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Introduction

Wellspring uses the GEAS 5 rules license, with additional elements from our sister LARP
Arcanorum in Denver.

We understand that the rules contain a lot of information and may seem overwhelming at first, but
you only need to know a tiny fraction of them to make and play a character. Here is a guide to
help you get started: B Wellspring New Player Guide/FAQ

If you have played LARPs under the Tempest ruleset in the past, please note that we have some
localizations for Wellspring. The full list of differences can be found here:
B Tempest to Wellspring: Rules Changes

All rules updates or changes will be logged within the Changelog document and announced via
our Discord server.

Errata

For brevity and ease of use, this document is an abridged version of the comprehensive core
rules. The full errata, list of edge cases, and uncommon rules interactions can be found in this
document: B Wellspring Expanded Rules/Errata

Have a rules question? Find something contradictory or broken? Please reach out on the Discord
rules channel!


https://docs.google.com/document/d/1Vs1J_ENEBDeMXeyjBpRkJ2YD7-5s0qE_K4Ozbs-DlVM/edit?tab=t.0
https://docs.google.com/document/d/1M32sALAsZ4clRD0VfBpZ_xFa4WY8weJYe7VSlIqge4k/edit?tab=t.0
https://docs.google.com/document/d/1z_29tbuFSnn_6hDm1IsIxP004zEmuWZs43xkVnDKkqc/edit?tab=t.0#heading=h.jt4v7qjbcuw4
https://docs.google.com/document/d/13GDkO_pShOPs3AdkeJksLgtEynb5aQOcxOtGTobsn7g/edit?tab=t.0#heading=h.izrjrsiauf63
https://discord.gg/hErx27U96F

What is LARP?

In its most essential form, LARP, or Live Action Role Playing, is “becoming” a character in a
fictional setting and acting out their story. In a tabletop roleplaying game, you can indirectly
control your character by declaring what they do - in a LARP, you just do it yourself! LARP is often
a mix of improv theater and contact sport - you directly take on the role of a character in a world,
see what they see, say what they say, and fight what they fight. There is no external “audience” -
everyone who LARPs together is part of the story and an active participant.

Wellspring LARP also has rules and mechanics to determine your character’s skills, even ones
that you yourself may not have. There are mechanics for combat, magic, crafting, and many other
skills, so not only can you design the type of person your character is, but what they can do, and
how they affect the game world.

General LARP related terms used in this rulebook:

PC: Player Character. A participant who designs their own character, and plays them over the
course of the event. PCs have full control over their character’s motivations and actions, and their
statistics and abilities can progress each event.

NPC: Non-Player Character. A participant who is directed by the plot team to play all of the roles
that PCs interact with during the event, in order to construct the collaborative story. NPCs have

motivations and statistics given to them by the plot team.

Plot or plot team: Members of staff who create the world and setting of the LARP, as well as plan,
write and direct the scenarios for the PCs to interact with.

In Game/IG: Being or acting as your character, in the game’s world.
Out-of-Game/OOG: Being or acting as yourself, separated from the game’s world.

Phys-Rep: Short for “Physical Representation”. Refers to either a prop that portrays an item within
the game environment, or a visual act of roleplay.



Character Creation

If making a character from scratch seems too overwhelming, we have also created a series of

starter character sheets here: B Starter Character Sheets

1.

10.

Choose your Class levels. Characters start the campaign at Level 4, with 9 BP (build
points) to spend on Skills and Perks. Classes provide innate Powers and starting Skills.
B Base Classes (All)

Choose a Lineage: HE Lineages (All)

Note: By default, player characters are from Auros. Making characters with sub-lineages
from other civilizations is possible, but requires that you read the disclaimer in “The Main
Camera of the Story” section of the Setting doc. Feel free to reach out to staff for any
clarification on this.

Choose any desired Challenges from your Lineage, up to 10 awarded LBP (Lineage Build
Points). You may spend the corresponding amount of rewarded LBP on Advantages for
that Lineage.

