, item 
or spell. An effect will usually last for at least 30 SEC-
ONDS, THREE MINUTES, or until it is cancelled by the 
caster or another spell or ability. 
  

ENCOUNTER 
An encounter is approximately 30 to 60 MINUTES in real-
time, usually beginning when you are confronted with 
enemies, but sometimes allies, a creature or puzzle. An 
encounter usually ends when a puzzle has been solved, 
hostiles have been slain, fled and/or captured, but can 
sometimes require extra effort or a particular occurrence 
such as a plot-specific item being found or used. If you 
are unsure, always speak to a referee. 

HAND GESTURE:  

CLENCHED FIST 
A participant raising a clenched fist in the air means that 
they are not currently taking part in any in-game activi-
ties. You should ignore them and not interact with them 
as if they were present in the game world. This gesture is 
often used by crew members or game referees who are 
monitoring in-game situations. The gesture CANNOT be 
used by players to escape in-game occurrences unless 
they have an appropriate ability to allow them to do so. 
 

HAND GESTURE: L-SHAPE 
A participant with their thumb and index finger raised in 
the air (making an L-shape) is currently speaking in a lan-
guage other than the common tongue. It is perfectly ac-
ceptable to combine this hand gesture with another ges-
ture on your other hand. 
 

HAND GESTURE:  

THREE FINGERS 
A participant with three fingers raised in the air has 
adopted a disguise of some sort. Upon disguising your-
self, the following rules apply: 
  
 You may only disguise yourself as a specific person, 

or member of a race, realm or faction that you 
have met before in the game world. For example, 
you may not disguise yourself as an elf of the He-
madri if you have never met an elf of the Hemadri 
in person! 

 When spotted by others, you should inform them 
(OOC) of the guise you have adopted, for example, 
“ELF OF THE HEMADRI!” 

 While your disguise may fool people visually, your 
non-verbal actions and mannerisms may not. Simi-
larly, the language you speak may give you away 

 Your disguise will remain in place until you stop 
this hand gesture or you fall into a CRITICAL STATE 
or MORIBUND, at which point you are no longer 
able to maintain your disguise 

 Be aware that some clever enemies will not be 
fooled by disguises. If you have good reason to be-
lieve that someone is fooling you with a disguise 
you should speak to a game referee immediately 
who will resolve the situation 

 It is perfectly acceptable to combine this hand ges-
ture with another gesture on your other hand 

 

HAND GESTURE:  

TWO FINGERS 
A participant with two fingers raised in the air is hidden 
in the Realm of Shadows. It is perfectly acceptable to 
combine this hand gesture with another gesture on your 
other hand. For more details on the Realm of Shadows, 
see page 34. 
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HOSTILE 
A spell or attack is to be considered HOSTILE if it would 
result in damage to a target’s AP, LF or GHP, their equip-
ment becoming broken, or a status effect being applied 
to them against their will or without their permission. 
 

IDEA 
The term used for instructions that allow a crafter to cre-
ate items using raw materials. 
 

IMMOBILE 
See page 23. 
 

IN-CHARACTER (IC) 
Events that have, are currently, or could happen in the 
game world according to a denizen of Neothera. 
 

INDEFINITE 
The spell, ability or effect lasts until ended by the caster 
or another spell, ability or effect is capable of ending it. 
 

INSTANT 
The spell or effect manifests immediately, though its ef-
fects may be permanent. Damage is permanent until 
cured. 
 

MORIBUND 
See page 22. 

NPC 
Short for a non-player character. NPCs serve several pur-
poses in LARP, including plot devices that can be used to 
advance the storyline, monsters or villains that the play-
ers encounter or fight. NPCs are usually played by staff 
members, referees and crew at events. 
 

OUT OF CHARACTER (OOC) 
Things that are happening outside of the game world. 

 

PASSIVE 
The spell, ability or effect remains permanently active, 
sometimes without having to spend in-game resources 
(such as LF) to trigger it. 
 

PHYS-REP/S 
Short for Physical Representation/s. This usually includes 
costume, armour, weapons, props or other items used to 
represent items in the game world. 
 

SELF 
The spell, ability or effect only works on the caster/user. 
 

TOUCH 
The spell, ability or effect becomes activated upon physi-
cally touching a target. 
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COMBAT 
 
Combat at Neothera Saga events should be physically 
acted out by all participants. Specialist, foam weapons 
are used to simulate melee, and spells and other unique 
actions are performed by calls (see page 16 onward). We 
prefer dramatic fighting styles and big reactions to being 
hit - Remember, being clobbered with a sword or blasted 
with magic hurts and you should role-play this accord-
ingly!  
 

DEALING DAMAGE 
 
Damage calls are used to represent the physical damage 
inflicted by a weapon, spell, ability or effect. The more 
physical strength a person has, the more powerful their 
weapon blows will be. Similarly, a more competent spell-
caster will inflict more damage with their spells. When 
you strike a foe, you need to call the degree of damage 
you are inflicting to let the target know how many AP or 
GHP they lose from the force of the blow. For ease of 
play, calls of SINGLE are not needed when striking with 
melee weapons as each hit will cause only one point of 
damage. It is important to remember that blows with 
close combat weapons may only be landed once per sec-
ond - No drum rolling, please! 
 

BLOCKING, PARRYING & 

SHIELDS 
 
Participants are encouraged to role-play the physical na-
ture of combat, swinging weapons to attack or defend 
yourself, raising shields and deflecting blows. These 
methods provide players with a way of protecting them-
selves. The following rules apply: 
  
 Those who use shields will find themselves more 

protected than just GHP and AP 
 Shields will negate damage from a close combat 

weapon, arrow, bolt or foam dart-firing gun pro-
viding the weapon or projectile strikes the shield 

 When equipped with a shield, you may call RESIST 
against shots fired at you from a cap-firing gun 
providing you are clearly capable of making direct 
eye contact with the person that fired the shot 

 Shields do not protect against offensive magic that 
would reduce your AP or GHP unless you have an 
ability or item (such as an enchanted shield) that 
allows you to negate or reflect the damage 

 A blow that strikes your shield, weapon or other 
external parts of your equipment (your polearm 
haft, axe head etc.) does not count as a “hit” 
unless accompanied by an effect call. You will not 
take the damage, but you will take any effect 
called, for example, if you are attacked by an axe-
wielding foe, who strikes out with a call of “TRIPLE 
AGONY”, and the blow strikes your own weapon or 
shield, then you do not take the 3 points of dam-
age but will succumb to the AGONY effect 

 

CRITICAL STATE 
 
If you sustain damage that takes you to ZERO GHP, you 
become badly injured, must drop to the ground and are 
no longer able to fight, consume potions, use items, de-
fend yourself, cast spells or use abilities (unless an ability 
or item instructs you otherwise). You may yell, groan in 
pain or call for aid, however, a coherent conversation is 
now beyond you. You are in a CRITICAL STATE (CRITICAL) 
and must begin a THREE MINUTE countdown which con-
tinues until you are healed to at least 1 GHP... 
 

MORIBUND 
 
If you complete your THREE MINUTE countdown while in 
a CRITICAL STATE you become MORIBUND, are close to 
death and must begin a new THREE MINUTE countdown. 
If you finish your THREE MINUTE MORIBUND count your 
character is dead. While MORIBUND, you should remain 
laying on the ground, you fall unconscious and may not 
interact with anyone. To recover from becoming MORI-
BUND you will need a comrade to perform advanced 
healing on you, such as the Life-Saving Surgery ability or 
the Resurrection spell (MORIBUND cannot be removed 
with simple GHP restoration). This will cause you to re-
gain consciousness but you must spend 60 SECONDS 
resting before you can perform any strenuous activities, 
such as casting spells or using abilities. 
 

RECOVERING LOST GHP & LF 
 
Those who take the Medic or Spellcaster classes can re-
store GHP through physical healing and the use of magic. 
A Spellcaster is quicker at healing GHP than a Medic. The 
LF cost to cast spells that heal a target quickly is greater 
than using physical healing, which is slower, but costs 
less LF. LF should always be used sparingly because run-
ning out of LF could mean the difference between life 
and death. Several abilities allow you to recover LF, with 
the most common being the Meditation ability. It is also 
possible to regain GHP and LF by consuming potions and 
through the use of other items and abilities. After a good 
rest (at least 6 hours sleep (OOC)) you recover all of your 
lost GHP and LF. 
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RANGED, PROJECTILE & 

THROWN WEAPONS  
 
If your character purchases the Training: Ranged - Fire-
arms ability, they start their adventure with 15 bullets 
and may gain more by acquiring them from a crafter or 
trader. You can fire shots as quickly and frequently as 
you like, however, once a round is fired, it is destroyed 
and cannot be reused or salvaged. Crossbow bolts, ar-
rows and thrown weapons are not destroyed after being 
fired, and you may collect them to be reused. To obtain 
more bullets, you can purchase or trade with someone, 
or create your own if you are a crafter.  
 
Standard bolts, darts, arrows and thrown weapons cause 
ONE point of physical damage to your target. A crafter 
can create more advanced projectiles that cause other 
effects when striking an enemy. Some abilities offer a 
damage modifier or effect bonus. 
 
We allow the use of cap-firing and foam-dart guns in the 
system. If you are using a foam-dart gun, it must be 
painted for realism, ideally in a steampunk style. You are 
also responsible for collecting any foam darts you fire. 
We allow the use of blank-firing guns, but these must be 
approved for use by the system staff before you can use 
them during an event. 
 
The weight for bows must be less than 30lbs at a 28" 
draw. Draw weight for crossbows is limited to 30lbs. Ar-
rows and bolts must be specifically designed for use in 
LARP. We DO NOT allow the use of round or golf ball 
head arrows at our games. Thrown weapons will also 
need to be LARP-safe and specifically-designed for being 
thrown. 
 
Ranged weapons should NEVER be fired at point-blank. 
Instead, you should role-play aiming the ranged weapon 
at a target that is close to you and call the damage the 
shot would have otherwise caused if striking your foe at 
range. 

IMMOBILE 
 
A target that is subject to any of the effects listed below 
is unable to move from the ground they lay upon, or the 
spot they stand in and must be physically lifted and 
moved to another location by one or more participants 
to avoid danger: 
 
Critical State, Moribund, Sleep, Stasis, Sever and Crush (if 
both legs are subject to one or both of these effects), Ag-
ony, and any additional unlisted effects that result in a 
loss of movement as directed by a game referee. 
 
For example, it is not acceptable for two other partici-
pants to role-play lifting you from the ground as if carry-
ing you, and all three of you walk to the location your 
escorts are taking you to. Other participants should 
physically be able to lift you to another location, and if 
that is not possible, you must remain where you lay or 
stand. The only exception to this rule is if the position 
you occupy would put yourself or others in real danger, 
for example, you are about to be trampled by other par-
ticipants moving in your direction that are involved in 
combat. If you feel it is not safe to remain where you are 
whilst immobile, you are allowed to move yourself to a 
safer spot nearby. However, once there, you should con-
tinue to role-play the effect/s your character is suffering 
from. 
 
That said, some abilities may be used to allow you to 
‘pick-up and walk’ another participant to a different loca-
tion. A participant with the STRENGTH ability may spend 
1 LF to activate the ability and role-play carrying you to 
another location. In this instance, you may both walk to 
the desired location, yet make it clear (through role-play) 
that you are being carried. The BATTLE RAGE ability will 
also allow you to be carried, and the person using this 
ability may carry as many immobile people they like to 
the desired location for the duration of the encounter.  
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TERMINATION 
 
Anyone may attempt to finish off and kill a wounded or 
incapacitated target as follows: 
  
 Terminating a target causes them to become 

MORIBUND 
 The target must already be in a CRITICAL STATE 
 You must be able to deliver at least one point of 

damage to the target 
 After delivering damage to the target, its CRITICAL 

STATE count is immediately reduced to ZERO, and 
it becomes MORIBUND 

 It is not possible to outright kill a target in this way 
(unless via SEVER or CRUSH delivered directly to 
the head, or DESTROY delivered to the torso or 
head), regardless of the damage dealt, a target 
will always fall to MORIBUND 

 If you succumb to an effect or take damage IC that 
means you must drop to the floor, only do so if it is 
safe. It is acceptable to stagger away from a fight 
or unstable ground if dropping to the floor at your 
current location would see you sustain a real injury 

 Never assume someone is comfortable with grap-
pling. If you wish to grapple, then ask your oppo-
nent first - Participants grapple at their own risk! 

 Never fight near sources of open flame such as fire 
pits or cooking areas 

 Always be aware of your surroundings 
 Real weapons, re-enactment weapons and any 

sort of non-replica firearms are strictly forbidden 
at our games 

 Fireworks or pyrotechnics of any kind may only be 
brought to an event with the prior permission of 
the game staff 

 A call of SAFETY should be announced loudly and 
clearly when a participant has sustained a genuine 
injury, or you see a situation arise that could result 
in someone getting injured. If you hear this call 
STOP what you are doing and remain still until the 
game staff have resolved the issue. You will be in-
formed when it is safe to continue playing 

 While we allow the consumption of alcohol at our 
events, we do not allow participants that have 
been drinking to take part in combat under 
any circumstance 

 Speak to a game referee if you are concerned 
about any aspect of health and safety at our 
games 

SAFETY 
 
While we encourage our participants to put their all into 
battles, we ask that you do so in a safe manner. We will 
always brief participants on safety before an event 
starts. Here are a few pointers to remember:  
 
 All weapons will be checked for safety before an 

event begins 
 Pull your blows! Not only will you hurt the person 

you are attacking, but you could also damage the 
weapon itself 

 Never strike another player in the head, neck or 
groin 

 Never bash or barge people with shields; this can 
cause significant injuries 

 Do not throw weapons or objects that are not de-
signed to be used as a thrown weapon 

 Never grab your opponents weapon 
 



 25  

NEOTHERA SAGA UK LARP ~ CORE RULES VERSION 3.4 ~ COPYRIGHT 2020 

SPELL CASTING 
 
Magic is an ancient and powerful force that binds to-
gether the very fabric of Neothera. There are three main 
types of known magic in the world, with spells falling into 
the following schools: Offensive, Defensive and Healing. 
Only those who choose Spellcaster as one of their three 
classes are capable of casting spells, and a Magic: Rank 1 
ability will need to be purchased with EXP for you to be-
gin learning spells.  
 

LEARNING SPELLS 
 
Whenever you gain a magic ability, you also gain two 
spells of the type and rank given by the ability name. For 
example, when you take the Magic: Healing (Rank 1) abil-
ity, you learn two rank 1 healing spells. Some spells re-
quire careful study to master, so a prerequisite (as listed 
on the spell description) must be met to purchase a 
more powerful version of the spell. For example, you 
must know the Arcane Blast spell before you can learn 
the Arcane Jolt spell. Spells may also be purchased be-
tween events during downtime. It is assumed that you 
have travelled to a location where a competent teacher 
has passed on their wisdom for a fee. The cost of learn-
ing new spells in downtime is as follows: 
 
 RANK 1: 10 Llandies 
 RANK 2: 20 Llandies 
 RANK 3: 30 Llandies  
 

UNIQUE SPELLS 
 
You may submit a proposal for a spell that is unique to 
your character i.e. not listed as an official spell in this 
rule book. Once you have submitted a proposal (by not-
ing this on the relevant section of your downtime form) 
the game staff will review it to ensure that it fits with the 
lore regarding your character and the game world, and 
also ensure that it will not upset any game mechanics by 
being too powerful, for example. Unique spells cost 6 
HRP to learn once approved by the game staff. A single 
character you play may learn a total of 10 uniques. You 
can learn any combination of abilities, spells and ideas. 
For example, 6 unique abilities, 1 unique spell and 3 
unique ideas.  

CASTING SPELLS 
 
When you have an ability that lets you cast spells, it 
takes a certain amount of LF and time to cast based on 
the spell rank: 
 
 All rank 1 spells cost 1 LF and take 10 SECONDS to 

cast 
 All rank 2 spells cost 2 LF and take 20 SECONDS to 

cast 
 All rank 3 spells cost 3 LF and take 30 SECONDS to 

cast 
  
When you are casting a spell, you must loudly and clearly 
call its name or ideally the resulting effect. You should 
also point at your target and state their name (if you 
know it) so they know how to react. For spells that are 
not cast instantly, you must loudly recite some sort of 
passage to show that you are charging the energy 
needed to release the spell. For example, “I call upon the 
flows of magic to grant me power! I cast ARCANE JOLT 
upon you!” 
 
All spells require the caster to be still while making the 
relevant count to complete a cast. Walking more than 1 
metre, running, attacking, using other abilities, drinking 
potions, or performing any other actions that are not 
dedicated to casting the spell will immediately cancel the 
spell from being cast and reset your cast timer. If you are 
interrupted, struck with a weapon, projectile or spell 
(even if you can resist the attack) or you interrupt the 
spell casting as mentioned previously, the LF required to 
cast the spell is still spent. Specific note should be paid to 
the casting of spells, ensure your count is correct and 
steady.  
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CHARGED SPELLS 
 
Some spells have CHARGED listed in the duration. These 
spells can be held until one of the following conditions is 
met: 
 
 The caster uses the effect of the spell 
 The trigger condition of the spell is met 
 The caster falls to CRITICAL or MORIBUND, dis-

charging the spell 
 The listed duration is reached, discharging the spell 
 The caster casts another spell (even the same one), 

discharging the spell 
 The caster chooses to discharge the spell before it 

is used 
 The caster enters the Realm of Shadows. Similarly, 

spells cannot be charged in the Realm of Shadows 
 
When a spell is discharged it is automatically dispelled, 
ending it immediately with no effect taking place. Most 
TOUCH spells and spells with a duration of ENCOUNTER 
are considered charged (see spell descriptions starting 
on page 63 for more details). For example, the spell 
MIND FOG is cast, allowing the caster to call CONFUSION 
against the next target they touch. So long as the Spell-
caster doesn’t touch a different target, fall CRITICAL or 
MORIBUND, cast another spell, enter the Realm of Shad-
ows or voluntarily discharge the spell, then this effect 
will remain charged for the duration, ready to use. It 
should be noted that the SILENCE effect does NOT cancel 
an already charged spell! 

RITUALS 
 
After purchasing the Ritualism (Rank 1) ability, you may 
start performing rituals. Rituals often require the use of 
certain items to power them and are sometimes per-
formed within a circle of flour or salt. It is possible to dis-
cover rituals that are used by the inhabitants of the 
world during events, alternatively, you can devise your 
own. Rituals can fulfil many purposes as follows:  
  
 Ask any divine, demonic or ethereal beings for as-

sistance in a matter of your choosing 
 Attempt to raise the dead from their final resting 

place, or even summon spirits to converse with 
 Conduct your ritual with purpose and professional-

ism, for a badly performed ritual, can result in dire 
consequences for all involved! 

 You may lead one ritual per day (two if you pur-
chase the Ritualism (Rank 2) ability, however, you 
may participate in as many rituals as you like that 
are led by others 

 All rituals are complex, often requiring the con-
sumption and destruction of Element Stones and 
other materials (item cards) to perform 

 All item cards used in a ritual (unless informed oth-
erwise by a referee) are sapped of power and con-
sidered to be DESTROYED when a ritual is com-
pleted 

 Always perform a ritual in the presence of a game 
referee 
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CRAFTING 
 
Creativity spills from the overflowing cup that is the mind 
of a crafter, combining physical and magical materials to 
create ingenious weapons, armour, potions, devices and 
other fantastical items. A crafter who is passionate about 
their trade will strive to raise their skill so that they may 
produce items that can turn the tide of a battle, or per-
haps propel a realm to new technological heights. A 
crafter is never short of work, Llandies or allies! There 
are three main types of crafting in the world, falling into 
the following Trades: Alchemy, Armoury and Magic. Only 
those who choose Crafter as one of their three classes 
can work a trade, and a Crafting (Rank 1) ability will need 
to be purchased with EXP to start learning ideas. 
 

CRAFTING AN ITEM 
 
Each crafting ability has a specific group of ideas associ-
ated with it as follows: 
 
 ALCHEMY Ideas are called RECIPES 
 ARMOURY Ideas are called PLANS 
 ENCHANTING Ideas are called FORMULAS 
 
When you have an ability that lets you craft, it takes a 
certain amount of time to produce an item based on the 
rank of the crafting idea: 
 
 All RANK 1 Ideas take 10 MINUTES to craft 
 All RANK 2 Ideas take 20 MINUTES to craft 
 All RANK 3 Ideas take 30 MINUTES to craft 
  
In addition to this, the following rules apply: 
 
 You must use suitable Phys-rep tools to create the 

item, such as quills and parchment, hammers and 
anvil, or a tool kit 

 Inform a referee you are crafting where possible  
 Ensure you have the correct materials (item cards) 

stated on the idea 
 The raw materials (item cards) are destroyed once 

you have finished crafting an item 
 You must provide a Phys-rep to represent the fin-

ished item (staff provide all potion Phys-reps)  
 During downtime, you can craft as much as possi-

ble, providing you have the raw materials (see 
DOWNTIME on page 34 for more details) 

 It is not acceptable to state that you have crafted 
an item OOC during an event, for example, when 
you are in bed asleep. In the spirit of the game, you 
should craft during Time In 

 
For full details on different IDEAS, the items they require 
and the effects they generate, see page 67 onwards. 

LEARNING NEW IDEAS 
 
Whenever you gain a crafting ability, you also learn two 
Ideas of the type and rank stated by the ability. For ex-
ample, when you take the Crafting: Alchemy (Rank 1) 
ability, you learn two rank 1 alchemy recipes of your 
choice. 
 
