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Welcome to the Fools & Heroes Society

ThisP | ay e r 0istendgd tigidecan dverview of the society and basic rules
on character creation.

Fools and Heroes is a fiot-profit National Live Action Roleplay Society.

There is an annual membership fee, which you will need to pay after your first
two free adventures, but tiikept as low as possible. The membership year
runs from May April.

We have abo@0 branches around the country, each of whisllayrevents
normally at least once a month, sometimes twice. Each branch is run by a Liais
Officer (LO) who is yourrt point of contact for rules, advice, enquiries, etc.

Each branch has its own Local Plot, as well as National Plot. You can play your
character as many times a month as branches you can get to.

At a day event most branches meet at,l<bBetimes 10:@iring the winter,

and the daysisplit up into two parts. Wpearate on a play one/monster one

basis, so you will generally play either the morning or afternoon game and
monster the other. Mission briefs are normally given before the split, and you w
usually be able to@tse which mission you go on (depending on party
numbers).

We also run weekend fests, Summerfest is our main event which is held over tt
August Bank Holiday. There are normally 4 or 5 additional Branch fests every
year.

We have an tice In and Out of Character (IC and OOC) forum and other
internet resources which allow players to trade, talk to other players IC or find
out information if they so desiFmols & Heroes is a game designed to be a
heroic struggle against evil, be thatsters, horrors or villains. All Player
Characters respect the Seven Gods of Light and should bel@goedh a

manner. Player Characters should also avoid violent conflict with other Player
Characters. FoolsKeroes is not a Player versus Player system.

This guiddnas been adapted from the 20@§¢& Guideand the abridged
Pl ayer.0s Gui de
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The World

Fools & Heroes is set in a fantasy version of our own world. England is called
Ithron, Wales is Sortho and Scotlardrisn.

Ithron, Sortho and Lirron together are called Norham Province, the capital of
Ithron is Norham (Nottingham)

Norham Province is ruled by King Roliteckstonand is part of the Axirian
Empire.

The year in Ithron is 10** (2015 is 101%.u8& Bman numerals for numbers,
and the main Ithragan human language is calledisty there is an alphabet later
in this booklet.
There are other languages and some alphthbetgh these are rarely used.
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CharacteCreation

Background

Think of a backgrad for your character; why have they joined the adventuring
community, what did they do before, where do they live?

Choose a Race

Make sure you know the racial advantages and disadvantages for the race you
want to play, and that you have the props needed

Choose your Profession

There are a number of Guilds or Religions that your character can start with as
adventurerYour LO can help you with any questions you hacbaracter
creatiorthatarenot covered in this guide.

There are some restrictionsvarich race can join which guild.

Outfit Your C haracter

Use the Chacter Equipment table on p&fd¢o decide what you want to start
out with.Unless stated otherwise, your character starts with 10 crowns and you
cannot purchase anything from anotherachar with your starting money.



Races

Human
Restrictions: None

Special Abilities: None

Physreps: None

Halfling

Restrictions: May not join certain Guilds. May never studegligpous magic of

any kind. May not useva@apon or a shield withaagest dimension of more than
366. May only double stack armour (

Special Abilities: Two natural resists a day
Physreps: Furihairy toppedreet

Elf
Restrictiondvlay not join certain Guilds 8chools of Magic

Special Abilities: One natural point of active and knowledge of the Command
Spell. 6dropod

Physreps: Pointed Ears, Clean shaven face

HalfElf
Restrictions: May not join certain Guilds. May never leareligious magic.

Special Abilities: One naturalisea day
Physreps: Pointed Ears (optional)

Dwarf
Restrictions: May not join certain Guilday never learn neeligious magic.

Unaffected by physicegin me di ci nes.
Special Abilities: Immunity to diseasd venom
PhysrepsiLong fake bard (botlgenders)



Choosing a Guild

I U m I I
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Mercenary/Scout a |a |a |a |a
Guard/Forester a
Blacksmith a |a |a |a |a
Physician a a a
Alchemist a |a a
Churches a |&d |a |a |a
Griffin Order a
Black Order a
Grey Order a a
Templar Order a |a |a |a |a
Feudal Knights a a ,
Rose Order alalala|a ;
Mages$ Thaumaturgy a a 7
Mages Demonology| a
Mages Necromancy| a A
Mages Enchantment & a

Advancement

Characters advance through guilds on a monthly bassvamiging if they

have played that montfou may normally be a member of more than one guild
or religion but only one may be your main profession, in which you may advanc
to the rank of guildsman and above.

Guild Fees

Guilds have fees, which must be jfahe character has adventuregol have

not adventured, and your character has not used any abilities suchgas brewin
al chemy, then you mdorthenmonth, which egaes k

the need to pay the usual guild®seld fees willsuallyncrease as you advance

higher in a Guild



Tithes

Churchesand he Knightly Ordertake tithes, which aaefixed fractiomaken
from any money the character gains.

Returns

At the end of the month you must send in a Return.Y®uwvill give you more
information on this, but atten must be submitted or youlracacter will not
advance.

Permits

If your character wants to carry or wear more than a peasant would (hatchet,
dagger, bow, leather armour) then they must be a memtregrahei Scouts or
Mercenaries Guild (unless they are
want Mercenary or Scout to be your main profegsiorcan join either guild as
an apprentice, paying guilcsiee6 pennies a month.