Select your class Powers or Spells. As you level up, you gain a number of Powers or
Spells to choose from, based on your class.

Choose any desired Flaws from the Skills, Perks, and Flaws document, up to 5 awarded
BP. B Base Skills, Perks, and Flaws

Optionally, choose a Devotion. E Devotions & Divine Beings

Spend your BP, or save it for later. You can purchase Skills, Perks, Divine Domain Powers
from your Devotion (if you have the Worship skill), or Class Skills from any Class you have
taken levels in.

Determine your total Life Points and Spikes. By default, starting level 4 characters will
have 3 LP and 2 Spikes, and certain Powers or Perks may increase these values.

Get your starting gear and Wealth. By default, all characters start with 8 Wealth and any
mundane equipment that the player phys-reps.

Submit your character to the plot team, optionally including a character backstory.
Approved backstories provide the character with 2 additional BP. For more info about the
game’s setting and character concepts you could make, see the Setting doc.

Character Submission Form

B Wellspring Setting Start Guide

Note: By default, player characters are from Auros. Making characters from other
locations is possible, but requires that you read the disclaimer in “The Main Camera of the
Story” section of the Setting doc. Feel free to reach out to staff for any clarification on this.

Your character is ready to play!


https://docs.google.com/document/d/1tPJusXPdHaSb_iDn2ctfND6mOhBN77UK3C5e6PmWaWA/edit?tab=t.0#heading=h.62u18v8d5vl9
https://docs.google.com/document/d/17xW11UEJp9PkAogya-JCa9MoKsNlqtcrvf_l8n5rSsw/edit?tab=t.0
https://docs.google.com/document/d/1UhmoOL8IxaNSSeJOuJT2z5zsukm9Nd4PtUGdqP5WshA/edit?tab=t.0
https://docs.google.com/document/d/1vLGRqh15oU6KnwwtQ9HVvr7NUAgUSYoIQdd5LI-D10I/edit?tab=t.0
https://docs.google.com/document/d/1DsHJ_ZNhpp0IGiJvIOyKJ1yfWqXKvsioo7fgfw-heS0/edit?tab=t.0#heading=h.m3lh4b2tb7qf
https://docs.google.com/document/d/1IEtWWB4U6GFBD5MdgJIkdZSvKTmIKJOFvTP97xj79tM/edit?tab=t.0
https://docs.google.com/forms/d/e/1FAIpQLSd4OByMBgFTXcS02uoOVM40KaWSwn8pL5UXndTjkWKNEEVKCg/viewform?usp=dialog

Rebuild Policy

New players may rebuild their character's sheet freely between events, up to the start of their
third attended event, at which point their build will be locked in and changes will require either
retraining by leveling up, or by other in-game methods. Please note: Once a backstory for a
character is approved and the player has played an event as that character, the backstory cannot
be changed - a new backstory requires a new character.

Advancement

Each event you attend, your character will earn 14 Experience, and some games may award
additional Experience to all in attendance. Your character will gain 2 BP (Build Points) every level.
Additionally, there is a pool of bonus BP that may be acquired, up to a maximum of your total
Character Level. Bonus BP may be awarded through a number of actions related to supporting
the game, such as fulfilling NPC shifts, full-event NPCing, or donating to the game - for more
details, see E Wellspring Community Service System

Bonus BP Example: Monique the Empire Rebel joins her first game in game 3, when the level
floor is 6. She creates a level 6 character with 13 base BP. She can also earn up to 6 total
additional Build Points, her bonus BP maximum. The next game, Monique’s player decides to
full-event NPC, and as a result earns 2 BP towards her bonus BP maximum, on top of her normal
rate of advancement.

When your character levels up, your Life Points and maximum Spikes will increase based on the
below chart. Note: this is for total Character Level, even if you are multiclassing.
Your number of Powers will also increase based on the chart for your Class (see Classes doc).