Crafting requires careful study to master, so a player can 
only learn an Idea of rank 2 or 3 if they have the Idea of 
the same name of the previous rank. For example, you 
must know the Idea, Potion of Healing (Rank 1), before 
you can learn the Idea Greater Potion of Healing (Rank 
2). Ideas can be purchased between events during down-
time. It is assumed that you have travelled to a location 
where a competent teacher has passed on their wisdom, 
or have engaged in experimentation and built prototypes 
or conducted trials. There is no limit to the number of 
Ideas a player can learn. The cost of learning new Ideas 
in downtime is as follows: 
 
 RANK 1: 10 Llandies  
 RANK 2: 20 Llandies 
 RANK 3: 30 Llandies 
 

UNIQUE IDEAS 
 
You may submit a proposal for an Idea that is unique to 
your character i.e. not listed as an official ability in this 
rule book. Once you have submitted a proposal (by not-
ing this on the relevant section of your downtime form) 
the game staff will review it to ensure that it fits with the 
lore regarding your character and the game world, and 
also ensure that it will not upset any game mechanics by 
being too powerful, for example. Unique Ideas cost 6 
HRP to learn once approved by the game staff. A single 
character you play may learn a total of 10 uniques. You 
can learn any combination of abilities, spells and ideas. 
For example, 6 unique abilities, 1 unique spell and 3 
unique ideas.  
 
Once you have learned a unique Idea you may craft any 
amount of the item providing you have the required ma-
terials. Unique Ideas often have specific rules regarding 
the crafting process or use of the item. This will be noted 
by the game staff when you learn a unique Idea. It 
should be noted that readymade unique items cannot 
simply be purchased with HRP in downtime, you will 
need to purchase and learn the unique idea itself rather 
than the item unless another player already knows a 
unique Idea and is willing to craft the item for you.  
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CRAFTING TRADE:  

ALCHEMY 
 
By combining and treating herbs, as well as other raw 
materials, an alchemist can inscribe magical runes onto 
parchments and brew potions. Items made via alchemy 
are consumable by nature, once used their power is de-
pleted. The benefits granted by items made with al-
chemy are short-lived, but potent. 
 

POTIONS / COATINGS 
 
The effects of a potion are usually instant or short-lived 
(as noted by the Idea). Some potions may be applied as a 
weapon coating, if this is the case, the next target that 
you strike who takes damage to their GHP (not AP) takes 
the effect applied by the weapon coating. Striking a tar-
get and not causing damage to their GHP does not cause 
the dose to be wasted. Further coatings must be applied 
after use, but only ONE blade coating may be active at 
any time. Coatings can be applied to bladed weapons, a 
single arrow, bolt or round of ammunition. Players may 
start an event with 20 potions on hand. Any excess po-
tions you have will be added to your bank inventory by 
the staff if you have not stated on your downtime form 
which potions you wish to carry. There is no limit to how 
many potions a player may obtain and carry during an 
event. 
 

SCROLLS 
 
Created by alchemists using a quill and ink, powerful 
runic texts can be inscribed upon parchments. Those 
who know Crafting: Alchemy (Rank 1/2/3) can make 
scrolls. Scrolls are primed, waiting for a keyword to be 
activated. The effects of a scroll are instant, and the 
scroll is destroyed after use. The following rules apply: 
  
 Anyone can use a scroll 
 Scrolls sometimes cost LF to activate 
 A player must hold a scroll in their hand to use it 
 Triggering a scroll requires the trigger word/s to be 

called, which is the name of the effect 
 When activated a scroll can either affect the user, 

or another target/s within earshot (unless noted 
on the Idea) 

 
Players may start an event with 20 scrolls on hand. Any 
excess scrolls you have will automatically be added to 
your bank inventory by the staff if you have not stated 
on your downtime form which scrolls you wish to carry. 
There is no limit to how many scrolls a player may obtain 
and carry during an event itself. Scrolls need to be phys-
repped by the player and will not be supplied by the 
game staff. 

CRAFTING TRADE:  

ARMOURY 
 
Working with raw materials of varying origins, to shape 
and combine them to produce armour, clothing, equip-
ment and weapons, an armourer can build weapons and 
shields, firearms and ammunition, explosives, hypoder-
mics, invisibility shields, resuscitation devices, and much 
more! Items made by an armourer are varied but specific 
in scope, generally enhancing the owner’s defensive and 
offensive abilities. The benefits granted by most items 
made by an armourer are long-lasting, often staying until 
the item is destroyed or lost to the ravages of time. 
 

AMMUNITION 
 
Ammunition covers everything from exotically tipped 
arrows to finely wrought bullets. The effects of ammuni-
tion are instant when they hit the target, and are often 
accompanied by additional calls or effects (such as from 
the FIGHTER class). You must supply your own foam 
darts for Nerf guns, caps for cap-firing guns, arrows for 
bows and bolts for crossbows. 
 

DEVICES 
 
Devices allow the user to perform feats such as aiding 
meditation, surgical procedures or seeing into hidden 
realms. Devices generally aid the user in some form and 
do not usually cause harm to a target. Each device Idea 
explains in detail what it can do. 
 

EXPLOSIVES 
 
The most common explosives are small, metallic spheres, 
using the Tersion Pod design, that can be thrown at a 
target to explode upon impact. Explosive effects are usu-
ally instant or short-lived (as noted by the Idea). 
 

WELL-MADE EQUIPMENT 
 
An armourer carefully creates or improves a piece of ar-
mour, a shield, trinket or weapon to allow enchantments 
to be bestowed upon it. You may own as many pieces of 
well-made equipment as you like, however, you can only 
equip four well-made items that you own. Only one en-
chantment can be bestowed upon each piece of well-
made equipment that you own, and you cannot benefit 
from the same enchantment more than once. Well-made 
items fall into the following categories: armour, weapon, 
shield, trinket. 
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CRAFTING TRADE:  

ENCHANTING 
 
Where spellcasters shape magic through speech and will-
power, a crafter can shape it into a physical form. They 
use it to trap elemental power and invigorating proper-
ties upon otherwise mundane objects. A crafter of magic 
does not create physical items as other trades do; in-
stead, they imbue power into existing well-made items. 
This empowerment is specific in nature yet vast in 
power. Enchantments may be placed upon the following 
types of well-made equipment: Armour, shields, trinkets 
and weapons. 
 

ENCHANTING AN ITEM 
  
Due to the level of craftsmanship of some items, (those 
which have been well-made), it is possible to weave 
magic directly into them. To create an enchanted item, 
the following rules apply: 
  
 The item must be well-made (armour, weapon, 

shield or trinket) 
 Each time an item is enchanted, it fills up its well-

made enchanting slot 
 Once an item has at least one enchantment, it is 

considered to be enchanted 
 Unless otherwise stated, an enchanted item can 

only have one enchantment of any given name on 
it, regardless of rank 

 You cannot simply remove an enchantment; once 
it has been placed on an item it stays until the item 
is disenchanted, or the enchantment is overwritten 
(see below) 

 A higher rank enchantment can be used to over-
write a lower rank enchantment of the same name 
on an item, without disenchanting it. For example, 
a well-made shield has the enchantment Endur-
ance (Rank 1), so it could be replaced with the idea 
Endurance (Rank 2) without having to disenchant 
the item 

 For full details on different enchantment ideas, the 
items they require and the effects they generate, 
see page 72. 

 

ENCHANTED ITEM 

ATTUNEMENT 
  
Even containing magic inside a vessel has its limits. Due 
to the raw power contained within enchantments, it is 
extremely difficult for a single person to benefit from 
more than four enchanted items at once. For this reason, 
the following rules apply: 

 A player can attune to as many enchanted items as 
they like, however, may only receive the benefits of 
up to four items they carrying 

 After 12 hours of physical possession of an en-
chanted item, a player may choose to attune to the 
enchanted item (an item left in storage or that is 
not carried by an individual cannot be attuned) 

 Some items are powerful ancient relics or even 
contain trapped souls. When noted by a game 
referee, a player may be able to bond to such en-
chanted items instantly or at a much quicker rate 
than normal 

 A player may break the connection to a magical 
item at any time. The player must simply state 
loudly “I forgo my connection to *insert item 
name+”, but otherwise this takes no time 

 A player no longer gets the benefit of any en-
chanted item they have forgone’ until they re-
attune to it 

 Once a player is attuned to an enchanted item they 
gain all the enchantment benefits of that item 

 A player must physically be wearing/using the en-
chanted item to get the benefits 

 Shattered enchanted items do not lose their en-
chantments, but unless stated otherwise, the 
player DOES NOT get the benefits of the attuned 
item's enchantments until the item is repaired 

 A player is free to use an enchanted item as a basic 
version of the item without attuning to it, but they 
will not benefit from any of its enchantments. For 
example, a sword is still a sword, even if not at-
tuned 

 

DISENCHANTING AN ITEM 
  
Upon disenchanting an item, you will gain a fixed 
amount of Essence of Magic, based on the ranks of the 
enchantments on the item being removed (or rank of the 
potion or scroll), as follows: 
 
 RANK 1: 1x Essence of Magic 
 RANK 2: 2x Essence of Magic 
 RANK 3: 3x Essence of Magic 
 
The exact rarity of the magical essence (item cards) ob-
tained will be randomly determined, due to the unpre-
dictable nature of reshaping magic into a physical form. 
A higher rank enchantment is more likely to receive rarer 
Essence of Magic. You must inform a game referee once 
you have disenchanted an item to claim your Essence of 
Magic item cards. Once an item is disenchanted, it loses 
any magical properties it once had and becomes mun-
dane (returning its well-made slots to a disenchanted 
state). A potion or scroll that is disenchanted is de-
stroyed in the process. It is NOT possible to learn a new 
Idea by disenchanting an item, unique or otherwise. 
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COLOUR RAREITY 

WHITE COMMON 

GREEN UNCOMMON 

BLUE RARE 

PURPLE EPIC 

ORANGE LEGENDARY 

ITEM CARDS 
 
Due to the number of varied items that can be discov-
ered during events, we have simplified the system with 
the introduction of item cards that represent anything 
from crafting materials to rare substances. Item cards 
can be obtained by looting dead monsters, trading with 
other players, purchased from vendors, or awarded for 
tasks. The diagram below shows an example of an item 
card and explains what each section means. 
 
No cash value is listed on an item card; this is because 
(despite there being an average vendor value as shown 
on page 31) the market price of all crafted items could 
be subject to change according to how much demand 
there is for a particular item at any given time. 
 
If you have acquired a coloured item card, this means 
that it is a superior item and harder to come by than a 
common, white item card. Generally speaking, the rarer 
the item, the more value it has. 

1. This shows the TYPE of the item card. 
2. A picture of the item. 
3. This shows the item name. 
4. Lore about the item, it's appearance or other in-

teresting facts.  

ITEM CARD TYPES 
 
There are a large number of different item cards that can 
be acquired on your adventures and each card falls into 
one of seven categories (or types). Item cards are par-
ticularly useful for crafters, where raw materials are 
made into useful items. The following types of raw mate-
rials (item cards) can be discovered: 
 
ELEMENT STONES 
Small, naturally formed, magical stones that contain the 
raw power of an element. The following types of Ele-
ment Stones can be acquired: AIR, ARCANE, DARK, DE-
MONIC, EARTH, FIRE, ICE, LIGHT, LIGHTNING, NATURE, 
WATER. 
 
ESSENCE OF MAGIC 
Pure magic manifested into a physical form. The stronger 
the magic, the rarer the essence. 
 
GEMSTONES 
Precious stones extracted from the earth which some-
times possess magical qualities. 
 
HERBS 
Plants, roots or seeds of species native to Neothera. 
 
HIDE 
A material made from the skin of a common animal, or 
sometimes more rare species native to Neothera. 
   
ORE 
Naturally occurring solid materials from which a metal or 
valuable mineral can be extracted, some of which con-
tain magical properties. 
 
WOOD 
Hard fibrous materials that form the main substance of 
the trunks or branches of trees native to Neothera. 
 
You can find a full list of all raw materials, along with 
their lore from page 224 onward in the Lore Compen-
dium. 
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ITEM CARD WHITE GREEN BLUE PURPLE ORANGE 

BUYING 

PRICE 
5 10 20 30 N/A 

SELLING 

PRICE 
1 2 3 4 N/A 

ITEM CARD 

ELEMENT 

STONE 

(GREEN) 

BUYING 

PRICE 
15 

SELLING 

PRICE 
2 

ITEM CARD  

CARRYING LIMITS 
 
Players may start each event with a maximum of 15 item 
cards of the same type and colour on hand, providing 
they have them in their inventory or have purchased 
them during downtime. For example; 15 white herbs, 15 
green ore etc. You should state on your downtime form 
which cards you wish to take to the next event so that 
the staff can prepare these for you. If you have a surplus 
of item cards (above 15 of a single type) and do not state 
what you wish to do with the cards in your inventory, the 
staff will place the excess in your bank vault. There is no 
limit to how many cards of the same type a player may 
obtain and carry at an event. 
 

BUYING, SELLING & 

TRADING 
 
Neothera contains a wide selection of worked goods, 
everything from potions and swords to huge ships. While 
at an event, you are free to barter with other players and 
NPC’s to pay for your items or to sell you theirs. 
 
Pricing in such situations is down to the participants and 
the role-play on the day. However, if a player wishes to 
engage in selling or trading during downtime they may 
do so as follows... 
 

BUYING GOODS 
 
You may spend Llandies on purchasing individual items 
cards or crafted goods. The cost is deducted from the 
inventory of the character, and the item cards will be 
added to the player's character sheet, ready to be used 
at the next event. Legendary (orange) item cards cannot 
be purchased during downtime and may only be ac-
quired at events (see the table on this page for buying 
and selling costs). 
 
You may spend Llandies on purchasing constructed items 
(potions, weapons etc.) from other players or NPCs at 
events or during downtime.  

The price (buying cost of all item cards required to con-
struct it, plus a crafter's fee) will be deducted from the 
inventory of the character then the item will be added to 
the player's character sheet, ready to be used at the next 
event. The system economy is live, meaning that buying 
and selling prices of crafted items may change from 
event to event. Your downtime form will always reflect 
the current buying/selling price of crafted items. Be 
aware that some items are not readily available to pur-
chase, with the art of their construct lost, or a well-kept 
secret. A referee will inform you during the downtime 
process if this is the case.  
 

SELLING GOODS 
 
You may sell individual item cards or crafted goods to 
NPC merchants during downtime. These items will be 
deducted from the inventory of the character, and the 
Llandies (cash) are added to their character sheet, ready 
to be used at the next event. Legendary (orange) item 
cards cannot be sold during downtime, only at events 
(see the table on this page for buying and selling costs). 
 
A maximum of EIGHT crafted items (including a bundle of 
up to TWENTY ammunition of any type) may be sold to 
NPC merchants during a single downtime. It is consid-
ered that you may not be able to locate a buyer for all of 
the goods that you wish to sell due to supply and de-
mand. When you sell a crafted item to an NPC via your 
downtime form, the Llandies (buying cost of all item 
cards required to construct it) will be added to the inven-
tory of your character sheet and the item will be re-
moved from your inventory by the game staff. 
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PERSONAL  

RESOURCE SITES 

(PRS) 
 
Any character can purchase or acquire a Personal Re-
source Site (PRS) during their adventuring career. A PRS 
represents a location or premises that provide natural 
resources and is particularly useful to crafters because 
they provide the raw materials used for making items. If 
you own a PRS you can extract a limited amount of mate-
rials from it every month to craft items or sell or trade 
with others. When you purchase a PRS it starts at rank 
one and can be upgraded to rank two or three by invest-
ing more Llandies in it during downtime.  
 
 RANK 1: 150 Llandies 
 RANK 2: 350 Llandies (500 in total) 
 RANK 3: 500 Llandies (1000 in total) 
 
You may have a maximum of two resources sites under 
your control; however, you may NOT have two of the 
same resource sites. Once a PRS is purchased, it remains 
with the character; it cannot be sold or traded away.  

RESOURCE ACQUISITION 
 
The following rules apply: 
 
 There are seven different resource sites available 

to purchase, each one provides different types of 
resources (item cards), according to its rank (see 
chart below) 

 During downtime, the game staff will update your 
character sheet with any resources collected and 
any depletion that occurs 

 Resources are harvested and collected on the first 
day of each month. The staff will take this into ac-
count if updating your character sheet before or 
after this date. Be aware that downtime does not 
always close on the 1st of each month! 

 If you have a rank two resource site, you will also 
collect the rank one resources as well 

 If you have a rank three resource site, you will also 
collect the rank one and rank two resources as well 

 If you own an ELEMENTAL SPRING, you must state 
on your downtime form which type of Element 
Stones you wish to harvest for that particular 
downtime. You may choose from the following: 
AIR, ARCANE, DARK, DEMONIC, EARTH, FIRE, ICE, 
LIGHT, LIGHTNING, NATURE or WATER 

SITE TYPE 
ITEM CARDS 

PRODUCED 
RANK ONE RANK TWO RANK THREE 

CRYSTA-

LARIUM 
GEMSTONES 2 White / 1 Green 1 Green / 1 Blue 1 White / 1 Purple 

ELEMENTAL 

SPRING 
ELEMENT STONES 1 Green 1 Green 1 Green 

FARMLAND HIDE 2 White / 1 Green 1 Green / 1 Blue 1 White / 1 Purple 

HERB GARDEN HERBS 2 White / 1 Green 1 Green / 1 Blue 1 White / 1 Purple 

MAGIC FONT ESSENCE OF MAGIC 2 White / 1 Green 1 Green / 1 Blue 1 White / 1 Purple 

MINE ORE 2 White / 1 Green 1 Green / 1 Blue 1 White / 1 Purple 

WOODLAND WOOD 2 White / 1 Green 1 Green / 1 Blue 1 White / 1 Purple 
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DEPLETION & UPKEEP 
 
All resource sites require maintenance and suffer from 
depletion. There is only so much easily accessed abun-
dance within a site, limiting the amount of resource that 
can be gained. The following rules apply: 
 
 After collecting resources from a site, it gains ONE 

point of depletion 
 Once a site reaches SIX points, it becomes DE-

PLETED 
 When a resource site is upgraded to a higher rank, 

the amount of depletion it currently has remains 
the same and is applied to the new rank. For exam-
ple, if you had a rank one mine at four depletion, 
and you upgraded it to rank two, the rank two 
mine would also have four depletion points 

 A DEPLETED resource site does not provide any 
item cards and is in danger of becoming DE-
STROYED if depletion points are not removed 

REMOVING DEPLETION 

POINTS 
 
When a PRS has or is about to become depleted you 
must dedicate an entire downtime to site repairs and 
restoration. Failing to do so will cost Llandies if you wish 
to save the site or the potential loss of the site itself. 
Please note that the game staff will not warn you if your 
PRS is reaching maximum depletion. This will be noted 
on your character sheet, and it is up to you to monitor 
this. The following rules apply: 
 
 Reset all depletion points to ZERO by dedicating 

your entire downtime to tending it (so no trading, 
buying, selling, talking with NPC’s or other players 
etc.). You must state you are doing this on your 
downtime form 

 You may reset depletion points from a site at any 
time (even if it is not fully depleted) 

 If a site reaches its maximum depletion points, you 
must spend 120 Llandies to restore it to its former 
glory (resetting all depletion points) 

 If after 1 month (of becoming depleted, as of the 
1st of each month) you have not paid 120 Llandies 
for repairs your site is considered beyond repair 
and will be destroyed 

 You may dedicate your entire downtime to reset-
ting depletion points on two sites at the same time 
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OTHER  

INFORMATION 
 

DOWNTIME 
 
Characters in the Neothera Saga do not fall asleep or re-
main in a stasis-like state in the time between events. 
Actions occur in real-time, where players are encouraged 
to continue stories as the weeks pass. During downtime, 
you may travel to another world location to follow up on 
plot or settle at a location to trade supplies, learn local or 
world news and even acquire quests. 
 
Following an event, we will open submissions for all play-
ers to complete a downtime form. You will have a set 
amount of time to complete the form, and your actions 
will be updated ready for the next event. If your down-
time form is not completed, your character sheet will not 
be updated (except for the EXP/HRP earned and the 
items you acquired at the event). However, you may still 
log onto your character form and purchase abilities. Play-
ers may complete ONE downtime form per character per 
downtime. 
 
Downtime forms can be obtained by requesting one 
from our website. Opening and closing times for down-
time submission are announced on our Facebook com-
munity group and Discord server. 
 

FLIGHT 
 
Many abilities enable a character to fly. When a charac-
ter uses an ability to fly, they do the following: 
 
 You may fly at a maximum height of 30 feet in the 

air for up to THREE MINUTES and must raise both 
arms in the air to show that you are performing 
this ability 

 When flying, you should endeavour to remain 
physically out of the way of other players by mov-
ing along the side of paths or around clustered 
groups 

 You cannot attack, defend yourself (with a shield 
or other item), cast spells, use abilities or items 
while flying 

 You cannot carry another person, or object heavier 
than a person while flying 

 WARDS protect you as normal, but if the attack 
also contains a damage call, you take the damage 

 When this ability is broken or ended, you must wait 
30 SECONDS until you can activate it again, or be-
come affected by another spell or ability that al-
lows you to fly 

The following will cause you to fall to the ground, where 
you loose 1 GHP, as well as suffering the STRIKE DOWN 
effect: 
 
 Losing GHP, AP or LF as a result of taking damage 

due to a spell, effect, cap-firing gun, or being hit 
with a thrown weapon or projectile from a dart-
firing gun 

 Succumbing to the AGONY, CONFUSION, SLEEP, 
STASIS, STRIKE DOWN, STUN and TAUNT effects. If 
you are successfully hit by one of these, you take 
the fall damage followed by the STRIKE DOWN ef-
fect, then the additional effect you were the target 
of that caused your FLIGHT to end 

 

REALM OF SHADOWS (RoS) 
 
Various planes of existence are found in Neothera, and 
the Realm of Shadows (RoS) is one of many strange 
places. This realm is but a shade of the physical plane, 
where those gifted with the ability to shift into it become 
invisible to the naked eye. See page 219 of the Lore 
Compendium for more lore regarding the RoS. 
 