All Rules
Information
Contained In the
Professions Section
IS for Out of
Character
Information Only



Prdfession® Guilds, Knightly Orders and
Religion
Militia Duty

Any membe(of any rankin the Mercenaries or Scouts Guild may be called

upon to do Militia duty on two ocaass per year (the year starts on the 1st of
January). They receive pay whilst on such duties based on their rank in the
military Guild; the amounts are set out below and are set as each 24 hours or p
thereof served.

Apprenticed 1 crown
Guildsmar® 3 crowns

High Guildsmad 5 crowns
Guild Seniod 6 crowns
Masterd 8 crowns

The person serving militia duty must have a primary weapon and a secondary
weapon or shield.

Failing to perform militia duty when so requestedsastiie offender being
outlawedunless the person has already completed two duties in the year.

The King, or the Mayor of Norham, may call an extra militia duty, forcing
someone to perform a third stint.

It is possible to buy your way out of standard militia duty (but not thabgalled
the King or Myor) by paying a £sown scutage.
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The Guild of Mercenaries

Race: Any
Physreps:Armour (if required), Weapons, Suitaloliéing.

A mercenary starts as an apprentice, which entitles the character to carry a
weapons permit.

Once acharacter becomes Guildsntizey can gain skills and abildgieshey
advancesuch adeing able to cleave arpopents shield please ask your LO
for skill details

Advancement
Rank Guild | Skills/Guild Privileges | Months to
fees advance
Apprentice -16 Owned metal armour hal 1 month
% price repairs.
Guildsman 2/6 1 basic, 1 core skill 2 months
High 3/6 1 basic OR intermediate| 2 months
Guildsman 1 core skill
Guild Senior 5/- 1 basic OR intermediate] 2 monthsbut
OR advanced skill needs permission
of the General/CC
Master/Captain | 6/- 1 basic OR interme&de, | N/A
1 basic OR intermediate
OR advanced skill'utor,
Research
Mercenary Skills List
Core Basic Intermediate Advanced
Armour Repairs| Armour Parry Die Hard
Stacking
Jury Rig Shield Breaker | Advanced Shield
Breaker
Weapon Repairg Phalanx Immunity to Leadership
Nausea
Bloodless True Grit Pain Tolerance
Strike
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The Guild of Scouts

RaceAny

Physreps: Armour (if ragred), Weapons, Suitaldshing.

A scout starts as an apprentice, which entitles the character to carry a weapons

permit.

Once a character becomes Guildsman they can gain skills anasti@ies
advancesuch agrackingd please ask yoLO for skill details.

Advancement
Rank Guild | Skills/Guild Privileges Months to
fees advance
Apprentice -/6 Owned leather armour hag 1 month
Y price repairs.
Guildsman 2/6 1 basic, 1 core skill, level 1 2 months
tracks andt o
sigil o
High 3/6 1 basic OR intermediate | 2 months
Guildsman skill, level 2 tracks
Guild Senior 5/- 1 basic OR intermediate O 2 monthsbut
advanced skill, level 3 trac| needs permissio
of
Pathfinder/CC
Master/Ranger | 6/- 1 basic OR interrdéate, 1 | N/A
basic OR intermediate OR
advanced skill, Tutor,
Research

Scout Skills List

Core Basic Intermediate Advanced
Armour | Armour Stacking Blunt Arrows Forest Cunning
Repairs | Spot Trap Celerity
Field Repairs Hardened Constitution | Light Sleeper
Fletching Delay Traps
Throwing Weapons

13



The Guilds of Guards and Foresters

Race: Human.
Physreps. Armour (if required), Weaponsbard Suitable clothing

Joining the Guild: The Guild accepts new recruits and also draws its members
from theMercenarieand Scouts Guilds and has paths in its ranks.

Membership Rules

Members must take a Truthtell to
prove that they are human and are
not, never have been and never
intend to be a member of an illegal
Guild. Once accepted into the Guild
the new Guard/Forester must swear
on their honour to uphold the law to
the best of their ability.

A Guard/Foresteis suspended if

they refuséo accept a mission

specifically to enforce the law, serve

an arrest warrardy if theydesert a

mission odigplay cowardicéA court martial should then be convenhbdre the
Undercouncishall hear the charges. Punishment shall thitspeased
depending on the nature of the offence, but the perste exapelled from the
Guild.

The new Guard/Forester startdtee rank of Apprentice of the Lalihe
character is deemed to be a Guildsman. The progressiortiardtrand is
identical.

A new Guard/Forester must advance from the rank of Apprentiaes &b
Junior Guardsman/Forester before they can advanuetireGuild or as a
Devotee.

Guards and Foresters may not be members of the Mages or Alchemists Guild,
(or any illegal guild), they may not be priests or a member of the Vleyborian
Church.

14



Guards and Foresters have jurisdiction in the Province of Névl@zumard has
right of jurisdiction over Foresters in settlements, whereas Foresters have priori
in rural areas.

Only Guards and Foresters may serve arrest warrants, but they cannot issue
them.

