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Item Price List! 
Set of Equipment (any type)  8 

 

Soldier Equipment:  

Buckler Shield and Short Sword 

Footman Equipment: 

Large Shield and Flail 

Shieldmen Equipment: 

Tower Shield and Dagger (you can throw the dagger). 

Impact Equipment:  

Axe or Hammer 

Bowmen Equipment:  

Bow and 5 arrows. 

Polearms Equipment: 

Spear (you can throw it too!) or Double sided staff 

Bushi Equipment: 

Wakizashi or Katana (the curved swords). 

Duelist Equipment: 

Broadsword and Dagger (you can throw the dagger). 

Infantry Equipment: 

Long Sword or Two-Handed Sword. 

Javelinere: 

A Javelin (throw or stab) and a dagger (can throw too) 

Rouge Equipment: 

Two-chambered sword and two throwing knives 
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Introduction to the Game: 

 What is Live Action Role Play?  Fantasy Warplay is not a game 

of simply hitting each other with padded sticks.  It is a Role Playing Game 
requiring players to take on a character and act as that character in a live 

setting.  It requires a certain amount of improvisational skill and dramatic 

flare to be a Live Action Role-player but once you get the hang of it, it 

becomes quite natural.  The first thing you have to do is create a character.  

Usually I recommend players to pick a character from a book they have 
read (Fantasy Novel or otherwise) start there.  You have to decide what 

you see your character doing.  Is this a Legolas figure leaping from log to 

bush firing arrows, and quizzically eyeing the people around him, or are 

you a hulking barbarian with the brain the size of a pea (i.e. Conan).  Once 

you have a sense of your character you can begin to shape it.  The first 
step is to choose a species for your character.  We use the basic Tolkien 

species of Human, Elf, Dwarf and Hobbit, but add in Centaurs.  There are 

other species you can be but for your first character these are the only ones 

available to you.  Some of the factors for each species may not be clear to 

you yet, but they will be as you continue. 
If you want more information on the Adult League, or you just want to 

know more about FanWar and the reasons we play, please visit the 

website at 

 

www.fanwar.com 
  

Enjoy! 
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Player Characters 
HUMANS 
SIZE: 3 

Notes: Humans are the common people and are well liked 
by almost everyone. They can use anything. 

 
 

 
 

 
 

 
ELVES 

SIZE: 3 
Notes: Elves like to use bows and never die of old age.  

They tend to think of other people as not as good as 
they are and they love the woods.  Their minds are 

strong so they can’t be magically controlled. 

 

 
DWARVES 

SIZE: 2 
Notes: Dwarves are very tough and like to be on the 

ground.  They can see Secret Doors sometimes and can find 
their way around underground.  Can’t use Two Handed 

Weapons if they are longer than 3 feet. 
 

 
 

 
 

HOBBITS 
SIZE: 1 

Hobbits like to have fun and are good at finding things 
which they can do very quickly.  Can’t use Two Handed 

Weapons. 
 

 
 

CENTAURS 
SIZE: 4 

Notes: Centaurs are strong and fast and are nomadic, never 
living in one place for very long.  They tend not to trust 

other people.  Because they are so big they are fast and can 
carry a lot. 
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The Mechanics of Combat 
 

 Damaging: Fantasy Warplay is basically a game of "Tag." If you try to  

remember this throughout the game you will be in a much better position to not only play 
it well but play it safely. The object of combat is to "tag" your opponents. When someone 

is tagged we call them "damaged." Normally in Tag you tag with your hands. While that 
sometimes happens  in Fantasy Warplay that is not the usual method. Usually you must 

tag with a weapon. The weapon can be anything from a simple foam Short Sword to  a 
Javelin that can be thrown but  

ultimately the goal is always to  
"tag" not to beat down or bowl  

over as might be the case in real  
combat. In order to "tag" someone 

you must touch them with your 
weapon. No amount of force is 

necessary, a simple tap will 
suffi ce.  Furthermore, just like in 

freeze t ag, you can be t agged 
anywhere (with the exception of 

the head- for safety reasons- 
discussed below). It does not  

matter if you are "t agged" on your 
toe or your stomach, you are "damaged.” The only exceptions are the head, which is  

considered to be non-legal target for safety reasons. 
Rate of Recovery (ROR):  Rate of Recovery (ROR) is a number that represents  

how quickly your character can recover from wounds or effects (spells etc.) that are cast  
on her.  For a human their ROR is 20 and most things that affect  them will last 20 

seconds. 
Missile Weapons: For the most part missile weapons are just like any other 

weapon you can tag with. The difference is that they can be thrown to tag someone at 
great distance. There are basically two classes of Missile Weapons, Thrown and Shot. 

(a) Thrown:  Thrown missile weapons are fairly obvious. They are weapons  
that can be thrown to strike someone. There are several di fferent kind of thrown missile 

weapons including two kinds of Javelins, Light and Heavy as well a War Hammers  and 
the like. The major different between a thrown missile weapon and a shot missile weapon 

is that the thrown weapon can also be used as a melee weapon, making it more versatile if 
not more effective.  

(b) Shot: We do not use bow in the traditional sense as the danger would be 
astronomical. Instead we use a symbolic bow and orange packets for arrows. The bow 

itself is a prop (though you may block with it), it must be held in the hand that is not 
throwing the arrows for the arrows to have any effect (otherwise you are considered to be 

throwing arrows at people- not very effective). Arrows are "up for grabs" by anyone who 
wants to pick them up.  

In Junior League FanWar all players get to have a few skills for free when they 
start out (you will need them to survive, believe me.  The two skills you start with are 

called First Aid and Knock Out. 
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First Aid: You may wake up players who are wounded by touching both 

hands to them and counting to their ROR (which is 20).  So, if your fri end gets 
wounded and you want to help her, you can use this skill to get her back into 

the fight! 
Knock Out (IC): Tag someone on the upper part of their back between the 

shoulder blades with the pommel (back end) of your 
weapon and call “ Knock Out: You’re unconscious!” to 

render that player unconscious.  It is just like they are 
wounded. 

 
 

 

 
Carrying People:  We use a system developed by NERO for carrying people who are 
unconscious (or otherwise out of combat ) which is done by touching both arms to another 

players torso and calling out “ Carrying” at which point the wounded player may stand up 
and move with you as long as you remain touching them.  You cannot fight or heal while 

carrying someone.  You may carry an enemy who is aware or unconscious but when they 
recover you may be in for a surprise!   You can’t carry people whose Size is bigger than 

yours. 
  Body Armor:  Body Armor affects the game by modi fying WHERE a person 

must be hit to damage them. For example, if I have "Chain Mail" on, you can't just hit me 
anywhere, you must strike me in my torso to damage me, and blows to the arms and legs 

will have no effect. With these levels of Body Armor another element is added to the 
game, which really makes the finer points of combat  necessary. Not only must you tag 

someone, you must tag them in the right spot.  There are several levels of armor, which 
are designated as follows.  