 You should raise two fingers in the air to show you 

are in the RoS and have become hidden 
 You cannot move unless an ability, spell or effect 

lets you 
 If you are touching or holding a moveable object 

that is not in the RoS before you activate this abil-
ity your cover will remain in place 

 While under the effects of this ability, you may 
see/also be seen by others in the RoS 

 When dropping out of the RoS (with or without 
intent), you must wait 30 SECONDS until you can 
enter it again, or become affected by another spell 
or ability that allows you to enter the RoS 

 
The following will break your cover, immediately drop-
ping you out of the RoS: 
 
 Performing abilities, hostile attacks or casting 

spells upon those NOT in the RoS 
 Charging a spell. Pre-charged spells (unless stored 

in an item or weapon) LOSE their charge when en-
tering the RoS. Wards are not affected by this rule 

 Talking loudly, shouting or being extremely noisy 
(rustling in bushes or moving heavy-footed 
through dry, fallen leaves etc.) will instantly break 
your cover. Whispering will not break your cover 
unless you are heard by someone who is not in the 
RoS 

 Coming into physical contact with a person not in 
the RoS 

 Picking up or moving an object (with or without 
intent) that are not in the RoS 
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MEASURES OF TIME &  

SEASONS 
  
The days, months, years and seasons of the real world 
are reflected in Neothera and the names of days, 
months, seasons and measures of time remain the same. 
For rules purposes, all spells, abilities and effects (unless 
stated otherwise) reset at 6 am, at this time players also 
regain all their lost GHP and LF (so long as they have had 
at least 6 hours of sleep OOC). 
 

IN-GAME MONEY (LLANDIES) 

 
The currency of Neothera is the Llandi, where paper 
notes represent various denominations. Llandies are a 
universal currency introduced by the Tutela Syndicate 
when the Great City of Netherlye rose to power in the 
Third Age. Llandies can be earned in any number of 
ways; by selling goods you have crafted or acquired, re-
wards for completing tasks, looted from monsters or 
even stolen from others. When you want to spend your 
Llandies, you should physically hand over the notes you 
have acquired in exchange for goods or services. You will 
always be given phys-reps of Llandies by the game staff; 
you should never assume you have collected payment 
for something if you do not have the Llandies in your 
hand! As a reference, 1 Llandi would likely buy you a loaf 
of bread, whereas 150 Llandies would buy you a small 
resource site such as a herb garden or mine. 
 
Players can start an event with a maximum of 2000 
Llandies on hand. There is no limit to how many Llandies 
a player may obtain and carry during an event. 
 

PROTECTING YOUR ASSETS – 
TUTELA SYNDICATE BANK  
  
Most cities have a bank that was built and is maintained 
by the Tutela Syndicate. The Tutela Syndicate are an in-
dependent and neutral organisation that exist to safe-
guard the possessions and earnings of the denizens of 
Neothera, as well as enforcing the laws of the lands. You 
can read more lore about this organisation from page 
221 onward in the Lore Compendium. 
  
You may deposit items/Llandies in a Tutela Syndicate 
bank vault during downtime. Items stored in a bank vault 
cannot be stolen from you at events; however, it also 
means that you are unable to use them unless a member 
of the Tutela Syndicate appears for you to make a with-
drawal or deposit. Depositing and withdrawing Llandies 
and items is free of charge. 

STEALING ITEMS 

IN-CHARACTER 
  
Theft in the game world is certainly not uncommon, and 
whilst we do not dissuade this behaviour due to the 
types of characters people wish to play, we would like to 
make players aware that if they are caught stealing in-
character the consequences can often be very serious! 
We encourage players whose characters have been the 
victim of a theft to resolve their grievances in-character, 
perhaps by seeking the aid of local law-enforcement 
(thievery is against the law in most realms) or more 
trustworthy members of their adventuring group who 
may be willing to assist. Not only does this enhance role-
play, but it also adds to the immersion of the world. 
 
If you manage to steal an item at an event, you should 
always inform a game referee AS SOON AS POSSIBLE, 
stating exactly what item(s) were taken and who/where 
they were stolen from. As you can appreciate, having 
personal items go missing during an event can be dis-
tressing, therefore we will need to advise the player that 
has had an item stolen that it is safe and has not been 
lost. This rule applies for ALL ITEMS (except Llandies, 
item cards and potion bottles), but especially other play-
ers’ personal in-character property, regardless of how 
mundane you think the item is. Failure to do this will re-
sult in EXP and/or HRP being deducted from your charac-
ter sheet. 
 

LOOTING MONSTERS / 

PLAYERS 
 
Loot is not usually distributed OOC by the staff unless it 
is a reward for completing a quest, in which case the 
money/items will be deposited directly into your Tutela 
bank vault during downtime. However, a dead or inca-
pacitated player or NPC may be searched for loot which 
can then be added to your horde of treasures! When 
looting a dead or incapacitated player/monster the fol-
lowing rules apply: 
 
 You should ask (OOC) the dead/incapacitated par-

ticipant if they are carrying loot. They MUST an-
swer you (OOC) truthfully and hand over their 
wares - This rule applies for both crew AND play-
ers! 

 Never rummage through another participants be-
longings or clothing without their consent 

 Hiding loot in a sensitive place on your body, for 
example in underwear, is NOT acceptable and you 
will immediately be deducted EXP/HRP if you are 
found to be breaking this rule 

 Storing loot in OOC areas at events is also unac-
ceptable, and again you will be deducted EXP/HRP 
if you are found to be doing this intentionally 
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TEACHING IDEAS & SPELLS 
 
If you have taken Crafter or Spellcaster as one of your 
three classes, you can teach others any ideas or spells 
you have already learned. The following rules apply for 
teaching spells and Ideas: 
 
 The teacher and the student must both have the 

appropriate rank and type of magic (Offensive, 
Defensive or Healing) or crafting (Alchemy, Ar-
moury or Enchanting) ability 

 A teacher may teach a single student ONE spell or 
ONE Idea in a single day and per DOWNTIME 

 A teacher may teach as many different students as 
they like in a single day 

 At least 30 MINUTES of appropriate role-play must 
be spent teaching a student a new spell or Idea. 
This does not have to be done in one, uninter-
rupted sitting 

 The student learns the spell or Idea at the end of 
the day providing 30 MINUTES of appropriate role-
play was performed with the teacher 

 Teaching a spell or Idea does not require materials, 
but it is common for teachers to charge their stu-
dents in some fashion (items, Llandies, owed fa-
vours etc.) 

 It is not acceptable to state that you have taught a 
student a spell or Idea OOC or during downtime at 
an event (when you are actually in bed asleep, for 
example). In the spirit of the game, you should 
teach them during TIME IN 

 You may teach ONE student ONE spell or Idea dur-
ing downtime (see downtime on page 34). Both 
you and the student must note this on your down-
time forms 

TEACHING UNIQUE IDEAS & 

SPELLS 
 
You may teach a pupil a unique Idea or spell that you 
have already learned. Learning unique Ideas or spells 
from other players follows the same rules for non-
uniques. However, once taught, the pupil must spend 6 
HRP to fully learn it.  
 

TRAPS 
 
You may find traps that need disarming while playing the 
game, but you can also make and set your own. To set a 
trap, you must have the TRAPPER ability (available to the 
SCOUT class). Traps require 30 SECONDS of appropriate 
role-play to set and require the use of red string or wool, 
laid on the ground in a circle (max-width of 5 feet), or 
wrapped around an object (such as a chest or pouch). 
You may only have one trap active at any time, and a 
trap remains activated until it is set off or you disarm it 
with 30 SECONDS of appropriate role-play.  
 
The person who set the trap is responsible for monitor-
ing and signalling when it has been set off. Traps cause 
those that trigger them to take a call of AGONY, which 
should be called loud and clearly by the trap owner. Only 
those with the LIGHT-FINGERED ability (available to the 
SCOUT class) may attempt to disarm traps that do not 
belong to them. We accept the submission of unique 
trap ideas. If you would like to submit an idea for a 
unique trap please contact the game staff directly. 
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ABILITIES:  

TRAINING (2 exp) 
 
TRAINING: CLOSE COMBAT - DAGGER  
DESCRIPTION: You are skilled at wielding a dagger.  
Weapon length should be at least 8” and no longer than 
24”. 
 
TRAINING: CLOSE COMBAT - GREAT WEAPON 
DESCRIPTION: You are skilled at wielding weapons that 
must be held in both hands. Weapon length should be at 
least 24” and no longer than 60”. 
 
TRAINING: CLOSE COMBAT - ONE-HANDED WEAPON  
DESCRIPTION: You are skilled at wielding weapons that 
can easily be held in one hand. Weapon length should be 
at least 24” and no longer than 42”. 
 
TRAINING: CLOSE COMBAT - POLEARM 
DESCRIPTION: You are skilled at wielding polearms that 
must be held with both hands. Weapon length should be 
at least 60”. 
 
TRAINING: CLOSE COMBAT - STAFF  
DESCRIPTION: You are skilled at wielding a staff that 
must be held with both hands. Weapon length should be 
at least 42” and no longer than 84”. 
 
TRAINING: DEFENCE - LIGHT ARMOUR  
DESCRIPTION: You have trained to fight while wearing 
light armour which gives you Armour Points (AP) based 
on the amount you wear. See ARMOUR on page 14 for 
more details.  
 
TRAINING: ENDURANCE – CHAKRA (RANK 1) 
DESCRIPTION: You have trained so that you can maintain 
a greater level of mental effort than others. Increase 
your base LF by 2.   
 
TRAINING: ENDURANCE – CHAKRA (RANK 2) 
PREREQUISITE: Training: Endurance – Chakra (Rank 1) 
DESCRIPTION: You have trained so that you can maintain 
a greater level of mental effort than others. Increase 
your base LF by 2.  
Ability is purchased for 4 HRP.   
 
TRAINING: ENDURANCE – CHAKRA (RANK 3) 
PREREQUISITE: Training: Endurance – Chakra (Rank 2) 
DESCRIPTION: You have trained so that you can maintain 
a greater level of mental effort than others. Increase 
your base LF by 2.  
Ability is purchased for 6 HRP.  

TRAINING: ENDURANCE – CHAKRA (RANK 4) 
PREREQUISITE: Training: Endurance – Chakra (Rank 3) 
DESCRIPTION: You have trained so that you can maintain 
a greater level of mental effort than others. Increase 
your base LF by 4. Ability is purchased for 10 HRP.   
 
TRAINING: ENDURANCE – STAMINA (RANK 1) 
DESCRIPTION: You have trained to become tougher; al-
lowing you to take more damage in combat. Increase 
your base GHP by 1.   
 
TRAINING: ENDURANCE – STAMINA (RANK 2) 
PREREQUISITE: Training: Endurance – Stamina (Rank 1) 
DESCRIPTION: You have trained to become tougher; al-
lowing you to take more damage in combat. Increase 
your base GHP by 1.  Ability is purchased for 4 HRP.   
 
TRAINING: ENDURANCE – STAMINA (RANK 3) 
PREREQUISITE: Training: Endurance – Stamina (Rank 2) 
DESCRIPTION: You have trained to become tougher; al-
lowing you to take more damage in combat. Increase 
your base GHP by 1.  Ability is purchased for 6 HRP.   
 
TRAINING: ENDURANCE – STAMINA (RANK 4) 
PREREQUISITE: Training: Endurance – Stamina (Rank 3) 
DESCRIPTION: You have trained to become tougher; al-
lowing you to take more damage in combat. Increase 
your base GHP by 2.  Ability is purchased for 10 HRP.   
 
TRAINING: LINGUIST – ARAK’CHAR  
DESCRIPTION: You may fluently speak, read and write in 
the language of the Arak’Char. Learning a language takes 
time and effort. You can learn ONE language per down-
time. You will be supplied with a language translation 
sheet when you acquire this ability. This ability is learned 
for FREE by those that pick ARAK’CHAR as their realm. 
 
TRAINING: LINGUIST – ELVISH  
DESCRIPTION: You may fluently speak, read and write in 
the language of the elves. Learning a language takes time 
and effort. You can learn ONE language per downtime. 
You will be supplied with a language translation sheet 
when you acquire this ability. This ability is learned for 
FREE by those that pick ELF as their race. 
 
TRAINING: LINGUIST – FEY  
DESCRIPTION: You may fluently speak, read and write in 
the language of the fey (faeries). Learning a language 
takes time and effort. You can learn ONE language per 
downtime. You will be supplied with a language transla-
tion sheet when you acquire this ability. This ability is 
learned for FREE by those that pick FAERIE (FEY) as their 
race. 
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TRAINING: LINGUIST – GOBLIN  
DESCRIPTION: You may fluently speak, read and write in 
the language of the goblins. Learning a language takes 
time and effort. You can learn ONE language per down-
time. You will be supplied with a language translation 
sheet when you acquire this ability. This ability is learned 
for FREE by those that pick GOBLIN as their realm. 
 
TRAINING: LINGUIST – HARUMI  
DESCRIPTION: You may fluently speak, read and write in 
the language of the Southern Realms (Harumi). Learning 
a language takes time and effort. You can learn ONE lan-
guage per downtime. You will be supplied with a lan-
guage translation sheet when you acquire this ability. 
This ability is learned for FREE by those that pick 
SORA’HARUMI as their realm. 
 
TRAINING: LINGUIST – HEMADRI  
DESCRIPTION: You may fluently speak, read and write in 
the language of Hemadri. Learning a language takes time 
and effort. You can learn ONE language per downtime. 
You will be supplied with a language translation sheet 
when you acquire this ability. This ability is learned for 
FREE by those that pick HEMADRI as their realm. 
 
TRAINING: LINGUIST – PISKIE  
DESCRIPTION: You may fluently speak, read and write in 
the language of the piskies. Learning a language takes 
time and effort. You can learn ONE language per down-
time. You will be supplied with a language translation 
sheet when you acquire this ability. This ability is learned 
for FREE by those that pick PISKIE as their race. 
 
TRAINING: LINGUIST – VULPERAN  
DESCRIPTION: You may fluently speak, read and write in 
the language of the vulperans (demons). Learning a lan-
guage takes time and effort. You can learn ONE language 
per downtime. You will be supplied with a language 
translation sheet when you acquire this ability. This abil-
ity is learned for FREE by those that pick VULPERAN as 
their race. 
 
TRAINING: RANGED - ARCHERY  
DESCRIPTION: You are proficient at using long and short 
bows. The draw must be less than 30 lbs at 28”.  A bow is 
classed as a RANGED WEAPON. 
 
TRAINING: RANGED - CROSSBOW  
DESCRIPTION: You are proficient at using crossbows.  
Draw weight is limited to 30 lbs. A crossbow is classed as 
a RANGED WEAPON. 
 
TRAINING: RANGED - FIREARM 
DESCRIPTION: You are proficient at using firearms that 
can be operated using one or two hands. Cap-firing or 
foam dart only. A firearm is classed as a RANGED 
WEAPON. 

TRAINING: RANGED - THROWN  
DESCRIPTION: You are skilled at using weapons that 
have been designed to be thrown. Weapon length 
should be at least 6” and no longer than 12”. A thrown 
weapon is classed as a RANGED WEAPON. 
 
TRAINING: SURVIVAL - BASIC ARMOUR REPAIRS 
COST TO ACTIVATE: 1LF 
DURATION: 60 Seconds  
DESCRIPTION: You are capable of basic armour repairs. 
You may spend 60 SECONDS of role-play mending 1 AP. 
This ability may be used on yourself or an ally. You may 
fully restore all AP by using this ability. You reset your 
count if you leave your target’s side, you or your target 
do not remain stationary, are interrupted due to an EF-
FECT, you or your target take damage, or you stop mend-
ing your target’s armour for any other reason. See Ar-
mour on page 14 for more details.  
 
TRAINING: SURVIVAL - FORAGING  
DESCRIPTION: You have trained to locate items of value 
while out on the roads. At the start of an event, you will 
find 1 WHITE (common) random item card.  
 
SPECIAL: Speak with a referee before TIME IN is called at 
an event. This ability may not be used during downtime. 
 
TRAINING: SURVIVAL - MEDITATION  
DURATION: 10 Minutes  
DESCRIPTION: ONCE PER DAY, if your LF is less than 5, 
you may meditate for 10 MINUTES to restore all of your 
LF. This ability may also be used when you are on ZERO 
LF. Performing any abilities, casting spells, engaging in 
combat, taking damage to your GHP, AP or LF, succumb-
ing to a hostile effect, or conversing with others will 
break your 10 MINUTE count, meaning you must start 
over from the beginning. Meditation should be role-
played accordingly. It should be VERY OBVIOUS to others 
that you are meditating. Sitting and chatting will not al-
low you to use this ability! 
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ABILITIES:  

RACIAL (3 exp) 
 

BEASTKIN 
NOTE: You may purchase up to TWO abilities from this 
list. 
 
FLIGHT 
PREREQUISITE: Costume must include wings that are 
part of your body. 
COST TO ACTIVATE: 1 LF    
DURATION: Up to 3 Minutes  
DESCRIPTION: Beating your wings allows you to become 
airborne to avoid danger or survey your surroundings. 
You may take flight up to 30 feet in the air. See FLIGHT 
on page 34 for more details.   
 
SCENT  
COST TO ACTIVATE: 1 LF    
DURATION: Instant  
DESCRIPTION: Your sense of smell is heightened. You can 
track, follow and find out information about a target or 
trail by scent alone.  
 
SPECIAL: Always perform in presence of referee. 
 
SONAR  
COST TO ACTIVATE: 1 LF 
DURATION: Instant  
DESCRIPTION: Echolocation allows you to see beyond 
effects that numb regular senses. You may activate this 
ability to call RESIST against BLINDNESS or STUN effects.  
 
TOUGH HIDE  
PREREQUISITE: Costume must include scales, muscles, 
carapace or furs that are part of your body. 
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: You have a tough carapace or hardened 
skin. Increase your base GHP by 1.  
 
VENOMOUS STRIKE 
PREREQUISITE: Costume must include fangs, claws, tusks 
or spikes that are part of your body. 
COST TO ACTIVATE: 1 LF    
DURATION: Instant  
DESCRIPTION: You slash, bite or sting your foe with 
venom that you can excrete from glands within your 
body. You may call POISON upon touching a target with 
your body. 

DRAGONKIN 
 
ELEMENTAL IMPUNITY (DRAGONKIN) 
COST TO ACTIVATE: N/A  
DURATION: Encounter  
DESCRIPTION: All dragonkin are born with a naturally 
strong resistance to one of the seven elements. Some-
times this manifests at birth, other times as the 
dragonkin ages. Pick an element (AIR, EARTH, FIRE, ICE, 
LIGHTNING, NATURE or WATER) when you first acquire 
this ability. ONCE PER DAY, and for the duration of an 
encounter, you may call RESIST against any attacks made 
against you that have that element as part of the call. 
You may activate this ability at any point during the en-
counter, even when you are first struck with an 
[ELEMENT TYPE] call.  
 
IMPERISHABLE SCALES 
COST TO ACTIVATE: N/A 
DURATION: Passive 
DESCRIPTION: Dragonkin scales develop to be the hard-
est substance known amongst the realms. You may call 
RESIST to any calls of PIERCE, along with the damage or 
effect accompanying it (unless IRRESISTIBLE).  
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ELF 
 
EXORCIST  
COST TO ACTIVATE: 1 LF     
DURATION: 60 Seconds  
DESCRIPTION: Elves have fought demons since the early 
ages of the world and as such have developed efficient 
skills at driving unwanted demonic entities from unwill-
ing hosts. Spend 60 SECONDS checking a target for de-
monic possession and then place your hand upon them. 
If they are possessed unwillingly, they fall CRITICAL, and 
the demonic influence is removed. 
 
PERFECT MASTER  
COST TO ACTIVATE: N/A 
DURATION: Instant  
DESCRIPTION: Elves can focus on perfection, only achiev-
able through time and repetition. ONCE PER DAY, you 
may perform ONE ABILITY or cast ONE SPELL without 
spending any LF. 
 

FAERIE (FEY) 
 
LIGHT BURST  
COST TO ACTIVATE: 1 LF     
DURATION: Instant  
DESCRIPTION: You draw upon your inner light to dazzle 
your foes to protect yourself and your allies. ONCE PER 
DAY you may call MASS BLINDNESS as per the rules for 
MASS. 
 
PROJECTION  
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: Spells you cast with a range of TOUCH 
may be cast at a range of EARSHOT instead.  
 

GNOME 
 
EMOTIONAL TOUCH 
COST TO ACTIVATE: 1 LF 
DURATION: Instant 
DESCRIPTION: Gnomes are inherently magical beings, 
and their touch can alter the mental state of their target, 
as well as healing wounds or causing magical damage. 
This ability has two separate effects, pick one when acti-
vated as follows:  
 
 Spend 1 LF. Touch a target and call SORROW, NA-

TURE DOUBLE. The target succumbs to the SOR-
ROW EFFECT for the next 30 SECONDS and takes 
TWO points of NATURE damage 

 Spend 1 LF. Touch a target and call EUPHORIA, 
HEAL TWO. The target succumbs to the EUPHORIA 
EFFECT for the next 30 SECONDS and heals TWO 
lost GHP 

SPECIAL: After using this ability, you must wait 60 SEC-
ONDS before using it again in either form. 
 
