The Hidden Ones: Character Creation
A larp written by Dominic Zeal, revised by Ian Kitley
Players have a certain freedom in which to create their character. Please consult the setting outline so as to understand what exactly the terms mean and how each group fits into the world. Each player will be given a certain number of points to spend on a list of skills; they also need to come up with a personality and a brief background history, which should include their motives for attending the event. 

At least two weeks before the event each player should have entered a character sheet with a brief background and the skills they would like. All of this can be vetoed or altered by either of the GM’s, but this will be only to insure the game runs smoothly, not to ruin a person's day. (NB if you are stuck for ideas for a character or background, look to other games you have played and steal from them or even from TV/film)

THE RULES

Player rules

· Have Fun! This may seem obvious to some people, but I feel it needs to be reiterated. Play a character that you are happy playing and will enjoy. 
· IC/OOC these mean In character and out of character. THEY ARE DIFFERENT AND SEPERATE! If some ones character is a complete shit, it doesn’t mean they are, so don’t hate the player afterwards. Also if you know something OOC that would give you an unfair advantage IC don’t use it. 

· Combat, if your character doesn’t have the skill you can’t do it. If your character does don’t abuse it. Killing someone is a serious thing, don’t take it lightly. All blows should be safe and pulled. So anyone with combat skills must prove they are competent to Dom before the game starts. 

· Don’t cheat, its rubbish. No one will like you, and you’ll die sad and alone with no friends or family. You were warned. 
· Counting: a lot of things in this larp will last 5mins. A useful way of counting that is counting to 300 slowly.
Combat dieing and death

All players, no matter what race you choose to be or whether you can fight or not, have 1 hit point to each location (head chest legs arms left/right). If a player or monster hits you in one of those locations it stops working. If that location is either the head or chest the player is now unconscious and bleeding to death. That player should count to 120 (roughly in seconds) if they reach 120 they are dead. If before they reach the 2 minute count they receive bandaging or healing then they either get back up or count for longer (see skills section). If heaven forbid you do die, your character has left his/her mortal coil. What happens after then depends very much on the other players. It may be possible to bring you back to life with some hugely powerful magic. If there isn’t any of this available then either you can join the crew or you can generate another character. This will be played very much by ear. 

The races

(1) Were Creatures: These half man half beasts of legend are notoriously strong and proud. Some say they are created through mad druidic rituals designed to make supreme guardians of their glades, others say that the fae touched some of the creatures in the forest with magic, and bid them go and bite unsuspecting men. No one knows how many of these beasts there are in the world as they spend most of their time in a human guise.

Players who choose to play a were-creature must decide what creature they are (they may choose just beast or hunter/prey if they wish) and come up with a reason why they are the way they are. There are some were creatures that instead of being humans who are tainted, they are instead animals that are given magic to look like humans but with only brutish intelligence. Players should be aware these exist (especially those playing were creatures) but they may not play them as things like them would not get invited to an event like this. 

(2) The Fae: great tomes have been written completely devoted to trying to explain these creatures and their habits, but none have even come close. What is known by all who have encountered them is that they are manipulative and cunning. As they live in a world positively humming with magic they all bear some magic or talent. Some fae regularly venture into the human world for sport or to glean information, but never to aid or assist. Beware the fae they are always one step ahead.
Players playing fae should be dressed differently from the human players but in a subtle way so they look like graceful or over the top humans, not fairies (no wings). 

(3) Humans: what is says on the tin. They may be a rich noble, an alchemist or a priest. Bear in mind that all the characters present will have some knowledge of the occult or arcane so plan accordingly. 

Skills (you may spend 10 points on your characters chosen skills)
	Skill name
	Were cost
	Fae cost
	Human cost

	Literacy
	2
	2
	1

	Numeracy
	2
	2
	1

	Evaluate
	5
	3
	2

	Claws
	4
	7
	-

	Pugilist
	
	
	5

	Body development
	4
	-
	6

	Invocation
	4
	1
	2

	Corporealism
	7
	6
	5

	Mage 
	7
	5
	6

	Sniff
	2
	-
	-

	Potion craft
	4
	4
	4

	Pick pocket
	3
	3
	3


The reason for the increased cost of some of the knowledge skills for fae and were creatures is due to these not being an important part of their culture. Fae barter for favors rather than money and were creatures don’t make good students. 

Literacy: this skill grants the character the ability to read and write. Without this skill they characters cannot perform these skills or any task related to it.
Numeracy: this skill grants the character the ability to count beyond 10 and do any math. Without this skill they cannot perform any skill or task related to it. 
Evaluate: this skill means the character has a good grasp of things value (without numeracy they can only compare it to something else or just a lot) after 30 seconds close inspection they can tell the value of an abject. This skill requires the presence of a GM. 

Claws: This skill grants the character the ability to grow claws (not a subtle thing) and then deal damage with them. This should be obviously role-played and the player should exentuate the blows to represent the effort in tearing flesh. (see note on combat in player rules). Physical contact must be made but players are warned that if they hurt anyone they will lose the skill.

Pugilist: this is a very vague skill that represents everything from kung-fu to boxing. It gives the character the ability to deal non-permanent damage to other characters and monsters. After 5 minutes the damage done starts wearing off, if it is to a limb the blood flow starts coming back (like getting a dead leg) if it is to a critical location they character starts to come round.     

Body Development: this grants the Character an additional hit point per location. So they can now take 2 blows to each location before it stops working. But they also need twice as much healing to return to full health.

Invocation: this skill means the character has studied magic and its theory but hasn’t dedicated the time or effort to become a fully fledged spell caster. They understand magic and can cast spells from scrolls and items but have no innate magical power. 

Corporealism: this is a study of the powers of the physical world. The powers that hold sway over the manipulation of elements, flesh and land. Humans have a natural affinity to this as they are more a natural part of the world than other creatures. Corporealists have the ability to bend elements to their will and to open or close wounds on living targets. 
If a player chooses to play a corporealist they will receive a spell list and the mechanics with which they can cast them. They will also be better than non spell casting characters as performing rituals.

Mage: this is the study of the pure powers; Life, death and emotion. Fae have a greater grasp of mage craft than other races as they live in a world that is created out of the unnatural. Mages have the ability to bend people to their will, or at least influence them and they have knowledge of the non corporeal foes in the world. 

If a player chooses to play a mage they will receive a spell list and the mechanics with which they can cast them. They will also be better than non spell casting characters as performing rituals.

Sniff: this skill represents the characters enhanced sense of smell. They can discern the race of a target. This takes 30 seconds role-play and may require a GM.

Potion craft: this skill represents the characters knowledge and ability to mix and brew potions. They should also be able to identify potions they find in game. In taking this skill you will, on returning of your character sheet, receive a list of potions and or ingredients that you may bring to the event. These are all the potions you will have on you and may use. 

Pick pocket: This skill represents the characters light fingers. They can take things from people’s pockets and or bags with little or no difficulty. They must spend 30 seconds in very close proximity to the target then the GM will go and take some thing out of their pocket and give it to you (subtly).      
