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EPOCH TORONTO 
 

Players Guide v. 2015.2 
 

Based on the Original EPOCH Rules by Howling 

Falcon 

 

This guide is for use by EPOCH Toronto Foundation. 

Although based on the original rules of EPOCH as 

written by Howling Falcon, much of what it contains 

is intended for use solely in EPOCH Toronto games. 

If you intend to use these rules in whole or in part for 

another EPOCH chapter, it is recommended that you 

first check with the organizers of that club to ensure 

the rules you are using are in fact the same, as each 

may have modified local effects. 

 

This work is a collaborative effort over the years, and 

many thanks go out to all those who have helped 

make it what it is. We would also like to 

acknowledge those players past, present, and future 

who put in the time, dedication, and personal drive to 

bring us to where we are, and take us to places we 

never thought possible. We appreciate it all and thank 

you. 

 

This edition published and printed by: 

 EPOCH Toronto Foundation, October 2015 
president@epoch-larp.ca 

 

Join us on our message boards at: 
www.epoch-larp.ca/forums   
 

 

No part of this book may be reproduced without 

written permission from EPOCH Toronto 

Foundation, except for short excerpts for review 

purposes. 

 

 

 

 

NOTE:  The male forms of pronouns (ñhe,ò ñhis,ò 

ñhimò) are used to save space, and can refer to 

characters and players of any gender. 
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What is Epoch? 

EPOCH Toronto is a Live Action Role-Playing 

(LARP) game and system of rules, allowing people to 

safely enjoy fantasy role-playing. You create a 

fantasy character that you will play much like an 

actor does when interacting with other characters. To 

aid you in this, you will require a costume and a few 

props to enhance the abilities and skills of your 

character. 

 

ñUméokay, I got my stuff.  Now 

what?ò 

Most players will be in character. The important 

thing to remember is to do your part. The more you 

put into the game, the more you will get out of your 

experience. Worry about your own character and 

experiences and let others worry about their own. 

 

 

 

 

 

ñWell, if this is a game, how do I 

win?ò  

Winning means different things to different people; 

every character should have their own goals, desires, 

flaws, and fears/phobias.  ñWinningò can mean a few 

things when LARPing: 

¶ Take an active part! Donôt just be a bump on 

a log ï work on a plan, be 

heroic/evil/mysterious/odd ï whatever the 

goals are for your character.  As they say 

ñNo guts, no glory.ò  Take a few risks. 

¶  Grow! Your character should advance in 

life. Not just XP or skills, but all aspects of 

life. Learn what foods they like, which 

organizations they detest, how motivated 

they are or what history they share with 

others. Make your character a fully fleshed 

person. 

¶ Have Fun! This is the most important thing 

of all. After all, if youôre not having fun, 

then somethingôs not right.
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Rules of Play

What Everybody Needs to Know 

Although the EPOCH game is written in such a way 

as to enable people to play with a minimum of rules 

knowledge, there is some information that everyone 

needs to know. These are the basic rules of play and 

they are here at the front of the book, so that they will 

always be easy to find. These are the most important 

rules of the game! 

As such, it is important that all players of the game 

know these rules completely before moving on to the 

rest of the game. 

 

IG (In Game) and OOG (Out of 

Game) 

During play, we must make important distinctions. 

For simplicityôs sake, consider any object, speech or 

action not specifically marked OOG (Out of Game) 

as IG (or in game) while the game is on. For 

example, if you were to turn to another player and 

say, ñHow do explosions work?ò or ñAm I dead?ò 

without showing that the statement was OOG, then it 

would be considered to have been a statement or a 

question from one character to another. 

Going to an OOG state should not be done lightly or 

frequently, as it is very disruptive to the game. 

The various types of, and markings of, OOG are as 

follows: 

 

ñHold!ò 
óHold' is a special type of OOG ï it stops game play 

in the area and takes you out of game. Game play 

will be on hold until the óHold' is finished. Only call 

óhold' in the case of a medical emergency or other 

dangerous situation. óHold' called for any reason 

other than a dangerous situation are abuses of the rule 

and the clubôs directors may discipline the player.  

You may call óHold' if someoneôs glasses fall off 

during combat and run the risk of being stepped on, If 

a weapon has become unsafe and poses a threat, (if a 

large battle is going on, it is preferable you remove 

yourself) if someone may require medical attention, 

or in the event of any other unsafe condition. A óhold' 

is called by yelling óHold!ò and immediately taking 

the óHold' position ï kneel with one knee on the 

ground and look at the ground (so that you cannot see 

who may have been sneaking up on you before óHold' 

was called). If you are holding a weapon, you should 

position it vertically so that you will not accidentally 

hit another player. Anyone who hears the óhold' call 

or sees another person in the óHold' position must 

immediately adopt the óHoldô position as well. 

Anyone who is not directly helping with the situation 

must remain in the óHoldô position to alert other 

players that the game remains suspended. When the 

situation is resolved, play will resume with the player 

who called the óHoldô originally calling óReady, Set, 

Goô or ñThree, Two, One, Lay Onò. All players must 

remain in the óHold' position until óGoô or 'Lay on' is 

said. Use óHoldô with caution. Before calling a 

óHoldô on someone elseôs behalf, be certain that they 

are in fact in need of a óHoldô and not acting out an in 

character effect. 

 

OOG 
Players may indicate themselves as being OOG by 

wearing a yellow headband. Any player with a 

yellow headband on does not exist to anyone in game 

nor does anyone in game exist to this player. If a 

player must go OOG and does not have a yellow 

headband, they may temporarily indicate their OOG 

state by placing their closed fist on top of their head. 

Items must also be marked OOG or they will be 

considered in play and may be taken and/or stolen by 

other players. Any necessary personal possessions 

(i.e. medicine, medic alert bracelets, wallets etc.) 

should be marked OOG by placing a strip of yellow 

tape in a visible spot on the item or keeping the item 

in a yellow bag. If you are unsure as to whether an 

item is IG or OOG, but it is an item which doesnôt 

appear to be an IG item (such as an obviously 

modern item like a watch, camera or other electronic 

item, but which is not marked as OOG) check with 

the itemôs owner before assuming it is IG. 

 

Talking OOG 
It is not necessary to drop out of play entirely to ask 

simple questions to other players regarding rules or 

other OOG situations. To show that what you are 

saying is out of game, place your thumb at the side of 

your mouth, hand open, with your palm facing out. 

An open hand makes the fact that the statement is 

OOG much more visible. Speaking OOG is shown so 

that the amount of completely OOG moments is kept 

to a minimum.  Since questions can be asked and 

answered while still IG, the game does not suffer 

from characters suddenly appearing and disappearing 

OOG all over the place. 
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OOP or Out of Play 
Another special form of OOG, OOP is when the 

player is not completely removed from game but 

cannot be seen or interacted with under normal 

circumstances. Unlike OOG, the types of OOP vary 

according to their circumstances. For example, a 

character magically hidden might still be able to see 

their surroundings, though not move or speak, but 

other characters will not see him. Another example 

could be a character that has been magically 

swallowed into the earth and may not be seen, move 

or speak but they cannot see the other players either.  

A player who is OOP will mark their state by holding 

their yellow headband in one hand where it can be 

plainly seen. If they do not have a headband, then 

they can use the hand signal of holding their hand in 

front of their face, fingers open. 

A player who is OOP may need to ask a passer-by 

some questions or tell them information related to 

their state of play ï this is considered to be out of 

game speech. For example, a player who is a spirit 

traveling to the Land of the Dead is OOP and may 

not be seen or interacted with normally but any 

characters that are psychic could see and interact with 

the character. 

 

Described Actions 
The described action is another special kind of OOG. 

Described actions are used when something is too 

dangerous to perform, or is otherwise improper to be 

done for real (for example: biting someoneôs ear, 

climbing a building or running around topless,). If an 

action can be done safely, you should do it, you 

should not use a described action ï e.g., if you cannot 

physically pick up another player, your character 

cannot do this either. However, if you are playing a 

very strong character, such as a giant or troll, you 

could use a described action to pick someone up. 

To show a described action, make the Talking OOG 

hand sign (see Talking OOG) and describe your 

action(s) in as much detail and as realistically as 

possible while acting out as much as you can in a real 

time demonstration. Some described actions might 

require you to go OOG completely to adjust your 

position and present the effects of your described 

action(s). 

For example, Fats the Dwarf is trapped inside the Inn 

by a monster on a rampage. Rather than face the 

monster, Fats decides to break the window and climb 

out it. To do so, the player makes the talking OOG 

sign and says, ñDescribed Action: Iôm breaking the 

window out with my fist. Now, Iôm tossing my axe 

out in front of me, grabbing the windowsill with both 

hands and pulling myself out. Iôm out!ò The player 

now drops OOG and runs around to the other side of 

the window where play resumes. 

Do not abuse Described actions. For example, you 

cannot, just say, ñDescribed Action: I take off my 

armourò, if you could have done it for real since the 

armour prop is available. Make sure when miming a 

described action that you take the amount of time that 

the action really should take to perform. 

 

Consented Actions 
Much like described actions, but these actions require 

the consent of another player. This rule allows such 

things as physical searches of bodies, without causing 

any embarrassment or discomfort. When you are 

interacting with another player in a way that you 

think they might object to, describe the action first. 