PHASE SHIFT 
COST TO ACTIVATE: 2 LF  
DURATION: Special (see description)  
DESCRIPTION: Gnomes utilise magic to their advantage 
and can escape dangerous situations by fading out of the 
physical plane completely. You may raise your hand into 
the air and make a CLENCHED FIST, this makes you OOC. 
This gesture can be held for up to 10 SECONDS before it 
must be dropped. You cannot interact with the game in 
any way whilst this gesture is active (such as drinking 
potions / moving IC items / talking to characters / taking 
part in combat etc.) however you may move as normal. 
 

GOBLIN 
 
FEL MASTERY  
COST TO ACTIVATE: 1 LF  
DURATION: Special (see description) 
DESCRIPTION: Fel Magic courses through your veins and 
you may channel it to empower your attacks or unleash 
a deadly wave of Fel energy. ONCE PER DAY, you may 
trigger each of the following:  
 
 Spend 1 LF to empower your close combat or 

ranged attacks. You may call FEL plus any other 
damage associated with the attack on each suc-
cessful hit. The call of FEL overrides any other ele-
mental effect 

 Spend 1 LF to unleash an explosion of Fel energy. 
You may call MASS FEL DOUBLE (as per the rules 
for MASS) 
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SHNARMI GURU  
COST TO ACTIVATE: N/A 
DURATION: Encounter  
DESCRIPTION: This elusive mushroom can be sniffed out 
by goblins that have trained themselves to recognise its 
scent. At the start of the day, you may forage for 
Shnarmi and find between 1 and 5 of these delicious 
mushrooms. ONCE PER ENCOUNTER, you may consume 
a single Shnarmi, which gives ALL of the following effects 
immediately, lasting for the duration of an ENCOUNTER:  
 
 You succumb to the effects of SORROW or EUPHO-

RIA (you decide and may switch between states as 
you wish) 

 Increases your base damage call with close combat 
or ranged weapons by +1 (for example, from SIN-
GLE to DOUBLE) but this cannot be combined with 
calls of MASS 

 Increases your base damage call for the next offen-
sive spell you cast (for example, from SINGLE to 
DOUBLE) but cannot be combined with calls of 
MASS 

 Heal an additional 1 GHP when casting your next 
healing spell, but cannot be combined with the call 
of MASS 

 You may change ANY [ELEMENT TYPES] calls you 
are capable of making to FEL 

 
SPECIAL: Speak to a referee at the start of the day to dis-
cover how many Shnarmi you find. Shnarmi only lasts 
until the end of the day before becoming rotten and use-
less. Only goblins with this ability receive the benefits 
from consuming Shnarmi. 
 

HUMAN 
 
DETERMINATION  
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: Suffering is a wall to overcome, and pain 
just encourages you to try even harder. ONCE PER DAY 
when you become MORIBUND and are healed to at least 
1 GHP you regain 2 LF.  
 
HUMAN SPIRIT  
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: Humans are hardy and adaptable beings, 
capable of survival in most life-threatening situations. 
Your CRITICAL count is increased by 30 SECONDS. 

MURKLING 
 
REGENERATION 
COST TO ACTIVATE: PASSIVE 
DURATION: Instant 
DESCRIPTION: At the end of an encounter your body 
starts to mend broken skin and bones. You either heal 2 
lost GHP (if you are on 1 or more GHP) or may mend ONE 
CRUSH or SEVER effect to a limb. This ability will NOT 
work if you are in a CRITICAL STATE or MORIBUND. 

 
SLIPPY 
COST TO ACTIVATE: 1 LF 
DURATION: Instant 
DESCRIPTION: Your skin is incredibly slippery. You may 
spend 1 LF to call PARRY when struck by any physical 
(damage-based) attack (that does not contain an 
{ELEMENTAL TYPE} as part of its call).  

 

PISKIE 
 
DANGEROUS TRICKS  
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: Piskies are renowned for their ability to 
trick and warp the minds of those around them. ONCE 
PER DAY you may call MASS CONFUSION as per the rules 
for MASS. 
 
FLIGHT 
PREREQUISITE: Costume must include wings that are 
part of your body. 
COST TO ACTIVATE: 1 LF    
DURATION: Up to 3 Minutes  
DESCRIPTION: Beating your wings allows you to become 
airborne to avoid danger or survey your surroundings. 
You may take flight up to 30 feet in the air. See FLIGHT 
on page 34 for more details.   
 

UNDEAD (WIGHT): DARK ELF 

(ELVES) 
 
INFRACTION 
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: Your blood recognises and responds vi-
ciously to broken infractions of the undead. You may call 
TRUTHSEEKER when conversing with an undead creature 
that you believe is lying to you. If the undead creature is 
proved to be lying they suffer IRRESISTIBLE AGONY. 1 LF 
must be spent per question asked. 
 
SPECIAL: Perform in the presence of a game referee. 
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SHACKLE  
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: Dark elves excel at trapping and slaying 
the undead, especially the mindless ones. When encoun-
tering a HOSTILE undead creature, you may activate this 
ability to call IRRESISTIBLE STUN on your next close com-
bat or ranged physical attack against the undead crea-
ture.  

 

UNDEAD (WIGHT): LAHAMIA 

(VULPERANS) 
 
DEATHLY SHOCK 
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: You are capable of telekinetically infiltrat-
ing a target's mind and manipulating their body to cause 
their nervous system to lock-down their muscles for a 
short time. You may call STUN with a range of EARSHOT 
at a target. 
 
TORMENT  
COST TO ACTIVATE: 1 LF     
DURATION: Instant  
DESCRIPTION: You project horrific hallucinations into a 
target’s mind causing them to become filled with terror. 
You may activate this ability to call FEAR on a single tar-
get within EARSHOT. 
 

UNDEAD (WIGHT): LICH 

(HUMANS) 
 
RENEWED VIGOUR  
COST TO ACTIVATE: N/A 
DURATION: Instant  
DESCRIPTION: To you, blood is merely energy. ONCE PER 
DAY, when you drop to ZERO LF you may lose 1 GHP to 
gain 3 LF.  
 
SPECIAL: You cannot activate this ability if you have only 
1 GHP remaining.  
 
SOUL BOUND 
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: Your spirit is bound to your body and 
clings to your once-human corpse. Your MORIBUND 
count is increased by 60 SECONDS. 

UNDEAD (WIGHT): REVENANT 

(BEASTKIN) 
NOTE: You may purchase up to TWO abilities from this 
list. To represent the mutations revenants always un-
dergo, during DT you may swap racial abilities as you 
see fit providing you have already spent EXP on up to 
two of the following racial abilities and can phys-rep 
any costume requirements. 
 
FLIGHT 
PREREQUISITE: Costume must include wings that are 
part of your body. 
COST TO ACTIVATE: 1 LF    
DURATION: Up to 3 Minutes  
DESCRIPTION: Beating your wings allows you to become 
airborne to avoid danger or survey your surroundings. 
You may take flight up to 30 feet in the air. See FLIGHT 
on page 34 for more details.  
 
GUARD-STRIKE    
COST TO ACTIVATE: 1 LF  
DURATION: Instant 
DESCRIPTION: This mutation sees your body absorb your 
opponent’s strength to turn it against them. You may 
spend 1 LF to call REFLECT when you are subject to the 
STRIKE DOWN or REPEL effects.  
 
IMPENETRABLE HIDE  
PREREQUISITE: Costume must include scales, muscles, 
carapace or furs that are part of your body. 
COST TO ACTIVATE: 1 LF  
DURATION:  Instant  
DESCRIPTION: Your mutated immune system briefly 
adapts to deadly damage and psychokinetically prevents 
a blow landing upon you. ONCE PER DAY you may call 
RESIST against any attack that has CRUSH as part of the 
call.  
 
RABID STRIKE 
PREREQUISITE: Costume must include fangs, claws, tusks 
or spikes that are part of your body. 
COST TO ACTIVATE: 1 LF    
DURATION: Instant 
DESCRIPTION: You slash, bite or sting your foe with 
venom that you can excrete from glands within your mu-
tated body. You may call POISON upon touching a target. 
 
UNHOLY REGENERATION  
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: This mutation causes your wounds to heal 
unnaturally fast. ONCE PER DAY you may spend 1 LF to 
recover all of your lost GHP. This ability may also be used 
while you are CRITICAL.  
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UNDEAD (WIGHT): SHADOW 

FEY (PISKIES) 
 
CURSE OF AGONY   
COST TO ACTIVATE: 1 LF   
DURATION: Instant  
DESCRIPTION: Using psychokinesis you cause your oppo-
nent's muscles to seize up and harden causing excruciat-
ing pain. You may call AGONY against any single target 
within EARSHOT.  
 
FLIGHT 
PREREQUISITE: Costume must include wings that are 
part of your body. 
COST TO ACTIVATE: 1 LF    
DURATION: Up to 3 Minutes  
DESCRIPTION: You may take flight up to 30 feet in the air 
to avoid danger or view your surroundings from 
above. See FLIGHT on page 34 for more details.   
 

UNDEAD (WIGHT): VAMPYRE 

(FAERIES) 
 
GLAMOUR   
COST TO ACTIVATE: 1 LF     
DURATION: Instant  
DESCRIPTION: You intoxicate your target's mind. ONCE 
PER DAY you may call GLAMOUR against a single target 
you are able to make direct eye contact with. This ability 
will not work on UNDEAD or DEMONIC targets. See 
GLAMOUR on page 17. 
 
SPECIAL: Perform in the presence of a referee.  
 
INHUMAN SPEED  
COST TO ACTIVATE: 1 LF  
DURATION: Special (see description)  
DESCRIPTION: This ability has two separate effects, pick 
one when activated as follows:  
 
 Spend 1 LF - You may levitate off the ground up to 

30 feet in the air to avoid danger or view your sur-
roundings from above. See FLIGHT on page 34 for 
more details 

 Spend 1 LF - ONCE PER DAY you may raise your 
hand into the air and make a CLENCHED FIST, this 
makes you OOC. This gesture can be held for up to 
10 SECONDS before it must be dropped. You can-
not interact with the game while this gesture is 
active (such as drinking potions / moving IC items / 
talking to characters / taking part in combat etc.) 

URKA 
 
ELEMENTAL IMPUNITY  
COST TO ACTIVATE: N/A 
DURATION: Encounter 
DESCRIPTION: All urka are born with a naturally strong 
resistance to one of the seven elements. Sometimes this 
manifests at birth, other times as the urka ages. Pick an 
element (AIR, EARTH, FIRE, ICE, LIGHTNING, NATURE or 
WATER) when you first acquire this ability. ONCE PER 
DAY, and for the duration of an encounter, you may call 
RESIST against any attacks made against you that have 
that element as part of the call. You may activate this 
ability at any point during the encounter, even when you 
are first struck with an [ELEMENT TYPE] call.  
 
HARDY 
COST TO ACTIVATE: 1 LF     
DURATION: Instant  
DESCRIPTION: You are incredibly tough and able to shrug 
off blows with ease. ONCE PER ENCOUNTER, when struck 
by an attack dealing physical damage (non-Elemental), 
you may reduce the damage to SINGLE. This will not re-
move any other effects. For example, if you are struck 
with "AGONY TRIPLE!" and activate this ability, this is 
now AGONY SINGLE.  
 

VULPERAN 
 
DEMON SKIN  
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: The vulperan species are renowned for 
their high pain tolerance. You may activate this ability to 
call RESIST against the AGONY effect.  
 
EMULATE DEMON  
COST TO ACTIVATE: 1 LF  
DURATION: Encounter 
DESCRIPTION: Your demonic blood draws upon the influ-
ence of nearby demonic entities allowing you to mimic 
their powers. After a HOSTILE, enemy demon has shown 
its true form, you may activate this ability to copy any 
call the demon makes (except IRRESISTIBLE ones). For 
example, an enemy demon calls "DARK DOUBLE!" on an 
attack; you may spend 1 LF to call "DARK DOUBLE!" on a 
single attack you make during the remainder of the en-
counter. 
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CLASS ABILITIES: 

CRAFTER  

TIER ONE 
 
APPRAISAL 
PREREQUISITE: Any Rank 1 Crafting 
COST TO ACTIVATE: N/A 
DURATION: 30 Seconds 
DESCRIPTION: You have extensively studied various raw 
materials and the processes required to turn them into a 
crafted item. Spend 30 SECONDS of appropriate role-play 
to identify the worth of an item and the construction 
processes and materials that have gone into creating it, 
along with any abilities, strengths or weaknesses it pos-
sesses. This ability may sometimes allow you to learn the 
crafting idea for the item. You should inform a game 
referee when you wish to identify an item. 
 
CRAFTING: ALCHEMY (RANK 1)  
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A  
DURATION: 10 Minutes  
DESCRIPTION: You have studied alchemy to the extent 
that you are now capable of creating simple mixtures or 
scrolls. See CRAFTING on page 27 for more details.  
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ALCHEMY (RANK 1) Idea list. 
 
CRAFTING: ARMOURY (RANK 1)  
PREREQUISITE: N/A  
COST TO ACTIVATE: Passive / 1 LF  
DURATION: 10 Minutes / 3 Minutes / 60 Seconds  
DESCRIPTION: You have studied crafting to the extent 
that you are now capable of working with mundane ma-
terials to build all manner of armour, weapons and de-
vices. See CRAFTING on page 27 for more details.  
 
REPAIR ARMOUR: You may spend 60 SECONDS of role-
play mending 1 AP. This ability may be used on yourself 
or an ally. You may fully restore a targets AP by using this 
ability repeatedly over a prolonged period. You reset 
your count if you leave your target’s side, you or your 
target do not remain stationary, are interrupted due to 
an EFFECT, you or your target take damage, or you stop 
mending your target’s armour for any other reason. Re-
pairing armour costs no LF. 
 
REPAIR SHATTERED: Spend 1 LF and THREE MINUTES of 
appropriate role-play to restore a piece of armour, de-
vice, a piece of equipment, firearm or a weapon affected 
by SHATTER to a working state.  
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ARMOURY (RANK 1) Idea list. 

CRAFTING: ENCHANTING (RANK 1)  
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A  
DURATION: 10 Minutes  
DESCRIPTION: You have studied enchanting to the ex-
tent that you are now capable of controlling and infusing 
Magic into various materials. See CRAFTING on page 27 
for more details.  
 
DISENCHANTING: Spend 1 LF and THREE MINUTES of 
appropriate and uninterrupted role-play using a wand, to 
disenchant an enchanted item, potion or scroll. See DIS-
ENCHANTING on page 29 for more details. 
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ENCHANTING (RANK 1) Idea list. 
 
ECONOMIC CRAFTER 
PREREQUISITE: Any Rank 1 Crafting 
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: You are skilled at finding more economi-
cal ways to complete crafting ideas. One idea (of your 
choice) per day takes one less white item card to com-
plete. For example, if an idea required 1 white and 1 
green item card to create, the idea would now only re-
quire 1 green item card to complete. This ability may not 
be used during downtime, nor may it be used if an idea 
only requires a single white item card to construct. 
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CRAFTER  

TIER TWO 
 
CRAFTING: ALCHEMY (RANK 2)  
PREREQUISITE: Crafting: Alchemy (Rank 1)  
COST TO ACTIVATE: N/A  
DURATION: 20 Minutes  
DESCRIPTION: You have studied alchemy to the extent 
that you are now capable of creating more complex mix-
tures or scrolls. See CRAFTING on page 27 for more de-
tails.  
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ALCHEMY (RANK 2) Idea list. 
 
CRAFTING: ARMOURY (RANK 2)  
PREREQUISITE: Crafting: Armoury (Rank 1)  
COST TO ACTIVATE: Passive / 1 LF  
DURATION: 20 Minutes / 3 Minutes / 60 Seconds  
DESCRIPTION: You have studied crafting to the extent 
that you are now capable of working with mundane ma-
terials to build all manner of advanced armour, weapons 
and devices. See CRAFTING on page 27 for more details.  
 
REPAIR ARMOUR: You may spend 60 SECONDS of role-
play mending 2 AP. This ability may be used on yourself 
or an ally. You may fully restore a targets AP by using this 
ability repeatedly over a prolonged period. You reset 
your count if you leave your target’s side, you or your 
target do not remain stationary, are interrupted due to 
an EFFECT, you or your target take damage, or you stop 
mending your target’s armour for any other reason. Re-
pairing armour costs no LF. 
 
REPAIR SHATTERED: Spend 1 LF and THREE MINUTES of 
appropriate role-play to restore a piece of armour, de-
vice, a piece of equipment, firearm or a weapon affected 
by SHATTER to a working state.  
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ARMOURY (RANK 2) Idea list. 
 
CRAFTING: ENCHANTING (RANK 2)  
PREREQUISITE: Crafting: Enchanting (Rank 1)  
COST TO ACTIVATE: N/A  
DURATION: 20 Minutes  
DESCRIPTION: You have studied enchanting to the ex-
tent that you are now capable of controlling and infusing 
Magic into various materials. See CRAFTING on page 27 
for more details.  
 
DISENCHANTING: Spend 1 LF and THREE MINUTES of 
appropriate uninterrupted role-play using a wand, to 
disenchant an enchanted item, potion or scroll. See DIS-
ENCHANTING on page 29 for more details. 

SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ENCHANTING (RANK 2) Idea list. 
 
SCAVENGER 
PREREQUISITE: Training: Survival – Foraging 
COST TO ACTIVATE: N/A  
DURATION: N/A 
DESCRIPTION: Your keen and eyes and good knowledge 
of crafting materials allow you to locate useful items of 
value while out on the roads. At the start of an event, 
you will find 2 random WHITE (common) item cards or 1 
random GREEN (uncommon) item card.  
 
SPECIAL: Speak with a referee before TIME IN is called at 
an event. This ability may not be used during downtime. 
You may specify if you discover two white items or a 
green one. 
 
YOU HIT MY ANVIL! 
PREREQUISITE: Any Rank 1 Crafting 
COST TO ACTIVATE: 2 LF  
DURATION: Instant 
DESCRIPTION: Through sheer luck or careful positioning 
of your various, sturdy crafting tools about your person, 
an attack is deflected. You may activate this ability to call 
RESIST when targeted by attacks from close combat or 
ranged weapons that are accompanied by calls of 
PIERCE. 
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CRAFTER  

TIER THREE 
 
CRAFTING: ALCHEMY (RANK 3)  
PREREQUISITE: Crafting: Alchemy (Rank 2)  
COST TO ACTIVATE: N/A  
DURATION: 30 Minutes  
DESCRIPTION: You have studied alchemy to the extent 
that you are now capable of creating complicated mix-
tures or scrolls. See CRAFTING on page 27 for more de-
tails.  
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ALCHEMY (RANK 3) Idea list. 
 
CRAFTING: ARMOURY (RANK 3)  
PREREQUISITE: Crafting: Armoury (Rank 2)  
COST TO ACTIVATE: Passive / 1 LF  
DURATION: 30 Minutes / 3 Minutes / 60 Seconds  
DESCRIPTION: You have studied crafting to the extent 
that you are now capable of working with mundane ma-
terials to build all manner of expert armour, weapons 
and devices. See CRAFTING on page 27 for more details.  
 
REPAIR ARMOUR: You may spend 60 SECONDS of role-
play mending 3 AP. This ability may be used on yourself 
or an ally. You may fully restore a targets AP by using this 
ability repeatedly over a prolonged period. You reset 
your count if you leave your target’s side, you or your 
target do not remain stationary, are interrupted due to 
an EFFECT, you or your target take damage, or you stop 
mending your target’s armour for any other reason. Re-
pairing armour costs no LF. 
 
REPAIR SHATTERED: Spend 1 LF and THREE MINUTES of 
appropriate role-play to restore a piece of armour, de-
vice, a piece of equipment, firearm or a weapon affected 
by SHATTER to a working state.  
 
SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ARMOURY (RANK 3) Idea list. 
 
CRAFTING: ENCHANTING (RANK 3)  
PREREQUISITE: Crafting: Enchanting (Rank 2)  
COST TO ACTIVATE: N/A  
DURATION: 30 Minutes  
DESCRIPTION: You have studied enchanting to the ex-
tent that you are now capable of controlling and infusing 
Magic into various materials. See CRAFTING on page 27 
for more details.  
 
DISENCHANTING: Spend 1 LF and THREE MINUTES of 
appropriate uninterrupted role-play using a wand, to 
disenchant an enchanted item, potion or scroll. See DIS-
ENCHANTING on page 29 for more details. 

SPECIAL: When you take this ability you may pick TWO 
IDEAS from the ENCHANTING (RANK 3) Idea list. 
 
IMPROVISER 
PREREQUISITE: Any Rank 1 Crafting 
COST TO ACTIVATE: N/A  
DURATION: Instant  
DESCRIPTION: You are skilled at working with raw mate-
rials and can break them apart and recombine their com-
ponents to act as another material. Combine any TWO 
item cards of the same TYPE and COLOUR to receive an 
item card of your choice of the same COLOUR. 
 
TEAR APART 
PREREQUISITE: Any Rank 1 Crafting 
COST TO ACTIVATE: 3 LF  
DURATION: Next successful attack during encounter 
DESCRIPTION: Your knowledge of crafting allows you to 
find weak spots in items. You may call SHATTER (plus any 
other damage associated with the attack) when success-
fully striking an opponent with a close combat or ranged 
weapon.  
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CLASS ABILITIES: 

DEFENDER 

TIER ONE 
 
DISARMING BLOW 
PREREQUISITE: N/A  
COST TO ACTIVATE: 1 LF  
DURATION: Next successful attack during encounter 
DESCRIPTION: When you successfully land a blow on a 
target with your close combat weapon, you may call DIS-
ARM, forcing the target to drop the item, weapon or 
shield they are holding. You may specify which weapon, 
shield or item the target must drop. 
 
