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Introduction

Welcome to the rules for Insurrection LRP’s events.  In order to play an Insurrection
LRP event, it is crucial that you have read our Core Rules (available from our
website, http://www.insurrectionlrp.co.uk).  You will also need to have created a
character, using our Character Creation rules (also available from the website).
Please get in touch with the Design Team (DesignTeam@insurrectionlrp.co.uk) if
you would like some help creating your character.

In particular, we would like to draw your attention to three things from the Core
Rules:

 You must be at least 16 years of age to play an Insurrection LRP event
 There is no smoking allowed in any building at any Insurrection LRP event
 References to non-consensual sex and sex with minors are strictly prohibited

Time In and Time Out

“Time In” is the name given to the part of the event where the game is in operation
and you are expected to be playing your character.  “Time Out” is the name given
to that part of the event where the game is not in operation.  You may continue to
play your character during Time Out on Saturday and Sunday mornings if you wish,
but there will be no ref support available and any mechanical outcomes (including
character death) during this time are subject to veto by any participant.

Unless otherwise stated, Time In at Insurrection LRP events will run from 8pm on
Friday night until 2pm on Sunday afternoon, with Time Out also in effect between
2am and 10am on Saturday and 1am and 10am on Sunday.

You may also hear the call of Time Freeze.  When this happens, please stop all IC
activity, close your eyes and stand still.  You may hum or sing if you wish.  Resume
IC activity when a ref or the person who called Time Freeze calls Time In.  Your
character is unaware that any time has passed between these two calls.  Players
may not call Time Freeze unless their character is using an ability that specifically
allows it.

Non-combatants at events

Some of our players are unable to participate in the more physical side of our
game.  They are called “non-combatants” and we request that you avoid striking
them with LRP weapons at any time and for any reason.  They will be clearly
identified at the start of the event and we ask that if they find themselves in a
combat situation, they again identify themselves as such.  They are able to
continue roleplaying and using any appropriate skills they may have, but may not
brandish any weapon.  If you are within arms reach of such a character then you
need simply to say to that person that you are attacking them, and they will be
considered to have taken a Critical wound to their Vitals.
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Going Out of Character at events

We generally expect all players to be IC at all times during Time In.  This extends
to the need to wear appropriate costume, carry one’s character lammie and have
appropriate phys. reps. for any lammied item they may possess.  If you need to go
OOC for some reason at an event (e.g. to go to the toilets, which are always an
OOC area) then please either wear a high-vis armband in a clearly visible location,
or hold your hand high above your head.  We urge you not to engage in OOC
conversation of any sort during Time In when other players within hearing are still
roleplaying.  If you are in a designated OOC area during Time In then we would ask
you to be considerate of your volume while others are still roleplaying.

You are advised to carry OOC light sources (e.g. torches) with you at night.
However, we would request you not to use them (including glowsticks) except in
emergencies, and would strongly prefer you to invest in IC-looking lanterns.

Getting injured at events

If you believe yourself or another participant to have been injured (OOC) at an
event, please loudly and repeatedly shout “Man Down” until assistance arrives. If
you hear someone shout “Man Down,” please cease any IC activity until help
arrives.  Please do not repeat the call of “Man Down” if you heard someone else
shout it, as this can rapidly become confusing.  There is always a trained First Aider
on site at our events and we will aim to provide you with whatever help you need.

It is also acceptable to shout “Man Down” if you wear glasses and they fall off or
are knocked off your face during combat.  Once you have recovered your glasses,
please indicate that it is safe to continue combat.  If you intend to wear glasses at
an event, we recommend you consider ways to make sure they are safe.

Character Death

If your character dies in the course of an Insurrection LRP event, which is entirely
likely and may come at the hands of PCs or NPCs, you have two main choices.  You
may either opt to join the crew for the rest of the event, portraying a range of NPCs
and giving you time to consider a new character, or you may wish to create a new
character.  Please come to G.O.D. (Games Operation Desk) and we will be happy to
help you create a new character and get back into play as soon as possible.  When
creating a new character, we would ask that you consider playing a character of a
different race and/or faction to the one who just died.

We do not offer special briefings to characters who enter play after the start of the
event – they will receive the same information and objectives as any other member
of their faction.  We are happy to answer questions and guide you through the
character design process, but cannot offer to assist you with creating your concept.
If you opt to join the crew or otherwise do not wish to design a new character at
the event, your next character will start with the normal 20XP, plus the amount
your previous character would have received from this event, based on their
faction’s objectives.  We do not allow characters starting at an event to be of any
race other than those detailed in the Character Design document.
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Cheating

If you believe that another player, or a member of the crew, is cheating or
otherwise failing to follow the rules of the game (including the rules on OOC
behaviour set out in the Core Rules, or using information gained OOC that you
believe they cannot know IC), please raise it with them directly in the first instance,
if you feel comfortable doing so.  If you do not feel comfortable doing so, or if doing
so has yielded unsatisfactory results, please approach a ref for assistance. If you
are found to be cheating, we reserve the right to ask you to leave the site and/or to
ban you from attending future Insurrection LRP events.