Retraining

Each time you advance a level in a Class, you may also choose one of the following:
- Remove a Tiered Power your character currently has and gain a new Tiered Power of the
same Tier in the Class you are leveling into.
- Remove a Known Spell and replace it with a spell from the Class you are leveling into.
- Remove a Cantrip or Utility Power and choose another (of either) in the Class you are
leveling into.

Tiered Power, Utility Power, and Cantrip alterations must remain within the limits set from the
character’s Base Class Progression Table.


https://docs.google.com/document/d/18M-cn13YZOmCKm8ZGYRCJ4vgbYj48MLymC03DDGSt-k/edit?tab=t.jt7dq2ivtttz

Level Progression Table

Character Level Total XP Base BP LP Spikes
4 0 9 3 2
5 10 11 3 2
6 21 13 4 2
7 33 15 4 3
8 46 17 4 3
9 60 19 4 3
10 75 21 4 3
11 91 23 5 3
12 108 25 5 3
13 126 27 5 3
14 145 29 5 3
15 165 31 5 4
Level Floor

If you are creating a new character partway into the campaign, the character will start at a higher
Character Level based on how many events have already taken place. In addition, your character
will gain experience at 1.5 times the normal rate while under the seasonal cap, until they “catch
up” to the game’s current maximum XP.

Event Number Level Floor Starting BP
1 4 9
2 5 11
3 6 13
4 6 13
5 7 15
6 8 17
7 8 17
8 9 19




9 9 19

10 10 21

11 10 21

12 11 23
Multi-Classing

A character may put levels into multiple Classes. When taking levels in a new Class that is not
your first, you gain the “Multi-Class Skills” listed, rather than the “Starting Skills”. Otherwise, follow
the Class level progression as normal, based on the levels in that Class only.

Advanced Classes

Once a character has reached total level 10, they may begin taking levels in Advanced Classes
for which they have met the requirements. Each Advanced Class has a maximum of five levels.
One character can have a maximum of two Advanced Classes.

Retraining for Advanced Classes: Unlike the standard retraining rules, when taking a level in an
Advanced Class, you may remove a Tiered Power, Utility Power, Cantrip, or Known Spell from a
Base Class in order to gain one of the same type and tier from the new Advanced Class.

Advanced Classes will be published when the campaign draws closer to players having access to
them.



Power Words and Power Phrases

The following spoken words and phrases are always out-of-game. If you hear these exact words
or phrases used during the game, they will have a standard meaning, and some will have
instructions that all players are expected to follow.

“Hold!”

The “Hold” call is an important “pause button” for the game. If someone calls "Hold!", all players
must immediately stop playing the game, stay where they are, and repeat “Hold!” until the entire
game is paused. If possible, uninvolved players should take a knee for easier visibility. At this
point, no one should speak or move, other than game staff or medical staff, until the issue has
been resolved. "Hold" is generally called for one of two reasons:

Safety Hold

A Safety Hold will be called if a player is in out of game physical danger, or has been
injured. The only people who may move, speak and act during a Safety Hold are staff and
first aid certified participants. The injured player may move off the battlefield during the
Hold.

Narrative Hold

A Narrative Hold will be called for large, important story or mechanical effects that
everyone must be aware of. The only people who may move, speak and act during a
Narrative Hold are staff.

Players should keep quiet and still during a Hold so that any necessary communication is not
disrupted. When the Hold has been resolved, a staff member will call "Is there any reason for this
Hold to continue?" If anyone says "Yes," the Hold will continue. If there is no response (saying
"No" is not necessary), the Hold will be ended by the call "3, 2, 1, lay on!"

Personal Hold

If a player needs to withdraw from a combat for out of game reasons, such as minor injury or
equipment malfunction, but does not wish to pause the scene, they may take a Personal Hold.
Personal Holds are shown by placing your hand on your head and moving directly to outside of
the scene or battlefield. A player who takes a Personal Hold may rejoin the scene when they are
ready, but should use discretion to determine when it would not be disruptive.

Caution

If there is potential out-of-game danger, such as a player fighting near an unseen tripping hazard,
any player may call “Caution”. When hearing this call, nearby players should pause gameplay for
a few seconds until the hazard has been seen or dealt with.