RECKONING 
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Instant 
DESCRIPTION: You have trained in defensive combat tac-
tics to the extent that you can quickly kick or push away 
an enemy that disarms you or breaks your weapon or 
shield. When you are solely and directly targeted (not via 
the MASS call) with the DISARM or SHATTER effect 
(targeted against your close combat, ranged weapon or 
shield) you may call REPEL against the attacker that 
called the effect. 
 

SHIELD TRAINING 
PREREQUISITE: N/A  
COST TO ACTIVATE: N/A  
DURATION: Passive  
DESCRIPTION: You are capable of using a shield of any 
shape or size to defend yourself in combat. 
 
SPECIAL: See Blocking, Parrying & Shields on page 22. 
 
SHIELD WALL 
PREREQUISITE: N/A  
COST TO ACTIVATE: N/A  
DURATION: Passive / Encounter 
DESCRIPTION: You share a special bond with your com-
rades that see you stand firm together in the face of ad-
versity. When fighting within THREE FEET of another 
FRIENDLY player or NPC who is armed with a shield, you 
may call RESIST when afflicted by the following calls: RE-
PEL, FEAR, TAUNT. 
 
SPECIAL: You may only resist the first call of REPEL, FEAR 
or TAUNT per encounter. Further calls of REPEL, FEAR or 
TAUNT will affect you as normal. 
 
TAUNT  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: You call an insulting phrase or make some 
kind of rude gesture that deeply insults your target. This 
ability forces a single HOSTILE target within earshot to 
focus their attacks solely on you for 30 SECONDS. Call 
TAUNT at your desired target. 
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DEFENDER 

TIER TWO 
 
ARDENT DEFENDER 
PREREQUISITE: N/A  
COST TO ACTIVATE: 2 LF  
DURATION: Encounter  
DESCRIPTION: You protect an ally using all of your defen-
sive skill, perhaps jumping in front of them before they 
are struck by an arrow, or pushing them aside before a 
sword strikes them. When an encounter begins, name 
one ally (not yourself). Providing you remain within 
THREE FEET of each other, the first attack that person 
takes (along with any additional effects) will strike you 
instead. For example, if you are within three feet of your 
target ally and they are struck with a call of "TRIPLE AG-
ONY!", you may transfer the attack to yourself where 
you take the damage and the effect call. You should ad-
vise your comrade to call RESIST when this ability is trig-
gered. 
 
HEAVY ARMOUR TRAINING 
PREREQUISITE: Training: Defence - Light Armour 
DESCRIPTION: You have trained to fight while wearing 
heavy armour which gives you Armour Points (AP) based 
on the amount you wear. See Armour on page 14 for 
more details. 

INTIMIDATION 
PREREQUISITE: N/A  
COST TO ACTIVATE: 2 LF  
DURATION: Instant  
DESCRIPTION: Your imposing visage, stance, voice or 
body language sometimes strikes terror in the hearts of 
your foes. You may call FEAR at a single target within 
EARSHOT. 
 
PHLEGMATIC 
PREREQUISITE: N/A  
COST TO ACTIVATE: 2 LF  
DURATION: Instant  
DESCRIPTION: You remain cool-headed when provoked, 
standing firm and brushing aside insults or rude gestures 
that could easily anger others. You may call RESIST when 
targeted with calls of TAUNT. 
 
VIGILANCE 
PREREQUISITE: N/A  
COST TO ACTIVATE: 2 LF  
DURATION: Instant  
DESCRIPTION: You are skilled in defensive close combat 
techniques, allowing you to deflect the attacks of your 
enemies. You may call PARRY when struck by a close 
combat or ranged weapon. 
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DEFENDER 

TIER THREE 
 
ARMOUR MASTERY 
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A 
DURATION: Passive 
DESCRIPTION: You have trained extensively in defensive 
combat and have learned how to react to attacks in the 
most effective way possible using your armour to your 
advantage. While wearing armour on all four locations 
(arms, body, head and legs) you increase your AP as fol-
lows:  
 
 If you are wearing more heavy armour than light, 

you gain an additional 3 AP 
 If you are wearing the same amount of light ar-

mour as heavy armour, you gain an additional 2 
AP 

 If you are wearing more light armour than heavy 
armour, you gain an additional 1 AP 

 
PROTECTOR OF THE FALLEN 
PREREQUISITE: N/A  
COST TO ACTIVATE: 3 LF  
DURATION: Instant  
DESCRIPTION: Your bonds with your comrades would 
see you go above and beyond the call of duty to protect 
them. When fighting within THREE FEET of an ally that is 
CRITICAL or MORIBUND, you may activate this ability to 
call MASS REPEL (as per the rules for MASS). 

RESISTANCE 
PREREQUISITE: N/A  
COST TO ACTIVATE: 3 LF  
DURATION: Instant  
DESCRIPTION: Training and experience in battle have 
taught you how to defend yourself against offensive as-
saults that would otherwise harm you and your nearby 
comrades. You may call RESIST against any hostile dam-
age or effect that has MASS as part of its call. 
 
SECOND WIND  
PREREQUISITE: N/A 
COST TO ACTIVATE: 3 LF  
DURATION: Instant  
DESCRIPTION: Advanced training in combat has tough-
ened you up to the extent you can shrug off an other-
wise deadly injury. ONCE PER DAY, when you are CRITI-
CAL, you may rise to your feet and recover 1 GHP. You 
should role-play staggering to your feet with renewed 
vigour.  
 
SPELL GUARD 
PREREQUISITE: Vigilance 
COST TO ACTIVATE: 3 LF  
DURATION: Instant  
DESCRIPTION: Through extensive training in defensive 
stances, you can shun the effects of dangerous magic, 
causing a spell or effect to ricochet back at the caster. 
You may activate this ability to instantly call REFLECT 
when you are the target of a hostile (non-MASS) spell or 
effect. The effects of the spell will then be reflected at 
the spell caster. 
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CLASS ABILITIES: 

FIGHTER 

TIER ONE 
 
AMBIDEXTERITY  
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: You can use each hand equally well. You 
may dual-wield firearms or crossbows designed to be 
used with one hand, one-hand weapons or daggers in 
each hand. 
 
BRUTE-FORCE  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Next successful attack during encounter  
DESCRIPTION: You forcibly knock the target to the floor 
with your raw might, or your shot hits the target with 
such force it knocks them off their feet. You may call 
STRIKE DOWN (plus any other damage associated with 
the attack) on a successful hit with a close combat or 
ranged weapon.  
 
FORCEFUL GRIP 
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Instant 
DESCRIPTION: You are a capable Fighter and skilled at 
deflecting blows that would otherwise cause you to drop 
your weapon or shield. You may call RESIST when tar-
geted by the DISARM effect.  

HEROIC LEAP 
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: You are skilled at manoeuvring yourself to 
level the playing field when faced with multiple oppo-
nents. ONCE PER ENCOUNTER, when two or more oppo-
nents are solely attacking you, you may leap away from 
them to reposition yourself more strategically or evade 
their attacks. You may raise a closed fist in the air and 
immediately move THREE PACES in any direction, lower-
ing your fist once you have taken your third step. 
 
SPECIAL: See HAND GESTURE: CLENCHED FIST on page 20 
for more information. 
 
STRENGTH 
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Next successful attack during encounter  
DESCRIPTION: You line up your shot perfectly and hit 
your target in a particularly vulnerable spot on their 
body, or wield your weapon with such might that you 
inflict a powerful blow. Activating this ability increases a 
single base damage call by +1 (for example, from SINGLE 
to DOUBLE) on a successful hit with a close combat or 
ranged weapon.  
 
SPECIAL: This ability may also be activated in situations 
that require the use of exceptional force, for example, 
moving a large boulder that could not otherwise be 
shifted. Speak to a referee if you feel STRENGTH may re-
solve an issue. 
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FIGHTER 

TIER TWO 
 
INCAPACITATE 
PREREQUISITE: N/A 
COST TO ACTIVATE: 2 LF  
DURATION: Next successful attack during encounter  
DESCRIPTION: You are capable of delivering a calculated 
blow to incapacitate your opponent for a short amount 
of time. This ability has two effects: 
 
 You may call STUN (plus any other damage associ-

ated with the attack) upon striking your foe with a 
BLUNT close combat weapon 

 You may call AGONY (plus any other damage asso-
ciated with the attack) upon striking your foe with 
a BLADED close combat weapon 

 
KICKBACK  
PREREQUISITE: N/A 
COST TO ACTIVATE: 2 LF  
DURATION: Instant  
DESCRIPTION: You are skilled at keeping distance be-
tween yourself and your opponent. When a hostile tar-
get comes within arm’s reach, you may call REPEL to in-
stantly and forcefully shove them away. 

MUTILATE 
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: You are skilled at inflicting calculated 
damage to a target with their back to you. Increases your 
base damage calls by +1 (for example, from SINGLE to 
DOUBLE) on a successful hit with a close combat or 
ranged weapon to an opponent with their back to you.  
 
SPECIAL: You must be positioned directly behind an oppo-
nent for this ability to work. 
 
PIERCING BLOW  
PREREQUISITE: N/A 
COST TO ACTIVATE: 2 LF  
DURATION: Next successful attack during encounter  
DESCRIPTION: You are adept at finding weak points in 
your opponent’s armour. You may call PIERCE (plus any 
other damage associated with the attack) on a successful 
hit with a BLADED close combat weapon, BLADED 
thrown weapon, firearm, bow or crossbow. 
 
SPELL LOCK 
PREREQUISITE: N/A 
COST TO ACTIVATE: 2 LF  
DURATION: Next successful attack during encounter  
DESCRIPTION: You skilfully assault an enemy Spellcaster 
so that they are physically or verbally unable to complete 
spell casting for a short time. After successfully striking 
an opponent (with a close combat or ranged weapon) 
you may call SILENCE (plus any other damage associated 
with the attack), preventing them from speaking or cast-
ing spells for the next 30 SECONDS.  
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FIGHTER 

TIER THREE 
 
BATTLE RAGE 
PREREQUISITE: Strength  
COST TO ACTIVATE: 3 LF  
DURATION: Encounter  
DESCRIPTION: You line up your shots perfectly and hit 
your targets in particularly vulnerable spots on their 
body, or wield your weapon with such might that you 
inflict deadlier blows. This ability increases your base 
damage call with a close combat or ranged weapon by +1 
(for example, from SINGLE to DOUBLE) for the duration 
of an encounter. 
 
BATTLE VETERAN 
PREREQUISITE: N/A  
COST TO ACTIVATE: N/A  
DURATION: Passive  
DESCRIPTION: You are a battle-hardened Fighter that 
can fight through the pain to administer yourself emer-
gency aid. ONCE PER DAY you may consume a single po-
tion without aid when CRITICAL. In addition to this, you 
may add 30 SECONDS to all of your CRITICAL counts.  
 
EXECUTE  
PREREQUISITE: Mutilate 
COST TO ACTIVATE: 3 LF  
DURATION: 3 Seconds  
DESCRIPTION: You have trained hard to learn how to kill 
efficiently and may attempt to execute a target. The con-
ditions for performing this ability are as follows:  
 
 The target must be aware of your intentions OOC 

just before the execution (for safety reasons) 
 Execute must be performed with a bladed weapon 

that falls into the category of DAGGER or ONE-
HANDED WEAPON 

 You must spend at least THREE SECONDS role-
playing the execution. The target may struggle and 
attempt to free him or herself 

 If you are interrupted during the THREE SECOND  
count (you take damage, succumb to an EFFECT or 
the target breaks the execution) then you fail to 
execute the target, and the LF spent on activating 
this ability is wasted 

 If performed successfully, the target takes 8 points 
of damage to their GHP  

 Executions allow you to ignore a target’s armour 

FURY STRIKES 
PREREQUISITE: Strength 
COST TO ACTIVATE: 3 LF 
DURATION: Next successful attack during encounter  
DESCRIPTION: You skilfully wield your weapon with such 
vigour and precision that it strikes all of your opponents 
in the immediate area. You may call MASS (as per the full 
rules for MASS) on a single attack (plus any other dam-
age associated with the attack) with a close combat or 
ranged weapon. 
 
SHATTERING BLOW  
PREREQUISITE: Brute-Force 
COST TO ACTIVATE: 3 LF  
DURATION: Next successful attack during encounter  
DESCRIPTION: You hit your opponent with such force 
that you break apart their weapon, armour or shield. You 
may call SHATTER (plus any other damage associated 
with the attack) upon hitting a target with close combat 
or ranged weapon. You should specify which item you 
wish to shatter by informing your opponent (OOC) when 
striking them. 
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CLASS ABILITIES: 

MEDIC 

TIER ONE 
 
BIOLOGIST 
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A  
DURATION: 3 Minutes  
DESCRIPTION: You may take samples from organisms 
and substances to research more about them. Spend 
THREE MINUTES of appropriate role-play and use suit-
able props to examine a sample to learn more about its 
components and qualities. For example, this ability could 
be used to resolve a medical condition for which no cure 
has been found. Speak to a referee who will provide you 
with information about your findings. Be aware that ini-
tial investigations for some conditions may need to be 
followed up with further research; if this is the case, a 
game referee will advise you. 
 
SPECIAL: Always perform in the presence of a game refe-
ree. 
 
CURE POISON  
PREREQUISITE: Physical Healing (Rank 1) 
COST TO ACTIVATE: 1 LF  
DURATION: 3 Minutes  
DESCRIPTION: You can extract toxins from your patient’s 
body using your knowledge of medical procedures. Using 
appropriate role-play, you may cure a target of the POI-
SON effect. The target pauses their POISON count when 
you use this ability. If you leave your patient’s side, are 
interrupted due to an EFFECT, being attacked, or stop 
tending to your patient for any other reason the target 
restarts their POISON count until you can return to their 
side and continue the procedure. Your patient pauses 
their POISON count again when you resume your medi-
cal procedure. You may cure yourself of the POISON ef-
fect providing you are not CRITICAL or MORIBUND and 
have at least one fully functional and unrestrained arm. 
 
NURSE  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Passive  
DESCRIPTION: You may assist a comrade in tending to 
the wounded causing the duration of the following abili-
ties (your comrade is performing) to be halved while you 
remain by the patient’s side: Life-Saving Surgery, Cure 
Poison, Cure Disease, Mend Limb, Replantation. Only 
one nurse may assist at any time.  

PHYSICAL HEALING (RANK 1)  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: 30 Seconds  
DESCRIPTION: You can patch up wounds using your 
knowledge of medical procedures. Spend 1 LF and 30 
SECONDS of appropriate role play healing 1 GHP. An ad-
ditional 1 LF and 30 SECONDS of RP must be spent/
performed to heal a further 1 GHP to a target. You may 
heal yourself providing you are not CRITICAL or MORI-
BUND and have at least one fully functional and unre-
strained arm. You and your patient must remain station-
ary for the duration of the procedure. Your count is reset 
if you leave your patient’s side, you or your patient do 
not remain stationary, are interrupted due to an EFFECT, 
you or your patient take (further) damage or you stop 
tending to yourself or your patient for any other reason.  

PSYCHIATRY  
PREREQUISITE: N/A  
COST TO ACTIVATE: 1 LF  
DURATION: 30 Seconds 
DESCRIPTION: You have excellent skills in counselling 
your patients through emotional disturbance, and as 
such, may attempt to snap them out of any uncharacter-
istic behaviour. After 30 SECONDS of appropriate role-
play, you may activate this ability to remove the SOR-
ROW or EUPHORIA effects from yourself or your patient. 
For the remainder of the day, you or your patient 
(depending on who was cured) may then call RESIST 
when afflicted by the next call of SORROW or EUPHORIA 
(dependant on which one was most recently cured by 
you). Equally, you may use your knowledge of psychiatry 
to mentally affect a target. After 30 SECONDS of appro-
priate role-play, you may activate this ability to give the 
SORROW or EUPHORIA effect to the target.  
 
SPECIAL: This ability may also be used to remove other 
physiological disturbances that do not take the form of 
an EFFECT. Speak to a referee if you feel PSYCHIATRY 
may resolve an issue an individual is suffering from. 



 54  

NEOTHERA SAGA UK LARP ~ CORE RULES VERSION 3.4 ~ COPYRIGHT 2020 

MEDIC 

TIER TWO 
 
CURE DISEASE  
PREREQUISITE: Physical Healing (Rank 1) 
COST TO ACTIVATE: 1 LF  
DURATION: 3 Minutes  
DESCRIPTION: You can purify toxins in your patient’s 
body using your knowledge of medical procedures. Using 
appropriate role-play, you may cure a target of the DIS-
EASE effect. The target pauses their DISEASE count when 
you use this ability. If you leave your patient’s side, are 
interrupted due to an EFFECT, are attacked or stop tend-
ing to your patient for any other reason the target re-
starts their DISEASE count until you can return to their 
side and continue the procedure. Your patient pauses 
their DISEASE count again when you resume your medi-
cal procedure. You may cure yourself of the DISEASE ef-
fect providing you are not CRITICAL or MORIBUND and 
have at least one fully functional and unrestrained arm. 
 
LIFE-SAVING SURGERY  
PREREQUISITE: Physical Healing (Rank 1)  
COST TO ACTIVATE: 1 LF  
DURATION: 3 Minutes  
DESCRIPTION: Your knowledge of surgical procedures 
allows you to perform operations on those who are close 
to death. Using appropriate role-play you may operate 
on a MORIBUND target and revive them to 1 GHP. The 
patient pauses their MORIBUND count when you begin 
to use this ability on them. Your target resumes their 
MORIBUND count if you leave their side, you or your tar-
get do not remain stationary, are interrupted due to an 
EFFECT, you or your target take (further) damage or you 
stop tending to your patient for any other reason. Your 
patient pauses their MORIBUND count again when you 
resume surgery. 
 
MEND LIMB  
PREREQUISITE: Physical Healing (Rank 1)  
COST TO ACTIVATE: 1 LF  
DURATION: 3 Minutes  
DESCRIPTION: You have a broad knowledge of how to 
treat damaged limbs and mend broken bones. You may 
spend THREE MINUTES of appropriate role-play to fully 
mend a limb affected by CRUSH. You may mend a broken 
extremity of your own providing you are not CRITICAL or 
MORIBUND and have at least one fully functional and 
unrestrained arm. 

PHYSICAL HEALING (RANK 2)  
PREREQUISITE: Physical Healing (Rank 1)  
COST TO ACTIVATE: 1 LF  
DURATION: 30 Seconds  
DESCRIPTION: You can patch up wounds using your 
knowledge of medical procedures. Spend 1 LF and 30 
SECONDS of appropriate role play healing 2 GHP. An ad-
ditional 1 LF and 30 SECONDS of RP must be spent/
performed to heal a further 2 GHP to a target. You may 
heal yourself providing you are not CRITICAL or MORI-
BUND and have at least one fully functional and unre-
strained arm. You and your patient must remain station-
ary for the duration of the procedure. Your count is reset 
if you leave your patient’s side, you or your patient do 
not remain stationary, are interrupted due to an EFFECT, 
you or your patient take (further) damage or you stop 
tending to yourself or your patient for any other reason.  
 
TOXICOLOGIST 
PREREQUISITE: Cure Poison  
COST TO ACTIVATE: 1 LF  
DURATION: Passive / 3 Minutes  
DESCRIPTION: You have studied the adverse effects of 
chemical substances on living organisms to the extent 
that you are capable of creating airborne toxins and 
more effectively discerning the properties of a poison or 
disease. 
 
 You may spend 1 LF to turn a Noxious Blood Potion 

into a gas that seeps into your enemies lungs, al-
lowing you to call MASS POISON (as per the rules 
for MASS). When this ability is performed the Nox-
ious Blood Potion is DESTROYED in the process 

 You may also call RESIST to a single call of MASS 
POISON each day 

 Using appropriate role-play you may extract a 
blood sample from a patient that is currently suf-
fering from the POISON or DISEASE effect and 
spend THREE MINUTES of role-playing discovering 
more about the nature of the affliction  

 
SPECIAL: Always perform in the presence of a game refe-
ree. 



 55  

NEOTHERA SAGA UK LARP ~ CORE RULES VERSION 3.4 ~ COPYRIGHT 2020 

MEDIC 

TIER THREE 
 
CHEMIST 
PREREQUISITE: Physical Healing (Rank 2)  
COST TO ACTIVATE: N/A  
DURATION: Passive 
DESCRIPTION: Your knowledge of medicines allows you 
to administer them in the most effective way possible to 
a patient. Healing or Life-Force potions you consume or 
administer directly to a patient always restore ONE addi-
tional GHP or LF. 
 
COOL UNDER FIRE  
PREREQUISITE: Physical Healing (Rank 2) 
COST TO ACTIVATE: 3 LF  
DURATION: Instant / Passive 
DESCRIPTION: You are experienced at tending to pa-
tients in hostile situations and may focus on your proce-
dure to skilfully avoid assaults that interrupt your con-
centration. This ability has two effects: 
 
 Spend 3 LF each time you wish to call RESIST 

against a single source of damage that would re-
duce your GHP or AP, or the first hostile effect that 
you are afflicted with while working on a patient 

 In addition to this, once activated, this ability al-
lows you to call RESIST to any hostile non-damage-
based MASS EFFECTS for the remainder of the en-
counter providing you are working on a patient 

 
SPECIAL: This ability may only be used while you are per-
forming the following abilities: Cure Disease, Cure Poison, 
Life-Saving Surgery, Mend Limb, Physical Healing (Rank 
1/2/3), Psychiatry, Replantation. 
 