Intoxication

We recognise that many LRPers enjoy drinking alcohol while at events.  While this
is perfectly fine within reason, we would ask that you do not engage in combat
while drunk, and also that you bear other participants’ safety and comfort in mind,
even during Time Out. Illegal drugs of any sort are strictly forbidden at all
Insurrection LRP events.  If you are found with illegal drugs at an Insurrection LRP
event then you will be asked to leave immediately and we may contact the Police.

Uncomfortable Situations

If you find yourself in an IC situation at an Insurrection LRP event with which you
are uncomfortable on an OOC level, please immediately go OOC and leave the
situation.  Your character is considered still to be present in the scene, and any
negative consequences of their remaining there will be in effect. We draw your
attention to our Equal Opportunities policy, and ask you to respect other players’
decisions to leave uncomfortable situations if they feel it necessary.

Likewise, if you are the recipient of a Derangement (pg.8) which you would not feel
comfortable roleplaying, please tell us as soon as possible (ideally when you initially
receive it) and we will attempt to find one which suits you better.  The aim, after
all, is for this to be fun.

Refs and hi-vis vests

Some parts of these rules, and other documents, indicate that you will need to
consult with a ref in order to determine the result of a skill or ability your character
may have.  Other rules will indicate that you must speak to a member of the Design
Team.  You will almost always be able to find a member of the Design Team (who
also count as refs) in the G.O.D. or monster area.  When they are out in the field in
a referee role, they will be wearing an orange hi-vis vest.

Refs (who are not on the Design Team) and photographers can be identified by
their yellow hi-vis vests.  If a person in a yellow hi-vis vest is not holding a camera,
then it is safe to assume that they are a ref and can answer any of your queries
and help with any bead draws etc. you may need.
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Combat

Like most LRP games, Insurrection uses simulated combat to resolve physical
confrontations.  As you would expect, safety is the number one priority in these
situations.  For this reason, “brawling” (i.e. wrestling, grappling or simulated
kickboxing), crowding or body checking is not allowed as it is more dangerous than
usual LRP combat and can be extremely intimidating for the unprepared.

All weapons used in combat at Insurrection must be checked and approved by a ref
before play begins.  The Insurrection team reserve the right to temporarily
confiscate any unchecked weapon used during an event. If you would like to use a
bow or polearm, please discuss this with the ref checking your weapons to make
sure that you and we are satisfied that you are fully aware of our safety
requirements.

LRP combat consists of fighting with foam-rubber or injection-moulded weapons,
the blows from which are pulled by the user.  If you are unsure what a pulled blow
is, please do not hesitate to ask a ref, who will be happy to help you.  We may also
be able to arrange combat training for novice players.

We ask participants to observe a “one-second rule” with any weapon they are using
to fight with.  In short, this means that you may not strike more than once a
second with a given weapon.  This is to avoid “drum-rolling” and other such
dangerous behaviour.

For safety’s sake, we would ask that participants are careful not to target their
blows to their opponents’ faces, throats, breasts or groins, or excessively invade
their personal space during combat – please keep at least 30cm distant from other
combatants where possible, and avoid reaching over/past them to strike them in
the back. It is never acceptable to stab with any weapon during combat, even if it
is “stab-safe.”  Nor is it acceptable to strike with the pommel or hilt of a weapon.
Please note that your head is not a shield!

Being Hit

The effects of being hit by a weapon are simple; unless your opponent calls out a
specific effect, you lose one hit point on the location struck.  If you are wearing
armour, then the armour is damaged first, until it has been rendered useless by
repeated damage.  Protection from armour refreshes at Time In each morning.
Armour must be repaired between events, regardless of whether it took any
damage or not. Please note also that each location can benefit from the protection
of only one piece of armour, and that the blow must strike the armour for it to be
effective.  As long as most of the location is covered by the appropriate type of
armour, you may represent further coverage by using armour of a lower standard,
e.g. chain mail voiders in plate armour.

Characters have five locations – two arms, two legs, and their vitals (head/chest).
If an arm or leg is hit a sufficient number of times to reduce its current hit point
score to zero (also called “critically wounded”), it becomes useless and cannot be
used – useless arms cannot be used to hold weapons or shields, or to use Tools,
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while if one of your legs is useless then you cannot walk, run or hop – you can only
move by crawling.  If the vitals are similarly reduced to zero hit points, the
character will be immediately incapacitated and fall unconscious - they must fall to
the ground, close their eyes and remain silent, and start counting their death count
(see below).  If they are unable to fall to the ground for some reason, then they
must clearly indicate that they are incapacitated.  If any two of a character’s limbs
are reduced to zero hit points, they will likewise be incapacitated and fall
unconscious, just as if their vitals were reduced to zero. Please note that blows to
the hands and feet are considered valid blows against the arms and legs. Please
note that any blows that strike a weapon or shield still held by or strapped to a
useless limb will be considered to have struck your vitals.