Suits of Armor 
a, Leather Armor (Green tabard): Protects both arms up to the elbow and both legs up 

to the knee. (Zones 0-1) 
b, Chain Mail (Yellow tabard): Protects arms up to the shoulder and legs up to the 

waist.  (Zones 0-2) 
c, Half Plate (Red tabard): Only vulnerable in the belly and lower back.  (Zones 0-3) 

d, Full Plate (Blue tabard): Only vulnerable in belly. 
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Armor Zones. 

 
Note: For Women the Breasts are a N/A Zone! 
Gloves and Boots = 0   Leather Armor = 0-1  Chain Mail = Protects 0-2  

Half Plate Mail = Protects 0-3 Full-Plate Mail = 0-4 open only in the front. 
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 Attack Modifiers: An attack modi fier is something that  changes the way you 
are attacking someone else.  Usually you just swing your sword at them and if you hit 

them where they are not armored, they are wounded.  But sometimes you get special  
abilities that allow you to cut through thei r armor or even their shields.  These kinds of 

attacks are called Armor Zone attacks.  One such attack is called AV 0.  If you have an 
attack that is AV 0 it means that your weapon cuts through everyone else’s armor like it  

wasn’t even there (like they have 0 AV get it?).  It is like having a Sword of Sharpness  
from the legends of Perseus.  AV 0 will cut through body armor, but not a shield or a 

sword, so your opponent can still block the attack, their body armor just won’t help them 
if you do tag them. 

Another kind of attack is called UB (it stands for UnBlockable) and it does just 
what it sound like, you can’t block it.  If you have a UB attack you can hit someone on 

their shield and they will still be wounded!  These kinds of attacks are super powerful and 
the only escape is to dodge! 

 Armor Zone (where the attack will affect you) 
AV 0 = attacks all armor as Armor Value 0. 

UB = as a Ball Spell attack, Unblockable damage. 

 
On Taking What Doesn’t Belong to You:  The age-old method of searching and looting 
the dead or incapacitated is a time honored tradition in Fantasy Warplay and indeed, 

almost every Role Playing Game. Thus I must take a moment to explain the rules for 
relieving your friends of their worldly goods.  As far as items go (shields, swords, wands) 

you need only call “ Loot” and take the item from someone i f they are unconscious (you 
don’t need to count to any number, simply take it).  Body Armor is a little trickier.  While 

you still need only call “ Loot” to take the armor, it takes 10 seconds per AV of the armor 
to get the armor off their body (which is appropriat e, it should take about 30 seconds to  

rip hal f plate off someone).  Keep in mind, that in the interest of realism, if you are 
carrying armor, you must have it in your hand and cannot use any items in that hand 

while carrying it. 
Searching people takes more time too.  Unless you are a thief (see Thief Skill) 

you must call “Search (type)” and count to 20 to search for a particul ar type of item on a 
person (i.e. money, keys, etc.).  When you reach 20 that player must turn over any of that  

type of item that they have. 
Now, there are many ways to keep your items from being taken.  In Fantasy 

Warplay, the thieves’ guild has a secret process for attaching items to your soul, and thus 
making them impossible to steal (except by a trained thief- you see why only the thieves’ 

guild could conceive of such a thing!).  Having this done to your items is called having 
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them “ Glued” because it is like they are glued to you now and can’t be taken.  If someone 
tried to take an item that is glued to  you, you can just say “ Glued” and they know they 

can’t get it. 
This system makes the Thieves Guild very profit able, as they rake in money to  

make sure everything you own cannot be taken by anyone except them.  Of course they 
assure you that i f something were to disappear off your person than they would know it  

was a member of the guild and could track them down… of course, there is the matter of 
the fee.  Well, they are thieves aren’t they! 

Now, any item that is dropped or thrown is able to be taken by someone else 
even i f it is Glued to you because you are no longer holding onto it.  So i f you thrown 

your spear, your enemy might pick it up and keep it. 
Shattered and Destroyed Items:  If an item is shattered or broken it deals no 

damage and does not function.  Armor that is shattered gives no prot ection, and a shield 
or sword that has been shattered is considered an extension of your body i f someone 

strikes it! 
What happens when you are wounded or die:  If you are wounded, you are 

considered to be unconscious.  That means that you can’t call for help or tell other 
players what to do.  You may moan and make sounds of a wounded person so that other 

players can find you, but that is all.  If you are still wounded after the battle is over, the 
Game Master will tell you i f you wake up and recover or i f you die from your wounds.  

Players who are dead cannot do anything!  You must simply lie motionless.   
Missile Spells: There are two kinds of missile spells, packet and ball. Both 

types of spells take their affect ONLY IF THEY HIT.  However, the packet must strike a 
player on the body (AV 0) whereas  the more powerful ball takes effect even i f it hits a 

shield or weapon of a player (UB).  A classic spell is “Fireball” which can be thrown and 
if it strikes a player anywhere, delivers its assigned damage! To facilitate game play, a 

wizard is REQUIRED TO CALL OUT THE NAME OF THE SPELL ANDITS 
DESCRIPTION WHEN THROWING THE PACKET OR BALL OR THERE IS NO 

EFFECT.  For example, a wizard must say “With Fire Ball I wound you!” and then throw 
the ball and hope it hits.  A spell is a spell and it needs a trigger phrase to be effective. 

Unlike many fantasy games with wizards who can conjure another fireball at  
will, you must retrieve your fireball to cast it again. In the world of Fantasy Warplay, 

wizards craft Spell Stones to store the mana necessary to cast thei r missile spells.  Each 
stone is enchanted with enough mana to cast the spell an indefinite amount of times but  

each stone can only be used for a single type of spell, which it has been keyed to (i.e. a 
Spell Stone of Fireball, a spell stone of Lightning Ray).  When a wizard casts the spell  

they are throwing a Spell Stone and calling out the trigger phrase to transform the stone 
into a spell.  After the spell has its effect the spell becomes a stone again and falls to the 

ground and the wizard must retrieve it to cast the spell again.  No one other than the 
wizard who crafted the stone can pick it up or interfere with it in any way, as all 

wizards are careful to protect their spell stones with self-destructive magic. 
Once again, it is the responsibility of the person hit to know that they have been 

hit and what the results are (thus everyone needs to be familiar with the spells and skills 
that might take effect on them).  

Scrolls give the user a one-time use of a speci fi c spell or ability.  So if you have 
a scroll of Resurrect, you can bring your friend back to li fe, but only one time and then 

the scroll is gone. 
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Character Generation 
Classes and Equipment:  Now that you have an understanding of the mechanics  of 

combat you can get into the speci fics of the class of you character and just what you 
would like them to be able to do.  Now don’t get all excited because everybody starts out 

at fi rst level which means you will be fairly weak to start out and won’t even have a real  
“ class” yet (you didn’t think we were going to let you waltz in the game as Gandal f did 

you!).  All characters start out as journeymen, seeking to earn enough experience to join a 
guild and thus pick a class. 

Equipment:  You receive 8 
gold pieces to out fit your character.  