PHYSICAL HEALING (RANK 3)  
PREREQUISITE: Physical Healing (Rank 2)  
COST TO ACTIVATE: 1 LF  
DURATION: 30 Seconds  
DESCRIPTION: You can patch up wounds using your 
knowledge of medical procedures. Spend 1 LF and 30 
SECONDS of appropriate role play healing 3 GHP. An ad-
ditional 1 LF and 30 SECONDS of RP must be spent/
performed to heal a further 3 GHP to a target. You may 
heal yourself providing you are not CRITICAL or MORI-
BUND and have at least one fully functional and unre-
strained arm. You and your patient must remain station-
ary for the duration of the procedure. Your count is reset 
if you leave your patient’s side, you or your patient do 
not remain stationary, are interrupted due to an EFFECT, 
you or your patient take (further) damage or you stop 
tending to yourself or your patient for any other reason. 

PROGNOSIS  
PREREQUISITE: Physical Healing (Rank 1)  
COST TO ACTIVATE: N/A  
DURATION: 3 Minutes / Passive 
DESCRIPTION: You investigate and pay particular atten-
tion to a comrade’s state of wellness, allowing you to 
heal them more effectively after an initial examination. 
At the start of the day, pick a comrade in your party and 
inform a referee. Spend THREE MINUTES of appropriate 
role-play examining the physical health of your comrade. 
When your comrade succumbs to the following effects 
you may deduct TWO MINUTES off your timers for the 
entire day when exclusively treating them: Cure Disease, 
Cure Poison, Life-Saving Surgery, Mend Limb, Psychiatry, 
Replantation. 
 
SPECIAL: This ability may not be used in conjunction with 
the Nurse ability to further reduce timers. 
 
REPLANTATION  
PREREQUISITE: Physical Healing (Rank 3)  
COST TO ACTIVATE: 1 LF  
DURATION: 3 Minutes  
DESCRIPTION: Your advanced knowledge of surgical pro-
cedures allows you to reattach a recently severed ex-
tremity to a patient’s body. You may spend THREE MIN-
UTES of appropriate role-play to fully mend a limb or ex-
tremity affected by the SEVER effect. The limb or extrem-
ity must be fully intact and free from decay (providing 
the patient is not undead). This ability does not allow 
you to reattach a severed head to a torso! You should 
inform the patient that (unless suitable anaesthesia is 
used during the procedure) they will succumb to the AG-
ONY effect for the duration of the operation. You may 
reattach your own limb or extremity providing you are 
not CRITICAL or MORIBUND, have at least one fully func-
tional and unrestrained arm and are able to remove the 
AGONY effect associated with this ability for the duration 
of the procedure. 
 
SPECIAL: Attempts to attach limbs or extremities to a 
patient that did not originally belong to them, or be-
longed to a different species have a chance of failure, 
and may even cause the patient serious complications. 
Always perform in the presence of a game referee if this 
is the case. 
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CLASS ABILITIES: 

SCOUT 

TIER ONE 
 
INTELLIGENCER  
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A 
DURATION: Passive  
DESCRIPTION: You move in important social circles, have 
a good knowledge of the lay of the land, or keep your 
ears open for useful information. At the start of an 
event, a referee will provide you with some brief, yet 
useful information regarding your location. This informa-
tion could take the form of what inhabitants you can ex-
pect to encounter, any important landmarks, cultural 
information or local news to name but a few.  
 
LIGHT-FINGERED 
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: 3 Minutes 
DESCRIPTION: You are capable of picking locks and tak-
ing apart devious traps with ease. You may spend THREE 
MINUTES attempting to disarm a trap or pick a lock. You 
may also discern if an object is booby-trapped (with a 
NON MAGICAL trap) after inspecting it briefly.  
 
SPECIAL: Perform in presence of referee. Some traps and 
locks may be enchanted or unpickable.  
 
SHADOW STALKER  
PREREQUISITE: N/A  
COST TO ACTIVATE: 1 LF  
DURATION: Until Aborted  
DESCRIPTION: Upon activating this ability, you may step 
into the Realm of Shadows and become unseen to the 
naked eye, providing you remain completely still and do 
not move from your spot. 
 
SPECIAL: See REALM OF SHADOWS on page 34 for more 
details. 

SPILL YER GUTS!  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: Although your methods are somewhat 
unconventional, you are skilled at extracting accurate 
information from a victim by inflicting just the right 
amount of pain in the places that really hurt! You may 
inflict 1 point of damage upon a restrained target, and if 
it is still conscious and not CRITICAL afterwards, they 
must answer the next question you ask them truthfully. 
You should call TRUTHSEEKER when asking a question.  
 
SPECIAL: Perform in presence of referee.  
 
TRACKING  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF  
DURATION: Instant  
DESCRIPTION: You can track and follow a target or trail 
by inspecting footprints or other signs of disturbance on 
the ground or surrounding areas.  
 
SPECIAL: Perform in presence of referee. 
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SCOUT 

TIER TWO 
 
DIRTY TRICKS 
PREREQUISITE: N/A 
COST TO ACTIVATE: 2 LF  
DURATION: Instant 
DESCRIPTION: You incapacitate your target by hurling 
dirt in their eyes, or using other guileful tricks to disori-
entate them. You may call BLINDNESS or CONFUSION 
upon touching a target. 
 
DUELIST  
PREREQUISITE: N/A 
COST TO ACTIVATE: N/A  
DURATION: Passive  
DESCRIPTION: Your finesse in lone combat, often behind 
enemy lines, has toughened you so you can withstand 
more damage on the battlefield. When wearing only light 
armour or no armour, your maximum GHP is increased 
by ONE.  
 
SPECIAL: This ability has no effect if you are equipped 
with a shield of any type.  
 
SHADOW MASTER  
PREREQUISITE: Shadow Stalker  
COST TO ACTIVATE: 2 LF  
DURATION: Until Aborted  
DESCRIPTION: Upon activating this ability, you may step 
into the Realm of Shadows and become unseen to the 
naked eye. You may move freely when this ability is acti-
vated, up to a brisk walking pace. 
 
SPECIAL: See REALM OF SHADOWS on page 34 for more 
details. 

TRAPPER 
PREREQUISITE: Light-Fingered  
COST TO ACTIVATE: N/A  
DURATION: 30 Seconds 
DESCRIPTION: You are capable of setting all manner of 
traps to hinder or harm your opponents. Traps require 
30 SECONDS of uninterrupted role-play to set, and the 
target caught in the trap suffers an AGONY. You may 
only have ONE active trap at any time.  
 
SPECIAL: See TRAPS on page 36 for more details. 
 
TRUTH KEEPER 
PREREQUISITE: Spill Yer Guts!  
COST TO ACTIVATE: 2 LF  
DURATION: Instant  
DESCRIPTION: You have trained hard to resist torture 
techniques and how to convince someone that you are 
telling the truth in situations where top secret informa-
tion could become extracted from you. You may call RE-
SIST when targeted with calls of TRUTHSEEKER. 
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SCOUT 

TIER THREE 
 
AGILITY 
PREREQUISITE: N/A  
COST TO ACTIVATE: 3 LF  
DURATION: Instant  
DESCRIPTION: Your finesse in avoiding potentially devas-
tating damage in dire situations allows you to dodge dan-
gerous attacks. You may activate this ability to call RE-
SIST against any close combat attack that has CRUSH or 
SEVER as part of the call.  
 
SPECIAL: This ability cannot be activated if you are 
equipped with a shield or heavy armour. 
 
CUNNING DISGUISE 
PREREQUISITE: N/A  
COST TO ACTIVATE: 3 LF  
DURATION: Until Aborted  
DESCRIPTION: You are a master of disguise and may util-
ise any tools at your disposal to transform yourself into a 
specific person, member of a faction, race or realm. 
 
SPECIAL: See HAND GESTURE: THREE FINGERS on  
page 20 for more details. 
 
ENHANCED REFLEXES 
PREREQUISITE: N/A  
COST TO ACTIVATE: 3 LF  
DURATION: Instant  
DESCRIPTION: You are difficult to pin down in a fight, 
and your heightened reflexes allow you to avoid attacks 
that would otherwise immobilise or disorientate you. 
You may activate this ability to call RESIST against any 
close combat attack that has AGONY, BLINDNESS or 
STUN as part of the call. 
 
SPECIAL: This ability cannot be activated if you are 
equipped with a shield or heavy armour. 
 
OUT OF THE SHADOWS 
PREREQUISITE: N/A  
COST TO ACTIVATE: 3 LF  
DURATION: Encounter  
DESCRIPTION: Your keen eyes or sixth sense allow you to 
perceive things hidden from plain sight. You may activate 
this ability to see into the Realm of Shadows without ac-
tually entering it. Once activated, the following rules ap-
ply: 
 
 You may see into the Realm of Shadows for the 

duration of an encounter 

 You may call TRUESIGHT (within EARSHOT) when 
identifying targets in the Realm of Shadows, how-
ever ONLY YOU may see these targets. This does 
not mean your allies can! 

 You may attack ONE opponent (with your close 
combat or ranged weapon) per encounter that is 
currently in the Realm of Shadows, causing them 
severe pain as they are unwillingly pulled from its 
veil. As such, you may call TRUESIGHT AGONY to 
drop them out of the Realm of Shadows when you 
successfully strike them 

 
SPECIAL: See REALM OF SHADOWS on page 34 for more 
details. 
 
SHADOW PASSAGE  
PREREQUISITE: Shadow Master  
COST TO ACTIVATE: 3 LF  
DURATION: Until Aborted  
DESCRIPTION: Your bonds with the Realm of Shadows 
are stronger than most, and as such, you may phase a 
willing target into this realm with you. Upon activating 
this ability, you and a willing target you touch may step 
into the Realm of Shadows and become unseen to the 
naked eye. The target you touch remains in the Realm of 
Shadows, providing they stay within TWO FEET of you at 
all times and adhere to the rules regarding the Realm of 
Shadows. You may move freely while this ability is acti-
vated up to a brisk walking pace. If you or your target ally 
leaves the Realm of Shadows for any reason (as per the 
rules for the Realm of Shadows) you must both leave the 
Realm of Shadows immediately.  
 
SPECIAL: See REALM OF SHADOWS on page 34 for more 
details. 
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CLASS ABILITIES: 

SPELLCASTER 

TIER ONE 
 
ARCANE KNOWLEDGE  
PREREQUISITE: Any Magic Rank 1 
COST TO ACTIVATE: N/A 
DURATION: 30 Seconds  
DESCRIPTION: Using your innate ability or training, you 
can sense and discern the qualities of magic and en-
chantments in items, creatures, areas of land, bodies of 
water or other such things. After 30 SECONDS of appro-
priate role-play, you can discover information about any 
spells, abilities or effects that are provided by a source of 
magic. 
 
SPECIAL: Perform in the presence of a game referee.  
 
MAGIC: DEFENSIVE (RANK 1)  
PREREQUISITE: N/A  
COST TO ACTIVATE: 1 LF 
DURATION: Passive / 10 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast defensive spells to protect yourself and 
your allies. See SPELLCASTING on page 25 for more de-
tails.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Defensive (Rank 1) spell list 
to add to your repertoire. 

MAGIC: HEALING (RANK 1)  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF 
DURATION: Passive / 10 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast healing spells to soothe your wounds and 
those of your allies. See SPELLCASTING on page 25 for 
more details.  
  
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Healing (Rank 1) spell list to 
add to your repertoire. 
 
MAGIC: OFFENSIVE (RANK 1)  
PREREQUISITE: N/A 
COST TO ACTIVATE: 1 LF 
DURATION: Passive / 10 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast offensive spells to assault your foes. See 
SPELLCASTING on page 25 for more details.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Offensive (Rank 1) spell list 
to add to your repertoire. 
 
RITUALISM (RANK 1) 
PREREQUISITE: Any Magic Rank 1  
COST TO ACTIVATE: 1 LF 
DURATION: Passive  
DESCRIPTION: You have knowledge of conducting rituals 
and may perform ONE per day. For more on RITUALS see 
page 26.  
 
SPECIAL: Always perform in the presence of a game refe-
ree. 
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SPELLCASTER 

TIER TWO 
 
ARCANE WEAVE 
PREREQUISITE: Any Magic Rank 1 
COST TO ACTIVATE: N/A 
DURATION: Passive / Instant 
DESCRIPTION: Without cumbersome armour, you are 
more easily able to tune into the flows of magic. When 
wearing no armour, your base LF is increased by 3. In 
addition to this, ONCE PER DAY you may call RESIST 
against a single source of damage or an effect that you 
are the direct target of.  
 
MAGIC: DEFENSIVE (RANK 2)  
PREREQUISITE: Magic: Defensive (Rank 1)  
COST TO ACTIVATE: 2 LF 
DURATION: Passive / 20 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast defensive spells to protect yourself and 
your allies. See SPELLCASTING on page 25 for more de-
tails.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Defensive (Rank 2) spell list 
to add to your repertoire. One rank 2 Magic ability also 
increases your base LF by 2. 
 
MAGIC: HEALING (RANK 2)  
PREREQUISITE: Magic: Healing (Rank 1)  
COST TO ACTIVATE: 2 LF 
DURATION: Passive / 20 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast healing spells to soothe your wounds and 
those of your allies. See SPELLCASTING on page 25 for 
more details.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Healing (Rank 2) spell list to 
add to your repertoire. One rank 2 Magic ability also in-
creases your base LF by 2. 

MAGIC: OFFENSIVE (RANK 2)  
PREREQUISITE: Magic: Offensive (Rank 1)  
COST TO ACTIVATE: 2 LF 
DURATION: Passive / 20 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast offensive spells to assault your foes. See 
SPELLCASTING on page 25 for more details.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Offensive (Rank 2) spell list 
to add to your repertoire. One rank 2 Magic ability also 
increases your base LF by 2. 
 
RITUALISM (RANK 2) 
PREREQUISITE: Ritualism (Rank 1) 
COST TO ACTIVATE: 2 LF 
DURATION: Passive  
DESCRIPTION: You have a broad knowledge of conduct-
ing rituals and may perform a second ritual in a single 
day. For more on RITUALS see page 26.  
 
SPECIAL: Always perform in the presence of a game refe-
ree.  
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SPELLCASTER 

TIER THREE 
 
ARCANE MISSILES 
PREREQUISITE: Any Magic Rank 1 
COST TO ACTIVATE: N/A 
DURATION: N/A 
DESCRIPTION: You can manifest magic missiles which 
can strike your target at range. You can deliver a spell 
you currently have CHARGED by hitting a target with an 
Arcane Missile Spell Pouch. If you have no active spell 
charged when throwing the Arcane Missile, it deals 1 
point of ARCANE damage instead.  
 
SPECIAL: A throw-safe spell packet or foam ball should be 
used to represent magic missiles. You can carry as many 
magic missiles as you like. The spell is automatically dis-
charged regardless of if you hit your target after throw-
ing a magic missile. You may only throw ONE magic mis-
sile at a time. Magic missiles may only be used by those 
that possess this ability and are classed as thrown 
(ranged) weapons, however, they do not require you to 
learn the TRAINING: RANGED - THROWN ability to use 
them.  
 
MAGIC: DEFENSIVE (RANK 3)  
PREREQUISITE: Magic: Defensive (Rank 2)  
COST TO ACTIVATE: 3 LF 
DURATION: Passive / 30 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast defensive spells to protect yourself and 
your allies. See SPELLCASTING on page 25 for more de-
tails.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Defensive (Rank 3) spell list 
to add to your repertoire. One rank 3 Magic ability also 
increases your base LF by 2. 
 
MAGIC: HEALING (RANK 3)  
PREREQUISITE: Magic: Healing (Rank 2)  
COST TO ACTIVATE: 3 LF 
DURATION: Passive / 30 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast healing spells to soothe your wounds and 
those of your allies. See SPELLCASTING on page 25 for 
more details.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Healing (Rank 3) spell list to 
add to your repertoire. One rank 3 Magic ability also in-
creases your base LF by 2. 

MAGIC: OFFENSIVE (RANK 3)  
PREREQUISITE: Magic: Offensive (Rank 2)  
COST TO ACTIVATE: 3 LF 
DURATION: Passive / 30 Seconds 
DESCRIPTION: You have studied magic to the extent that 
you are now capable of manifesting and shaping its 
power to cast offensive spells to assault your foes. See 
SPELLCASTING on page 25 for more details.  
 
SPECIAL: When you take this ability you may choose 
TWO spells from the Magic: Offensive (Rank 3) spell list 
to add to your repertoire. One rank 3 Magic ability also 
increases your base LF by 2. 
 
SERMON OF INVIGORATION 
PREREQUISITE: Ritualism (Rank 2) 
COST TO ACTIVATE: N/A 
DURATION: 3 Minutes (minimum) 
DESCRIPTION: You are skilled at performing sermons 
that invigorate your audience. ONCE PER DAY you may 
gather your allies and spend at least THREE MINUTES of 
appropriate role-play performing a sermon that restores 
3 LF to everyone (including yourself) within 10 FEET of 
you, that listens to your sermon in its entirety.  
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ABILITIES: FAITH 

(6 EXP / 6 HRP) 
 
BLESSING 
DESCRIPTION: You may spend THREE MINUTES blessing 
a target other than yourself so that their ties to the 
physical plane become incredibly strong. The first time 
the target completes their CRITICAL count, it is reset to 
THREE MINUTES. This blessing may only be performed 
ONCE PER DAY, and its effects wear off at the start of a 
new day if not triggered. 
 
DEDICATION 
DESCRIPTION: When you learn this ability pick one 
MAGIC SCHOOL (Defensive, Healing, Offensive). When 
casting spells from the selected school, it takes you half 
the normal time. You may still learn spells from the other 
two magic types, but they take TWICE the normal time to 
cast. 
 
DESPERATION 
DESCRIPTION: ONCE PER DAY you can touch a target 
(not yourself) that is in a CRITICAL STATE and heal all of 
its lost GHP. 
 
ENLIGHTENMENT 
DESCRIPTION: ONCE PER DAY you may spend THREE 
MINUTES of role-playing attempting to communicate 
directly with the deity you worship (or one of their, chil-
dren (elementals or demi-gods)). You may ask one ques-
tion, and they will answer you directly via a whisper in 
your ear, or through another medium such as a vision for 
example. 
 
GIFT 
DESCRIPTION: ONCE PER DAY, one ABILITY you perform 
or SPELL you cast (regardless of TIER or RANK) costs 
ZERO LF. 
 
HASTE 
DESCRIPTION: ONCE PER DAY you may reduce the count 
of any crafting Idea you know and wish to produce 
(providing you have the materials) to 10 SECONDS. 
 
NEMESIS 
DESCRIPTION: ONCE PER DAY a single, hostile, NON-
MASS attack you make (also any calls associated with it) 
or offensive (NON-MASS) spell you cast can be accompa-
nied by a call of IRRESISTIBLE. 
 
REACH 
DESCRIPTION: ONCE PER DAY you may cast any RANK 1 
MAGIC spell as per the rules for MASS. 

RECONSTRUCTION 
DESCRIPTION: ONCE PER DAY you may instantly remove 
the SHATTER effect from a single weapon, item or piece 
of armour belonging to yourself or an ally. 
 
RESTORATION 
DESCRIPTION: ONCE PER DAY you can touch a target and 
fully restore all of its lost AP. 
 
SHIELD 
DESCRIPTION: ONCE PER DAY (dependant on how many 
times you have purchased this ability), and for the dura-
tion of an encounter, you may call RESIST to all attacks 
and spells derived from the [ELEMENT TYPE] you have 
chosen. For example, if you choose WATER, you do not 
take damage from WATER spells or attacks. You may ac-
tivate this ability at any point during the encounter, even 
when you are first hit with an [ELEMENT TYPE] call. For 
example, if you are targeted with a call of WATER before 
activating this ability, you may call RESIST to immediately 
activate it, resist the call, and further calls of WATER for 
that encounter. You may activate this ability as many 
times as you like during an encounter, and each time 
(providing you have purchased it) a different element 
can be selected. 
 
SPECIAL: This ability can be purchased multiple times. 
Pick an element each time you purchase this ability: AIR, 
ARCANE, DARK, DEMON, EARTH, FEL, FIRE, ICE, LIGHT, 
LIGHTNING, NATURE, WATER. This ability may be learned 
multiple times, and each time it is taken, a different ele-
mental type must be selected. 
 
SOUL SPEAK 
DESCRIPTION: You can telepathically communicate with 
someone you have previously met in person. Up to 
THREE TIMES PER DAY, you may send a message, no 
longer than a sentence, to that person. 
 
TRANSMUTATION 
DESCRIPTION: You may manipulate ARCANE BLAST, AR-
CANE JOLT, ARCANE RUPTURE and ARCANE MISSILES to 
instead cause damage according to the [ELEMENT TYPE] 
you chose when purchasing this ability. For example, if 
you chose WATER, you may empower ARCANE JOLT to 
call WATER damage instead of ARCANE. You may convert 
spells to the desired [ELEMENT TYPE] as frequently as 
you wish. 
 
SPECIAL: This ability can be purchased multiple times. 
Pick an element each time you purchase this ability: AIR, 
ARCANE, DARK, DEMON, EARTH, FEL, FIRE, ICE, LIGHT, 
LIGHTNING, NATURE, WATER. This ability may be learned 
multiple times, and each time it is taken, a different ele-
ment type must be selected.  
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SPELLS: DEFENSIVE 

RANK ONE 
 
EMOTION WARD 
RANGE: Self or Touch (Casters Choice) 
DURATION: Ward 
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the SORROW or EUPHORIA effect. 
 
