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Skills, Profession & Craft


Skills are slightly more minor abilities that a character may come to learn. While not as potent as advantages, they are certainly very useful.


Armoring - You can repair armor, restoring its Armor Points to full value.


Swashbuckler - The ability to wield a weapon in each hand.


Field Medic - You are a trained practitioner of basic lifesaving techniques.


Literacy – Read & write the lanaguages you speak.


Profession/Craft – You have learned valuable skills which keep you in paid employment. 


Lore – You have intricate knowledge in one area. Examples are Void/Aether, Herbs/Poisons, Magic, Fauna & History.


Weapons & Armor Training – To use weapons & armor properly you must have been trained. . If you aren’t trained then you must use weapons offhand & role-play your lack of skill. Wearing armour untrained for only bestows 1/3rd the normal AP bonus. 





Secondary Advantages


Secondary advantages represent the advancement of your character to higher ability. These include such things as: Adept Mage, Holy, Mighty Strike, Sap, Berezerk, Unshakeable caster, Blasphemy, Sage, Pathfinders, Poisoner, Chirgeon, Knight, Noble 





Greater Advantages – are the pinnacle of skill, which require prerequisite secondary advantages. 


These are the skills of true Masters. These include Master Lore Magic, Cerebral Trick , Rager , Oracle, 


Cut throat, Knight-Captain, Greater Noble amongst others. 





Lore Magic


The world of Aard’n is filled with magic. People with the Lore magic advantage can cast Lore magic from scrolls of a magic college to which they are attuned or from their own spell books. Spell casting consists of reciting a spell chant (memorised or from a scroll) along with the correct components. Spells are organised on 4 tiers of advancement, novice, adept, master & grand master. Novice mages start with the ability to cast mana spells & those of one other discipline.


Dealing damage to the caster generally interrupts 


casting.
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Common Spell Effects


Most common spell effects are explained in their casting however the following spells are of interest: 


Arkane arrow – is a magical arrow that is thrown by the caster & causes normal (but magical) weapon damage.


Abjuration (circle) Spells – represented by a 6m length of thin white rope tied into a circle. These spells bind objects or people or portals in place. I.e. Mortal Binding holds a person inside the circle until dispelled.


Curse of confusion –you act confused & forget what you’re doing for 1 minute; you wander around aimlessly in the area but can defend yourself if attacked. 


Novice/Adept/Master Dispel – removes spell effects depending on spell rank.


Enthral - The target will complete a single command given except self harm.


Fear – Target flees from caster heedless of danger for 1 minute.


Shrink – The target is shrunk & must fight from their knees for a minute.


Mana shield – Protects the caster & those touching him from 3 ranged attacks, including spells. 


Repulsion – Target can’t approach the caster for as long as they present their pointed finger.


Sleep – Target falls to sleep (unconscious) for 1 minute. Damage or being shaken awakens them.


Stone-hands – Target cannot move one leg from that spot for 1 minute.


Whither limb – caster designates limb withered. 


The affected limb becomes useless for 1 minute.


Mire – a bog of mud slows you to a walk for 1 minute.


Jinx – lose the use of your special abilities that have a use per day component for 1 minute.


Warp – Allows one person passage through wood or stone as if a door was there.


Equipment & Training


Costs you coin to buy. See your local merchant for prices. Coin comes in brass razu (1) & silver dinar (10) & don’t forget to save some for food. You can buy everything from swords to spells.


Item�
 Razu�
Training (CP)�
�
Spell Book�
30�
Magic Lore�
�
Novice Spell�
10�
1�
�
Short Sword <75cm�
10�
1�
�
Sword <110cm�
20�
2�
�
Light armour (Leather)�
25�
3�
�
Target Shield <70cm dia.�
25�
2�
�
Bandage 50cm x 5cm�
1�
Field Medic�
�
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Combat


Health points = HP or how much damage you can take. Most players start with 3 HP.


Armour points = AP; which are lost before HP and must be repaired or mended.





LARP safe weapons, bows, arrows, shields & armour only. Safety first at all times!


Damage 1 HP/AP for limb shot, 2 HP/AP for torso. Head, neck & groin illegal hit locations. Avoid the joints & kidneys.





HP status


At 2+ HP you are fully capable. 


At 1 Hp you are battered & bruised but capable. 


At 0 HP you are wounded & fall down incapacitated. 