You can use the money to buy any 
one of the Basic Equipment Sets to  

start out with.  The equipment sets 
are listed below.  Each one costs 8  

gold.  Remember that your 
Equipment does not determine your 

Class.  You can have Bowmen 
Equipment and become a Flame 

Mage!  Or you can have Dueling 
Equipment and become an Archer 

even though you don’t use a bow!  
As you get more money you can also 

buy several Equipment  Sets and mix 
and match with your friends or just 

keep it all for yoursel f! 

Equipment Sets 

Soldier Equipment:  Buckler Shield and Short Sword 

Footman Equipment:  Large Shield and Flail 

Shieldmen Equipment: Tower Shield and Dagger (you can 

throw the dagger). 

Impact Equipment:  Axe or Hammer. 

Bowmen Equipment:  Bow and 5 arrows. 

Polearm Equipment: Battle Staff/Spear (you can throw it too!) 

Bushi Equipment:  Wakizashi or Katana (the curved swords). 

Dueling Equipment:  Broadsword and Dagger (you can throw 

the dagger). 

Infantry Equipment: Long sword or Two-Handed Sword. 

Rouge Equipment:  Two Chamber Sword and Two knives. 

Javalinere Equipment:  Javelin and Dagger. 
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  Gaining Levels:  As  you play Fantasy Warplay your character gains levels.  
Levels are how much your character knows and how good she is.  For the first five levels  

you are called Journeymen and you don’t have any special abilities.  Once you get to 
level six though, you get to pick a class and get special abilities.  You can get more skills 

as you get higher level. 
 For levels 1-15, you will get one level  per set you play (a set  is a Three Hour 

Block of time) 
 For levels 16-20, you will get a l evel every 2 sets (6  hours of game time, or a 

whole day) 
 For levels 21-25, you will get a level every 3 sets (9 hours of game time) 

 For levels 26-30, you will get a level every 4 sets (12 hours of game time) 
 Players are not usually allowed to progress beyond level 30 without GM 

permission. 
 

THE CLASSES:  Even though you won’t need to select your class until you are 6
th

 
level, I want give you an idea of what each is like so that as you choose your skills and 

trades you can have a sense of where you might be heading. There are three basic types  
of characters, Warriors, Semi-Martials and Mages.  Warriors are the combat experts and 

as such can wear more armor.  Mages are those characters who rely on the power of 
words to creat e spells that they then cast for powerful magical effects though they cannot  

wear armor.  Semi-Martials class supplement both the mages and the warriors in that  
semi martials can overl ap into either category (i.e. you can make a ranger who is also a 

wizard OR a ranger who is also a warrior but not a wizard warrior).  The following Venn 
diagram is useful in understanding the system. 

 

 
Max Armor:  Many of the classes have armor restrictions labeled as Max 

Armor.  These restrictions do not keep you from wearing the armor, as you could always 
slap it on you i f you wanted to, you would just lose your ability to use all skills in that 

class while wearing that type of armor.  Thus, a wizard can slap on some plate-mail and 
charge into battle but they cannot cast anything while doing so. 
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 BARBARIAN SKILLS 
RESTRICTIONS: (non-mage only).  MAX ARMOR:  Chain Mail 

Barbarian:  Wild and savage.  They distrust magic of all kinds and put their faith in 

themselves before others.  Always at the 
front of a battle, barbari ans love the sport of 

combat and don’t like missile weapons.  Not 
reliable as guards as they are too distractible 

and are rarely very intelligent.  If you are a 
Barbarian, be larger than life, brash, not too 

bright and stupidly brave. 
1) Hack (IC):  Call  “Hack AV 0: your limb 
is useless”  and if you strike a limb of a 

player on your next attack,  then that limb is 
rendered useless until they are healed. 
2) Magic Resistance (Missile Spells): You 

are impervious to missile spells of all types 
(even if you don’ t want to be- i.e. Medicine 
Ball won’t heal you). 

  

 

 
 

 

SAMURAI SKILLS 
RESTRICTIONS: (non-mages only). Will not use Shields. 

Samurai:  Honor bound and 

honest to the core, Samurai are often 
judges and referees for duels as well as  

devoted warriors.  Samurai prize the 
honor of their family above any sort  of 

personal gain and thus strive for 
excellence in everything that they do.  

A true Samurai wins the battle before it  
has begun.  Strategy and personal  

perfection are the Samurai’s ways.  If 
you are a Samurai be calm, focused, 

well spoken and confident in yoursel f. 
1) Duel (BC): You may call "I challenge 

you to a Duel" with an opponent in your 
vicinity at which point they must engage to 
battle you. No one may interfere until one or 

the other is incapacitated. 
2) Bow out (IC): Call “Bow Out: I refuse 
your duel.“  to refuse or end any type of 

Duel. 
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VETRAN SKILLS 
RESTRICTIONS: (non-mage only). 

Veteran:  Jaded and tough, these 
warriors act as i f they have seen it all.  

Obviously they are not all seasoned warriors, 
but the training of the Veterans involves a great 

deal of time in battle and so even a first level 
Veteran has seen more action that any other first 

level warrior.  The strategy of the Veteran is to 
be an immovable wall, and hold the line.  

Veterans rely on defense in battle, always 
working to better ensure their protection, which 

is why they survive to be veterans.  If you are a 
Veteran be jaded, unimpressed, hard and 

pessimistic. 
1) Brace (BC): Call “Brace: (prevent next 1 

damage)” and be stationary.  As long as you 
remain stationary (in the original spot) the 
next 1 damage dealt to you is resisted.  You 

must call  this skill before you start fighting. 
2) Unbreachability:  AV 0 attacks do not 
penetrate your armor.  

 

KNIGHT SKILLS 
RESTRICTIONS: (non-mages only). 

Knight:  The true glory 

seekers, Knight are chivalrous to a point 
but have none of the Samurais respect  

for battles.  Knights are the weapon 
Masters, well armored but relying on 

their swi ft powerful attacks  and 
powerful strength to destroy their 

enemy before they can counter attack.  
Knights are the real behemoths of the 

battlefield, leading troops into the fray 
and slaughtering all they can.  If you are 

a Knight be looking for glory. 
1) Charge (BC): Call "Charge." and your 

next strike is AV 0 (cuts through all body 
armor).  You must be running to use this 
skill and must run for the count of 5 before 

striking.  You must call this skill before you 
start fighting. 
2) Giant Strength: You can use two-handed 

weapons one handed. May carry people with 
one hand.  You can carry twice as many 
people as normal.  Can throw boulders 

which are unblockable (UB) but cannot 
carry them. 
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PALADIN SKILLS 
RESTRICTIONS: (non-mages only)  MAX ARMOR: Half Plate 

Paladin:  The least martial of the 

warriors, their outlook on life is that of the combat  
medic, focus on keeping others alive on the front  

lines.  Paladins are often leaders, as  their 
charismatic charm draws followers to them and 

everyone likes to have a healer on their side.  
Paladins see themselves as somewhat better than 

most others as they have magical powers that  
other warrior’s lack.  Paladins usually have a 

strong guiding force in their life to help those in 
need and do what is right.  If you are a Paladin be 

righteous, concerned for others’ health, and take 
charge. 
1) Jumpstart Heal (IC): Call "Jumpstart Heal" and tag 
a player.  They count to their ROR and then they are  
healed. 

