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Introduction 

All men dream: but not equally. Those who dream by night in the dusty recesses of their minds wake in 

the day to find that it was vanity: but the dreamers of the day are dangerous men, for they may act out 

their dream with open eyes, to make it possible. 

T.E Lawrence - Seven Pillars of Wisdom Suppressed introductory chapter, first published 1939 

 

 

“Why are they shooting at us?” 

 

“You’re the Anthropologist, aren’t you supposed to be an expert in the local culture?” 

 

“Well yes, in theory, but this is the first time I have been out of the university. I knew it would be exciting, 

but why are they shooting at us?” 

 

“My guess is that they were friends with that pile of bones you dug up, and maybe they are upset with us 

for messing with them. Either that or they figure that the gold idol would look better in their home than in 

your museum.” 

 

“Can’t we talk to them?” 

 

“I think Abdul went out to talk to them. He’s the one who is doing most of the shooting. Looks to me like 

your native guide sold you out. Maybe you should have paid him more than 20 piastre for this kind of trip. 

Hell, maybe you should pay me more than the 20 piastre you promised me. Ammo don’t come cheap.” 

 

“If we can get this idol out, I’ll pay, don’t worry. We just need another way out.” 

 

“Keep digging then. Me and my team can keep them busy, but we only have so much ammunition. So dig 

fast. Lucky for us the Bedouins you hired hated Abdul…” 

 

---------------------------------------- 

 

I wasn’t supposed to get messed up in this kind of thing. 

 

I know my place. I sit at the bar, I do what I get paid to do, and I don’t get emotionally involved. That’s the 

secret, never get emotionally involved. Sometimes you can help ‘em, sometimes you can’t, but the more 

desperate they are the less likely they are to come through with the cash. 

 

This one was desperate, you could tell, but I listened to her story anyway. A classic sob story I had heard 

a thousand times before. I shoulda turned her away but there was something about that story that struck 

a chord with me. And I got involved. The evidence was sketchy, but my partner Dalmer roughed up the 

right guys, and they told us about this place. It reeked of sweat and opium, and there were enough guys 

with rifles to take over a small country. This was way more than Dalmer and I could handle. 

 

But I think of that girl, and what happened to her family. There’s no way she’s gonna pay what she 

promised, but once you look, you can’t look away. 

 

“Dalmer, you still got a contact with Martin’s boys? We have to do this tonight if we want a chance of 
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getting any of them out.” 

 

---------------------------------------- 

 

“I was wondering why you called me in,” asked Dr. McManus, “you are a better surgeon than I am, better 

than most that I have met.” 

 

“Thank you for the compliment,” replied Dr. Baruk, “but I’m afraid this is not a surgery. More of an 

autopsy.” 

 

The hospital in Luxor was well supplied, as modern as any in the Protectorate. The morgue was in the 

basement, and there were four gurneys covered in white sheets. The first held an older man, his hands 

and forearms covered in dozens of scars each an inch or two long. He also showed clear signs of having 

been in a fight recently, his knuckles were very bruised. He had blood coming from his nose and ears, 

perhaps a sign of Typhoid, but clearly not the cause of death. That was a single puncture of his chest, not 

from a knife or bullet, but something round, 2” in diameter. The other three gurneys held women and 

children. One was strangled and the other two were beaten, probably the cause of the bruises on the 

older man’s knuckles. But they all also suffered injuries from animals, similar to those of a tiger attack 

although perhaps smaller. They were partially consumed, and only two of them were already dead when 

the animal injuries occurred. The third had been alive at the time of the attack and there were signs of 

struggle. 

 

“What would do this?” asked Dr. McManus. 

 

“That is why we asked you here. We would hoping you could tell us.” 

 

Greetings 

Welcome to the world of Shadows of Amun. Shadows is a Live Action Roleplaying Game of Adventure 

and Horror produced by Older Than Dirt Games and run with the Accelerant rules system. Players must 

be at least 18 years of age. This book contains background information for the our interpretation of 1918 

Earth that Shadows takes place in, and rules for creating a character to play the game. 

 

Mature Players 

Shadows of Amun is a game for mature role-players. Mature isn’t measured by age so much as a desire 

to help build a game that is fun for everyone involved. There may be times during the game where the 

results of your actions may pull your character out of the game for a time. Depending on the situation, we 

may have NPC roles or alternate characters for you to play during a hiatus. We are interested in very 

dramatic scenes, and some of the most dramatic scenes involve self-sacrifice and even character death. 

We take those sacrifices seriously, so we want it to be easy to play an alternate character and we expect 

our players to be able to play each character as its own person. 

 

Fun and Sportsmanship 

The purpose of this game is for the participants to have fun, including not only the players, but staff as 

well. This may not always be realistic, but it’s what we’re aiming for. 
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Shadows of Amun staff will attempt to accomplish this by telling an engaging, entertaining story that the 

players can participate in and influence. This story and its fun value are the most important part of 

Shadows. 

 

It is the responsibility of all people involved in the game, staff and players alike, to make a reasonable 

effort to see that other people are able to enjoy themselves. If you are staffing an event, please remember 

that you are there to entertain the players. If you are playing, please keep in mind that the staff are 

volunteering their services to make the event possible and fun for you, and give them due consideration 

for this. Players who consistently cause problems or friction to the detriment of other people’s fun, 

whether they are breaking the letter of the rules or not, may be asked to leave. 

 

Ethical Concerns 

We are aware that in 2013, social moirés are different then they were in 1918. Racial and gender 

discrimination, even if historically accurate, is unwelcome in Shadows of Amun. Simply put, discrimination 

against a player because of the race or gender of their character is unacceptable, and disallowed. Also, 

while characters are permitted and encouraged to make use of in-game representations of alcohol and 

drugs as they deem appropriate, use of alcohol and drugs by players is forbidden. 

 

Special Thanks 

Endeavors such as this one are built upon the shoulders of those who came before us. We have all been 

influenced by many people and things, far too numerous to mention here. But three in particular made 

Shadows of Amun possible. 

 

Mac Brown and his staff over at Black Crayon Games are the writers of Endgame. The staff of Shadows 

of Amun started as players of Endgame, and while most of us were gaming long before then, Endgame 

brought us back into live combat LARP. And without the Endgame rulebook, we would have had to write 

this beast from scratch... 

 

Gordon Olmstead-Dean and the DC larping group are my theatre-style larping roots. My entire knowledge 

of the Golden Dawn comes from a game that Gordon ran called Golden Aeon, and much of our materials 

came directly from that game. 

 

Wikipedia. No, I am not kidding. It is exactly accurate enough for a LARP like this one, one where we are 

looking for inspiration above accuracy. What started as a few scenes and a mood was quickly filled in and 

given life with research and inspiration. Without it we never could have absorbed the culture of 1918 as 

quickly. 

 

Background 

The Great War 

The lamps are going out all over Europe; we shall not see them lit again in our lifetime. 

- Sir Edward Grey, Viscount, UK Foreign Secretary and Diplomat at the start of the Great War 
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All of the great powers of the modern world met in battle. One side was the allies, led by England, France, 

Russia, and Italy. On the other side were the central powers, led by Germany, Austria-Hungary, and the 

Ottoman Empire. 70 million soldiers took the field, and 9 million of them perished. 

 

The war started in 1914. It is now 1918, and last summer the fighting gained a new fervor. The United 

States was now sending 10,000 troops a day into France, and Germany was forced to be more 

aggressive. The Ottoman Empire was being pushed out of the Holy Land by the British and Indian troops. 

In August the Allied forces started a counter-attack, the Hundred Days Offensive, and they started taking 

precious land back from the Germans one kilometer at a time. 

 

The politicians are excited about the gains that have been made, but that excitement doesn’t make it far 

for the soldier on the ground. They have seen their friends die, they have faced death time and time again 

and survived not due to skill, but rather simply because the bullet struck the man beside them rather than 

them. They have been gassed, burned, starved, and shot. 

 

Among those who fought in the Great War, some suffered injuries that went beyond the physical. They 

had something broken within them in those months in the trenches, under the artillery barrage. They are 

cold, distant, and not ready to go home to see familiar faces. These soldiers may be wandering a bit, 

looking for a way to make ends meet. Others made close connections in their time in the trenches, ties 

stronger than family. Any of these men and women may have found fate and fortune delivered them to 

Egypt. 

 

To the north, Cairo is the base camp for the Egyptian Expeditionary Force along with the Australians, 

New Zealanders, Indians, and of course the Egyptians that fight alongside them. While the war is not 

over, some men and women have been relieved of duty. Others may be on active duty, and while leave to 

return home is rare, soldiers stationed in the area can easily get an R&R pass to spend some time at 

Rick’s Place. 

 

Science and Relativity 

1905 was known as Albert Einstein's miracle year. He published four groundbreaking papers that 

established him as a world-class scientist. These papers were on: 

● Brownian Motion 

● Special Relativity 

● The Photoelectric Effect 

● Equivalence of Mass and Energy 

 

By 1908, he was recognized as a leading scientist, and he was appointed lecturer at the University of 

Bern. The following year, he quit the patent office and the lectureship to take the position of physics 

docent at the University of Zurich. He became a full professor at Karl-Ferdinand University in Prague in 

1911. In 1914, he returned to Germany after being appointed director of the Kaiser Wilhelm Institute for 

Physics (1914 –) and a professor at the Humboldt University of Berlin, with a special clause in his contract 

that freed him from most teaching obligations. He became a member of the Prussian Academy of 

Sciences. In 1916, Einstein was appointed president of the German Physical Society (1916–1918). 

 

By 1915 Einstein had worked out his theory of General Relativity. The underlying idea of general relativity 

is that large masses can warp space and time. This theory is the basis of modern astrophysics. Some of 
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the finest minds in the field are seeking methods to verify these theories, but as of 1918, General 

Relativity has yet to be accepted broadly by the scientific community. 

 

But they are talking about it... And Special Relativity and the other results from his miracle year have 

been proven and accepted as scientific fact. The age of Newton is over, and the groundwork for modern 

science is being laid down and men like Einstein are using science to model the entire universe. 

The Red Cross 

Henry Dunnant founded the International Committee of the Red Cross (ICRC) in 1863 after he witnessed 

the appalling conditions the sick and wounded of the battle of Solferino in 1859. In 1908 it was chartered 

in Britain by the King, Edward VII and Queen Alexandra, who served as its President. Organized into 

Volunteer Aid Detachments (VADs) it had chapters all over England. The little organization began to 

spread into other countries, caring for people in war and during natural disasters. 

 

The Great War, however, has proven to be the Red Cross’ finest hour. 

 

Throwing themselves into relief efforts with fervor and an almost reckless regard for their own safety, the 

women and men of the VADs nurse the sick and wounded, tend to the dead, and even created the first 

ambulance core to transport fallen soldiers from the front lines. Members of the Red Cross have been 

caught up in The War in a different context, but are participants all the same. The sign of the Red Cross 

on white armbands is often the only thing that keeps them from being directly targeted. Even so, 

accidents happen and many of their numbers have been killed or wounded by stray bullets and 

explosions while they seek to recover the wounded and tend to their patients. The Nurses and Doctors of 

the ICRC are universally regarded as heroes by modern society, and are welcomed into places where 

armed combatants are not. 

 

In addition to tending the wounded, the organization monitors the treatment of prisoners of war, acts as 

letter carriers and tracks the names of the dead and wounded from each battle. They are also closely 

monitoring the warring parties adherence to The Geneva Convention of 1907 and reporting and 

protesting violations, including the introduction of gassing in the trenches. The ICRC was awarded the 

Nobel Peace Prize in 1917. 

 

Egyptian members of the Red Cross practice under the symbol of the Red Crescent. 

The War has moved out of Egypt, but there are still battles being fought, still veterans who need tending 

to, still blood being spilled that needs the ministrations of soothing hands. Also, as the summer wanes 

into fall, flu season is starting up again. Rumor has it that this year’s influenza is particularly strong, 

although few have been focused on it since the war is still very active. There is much for the Red Cross 

and Red Crescent still to do, and only so many hands to mend the broken. 

Smuggling and the Suez Canal 

The Suez Canal has a dramatic effect on world trade, allowing ships to travel from east to west in 

significantly shorter times. Tariffs placed on shipping through the canal are a major source of revenue for 

the British and French governments. 

 

At the start of the war, the British had put in place as many as 30,000 troops to defend the strategically 

important canal from Turkish invasion. The canal is 101 miles long, stretching from the Red Sea and the 

Mediterranean and connecting a number of lakes. It was a vital route for Britain, allowing shipping to go 

the shorter route from India and other Asian and African parts of Empire rather than south around the 
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Cape of Good Hope. Main defenses were created on the west bank, with outposts on the east. Further to 

the east lay the inhospitable Sinai desert, with little water. 

 

After a failed attack by Turkish forces in 1915, the British army moved the defense line across the canal 

to the east and began a campaign to take the Sinai Peninsula that would last through 1917. Roads, 

railways and fortifications for the British army were built using the Egyptian Labour Force, consisting 

mostly of native Egyptians conscripted into the army. 

 

From the opening of the canal in 1869, smugglers of all stripes have profited from the transfer of illegal or 

restricted goods. The canal, located far in the desert from populated areas, is difficult to police, which 

makes it a haven not only for smugglers, but also for intelligence spies and war terrorists. Egypt is 

currently under British martial law, but the British have far more pressing concerns defending against the 

Germans and pressing the attack into the Levant against the Ottomans to concern themselves with the 

meticulous policing of trade through the Suez. 

 

There is a great deal of money to be made in the business of shipping and trade, especially during the 

lean times brought on by the War. There has always been a lucrative traffic in drugs and illegal 

substances in the area, but now profits can be made off of more common goods, such as metal, rubber, 

cotton and coffee. Violence and theft are far too common in the docks and train yards of Egypt, reaching 

as far up the Nile as the riverboats travel. In addition to the local interests, there are also Italian and 

British trading companies that ship tons of goods through the region. And somehow shipments from 

Armstrong Industries alway seem to make it through their voyage without too much delay. 

Egypt 

Egypt was self-consciously a nation … before becoming a colony of the British Empire. Its territorial 

continuity since ancient times, its unique history as exemplified in its pharaonic past and later on its 

Coptic language and culture, had already made Egypt into a nation for centuries. Egyptians saw 

themselves, their history, culture and language as specifically Egyptian and not "Arab” 

- Niloofar Haeri 

 

“I know him,” said Private Tully, “that one on the left.” 

 

“The pipsqueak? Have you been cavorting with the Gippos?” 

 

“That man is a soldier. He worked with the army, building the defenses at Sinai. You know, the ones you 

were hiding behind back in ‘15 when everything was looking bad. After that, he joined Lawrence and his 

Arab Revolt. He fought at Aqaba and was shot at Tafileh. That limp he has is from a Turkish bullet. That’s 

what I heard from the nurses in Cairo. A miracle he didn’t lose his leg.” 

 

“Well, today he’s carrying a sign and protesting the King’s rule. That makes him a turncoat in my book.” 

 

“You can chew the rag if you want, Montgomery, but it ain’t like you got pulled back to share a trench with 

a Poilu, you stayed here tending General Watson’s horse while other folks saw real action.” 

 

“I’d uv put it to the Huns if they gave me the chance, Tully. Anyway, the bleeding Gippos still seem pretty 

ungrateful to me.” 

 

“They just want their own country. We just replaced the Turkish flag with the Union Jack, as far as they 
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are concerned. And they fought hard. I was happy to have ‘em beside me.” 

 

 

-------------------------------------------- 

 

 

Although Europeans tourists are likely to see the Egyptians as a homogeneous mass of people, the 

Egyptians are anything but uniform. Egypt is comprised of a plethora of ethnicities, religions and tribes 

creating a vibrant and blended culture that is sometimes hard to pin down. 

 

The Egyptians 

If I had not been an Egyptian, I would have wished to become one. 

- Mustafa Kamil 

 

The literate, cultured, cosmopolitan city dwellers are much concerned with breaking away from Colonial 

British rule. The Egyptians are proud of their past, very aware that they are the people who invented 

Civilization and chafe under what the English see as a protectorate. 90% of Egyptians are Muslim, 

although in 1918, Islam in Egypt is a complex, non-unified religion. There is little debate on the proper 

place of Islam in day-to-day life; most literate Egyptians believe that religion is a personal matter, not fit 

for public discourse. 

 

The Copts 

Approximately 10% of the population is Coptic Christian. The Copts were some of the first Christians in 

Africa, converting to Christianity in 42 AD with the arrival of St. Mark into Alexandria after the death of 

Christ. They have, at times, been the majority of the population, but their numbers have been in slow 

decline since the 7th Century when the rest of Egypt was converted to Islam. The Copts are cognizant of 

their rich heritage and how their faith has defined and shaped Christianity, but first and foremost they see 

themselves as Egyptians, not Arabs. Calling a Copt an Arab would be insulting. They believe themselves 

to be the inheritors of the pharaonic way of life, and reject any attempt to control the Egyptian people, 

including the British who are their current rulers. 

 

The Coptic language has died out as a spoken tongue, but it is still used in Church services in the same 

way Latin is used in Catholic Masses. The written Coptic language still holds great value to archeologists 

and historians, indeed Demotic, the ancestor of Coptic, was critical to cracking the Rosetta stone and 

unlocking Egyptian Hieroglyphics. 

 

The Bedouins 

I against my brother, my brothers and I against my cousins, then my cousins and I against strangers. 

-Bedouin Proverb 

 

The Egyptians refer to the Bedouins as 'Arab', but Bedouins are distinct from other Arabs because of their 

extensive kinship networks. Tribe is all. The families of tribes provide the extended community with 

support and the necessities for survival. 
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The Bedouins see themselves as the purest form of A’raab, and indeed the rest of Arabic culture tends to 

regard them as leading an ideal life. The Bedouins have a rich oral poetic tradition, a traditional herding 

lifestyle and a strong code of honour. The Bedouins were the first converts to Islam and they wear this 

badge proudly. More recently the Bedouin tribe of the Juhayna have been valuable mercenaries for T.E. 

Lawrence and Emir Faisal in the British offensive against the Turks in the Battle of Tafileh in January of 

1918, and the local populace are fired up with pride in their cousins. 

 

The Bedouins local to the Valley of the Kings come from different tribes and it is often difficult for 

outsiders to distinguish between them. The Ababdeh occupy the arid lands between the Nile and the Red 

Sea. They call themselves “The People of the Djin” and they speak both Arabic and Bejah. The 

Rashaayda tribe make their living in the lands south and southeast of the valley, having arrived in the 

region roughly 70 years ago, fleeing tribal warfare in their home west of the Red Sea. They are well-

known as traders and guides. The al-Murrah tribe travels the desert to the northwest, moving often to 

seek grazing ground for their herds in the rocky terrain. [Please Note: The Bedouin Header is simply a 

collection of desert survival skills. One need not be a member of a Bedouin tribe to take the Header, and 

possession of skills from the header does not indicate any tribal affiliation.] 

 

The Berber 

Courage is Fear that has said its prayers. 

- Berber Proverb 

 

In contrast to the Bedouin, the Berber people, the original inhabitants of the area, live almost exclusively 

to the west of the Nile. Although most of the population is situated in Libya, there is an ancient and strong 

settlement in the Siwa oasis, and they have migrated as far south as the Valley of the Kings. The Berbers 

are a loose affiliation of tribes who practice farming and trading. They refer to themselves as the Amazigh 

and speak Arabic and a dialect of the Berber language. The Berbers have also not been left untouched 

by the war. Unfriendly to British and French advancements in the region, and inspired by the rhetoric from 

the Ottoman Empire, they have allied themselves with the Germans and the Turks. Berber Senussi troops 

were present during the battle at Siwa in February 1917. 

 

The Berbers closest to Libya and Siwa practice a variation of Islam called Senussi. The Senussi try to 

achieve a middle spiritual path between the ecstatic spirituality of the Sufis and a strict interpretation of 

the Koran. However, the Berbers in their ancient past were of a more animist nature. They converted to 

Christianity in the late Roman Era, before being converted to Islam in the Middle Ages. The Berbers who 

live in the Valley of the Kings seem to remember and practice some of that ancient spiritual past. 

 

The Dom 

If you come with an open hand, an open hand is what you will find. Guess what happens if you come with 

a fist? 

- Dom Proverb 

 

The Dom are a wandering tribe of what the Europeans would identify as Gypsies. A people who find joy in 

music, dance, and singing, the Dom have become the entertainer class of modern Egyptian society. No 

celebration is complete without hiring the Dom, and they can be found at weddings, funerals and all 

manner of festival days. They are also skilled snake charmers, stick dancers and fortune-tellers, although 

it is not clear if the Dom believe the fortunes they tell, or are merely providing a service that the Egyptians 
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and Europeans seem to want. 

 

The Dom take great delight in cultivating their image as a people who know great and mysterious spiritual 

secrets; the cynical would say it is because they make more money that way. The Dom have an 

egalitarian regard for their women, and there is no shame in their society for an unmarried Dom woman to 

go out and seek her fortune dancing and playing music, indeed, the Ghawazee dancers of Egypt, are a 

well-known troupe amongst the Europeans. 

 

The local Egyptians, Berbers and Bedouins have made space for the Dom in their country but are wary of 

them. The Dom’s native language is Domari, an oral language without an agreed upon written form. 

Endlessly adaptable, they publicly follow whichever religion is the dominant one in the area in which they 

are living. The Dom have a reputation, perhaps undeservedly so, of being shifty and untrustworthy. In 

addition to being Entertainers, the Dom are skilled diggers and excavators, and many of them have 

settled into the Valley of the Kings to find employment during the Digging Season. Their rates are 

inexpensive, the quality of their work is excellent and the Europeans tend to favor hiring them. 

 

Egyptian Politics 

The Ottoman Empire completed their conquest of Egypt in 1517, wresting control of the region from the 

Mamluk sultan. They maintained their rulership over the region with the Mamluks as their vassals until the 

French invasion in 1798, led by Napoleon. Following the departure of the French forces in 1801, a three 

way struggle developed between the Mamluks, the Ottomans and Albanian mercenaries under Ottoman 

employ. 

 

By 1805, the commander of the Albanian troops, Muhammad Ali, had won the acceptance of the people 

of Cairo, defeated the Mamluk armies and convinced the Ottomans to name him their viceroy in Egypt. By 

1811, he had expelled the Mamluks from the region and set about modernizing the country and 

expanding its borders. His descendants pursued ambitious projects as well, the most significant of which 

was the Suez Canal. The cost of this and other projects led to enormous debt to European banks. 

 

In 1875, Egypt was forced to sell its share in the canal to the British and was likewise compelled to accept 

British and French controllers in the Egyptian government. In 1882, when Egyptians attempted to reform 

their budget finances, Britain and France intervened militarily, installing a figurehead to lead the country. 

The burdens of British occupation continued for decades, with the benefits of reforms implemented by the 

British only enjoyed by the upper class of society. 

 

In 1914, at the start of the Great War, Britain declared Egypt, nominally still a vassal state of the Ottoman 

Empire, to be a Protectorate. Since then, difficulties in the region have only increased. Egypt is under 

British martial law. British military commanders sit in judgment over Egyptian citizens. The British 

commandeer food, cotton and other goods from the people at well below market price. The Egyptians are 

expected to be gracious hosts to the thousands of British, Indian, and Australian troops stationed in their 

country. Over 500,000 Egyptians have been forcibly recruited into the military labor corps and sent to 

Palestine, Greece, and even France. There is a strong current of nationalism growing among the people, 

clamoring for self-determination and freedom from foreign influence, but there are those who believe 

Britain would never permit this to occur. 
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Life in Luxor 

Dearest Alicia, 

 

I am composing this letter to you from the relative comfort of what is to be my home for the foreseeable future. I 

arrived at my long-sought destination Tuesday last, and yet I have only now been afforded the time to put my 

thoughts to paper. Due to an unfortunate overcrowding at the site, I have taken rooms a comfortable distance away, 

near a lively marketplace that seems well supplied and frequented, given the hardships in the area as of late. My 

stipend is a pittance, but costs here are low. There is hardly enough to keep me living in the manner to which I am 

accustomed, but it should suffice to keep me supplied with ribbons for the Beast here. Mr. Smith is quite 

temperamental today, his bars wedging more and often as I gain facility with the keys, but the steady patter of the 

heads striking the platen brings to mind the sound of raindrops, a rare thing in this dry season, and sets me to 

thinking thoughts of home. 

 

It has been nearly six months since we last spoke. I know you prefer the pen to the impersonal and erratic letters my 

friend produces, but this is the future, my dear! Even here the Remington scarcely occasions a raised brow, and 

telegraph wires have already been raised. Perhaps by the time my work here is finished, you will receive word of my 

departure by cable, as soon as a day after the event! 

 

I wish you could be with me to share all the sights I have seen in my time here, but these words shall have to suffice. 

Carter is as skilled an administrator as he is an archaeologist, which is truly fortunate, since there is so much that 

needs looking after. Finds must be studied, dated and catalogued, and every object is tracked to make certain nothing 

disappears into the clutches of those who value mere gold over the possible historical significance and knowledge 

that these treasures represent. 

As I possess neither sufficient funds to host my own expedition nor sufficient influence within the Department to 

command a posting to one of the dig teams, I must content myself with administrative duties for the time being. This 

affords me considerable leisure time to pursue my own studies and take in the sights, as you well know I am wont to 

do. I have come to frequent a friendly establishment known as "Rick's Place", and while I imagine the name must 

conjure up visions of the most uncouth and disreputable of saloons, I will take pains to assure you that the place is 

suitably well-appointed and my conduct there has never been anything less than perfectly proper and gentlemanly. 

 

In my short time here I have still managed to make the acquaintance of a number of worthy fellows, companions 

who make life here less difficult, and in some cases, less dangerous. Chief among these, it must be said, is Mr. 

Logan. He is nominally in the employ of Armstrong Importers, but his responsibilities afford him ample opportunity 

to travel. He has been kind enough to accompany me on a number of my recent excursions. Through him I have 

learned much of the temperaments of the local tribes. To the West are the lands of the Siwa tribe. A short time ago, 

these men rose up against the British occupation, perhaps urged on by the Turks, and paid a dear price for it. The 

fight is quite gone out of them, but despite this, Mr. Logan has wrested from me a promise, for your sake, that I will 

not travel unaccompanied in Siwa lands. To the southwest we have the Kargah and Dakhla tribes, who I am told 

have been collaborating with the Ottomans to disrupt British progress throughout the countryside. I expect there 

might be a handful of the Ottoman holed up in the desert, more willing to wait for word that the fighting is over than 

risk their lives against the British, but it would be the very height of foolishness for them to assay the British 

strongholds here. To the southeast and east can be found the Bedouin tribes. Mr. Logan tells me that the Bedouin 

have always been a remote people, proud of their independence, but in recent months they have taken to attacking 

anyone, native or British, who ventures into their territory. This could also be the work of the Ottomans, but if it 

were they could hardly want their allies to be attacking other tribes. Mr. Logan finds it puzzling, as do I. 

 

I recently had the good fortune to encounter a fellow scholar and countryman, though he is not associated with the 

dig, per se. He is none other than Sammuel Mathers, a name you might have reason to recall from the papers a short 
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while back. He expressed a sincere desire to support rising archeologists like myself and was very eager to discuss 

the particulars of my work at length. He intends to hold some manner of gathering to foster an appreciation for the 

work that we do here among those in his circles of society. He was gracious enough to provide me with an 

invitation. Is it too much to hope that I might meet encounter a prospective patron at such an event? At the very 

least, I shall be pleased to have an occasion to wear those dashing cuff links you gifted me with on my departure. 

And there are other trappings of civilization here as well. I am sure, were you here, you would not lack for diversion. 

I am given to understand that there are regular meetings of a woman's social circle here, though activist group may 

be the more accurate phrase. Helmed by Tabitha Evans-Kensington, (no relation to the Southby Kensingtons, I'm 

sure), they call themselves the Athenean Society and they have done a great deal to ensure that there a voice for the 

native women of Egypt during these trying times. There are also rumors circulating of a bit of sport enjoyed by the 

more rough-and-tumble fellows who comprise the menial workers of the dig. I am given to understand that they hold 

an occasional bout of fisticuffs, with wagers laid on the outcome, though I have never personally attended anything 

so disreputable, and would certainly never engage in any gambling. 

 

No, I haven’t the time for such pursuits. Between hours spent cataloging recovered items from the digs, I have 

visited and taken measurements at all the nearby sites. Each one has matched with a tolerable margin of error to my 

calculations. Still, these sites only represent a small sample of the available data. I have already made plans to travel 

to additional locations and expand my range. I cannot be anything less than completely thorough if I want my 

conclusions to be taken seriously. But I promise you I will be equally careful in my excursions. When my theories 

have been vindicated, I will be quit of this place, and for both of these happy events, the day cannot come soon 

enough. The days absent from your side weigh heavily on me. I shall hope that the days studying under Dr. Carter 

are swift and I can complete my work here and return home as we planned. Please know that your portrait is never 

far from my hand and thoughts of you are never far from my heart. 

 

With All My Love, 

William Sinclair Preston 

June 6th, 1918 

 

 

Rick’s Place 

Rick’s is an oasis of civilization for the European, American and Australian expatriates living in the Valley 

of the Kings region. Situated on the West Bank of the Nile, closer to the Valley than to Thebes, Rick’s is a 

welcoming place for the Archaeologists and their dig crews to have meetings, catch a meal, trade 

supplies and information, and brag to each other about their finds. Of course, wherever there are 

Archaeologists, there are also dig workers, native guides, translators, tourists, scientists and researchers, 

journalists, and Egyptians trying desperately to keep the remnants of their ancient culture intact. 

 

Rick’s Place has been around for at least 3 generations; as long as anyone can remember. It is run by the 

Al-Halim family who are well respected in the area by native and foreigner alike. The Al-Halims provide 

food and drink, occasional entertainment, news and a post office relay station. Although not all the things 

that go on or around Rick’s are considered strictly cricket, the authorities don’t seem to be focused on 

enforcement of the local laws and customs, provided that part of the profit comes across their deck and 

the peace is mostly maintained. 

 

The Department of Antiquities 

Descending into the Temple at Denderah “Without, all was sunshine and splendour; within, all was 
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silence and mystery. A heavy, death-like smell, as of long-imprisoned gases, met us on the threshold. By 

the half-light that strayed in through the portico, we could see vague outlines of a forest of giant columns 

rising out of the gloom below and vanishing into the gloom above. Beyond these again appeared 

shadowy vistas of successive halls leading away into depths of impenetrable darkness. It required no 

great courage to go down those stairs and explore those depths with a party of fellow-travellers; but it 

would have been a gruesome place to venture into alone. 

- Amelia B. Edwards. 

 

The Department of Antiquities is a government ministry, established in 1859, responsible for 

conservation, protection and regulation of all antiquities and archaeological sites in Egypt. The Director 

General of the Department is the final arbiter of who is permitted to perform excavations and when they 

will occur. However, the Department is largely funded by outside contributors and wealthy enthusiasts, 

and their influence can have considerable effect on how the Director General makes his decisions. 

Gaston Maspero has recently ended his second term as Director General. During his first term, he 

established a policy of low tolerance for the rampant export of Egyptian artifacts, spending a great deal of 

resources hunting down and capturing notorious thieves and unauthorized treasure-hunters. During his 

second period of service, he continued his work and expanded the department’s capabilities to catalog 

and account for the treasures that were being recovered. He also introduced Lord Carnarvon to Howard 

Carter, hoping that the young Carter’s meticulous attention to detail would rein in some of the British 

aristocrat’s zeal. 

 

Pierre Lacau was appointed as Maspero’s successor in 1914, but has been unable to take up the 

position. Owing to responsibilities in France at the start of the Great War, he has only recently arrived in 

Egypt. With the Director General trapped in a distant country, the Department has lost some of its 

influence over the archaeologists it is supposed to be monitoring, but it is clear that Lacau intends to 

follow in Maspero’s footsteps when it comes to preventing theft. He has announced his intention to 

establish a second national museum in Luxor that will more closely oversee excavation activity in the 

Valley of Kings region. 

 

Howard Carter, formerly Chief Inspector for the Department of Antiquities, has been nominally in charge 

of the digs at Luxor for the last four years. It is well-known that Carter was removed from his position for 

siding with native workers over a group of Frenchmen in a local dispute, an event which earned him the 

respect of his workers, the contempt of the French and a dismissal from his position. Since that time, he 

has worked in the employ of George Edward Stanhope Molyneux Herbert, 5th Earl of Carnarvon. Lord 

Carnarvon has provided financial backing for Carter’s work in the Valley of Kings. Additionally, with 

Lacau’s latest announcement that the Department will claim any unique finds and leave the rest for the 

excavator, he has made it clear that he will pay handsomely for recovered pieces that will enhance his 

collection. 

 

Camp Wadi Al’mot 

This outpost was formerly the home of the 42nd and 52nd Divisions of the British Army. The camp was 

built around an old fortress which has long since fallen into disrepair, but which was situated on elevated 

terrain overlooking both the Nile river valley and one of the few passes through the Red Sea Hills to the 

east. When the campaign into the Sinai Peninsula began, the outpost was stripped down to a skeleton 

crew, manned by elements of both divisions that were rotated out of the front lines for recovery. With the 

end of the Sinai campaign, the 42nd and many other units that made up the Egyptian Expeditionary Force 

were shipped back to France to face the latest German offensive. The compliment at Camp Wadi Al’mot 
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was reduced even further as the 52nd gathered its strength to strike northward into the Levant. There is 

still a presence at the camp though, and it serves as a supply depot for the other British outposts in the 

region. Work has only just completed on a rail-line connecting the Red Sea port of Al-Qusayr to the Luxor 

region through the Red Sea Hills, and Camp Wadi Al’mot is well positioned to both receive supplies from 

and stand guard over the newly-laid stretch of track. 

 

Armstrong Industries 

No man was ever harmed by, and has only ever prospered from, the efforts of his own hard labor. 

- Nathaniel Armstrong 

 

Armstrong Industries was established in the early 1900’s as a small trading interest in the Suez Canal 

region. The company is owned by Nathaniel Armstrong, an American entrepreneur. He was well-known 

as a frequent traveller in Egypt in years long past, but he departed the region in 1886, shortly after Gerard 

Maspero took office as Director General of the Department of Antiquities. He returned to Egypt in 1904 

and established an arrangement with the military, specializing in procuring for the British soldiers and 

officers various necessaries and luxuries that the British Army did not see fit to provide. When 

mobilization began for the purpose of improving and extending the defenses at the Suez, the influx of 

troops and laborers was a windfall for Armstrong. He was able to secure additional contracts from the 

British. While the military labor corps was devoted to building the barricades that would stop the 

Ottomans, Armstrong was hired to bring in additional labor to develop the region’s infrastructure. His 

workforce is paid a better wage than the conscripts earn, and room and board is always made available 

to all employees. Telegraph wires have been erected down the length of the country, and the rail lines 

have been expanded along the Nile. The latest work that Armstrong has organized is the extension of the 

Luxor rail line out to the west to connect the Red Sea port of Al-Qusayr. 

Alpha et Omega 

There are two contending forces and one, which unites them eternally, and two basal angles of the 

triangle and one which forms the apex. Such is the origin of creation; it is the Triad of Life. 

- The Hierophant, 0=0 initiation 

 

Alpha et Omega is a splinter group from the original Hermetic Order of the Golden Dawn founded by 

Sammuel L. MacGregor Mathers in the year 1900. Mathers, who helped found the original order of the 

Golden Dawn, had frequently clashed with the other leadership in the Order, and eventually these 

differences led to his expulsion from the original Order. Much of the Order remained loyal to Mathers 

however, and he quickly renamed his branch of the Order Alpha et Omega to solidify his singular control 

and separation from those who had cast him out. 

 

Both Alpha et Omega and the Golden Dawn are orders which are dedicated to the practice of theurgy and 

spiritual development. Much of their hierarchy is based on the concept of Lodges from Freemason 

teachings, the chief difference being that women hold the same stature within the organization as men. 

They look for the deeper meaning behind the driving forces in our universe, attempting to internalize the 

lessons all around us in order to achieve a spiritual understanding, or perhaps an awakening. Ultimately 

they seek to elevate all of mankind, to attain their true potential. 

 

While many who have seen or heard of the Order believe them mostly to be an organization dedicated to 

parting fools and their money, their gatherings do offer a forum to discuss philosophy and politics behind 

closed doors. Some have expressed bearing witness to odd rituals with extraordinary powers, but these 
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sorts of tales generally offer more fodder for those who belittle the company. Most people don’t put much 

credence in that sort of superstition, but recently Mathers himself has been seen looking for recruits to 

start a new Temple in Egypt, and he is promising great power and insight to all who follow him there... 

The Region 

The Nile 

“Of the fascination of Egyptian travel, of the charm of the Nile, of the unexpected and surpassing beauty 

of the desert, of the ruins which are the wonder of the world, I have said enough elsewhere. I must, 

however, add that I brought home with me an impression that things and people are much less changed 

in Egypt than we of the present day are wont to suppose. I believe that the physique and life of the 

modern Fellâh is almost identical with the physique and life of that ancient Egyptian labourer whom we 

know so well in the wall paintings of the tombs.” -Amelia B. Edwards - A Thousand Miles Up the Nile. 

 

The Nile has been home to mankind for over six thousand years. Today, owing to its small size and 

extensive river settlements, Egypt is the most densely populated country in the world. Since its 

introduction in the country in 1820, cotton has moved to dominate the agricultural market, and Egyptian 

cotton has become a valuable export. Since ancient times, the Nile has controlled the lives of Egyptians. 

