Rules of the game

Of fights

· Everyone can fight with a knife-like weapon (foam, latex), but without training one is clumsy. To simulate, the player must hold the weapon with his left hand if he is right-handed, or with his right hand if he is left-handed. Every stab gives a wound.

· Anyone can knock someone else senseless. You have to sneak behind your victim, without him/her realizing it, and delicately touch him/her on the back of the neck with the right object, while whispering to his/her ear "knocked senseless". The victim will remain unconscious during five minutes, then rise again. This will not cause any wound.

From life to death

An person can come in 4 states: 

1 - Life (in full form) 

2 - Wound (unusable member, consciousness)

3 - Coma (unconsciousness)

4 - Dead (Amen!)

· When someone receives a blow on an arm or a leg, they switch from state 1 to state 2, and the member is unusable (how it can be played: limp, drop your weapon...).

· When they receive a second wound on a member, they go from state 2 to state 3.

· When receiving a blow on the chest, they go directly to state 3.

· Blows carried to the head are prohibited, therefore do not count.

· Potential poisons, provided by the organizers, are recognizable by an odor or a taste unambiguous and specific.

· To make someone go from state 3 to state 4, you will have to finish them off. It is a deadly sin to God, and a crime to the law, then only to be done as a last resort.

A word about justice: the lord is sole master on board to do justice, and will have to assume the consequences (insulting songs spread by wandering entertainers, hatred from his neighbors). He will base his arguments on the clues, evidences and testimonies. If a commoner is strongly suspected, he will arrange ordeals (to soak the hand of the suspect in boiling oil, the innocent one healing quickly, or to throw the suspect in the water, the guilty one drowning). If a noble is accused, there will be probably a judicial duel, and the just will triumph.

General skills

· To read and write: someone who does not possess this skill is illiterate.

· Knife-like weapon: allows fighting with a knife-like weapon without a handicap.

· Fight thrusts: they must be announced in a loud voice before striking a blow:

· Break: the aimed member is broken (state 2), even if the blow is warded off.

· Fall: the opponent falls, then can rise unharmed.

· Disarm: the opponent drops his/her weapon, then can collect it.

· Step back: the opponent cannot counteract, and can only fend off and step back. Anyone can counter a fight thrust by using the same one; then they are mutually cancelled.

· Pickpocket: you have to slip a pickpocket label into the pocket, the bag, the collar, or belt of the victim, without the victim realizing it. Then you must warn the organizer who will ask the victim for one of the objects that he/she is carrying.

· Observation sense: the game takes place in a room representing the living room, the only part of the castle physically represented. All the other places of the castle and its surroundings are described on a map posted in the living room, and can be “visited” only by consulting an organizer (and as long as it is not indecent for the character). What you can find there depends on your skills (level in skill “Observation sense”) and of your research method.

The general and specific skills you possess are specified on your character sheet. The player does not possess any skill not mentioned on the character sheet. For any action non-covered by the rules, go to the organizer.