2) Spell Turning Shield: Your shield resists and 
deflects all Unblockable (UB) attacks 
 

ASSASSIN SKILLS 
RESTRICTIONS: (may be learned by mages and warriors) 
 MAX ARMOR: Leather. 

Assassin:  The shadiest of all the classes, assassins see life as expendable and 
unimportant.  Even their own life is trivial, naturally someone will kill them sooner or 

later.  That’s life.  Life is short and thus assassins tend to get to the point quickly 
(literally).  Somewhat of a martial artist, there is something Zen about the assassin’s way 

not unlike the Samurai in that they have 
strong inner motivation though care 

nothing for honor.  Assassins try to 
increase hatred between people in the 

hopes of creating more job 
opportunities for themselves.  If you are 

an Assassin, don’t think twice about 
killing someone, care little for your own 

life and cut to the chase! 
1). Martial Arts: You can attack with your 
hands like weapons and block with your 

lower arms and feet which are like shields. 
1)  Acrobatics:  Can climb buildings etc.  
Can call “Leap” and be flying (but not 

Soaring) for 4 seconds. 
2) Weapons Mastery: Choose a group of 
weapon.  That group of weapons cuts 

through all body armor (AV=0).  (you may 
choose Martial Arts if you want and then 

your hands would cut through all body 
armor). 

.
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AMAZON SKILLS 
RESTRICTIONS: (may be learned by mages and warriors) MAX ARMOR: Half P late 

Amazon:  People of the sea, they are never very comfort able far from a large 

body of water.  Amazons are wanders and like to be on the move.  Amazons tend to be 
humble in that they understand that nature is greater 

than they are and respect it for that. Amazons are 
matriarchal and thus i f you are a male Amazon, do 

not take charge, you would be unfamiliar with that.  
If you are an Amazon crave water and sailing, go 

with the flow, keep on the move and keep things  
ship shape. 
1) Throwing Training: All thrown 
weapons are AV 0 for you. 
1) Swimming:  Can walk on areas marked 

as water. 
2) Flying: You are considered to be always 
in flight and thus may move across rivers 

and moats at will.  You may also call 
"Soaring", put your fist straight up and count 
to 6 at which point you are then out of range 

of all non-missile attacks. You cannot use 
any non-missile attacks or retrieve any 
thrown spells or weapons while soaring. 

You must call "Descending" and count to 6 
at which point you are within range again 
and may retrieve your items or engage in 

melee attacks. 
 

ARCHER SKILLS 
RESTRICTIONS: (can be learned by mages and warriors ). MAX ARMOR: Chain Mail. 

Archer:  As precise and accurate as a 
well-crafted arrow, archers don’t mess around.   

They prefer to keep their distance, as that is  
where they are the most effective, never letting 

anyone get to close to them.  Archers are direct  
and focused and thus make the best guards.   

Ever vigilant, archers are always looking ahead 
as if taken by surprise they are easily killed. If 

you are playing an Archer be direct, and on 
target, sturdy and perhaps  high strung, watchful  

of the future and of your back. 
1) Disarm (IC): Call “Disarm.” and strike 

the arm of a player (zone 0-2) to make that 
player drop whatever they are holding in the 
hand of that arm.  Does not work on shields, 

they are strapped on. 
1) Multiple Shots: Can fire up to 3 missile 
weapons at the same time 

2) Archery Reflexes: +1 AV while using a bow.  May catch missile weapons in the air.  You can’t 
get Disarmed.   
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THIEF SKILLS  

RESTRICTIONS: (may be learned by mages and warriors). MAX ARMOR: Leather. 

Thief:  Almost as shady as the Assassin, thieves are a bit more socially oriented and have 

a much greater care for their life.  Thieves are the flip side of the Samurai and tend to 
follow laws and tell the truth only if it serves their purpose.  Always trying to make a 

profit, thieves are the businessmen of the world and will cheat you without blinking an 
eyelash; that is thei r job.  If you are pl aying a 

thief, lie and make up stories, be ever watchful  
for a chance to search or loot and look for the 

profit angle, never doing anything for free. 
1) Search Hidden and Glued: When 
searching people you can find things on 

them in only 5 seconds!  You can also take 
money and gems from people even if they 
have been Glued (though not weapons). 

1) Hide: If you are in the shade you can 
cover your face with your hand and you are 
considered invisible.  People must pretend 

they cannot see you as long as you do not 
move or do anything.  You cannot do this 

while you are fighting. 
2) Stealth: Now you CAN move while 
Hiding but you must count to your size each 

time you take a step. 
 
 

 
RANGER SKILLS  

RESTRICTIONS: (may be learned by mages and warriors). 

Ranger:  The true wanderer, they are a bit like Amazons of the land.  Always on 
the move and scouting about, rangers  

never like to have much responsibility 
if they can help it and prefer to be on 

their own.  Gritty and worn like old 
leather, these charact ers are unflinching 

and realistic at all times.  If you are 
playing a Ranger, keep watch, seek 

solitude, long for the woods and be 
introspective. 
1) Snare (IC):  Can Call "Snare, I bind 
your leg.” and strike someone in the leg.  
They cannot move that leg for their ROR. 

1) Scouting:  Can see hiding players.   
2) Spell Turning Weapons: Weapons that 
you use can block all Unblockable attacks 

(UB). 
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FLAME SPELLS 
RESTRICITONS: (mage only). 

Flame Mage:  Fierce and brazen, these mages are 

always at war.  The arms dealers of the world their 
magic is completely focused on destruction and 

thus they seek to create bigger and better ways to 
blow things up.  Passionate, wild and a bit chaotic, 

these mages like the mountains and underground 
spaces. If you are playing a Flame Mage be hot 

tempered, war like, ready for battle and consuming 
everything.  Flame Mages can make Light out to 

100’ at will (lighting caves, dungeons, etc.)
1) Flame Ray (packet-AV=0): Call “With Flame Ray, I 

deal 1 damage” and throw a red packet to deal 1 damage. 
1) Fire Ball (ball- UB): Call “With Fire Ball, I deal 1 
damage” and throw a red sock ball to deal 1 damage. 

2) Elder Sorcery Words: Can make a spell with Elder 
Sorcery of this mage type. You have to talk to the Game 
Master to choose your words and then make a spell out 

of them of your own design. 

 

STORM SPELLS 
RESTRICTIONS: (mage only). 

Storm Mage:  The true wonder seeker, these mages are the philosophers of the 

world, always seeking out more knowledge and more wisdom.  The Storm mage is a 
logician, a tactical intellectual who prefers to neutralize opponents rather than destroy 

them.  Often cold, the storm mage is also 
tumultuous and crafty. If you are playing a 

storm mage, be curious, hungry for 
information, always in the clouds,  tricky 

and clever, eluding rather than confronting.  
Storm Mages can Identify objects to 

discover what they do and what their 
magical properties are. 
1) Lightning Ray (packet-AV=0): Call 
“With Lightning Ray, I deal 1 damage” and 
throw a blue packet to deal 1 damage. 