Clarify

If you are ever hit with an effect or call in combat that you don’t understand, you may call “Clarify”
and point both hands or weapons at the player who made the call. They will also point both
hands back at you, and briefly explain the effect. While players are making the visible Clarify
signal, all other players should avoid or play around them until the clarification is resolved - this
should not be used as an opportunity to attack them as soon as they come back into the game.

Instruction

When staff needs to directly tell a player or players to take an action, they will use “Instruction” to
make it clear that it is an out-of-game request. This can also be written on info cards, in which
case the players should follow the Instruction when read.

Example: “Instruction: All players please close your eyes and open them again when the music
stops.”

It Has Been Told...

This phrase signifies official setting lore. Once stated, players can treat it as a pre-existing fact
their characters might "remember." Staff will use this only to introduce established canon, and
players should only use this if a Skill or Power allows.

Example: “It Has Been Told that Lady Verity threw the social event of the season last year.”

It Can Be Seen...

This phrase will describe something that characters can perceive in-game that may not be
physically represented.
Example: “It Can Be Seen that there is a faint glow coming from within Kroznaks’s bag.”

It Can Be Believed...

This phrase is used to clear up out-of-game confusion around in-game situations.

Examples:

If a plot member plays two different NPCs, Aeos and Damien, a PC who approaches and mistakes
them for “Damien” could be told by that plot member, “It Can Be Believed that this is Aeos, not
Damien.”

If a PC had to leave a module early because of an out-of-game injury, and returns to the tavern
during loot split, the player could say "It Can Be Believed that | was there the whole time."

“What Would Your Mother Say?”

The phrase “What would your mother say?” means that a player is OOG uncomfortable with the
current roleplay. For more information, please see the Consent and Calibration section.



“Prepare for Action”

This phrase is an out-of-game indicator that character antagonism is about to happen, so that the
receiving player is not taken by surprise. For more information, see the Character Antagonism
section under Consent and Calibration.

-10-



Game Markers and Signals

Out-of-Game
To briefly indicate “out-of-game”, such as to ask a clarification question, players should put their

fist or weapon on their head.

If someone is wearing a white headband (or white glowstick at night), they are passively
out-of-game and should be ignored by characters until the headband is removed.

For guidance about when to be in-game vs out-of-game, see the Roleplay Etiquette section of the
core rules.

Non-Combatant

Non-combatant players ("non-coms") do not participate in physical combat due to out-of-game
reasons like medical conditions. They wear a bright pink headband or sash at all times (or pink
glowstick at night) for clear visibility.

Players must not physically hit non-coms, and non-coms should try to avoid combat areas. If a
non-com does end up being attacked, the attacker in striking distance should point their hand or
weapon at the non-com and state the Call. Non-combatant players should inform staff in advance
when possible.

Clarify

A clarifying player will point both hands or weapons at any other involved player(s). For more
information, see the Power Words and Power Phrases section.

Lookdown

The “Lookdown” signal is the player putting their head down with one hand shading the eyes. A
player using Lookdown needs to eject themselves from a roleplay scene for OOG reasons.
Characters should continue the scene without commenting on the Lookdown player’s absence.
For more information, see the Consent and Calibration section.

OK Check

An “OK” hand signal signifies that a player is checking in on another player’'s emotional state. For
more information, see the Consent and Calibration section.

Spirit Form

If a character is visibly in Spirit Form, they will wear an orange headband (or orange glowstick at
night). If a player finds themselves in Spirit Form and does not have immediate access to an

-11-



orange headband, they may instead use the Insubstantial hand sign (see below). More
information on Spirit Form can be found in the Death and Dying section.

Insubstantial

If a character is insubstantial for an extended length of time, they may optionally use the hand
sign of one hand or weapon bent parallel in front of the face (ie “vampire cape”), rather than
calling “Insubstantial” repeatedly. More information on insubstantial can be found in the
Conditions section.

