Middlehaven Rules System Orientation:

I’ve been to many meetings where a LARP describes the rules system. They are usually torturously boring. The first part of this seminar is a series of brief demonstrations followed by an interactive ‘worksheet’ where YOU and a partner get to experiment and try out different applications of the system. (Hopefully we’ve made this entertaining as well as educational)

Overriding Concept:

***STAY IN CHARACTER!!! We all create the atmosphere, the ‘feel’ of this fantasy universe by role-playing our characters. The better we do this, and the longer we keep it up- the more fun and ‘real’ the game is. There is a Suspension of Disbelief involved here and when you break character for any reason it shatters that ‘atmosphere’ and ruins everyone’s fun. 
Demonstrations:


How to cast an offensive spell or prayer.

a. Packet Based effects.
 “By the power of Earth I root your foot to the ground.”
b. Damage based effects
“Ice Dart damage 1”
c. Test of ‘Will’ effects
“Sneeze Will 2!”
Melee Fighting:


Safety:

a. HOLD!

b. CAUTION

c. Don’t hit too hard (“Man, that smarts!”)
d. Legal target areas (“Ow! My groin!”)
e. Yellow Armband. (“Are they invulnerable?!?!?”)
Rules: Now lets BEAT on someone!!!

a. Legal hit is anything that makes ‘solid’ contact


b. hit to a limb cripples the limb so you can’t use it


c. ‘Wound Points’ or ‘Armor Points’ are just extra-hits you can take. They count for you whole body.


d. Bleed out and death

Most important word in the rules: CLARIFY


“What the heck does that do?!? Really!?!?”

INTERACTIVE SECTION: Ok, now we stop lecturing you. Find a partner. Read over the ‘Middlehaven Core Rules’ document that we’ve given out to each group. Work together to answer the following questions (no, you don’t have to hand it in and we’re not grading it don’t worry). If you don’t know how a rule works, ASK us and we’ll explain it.
1) What is ‘OOG’ and ‘IG’? 

2) Why is ‘Kay-Ax’ a dumbass?

3) Why not run at night? Don’t you need to escape the monsters?

4) LARPS are fun and exciting, but what must always come first? (even more than ‘Staying in Character’ which is a big one, but still not first)
5) If I have 5 ‘armor points’ and 3 ‘wound points’ what skill(s) can damage my arm in one hit so that I cannot use it?  
6) If someone calls a skill (say a ‘Crit 3’) and misses me is it used up? 
7) If someone hits me with a Maim attack and I call ‘Parry’ am I undamaged? If I didn’t call that ‘Parry’ what would have happened? 
8) Can someone ‘waylay’ me unconscious if I see it coming?

9) ‘Through the art of Necromancy I cause you to FLEE Scared for 10 seconds, Will 2’ Would this spell affect you? What do you do if it does?

10) In battle someone cripples your right leg, left arm, and then knocks you out by hitting your torso. If someone heals you of 2 wounds, what got fixed?

11) Someone throws a “Flamebolt damage two” spell at me and it misses is it used up?
12) If someone casts this spell: “Through the Art of Necromancy I cause all within the sound of my Voice to drop in AGONY, Will 5” And you plugged up your ears and went ‘La-LA-LA!!!’ really loud, can you resist the spell? If not, what do you do?

13) If someone swings a ‘boffer wand’ at you and calls this spell: “Shock Rod, Lightning on contact, damage 4, Agony!” and it misses, is it wasted? What happens if you block with your shield? 
14) Characters who can cast spells/prayers over 1st level need to know about “Pre-Casting”: If you can cast 1st, 2nd, and 3rd level spells (lets say you are a Elementalist wizard or something) and you have 18 Spell Points, how would you set up your Pre-Casting? (ask for help if you need it)

15) If I cast a 1pt armor prayer on myself and then someone gives me a 2 pt armor potion to drink- how many armor points do I have now?

16) What happens during a Reset Cycle? 

17) In a battle an evil wizard affects you with a ‘weakness’ spell. What do you do?

18) How do you know if you are “dead”? What do you do? 

19) In battle, a raging Orc runs up to a PC character wearing a “Yellow Armband” after cutting down the PC’s allies, what happens next? 
20) If an evil Necromancer casts this spell; “Through the Art of Necromancy I maim ALL FOUR OF YOUR LIMBS, Will 8” and my will score is only a 7, what happens? Also, what happens if my friend the Paladin casts a “Heal Wounds I” on my afterward?
PRACTICE for Battle and Glory! (do NOT do this if you are ‘Yellow Armbanded’)
This game is not ‘all about combat’ but it does happen, and its fun. Best be prepared.

Mission I: Congratulations on getting this far! Grab a small boffer and find someone (any player or staff person) who seems distracted nearby. SNEAK up behind them and ‘WAYLAY’ them unconscious (pretend you have this skill). If they don’t role-play this correctly, demonstrate how it’s done for them.
 
Mission II: Take your partner aside to a clear space and grab some boffers. 
FIRST do a ‘calibration’ test. Let the person hit you. They should strike as they actually would in battle (hard enough so that your opponent would definitely notice, but not too hard). 

Do a mock battle between these two characters (set up the situation any way you two agree- and think could happen during the game). Do this at least once- if the battle is grossly uneven do it AGAIN but give the loosing player the following abilities:


Mission III: Ok, now find TWO other groups and add them to yours so that you have a team of 6 people. Then prepare yourself to match strength with another team!
(Or if there are not enough, try to get two teams of equal power)


Create a scenario where one team would encounter and battle the other. Do this at least once. If one team is grossly overpowered ‘enhance’ the players who seem the least effective by giving them the above combat stats. Run another scenario. If this team still looses, continue to add on skills and abilities (even spells if you like) until they crush the competition. Use only abilities you are familiar with- and decide on what they are IN ADVANCE. 
For any Spellcaster: Add the following Spells/Prayers (one use each):





a. “Through the gift of the gods I heal (you/myself) 3 wounds.”


b. “Agony” + throw a packet


c. “Manna BLAST, Damage 3!” +packet


d. “Cause Wounds damage 2!” + packet


e. “By the power of Earth I Root Your Foot to the ground!” + packet


f. (cast before battle): “Through the art of Sorcery I grant myself 2 armor.”


g. “Through the art of Mentalism I disarm you of your (item), Will Three!”








For any Warrior (or Rogue): Add


a. +2 ‘Wound Points’ and +1 ‘Armor Point’. 


b. Ability to Wield two weapons (any size). 


c. Ability to wield a SHIELD (any size) and a weapon. 


d. 2 uses of ‘Parry’. 


e. 2 uses of ‘Crit 2’. 


f. 1 use of ‘Maim’. 


g. 1 use of ‘Disarm’.