1) Ice Ball (ball- UB): Call “With Ice Ball, I 
freeze you (for your ROR)” and throw a sock 
ball to freeze (immobilized- cannot deal or 

receive damage or effects). 
2) Elder Sorcery Words: Can make a spell 
with Elder Sorcery of this mage type. You 

have to talk to the Game Master to choose 
your words and then make a spell out of them 
of your own design.  
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LIFE SPELLS 
RESTRICITONS: (mage only). 

Life Mage:  The true healers of the world, they are committed to sustaining all 

life.  The true altruistic charact er, Li fe Mages are known to enter battles on neither side, 
healing anyone and everyone who they can.  Obsessed with keeping people alive and 

conquering death, Life Mages are not as righteous as the Paladin but much more humble 
and kind.  Shying away from combat, they prefer to stand behind the troops healing when 

needed. If you are playing a Li fe Mage be 
helpful, kind and loving, protective but 

committed to saving lives and fighting death.  
Life Mages can Resurrect dead players by 

doing a ritual. 
1) Medicine Ball (ball- UB): Call “With 

Medicine Ball I heal 1 damage in your ROR.” 
And throw a white sock ball to heal anyone hit 
for 1 damage a fter they count to their ROR.   

1) Light Ray (packet- AV=0): Call “With 
Light Ray you deal 0 damage (for  your ROR)” 
and throw a white packet.  Anyone hit deals no 

damage for their ROR.  They can’t wound 
anyone but they can still get wounded! 
2) Elder Sorcery Words: Can make a spell with 

Elder Sorcery of this mage type. You have to talk to 
the Game Master to choose your words and then 
make a spell out of them of your own design. 

 

NECROMANCY SPELLS 
RESTRICTIONS: (mage only) These spells don’ t work on other Necromancers! 

Necromancy Mage:  The true deal er of death, these mages are most at home in 

the cemetery digging up future minions.  Shunned by most of society, these dark mages  
are not necessarily evil, they simply see death as full of potential energy while others see 

it as the end of life.  Necromancers fear nothing, as they are always facing death.  If you 
are playing a Necromancer be unafraid, kill without remorse and be interested in dead 

bodies, close to death yoursel f, almost in another world.  Necromancers are Spirit 
Guides and can see and talk to spirits of dead 

players whom them can summon to be 
animated or resurrect ed.
1) Terror (ball- UB): Call “With Terror Ball I 
deal 1 damage (resist healing).”  And throw a 
black sock ball to deal 1 damage to anyone hit 

who can only be healed by a Life Mage! 
1) Death Ray (packet – AV=0): Call “With 
Death Ray, I kill you!” and throw a black 

packet to render anyone hit dead. 
2) Elder Sorcery Words: Can make a spell 
with Elder Sorcery of this mage type. You 

have to talk to the Game Master to choose 
your words and then make a spell out of them 

of your own design. 
 



Fantasy Warplay      Junior Junior Junior Junior LeagueLeagueLeagueLeague  5/14/2009                     page 18 

NATURE SPELLS 
RESTRICTIONS: (mage only) 

Nature Mage:  The enchanter of the woods, these wandering spell casters  

resemble Rangers in their wanderlust.  More comfortable with animals than people, 
Nature Mages  are always heading to the woods and keeping to themselves.  Ever in  

defense of the l and, Nature Mages are like environmentalists.  Nature Mages are in tune 
with the world at all times. If you are playing a Nature Mage be reclusive, avoiding 

people i f you can, happy in nature and eager to leave any civilization.  Nature Mages  
have the ability to Oracle, and often have visions of the past, present or future.
1) Empathic Ray (packet AV=0): Call “With 
Empathic Ray I heal OR wound you.”  And 

throw a green packet at a player to instantly 
heal OR wound someone.  This causes you to 
become wounded, but you are healed again in 

your ROR (20 seconds). 
1) Tree Form Ball (ball- UB): Call “Tree 
Form Ball: I change (you) into a tree (change 

back if you want).”  That player is then 
considered a tree and cannot be hurt or affected 
(put your arms up like branches so people 

know).  Anyone with this spell may tag them to 
revert them. 
2) Elder Sorcery Words: Can make a spell 

with Elder Sorcery of this mage type. You have 
to talk to the Game Master to choose your 
words and then make a spell out of them of 

your own design. 
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 Play Explanations and Definitions: 
Types of Spells/Skills 

Called Spells/Skills: Called spells (and skills) are abilities that take effect when 
the user "calls" the ability out loud. If they have not called the ability then the ability is 

not "on." These sorts of spells/skills are sometimes accompanied by a gesture (such as  
raising one hand in the air, or touching someone). A good example of a called spell is 

"Brace.” The Veteran calls “ Brace: 1.”  and then stays in one spot to prevent the next 
wound she would receive. 

There are two kinds of Called Spells/Skills, ones that must be used Before 
Combat (BC), ones that can be used In Combat (IC).  These terms are fairly sel f-

explanatory but in order to be clear, Before Combat (BC) spells or skills must be called 
AT LEAST 10 FEET AWAY FROM ALL OPPONENTS, when you are NOT currently  

engaging in melee with an opponent. Yes, you can run away from your opponent, call 
your spell/skill and then hit them with it, but then you have to get away from them long 

enough to call it first! The second type of Called Spell/Skill is the In Combat Spell/Skill 
and these may be called while engaging with an opponent, in mid melee (though i f they 

are attack type they must be called before the actual swing is made, not mid swing or as  
you make contact!). 

Passive Spells/Skills: A passive spell or skill never has to be turned on it is 
always "running" and has it's effects regardl ess of weather the user wants it to be on or 

not. A good example of this kind of a spell/skill is "Flying." A person with the flying skill 
can move over moats and barriers that are usually impassible by normal players. They do 

not need to say that they are choosing to fly, they can simply move over the barrier at  
will. 

Notes on Role Playing:  Role Playing is the art of drama improvisation.  To be 
a good role player you must be able to fall into your character, think like your character, 

feel like your character and thus act like your charact er at all  times.  If you have a 
question about the rules or something outside the game while you are playing, don’t just 

start talking about it in the middle of play (players will think your character is talking 
about very strange things indeed!), pause and begin your sentence with “ Out Of Game…” 

OR do what they do in NERO and put your hand over your head to indicate you are not  
playing your character right now.  This helps to keep people acting and responding 

realistically to situations that arise. 
Role Playing is about playing a character and acting as someone else.  Ideally, 

your character should be 
unique and should have 

interesting character 
quirks (perhaps you limp 

a bit, maybe you always 
speak with a low 

growling voice), which 
adds to the flavor of the 

game. Having a little 
background or history to 

your character always  
helps.  The events of your 
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characters li fe give them a unique outlook on li fe and will color the way your charact er 
sees the world.  There is an excellent analogy used in  psychology that is perfect for 

helping you play your character well.  We all look out on the world through our own 
private window.  The events of our li fe color that window making it into a stained glass  

work of art.  Depending on the events that have colored our glass we will see the world 
differently because we are looking at it through our experiences.  One man will look at a 

tree and feel comforted because he is seeing it through an experience in on his window in 
which he felt safe sleeping under his trees at home.  Another man might look at the same 

tree at the same time and be horri fi ed because he is seeing it through an event on his 
window in which he was almost killed falling out of a tree.  If you keep this in mind 

when you play your character and imagine just what sort of events have colored your 
characters window, you will make an excellent role player. 