A copy of the law must be provided to each new member (se®you

Livery: A Guard/Forester must openly wear their tabard to show their position a
an officer of the | awoaThevi Glharad ¥ |
head that | ooks to the | eft as the
in green with a brown eagleds head

Moving from Mercenaries/Scouts

With permission from their LO, a career mercenary or scout can move into the
Law Guilds and not lose any learned skills. They are delayed in their advance
within the Law Guilds due to acaimsationas indicated in the table below:

Previous Rank New Rank Advancement
delay
Guildsman Junior Guardsman/Foreste| 0 months
High Guildsman Guardsman/Forester 1 month
Guild Senior City Guardsman/Forester | 1 month
Master City Guardsman/Forester | 2 months
Guildmaster City Guardsman/Forester | 3 months

15



Normal Advancement

advanced skill, 1
intermediate skill,

| e ar nheved h
pr o pggil.Cap 0
identify a throwing

weapon

Rank Stipend | Skills/Guild Months to
Privileges advance
Apprentice None | All armour and 1 month
weapons are repairg
for free. One basic
skill.
Junior None 1 basic skill 2 months (plus al
Guardsman/Forester least 3 adventure
and a written
request to Head
of Guild or CC)
Guardsman/Forester| 2/6 1 basic or 3 months (plus at
intermediate skill least 3 adventure
and a written
request to Head
of Guild or CC)
City Guardsman/ 5/- 1 basic OR 3 months
Rural Forester intermediat©R (advancement ng
advanced skill, learr] guaranteed as
t hfakeébd s i g i| numbers are
limited)
Guard 7- 1 basic OR N/A 91 per four
Sergeant/Huntsman intermediate OR guards/foresters

for North and
South (max 2)

The skills learned byGaiard orForester are drawirom the mercenary or scouts

guild listsrespectively.
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The Guild of Alchemists

Race: Huma Dwarves or Halflings

Physreps:Armour and wapons if required, suitable clothing, bottles for
alchemy, toks (recipe book, saledder, record of materials used)

Membership Rules
Alchemists must swearabide by the following rules:

x  To only prepa those potions etc. that the Guild has taught them how
to make.
To sell their preparations within the price range set by the Guild.
To never reveal a recipe or formula to a@oifid member or a person
of an unsuitable rank.

x To never reveal their knowledge of alchemical sigils, although they may
identify the nature of a potion to #mer person, usually for a fee.

x  To always mark the preparations they have made with their personal
mark and to never-fabel another Alchemiststjpns.

x To never trade, sell or give alchemical ingredients or equipment to a
nonGuild member.

x  An Alchemist is prohibited from joiningtleg e s Gui | d or
Guild.

x  To inform customers on the dangers of drinking multiple durational
effect alcheroal brews.

17



Advancement

Rank Guild | PP | Recipes | Skills/Guild Months to
Fees Privileges advance
Apprentice | 4/- 20 | 3x 1st Knowledge of 1 month
Order @Ichemical in
1x2nd | naturdsigil. All 1st
Order order sigils.
Journeyman| 6/- 30 | 2x 1st All 2nd Order 2 months
Order sigils.
1 x 2nd
Order
Guildsman | 8/- 45 | 1 x 1st Knowledge of 2 months
Order 6poi son
1x2nd | sigil. All 3rd Order
Order sigils.
1x3rd
Order
High 10/- |55 | 1x2nd | No additional 3 months
Guildsman Order skills
1 x 3rd
Order
1 x 4th
Order
Guild 12/- |65 | 1x3rd Knowledge of 3 months but
Senior Order magi cal needs
1 x 4th aura colour and | permission of
Order sigil.All 4th Order | Guildmaster
sigils. or CC
Master 15/- |90 | 1 x 4th Research into ney N/A
Order potions.
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Potion Lists

Name Cost to Learn Potion Points to
(crowns) Make

Befriend (potion) Free 5

Mute (potion) Free 5

Firemakers Free 2

5 Firm Resolve (potion) Free 5

© Immunity to Mutgpotion) Free 3

o Light (potion) Free 1

2 Mighty Strength (potion) Free 8

L Mobility (potion) Free 8
Purification (potion) Free 4
Sleep (potion) Free 5
Truthtell (potion) Free 6

= Blade Venom (oil) Free 5

3 Cure Disease (potion) Free 5

o Heal Body (potion) Free 2

B Heal Limb (potion) Free 2

8 PurgePoison (potion) Free 5

3 Silver (oil) Free 8
Resistance (potion) 15 5
Protection from Heat (oil) 25 10
Protection from Magic (potion| 25 11
Protection from Missiles 25 12
(potion)

o Protection from Poison 25 12

2 (potion)

o) Protection fromWounding 25 10

o (potion)

'E Resistance to Disease (potior] 25 12
Revival (potion) 25 3
Swiftdeath (potion) 25 8
Stone to Flesh (oil in 2 parts) | 25 40
Tanglefree (oil) 25 12
Alchemical Resistance* Not Applicable

g All Heal (potion) 30 6

o) Foretell Future (potion) 30 17

- Invisibility (potion) 30 20

5 Regrow Limb (potion) 30 30

i Swiftdeath (oil) 30 15

*Skill not potion but uses a slot.

Fifth Order potions are available to learn only through approval by Senior
Referees and costs attachéidvary.
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Alchemist Ingredient List

Item Cost Properties

Black Onyx 1/6 Protection from charms and spells

Bloodroot 0/2 White flowers from plant have healing
properties

Blue Diamond 3/8 Insight into mysteries

Clericods|01 Leaves draw otbxicity

Contrary Vine 0/3 Dried leaves reverse effects of other
ingredients

Dragon Scale 216 Powdered scale causes great fear

Dwarf Ear Adventure Protection from disease

Elderkin Blood Adventure Allows free movement

EIl f 8s Ey | Adventure Grants vision beyond normal sight.