STAND FAST WARD 
RANGE: Self or Touch (Casters Choice) 
DURATION: Ward 
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the STRIKE DOWN or REPEL effect. 
 
TENACIOUS WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the DISARM or CONFUSION effect. 
 
VITALITY WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward 
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect, or until the additional GHP 
have been lost through taking damage. Gain 1 additional 
GHP. This bonus may take you above your maximum to-
tal GHP.  

SPELLS: DEFENSIVE 

RANK TWO 
 
INSTINCTUAL WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the SHATTER or SILENCE effect. 
 
MIND WARD 
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the CONFUSION or SLEEP effect. 
 
RESISTANCE WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the AGONY or PIERCE effect. 
 
TOXIN WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the POISON or DISEASE effect. 
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SPELLS: DEFENSIVE 

RANK THREE 
 
DYNAMIC WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the SEVER or STASIS effect. 
 
FORTIFYING WARD  
RANGE: Self or Touch (Casters Choice) 
DURATION: Ward 
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter until re-
moved by the NULL effect, or until the additional AP 
have been lost through taking damage. Gain 2 additional 
AP. This bonus may take you above your maximum total 
AP.  

REFLECTIVE WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. You may call REFLECT when 
a hostile (non-MASS) spell is cast upon you. 
 
SAFEGUARD WARD  
RANGE: Self or Touch (Casters Choice)  
DURATION: Ward  
DESCRIPTION: You or the target you touch gains the fol-
lowing ward for the duration of an encounter or until 
removed by the NULL effect. Call RESIST when becoming 
the target of the CRUSH or STUN effect. 
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SPELLS: HEALING 

RANK ONE 
 
ESSENCE TRANSFER 
RANGE: Touch 
DURATION: Instant 
DESCRIPTION: You spend 1 LF to cast this spell, allowing 
you to siphon up to 3 LF from a conscious and willing 
target to yourself, or to act as a conduit to transfer LF 
from one target to another. This spell will not work if the 
target is under the influence of any mind-controlling ef-
fects such as GLAMOUR. You must have at least 1 LF left 
to cast this spell.  
 
PUSHBACK 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You force a target away using the power 
of raw magic. The next target you touch is afflicted by 
the REPEL effect. 
 
SENSORY 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You manipulate the target’s mind using 
raw magic. The next target you touch is afflicted by the 
EUPHORIA or SORROW effect (casters choice). 
 
SOOTHE 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You soothe and calm the target’s mind 
using raw magic. The next target you touch is afflicted by 
the SLEEP effect. 
 

SPELLS: HEALING 

RANK TWO 
 
CLEANSE 
RANGE: Self or Touch (Casters Choice)  
DURATION: Instant 
DESCRIPTION: You draw toxins from the target’s blood-
stream by using raw magic. The next target you touch 
removes the POISON effect. 
 
HEAL 
RANGE: Earshot / Self / Touch 
DURATION: Instant / Charged 
DESCRIPTION: You fix the body with raw magic. You or 
the target heals 3 GHP. 

RESTORE 
RANGE: Self or Touch (Casters Choice)  
DURATION: Instant 
DESCRIPTION: You use magic to mend broken limbs. The 
next target you touch removes the CRUSH effect from a 
broken extremity (not the torso or head) and heals 1 
GHP.  
 
SEE NO EVIL 
RANGE: Earshot or Touch 
DURATION: Instant / Charged  
DESCRIPTION: You shut down the target’s senses using 
raw magic. The target is afflicted by the BLINDNESS ef-
fect. 
 

SPELLS: HEALING 

RANK THREE 
 
CURE 
PREREQUISITE: Cleanse 
RANGE: Self or Touch (Casters Choice)  
DURATION: Instant 
DESCRIPTION: You draw toxins from the target’s body by 
using raw magic. The next target you touch removes the 
DISEASE effect. 
 
REGROWTH 
RANGE: Self or Touch (Casters Choice)  
DURATION: Instant 
DESCRIPTION: You use magic to reattach or regrow dis-
membered limbs. The next target you touch removes the 
SEVER effect and heals 1 GHP. This spell does not reat-
tach or regrow severed heads! 
 
RESURRECTION  
RANGE: Touch  
DURATION: Instant 
DESCRIPTION: You mend grievous wounds using raw 
magic. The next target you touch removes the MORI-
BUND state and heals 1 GHP. 
 
STASIS SHIELD 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You encase a target within a shield of raw 
magic. The next target you touch is afflicted by the STA-
SIS effect. 
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SPELLS: OFFENSIVE 

RANK ONE 
 
MIND FOG 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You manipulate the target’s mind using 
raw magic. The next target you touch is afflicted by the 
CONFUSION effect. 
 
SLAM 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You slam a target to the ground using raw 
magic. The next target you touch is afflicted by the 
STRIKE DOWN effect. 
 
TERROR 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You manipulate the target’s mind using 
raw magic. The next target you touch is afflicted by the 
FEAR effect. 
 
TORTURED PAIN 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: Using raw magic, you make the target’s 
muscles tense up causing excruciating pain. The next tar-
get you touch is afflicted by the AGONY effect. 
 

SPELLS: OFFENSIVE 

RANK TWO 
 
ARCANE BLAST 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You blast the target with raw, arcane en-
ergy. The target takes THREE points of ARCANE damage 
(ARCANE TRIPLE). 
 
DISPEL 
RANGE: Touch  
DURATION: Instant / Charged  
DESCRIPTION: You nullify semi-permanent spells with 
careful use of magic. The next target you touch is af-
flicted by the NULL effect. 
 
FROZEN VOICE 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You freeze the target’s vocal cords using 
raw magic. The target is afflicted by the SILENCE effect. 

SLUMBER 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You force the target’s mind to shut down 
using raw magic. The target is afflicted by the SLEEP ef-
fect. 

SPELLS: OFFENSIVE 

RANK THREE 
 
ARCANE JOLT 
PREREQUISITE: Arcane Blast 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You jolt the target with raw, arcane en-
ergy. The target takes FIVE points of ARCANE damage 
(ARCANE QUIN). 
 
ARCANE RUPTURE 
PREREQUISITE: Arcane Blast 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You cause arcane energy to rupture all 
around and smite your foes, inflicting them each with 
TWO points of ARCANE damage. You may call MASS AR-
CANE DOUBLE as per the rules for MASS. 
 
NUMBING CHILL 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You cause raw magic to strike your target, 
making them disorientated. The target is afflicted by the 
STUN effect. 
 
SWEEP DISPEL 
PREREQUISITE: Dispel 
RANGE: Earshot  
DURATION: Instant 
DESCRIPTION: You nullify semi-permanent spells with 
careful use of powerful magic. You may call MASS NULL 
(as per the rules for MASS) to remove WARDS from ALL 
targets within EARSHOT. 
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CRAFTING IDEAS 

ALCHEMY 

RANK ONE 
 
POTION OF [ELEMENT] RESISTANCE (RANK 1) 
TYPE: Potion  
MATERIALS REQUIRED: x1 White Gemstone / x1 
[Element] Stone 
DESCRIPTION: This potion reacts with the body’s im-
mune system to physically negate elemental damage. 
For the duration of an encounter, you may call RESIST on 
[ELEMENT TYPE] calls made against you. 
 
SPECIAL: When you learn this Idea pick one element (AIR, 
EARTH, FIRE, ICE, LIGHTNING, NATURE, WATER), this Idea 
allows you to produce potions that protect against the 
chosen element. This Idea may be learnt multiple times; 
where each time it is taken a different elemental type 
must be selected. 
 
POTION OF HEALING (RANK 1) 
TYPE: Potion  
MATERIALS REQUIRED: x1 White Herb / x1 Green Herb 
DESCRIPTION: This potion quickly spreads within the 
body, causing minor wounds to mend and close, restor-
ing 1 GHP when consumed. 
 
POTION OF LIFE FORCE (RANK 1)  
TYPE: Potion  
MATERIALS REQUIRED: x1 White Herb / x1 Green Herb  
DESCRIPTION: This potion quickly energises the mind 
and body, restoring 1 LF when consumed. 
 
SCROLL OF MENDING (RANK 1) 
TYPE: Scroll  
MATERIALS REQUIRED: x1 White Herb / x1 White Wood 
DESCRIPTION: Once unleashed, the magical power con-
tained within this scroll quickly mends damaged armour, 
restoring up to 2 AP on the target when used. 
 
SPELL SCROLL (RANK 1) 
TYPE: Scroll  
MATERIALS REQUIRED: x1 Green Hide 
DESCRIPTION: Creates vellum to store spells. A Spell-
caster may cast any RANK ONE spell they know on this 
scroll. The spell is stored until the scroll is used and the 
spell released. Spells can be released instantly, and not 
just by a Spellcaster. 1 LF must be spent to activate the 
scroll and release the spell stored within it. The name 
and effect of the spell should be noted on the vellum 
when a spell is cast upon it. 
 
SPECIAL: Spells may only be cast upon a spell scroll dur-
ing an event and not during downtime. 

ALCHEMY 

RANK TWO 
 
GREATER POTION OF HEALING (RANK 2) 
PREREQUISITE: Potion of Healing (Rank 1) 
TYPE: Potion  
MATERIALS REQUIRED: x1 White Herb / x1 Blue Herb 
DESCRIPTION: This potion quickly spreads within the 
body, causing serious wounds to mend and close, restor-
ing 3 GHP when consumed. 
 
GREATER POTION OF LIFE FORCE (RANK 2) 
PREREQUISITE: Potion of Life Force (Rank 1)  
TYPE: Potion  
MATERIALS REQUIRED: x1 White Herb / x1 Blue Herb 
DESCRIPTION: This potion greatly energises the mind 
and body, restoring 3 LF when consumed. 
 
POTION OF CLEANSING  
TYPE: Potion  
MATERIALS REQUIRED: x2 White Herbs / x1 Green Gem-
stone 
DESCRIPTION: Instantly breaking down harmful magical 
or natural compounds, this potion cures the POISON ef-
fect from a target when consumed. 
 
SCROLL OF MENDING (RANK 2) 
PREREQUISITE: Scroll of Mending (Rank 1) 
TYPE: Scroll  
MATERIALS REQUIRED: x1 White Herb / x1 Green Hide 
DESCRIPTION: Once unleashed, the magical power con-
tained within this scroll quickly mends damaged or bro-
ken armour, restoring up to 5 AP on the target when this 
scroll is used. 
 
SCROLL OF RESTORATION 
TYPE: Scroll  
MATERIALS REQUIRED: x1 White Hide / x1 Green Herb 
DESCRIPTION: Once unleashed, the magical power con-
tained within this scroll draws pieces of a broken item 
together as if they were magnetic. This scroll instantly 
repairs a SHATTERED item. 
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SPELL SCROLL (RANK 2) 
PREREQUISITE: Spell Scroll (Rank 1) 
TYPE: Scroll  
MATERIALS REQUIRED: x1 Blue Hide 
DESCRIPTION: Creates vellum to store spells. A Spell-
caster may cast any RANK TWO spell they know on this 
scroll. The spell is stored until the scroll is used and the 
spell released. Spells can be released instantly, and not 
just by a Spellcaster. 2 LF must be spent to activate the 
scroll and release the spell stored within it. The name 
and effect of the spell should be noted on the vellum 
when a spell is cast upon it. 
 
SPECIAL: Spells may only be cast upon a spell scroll dur-
ing an event and not during downtime.  
 

ALCHEMY 

RANK THREE 
 
MAJOR POTION OF HEALING (RANK 3) 
PREREQUISITE: Greater Potion of Healing (Rank 2) 
TYPE: Potion  
MATERIALS REQUIRED: x1 White Herb / x1 Purple Herb 
DESCRIPTION: This potion quickly spreads within the 
body, causing major wounds to mend and close, restor-
ing 5 GHP when consumed. 
 
MAJOR POTION OF LIFE FORCE (RANK 3) 
PREREQUISITE: Greater Potion of Life Force (Rank 2) 
TYPE: Potion  
MATERIALS REQUIRED: x1 White Herb / x1 Purple Herb 
DESCRIPTION: This potion massively energises the mind 
and body, restoring 5 LF when consumed. 
 
NOXIOUS BLOOD POTION 
TYPE: Potion / Blade Coating 
MATERIALS REQUIRED: x2 White Herbs / x1 Blue Herb 
DESCRIPTION: Reacting viciously when ingested or enter-
ing a target’s bloodstream, this substance causes the 
target to become subject to the POISON effect. Can be 
imbibed via liquid (for example added to one pint (or 
less) of water and consumed) or coated on a bladed 
close combat weapon, a single round of ammunition, 
arrow or bolt. This potion provides enough liquid for one 
dosage or coating and lasts until successfully used on a 
target or until the end of the day. In the case of a blade 
coating, the next target that you strike who takes dam-
age to their GHP (not AP) takes the POISON effect. Strik-
ing a target and not causing damage to their GHP does 
not cause the dose to be wasted. Further coatings must 
be applied after use but, only ONE blade coating may be 
active at any time. 

POTION OF [ELEMENT] RESISTANCE (RANK 2) 
PREREQUISITE: Potion of [ELEMENT] Resistance (Rank 1) 
TYPE: Potion  
MATERIALS REQUIRED: x1 White Gemstone / x1 White 
Essence of Magic / x1 [Element] Stone 
DESCRIPTION: This potion reacts with the body’s im-
mune system to physically negate more powerful ele-
mental damage. For the duration of an encounter, you 
may call RESIST on [ELEMENT] calls made against you. 
 
SPECIAL: When you learn this Idea pick one element type 
(ARCANE, DARK, DEMON, LIGHT), this Idea allows you to 
produce potions that protect against the chosen element. 
This Idea may be learnt multiple times; where each time 
it is taken a different elemental type must be selected. 
 
POTION OF PURIFICATION  
TYPE: Potion  
MATERIALS REQUIRED: x2 White Herbs / x1 Blue Gem-
stone 
DESCRIPTION: Instantly destroying deadly magical or 
natural compounds, this potion cures the DISEASE effect 
from a target when consumed. 
 
POTION OF RESURRECTION  
TYPE: Potion  
MATERIALS REQUIRED: x1 White Essence of Magic / x1 
Green Gemstone / x1 Blue Herb / x1 Purple Herb 
DESCRIPTION: This potion quickly travels through the 
body, restoring normal functions to otherwise defunct, 
vital organs. Revives a MORIBUND target to 1 GHP when 
consumed. 
 
SCROLL OF MENDING (RANK 3) 
PREREQUISITE: Scroll of Mending (Rank 2) 
TYPE: Scroll  
MATERIALS REQUIRED: x1 White Herb / x1 Blue Hide 
DESCRIPTION: Once unleashed, the magical power con-
tained within this scroll quickly mends damaged or bro-
ken armour, restoring up to 8 AP on the target when this 
scroll is used. 
 
SPELL SCROLL (RANK 3) 
PREREQUISITE: Spell Scroll (Rank 2) 
TYPE: Scroll  
MATERIALS REQUIRED: x1 Purple Hide 
DESCRIPTION: Creates vellum to store spells. A Spell-
caster may cast any RANK THREE spell they know on this 
scroll. The spell is stored until the scroll is used and the 
spell released. Spells can be released instantly, and not 
just by a Spellcaster. 3 LF must be spent to activate the 
scroll and release the spell stored within it. The name 
and effect of the spell should be noted on the vellum 
when a spell is cast upon it. 
 
SPECIAL: Spells may only be cast upon a spell scroll dur-
ing an event and not during downtime. 
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CRAFTING IDEAS 

ARMOURY 

RANK ONE 
 
AMMUNITION (RANK 1) 
TYPE: Ammunition 
MATERIALS REQUIRED: x1 White Ore 
DESCRIPTION: Produces 5 rounds of ammunition for a 
firearm that each calls SINGLE when they hit a target. A 
single round of ammunition is used per shot and is sub-
ject to the DESTROY effect after hitting a target or miss-
ing it. 
 
MUNDANE EQUIPMENT  
TYPE: Equipment 
MATERIALS REQUIRED: x1 White Ore, Hide or Wood 
(See Special) 
DESCRIPTION: A basic mundane item, such as a sword, 
helmet, boots, clothing, pencils, tankard etc.  
 
SPECIAL: A Phys-Rep should be used to show the end re-
sult. A referee will advise on the item cards required as 
subject to the type of item being crafted. 
 
TERSION POD (RANK 1) 
TYPE: Explosive 
MATERIALS REQUIRED: x1 Green Ore / x1 Blue Herb 
DESCRIPTION: Tersion-Pods are small, metallic balls that 
are thrown at a target, causing them to explode upon 
impact. They use the following rules:  
 
 Failing to hit with a Tersion Pod does not activate 

it 
 When you hit a target with a Tersion Pod you may 

call "TRIPLE STRIKE DOWN!" 
 
SPECIAL: A LARP safe ball (no larger than a tennis ball) 
should be used to represent this item. 
 
WELL-MADE EQUIPMENT (SHIELD) 
TYPE: Well-Made Equipment 
MATERIALS REQUIRED: x1 Green Hide / x1 Green Ore / 
x1 Blue Wood 
DESCRIPTION: You carefully improve a mundane shield. 
When crafting this Idea in-game, you must also role-play 
working on the item you wish to improve or create one 
from scratch if you desire. You must supply a Phys-Rep 
for the created item. The well-made item now has ONE 
enchanting slot which allows one SHIELD enchantment 
to be bestowed upon it.  
 
SPECIAL: You must inform a game referee after crafting 
this idea and state the item that has been improved or 
created. See WELL-MADE EQUIPMENT on page 28 and 
ENCHANTING AN ITEM on page 29 for more details. 

ARMOURY 

RANK TWO 
 
AMMUNITION (RANK 2) 
PREREQUISITE: Ammunition (Rank 1) 
TYPE: Ammunition 
MATERIALS REQUIRED: x2 White Ore 
DESCRIPTION: Produces 12 rounds of ammunition for a 
firearm that each calls SINGLE when they hit a target. A 
single round of ammunition is used per shot and is sub-
ject to the DESTROY effect after hitting a target or miss-
ing it. 
 
JUMP-START DEFIBRILLATOR 
TYPE: Device 
MATERIALS REQUIRED: x2 Green Gemstones / x2 Blue 
Hide / x2 Blue Ore / x2 Purple Ore / x1 Electronite 
(Lighting Element Stone) 
DESCRIPTION: This hand-held device serves as an emer-
gency Medic. It uses the following rules:  
 
 The device can be placed on the chest of a MORI-

BUND target to restore them to 1 GHP 
 Each time this device is used it will become dis-

charged, useless, and must be recharged 
 Charging the device takes THREE MINUTES of ap-

propriate role-play and requires an Electronite 
(lightning) Element Stone. The Element Stone is 
destroyed after charging the device 

 This device contains 1 charge when first con-
structed 

 
SPECIAL: A physical representation of this item must be 
used. 
 
PIERCING BOLT 
TYPE: Ammunition 
MATERIALS REQUIRED: x1 White Ore / x1 White Wood 
DESCRIPTION: Produces 2 arrows or bolts that each 
causes SINGLE PIERCE when hitting a target. If the pro-
jectile does not hit a target, it may be picked up and re-
used again. Hitting a target causes the bolt to become 
DESTROYED. 



 70  

NEOTHERA SAGA UK LARP ~ CORE RULES VERSION 3.4 ~ COPYRIGHT 2020 

PNEUMATIC INJECTOR 
TYPE: Device 
MATERIALS REQUIRED: x3 White Gemstones / x1 White 
Hide / x2 Blue Ore 
DESCRIPTION: This device resembles a syringe and is 
powered by pressurised air and pistons. It is used to in-
stantly inject liquids directly into a target's bloodstream, 
negating the need for potions to be consumed. It uses 
the following rules:  
 
 A Pneumatic Injector can store any combination of 

alchemy potions which can all be different, the 
same or a combination of your choosing 

 The injector can be filled with a maximum of five 
potions 

 When you use the injector, you may call any num-
ber of the effects stored inside it, which removes 
that liquid from the injector 

 Filling the device takes THREE MINUTES of appro-
priate role-play and the appropriate potions to 
store inside it 

 
SPECIAL: A physical representation of this item must be 
used. 
 
STUN SHOT 
PREREQUISITE: Ammunition (Rank 1) 
TYPE: Ammunition 
MATERIALS REQUIRED: x1 White Ore / x1 Blue Gem-
stone 
DESCRIPTION: Produces 2 rounds of ammunition for a 
firearm that each causes SINGLE STUN when they hit a 
target. A single round of ammunition is used per shot 
and is subject to the DESTROY effect after hitting a target 
or missing it. 
 
TERSION POD (RANK 2) 
PREREQUISITE: Tersion Pod (Rank 1) 
TYPE: Explosive 
MATERIALS REQUIRED: x1 Green Ore / x1 Purple Herb 
DESCRIPTION: Tersion-Pods are small, metallic balls that 
are thrown at a target, causing them to explode upon 
impact. They use the following rules:  
 
 Failing to hit with a Tersion Pod does not activate 

it 
 When you hit a target with a Tersion Pod, you may 

call "QUIN STRIKE DOWN !" 
 
SPECIAL: A LARP safe ball (no larger than a tennis ball) 
should be used to represent this item. 

WELL-MADE EQUIPMENT (ARMOUR) 
TYPE: Well-Made Equipment 
MATERIALS REQUIRED: x2 Green Hide / x1 Blue Ore 
DESCRIPTION: You carefully improve mundane armour. 
When crafting this Idea in-game, you must also role-play 
working on the item you wish to improve or create one 
from scratch if you desire. You must supply a Phys-Rep 
for the created item. The well-made item now has ONE 
enchanting slot which allows one ARMOUR enchantment 
to be bestowed upon it.  
 