 Furthermore, it helps to know a bit about your charact er’s class in order to get a 
feeling for how he or she would act in a given situation.  If your thief is always running 

headlong into battle and your Barbari an is always  hiding behind the Wizard you are not  
really playing your characters well.  Sure your thief might charge into battle (i f she has  

chasing a bunch of goblins who have a full treasure chest) but you should have a reason 
for you actions.  The higher level you are in a given class, the more these class trends 

should affect you.  A 10
th
 level Samurai is going to be extremely honor bound and honest, 

while a first level Samurai will likely just tend to be truthful and consider honor as a 

factor in her decisions. 
Another factor to consider when playing your charact er is their species.  Often 

more of ones  character comes  from being a Dwarf than any class what so ever.  Every 
species has a style of play, a world-vi ew that colors its window on the world as well.  

However, most people are familiar enough with Elves, Dwarves Hobbits etc. to be able to 
utilize the charact er traits of those species in their role-play and so I will not go into it 

here.  All too often, player begin to do what is right for them, rather than do what is right 
for their charact er.  Players have no problem role playing their Ork character in battle but 

as soon as the battle is over, suddenly they are strategizing with the Elves and running 
away from the horde of monsters that have recovered from their wounds (something no 

Ork would every conceive of doing!).  We must remember to take the good with the bad 
and more often than not, do the wrong thing for us (the player) and the right thing for our 

character.  Some of best moments in  Role Playing are when your lone, arrogant el f,  
stands tall, pulls out his long bow, counts the eight Orks blocking the road and says “ I 

believe you are outnumbered.”! Or your Ork Barbarian looks at the Magic Stone of 
Kings, sniffs it and says, “ I don’t want a rock, you take it.” 

Killing Blow:  When a player wishes to not just wound a monster but actually  
kill the monster, they must use what we call “ Killing Blows” which are strikes  

speci fically designed to kill an unconscious monster.  To do this, the player must raise up 
there weapon above their head and call out “ Killing blow 1!” and strike the wounded 

player.  They must repeat this three times (i.e. Killing Blow 1, Killing Blow 2, Killing 
Blow 3) at which point the monster is then dead, not wounded.  Keep in mind that killing 

an unconscious or wounded monster that is no threat to you will be perceived as evil by 
many players.  While it might be to your advantage to kill a monster, it is still causing a 

death and thus can be see as murder.  However, this is a fantasy world, where people can 
be resurrect ed quite easily.  Thus, killing someone is not nearly as serious a crime as it is 

in the real world, and thus, most law enforcement will understand your need to kill 
monsters that are potentially going to be healed and attack you again. 



Fantasy Warplay  Junior League Junior League Junior League Junior League  5/14/2009                     page 21 

The Death Bag:  Players are dead permanently i f “ Death Comes for You.”  
Every time your character dies they get a Death added to their spirit, which signi fies the 

weight of the afterli fe pulling them towards the eternal.  When you are resurrect ed you 
must pull from the Death Bag to see what happens during resurrection.  The death bag 

has 30 clear stones in it and 3 colored stones (black, green, and blue)  When you die, you 
must pull out 10 stones from the Death Bag.  If you pull only one colored stone, you 

loose an experi ence point.  If you pull two colored stones, you loose a whole level..  If 
you pull three colored stones, “ Death Comes for You” and your character is permanently  

lost.  There is the chance that one of the deities of the game world will take an interest in 
you and save you from the being taken to the afterli fe and instead send you back with a 

special mission or purpose to complete for them.  This does not happen for everyone but  
the likelihood increases if your character has made a connection already to a deity that 

they serve and has been working for the cause of that deity. 
Mana and Mana Loss:  Mana is energy that your character can use.  In Junior 

League everyone has two mana to spend a day.  Sometimes you will find a magic item 
that requires  you to spend your mana to turn it on.  You only have two mana to use per 

day and thus you must be careful how you use it.  Some spells require you to use mana 
(Elder Sorcery) so mages must be careful with it as well.  Usually, the only way to get  

your mana back is to sleep through the night, or be resurrected.   
Morganti Weapons:  Also a character can be permanently killed if they are 

slain with a Morganti weapon (special soul eating weapons) whose wounds cannot be 
healed!  Thus a player hacked by Morganti permanently looses the use of that limb, and a 

player brought to Unconsciousness will be in a coma.  If killed by a Morganti weapon 
you cannot be resurrected, your soul is gone. 

Giant Strength of Big Creatures:  In Junior League FanWar often you will 
encounter monsters that are big or even huge that also have the Giant Strength ability.  

Creature with Giant Strength can throw boulders for devast ating effect.  There are four 
size categories in FanWar, Small, Average, Big, and Huge.  If a creature has Giant  

Strength and is a size bigger than you, their attacks will wound you no matter how many 
Hit Points you have.  Thus, if a Hill Giant attacks  a War Troll, they only have to hit it  

once to wound it.  Furthermore, i f a creature is two sizes bigger than you and has Giant  
Strength then it’s attacks will kill you outright no matter how many Hit Points you have.   

 

FanWar Etiquette:  The Three Rule of Life 
  

Take Care of the People:  
Kindness Always Wins: We are here to play and have fun.  If someone is hurt or 

frustrated by the game, stop what you are doing, put your fist over your head and ask 
them, “What do you need?”  Look them in the eyes and be friendly.  If you have injured 

or angered them, apologize and wait until they are ready to join the game again before 
you do.  If you need help, get a marshal or a referee to help you.  If we remember that 

being kind and helpful to each other is always more important than winning, we will have 
a safe, fun, and exciting game for all! 

Take Care of the Things: 
 The weapons are fragile.  The FanWar equipment is expensive to make and if 

damaged can be dangerous.  Do not be rough with the weapons or yank, smack or step on 
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the equipment.  I spend hours of my time just making one sword.  Take care of the things 
so that everyone can enjoy them. 

Make it Work:  Follow the Procedures 
Fair Play = Good Gaming.  In order for a LARP to work, everyone has to play 

fairly and honestly even if it means their charact er is going to die!  If you play the game 
by the rules, and accept when you are tagged you will do the best at FanWar.  You need 

to trust the Game Master and the game world to work.  If you get wounded, it is not the 
end of the world, you can get healed by another player very quickly.  But if you deny you 

were hit or argue about it, it wastes everyone time and spoils the game.  You may have to 
admit that you were wrong, but that is part of life.  Play fairly no matter what the cost, for 

everyone’s sake.   
 