Dwarves, humans, orcs and the various half-breeds start with two hit points to their
vitals and two hit points to each limb.  This is written as 2/2.
Elves start with two hit points to their vitals but just one hit point for each limb.
This is written as 2/1.  It is possible to increase the number of hit points a
character has (up to a theoretical maximum of 4/3) by purchasing the skill
Toughness, available within the School of War.

Please note: it is not acceptable to physically strike an opponent when they are
helpless on the floor (e.g. incapacitated, restrained, asleep, Stunned etc.); if you
have a weapon in hand, you may spend at least ten seconds lining up your shot,
make a mock swing towards them, and then inform them that you are causing a
Critical to their Vitals.  Unless you are using Feign Death, it is equally unacceptable
to drop to the ground and pretend to be dead.

Stamina Beads and the Life-Clock

Each character has a number of Stamina beads, provided at check-in.  Dwarves,
elves, humans and the various half-breeds begin each event with five.  Orcs have
an extra 5, for a total of 10.  This can be increased to a theoretical maximum of 20
(25 for orcs) by buying the skill Stamina, available within the School of War.

The number of Stamina beads a character has determines the length of their Life-
Clock (AKA death count or Septic time) – normally one minute per bead you
currently have.  Each time a character is incapacitated by damage and then healed,
they lose one Stamina bead (give it either to a ref or to the person healing you,
who should then pass it to a ref). If a character has no Stamina beads left, they
may continue to act normally, but any wounds will instantly become Septic, and
they will die as soon as they are incapacitated by damage.  There is no natural
regeneration of Stamina beads during events.

The Life-Clock determines two things; firstly, it is the length of time that a
character with a critical wound to either their vitals or any two of their limbs will
survive without treatment.  If a character in such a situation is left untended for
longer than their life-clock allows, that character is dead – please report to the refs!
Please note that certain special effects (e.g. Coup de Grace, Crush and Sever) may
reduce a character’s Life-Clock.
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Septic Wounds

The Life-Clock also determines how long it takes for any wound (whether the
location is on zero hit points or not) to the character to turn Septic.  Once a wound
has turned Septic, it cannot be treated until the wound has been disinfected (with
Salve).  Certain poisons or magical effects can make a wound go instantly septic.
The only way to stop a wound from going septic is the application of First Aid within
the injured character’s Life Clock. If a wound on a location has become Septic,
then no healing whatsoever will work on that location, except the spell Cure Septic
or application of Salve by someone with Intermediate First Aid.

If a Septic wound is left untreated, it will rapidly develop into the concurrent
diseases of Fever and Gangrene, which are potentially fatal and/or permanently
damaging.  Fever develops one hour after a location becomes Septic, and Gangrene
sets in two hours after that; please see a ref if either of these things happen!

If a character has their wound treated with Intermediate First Aid (see below) and
goes to sleep overnight (i.e. during Time Out) with some hit points still missing,
they may spend one Stamina Bead per location to heal to full.  If wounds are not
closed before going to sleep, this cannot happen and the wound will still go Septic
etc. although Time Out time does not count towards the death count.

Other uses of Stamina

You may spend a Stamina bead to remain conscious, but unable to engage in
combat, move from the spot without help or use any skills, for the duration of your
death count. You may do this even if your Vitals have been Crushed or Severed,
but in that case the cost is doubled. This state is referred to as being debilitated.

This shortens your death count, and is cumulative with the Stamina loss from being
healed.  Whilst in this state, assuming you are under no other effects which would
prevent it, you are able to activate any Artificed devices linked to you or take any
pharmaceutical preparations you can reach.  Note that if your arms have been
Severed or Crushed, you are not able to use them at all whilst debilitated.

For example, if you were Petrified and then incapacitated by someone hitting you
on the Vitals, spending a Stamina bead to become debilitated would not mean you
were no longer affected by the Petrify.  Thus, you would be unable to take any
pharmaceuticals that might save your life.

If you take any damage at all whilst debilitated, you are instantly incapacitated
once more and would have to spend Stamina again to become debilitated.

You cannot spend Stamina in this way to ignore the effect of the Stun call.
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Ranged Combat

Whether using thrown weapons, crossbows, or bows, attacks at range can be very
damaging indeed.

Thrown Weapons: treat these like a normal melee attack; you may react however
you would ordinarily to them.  By default, they do one point of damage.  Items
such as pies, hamsters, fish and the like will cause no damage.

Bows: Travelling much faster than thrown weapons, crossbow bolts and arrows
from longbows do one point of damage to the location struck, through armour
(except plate).  Please note that the Dodge skill is ineffective against arrows/bolts.

Types of Melee Weapons

As above, weapons can be divided broadly by whether they are melee or ranged
weapons.  A weapon must have a lammie of the appropriate type attached to it.  If
it does not have a lammie attached to it, then it cannot be used for any purpose.
Note that saps/cudgels/coshes are a specific exception to this rule – see below.

 Daggers: Any bladed weapon up to 18” in length.  There are no daggers of
better quality.

 1H Weapon: Weapons of any sort between 18” and 42” in length.  These
lammies are divided by quality: Basic, Intermediate or Advanced.

 2H Sword: Swords greater than 42” in length.  These lammies are divided by
quality: Basic, Intermediate or Advanced.