Flying

Characters that are under the flying condition will demonstrate this by pointing one hand (with
closed fist) or weapon straight up in the air. More information on flying can be found in the
Conditions section.

Imprisoned

Characters under the imprisoned condition may optionally demonstrate this by crossing both
arms or weapons across their chest. More information on imprisoned can be found in the
Conditions section.

-12-



Object and Location Markers

The following visual markers have a specific mechanic for the game.

White Halo

Objects or locations marked with a plain white halo are considered “out-of-game” and should be
ignored.

A white halo on a red or green background means that the object or location should be ignored
by default, but some Powers and abilities allow a character to see or interact with them.

Black Key

An item marked with a black key is in-game, but cannot be opened, moved, or broken by default.
Some black key signs will include written conditions about who can open the item.

Yellow Lock

Areas marked with a yellow lock are not allowed to be entered by players for any reason, unless
given express permission by a staff member.

Blue Exclamation Point

This marker is generally posted at the entrance to an area. It means that there is important game
mechanic information that must be conveyed to players before they enter the area. Players
should look for an accompanying written sheet and read it before proceeding.

Location Cards

Some skills and Powers will reference a named location, such as an Arcane Locus. These
locations will be set up on-site by staff during the game. They will be marked with a blue
information card that explains any game mechanics associated with the location. Some cards will
have additional information that can only be read by characters with certain skills - this info will be
on the reverse of the card, and the requirements to read them will be listed on the front.

-13-



Calls

Wellspring uses a system of Calls to communicate when abilities are being used in-game. The
Call has a standard format of the following:

“[Delivery] [Duration] [Effect] to [Qualifier] by [Accent]”

While this may seem like a lot, many of the possible keywords are optional and most Calls are
much shorter.

Any ability that uses a Call is perceptible in-game to anyone who hears it, unless the call starts
with Subtle (see Modifiers).

Definitions for each section of the Call is described below.

Uncalled Damage

Melee weapons can be swung with no Call made. If so, then it is assumed that the weapon is
dealing 1 point of damage with no Accent. Uncalled damage can be blocked with weapons or
shields. Ranged weapons and packets should always include a damage Call, even if they are
dealing 1 unaccented damage. All weapons deal base 1 damage by default.

Damage Calls

Any attack that deals more than 1 point of damage, or includes an Accent, will have a Call. If the
Call is only numbered damage with an Accent, the “by” can be left out of the Call (i.e. “2 Ice”
instead of “2 by Ice”). Any damage Calls that start with a number can be blocked with weapons
or shields.

Any player may also call “Zero” or “Padded” to indicate that they are sparring with a weapon and
not dealing damage.

Effect Calls

Effect Calls include an Effect keyword. Any attack with an Effect Call cannot be blocked by
weapons or shields - if it lands anywhere on the player or their equipment, they must resolve the
attack. This includes Effects that modify damage such as Wounding or Piercing, since they will not
start with a number.

Delivery

This keyword defines how the Call lands on the target.

-14-



Weapon Delivery

The Call is delivered through a strike with a weapon. By default, this includes melee, ranged, and
thrown weapons, though individual Powers may restrict this further. This delivery is not included
in the actual Call.

Packet Delivery

The Call is delivered by throwing a cloth packet, which is called “materia” in-game.
Any Spell that is listed as Packet Delivery can also be delivered as Touch, as long as the target is
willing or Helpless. This delivery is not included in the actual Call.

Touch Delivery

The Call is delivered by reaching a hand to within 6” of the target, who must be willing or
Helpless. Please note that physical touch outside of a tag on the shoulder requires OOG consent
in advance. This delivery is not included in the actual Call.

Verbal Delivery

The Call is delivered by the user verbally indicating their target, either by calling their in-game or
out-of-game name, or giving a description of the target. The target then resolves the Call.
Examples: “Cora, 2 Ice!” “Saffi, Heal 1 by Flame!” “You in the red dress, Short Sleep by Poison!”