Ghast Dust Adventure Toxin causes paralysis

Hobgoblin Tusks | Adventure Defence against magic

Humours of Air 0/2 Connected to knowledge and magic

Humours of Earth | 0/1 Enhances the latent abilities of other
ingredients

Humours of Fire | 0/2 Associated with strength, can enhance
other ingredients.

Humours of Water 0/3 Healing properties

Liquid Copper 2/11 Dexterity and pacifism

Luminous Moss | 0/1 Enhances humours, glows at night.

Mage Finger Adventure Stores residual soulfire

Mandrake Root | 0/11 Deadly poisonous

Monkshood 1/7 Leaves are poisonous and enhance ot
toxins

Ogre Horn Adventure Adds strength to other ingredients

Porous Jade 0/10 Longevity and Understanding

Powdered Peridot| 0/7 Strengthand Promotes aggression

Sprite Bane 2/6 Keep sprites at bay and offer magical
resistance

Troll Blood Adventure Regenerative abilities and resistance t
poisons

Troll Heart Adventure Unsurpassed regeneration abilities, bu
toxic alone

White Lotus 0/10 Petals heal certain ailments

The description of the alchemical ingredients are to give aids in research, most
will have only a nominal effect unless prepared in the correct manner.
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The Guild of Blacksmiths
Race: Any

Physreps: Armour and ®épons {irequired), Suitable clothing, Sales Ledger

Membership Rules

9 Guild crafting secrets may not be taught temembers.

1 No restricted weapons or armour may be sold to a customer that would
violate the laws of Ithron (i.e. the person must have a weapoits pe

1 Weapons and armour cannot be sold at below Guild minimun{g®ices
by the Guildmaster)

1 Armour repairs and manufactured goods may not be given afnesy for

9 Guild property (e.g. the forge and tools) must be marked with the
symbol of the Guild anday not be traded.

1 Every Guild member must keep a book of all transactions and prices.

9 This book must be presented for inspection when requestbitjbgra
ranking Gild member.

1 Every item made must be stamped with your makersthisik an IC
rule, he physrep does not need a marking)
At certain ranks the smith has to pay the guikbfeaccess to a forge
and specialist tools.

21



Advancement

Rank Guild | AP | Skills/Guild Privileges Months to
Fees advance
Apprentice | 3/6 10 | Discount on the equipmengtl | 1 month
(2/12 off listed price). Make
wooden items, unstudded leat
and fur armour with up to 3
pennes off list price (minimum
0/1)
Journeyman| 4/- 15 | Repair nofmetal armour at %2 | 2 months
normal price
1 core skiland 1 basic skill
Guildsman | 5/- 20 | Make nommetallic armour, 2 months
unrestricted weapons and and 30
wooden shields at ¥2 normal | crowns for
price. forge and
Repair warped items at 1/3 tools
normal price.
Repair all armouwat 1/3 price.
1 core skill and 1 basic skill
High 6/- 25 | Can make all armoat %2 list 2 months
Guildsman price. and 25
1 basicskill and 1 intermediate | crowns for
skill specialist
tools
Guild 8/- 30 | Can make all weapaais’ list | 2 months
Senior price. but needs
Reforge shattered items at 1/3 permission
list price. of
Can repair rusted items. Guildmaster
linternediate skill and advanc| or CC
skill
Master 10/- | 40 | Research. N/A

Specialist items
1 core skill, 1 intermediate skil
advanced skill and 1 skill from

any catemyy

22




Forging Weapons & Armour (Armouring Points)

Each month a member of the Blacksmiths Guild gets a number of armouring
points (AP). Any points not used in a month are lost and points cannot be share
between Guild members.

Below are the armouring points that are used to make anthewgapons, in
addition to the financial cost that will vary with the weapon and the rank of the
blacksmith.

PLEASE NOTE THAT THESE PRICES ARE NOT FOR SALE PRICES
AND SHOULD ONLY BE USED BY A SMITH 8 MINIMUM SALE
PRICES ARE SET BY THE GUILD

Unrestricted Weapons and Armour  (no permit required)

Weapons Base AP to | Armour Base | APto
Price to | Make Price Make
Make to
Make
Dagger 1/0 1 Light leather/fur tunic | 1/0 1
Hatchet 3/6 1 Light leather/fur 0/5 1
sleeves
Cudgel 2/8 1 Light leather/fur 0/6 1
(subdual) trousers
Club 5/0 2 Light leather/fur cap | 0/7 1
(subdual)
Staff 7/0 3 Light studded/heavy | 2/0 2
(subdual) leather tunic
Bow 5/0 3 Light studded/heavy | 1/0 2
leather bracers
Arrow 0/3 3 per | Light studded/ heavy | 1/0 2
1 AP | leather greaves
Lightstudded/heavy | 1/0 2
leather helmet

23



Restricted Weapons and Armour (Permit Required)

Weapons | Base | AP to | Armour Base | APto
& Shields | Price | Make Price | Make
to to
Make Make

