Order of the Roc LARP

Part 1: Essential Rules

Learn as you go along: You are not intended to understand what is going on when you start this game. Read through part one and then wing it.

Characters and Classes: When you are done reading this go to part two and choose two classes. These will give you special abilities, spells and goals.

Goals and Missions: Your character classes will give you goals to accomplish each session. You can also talk to the faction heads each night to find out if they have missions for you. Sometimes missions will also be written on the white board. Each of these missions and goals will give you resources when you complete them. The more resources you have the more powerful you get.

Resources and Rank: The resources are glory, gold, honor, magic, piety and spirit. Each class is geared towards a different resource. The more of your resources you have the more abilities and spells you can use. Rank is a resource that can replace any other resource, so if you need magic to cast a spell you can use rank instead. All resources can be traded, even amongst people who cannot use them, although some classes are not allowed to own some kinds of rank. 

Spending Resources and Rank: When you use an ability or spell that requires you to spend a resource; you must pay that amount of the resource or of rank. The rank/resources are removed from your character sheet. 

Combat: Combat uses the standard fighting rules, although there are a number of spells and abilities that change them. All combat must be announced, meaning you must challenge the person to combat and give them time to get ready (including resting if they just fought). 

Dueling: Duels are to five kills. Duels usually will have special rules for the night and this will be posted on the white board.

Healing: Everyone heals up after the event they were wounded in. So, for example, if they are in a duel they heal up after each kill. If they are in a team fight they heal up after the entire fight is over. If they are in a special quest they don’t heal up until the quest is over. 

Death: There is little point in killing a character as they can just make a new character, but at times it may be called for. The character must be killed in combat, then someone must hold a weapon to them and call out loudly, “I’m killing <insert name>, one Mississippi, two Mississippi, three Mississippi, four Mississippi, five Mississippi.” If they do this the character is now dead and the player need to create a new one. Players cannot be looted until final death.

Magic: There are three kinds of magic, spells, scrolls and rituals. Spells are abilities given by a class. Scrolls are spells or rituals that were inscribed by the scribe class, they can be used by anyone who can pay the cost in magic or spirit and only have one use; after they are used the scroll is destroyed. The faction heads gives out rituals.  These are usually powerful spells that can be used by anyone who can pay the cost and they can be used multiple times unless noted otherwise.


If magic is ranged it needs a spell packet. These are little packets of sand or birdseed wrapped in cloth. The spell packet must be thrown and hit the target. If it misses the spell is still used and any costs are still spent, but it fails. The color of the cloth denotes what the magic does.


Red: Spells that do damage.


Green: Beneficial effect.


Blue: Healing.


Black: Harmful effect that does not do damage.

Effects: In the end, most spells and special abilities effect combat. Please learn this list of effects that can by used in combat.

Command: The person given the command must do it. This lasts until the command is accomplished or for one minute. For example, the disarm skill would let the person say, “Command, drop your sword.” Once dropped the command ends. Sleep would allow the user to say, “Command, go to sleep.” It would last one minute.

Escape: The person escaping is now out of combat and cannot be in a combat for the next minute. 

Heal: This heals all damage to a character.

Immune: The person hit is completely immune to that attack and it will never hurt him.

Miss: This indicates that the attack missed. They are generally only usable once.

Negate: This negates whatever ability or spell was just used against the person.

Stun: The character cannot do anything (include being attacked) for one minute.

Knightly Abilities: Anyone on the path to knighthood in the Order gets a special ability for free.

Pages can heal once per night. They can do this by touch or by throwing a blue packet.

Squires can call a miss once per night. They can call this on themselves or anyone in site.

Knights can call negate on any ability once per night.

NPCs:

Some quests will allow a person to play a different character for the night. They will carry an orange cloth marked “staff” to show that they are not playing their normal character.

That’s it! Go on to choose two classes.

Part 2: The Classes

Chivalric Classes:

The chivalric classes use honor. Chivalric classes are rewarded for following the code of chivalry, both at the Order and in real life. 

Courtier: The courtier is either a knight or on his way to becoming a night. 

Special Abilities: 

Miss: Three times per night the courtier can call a miss against any attack.

Teamwork: The courtier can call a miss on any OTHER character, not himself. This costs three honor.

Armor: The courtier can call out another miss against a sharp or blunt attack. This costs five honor.

Goal: When the courtier does something to follow his code (in real life or the Order) he should talk to the King, who will award honor. If there is no king at the time any faction head can award the honor.