For example, ñDescribed Action: I roll you onto your 

backò. The player can either respond with óGo 

aheadò, or some other indication of permission, 

which informs you that you can roll them over 

physically, or they will adjust themselves as 

necessary miming a response. If they respond with an 

affirmative to an action which you are not willing to 

perform, repeat your described action and the player 

should respond with their own described action. 

Remember to use the talking OOG hand sign at all 

times.
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Death and Resurrection

How to Get Killed in a Fun & 

Painless Fashion 

Every character has a Health score (hit points or HP). 

A characterôs HP represents how much damage he 

can take before unconsciousness and/or death. When 

a character has taken damage sufficient to reduce 

them to zero (0) points of health, they fall 

unconscious. You do not go below zero (0) Health. 

When a character reaches zero (0) Health and fall 

unconscious they may no longer take any action(s) 

and become unaware of their surroundings. If some 

form of aid does not reach them before their bleed 

time is over (players start with ten (10) minute 

bleed), then they are considered to have bled to death 

and will be dead. First aid, applied by a skilled 

character, or any form of healing, will bring them 

above zero (0) Health points and will prevent further 

bleeding, at least until another injury occurs. 

 

Damage can be taken in any number of ways, such as 

weapon strikes, spells, poisons and traps. A number 

accompanies each instance of damage. The person 

dealing the damage will call out the damage (e.g. 

with a weapon strike or a spell) or it will be written 

as part of the prop (e.g. a poison or a trap). 

A Described Action may also reduce a character to 

death ï the important thing is to react appropriately to 

the damage described. Whereas a beheading will 

obviously skip the entire bleeding period, a slit throat 

might leave someone with about sixty (60) seconds to 

receive healing before the character bleeds to death. 

 

Upon dying, the player will need to leave behind 

their IG possessions and if possible a representation 

of their corpse. This may be as simple as a piece of 

clothing and a note explaining what it represents. The 

player will then go OOP and progress to the 

appropriate location to report their death. There may 

be a specific area set aside as the Land of the Dead 

but in all cases, you should immediately find the 

gameôs Artistic Director (Also referred to as the AD) 

and let them know what has happened. No matter 

where you go to deal with the logistics of your death 

you are now a spirit and must travel around OOP. A 

character in spirit form may not speak with any other 

character who is not themselves a spirit or a psychic 

and may not affect any other character until once 

again given physical form. During the characters time 

as a spirit they do not remember the last minutes of 

life (15 minutes prior to their death), up to and 

including their death,. Within the Land of the Dead 

they can remember the experience. This knowledge is 

then wiped as described below in Resurrection. 

 

It is important to remember the difference between 

taking damage and taking a killing blow. Damage is 

always stated in a numeric form, such as óseven 

metalô, óten pointsô, etc. A killing blow will be 

defined as óreduced to zero Healthô, such as in the 

case of a poison or some other effects, or will simply 

state ókilling blowô. You may only perform a killing 

blow on an immobilized or incapacitated character, 

or one already at zero Health. A killing blow is a 

described action that results in a reduced or 

eliminated time of bleeding before death. So, if a 

character were magically or alchemically put to 

sleep, tied up, or otherwise incapacitated, and had 

their throat slit, they would go into a sixty (60) 

second bleed, regardless of their Health score at the 

time. If the same character had their head cut off, 

they would die instantly, regardless of how much 

Health a character has. Losing a Grapple does not 

count as incapacitated, as the character can still 

squirm and struggle. 

 

The process of an instant kill takes five seconds to 

perform. A non-instant killing blow takes three 

seconds to perform and results in the above 

mentioned one(1) minute bleed. As Per Described 

Action you must describe the actions in a clear 

voice and mime the actions performed 

appropriately and safely. At the end of your 

described action you must state "Killing Blow" in a 

clear voice. 

Alternately, rather than waiting out the time required 

to bleed to death, a player has the option of regaining 

consciousness for a period of no more than thirty (30) 

seconds for the purpose of making a dramatic 

statement just before dying. This could be a 

confession, vow for revenge, or any other dramatic 

statement. Once the statement is made though, the 

character dies instantly, completely foregoing the 
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time required to bleed to death. No abilities, skills, or 

other means can then stop the character from dying at 

the end of their dramatic outburst. 

 

Also, a player does have the option of choosing to 

take a death at any time. So, if the character is in a 

position where they could possibly die, and the 

player chooses to take a death, they may simply 

describe how their character dies and take the death. 

 

Resurrection 

If a character dies too often, he will eventually find 

himself unable to buy his way free and will pass from 

the Land of the Dead to the Land Beyond and never 

be seen again. Even if you can afford it, you may at 

any time choose to have your character not return to 

the Land of the Living. 

 

Many interesting things may happen in the Land of 

the Dead ï for example, your character could 

interact with other dead beings, or see visions of the 

future of the world and bring the memories back to 

the Land of the Living, should you return to life. No 

character must resurrect. It is entirely at the 

discretion of the player whether they wish their 

character to come back. 

 

Once a character comes back to life, the trauma of 

the experience destroys their perception of the last 

minutes of life (15 minutes prior to their death), up 

to and including their death, thus effectively wiping 

the memory from them. 

 

When (and if) the characters who are still alive 

arrange to have your character resurrected, you have 

a chance to escape the Land of the Dead. Every time 

your characterôs spirit escapes the Land of the Dead, 

it will cost experience points paid from your 

characterôs total. The number of points depends on 

how often you have died, as it becomes harder and 

harder to break free from the Veil. These experience 

points are payable immediately. You cannot wait 

until the end of the event and use the XP you gain 

from the event to pay it. If you do not have enough 

unused points available to spend, you have the option 

to use points allocated to skills. If you must use 

points already allocated for skills, you will lose the 

skill most recently learned and all training associated 

with it. If the point cost of the skill is greater than the 

points required to resurrect, the balance of points will 

be returned to your character sheet as unspent points. 

In the event that your character dies and the most 

recent skill purchase was the Void and Essence levels 

required to maintain a balanced Archmage, you may 

remove both skills from your character sheet 

simultaneously to maintain your balance. 

 

The experience point cost for resurrection is as 

follows: 

 

Death XP Cost Resurrection 

Method 

1
st
  1 Automatic 

2
nd 

2 Automatic 

3
rd 

4 Spell/Ritual 

4
th
  8 Spell/Ritual 

5
th
  16 Spell/Ritual 

Beyond Double Previous Spell/Ritual 

 

 

 

Multiple Characters 
 

If you play multiple PCs or NPCs or a combination 

of both, you must be consistent with the rule that 

your characters have never met each other in the past. 

They can never have seen, heard, touched or even 

communicated with each other second hand. They 

can be aware of each other but no meaningful 

contact. 
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Complete Skill List 

 

This is a list of skills attributes and abilities that are 

available to characters in the EPOCH rules system.  

Each skill is listed with the following information, 

whether a teacher is necessary to learn the ability, the 

skill name, the cost, prerequisite, type of ability and 

page that the rules governing that skill will be found 

on. When a character purchases a skill, it is the 

responsibility of the player to read and understand the 

skills that they have purchased before using them in 

play. In the instance that another player does not 

understand what you have done, it is your 

responsibility to explain the effects of your ability. 

The need for a teacher is keyed with the following 

code:  

C- Skill cannot be learned without a teacher  

L- Skill costs double without literacy 

N- Skill cannot be taught 

O- Skill doesn't require a teacher 

T- Skill costs double without a teacher  

A teacher is defined as a willing character, already in 

possession of the skill, who role plays teaching the 

skill in game. In Game teaching does not have a 

rigidly defined time frame required for teaching 

skills, however base the time needed to teach and 

learn a skill on the point cost of the skill and on the 

level of the teacher. The higher the point cost of the 

skill and the lower the level of the teacher, the longer 

it will take to teach the skill.  

A character cannot receive teaching in a skill which 

they do not already possess the pre-requisite for. So, 

skills may only be taught one level at a time. The 

only exception to this is where the total XP cost of all 

skills learned does not exceed the total XP the 

character will earn at an event. So, a character can 

have training in 3 skills, all of which cost 2 XP, 

provided they pay the XP for all three skills before 

learning another skill.  

In order to make use of teaching, the character must 

put all their points into the skill being taught until it is 

paid off in full. If points are spent on another skill 

during the training, then training is lost unless the 

teacher is still available, and continuing to teach the 

character. 

The skill name lists the skill as it will be listed on the 

character sheet. Although characters may (and are 

encouraged to) use different titles and descriptions of 

their abilities in play, this is the listing that will be 

considered as óofficialô for purposes of reference. 

The cost is the listing of the cost to purchase that 

level of the skill. The costs are cumulative. For 

instance, to buy Alchemy 2 costs 10 points, but the 

prerequisite of Alchemy 1 must have already been 

purchased at a cost of 5 points. 

The prerequisite lists the skills and abilities that the 

character must already have in order to buy the skill.  

The ability type is the section in which the rules 

pertaining to that skill are found. For ease of use the 

skills are grouped according to their category. The 

ability types are: Alchemy. Combat, Disadvantages, 

Advantages, Psychic, Racial, Magic and Trades. 