The coming of the new year was marked with the rising of the Nile in early September as the season of 

Akhet, and the floods continued through to early January before receding, leaving behind rich, fertile silt 

for planting. The time from the end of the floods to early May was called Proyet, a time of planting and 

growing, followed by Shemu, which means ‘low-water’, the dry season of harvest. If the floods were too 

large, they could wipe out the villages. A small flood or no flood at all would mean famine all along the 

river. This cycle, and the people’s dependence on the floods for survival, continues to this day. 

 

The Desert 

“And on the pedestal these words appear: 

‘My name is Ozymandias, King of Kings: 

Look on my works, ye mighty, and despair!’ 

Nothing beside remains. Round the decay 

Of that colossal wreck, boundless and bare, 

The lone and level sands stretch far away”. 

Shelley - Ozymandias, 1818 

 

The flood plains surrounding the Nile reach at most a few miles from the banks. Outside this range, the 

desert takes over. Vast expanses of barren rocky plain and shifting seas of sand provide scant resources 

for the native people to survive. Most settlements outside the Nile Valley are clustered around the six 

major oasis that dot the otherwise inhospitable desert. Without these tiny regions of lush vegetation, 

travel south or west from the Nile would be impossible. The Karga, Dakhla and Farafra oases are located 

in the southern desert, and the Bahariya, Al-Fayyum and Siwa oases are in the northern region. Trade 

routes cut tenuous lines through the desert, connecting these distant islands of green in the desert sand, 

and travelers know well that keeping to these routes can mean the difference between life and death. The 

land off the traveled paths is harsh and cruel. The driving wind can sculpt dunes hundreds of feet high, 

and the twinned threats of the daytime searing sun and the nighttime freezing chill will sap the strength of 

the hardiest traveler. In the deepest desert, there are places man has not laid eyes on in thousands of 

years. Who can say what secrets the desert keeps locked away, protected by deadly threats? 
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Italian North Africa 

The provinces of Tripolitania and Cyrenaica were conquered by the Ottoman Empire in 1553, though 

spent many years acting as autonomous states until Ottoman control was re-established in 1835. In 1911, 

Italy invaded Tripoli, claiming to be fighting to free the region from Ottoman rule. A year later, the 

Ottomans ceded the region to Italy and it was named Italian North Africa. The Italians expanded their 

occupation to most of Tripolitania, but the outbreak of The Great War necessitated the return of troops to 

Italy, and the only regions actually controlled by the Italians are the coastal cities. The Ottomans have 

taken advantage of this and, using German U-boats, have supplied the Senussi tribesmen of the region 

with weapons and artillery, goading them to attack the British in Egypt. Under the direction of Turkish 

advisors, it was their intention to attack the Suez defenses from the west while the Ottomans attacked 

from the east, and trap the British between the two forces. But the British held off the incursion from the 

west, and pushed the Ottomans back from the Suez and out of the Sinai Peninsula. The tribesmen are 

still a threat to the region, but they do not gather in numbers that make an appealing target for the British. 

His Majesty’s troops are more concerned with pushing through the Levant to threaten the Turks and force 

them out of the war than with hunting down pockets of desert-savvy warriors in their own element. 

 

The Levant 

Field Marshal Allenby, the “Bloody Bull”, has taken the reins of the Egyptian Expeditionary Force from 

General Archibald Murray, who led the EEF in the Defense of the Suez and the campaign across the 

Sinai Peninsula. Allenby has pushed into Ottoman territory and taken Jerusalem, and only the delay 

caused by shipping men back to the Western Front to respond to the German Spring Offensive has 

prevented the EEF from moving further. Throughout the region, Arabs have taken up arms against the 

occupying Ottoman forces, roused by the promise of freedom from Turkish rule and the payment of British 

coin. They have attacked vital Turkish supply lines and waged a guerilla war that has forced the 

Ottomans to commit troops sorely needed in the fight against the British to the defense of their flanks. 

 

The Ottoman Empire 

Since the founding of the Ottoman Empire in 1299 with the reign of Osman I, until the early 1800s, the 

Empire had grown in power, territory and influence. At the zenith of it’s might, the Ottoman Navy 

controlled most of the Mediterranean Sea, the Army occupied lands in the north to Vienna, east to 

Algeria, south through much of Egypt and both shores of the Red Sea to Aden, and to Kuwait in the West. 

 

The decline of the Ottoman Empire started 90 years ago. Pieces of the once great Ottoman Empire were 

lost to the British, French, Russians, Italians and Egyptians. Greece became an independant nation by 

the 1830s, and the floodgates opened. 

 

Aden, south of Yemen, became heavily influenced by, and then a protectorate of the British. Romania 

became autonomous in 1859. Bulgaria became autonomous, Cyprus, ceded to Britain, then Tunisia to the 

French in the 1880s. In the past ten years, Tripolitania, Fezzan, and Cyrenaica have all been lost to the 

Italians, and Albania fought for and gained their independence. 

 

The Egyptian territories have been in flux between the Empire and local tribes being “helped” by the 

British since 1882, and came fully under British protection in 1914. 
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Bit by bit, the Ottoman Empire has slowly lost territory and relevance, succeeding only in showcasing how 

backwards of a world power they had become. 

 

By 1918, the Ottoman Empire consists of the mountainous regions between the Black and Mediterranean 

Seas, the eastern coasts of the Mediterranean and Red Seas, Syria, and parts of Iraq. They still attempt 

to hold onto Egypt and Palestine from the British forces. 

 

Desperate to maintain relevance on the heightened world stage, they have tenuous relationships with 

Germany and the Austro-Hungarian Empire. While still a formidable military force in the region, it appears 

that the tighter the Empire grasps, the more control slips through it’s fingers. The Great War has drawn 

significant forces from around the globe to the arena, and there are many flanks and fronts to consider. 

 

The Mediterranean 

The Mediterranean has been an active front in the war, perhaps not as terrible as the Western lines, but 

still dangerous nonetheless. New technologies have reshaped naval warfare as much as it has the front 

lines in France...A battleship which requires years to build and hundreds of men to crew can be defeated 

by a submarine vessel, which is considerably cheaper and easier to man, or by mines, which require no 

crew at all to pose a threat. Early on, the Allies pursued a policy of containment, blockading the mouth of 

the Adriatic sea to prevent Austrian and German boats from reaching the open water. These measures 

proved ineffective against the fleet of German submarines, which snuck past the blockade to raid Allied 

shipping between Europe and Africa and delivered supplies to the native resistance bands along the 

coast. The unrestricted submarine warfare practiced by Germany even against vessels from neutral 

countries was their attempt to cut Britain off from vital supplies, but it also gave the Americans the 

justification they needed to enter the war on the side of the Allies. 

 

Malta, formerly the home of the Knights Hospitaller, came under British control in 1814, after a period of 

French rule established by Napoleon while he was en route to Egypt. The island became a valuable link 

in British trade routes, lying halfway between Gibraltar and the Suez Canal. Malta has been safe from 

attacks, but the ships travelling to and from her ports have not been so lucky. Vessels that manage to 

evade the German submarines must still contend with the threat of Ottoman-sponsored privateers that 

prey on shipping in the region. 

Contact with Europe 

It takes fifteen days to sail from England to Alexandria during peacetime, longer due to more circuitous 

routes and the War. Alternatively, travelers could to sail to France, take a train to Marseilles, and then sail 

to Egypt. It will take roughly a month for a round trip from points in Europe, give or take a week. The 

distance to the region adds to the exotic allure for more adventuresome travelers, who view the journey 

as part of the experience. 

 

Infrastructure for cable-based telecommunication is ongoing, but not complete. Some cable 

communications can be sent or received, but reliability and consistency are distinctly lacking. Courier 

works best for regional mail, and members of the Red Cross (and their Egyptian counterpart in the Red 

Crescent) are usually given free pass through borders, partially to deliver the mail. 

 

Contact “back home,” wherever that may be, is possible but time consuming. This makes coming to the 

region dangerous if one needs contacts back home, but ideal for those seeking to distance themselves 
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from the West, wishing to disappear into a new life. 

 

 

 

Character Creation 

Characters in Shadows of Amun begin with 25 character points that they can use to buy skills and raise 

attributes. As a player, your character will have seven Attributes that determine your abilities and 

limitations, as well as a number of skills. During the course of playing your character, you will gain 

additional character points that can be spent to increase the range of your abilities. 

 

Bonus CP will be available for submitting your character a month in advance and working with us for 

determining your background.  Further information is pending. 

Traits 

All player characters in Shadows of Amun are human, and have the Human trait. Characters who have 

spent at least 50 characters points gain the Experienced trait. Characters with at least 100 character 

points spent retain the Experienced trait, and gain the Accomplished trait as well. Some skills and 

headers cause your character to permanently gain a trait. 

Attributes 

All characters in Shadows of Amun have seven attributes. These attributes do not measure the 

capabilities of you as a player, and do not limit your natural abilities. They are only a limit to the game 

skills you can use. If you do not purchase a high amount of Earth, which represents your strength and 

stamina, you are not limited in your ability to pick up heavy objects or run long distances, but you are 

limited in how many game skills you can use before your character’s strength is exhausted. 

 

The five basic attributes are Air, Earth, Fire, Water, and Void. Air represents your mind and logical 

thinking, Earth represents strength and stamina, Fire is strength of passion and will, and Water 

represents agility and mobility. Void is your ability to marshal your inner resources. 

 

Each of these attributes begins at 2. You may raise any attribute by spending character points equal to 

the level you intend to raise it to, so for a character with an Earth of 2 to add one more Earth would cost 3 

CP. Raising Earth again from 3 to 4 would cost 4 CP. 

 

Many skills cost attribute points to use. For instance, if you have 4 Earth, and the Resilience skill (which 

costs one Earth to activate) you could use Resilience 4 times, provided you do not use any other skills 

that require Earth. 

 

Some game effects can refresh exhausted attribute points. Attributes are also refreshed at the beginning 

of each event you attend. 

 

You may spend one Void to refresh your Air, Earth, Fire, and Water to their full values. At the same time, 

there are some skills that replace Air, Earth, Fire, or Water that are also refreshed when you refresh your 
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attributes. Please see the descriptions of these skills for the specifics, as there may be limitations on 

when they are refreshed. This makes Void important for maintaining your access to skills over the course 

of an event. Using Void to refresh your attributes has no effect on your current Vitality, Sanity or Resolve. 

 

To refresh attributes from Void, you must spend 5 minutes resting. You cannot use game skills or leave 

your general area while refreshing. If you are interrupted, your skills are not refreshed, but the Void is not 

expended either, and you may start again if you wish. Characters should have their own individual ways 

of refreshing their attributes with Void, such as meditation, resting, stretching, weapon practices or katas, 

or studying. 

 

Sanity is the sixth attribute, and it represents your grasp on reality.  You start with 1 Sanity and you may 

raise it just like any other attribute.  Sanity does not Refresh when you spend Void, it only recovers when 

a player uses a skill that has the effect of “Refresh Sanity.”  On occasion, when something unnatural 

occurs, you may hear a call of “By My Voice, Waste Sanity”.  When that occurs, your Sanity will drop by 1.  

If it ever reaches 0 you will go Insane, and should follow the rules outlined in the section on Insanity, 

below.  

 

Resolve is the seventh attribute, and represents your determination and hold on your sanity. You start 

with 2 Resolve and you may raise it by spending character points equal to the level you intend to raise it 

to plus the number of Dark Secrets that you know. If, for example, you have 4 Resolve and you know 3 

Dark Secrets, your 5th Resolve would cost 5+3 = 8 CP. After a heroic moment or achieving important 

goals, you may get Resolve refreshed. Keep in mind that this only helps you if you have spent at least 

one resolve. Resolve only refreshes at the beginning of the event, it does not refresh when you spend 

Void. 

Vitality 

Your Vitality is the average of your Void and Earth attributes, round down.  This is the amount of damage 

you can take.  Armor is lost first, then any points of Protection.  Vitality is lost last.  Any healing only 

affects Vitality. 

Insanity 

“The most merciful thing in the world, I think, is the inability of the human mind to correlate all its contents. 

We live on a placid island of ignorance in the midst of black seas of infinity, and it was not meant that we 

should voyage far. The sciences, each straining in its own direction, have hitherto harmed us little; but 

some day the piecing together of dissociated knowledge will open up such terrifying vistas of reality, and 

of our frightful position therein, that we shall either go mad from the revelation or flee from the light into 

the peace and safety of a new dark age.” - H.P. Lovecraft - The Call Of Cthulhu  1926 

 

When your Sanity reaches 0, you go Insane.  If your Sanity is already 0, and you take a “Waste Sanity” 

effect, you also go Insane.  There is an Open Skill that costs 0 cp that allows you to spend Resolve to 

Refresh your own Sanity, but it has limited uses.  Finding a Diplomat or Therapist might work better, 

depending on how severe your Insanity is. 

 

Insanity is different for each character, and can be set by you. Upon character creation, you may choose 

from the following list of effects to be your personal Insanity. If you learn a Dark Secret you may change 

your Insanity to be more suitable to the horrible knowledge you have gotten. You may also petition the 

game masters in your PEL to change your Insanity. 
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● Permanent Weakness by Madness (This may only be selected if you have a significant number of 

called melee attacks) 

● Permanent Silence by Madness (This may only be selected if you have a significant number of 

spells that require verbals) 

● Permanent Maim by Madness 

● Permanent Agony by Madness 

● Stun by Madness 

● Paralyze by Madness 

● Drain by Madness 

● Stricken by Madness 

● Frenzy by Madness 

● Death by Madness (once per game maximum) 

 

Every time you take a “Waste Sanity” effect, and end up with a Sanity of 0, you take your Insanity effect.  

Once your Sanity is 1 or greater, you may call out “Purge Madness”, even if drained, stricken, paralyzed 

or unconscious.  Effects by Madness can NEVER be resisted, purged, or cured in any way other than 

“Purge Madness” or properly resting off the effect according to the Core rules for each effect.  You should 

choose something you could have fun roleplaying even if you spent most of a game under its effects. 

 

We appreciate roleplaying, and the effect may be delayed for roleplaying provided you gain no in-game 

benefit from delaying, you use no in game skills (as per a drain), and communicate no pertinent 

information until the effect takes place. Frenzy is an exception to this, as delay would allow its negative 

effects to be quickly countered. 

 

For example, you could choose the effect of “Death” for your Insanity, but choose to play it as your 

character becoming suicidal. You could then take the nearest weapon and proceed to deathstrike 

yourself. If prevented, you could proceed to try repeatedly until you either succeeded or someone 

performed a “Refresh Sanity” upon you. As long as you were ineffective in-game until you were dead or 

cured, we as GMs would be happy with this Insanity. 

 

Another example could be going catatonic, where you would curl up somewhere you were less likely to 

get stepped on, and then call “Paralyze by Madness”. It is the spirit of the effect that we are more 

interested in than the letter of the rules (although this is only true for defining a GM sanctioned Insanity) 

 

At any time that is roleplaying appropriate, you may take the effect “Waste Sanity to Self.”  We cannot 

always have staff on hand to notice when something makes you mentally off-balance, so it is up to the 

player to handle such things on their own.  This is always completely up to the player. 

Skills 

Your skills represent your accumulated knowledge and training. To simulate various levels of character 

skills, there are some activities that you may not attempt in game. If a skill exists for a certain type of 

action, then you may not attempt that action unless you have the skill or ability allowing it. For example, 

you may not use a weapon without the appropriate weapon skill, and may not pick a lock unless you have 

a skill that allows lockpicking. Conversely, there is no skill that allows you to read English text or use a 

computer, so anyone may attempt these actions. You may discover envelopes in game that are marked 

to be available only to those who have a certain skill. Examples of this would be Biology, Fingerprint, 

Investigate, Medical Examination, or Historian. You may only read the contents of those envelopes if you 
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have the appropriate skill. In rare cases we may put in play envelopes using different skills than those 

listed, but that is only in special circumstances. 

 

Headers represent basic training in an area of skill. To gain access to skills in a header, you must 

purchase the header first. Some skills do not require a header; these are found under the “Open Skills” 

category, which all characters have access to. During character generation you may only purchase 

headers from your ethnic group (Western, Egyptian, or Dom). Egyptians have a special header, Well 

Traveled, that lets them select a single header from the Western group. Once your character has entered 

game, you are no longer limited by the ethnic groups, but you need someone (either a player or NPC) 

with the Teacher skill to instruct you in a new header before you can purchase it. This is true for ANY new 

header, including those from your ethnic group. 

 

Headers have names, but do not let those names overly influence you. They are the feel of the header, 

rather than exactly how you had to learn it. So if you were interested in making a spy, a Diplomat / 

Detective might be the best mix even though you are neither a diplomat or a detective. Likewise a 

Diplomat / Mechanic might be a union boss, and a Doctor / Inventor might be a surgeon on the cutting 

edge of medicine rather than an actual inventor. 

 

Some skills have additional prerequisites that you must meet before you purchase them, usually another 

more basic skill of the same type. Some skills require in-game actions before you can purchase them, 

such as turning in an Archeological Treasure in order to get the Influence skill. 

 

Some skills may be purchased multiple times, with each additional purchase making the skill more 

effective. These skills are marked with an asterisk. Such skills often specify a limit in the number of times 

you may purchase them. Even if a skill is listed in two different headers, you may not purchase it multiple 

times unless it is marked with an asterisk, and the maximum number of times you may purchase the skill 

is the highest of the two headers. 

 

As you gain character points, you may spend them on any skill listed in this book. There are other skills 

available in the game that are not listed here, however; these are called hidden skills. You may not learn 

hidden skills unless you have access to teaching for them. Some characters may be able to teach hidden 

skills to you, and some books or items may also grant instruction in hidden skills. Shadows of Amun will 

have a lot of different hidden skills, so everything is not exactly as it seems. Dark Secrets will often come 

with a good amount of hidden skills, so balancing access to interesting skills and story with keeping your 

Insanity in check will be important. 

Dark Secrets and Hidden Skills 

There are a lot of secret things in Shadows of Amun. 

 

There is a class of Traits called Dark Secrets. These represent horrible knowledge that a character has 

that may impact their Sanity. For every Dark Secret you know, you will lose 1 Resolve or Sanity upon 

checking into each game.  This attribute that is lost effectively lowers your maximum for the duration of 

the game, which impacts the “Refresh” effect for that attribute.  Which you lose is up to you, but if you 

start with a Sanity of 0 then you begin with your particular Insanity active, and attempts to “Refresh 

Sanity” will fail because your maximum Sanity is now 0.  This is not advised. 

 

When triggered in combat, we will either use the long form (Dark Secret: Mysterious) or the short form 

(Mysterious) of the trait.  Either will affect you, and the Dark Secret label for the trait is mostly just to make 
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it perfectly clear what is a dark secret and what isn’t. 

 

Dark Secrets open up Plot. They reveal Hidden Headers and Skills. They are part of the fun of the game. 

You can be involved in as many as you want, but each one threatens to drive your character mad. There 

is some knowledge you are better off not knowing. 

 

If you hear of a Dark Secret and prefer that you didn’t, that is ok. Clearly state in your PEL that you are in 

denial of a Dark Secret, and avoid plot related to it unless everyone is involved. You won’t be penalized 

for someone telling you something you don’t want to hear as long as you don’t get involved in the plot that 

comes with it. 

 

But Dark Secrets are not the only secrets. We are building a dynamic game that will grow and change as 

play occurs. Players will be able to influence the world and see the impact of their actions. Be involved. 

Try and change the world. You may discover something new and amazing. And accept that other players 

are doing the same and they may discover something new and amazing. If you see something in the 

story that interests your character, then your character should talk to other characters about it. And if that 

doesn’t work, let us know in your PEL and we can see what we can do. 

Respeccing and Multiple Characters 

There are times at which you realize that you have a skill or attribute that you do not want. We 

understand this. For Shadows of Amun we are not going to allow characters to unspend character points 

wholesale, but we do allow you to decide against a given skill or attribute after trying it out. As long as you 

bought your skill in the last six months, you may remove it from your character and get a full refund, but 

doing so prohibits you from learning the same skill or attribute for a year. 

 

If after several years you decide that your character has grown in the wrong direction, we have a different 

solution. We encourage multiple characters in Shadows of Amun. It is planned to be a dynamic game with 

a lot of hidden things in it, and the game could grow in a way that you as a player didn’t expect. To help 

with this we are willing to give half of your earned cp outside of initial character generation to any 

additional character you may have or any future character you may make. So if your first character is a 

Veteran, you might earn 10 cp for that character, making it a total of 35 cp. Half of that 10 cp can go to 

every other character you might make, so a new Archaeologist character would start at 30 cp instead of 

25 cp. If you were to earn and spend another 10 cp on your Archaeologist, then half of that would go 

towards your Veteran, making them both 40 cp characters. 

Submitting your Character 

We want characters in Shadows of Amun to be well integrated into our world. To help this, we would like 

you to submit your character background and projected skills and attributes to us at least one month 

before your first game. We will then get back to you, offering suggestions of changes in skills or attributes 

and some changes to your character background that may fit our world a bit better. 

 

Of course your character is your own, and you can make it as you wish. Our response will just be 

suggestions based off of our knowledge of what we have planned and the world that you as a player 

haven’t seen yet. We hope to have a dialog with every player to help them build the best character they 

can and to tie our story into their backgrounds as much as possible. 

 

Submitting your character earlier than one month before your first game is encouraged. The more time 
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we have to work your character into the world, the better. We will announce when character submission is 

open. 

 

Open skills 

Determined (0 cp) 

Focused Rage (0 cp) 

Panicked Attack (0 cp) 

Small Weapon (0 cp) 

Crime of Passion (1 cp) 

Firearms (4 cp) 

First Aid (1 cp) 

Influence (1 cp)* 

Language, Egyptian (1 cp)* 

Luck (3 cp) 

Punch (1 cp) 

Recover (1 cp) 

Stretcher Bearer (1 cp) 

Teacher (1 cp)* 

Windfall (1 cp)* 

 

Determined (0 cp)  

You may at any time choose to spend 1 Resolve and call “Refresh Sanity.”  You may do this even if 

Unconscious, Drained, Stricken, or Paralyzed.  You may only use this on yourself.  

 

Focused Rage (0 cp)  

When affected by a "Frenzy by Anger" you may choose any foe within line of sight to attack instead of 

attacking the closest target. This allows you to move towards whichever enemy you choose, even if that 

requires you to ignore potential targets on the way. In addition, you may designate a group of players to 

which are favorite allies, and you will never attack favorite allies. If only characters within line of sight are 

favorite allies then you may choose to end the Frenzy effect. 

 

At the beginning of the game you may designate up to half a dozen favorite allies. Please limit this list to 

those people you truly would never harm for any reason. These allies may be players or NPCs. This list 

may change for significant role-playing reasons, such as if a mercenary gets hired during a game it may 

be appropriate that they designate their employer as a favorite ally, but you are not allowed to simply 

change this list to match those conveniently nearby or those on a module with you at the moment. We are 

trusting our players to work with the spirit of this rule. 

 

This skill can only be used on Frenzy effects with the Anger trait. 

 

Panicked Attack (0 cp)  

This skill allows you to shoot a firearm. Each shot costs one point of Resolve, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. Note that this 
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does NOT do damage by Resolve, even though Resolve is spent. See the Supplemental Rules section 

regarding “Modern Technology” on page 79 for more detail on how firearms function in game. 

 

Small Weapon (0 cp) 

You are able to wield a small weapon under 24” long in one hand. You may not wield any weapon in your 

other hand at the same time without another skill. All characters receive the Small Weapon skill at no 

cost. 

 

Crime of Passion (1 cp)  

While a fundamentally decent person, in passionate situations you may go to extreme acts. Spend 1 

resolve to death strike a single target. You do not spend the resolve until the death strike is complete. 

Upon using this skill you gain the “Cold Blooded” trait, but it will go away and the end of the event. 

 

Firearms (4 cp)  

This skill allows you to shoot a firearm. Each shot costs one point of Fire, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. See the 

Supplemental Rules section regarding “Modern Technology” on page 79 for more detail on how firearms 

function in game. 

 

First Aid (1 cp)  

With this skill, you may save a character that is bleeding to death. You must touch the subject and say 

“First Aid,” at which point the character’s bleed-out count is suspended. After roleplaying the first aid for 

one minute, you may announce “Stabilize.” 

 

You may also use this skill to cure a Maim effect on any one limb. The process is similar to stopping 

bleeding, but ends with “Cure Maim.” 

 

You must have one free, unmaimed arm to use this skill. 

 

Influence (1 cp)* 

(Prerequisite: Turn in an Archaeological Treasure for each purchase of Influence) 

You have influence over the Department of Antiquities, and can help decide the actions it takes. Influence 

comes with making great Archaeological discoveries, so you must turn in an Archaeological Treasure to 

the Director General of the Department of Antiquities each time you purchase this skill. Influence is NOT 

refreshed with Void, you only get Influence back at the beginning of each game BEFORE you pay for 

additional PEL actions. 

 

You may use influence for the following: 

● You have a number of votes for making Departmental Decisions equal to your maximum 

Influence squared. The Director General has three influence currently, so he would have 9 votes 

for Departmental Decisions. 

● Influence can be used to bid on getting permits for specific dig sites. This costs at least one, but if 

several Archaeologists are interested in the same site, more may be bid. If there is a tie, a 

Departmental Decision would be made to see who gets the dig, and only the winner would spend 
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the amount bid. 

● Influence represents researchers and workers who can help you between games. Thus you can 

spend an Influence to get one additional PEL action between games. See the rules on PEL 

actions for more information. The Influence for the additional PEL action is spent when you get 

the results for your action, so at the next game you attend. 

 

Language, Egyptian (1 cp)* 

(prerequisite: Egyptian character) 

This skill allows the character to read texts written in languages native to Egypt. Passages that require a 

Language skill will be specifically marked as such. Languages available to Egyptian characters are 

Arabic, Turkish, Beja and Berber. 

 

This skill may be bought several times. Each purchase allows the scholar to choose one of the above 

languages to be able to read. Arabic is the national language of Egypt. Berber is one of the largest ethnic 

groups. Beja is spoken by some of the desert Tribesmen. 

 

Luck (3 cp)  

Good fortune sometimes saves you from serious injury or death. Any time you are about to bleed to 

death, you may spend two of either Air, Earth, Fire, or Water (in any combination,) or one point of 

Resolve, to become stable. The skill need not be used immediately after you are dropped by called 

damage, and may be saved until the last second before death. If you are struck with called damage again 

before regaining consciousness, you are “out of luck” and cannot use this skill again to save yourself. 

 

You do not need to use any effect call for this skill, as it is not immediately obvious to bystanders that you 

have used it. 

 

Punch (1 cp)  

You are skilled in fighting with your bare hands, represented by a single claw prop of Short or Medium 

length marked with green tape (rather than red.) You may not use another weapon in your other hand 

without further skills. 

 

Recover (1 cp)  

While unconscious, bleeding to death, or stunned, you may use this skill to prevent yourself from bleeding 

to death, and wake up earlier than you normally would. You must wait thirty seconds before you wake, 

but may then wake whenever it seems safe for you to do so. (You need not wake immediately if an 

enemy is standing over you, for instance.) 

 

Spend one Resolve and take three seconds to roleplay waking up, during which time you may not move 

or use game skills. It should be obvious to anyone watching you that you are awake. After the three 

seconds, you are healed to 1 Vitality (if lower) cured of any Stun conditions, and can act as normal. 

 

Stretcher Bearer (1 cp)  

(prerequisite: First Aid) 

Your medical skills are such that you can keep a person from dying long enough to get them to a Doctor. 

You may hold the spirit of a dead being in its body, to gain time for someone to save their life. Spend one 

Earth, touch your target, and announce “Imbue to Dead.” As long as you remain in contact with the 

corpse and are conscious, the spirit may remain in the body in hopes of aid. If you lose contact with the 

corpse, and the spirit’s 5 minute count has elapsed, the spirit will leave. For the purpose of this skill, 

actually carrying a stretcher counts as maintaining contact with a corpse upon the stretcher. You must 
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break contact with the corpse if you become unconscious or lose the ability to use skills. You must break 

contact with the corpse to use any other skills, including weapon skills in combat. 

 

Any person affected by this skill may refuse to stay, and depart their body for death. Also, creatures 

without spirits or with spirits greatly different from those of humans may not be affected. 

 

Attributes are not consumed if the response is “no effect.” 

 

In addition, you may use the First Aid skill while walking.   

 

Teacher (1 cp)*  

This skill may be taken multiple times. Each time you take this skill you designate one other header you 

know as a header you can teach. You may now spend 5 minutes roleplaying with another character, 

during which you spend at least 1 attribute of your choice to demonstrate a skill in that header. Your 

student may now learn one header that you can teach. 

 

Windfall (1 cp)* 

You may have been wired funds from your family.  Or a business deal might have gone in your favor.  Or 

perhaps you have sold some valuables that have been in your family for generations.  But for some 

reason, you have suddenly gotten some currency.   

 

For each time you take this skill, you will be given one Gineih (100 Piastre) at check-in.  This skill may not 

be unlearned.  Each time you check in you may get a maximum of 3 Gineih from this skill.  Once you are 

given the coins, this skill will have no further game effect.  This money is given to you AFTER you check-

in, so it cannot be used to pay for upkeep for the same game that you purchase the skill. 

 

Western Headers 

Academic (3 cp) 

“...the holy men sat in an atmosphere reeking of antiquity, so thick with the dust of ages that you can't see 

through it --nor can they.”  -Gertrude Bell.   

 

Biology (2 cp) 

Chemistry (2 cp)* 

Extended Research (3 cp) 

Flashlight (1 cp) 

Historian (2 cp) 

Instruction (1 cp)* 

Invention (3 cp) 

Language, Modern (1 cp)* 

Linguist (1 cp) 

Repair Item (3 cp) 

You have studied at the finest universities, and you have had exposure to a wide variety of subjects.  But 

you also have a specialty, an area where you excel beyond your colleagues. You are making discoveries 

in your field everyday, discoveries that will change the world. But if only you could get the rest of the world 
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to listen... 

 

Biology (2 cp)  

This skill allows you to identify plants, animals, and bugs that have valuable properties.. Without this skill, 

you cannot take any Component tag you find that is labeled “Biology Only.” The desert has a ecosystem 

teeming with life that most people never notice. Once you have recovered an item, you may do what you 

wish with it, including giving it to others for their use. 

 

Chemistry (2 cp)*  

You may use scrounged chemicals and other materials to create compounds or drugs with various uses, 

both medicinal and otherwise, according to the Crafting Rules (see the Supplemental Rules section). This 

skill may be bought up to three times; each purchase allows you to make more sophisticated compounds. 

Chemistry may be used during play if appropriate parts are at hand. Crafting requires access to a 

workshop, and one minute of work per level of the chemical created. Any character with the Chemistry 

skill may set up a workshop in his residence. 

 

Extended Research (3 cp)  

You are able to seek out additional information on a subject of interest to you, by spending an extended 

period of research. Ask a specific question of staff in your post-event letter (PEL) on a matter that 

research might help illuminate. The more specific the question, the more specific and useful the 

information gained will to be. Information is likely to be delivered at the next event in text form, though it 

may occasionally arrive in other ways. 

 

This skill may only be used once per event. It may also attract the attention of others concerned with the 

subject matter of the research, so very dangerous subjects or research might carry some hazard to the 

scholar. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

 

Flashlight (1 cp)  

You have a flashlight, and can keep it running even in the desert. Stupid batteries always run out... This 

allows you to use a cylume stick or period looking flashlight as a light source. No matter what the prop, it 

must have the approximate illumination of a cylume stick and must not blind other players at night. The 

light may be passed off to others, but may not be thrown. The light lasts as long as the cylume stick lasts. 

It cannot be broken or disguised to be another sort of light or effect. Flashlight costs no attributes to use. 

 

Historian (2 cp)  

Ancient writings mean very little to those who don’t have the background that goes with it. Seeing the 

hieroglyphics for a given pharaoh means nothing to the casual observer, but the historian can narrow 

down the dynasty from those hieroglyphics, and from that gleam a lot of information that normally would 

go unnoticed. 

 

Some books and other resources in game will have passages of information marked “Historian Only.” 

These passages summarize the useful information that a historian is able to dig out of the larger work. 

Characters with the Historian skill will find this information, and may read it if they choose to (and have 

any other required skills to read the passage, such as a Language skill.) 

 

Other characters may not read the text even once a Historian locates it; however, the historian may 
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summarize the gist of the text for them. Characters hearing a summary do not suffer any ill effects that the 

text may induce on one who actually reads them, but they also may not gain any beneficial effects; such 

as Resolve gain or ability to use the work as part of a ritual. 

 

Instruction (1 cp)*  

You can assemble your accumulated knowledge and present it in such a way that others can learn it. You 

may assemble a list of skills that you know and create a Hidden Header. The GMs will give an 

appropriate cp cost to this header, and make sure that the name you gave it is appropriate. The GMs may 

include skills that you know in the header that you didn’t assemble because they are logical and fit with 

the name. This skill permits you to teach the new header as per the open skill Teacher even though you 

did not pay for the new header. For all purposes you count as having the new header. Please see that 

skill for the rules regarding teaching a header. This is the only way to teach others skills that you created 

through Invention. 

 

Even though you submit the specifics for this skill as a PEL action, it is done so infrequently that it does 

not count against your one PEL skill per game limit. You may learn this skill multiple times. Each time will 

allow you to create a new header. 

 

Invention (3 cp)  

You are clever at your particular field of study, and you may propose new skills between games. If your 

new skill is accepted, a version of it will be available to you to purchase at the beginning of the next game 

as a Hidden Skill. We intend to accept about one new skill a year from a player with this skill. You may 

have less success if you are unwilling to accept the constructive criticism given with failed proposals of 

new skills. You also may have less success if you do not have a well defined field of study for your 

character, or you explore too far out of it. We are willing to accept certain changes in specialties, but 

botanists are not very good at developing new guns, while engineers won’t be discovering new forms of 

medicine, for example. CP cost for a skill will always be set by the Staff of Shadows of Amun, and if you 

insist on developing very powerful skills they will have appropriately high CP costs. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

 

Language, Modern (1 cp)* 

This skill allows the character to read texts written in modern languages. Passages that require a 

Language skill will be specifically marked as such. Languages likely to be found in play are French, 

Italian, German, Spanish, Turkish, Arabic, Beja and Berber. 

 

This skill may be bought several times. Each purchase allows the scholar to choose one of the above 

languages to be able to read. Other modern languages may be chosen as well, but languages not on the 

above list are not likely to be found in play. 

 

Linguist (1 cp)  

Unlike the other language skills, which assume fluency, the Linguist skill allows the character to translate 

a language that he does not know. The player need not actually spend extra time working on the text, but 

should roleplay the difficulty with the unfamiliar language. 

 

To translate a text, expend either two Air or one Resolve. Once the attributes are spent, you are treated 

as having the appropriate Language skill for the purposes of the one work (book, scroll, etc.) This skill 

lasts until the end of the current event. 
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Repair Item (3 cp)  

You have a knack for fixing things. This skill can be used three different ways: 

● Any object that is damaged by a “Destroy” call may be fixed with this skill in 1 minute of roleplay. 

You must have tools, and this repair takes both hands for the entire minute. Note that items 

destroyed by trapped boxes may NOT be fixed with this skill. 

● If you find an object labeled “Broken Item”, you may fix it between games. Each item will have 

specific instructions on how it is used, according to the Crafting Rules (see the Supplemental 

Rules section). You may only fix and use one “Broken Item” per game.  This use is a PEL skill, 

and without the expenditure of Influence you will only be able to use one PEL skill after each 

game. These items are somewhat rare and reasonably powerful, and many may need to be 

maintained between games with further uses of this skill. 

● When an envelope is found labeled “Repair Item Only”, you may read the contents of the 

envelope. Most likely you will find instructions on how to fix something that is broken nearby. 

Other characters may not read the text even once you locate it; however, you may summarize the 

gist of the text for them and ask for their help. 

 

Archaeologist (3 cp) 

“[Archaeology is] the search for FACT. Not truth. If it's truth you're interested in, Doctor Tyree's 

Philosophy class is right down the hall. So forget any ideas you've got about lost cities, exotic travel, and 

digging up the world. You do not follow maps to buried treasure and "X" never, ever, marks the spot. 

Seventy percent of all archaeology is done in the library. Research. Reading. We cannot afford to take 

mythology at face value.”  Dr. Henry Jones, Jr. - Indiana Jones and The Last Crusade. 

 

Connected (3 cp) 

Digger (2 cp) 

Extended Research (3 cp) 

Historian (2 cp) 

Language, Ancient (2 cp)* 

Linguist (1 cp) 

Nimble (3 cp) 

Open Lock / Disarm Traps (1 cp) 

Reconstruct Document (2 cp) 

 

An Archaeologist is the leader of an Archaeological dig. Often more of a bureaucrat, they spend their time 

figuring out the best prospects for dig sites, obtaining permits, and dealing with the Department of 

Antiquities and the other Archaeologists to organize the digs. They are expert researchers, skilled in 

numerous ancient languages, but also physically skilled enough to avoid the worst pitfalls of the 

dangerous dig sites. All that said, they still need a lot of support to make a dig happen. 

 

Connected (3 cp)  

Perhaps you have an extensive background of scholarly research. Or maybe your family is very wealthy 

and has invested in the Department of Antiquities. Or perhaps you have taken the daughter of the 

Director hostage. Some way or another, you are connected. 

 

This skill counts as one point of Influence in all ways. See the Open Skill Influence for more details. This 
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skill is the only way to buy Influence without finding an Archaeological Treasure. 