Crusader: The crusader seeks out and fights evil wherever he can find it.

Special Abilities:

Smite: This can only be used against unholy classes, rogue classes and characters that have been seen to act dishonorably that night. The crusader can negate any misses and immunities of that character.

Harrow: The crusader can throw a red packet at any unholy classes, rogue classes and characters that have been seen to act dishonorably that night. This packet does sharp damage. This costs three honor.

Deputize: The crusader can give any other character who is not a rogue or unholy the smite ability for ten minutes. This costs five honor.

Goal: When the crusader defeats unholy classes, rogue classes and characters that have been seen to act dishonorably that night (once per session per opponent) he gets one honor. Every time he fulfills a quest against evil or stops a quest that promotes evil he gets five honor. It’s up to the person who made the quest as to whether it is evil or not.

Troubadour: The troubadour is a knightly character who travels from castle to castle, maintaining order and telling tales.

Special Abilities:

Convert Resources: The Troubadour can convert any resource to honor.

Toughness: The troubadour can heal himself. This costs three honor. 

Hospitality: The troubadour can claim hospitality from any chivalric, religious or faerie character. That character can’t attack him for the rest of the night. This costs five honor.

Goal: The troubadour needs to tell a story to an audience of at least three people. They should each honesty rank it on a scale of one to five (no politicking here). The troubadour gets the average of their rankings, rounded off, as honor.

Magic Classes:

Spell casters of all sorts use magic. Magic affects the physical world, as opposed to the mind, which is spirit.

Fire Mage: The fire mage summons fire from the elemental planes and shapes it to his will.

Spells:

Firebolt: Three times per night the fire mage can throw a red spell packet that does fire damage. After the third time he may pay one magic to throw a firebolt, as long as he has the magic to pay for it.

Wall of Fire: The fire mage can wall off a doorway or similar with a wall of fire. It lasts as long as the combat, quest or mission he is on lasts. He should loudly state that there is a wall of fire there. This costs three magic.

Fireblast: The fire mage may throw up to five red spell packets at once (not separately). Anyone hit (including the mage if her screws up) takes fire damage. This costs five magic.

Goal: Every time the character wins a duel against someone and hits him with a fire spell he gains one magic. 

Spell Sword: The spell sword can temporarily enchant weapons.

Spells:

Rage Enchantment: Three times per session the spell sword can cast rage on any weapon. The next time that weapon hits and a miss is called the wielder can call out “negate.”

Fire Blade: The spell sword can cast fire blade on any weapon. For the next 15 minutes this weapon can do it’s normal damage type or can do fire damage. This costs three magic.

Stunning Blade: The spell sword can cast this on any weapon. The next time it hits any part of an opponent, including their armor or weapons, the wielder MUST call out “Stun one minute.” 

Goal: This is a support class. Every time someone else gets a resource reward from a quest or a goal and the spell sword has helped significantly he gets a magic.

Spell Thief: The spell thief steals spells from other players.

Spells:

Steal Spell: If the spell thief is hit by a spell, ritual or scroll he can call immune. He can now cast that spell, once, without paying any costs.

Steal Magic: If the spell thief defeats another player in combat he can steal up to three magic or spirit from that character, assuming he has it.

Rip Spell: The spell thief must touch any player and name a spell that player can cast. He can now cast this spell once, although he must still pay the costs. This costs five magic. 

Goal: Every time the spell thief defeats someone using a stolen or ripped spell (once per opponent per night) he gets a magic.

Spellturner: The spellturner is a magic user that specializes in stopping magic.

Spells: 

Counterspell: Three times a day the spellturner can negate any spell he sees being cast. He can just call out, “Negate <insert name of spell being negated.>” After the third time this costs one magic to cast.

Remove Spell: The spellturner can remove a spell already cast on any character. He just states that it is negated. This costs three magic.

Counter Ability: The spellturner can counter any magic ability. This costs five magic.

Goal: This is a support class. Every time someone else gets a resource reward from a quest or a goal and the spellturner has helped significantly he gets a magic.

Time Mage: The time mage is an expert at manipulating time itself.

Spells:

Time Step: The mage steps back a second in time to dodge a blow that would have hit him. Three times per day he can call a miss on any hit on him, including traps.

Time Pause: The mage can throw a black packet at any player and call out, “Command, freeze.” The person is frozen in time and cannot be affected in any way. This lasts one minute. This costs three magic.

Time Stop: The mage call out, “Command – Everybody freeze.” Everyone is frozen in time as in time pause. This lasts one minute and costs five magic. 