Each section will have its own chapter to explain all 

of the related skills. It is not necessary to learn about 

skills that you do not have, but it is a good idea to be 

familiar with all of the rules in any ability type from 

which you have taken a skill
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 Ability  Cost Prerequisite Ability Type  Page 

C Alchemy 1 5 Literacy Alchemy 27  

T Alchemy 2 10 Alchemy 1   

T Alchemy 3 15 Alchemy 2   

T Alchemy 4 20 Alchemy 3   

T Alchemy 5 25 Alchemy 4   

      

C Assassinate 1 16 Offensive Skill Combat 39  

T Assassinate 2+ 16/Lvl Previous Level   

      

T Average Weapon 1 4 None Combat 44  

T Average Weapon 2 6 Average Weapon 1    

T Average Weapon 3 8 Average Weapon 2    

T Average Weapon 4 10 Average Weapon 3    

T Average Weapon 5 12 Average Weapon 4    

T Average Weapon 6 14 Average Weapon 5    

T Average Weapon 7+ 16/Lvl Previous Level   

      

C Awareness 1 5 None Magic 50  

T Awareness 2 10 Awareness 1   

T Awareness 3 20 Awareness 2   

T Awareness 4 40 Awareness 3   

T Awareness 5 80 Awareness 4   

      

C Axemaster 1 6 Dwarf Only, no Requisite Racial 17 

T Axemaster 2 8 Axemaster 1   

T Axemaster 3 10 Axemaster 2   

T Axemaster 4 12 Axemaster 3   

T Axemaster 5 14 Axemaster 4   

T Axemaster 6+ 16/Lvl  Previous Level   

      

T Backstab 20 Offensive Skill & Wear Armour 1 Combat 39  

      

T Berserker 1 5 None Combat 39  

T Berserker 2+ 10/Lvl Previous Level Combat  

      

N Blindly Loyal -10 None Disadvantage 24  

      

N Book Mage 0 Awareness, Literacy Advantage 26  

      

T Bypass 10/Use Weapon Skill 10+ & Wear Armour 1 Combat 40  

      

N Contacts, Major 10 None Advantage 26  

N Contacts, Intermediate 8 None   

N Contacts, Minor 5 None   

      

N Delusion: Minor -5 None Disadvantage 25  

N Delusion: Major -10 None   

      

T Disarm 16 Weapon skill at 10+ Combat 40  
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 Ability  Cost Prerequisite Ability Type  Page 

T Easy Weapon 1 2 None Combat 44  

T Easy Weapon 2 4 Easy Weapon 1    

T Easy Weapon 3 6 Easy Weapon 2    

T Easy Weapon 4 8 Easy Weapon 3    

T Easy Weapon 5 10 Easy Weapon 4    

T Easy Weapon 6 12 Easy Weapon 5    

T Easy Weapon 7 14 Easy Weapon 6    

T Easy Weapon 8+ 16/Lvl Previous Level    

      

C Escapology 1 3 None Trades 73  

T Escapology 2 6 Escapology 1   

T Escapology 3 9 Escapology 2&Locksmith 1    

      

T Essence Power 16/Tier Any Tier 5 Prime Element Power Magic 60 

      

C, L Essence Spell 16 Essence Power of Equal Magic or 

Greater Tier 

Magic 60  

      

C Evaluate 1 1 Another Skill Trades 73  

T Evaluate 2 2 Evaluate 1   

T Evaluate 3 4 Evaluate 2   

      

O Fast Healer 1 16 None Combat 40  

O Fast Healer 2+ 32/Lvl Previous Level   

      

T Fury 1 5 None Combat 40  

T Fury 2+ 10/Lvl Previous Level   

      

N Goblin Affinity 5 None Advantage 26  

      

N Gullible -10 None Disadvantage 25  

      

C Hammermaster 1 6 Dwarf Only, no Requisite Racial 17 

T Hammermaster 2 8 Hammermaster 1   

T Hammermaster 3 10 Hammermaster 2   

T Hammermaster 4 12 Hammermaster 3   

T Hammermaster 5 14 Hammermaster 4   

T Hammermaster 6+ 16/Lvl  Previous Level   

      

O Hardy Constitution 1 5 Health 10+ Combat 40  

O Hardy Constitution 2 5 Health 20+ and Hardy Constitution 1   

O Hardy Constitution 3 5 Health 30+ and Hardy Constitution 2   

O Hardy Constitution 4 5 Health 40+ and Hardy Constitution 3   

O Hardy Constitution 5 5 Health 50+ and Hardy Constitution 4   
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 Ability  Cost Prerequisite Ability Type  Page 

T Hard Weapon 1 8 None Combat 44  

T Hard Weapon 2 10 Hard Weapon 1   

T Hard Weapon 3 12 Hard Weapon 2   

T Hard Weapon 4 14 Hard Weapon 3   

T Hard Weapon 5+ 16/Lvl Previous Level   

      

O Health+1 to+10 1 per Previous Level Combat 41  

O Health+11 to+20 2 per Previous Level   

O Health+21 up 4 per Previous Level   

      

O Income 1+ 2/Lvl Appropriate Skill Trades 73  

      

N Intolerance: Physical 

Small Group 

-7 None Disadvantage 25  

N Intolerance: Physical 

Large Group 

-10 None   

N Intolerance: Verbal 

Small Group 

-3 None   

N Intolerance: Verbal 

Large Group 

-7 None   

      

T Knockout 20 Offensive Skill Combat 41  

      

C Life/Lore Skills 1 1 None Trades 74  

T Life/Lore Skills 2 2 Life/Lore Skills 1    

T Life/Lore Skills 3 4 Life/Lore Skills 2    

      

C Literacy 5 None Trades 75  

      

C Locksmith 1 3 None Trades 75 

T Locksmith 2 6 Locksmith 1  Trades  

      

T Marksmanship 1 16 None Combat 41  

T Marksmanship 2+ 32/Lvl Previous Level    

      

C Medic 1 3 None Trades 76  

T Medic 2 6 Medic 1    

T Medic 3 9 Medic 2    

T Medic 4 12 Medic 3    

T Medic 5 15 Medic 4    

      

N Mute -10 None Disadvantage 25  

      

N Pacifism -5 None Disadvantage 25  

N Pacifism: militant -10 None Disadvantage  

      

N Phobia: uncommon -5 None Disadvantage 25  

N Phobia: common -10 None Disadvantage  

      

T Psychic 10 None Psychic 66  

T Psychic Discipline 10 Psychic or other psychic discipline    

O Psychic Power 8 Psychic   
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 Ability  Cost Prerequisite Ability Type  Page 

O Recuperate 1 8 Hardy Constitution 1 Combat 41 

O Recuperate 2+ 16/Lvl Hardy Constitution of equal level   

      

C Scroll Maker 1 1 Literacy, Awareness Magic 52  

T Scroll Maker 2 2 Scroll Maker 1   

T Scroll Maker 3 4 Scroll Maker 2   

T Scroll Maker 4 8 Scroll Maker 3   

T Scroll Maker 5 16 Scroll Maker 4   

T Scroll Maker 6 32 Scroll Maker 5    

      

T Shield 1 5 None Combat 41  

T Shield 2 10 Shield 1    

T Shield 3 15 Shield 2    

T Shield 4 20 Shield 3    

      

C Skilled Weapon 1 6 None Combat 44  

T Skilled Weapon 2 8 Skilled Weapon 1    

T Skilled Weapon 3 10 Skilled Weapon 2    

T Skilled Weapon 4 12 Skilled Weapon 3    

T Skilled Weapon 5 14 Skilled Weapon 4    

T Skilled Weapon 6+ 16/Lvl Previous Level    

      

C Smith 1 3 None  Trades 77  

T Smith 2 6 Smith 1    

T Smith 3 9 Smith 2    

T Smith 4+ 12/Lvl Previous Level    

      

O Strong Will Alchemy 1 8 None Alchemy 35 

O Strong Will Alchemy 2 10 Previous Level   

O Strong Will Alchemy 3 12 Previous Level   

O  Strong Will Alchemy 4 14 Previous Level   

O Strong Will Alchemy 5+ 16/Lvl Previous Level   

      

O Strong Will Magic 1 8 None Magic 65  

O Strong Will Magic 2 10 Previous Level   

O Strong Will Magic 3 12 Previous Level   

O  Strong Will Magic 4 14 Previous Level   

O Strong Will Magic 5+ 16/Lvl Previous Level   

      

O Strong Will Psychic 1 8 None Psychic 71  

O Strong Will Psychic 2 10 Previous Level   

O Strong Will Psychic 3 12 Previous Level   

O  Strong Will Psychic 4 14 Previous Level   

O Strong Will Psychic 5+ 16/Lvl Previous Level   

      

C Tier 1 Power 1 Awareness 1+ Magic 51  

T Tier 2 Power 2 Tier 1 Power    

T Tier 3 Power 4 Tier 2 Power    

T Tier 4 Power 8 Tier 3 Power    

T Tier 5 Power 16 Tier 4 Power    
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 Ability  Cost Prerequisite Ability Type Page 

T, L Tier 1 Spell 1 Tier 1 Power Magic 52  

T, L Tier 2 Spell 2 Tier 2 Power   

T, L Tier 3 Spell 4 Tier 3 Power    

T, L Tier 4 Spell 8 Tier 4 Power   

C, L Tier 5 Spell 16 Tier 5 Power   

      

T Toughness 1 8 None Combat 42  

T Toughness 2+ 16/Lvl Previous Level    

      

C Traps 1 3 None Trades 78 

T Traps 2 6 Traps 1    

T Traps 3 9 Traps 2 & Locksmith 1   

T Traps 4 12 Traps 3 & Alchemy 1    

      

C Two Weapon Fighting 1 4 Weapon Skill Combat 42  

T Two Weapon Fighting 2 6 Two Weapon Fighting 1    

T Two Weapon Fighting 3 8 Two Weapon Fighting 2   

      