“By My Voice” Delivery

The Call is delivered to everyone within range of hearing the Call, not including the user. If the
Call also has a Qualifier, it should be moved to immediately after “By My Voice” so that the
appropriate targets are aware. Examples: “By My Voice, 5 Flame!” “By My Voice to Undead,
Expose by Radiant!”

“In This Room” Delivery

The Call is delivered to everyone physically present inside the designated area.

Roleplay Delivery

The Call is delivered through a roleplayed action, such as teaching another character, or acting
out item repair. This delivery is not included in the actual Call.

Duration

This keyword defines how long the Call lasts.
Instantaneous

These Calls happen immediately and do not wear off. This can include damage, healing, and
Shattering items.

-15-



“Quick X” Count

The word “Quick” followed by a number means that the duration is as long as it takes for the
affected player to count to that number under their breath. If “Quick” is in a call without a number,
the default count is 100. If a Quick count is interrupted, or a player pauses a Quick count to take a
different action, the player may resume the count at the previous number rather than having to
start over.

“Slow X” Count

The word “Slow” followed by a number means that the duration is X number of seconds. Players
should make a good faith attempt to silently count at the rate of seconds, not slower or faster.
Slow counts are passive unless otherwise stated (the time will pass even if the character is
incapacitated).

Optionally, a player who needs to make a Quick count may instead perform an active Slow count
equal to the Quick count value divided by 3. This count must still follow all mechanical properties
of a Quick count (i.e. it must be done actively and verbally).

Short

These Calls will last until the target takes a Short Rest. (See the Rests section for more
information.)

Long

These Calls will last until the target takes a Long Rest. (See the Rests section for more
information.)

Permanent

When a Call is made without a Duration keyword and is not an Instantaneous effect, it is assumed
to be Permanent. Permanent duration lasts until either the end of the event or until the effect is
removed with another Call.

Qualifier

A Qualifier in a Call means that only targets who are under that Qualifier will be affected. If the
delivery is single-target, and the character who is hit does not count as that Qualifier, they can
respond with “No Effect.” Examples: “Death to Helpless!” “Heal 1to Dying by Flame!” “By my
voice to Clerics, Short Charm by Shadow!”

Accent

The Accent is the “flavor” of the call, describing how the Call looks or feels in-game. Some
Powers also only work for specific Accents, and monsters may have defenses or immunities to
different Accents.

-16-



Whenever damage and an Accent are paired, it can be called as “[Damage] [Accent]” without the
normal “by." There is also no need to Call the Accent on Powers a character uses on themselves,
as long as they are aware of the Accent.

The known Accents that exist in Wellspring are:

Agony - Wracking pain and physical torment.

Acid [Elemental] - Caustic substances that burn chemically, eating away at flesh and bone.
Disease - Plague, rot, and decay: all detrimental to the living.

Divine - Associated with direct expressions of the divine: the outpouring of the raw energies of
reality’s undercurrent. It is often asked “what does the divine feel like?” - but all those who have
witnessed it never forget.

Fear - Even the most formidable warrior is subject to fear, hesitation, and doubt.

Flame [Elemental] - Searing heat and crackling blasts of fire to burn and incinerate.

Force - Physical power generated magically or otherwise. These effects can be invisible to the
eye, but more often felt as a thrumming in the air.

Ice [Elemental] - Just as often extreme cold as actual shards of deadly ice.

Life - The vibrant energy of life itself.

Lightning [Elemental] - Blue-white bolts of electricity that crackle through the air, leaving the
scent of ozone.

Mind - Represents mental or psionic power, or sometimes sheer willpower.

Poison - Venoms, gasses and toxins, whether natural or manufactured.

Radiant - Brilliant blinding light.

Shadow - Crushing blinding darkness.

Void - Suffocating nothingness: usually from the creatures of the Void.

Defense Calls

There are a few different ways for the target of a Call to indicate that the Call did not have the
intended effect. These are called “defense calls” and consist of the following:

Counter

If actively using a Power that negates the effect of a Call, the target will say “Counter,” followed
by the name of the Power being used. (Note: if the name of the Power is long, you are allowed to
abbreviate it for ease of play. For example, instead of “Counter, Scales of the Serpent”, it is OK to
say “Counter, Scales.”)