 

Digger (2 cp) 

This skill represents training in carefully removing sand and rock to avoid damaging anything that lies 

beneath it. Without this skill, you cannot move any object that is labeled “Digging Only” Anything under an 

object that is labeled “Digging Only” may not be accessed until it is completely revealed. 

 

It takes 60 seconds of activity to clear an object using this skill. Once you have moved an object using 

digging, please put it in an out-of-the way place. It may not be placed to cover anything up again. An 

object that was formerly covered may be accessed as normal by anyone. 

 

Extended Research (3 cp) 

You are able to seek out additional information on a subject of interest to you, by spending an extended 

period of research. Ask a specific question of staff in your post-event letter (PEL) on a matter that 

research might help illuminate. The more specific the question, the more specific and useful the 

information gained will to be. Information is likely to be delivered at the next event in text form, though it 

may occasionally arrive in other ways. 

 

This skill may only be used once per event. It may also attract the attention of others concerned with the 

subject matter of the research, so very dangerous subjects or research might carry some hazard to the 

scholar. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

 

Historian (2 cp)  

Ancient writings mean very little to those who don’t have the background that goes with it. Seeing the 

hieroglyphics for a given pharaoh means nothing to the casual observer, but the historian can narrow 

down the dynasty from those hieroglyphics, and from that glean a lot of information that normally would 

go unnoticed. 

 

Some books and other resources in game will have passages of information marked “Historian Only.” 

These passages summarize the useful information that a historian is able to dig out of the larger work. 

Characters with the Historian skill will find this information, and may read it if they choose to (and have 

any other required skills to read the passage, such as a Language skill.) 

 

Other characters may not read the text even once a Historian locates it; however, the Historian may 

summarize the gist of the text for them. Characters hearing a summary do not suffer any ill effects that the 

text may induce on one who actually reads them, but they also may not gain any beneficial effects; such 

as Resolve gain or ability to use the work as part of a ritual. 

 

Language, Ancient (2 cp)* 

This skill allows the character to read texts written in ancient languages. Passages that require 

a Language skill will be specifically marked as such. Languages likely to be found in play are 

Demotic, Hieroglyphics, Latin, Greek, Hebrew and Aramaic. 

 

This skill may be bought several times. Each purchase allows the scholar to choose one of 

the above languages to be able to read. Other ancient languages may be chosen as well, but 

languages not on the above list are not likely to be found in play. 
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Linguist (1 cp)  

Unlike the other language skills, which assume fluency, the Linguist skill allows the character to translate 

a language that he does not know. The player need not actually spend extra time working on the text, but 

should roleplay the difficulty with the unfamiliar language. 

 

To translate a text, expend either two Air or one Resolve. Once the attributes are spent, you are treated 

as having the appropriate Language skill for the purposes of the one work (book, scroll, etc.) This skill 

lasts until the end of the current event. 

 

Nimble (3 cp) 

You are dexterous enough to avoid some parts of physical challenges. If you activate the effect of a 

physical challenge, such as stepping onto unsafe terrain, you may spend one Water to “Resist” the effect.  

This may also be used to resist the results of using a the Digger skill, should there be a yellow tag 

revealed with instructions when you remove the Dig sheet. 

 

Open Lock / Disarm Traps (1 cp) 

This skill allows you to attempt to open a game lock. Only locks that have been approved by staff will be 

allowed in game. You must actually use tools to open the lock. 

 

This skill also permits you to attempt to arm or disarm a trap or mechanism. Without this skill you may 

avoid traps, but cannot attempt to manipulate them without automatically setting them off. In order to 

disarm a trap you must actually use tools to prevent the trigger mechanism from setting off the part of the 

trap that makes noise or otherwise causes damage to you. 

 

Reconstruct Document (2 cp)  

This skill allows you to salvage the remains of a destroyed document or ritual text. In order to be 

reconstructed, the document must not have been moved from the location where it was destroyed, and 

no more than five minutes may elapse before reconstruction will fail. 

 

To salvage the document, spend one minute roleplaying piecing it back together, then spend a point of 

Water to announce “Repair Document.” 

 

This skill will work on any text or informational prop, including but not limited to papers, scrolls, and books. 

It cannot be used to repair any other sort of prop. It cannot be used to restore limited-use ritual texts that 

have been completely expended. 

Brawler (3 cp) 

Combat Reflexes (3 cp) 

Fancy Footwork (3 cp) 

Crippling Blow (3 cp) 

Disengage (2 cp) 

Down but not out (4 cp) 

Endure (1 cp) 

Fighters Stance (3 cp) 

Haymaker (4 cp) 

Is that ALL you can do? (1 cp) 

Nerves of Steel (1 cp) 
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Parry (2 cp) 

Resilience (3 cp) 

Extreme Resilience (2 cp) 

Tough Skull (2 cp) 

Trip (2 cp) 

Unarmed Combat (2 cp) 

Will to Live (3 cp) 

 

Fist Fights are common in 1918. Almost every adult male has been in one. You just happen to be good at 

it. You have taken your share of lumps, and will surely take more. A Brawler doesn’t stand a chance 

against someone with a gun, but punching someone isn’t illegal... Whether your background is in boxing, 

street fighting, or Bartitsu, you all have basic skills in common. 

 

Combat Reflexes (3 cp)  

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Fancy Footwork (3 cp) 

(Prerequisite: Combat Reflexes) 

You may now spend up to three air with Combat Reflexes, allowing a third point of armor. 

 

Crippling Blow (3 cp)  

You may make a crippling attack at an opponent’s limb with a melee attack. Expend one Earth, call out 

“Maim,” and strike at the target’s limb. The attribute cost is exhausted only if the strike lands and the 

opponent acknowledges it through roleplaying or negates it with a defense. 

 

Disengage (2 cp) 

If you are fighting with a melee attack, you may spend one point of water to use the “Disengage” effect as 

described in the core rules. 

 

Down but not out (4 cp)  

While unconscious you may use this skill to recover earlier than you normally would, and prevent yourself 

from bleeding to death if you are unstable. You may use this ability whenever it seems safe for you to do 

so. (You need not wake immediately if an enemy is standing over you, for instance.) Spend one Fire and 

say “Heal 1 and Short Drain to Self.” Resting off the short drain cannot be subtle, and should be obvious 

to anyone watching you that you are awake. You must move around, shake your head, and speak or 

groan in a normal speaking voice. 

 

Endure (1 cp)  

Your determination allows you to shrug off damage that might otherwise kill you. When you are struck by 

a Stun or Death effect, or a damaging attack that would otherwise knock you unconscious, you may 

spend one Resolve and say “Resist by Resolve,” negating the attack. 

 

Fighters Stance (3 cp)  

You know how to stand in combat so as to keep your balance. You may exhaust two points of Water to 
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allow yourself to call “No Effect” against any Slam effect you take. This skill lasts until the end of the 

event, or until you spend Void to refresh skills. 

 

Haymaker (4 cp)  

This skill represents a mighty punch that knocks someone out cold. You must spend three points of Earth 

to use this skill. Strike your target with a melee attack and call out “Stun.” The attribute cost is exhausted 

only if the strike lands and the opponent acknowledges it through roleplaying or negates it with a defense. 

 

Is that ALL you can do? (1 cp)  

You may spend one point of Earth to resist one attack based on Torture. This skill may be used while 

Drained. 

 

Nerves of Steel (1 cp)  

You may spend one point of Fire to resist one attack based on Fear. 

 

Parry (2 cp)  

You may spend two points of Earth to Parry an attack with a melee attack. You may not Parry ranged 

attacks, or melee strikes that hit your torso. If the attack you are Parrying is a “Maim,” you may instead 

spend only 1 Earth to Parry. 

 

Resilience (3 cp)  

You are tough. So long as you are conscious you may spend 3 seconds of roleplaying – wiping blood 

from your face, shaking your head clear, or similar actions - to shrug off your wounds. You spend a point 

of Earth to do “Heal 2 to self.” This ability will not heal effects other than damage. 

 

Extreme Resilience (2 cp)  

(prerequisite: Resilience) 

Your ability to shake off damage is legendary. When you use resilience, instead spend a point of Earth to 

do “Heal 3 to self.” 

 

Tough Skull (2 cp)  

You may exhaust a point of Fire to shake off Stun effects. After you fall down you may roleplay clearing 

your head for three seconds and call out “Purge” to remove the Stun effect. 

 

Trip (2 cp)  

You know how to knock someone over with a melee attack. Expend one Earth, call out “Slam,” and strike 

at the target. The attribute cost is exhausted only if the strike lands and the opponent acknowledges it 

through roleplaying or negates it with a defense. 

 

Unarmed Combat (2 cp)  

You are skilled in fighting with your bare hands, represented by claw props marked with green tape 

(rather than red.) Both claws may be as long as a Medium weapon. You may block and do uncalled 

damage normally. 

 

Will to Live (3 cp)  

This skill allows you to survive if you are struck by an attack that causes the Death effect. Instead of 

dying, you may spend two points of Fire and collapse in an Unstable state. This skill does not protect 

against a Death Strike, or prevent you from bleeding to death. You may use this skill even if you are 

unconscious. 
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Cowboy (3 cp) 

“Frontiersmen good and bad, gunmen as well as inspired prophets of the future, have been my camp 

companions.” -Buffalo Bill 

 

“A decent cowboy does not take what belongs to someone else and if he does he deserves to be strung 

up and left for the flies and coyotes” - Judge Roy Bean 

 

Back in the Saddle (1 cp) 

Blaze of Glory (2 cp)  

Combat Reflexes (3 cp) 

Disengage (2 cp) 

Dive for Cover (3 cp) 

Firearms (2 cp) 

Freeze! (3 cp) 

Marksmanship (1 cp)* 

Second Wind (1 cp) 

Trick Shot (4 cp) 

Two Gun (2 cp) 

Two Guns Blazing (3 cp) 

Weapon and Pistol (3 cp) 

The age of the cowboy has come and gone. The Western United States are getting tamed, and only a 

few Wild West shows still remain. But the idea of the cowboy is strong, a pistol fighter who is fast on the 

draw... 

 

Back in the Saddle (1 cp)  

You may exhaust a point of Earth to rip free from any effect that restricts your movement. Spend 3 

seconds roleplaying.  You call out “Purge” and end any Slow, Root, or Maim to the Leg. 

 

Blaze of Glory (2 cp)  

Your determination allows you to keep fighting after taking damage that might otherwise kill you. When 

you are struck by a Death effect or a damaging attack that would otherwise knock you unconscious, you 

may spend one Earth and say “Reduce” negating the attack. You then have five seconds to make a 

single attack with your firearm, using any skill that you like provided you pay the attribute cost. After either 

the attack or five seconds (whichever comes first), whether the attack hit or missed, you must call “Death 

to Self”. You may not use any other in-game skills during these five seconds, and any further damage will 

negate the single attack this skill allows you to make. 

 

Combat Reflexes (3 cp)  

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Disengage (2 cp)  

You may spend one point of water to use the “Disengage” effect as described in the core rules. 
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Dive for Cover (3 cp)  

You may spend 2 Water to “Reduce to Slam” the effects of any melee, packet, or bullet attack.   You may 

also use this ability on any attack by Explosion, Perception or Tremor, no matter how the attack is 

delivered. You may simply say “Reduce” when you use this skill. 

 

Firearms (2 cp)  

This skill allows you to shoot a firearm. Each shot costs one point of Fire, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. See the 

Supplemental Rules section regarding “Modern Technology” on page 79 for more detail on how firearms 

function in game. 

 

Freeze! (3 cp)  

This skill allows you to cover a target with your firearm. You must spend two points of Fire, point your gun 

at your target and call “By my gesture, Repel by Fear.” The repel ends as soon as you stop aiming your 

gun at the target, as per the normal gesture rules, or if the target is out of line of sight for ten seconds. 

You may use Marksmanship instead of Fire for this skill. 

 

Marksmanship (1 cp)*  

Each purchase of this skill gains you one point of Marksmanship. You may use Marksmanship to replace 

Fire you use when firing a gun. You may buy this skill up to ten times. Your Marksmanship points are only 

restored when you refresh Attributes from Void if you expend an Ammunition Card. If you refresh 

Attributes from Void and do not expend an Ammunition Card, your Marksmanship stays unchanged. You 

will need to expend an Ammunition Card at the beginning of a game in order to start with Marksmanship, 

otherwise you begin with 0. 

 

Second Wind (1 cp)  

Your determination allows you to draw on reserves of strength in a crisis. Spend ten seconds roleplaying 

catching your breath and recovering from your efforts, then spend one Void and one Resolve and 

announce “Imbue by Resolve.” Your Earth, Air, Fire, and Water are refreshed, and you are treated exactly 

as if you had just meditated normally to refresh attributes. If used this way, any other skill that is refreshed 

with Void is also refreshed, such as Marksmanship. 

 

If you have no Void remaining before you use this skill, you may spend one Resolve and refresh any one 

of Earth, Air, Fire, or Water, your choice. Other skills are NOT refreshed when this skill is used this way, 

just the single attribute you selected. 

 

 

Trick Shot (4 cp)  

You may spend one point of Water to disarm an opponent’s weapon using your pistol. Successfully hit 

your target anywhere with a pistol and call “Disarm.” This does not work on claws or unarmed combat 

fists. You may not use this skill while wielding a rifle. 

 

Two Gun (2 cp)  

You may wield a pistol in each hand, and use any Firearms skills without restriction while doing so. 
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Two Guns Blazing (3 cp) 

(prerequisite: Two Gun)  

When wielding a pistol in each hand, you may riddle your enemy with bullets. Each shot costs two points 

of Fire, which is spent whether the attack hits or misses. Pistols that hold only one or two shots do 

“Double 4 damage.” Pistols that hold more than two shots do “Double 3 damage.” See the Supplemental 

Rules section regarding “Modern Technology” on page 79 for more detail on how firearms function in 

game. 

 

Weapon and Pistol (3 cp)  

You may wield a pistol in one hand while using any one handed melee weapon or unarmed combat prop 

in the other. You may never strike or block with your pistol. 

Detective (3 cp) 

"You will not apply my precept," he said, shaking his head. "How often have I said to you that when you 

have eliminated the impossible, whatever remains, however improbable, must be the truth? We know that 

he did not come through the door, the window, or the chimney. We also know that he could not have 

been concealed in the room, as there is no concealment possible. When, then, did he come?"- Sherlock 

Holmes in The Sign of the Four  

 

Combat Reflexes (3 cp) 

Destroy Evidence (2 cp) 

Falsify Evidence (2 cp) 

Fingerprinting (2 cp) 

Firearms (2 cp) 

Freeze! (3 cp) 

Surrender (2 cp) 

I Have a Bad Feeling... (1 cp) 

Interrogate (2 cp) 

Torture (1 cp) 

Broken but not Dead (1 cp) 

Old Wounds Never Heal (1 cp) 

Investigate (2 cp) 

Marksmanship (1 cp)* 

Open Lock / Disarm Traps (1 cp) 

Take Cover (3 cp) 

Things have changed in the last decade. Science has known about the individuality of fingerprints for a 

long time, but in 1902 the first case was solved using them. Now various agencies are starting to collect 

files on them, and detective work has changed. Small pieces of evidence are what matters; Sherlock 

Holmes is becoming a reality. But there is still a rough side in dealing with the criminal element, and a 

good detective is able to handle that along with the investigations. 

 

Combat Reflexes (3 cp)  

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 
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Destroy Evidence (2 cp) 

You may remove an Envelope labeled “Investigate Only” or “Fingerprint Only” from game, including all of 

its contents, for 1 Air. You must roleplay a minute cleaning up the scene before doing so. This skill does 

not allow you to read the contents, and once you destroy it the Investigate skill or Fingerprint skill may no 

longer be used. Please turn the Envelope in to Staff as soon as possible. 

 

Sometimes you want to clean up a crime before it becomes a crime scene, such as when you are 

committing it.  You may place a “Inflict: Destroy Evidence” card at the location you want to clean up.  You 

still need to roleplay a minute and spend 1 Air to do so.  If you are cleaning up evidence on a corpse, you 

can say “Inflict to Corpse” as you start your minute count, and offer the corpse your card.  If they walk 

away without taking the card, you do not need to spend the attribute cost.  If they take the card before the 

1 minute is up, you must continue to roleplay before you may leave. 

 

Falsify Evidence (2 cp)  

You may submit in your PEL a description of falsified evidence you would like to be prepared. You will 

receive at check-in an envelope labeled “Investigate Only” that has information based off of what you put 

in your PEL. You may check this envelope to see exactly what you are planting. You may plant this once 

in any space at your leisure. Each envelope may only be used once. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

 

Fingerprinting (2 cp)  

This is more than just fingerprinting. It is finding the size 12 boot-print of the rare circle brand. It is finding 

fur from a Vicuna coat at the scene of a crime. All little things that can be put together to figure out who 

was present at a crime scene. But the best of these is Fingerprinting. Note that all this evidence does not 

prove guilt, it just establishes the presence of a person on the scene. 

 

Envelopes will exist in game that are marked “Fingerprint Only.” Characters with the Fingerprinting skill 

will find this information, and may read it if they choose. Each fingerprint is a 6-character code that is 

unique for each individual. Almost all fingerprints will have spaces in them to represent missing 

information. 

 

For example, the following two fingerprints might exist for the same person: 

1 A 4   F 

 A  5 T  

 

Both have blanks, but the ‘A’ is in the same spot for both, and thus they may be the same person. 

Keeping a record of multiple prints may result in interesting patterns, a fingerprint journal is suggested. 

 

In your PEL you may report anyone who has willingly given you their fingerprints, and we will give you 

their code at the beginning of the next game. This does NOT count as a PEL skill, as it is very simple 

information. 

 

You may also submit Fingerprints to an appropriate agency to see if they can identify it. This will fail if you 

do not have the right contacts with that agency, or if they do not have the fingerprint on file. If used in this 
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way, this is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill 

after each game. 

 

Firearms (2 cp)  

This skill allows you to shoot a firearm. Each shot costs one point of Fire, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. See the 

Supplemental Rules section regarding “Modern Technology” on page 79 for more detail on how firearms 

function in game. 

 

Freeze! (3 cp)  

This skill allows you to cover a target with your firearm. You must spend two points of Fire, point your gun 

at your target and call “By my gesture, Repel by Fear.” The repel ends as soon as you stop aiming your 

gun at the target, as per the normal gesture rules, or if the target is out of line of sight for ten seconds. 

You may use Marksmanship instead of Fire for this skill. 

 

Surrender (2 cp) 

(prerequisite: Freeze!) 

You are able to take someone prisoner. Provided they are helpless, holding no weapons or packets, or 

willingly put their hands above their heads, you may point your gun at them, spend 1 fire, and call “By My 

Gesture, Drain by Fear”. They will continue to suffer the Drain effect as long as your gun remains pointing 

at them. 

 

I Have a Bad Feeling... (1 cp)  

This skill allows you to tell if a suspect is capable of murder. You may talk with the suspect about a given 

crime for 1 minute, spend 1 Air, and say “Diagnose Cold Blooded.” The suspect responds with “yes” if 

they have the “Cold Blooded” trait, and “no” if they do not. This is the only way to detect the “Cold 

Blooded” trait, and it does not tell you if the suspect actually performed the murder in question, just if they 

are capable of it. There are lots of ways to commit murder even if you do not have the “Cold Blooded” 

trait, so a detective still needs to be on the ball, but this is a good way to narrow down your suspects in 

some situations. 

 

Interrogate (2 cp)  

A bright light in the face while you sit in an uncomfortable chair... The same question again and again. 

Good cop, bad cop. These are all ways to make someone unstable, to shake their resolve, and to get 

them to tell you what you want to know. Spend at least a minute asking questions, spend 1 fire, and call 

“By My Gesture, Waste Sanity by Torture.” If you are involved in combat in any way during your the 

minute of questioning then this skill does not work. 

 

There are also times where it becomes a true test of resolve. Who breaks first, the interrogator or the 

interrogatee? Spend at least five minutes asking questions, spend 1 resolve, and call “By My Gesture, 

Waste Resolve by Torture.” If you are involved in combat in any way during your the five minutes of 

questioning then this skill does not work. 

 

Torture (1 cp)  

(prerequisite: Interrogate) 
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Sometimes the psychological path is not enough. Sometimes you have to get your hands dirty. Role Play 

with your target for 1 minute, giving them a chance to tell you what you want to hear. You may then touch 

them with a weapon and call “Inflict Deathstrike One by Torture.” Spend another minute talking to them, 

role playing with them, then touch them with a weapon and call “Inflict Deathstrike Two by Torture.” Take 

another minute giving them a chance to tell you what you want to know, then touch them with a weapon 

and call “Inflict Deathstrike Three by Torture.” You may now touch them with a melee weapon and call 

“Triple Death by Torture”. If you are involved in combat in any way during this process at all then you 

must start over from the beginning. If the target resists any of the calls then you must start over from the 

beginning. 

 

Learning this skill grants you the “Cold Blooded” trait. 

 

Broken but not Dead (1 cp)  

(prerequisite: Interrogate) 

You may apply further pain to your victim. Roleplay for 10 seconds preparing to hurt your target. Provided 

you use no skills during that 10 seconds, you may at no cost do “Short Maim and 1 Damage by Torture” 

with a melee attack. 

 

Old Wounds Never Heal (1 cp)  

(prerequisite: Interrogate) 

You may apply further pain to your victim. Roleplay for 10 seconds preparing to hurt your target. Provided 

you use no skills during that 10 seconds, you may at no cost do “Agony and 1 Damage by Torture” with a 

melee attack. 

 

Investigate (2 cp)  

Sometimes subtle evidence is left behind. Footprints, blood spatter, signs that furniture has been moved. 

You are trained to see this evidence and understand it. 

 

Envelopes will exist in game that are marked “Investigate Only.” Characters with the Investigate skill will 

find this information, and may read it if they choose to after 1 minute of roleplay. The information inside 

represents what they figure out with their own deduction. 

 

Other characters may not read the information even once an Investigator locates it; however, the 

investigator may summarize the gist of the text for them. 

 

Marksmanship (1 cp)*  

Each purchase of this skill gains you one point of Marksmanship. You may use Marksmanship to replace 

Fire you use when firing a gun. You may buy this skill up to ten times. Your Marksmanship points are only 

restored when you refresh Attributes from Void if you expend an Ammunition Card. If you refresh 

Attributes from Void and do not expend an Ammunition Card, your Marksmanship stays unchanged. You 

will need to expend an Ammunition Card at the beginning of a game in order to start with Marksmanship, 

otherwise you begin with 0. 

 

Open Lock / Disarm Traps (1 cp) 

This skill allows you to attempt to open a game lock. Only locks that have been approved by staff will be 

allowed in game. You must actually use tools to open the lock. 

 

This skill also permits you to attempt to arm or disarm a trap or mechanism. Without this skill you may 

avoid traps, but cannot attempt to manipulate them without automatically setting them off. In order to 
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disarm a trap you must actually use tools to prevent the trigger mechanism from setting off the part of the 

trap that makes noise or otherwise causes damage to you. 

 

Take Cover (3 cp) 

You may spend 2 Water to call “Avoid” the effects of any melee, packet, or bullet attack.   You may also 

use this ability on any attack by Explosion, Perception or Tremor, no matter how the attack is delivered.  

In order to use this skill, at least half of your body must be behind solid cover in relation to the attack, 

such as a tree, rock, or building. 

Diplomat (4 cp) 

“The True Gentleman is the man whose conduct proceeds from good will and an acute sense of 

propriety, and whose self-control is equal to all emergencies; who does not make the poor man conscious 

of his poverty, the obscure man of his obscurity, or any man of his inferiority or deformity; who is himself 

humbled if necessity compels him to humble another; who does not flatter wealth, cringe before power, or 

boast of his own possessions or achievements, who speaks with frankness but always with sincerity and 

sympathy; whose deed follows his word; who thinks of the rights and feelings of others, rather than his 

own; and who appears well in any company, a man with whom honor is sacred and virtue is safe.” - John 

Walter Wayland – 1899    

 

Calming Words (2 cp) 

Connected (3 cp) 

Ego (2 cp)* 

Empathy (1 cp) 

Fast Talk (3 cp) 

Free the Mind (3 cp) 

Impeccable (3 cp) 

Is that ALL you can do? (1 cp) 

Language, Modern (1 cp)* 

Negotiations (3 cp) 

Politics (3 cp) 

One does not always need to fight their way through a conflict. Often diplomacy works just fine. Also, one 

does not need to be an Archaeologist to lead a dig. If you hire scholars, workers, and guards, then a 

diplomat could have enough Influence to handle the necessary bureaucracy. 

 

Calming Words (2 cp)  

You understand people, and can get them settled when something has tested their resolve. Speak to your 

targets for at least a minute, letting them know that things are going to be all right. Then you may spend 1 

fire and touch with a packet up to three different people and call “Refresh Sanity by Diplomacy.” This may 

not be done to yourself. 

 

Connected (3 cp)  

Perhaps you have an extensive background of scholarly research. Or maybe your family is very wealthy 

and has invested in the Department of Antiquities. Or perhaps you have taken the daughter of the 

Director hostage. Some way or another, you are connected. 

 

This skill counts as one point of Influence in all ways. See the Open Skill Influence for more details. This 

skill is the only way to buy Influence without finding an Archaeological Treasure. 
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Ego (2 cp)*  

This skill may be bought up to 5 times. Each purchase grants you a single point of Ego, which may be 

spent in lieu of either Fire or Air for any skill in the Diplomat header. Points of Ego are restored when you 

refresh Attributes from Void. 

 

Empathy (1 cp)  

You are able to judge a character’s mental condition by interacting with them. After talking to someone for 

one minute you may “Diagnose Mental,” “Diagnose Resolve,” or “Diagnose Sanity.” The subject can tell 

you are trying to judge their condition, and some people may be offended by the attention. Nonhuman 

characters, or humans with extreme mental states, may be resistant or immune to analysis by means of 

this skill. 

 

Fast Talk (3 cp)  

This skill allows you to get an opponent to stop attacking you with your words and guile. You must spend 

one point of Air, gesture at your target with a hand that does not hold a weapon or packet, and call “By 

my gesture, Repel by Diplomacy.” The repel ends as soon as you stop gesturing, as per the normal 

gesture rules, or if the target is out of line of sight for ten seconds. You are not permitted to use this skill 

to push a target, and if you need to advance towards them you must drop the gesture. Some words 

should be spoken to invoke the repel, but you do not need to talk needlessly, although your opponents 

may listen if you have something real to say. 

 

Free the Mind (3 cp)  

By means of a performance, rousing speech, or warcry, you may attempt to bring your allies back to 

themselves, curing mental conditions. Spend at least ten seconds roleplaying the use of the skill, spend 

one Fire, and you may choose to call “By my voice, Cure Despair by Diplomacy,” or “By my voice, Cure 

Awe by Diplomacy,” or ““By my voice, Cure Fear by Diplomacy.” 

 

Impeccable (3 cp)  

Take five minutes primping and grooming yourself and fixing your clothes, and spend 1 earth. You must 

call “Shield by Disdain” to the next called attack that affects you. This skill may not be used on uncalled 

damage. 

 

Is that ALL you can do? (1 cp)  

You may spend one point of Earth to resist one attack based on Torture. This skill may be used while 

Drained. 

 

Language, Modern (1 cp)* 

This skill allows the character to read texts written in modern languages. Passages that require a 

Language skill will be specifically marked as such. Languages likely to be found in play are French, 

Italian, German, Spanish, Turkish, Arabic, Beja and Berber. 

 

This skill may be bought several times. Each purchase allows the scholar to choose one of the above 

languages to be able to read. Other modern languages may be chosen as well, but languages not on the 

above list are not likely to be found in play. 

 

Negotiations (3 cp)  
You are skilled at negotiating with other people. You may spend 1 fire and call “By My Voice, Speak by 

Diplomacy.” Some otherwise hostile NPCs may be more likely to listen to you. Results depend on who 
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you are talking to, and they are under no compulsion to listen, but this should give you a chance to say a 

few words to even the most foul of bandits.  

You are also skilled at taking the basic knowledge of a written language and using it to help 

communicate in pidgin English with someone who doesn’t understand English. Spend 1 fire and call “By 

My Voice, Speak to [Language Known] by Diplomacy” and you may be able to struggle through 

conversation with them, and those around you will benefit from your translation efforts. Of course you 

must have purchased the Language skill in use.  

There are times when negotiations get desperate. After spending 1 minute as a desperate plea with 

your target, you may spend 1 Resolve and call “By My Voice, Speak by Resolve.” If you spend resolve 

then this skill can be used even if Drained. The results of this are still not guaranteed, but you might 

convince them if you show your resolve.  

 

Politics (3 cp)  

You are able to ingratiate yourself with a local group and attempt to influence their actions. In your PEL 

you may make a request to the group, and depending on the request and how much they like you, they 

may respond. Repeated successful uses of this skill on the same group will improve your chances. 

Requesting things that the group finds unreasonable, or using this skill with a competing group will reduce 

your chances. Entirely inappropriate requests may have violent repercussions. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

Doctor (3 cp) 

“About 1 a.m. the ambulances began to arrive.  It is impossible to convey an adequate 

picture of the scene.  Into the tent are borne on stretchers, or come wearily stumbling, 

figures in khaki, wrapped in blankets or coats, bandaged or splinted.  All of them stiff with 

mud, or caked with blood and dust, and salt sweat, and with labels of their injuries 

attached....The stretchers filled the numberless rooms, and then flowed out into the 

corridors which became blocked except for a narrow passage.  Every unit, except those 

engaged with the nine operating surgeons, was occupied in sorting, dressing, and doing 

what was possible for the masses of wounded, but the numbers were too great and many 

had to lie for hours without help, or die unattended.”- John A. Hayward. M.D. Medical Officer, 

Queen Alexandra Hospital, Roehampton.  April 1918-   

 

Advanced First Aid (1 cp) 

Diagnose (1 cp) 

Field Medicine (2 cp) 

Hospital Administrator (2 cp) 

Intensive Care (3 cp) 

Prescribe Medication (2 cp) 

Professionalism (2 cp)* 

Medical Examination (2 cp) 

Therapy (2 cp) 
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Triage (2 cp) 

Surgery (3 cp) 

We are on the cusp of new knowledge. Man has moved away from the superstitious medicine of the 

Victorian Age and has adopted science to improve the survivability of his patients. The Doctors’ mettle 

has been tested in the horrors of the Great War, but from that experience the profession has refined it’s 

technique for returning wounded soldiers back to the battlefield. Leeches and Bleeding has been finally 

cast out, and medicine and science has taken its place. 

 

Advanced First Aid (1 cp)  

(Prerequisite: First Aid) 

Your time to perform First Aid to stabilize a patient is reduced to 30 seconds. In addition, you may spend 

one point of Fire and three seconds of roleplaying to cure a single maimed limb. 

 

Diagnose (1 cp) 

This skill allows you to tell what sort of effect is afflicting a patient. You may touch a person with a packet 

and say “Diagnose,” and an effect or trait. The patient responds with “yes” if they have the effect or trait in 

question, and “no” if they do not. You may diagnose any of the standard effects or traits in the Core 

Rules, except Imbue or Inflict. You may use “Diagnose Damage” to tell if a target is injured, or “Diagnose 

Stable” or “Diagnose Unstable” to detect those conditions.  You may use "Diagnose Addict" or "Diagnose 

Under the Influence" to see if someone has been using addictive substances.  If you have the Therapy 

skill you may also “Diagnose Resolve” and “Diagnose Sanity.” 

 

Field Medicine (2 cp)  

You may apply bandages in the field, healing a fallen friend.. You must touch the subject and say “First 

Aid,” at which point the character’s bleed-out count is suspended. Spend ten seconds roleplaying 

bandaging someone up and spend one Fire, touch your patient with a packet, and say “Heal 5 by 

Medicine.” If either you or your patient are damaged in combat during the ten seconds, then the healing 

fails but the fire is not spent. 

 

Hospital Administrator (2 cp)  

You may set up an Infirmary for 2 air. The Infirmary is represented by a White Flag with a Red Cross or 

Red Crescent on it. To use skills that require you to be in the Infirmary, you must be within the same 

building as the flag and no more than 20 feet from the flag to use it. Yellow Tags may be attached to the 

Infirmary Flag to tell Doctors what benefits they gain from the Infirmary. If the flag is taken down then the 

Infirmary itself is taken down, and 2 air must be spent to set it up once again. The flag may be stolen, but 

it will be returned to the player at the end of the game. 

 

There are many improvements that can occur, and Doctors should check the flag before using the 

Infirmary. For example, if the item card “Medical Supplies” is found and applied to the Infirmary, it will 

allow the use of the “Intensive Care” skill in the Infirmary. 

 

Intensive Care (3 cp)  

With proper supplies, you may be able to save the life of a patient who is on the verge of death. So long 

as the patient’s spirit has not left his body and you are in an Infirmary that specifically permits the 

Intensive Care skill, you may touch your target, and announce “Imbue to Dead.”  Then, spend one minute 

of roleplaying and expend two Earth to do “Cure Death and Drain by Medicine.”  While you are 

roleplaying this skill and are conscious, the spirit may remain in the body.  The patient will be left 

exhausted by his brush with death, and must rest to remove the Drain effect. 
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If you wish, you may spend one Resolve to forgo the need for the use of Earth and the Infirmary for one 

use of this skill. If you do so, the effect call is “Cure Death and Drain by Resolve.” This may be done 

anywhere, and is only used in the most dire of circumstances. 

 

Attributes are not consumed if the response is “no effect.” 

 

Prescribe Medication (2 cp)  

With ten seconds of roleplaying, you are able to apply various types of medication to a patient. These 

drugs can have various effects, such as curing poison or disease, or 

applying various beneficial effects. See the specific Item Card for the rules for each form of Medicine. 

 

Professionalism (2 cp)*  

Each purchase of this skill gains you one point of Professionalism. You may use Professionalism to 

replace Fire or Air for skills from the Doctor Header. You may buy this skill up to ten times. Your 

Professionalism points are only restored when you refresh Attributes from Void if you expend a Bandages 

Card. If you refresh Attributes from Void and do not expend a Bandages Card, your Professionalism stays 

unchanged. You will need to expend a Bandages Card at the beginning of a game in order to start with 

Professionalism, otherwise you begin with 0. 

 

Medical Examination (2 cp)  

A body can tell you things, even after it is dead. 

 

Envelopes will exist in game that are marked “Medical Examination Only.” Characters with the Medical 

Examination skill will find this information, and may read it if they choose to after 1 minute of roleplay. The 

information inside represents what they figure out with their own deduction. 

 

Other characters may not read the information even once an Medical Examiner locates it; however, the 

examiner may summarize the gist of the text for them. 

 

Therapy (2 cp)  

You are a trained psychiatrist, and can help a patient when something has tested their resolve. Roleplay 

for 1 minute talking to them, caring for their symptoms, perhaps giving them an injection. Then you may 

spend 1 fire and call “Refresh Sanity and Grant Defense: Resist Waste Sanity by Medicine.” 

 

Triage (2 cp)  

You are skilled at rapidly locating patients who are in greatest need of your care. Twice per event, you 

may call out either “By my voice, Expose Unstable by Perception” or “By my voice, Expose Dead by 

Perception.” This skill has no attribute cost. 

 

Surgery (3 cp)  

This skill allows you to heal a patient to 2 vitality. Spend one minute roleplaying medical attention, and 

use appropriate props to do the effect “Heal to 2 by Medicine.” The patient must rest and not use any 

game skills for 5 minutes after the healing takes place, or the stitches re-open and the patient loses two 

points of vitality, which may leave them unconscious (but not unstable.) This skill can only be used in an 

Infirmary. 

Golden Dawn (4 cp) 

“Grow out of that foul blood, is magical 
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That they imagined it and bound themselves. 

Therein contented with that bitter sweet 

But the wind changes and the valley howls 

One howls his answer back and one by one 

They drop upon all fours, creep valley -- wards 

Question that instant for these forms O heart 

These chuckling & howling forms begot the sages. “   

- Images by William Butler Yeats, a member of the Golden Dawn 

 

Extended Research (3 cp) 

Historian (2 cp) 

Language, Ancient (2 cp)* 

Language, Modern (1 cp)* 

Linguist (1 cp) 

Reconstruct Document (2 cp) 

Philosophus 4=7 (1 cp) 

Alchemy (2 cp)* 

Charlatan (1 cp) 

Ritual Magic (2 cp)* 

Consult the Stars (1 cp) 

Adeptus Minor 5=6 (3 cp) 

 

(Characters with this Header get the Initiate Trait. Note the requirement to bestow this trait if teaching it 

below.) 

The Golden Dawn was an occult organization that was founded in London in 1887, but spread to the 

continent and later the US. It was mostly made up of middle class intellectuals, and it was a conjunction 

of western occult theories and practices. It broke up right at the beginning of the 20th century, but from it 

came many occult groups that continued Golden Dawn’s teachings. Stella Matutina and Alpha et Omega 

are the most notable ones, but other smaller groups have carried on the traditions of the Golden Dawn. 

Alpha et Omega is starting a new temple in Egypt, and many may be interested in joining the new 

organization. 

 

Ranks of the Golden Dawn 

Neophyte 0=0 Expressed interest in the Golden Dawn. 

Zelator 1=10 Has the “Initiate” trait. Any character of this rank or higher has it. 