You can curl up into a ball & moan weakly for help. (Incapacitated)


At -2 HP you have sustained a lingering wound which needs greater medical attention; further blows will not reduce HP any further. (Lingering wounded)





Normal wounds heal at the rate of 1 HP per hour of complete uninterrupted rest or 2 HP per hour of sleep.





Common Game Effects


Lingering wounds impose a -1 HP penalty to your maximum HP total & this lasts until a greater healing or Chirgeon heals this effect. 





Mighty Strike – Blows dealt with a 2 handed weapon do double damage (a longsword wielded 2 handed counts). Use “Mighty” or “Might” rhetoric 


as you strike.





Sap – sneak up behind your intended victim & apply a soft tap to the back of the head with an approved sap (balled sock) causing them to fall down & act 


unconscious for 1 minute. Has no effect if wearing a helm.





Sneak - By using underhanded techniques, you may strike an opponent with a small weapon (i.e. a dagger) between the shoulder blades & deal 4 damage. You must strike from behind you opponent for this to work & you must gently tap them between the shoulder blades.
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Hobble – a strike that is called with “I hobble thee” & hitting the rear of the leg(s) causes the player to limp & be unable to run until healed.





Hand on head – a game mechanic, you are unable to be see them, though you can sense a presence.





Tentacles – deal no damage but are poisonous. If struck you will become incapacitated for 1 minute.





Poison (spiny balloon fish extract) – whisper or call: “Fall to my foul poison” or similar when you strike. Victim is incapacitated for 1 minute & is weakened (role-play it) for 10 minutes thereafter or until treatment is given. Other poisons exist but are uncommon.





Weakened – robs you of your strength & prevents any strength based advantages. You fight (defend yourself) limply & can do no more than hobble (walk only) away. You may cast spells but the extra effort should be role-played.





Killing blow – applied to an unconscious or 


incapacitated person by drawing your weapon across their torso & stating “Killing blow”. You are killed outright. Death however is not final; remain in place for up to 20 minutes, if your comrades don’t find you then find a GM for further instruction. Some powerful spells may be able to return you to life though the cost will be high.





Incapacitated -means you fall down & are unable to do anything but moan for help.





Unconscious— means you are down & out & unaware of any happenings around you.





Advantages – give you certain abilities & different races have different abilities. You can purchase a mix of racial & primary advantages when you start. 





Disadvantages – are a reality. Some races have 


disadvantages as well as advantages. They have a 


negative effect but bestow a CP bonus when you choose one. Choose from Crippled leg or arm, blinded eye(s), sickly, weak, vulnerable, slow healer, halfwit, outlaw, poor, beggar, cowardly & uncoordinated.

















3


Races of Aard’n


Human – Huamns are the ubiquitous common race through out the world of Aard’n. They learn & adapt quickly to whatever they face.


Cluagh - The bestial Cluagh are hybrid of man and beast, born of ancient chaotic magic’s. Clawed hands, tentacles & shell like bodies mark them.


Stonekin - Stalwart folk of the under-mountains. Their skin is set in shades of stone & their men wear great beards.


Skor - The Skor are a created race, their purpose was war. They are green to black skinned & have long pointed ears & have a fierce demeanor.


Sylvir - Have long been considered one of the wild races these half-man, half-goat creatures are able to draw upon the powers of nature.


Wilding - The Wilding appear to most to be small, dryad like humanoid trees.


Skarri - Although undead you possess a human soul. Sunken eye sockets, old open wounds & exposed bone, think undead & that’s them.�Iltherin - Their natural bent towards Lore often sees them as spell casters. They have pointed ears & a metallic sheen to their skin.


Zlyn - are mystics, lizard like descendants of legendary Dragons.


Primary advantages


Lore Magic – allows you to cast spells from a single magic discipline as well as the universal Mana discipline & have literacy. 


Lesser Noble – gives you status, money, privilege & 


literacy.


Righteous – means you are empowered by the gods & turn lesser evil beings & are literate.


Tough – adds another +1 HP to your HP total. 


Hierloom– provides extra income with a good story.


Sneak - you can back stab foes for extra damage.


Natures Ally – knowledge of plants & can talk to or soothe animals.


Nefarious (rebuke) – are nasty people who consort with evil. You are Literate too.


Honourable – is just that. You play nice are virtuous & obey the law, respect authority & never kill 


un-necessarily. 


Resist poison – You can resist poison effects for 1 minute.


Trackers Eye - You can identify any strange tracks you might find, gathering information on species, direction & numbers of creatures.











 