How to be a FanWar Marshal/Referee: 
 

Being a Marshal or Referee for FanWar is quite simple really and if done right, 

makes the game safer, calmer and much more fun.  Your job is simple, watch players and 
make sure they are not breaking the rules.  If they do, it is your job to step in and tell 

them the rule they broke and instruct them to follow the rule.  The game rules are actually 
very few, so don’t get worried.  But if you don’t have a clear grasp of them, it can make 

your job hard, so let me go over the basics. 
1) The game is basically freeze tag.  We tag with the weapons instead of hands.  If 

a child is tagged, they are frozen (we call it wounded).  This is the most 
important rule to enforce. 

2) Players heal each other by tagging each other and counting to 20. 
3) Listen to the rules.  I will tell the players what specifi c rules they need to know 

(like if the Trolls need to be hit 10 times etc.) and if you are listening to those 
rules too then you can enforce them more effectively 

4) Everyone must play gently and in a friendly way.  It is tag, not beat people with 
sticks.  If anyone hits too hard, ask them to sit out, immediately. If anyone hurts 

another person, on accident or purpose, that person must sit out until the hurt 
player is feeling better. 

5) You are the boss!  It is your job to keep everyone safe.  If something seems 
unsafe, stop it right away.  If anyone is not listening to you, tell me and they will 

sit out immediately. 
There are other rules but they are not critical to being a Marshal.  The most important 

thing is to watch what is going on and try to intercede i f you see players having an 
argument or disagreement.  Even if you don’t know what the solution to the problem is, 

don’t hesitate to intercede in the problem just to let the players know that they have a 
mediator who is listening.  You may just need to have each player stop for a moment and 

explain what they are and can do and then the players may realize what went wrong on 
their own. 

 

How to be a FanWar Monster: 
 
Being a Monster is a great deal of fun and sometimes a great challenge.  However, 

you must remember certain rules for being a Monster if you are going to play one.  
Monsters are sometimes very powerful and i f not played correctly can ruin the game for 
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the Hero’s and everyone else.  Thus, I am going to state some very clear and direct rules 
for being a Monster that must be followed. 

1. Monsters are Helpers.  Your job is to help the Game Master (that’s me!).  
You need to get out weapons, sort equipment, explain rules to other players 

and get players what they need.  If another player gets hurt or frustrat ed, 
stop what you are doing and help them. 

2. Don’t be too powerful.  It is not your job to try your hardest to win the 
battle.  It is your job to be the monster I need you to be. If I tell you to be a 

low level goblin  don’t kill all the Hero’s just because you can.  You need to 
play your monster and give them a chance.  The Monsters are not trying to 

“beat” the Hero’s, the Monsters are being things the Hero’s meet. 
3. Keep your cool.  Playing a Monster can be stress ful.  Tons of kids are 

attacking you and you get overwhelmed.  You need to stay calm and 
remember that they are suppose to win.  You might need to remind them of 

your special powers so they don’t think you are cheating, and if you are 
really frustrat ed, just put your fist over your head and be OUT of game until 

you are ready again. 
4. Pay close attention.  Monsters have to be lots of different things one right 

after the other.  Sometimes you are evil, sometimes good, sometimes 
neutral.  Your Hit Points change and armor.  There is a lot to keep track of 

and if you don’t listen carefully when I give out the information it can effect 
the entire game.  When it is time to be a monster, give all of your attention 

to the GM (that’s me!) and focus on the information I am giving you.  Save 
your questions for the end, as I usually answer most questions in the course 

of my explanation or on the way out to a mission. 
There are other procedures for being a Monster but you can learn them as you go.  Most 

important are the four rul es stated above.  Remember them and above all, remember to be 
kind, friendly and helpful to everyone, so everyone feels safe and comfortable. 

 

FanWar Event Guidelines: 
 

Always remember to be respect ful, take care of the park and each other, and be 
responsible for the equipment and time of others.  We are guests in these parks and as 

such must remember to be kind and considerate to others who come through our space.  
We must remember that the game is not just about us but about everyone having fun and 

we should strive to help make it fun for all players.  These means working to keep things 
flowing well. 

(1) Three Before Me:  If you have a question, ask three people before you ask 
me (the GM).  I have to run the game and if I have players asking me 

questions all the time, we waste a lot of time we could be out playing. 
(2) Quiet Please:  When I am talking, pay attention, save your questions for the 

end, and don’t talk.  I need everyone to understand what is going on.  If 
even one person doesn’t know what is happening in the story, they could 

make a very bad mistake.  Thus, it is critical that everyone be quiet so 
everyone learns the critical storyline information. 

(3) Down in Front:  When we are discussing missions get down low if you are 
close to me and stay standing up if you are far away.  This way, everyone 

can see and be seen. 
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fanwar lIVE ACTION ROLE PLAYING 

J u n i o r  L e a g u e  

M o n s t e r  F i e l d  B o o k  

 

 
 

Monsters are not always evil or bad.  They can be friendly or 

helpful.  Ask the Game Master what your alignment is for your 

monster. 

Use the weapons you already have for your monster unless 

the Game Master tells you to use something else. 

Don’t give other players anything unless the Game Master 

tells you to.  When you play a monster players will want to 

search the monster for money.  They are not taking your 

characters money, but the monsters money. 

All your items are Glued and cannot be Looted unless the 

Game Master says they can be taken. 

You are not trying to win.  The game is about telling a story, 

not trying to win by killing the heroes.  Act as the GM instructs 

you to, and don’t just kill because you can. 
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ORKS 

SIZE: 3  AV:  0  

Notes: Orks are Dense, but are good fighters and resilient and 

are rarely mages. 

 

URUKAI ORKS 

SIZE: 4  AV:  0  

Notes: Urukai are very smart and are good fighters and mages.  

However, they cannot retreat from a battle unless ALL their 

opponents in the vicinity (10-foot radius) are unconscious.  

Furthermore, being arrogant, they fight alone unless with 

Urukai or Orks. 

 

BEASTS 

Notes: Beasts are dangerous wildlife and all have Martial Arts, 

Bite and Devour.. 

Common Beasts 

SIZE: 5  AV:  1   

Notes:  Usually solitary and territorial. 

Swamp Beasts 

SIZE: 5  AV:  2   

Poison. 

Sea Beasts 

SIZE: 5  AV:  3  

Water Native. 

Sky Beasts 

SIZE: 2  AV:  1 

Flying, 

Serpent Beasts 

SIZE: 5  AV:  3  

Very large snakes, sometimes poisonous.  They have Bite only. 
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GIANTS 

Notes: Giants are 

solitary, only fighting 

alone (thought they do 

come to each-others 

aid for healing). They 

are arrogant and will 

only attack (unless 

attacked themselves) if 

they see a large group 

worth to battle. Giants 

have Giant Strength.  Can use Two Handed Weapons in one 

hand.  All Attacks cut through armor (AV=0). 

Lesser Giants Hit Points:  10 SIZE: 6  AV:  0   

Greater Giants  Hit Points:  20  SIZE: 8  AV:  0 

Flame Giants:  Innate 1
s
 lvl Flame Mage Spells 

Storm Giants:  Innate 1
sth

 lvl Strom Mage Spells 

Life Giants:  Innate 1
s
 lvl Life Mage Spells 

Death Giants:  Innate 1
s
 lvl Necro Mage Spells 

Nature Giants:  Innate 1
st
lvl Nature Mage Spells   

 

GOBLINS 

Common Goblins  

SIZE: 1  AV:  0 

Notes: All Goblins always fight in groups, they will run away 

from attackers if alone. They never use two-handed weapons. 