 2H Axe: Axes greater than 42” in length.  These lammies are divided by
quality: Basic, Intermediate or Advanced.

 2H Mace: Maces and hammers greater than 42” in length.  These lammies are
divided by quality: Basic, Intermediate or Advanced.

 Polearm: Spears, staves, halberds and other weapons greater than 42” in
length not covered in one of the above categories.  These lammies are
divided by quality: Basic, Intermediate or Advanced.

Note that coshes, cudgels and saps do not need a lammie for use with skills like
Waylay, but they can never be used to cause damage or block incoming attacks.

Psychological Damage
Some attacks will include the Dement call (see pg. 18).  This will usually have the
effect of giving you a Derangement, taking the form of a white lammie explaining
any roleplaying or mechanical effects of the Derangement.  No matter how many
times you were struck by the Dement call in any one combat, you only receive one
Derangement.  The severity of that Derangement is determined by the type of
damage call accompanying the Dement: a Single (including no damage call) or
Double will cause a Derangement with only roleplaying effects.  A Critical, Crush or
Sever will cause a Derangement with both roleplaying and mechanical effects.
Please note that this is in addition to the physical damage caused.

We draw your attention to the section on Uncomfortable Situations (pg. 4).
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Healing

Given the likelihood of combat, the chances are that characters are going to need
healing.  This comes in four main forms – first aid, potions, surgery, and magic.

First Aid

First Aid is a skill available in all three of the non-magical Schools.

Basic: Allows you to bandage or otherwise treat all of a person’s wounds
(regardless of the number of locations wounded), stopping them from getting
worse.  In effect, you are able to pause their Life-Clock, meaning that none of their
wounds will go Septic and that they will not die from these wounds for as long as
you continue to use First Aid (to the exclusion of all other activities).

Please note: you are not considered to be performing Basic First Aid while you use
Intermediate or Advanced First Aid.

Intermediate: By using a bandage and spending a minute treating the location,
you can stabilise your patient’s wound on that location, meaning that it will not go
septic and stopping their death count unless the vitals or two other limbs remain
untreated.  By using a Poultice, the first aider can heal two points of damage to the
location treated, which takes a minute.  You are also able to use Salve to cleanse
an area already Septic (which takes one minute).

Please note: a location can only benefit from one use of Poultice per day.

Advanced: By using a splint (i.e. a length of wood – not a weapon!), the first aider
can either stop someone with crushed vitals from dying, or allow them to use a
crushed limb again.  However, any damage to such a splinted location will
automatically count as a Crush until the bones are either allowed to heal naturally
(i.e. between events) or by outside intervention, such as Knit Bone Unguent (KBU).
You may also use one dose of Poultice to treat two adjacent locations at once.

Potions

Pharmacists are able to create a variety of potions and lotions that are useful for
healing others.

Healing Lotion: Heals three points of damage to one location.  Does not close
wounds (and they can therefore still go septic unless treated).

Healing Potion: Heals six points of damage, starting with the vitals.  Does not close
wounds (and they can therefore still go septic unless treated).

Knit Bone Unguent (KBU): Will heal broken bones on one location in fifteen
minutes.  Only usable by someone with Advanced First Aid.

Salve: disinfects wounds on one location, curing them of Septic.
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Surgery

Given the right Tools and enough time, surgeons are virtually capable of performing
miracles.  They can heal one point of damage for every two minutes of surgery they
perform (reduced to one minute if they have an assistant with at least Basic First
Aid), and can safely amputate limbs.  Their patient will then need to rest for at
least fifteen minutes, or risk tearing their stitches – see a ref. Surgery also costs
the patient a further Stamina bead, meaning that if an incapacitated patient with
just one Stamina bead is treated using Surgery, they will die “on the table” – they
lose one Stamina bead from being healed, and another from the Surgery, which
takes them to -1 Stamina and instant death.

Note that it is not possible for either the injured party or the healer to determine
how many Stamina beads a character currently has, simply how far away from
death they appear to be. So, for example, you may be aware that your patient will
die in less than a minute without treatment, but not how many Stamina beads they
have left – although you could infer this if you knew how long it was since they
were injured.
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Examples

Jahros is a human from the Dawning Light.  He has Basic Stamina and has not been
injured yet this event.  He is caught without the right paperwork and is attacked by
a group of orcs, who do two points of damage to his vitals.  He is therefore
incapacitated and unconscious.  If he does not receive First Aid within ten minutes,
he will die.

Cassius is another Dawning Light human who had not yet been injured this event.
He ran away from the orcs who cornered Jahros, but one of them injured his left leg
(one point of damage) before he escaped.  As Cassius does not have the Stamina
skill, the wound on his leg becomes Septic after five minutes.  Unless he can find
someone with Intermediate First Aid to apply Salve to his leg, he will develop Fever
in one hour and be at risk of death soon after that.