T Unarmed Grapple 1 2 None Combat 45  

T Unarmed Grapple 2 4 Unarmed Grapple 1   

T Unarmed Grapple 3 6 Unarmed Grapple 2   

T Unarmed Grapple 4 8 Unarmed Grapple 3   

T Unarmed Grapple 5 10 Unarmed Grapple 4    

T Unarmed Grapple 6 12 Unarmed Grapple 5   

T Unarmed Grapple 7 14 Unarmed Grapple 6   

T Unarmed Grapple 8+ 16/Lvl Previous Level   

      

T Unarmed Strike 1 2 None Combat 45  

T Unarmed Strike 2 4 Unarmed Strike 1    

T Unarmed Strike 3 6 Unarmed Strike 2    

T Unarmed Strike 4 8 Unarmed Strike 3    

T Unarmed Strike 5 10 Unarmed Strike 4    

T Unarmed Strike 6 12 Unarmed Strike 5    

T Unarmed Strike 7 14 Unarmed Strike 6    

T Unarmed Strike 8+ 16/Lvl Previous Level    

      

T Void Power 16/Tier Any Tier 5 Prime Elemental Power Magic 63  

C, L Void Spell 16 Void Power of Equal or Greater Tier Magic  

      

C Weaponmaster 1 16 None Combat 43  

T Weaponmaster 2+ 32/Lvl Previous Level   

      

T Wear Armour 1 1 None Combat 43  

T Wear Armour 2 2 Wear Armour 1    

T Wear Armour 3+ 4/Lvl Previous Level    
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Creating a Character

The game is written as clearly as possible so that it is 

not necessary to memorize large sections of rules that 

donôt apply to you. For instance, if I really wish to 

enjoy living by my wits and my skill with a sword, 

would I really need to memorize all of the magic 

rules? As much as is possible, skills should be fairly 

self-explanatory when in use and should just do what 

the spell or skill would seem to do. Never feel afraid 

to ask someone, especially the person who used the 

skill on you, what the proper response is. It is the 

responsibility of the user of a skill to explain how it 

functions. It is important to ask any questions as 

quickly and as quietly as possible so as not to disturb 

game but most things have obvious responses and 

this should not occur often. 

 

When making a character, you should first consider 

what that character is going to be like. Brave and 

forthright?  Cautious and sneaky?  Are they going to 

be a thinker or a fighter? Are they careless or careful?  

A character of action, or an observer? Your character 

is really another person and should behave like one ï

itôs best to not be a copy of yourself. Consider ways 

to make your character a distinct individual. And 

always remember, your character is a real person, 

with real views, ideas, beliefs, and opinions. Try 

asking yourself a few things about the character at the 

very beginning stages of character creation. Are they 

married, single, do they have brothers or sisters, 

children, parents? Are they religious, and what do 

they believe in? What are their views on magic, 

alchemy, killing, robbing? In short, who are they? 

 

Once you figure out your character, itôs easy to figure 

out what they can do. EPOCH uses a point allocation 

system ï you can buy as many abilities as you can 

afford. You use experience points to create your 

character. 

 

Every character starts with a base of forty (40) 

experience points. These cannot be increased by 

Creation points but can be increased by 

Disadvantages, Advantages, and your character 

history. These starting Experience Points are to be 

spent on character abilities. Character abilities (skills) 

are listed with four key pieces of information: 

 

 

 

 

 

 

¶ If a teacher is required or not to learn this skill. 

The need for a teacher is keyed with the 

following code:  

C  Skill cannot be learned without a teacher  

L  Skill costs double without literacy 

N  Skill cannot be taught 

O  Skill doesn't require a teacher 

T  Skill costs double without a teacher  

¶ The name of the skill  

¶ The experience points required to buy the skill 

¶ Prerequisites that may be required to purchase 

the skill 

 

For example, here is how to read a typical skill entry: 

 Ability  Cost Prerequisite 

T Smith 3 9pts. Smith 2 

    

You read this chart as follows: óTô means that the 

price will be double if the character does not have a 

teacher for the skill. When creating a starting 

character, it is assumed that a teacher has taught them 

all of the skills that they start play with. Once a 

character has been played, however, a character 

needs to find a teacher to teach any further skills.   

The name of the skill is óSmith 3ô. The experience 

points required to purchase the skill (if the character 

can find a teacher for the skill), is ó9ô. óSmith 2ô 

shows that the character must already know Level 2 

of Smithing in order to learn Smith 3.  

A teacher is defined as a willing character, already in 

possession of the skill, who role plays teaching the 

skill in game. In Game teaching does not have a 

rigidly defined time frame required for teaching 

skills, however base the time needed to teach and 

learn a skill on the point cost of the skill and on the 

level of the teacher.  

A character cannot receive teaching in a skill which 

they do not already possess the pre-requisite for. 

Skills may only be taught one level at a time. The 

only exception to this is where the total XP cost of all 

skills learned does not exceed the total XP the 

character will earn at an event. So, a character can 

have training in 3 skills, all of which cost 2 XP, 

provided they pay the XP for all three skills before 

learning another skill.  

In order to make use of teaching, the character must 

put all their points into the skill being taught until it is 

paid off in full. If points are spent on another skill 

during the training, then training is lost unless the 

teacher is still available, and continuing to teach the 

character. 
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Character Growth 

Once a character is created, it will generally grow in 

play. When your character goes on an adventure or 

otherwise participates in game play, you character 

gains experience points that can be spent 

in the same way as the original points. 

Experience points are earned at a rate of two 

(2) points for the first day (or part thereof) 

and two (2) additional points for every 

additional day for longer events. 

Experience points can be augmented in other 

ways. Experience points may also be increased 

through the use of Creation Points (explained 

elsewhere), earned through special 

circumstances In Game, and by other means. 

Due to their nature, these items will be 

explained further during play. 

 

Character 

Adjustment 

If you have never played a LARP before, 

it is quite difficult to go into play with a 

clear picture of what a game is going to 

be like. After your first EPOCH game, you 

can take your characterôs starting and 

earned experience points and 

reallocate them completely, 

referred to as a ñMulliganò, in 

essence completely recreating your 

character. This allows novice players to benefit 

from the things they learned in their first event 

without being forced to live with the mistakes made 

in creating their first character. Occasionally even an 

experienced player will make mistakes in the creation 

of future characters. As long as the new character has 

only been in one event and it has been approved by 

the Executive team, even an older player has the 

option to mulligan a character. 

 

An Example of Character Creation 

Kelly wants to play a healer in game and decides that 

it sounds like fun to be a Halfling. With her initial 

fourty (40) experience points she buys Medic 3 

(18pts), Awareness 1 (5pts), Literacy (5pts), Earth 

Power Tier 3 (7pts.), the Tier 1 Earth Spell óThe 

Earth Will Heal You _____ Pointsô Income Earth 

mana 2 (4pts). All of these skills total up to a cost of 

40 points, so the character is complete. 

 

After her first weekend event, she has earned six (6) 

experience points. Because it was her first event, she 

has the option of rebuilding her character completely 

with her experience points. Kelly realized that she 

preferred healing with magic rather than with the 

Medic skill so she removes Medic 3 from her 

character. She now has a total of twenty four (24) 

experience points to spend (18 experience points 

from Medic 3 and 6 experience points from the 

event). 

 

Kelly decides that she wished to learn more Earth 

Magic, so she buys Earth Power Tier 4 (8pts) 

and Earth Power Tier 5 (16pts). She also 

wants to buy the Tier 3 Earth Spell, óThe Earth 

Will Hide You óxô minutesô but does not 

have any experience points left, so she 

decides to wait buy the spell later 

when she has more 

experience points. 

 

Please remember that Artist Director approval is 

required for character concept. This is a short form of 

the character background. The character background 

can be submitted for bonus XP. When creating and 

updating your character sheet, you will be 

restricted to only the skills and racial packages as 

noted within the rule book. 

 

Presentation Bonus 

Armour, weapons and shields are subject to a 

presentation bonus. This bonus is 

applied to the phys rep. For armour, 

a +1 presentation bonus can be applied per 

location depending on the authenticity or look 

of the piece. For weapons, a +1 presentation bonus 

can be applied to the damage call. For shields, a +1 

presentation bonus can be applied to the resists. This 

bonus must be agreed upon by a combination of at 

least 3 safety or executive officers and must be done 

before game starts. This bonus does not apply to the 

requirements for materials needed in game. A 

separate tag will be created for the presentation bonus 

and will be affixed to the phys rep. 

 

Creation Points  

Creation Creation points, also known as CRPs, are 

points given to a player for doing work on behalf of 

the club, such as building or donating props, making 

mana or casting. They are used for gaining more 

Experience Points (XP) for your character, acquiring 

resources such as coins or mana, or creating a 

scenario you want played out for your character, 

called a Plot Force. 

 

Gaining CRPs 

Creation Points are obtained by doing volunteer work 

for the club, through donating props and materials, 
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casting for a certain amount of time, or helping out 

with other EPOCH functions. The Treasurer will give 

you your CRPs at the following event or upon 

request. Please be sure to send the Treasurer a 

message detailing what you have done to earn some 

CRPs. 

 

Donations: CRPs will be given for the dollar amount 

spent on materials and hours of work done to create a 

prop. Be sure to give the Treasurer a receipt for all 

materials purchased. Players can earn one (1) CRP 

for every $5 spent, or one (1) CRP for every half 

hour of work.. Other work on club props or other 

club work will be compensated similarly. 