Theoricus 2=9 Golden Dawn header purchased 

Practicus 3=8 3 cp invested in skills 

Philosophus 4=7 Philosophus skill purchased, below 

Portal Grade Qualified for the Adeptus Minor skill, but it is not yet purchased 

Adeptus Minor 5=6 Adeptus Minor skill purchased, below 

Beyond that lie further ranks, but those are not yet available for players. A player may claim any rank that 

they qualify for, granted to them by Stella Matutina, Alpha et Omega or a order of their own invention. 

 

Purchase of the Golden Dawn header will get the player further information on the organization. 

 

Extended Research (3 cp)  

You are able to seek out additional information on a subject of interest to you, by spending an extended 

period of research. Ask a specific question of staff in your post-event letter (PEL) on a matter that 

research might help illuminate. The more specific the question, the more specific and useful the 
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information gained will to be. Information is likely to be delivered at the next event in text form, though it 

may occasionally arrive in other ways. 

 

This skill may only be used once per event. It may also attract the attention of others concerned with the 

subject matter of the research, so very dangerous subjects or research might carry some hazard to the 

scholar. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

 

Historian (2 cp) 

Ancient writings mean very little to those who don’t have the background that goes with it. Seeing the 

hieroglyphics for a given pharaoh means nothing to the casual observer, but the historian can narrow 

down the dynasty from those hieroglyphics, and from that gleam a lot of information that normally would 

go unnoticed. 

 

Some books and other resources in game will have passages of information marked “Historian Only.” 

These passages summarize the useful information that a historian is able to dig out of the larger work. 

Characters with the Historian skill will find this information, and may read it if they choose to (and have 

any other required skills to read the passage, such as a Language skill.) 

 

Other characters may not read the text even once a Historian locates it; however, the historian may 

summarize the gist of the text for them. Characters hearing a summary do not suffer any ill effects that the 

text may induce on one who actually reads them, but they also may not gain any beneficial effects; such 

as Resolve gain or ability to use the work as part of a ritual. 

 

Language, Ancient (2 cp)* 

This skill allows the character to read texts written in ancient languages. Passages that require 

a Language skill will be specifically marked as such. Languages likely to be found in play are 

Demotic, Hieroglyphics, Latin, Greek, Hebrew and Aramaic. 

 

This skill may be bought several times. Each purchase allows the scholar to choose one of 

the above languages to be able to read. Other ancient languages may be chosen as well, but 

languages not on the above list are not likely to be found in play. 

 

Language, Modern (1 cp)* 

This skill allows the character to read texts written in modern languages. Passages that require a 

Language skill will be specifically marked as such. Languages likely to be found in play are French, 

Italian, German, Spanish, Turkish, Arabic, Beja and Berber. 

 

This skill may be bought several times. Each purchase allows the scholar to choose one of the above 

languages to be able to read. Other modern languages may be chosen as well, but languages not on the 

above list are not likely to be found in play. 

 

Linguist (1 cp)  

Unlike the other language skills, which assume fluency, the Linguist skill allows the character to translate 

a language that he does not know. The player need not actually spend extra time working on the text, but 

should roleplay the difficulty with the unfamiliar language. 
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To translate a text, expend either two Air or one Resolve. Once the attributes are spent, you are treated 

as having the appropriate Language skill for the purposes of the one work (book, scroll, etc.) This skill 

lasts until the end of the current event. 

 

Reconstruct Document (2 cp)  

This skill allows you to salvage the remains of a destroyed document or ritual text. In order to be 

reconstructed, the document must not have been moved from the location where it was destroyed, and 

no more than five minutes may elapse before reconstruction will fail. 

 

To salvage the document, spend one minute roleplaying piecing it back together, then spend a point of 

Water to announce “Repair Document.” 

 

This skill will work on any text or informational prop, including but not limited to papers, scrolls, and books. 

It cannot be used to repair any other sort of prop. It cannot be used to restore limited-use ritual texts that 

have been completely expended. 

 

Philosophus 4=7 (1 cp)  

(prerequisite: 5 cp spent in skills found in the Golden Dawn header) 

You have achieved the rank of Philosophus, and further teaching is available to you. This skill permits you 

to teach the Golden Dawn header as per the open skill Teacher. Please see that skill for the rules 

regarding teaching a header. As an additional requirement you must also insure that the person you 

teach has the “Initiate” trait.  Since you do not have the ability to detect the Initiate trait necessarily, there 

may be some in-game repercussions if you teach someone without the trait. 

 

Alchemy (2 cp)*  

(prerequisite: Philosophus) 

 

For Magicians, as the most curious searchers of nature, making use of those things which are prepared 

by nature ... produce oftentimes effects before the time ordained by nature. 

 

You may use rare alchemical compounds and natural resources to create potions and elixirs with various 

uses, according to the Crafting Rules (see the Supplemental Rules section). This skill may be bought up 

to three times; each purchase allows you to make more sophisticated compounds. Alchemy may be used 

during play if appropriate parts are at hand. Crafting requires access to a workshop, and one minute of 

work per level of the elixir created. Any character with the Alchemy skill may set up a workshop in his 

residence. 

 

Charlatan (1 cp)  

(prerequisite: Philosophus) 

You are good at convincing people that you can do magic. You may roleplay ritual or spell casting for 1 

minute and then say “Imbue by Magic,” “Imbue by Curse,” “Inflict by Magic,” or “Inflict by Curse.” This may 

only be done to yourself or shouted to the room in general. You may not imply specific game mechanics 

caused by the imbue, as we do not want other players to inadvertently cheat. Otherwise, you may lie and 

claim anything you like. Just to be clear, this skill has no actual game effect. 

 

Ritual Magic (2 cp)*  

(prerequisite: Philosophus) 

This skill allows the character to perform magic without a magical skill, by using formulae and ritual forms 

that he finds in arcane scrolls or texts. (The character must have appropriate skills to read the text in 
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order to perform magic with it.) 

 

Each individual text will contain its own special instructions, attribute costs, restrictions, and other details 

of use. Some rituals may have enhanced effects or reduced side effects if you spend a point of Resolve 

during the ritual performance. 

 

This skill may be bought up to three times. Some rare texts may require a skill higher than one level, but 

most texts can be used with any level of skill, with added skill giving better effects, reduced restrictions, or 

lessened attribute costs. The ritual text will detail any benefits of increased skill. You may only perform 

one ritual per time you purchased the Ritual Magic skill per game. 

 

Rituals are complex magics that often require multiple people to perform.  An individual Ritual requires 

just a single caster, but it is just a piece of a whole and usually you want multiple Rituals used in 

conjunction to get the effect you want.   While discovering a new Ritual is difficult and requires extensive 

research, assembling already known rituals into a new combination is something that can be 

experimented if you are brave enough.  As the best Ritualist can only do 3 Rituals per event, the most 

powerful Rituals will require many Ritualists working together. 

 

While some simple rituals do not require it, any complex ritual needs to start by opening the ritual and end 

by closing it again.  Opening the ritual clears out those that may corrupt or alter the ritual being 

performed, giving a clean area in which to perform the desired actions.  Closing the Ritual removes the 

lingering magic of the ritual, as that lingering magic can be used to determine the name of the ritualist and 

thus obtain a link for potential counter magics.  The Lesser Ritual of the Circle is used for both opening 

and closing. 

 

For example, if you wanted to do a “simple” seance using the Golden Dawn teachings, you would 

need to do the following. 

 

The Lesser Ritual of the Circle: This is done at the beginning of every Golden Dawn ritual to 

clear the air of native spirits and forces. The Opening is not strictly required, but it ensures you 

are dealing with a clean ritual space, free of roaming spirits who might wreak havoc with the 

energies you are calling forth... 

 

Ritual of Summoning: Assuming you know the true name of the spirit you are calling, this is 

used to bring it to the site of your Circle. 

 

Ritual of Binding: Summoning the ghost just makes it present. This will force it to stay, and keep 

it in one place so it can’t attack you (at least with melee attacks, unless you get too close...) Of 

course if the ghost is friendly you won’t need this. Then again, if the ghost is powerful it may resist 

this. Those in these circles say that no one has ever summoned a ghost who was able to resist 

the Binding more than twice. 

 

The Lesser Ritual of the Circle: This is repeated at the end of a ritual as well. It frees the ghost 

from its binding and removes the residual magics, sending it back to where it comes from. As with 

the Opening this is not strictly required, but other ritualists can discover your name and perhaps 

do horrible things to you if you leave residual magics around... 

 

That would be four rituals (or perhaps as many as 6 if it resists the Binding), requiring at least two 

separate ritualists to do this. Of course you could skip the Binding and do it in three, and hope it 
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sticks around long enough to answer. You also could skip the Lesser Ritual of the Pentagram at 

the beginning and end, but that puts you at risk as a Ritualist, allowing your ritual to be corrupted 

and leaving a residue that will let you be targeted by other ritualists.  

 

Consult the Stars (1 cp) 

(prerequisite: Philosophus, Extended Research) 

 

“This place doth require that we speak of magic; for it is so near joined to, and of affinity with astrology, in 

so much that he that professeth magic without astrology, doth nothing, but altogether is in error.” - Henry 

Cornelius Agrippa 

 

Many of the more complex rituals require proper alignment with the movement of the stars as an essential 

component of successful execution. In order to achieve this, you must spend a significant amount of time 

mapping the stars current positioning, and determining the ideal time for a specific ritual. Each ritual being 

different, these times will often vary. 

 

Ritualists of rank Adeptus Exemptus have been rumored to have devised how to Consult the Stars on a 

shorter timetable, but for most this process requires days if not weeks of calculations. 

 

Write in to Staff between games the parameters of your ritual (what you’re trying find out, who will be 

taking part etc) as well as which specific rituals you intend to use to accomplish this goal. These details 

will be required by the Extended Research deadline, and you can expect the details of when you run your 

ritual at the following event.  

 

This is a PEL action, and without the expenditure of Influence you may only use one PEL action after 

each event. 

 

Adeptus Minor 5=6 (3 cp)  

(prerequisite: Alchemy or Charlatan or Ritual Magic) 

This skill allows you to learn spells from the Path of Ba Magic. The spells are learned and used like skills. 

 

Mechanic (2 cp) 

“Opportunity is missed by most people because it is dressed in overalls and looks like work … To invent, 

you need a good imagination and a pile of junk. “-Thomas Alva Edison 

 

Armor Repair (1 cp) 

Breaking and Entering (2 cp) 

Digger (2 cp) 

Flashlight (1 cp) 

Mighty Blow (1 cp) 

Nimble (3 cp) 

Open Lock / Disarm Traps (1 cp) 

Repair Item (3 cp) 

Tool (1 cp) 

Unarmed Combat (2 cp) 

Not many people around here really work for a living. Lazy soldiers who think the world owes them a 

favor... Scholars and Scientists who use their brains but not their hands. You learned from working hard, 
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and can do the small jobs that need to be done. You aren’t afraid to get your hands dirty, either literally or 

when things get tough. 

 

Armor Repair (1 cp) 

You may repair damaged armor suits. To do so, you must spend one minute of activity for each suit 

repaired. Any attack that lands on you will interrupt your armor repair. On conclusion of the repair, all of 

the armor’s protective points are restored. 

 

You may also repair the armor of another, willing ally with this skill. This requires that neither you nor your 

ally move or use skills during the repair.  

 

Breaking and Entering (2 cp)  

This skill allows you to open things that are stuck or heavy rather than locked. This may include doors, 

drawers, boxes, and sarcophagus. Sealed portals will be marked with a blue sticker. Spend ten seconds 

roleplaying and a point of Earth to open the portal; it then remains unsealed until the actual, physical 

object is closed, at which point it reseals. The skill does not allow you to bypass locks, traps, or other 

hindrances. 

 

Digger (2 cp) 

This skill represents training in carefully removing sand and rock to avoid damaging anything that lies 

beneath it. Without this skill, you cannot move any object that is labeled “Digging Only” Anything under an 

object that is labeled “Digging Only” may not be accessed until it is completely revealed. 

 

It takes 60 seconds of activity to clear an object using this skill. Once you have moved an object using 

digging, please put it in an out-of-the way place. It may not be placed to cover anything up again. An 

object that was formerly covered may be accessed as normal by anyone. 

 

Flashlight (1 cp)  

You have a flashlight, and can keep it running even in the desert. Stupid batteries always run out... This 

allows you to use a cylume stick or period looking flashlight as a light source. No matter what the prop, it 

must have the approximate illumination of a cylume stick and must not blind other players at night. The 

light may be passed off to others, but may not be thrown. The light lasts as long as the cylume stick lasts. 

It cannot be broken or disguised to be another sort of light or effect. Flashlight costs no attributes to use. 

 

Mighty Blow (1 cp)  

You have reserves of strength that come out in times of great need. You may expend one point of 

Resolve to make a mighty strike with a melee weapon, calling “Five damage by Resolve.” The attribute 

cost is spent only if the strike lands, and the opponent acknowledges it through roleplaying or negates it 

with a defense. 

 

If you are using an improvised weapon as described in the Tool skill, you may instead call “6 Damage by 

Resolve.” 

 

Nimble (3 cp) 

You are dexterous enough to avoid some parts of physical challenges. If you activate the effect of a 

physical challenge, such as stepping onto unsafe terrain, you may spend one Water to “Resist” the effect.  

This may also be used to resist the results of using a the Digger skill, should there be a yellow tag 

revealed with instructions when you remove the Dig sheet. 
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Open Lock / Disarm Traps (1 cp) 

This skill allows you to attempt to open a game lock. Only locks that have been approved by staff will be 

allowed in game. You must actually use tools to open the lock. 

 

This skill also permits you to attempt to arm or disarm a trap or mechanism. Without this skill you may 

avoid traps, but cannot attempt to manipulate them without automatically setting them off. In order to 

disarm a trap you must actually use tools to prevent the trigger mechanism from setting off the part of the 

trap that makes noise or otherwise causes damage to you. 

 

Repair Item (3 cp)  

You have a knack for fixing things. This skill can be used three different ways: 

● Any object that is damaged by a “Destroy” call may be fixed with this skill in 1 minute of roleplay. 

You must have tools, and this repair takes both hands for the entire minute. Note that items 

destroyed by trapped boxes may NOT be fixed with this skill. 

● If you find an object labeled “Broken Item”, you may fix it between games. Each item will have 

specific instructions on how it is used, according to the Crafting Rules (see the Supplemental 

Rules section). You may only fix and use one “Broken Item” per game.  This use is a PEL skill, 

and without the expenditure of Influence you will only be able to use one PEL skill after each 

game. These items are somewhat rare and reasonably powerful, and many may need to be 

maintained between games with further uses of this skill. 

● When an envelope is found labeled “Repair Item Only”, you may read the contents of the 

envelope. Most likely you will find instructions on how to fix something that is broken nearby. 

Other characters may not read the text even once you locate it; however, you may summarize the 

gist of the text for them and ask for their help. 

 

Tool (1 cp)  

You may use any single melee weapon that can be used in one hand, provided that weapon appears to 

be a tool or spare part of some kind. You may not wield any weapon in your other hand at the same time 

without another skill. 

 

Unarmed Combat (2 cp)  

You are skilled in fighting with your bare hands, represented by claw props marked with green tape 

(rather than red.) Both claws may be as long as a Medium weapon. You may block and do uncalled 

damage normally. 

Mobster (3 cp) 

“The minute you try to talk business with him he takes the attitude that he is a gentleman and a scholar, 

and the moment you try to approach him on the level of his moral integrity he starts to talk business. “ -

Raymond Chandler.  Served in the Canadian Army 1917 - 18 

 

Backstab (2 cp) 

Breaking and Entering (2 cp) 

Combat Reflexes (3 cp) 

Destroy Evidence (2 cp) 

Execution (1 cp) 

Firearms (2 cp) 

Tommy Gun (5 cp) 
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Interrogate (2 cp) 

Torture (1 cp) 

Broken but not Dead (1 cp) 

Old Wounds Never Heal (1 cp) 

Is that ALL you can do? (1 cp) 

Marksmanship (1 cp)* 

Open Lock / Disarm Traps (1 cp) 

Streetwise (3 cp) 

The language for the 18th Amendment to the Constitution, creating prohibition, passed Congress on 

December 18th, 1917. By Fall of 1918, 15 states had ratified the amendment. It won’t be until January 

17th, 1920 that it is law, but it is on its way. Organized crime is on its way as well, and Egypt is the right 

place to do it. The Suez canal connects the East with the West for the sea trade, and it is why England is 

holding on to Egypt as tightly as it can. And the tighter the grip, the more crime that appears around the 

edges. 

 

Backstab (2 cp)  

You may spend a point of Water to make a critical strike from behind with a melee attack. You must be 

behind your target and able to see both shoulder blades. The attack causes “5 Damage” and can be 

made with any melee attack. The attribute cost is exhausted only if the strike lands and the opponent 

acknowledges it through role playing or negates it with a defense. 

 

Breaking and Entering (2 cp)  

This skill allows you to open things that are stuck or heavy rather than locked. This may include doors, 

drawers, boxes, and sarcophagus. Sealed portals will be marked with a blue sticker. Spend ten seconds 

roleplaying and a point of Earth to open the portal; it then remains unsealed until the actual, physical 

object is closed, at which point it reseals. The skill does not allow you to bypass locks, traps, or other 

hindrances. 

 

Combat Reflexes (3 cp)  

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Destroy Evidence (2 cp) 

You may remove an Envelope labeled “Investigate Only” or “Fingerprint Only” from game, including all of 

its contents, for 1 Air. You must roleplay a minute cleaning up the scene before doing so. This skill does 

not allow you to read the contents, and once you destroy it the Investigate skill or Fingerprint skill may no 

longer be used. Please turn the Envelope in to Staff as soon as possible. 

 

Sometimes you want to clean up a crime before it becomes a crime scene, such as when you are 

committing it.  You may place a “Inflict: Destroy Evidence” card at the location you want to clean up.  You 

still need to roleplay a minute and spend 1 Air to do so.  If you are cleaning up evidence on a corpse, you 

can say “Inflict to Corpse” as you start your minute count, and offer the corpse your card.  If they walk 

away without taking the card, you do not need to spend the attribute cost.  If they take the card before the 

1 minute is up, you must continue to roleplay before you may leave. 
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Execution (1 cp)  

It's all part of the business. Sometimes people get whacked... And on your way up you need to learn to do 

the whacking. You are capable of cold blooded murder. You may perform a death strike whenever you 

choose. You may also use a firearms prop to death strike. Learning this skill grants you the “Cold 

Blooded” trait. 

 

Firearms (2 cp)  

This skill allows you to shoot a firearm. Each shot costs one point of Fire, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. See the 

Supplemental Rules section regarding “Modern Technology” on page 79 for more detail on how firearms 

function in game. 

 

Tommy Gun (5 cp)  

(prerequisite: Firearms) 

The Thompson submachine gun, then called “Annihilator 1”, was perfected in 1918 but not in time to be 

mass produced for the Great War. There are a handful of other submachine guns, all of which changed 

how war was fought. This skill covers the use of any of them. Spend four Marksmanship. Plant your feet 

and you may deliver up to 10 attacks of “3 damage” by bullet. This skill only works if you are using a Low 

Caliber Rifle that holds three or more shots. See the Supplemental Rules section regarding “Modern 

Technology” on page 79 for more detail on how firearms function in game. Any remaining uses of this skill 

are wasted if you move your feet, fall unconscious, or rest for any reason. 

 

Interrogate (2 cp)  

A bright light in the face while you sit in an uncomfortable chair... The same question again and again. 

Good cop, bad cop. These are all ways to make someone unstable, to shake their resolve, and to get 

them to tell you what you want to know. Spend at least a minute asking questions, spend 1 fire, and call 

“By My Gesture, Waste Sanity by Torture.” If you are involved in combat in any way during your the 

minute of questioning then this skill does not work. 

 

There are also times where it becomes a true test of resolve. Who breaks first, the interrogator or the 

interrogatee? Spend at least five minutes asking questions, spend 1 resolve, and call “By My Gesture, 

Waste Resolve by Torture.” If you are involved in combat in any way during your the five minutes of 

questioning then this skill does not work. 

 

 

Torture (1 cp)  

(prerequisite: Interrogate) 

Sometimes the psychological path is not enough. Sometimes you have to get your hands dirty. Role Play 

with them for 1 minute, giving them a chance to tell you what you want to hear. You may then touch them 

with a weapon and call “Inflict Deathstrike One by Torture.” Spend another minute talking to them, role 

playing with them, then touch them with a weapon and call “Inflict Deathstrike Two by Torture.” Take 

another minute giving them a chance to tell you what you want to know, then touch them with a weapon 

and call “Inflict Deathstrike Three by Torture.” You may now touch them with a melee weapon and call 

“Triple Death by Torture”. If you are involved in combat in any way during this process at all then you 

must start over from the beginning. If the target resists any of the calls then you must start over from the 
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beginning. 

 

Learning this skill grants you the “Cold Blooded” trait. 

 

Broken but not Dead (1 cp)  

(prerequisite: Interrogate) 

You may apply further pain to your victim. Roleplay for 10 seconds preparing to hurt your target. Provided 

you use no skills during that 10 seconds, you may at no cost do “Short Maim and 1 Damage by Torture” 

with a melee attack. 

 

Old Wounds Never Heal (1 cp)  

(prerequisite: Interrogate) 

You may apply further pain to your victim. Roleplay for 10 seconds preparing to hurt your target. Provided 

you use no skills during that 10 seconds, you may at no cost do “Agony and 1 Damage by Torture” with a 

melee attack. 

 

Is that ALL you can do? (1 cp)  

You may spend one point of Earth to resist one attack based on Torture. This skill may be used while 

Drained. 

 

Marksmanship (1 cp)*  

Each purchase of this skill gains you one point of Marksmanship. You may use Marksmanship to replace 

Fire you use when firing a gun. You may buy this skill up to ten times. Your Marksmanship points are only 

restored when you refresh Attributes from Void if you expend an Ammunition Card. If you refresh 

Attributes from Void and do not expend an Ammunition Card, your Marksmanship stays unchanged. You 

will need to expend an Ammunition Card at the beginning of a game in order to start with Marksmanship, 

otherwise you begin with 0. 

 

Open Lock / Disarm Traps (1 cp) 

This skill allows you to attempt to open a game lock. Only locks that have been approved by staff will be 

allowed in game. You must actually use tools to open the lock. 

 

This skill also permits you to attempt to arm or disarm a trap or mechanism. Without this skill you may 

avoid traps, but cannot attempt to manipulate them without automatically setting them off. In order to 

disarm a trap you must actually use tools to prevent the trigger mechanism from setting off the part of the 

trap that makes noise or otherwise causes damage to you. 

 

Streetwise (3 cp)  

You know how the criminal mind works, and can make your way around even an unfamiliar criminal 

environment. You can ask them questions, seek out rumors, even ask for favors. There is no guarantee 

that anything will be granted, and everything has its price, but you can ask. My advice? Collect favors in 

advance, then you can ask what you want. But call in those favors quickly, it would be a shame if 

someone who owed you suffered an... accident. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

Veteran (5 cp) 
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“They have been teaching us bayonet fighting today and I can tell you it makes your arms ache, when 

you make a point that is, when you lunge out at imaginary enemy, with the rifle at arms length. I think with 

this hard training they will either make a man of me or kill me. You ought to see me in my Shrapnel 

Helmet and Gas Mask, it would make you laugh, especially as the helmet wobbles from side to side, 

every time I walk.”- Excerpt of a letter from Ted Poole to his Father, 28th May, 1918 

 

Cavalry Sabre (1 cp) 

Cold Blooded (2 cp) 

Combat Reflexes (3 cp) 

Dive for Cover (3 cp) 

Firearms (2 cp) 

Sniper (3 cp) 

Perfect Shot (1 cp) 

Tommy Gun (5 cp) 

Freeze! (3 cp) 

Surrender (2 cp) 

Gas Mask (2 cp) 

Helmet (2 cp) 

Marksmanship (1 cp)* 

Nerves of Steel (1 cp) 

Resilience (3 cp) 

Take Cover (3 cp) 

Thousand Yard Stare (1 cp) 

Thrown Weapon (1 cp)* 

 

You did your time. You served your country fighting in the Great War and have seen things that you can 

never un-see. But you served, and now can struggle to put together a life afterwards. Maybe you served 

with the Australians or British, and Egypt is where your company was based. Maybe you wandered a bit 

after being discharged, not wanting to go home. Or maybe you went home and are here to protect 

someone with business in Egypt. No matter your reason, you are here now. 

 

Cavalry Sabre (1 cp)  

You are able to wield a long single handed weapon in one hand. While this skill is called Cavalry Sabre, 

you are not limited to just a sword. You may not wield any weapon in your other hand at the same time 

without another skill. 

 

Cold Blooded (2 cp) 

Something inside you is broken or numb, and you are capable of cold blooded murder. You may perform 

a death strike whenever you choose. Learning this skill grants you the “Cold Blooded” trait. 

 

Combat Reflexes (3 cp) 

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Dive for Cover (3 cp)  
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You may spend 2 Water to “Reduce to Slam” the effects of any melee, packet, or bullet attack.   You may 

also use this ability on any attack by Explosion, Perception or Tremor, no matter how the attack is 

delivered. You may simply say “Reduce” when you use this skill. 

 

Firearms (2 cp) 

This skill allows you to shoot a firearm. Each shot costs one point of Fire, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. See the 

Supplemental Rules section regarding “Modern Technology” on page 79 for more detail on how firearms 

function in game. 

 

Sniper (3 cp) 

(prerequisite: Firearms) 

This skill allows you to shoot a sniper rifle. Each shot costs two point of Water, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a sniper rifle. 

 

You must use a Rifle that holds only one or two shots to use this skill. See the Supplemental Rules 

section regarding “Modern Technology” on page 79 for more detail on how firearms function in game. 

This rifle does “10 damage” when fired. You may at any time choose to fire your rifle using another skill, 

such as Firearms, and do the lower amount of damage. 

 

Perfect Shot (1 cp) 

(prerequisite: Sniper) 

While wielding a rifle that qualifies for the sniper skill, you may spend a point of Resolve to automatically 

hit your target. Spend three seconds aiming at your target, then announce “By my gesture, 10 damage by 

Perception.” Your target must remain in your line of sight for the attack to succeed. The attribute cost is 

exhausted only if the opponent acknowledges it through roleplaying or negates it with a defense. 

 

Tommy Gun (5 cp) 

(prerequisite: Firearms) 

The Thompson submachine gun, then called “Annihilator 1”, was perfected in 1918 but not in time to be 

mass produced for the Great War. There are a handful of other submachine guns, all of which changed 

how war was fought. This skill covers the use of any of them. Spend four Marksmanship. Plant your feet 

and you may deliver up to 10 attacks of “3 damage” by bullet. This skill only works if you are using a Low 

Caliber Rifle that holds three or more shots. See the Supplemental Rules section regarding “Modern 

Technology” on page 79 for more detail on how firearms function in game. Any remaining uses of this skill 

are wasted if you move your feet, fall unconscious, or rest for any reason. 

 

Freeze! (3 cp) 

This skill allows you to cover a target with your firearm. You must spend two points of Fire, point your gun 

at your target and call “By my gesture, Repel by Fear.” The repel ends as soon as you stop aiming your 

gun at the target, as per the normal gesture rules, or if the target is out of line of sight for ten seconds. 

You may use Marksmanship instead of Fire for this skill. 

 

Surrender (2 cp) 

(prerequisite: Freeze!) 
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You are able to take someone prisoner. Provided they are helpless, holding no weapons or packets, or 

willingly put their hands above their heads, you may point your gun at them, spend 1 fire, and call “By My 

Gesture, Drain by Fear”. They will continue to suffer the Drain effect as long as your gun remains pointing 

at them. 

 

Gas Mask (2 cp) 

You may spend one point of Water to resist one attack based on Gas. 

 

Helmet (2 cp)  

This skill increases your armor by one point. You may combine Helmet with physical armor or Combat 

Reflexes. Your helmet is repaired when you repair the rest of your armor, even if that armor is Combat 

Reflexes. You must wear a physical helmet for this skill to function, which no longer counts as an armored 

area for determining armor points. When using the Helmet skill, the full value of the armor that you are 

wearing is determined by the remaining locations you have covered, other than your head. 

 

Marksmanship (1 cp)*  

Each purchase of this skill gains you one point of Marksmanship. You may use Marksmanship to replace 

Fire you use when firing a gun. You may buy this skill up to ten times. Your Marksmanship points are only 

restored when you refresh Attributes from Void if you expend an Ammunition Card. If you refresh 

Attributes from Void and do not expend an Ammunition Card, your Marksmanship stays unchanged. You 

will need to expend an Ammunition Card at the beginning of a game in order to start with Marksmanship, 

otherwise you begin with 0. 

 

Nerves of Steel (1 cp)  

You may spend one point of Fire to resist one attack based on Fear. 

 

Resilience (3 cp)  

You are tough. So long as you are conscious you may spend 3 seconds of roleplaying – wiping blood 

from your face, shaking your head clear, or similar actions - to shrug off your wounds. You spend a point 

of Earth to do “Heal 2 to self.” This ability will not heal effects other than damage. 

 

Take Cover (3 cp) 

You may spend 2 Water to call “Avoid” the effects of any melee, packet, or bullet attack.   You may also 

use this ability on any attack by Explosion, Perception or Tremor, no matter how the attack is delivered.  

In order to use this skill, at least half of your body must be behind solid cover in relation to the attack, 

such as a tree, rock, or building. 

 

Thousand Yard Stare (1 cp) 

You have seen some gruesome things, and as a defense mechanism you can withdraw emotionally from 

battle. It is the edge of madness, but on that edge you are a more efficient killer. Spend 1 resolve when 

you refresh your Marksmanship. All firearm attacks do +1 damage. This skill ends when you next refresh 

your Marksmanship. 

 

Thrown Weapon (1 cp)* 

You may carry and one Thrown Weapon. This skill may be bought multiple times, with each purchase 

allowing you to carry an additional thrown weapon. Thrown weapons may do only uncalled damage 

unless you also have another skill that specifically applies to thrown weapon use. 

 

This skill also allows the use of Grenades and similar missiles, such as flasks of acid or Molotov 
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Cocktails. Each grenade carried counts against the limit of Thrown Weapons you may have on your 

person. Grenades are single-use tagged items that must be found in play or made with a crafting skill. 

 

To use a grenade, roleplay pulling the pin or loosening the cap on a flask, and wait a three-count. Once 

the three count is finished, throw a packet and say the appropriate effect call, found on the item tag. Once 

you have finished the three-count, you must throw the grenade, or you will take the effect yourself and the 

grenade will be wasted. 

 

 

Egyptian Headers 

Bedouin (2 cp) 

“Do not try to do too much with your own hands. Better the Arabs do it tolerably than that you do it 

perfectly. It is their war, and you are to help them, not to win it for them. Actually, also, under the very odd 

conditions of Arabia, your practical work will not be as good as, perhaps, you think it is.” - T.E. Lawrence 

'Twenty-Seven Articles', Arab Bulletin, 20 August 1917 Writing about the Bedouin 

 

 

Biology (2 cp) 

Camouflage (1 cp) 

Combat Reflexes (3 cp) 

Digger (2 cp) 

Firearms (2 cp) 

Sniper (3 cp) 

Perfect Shot (1 cp) 

Marksmanship (1 cp)* 

Native Guide (2 cp) 

Snake Charmer (2 cp) 

Survival (2 cp) 

Take Cover (3 cp) 

 

Egypt is not as backwater as the Westerners think it is. There are cities, there is civilization. There was 

civilization here back when most of them were wandering tribes. But you are not one of those civilized 

ones. You can survive in the desert, live on little food and even less water. 

 

Biology (2 cp) 

This skill allows you to identify plants, animals, and bugs that have valuable properties.. Without this skill, 

you cannot take any Component tag you find that is labeled “Biology Only.” The desert has a ecosystem 

teeming with life that most people never notice. Once you have recovered an item, you may do what you 

wish with it, including giving it to others for their use. 

 

Camouflage (1 cp) 

You are adept at hiding and losing pursuers in the wilderness. While wearing desert colors or other 

blending clothing, you may become a spirit if you are in an outdoor area. You must spend three seconds 

roleplaying concealing yourself; if you are successfully attacked during this time, your use of the skill fails. 
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If you are not interrupted, spend one Resolve to become a Spirit. If you move or speak your Spirit form 

ends. If you are attacked while a Spirit, you are unaffected and must respond “Spirit.” 

 

Combat Reflexes (3 cp) 

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Digger (2 cp) 

This skill represents training in carefully removing sand and rock to avoid damaging anything that lies 

beneath it. Without this skill, you cannot move any object that is labeled “Digging Only” Anything under an 

object that is labeled “Digging Only” may not be accessed until it is completely revealed. 

 

It takes 60 seconds of activity to clear an object using this skill. Once you have moved an object using 

digging, please put it in an out-of-the way place. It may not be placed to cover anything up again. An 

object that was formerly covered may be accessed as normal by anyone. 

 

Firearms (2 cp) 

This skill allows you to shoot a firearm. Each shot costs one point of Fire, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a firearm, unless you have a 

further skill allowing you to do so. 

 

Firearms that hold only one or two shots do “4 damage” for pistol weapons, and “5 damage” for rifles. 

Guns that hold more than two shots do “3 damage” for pistols, and “4 damage” for rifles. See the 

Supplemental Rules section regarding “Modern Technology” on page 79 for more detail on how firearms 

function in game. 

 

Sniper (3 cp) 

(prerequisite: Firearms) 

This skill allows you to shoot a sniper rifle. Each shot costs two point of Water, which is spent whether the 

attack hits or misses. You may not hold any other weapon while wielding a sniper rifle. 

 

You must use a Rifle that holds only one or two shots to use this skill. See the Supplemental Rules 

section regarding “Modern Technology” on page 79 for more detail on how firearms function in game. 

This rifle does “10 damage” when fired. You may at any time choose to fire your rifle using another skill, 

such as Firearms, and do the lower amount of damage. 

 

Perfect Shot (1 cp) 

(prerequisite: Sniper) 

While wielding a rifle that qualifies for the sniper skill, you may spend a point of Resolve to automatically 

hit your target. Spend three seconds aiming at your target, then announce “By my gesture, 10 damage by 

Perception.” Your target must remain in your line of sight for the attack to succeed. The attribute cost is 

exhausted only if the opponent acknowledges it through roleplaying or negates it with a defense. 

 

Marksmanship (1 cp)*  

Each purchase of this skill gains you one point of Marksmanship. You may use Marksmanship to replace 
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Fire you use when firing a gun. You may buy this skill up to ten times. Your Marksmanship points are only 

restored when you refresh Attributes from Void if you expend an Ammunition Card. If you refresh 

Attributes from Void and do not expend an Ammunition Card, your Marksmanship stays unchanged. You 

will need to expend an Ammunition Card at the beginning of a game in order to start with Marksmanship, 

otherwise you begin with 0. 

 

Native Guide (2 cp) 

You know the deserts, and can safely lead people around them. This skill lets you do the following. 

● For 10 piastre you may wander to see if a local is about. Head to “The Marketplace” and knock 

loudly. You will be told where the marketplace is at your first event.  Pay the piastre and let them 

know that someone is wanted. Results are not guaranteed, and it may take some time for the 

person requested to arrive. 

● For 50 piastre you may plan an expedition. Head to “The Marketplace” and knock loudly.  Pay the 

piastre and describe to whoever answers the door what you would like to try and find. We will try 

to arrange that module in the near future. Results are not guaranteed, and it may take some time 

for the module requested to be arranged. 

● Unless instructed otherwise, you may lead up to five others back to Rick’s Place from a module 

without an NPC guide. No matter what, you may not return to that module, you have fled through 

the deserts, but you can always flee and flee safely. 

● You will often be necessary for a module to take place. For example, almost every Archaeological 

Dig will require a Native Guide to get the workers to the dig site. Often you will be the only person 

leading players to a module location, and should coordinate with a staff member on the timing for 

that module. 

 

Snake Charmer (2 cp) 

The local fauna holds little threat to you. It can still hurt you, but you know how to handle it. While wearing 

gloves, you may spend 1 water and hold a rubber critter prop with both hands. If the bell attached to the 

rubber critter prop rings, you may call “no effect” for as long as you carry the same critter. This does not 

allow you to throw the critter or use it as a weapon. This does not protect you from bells other than the 

one you are holding. 

 

Survival (2 cp) 

So long as you dress in clothing appropriate for the desert, you do not need to turn in money for upkeep 

at the beginning of each event. You still need to turn in Bandages or Ammunition if you wish to begin the 

game with Professionalism or Marksmanship, as described in those skills. 

 

Take Cover (3 cp) 

You may spend 2 Water to call “Avoid” the effects of any melee, packet, or bullet attack.   You may also 

use this ability on any attack by Explosion, Perception or Tremor, no matter how the attack is delivered.  

In order to use this skill, at least half of your body must be behind solid cover in relation to the attack, 

such as a tree, rock, or building. 

 

Cutthroat (3 cp) 

“Is the prison that Mr. Scoundrel lives in at the end of his career a more uncomfortable place than the 

workhouse that Mr. Honesty lives in at the end of HIS career?” - Wilkie Collins 

 

http://www.goodreads.com/author/show/4012.Wilkie_Collins
http://www.goodreads.com/author/show/4012.Wilkie_Collins
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“The thief is sorry he is to be hanged, not that he is a thief” - Proverb 

 

Agile Parry (3 cp) 

Armor Repair (1 cp) 

Jury-Rig Armor (3 cp) 

Backstab (2 cp) 

Breaking and Entering (2 cp) 

Cold Blooded (2 cp) 

Crippling Blow (3 cp) 

Disarm (3 cp) 

Disengage (2 cp) 

Escape (1 cp) 

Nerves of Steel (1 cp) 

Nimble (3 cp) 

Open Lock / Disarm Traps (1 cp) 

Resilience (3 cp) 

Sand in the Eyes (4 cp) 

Scimitar (1 cp) 

Shake it off (3 cp) 

 

The streets of Cairo are a dangerous place, and only the crafty and the quick can survive. Luckily you are 

both. 