Protect

Some Powers grant a “Protect” vs a specific Effect, damage, Accent, or Delivery (examples:
Protect vs Sleep, Protect vs Packets, Protect vs Flame). Once active on the target, these Protects
can be used as a Counter, but the Call is “Protect!” instead. Note that this is a “smart” defense
and the target can choose not to activate it until they wish to. Only 3 Protects can be active on
one target at a time.

Resist

The call “Resist” means that the target took 1 point of damage instead of the original Call.
Resistance is generally a condition, meaning that the “Resist” call can be used repeatedly for the
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duration. Unless this is a Selective Resistance, the target cannot choose to take the Call they are
Resistant to.

Altered

The call of “Altered to <new result>" means that the target changed the incoming Call into a
different result. Note: Altered can be used against Calls with the Final modifier.

Reduced

The “Reduced” call means the target took less damage or a shorter duration than the original
effect.

Immune

The call of “Immune” means that the target will not take that particular effect, damage, Accent,
Effect, Condition, or Delivery, defined by the Immunity that the target has. Unless this is a
Selective Immunity, the target cannot choose to take a Call that they are Immune to.

No Effect

If an incoming effect does not work on the target for any other reason, the target should call “No
Effect” followed by the reason. Example: a character in Spirit Form would call “No Effect, Spirit” to
any Power used on them that does not use the “to Spirit” modifier.

Modifiers

Modifiers are uncommon extra keywords that can be added to Calls. They are as follows:

Environmental

This modifier is added to the beginning of a Call to show that the effect is coming from the
location that the characters are in, rather than from a specific target. Any Calls with the
Environment modifier will not wear off and cannot be Cured until the characters leave that
location. These effects can still be defended against as normal.

Final

This modifier is added to the end of a Call. Final effects cannot be Countered, Protected, or
Resisted. The only defense calls that work against Final effects are “Immune” and “Altered.”

Inherent

This modifier applies to Conditions. If a Condition is Inherent, it cannot be Cured or removed by
any means, as it is an innate property of the target.

Obvious

This modifier is added to the beginning of a Call to signal that it is extremely noticeable to
anyone who can hear the Call.
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Self

If it is ambiguous who is being targeted by a Call, the user can add “to Self” as a Qualifier to
make it clear that they are targeting themselves.

Subtle

This modifier is added to the beginning of a Call to signal that it cannot be perceived by
characters in-game.
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Combat Rules

A core element of Wellspring is combat, which should be expected to be “medium impact.” This
means that players in combat should have their combat swings be slightly more forceful than a
“tag” - they should be felt and noticed in a chaotic situation, but not hard enough to cause pain. It
is the responsibility of each player to gauge their swings depending on their opponent, whether
they are fighting someone in no armor or in heavy armor.

No Tests of Strength

After each swing hits a valid target or is blocked, then you should pull your weapon away to
begin a new swing. If your swing is blocked, you may not continue physically pushing against the
player with your weapon. You are also not allowed to physically pin or trap an opponent’s
weapon.

Physical Contact

In combat, you may only tag other players with a weapon or packet. If you use a Power with the
range “Touch” on a willing or Helpless target, you may physically tag players on the shoulder. Out
of combat, you may only touch other players if you have express OOG permission. It is your
responsibility to gauge your proximity to others and ensure you do not collide with players in
combat.

Speed of Combat

Both for physical safety and to ensure a good rhythm of combat, players should allow a “beat” of
time between each attack that lands on their target, in order for the defender to call a defense.
Attackers should calibrate their attack speed to how quickly their attacks are acknowledged, so
that the defender can process the attacks correctly.

Conversely, defenders, as a courtesy, should ensure each attack that lands is acknowledged,
either with a defense call, roleplaying the impact or effect, or saying “got it.” Additionally, if a

player is moving and takes an attack, they should not continue moving until they resolve the

attack.