For instance, a player who donates one hundred (100) 

mana packets of any type can earn five (5) to ten (10) 

CRPs, depending on the quality of the mana packets 

of any type will gain you 5-10 CRPs, depending on 

the quality of the mana. The Logistics Officer has the 

final say on what is good quality and what is poor 

quality mana. 

 

Casting: The rewards for casting depend on the 

payment option that the player chooses when casting. 

This is displayed on the website 

 

How to spend CRPs 

When CRPs are used, the CRP Expenditure Form on 

the website must be filled out and sent to Logistics 

with your pre-log, and the CRPs must be turned in 

when logging. If you did not pre-log, bring in a 

printed, filled out copy of your CRP Expenditure 

Form with the two copies of your character sheet. 

CRPs can be used in several ways: 

 

Doubling Out: At the end of a full weekend event 

(Friday night, Saturday and Sunday morning) your 

character will gain 6 XP. You may spend 1 CRP for 

every XP you gain to obtain another XP. Spending 6 

CRPs to gain all 6 bonus XP is called Doubling Out. 

Replace 8 with 6 for longer weekend events. 

 

Income: You may gain 1 unit of any income. 1 CRP 

is equivalent to 1 Silver Coin in this regard. Prime 

Mana (Earth, Air, Water, Fire) costs 1 CRP. Pure 

Mana (Essence, Void) costs 2 CRPs. This can be 

done with logistics before game starts. 

Substance and Masterwork Materials require an AD 

plot force as described below and is up to AD 

discretion. 

 

Plot Force: You may write a scenario for the Artistic 

Director (AD) to bring into the game. After writing 

the scenario and submitting it to the AD, he or she 

will then inform you of the cost in CRPs to run the 

scenario at an EPOCH event. The AD has the 

authority modify the plot force. 

 

Training : If you are unable to find a teacher for a 

skill that requires it, instead of paying double the XP 

to learn the skill without a teacher you may pay the 

extra cost in CRPs instead. This is called a óteaching 

storyô and it involves your character finding a method 

to learn the skill outside of being taught by another 

PC. A write up explaining how your character 

learned the skill (from an NPC outside of town, 

strange training regime, divine intervention, etc) must 

be submitted to the Ads and approved before the 

CRPs can replace the extra XP. For example: 

learning Backstab without a teacher costs 40XP or 

20XP and 20 CRPs. 

 

New Equipment: New equipment can be purchased 

using CRPs. Basic equipment only that can be made 

with standard materials, ie: wood, metal, no 

exceptional or masterwork items. The cost is 1 CRP 

per unit of material used. For example, Joe the 

warrior lost his longsword last event and forgot to ask 

the town smiths to make him a new one. Before the 

start of the event 4 CRPS can be paid for a regular 

longsword. 

 

Controlling an NPC: In certain rare instances, it is 

possible for a player who has been the only cast 

member to role play a certain NPC role to purchase 

that NPC as a new playable character. For example, 

you have played a reoccurring NPC role as a farmer 

who comes into town to learn how to be an 

adventurer, and have had a lot of fun with the 

character and made many in game friends. You can 

approach the Ads ask if it would be possible to make 

that NPC become a PC. The President can then be 

approached to find out what the CRP cost to purchase 

that NPC will be. Not all NPCs can be bought in this 

way and it is always up to AD And President 

discretion. 

 

Golden Monkey: 1000 CRPs (yes, one thousand) 

will give you the fabled Golden Monkey award. Once 

the CRPs are handed in, the President decides what 

benefit your character gains. The Golden Monkey 

gives you an item or ability that is purely beneficial 

to your character and is game altering
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Races 

 

Racial Terms 

Race Only Skill: A skill that may only be possessed 

by a member of a certain race. For instance, only 

Dwarves may learn Axemaster, and only Elves may 

learn certain spells.  

Racial Identifiers:  Certain pieces of costume or 

make up that will mark a character as of a certain 

Race. 

Racial Disadvantage: Unlike regular Disadvantages 

(see the chapter on Disadvantages) a racial 

Disadvantage cannot be bought off, or cured except 

in extremely rare circumstances. 

A key part of your character is their race. The races 

of EPOCH are: Human, Arluru, Dwarf, Elemental 

Kin, Elf, Faun, Halfling, Kaern or Orc. 

 

The experience point cost of a characterôs race must 

come from the initial supply of experience points 

when creating a character; you cannot change your 

characterôs race after creation (except under 

extremely extraordinary conditions!) nor can a 

character be more than one race at a time.  

 

If you want to play a character of mixed ancestry, 

that is acceptable for role-playing purposes, however, 

for ease of game play you must choose which parent 

your character takes after and pay the cost for that 

race. You will only receive the racial advantages (and 

disadvantages) of the race that you have paid 

experience points for! Also, you must comply fully 

with the appearance requirements and characteristic 

traits of the race you pay for. 

 

You should read about your characterôs race before 

play, as you will need to know about the background 

culture, information on the culture of each race is 

available on the EPOCH website. 

 

 

 

 

 

 

 

 

 

 

 

Note: While In some cases the background of a 

character is completely up to the player to write, 

there are some aspects, which are completely 

inflexible. If you are unsure whether your story 

conflicts, check with an AD. 

 

Race Descriptions 

Race is a key consideration in creating and playing 

your character. When playing a character that is a 

Human, there are very few restrictions on how your 

character is to behave, beyond those that you impose 

on yourself. 

 

When playing a character that is a race other than 

Human, you will be expected to play that race 

believably. For starters, remember that these races are 

not human! They have different standards, beliefs 

and goals, as they come from different cultures. If, 

for example, you play an Elven character, behave like 

an Elf, not a human with pointy ears.  

For more information about the culture and 

background of a specific race, you can ask your 

clubôs Artistic Director or check the website. Most of 

all, do not make assumptions about any race or 

character based on what you have seen or read in the 

past. 

Each race has at least one specific physical trait that 

distinguishes them from others. Any player whose 

character belongs to that race must wear this trait. For 

example, you must wear some type of pointy ear 

prosthetic as an Elf. You cannot simply wear a 

headband or large hat over your ears and claim that 

they are pointed. You must wear the proper 

prosthetic(s) or makeup for your race. 
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Arluru  

Advantages 
¶ Start play with Unarmed Strike 1 and 

Unarmed Grapple 1 

¶ Berserker, Fury and Two-Weapon Fighting 

skills  cost half 

¶ Take half damage from Berserker and Fury 

fallout damage 

 

Disadvantages 
¶ Shield skills, and Void Spells and Tiers of 

Power cost double 

¶ Silver breaches the Toughness and 

Berserker thresholds (Does not apply to 

Wear armor thresholds) 

 

Arluru characters start play with 10 Health 

 

Arluru are wolf-like hunters, whose rage fills their 

minds and hearts. They dwell in the untamed 

wilderness, taking up and protecting their territory 

with extreme vigilance. Arluru in a pack are not to be 

trifled with. A group can explode into a frenzy and 

tear the offender apart without a moment's notice. 

 

Arluru are, by instinct, berserkers. When provoked, 

backed into a corner, or outnumbered, they unleash 

their anger in desperation. And while one Arluru is 

dangerous, a pack of them is unfathomably terrifying. 

 

The Arluru are Fey, and they believe their purpose is 

to protect and keep the wild lands wild. As such, 

seeing one in a small town is rare, and one in a major 

city is unheard of.  

 

Only recently have the Arluru begun to emerge from 

wherever they came from into The Known World. 

Before this, they were in a much more horrible place 

which they call the Black Oblivion. 

 

Arluru are recognized In Game by their wolf-like 

facial features. 

 

 

Dwarves 

Advantages 
¶ Learn Smith and Toughness without a 

teacher 

¶ Dwarf Only Skills: Axemaster and 

Hammermaster  

 

Disadvantages  
¶ All two-handed weapons or polearms cost 

double to purchase except Great Axe or 

Maul 

¶ Ranged weapon skills cost double to 

purchase except throwing axe and throwing 

hammer 

¶ May never have another weaponôs skill at a 

higher level than their highest axe or 

hammer skill. 

 

Dwarf characters start play with 10 Health 

 

Dwarf Only Skills 
 Ability  Cost Prerequisite 

C Axemaster 1 6 None 

T Axemaster 2 8 Axemaster 1 

T Axemaster 3 10 Axemaster 2 

T Axemaster 4 12 Axemaster 3 

T Axemaster 5 14 Axemaster 4 

T Axemaster 6+ 16/Lvl Previous Level 

    

C Hammermaster 1 6 None 

T Hammermaster 2 8 Hammermaster 1 

T Hammermaster 3 10 Hammermaster 2 

T Hammermaster 4 12 Hammermaster 3 

T Hammermaster 5 14 Hammermaster 4 

T Hammermaster 6+ 16/Lvl Previous Level 

Axemaster 
This skill allows a Dwarf character to use any and all 

axe weapons (i.e. throwing hatchet, handaxe, 

battleaxe and the greataxe, one of two weapons 

which Dwarves are able to wield with two hands). It 

also includes the two weapon fighting skill for axes 

only, equal to the level of Axemaster). It is bought at 

the same price as a skilled weapon.  