Goal: Every time the character wins a duel against someone and uses a time spell he gains one magic.

Wardent: The wardent is a master of wards and protections.

Spells:

Ward: This can be cast on any character by touch or by throwing a green packet, up to three times a night. The effects character can call out one miss against any attack. The ward must be used before any other misses the character may have are used. No more than one ward spell can be on any character at one time. After using his three wards he may cast additional wards at the cost of three magic.

Immunity: This can be cast on any character by touch or by throwing a green packet, unless that character already has ANY form of immunity. The wardent names a type of damage (sharp, blunt, armor piercing, mass, fire, etc.) The target is immune to that type of damage for the next five minutes. This costs five magic.

Goal: Every time another player achieves a goal or quest when the wardent put a ward on them and when the ward saved his life the wardent gains one magic.

Martial Classes:

Martial classes fight for glory. Characters who choose martial classes will get in a lot of fights.

Berserker: The berserker uses wild rage to win battles. 

Special Abilities:

Rage: If anyone calls a miss on an attack by a berserker he may call out, “Negate” and the attack goes through.

Miss: The berserker may call out a miss when a weapon hits him. This costs three glory. This can only be used once per combat (five times per duel)

Misfire: The berserker may call out a miss when a spell or special ability hits him. This costs five glory. 

Goal: Every time the character wins a duel (once per session per opponent) without using ranged attacks he gains one glory. Only novices can challenge novices. However, if he ever flees combat he loses one glory.

Blade Turner: The blade turner has a supernatural ability that protects him from sharp weapons.

Special Abilities:

Immune to Blades: The character is immune to sharp weapons.

Blunt Blade: Used only on blunt weapons. The blade turner must announce when he activates this that his weapon now does sharp damage. This lasts for the duel or fight or when the blade turner announces it is gone. This costs three glory.

Disarm: The blade turner can throw a black spell packet at any player. If it hits the blade turner calls out, “Command, drop your weapons.” This doesn’t affect shields or weapons not currently in their hands. This costs five glory. 

Goal: Every time the character wins a duel (once per session per opponent) he gains one glory. Only novices can challenge novices.

Fighter: Your typical fighter, good at winning battles and not much else.

Special Abilities: 

Miss: Three times per night the fighter can call a miss against any attack.

Grip: If someone gives a command that would make the fighter drop his weapon, he can call out “negate” and it doesn’t take effect. This costs two glory.

Armor: The fighter can call out another miss against a sharp or blunt attack. This costs five glory.

Goal: Every time the character wins a duel (once per session per opponent) he gains one glory. Only novices can challenge novices.

Steelskin: The steelskin has made part of his body so hard he no longer takes damage.

Special Ability:

Steelskin: When the character is created choose one part of the body (arms, legs, torso or head). That part of the body is immune to blunt or sharp attacks. 

Armor: The character can call out a miss against a sharp or blunt attack. This costs five glory.

Goal: Every time the character wins a duel (once per session per opponent) he gains one glory. Only novices can challenge novices.

Mercantile Classes: 

Mercantile classes love gold. This is the realm of the merchant and the rogue. Most classes don’t have set goals, instead they must be cunning to get their gold.

Bandit: The bandit is an expert at ambush and theft. 

Special Abilities:

Waylay: The bandit can hit anyone with a blunt weapon and call stun. This can be done out of combat. This can be done three times per night.

Fence: The bandit can sell any weapon or in-game item he gets from another player for gold.

Loot: The bandit can take weapons from any “dead” characters.

Loot Special Items: The bandit can take one magic item, ritual, scroll or resource (up to three of the same resource) from any character he kills. 

Miss: The bandit can call a miss against any weapon attack. This costs three gold.

Goal: The bandit is expected to gain gold by stealing from other characters or hiring out as a mercenary.

Ninja: The ninja is good at sneaking in and taking out his target.

Special Abilities:

Throwing Stars: Three times per night the ninja can throw a red packet that causes sharp damage. After the first three times he has to pay a gold to do this.

Sneak: The ninja can announce that he is sneaking for five minutes. During this time he cannot be in combat. This costs three gold.

Assassinate: The ninja can announce an assassination instead of announcing combat. He can’t do this if he is already in combat. The ninja’s opponent can’t use any misses or immunities in that combat. This costs five gold. 

Goal: Each time a ninja defeats another player he gets one gold. Only novices can challenge novices.

Scribe: The scribe can copy spells onto scrolls for others to use. Scribes must carry around a pen and paper. 