Weapon Safety

All melee weapons, ranged weapons, and shields brought to the game must be approved by a
Safety Marshal before use. See the Weapon Construction document for more details on
approved weapons. Weapons should not be used to thrust. B Equipment Construction

Valid Hits

A melee hit is considered valid if it lands solidly on the target as part of its initial swing. Once a hit
has been blocked, angling the weapon to contact the target before pulling back is not valid.
Hands holding melee weapons are not valid targets, and garb outside of the player’s silhouette
(such as a flowing cloak) also does not count. Weapon attacks should never be aimed at the
head, neck, or groin and any accidental hits to those locations are not valid.
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Blocking Hits

Weapons and shields can block any attack that starts with a number, i.e. a damaging attack with
no additional Effects such as Wounding or Piercing. This applies to any physically delivered
attack, whether via a melee weapon, projectile, or packet. Uncalled damage swings can also be
blocked.

Any attack that starts with a word, i.e. an Effect or Wounding/Piercing damage, cannot be
blocked - if the attack lands anywhere on the target or their equipment, they must resolve the
attack.

Proficiency

Characters can only use weapons or shields in combat that they have proficiency with.
Proficiencies are Skills that can be purchased or gained through taking Class levels. If a character
attempts to use a weapon that they are not proficient with, they cannot deal damage or block
with it, and incoming attacks go through the weapon or shield as if it hit their limb.

Natural Weapons

A character using claws, tentacles, or other natural weapons will be represented using red
weapons, or weapons with prominent red markings. Natural weapons cannot be dropped, looted,
or Disarmed. If a natural weapon takes a Disarm effect, it is Altered to a Disable effect. If it is
Shattered, it is no longer usable and hits to that weapon are considered to have landed on the
limb. Shields can also be marked as “natural” and follow the same rules.

Life Points

Life Points, or LP, represent your character’s physical health and will to keep fighting. When a
damaging attack lands, the damage number is subtracted from your Life Points. Life Points can
be restored with the Heal effect. Characters begin each event at full Life Points.

Armor Points

Armor Points, or AP, are extra Life Points that are subtracted first when taking damage. The
exception is the Piercing effect, which bypasses Armor Points and goes directly to Life Points. A
character’s armor proficiency determines the maximum amount of Armor Points they can benefit
from. Their phys-repped armor is what calculates the actual number of Armor Points they have,
up to their maximum. Armor Points can be restored with the Mend effect, or by a Tinker at a
Workshop.

Calculating Physical Armor Points

First, determine the types of armor you are wearing. Armor phys-reps can either use real or
simulated materials, but should reasonably resemble the type being simulated. Armor must be
approved by an Armor Marshal when being brought into game.

Quilted - Thick padded or reinforced cloth armor. Worth 2 points.
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Leather - Armor made of hardened leather or hide. Worth 4 points.

Chainmail - Armor made of metallic rings. Worth 6 points.

Brigandine/Scale/Lamellar - Overlapping plates, sometimes between layers of leather. Worth 8
points.

Plate Mail - Armor made of rigid metallic plates, shaped to the body. Worth 10 points.

Next, determine which body locations have the type of armor you are wearing.
The ten locations are:
Neck

Shoulders

Upper Torso

Lower Torso

Back

Sides

Upper Arms

Lower Arms

Upper Legs

Lower Legs

Lastly, each armor piece that is particularly high quality or well crafted can be awarded a bonus
point by an Armor Marshal for each location it covers.

Add the point values of all locations together, divide by 10, and round to the nearest whole
number. This number is your total calculated Armor Points. This system allows mixing and
matching of different types of physical armor for an averaged total, if desired.

Natural Armor

Natural armor can be granted from Powers, Advantages, or Perks. Like physical armor, it also
grants Armor Points, and can be Shattered or Rebuilt. Unlike physical armor, natural armor can be
restored both by the Mend effect and by the Heal effect. Note that different types of armor
cannot be stacked on