Shortsword | 4/6 1 Heavy studded leather | 3/0 3
tunic

Longsword | 9/0 2 Heavy studdelg@ather 1/6 3
bracers

Hand axe | 7/0 2 Heavy studded leather | 1/8 3
greaves

Small Mace| 3/4 2 Heavy studdelg@ather 2/0 3

(blunt) cap

Mace 7/0 3 Ringmail hauberk 6/0 4

(blunt)

Crossbow | 5/6 3 Ringmail sleeves 3/0 4

Quarrel 0/3 3 per | Ringmail trousers 3/0 4

1 AP

Half-spear | 7/0 2 Ringmail Coif 3/0 4

Spear 13/0 3 Chain/Scalemail Haubel 6/6 5

Greatsword| 16/0 4 Chain/scalemail Sleeveg 3/6 5

Bastard 14/0 3 Chain/scalemail Trousel 3/6 5

Sword

Great Axe | 14/0 4 Chain/scalemail coif 3/6 5

Great Mace| 12/0 4 Plate breastplate 10/0 6

Small Shielq¢ 3/0 1 Plate bracers 7/0 6

Medium 5/0 2 Plate greaves 7/0 6

Shield

Large Shiel¢ 8/0 3 Plate helmet 7/0 6

There are alsmiscellaneous items that blacksmiths can make. Please consult
your LO for the full list.

24



Blacksmith Skills List

Core Basic Intermediate Advanced

. Prototype Temper weapon
Appraisal Armour /Shore Up Double weapons
Delay Heat - Specialisation

. Basic Field Reforge Metal .
Repair Own Armour Repairs | Weapon Advanced flgld
Weapons armour repairs
Repair Own Field repairé Field repaird Steel shields
Armour wooden weapon wooden shield Armour patches

The amount of armour a Blacksmith can repair in a day has not been limited.
When calculating the cost of armour repghiegotal cost at the standard price is

wor ked

out and

then the

than applying the discount per piece of armour).
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The Guild of Physicians

Race: Humans, Elves, Halflings.

Physreps: Armour and @é&pongif required), Suitabléothing, Bandages,
Mixing Cupand measuring spaodPhysrep bottles for physiciadsugs.

Membership Rules

1 Members of the Guild must presethwelife and welbeing of their

employer.
1 They will not reveal the secrets of thedlionees to nomembers of
the Guild.
1 Members may not join the alchemists or the mages.
Advancement
Rank Guild | Mixes Skills/Guild Months to
Fees Privileges advance
Apprentice | 1/- None Pharmaceutical | 1 month
knowledge,
woundwort use, 1
basic skill
Journeyman | 1/6 Smelling Salts, | Pharmaceutical | 2 months
Heal Limb ability 1 basic skill
Guildsman | 2/- Body Heal, Purg( Poison Lore, 1 2 months
Poison basic skilll
intermediate skill
High 3/- Anaesthesia, 1 intermediate skil 2 months
Guildsman Cure Blindness/
Muteness,
CureDisease
Guild Senior | 4/- Disease 1 basic or 3 monthsand
Immunity, intermediate skill, | permission of
Tenacity, All intermediate skill | Guildmaster
Heal or CC.
Master 5/- Deathsleep, Can distinguish | N/A
Gentle Repose | deathsleemlouble
bandagegsearch,
1 advanced skill
and 1 skill from
any category
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Physician Skill List

Basic

Intermediate

Advanced

Physicia@ Fuss

Diagnose Enthrallment

Triage

Clean Bandages

Reattach Limb

Determine Race

Immunity to Nausea

Autopsy

Troll Anatomy

SkinGraft

27




The Guild of Mages

Races: Human, Elves (Thaumaturgy and Enchanters Schaols only)

Physreps:Green Robes as an apprentice, robes of the appropriate Slchool ¢
at Guildsman and above. Weapons if required (only swedpah®r silver
daggers are allowed)

The schools are:
Thaumaturgy:Skilled in the manipulation of soulfire as a weapon (Green robes)

Enchantment:Skilled in manipulation of matter and nagiems
(Yellow/Gold robes)

Demonology.Skilled in summoning or dismissing Demons (Red robes)

Necromancy.Skilled in the manipulation or destruction of Undead (Black
robes)

Mages must apply tioe Schoolmaster of the relevant disciplijerian order
to gain the highest ramk

Each School hasibwn specific spells and some special abilities not available to
the other schools.

Mages may not join any other guild and may only be a kindred follower of a
single God.

Membership Rules

1 The Mages Guild isvary selective Guijld/hich requires an apprentice
to obtain a Master before they may (hiis should be another PC)

1 The apprentice spés several months under the tgeelaf their master
before they arable to choose a School to join and maienat spells
from any other mage.

1 Members may not teach spells to amage, or give items supplied by
the Guild to normembers.

1 Mages may not join any other guild.

1 Mages cannot cast spells using soulfire when holding ferrous metals or
wearing armour.

28



Advancement as

Applies to all Mages

Rank Guild | Power | Spells Skills Months to
Fees advance
Apprentice 2/- 6 5 x 1st Order | Can see 1 month
6magi ca
nat,pte 6
2 pts.
dischargable
spedé¢wid
cursed?d
Journeyman | 4/- 9 3 x1stOrder| Ca n nwr e| 1 months
2 x 2nd Order| than 2 pts.
dischargable
spell
6danger
ma g,i ¢ 0
@lchemical in
naturedd
Junior 6/- 12 2 x 1st Order | Can see the | 2 months and
Guildsman 2 x 2nd Order| auras for mgic | permission
pertainingto | from
each schools | Schoolmaster
Guildsman 8/- 15 3 x2nd Order| Ca n astigee| 2 months
2 x 3rd Order| cannot be
severed
@rticle will
bind if
handled
High 10/- 18 2x2nd Order Ca n astieee| 3 months
Guildsman 2 x 3rd Order| has multiple
1 x 4th Order | spells of effect
within it®
Guild Senior | 12/- 21 1 x 2nd Order| No additional | 3 months ad
3 x 3rd Order| skills permission of
2 x 4thOrder Archmage or
CC
Master 15/- 25 3 x 3rd Order| Ability to N/A
2 x 4th Order | scribe charged
scrolls
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Spells of the General Schools of Magic