Special Abilities: 

Scribe Scroll: To use this ability the scribe must get a player (including himself) to cast a spell or ritual. The spell doesn’t work but instead the scribe can write it down on a scroll. The scribe should write down the complete spell as it appears on the character sheet or the ritual. Now anyone can use this scroll as a one-use spell or ritual, as long as they can pay the costs. After it is used the scroll should be destroyed. The scribe can do this three times per night for free, after that it costs one gold.

Cast from Scroll: The scribe can cast any spell from a scroll. He can pay the magic or spirit costs in gold instead.

Cold Cast: The scribe can cast any spell from a scroll, still paying the costs, but the scroll is not used up. This costs five gold. 

Goals: The scribe is expected to sell scrolls to gain his gold.

Thief: The thief has a wide range of abilities, but has to be creative with them in order to get ahead.

Special Abilities: 

Escape: The thief can escape from combat three times a night.

Evade: The thief can call a miss on any spell packet that hits him. This costs two gold.

Fence: The thief can sell any weapon or in-game item he gets from another player for gold. 

Loot: The thief can take weapons from any “dead” characters. 

Loot Special Items: The bandit can take one magic item, ritual or scroll from any character he kills.

Open Locks: The thief can open locks. This costs one gold.

Sneak: The thief can announce that he is sneaking for five minutes. During this time he cannot be in combat. This costs three gold.

Trap Immunity: The thief can make himself immune to traps for the next five minutes. This costs three gold.

Use Scrolls: Thieves can use scrolls. They may pay any costs in magic or spirit in gold instead. 

Goals: The thief uses his abilities, especially his fence skill, to get gold.

Religious Classes:

Religious classes use piety, which they gain by honoring the tenets of the church and fighting the unholy. The church is based on Judeo-Christian beliefs, but is non-denominational.

IMPORTANT: Religious classes may not use or own spirit and may not choose a spiritual class as their second class.

Cleric: The cleric is an expert at healing and destroying the unholy.

Spells:

Heal: The cleric can heal another by touch at will. He can also spend a piety to heal at range by throwing a blue spell packet. Remember that healing packets damage the unholy.

Repel Unholy: The cleric can call out “I’m turning all the unholy. No unholy may stay in eyesight of me.” This lasts for one minute. This costs three piety.

Raise Dead: The cleric can raise anyone who was final killed within one minute of death. This costs five piety.

Goal: Healing a player when it does not benefit the cleric is worth one piety. Defeating an unholy is worth one piety.

Monk: A warrior monk specially trained to defend the church. Novice members may not play this class.

Special Abilities: 

Grab: The monk can grab any weapon with his hands, even if it is bladed, and not take damage.

Spirit Immunity: The monk can call immune to any ability or spell that costs spirit. This costs three piety. 

Evasion: The monk can call a miss on any spell packet that hits him. This costs three piety.

Heal Self: The monk can heal himself of any wounds except head wounds. This costs three piety.

Goal: Protecting any other religious class character is worth three piety. Protecting the church or church owned property is worth five piety. 

Paladin: A holy warrior with powers against the unholy.

Special Abilities:

Armor: The paladin can call a miss three times a night against sharp or blunt damage.

Smite: This can only be used against unholy classes. The paladin can negate any misses and immunities of that character.

Healing: The paladin can heal by touch. This costs three piety.

Spirit Immunity: The paladin can call immune to any ability or spell that costs spirit. This costs three piety.

Repel Unholy: The paladin can call out “I’m turning all the unholy. No unholy may stay in eyesight of me.” This lasts for one minute. This costs five piety.

Witch Hunter: A member of the church adept at fighting magic. 

Special Abilities:

Spell Immunity: The witch hunter is immune to all magic except for religious class spells.

Detect Magic or Spirit: The witch hunter may ask any player how much magic and/or spirit they have and they must answer truthfully. This costs three piety.

Counterspell: The witch hunter may negate any spell that is cast in his presence. This costs five piety.

Goal: Every time the witch hunter defeats a magical or spiritual class in combat he gains one piety (once per opponent per night).

Spiritual Classes:

Spirit is life energy. It is used by the druids, the faerie folk, monsters, non-humans and, on the dark side, by the unholy. 

Bard: The bard harnesses life energy through music to aid others.

Spells:

Inspire: Three times per night the bard can allow another to use an ability that they have already exhausted that night. It must be an ability that has limited uses and it must cost one resource or less. After the third time the bard uses this ability it costs a spirit to use again. 