 

Agile Parry (3 cp) 

You may spend one point of Earth to Parry a melee attack against your limbs, provided your other hand is 

not holding any packets, guns, or weapons. You may not Parry ranged attacks, or melee strikes that hit 

your torso. 

 

Armor Repair (1 cp) 

You may repair damaged armor suits. To do so, you must spend one minute of activity for each suit 

repaired. Any attack that lands on you will interrupt your armor repair. On conclusion of the repair, all of 

the armor’s protective points are restored. 

 

You may also repair the armor of another, willing ally with this skill. This requires that neither you nor your 

ally move or use skills during the repair.  

 

Jury-Rig Armor (3 cp) 

(prerequisite: Armor Repair) 

You can quickly patch physical armor, moving the damaged bits to cover less essential parts of the 

anatomy. You may spend one point of Water to refit physical armor. Spend three seconds moving the 

armor around with an empty hand, and say “Repair Armor,” and the armor points are restored. You may 

not hold a two-handed weapon in one hand while using this skill, nor may you hold two weapons in one 

hand. This skill will not restore armor points gained from any source other than physical armor, unless 

those armor points specifically stack with physical armor.  This only works on armor that you are wearing, 

and cannot be used to help a friend. 

 

Backstab (2 cp) 

You may spend a point of Water to make a critical strike from behind with a melee attack. You must be 

behind your target and able to see both shoulder blades. The attack causes “5 Damage” and can be 
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made with any melee attack. The attribute cost is exhausted only if the strike lands and the opponent 

acknowledges it through role playing or negates it with a defense. 

 

Breaking and Entering (2 cp) 

This skill allows you to open things that are stuck or heavy rather than locked. This may include doors, 

drawers, boxes, and sarcophagus. Sealed portals will be marked with a blue sticker. Spend ten seconds 

roleplaying and a point of Earth to open the portal; it then remains unsealed until the actual, physical 

object is closed, at which point it reseals. The skill does not allow you to bypass locks, traps, or other 

hindrances. 

 

Cold Blooded (2 cp) 

Something inside you is broken or numb, and you are capable of cold blooded murder. You may perform 

a death strike whenever you choose. Learning this skill grants you the “Cold Blooded” trait. 

 

Crippling Blow (3 cp) 

You may make a crippling attack at an opponent’s limb with a melee attack. Expend one Earth, call out 

“Maim,” and strike at the target’s limb. The attribute cost is exhausted only if the strike lands and the 

opponent acknowledges it through roleplaying or negates it with a defense. 

 

Disarm (3 cp) 

You may spend two points of Water to disarm an opponent’s weapon. You must call “Disarm” and strike 

the weapon with your own melee attack. This attack is treated as a limb hit in that it may be negated with 

a Parry. 

 

Disengage (2 cp) 

If you are fighting with a melee attack, you may spend one point of water to use the “Disengage” effect as 

described in the core rules. 

 

Escape (1 cp) 

He who runs away lives to fight another day. Provided that no one can see you, you may safely make 

your escape. Spend five seconds confirming that you are not able to be seen by anyone, and then spend 

one Resolve and call “Imbue to Self,” becoming a spirit. You must now head directly to your cabin, 

holding your head down and your weapons in a passive position. If you do not have a cabin, then head to 

the public space where you store your stuff. If you are attacked while a Spirit, you are unaffected and 

must respond “Spirit.” Either within 10 feet of your cabin or inside it, you must find another location where 

you cannot be seen, spend another five seconds, and then you are no longer spirit and may interact with 

the world around you. 

 

Nerves of Steel (1 cp) 

You may spend one point of Fire to resist one attack based on Fear. 

 

Nimble (3 cp) 

You are dexterous enough to avoid some parts of physical challenges. If you activate the effect of a 

physical challenge, such as stepping onto unsafe terrain, you may spend one Water to “Resist” the effect.  

This may also be used to resist the results of using a the Digger skill, should there be a yellow tag 

revealed with instructions when you remove the Dig sheet. 

 

Open Lock / Disarm Traps (1 cp) 

This skill allows you to attempt to open a game lock. Only locks that have been approved by staff will be 
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allowed in game. You must actually use tools to open the lock. 

 

This skill also permits you to attempt to arm or disarm a trap or mechanism. Without this skill you may 

avoid traps, but cannot attempt to manipulate them without automatically setting them off. In order to 

disarm a trap you must actually use tools to prevent the trigger mechanism from setting off the part of the 

trap that makes noise or otherwise causes damage to you. 

 

Resilience (3 cp) 

You are tough. So long as you are conscious you may spend 3 seconds of roleplaying – wiping blood 

from your face, shaking your head clear, or similar actions - to shrug off your wounds. You spend a point 

of Earth to do “Heal 2 to self.” This ability will not heal effects other than damage. 

 

Sand in the Eyes (4 cp) 

Nothing quite like a hand full of sand to even up the odds a bit. You may exhaust two points of Air and 

say “Imbue to Self”. You then can throw a packet and call “Agony” with an otherwise empty hand. You 

may not hold a two-handed weapon in one hand while using this skill, nor may you hold two weapons in 

one hand. This ability may be refreshed if you spend one minute resting. This ability can be refreshed 

until the end of the event, or until you spend Void to refresh skills. 

 

Scimitar (1 cp) 

You are able to wield a long single handed weapon in one hand. While this skill is called Scimitar, you are 

not limited to just a sword. You may not wield any weapon in your other hand at the same time without 

another skill. 

 

Shake it off (3 cp) 

When struck with a blow that would disable another, you can keep going. If you are struck with a Maim, 

you may touch the maimed limb with an empty hand, spend 1 earth, and call “Cure Maim”. If you are 

struck with an Agony, you may touch your face with an empty hand, spend one earth, and call “Cure 

Agony”. You may not hold a two-handed weapon in one hand while using this skill, nor may you hold two 

weapons in one hand.   

Revolutionary (3 cp) 

“People have only as much liberty as they have the intelligence to want and the courage to take.” ― 

Emma Goldman, Anarchist deported to Russia in 1917. 

 

Berserker Rage (3 cp) 

Breaking and Entering (2 cp) 

Combat Reflexes (3 cp) 

Controlled Rage (3 cp) 

Disengage (2 cp) 

Enrage! (3 cp) 

Out of Hand (5 cp) 

Fuel the Fire (2 cp) 

Improvised Weapon (2 cp) 

Molotov (2 cp) 

Nerves of Steel (1 cp) 

Know no Fear (3 cp) 

Recruit (2 cp) 

http://www.goodreads.com/author/show/15591.Emma_Goldman
http://www.goodreads.com/author/show/15591.Emma_Goldman
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The Fight isn’t over (1 cp) 

Thrown Weapon (1 cp)* 

Torch (1 cp) 

Tough Skull (2 cp) 

Will to Live (3 cp) 

 

The English control Egypt, and before that the Ottomans did. The Italians are oppressing your people in 

Tripolitania and Cyrenaica. Tribal feuds are often hard to forget. Some Egyptians are politically motivated, 

others are ethnically, but there is something to get angry about. And when the mob gets angry, it has a 

mind of its own. 

(Characters with this Header get the Riot Trait.) 

 

Berserker Rage (3 cp) 

(prerequisite: May not know Controlled Rage) 

When under the effect of a Frenzy, you may spend a point of fire to call “three damage” with 

a melee attack up to two times. You exhaust the attribute the first time you swing using this effect. One 

use of the skill is consumed if the strike lands, and the opponent acknowledges it through roleplaying or 

negates it with a defense. You need not use the strikes consecutively, but any unused strikes are lost at 

the end of the event, when you refresh attributes, or when the frenzy ends. 

 

Breaking and Entering (2 cp) 

This skill allows you to open things that are stuck or heavy rather than locked. This may include doors, 

drawers, boxes, and sarcophagus. Sealed portals will be marked with a blue sticker. Spend ten seconds 

roleplaying and a point of Earth to open the portal; it then remains unsealed until the actual, physical 

object is closed, at which point it reseals. The skill does not allow you to bypass locks, traps, or other 

hindrances. 

 

Combat Reflexes (3 cp) 

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Controlled Rage (3 cp) 

(prerequisite: May not know Berserker Rage) 

You may use Focused Rage for any Frenzy call, no matter what trait is used. You must call “Reduce” if 

the Frenzy is not by Anger, to let people know you have some control of yourself. This skill is innate once 

learned, costs no attributes, and is always in operation. 

 

Disengage (2 cp) 

If you are fighting with a melee attack, you may spend one point of water to use the “Disengage” effect as 

described in the core rules. 

 

Enrage! (3 cp) 

If the mob isn’t angry enough, you can get them worked up. Spend at least ten seconds talking to them, 

expend two fire, and call out “By my voice, Frenzy by Anger to Riot.” Be warned, this may cause them to 

attack you! 
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Out of Hand (5 cp) 

(prerequisite: Enrage!) 

When things get bad enough, the Riot loses total control. While you are under the effects of a Frenzy, 

spend at least ten seconds speaking to the people around you, expend three fire, and call out “By my 

voice, Frenzy to Riot”. Chaos, pure Chaos. This skill may be used while Frenzied. 

 

Fuel the Fire (2 cp) 

You know what to say to get the people motivated. Spend at least ten seconds speaking, expend one Air, 

and call out “By my voice, Heal to Riot.” 

 

Improvised Weapon (2 cp) 

You may use any single melee weapon of any length that appears to have been scavenged or 

improvised, such as tools, rubble etc. You may not wield any weapon in your other hand at the same time 

without another skill. 

 

Molotov (2 cp) 

You may use gasoline and other materials to create Molotov Cocktails, according to the Crafting Rules 

(see the Supplemental Rules section). Once created, these Molotov Cocktails may be used by anyone 

who has the Thrown Weapon skill. Molotov may be used during play if appropriate parts are at hand. 

Crafting requires access to a workshop, and one minute of work per item created. Any character with the 

Molotov skill may set up a workshop in his residence. 

Molotov Cocktail 

Component: Bottle, Gasoline or Medicinal Turpentine or Ethanol 

Usable by: Thrown Weapon 

Result: 3 Damage by Fire. If you take damage by fire, all Molotovs are destroyed and 

effect you. 

 

Nerves of Steel (1 cp) 

You may spend one point of Fire to resist one attack based on Fear. 

 

Know no Fear (3 cp) 

(prerequisite: Nerves of Steel) 

When under the effects of Frenzy, you may call “No Effect” to any attack by Fear, Awe, or Diplomacy. 

 

Recruit (2 cp) 

You can encourage another to join in the Riot. Select a willing target, spend 1 fire, and say “Imbue Riot 

Trait.” If they are unwilling then they may call no effect, but the fire is still spent. This trait will go away at 

the end of the event.  At any point in time, the person Imbued may rest for 5 minutes and purge 

themselves of the Riot Trait, as long as they do not also have the Revolutionary header. 

 

The Fight isn’t over (1 cp) 

When a riot occurs, it is more than a single person. The mob has a group mentality, and the mob protects 

its own. When a fellow member of the riot has fallen, the rest can lift them up and keep them going in the 

fight. Spend 1 Resolve, and say “Imbue by Resolve.”  You may then touch up to two targets, and say 

“Heal 3 to Riot.” 

 

Thrown Weapon (1 cp)* 

You may carry and one Thrown Weapon. This skill may be bought multiple times, with each purchase 
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allowing you to carry an additional thrown weapon. Thrown weapons may do only uncalled damage 

unless you also have another skill that specifically applies to thrown weapon use. 

 

This skill also allows the use of Grenades and similar missiles, such as flasks of acid or Molotov 

Cocktails. Each grenade carried counts against the limit of Thrown Weapons you may have on your 

person. Grenades are single-use tagged items that must be found in play or made with a crafting skill. 

 

To use a grenade, roleplay pulling the pin or loosening the cap on a flask, and wait a three-count. Once 

the three count is finished, throw a packet and say the appropriate effect call, found on the item tag. Once 

you have finished the three-count, you must throw the grenade, or you will take the effect yourself and the 

grenade will be wasted. 

 

Torch (1 cp) 

You have a torch. This allows you to use a red cylume stick or other simulated torch as a light source. No 

matter what the prop, it must have the approximate illumination of a cylume stick and must not blind other 

players at night. The light may be passed off to others, but may not be thrown. The light lasts as long as 

the cylume stick lasts. It cannot be broken or disguised to be another sort of light or effect. Torch costs no 

attributes to use. 

 

Tough Skull (2 cp) 

You may exhaust a point of Fire to shake off Stun effects. After you fall down you may roleplay clearing 

your head for three seconds and call out “Purge” to remove the Stun effect. 

 

Will to Live (3 cp) 

This skill allows you to survive if you are struck by an attack that causes the Death effect. Instead of 

dying, you may spend two points of Fire and collapse in an Unstable state. This skill does not protect 

against a Death Strike, or prevent you from bleeding to death. You may use this skill even if you are 

unconscious. 

Well Traveled (1 cp) 

“There is nothing so good for the human soul as the discovery that there are ancient and flourishing 

civilized societies which have somehow managed to exist for many centuries and are still in being though 

they have had no help from the traveler in solving their problems. “- Walter Lippmann 

 

Not all Egyptians are rebels, criminals, or desert nomads. Some are just as civilized as their Western 

compatriots. 

 

Upon buying Well Traveled, you may take one Western Header at normal cost. Well Traveled includes 

the Teacher skill for that Header at no additional cost, and you may train others in the header you choose 

using rules described under that skill. 

Dom Headers 

“We are all wanderers on this earth. Our hearts are full of wonder, and our souls are deep with dreams.” - 

Gypsy Proverb 

 

The Dom are gypsies and wanderers, and a group of them is here at Luxor working on the dig.  There is a 
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separate character generation packet for the Dom, but below is what the westerners and egyptians know 

about them. 

Apprentice (3 cp) 

“A man may by custom fortify himself against pain, shame, and suchlike accidents; but as to death, we 

can experience it but once, and are all apprentices when we come to it” -  Michel de Montaigne, 16th 

century author 

 

(Hidden) 

There are many ways of magic in this world. The ways of the Egyptians are some of the most clearly 

recorded and directly useful. These ways are a secret, mostly lost, and it is best if the outside world 

doesn’t know you can do them. And the Dom know secrets that even the ancient Egyptians did not know. 

 

This header is hidden to Western and Egyptian characters. Once you commit to playing a Dom, this 

header will be revealed to you. 

Gypsy (2 cp) 

“Treat your luck well and it will never leave you.” Gypsy Proverb 

 

Beggar (2 cp) 

Biology (2 cp) 

Breaking and Entering (2 cp) 

Charlatan (1 cp) 

Cold Blooded (2 cp) 

Destroy Evidence (2 cp) 

Digger (2 cp) 

Fast Talk (3 cp) 

Luck (1 cp) 

Native Guide (2 cp) 

Negotiations (3 cp) 

Nimble (3 cp) 

Open Lock / Disarm Traps (1 cp) 

Snake Charmer (2 cp) 

Torch (1 cp) 

 

Fighting isn’t our way. Cleverness is better. Hard work is better. People say we are just crooks. I say, we 

are not JUST crooks, we are more than that... 

 

Beggar (2 cp) 

So long as you dress in ragged clothing, people will just give you the money you need for upkeep at the 

beginning of each event. You still need to turn in Bandages or Ammunition if you wish to begin the game 

with Professionalism or Marksmanship, as described in those skills. 

 

Biology (2 cp) 

This skill allows you to identify plants, animals, and bugs that have valuable properties.. Without this skill, 

you cannot take any Component tag you find that is labeled “Biology Only.” The desert has a ecosystem 

teeming with life that most people never notice. Once you have recovered an item, you may do what you 
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wish with it, including giving it to others for their use. 

 

Breaking and Entering (2 cp) 

This skill allows you to open things that are stuck or heavy rather than locked. This may include doors, 

drawers, boxes, and sarcophagus. Sealed portals will be marked with a blue sticker. Spend ten seconds 

roleplaying and a point of Earth to open the portal; it then remains unsealed until the actual, physical 

object is closed, at which point it reseals. The skill does not allow you to bypass locks, traps, or other 

hindrances. 

 

Charlatan (1 cp) 

You are good at convincing people that you can do magic. You may roleplay ritual or spell casting for 1 

minute and then say “Imbue by Magic,” “Imbue by Curse,” “Inflict by Magic,” or “Inflict by Curse.” This may 

only be done to yourself or shouted to the room in general. You may not imply specific game mechanics 

caused by the imbue, as we do not want other players to inadvertently cheat. Otherwise, you may lie and 

claim anything you like. Just to be clear, this skill has no actual game effect. 

 

Cold Blooded (2 cp) 

Something inside you is broken or numb, and you are capable of cold blooded murder. You may perform 

a death strike whenever you choose. Learning this skill grants you the “Cold Blooded” trait. 

 

Destroy Evidence (2 cp) 

You may remove an Envelope labeled “Investigate Only” or “Fingerprint Only” from game, including all of 

its contents, for 1 Air. You must roleplay a minute cleaning up the scene before doing so. This skill does 

not allow you to read the contents, and once you destroy it the Investigate skill or Fingerprint skill may no 

longer be used. Please turn the Envelope in to Staff as soon as possible. 

 

Sometimes you want to clean up a crime before it becomes a crime scene, such as when you are 

committing it.  You may place a “Inflict: Destroy Evidence” card at the location you want to clean up.  You 

still need to roleplay a minute and spend 1 Air to do so.  If you are cleaning up evidence on a corpse, you 

can say “Inflict to Corpse” as you start your minute count, and offer the corpse your card.  If they walk 

away without taking the card, you do not need to spend the attribute cost.  If they take the card before the 

1 minute is up, you must continue to roleplay before you may leave. 

 

Digger (2 cp) 

This skill represents training in carefully removing sand and rock to avoid damaging anything that lies 

beneath it. Without this skill, you cannot move any object that is labeled “Digging Only” Anything under an 

object that is labeled “Digging Only” may not be accessed until it is completely revealed. 

 

It takes 60 seconds of activity to clear an object using this skill. Once you have moved an object using 

digging, please put it in an out-of-the way place. It may not be placed to cover anything up again. An 

object that was formerly covered may be accessed as normal by anyone. 

 

Fast Talk (3 cp)  

This skill allows you to get an opponent to stop attacking you with your words and guile. You must spend 

one point of Air, gesture at your target with a hand that does not hold a weapon or packet, and call “By 

my gesture, Repel by Diplomacy.” The repel ends as soon as you stop gesturing, as per the normal 

gesture rules, or if the target is out of line of sight for ten seconds. You are not permitted to use this skill 

to push a target, and if you need to advance towards them you must drop the gesture. Some words 

should be spoken to invoke the repel, but you do not need to talk needlessly, although your opponents 
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may listen if you have something real to say. 

 

Luck (1 cp) 

Good fortune sometimes saves you from serious injury or death. Any time you are about to bleed to 

death, you may spend two of either Air, Earth, Fire, or Water (in any combination,) or one point of 

Resolve, to become stable. The skill need not be used immediately after you are dropped by called 

damage, and may be saved until the last second before death. If you are struck with called damage again 

before regaining consciousness, you are “out of luck” and cannot use this skill again to save yourself. 

 

You do not need to use any effect call for this skill, as it is not immediately obvious to bystanders that you 

have used it. 

 

Native Guide (2 cp) 

You know the deserts, and can safely lead people around them. This skill lets you do the following. 

● For 10 piastre you may wander to see if a local is about. Head to “The Marketplace” and knock 

loudly. You will be told where the marketplace is at your first event.  Pay the piastre and let them 

know that someone is wanted. Results are not guaranteed, and it may take some time for the 

person requested to arrive. 

● For 50 piastre you may plan an expedition. Head to “The Marketplace” and knock loudly.  Pay the 

piastre and describe to whoever answers the door what you would like to try and find. We will try 

to arrange that module in the near future. Results are not guaranteed, and it may take some time 

for the module requested to be arranged. 

● Unless instructed otherwise, you may lead up to five others back to Rick’s Place from a module 

without an NPC guide. No matter what, you may not return to that module, you have fled through 

the deserts, but you can always flee and flee safely. 

● You will often be necessary for a module to take place. For example, almost every Archaeological 

Dig will require a Native Guide to get the workers to the dig site. Often you will be the only person 

leading players to a module location, and should coordinate with a staff member on the timing for 

that module. 

 

Negotiations (3 cp)  
You are skilled at negotiating with other people. You may spend 1 fire and call “By My Voice, Speak by 

Diplomacy.” Some otherwise hostile NPCs may be more likely to listen to you. Results depend on who 

you are talking to, and they are under no compulsion to listen, but this should give you a chance to say a 

few words to even the most foul of bandits.  

You are also skilled at taking the basic knowledge of a written language and using it to help 

communicate in pidgin English with someone who doesn’t understand English. Spend 1 fire and call “By 

My Voice, Speak to [Language Known] by Diplomacy” and you may be able to struggle through 

conversation with them, and those around you will benefit from your translation efforts. Of course you 

must have purchased the Language skill in use.  

There are times when negotiations get desperate. After spending 1 minute as a desperate plea with 

your target, you may spend 1 Resolve and call “By My Voice, Speak by Resolve.” If you spend resolve 

then this skill can be used even if Drained. The results of this are still not guaranteed, but you might 

convince them if you show your resolve.  
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Nimble (3 cp) 

You are dexterous enough to avoid some parts of physical challenges. If you activate the effect of a 

physical challenge, such as stepping onto unsafe terrain, you may spend one Water to “Resist” the effect.  

This may also be used to resist the results of using a the Digger skill, should there be a yellow tag 

revealed with instructions when you remove the Dig sheet. 

 

Open Lock / Disarm Traps (1 cp) 

This skill allows you to attempt to open a game lock. Only locks that have been approved by staff will be 

allowed in game. You must actually use tools to open the lock. 

 

This skill also permits you to attempt to arm or disarm a trap or mechanism. Without this skill you may 

avoid traps, but cannot attempt to manipulate them without automatically setting them off. In order to 

disarm a trap you must actually use tools to prevent the trigger mechanism from setting off the part of the 

trap that makes noise or otherwise causes damage to you. 

 

Snake Charmer (2 cp) 

The local fauna holds little threat to you. It can still hurt you, but you know how to handle it. While wearing 

gloves, you may spend 1 water and hold a rubber critter prop with both hands. If the bell attached to the 

rubber critter prop rings, you may call “no effect” for as long as you carry the same critter. This does not 

allow you to throw the critter or use it as a weapon. This does not protect you from bells other than the 

one you are holding. 

 

Torch (1 cp) 

You have a torch. This allows you to use a red cylume stick or other simulated torch as a light source. No 

matter what the prop, it must have the approximate illumination of a cylume stick and must not blind other 

players at night. The light may be passed off to others, but may not be thrown. The light lasts as long as 

the cylume stick lasts. It cannot be broken or disguised to be another sort of light or effect. Torch costs no 

attributes to use. 

 

Stick Dancer (3 cp) 

“Dance is the hidden language of the soul.” - Martha Graham 

 

Acrobatics (3 cp)* 

Combat Reflexes (3 cp) 

Instinctive Maneuvering (3 cp) 

Defensive Stance (3 cp) 

Disengage (2 cp) 

Dive for Cover (3 cp) 

Kippup (3 cp) 

Master Strike (1 cp) 

Nimble (3 cp) 

Parry (2 cp) 

Resilience (3 cp) 

Shin Strike (2 cp) 

Staff (1 cp) 
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So, you want to learn to fight. Guns and Knives can kill someone, they will get you arrested. And as one 

of the Dom, no judge ever decides in our favor. Some would use fists, but you can’t intimidate someone 

with your fists, not without proving yourself first. And the problem with proving yourself is sometimes you 

lose... No, you want a staff. It is just a stick to the police, but if you learn to flourish it right you can 

convince your opponent that you are a real threat. 

 

Acrobatics (3 cp)* 

This skill may be bought up to 5 times. Each purchase grants you a single point of Acrobatics, which may 

be spent in lieu of either Water or Air for any skill in the Stick Dancer header. Points of Acrobatics are 

restored when you refresh Attributes from Void. 

 

Combat Reflexes (3 cp) 

You know how to move in combat so as to minimize the damage you take. You may exhaust one or two 

points of Air to give yourself an equal number of armor points. You may not use this skill if you are 

wearing any other type of armor, and these points are lost if you put on or activate any other armor or 

ability that gives you armor points. These armor points may be refreshed if you spend one minute of 

activity to do so, such as stretching. You cannot move or refresh game skills while refreshing armor. The 

armor points last until the end of the event, or until you spend Void to refresh skills. 

 

Instinctive Maneuvering (3 cp) 

(Prerequisite: Combat Reflexes) 

You have advanced skill in combat maneuvering. You may spend one point of Water to refit the armor 

points from Combat Reflexes. Spend three seconds roleplaying stretching or catching your breath, and 

say “Repair Armor,” and the armor points are restored. This skill will 

not restore armor points gained from any source other than Combat Reflexes, unless those armor points 

specifically stack with Combat Reflexes. 

 

Defensive Stance (3 cp) 

With proper focus, you can block even bullets. Spend 3 seconds roleplaying, plant your feet and exhaust 

two points of Air to allow yourself to call “Parry” against any Bullet or Packet that strikes your Staff. This 

skill lasts until you move your feet, rest for any reason, or fall unconscious. 

 

Disengage (2 cp) 

If you are fighting with a melee attack, you may spend one point of water to use the “Disengage” effect as 

described in the core rules. 

 

Dive for Cover (3 cp)  

You may spend 2 Water to “Reduce to Slam” the effects of any melee, packet, or bullet attack.   You may 

also use this ability on any attack by Explosion, Perception or Tremor, no matter how the attack is 

delivered. You may simply say “Reduce” when you use this skill. 

 

Kippup (3 cp) 

You know how to regain your feet quickly when knocked down. Any time when you are knocked 

unconscious or stunned, and then regain consciousness, you may use the Disengage effect from the 

Core Rules at no attribute cost in order to regain your feet safely. You may also use this skill if you have 

been affected by a Slam effect. 

 

Master Strike (1 cp) 

You have reserves of strength that come out in times of great need. You may expend one point of 
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Resolve to make a mighty strike with a melee weapon, calling “Five damage by Resolve.” The attribute 

cost is spent only if the strike lands, and the opponent acknowledges it through roleplaying or negates it 

with a defense. 

 

Nimble (3 cp) 

You are dexterous enough to avoid some parts of physical challenges. If you activate the effect of a 

physical challenge, such as stepping onto unsafe terrain, you may spend one Water to “Resist” the effect.  

This may also be used to resist the results of using a the Digger skill, should there be a yellow tag 

revealed with instructions when you remove the Dig sheet. 

 

Parry (2 cp) 

You may spend two points of Earth to Parry an attack with a melee weapon or unarmed prop. You may 

not Parry ranged attacks, or melee strikes that hit your torso. If the attack you are Parrying is a “Maim,” 

you may instead spend only 1 Earth to Parry. 

 

Resilience (3 cp) 

You are tough. So long as you are conscious you may spend 3 seconds of roleplaying – wiping blood 

from your face, shaking your head clear, or similar actions - to shrug off your wounds. You spend a point 

of Earth to do “Heal 2 to self.” This ability will not heal effects other than damage. 

 

Shin Strike (2 cp) 

You may spend a point of Earth to call “Slow” with a melee attack up to two times. You exhaust the 

attribute the first time you swing using this effect. One use of the skill is consumed if the strike lands, and 

the opponent acknowledges it through roleplaying or negates it with a defense. You need not use the 

strikes consecutively, but any unused strikes are lost at the end of the event or when you refresh 

attributes. 

 

Staff (1 cp) 

This skill allows you to wield a staff in combat. 

 

 

Magic 

Of course magic doesn’t exist. To believe in it would be madness as we all know that science has defined 

all of the fundamental rules of the universe. But some of us might disagree, some might think that there 

are things unknown in our science that are out there. For ease, we will call this magic. 

 

This debate aside, some scholars have abilities that take the form of magical “spells.” In addition, some 

scholars can cast ritual magic from instructions found in arcane texts. Any ability that is referred to in its 

description as a spell or ritual must follow the rules in this section, unless the skill itself specifies 

otherwise. 

 

Some skills may seem supernatural but are not treated as magic spells, and normally do not have to 

follow the rules for magic. Everything in this section is a spell, plus anything elsewhere that is called a 

spell or ritual. 
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Learning Magic 

Some headers allow you to purchase specific magic paths. When you purchase a magic path, you may 

then purchase any of the spells that path gives you access to. Each spell is purchased and used like a 

skill. 

Using Magic 

Magic spells require a good deal of concentration to perform, in addition to complex hand gestures and 

an incantation. Both of your hands must be free to move, empty, and usable in order to cast a spells. 

Hidden skills might exist that allow you to hold a weapon in your off hand while casting, but the remaining 

hand must still be free. You cannot cast spells while you are being struck by an attack that does damage 

to you, or with an arm that cannot use game skills. You must be able to speak to cast a spell unless the 

spell specifically does not require an incantation. 

 

To cast a spell you must perform the incant, a short phrase specific to the spell, and then say the verbal 

for the spell’s effect. You may only throw a packet after both of these phrases have been completed. If 

you do not complete all of the required phrases, the spell fails. 

 

When you purchase a spell, you must create your incant for it as part of the learning process. The incant 

should contain the name of the spell and the name of the path the spell is derived from. Neither of these 

has to be exact, but some form of the name and path should be indicated; it should be clear to an 

onlooker which spell and path you are casting from. An incant must have a number of syllables equal to 

twice the CP cost of the spell, plus four. So, for example, if a spell costs 3 character points, the incant 

length must be at least ten syllables. 

 

All incantations are subject to approval by staff, and must follow the normal decency rules for the 

Accelerant system. 

 

Some powerful spellcasters are able to cast spells without incantation. Spells cast this way are quick, and 

can be cast even if the caster is deprived of speech, so this skill can grant a serious combat advantage. 

 

Ba Magic 

Aversion (1 cp) 

Influence the Mind (2 cp) 

Out-of-Body Travel (3 cp) 

Shield the Mind (3 cp) 

Snap out of it! (1 cp) 

 

Speak to Outsider (2 cp) 

 

Florence Farr summoned an Outsider using Ritual Magic and a piece of an ancient sarcophagus. It was 

confirmed that the Outsider was a Magistar Templi 8=3, and it imparted some knowledge of lost arts. The 

Outsider called it “Ba Magic”, where Ba is the egyptian word for “soul” or “personality”. 

 

Aversion (1 cp)  

You may compel an enemy to keep his distance. Spend one Fire and throw a packet for “Repel by Will.” 
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Influence the Mind (2 cp) 

You can make people listen to you. You may spend 1 fire and call “Speak by Will.” Some otherwise 

hostile NPCs may be more likely to listen to you. Results depend on who you are talking to, and they are 

under no compulsion to listen, but this should give you a chance to say a few words to even the most foul 

of bandits.  This ability is unlikely to work on Outsiders, so someone planning to interact with ghosts, 

spirits, or demons should consider the Speak to Outsider spell, below. 

 

Out-of-Body Travel (3 cp) 

With extensive meditation, you can separate your soul from your body and explore the world around you. 

With training you can guide where your soul goes. But this is not safe. When you do so you are 

vulnerable to magical attack, and have the “Outsider” trait. Spying on those that can take advantage of 

the “Outsider” trait is not recommended. 

 

As a PEL action, you may ask a question and explain where you would like to go to find the answer to 

that question. As this only happens when you can sleep in safety and comfort, this may never occur 

during a game. 

 

This is a PEL skill, and without the expenditure of Influence you will only be able to use one PEL skill after 

each game. 

 

Shield the Mind (3 cp) 

Perform your incantation, spend one Fire and say “Imbue to Self”.  You may resist an attack based on 

Fear, Will, Awe, or Despair. 

 

Snap out of it! (1 cp) 

When those around you lose their focus, you can force them to get it back. You may spend 1 Fire and 

throw a packet for “Refresh Sanity by Will.” 

 

Speak to Outsider (2 cp) 

You are a medium, and can force things not of this earth to acknowledge you. You may spend 1 fire and 

call “By My Voice, Speak to Outsider by Will.” Your results may vary, but you will get their attention. 

Those around you may benefit from the attention you get, anyone may talk to the Outsider that has 

acknowledged you. This should work on ghosts, spirits, demons, anything that found some path of 

ascension or is not born of this earth. 

 

Critters 

Critters are rubber snakes, rats, or what have you. Usually they will have bells attached, and if the bell 

goes off, then the critter has bitten you as described below. 

Bell Traps 

Bell traps are a small bell attached to an object, such as a string or a rubber critter, such as a snake. If 

you make the bell ring, you suffer the effects of the trap. These traps cause the effect “Inflict Poisoned 

Trait by Venom.” Venom is not fast acting, the results are not immediately felt. There is likely to be a voice 

call to Poisoned that will represent the results of the trap. If you can have the Venom cured before the 
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voice call, you will have no effect. 

On Death 

We are playing an Accellerant game, and thus use their terminology for injury and death. It is the strength 

of the system, the fact that anyone can understand the combat and basic rules no matter what 

Accellerant game they came from previously. The catch is that the basic terms fit a more fantastic world. 

For Shadows of Amun there is no need to change the words, just change the perspective. 

 

The “Death” effect in Shadows of Amun is not dead per say. It is gravely injured, mostly dead. Dying. No 

matter how you became dead, you are still dying. Your heart rate is slowing, you are bleeding out, you 

have 5 minutes of unconsciousness before you are truly dead. Just putting a bandage on you won’t save 

you, your wounds require more than that. When someone, such as a Doctor, does “Cure Death and 

Drain” to you, they didn’t raise you from the dead or re-start your heart. They instead took you from the 

brink of death and got it so you could recover with just five minutes rest... 

 

When you go “Spirit” after death, that is actual Death in Shadows of Amun. Your heart has stopped, you 

are beyond 1918 medical technology to save. That is when you are medically dead. 

 

We don’t want to change the words, just the perspective and the roleplay around it. Players shouldn’t say 

“I died 3 times that battle!” They should instead say “I almost died 3 times that battle, but they saved me!” 

Deathstrikes 

Unlike most Accelerant games, we will not be permitting players to deathstrike without a specific skill.  

There are a variety of skills you can get, but almost all of them give you the “Cold-blooded” trait. 

 

Our reasoning is simple.  Most people are not able to commit cold blooded murder.  They can defend 

themselves, but slitting someones throat while they lay unconscious is beyond what most people can do.  

It is wise to be wary around someone who is cold blooded. 

 

Coming Back from Death 

It is 1918, and what little magic there is in the world is hidden from the eyes of most men.  The idea that 

someone would come back from Death is unheard of in these days of reason.  Even those deeply into 

spiritualism believe you can talk to the dead after they have passed, but nothing can bring them back. 

 

When you die and go Spirit, please go to “The Graveyard.”  It’s location will be revealed to you when you 

attend your first game.  What happens after death is a secret that will be learned at the Graveyard. 

Modern Technology 

We are looking to reasonably emulate a 1918 atmosphere to the best of our ability. We are going to ask 

that our player base work with us to make a game that feels right, and allows us the stage in order for us 

to tell the stories we are looking to tell. 
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Keep in mind that because of the Live Action nature of Shadows of Amun, fragile items, delicate 

costuming and objects from the early 1900s are wonderful, but are brought into the game at your own 

risk.  

Alchemy, Chemistry and Molotov 

Alchemy, Chemistry and Molotov are all skills that allow players to create items in game. They require 

components (represented by tags found in game), a workshop, and time. Once created, the items can be 

used by anyone with the appropriate skill (for example, some Medicine requires Prescribe Medication, 

while Molotov Cocktails require the Thrown Weapon skill). 

 

Each skill has a limited number of Formula that go with it, listed below. Almost every formula requires a 

Bottle tag. The Bottle tag is easily acquired, and it has a line for the crafter to write clearly the Result, who 

it is usable by, and how many uses are available. Bandages do not require a bottle, but the Linen tag will 

be easily converted into a Bandage tag. Once the other components have been acquired, the player 

spends the appropriate time in the workshop (one minute per level of the item), signs and dates the Bottle 

or Linen tag, and returns the rest of the tags to staff for recycling. A deposit box will be provided in a 

common area for this purpose. 

 

Formulae known by Chemists are below, listed by the number of times you purchased the Chemistry skill. 

Chemistry 1 

Sterilization 

You know how to make Sterile Bandages 

Component: Linen 

Usable by: Doctors with the Professionalism Skill 

Result: Bandages 

 

Antivenom 

Antivenom is made by placing the venom in question inside an animal, such as a goat or 

cow, so that antibodies can be generated. 

Component: Venom, Bottle 

Usable by: Prescribe Medicine only 

Result: Cure Venom by Medicine 

 

Smelling Salts 

Ammonia crystals can be harvested off of Camel Dung. 

Component: Camel Dung, Bottle 

Usable by: Prescribe Medicine only 

Result: "Cure Will by Medicine" 

 

Medical Turpentine 

Distillation of the Resin from a particular pine tree can make a useful component for 

medical treatments. It is also good for cleaning and sterilization. 