Coilla the orc is a warrior from the Fangs of Karg.  She has Advanced Toughness
and Advanced Stamina. She is ambushed, and so is not wearing armour on her
limbs.  Her enemies manage to reduce her left arm and right leg to zero hit points.
She is therefore incapacitated and falls unconscious.  As no one else is around, and
she has 23 of her starting Stamina beads left, she spends one to become
debilitated.  She is unable to move without assistance, and thus calls for help. Note
that had she possessed a Healing Potion, she could have drunk it at this point to
cure the damage, and been able to walk to find help - losing a second Stamina
bead for being healed up from incapacitation.  However, this would not have closed
her wounds and they would have gone Septic 21 minutes after she was first
wounded (she started with 23 Stamina beads, but spent one to be a conscious non-
combatant, and one when she healed herself up from incapacitation with a potion).

Lieutenant Karnak Mal eventually makes his way to Coilla.  Karnak Mal immediately
applies Basic First Aid, stopping Coilla from bleeding to death (note that Basic First
Aid stops the character bleeding from all of their locations).  Calling for assistance,
he commences using Intermediate First Aid on Coilla’s left arm.  This means that he
stops performing Basic First Aid, but luckily one of the Grunts is able to take over
that job.  After a minute, Coilla’s left arm is stabilised and no longer at risk of going
Septic.  Karnak then moves onto Coilla’s injured right leg, still with the Grunt’s
assistance, and stabilises that location after one minute.

At this point, Coilla would still be unconscious, except that she spent a Stamina
bead to become debilitated earlier – neither limb has any hit points on it, although
the wounds are now safe from going Septic.  Once Karnak applies Poultice to
Coilla’s left arm, it recovers two hit points, and Coilla loses a second Stamina bead
as she has been healed up from incapacitation.  Until the arm has at least one hit
point, it could not be used to fight or use skills.

If Coilla gets hit in the left arm again later the same day, then Karnak could not
apply Poultice to it, because Poultice is only effective on a location once per day.
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Summary

 When a limb reaches zero hit points, it becomes useless.
 When two limbs reach zero hit points, you are incapacitated and fall

unconscious.
 When your vitals reach zero hit points, you are incapacitated and fall

unconscious.
 If you are unconscious and don’t receive First Aid within a number of minutes

equal to your current Stamina Beads, you die.
 If you have any wounds that receive no First Aid within a number of minutes

equal to your current Stamina beads, that location becomes Septic.
 If a location on zero hit points receives Intermediate First Aid but no Poultice is

used, it remains useless and you may remain unconscious.
 You lose a Stamina bead whenever you are healed up from unconsciousness

due to incapacitation.
 You die immediately if you are on 0 Stamina beads and you are incapacitated,

or if you lose a Stamina bead for some other reason.
 If you have Basic First Aid, you may ask someone how much longer they have

until they bleed to death/their wounds go Septic, but not how many Stamina
beads they currently have.  You may not ask someone on an OOC basis how
long they have been wounded for, and nor may they volunteer that
information.
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Character Development

After each event they attend, a character earns XP, or Experience Points.  The
number of XP awarded depends on how well the character’s faction met the
objectives they were set before the event.  There will be a base number of XP for
each event, which will be given to each character in attendance.  Further XP will be
awarded to members of each faction for achieving their faction’s objectives for the
event.  You can usually expect to receive a maximum of 10 XP per event. Note
that faction objectives are decided, as far as possible, based on the actions and
decisions of that faction's players.  Some faction objectives will bring you into direct
conflict with other factions - if you gain your XP, you will prevent another faction
from doing so.  The Primary Objective for each event is usually shared between all
five factions and is decided by the faction leaders.  Faction leaders are decided IC
by players and are reported to the Design Team via checkout sheets.  In the event
of different characters being listed as faction leader on checkout sheets, the Design
Team will consider the faction leader to be the one backed by the majority of a
faction's proper members (i.e. human characters in factions other than the Dawning
Light and Wayfarers' Guild have no say on who their leader is).

Learning a New Skill or Improving an Existing One

Whether you want to improve your existing expertise, or branch out into something
totally new, you will need an appropriate teacher.  In this case, “appropriate”
means another character that has both the skill you want to learn at the
appropriate level, and the Teaching skill.

You may learn a skill at an event, as long as you can find an appropriate character
willing to teach you.  You will roleplay through the teaching sessions and then
spend the XP, gaining the skill immediately. You must have the appropriate XP
available to spend before starting to learn the skill. It takes both parties a
minimum of five minutes uninterrupted roleplaying per XP the skill will cost the
learner, in order to teach someone a skill at an event. You may teach multiple
students the same skill simultaneously, even at varying levels.

The costs to learn skills with a teacher are as follows:

Skill is:
Character is:

Basic Intermediate Advanced

Poor 6 12 24
Average 5 10 20
Talented 4 8 16
Gifted 3 6 12

Note that some skills, including the Advanced levels of all High Magics, Read Scroll
and certain Faith skills, may only be learnt at events and may not be learnt in
downtime.  Please advise the Design Team as far in advance as possible if and
when you would like to do this.  We will likely require you to spend time and effort
(either in downtime or at events) securing the training you desire.
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Equipment and Looting

In order to demonstrate the IC validity of a given piece of equipment, we use
laminated information cards (AKA “lammies”).  These lammies will be provided by
the Design Team, and will be of different colours depending on what they
represent.  They must be attached to an appropriate phys. rep. at all times. We
also use "show-me lammies" to support any unusual mechanical effects you may
encounter.  These lammies contain information about things that may happen to
your character - please read them when they are presented and follow the
instructions.