 

Hammermaster 
This skill allows a Dwarf character to use any and all 

hammer weapons (i.e. throwing hammer, warhammer 

and the maul, one of two weapons which Dwarves 

are able to wield with two hands). It also includes the 

two weapon fighting skill for hammers only, equal to 

the level of Hammermaster). It is bought at the same 

price as a skilled weapon. 
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Dwarves are the second eldest of the Fey races, less 

pure in Faerie blood than the Elves, but more pure 

than other Fey. Though their heritage is 

acknowledged by the Faerie, they are not considered 

as close of kin to the Faerie as Elves are. Since their 

blood marks them as different from other races, Elves 

and Dwarves, though frequently rivals, always treat 

each other with respect. All other Fey are considered 

so much more distant from Faerie blood that they 

lack this bond. 

 

Dwarves are often a blunt people, with an eye on the 

bottom line. Dwarves are long-term planners and 

profit-oriented as a race, with generally makes them 

fairly honest. Dwarves have long memories and tend 

to be tenacious when exacting revenge if wronged, 

though they may not seek revenge immediately. 

 

Less than one Dwarf in ten is female, and as such 

females are prized in Dwarven society, and all doors 

of opportunity are open to her. If anything, Dwarves 

tend to imbue respect upon female Dwarves without 

concern as to whether it has been earned or not. 

 

Dwarves are recognized In Game by their beards. 

Females often grow dainty goatees, but for a male 

Dwarf, anything less than a full beard would be 

considered a shame to the race.  

 

Elemental Kin 

Advantages 
¶ Learn spells and tiers of their elementôs magic 

without a teacher.  

¶ Start with Elemental Affinity  

¶ Start play with Awareness 1 

¶ Can purchase the ñblendò ability for their 

element (Requires tier 3 of the element) 
 Ability  Cost  

O ñMy Essence Will Blend With Earthò 4  

O ñMy Essence Will Blend With Waterò 4  

O ñMy Essence Will Blend With Fireò 4  

O ñMy Essence Will Blend With Airò 

 

4  

 

All Blend abilities are considered Magical States 

 

Disadvantages  
¶ Cannot be healed with Earth (except Earth Kin). 

Heal instead as follows: 

¶ Fire Kin ï Fire Strikes  

¶ Earth Kin ï Earth Heals 

¶ Water Kin ï Water Strikes  

¶ Air Kin ï Air Spins  

 

¶ Double damage/effect from opposite element of 

the above marked spells. Damage/effect as 

follows: 

¶ Fire Kin ï Water Strikes (double damage) 

¶ Earth Kin ï Air Spins (double effect) 

¶ Water Kin ï Fire Strikes (double damage) 

¶ Air Kin ï Earth Heals (double damage)  

 

¶ Cannot learn spells or tiers in opposite element  

¶ Cannot teach spells or tiers in their element  

 

Elemental Kin characters start play with 5 Health 

 

Elemental Affinity  

This ability allows an Elemental Kin to buy mana 

income to triple their tiers in their element. This 

would allow up to a maximum of income mana: 15 in 

their element.  

 

An Elemental kin is a being made from one of the 

four (4) prime elements: Earth, Fire, Air, and Water. 

Each species is as different as their elements to each 

other and each have traveled to the plane in which 

Carreg Wynn resides for their own reasons. 

Elemental Kin greatly revere their respective 

Elemental Lords as their creator and gods. There is 

no natural animosity between each element. They are 

taught by their Lords that all elements are needed 

together to continue the circle of life. None are 

commonly seen on the prime material plane. Each 

elemental has a natural affinity for magic of their 

element. Their magic power is as much a part of their 

essence as it is a learned ability. Because of this they 

cannot teach the magic of their element to others.  

 

The Fire Kin are known to be fierce warriors with 

tempers as hot as their element. They tend towards 

the Chaotic and hot headed rather than calmly 

working through a problem. Fire Kin are natural 

tricksters but they will always follow their own clanôs 

Code of Honour. They have come to the prime 

material plane to prepare for their coming of age 

trials.  

 

The Earth Kin are normally calm and steady. Rarely 

making hasty decisions, they value the long process 

of decision making and generally do not favour 

change. Earth Kin tend to be very slow to anger but 

once it happens their anger comes swiftly and can be 

devastating. They value the balance of life and so 

will seek peaceful resolutions to conflicts, however, 

they understand that death is a part of the life cycle 

and they are known to be good fighters. The first 

Earth Kin came to the prime material plane to assist 

the first Earth Champion with restoring the life 
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balance after the plague.  

 

The Air Kin are a flighty people, changing moods 

rapidly and unpredictably. They do not tend to 

remain in one place for very long. Their 

unpredictable nature makes them ideal for the life of 

a rogue. Not much is known about why the Air Kin 

came to the prime material plane, it could have just 

been a whim one day.  

 

The Water Kin are normally very steady and slow to 

anger. Once angered, however, itôs very difficult to 

slow them down. They tend to be emotional, 

empathetic, and intuitive; however, they can also be 

over-sensitive and irrational. They often present a 

calm visage while hiding their true self. Water Kin 

are also very adaptable. The Water Kin have been 

coming to the prime material plane occasionally for 

adventure since the creation of the first Water Circle. 

 

Elemental Kin can be recognized in game by their 

horns and pointed ears. There must be 3 or more 

horns as well as skin coloured as follows:  

 

Fire Kin : Easily noticeable red and orange tint to 

skin with veins a darker shade of red to mimic the 

colours of fire  

Water Kin :  Easily noticeable green and blue tint to 

skin with veins a darker shade of green to mimic the 

colours of water  

Earth Kin :  Easily noticeable brown and grey tint to 

skin with veins a darker shade of brown or gold to 

mimic the colours of earth and stone  

Air Kin : Easily noticeable blue and white tint to skin 

with veins a darker shade of blue to mimic the 

ócoloursô of air  

 

Elves 

Advantages 
¶ May learn Spells, Tiers of Power, Enchanter and 

Awareness without a teacher and do not require 

literacy as a prerequisite. 

¶ Access to some spells not available to other races 

(see below) 

¶ May learn any bow skill without a teacher. 

¶ Start play with Awareness 1 

 

Disadvantages 
¶ Cannot teach Awareness, power, spells, or 

Enchanter at all. 

¶ Cost of health is double 

¶ Subject to the Elven Code, a race-specific code 

of honour (see below for details) 

 

Elf characters start play with 5 Health. 

Elves are known by all Fey to have the greatest claim 

of kinship with the Faerie. Because of this, many of 

the other Fey refer to Elves respectfully as ñolder 

brothersò or ñolder sistersò in deference to their purer 

Faerie blood. Their blood marks them as akin to the 

Faerie, so much so that Elves are inherently magical. 

For Elves, Magic is as natural as breathing. Elves 

tend to become powerful mages. 

 

The Elven strength is also their weakness. Many 

Faerie consider Elves to be ñtheir businessò thus 

forcing Elves to adhere to a strict code of honour; if 

an Elf strays from The Code, there can be severe 

consequences.  Conversely, dealings with the Faerie 

are more likely to end poorly if a group seeking 

audience does not have an Elf to speak for them. This 

is, of course, a generalization, as all Fey were made 

in the image of the Faerie, and there are some Faerie 

who see their non-Elven children as being their own 

personal direct descendants. 

 

In Elven society, the sexes are equal in their roles and 

duties.  

 

Elves often feel themselves to be above moral issues 

of good and evil, though personal tastes can lead 

elves to be on opposite sides of a conflict. Though 

they understand the concepts of good and evil, most 

feel that their duty to enforce the Faerie's wishes in 

this world overrides such human views. They see 

themselves as part of a cosmic greater whole, and 
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totally above the limited morality of the lesser races. 

Also, according to the Elven Code of Honour, an Elf 

may not knowingly allow another Elf to be harmed 

physically, and must help to find food, shelter and 

healing for another Elf if needed, it is perfectly 

acceptable for Elves to argue or debate with another 

Elf, or to play mind games, annoy, or steal from 

Elves. Even to slaughter another Elfôs non-Elven 

friends is permissible (of course, this must be done in 

an elegant fashion and other Elves cannot physically 

suffer for it). 

 

Below is an excerpt of the Elven Code of Honour: 

¶ An Elf may never knowingly allow another Elf 

to come to physical harm. 

¶ An Elf must try to prevent physical harm from 

coming to other Elves. 

¶ An Elf must assist other Elves who have fallen 

on hard times. 

¶ An Elf must never break their word or lie to a 

Faerie or another Elf. 

¶ An Elf should strive for the overall betterment of 

all Fey in the world. 

¶ An Elf must be a role model for all Fey and live 

elegantly. 

 

Also remember, Elves are magic. They perceive 

magic in a very different way than any other race. It 

comes naturally to them. It is important to remember 

that there is little point in playing an Elf if you do not 

wish to have some magical abilities.  

 

While an Elf will take part in almost all aspects of 

society (albeit in an elegant fashion), it will always 

be in combination with magic.  

 

Elven Specific Spells 
 Ability  Cost Prerequisite 

O ñMy Essence Will Blend With 

Earthò 

4 Earth Tier 3 

O ñMy Essence Will Blend With 

Waterò 

4 Water Tier 3 

O ñMy Essence Will Blend With 

Fireò 

4 Fire Tier 3 

O ñMy Essence Will Blend With 

Airò 

4 Air Tier 3 

 

All Blend abilities are considered Magical States. 