Thisis not a specific School, but the general pool of mages below guildsman ral
who have not yet been accepted into their chosen School and are still completit
their apprenticeships with their appointed Master.

First Order Spells

Commands | Power | Enchantments | Power | Rituals Power

Channel > Freeze 2 Bladesharp 3

Soulfire Dragon Scaleq 2

Drop 1 Ignite 1

Mute 1 Light 1
Stonehead 3
Sureflight 3
Enchant 3
Missiles

Second Order Spells
Commands | Power | Enchantments | Power | Rituals Power
Freeze 2 Befriend 1 Cause Disease| 4
Comprehend | 2 Comprehension 2
Languages
Dragon Scales

N

Dispel Magic | 2
(up to 2)
Locate
Sense Object

Entangle
Fear

Lift Spell
Light

Obey

Pact

Sleep
Truthtell
WarpWood
Wound Limb
Writhe

NN

NININEFEINOIWRINEFIN
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School of Thaumaturgy

Mages from this school are not as specialised as the others, however they do

possess a broader range of knowledge andT$killmmakes them more versatile

than Mages from the other schools.

In addtion all Guildsman rank Thaumatu st s ar e t @aight
natur®
Third Order Spells
Commands | Power| Enchantments | Power| Rituals Power
Befriend 1 ;
CreateCircle

Chan_nel 1 Body of |4 of Protection 4
Soulfire

Entangle 2 Dismiss demon

Fear 1 8 Imp* 2 Deaden Blow | 4

Lift 2 Protection from

Light 1 Magic 5 Reforge Metal| 2
Obey 3 Shatter 2 Reform Wood | 2
Pact 5

Sleep 2

Stun 7 Teleport Other | 7 Trollstrength | 7
Truthtell 1

Warp Wood | 2 Teleport Self 7

Wound Limb| 2

Writhe 2

+Only the School Master Demonology or the Keeper of the Sesrts can

teach the names ofmhonimp s

t o

Thaumaturgi st s,
Pactand even then only the name and physical description is disclosed.

Fourth Order Siie

Commands Power | Enchantments | Power | Rituals Power
Protection 5
from Magic Invisibility 4 Cure Disease 3
Strike Down | 5
Teleport Other| 7 Soulfire Storm 8

Foretell 5
Teleport Self | 7 Teleport 7 Future
Wound Head | 3 P

*Quest/Restricted Learning Odyask your LO
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School of Enchantment

Enchanters can make magic items, bind such items to people and rebind an ite
to a new person. Enchanters can only place sbaligd magic into items and
their ability is determined by their level in the Geolatact your LO for details.

In addition all Guildsman rank Enchanters are taught the followin@gigils:
on this item will activate if handj@8pells on thisém will activate if opengd
a n Religius in natude

Third Order Spells

Commands | Power | Enchantments | Power| Rituals Power

Stun 4 Cool Metal 2 Binding 5

Warp Wood| 2 Deactivate 3 Deaden Blow | 4
Automata*

Entangle 2 Heat Metal 3 Dispel Magic | Upto

3
Instruct 3 Divine Nature | 2
Automata
Protection from | 5 Mend Item 2
Magic
Shatter 2 Open Lock 4
Teleport Iltem 7 Scarecrow 5
Form
Fourth Order Spells

Commands Power | Rituals Power

Deactivate Automata 3 Magic Immunity (Objects) | 3

Heat Metal 3 Severance 5

Instruct Automata 3

Protection from Magic 5

Shatter 2

Strike Down 5

Teleport Item 7

Cool Metal 2

*QuestRestricted Learnin@nly 8 ask your LO
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School of Demonology

Demonologists are devoted to the summoning and bamithigrgons. Due to
the associatipdemonologis are frequently mistrustddmonology is
considered a Dark Art and elves are not permitted entry to this School.

Demon Names and Symbols

These are considered immensely valuable to Demonologists andothed Scho
Demonology itself, because yautadismiss aeinon without its name and type

and you can't summon one without its name, type, fetish and syrntbotcef

and family. Very fewepple know the true names of the Demon Princes. Their
names are soneéthe most closely guarded secrets in Sharda so many are know
by descriptive names, such as 'The Mancatcher,' 'Tter'\&iegpThe Devourer

of Saints

Demonologists have to keep artatdate list of the@monghat they have
knowledge ofiwhere thegained this knowledge and the date they learned it. This
information can be checked by a Referee before any event.

Summoning a Demon: Consult your LO for details as and when the knowledge
becomes available to your character.