Component: Terebinth, Bottle 

Usable by: Chemistry 
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Opium 

The methods of making Opium are ancient.  The main medicinal use of Opium is to 

speed the recovery of those that are critically injured. 

Component: Poppy, Ethanol, Bottle 

Usable by: Anyone 

Result: This may only be used on other people if you have the Prescribe Medecine skill, 

otherwise it can only be used on yourself. 

The target may not walk, speak, or use skills for 1 minute.  Once that minute is done, you 

may Purge any effect by Fear, Awe, Despair, Will, Pain, or Medicine.  This Purge may be 

done no matter what state you are in, provided you are not Dead. 

If you have the Trait "Under the Influence", then take the effect "Permenant Grant Trait: 

Addict".  Otherwise take the effect "Grant Traint: Under the Influence" 

Chemistry 2 

Liniment 

Topical ointment to relieve pain. 

Component: Smelling Salts, Medical Turpentine, Bottle 

Usable by: Prescribe Medicine only 

Result: Resist Pain by Medicine 

 

Laudanum 

Sydenham's Laudanum: According to the Paris Codex this is prepared as follows: opium, 

2 ounces; saffron, 1 ounce; bruised cinnamon and bruised cloves, each 1 drachm; sherry 

wine, 1 pint. Mix and macerate for 15 days and filter. Twenty drops are equal to one grain 

of opium. 

Component: Poppy, Imported Spices, Bottle 

Usable by: Prescribe Medicine only 

Result: “Stabilize by Medicine,” 3 uses. 

  You may consume all three doses to instead get the effect "Grant Under 

the Influence trait by Medicine" 

 

Medical Supplies 

Enough basics to provide a clean environment for surgery. 

Component: Bandages x 5, Smelling Salts x 5, Medicinal Turpentine x 5, Pyocyanase x 

5, Laudanum x 5 

Usable by: Hospital Administrator 

Result: Intensive Care skill may used in the Infirmary. 

 

Pyocyanase 

This is a bacteria grown from old bandages, used to counter other bacteria. 

Component: Bandages already used by a Doctor, Agar, Bottle 

Usable by: Prescribe Medicine only 

Result: "Grant Defense by Medicine, Resist Disease or Resist Flu" 

 

Agar 

A pure substance to grow bacteria. Also used as a clarifying agent for alcohol. 

Component: Seaweed, Bottle 

Usable by: Chemistry 
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Nitric Acid 

A strong acid capable of dissolving silver and other metals. 

Component: Saltpeter, Sulfuric Acid, Bottle 

Usable by: Chemistry 

 

Zinc Fulminate 

Zinc fulminate is prepared by dissolving zinc in nitric acid and adding ethanol to the 

solution. It is a highly unstable material, and should be treated with care once created. 

Component: Zinc, Nitric Acid, Bottle 

Usable by: Chemistry 

Chemistry 3 

Ethanol 

Pure chemical grade alcohol. The yeast you can grow and maintain yourself. 

Component: Agar, Fermentable Materials, Bottle 

Usable by: Anyone 

Result: “Grant 1 Protection by Intoxication,” 5 uses 

 

Fluid Extract of Ginger 

Ginger is a known stimulant, although it is too strong to be taken directly. Dilute with 

alcohol and be careful not to take too much. 

Component: Ginger, Ethanol, Bottle 

Usable by: Prescribe Medicine only 

Result: Cure Drain by Medicine 

 

Sulfuric Acid 

Sulfur and Ammonia can form a strong corrosive agent. Crafted using the lead chamber 

process. 

Component: Sulfur, Smelling Salts, Bottle 

Usable by: Thrown Weapon 

Result: Agony by Acid 

 

Ether 

This direct reaction requires elevated temperatures (about 125 °C). The reaction is 

catalyzed by acids, usually sulfuric acid. The method is effective for generating 

symmetrical ethers, but not unsymmetrical ethers. Diethyl ether is produced from ethanol 

by this method. Cyclic ethers are readily generated by this approach. Such reactions 

must compete with dehydration of the alcohol 

Component: Ethanol x5, Sulfuric Acid x5, Bottle x5 

Usable by: Hospital Administrator 

Result: +1 to Surgery to all in the Infirmary. Surgery call becomes “Heal to 3 and Stun by 

Medicine” 

 

Black Powder 

Good old Black Powder. You can get the charcoal yourself pretty easily. 

Component: Saltpeter, Sulfur, Bottle 

Usable by: Chemistry 
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Grenade 

A blasting cap of Zinc Fulminate and a significant amount of Black Powder can make a 

mostly stable explosive that can be carried and thrown with some amount of safety. 

Component: Zinc Fulminate, Black Powder, Bottle 

Usable by: Thrown Weapon 

Result: 3 Damage and Slam by Explosion 

 

Formulae known by Alchemists are below, listed by the number of times you purchased the Alchemy skill. 

Alchemy 1 

Sterilization 

You know how to make Sterile Bandages 

Component: Linen 

Usable by: Doctors with the Professionalism Skill 

Result: Bandages 

 

Phosphorescence 

It is easily produced by igniting a mixture of zinc and sulfur. The result, suspended in 

alcohol, will glow softly. 

Component: Zinc, Sulfur, Aqua Vitae 

Usable by: Anyone 

Result: You may carry a glow-stick 

 

Aqua Vitae 

Alcohol is needed for Infusions and Distillates of all kinds. 

Component: Fermentable Materials, Bottle 

Usable by: Anyone 

Result: “Grant 1 Protection by Intoxication,” 5 uses 

 

 Recreational Drugs 

Herbal Mixtures known for focusing one along their path to enlightenment 

Component: Imported Spices, Aqua Vitae, Poppy, Bottle 

Usable by: Anyone 

Result: Random Refresh of one Attribute, with a chance of Addiction.  Please see staff to 

get the item envelope, or pick them up ar check-in.  5 uses 

Alchemy 2 

Sal-ammoniac 

From Dung you can extract the precious Sal-ammoniac crystals 

Component: Camel Dung, Bottle 

Usable by: Alchemy 

 

Aqua Fortis 

“Strong Water”, this can dissolve silver, but not gold... 

Component: Saltpeter, Oil of Vitriol, Bottle 

Usable by: Alchemy 
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Oil of Vitriol 

Take care when working with this very corrosive component. 

Component: Sulfur, Sal-ammoniac, Bottle 

Usable by: Thrown Weapon 

Result: Agony by Acid 

 

Elixir of Life 

A marigold infusion aids in quick healing of wounds. 

Component: Marigold, Aqua Fortis, Bottle 

Usable by: Anyone 

Result: Heal 1 by Magic 

 

Elixir of Virgo 

Sympathetic magic says to protect from something, you must use that very substance. 

The venom of asps can keep asps away. 

Component: Venom, Oil of Vitriol, Bottle 

Usable by: Anyone 

Result: Shield Venom by Magic 

 

Distillate of Poppies 

Make an infusion of poppies, and then distill it for further strength. One will then be able 

to struggle through even the most intense pain. 

Component: Poppy, Aqua Vitae, Bottle 

Usable by: Anyone 

Result: Shield Pain by Magic 

Alchemy 3 

Aqua Regia 

Aqua Regia can even dissolve gold, and that gold can be recovered with the proper 

alchemical process... 

Component: Aqua Fortis, Sal-ammoniac, Bottle 

Usable by: Alchemy 

 

Spirit of Hartshorn 

The strength of the Stag will awaken the mind, and keep it focused. 

Component: Sal-ammoniac, Antler, Aqua Vitae, Bottle 

Usable by: Anyone 

Result: Shield Will by Magic 

 

Elixir of Taurus 

Ginger has been known to awaken the inner strength of a man. Powder it and let it rest in 

the fumes of Aqua Regia, and it will revitalize those that consume it. Be careful not to 

spoil the ginger with direct contact with the Aqua Regia. 

Component: Ginger, Aqua Regia, Bottle 

Usable by: Anyone 

Result: Shield Drain by Magic 

 

Philosopher’s Stone 
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The professed goal is to create the perfect metal, gold. The actual goal is to forge oneself 

into the perfect being. You are not there yet, but it is the process that is important. Daily 

work will bring strength. Breathe the vapors of Terebinth, Poppy, Ginger, and Marigold as 

they are dissolved in a solution of Zinc and Aqua Regia. Pull their essence in you, and 

take another step along the process of personal enlightenment. 

Component: Aqua Regia, Zinc, Terebinth, Poppy, Ginger, Marigold 

Usable by: Alchemy 3 only 

Result: Grant 1 Vitality to Self 

 

The Molotov skill teaches only one Formula, but that is enough for some. 

Molotov Cocktail 

Component: Bottle, Gasoline or Medicinal Turpentine or Ethanol 

Usable by: Thrown Weapon 

Result: 3 Damage by Fire. If you take damage by fire, all Molotovs are destroyed and 

effect you. 

 

Repairing Broken Items 

Fixing a complex machine takes weeks, not minutes. These items are rare, but when you find them you 

can create a valuable object. Doing so is a PEL skill, and without the expenditure of Influence you will 

only be able to use one PEL skill after each game. 

 

To rebuild a broken item, you first need to have a “Broken Item” tag. That tag will have a list of 

components on it, and the rules that each item will follow. Once all of the components are collected, the 

mechanic or inventor with the Repair Item skill must submit in their PEL the statement that they wish to 

repair the item. At the beginning of the next game they will sign and date the Broken Item tag and returns 

the rest of the tags to staff for recycling. A deposit box will be provided in a common area for this purpose.  

You may only fix and use one item per game. 

 

Some items will clearly state that they can be maintained. Those items may be rebuilt with the same 

“Broken Item” tag provided all of the components can be gathered again and the player with the Repair 

Item skill is willing to use their PEL skill to maintain it. 

 

Examples 

 

● Fermentation Cask (maintainable) 

Luckily Rick’s place has steady shipments of booze from England. But if it runs out, someone will 

need to repair this old wreck to keep it going. 

Components: 

 

○ Pipe x2 

○ Tubing x2 

○ Gasket x5 

○ Nuts and Bolts x5 

○ Fermentable Materials x10 

Effect: Keeps Ricks Place supplied with Alcohol. If this is given to a skilled Bartender to operate, 
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the Inventor or Mechanic who repaired it will get access to free booze. Once per refresh they may 

touch up to 3 willing targets and say “Grant Protection by Alcohol” 

 

● Hotchkiss 37mm revolving cannon 

The revolving Hotchkiss cannon had five 37 mm barrels, and is capable of firing 43 rounds per 

minute with an accuracy range of 2,000 yards. Each feed magazine holds 10 rounds and weighs 

approximately 18 pounds. 

Components: 

 

○ Pipe x5 

○ Coal 

○ Nuts and Bolts x10 

Effect: 

Plant your feet and spend 10 marksmanship. Every shot you make with a firearm does 10 

damage with no attribute cost. This ends if you rest, fall unconscious, or move your feet. As soon 

as this ends the Hotchkiss is destroyed, and may not be re-used, maintained, or repaired in any 

way. 

 

● X-Ray (maintainable) 

The first medical X-Ray was performed in 1896. It is new and poorly understood technology, but 

its benefit to medical science is incredible. 

Components: 

 

○ Vacuum Tube 

○ Wire x5 

○ Pipe 

○ Nuts and Bolts x2 

Effect: 

When attached to an Infirmary, all Surgery in that Infirmary has its healing increased by 1, and 

uses of Advanced First Aid within the Infirmary have no attribute cost. 

Armor 

1918 Egypt is hotbed of violent activity, with combatants varying from technologically advanced nations 

waging war or a world scale, to local tribesmen defending their borders and livestock from raiders. Simple 

hides may suit some, but flack jackets and sturdier armor can be found hiding under many desert coats of 

many combatants and those who value their lives more than their coin.  

 

Armor provides points of protection that act as a buffer against damage effects. Armor points are 

removed by damage in a manner similar to Vitality. Armor points are lost before Vitality points. The 

method by which exhausted armor points are restored varies depending on the type of armor you are 

using and the skills and abilities of the Accelerant game you are playing. 

 

You may only have one base type of armor active at a time. If you try to restore or activate or wear one 

type of armor while you have active points from another type of armor, the armor type with the lower 

number of active armor points will be exhausted. If there is a tie, then the new armor points will be 

immediately exhausted. Exhausted armor points are gone and must be restored just as if they were 

exhausted by Damage. 

http://en.wikipedia.org/wiki/Pound_%28mass%29
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For example, Travis is wearing a 2 point of suit of armor. He role plays and activates a skill that gives him 

3 points of armor. The armor points from the suit of armor are exhausted and he has 3 armor points from 

his skill. If he wants to use the armor points from his suit of armor later, he will have to have the armor suit 

repaired. 

 

In Shadows of Amun, all characters may wear up to two points of physical armor. You must be skilled in 

the use of armor to effectively wear any more than two points. You may wear a prop worth more points 

without this skill, but the protection it will provide will be limited by your armor skill. 

 

You must have an appropriate prop to use physical armor. You have six armor areas; your head, upper 

torso, lower torso, shoulders, arms, and legs. Armor points are determined by the number of areas 

covered and the material used.  Armor must physically cover at least half of an area for it to be 

considered towards your total. 

 

Helmets don't count towards a covered armor area if you have the Helmet skill, since the skill increases 

your armor by +1 point, so your base armor points are determined by the remaining locations you have 

covered.  See the Helmet skill on page 60 

 

Light armor is comfortable and flexible, it includes: flexible leather, sharkmail, clothing as armor (leather 

jackets, sturdy leather vests or pants).  This type of armor provides one point per two locations covered. 

 

Heavy armor is stiff and heavy, it includes: real chainmail, metal plates, boiled leather, plastic simulating 

metal.  Rigid plate pieces will add one point to the armor total per area covered, up to a maximum of four 

points. 

 

For example, Travis is wearing a leather vest and a helmet, covering his upper and lower torso, shoulders 

and his head.  He has four areas covered with light armor, giving him 2 points.  If Travis then purchases 

the Helmet skill, in order to gain full benefit from the armor he must cover another area since he loses the 

head location as part of the skill.  If he were to then put on high boots and knee pads that covered half of 

his lower legs, he would once again have four locations covered. 

Guns 

Shadows of Amun will accept any dart gun from Nerf, Buzbee or Air Zone brands.  Other dart weapon 

brands will need to be approved by staff on a case by case basis.  Electric powered guns are acceptable. 

 

Disc guns will not be disallowed, however, they are discouraged as they both look and shoot projectiles 

that are very futuristic.  If you wish to modify the appearance of a disc shooter such that it looks like a 

period weapon, we look forward seeing your results. 

 

Spring ball guns (in the style of ones provided by the Adventurers Outlet) are acceptable; however, any 

homemade guns will need to be approved by staff.  All spring ball guns must not have a spring force 

greater than 10 lbs when loaded and must fire Action-soft foam ball ammo or Nerf style foam darts. 

 

The rate of fire of any gun shouldn’t be any faster than you can clearly call damage.  All guns must only 

fire one projectile at a time.  

 

Modifications that are cosmetic will be encouraged to provide a more period feel for the game. This 
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includes painting and adding or cutting away pieces to make the weapon profile look different.  Painting is 

not required; however, characters may be asked why their gun is candy colored. 

 

Modifications to the inner working of the weapons are discouraged.  Any modification to the power or 

range of the weapon will need to be approved by staff.  Players using excessively modified guns that are 

not staff approved will be asked to leave the game. 

 

Interrogation 

You may have seen the skills related to Interrogation and Torture.  We would like to be clear on our 

philosophy on this area. 

 

First, this is a game and its design is to have fun.  If you feel severely uncomfortable in a scene, please  

leave the scene immediately.  If for some reason your character is unable to leave the scene, let 

someone on staff know.  

 

That said, our philosophy for Interrogation is that game mechanics that force someone to tell the truth 

don’t work.  The player can still lie, exaggerate, stretch the truth, demon-speak, whatever word you want 

to call it.  Instead, our interrogation system is based on duress. 

 

When you are interrogated, they can do one of four things to you. 

1. Agony and 1 damage.  This is mostly for roleplaying, but someone will eventually run out of 

Vitality unless a doctor is present. 

2. Short Maim and 1 damage.  Like the above, mostly roleplaying. 

3. Waste Sanity.  This is a real cost.  Psychological warfare, can be driven mad by a good 

interrogator.  This leaves no apparent marks, but the psychological effects may last the whole 

game.  Therapy can get you over the worst of this, however. 

4. Inflict Deathstrikes.  This is inflicting a trait, not a deathstrike.  But once it is done they will kill you.   

Dead.  This is not an actual deathstrike because we want the victim to be able to talk, to be able 

to plead for their lives.  The torturer can take minutes between each one, asking the same 

question again and again.  And the victim knows how it will end, and can talk all they want until 

that end. 

Most likely you don’t want these things done to you.  Your only way out of it is to convince the one 

interrogating you that you are telling them the truth.  Sometimes this works, sometimes it doesn’t.  

 

At times players will be doing the interrogation, and the NPCs will know exactly how far they can be 

pushed.  At other times the players will getting interrogated, and they have to decide if they are willing to 

risk madness or death to keep a secret.  Some secrets are worth it.  Others are not.  But it isn’t a decision 

without repercussions, without duress. 

 

Addiction 

Opium has been used in Egypt since ancient times.  Modern Chemistry can refine naturally occurring 

chemicals to a miraculous degree.  Abuse of such things can lead to Addiction. 
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If you ever get the "Addict" trait, you need addictive substances to survive.  We don't differentiate 

between addictions, any substance will do.  Anyone with the "Addict" trait who does not also have the 

"Under the Influence" trait will be at -1 Vitality.  Note that the "Under the Influence" trait goes away at the 

end of each event, so you will always begin an event at -1 Vitality if you have the "Addict" trait. 

 

If you can go an entire event without getting the "Under the Influence" trait, then you have gone cold 

turkey.  Report this in your PEL and we will remove the "Addict" trait from your character.  

Economy and Upkeep 

Every game, except their first, a character in Shadows needs to pay upkeep.  It is one gineih (or pound) 

per game.  If you cannot pay the gineih, you will be at -1 Maximum Vitality for that game.  For five gineih, 

you can live in luxury.  Living in luxury gives you +1 Maximum Vitality for that game. 

 

There are several skills that require a tag to be turned in when you refresh from Void in order to refresh 

that skill.  For those skills you must also turn in the tags at check in, or start without that skill available.  

Examples of those skills are: 

● Marksmanship requires Ammunition 

● Professionalism requires Bandages 

 

There are 100 piastre to the guneih.  The smallest coin, though, is a 5 piastre coin.  For 5 piastre you can 

purchase a beer at Rick’s place.  A obeer gets you an empty bottle, and the effect of “Grant 1 protection 

by Intoxication.” 

 

As you can see, it will be expensive to be a Soldier.  Ammunition, Bandages for the doctor, upkeep, and a 

few beers at the bar once the fight is over.  Don’t worry, if the dig doesn’t pay well, the British Army is 

hiring, and they pay in supplies. 

Upkeep for Archaeologists 

The Department of Antiquities has a budget for artifacts that are donated to museums both in Egypt and 

back in England.  Major Artifacts can be traded in for Influence, but it is the discovery of Minor Artifacts 

that pay the bills.  The director general of the Department of Antiquities, currently Pierre Lacau, will pay 

for Minor Artifacts discovered on licensed digs. 

 

Minor Artifacts have traits.  Usually they have one that relates to the time period they are from, such as 

the Middle Kingdom, or Mamluk Egypt. The other generally covers the category of artifact, such as a tool 

or etching.  Occasionally you will find a Minor Artifact with a third trait, or an unusual trait. 

 

Pierre Lacau is only interested in sets of three Minor Artifacts.  He will pay 1 gineih for a set of three.  If 

the three all have a matching trait then they are the beginning of a collection, and Mr. Lacau will pay 3 

gineih for them.  If they are a set with a matching trait and extended research has been done upon them, 

and the results of that research are handed over to Mr. Lacau, then he will pay 5 gineih for the set. 

 

It is up to the Archaeologist to pay his diggers their share of such payments 
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Trapping 

5 rules of fair play for trap pickers 

1. The only part of any trap that may be cut, broken, altered, severed or otherwise destroyed is 

thread or fishing line. Tape may not be cut, torn or removed. Screws or bolts may not be 

unscrewed. Electrical wires may not be cut. The structure of a box may not be changed (no 

drilling, sawing, cutting, breaking etc.) Traps are not cheap to produce. Be kind. 

2. Magnets may not be used to disarm a trap. This would destroy any magnetic or piezo buzzer 

which happened to be in the trap, which would then need to be replaced. 

3. Water, glue, grease, graphite powder, iron filings or any other material that is not readily and 

completely removable may not be used to disarm a trap. 

4. No part of a trap may be removed from the vicinity of the trap, I.E. batteries, weights, cogs etc. 

5. No remote controlled device or radio controlled device may be used to detonate or disarm a trap. 

PEL Skills 

There are a number of skills listed as PEL skills. 

Falsify Evidence 

Fingerprinting 

Politics 

Extended Research 

Ritual Magic 

Instruction 

Invention 

Repair Item 

Streetwise 

Out-of-Body Travel 

 

These skills represent your ability to spend time between games doing long-term projects. As such, you 

may only use one PEL skill between each game. 

 

There is one exception to this. If you have the Influence skill, then you have influence with the 

Department of Antiquities here in Egypt. With that influence comes research assistants, workers, and 

other help that will let you divide your attention, assigning small tasks to others while you split your focus. 

For every point of Influence you spend you may perform an additional PEL skill. This Influence is spent at 

the event where you gain the benefit of the PEL skill, so the next event you attend. That means that the 

Influence is not available to you to get the specific Archaeological dig you want if you spent it to perform 

an additional PEL skill. 

 

Many of these skills have additional uses that do not count as PEL skills. For example, Fingerprinting 

allows you to open “Fingerprinting ONLY” envelopes, take a willing person’s fingerprints, or submit 

fingerprints to an appropriate agency. Submitting fingerprints to an appropriate agency is a PEL skill, and 

you may not do that and another PEL skill at the same time (without using Influence). Taking a willing 

person’s fingerprints does not count as a PEL skill even though it is submitted in your PEL. You may do 

that along with any other PEL skill, including submitting fingerprints. You may always open “Fingerprinting 

ONLY” envelopes with the Fingerprinting skill whether you used Fingerprinting as a PEL skill or not. 
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Weapons and Armor 

Combat is resolved with a staged system that uses props for weapons and spells. In order to ensure that 

these props are safe, certain guidelines on their construction are necessary. Weapons and packets must 

be checked at each and every event where they might be used. You are responsible for the safety of any 

prop you swing or throw in combat, so you should check them yourself during the course of an event. 

 

Every player, both PC and NPC, is responsible for bringing their own weapons and packets. We will try to 

have weapons and packets to rent at our events, but we can make no guarantees about the availability of 

these props. 

 

We reserve the right to fail any weapon or packet we deem unsafe. It is not uncommon for weapons to fail 

or break, so you should try to bring a backup weapon and materials to repair your props. 

Weapon Construction 

Constructing a weapon requires time and patience, but it is not that hard once you have practiced a bit. 

We describe the steps to create the various weapons below, and include the details along the way. One 

problem with weapon materials is that they vary wildly, even within 

the same brand name. If you follow the suggestions, it is remotely possible that a weapon could fail 

because of a strange inconsistency in the core or foam. 

 

1 - Choose Your Weapon 

First, you have to figure out what type of weapon you are making and determine the length and 

construction requirements. The various weapon types are explained below. Two handed weapons are 

marked with a “*” in the length table. Each type requires its own skill, but anyone can use small weapons 

under 24” in length. 

 

Blades 

These weapons represent daggers and all types of swords. A bladed weapon has a striking surface that 

covers at least 2/3 of its entire length. The weapon may have a cross guard or hand guard, but the guard 

must be made entirely of pipe foam or the equivalent. 

Blade Lengths 

Type Minimum” Maximum” 

Dagger 18” 24” 

Short Sword 25” 36” 

Long Sword 37” 46” 

Great Sword* 50” 64” 

 

Tools/Improvised Weapons 

These weapons represent anything that could reasonably used as a tool or improvised weapon. A tool 

needs padding that covers at least 1/2 of its entire length. The striking surface is at least 6” long. It may 

be open celled foam that extends at least 1” from the shaft,or it could be an additional layer of pipe foam. 

Tool Lengths 

Type Minimum” Maximum” 

Hand Tool 18” 24” 

Short Tool 25” 36” 

Long Tool 37” 46” 
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Great Tool* 50” 64” 

 

Improvised Polearms 

Covering all types of longer pole weapons, polearms have the advantage of reach. An improvised 

polearm cannot look like a real polearm, rather, any improvised weapon of polearm length, and must 

have padding that covers down the striking end at least 1/2 of its entire length. The striking surface must 

cover at least 12”, and must include additional padding of open celled foam that extends at least 1” from 

the shaft or another layer of pipe foam cut in half. 

Polearm Lengths 

Type Minimum” Maximum” 

Polearm* 60” 72” 

 

Staves 

Staves have a striking surface on both sides of the weapon. Each striking surface covers at least 1/3 its 

entire length. The middle section of the staff must also be padded, although you can use 3/8” padding for 

the grip of the staff so long as the full 5/8” is used for the striking surfaces. Because both ends of the staff 

are striking surfaces, the middle of the staff is aluminum and each end has PVC or CPVC. The staff has a 

thrusting tip on both ends. 

Staff Lengths 

Type Minimum” Maximum” 

Staff* 48” 64” 

 

Spears 

The spear is the only long weapon that may be used one handed. A spear can only be used to stab an 

opponent. It cannot be used to swing. A spear must have padding that covers down the striking end at 

least 1/2 of its entire length. You cannot fight a spear and another weapon if that weapon is longer than 

36”. 

Spear Lengths 

Type Minimum” Maximum” 

Spear 48” 64” 

 

Claws 

These weapons represent some kind of natural weaponry. A claw needs padding that covers at least 2/3 

of its entire length. The striking surface is the padded area of the weapon above the grip. Claws are not 

affected by Fumble effects. If a claw is affected by a Destroy effect, the character will take a Maim effect 

to the limb holding the claw. 

Claw Lengths 

Type Minimum” Maximum” 

Short Claw 25” 36” 

Medium Claw 37” 42” 

Long Claw 43” 46” 

 

Thrown Weapons 

These weapons represent daggers, darts, and javelins. These weapons must be at least 2” in length, but 

larger thrown weapons such as javelins are allowed if the staff deems them safe. Larger thrown weapons 

may be weighted with birdseed, but at least 5/8” of foam must be between the birdseed and the surface. 

Thrown Weapon Lengths 

Size Minimum” Maximum” 

Dagger 4” 12” 
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Dart 2” 12” 

Javelin 8” 36” 

 

2 - Create the Core  
Next you must create the weapon core. For thrown weapons you skip this step. Your core materials 

depend on the length of the weapon, which you determined in step one. The weapon core will need to be 

4” shorter than the overall length of the weapon. Each end must be capped with a coin or strapping tape 

so there is no hole at the end. Each pipe insulation overlap will need to be 1” and the foam thrusting tip 

must be 2” in length. The core materials we allow are described below. 

 

1/2” PVC 

This common core can be used for one handed weapons and is used with aluminum to make two handed 

weapons. You will want to find schedule 20 PVC pipe with a thin wall. There are schedule 40 pipes with 

thicker walls that are too heavy to make good weapons. This core can also be bent into bows by applying 

very hot water, or softening it if you are good with the heat of a stove or gas burner. 

 

3/4” PVC 

This type of core is similar to the 1/2” PVC above, just a wider diameter.  It is good for making two handed 

weapons, but will be too heavy for single handed ones.  

 

Aluminum 

This material has no give, so it cannot be used for one handed weapons. The purpose of aluminum is to 

give two handed weapons less whip. Two handed weapons use a 7/8” galvanized aluminum and 1/2” 

PVC core. The cores should be picked so the PVC fits snugly into the aluminum. They should overlap 

about three inches and be secured together with a flexible adhesive like Plumber’s Goop or with a good 

amount of strapping tape wrapped around the seam. I would suggest both the adhesive and a small 

amount of strapping tape. Suggested lengths for long weapons are as follows. 

 

72” weapons should have 48” of aluminum and 23” of PVC. With 3” of overlap you have a core that is 68” 

long. This leaves you room for the required 1” overlap of pipe foam on each end and a 2” thrusting tip. 

 

64” weapons are a little shorter, so you can use a little more PVC. You should use 36” of aluminum and 

27” of PVC. With 3” of overlap this gives you a core that is 60” long. This leaves you room for the required 

1” overlap of pipe foam on each end and a 2” thrusting tip. 

 

A staff should have aluminum in the middle of the weapon with PVC on either side where the striking 

ends are. You will have to cut the core a full 6” shorter to give room for 1” of overlap and 2” of thrusting tip 

on both sides. The staff should use the ratio of half its length as aluminum in the middle and one fourth as 

CPVC on each side. Two handed weapons of different lengths should use similar ratios so they are not 

too whippy but have give at the striking end. 

 

.505 Ultralight 

The core this refers to is actually called spiral wound fiberglass tubing and can be purchased from a 

company called Goodwinds (www.goodwinds.com). Intended to be used as a kite pole, the core is light, 

durable, and has give. One handed weapons use the .505 diameter pole, part number 007018.  You can 

also purchase part number 007019, which is 64” long and can be used to make two short weapons, or 

part number 007221, which is 75” long and can be used to make one long and one short weapon. 

 

http://www.goodwinds.com/
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.745 Ultralight 
This core is a thicker version of the spiral wound fiberglass tubing that is purchased from the company 

called Goodwinds (www.goodwinds.com), part number 007040. It is almost twice as expensive as .505, 

but it is needed if you intend to make ultralight two handed weapons. Since this tubing is only 64” long, to 

make pole-arm length weapons of 72” you will need to add four inches of foam to the “head” of the 

weapon to get to the maximum length. Ultralight two handed weapons require extra padding on one side 

of blade consisting of 1” of open cell foam or an extra layer of 5/8” pipe foam. 

 

Because ultralight weapons are so light, we are especially careful to insure that those using these 

weapons roleplay their swings properly. Though we allow the use of these cores, this is considered a 

privilege and players who perpetually swing from the wrist and machine gun will lose this privilege. 

Roleplay your swings. 

 

3 - Pad the Striking Area 

Next you will have to add the padding to the striking surface of the weapon. The padding should be a 

minimum of 5/8” thick pipe insulation. Weapon foam can be found through McMaster-Carr at 732-329-

3200 or online at www.mcmastercarr.com. Search for polyethylene pipe insulation. The product numbers 

for un-slit foam that fits various cores are below: 

 

Ultralight.505 core 

Part #4530K161 

 

Ultralight .745 core, 1/2” PVC 

Part #4530K163 

 

3/4” PVC and 7/8” Aluminum 

Part #4530K165 

 

The pipe foam should fit snugly over the pipe without rattling. If the foam is too big, you may add a strip of 

weather insulation to the core or use strapping tape to pad out the core at three or four points. We prefer 

to use weapons with a diameter of around 2”, but we allow a wedge to be removed from the pipe foam to 

be so long as the diameter of the weapon is no less than 1 and 3/4”. We reserve the right to restrict such 

weapons if this proves to be problematic. 

 

The pipe insulation must extend past the end of every core by at least 1” and the resulting hole must be 

filled with a rolled up bit of pipe insulation. Use strapping tape to hold in the filler. 

 

Once the basic padding is added, you may add extra padding to two handed weapons using another 

layer of pipe insulation cut in half to fit over the foam. You may also use a narrow strip of open cell foam. 

Weapon heads are also made from open cell foam. Attach the extra padding with strapping tape to 

prepare it for the final layer of duct or kite tape. 

 

It is suggested that two handed weapons, particularly staves, cover the grip area or at least most of the 

grip area with a thin walled pipe insulation to protect against accidental contact with the grip. This is not 

required unless a player is reported to hit opponents frequently with the grip of the weapon. 

 

4 - Add Cross Guards 

Cross guards and hand guards may be added to blades using pipe insulation or similar materials. All 

http://www.goodwinds.com/
http://www.mcmastercarr.com/
http://www.mcmastercarr.com/
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guards must have give and be deemed safe by the staff. We discourage cross guards on other types of 

weapons, but if the player can show us an example of a medieval weapon with a similar feature we might 

consider it if the cross guard is deemed safe. Other weapons may have a small hand guard if it only 

protects that hand. 

 

5 - Add the Pommel 
If the weapon is a blade it will need a pommel. Pipe insulation must extend past both ends of the core by 

at least 1” and the resulting hole must be filled with a rolled up bit of pipe insulation. Use strapping tape to 

hold in the filler. 

 

6 - Add a Thrusting Tip 

The tip of the striking surface must have a thrusting tip. This tip is 2” of open cell foam. Longer thrusting 

tips tend to bend. Cut the foam to cover the tip. Once the tip is in place, use duct tape or kite tape to 

cover the tip. Take a length of tape and place it so it goes across the end of the tip and down both sides, 

attaching the tip to the weapon. If the tip is round, use a razor to cut the corners so the tape conforms to 

the tip. Now add another piece of tape so it goes across the end and down the exposed sides of the foam 

tip. Use a razor to cut the corners so the tape overlaps slightly and conforms to the tip. Finally, poke many 

tiny holes all over the tip so the air can escape and the tip can contract and expand freely. 

 

If the weapon uses other open cell foam, you might find that when the foam compresses that the tape 

wrinkles as it sticks to itself. You can prevent this by covering the open cell foam with plastic wrap used 

for food storage before taping over the foam. 

 

7 - Cover with Tape 

You may now cover the entire weapon with duct tape. Kite tape or a nylon sleeve is also allowed. The 

tape should run down the length of the weapon and have a slight overlap. It should not be wrapped in a 

spiral around the blade. Even duct tape varies in weight and thickness, so you should look for a thinner, 

light tape. The majority of the weapon should be black or gray where there is metal, and black or brown 

where there is wood. Bright colors are not allowed as the primary color of the weapon, though 

decorations are allowed.  Fabric sleeves should fit snugly to the foam and be secured at the base of the 

blade. 

 

Packets 

Packets are small bean bags that are thrown to represent magical attacks or special powers. They should 

be made of stretchable fabric and filled with birdseed. You should use only small bird seed with no larger 

or sharper seeds. A square of fabric is pulled around the birdseed and its corners are gathered together 

to form a “tail” and closed up with strapping tape. You may also sew a packet shut. Sealing the packet 

with rubber bands or other types of tape will be allowed on a case by case basis, and the packet should 

have give in any case. Packets with any other material inside will not be allowed. 

 

The head of the packet should be between 1 and 1.5 inches in diameter, and the tail behind the tape 

should not be longer than 3 inches. The fabric must be stretchable and cannot be pulled so tight that it no 

longer has give. You should be able to squeeze the center of the packet and almost touch your fingers 

together. 
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Firearms 

To represent firearms, Shadows of Amun uses soft foam dart guns, such those made by Nerf and Buzz 

Bee. All firearms props must fire entirely soft ammunition. Any weapon that holds more than two rounds of 

ammunition is considered a lower-caliber gun and does one point less base damage (3 for pistols, 4 for 

rifles.) Low-caliber guns may still use skills, tagged ammunition, and other means to increase their 

damage. 

 

When purchasing weapon props made to fire multiple shots rapidly, keep in mind that you are not allowed 

to make attacks faster than you can call the damage for them. Shadows of Amun simulates rapid weapon 

fire with game skills that do “Double” or “Triple” effects, not by use of rapid fire props. 

 

Rifles, regardless of the weight or balance of the prop, must be held in two hands to be fired. You cannot 

wield another weapon prop while holding a rifle. 

 

Bullets are treated as packets for determining whether they have hit a target; so, a bullet that strikes a 

shield or weapon will affect the person carrying the item. Bullets are also affected by the “Costume” rule 

of etiquette, where a ranged attack that passes the body of a target but happens to clip a garment such 

as a cloak or trenchcoat on the way by does not hit. Players may call “Costume” to indicate the attack has 

missed; the “Costume” rule is covered in more detail in the Core Rules. 

 

If your weapon jams in a way that the bullet does not actually leave the gun, you do not need to expend 

the attributes or marksmanship for the shot. Similarly, if the weapon misfires such that there was no way 

your shot would hit, regardless of how good your aim was (dribbles out of the end of the barrel, for 

instance) attributes/ marksmanship are not wasted. This is a judgement call on the part of the player who 

attempted to fire the weapon. 

 

Because a gun prop is not a legal parrying device, if your gun is struck, you must either take the effect or 

drop the weapon. However, players are not encouraged to strike gun props, as they could be damaged. A 

hit to the limb(s) holding the weapon counts as a hit to the weapon for purposes of landing such effects as 

Disarm or Destroy on a firearm. 

 

Accelerant Core Rules 

Welcome 

You are preparing to enter a game world using the Accelerant system. The system is designed to be 

simple in concept and execution, yet have a rich and varied set of skills and abilities with which to develop 

characters and stories. To do this we have created a set of Core Rules that defines all of the effects of the 

game and presents them to you within the first chapter of the rule book. All skills and special abilities refer 

back to these Core Rules, so once you have learned the Core Rules you know how to react to effects 

from any Accelerant game, even though the skills or abilities that allow a character to use those effects 

may be very different. 

 

Rules of Etiquette 
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In an activity as fluid and full of unexpected circumstances as live action games, it is important that each 

player attempt to follow the spirit as well as the letter of the rules. Although we have tried to create a set 

of rules that is as cut and dry as possible, there are certain rules that are difficult or impossible to quantify 

that are necessary to promote atmosphere or safety. These rules are marked as Rules of Etiquette. 