These spells allow the Elf to enter into the element in 

its visible manifestations, such as Air (fog, steam, 

smoke), Water (any liquid), Earth (rocks, dirt or 

plants),  or Fire. While within the element they are 

OOP, and while they remain aware of their 

surroundings, they may not reach outside of, speak, 

cast spells or otherwise act outside of their chosen 

container. They may move anywhere within their 

chosen ócontainerô (depending upon the element) and 

may exit it at any time of their choosing (up to the 

maximum allowable time of the spell). Elves 

cohabitating an element together may interact with 

each other but cannot use skills. When traveling 

through an element, an Elf is limited to the extent of 

the element that they enter. For instance; if an Elf 

entered a tree, they may come out of any part of the 

tree, but not the ground, or anything touching the 

tree. An Elf that blended with water may emerge 

from anywhere the water goes, but if it evaporates or 

turns to steam, the Elf must exit it, as it has now 

become an air related spell. 

Even if committed to scroll, or imparted by an 

enchantment, this spell cannot affect a non-elf unless 

approved by an AD. 

These are timed spells. 

 

In-Game Effect: The elf is seen to be absorbed by 

the item and disappear. When they emerge they are 

seen to step from the item as a fog and become solid 

instantly. 

 

Elves are recognized In Game by their pointed ears. 

These must be prosthetic ears, and not an arbitrary 

object mounted on the ears like paper or tape. 

 

Fauns 

Advantages 
¶ May learn Alchemy, and Life Skills: Herbalism 

and Geology without a teacher at no penalty 

¶ Start play with Traps 2 

¶ Start play with Ingredient Affinity 

 

Disadvantages 
¶ To purchase the Wear Armour skill costs double 

¶ Skilled and Hard weapons (except shortbow), 

Weaponmaster or Marksmanship skills cost 

double 

 

Faun characters start play with 5 Health. 

 

Ingredient Affinity  

This ability allows a Faun to buy triple income in 

their ranks of Life Skill: Herbalism/Geology. This 

would allow up to maximum income in herb/ore of  9 

per event. 

 

Fauns are known as flighty forest-dwellers.. Though 

some fauns may take a fancy to the social scene of 

civilized areas, they tend remain near their beloved 

woods. Fauns are a passionate, sensual and socially 

oriented race; a Faun who prefers to be alone is 
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unknown! Fauns love nothing more than being the 

centre of attention, especially with an admiring 

audience.  

 

Fauns are naturally devious; constantly playing 

harmless practical jokes, in an effort to make 

everyone else relax a little bit. Fauns have had 

enough experience with other races, though, to keep 

an eye on the possible escape routes, just in case their 

joke is taken the wrong way! 

 

Fauns are inherently a bisexual people. They consider 

members of any race who prefer one sex to be 

prudish and in need of enlightenment. Most Fauns 

consider monogamy to be a deviant and bizarre 

behaviour. Polygamy is the norm for Fauns  

 

Fauns usually rely on their quickness of mind and 

their fleetness of foot, as well as advance preparation 

to deal with whatever troubles may come their way. 

Fauns have no real cultural practices to speak of. 

They find no reason to form governments of their 

own, or to support anyone else's government. 

 

The most common misconception about Fauns is that 

they are all nymphomaniacs whose lives entirely 

revolve around the search for sexual experience. 

While all Fauns do generally enjoy sex, and most will 

have sex regularly, and with many various partners, 

sex is a part of their lives, not the centre of it. Fauns 

are by nature a very sensual people, but this should 

not be mistaken for sexual. Fauns love all things that 

stimulate the senses, including food, drink, 

comfortable silk, velvet, and other clothes, good 

music, and anything that stimulates the senses. 

However, Fauns are the Faerieôs most upbeat 

creations, and even when things look their darkest, 

the Fauns are the ones with the light joke or million 

to one plan. Sometimes, the plan even works.  

 

Fauns are identified by their horns In Game. Males 

also often have small beards. 

 

Halflings 

Advantages 
¶ All life skills are purchased at half cost 

¶ All ranged weapon skills are purchased at half 

cost (this includes the Marksmanship skill) 

¶ Traps and Locksmith skills are purchased at  half 

cost 

 

Disadvantages 
¶ All non-ranged weapon skills cost double ï this 

includes the Weaponmaster and Two Weapon 

Fighting skills. 

 

Halfling characters start play with 5 Health 

 

Halflings are a cheerful, gregarious, and curious 

people, they are never happier than when sitting 

down in comfortable surroundings to a good meal. 

The Halfling ideology can be summed up simply 

with ñgood food, good drink, good song, good friends 

... and some more good food!ò 

 

Halflings are generally a peaceful people who often 

seem strangely ill-equipped to deal with the troubles 

that can be brought on by their curiosity. 

Appearances can be deceiving in these situations, 

however - a Halflingôs cheerful nature often allows 

them to charm their way out of most  negative 

situations and, in most cases, a Halfling has many 

friends willing to come to their aid.  Though not 

designed for the hardships of hand to hand combat, a 

Halfling with a ranged weapon is indeed a dangerous 

foe! A Halflingôs nimble fingers can rain missile 

weapons upon their foes with a fierce and deadly 

accuracy. Fights of any sort are generally avoided by 

Halflings, as fights tend to interfere with the 

satisfaction of a good dayôs work, and can lead to late 

meal times! 

 

The sexes in Halfling society are treated equally and 

share the workload equally. 

 

Halflings are identified the fur on the backs of their 

hands. 

 

Human 

Advantages 
¶ Start play with two Life Skill: 1 (of player choice 

as per AD approval during character Creation) 

¶ +10 Experience points 

 

Disadvantages 
¶ None 

 

Human characters start play with 5 Health. 

 

Throughout the world, there are a variety of distinct 

Human cultures. The two largest are the Tawdonian 

Empire, and The Confederacy of the Great Woods. In 

addition, there are also many smaller groups, such as, 

Wastelanders, Northern Wildsmen, Southlander 
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tribes, Crescent Islanders, Frontiers Folk, and 

numerous other smaller groups as well. 

 

The Tawdonian Empire occupies the Western 

portions of the known world, and is much like the old 

Roman Empire. It is a class-based society with 

citizens and slaves, nobles, middle class merchants, 

and peasants. It grew centuries back out of the 

original Pentaverate states, and became the great 

super power of the world. Its greatest detriment has 

been the constant infighting amongst its own senators 

and noble families. The Imperial official religion is 

NOSianism, the belief of the three-sided god. 

 

The Confederates are more of a tribal society, and 

based on a compact between three main tribes; the 

Curn, the Pyren, and the Skae. Each tribe is unique in 

its own way, and has its own views and moralities. 

They do all follow a belief in spirits and a natural 

order. Although the tribes unified centuries ago, 

mostly to face the threat of the growing might of the 

Empire, tensions between them still regularly flare 

up, and each still maintains their own views of the 

world, the spirits, the Empire, and each other. 

 

Squeezed between the Empire and Confederacy is the 

Frontier. The people of the Frontier are a hardy 

breed, used to constant conflict, and some of the 

greatest hardships in the land. It is also home to some 

of the most diverse people, unusual monsters, and 

one of a kind circumstances. If anything can happen 

anywhere, it will happen on the Frontier.  

 

In some instances, Human characters may have 

access to special skills or abilities, and these will be 

explained to you by the AD. 

 

Kaern 

Advantages 
¶ Start play with Unarmed Grapple 1 and Unarmed 

Strike 1  

¶ Can learn the Assassinate skill without a teacher 

¶ Start play with Sudden Clarity (see Psychic for 

details) and the one (1) state that comes with that 

ability 

¶ Backstab does not require Wear Armour as a 

Prerequisite 

 

Disadvantages 
¶ The Shield skill and Wear Armor skill costs 

double 

¶ Tiers of magical Power (of any type) and spells 

cost double the experience points to purchase 

 

Kaern characters start play with 5 Health. 

 

Kaern are a cat-li ke race which has a female 

dominated culture. Though they can be found in 

human society, Kaern tend to congregate in areas that 

they mark as their territory. Trespassing into Kaern 

territory can be a dangerous activity, as the 

passionate Kaern tend to act first and ask questions 

later, if they ask at all! 

 

Kaern, especially the males, are notably impulsive 

beings, relying on gut instincts, removing the need 
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for unnecessary and tedious thought. If any person 

doesnôt know the local Kaernôs feelings and opinions 

toward them, it is solely because they havenôt been 

paying attention. Kaern are quite emotional and often 

share their feelings with everyone. Kaern revel in the 

sensuality of living and emotions, they consider their 

own pleasure (and displeasure) to be of the highest 

importance in their life; it is said that no Kaern has 

ever mastered a ñpoker faceò. 

 

In Kaern society, females are the dominant sex; they 

tend to be better suited to deep thinking than males; 

Kaern females tend to be very possessive of anyone 

or anything that they feel they have a right to. Kaern 

males usually give up their possessions to their 

female leader, and own no more than they can carry. 

  

All Kaern males are owned by a female. The female 

cares for her male, in exchange for complete loyalty 

from her males. Dominant female Kaern each have a 

harem of several males, usually with two to eight 

members. In Kaern society, it is unheard of for males 

to be paired with more than one female, though loans 

and trades and even sometimes gifts of males are 

arranged between females. 

 

A Kaern male who does not have a female is 

considered órogueô and is either absorbed or 

destroyed by other Kaern groups. 

 

Cat-like facial features (mask or makeup) distinguish 

Kaern In Game; some Kaern have tails. If you do not 

have a prosthetic for your Kaern, you must have a 

tail. Kaern generally take on the characteristic traits 

of the cat their coloration most resembles. 