Third Order Spells

Commands | Power | Enchantments | Power | Rituals Power
DismissDemon- Create Circle of
. 1 . 2
Stun 4 imp Protection
DismissDemon- Create
3 .
Lesser Summoning 2
. HeatMetal 3 Circle*
Writhe —
2 Instruct Demon Dismiss Demon
demon 1 : 4
o0lmp 0 Minor
Instruct Demon Instruct Demon
4 : 4
Lesser - Minor
Pact with Bmon | 5 SummorDemon 8
dlmp
Protection from SummorDemon
; 5 12
Magic - Lesser
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Fourth Order Spells

Commands Power | Enchantments | Power | Rituals Power
L L Demonsbane |5
Dismiss 1 Dlsr_nlssDemon 4 Dismiss Demon
Demon- Imp 0 Minor . 4
- Major
ForetellFuture | 5
Instruct 1 InstructDemon 4 InstructDemon 5
Demond Imp o minor 0 Major
Restore &ul 4
Protection Summon
from Magic 5 Teleport @ner | 7 Demond Minor 16
Summon 20
Strikedwn 5 Demon- Major
Demon Trap 7

*QuestRestricted Learnin@nly 8 ask your LO
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School of Necromancy

Necromancy is a widanging magic art based upon the study of lfevor t a | 6
forces. These studies include the creation of artificial, but inferior life and the
placing of it in to dead creatyigsing them a semblance of life. Howeker

School of Necroman@jsoknowst he secrets on how to
protectthe soul from corruption whilst being animated by substituting their own
essence into the spells. The School does its best to discourage the misuse of it
knowledge, but the study has an unfortunate reputation and necromancy has
come to be considered a Paurt.

Elves are not permitted entry to this School.

Members are taught the names and ranks of all common undead, but not their
special abilities.

Restore soul is granted as a free spell at Master rank to Necromancers.

Third Order Spells

Commands Power | Enchantments | Power | Rituals Power
Destroy undea . Commune
~lesser 1 Animate Dead 1 with Dead 2
Fear 1 Essence > Create Circle 3
Transference of Protection
Light 1 DestroyUndead 1 Cure 6
- Lesser Vampirism
DestroyUndead
Sleep 2 3 Minor 3 Deathsleep 3
Destroy
Stun 4 IaningJ;:;LrJndead 1 Undead 5
Major
Writhe 2 gnsty uctUndead 2 Lay to rest 1
Minor
Vital . Remove
Transference 1 Halt Corruption | 2 Disease 3
Shadowbane* 1
. Restore
Channel Spirit 1 Pact with Undeay 5 Essence 2*
Strength Protection from 5 Restore 4
Magic Vitality
Walk Unseen Summon 3
Choke 1 Amongst the 2 Restless Spiri
Fallen Skeletal Form| 4
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Fourth Order Spells

Commands Power | Enchantments | Power | Rituals Power

Protection . .

from Magic 5 DestroyUndead 5 Animate Limb | 4

. A Major Instruct Undead

Strikedown - Major 4

Siphon Spirit Fortify Soul 1 Deathsbane 7
Destroy Undead 7
o Greater*

Destroy Teleport Other | 7 Regeneration | 4

I\U/I?r? OeraoB 3 Restore Life 5

Instruct Ili/leassssef)estroy 5 Resurrection 20

Undead 1 Create o5

Lesser Homonculus*

*QuestRestricted Learnin@nly d ask your LO
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The Guild of Thieves

Membership can only be considered by special application and is not guarante
Please inform yowO if you wish to attempt to join this Guild.

The Guild of Nighthawks

(Guild of Assassins)

Membership can only be considered by special application and is not guarante
Please inform the CC directly (not your LO) if you wish to join.

Youmustprovidg our Characterds name, antdt hei

the skills that they offer to the Guild. You must also state details of your guild o

Church memberships and ranks within them. You must also provide the player
name, address and Branch in whizhhave membership.
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Religion
Joining a church

Characters can be kindred followers of up to two Gods, but they can only be
devoted or priests if they follow a single deity.

Holy days with an (F) aftéxeir date are celebrated on the first Saturday
following the date. Holy days with a (V) are celebrated on the first Sunday
following.

Disrespecting the Gods

For all characters

Swearing petty oaths on the Gods

Manipulating a follower into putting themselves into sin
Cheating on religious Tithes

Stealingdoly Symbols for most purposes other than returning them to
the Church

Interfering with a consecrated Shrine
Cursing the name of the Gods
1 Breaking an oath sworn on the Gods

=A =4 =4 =4

=a =4

For religious characters

T Denying oneds faith or rank in t
Aiding Demonslndead, othe Dark Churches for personal gain
Intentionally sinning or breaking a stricture
To sin against your God is to sin against all Gods
Breaking a penance

=A =4 4 =9
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Excommunication

If a Church member breaks a Deadly, Devotional or Ecclesiasticescpirir éifl

to follow them by their level of devotion) then he is excommunicated by his
Deity. The character loses all benefits obtained through their religious devotion
and is branded on their face with a mark that cannot be covered.

C

Excommunicants are nafitomatically outlawed but they are shunned by the
populace of Ithron and are considered lower than slaves in social standing.
Excommunicants cannot advance beyond guildsman in any guild and some gui
may not allow them to continue membership at all.