These rules are difficult or impossible to quantify. We know this, and if players abuse them or become 

less than graceful when using them the game will suffer. We trust the player to follow the intent of the 

rules, and to be particularly careful to be graceful when dealing with Rules of Etiquette. 

 

Rule of Etiquette 

The first rule of etiquette is that abusive language or actions are not tolerated, whether they are in game 

or not. Language or actions that are derogatory or that are deemed to be harassment are not allowed. 

References to explicit sexual behavior or concepts, particularly violent ones, are not allowed. In game 

threats should be worded so they are clearly in game. 

 

Game Actions 

The system is designed to keep the game running as smoothly and fluidly as possible. The game takes 

place in a site full of props, buildings, and other players. The rules define how you interact with the 

environment and other players. The game has removed actions and effects players cannot actually 

perform from the gameplay. There are no creatures stepping through solid walls, no flying creatures, and 

no activities that cannot be played without interrupting the flow of the game. Characters that step into rifts 

and turn to spirit, or characters that die and rise as spirits are still visible as they walk off. You cannot 

attempt actions such as chopping up bodies or breaking down doors that cannot be performed for 

logistical or safety reasons. 

 

Always In Game 

Players stay in game and in character from the start of the event to its end. There is no "out of game" 

except during emergencies. There are no out of game indicators such as white headbands, and no 

people should be wandering about unless they are there in the actual game. The idea is to keep the 

game flowing so players can stay in character and be immersed in the story. If you have a question, 

attempt to word it and ask it in game. If you feel you must leave game, walk to the edge of the game area 

in character and leave the game for a time. You should never interrupt the flow of the game. 

 

The system is also designed to minimize the times where you cannot act on what you see, hear and feel. 

You are always in game, even if your character is unconscious, dead, or affected by a game condition 

that incapacitates you. Your spirit still remains with you, and it can experience the game world around 

you. You do not need to pretend you did not experience the game even under these conditions. If your 

eyes are closed then you might not see what is going on, but you will remember everything you hear, 

smell, and feel. Your character also will realize this and knows that sometimes dead men do tell tales. 

 

There is no information that is out of game. If you don’t want other players to know something in game, 

don’t talk about it out of game. Keep your in game secrets to yourself, and if you talk out of game about 

something other players can decide they learned that information in game if they feel that the 

conversation unfairly inflicts knowledge upon them they did not want to know. If you want in game 
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secrets, keep out of game secrets. 

 

The only caveat is that sometimes players experienced with a game play different characters altogether. 

Perhaps you have lost a previous character to death and are playing a new character. Perhaps, as a 

change of pace, you are participating as a non-player character or you are playing a plot character for a 

time. If you play a different character, creature, or plot role within the same game world we ask you do not 

transfer anything you learn to other characters. 

 

To keep the game flowing as smoothly as possible, we have defined the following ways to deal with 

problems and interruptions. 

 

Caution 

This phrase indicates some condition that may threaten the health of a player. A caution should never last 

more than 10 seconds. It indicates that those people who are close to or involved in that problem should 

pause so someone can get clear, get up, or move away from a threat. Only those people nearby need 

pause until the problem resolves. Everyone involved in a caution is still responsible to the game, and 

should still be cautious of in game threats. They may move away from the Caution or pause until the 

person has dealt with the problem. 

 

Clarification 

This phrase works like Caution, but it indicates that someone needs a quick explanation of what 

happened. People directly involved pause for up to three seconds while someone repeats a verbal or 

quickly indicates a condition or result of something. This should be used infrequently, if ever. It is present 

for new players who may be overwhelmed and confused during their first game or two. 

 

Let Me Clarify 

This phrase, which can only be used by plot approved non-player characters, indicates that any 

encounter information that follows should be considered true. There are times when your character may 

not trust another character. This phrase indicates that the information that the character, trustworthy or 

not, will impart is important and true information about how some specific encounter works. This phrase 

cannot be used unless the player has plot approval for that specific encounter, and the information 

imparted must be a clarification of some specific game effect or encounter. 

 

Emergency 

This phrase should come up rarely. This means that there is some medical emergency that needs 

attention. The game play stops, and everyone who hears the emergency should drop to a knee to 

indicate that a real problem exists. Emergency should only be called is there is a real problem and 

someone could be hurt. 

 



99 

Safety Restrictions 

There are a number of basic safety restrictions in the Accelerant system to ensure the safety, comfort, 

and enjoyment of all. 

 

No Physical Contact 

You have no reason to touch another player in the Accelerant system. Physical contact is not allowed. 

You may contact another player with a boffer weapon in a legal attack area and you may contact another 

player by touching a packet to their arm or shoulder to deliver a "touch cast" effect. Violators will be asked 

to leave the game. 

 

Searching a Character 

Because the game does not allow physical contact, you may not physically search someone else. Instead 

you approach within searching distance and tell them in a low voice "I am searching you." The player may 

simply reveal items you have found. The player may make a pouch available for you to reach into and 

take items. The player may request that you describe your search. In this case, you must take the time to 

tell the player where on his or her person you are looking for items. Items cannot be hidden in places 

people might find rude or inappropriate. An item must actually be hidden where you say it is. You cannot 

have an item in your pocket, for example, and claim it was tucked in your boot. It must be hidden there. If 

someone searches a general area you may request them to be more specific by stating "Describe that 

search." If you have an item concealed in the sole of your boot and someone says "I search your boot" 

you may ask them to "Describe that search" before giving it up. Players should not demand unreasonable 

searches with too much detail - a search should take no more than a minute. 

 

Carrying a Character 

Because the game does not allow physical contact, you may not physically carry or drag another person. 

Instead you simple tell the person you are picking them up and role play carrying them along. They must 

get up and walk with you while you pretend to hold their shoulders. You cannot move faster than a walk 

while carrying someone else. If you are unable to move while being carried you walk with your head 

bowed and arms at your sides. 

 

If you are carrying a character and that character is struck by an effect from a melee, missile, or packet 

attack that is not beneficial, you will also take that effect unless you "drop" the character immediately. If 

you are being carried and someone "drops" you then you role play falling to the ground. If you are being 

carried, you must role play an effect with a moan or grunt even if you are paralyzed or dead to indicate 

you have been struck. If you are carrying someone who role plays an effect, and you do not know what 

the effect was, you must drop them. You may pick up a body after dropping it as soon as that body stops 

moving. 

 

Rule of Etiquette 

Whenever you are required to role play an effect you must always do so in a safe manner. If you must 
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adjust your role play or position slightly to make the game safer for you or another player we ask you to 

do so. You should take care before moving in crowded areas even if you must play out the effect in a 

slightly different manner. You are encouraged to take the extra step or two when playing out an effect if it 

removes you from an area that is detrimental to your health such as a puddle or an area with too many 

other players. 

 

No Alcohol or Drugs 

You cannot consume alcohol or drugs on the premises of the game unless the drugs are for medical use 

and approved by the staff. You cannot be under the influence of these while on the premises of the game. 

Violators will be asked to leave the game. 

 

Rules Restrictions 

As you play the game and wander around the world, there is a lot you can do to affect the game 

environment around you. Conversely, there are lots of effects that can change how you play the game, for 

both good and bad. Other characters may attempt to inflict unpleasant fates upon you, and you might 

attempt to do the same to them. 

 

There are three restrictions on your activities. 

 

The first is an environmental restriction. When you come across props that represent certain 

environments, such as tarp walls representing solid walls, you must play as if that condition was real. You 

cannot move tarp walls, you cannot walk across black pits, and you cannot enter areas marked out of 

game. 

 

The second is an effect restriction. If an effect has been inflicted upon you, you must abide by the 

restriction of that effect until it is removed. If you have a Slow effect you cannot run. If you have the Maim 

effect you cannot use the maimed limb. Effects can be inflicted upon you in a variety of ways. 

 

The third is a skill restriction. If there is a skill that specifically allows you to manipulate a prop or perform 

some action, you cannot attempt to perform that action or manipulate that prop unless you have that skill. 

You cannot pick up weapons and try to fight unless you have the skill to do so. You cannot manipulate 

traps unless you have the skill to do, although you can attempt to avoid them. 

 

Prop Restrictions 

You are not allowed to bring to an event any prop that resembles or could be mistaken for common or 

unique game items provided by plot without the express permission of the game staff. You cannot attempt 

to duplicate or forge game money, item props, tags, or logistical documents such as character or monster 

cards. Any attempt to use in game means to create fakes of any items must be approved by the plot 

committee. 

 

You are not allowed to break, destroy, or take apart any prop. If a prop is attached to a wall by a chain, for 

example, you cannot attempt to break or detach that chain in any way. The Destroy effect does not 
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change the basic structure of a prop; it just makes the item unusable for any game related purpose. 

 

Most props have no in game worth. Costuming, jewelry, weapons, and area props cannot be moved from 

the area they are placed in except by the owner. These props provide no in game benefit and disallowing 

their removal ensures these props are not broken or lost. Props may be handled but must be put back 

where they are found unless they have a sticker. 

 

Small circular stickers indicate special rules about handling an item. If an item has a red circle, it cannot 

be moved at all. It cannot be picked up or touched. It will not move. If an item has a yellow or green 

sticker, it seems to be valuable. A small, yellow, circular sticker means the prop may be taken but it must 

be turned in at checkout. A small green circular sticker means you can take the prop and hold on to it. 

Special items may also have a red sticker with a rune or number on it. These stickers indicate that 

characters may not pick up or touch the item unless they have a skill or ability that allows them to 

manipulate objects marked by that symbol or number. 

 

Items may also be marked by attaching a short green, yellow, or red ribbon to indicate the item's in game 

status. These ribbons replace the sticker and have the same meaning. A ribbon can be used to mark 

small items that don't have room for a sticker, such as rings, or on items where plot feels that a ribbon 

would look better or be more evident to the players. This ribbon may have codes or markings on it in the 

same manner that stickers can have markings for players with specific skills to recognize. 

 

Some game effects will enhance an object such as a weapon or a piece of armor. When an item has 

been enhanced by a game effect, an effect sticker will be placed upon it so long as the enhancement is in 

place. Items with effect stickers are treated as though they were yellow sticker items. If you have an effect 

sticker upon your weapon, that prop can be stolen from you. You should bring back up props if you want 

to use item enhancements. 

 

Game Environment 

Games take place at a site, usually a campground. This site defines the boundaries of the game. During 

game play, a player may attempt to enter any area within the game boundaries unless the area is marked 

with a yellow information sign. Areas marked with information signs are either special areas with 

additional rules described by the sign or they are out of game and impassable. 

 

Out of Game Areas 

Areas that are out of game are marked by the yellow or hazard orange signs with text marking it Out of 

Game. You may not enter these areas. The text of the sign indicates why, in game, this area cannot be 

entered. Some areas might be described as collapsed and ruined piles of rubble that have no real interior. 

Other areas might be marked as impassable swamp. 

 

Special Areas 

Areas with special restrictions or rules will be marked by the yellow or hazard orange signs with game 

information printed on it. This sign will have game information written upon it that will describe the 

circumstances that make the area special. 
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Gates 

Portals ringed with strings of decorative light are magical portals. These portals lead to other places. 

Some lead to other places in this world, some lead to places beyond this world. If a portal is ringed with 

lights and they are not lit then you cannot go through that portal. 

 

The areas beyond gates are often marked with yellow information signs, so you should always look 

around after going through a gate. Gates have a disorienting effect to compensate for the time it takes to 

spot and read a yellow sign. 

 

White gates are open portals. If the lights are on, anyone may step through the gate. White gates will 

always appear in ruined areas. 

 

Colored gates are special. Only special staff characters that control the gate may bring you through a 

gate with colored lights. If there is no guide you cannot enter the gate. Some colored gates are free 

standing, with no actual area on the other side. If you enter such a gate at the request of a staff character 

then you will become a spirit. You will not be affected by any attacks and you must reply "Spirit" to any 

attack that strikes you. You cannot use any game skills or converse with any one else. You are visible to 

others, but you cannot converse with them and you can only enter an area indicated by the spirit guide 

who leads you. You must follow the spirit guide until you exit through another gate and your guide 

indicates you have assumed your normal form. 

 

Turn Back Markers 

Some games have locations in a game site are normally accessible to players, but are sometimes closed 

for specific encounters or modules. While this is usually handled with yellow information signs, it is often 

difficult to spot and read information signs without entering the encounter area to read them, especially at 

night. To make this easier, areas can be marked with circular information signs (rather than the usual 

octagonal signs) and at night these signs are lit with circular rings created with looped glow bracelets. If 

you spot these Turn Back Markers hanging in the area, it means that the area is inaccessible and you 

should stay away unless you are led to the area by a spirit, a scout, or a similar guide. 

 

It is often left to the player to explain why they cannot proceed when they spot Turn Back Markers. One 

common reason is that the area ahead is impassable swamp. Another is that a mist has risen and players 

cannot find their way through the area. Sometimes players simply state that the area ahead looks 

uninteresting and turn back. It is left to you and your companions to come up with a plausible reason that 

you cannot proceed when you spot a Turn Back Marker. 

 

Combat 

During the course of the game, you can be the subject of a wide variety of attacks. Each attack will 

attempt to inflict an effect upon you. Some effects can benefit you, and some will deliver unpleasant 

effects upon you. Each attack has a verbal that describes what the attack does and a delivery that 

determines how the attack is used against the target. 
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Verbals 

A verbal is a short phrase that is called out when an ability is used to explain the effect of that attack. 

Each verbal can have an effect and a trait for that attack. The trait indicates the flavor of the attack so you 

may role play the effects and perhaps use a defense to negate the attack if it strikes you. The effect 

indicates what the attack does to you. 

 

A verbal is an out of game phrase. You must call your verbal even if you are affected by Silence. If you 

hear the beginning of a verbal you must listen to the phrase and play out the effect. 

 

Verbals for melee attacks are called out as you swing your weapon. Verbals for missile and packet 

attacks are called out before you release the projectile from your hand. You call out a phrase that takes 

the form of [Effect] by [Trait]. For example, a poison that freezes you in place would use the verbal 

"Paralyze by Poison" and a bolt of fire that causes 5 points of damage would use "5 Damage by Fire" as 

the verbal. 

 

If you hear a verbal, your character knows what happened. The verbal not only tells you the effect out of 

game, but it represents the sight, sound and feel of the attack in game. You never have to play it dumb. 

The verbal "4 Damage by Fire" might represent a roar of flame. The verbal "Maim by Lightning" might 

represent a flash of light. The verbal "Paralyze by Fear" might represent the hairs rising on the back of 

your neck. However you imagine it, the verbal tells you what happened both in and out of game. 

 

Verbals should not be confused with incantations. Incantations are magical words that are used to cast a 

spell. These are in game magical phrases that are required for all but the most powerful mages to cast 

magic. Spells usually have incantations, but they also end with a verbal. Remember that there are two 

rules that apply to all called attacks. 

 

• You must finish the verbal for a called attack before launching a packet or missile attack. You call out 

the verbal as you swing a melee attack. If there is an incantation, which is an in game phrase associated 

with an attack, then that must be clearly spoken before the verbal. This is true for melee, missile and 

packet attacks. 

 

• All called hits must be acknowledged with role play. Many skills are consumed only if the recipient calls 

out a defense or role-plays the effects of the attack. If you don't role play the effect, the attacker may 

assume that you were not struck and the skill not used. 

 

Traits 

A trait is a label that is given to a character, an attack, a defense, or an item. Traits help describe the 

flavor of game effects and define how abilities interact with each other. There are four types of traits. A 

character trait is any trait that is somehow given to a character. An attack trait is added to an attack verbal 

and defines the flavor of that attack. A defense trait is added to a defense call. An item trait is added to a 

tagged item and gives that trait to anyone carrying that item. 

 

An attack trait tells you which defenses can be used against that attack. A character or item trait can be 

used to determine if certain effects worked against you. If you had the “Undead” trait, for example, then 



104 

an attack that caused "5 Damage to Undead" would be effective against you. A defense trait is generally 

used for flavor, but it is possible to have skills or abilities that can be used only if a defense with an 

appropriate trait is used. 

 

A character's race is always considered a trait. Characters with no explicit race have the Human trait. If 

you have a sub-race then both your sub-race and your general race will be considered to be traits. So a 

Wood Elf has the Elf trait as well as the Wood Elf trait. 

 

Deliveries 

Each ability must be delivered to its target in some way. These deliveries are the physical action needed 

to determine whether an ability has been successfully used on an opponent. 

 

There are several different ways to deliver game effects, but there are three basic attack deliveries that 

are used most often in combat. Melee attacks are delivered with a successful strike with a hand held 

weapon. Packet attacks are delivered by throwing a bean bag like projectile and striking an opponent. 

Missile attacks are delivered by throwing a special foam throwing weapon or by aiming a bow and then 

throwing an arrow prop marked with ribbons at an opponent and striking that opponent with the projectile. 

 

It is always up to the defender to make the final decision whether an ability has struck or affected them, 

and thus whether the ability has been delivered. It is important that players do not abuse this honor 

system. If a player does not count legal hits, the game breaks down. Individuals that are reported for not 

counting hits will be reviewed and if necessary asked to leave the game. 

 

Melee Attacks 

Melee attacks require special hand held padded weapons to deliver an attack. Melee weapons cannot be 

thrown. You must have both hands on a two handed weapon in order to use it in combat unless some 

game ability specifically states otherwise. These padded weapons have a strict set of creation rules and 

must pass a safety inspection at each and every event where you intend to use them. 

 

To add to the atmosphere of role playing, we expect our players to role play in combat. Although we allow 

light weapons for safety and comfort, we ask that players keep the pace of their swings in line with what a 

heavier weapon might require. Melee swings that are entirely generated by snapping or rotating the wrist 

or forearm are discouraged. Although you are expected to role play full weapon swings where the 

weapon moves at least 45 degrees, the actual contact cannot be too hard. A tap from a weapon is 

sufficient to deliver an attack. Melee attacks that are blocked by another weapon or shield wielded by a 

character with the appropriate skill to do so are not counted. Attacks to the head, the hands, or the groin 

are illegal and are not counted. 

 

Any strike that has no verbal causes 1 point of damage. These are known as "uncalled strikes" because 

they have no verbal. Uncalled strikes will cause someone to fall unconscious if they remove all Vitality, 

but the victim will remain stable. A character taken down by called strikes will fall unconscious and be 

unstable as well. 

 

If you are unskilled with a melee weapon you cannot make attacks with that weapon. If someone strikes 

that weapon or you try to parry with that weapon, you must either take the blow or the weapon is ripped 
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from your hand. If you do not take the blow, you must drop the weapon as if you had been affected by the 

Disarm effect. 

 

You may hold only one weapon or shield in your hand during combat. If you are holding more than one 

item in a hand, and a melee attack strikes one of those items, then you will take the blow or be disarmed 

of both items as if you were unskilled in their use. 

 

Many skills work only on limb hits. A limb hit is a strike to the arm or leg. A torso hit includes the chest 

from the belt up to the top of the chest. Any hit to the leg or buttock is a leg hit. Any hit to the arm or to the 

outer shoulder is an arm hit. Hits that come down on the shoulder or that come down between the 

shoulder and the neck are also arm hits. Neck hits are illegal. 

 

The Flurry Rule 

A flurry is a series of melee swings delivered at an enemy in combat with little or no pause. You can make 

no more than three consecutive attacks against each a particular enemy where your weapon contacts an 

opponent or their weapons, including their shield, before you must reset. To reset your flurry you must 

step out of weapon range between you and your opponent and stop all attacks on your previous target for 

at least a second. 

 

Players pursuing enemies need not interrupt pursuit by stepping back to reset their Flurry. The pursuer 

needs only to pause for a second while at a distance just within their maximum weapon range. 

 

That's all you need to remember, everything else are clarifications and answers for specific questions. 

 

• Blocked swings that contact a weapon or shield and successful hits that contact the body are counted 

as flurry swings. Feints and swings that do not make contact against weapons, shield, or body do not 

count as a flurry swing. You must reset your flurry after you have made three swings with contact before 

resuming attacks on that opponent. 

 

• An opponent can't try to prevent you from resetting your flurry by advancing. If you have retreated in an 

attempt to get out of weapon range but your opponent's advance has prevented you from doing so then 

you may reset your flurry after a full second pause. 

 

• Incidental weapon contact and aggressively engaging an opponent's weapon with beat attacks or 

offensive parries can make flurry determination confusing. We realize it is difficult to determine if these 

types of weapon maneuvers count as a strike in a flurry. As a Rule of Etiquette, if both your elbow and the 

weapon tip move forward and contact an opponent's weapon then count that as one of your flurry strikes 

even if it was not your intention to launch an attack. This might mean that both combatants use up a 

Flurry swing during incidental weapon contact. 

 

The Proximity Rule 

You must maintain a safe distance from any active opponent. If you can reach out and touch the torso of 

an opponent with your hand then you are too close and you must back away. If there is a significant 

difference in the reach of two opponents, the opponent with the shorter reach may approach close 

enough so that they can strike their opponent with their weapon so long as they cannot touch the torso of 

the opponent. 

 

Claws and Natural Weaponry 

Some characters have the ability to use claws or natural weaponry instead of, or in addition to, weapons. 
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These weapon props are red, though some plot creatures may have props that are constructed to appear 

to be part of that creature. 

 

Claws are considered to be melee weapons and can be used to block melee attacks. Claws are not 

affected by Disarm. Destroy effects delivered to such weaponry will cause a Maim effect to the limb using 

the weapon. 

 

Claws and natural weaponry are not bladed weapons, and cannot be used with skills or effects that 

require bladed weapons. If you are holding a claw that is struck by a melee or missile attack, and you 

cannot legally block with the claw due to some game effect, you will be affected by the attack since you 

cannot drop the claw in response to the strike. 

 

Missile Attacks 

Missile attacks use special thrown weapons, projectile weapons such as bows and crossbows, and 

streamer packets that represent arrows and bolts. If a weapon is designed as a thrown weapon or 

projectile, it cannot be used in melee combat. You may only throw one thrown weapon at a time, although 

you may fire a projectile weapon such as a crossbow from each hand if you are skilled in using that 

weapon in both hands. 

 

Like melee attacks, any missile attack that has no verbal causes 1 point of damage. Missile attacks with 

no verbal are "uncalled strikes" and cause someone to fall unconscious but stable when they reduce 

Vitality to zero. Missile weapons that use called damage effects cause enemies to become unstable when 

they fall unconscious just like called melee attacks. 

 

Packet Attacks 

A packet is a small bean bag filled with bird seed that represents some sort of mystical, psychic, or 

supernatural ranged attack form. Packets have strict construction guidelines. You call a verbal and throw 

a packet at a target to deliver the attack. If the packet hits the target, or any direct possession of the 

target, then the effect is delivered to the target. You cannot throw packets too hard. If you are winding up 

to throw the packet then you are throwing too hard. 

 

Packets are not solid objects and cannot be affected by Disarm or Destroy, but they are a visible, in game 

effect. If someone is carrying packets and you see the packets, you can assume they have some sort of 

aura that makes you realize they are capable of something special. Because of this, you cannot carry or 

throw packets unless you have the power to use them for something. 

 

If a packet clearly strikes a target and they do not acknowledge the hit with role play or by negating it with 

a defense, the attributes or their equivalent are not exhausted. If the packet misses, or you cannot tell 

whether the packet hit, then attributes or resources are exhausted normally. 

 

To deliver a packet attack, the arm that is delivering the packet must be free and the hand empty except 

for the packet itself. A free arm cannot have props tucked under it or tied to it other than armor. You 

cannot deliver packet attacks if you cannot use game skills, or if the arm is affected by something that 

prevents its use such as a Maim effect or shackles. Some packet based skills have additional 

requirements as well. 

 

Packet attacks cannot be used while you are being hit. Successful melee attacks interrupt your ability to 
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throw packet attacks, forcing you to wait for one full second before attempting to throw again. It is 

impossible to get off packet attacks during the Flurry pause. Missile and packet attacks will also interrupt 

your verbal if they land while you are speaking it, but you may begin a new verbal immediately and do not 

have to wait for one second in these cases. An interrupted ability is not used up and attributes or their 

equivalent are not wasted, but you must begin the verbal again. Some creatures may have the ability to 

use packet attacks even while they are being hit. They will indicate this by saying "Focused" before the 

packet verbal when they make the attack. 

 

Rule of Etiquette 

In order to encourage the use of good costuming and add a little more realism, we have the Costume 

Rule. If a packet attack clearly misses a target and passes by the body, yet that packet hits a cloak or 

costuming piece after it has gone past, the defender can call out "costume." This rule cannot be used if 

the costuming is in front of the defender or if the packet has not already passed the body. The rule is in 

place to encourage cloaks, back banners, and some directed character costuming such as wings without 

adding an unacceptable disadvantage to the character in combat. 

 

Special Attacks 

Special attacks are delivered in unusual ways rather than using the regular melee, missile, and packet 

combat system. They represent large scale effect and atmospheric conditions. Special attacks always 

begin with the person or area that the attack affects and that is followed by a verbal. If you have a 

defense that works against the verbal of a special attack you can use it to negate that attack. Once the 

verbal of these attacks has begun the effect is already delivered. You cannot, for example, retroactively 

turn to a spirit during the verbal to negate it. The individual types are detailed below. 

 

Affliction 

Someone delivers an effect to your immobile or unconscious form by touching a weapon or packet to your 

torso and stating "Affliction One, Affliction Two, Affliction Three" clearly and slowly followed by a verbal. 

This works like a Death Strike and can be interrupted in the same manner as a Death Strike. The verbal 

may be a standard effect, or it may deliver an Inflict effect in which case the player will give you an effect 

card. 

 

Gaze 

Someone who has met your gaze for a full three seconds calls out or whispers "By My Gaze" followed by 

a verbal. A vampire might whisper "By My Gaze, Paralyze by Will." Other creatures might cause fear or 

other effects. 

 

Gesture 

Someone points at you with a hand or a weapon and calls out “By My Gesture” followed by a verbal. If the 

effect has a duration that is not instantaneous, then instead of the normal duration, the effect lasts so long 

as they point at you. 

 

Name 

Someone calls out "By Your Name," states your name, part of your name, or some pseudonym that you 

have used and calls out a verbal. The attack is delivered to you if you recognize that name as a name you 

have used or a name that person might use to refer to you. Basically if you know they are talking about 

you then you take the effect. 
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Room 

Someone calls out "In This Room" and an effect and everyone in that room will be affected by it. 

Doorways and gates act as room dividers. This delivery is commonly used for traps and performances. 

The attack only works in an enclosed room with normal doorways and corridors leaving it. The attack will 

affect you if any part of you is within the room when the verbal is called. 

 

Voice 

Someone calls out "By My Voice" and an effect and everyone who hears it will be affected by it. You 

cannot defend against Voice attacks by intentionally obscuring the sound of the verbal with loud noise or 

by plugging your ears. 

 

Vitality 

Vitality is a count of how much damage you can take before you collapse. As you take damage, your 

Vitality points are exhausted. These points can never drop below zero. Healing refreshes Vitality, and 

these points are also refreshed at the beginning of each event. If your Vitality ever reaches zero you will 

collapse and become unconscious. Unconscious characters that are taken down by uncalled melee or 

missile hits are stable. Characters taken down by any other kind of damage, from called melee or missile 

hits, from firearms, from traps, from packets, or from anything with a verbal become unstable. 

 

If you fall unconscious but you are stable, you will remain unconscious for five minutes. After that time 

you will wake up with 1 point of Vitality. If someone hits you with an attack for called damage while you 

are unconscious and stable you will become unstable and begin your 1 minute count. Other effects can 

be inflicted upon you while you are unconscious and stable and those effects will still be active when you 

wake up. If healing raises your Vitality above 0 then you will become conscious. A death strike 

successfully delivered to your torso will kill you. 

 

If you are unconscious and you are unstable you are dying from blood loss and shock. You will linger for 

one minute before dying. A Stabilize effect will change your condition to stable and you will begin your 5 

minute count. Other effects can be inflicted upon you while you are unstable and those effects will still be 

active if you wake up. If healing raises your Vitality above 0 then you will become conscious. A death 

strike successfully delivered to your torso will kill you. If someone begins to use First Aid on you, your 

count will be suspended until they stop the First Aid. If they call Stabilize you become stable and start 

your five minute count. If they do not finish the First Aid, your one minute death count will continue where 

it was before they started using the skill. 

 

When you die, all active effects on your person end unless an Imbue or Inflict effect specifically says 

otherwise on the effect card. Your remains will linger for five minutes before you change to a spirit of the 

dead and begin to walk to the gate of death. Only effects with "to Spirit" or with "to Dead" traits will affect 

a spirit of the dead. 

 

In Shadows of Amun, each character has a number of Vitality points equal to the average of the Earth 

attribute and the Void attribute. Vitality is always rounded down. Although Vitality is based off of two 

attributes, they are totally separate statistics. Exhausting Earth or Void points does not affect Vitality and 

taking damage does not reduce Earth or Void. Only a permanent change to Earth or Void will cause your 

maximum Vitality to change. 
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Unconscious 

You are incapacitated and must collapse to the ground. You must close your eyes and you cannot move 

or speak while you are unconscious. You cannot use game skills unless a skill explicitly explains that it 

can be used while unconscious. 

 

Rule of Etiquette 

Players who are unconscious close to combat may open their eyes to watch for out of game danger if the 

battle moves too close. It is important for players to be able to protect themselves during these times. If 

you open your eyes for safety reasons then we ask that anything you see during that time remain outside 

the normal knowledge of the game. 

 

Death 

There are four ways you can die in this game. First, you can be knocked unconscious and unstable and 

remain that way for a full minute. This is referred to as "bleeding out" and is described above. Second, 

you can be killed if someone delivers a successful death strike to your torso. Third, You will be killed by 

an attack with a Death effect that you cannot negate. Finally, special areas might cause your death if you 

have a mishap. 

 

Death Strike 

A death strike is used to kill an unconscious or immobile victim. You must touch a weapon to the torso of 

the victim while saying "Death strike one, death strike two, death strike three". This verbal must be 

spoken clearly and at a normal speaking pace. You do not need to have skill with the weapon to inflict a 

death strike. 

 

To inflict a death strike, the victim must be unmoving. The victim can be unconscious or unmoving 

because of a game effect, but you cannot inflict a death strike on a body until it comes to rest after an 

attack, nor can you inflict a death strike on a helpless but struggling victim. If the victim can move, the 

victim can prevent a death strike. First you must render the victim unconscious or unmoving, and then you 

may inflict a death strike. 

 

To interrupt a death strike, you must strike the person attempting to deliver the death strike with a melee, 

missile or packet attack. You may also interrupt the death strike by striking the weapon used to perform 

the death strike with a weapon of your own. You do not have to force the weapon away. A death strike 

that is interrupted is canceled and has no effect. 

 

The "Death" Effect 

Any effect that successfully inflicts a Death effect kills you immediately. Of all the various game effects, 

only the Death effect will kill you outright. The Death effect may be nullified by an appropriate defense. 

 

Mishaps 

There might be large scale traps, challenges, and mishaps in special areas that can cause you to perish if 

you are unfortunate enough to stumble into them. Closing walls, deep pits, and other deadly traps might 

kill you outright. These areas will be marked or made clear to you during the course of the game. 

 

Spirits of the Dead 

After 5 minutes of death, a dead character becomes a spirit of the dead. Your spirit and everything you 

still carry is drawn to a special area of the game marked as a Death area. Your spirit will even pick up 
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your own weapons if they are within reach unless someone else possesses them. When you rise as a 

spirit you must proceed directly to the Death area. You must walk with your head bowed and your arms at 

your side. You cannot interact with any other character unless they use an ability that allows you to do so. 

You cannot drop items. You cannot use any game ability. If someone tries to interact with you, reply 

"Spirit" and continue on your way. 

 

In Shadows of Amun, the Death area is the Spirit Door. This is the gate to the beyond. When you arrive at 

the gate you must follow the posted instructions and ring the bell. You will wait for the Jackal to arrive and 

call you into the gate. 

 

While you are a spirit of the dead, there are very few effects that will work on you. The only effects that 

will work are effects with "to Spirit" or "to Dead" in the verbal. These are Bane effects specifically 

designed to affect spirits. The most common is a "Speak to Dead" effect. This type of "Speak" effect will 

allow you to converse quietly with the character who used the effect. You cannot stray from your path or 

use any game skill while talking. You are not compelled to communicate, but you may do so. Other 

effects might include "Imbue to Spirit" and "Inflict to Spirit." If the description on the effect card states that 

it works on a spirit of the dead then you must follow the instructions given therein. You may use Resist 

and Purge defenses while you are a spirit of the dead if they are appropriate for an attack that strikes or 

affects you. 

 

Final Death 

If the spirit cannot return from the Death area then the character passes beyond this world and is said to 

have taken a final death. Final death means that you can no longer play the character in question, and 

adds an air of danger to the game by threatening your in game persona. 

 

Attack Effects 

The effect of an attack describes how that attack benefits or impairs you. The effect is the first part of any 

verbal. Some effects target items rather than characters. Each effect has a duration, but curing or 

removing that effect will end it. 

 

Timed Effects 

There are various effects and activities that require time before they are completed or removed. This time 

is defined in one of two ways; Rest time is generally used when an effect has some passive duration 

which will wear off if you have time to rest. Activity time is used when you must perform some action such 

as repairing an item or mending wounds before an effect will take place. In order to satisfy either 

requirement you must spend the time uninterrupted. If you are forced to break the conditions of Rest or 

Activity time then that attempt ends and you must start again from the beginning. 

 

Resting time requires you to be sitting, lying, or kneeling. You cannot walk or run. You can talk and 

gesture, but you cannot use game skills, used called attacks, or use called defenses while you are 

resting. You are resting if you are dead, paralyzed, stunned, or unconscious. Paralyzed characters are 

resting even if they are standing or in some other paralyzed position. Effects which require rest can 

overlap; what this means is that a single rest time can be used for multiple effects. If you had a game skill 

that allowed you to reset some kind of magical defense after a minute of rest, and you were affected by a 

Root effect, and you were affected by a Weakness effect you could rest for five minutes and apply the 
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time to all three benefits. The Root would end, the Weakness would end, and the skill could be used to 

reset the defense. 

 

Activity time represents something that requires your concentration. Activity time might be required to 

repair armor, mend wounds, or meditate to remove an effect. You must spend the time role playing in a 

manner appropriate for the skill or ability you are using. You may talk with others during this role play time 

if you wish so long as the skill or ability description does not have additional restrictions in its description. 

Activity time requires that you stay in the same area as you role play the activity. You cannot walk or run. 

You you cannot use other game skills, used called attacks, or use called defenses during this time. In 

addition, if you are affected by an attack with effect that is not beneficial your activity time is interrupted 

and you must begin that time again. Skills and abilities which require activity time do not overlap; what 

this means is that if you have two different skills that require activity time to perform that time spent on 

one ability cannot be applied to any other activity. You have to role play each activity time separately to 

use the ability. Effects that prevent you from using game skills also prevent you from spending activity 

time to refresh abilities. Resting time and Activity time do not overlap. 

 

Travis and Gerard, for example, each have a skill that provides armor points. Travis has a skill that 

requires one minute of rest to refresh his armor points. Gerard has a skill that requires one minute of 

activity to refresh armor. Both sit down to rest off a Weakness effect. During that time, Travis may also 

refresh his armor points. Gerard will still have to spend one minute of role play to refresh his armor. 

 

Many attacks last until you rest for five minutes. You must be sitting, lying, or kneeling to rest. You cannot 

walk or run. You cannot use any game skills while you are resting. Effects that require rest will not end 

until you rest for five uninterrupted minutes. You are also resting if you are dead, unconscious, stunned or 

paralyzed. Paralyzed characters are considered resting even if they are standing. You cannot refresh 

attributes or skills while you are resting. 

 

Agony 

You are wracked with pain. You cannot attack or use most game skills. You may run, defend yourself by 

blocking with weapon skills and can use called defenses. Agony lasts for 10 seconds. 

 

Cure, Remove... 

The Cure effect removes effects on the target. A Cure [Effect] will remove all instances of that specific 

effect. A Cure [Trait] will remove every active effect with the appropriate trait except Imbue and Inflict 

unless the Imbue or Inflict card specifically says otherwise. Cure will never restore Vitality. Cure is a 

beneficial effect. 

 

Travis, for example, has been affected by the following attacks: Slow by Disease, Slow by Will, and Drain 

by Will. A Cure Slow will remove both the Slow by Disease and the Slow by Will since they are both Slow 

effects. A Cure Will would remove both the Slow by Will and the Drain by Will since they both have the 

Will trait. 

 

If a "Cure Maim" effect references a specific limb, the effect will only remove Maim effects on that limb. If 

the Cure Maim effect does not specify a limb, it will cure all Maim effects active upon the target. If an 

ability or skill allows you to use the "Cure Maim" effect on a specific limb, you cannot use that ability as a 

general "Cure Maim" effect. 
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A "Cure Death" effect will restore a dead target to life and leave them with 1 Vitality unless that target has 

transformed to a Spirit of the dead. 

 

Once a character has transformed to a Spirit of the dead, only the rare "Cure Death to Spirit" effect can 

restore them to life, and only if it is used before the Spirit reaches its destination. 

 

A "Cure [Trait Name] Trait" effect will remove a trait given to you by an Inflict, Imbue, or other effect that is 

temporary. It has no effect on a permanent trait granted by race, skill, or the like. 