 

Orcs 

Advantages 
¶ May purchase Health at half cost 

¶ May learn weapon skills at half price. This 

applies only to Unarmed Grapple, Unarmed 

Strike, Shield, Two-Weapon Fighting, Easy, 

Average, Skilled and Hard Weapon 

proficiencies. It does not apply to the 

Weaponmaster or Marksmanship skills, or Wear 

Armour 

 

Disadvantages 
¶ All Psychic, Magic and Alchemy skills cost 

double. (Does not apply to Strong Will) 

 

Orc characters start play with 10 Health 

 

Orcs are generally competitive, seeking to dominate 

those that they perceive as being weaker, they are 

also clan-oriented and seek honour in battle for their 

clan. Orcs are, for the most part, considered to be 

bloodthirsty, ignorant savages; generally speaking 

they deserve this designation. However, when the 

need arises to defend themselves, their homes, or 

friends, Orcs are capable of extreme acts of self-

sacrifice and bravery. 

 Orcs are generally mentally lazy, considered their 

greatest weakness, though excellent specimens of 

health, Orcs have never mastered mental discipline. 

This does not mean they are stupid. In fact, they are 

quite intelligent in their own areas of expertise 

(weapons, armour, combat, tactics, and warfare). 

Orcs are sly, animalistic and cunning, but lack the 

focus required for mental exercise and study. 

 

Orcish politics are generally swift and brutal.  In an 

Orcish tribe, the Chieftain is the one who has enough 

muscle to push their way to the top. An Orcish 

Chieftain will stay in this position until another Orc 

gathers the support and courage to oust them. 

Chieftains are often physically stronger than they are 

wise; truly smart Orcs know it is best to be an 

advisor, since new Chieftains always need someone 

to tell them what is going on. 

In Orcish society, females arenôt considered second 

class. If a female Orc chooses to follow the path of a 

warrior, advisor or even (not entirely unheard of) a 

Chieftain, she will not be stopped because of her 

gender, only her ability to perform the required 

duties. 

  

Green-tinted skin and protruding lower teeth identify 

Orcs In Game. Orcs are generally very proud of their 

tusks (tusks are sexy) and will gnaw on things to 

keep their tusks at their sharpest and whitest.
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Disadvantages, Advantages and 

Traits 

Disadvantages 

 Ability  Cost 

N Blindly Loyal -10 

N Delusion, Minor -5 

N Delusion, Major -10 

N Gullible -10 

N Intolerance:  Physical Attack ï Small 

Group 

-7 

N Intolerance:  Physical Attack ï Large 

Group 

-10 

N Intolerance:  Verbal Attack ï Small 

Group 

-3 

N Intolerance:  Verbal Attack ï Large 

Group 

-5 

N Mute -10 

N Pacifism -5 

N Pacifism ï Militant -7 

N Phobia, Uncommon -5 

N Phobia, Common -10 

 

Disadvantages are traits that affect your character in a 

negative fashion and generally make the characterôs 

life more interesting, or more difficult. The 

disadvantages that are permitted in game are specific 

and add to both the fullness of experience for the 

character and the game. As an example, though it 

would be an inconvenience for your character to have 

one leg, this does not change who your character is, 

nor does make the game more interesting. Also, a leg 

can be re-grown through magic in game. 

 

A disadvantage gives a negative value that you then 

apply to your characterôs starting point total. For 

example, a character with the disadvantage of óMuteô 

pays nothing for this trait; in fact they gain ten (10) 

extra experience points for use in the creation of that 

character. Each character is allowed only one (1) 

disadvantage. A disadvantage must be chosen at the 

time of creation. 

 

Any characterôs disadvantage must be properly role-

played; failing to do so allows the Artistic Director to 

assess penalties against the character. 

 

A player who wants to cheat can quite easily abuse 

disadvantages. It is also easy to become so caught up 

in play that you forget to be intolerant/ afraid/gullible 

etc. Some players find it incredibly frustrating to play 

a Blindly Loyal or Gullible character. When choosing 

your disadvantage, remember that it will cause 

problems for your character ï if it didnôt then it 

would not be a disadvantage! 

 

If you choose a disadvantage, remember to role-play 

it. If you feel that you cannot do justice to a 

disadvantage, donôt take one. It is wiser in the long 

run not to take a disadvantage than to have to pay the 

penalty for failure to play it. If at some point in the 

future of play, you feel that your character has 

outgrown their disadvantage, you may use experience 

points to buy it off. 

 

Buying off a disadvantage represents in game the 

ongoing struggle that the character has fought against 

their disadvantage. This is a role-playing experience 

and is usually done over a period of time. Once this 

has been done, the character should speak with the 

Artistic Director, who will then usually allow the 

character to buy off the disadvantage with earned 

experience points at the same point value that the 

disadvantage gave them (e.g. to buy off the 

disadvantage of Blindly Loyal would cost fifteen (10) 

experience points). 

 

If a disadvantage has not been properly and/or fairly 

role-played, it and its bonus may be removed from 

the character with the possibility of an equal penalty. 

A Militant Pacifist could be assessed as much as a 

fourteen experience point penalty -double its value- 

by the Artistic Director. 

 

Additional Disadvantages may be available. Speak 

to your Artistic Director.  

 

Any Disadvantage you choose must be approved 

by the clubôs AD prior to being played. 

Description of Disadvantages 

Blindly Loyal  
A Blindly Loyal character has one institution or 

person to whom they give their unquestioning 

service. When it comes to serving this cause or 

individual, nothing (not even their own life), takes 

precedence over their master's order. A Blindly Loyal 

character will march off a cliff, slaughter their best 

friend or do anything at the word of their 

commander. Blind Loyalty is a rare disadvantage and 

is only handed to a few individuals. You cannot be 

Blindly Loyal to a specific player character, gods, or 

any super powers (such as elemental lords, daemons, 

angels). If you are Blindly Loyal to a group, you 

must list the group's history, their chain of command, 

what they fight for and why, as well as your own 

character's involvement within the group. 
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Delusions 
A character who takes a delusion as a disadvantage 

believes in something that the rest of the world 

believes to be completely untrue. A delusional 

character cannot be convinced that they are wrong 

about their delusion; all evidence to disprove their 

belief will be seen as suspect or false. They will 

claim that anything disproving their belief is a trick, 

fixed, planted, or an outright lie. 

 

Delusions are divided into two (2) categories ï major 

and minor, depending on how seriously they affect 

the character. Examples of major delusions are ñI can 

turn invisible at willò, ñNo one can harm me from 

behindò and ñAll Ogres and Trolls and other nasty 

beasts are my friendsò. Examples of minor delusions 

are ñAny weapons I use become magicalò, ñI can 

speak with treesò, or ñI am a werewolfò. 

Any character with a delusion believes their delusion 

wholly and completely and will go out of their way to 

demonstrate óthe truthô to others. 

 

A óCode of Honourô or óVowô might qualify as a 

delusion ï speak with the Artistic Director. 

 

Gullible  
A gullible character is likely to believe almost any 

story that they are told. A gullible character can 

easily be conned into new things without even 

realizing that they are being taken advantage of. 

Furthermore a gullible character is utterly unable to 

detect a lie ï even friends can pose a threat if they 

dabble in too much sarcasm! 

 

Intolerance 
An intolerant character is bigoted against some other 

type of character found in game. The points that a 

character gains for this disadvantage depend on how 

intolerant they are. A óSmall Groupô refers to a type 

of character that does not appear in game frequently 

(i.e. devils, demons, dragons, etc.). A óLarge Groupô 

refers to a type of character that could be met on a 

regular basis (i.e. Elves, Dwarves, Humans, etc.). 

Intolerant characters with óVerbal Attackô will 

verbally abuse those to whom they are intolerant. 

This generally means slurs, insults, arguments and 

constant demeaning remarks. Intolerant characters 

with óPhysical Attackô will attempt a campaign of 

violence against the characters that have earned their 

hatred, directly attacking whenever logically possible 

and success is feasible. 

 

Mute 
A mute character may not speak. The character is 

forced to communicate by other means. Keep in mind 

that if you wish to write notes, both characters 

communicating must be literate (and you will use a 

great deal of paper). 

 

Pacifism 
At the basic level, a Pacifist character is morally 

opposed to violence of any kind. The character will 

not take up arms against another. Militant Pacifism 

means that the character will not harm or let harm 

come to any living creature. The character must do 

everything in their power (non-violently, of course!) 

to convert others to their point of view. Militant 

Pacifists are vegetarians. 

 

Phobia 
A character with a phobia has an extreme fear of 

something that might be encountered in game. When 

in the presence of the object of their phobia, the 

characterôs only thought will be to get as far away 

from it as possible. If unable to escape, the phobic 

character will be unable to unable to think straight or 

engage in any sort of useful activity. All they can do 

is stutter out short answers to any questions they 

might be asked. If attacked by the subject of their 

phobia, the character will defend himself but cannot 

attack. Furthermore the character will flee given the 

first opportunity. 

 

Phobias are divided into two (2) categories ï 

common and uncommon. The categories refer to the 

likelihood of the object of phobia being encountered 

in game, how easy it is to avoid. Examples of a 

common phobia are: Halflings, fire and dead things. 

Examples of uncommon phobias are: dragons, giant 

spiders, and Dwarven bartenders.  

 

 










































































