Kindred

A kindred is a lay member of a church. As a kindred you do not get any power
from your god, but you are able to keep undead at bay with your Holy Symbol.
As a kindred you must follow the Major and Deadly Sins of your chosen Church
(Your LO will giveyou these sins) or be excommunicated and shunned by both
your God and th majority of aciety. Kindredharacters tithe 1/12 of their

income to the Church.

Minimum Physreps: A Holy Smbol




Devoted

A Devoted character could be looked ugomore miiant followeithana

priest They may obtain a moderate amount of miracles (religious spells) and
power. They have to follow the Devotional, Major and Deadlynsiniew tithe

% of their income to the churdBefore joining the ranks of the devoted they
must pass one month of supplication, where they avoid breaking any sins.

Once a devotee reaches D6, all religious components (prayer cards and scrolls
are free.

Devotees may carry holy water vials equal to their maximum mana.

Minimum Physreps.A prayecarf,a ritual hooda Holy $mbol

Advancement
Rank | Title Spell Mana | Skills Advance
Slots
0 Supplicant | 0 0 Can hold undead at bay | 1 month
1 Novice 1 1 1 month
2 Novice 2 2 1 month
Can rdigoas ird 2
3 Brother 3 3 naturé® months
4 Brother 4 4 2
months
Brother 5 6 2 month
Can double stack armoui
(metal and leather oply 3
6 Father 6 9 Armour repairs, prayer h
cards and scrolls are free months
Gains Church Ability.
7 Fa_Lt_her 7 12 Can use a steel shield N/A
Militant
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Priests

A priest is the highest level of piety a character may obtain. Priests have more
power than the Devoted, but they must abide by more rules.

Priests fobw all levels of siiMajor, Deadly, Devotional and Ecclesiakttbaly

tithe % of their income to &Church, and before even joining the priesthood

they must pass one month of supplication, where they avoid breaking any sins.
Priests should follow the strictures of the Church, but this is enforced by the
Defende of the Faith rather than thesly.

Beirg a priest is always to be considered as the primary profession of a charact

All religious compomés (prayer cards, scroll paee provided at no cost
These may not be given away without due recompense to the Church.

Priests may carry holy watats/equal to their maximum mana.

Minimum Physreps.Hoodedrobes in th®eityd s ¢ @ PrayeriScad,
Holy Symbol

Advancement
. Spell .
Rank | Title Mana | Skills Advance
Slots

0 Supplican{ 0 0 Can hold undead at bay| 1 month
Also knows thetuals

1 Novice 2 4 absoltion, bless V\_/ater 1 month
and cleansing which take
no slots

2 Brother |4 Cansee r e ~| "' 91 91 month
natur e

3 Brother 6 8 2 months

4 Father 8 10 Gains the Church Speci: 2 months
Ability

5 Father 10 12 2 months

6 Father 12 15 3 months
Can se@emonological i

7 High 14 20 naturé can write ch_argec N/A

Father scrolls, can learn Ritual ¢

Deconsecrate Shrine.
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Crowa

Goddess of Battle & Protector of the Weak
Holy Symbol: A weapon, almost always a sword

Colour: Red
Holy Artefact: The Crowa Blade
HolyDaysSt . Al fredo6s Day 23rd| April (V)

Special Ability: Final Battle

Sins
Major

x Refusing to accept a fair challenge
x  Cowardice (refusing to enter combat, running from a battle)

Deadly

x  Using offensivenagic
x  Disobeying an order from a Church appointed superior

Devotional

x Failing to observa service of Crowa, a feast dag, shrine of Crowa
x  Running from a battle whilst comrades are still engaged

Ecclesiastical
x  Participating in or allowing treagher assassination or the like
Strictures

x  Priests mast always have robes available

x  Priests of Crowa may not wear any armour.rmbgyse shields
x  They may nouse missile or thrown weapons

x  They should wear red clothes

NOTE: Priests do not need a weapon permit.
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Spells of the Church of Crowa

Pow

Commands er Prayers Power | Rituals Power
Cleave 1 Bless Armour 1 Bless weapor 2
Heal Limb |1 Bless Vestments 1 P
Mighty .
Strike 1 Bonding 2 Reforge Metal 2
Protection 4 Courage 2
from Magic Fortitude 2
Purge > Protection from 3 Trollstrength | 5
Poison Missiles
Second Sigh 1 Eitéﬁ?gth i Locate 5
Cool Metal 2
Lift Spell 2
*Quest Only
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Kharach

God of Death

Holy Symbol: A skull, usually human

Colour: Black, with optiondhrk recdecoration

Holy Artefact: The Mace of Kharach

Holy Days: End of Winter 1st March (V), Night of the Dead 31st October (F)
Special Ability: Shepherd of the Lost

Sins

Major
x  Verbally naming the dead (except Kharach)
x  Touching a follower of Vleybor

Deadly
x  Assisting in rrection
x  Desecrating a dead body in which a soul resides

Devotional
x Faliling to observe a service of Kharach, a feast deshrine of
Kharach

x Aiding in the treatment of fatal wounds and sickness
x Using noAethal weapons

Ecclesiastical
x  Refusing to peofm a Ritual of Lay to Rest when requested

Strictures
x  Priests mast always have robes available
x  Priests of Kharach may wear any armour but may not use shields
x  They should wear blaclothesd may be edged in red
x  They must wear a mask or cowl

NOTE: Kharachi ans and Longstorians ma)
long as their own Gods name is invokedPriests can tell if a person is in
deathsleep.
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