Some lammies have a “Rip On Use” tab to one side.  When you wish to use such a
lammie, you must rib the tab, open the lammie, and follow the instructions inside in
the order in which they appear (e.g. if it says “Lose 1 Stamina.  You gain one extra
hit point to the Vitals,” then you lose 1 Stamina and then gain the other benefits.
If you were on 0 Stamina and used such a lammie, you would die). You must do
this even if you think you already know what the lammie will say. In case of time-
critical situations (e.g. healing), you are considered to be under the effect of the
substance as soon as you roleplay taking it (which must be before you open the
lammie!).
If a single phys. rep. has multiple rip-on-use lammies of different types attached to
it, then when you consume any of the contents, you automatically consume all the
rest, and take their effects as normal in alphabetical order by physical description.
Once multiple rip-on-use lammies are attached to one phys. rep., they cannot be
unmixed at an event and thus must remain attached to one another. If such a
mixture contains multiple doses of Salve, Poultice and/or KBU, all such doses are
used but only one of each type has its effect.  If not used appropriately by someone
with the necessary level of First Aid, then they have no effect at all.

In order to steal something off someone, you must actually remove the phys.
rep. from their body even if you will not be able to take it away OOC afterwards.
Please be careful of the other person’s safety while doing this!

However, there may be situations where this is not practical.  For example, if a PC
was somehow to take down a group of NPCs and wanted to steal their equipment,
we would probably not be able to allow them to take any of the phys. reps. as we
would be likely to need them for future NPC roles.

If you do take NPCs’ lammies, we would like you to attach it to your own phys. rep.
as soon as possible.  If this is not possible, then you should instead bring a sack or
chest or similar and put the lammies inside.  NPCs will not accept lammies without
phys. reps. for any form of trade; we would encourage PCs to do the same.

Capturing and Searching other Characters

Because we recognise that there will be situations where characters wish to capture
other characters, but we don’t wish to encourage our participants to grapple with
one another or attempt to restrain one another physically, the following rules are in
effect:
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If a character does not resist, then the would-be captor may spend one minute
securing them.  The captive is considered to have their hands tied and their feet
restrained, meaning that they cannot move faster than a slow walk and cannot use
weapons.  This is represented by the captive holding a length of rope in both hands.
Escape is only possible in the following situations:

 If you do not have help, or any sharp object or other tools, you may not escape.
 If you do not have help, but you have access to a tool or sharp edge of some

description, then you may spend ten minutes engaged in obvious escape
activity, after which point you are free from your bonds. If you use the Strength
call then this is reduced to five minutes, regardless of tools.

 If you do not have help, do not have any sharp object or other tools, but have
the Escapology skill or use the Mighty Strength call, then you may escape in just
one minute of obvious activity.  If you have access to both tools and the
Escapology skill, it takes just thirty seconds.

 If you use the Titanic Strength call then you may free yourself instantly, albeit in
a showy fashion.

 If someone else wishes to free you, it takes them one minute, or thirty seconds
if one of you has the Escapology skill.

 If you are spotted trying to escape, your captor may re-secure your bonds by
spending a minute to do so, resetting your escape count to zero.

In order to avoid situations where one participant must physically search another,
you may instead spend two minutes roleplaying through doing so, after which point
the victim must hand over all lammied items, money, paperwork and other items of
interest.  The Conceal Item skill allows them to withhold one item from their captor,
of no more than dagger size. Note that you must immediately hand over any
lammies that are not attached to an appropriate phys. rep. at the
beginning of the two minutes of searching.
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Poisoning and Drugging Other Characters

It is entirely permissible for characters in Insurrection to attempt to poison, drug or
otherwise introduce pharmaceutical substances to one another’s system without
prior knowledge or consent.  As all such substances are represented by rip-on-use
lammies (see above), it can sometimes be difficult to achieve this anonymously.

To that end, the rip-on-use lammies for all ingestible potions, narcotics and poisons
will contain a single small sticker of a particular colour (determined by its type and
level).  If you open the lammie with the intention of consuming it yourself, please
dispose of the sticker immediately and follow the instructions on the lammie.
Alternatively, you may attempt to stick the sticker to something currently
containing food or drink, as long as you do so in an IC area and as long as the
container is open to the air and the sticker is on the same surface as the
food/drink, or the sticker is on the inside of the container if it is sealed.  Please be
careful not to actually spoil the food or drink in the process! At this point, you may
wish to tell a nearby ref what you have done and hand over the used lammie.

If you discover such a sticker on some food or drink, then you must not react to it
IC unless you have the Detect Poison skill of the appropriate level.  If your intention
was to consume that food or drink then you must do so, even though you know
OOC that it has been tampered with. Once you have consumed some of this food
or drink (no matter how large or small an amount), you must take the sticker to a
ref within half an hour.  The sticker will have a particular symbol on it, which the
referee will use to determine the effect you experience.

