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I. The Attributes and their Growth Rates


------------------------------------------------------





Each character has 400 points to spend here, divided any way they choose. Once set, these growth rates cannot be changed. The point total equals a percentage attribute that is applied to the attribute points, and the final result is always rounded up. An attribute with a growth rate of 0 will always equal 0. NOTE: Mortals usually have a rating of 0 in all these attributes for purposes of this game.


* Power - The offensive strength of the character's body. A punch deals damage equal to this value.


* Defense - How strong the character's body is defensively. This is applied against normal and Special attacks.


* Energy - The attribute representing the character's magic, psionics, chi, or any other energy-based skills.


* Will - How powerful a character's defense is against magical and psychic effects like mind control and such. It's also used to determine the effectiveness of certain mind-based and strategic abilities (see IV. Tactics for an example).





-----------------


II. Point Totals


-----------------





NOTE: Mortals have HP, EP, and SP between 1 and 10.


* Hit Points - How much damage a character can sustain until they are (usually) unable to battle. The total equals 10 times the character's Level. Killing an opponent requires knocking them to the negative of this number. A character or monster with negative HP can still fight or run away, but the above attributes are all at half until they reach at least 1 HP.


* Energy Points - How much energy a character has to use in his or her abilities. The total equals 10 times the character's Level. These points may be spent to increase the other attributes or the Speed Point total for one turn. (This is a free ability possessed by all characters. The growth rates don't apply to these temporary increases.)


* Speed Points - How much a character can do in a turn. The more points spent, the more likely an attack hits. Beware that your opponent can spend points on trying to avoid the attack, among other things. More details are in the combat section. The maximum number of Speed Points equal the average of the character's Power and Energy ratings, rounded up. Spent points return at a rate of 1 point per Level per turn.





* Levels - All characters start at Level 1, or at the average level (rounded down) of the rest of the group, whichever is greater. In order to go up in Level, a character must earn Level Points equal to the next level x100 (Level Points reset to 0 each time a character goes up in level). There are a couple ways to do that, each advantageous in its own way.





(1) Receiving damage. Every point of damage a character receives (after defense) equates to 1 Level Point. This is part of the adage "what doesn't kill you simply makes you stronger". These points may be added during a battle, or saved until the end of the battle if the players prefer. Leveling up during a battle automatically heals all HP, EP, and SP to the new maximum. Both players are expected to keep track of damage for leveling up purposes for themselves and for their opponent...in case they try something funny. For this reason, it might be a good idea to have a spectator keeping track as well.





(2) Winning battles. If you win a battle, you earn Level Points depending on your opponent. If you kill your opponent, you gain Level Points equal to your opponent's Level times 50. If you only beat your opponent into submission or knock out, you earn half that. Players who team up against an enemy must divide up the Level Points evenly.





(3) Artifacts and Power Ups. There are many different mysteries out there, each more amazing than the last. It's difficult to acquire them, but they are well worth the effort.





-------------


III. Combat


-------------





Combat Flow - Here's how a turn of combat progresses.


1 - Initiative (who goes first).


2 - Attacker declares abilities (Attacker spends Speed Points).


3 - Defender declares abilities (Defender spends Speed Points, and they are compared).


4 - Attacks Declared (Attacks spends Speed Points).


5 - Defenses Declared (Defender spends Speed Points, and they are compared).


6 - "Per Turn" abilities and costs take effect for attacker (including the recharging of Speed Points).


7 - Defender(s) takes turn (doing steps 2-6 as necessary).





Note: Using Energy to boost attributes can take place at ANY time during combat, even right before an attack or defense.





	Okay, here's the explanation of what happens in combat.





* Initiative - This is the simplest part of the whole round. Whoever has the highest unspent Speed Point total goes first. The next highest goes second, and so on. If there's a tie, then the players must spend Speed Points to break the tie or else they'll  





* Abilities - Non-attack abilities can be activated here, and any necessary Energy Points are spent. Once the abilities are "primed", you spend Speed Points (a minimum of 1) to see how quickly the ability activates. Note that players must declare the amount of Speed Points they spend in any action that needs it. Will is applied if necessary. Once the character with initiative finishes powering up, the other character(s) do the same process in order of initiative. NOTE: Turning one of your own abilities off can be done at any time.





* Attacks - The attacker can make as many normal or special attacks (if possible) as they wish, but each attack must have a minimum of 1 Speed Point spent on it. The number of Speed Points spent on each attack must be declared individually. This gives the defender a slight advantage and allows him or her to spend an equal or higher number of points. The effects of Speed Points for attacks are as follows. Since only a certain number of Speed Points regenerate each turn, it's important to use these points wisely.


	Attacker spends more points - The attack hits the target at full strength. Apply Defense.


	Points are tied - Attack hits, but only at half strength. Apply Defense after the attack strength is reduced (so it's not likely to hurt the defender, but it still might).


	Defender spends more points - The attack misses completely, or deals no damage.





	Collateral damage - Special Attacks deal their damage in a radius of 1 foot per point of damage around the target, unless focused and/or supressed by will.





* Resolution - The attacker's abilities such as Regeneration take effect here. Any abilities that have a cost per turn spend their energy here. Some of the attacker's Speed Points recharge here as well.





	Attackers have their turns in order of initiative, and combat proceeds normally. Don't forget to keep track of damage received for Level Points!





------------


IV. Tactics


------------





* Defending for a friend - It's possible to defend for a friend, as long as you spend enough Speed Points to match or exceed the points spent on the attack(s). Note that your Speed Points will not recharge until the end of your turn, so defending your friend will make it harder for you to fight.