 

Remove is used to simulate dispels or forced removal of effects. Remove works just like Cure except it is 

not a beneficial effect. This has several side effects. Where Cure can be touch cast, Remove cannot be 

touch cast. Where Cure can be refused because it is beneficial, Remove cannot be refused. Where Cure 

will not interrupt activity time, Remove will interrupt activity time. Where Cure is not negated by and does 

not consume Shield, Elude and Guard defenses, Remove will be stopped by and consume Shield, Elude, 

and Guard. Otherwise Remove works like Cure. 

 

Damage 

This effect removes Vitality points as described in the section on Vitality. Unlike typical effects, Damage is 

instantaneous. It removes Vitality points and then the effect ends. You cannot remove or dispel damage. 

Vitality points must be restored though healing. 

 

Death 

An attack with this effect kills you. You fall down dead, as if you had been struck with a death strike. All 

temporary effects upon you end when you are killed except for Imbue and Inflict effects that are not 

specifically removed by death. Death lasts for 5 minutes, after which you will rise as a spirit and travel to 

the Death area. This process is described in greater detail in the Spirits of the Dead section. 

 

Cure Death and certain special abilities can affect you while you are dead. Some strengthen your spirit so 

it is not weakened by the presence of Death. Some might even restore you to life. Others might cause 

unpleasant effects. All of these will be handled using an Imbue or Inflict effect. In these cases you will be 

given an effect card that explains the results of the Imbue or Inflict effect. 

 

Destroy... 

An item is destroyed and cannot be used for any game skill or effect until it is repaired. For most melee 

delivered effects, the verbal is simply “Destroy” and the strike will destroy the weapon it hits. For missile 

and packet attacks the verbal will include the name of the item and any strike will destroy that named 

item. A melee attack that strikes your shield and uses the “Destroy Shield” verbal will render your shield 

unusable. The effect is permanent until the item is restored with a Repair effect. Some items may be truly 

destroyed if no Repair effect exists in the game to restore them. The item does not crumble away or 

disappear; the prop represents the broken item. 

 

An attack that uses the “Destroy Armor” verbal will exhaust all of your armor points. The armor points can 

be refreshed or repaired normally as if they had been removed by damage. Melee attacks must 
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successfully strike you to deliver a Destroy Armor effect. Some creatures might take some kind of 

detrimental effect when struck by this attack. If you want to attempt to harm a construct directly with this 

effect you would call out “Destroy Form” as the verbal. 

 

Items without tags or safety stickers (such as clothing, belts, pouches, and the like) cannot be affected by 

Destroy. 

 

Diagnose 

This effect is used to determine if the recipient is inflicted with a specific effect, trait, or game condition. 

Skills with the Diagnose effect allow you to use Diagnose to determine the presence of specific effects or 

traits with the exception of Imbue or Inflict effects. A skill might also allow you to use Diagnose to 

determine if the recipient is currently Stable, Unstable, Dead, or Damaged. To use Diagnose, touch the 

recipient with a packet and say "Diagnose" followed by an effect, trait or game condition. The recipient 

says "Yes" if they are afflicted with the named effect or an effect with the named trait, or if they suffer the 

game condition. Otherwise they say "No." 

 

Travis, for example, is lying on the ground unstable and has been inflicted by a Slow by Disease and a 

Paralyze by Magic. Another player leans over, touches him with a packet and says "Diagnose Stable." 

Travis says "No." She says "Diagnose Unstable" and Travis says "Yes." She uses a Heal effect on Travis 

but he still doesn't move. Puzzled, she says "Diagnose Stun." Travis says "No." She says "Diagnose 

Paralyze." Travis says "Yes." She has the ability to Cure Poison, so she says "Diagnose Poison." Travis 

says "No." She decides to wait until the Paralyze wears off. 

 

If someone uses "Diagnose Damage" on you, you may choose, for the sake of expediency, to include in 

your reply the current number of Vitality points that have been removed by Damage. If, for example, you 

have taken two damage that has not been healed and someone uses "Diagnose Damage" on you, you 

may reply with a simple "Yes" or you may reply with a "Yes, two." The choice of how to respond is up to 

you. 

 

Disarm... 

You must drop everything in the hand indicated by the verbal. You can pick up items immediately after 

they have come to rest. You may pick up an item as soon as it stops moving. The verbal will contain 

either "Disarm right hand" or "Disarm left hand." If you are holding a fragile or breakable prop, including 

an air gun, you may put it down rather than drop it, but in this case you cannot pick it up for a full five 

seconds. 

 

Delivering this effect with a melee attack requires you to strike that weapon while calling the Disarm 

effect. You do not need to specify a hand. The hand that is holding the weapon will be affected. A melee 

delivered Disarm will not affect a shield unless the "Disarm Shield" verbal is used. You cannot disarm a 

shield unless a skill or ability specifically allows the use of "Disarm Shield." 

 

Disengage 

To initiate this ability either take a step back or plant your feet for 3 seconds. Gesture at any number of 

opponents with a your weapons. You cannot move towards any target. Everyone who is attacking you 



114 

and everyone indicated by the gesture of your weapon must move back out of weapon range so that you 

cannot cross extended weapons. Targets that are rooted or cannot move back may cross their arms and 

lean away from the effect instead of backing up. Once the distance has been increased and the space 

indicated by the Disengage has been cleared by all targets (or everyone has crossed their arms and 

leaned away) the effect ends. Disengage will not force a target into a dangerous area. A target may 

choose to cross arms and lean back rather than stepping back into an area that will cause them some 

detrimental effect. Disengage is not a melee delivered attack and cannot be negated by defenses that 

stop melee attacks. 

 

Drain 

For a simple Drain effect, you cannot run or use any game skill, including weapon and shield skills. If the 

verbal is followed by a skill or ability name then you cannot use that particular skill. Drain can also be 

used to prevent entire skill headers. If a header is drained, you cannot use any skill that falls under that 

header. Drain can be used in this manner to suppress racial abilities and empowered named items. If an 

item is named after a Drain effect then no abilities from that item can be used until the Drain ends. Only 

simple Drain effects prevent you from running. The Drain effect will last until you rest for five minutes. 

 

Expose... 

The Expose effect is followed by one trait. If you have that trait and are subjected to this effect, you must 

cry out, revealing the fact that you have the trait and revealing your position. You must cry out as loudly 

as the Expose effect was called. 

 

Although you may cry out softly if the Expose was called softly, you still must make every effort to ensure 

that you are revealed to the person who called the effect. The Expose effect is audible and you must cry 

out even if you are unconscious or under the effects of a Silence, Stun, Paralyze, or other disabling effect. 

 

You are not affected if you are Dead or have the Spirit defense unless the Expose effect targets those 

specific traits. This effect is one of the few that will commonly be delivered by voice. 

 

Frenzy 

This effect causes you to attack the closest creature to you, regardless of recognition or consequence. 

You may attack with any standard skill that is not beneficial, though you are not forced to use consumable 

skills in this attack. If you are affected by a Repel effect, or if you are not affecting the creature in 

question, or if you cannot find a way to reach the creature for 10 seconds you will move on to the next 

closest creature. If someone else attacks you and that creature is more convenient than your current 

target then that creature will become your new target. The effect ends when you are rendered dead or 

unconscious. 

 

Grant... 

You gain a temporary enhancement to your abilities. Grant effects last until the end of the event, or until 

the granted ability is used up. Grant is a beneficial effect. 
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There are five types of Grant effects. 

 

... Armor 

"Grant Armor" 

"Grant 2 Armor by Inspiration" 

 

This Grant adds additional armor points to either physical armor or armor from other abilities. These 

points are refreshed when your armor points are refreshed. If no number is indicated then this effect 

boosts your armor points by 1. The effect might indicate a higher number in the verbal such as "Grant 2 

Armor" to indicate that a greater number of armor points have been granted. A successful Destroy Armor 

effect destroys the armor points and completely ends this type of Grant effect. 

 

... Protection 

"Grant Protection" 

"Grant 3 Protection by Inspiration" 

 

This Grant adds additional protection points that negate points of damage. These protection points work 

in a manner similar to armor, negating the indicated amount of damage regardless of the source. The 

number of points is indicated after the "Grant" in the verbal, and if no number is indicated then the ability 

grants a single protection point. Protection points are always lost after armor points. Protection points 

cannot be refreshed or renewed. Once they are used to negate damage the effect ends. 

 

... Attribute 

"Grant Attribute, Earth" 

"Grant Attribute by Magic, 2 Vitality" 

 

This Grant adds to the total of one numeric attribute. Any points added with this effect are available 

immediately for use. 

Effects which refresh that attribute can also refresh these additional points. These extra points can be 

used in the same manner as regular attribute points. A successful Waste effect that reduces the boosted 

attribute also completely ends this type of Grant effect. If the attribute indicated is Vitality then Heal 

effects work normally. Vitality calculations and other secondary attribute calculations are not affected by 

points added by the Grant effect to another attribute used in that calculation. 

 

... Defense 

"Grant Defense, Shield Poison" 

"Grant Defense by Inspiration, Elude" 

"Grant Defense by Magic, Parry Melee" 

 

This Grant gives you one called defense that can be used on attacks indicated by the defense verbal. The 

defense you are Granted is included at the end of the effect verbal. Once this defense is used the Grant 

effect ends. If the defense portion includes a trait then you must call out that trait when you use the 

defense. The defense portion of the verbal indicates the types of attacks it can be used against by either 

indicating a trait or an attack type. If there is no indication then the defense may be used against any 

melee, missile or packet attack. 

 

A "Grant Defense by Shadow, Avoid by Shadow" would give you one defense against any weapon or 

packet attack. You would call out "Avoid by Shadow" when you used the ability. 
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A "Grant Defense, Resist Poison" would give you one defense against any attack with the Poison trait. 

You would call out "Resist" when you used the ability. 

 

... [Delivery] Attack 

"Grant Melee Attack, 2 Damage" 

"Grant Missile Attack by Venom, Agony by Poison" 

"Grant Packet Attack by Magic, Stun by Fear" 

"Grant Attack by Arcane, 5 Damage by Fire" 

 

This Grant gives you one called attack that uses the appropriate delivery. If the delivery is omitted the 

recipient may choose melee, missile or packet for the delivery when they receive the effect. You may use 

the indicated attack only if you have the props to make an attack with the specified delivery. For melee 

and missile attacks, the attack is exhausted and the 

Grant effect ends only if the strike lands and the opponent acknowledges it with role play or negates it 

with a defense. For packet attacks the Grant effect ends when you throw the attack. 

 

A "Grant Melee Attack by Shadow, Weakness by Shadow" would give you one melee attack with the 

Weakness by Shadow effect. You would call out "Weakness by Shadow" when you used the ability. 

 

A "Grant Packet Attack, 2 Damage by Fire" would give you one packet attack and you would call out "2 

Damage by Fire" when you used the ability. 

 

A "Grant Attack, Paralyze by Will" would allow you to choose melee, missile, or packet as the delivery and 

you would gain one attack of that type with "Paralyze by Will" as the verbal. 

 

 

Grant effects for Armor, Protection, and Attributes provide a specific numeric bonus and these types of 

Grant effects do not stack. You may only have one Grant Armor effect and one Grant Protection effect at 

any particular time. Each attribute can only be affected by one Grant effect at any particular time. The 

beneficiary decides which Grant effect they will keep. This applies to Grant effects for Armor, Protection, 

and Attributes. 

 

Grant effects that provide additional Attacks or Defenses can stack, but you can have no more than three 

combined effects upon you at any particular time. The beneficiary decides which Grant effect they will 

keep. 

 

Stacking Traits 

"Grant Arcane Defense, Shield Poison" 

"Grant Venom Attack by Alchemy, 5 Damage by Poison" 

"Grant 2 Faerie Protection by Awe" 

"Grant 2 Arcane Armor by Magic" 

"Grant Divine Attribute by Inspiration, 2 Earth" 

 

Optionally, a stacking trait can be added to a Grant effect by adding it before the type in the verbal. You 

can only have one Grant with a particular stacking trait on you at one time, regardless of type. If a Grant 

effect with a stacking trait is bestowed upon someone who already has another Grant effect with that 

same stacking trait then the beneficiary decides which Grant effect they will keep. The stacking trait takes 

precedent over the default stacking rules, even allowing Ability, Armor, and Protection effects to stack 

with Grants that don't have a stacking trait or that have a different stacking trait. 
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The verbal "Grant Arcane Attack by Magic, 2 Damage by Earth" would create a melee, missile, or packet 

Granted Attack with the Arcane stacking trait. You could not have this Grant and also have "Grant Arcane 

Defense, Shield Magic" upon you. The "Grant Venom Attack, 2 Damage by Poison" could not be upon 

you at the same time as "Grant Venom Attack, Stun by Poison." The recipient would choose which effect 

to keep. 

 

The verbal "Grant Arcane Defense, 2 Protection" has the Arcane stacking trait. This effect would stack 

with "Grant Divine Defense, 

2 Protection" and would even stack with "Grant Defense, Protection." It would not stack with "Grant 2 

Arcane Protection by Magic" and the recipient would choose which effect to keep. 

 

Double and Triple Grant effects will provide multiple uses of the specified attack or defense but only count 

as a single Grant effect when counting the total number you have upon you. In other words, you can have 

a "Triple Grant Melee Attack, 2 Damage" effect that grants you three melee attacks each which do "2 

Damage" and still have two additional slots for other Grant Attack or Defense effects. 

 

Heal... 

This effect restores one point of Vitality. If the effect is followed by a number, then it restores Vitality equal 

to the indicated number. Otherwise it restores one point. If you are unconscious with no Vitality then 

healing will restore one or more Vitality points and you will wake immediately unless some other effect is 

preventing you from doing so. Heal is a beneficial effect. 

 

Imbue... 

This effect can be used in one of two ways. An Imbue effect with the verbal “Imbue [Trait Name] Trait” will 

give you the specified trait for the remainder of the event. 

 

Otherwise, this effect is some enhancement or extra ability that is described on an effect card that is 

given to you after the effect is used upon you. An Imbue effect with no trait will not take effect until you 

have read the effect card. Imbue will usually give you some ability that can be used during the current 

event, although the effect card might describe some effect that lasts beyond the current event. Imbue is a 

beneficial effect. 

 

Imbue effect cards can have a wide variety of long term plot effects. Examples include granting a defense 

against certain types of attack, strengthening the spirit of a dead character, and similar exceptional 

abilities. 

 

If a player can use an Imbue effect, that ability will always have some in game action that must be 

accomplished before you can use the ability. You might need to gather and mix components. You might 

need to construct some item from strange parts. These actions earn you the effect card needed to use 

this effect. You can never use an Imbue ability without the appropriate effect card to represent the 

properly prepared components. 

 

Inflict... 
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This effect can be used in one of two ways. An Inflict effect with the verbal “Inflict [Trait Name] Trait” will 

give you the specified trait for the remainder of the event. 

 

Otherwise, this effect is some affliction or detrimental effect that is described on an effect card that is 

given to you after the effect is used upon you. An Inflict effect with no trait will not take effect until you 

have read the effect card, so a character engaged in combat may not be affected by Inflict effects 

described on Inflict cards immediately; they have time to retrieve the effect card and read it when it is 

convenient and unobtrusive to do so. Unconscious or dead characters must read the card immediately. 

Inflict cards will give you some unusual detriment that will have an effect and a duration described on the 

effect card. 

 

Inflict effect cards can have a wide variety of long term plot effects. Examples include causing death after 

a certain amount of time, causing you to transform into some type of creature, inflicting you with a disease 

that cannot be healed normally, weakening the spirit of a dead character, and similar exceptional abilities. 

 

Defenses can be used to negate Inflict attacks if those defenses will stop an attack with the appropriate 

trait. 

 

If a player can use an Inflict effect, that ability will always have some in game action that must be 

accomplished before you can use it. You might need to gather and mix components. You might need to 

construct some item from strange parts. These actions earn you the effect card needed to use the ability. 

A player can never use an Inflict ability without an effect card to represent the properly prepared 

components. 

 

Maim 

One limb becomes useless. An arm must hang at your side and cannot be used for any game ability. A 

leg becomes unusable. You must go down on one knee - you cannot hop. You may crawl using your 

other limbs. A Maim effect will last for the duration of the event. If a Maim effect is delivered by a melee or 

missile attack, the limb struck will be affected. If a Maim effect delivered by a melee or missile attack 

strikes the torso then the Maim effect is ignored. If a Maim effect is delivered by a packet, the attacker can 

include the limb in the verbal. For example, a caster might call out "Maim Right Leg by Fire." If the limb is 

not specified, then the subject may choose one limb that is not already affected by a Maim. Maim only 

works on arms and legs. 

 

Paralyze 

You must stand frozen. You cannot move, but you are aware of what is happening around you. If you are 

rendered unconscious, or if someone tries to change your pose, you will collapse to the ground. Paralyze 

will last until you rest for five minutes. You are resting while you are paralyzed even if you are standing. 

 

Refresh... 

Refresh is always followed by either an attribute or a skill that has a limited number of uses. You recover 

one or more uses of the named skill or one or more points of the named attribute. If you do not have the 

named skill or attribute then the Refresh has no effect. As a default, Refresh restores one point or use of 

a skill. If a number is placed before the attribute or skill name then you will restore more attribute points or 
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uses of a skill. Skills that require attributes cannot be restored directly and are unaffected by a Refresh 

effect. Refresh will never raise you above your maximum attribute or give you more uses of a skill than 

you would have at the start of an event. Refresh is a beneficial effect. 

 

Refresh can also be used to restore abilities of an empowered item. If the item has a unique name and 

Refresh is followed by that name then the abilities of the item are restored. 

 

Repair... 

You restore one item that has been rendered unusable by a Destroy effect. For an item you are touching 

you need not specify a target in the verbal. For other types of abilities you specify a target after the Repair 

verbal. Repair may also be used to refresh armor points from physical armor. In this case you use the 

"Repair Armor" verbal. Repair is a beneficial effect. 

 

Repel 

This effect prevents you from using game skills on the attacker. You will also attempt to stay 10 feet away 

from the attacker unless doing so would endanger you. If this is the case you may move to a safer 

position even if it takes you within 10 feet, so long as you then attempt once again to stay 10 feet away 

from the attacker. You cannot use game skills on the attacker in any case. The Repel effect will last until 

you rest for five minutes unless the attacker strikes you with a melee attack that does not cause a Repel 

effect. If the attacker strikes you with a melee attack using an effect that is not Repel then this effect ends 

immediately. 

 

The attacker is not immune to the attacks of a character affected by the Repel. That character is free to 

launch attacks at other creatures so the attacker should be careful to stay clear of other potential targets 

and avoid attacks launched at other characters. 

 

Root 

You cannot move your right foot from its spot. You may pivot on that foot, and you may move your left 

foot. A Root effect will last until you rest for five minutes. 

 

Silence 

You cannot talk or make any in game verbal noise. You cannot use game skills that require incantations. 

If you are affected by an Expose effect you must mime crying out but you do not make any actual noise. 

You must still use out of game phrases as normal. A Silence effect will last until you rest for five minutes. 

 

Slam 

Some great force knocks you back and off your feet. When you are struck with this effect you role play an 

extremely forceful blow or blast. You may take up to three steps backwards and fall down. The steps 

backward are optional. The effect ends when your chest or back touches the ground. If falling to the 

ground is an issue due to ground quality, crowding or health you may opt to instead take your steps, drop 

to a knee and place both hands palm down on the ground as shake your head for three seconds. 
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Some Slam effects are so powerful they knock you back through a shield. If you hear "Shield Slam" it 

works even if it strikes your shield. This attack can be blocked by a weapon and would count as a strike to 

the limb holding the shield. 

 

Slow 

You cannot run. You may only walk at a normal pace. The Slow effect will last until you rest for five 

minutes. 

 

Stabilize 

If you are at 0 Vitality and unstable this effect makes you stable. You start your 5 minute count. Otherwise 

you call "No Effect." Stabilize is a beneficial effect. 

 

Stricken 

You are unaffected by any beneficial effect unless it removes the Stricken effect from you. Call "No Effect" 

to any other beneficial effect used on you. 

 

There is one exception; if someone uses First Aid on you then the Stabilize effect will work. Only a "Cure 

Stricken" effect or a Cure effect applied to the trait of this attack will remove this effect. An effect that 

removes the Stricken effect from you will not remove other effects. Stricken does not work on items you 

carry or wear and items may be affected by Repair or Imbue effects. The Stricken effect will last until you 

rest for five minutes. 

 

For example, if you have a Stricken by Poison and a Paralyze by Poison effect upon you, a Cure Poison 

effect will remove the Stricken effect but it won't also remove the Cure Paralyze effect. A second Cure 

Poison would be needed to remove the Paralyze by Poison effect. 

 

Stun 

You are knocked unconscious. Stun will last until you rest for five minutes. You are resting while you are 

stunned. Another character may take a full minute of role play to revive you and end this effect. 

 

Speak 

This effect allows you to converse with a creature or being that cannot otherwise communicate with you. 

It is usually used with the Bane trait, allowing you to speak with specific types of creatures. The subject is 

under no obligation or compulsion to speak with you, but it may do so if it wishes. The Speak effect will 

last until a participant uses another game skill or until a participant move out of reasonable conversation 

range. 

 

Waste... 
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Waste is always followed by either an attribute or a skill that has a limited number of uses. You lose one 

or more uses of the named skill or one or more points of the named attribute. Waste has no effect if you 

have no attribute points or skill uses left. If you do not have the named skill then Waste to that skill has no 

effect. As a default, Waste removes one point or use of a skill. If a number is placed before the attribute 

or skill name then you will lose more attribute points or uses of the skill. Skills that require attributes 

cannot be wasted directly and are unaffected by a Waste effect. 

 

Wasted attribute points and skill uses can be refreshed. A Cure Waste effect will restore points or skill 

uses lost to Waste effects unless they have already been refreshed or restored by some other means. 

Once a wasted attribute or skill use has been refreshed a Cure Waste effect will have no effect on you. 

Attributes and skills lost to a Waste effect are always refreshed before points lost through normal use. 

 

Waste can also be used to remove abilities of an empowered item. If the item has a unique name and 

Waste is followed by that name then any charged abilities of the item are removed as if they had been 

used. 

 

Weakness 

Your ability to strike with melee attacks is severely weakened. You cannot deliver any called effects with 

your melee attacks. Weakness does not affect uncalled strikes or any other weapon skill. The Weakness 

effect will last until you rest for five minutes. 

 

Attack Traits 

Most attacks include a descriptive trait. This trait is indicated by the second part of the verbal. The trait of 

an attack adds flavor to the attack and determines whether certain defenses can be used to negate the 

attack. If an attack is "5 Damage by Fire" then the trait of the attack would be Fire. 

 

The "by Weapon" trait is dropped from the verbal of normal melee attacks to reduce noise. Any melee or 

missile attack with no trait is assumed to have the "Weapon" trait. 

 

Most attack traits allow you to role play the effect. You may step back or cry out in reaction to the attack. If 

you are surprised by an attack, however, you cannot add additional role play to the effect. For example, if 

you were hit by a "Stun by Force" from a visible enemy then you could add the role play of crying out or 

staggering back. But if someone sneaks up behind you and calls out "Stun" with a melee attack then you 

should just go down. If someone sneaks up and surprises you with a spell that you honestly did not see 

coming, you should not cry out to warn your friends. 

 

Elemental Traits 

These include Air, Cold, Earth, Fire, Ice, Lightning, Water, and Wind. The effect is caused by elemental 

power. Abilities that work against Elemental effects will work against effects with any of these traits. You 

may role play an Elemental effect by crying out or stepping backwards as the effect is inflicted. 

 

Mental Traits 
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These include Awe, Confusion, Despair, Fear, Gloom, Inspiration, Madness, Presence, Trance, and Will. 

The effect is caused by some mental or emotional reaction. Abilities that work against Mental effects will 

work against effects with any of these traits. You may role play a Mental effect by crying out or stepping 

backwards as the effect is inflicted. 

 

Metabolic Traits 

These include Aging, Air, Cold, Disease, Poison, Radiation, and Sleep. The effect is caused by a 

Metabolic reaction. Abilities that work against Metabolic effects will work against effects with any of these 

traits. You may role play a Metabolic effect by crying out or stepping backwards as the effect is inflicted. 

 

Physical Traits 

These include Crystal, Earth, Force, Ice, Silver, Thorns, Weapon, Web, and Wind. The effect is caused by 

a Physical force. Abilities that work against Physical effects will work against effects with any of these 

traits. You may role play a Physical effect by crying out or stepping backwards as the effect is inflicted. 

 

Special Traits 

All traits not included above are Special traits. These can include, but are not limited to, Acid, Blessing, 

Curse, Light, Magic, Malediction, and Shadow. These traits are not included in any general trait, so 

abilities must specifically include them. Special attacks allow no additional role playing; you will suffer the 

effect of a Special attack immediately. 

 

Bane 

This is a unique attack trait that works against another specific trait, and targets only those creatures that 

have that trait. Instead of saying "by" you would say "to" and state the trait that is targeted. An attack that 

stated "10 Damage to Undead" would be an example of an attack with the Bane trait, and the attack 

would only affect creatures with the Undead trait. If you somehow lose the trait that a Bane effect targets 

while under that effect, then the effect ends immediately. So, if you had a “to Dead” effect upon you and 

you were brought back to life then the “to Dead” effect would end. Remember that the race of a character 

is always considered to be a trait of that character. Bane attacks allow no additional role playing; you will 

suffer the effect of a Special attack immediately. 

 

Some effects may have both a normal trait and a bane trait. In this case the attack affects only those 

targeted by the Bane affect but it may be resisted by defenses that work against the normal trait. An 

attack that stated "Paralyze by Fear to Elf" would only affect characters with the Elf trait but it could be 

negated by a Resist Fear defense. 

 

Self 

This trait indicates that the effect works only on the person using it. Instead of saying "by" you would say 

"to Self" after the effect. This indicates that you are the only target of the called effect. 

 

Defenses 

These abilities allow you to negate abilities used against you. Although there are a large number of 
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possible defenses that can be used against specific causes and effects, all defenses can be summarized 

as one of the following types. 

 

When it is possible to apply multiple defenses to an attack the defender decides which defense to use. 

Although Elude, Guard, and Shield defense must be used if an attack would affect you, it is possible, for 

example, to use a skill that provides a Resist defense when an appropriate attack strikes you to “protect” 

and Shield type defense. You could, for example, use a Resist against Fear to save a Shield against any 

Mental trait. 

 

Elude, Guard, Shield 

You negate the first attack of the appropriate type that strikes you. Although different verbals are used to 

indicate the nature of your defense and to add flavor to the game, all of these defenses work the same 

way. You must call out the defense when it is used. 

 

Avoid, Parry, Resist 

You choose one attack of the appropriate type to negate when it strikes you. You can allow an attack to 

affect you and negate a later attack. Although different verbals are used to indicate the nature of your 

defense and to add flavor to the game, all of these defenses work the same way. You must call out the 

defense when it is used. 

 

Purge 

You may negate an attack after it has affected you. You must spend three seconds to role play this 

defense as you shake off the effect, during which time you must remain relatively still. You cannot use 

game skills while role playing the purge. You cannot use Purge while unconscious unless doing so would 

wake you. You cannot use Purge when you are dead unless the skill specifically allows you to use “Purge 

Death” in the verbal. 

 

No Effect 

You are unaffected by the attack in question. This indicates a defense that is not consumable. The attack 

does not affect you, nor will it ever affect you. 

 

Reduce, Absorb 

You are affected by the attack in question, but the effect has been mitigated, lessened, or changed 

entirely. The actual reduction is determined by the skill or ability that allows you to use this defense. 

Reduce is often used to indicate the effect has been lessened while Absorb often indicates that the attack 

had a different effect entirely. The verbal for this defense might be followed by "to" and the modified effect 

such as "Reduce to Maim" or "Absorb to Heal 2." You must role play the new effect appropriately. 

 

Reflect 
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You choose one melee, missile, or packet attack of the appropriate type to rebound back at the attacker 

when it strikes you. Call this defense to negate the effects of the attack. If your attack is reflected then you 

must take the attack as if your melee, missile or packet had struck you. The attack retains all of the 

original traits so it might not actually affect you. You may use defenses to negate the attack, including 

using Reflect to bounce it back on the original target. 

 

Spirit 

You are insubstantial and are unaffected by most attacks. You call "Spirit" to any attack that you negate 

for this reason. You cannot use game abilities unless specifically allowed to do so. You cannot speak or 

converse with other characters unless they use an ability that allows you to do so. If someone tries to talk 

with you, you may call "Spirit" to inform them that you cannot speak. You cannot drop any items. No one 

may search you, nor can items that you carry be removed from your person. Nothing can be thrown over 

you. You cannot rest while in spirit form, and effects that last until you rest will not be removed. You 

cannot block doorways or portals. If someone tries to move through a portal that you are blocking then 

you are forced to move. 

 

Characters who have died and are traveling to the Realm of Death are spirits. If you gain the Spirit trait 

because you have died and you have become a Spirit of the Dead then you also gain the Dead trait. 

Effects with the trait "to Spirit" affect all spirits, while effects with the trait "to Dead" affect only spirits of the 

dead. You must walk with your head bowed and your hands at your side. 

 

Some abilities allow a living character to become a spirit for a time, but these abilities usually have special 

restrictions or will not be absolute in their protection. You might gain a trait and become vulnerable to 

attacks with that trait even though you are a spirit. Some of these skills last until you move. In these cases 

you cannot move or speak without ending the effect. If you turn into a spirit in a place which blocks a 

portal or doorway then you are forced to move to allow someone through. Since this can end the effect 

you must be careful to use these types of skills so as to not block confined areas. 

 

Defense Traits 

A defense might have a trait associated with it. The verbal should include the defense and the trait with a 

"by" between them. This can be done to add flavor to an ability, to differentiate two similar skills, or to 

allow other skills to key off certain defenses. 

 

Chained Defense 

A chained defense has an effect that is called immediately after the defense. The verbal should include 

the defense and the additional effect with an "and" between them. If the additional effect is an attack then 

that attack must be launched immediately as the defense is called. Using the additional effect could be 

optional or required. If the additional effect affects the character using the chained defense then the ability 

must use the Self trait and character must role play that effect as if they had been struck by it. 

 

For example, a Fire based attack strikes a Fire Elemental. The creature calls out "Resist and Heal to Self" 

to indicate that the attack was negated and the creature was healed by using the defense. 
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For example, a strong creature can tear out of some physical effects but it takes damage doing so. The 

creature is struck by the appropriate attack, role plays for 3 seconds, calls out "Purge and 2 Damage to 

Self" and then role plays the damage effect. 

 

For example, a character has an ability that simulates a Riposte. The character is struck by a successful 

melee attack, calls out "Parry and 3 Damage," and immediately swings at the person who attacked her. 

 

For example, a creature has an ability that can shoot attacks with the Magic trait back at the attacker. The 

creature is struck by a "Paralyze by Magic." The character calls "Resist and Paralyze by Magic" and 

throws a packet back at the attacker. 

 

Traps 

Traps are devices or substances set to deliver an effect to anyone who disturbs them or attempts to get 

past them. Anyone can avoid a trap, but no one can attempt to manipulate a trap by moving it, disarming 

it, or affecting the individual components unless they have a skill that allows them to do so. 

 

Most traps will cause an effect to the person who set them off. If someone manages to trigger a trap with 

a thrown object, then the object will take the affect instead. If the trap affects the entire room or corridor, 

then this trick will not provide much help. Some traps will work multiple times, while some will work once. 

If an item is causing a trap to go off continuously then anyone who touches the item will take the effect. 

 

If a trap is set in a small box, chest, or other enclosed area no larger than 3 feet in any dimension then 

setting it off will destroy everything inside the area. Coins, items, paper, and everything else inside will be 

destroyed and cannot be removed from the box. If any living creature has somehow crawled into an 

enclosed area no more than 3 feet in any dimension with a trap and the trap goes off then that fool will be 

killed instantly. There are four types of traps. 

 

Snap Trap 

These traps make a snap sound when they go off. They are represented by mousetraps, party poppers, 

and snaps. These traps cause 2 Damage to whoever sets them off. 

 

Buzzer Trap 

These traps make an electronic sound of some kind when they are set off. Sounds used for these traps 

include beepers, buzzers, and electronic sound effects like the moaning of a rigged welcome mat you 

might find at Halloween. These traps cause 5 Damage to whoever sets them off. 

 

Verbal Trap 

When these traps are set off and you will hear a trap sound and a voice will call out a verbal associated 

with them. Whoever set the trap off must take the effect of that verbal. If no verbal is present, then the 

sound determines the type of trap as described above. 
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Gas Trap 

As a magical trap, but the verbal will begin with the words "In This Room..." Everybody in the room will 

take the effect. This trap only works in an enclosed room with normal doorways and corridors leaving it. 

The trap will affect you if any part of you is within the room when the trap goes off. 

 

Contact Poison 

This attack is represented by petroleum jelly. If you touch the jelly with bare skin, you will take an effect of 

"5 Damage by Poison." A character with the appropriate skill may apply such a substance directly from 

the vial it was created in. 

 

Once applied to a surface, the jelly cannot be scraped off onto another object. Only a character with an 

appropriate skill may wipe the substance off a surface with a cloth or cloth like substance, but the contact 

poison is destroyed in the process. 

 

An item with contact poison is considered a Red Sticker item. The fumes and burning of the poison are 

overwhelming, even to a character who is immune to it. The object cannot be moved from its place or 

handled until the poison is removed by a character with the appropriate skill to do so. 

 

Shackles 

Shackles are a prop that binds the wrists or legs of a character. An in game lock is affixed to each prop to 

represent the locking mechanism of that prop. The prop must be loose enough to remain comfortable 

and, for safety, the player must be able to easily remove the prop if an out of game need arises. 

 

Shackles can only be placed on a helpless or willing character if the lock is open. You place the shackle 

prop on the helpless or willing target and close the lock. Shackles placed on the arm restrict movement 

and make it impossible to use any skill that requires that the arms must be free, including using weapons, 

using packet attacks, and using First Aid. You may use a skill that allows you to attempt to open a game 

lock on your own shackles. Shackles placed on the legs make it impossible to run and restrict movement 

to the extent of the shackles. A prop placed on the ankles must be constructed to allow the player to 

stand and walk slowly. 

 

Shackles can be removed by opening the lock or by using an appropriate skill to remove them. Each 

game will have a skill assigned to destroy and remove shackles by taking a minute and using the 

appropriate props and role playing. Skills that allow a character to slip out of bonds are possible as well. 

 

Verbal Modifiers 

There are certain phrases that can be added to verbals to change the effect. These can modify the 

duration or add additional effects to an attack. For simplicity, a single attack can only be modified by one 

of verbal modifier. 

 

Short 
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Someone precedes an attack verbal with "Short" and calls out an effect that lasts until you rest or lasts for 

the entire event. That effect instead lasts until you rest for 10 seconds. If used with Frenzy then the effect 

will only last 10 seconds. 

 

Permanent 

Someone precedes an attack verbal with "Permanent" and calls out an effect with a duration. The effect 

will last at least for the remainder of the event. Permanent effects may not be removed by resting, but 

may still be removed by the Cure effect. 

 

In Shadows of Amun, Permanent effects might last indefinitely. If you end the event with a Permanent 

effect submit to plot a description of the effect and how you received it. 

 

Ambient 

Someone precedes an attack verbal with “Ambient” to indicate that the effect is a result of an 

environmental or a plot condition and not an effect that originates from the creature that calls it. Although 

the effect itself remains unchanged, this indicates to the players that disabling the creature calling the 

effect will not prevent the effect. This modifier is usually used with plot deliveries to indicate plot driven 

effects. 

 

If, for example, someone from plot called out “By My Voice, Ambient Agony by Fire” then the players 

would know that throwing a Silence effect or trying to Paralyze the creature calling the effect would not 

prevent the plot person from calling the effect. A plot person could also call something like “By Your 

Name, Travis, Ambient Agony by Disease” to indicate that some plot condition is causing Travis pain but 

it isn't related to the creature calling the effect. 

 

Double and Triple 

One single delivery causes multiple attacks to affect the target. "Double" causes two of the specified 

attack to be delivered, while "Triple" causes three attacks to be delivered. Each attack requires a separate 

defense. 

 

For example, a wizard calls out "Triple 10 Damage by Fire" and throws a packet that hits you. You must 

take three "10 Damage by Fire" attacks. "Resist Fire" would negate one of these attacks and you would 

still take two attacks. You may use multiple defenses against these attacks. 

 

Chained Effects 

Two effects can be chained in one attack. The verbal should name the effects with an "and" between 

them. If both effects have the same trait then the trait is called only at the end of the attack. If both effects 

have different traits then a trait is called for each effect. A defense that negates one of the effects or one 

of the traits if they are different would only affect that portion of the attack. In the case where both effects 

have the same trait, however, a defense that negated the appropriate trait would negate all effects. The 

attack is still considered a single melee, missile, or packet attack so a defense that negates a hit from a 

specific delivery such as melee, missile, or packet will negate the entire attack. 
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For example, a spider calls out "Drain and Slow by Poison" and hits a player with a packet. The defense 

"Resist Poison" would negate the entire attack. The defense "Resist Slow" would negate the Slow effect, 

but the character would still be affected by the Drain effect. If the character had both "Resist Slow" and 

"Resist Drain" defenses then both could be used to negate the effects of the attack. 

 

For example, a wraith calls out "Paralyze by Fear and 2 Damage" and hits the player with a melee attack. 

The defense "Resist Fear" would negate the Paralyze effect. The defense "Resist Weapon" would negate 

the Damage effect. A skill that negates one melee strike would negate the entire attack. 

 

 

 

 