SPECIAL: You must inform a game referee after crafting 
this Idea and state the item that has been improved or 
created. When crafting well-made armour, you can 
choose from the following: a single helm, pair of arm 
guards, leg guards or torso armour. See WELL-MADE 
EQUIPMENT on page 28 and ENCHANTING AN ITEM on 
page 29 for more details. 
 
WELL-MADE EQUIPMENT (TRINKET) 
TYPE: Well-Made Equipment 
MATERIALS REQUIRED: x2 Green Gemstones / x1 Blue 
Gemstone 
DESCRIPTION: You carefully improve or create a trinket, 
such as a necklace, ring, bracelet or ornamental object. 
When crafting this Idea in-game, you must also role-play 
working on the item you wish to improve or create one 
from scratch if you desire. You must supply a Phys-Rep 
for the created item. The well-made item now has ONE 
enchanting slot which allows one TRINKET enchantment 
to be bestowed upon it.  
 
SPECIAL: You must inform a game referee after crafting 
this idea and state the item that has been improved or 
created. See WELL-MADE EQUIPMENT on page 28 and 
ENCHANTING AN ITEM on page 29 for more details. 
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ARMOURY 

RANK THREE 
 
AMMUNITION (RANK 3) 
PREREQUISITE: Ammunition (Rank 2) 
TYPE: Ammunition 
MATERIALS REQUIRED: x3 White Ore 
DESCRIPTION: Produces 19 rounds of ammunition for a 
firearm that each calls SINGLE when they hit a target. A 
single round of ammunition is used per shot and is sub-
ject to the DESTROY effect after hitting a target or miss-
ing it. 
 
CHRONOMETRICAL VARIATOR 
TYPE: Device 
MATERIALS REQUIRED: x4 White Gemstones / x6 White 
Ore / x2 Green Wood / x1 Blue Ore / x1 Purple Hide / x1 
Purple Wood 
DESCRIPTION: This hand-held device mechanically keeps 
time. It resembles a pocket watch, a small clockwork 
clock or sundial. Up to two people using the MEDITA-
TION ability while listening to or observing the device 
need only spend THREE MINUTES before they restore LF. 
 
SPECIAL: A physical representation of this item must be 
used. 
 
NETHERWALKER V1.0 
TYPE: Device 
MATERIALS REQUIRED: x4 White Essence of Magic / x4 
Green Essence of Magic / x2 Blue Gemstones / x2 Purple 
Ore / x3 Shadonite (Dark Element Stone) 
DESCRIPTION: This hand-held device allows the holder to 
become invisible, shifting them into the Realm of Shad-
ows. They use the following rules:  
 
 When activated the user enters the Realm of Shad-

ows and becomes unseen to the naked eye 
 You may move at a slow walking pace while under 

the effect of this device 
 The user must spend 3 LF each time they wish to 

activate this device, and the effect lasts until the 
user leaves the Realm of Shadows 

 
SPECIAL: A physical representation of this item must be 
used. See Realm of Shadows on page 34 for more details. 

PIERCING SHOT  
PREREQUISITE: Ammunition (Rank 1) 
TYPE: Ammunition 
MATERIALS REQUIRED: x1 White Gemstone / x1 White 
Ore 
DESCRIPTION: Produces 2 rounds of ammunition for a 
firearm that each calls SINGLE PIERCE when they hit a 
target. A single round of ammunition is used per shot 
and is subject to the DESTROY effect after hitting a target 
or missing it. 
 
TRANQUILISING BOLT  
TYPE: Ammunition 
MATERIALS REQUIRED: x1 White Ore / x1 Green Wood 
DESCRIPTION: Produces 2 arrows or bolts that each 
causes SINGLE CONFUSION when hitting a target. If the 
projectile does not hit a target, it may be picked up and 
reused again. Hitting a target causes the bolt to become 
DESTROYED. 
 
TRU-SIGHT GOGGLES 
TYPE: Device 
MATERIALS REQUIRED: x2 Blue Gemstones / x1 Blue 
Hide / x2 Blue Ore / x2 Purple Ore / x2 Shadonite (Dark 
Element Stone) 
DESCRIPTION: When worn over the eyes, these goggles 
allow the wearer to see into the Realm of Shadows. The 
wearer may spend 1 LF to activate the goggles and call 
TRUESIGHT for the duration of an encounter. While 
these goggles do not transport the wearer into the 
Realm of Shadows, they are a particularly useful device 
for establishing hidden threats or other beings/items 
that are present in the Realm of Shadows and pointing 
them out.  
 
SPECIAL: A physical representation of this item must be 
used. See Realm of Shadows on page 34 for more details. 
 
WELL-MADE EQUIPMENT (WEAPON) 
TYPE: Well-Made Equipment 
MATERIALS REQUIRED: x1 Green Hide / x1 Green 
Wood / x1 Blue Ore 
DESCRIPTION: You carefully improve or create a ranged 
or close combat weapon. When crafting this Idea in-
game, you must also role-play working on the item you 
wish to improve or create one from scratch if you desire. 
You must supply a Phys-Rep for the created item. The 
well-made item now has ONE enchanting slot which al-
lows one WEAPON enchantment to be bestowed upon 
it.  
 
SPECIAL: You must inform a game referee after crafting 
this Idea and state the item that has been improved or 
created. See WELL-MADE EQUIPMENT on page 28 and 
ENCHANTING AN ITEM on page 29 for more details. 
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CRAFTING IDEAS 

ENCHANTING 

RANK ONE 

(ARMOUR) 
 
FORTIFIED (RANK 1)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x2 White Ore / x1 Blue Wood / 
x1 Purple Gemstone 
DESCRIPTION: The enchantment passively strengthens 
your armour, increasing the amount of Armour Points 
(AP) generated by it by 1. 
 
IMPENETRABLE (RANK 1)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x1 Green Hide / x1 Green Wood 
DESCRIPTION: The enchantment briefly strengthens the 
structure of your armour, causing it to deflect a piercing 
blow. ONCE PER DAY you may call RESIST against any 
attack that has PIERCE as part of the call. 
 
UNBREAKABLE (RANK 1)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x2 White Hide / x1 Green Herb / 
x1 Green Ore 
DESCRIPTION: The enchantment briefly solidifies your 
armour, causing it to negate a powerful attack. ONCE 
PER DAY you may call RESIST against any attack that has 
SHATTER as part of the call. 
 

ENCHANTING 

RANK TWO 

(ARMOUR) 
 
FORTIFIED (RANK 2)  
PREREQUISITE: Fortified (Rank 1)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x1 White Ore / x1 Blue Wood / 
x2 Purple Gemstone 
DESCRIPTION: The enchantment passively strengthens 
your armour, increasing the amount of Armour Points 
(AP) generated by it by 2. 
 
IMPENETRABLE (RANK 2)  
PREREQUISITE: Impenetrable (Rank 1)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x2 Green Hide / x1 Green Wood 
DESCRIPTION: The enchantment strengthens the struc-
ture of your armour, causing it to deflect piercing blows 
more frequently. TWICE PER DAY you may call RESIST 
against any attack that has PIERCE as part of the call. 

UNBREAKABLE (RANK 2)  
PREREQUISITE: Unbreakable (Rank 1)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x2 White Hide / x2 Green Herb / 
x1 Green Ore 
DESCRIPTION: The enchantment more frequently solidi-
fies your armour, causing it to negate powerful attacks. 
Once TWICE PER DAY you may call RESIST against any 
attack that has SHATTER as part of the call. 
 

ENCHANTING 

RANK THREE 

(ARMOUR) 
 
IMPENETRABLE (RANK 3)  
PREREQUISITE: Impenetrable (Rank 2)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x2 Green Hide / x2 Green Wood 
DESCRIPTION: The enchantment hardens the structure 
of your armour, causing it to deflect piercing blows more 
frequently. THREE TIMES PER DAY you may call RESIST 
against any attack that has PIERCE as part of the call. 
 
UNBREAKABLE (RANK 3)  
PREREQUISITE: Unbreakable (Rank 2)  
TYPE: Enchanting - Armour  
MATERIALS REQUIRED: x2 White Hide / x1 Green Herb / 
x1 Green Ore / x1 Blue Herb 
DESCRIPTION: The enchantment more frequently solidi-
fies your armour, causing it to negate powerful attacks. 
THREE TIMES PER DAY you may call RESIST against any 
attack that has SHATTER as part of the call. 
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ENCHANTING 

RANK ONE 

(SHIELDS) 
 
REFLECTION (RANK 1)  
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x1 Blue Wood / x1 Purple Wood 
DESCRIPTION: Providing an invisible and reflective aura, 
the enchantment enables your shield to bounce some 
magical attacks back towards your opponent. ONCE PER 
DAY you may call REFLECT against any attack that has an 
element (AIR, EARTH, FIRE, ICE, LIGHTNING, NATURE, 
WATER) as part of the call. 
 
UNWAVERING (RANK 1) 
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x3 White Wood 
DESCRIPTION: The enchantment briefly empowers your 
equilibrium, allowing you to endure and resist an at-
tempt at pushing you backwards or knocking you off 
your feet. ONCE PER DAY you may call RESIST against any 
attack that has STRIKE DOWN or REPEL, as part of the 
call. 
 

ENCHANTING 

RANK TWO 

(SHIELDS) 
 
ENDURANCE (RANK 1)  
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x1 Green Wood / x1 Blue Wood 
DESCRIPTION: Completely negating the blow, this en-
chantment absorbs an otherwise devastating attack. 
ONCE PER DAY you may call RESIST against any attack 
that has CRUSH or SEVER as part of the call. 
 
REFLECTION (RANK 2)  
PREREQUISITE: Reflection (Rank 1)  
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x2 Blue Wood / x1 Purple Wood 
DESCRIPTION: Providing an invisible and reflective aura, 
the enchantment enables your shield to bounce some 
magical attacks back towards your opponent. TWICE PER 
DAY you may call REFLECT against any attack that has an 
element (AIR, EARTH, FIRE, ICE, LIGHTNING, NATURE, 
WATER) as part of the call. 
 
UNWAVERING (RANK 2) 
PREREQUISITE: Unwavering (Rank 1) 
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x3 White Wood / x1 Green 
Wood 

DESCRIPTION: The enchantment empowers your equilib-
rium, allowing you to frequently endure and resist at-
tempts at pushing you backwards or knocking you off 
your feet. TWICE PER DAY you may call RESIST against 
any attack that has STRIKE DOWN or REPEL, as part of 
the call. 
 

ENCHANTING 

RANK THREE 

(SHIELDS) 
 
EFFORTLESS DEFENCE 
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x1 White Hide / x1 White 
Wood / x1 Purple Essence of Magic 
DESCRIPTION: This enchantment causes the shield to 
tune into the owner's movements, allowing them to 
wield it with precision and grace. This enchantment al-
lows a shield to be used without the need for purchasing 
the SHIELD TRAINING ability. 
 
ENDURANCE (RANK 2)  
PREREQUISITE: Endurance (Rank 1)  
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x1 Green Wood / x2 Blue Wood 
DESCRIPTION: Completely negating blows, this enchant-
ment absorbs otherwise devastating attacks. TWICE PER 
DAY you may call RESIST against any attack that has 
CRUSH or SEVER as part of the call. 
 
REFLECTION (RANK 3)  
PREREQUISITE: Reflection (Rank 2)  
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x1 Blue Wood / x2 Purple Wood 
DESCRIPTION: Providing a powerful, invisible and reflec-
tive aura, the enchantment enables your shield to 
bounce some magical attacks back towards your oppo-
nent. THREE TIMES PER DAY you may call REFLECT 
against any attack that has an element (AIR, EARTH, FIRE, 
ICE, LIGHTNING, NATURE, WATER) as part of the call. 
 
UNWAVERING (RANK 3) 
PREREQUISITE: Unwavering (Rank 2) 
TYPE: Enchanting - Shields  
MATERIALS REQUIRED: x3 White Wood / x1 Blue Wood 
DESCRIPTION: The enchantment empowers your equilib-
rium, allowing you to more frequently endure and resist 
attempts at pushing you backwards or knocking you off 
your feet. THREE TIMES PER DAY you may call RESIST 
against any attack that has STRIKE DOWN or REPEL, as 
part of the call. 
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ENCHANTING 

RANK ONE 

(TRINKETS) 
 
COGNITION (RANK 1)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x1 Green Essence of Magic 
DESCRIPTION: This enchantment enhances your cogni-
tion and allows you to listen in and understand any con-
versation that is taking place in a language you do not 
know (those speaking and making the L-SHAPE gesture). 
This enchantment does not give you the power to con-
verse in the tongue being spoken. This action may only 
be performed ONCE PER DAY. 
 
INVIGORATION (RANK 1) 
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 White Herbs / x1 Blue Es-
sence of Magic / x1 Blue Hide / x1 Blue Wood 
DESCRIPTION: Improving your state of mental well-
being, this enchantment increases your base LF by 2 
while the trinket is worn. 
 
KLEPTOMANIA (RANK 1)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x1 Green Gemstone 
DESCRIPTION: This enchantment has the power to bring 
good luck and draw useful materials to you. At the start 
of an adventure, you will discover a useful resource. 
Speak to a game referee at the start of the day (only use-
able in-game at events) who will issue you with ONE ran-
dom WHITE item card. 
 
SPELL HASTE (RANK 1)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 Blue Essence of Magic / x2 
Blue Gemstones / x1 Avionite (Air Element Stone) 
DESCRIPTION: Enhancing your bonds to the leylines be-
low the ground, this enchantment increases the speed 
you draw upon their power. One spell (regardless of 
rank) you cast each day takes ONE SECOND to cast. 
 
SPELL SPIKE (RANK 1) 
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 White Essence of Magic 
DESCRIPTION: This enchantment empowers your spells, 
causing them to hit with such force that they ignore a 
target's armour. ONCE PER DAY, you may add the call of 
PIERCE when you cast either [ELEMENT TYPE] BLAST or 
[ELEMENT TYPE] JOLT. 

ENCHANTING 

RANK TWO 

(TRINKETS) 
 
COGNITION (RANK 2)  
PREREQUISITE: Cognition (Rank 1)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x1 White Essence of Magic / x2 
Green Essence of Magic 
DESCRIPTION: This enchantment enhances your cogni-
tion and allows you to listen in and understand any con-
versation that is taking place in a language you do not 
know (those speaking and making the L-SHAPE gesture). 
This enchantment does not give you the power to con-
verse in the tongue being spoken. This action may only 
be performed TWICE PER DAY. 
 
INVIGORATION (RANK 2) 
PREREQUISITE: Invigoration (Rank 1) 
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 White Herbs / x2 Blue Es-
sence of Magic / x2 Blue Hide / x1 Purple Wood 
DESCRIPTION: Improving your state of mental well-
being, this enchantment increases your base LF by 4 
while the trinket is worn. 
 
KLEPTOMANIA (RANK 2)  
PREREQUISITE: Kleptomania (Rank 1)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x1 Green Gemstone / x1 Blue 
Gemstone 
DESCRIPTION: This enchantment has the power to bring 
good luck and draw useful materials to you. At the start 
of an adventure, you will discover a useful resource. 
Speak to a game referee at the start of the day (only use-
able in-game at events) who will issue you with ONE ran-
dom GREEN item card. 
 
SPELL HASTE (RANK 2)  
PREREQUISITE: Spell Haste (Rank 1)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 Blue Essence of Magic / x2 
Blue Gemstones / x1 Purple Essence of Magic / x1 Avio-
nite (Air Element Stone) 
DESCRIPTION: Enhancing your bonds to the leylines be-
low the ground, this enchantment increases the speed 
you draw upon their power. TWO spells (regardless of 
rank) you cast each day take ONE SECOND to cast. 
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SPELL SPIKE (RANK 2) 
PREREQUISITE: Spell Spike (Rank 1) 
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 White Essence of Magic / x1 
Green Essence of Magic 
DESCRIPTION: This enchantment empowers your spells, 
causing them to hit with such force that they ignore a 
target's armour. TWICE PER DAY, you may add the call of 
PIERCE when you cast either [ELEMENT TYPE] BLAST or 
[ELEMENT TYPE] JOLT.  
 

ENCHANTING 

RANK THREE 

(TRINKETS) 
 
COGNITION (RANK 3)  
PREREQUISITE: Cognition (Rank 2)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 White Essence of Magic / x3 
Green Essence of Magic 
DESCRIPTION: This enchantment enhances your cogni-
tion and allows you to listen in and understand any con-
versation that is taking place in a language you do not 
know (those speaking and making the L-SHAPE gesture). 
This enchantment does not give you the power to con-
verse in the tongue being spoken. This action may only 
be performed THREE TIMES PER DAY. 
 
KLEPTOMANIA (RANK 3)  
PREREQUISITE: Kleptomania (Rank 2)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x1 Green Gemstone / x1 Blue 
Gemstone / x1 Purple Gemstone 
DESCRIPTION: This enchantment has the power to bring 
good luck and draw useful materials to you. At the start 
of an adventure, you will discover a useful resource. 
Speak to a game referee at the start of the day (only use-
able in-game at events) who will issue you with ONE ran-
dom BLUE item card. 
 
SPELL HASTE (RANK 3)  
PREREQUISITE: Spell Haste (Rank 2)  
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x3 Blue Essence of Magic / x3 
Blue Gemstones / x1 Purple Essence of Magic / x1 Avio-
nite (Air Element Stone) 
DESCRIPTION: Enhancing your bonds to the leylines be-
low the ground, this enchantment increases the speed 
you draw upon their power. THREE spells (regardless of 
rank) you cast each day take ONE SECOND to cast. 

SPELL SPIKE (RANK 3) 
PREREQUISITE: Spell Spike (Rank 2) 
TYPE: Enchanting - Trinket  
MATERIALS REQUIRED: x2 White Essence of Magic / x1 
Blue Essence of Magic 
DESCRIPTION: This enchantment empowers your spells, 
causing them to hit with such force that they ignore a 
target's armour. THREE TIMES PER DAY, you may add the 
call of PIERCE when you cast either [ELEMENT TYPE] 
BLAST or [ELEMENT TYPE] JOLT. 
 

ENCHANTING 

RANK THREE 

(WEAPONS) 
 
ALL WEAPON ENCHANTMENTS ARE RANK 3 IDEAS DUE 

TO THE SKILL REQUIRED TO PERFORM THEM.  
 
ELEMENTAL EMPOWERMENT  
TYPE: Enchanting - Weapon  
MATERIALS REQUIRED: x2 Blue Herbs / x2 Blue Wood / 
x2 Purple Essence of Magic / x3 [Element Stones] 
DESCRIPTION: This enchantment empowers the close 
combat or ranged weapon with elemental magic causing 
it to strike with fury. You may call [ELEMENT] on a suc-
cessful attack you make with this weapon (plus any other 
calls associated with the attack).  
 
SPECIAL: When this Idea is learned, pick one elemental 
type (AIR, ARCANE, DARK, DEMON, EARTH, FIRE, ICE, 
LIGHT, LIGHTNING, NATURE, WATER); this enchantment 
enhances attacks with the chosen type of damage. This 
Idea may be learnt multiple times, and each time it is 
taken a different elemental type must be selected. 
 
EVERLASTING 
TYPE: Enchanting - Weapon  
MATERIALS REQUIRED: x4 White Wood / x2 Green 
Wood / x1 Blue Wood / x1 Purple Hide 
DESCRIPTION: This enchantment binds the compounds 
of the close combat or ranged weapon together so that 
they are near impossible to break apart. The weapon 
becomes IMMUNE to the SHATTER effect. In addition to 
this, you may call RESIST ONCE PER DAY if this weapon is 
targeted with the DISARM effect. 
 
FINESSE 
TYPE: Enchanting - Weapon  
MATERIALS REQUIRED: x1 White Essence of Magic / x1 
White Wood / x1 Green Ore 
DESCRIPTION: This enchantment causes the weapon to 
tune into the owner's movements, allowing them to 
wield it with precision and grace. This enchantment al-
lows an off-hand weapon to be wielded without the 
need for purchasing the AMBIDEXTERITY ability. 
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FURTHER READING 
 
We highly recommend downloading our other publications, available on our website, that will provide you with more 
information about the Neothera Saga system and game world. 
 
GUILDS OF NEOTHERA: Explains the process of joining a guild, setting one up and maintaining it. 
 
LORE COMPENDIUM: Provides detailed information about the world of Neothera, its races, realms, divine figures and 
other fascinating lore. 
 
PREPARE FOR ADVENTURE: Provides details about our events, with everything from what to bring with you, logistics, 
and the event sites we use. 
 

USEFUL LINKS 
 

Stay up to date with the latest Neothera Saga UK LARP news, or join our community to connect with the staff and 
other participants. 
  
NEOTHERA SAGA UK LARP WEBSITE:  https://www.neotherasaga.com/  
YOUTUBE CHANNEL:    https://www.youtube.com/neotherasaga  
FACEBOOK COMMUNITY GROUP:  https://www.facebook.com/groups/neotherasaga/  
PUBLIC-FACING FACEBOOK PAGE:  https://www.facebook.com/neotherasaga  
INSTAGRAM:     https://www.instagram.com/uklarp/  
TWITTER:      https://twitter.com/neotherasaga  
DISCORD SERVER:     https://discord.gg/ZFgZXKh 

https://www.youtube.com/neotherasaga
https://www.facebook.com/groups/neotherasaga/
https://www.facebook.com/neotherasaga
https://www.instagram.com/uklarp/
https://twitter.com/neotherasaga
https://discord.gg/ZFgZXKh