If you see someone else consuming a poisoned item of food or drink, and do not
believe they are aware they are doing so, please inform them (OOC) immediately.
If you are restrained and your captor wishes to force-feed you any pharmaceutical
compound, you are automatically affected as described on the lammie.

Addiction

Certain potions, and all narcotics, are addictive.  When you check out after the
event, please remember to include all the lammies for such items that you have
consumed, as well as stating when you took them so we can determine the status,
if any, of your addiction.  This applies to all narcotics (any pharmaceutical which
costs Stamina to use – clearly indicated on the lammie) and some potions,
specifically the following:

 Absorb Potion
 Antidote
 Calmative
 Healing Potion
 Invisibility Potion
 Potion of Might
 Sovereign Specific
 Spirit Strength Potion
 Stamina Potion
 Yggdrasil’s Tears
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Effects and Verbals

Verbal Section Verbal Section
Backlash Magic Mystic Magic
Bind Magic No Effect Miscellaneous
Blindness Mind-Affecting: General Obey Mind-Affecting: Control
Command Mind-Affecting: Control Pain Mind-Affecting: General
Critical Combat: Damage Petrify Mind Affecting: Fear
Crush Combat: Damage Possess Mind-Affecting: Control
Dement Mind-Affecting: General Resist Miscellaneous
Disarm Combat: Effects Septic Combat: Effects
Dismiss Magic Sever Combat: Damage
Double Combat: Damage Sever Spirit Magic
Fear Mind-Affecting: Fear Shatter Combat: Effects
Freeze Life Mind-Affecting: Fear Single Combat: Damage
Global Miscellaneous Sleep Mind-Affecting: General
Heat Metal Magic Strength Strength
Hidden Miscellaneous Stun Combat: Effects
Invisibility Mind-Affecting: General Suggestion Mind-Affecting: Control
Knockback Combat: Effects Through Combat: Effects
Mass Miscellaneous Titanic Strength Strength
Mighty Strength Strength

NB: If you are the target of a mind-affecting effect, and fall unconscious/are
incapacitated within its duration, then (unless otherwise stated) the spell is still in
full effect whilst you are incapacitated and when you wake up if the duration has
not yet expired.  So if you are the target of a Petrify spell and are incapacitated by
damage during the minute of paralysis, and you then spend a Stamina bead to
become debilitated, you are still paralysed and will still die at the end of that
minute. If you did not spend the Stamina bead to become debilitated, you would
still die from the Petrify one minute after you were first affected by it.

Mind-Affecting: Fear

Fear: makes you run away from the cause for one minute. You will attack anyone
who gets in your way.

Freeze Life: makes you unable to move for one minute. You are completely
paralysed.

Petrify: makes you immobile for one minute, after which you die from a heart
attack unless you have the Resist Fear skill or are otherwise protected.

Mind-Affecting: Control

Suggestion: Makes you more likely to do one suggested action or adopt one
suggested attitude or belief.  You will also not notice IC that a spell or power has
been used on you to cause this effect.  This suggestion will remain until you next
sleep or are rendered unconscious, at which point it is possible that you will
recognise your prior unusual behaviour. Repeated or related applications will make



© Insurrection LRP, 2007-2011 Page 18 of 20
Version 1.24

it increasingly likely for you to perform the action or adopt the attitude or belief.
Three identical suggestions will usually absolutely guarantee compliance.

Command: Makes you obey one simple four-word instruction for the next 5
minutes.  May not be anything life-threatening (i.e. anything that is likely to lead to
you being Incapacitated) or any command that requires any further guidance from
you - for example, you cannot use the Command spell to compel someone to "obey
all [your] orders," "follow all [your] instructions" or "do as [you] say." Any such
attempts automatically fail.  Any Command which the target genuinely does not
understand instead causes them to stand around confused for the duration of the
spell. If the situation changes within the duration of the effect, such that a
previous command becomes life-threatening (e.g. you are commanded to follow
someone who then jumps off a cliff), then you are no longer affected by that
Command. It cannot affect your attitudes or beliefs. A more recent Command
effect will always override a less recent Command effect if there is a conflict.

Obey: Makes you obey one simple four-word instruction for the next 10 minutes.
This can encompass anything up to, but not including, things that will definitely
lead to your death – so Obey can be used to make you enter combat with a
superior force. You cannot issue a command that requires any further guidance
from you - any such attempts automatically fail, as with Command.  Any Obey spell
which the target genuinely does not understand instead causes them to stand
around confused for the duration of the spell. It cannot affect your attitudes or
beliefs. An Obey effect will always override a Command effect if there is a conflict.
A more recent Obey effect will always override a less recent Obey effect if there is a
conflict.

Possess: You must obey the letter and spirit of any and all of the caster’s
instructions for the next 20 minutes.  Afterwards, you have no memory of what
occurred in this time. It cannot affect your attitudes or beliefs. It will always
override any Command or Obey effects, regardless of whether there is a conflict.