 

GRIFFINS 

SIZE: 5  AV:  1 

Notes: Flying; Bite, Devour, Martial Arts. 

 

KOBOLDS  

SIZE: 1  AV:  2  

Notes:  Kobolds look like small lizard men and usually attack in 
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large numbers.  Only semi intelligent they are aggressive and 

territorial. 

 

OGRES: 

Can use Two Handed Weapons in one hand.  All Attacks cut 

through armor (AV=0). 

Common Ogres 

Hit Points: 5  SIZE: 5 AV:  0 

Notes: Not too smart but strong. 

Grey Ogres 

Hit Points: 6  SIZE: 5  AV:  0 

Notes: Terrified by Magic, will run 

if any is used on them. 

Dark Ogres  

Hit Points: 6  SIZE: 5 AV:  1 

Notes: Somewhat smarter and solitary.  They tend to be cruel 

and dangerous.  

Death Ogres  

Hit Points: 7  SIZE: 6 AV:  1 

Notes: Very smart but are solitary and will not fight alongside 

other Death Ogres.  Cruel and always evil. 

 

SPIDER (LARGE) 

Hit Points:  5  SIZE: 4  AV:  2 

Notes: Large Spiders have Acidic Blood and Unbreachability. 

Large Spiders use two Long Flails (one in each hand), which 

are their arms have Snare as well as Bite for Poison! 

SPIDER (GIANT) 

Hit Points:  10  SIZE: 8  AV:  2 

Notes: Notes: Large Spiders have Acidic Blood and 

Unbreachability and Giant Strength as well as AV=0 attacks. 

Giant Spiders use two Long Flails (one in each hand), which 

are their arms have Snare as well as Bite for Poison! 
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TREE ENT 

Hit Points:  8  SIZE: 8  AV:  4 

Notes: Tree Ents use Mace and Chain or Flails as their arms. 

Their skills include Martial Arts, Jumpstart Heal, Giant 

Strength, and Unbreachable.. They attack anyone with an Axe, 

friend or foe. If unprovoked they will heal OR Rebirth (instant 

Resurrection!) anyone in need. 
 

TROLLS 

All trolls have Regenerating which 

means that they are always healing 

themselves, even when dead, they 

just heal and get up again unless 

burned while dead. 

Wood Trolls 

Hit Points:  6  SIZE: 2  AV:  0   

Notes: Regenerating.  Wood Trolls are very wild, not much 

smarter than Cave Trolls and have Martial Arts and Hide. 

Cave Trolls 

Hit Points:  20  SIZE: 8  AV:  2 

Notes: Regenerating.  Cave Trolls are not very smart but 

extremely resilient with Giant Strength, Unbreachable, and 

never fall unconscious.  They have Martial Arts and all attacks 

are AV=0. They are rarely mages. 

War Trolls 

HP:  10  SIZE: 4  AV:  1 

Notes: Regenerating.  War Trolls are much smarter than Cave 

Trolls and are commonly found in evil armies as front running 

troops. 

Dark Trolls 

HP:  10  SIZE: 5  AV:  1 

Notes: Regenerating.  Dark Trolls are nocturnal and wilder than 

War Trolls (they never fall unconscious and have Acidic 

Blood!). They are often deadly mages and have Martial Arts 
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and Weapon Mastery. 

UNDEAD: 

Notes: There are three types of undead: Minor, Full and 

Greater.  All undead regardless of type have Adrenaline.  

Minor Undead (rarity 0-1) are just animated dead bodies and 

as such can be cut down like any other body.  They have no 

innate special abilities beyond Adrenaline. 

Full Undead  l (rarity 2 

and up) cannot be hurt by 

normal weapons. A full 

undead, if hit by a normal 

weapon will simply ignore 

that damage.  To  kill a full 

undead they must be… 

a) damaged with Silver 

b) damaged with magic. 

c) healed – healing spells damage them on a point per point 

basis and is the only type of damage that resists healing for 

undead (they must get Warded healing). 

Greater Undead (Ω) are unaffected by silver and healing 

attacks must be warded to affect them.  Magic spells and Magic 

items still work fine. 

Respawning:  Undead have the ability to bring themselves 

back to life by spending a “respawn” (energy that is powering 

them).  If an undead is killed, if it has any respawns it must 

immediately spend one and count to it’s ROR and then be 

brought back to life at full Hit Points!  Undead gain respawns 

by being charged up by a Necromancer. 

 

BATTLE BONES l 

Hit Points:  5  SIZE: 4  AV:  0  

Notes:  Made from fallen Trolls, these Skeletons are far more 

dangerous than the common Skeletons that lurk marshes.  

Battle Bones are impervious to missiles weapons, Missile 
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Spells and have Regenerating just like Trolls! 

 

DEATH KNIGHTS Ω 

SIZE: 4  AV:  0 

Notes: Death Knights always wear Plate Mail.  They have the 

innate abilities of a 5
th
 level Knight and 5

th
 level Necromancer 

with all skills and abilities thereof. 

 

DEMONS Ω 

Lesser Demons 

Hit Points:  20  SIZE: 4  AV:  3 

Notes: Flying; Lesser Demons 

have Improved and Giant Strength 

Hack, Martial Arts, Weapon 

Mastery, Regenerating.. 

Fire, Storm, Sun, Shadow, Earth, Demons 

Notes:  10
th
 level Flame, Strom, Life, Necromancy, Nature 

Mages respectively. 

 

GHOST 

SIZE: 3  AV:  0   

Notes: Ghosts have Flying and 

Fear Touch but cannot deal any 

damage. 

 

GHOUL l 

SIZE: 3  AV:  1 

Notes: Ghouls have Martial arts 

and Bite (which is Poisonous) and Devour.  They are insatiable 

cannibals. 

 

SKELETONS  l 

SIZE: 3  AV:  0 

Notes: Skeletons are impervious to arrows. 
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SPECTERS  l 

SIZE: 3  AV:  0 

Notes: Flying; Martial Arts, Ethereal Travel (instant).  They 

never wear armor. 

 

VAMPIRES Ω   

Hit Points:  5  SIZE: 1-4  AV:  0 

Notes: Flying; Duel, Animate Dead, 

Ethereal Travel (instantaneous!), 

Charm (tag a player to gain control of 

them, they fight for you!) 

 

WRAITH llll 

Common Wraith 

Hit Points:  8  SIZE: 3  AV:  0 

Notes: Flying; never have armor.  Martial Arts, Weapon 

Mastery They have Animate Dead, Charm (tag a player to gain 

control of them, they fight for you!), and Ethereal Travel 

(Instantaneous!) 

 

ZOMBIES (humanoid) 

SIZE: 3  AV:  0 

Notes: Humanoid Zombies are Stupid and can only walk 

slowly. 
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