* Holds - Similar to Status Effects, Holds are clever moves that use strength and skill to keep an opponent at your mercy. In order to successfully cause a hold, you must add your Power and Will together, then compare it  to your opponent's same total (including Energy Point modifications if any). If you succeed in having the higher total, your Hold attack can make the opponent (and you) unable to make physical attacks or defenses. Ties equal failure for the attacker. Power/Will totals are compared each turn, so the hold might not last forever. Plus those opponents who can throw energy around have a more painful way of getting you off of them.





* Status Effects - In combat, some crafty (or underhanded, depending on your point of view) individuals will throw dirt in their opponent's eyes or even try to break their arms in hopes of weakening them. In this system, attacks like that depend on your Will attribute. If you decide to perform a Status Attack, you must compare your Will to that of your opponent (including any modifications from spending Energy Points of course). If your Will is higher than your opponent's, you can perform an attack that reduces Power, Defense, or Speed by half thanks to brute strength or (more likely) using your head. You still must use Speed Points to hit your opponent, who can avoid the attack in the normal fashion. Ties here mean no effect, since you can't really have a half-broken arm. ~_^





----------------------


V. Combat Abilities


----------------------





Each character gains one combat ability per three levels. Plus, all characters start with one ability (usually related to their "job" or "class"). These abilities do not include "flavor" abilities, which don't affect combat.


* Cancel - Prevent a target opponent's ability from taking effect if you spend more Speed Points than your opponent. Costs 5 Energy Points per use. The opponent's Energy Points spent on the ability are wasted.


* Counter - When in use, the character reflects ALL Special Attacks (but not Psychic Attacks) that hit him/her back at their originator without dealing damage to the character. The originator's Defense and Speed Points are still applicable. This ability costs 5 Energy Points per attack reflected in this manner, and it can be used at any time (unlike most other abilities).


* Defense Up - Energy Points spent are doubled if used to increase Defense.


* Energy Up - Energy Points spent are doubled if used to increase Energy.


* Fusion - The power to combine with others to create a super-powered fighter. It costs nothing to perform the combination, but for every turn they are combined it drains 2 Energy Points per level of the combined creature. The fused creature's attributes, level, HP, EP, SP and abilities are all combined. Only two characters can be fused at a time, and each must possess the Fusion ability.


* Level Points Up - The character earns 10% more Level Points than normal.


* Mind Control - This popular ability allows a character to enslave the mind of a target by force. The character compares his or her Energy to the target's Will. Successful Mind Control lasts for one turn per Level the character is above the target. Extended Mind Control outside of combat is impossible against other players. Against targets who have a Will of 0 (such as the average human being) this ability can last indefinitely.


* Multiple Forms - The power to create several copies of yourself at the cost of energy. Each copy is exactly the same as the character at the moment they were created. The original character and all his/her copies lose 1 Energy Point per copy per turn.


* Power Up - Energy Points spent are doubled if used to increase Power.


* Psychic Attack - This ability is a Special Attack that cannot be avoided or dodged with Speed Points, and is compared to Will instead of Defense. Each Psychic Attack costs 2 Energy Points and 1 Speed Point to use.


* Regeneration: Energy - The ability of some characters to recharge their power really quickly compared to average mortals. The character regains 1 Energy Point per Will per turn. Double this if the character performs no offensive actions during that turn.


* Regeneration: Health - An ability that repairs physical damage at an accelerated rate compared to normal humans. The character regains 1 Hit Point (or point of an attribute lost from Status Attacks) per Defense per turn. Double this if the character performs no offensive actions during that turn.


* Regeneration: Speed - A stamina-related ability that allows a character to regain Speed Points much faster than normal. The character recovers Speed Points twice as quickly as normal. Double this if the character performs no offensive actions during that turn.


* Special Attack: Basic - A basic attack that uses energy to destroy targets with explosions or elemental power. This attack costs only 2 Energy Points to use, but each attack deals damage equal to the Energy attribute times 2.


* Special Attack: Superior - A more powerful version of the Basic ability. This attack uses 10 Energy Points each time, and each attack deals damage equal to the Energy attribute times 10.


* Special Defense - A mystical force field or similar effect that protects the character or a target of his/her choosing. This ability costs 2 Energy Points per turn it is in use, and it has a Defense rating equal to the character's Energy attribute times 2.


* Speed Up - Energy Points spent are doubled if used to increase Speed Points.


* Taming - A skill involving mystical links to the monsters of Elerra. Characters with Taming can have one or more monsters of levels totaling the character's. (So a 2nd level character can have one monster at 2nd level or two monsters at 1st level, but not both.) Damage received by monsters is "felt" by the character (and applies to Level Points) and victories won by the monsters count as the character's win. NOTE: Monsters don't have combat abilities, but their "Growth Rate" points are equal to the character's Energy x100 (see top of the page if you forgot what I'm talking about). If Energy changes during a match, the monster "powers up" or down proportionally.


* Team Attack - Characters with this ability may combine their powers for one attack, whether it is a special ability or a physical, synchronized assault. In either case, the attack (and damages) are added together into one attack before being compared to the target's Defense or Will. This ability is considered to be always active if suitable partners are in range.


* Transformation - Increases attributes at the cost of an enormous amount of energy. When the ability is purchased, the character must choose a number of Energy Points. Attributes are increased by a percentage equal to this total times 10, divided any way the character chooses. SP is recalculated with these enhanced attributes. The ability costs the amount of energy chosen above, spent each turn. Once chosen, the totals cannot be changed. Additional transformations can be purchased later and used at the same time, but each costs energy. (NOTE: The most common transformations in Elerra involve Spirit Junctioning.) Transforming up heals all attributes to the new maximum, except for Energy.


* Will Up - Energy Points spent are doubled if used to increase Will.