Mind-Affecting: General

Blindness: Makes you blind for one minute, unless otherwise stated.  Please
consider safety if you choose to try to engage in combat in this situation!

Dement: This effect puts you at risk of losing your grip on sanity.  Please come to
talk to a ref as soon as possible.  See page 8 for more details.

Invisibility: Shown by a fist in the air.  You cannot see them or interact with them.
Any aggressive/combat action on their part ends the effect. They may not
purposefully touch or speak to another character without ending this effect.

Pain: Makes you writhe in pain for one minute.  You are unable to use skills, defend
yourself, talk coherently or cast spells while under the effect of Pain.

Sleep: Puts you to sleep for at least one minute; takes 30s to wake you after that.



© Insurrection LRP, 2007-2011 Page 19 of 20
Version 1.24

Strength

Strength: allows you to smash through doors, snap thick branches, etc.

Mighty Strength: Allows you to break iron bars, hold up collapsing roofs, etc.

Titanic Strength: Allows you to lift a grown horse over your head etc.

Combat: Damage

Single: Usually this call is unnecessary, as unless otherwise stated all blows are
assumed to do one point of damage.  Only to be used in conjunction with calls that
ordinarily would do no damage – e.g. Single Stun – or to avoid confusion, e.g.
Single Knockback. It has no effect if it strikes a shield or weapon.

Double: Causes two points of damage to the location struck.

Critical: If this hits armour with any hit points remaining, then that armour is
Shattered.  If it hits an unprotected location, then that location is instantly reduced
to zero hit points. It has no effect if it strikes a shield or weapon.

Crush: Unless you are wearing plate armour, it breaks the bones in the location
struck and also deals a critical wound, bypassing the armour on that location.
Limbs with broken bones remain useless, even if the hit point loss is cured.  If the
vitals are Crushed, then the victim is incapacitated and falls instantly unconscious,
and their Life-Clock is halved.  They will not regain consciousness until the broken
bones are treated.  It Shatters shields and weapons, in which case it does no
damage to the wielder. Against plate armour, it counts as a Critical.

Sever: The location struck is critically wounded, regardless of armour (which
remains undamaged), and cannot be healed without magical or surgical
intervention (i.e. First Aid can stop the bleeding but not restore the use of the limb
or the hit points lost); limbs are chopped clean off and a Sever to the vitals
effectively disembowels or beheads the victim, reducing their Life-Clock to just 10
seconds per Stamina bead.  It Shatters weapons and shields, in which case it does
no damage to the wielder. If one of your limbs is Severed, you must immediately
drop any items held in it and detach any armour lammies.

Combat: Effects

Disarm: Forces you to drop the weapon they struck. Has no effect on shields.

Knockback: This forces you to take two steps back, even if it strikes your shield or
weapon.  Please consider safety at all times when reacting to this call.

Septic: If a Septic blow injures you, the location instantly goes septic and requires
Salve.

Shatter: Destroys target inanimate object (only breaks 1 part of a composite item),
which can include armour, shields and weapons, among other things.
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Stun: This call emulates the effects of the targeted location being reduced to zero
hit points for the length of time stated in the call (if no length of time is stated,
assume thirty seconds).  Note that this does not automatically start your life clock,
thus avoiding the risk of death or Septic wounds; nor will it render someone
unconscious if two of their limbs are Stunned.  If a Stunned location is struck with a
weapon or magic, then the effects of the Stun and wound are cumulative and the
Life-Clock starts as normal.  Note that being struck with a Stun call does no
damage unless combined with another call, e.g. Single.  Note also that Fur or
Leather armour offers no protection against Stun calls; Reinforced Leather, Chain or
Plate allows you to ignore it entirely unless combined with the Through call.

Through: The blow bypasses armour, injuring the person struck directly.

Magic

Backlash: A Thaumaturgical effect that means both parties involved take damage
and the spell that caused it has no effect.

Bind: You are magically restrained (per the capture rules) for the next hour.  Only
magical methods of escape are possible.

Dismiss: Renders you unable to use any skill from the School of Magic for the next
hour.  It also prevents you from using any Artificed items during this time, and
ends any ongoing magical effects that were present when you were Dismissed.

Heat Metal: If this targets a location upon which you are wearing chain or plate
armour, or with which you are carrying a primarily metal weapon, you take one
point of damage to that location and any chain or plate armour on it once every
thirty seconds for 2 minutes (for a total of 4 damage per location).

Mystic: This call allows all others linked to it to bypass supernatural protection,
such as Thaumaturgical spells, Artificed protections or natural magical defences.

Sever Spirit: You die instantly.

Miscellaneous

Global: All other calls linked to this one effect each of your five locations.

Hidden: Shown by a fist on the head.  You cannot see them unless you use the
Detect Hidden skill.  Any aggressive/combat action on their part ends the effect.

Mass: Everyone within 5m of the person using this call is affected by all linked calls.

No Effect: This means that the person calling it took no damage from whatever you
just did.  You are aware of this IC, but are not automatically aware of the reason.

Resist: The relevant spell or other effect was unsuccessful.  Your character is aware
of this.