Compose: The bard can allow anyone (including himself) to use an ability that his opponent has. This ability must cost two resources or less to use. If it is a permanent ability it only lasts for this combat. This costs three spirit.

Fascinate: The bard must say, “Command: You can’t do anything until I stop singing.” He singes. He can then throw up to three black packets. Anyone hit must follow the command. They are considered out of combat while fascinated (although the bard isn’t.)

Goal: The bard is a support class. Every time someone else gets a resource reward from a quest or a goal and the bard has helped significantly he gets a spirit. 

High Folk (Faerie): Also called high elves, these are faerie folk who are experts at illusion.

Spells:

Escape: The high folk can turn invisible in the mists and escape from any combat, as long as they can still walk.

Phantasm: The high folk creates a double of himself that can actually fight. He must do this before combat is declared and it only lasts for one combat. The high folk now does combat as an illusory double. The double still deals and takes damage normally, but if the double dies the high folk is still unharmed. This costs three spirit.

Mass Illusion: The high folk can cover any number of characters with an illusion. They must all be present when the spell is cast. These characters cannot be in combat or be affected by other players for one minute. 

Goal: Every time the high folk defeats religious class in combat he gains one spirit (once per opponent per night).

Mind Bender: The mind bender is an expert at magically forcing others to do his will.

Spells:

Sleep: The mind bender can hit any player with a black packet and tell him, “Command: Sleep.” This lasts one minute. This can be done three times a night for free, after that it costs one spirit.

Command: The mind bender can hit any player with a black packet and tell him any single word command. It must be a verb. This costs three spirit.

Charm: The mind bender can hit any player with a black packet and tell him, “Command: You must fight on my side.” This lasts for ten minutes. The charmed person will even fight against his own allies.

Goal: If a mind bender is given any resources by another player he gets an equal amount of spirit for free.

Necromancer (Unholy): The foul necromancer reanimates the dead and works with dark power.

Unholy Properties: The unholy are damaged by any normal healing energy. 

Spells:

Black Bolt: The necromancer can throw a red packet at any player. This does unholy damage. If it hits an unholy character it heals them instead.

Raise Undead: If the necromancer kills any character he may raise it as a zombie. The player loses all of his spells, special abilities and goals and must serve the necromancer until the end of the night or until the zombie dies. This costs three spirit.

Retaliation: If the necromancer is killed in melee combat the attacker dies as well. This costs five spirit.

Goal: Every time a necromancer kills a character (once per character per night) he gains a spirit.

Piskie (Faerie): The playful little piskie likes to cause trouble and mischief. 

Spells: 

Sleep: The piskie can hit any player with a black packet and tell him, “Command: Sleep.” This lasts one minute. This can be done three times a night for free, after that it costs one spirit.

Invisibility: The piskie can turn invisible for five minutes or until he decides to end it. During this time he cannot be in combat and cannot be affected by any characters he doesn’t want to affect him.

Redirect: The piskie can call “I redirect that packet to <insert name>” anytime anyone in his sight is hit by a packet. The packet is considered to hit the person named, who must be within about ten feet. This costs five spirit.

Goal: Every time a piskie plays a SAFE practical joke successfully he gains one spirit.

Vampire (Unholy): The vampire, you know, sucking blood, not-sparkling… c’mon, you do know what a vampire is… don’t you???

Special Abilities: 

Immunity: Vampires are immune to spiritual spells and poison.

Regeneration: Vampire can heal themselves at will, as long as it was not caused by a wooden weapon, fire or holy damage.

Limited Immortality: The vampire can only be final killed by a wooden weapon, holy or fire damage.

Spells: 

Hypnotism: The vampire may throw a black packet at any player and say, “Command, you must look into my eyes until I break contact.” 

Turn to Smoke: The vampire may escape from combat or any other situation. This costs three spirit.

Goal: Every time a vampire kills a character (once per character per night) he gains a spirit.

Werewolf: The werewolf is a man who can turn into a half-wolf.

Special Abilities: 

Rage: If anyone calls a miss on an attack by a werewolf he may call out, “Negate” and the attack goes through.

Wolf Hide: The werewolf may call a miss on any melee attack unless the weapon is silver or magical.  This costs three spirit.

Lycanthropy: If you would any character you may call out, “Command, you can’t use spells or abilities for the rest of the night.” This can be cured by any kind of healing. This costs five spirit.

Goal: Werewolves live for the hunt. Every time a werewolf kills a character without using ranged weapons (once per character per night) he gains a spirit.

