8th edition Rulebook Addendum/Clarifications/Errata

1. The following ACE document is suggested to be used until NERO HQ has documented contrary rulings.

2. Plot may, at its discretion, rule that a resurrection is automatically successful and/or does not count against the character’s death total.  (pg 18)

3. If you hold a two-handed weapon in one hand and are struck in that weapon, you must drop the weapon and take the damage.  (p. 30)

4. Production costs for strengthening and silvering weapons increases as per the batching rules. (p. 37)

5. Production Items may not be broken down for their production point cost and “recrafted” into new items.  IE You may not use two daggers to reduce the production cost of a long sword. (pg 38, 39)

6. Backstabs are not hand-specific.  Damage may be added to either hand.  Damage added does not double if Backstab is used with a two-handed weapon.  (p. 40)

7. All monsters are affected by backstab damage, provided they would normally be affected by a weapon blow.  (p. 40)

8. A Weapon Proficiency or Backstab must be bought after the fourth purchase of its prerequisite (critical attack or back attack, respectively) before further back attacks or critical attacks may be bought.  (p. 40, 42)

9. Back attack need not be taught separately from Backstab.  Critical attack need not be taught separately from Weapon Proficiency.  (p. 40, 42)

10. Weakness effects do not modify the damage calculation of Assassinate or Slay.  (p. 40, 51)

11. Thrown weapons cost 15 silver and 15 Production Points to silver, due to their recoverable nature.  (p. 41)

12. The cost for silvering or strengthening a weapon is used in lieu of the normal production cost.  IE The cost for strengthening a weapon is 50 silver and 50 Production Points, not 50 silver, 50 Production Points, and 50 copper.  (p. 41)

13. Fighter skills such as Disarm and Shatter require a normal legal NERO strike against the player in order to take affect.  This means you must hit the person, not their possessions, in order to affect them.  (p. 43-44, 50-52)

14. Active “prepare to die” skills must be announced with reasonable frequency while detracting from the game environment as little as possible.  A minimum of once every twenty seconds, but no more frequently than once every ten is advised.  (p. 43-44, 50-52)

15. If a fire trap is resisted by a character with Resist Element, his/her immediate possessions are not affected by the fire trap’s shattering effects.  (pg 48-49)

16. The skill Riposte may be used to nullify damage suffered from a weapon trap.  The damage is NOT attributed to the trap setter.  (ignore the phrase “(including weapon traps)” on pg 50)

17. Shatter skill may be used against a non-player target, such as a lock or shield-sized door.  (p. 50)

18. If multiple persons are holding an item which is struck by a packet-delivered effect, the caster may indicate which of those people takes the effect.  If no determination is made by the caster in a reasonable amount of time, then players choose who takes the effect.  A hold may not be called for the purposes of indicating who takes the effect, but someone must take the effect.  (p. 54)

19. Poison Shield may be used against a weapon trap coated with a Blade Poison.  (pg 54)

20. White tape for weapons with damage auras must be at least 1.5” wide and span the “cutting edge” of the blade.  (p. 90)

21. Ingested alchemy may take the form of either a liquid or powder/grain, provided that it fills a ¼ oz. container.  (pg 93-94)

22. For logistical purposes, alchemies cannot be “staged”.  IE You cannot have one portion of a Death Ingested poison be contained in a drink and another portion in a cracker, thereby requiring the imbiber to both drink the drink and eat the cracker in order to take the poison effect. (pg 93-94)

23. For logistical purposes, alchemies placed in a foodstuff are all suffered upon the first bite/drink.  (pg 93-94)

24. In the event of multiple splits of the a poisoned substance, a marshal will determine with which split the poison goes.  (p93-94)

25. When an Enslavement poison is added to a food or drink, the name of the person mixing the Enslavement in is written on the tag attached to the container.  This is the person to whom the ultimate imbiber is enslaved.  In instances where the Enslavement is being directly administered, it requires Alchemy 1 skill.  Should a PC ever come across an Enslavement elixir tag, it may NOT be used.  For IG purposes, assume that Enslavement in it’s raw form is a series of components which require specific knowledge unattainable by PCs in order to use properly.  A PC may never directly administer an Enslavement to a food, drink or victim.  (p. 95)

26. Massive mechanical traps have a minimum volume of 3’x3’x3’.  (p. 100)

27. If any part of a player is in the area of a trap’s effect, they and all of their immediate possessions take the effect of the trap.  (p. 101)

28. Setting a trap requires concentration, as per the spell duration description.  (p. 101)

29. Trap movement is determine based on its location in relation to the planet.  You may not set traps on moving boats, wagons, or other large, mobile objects.  (p. 101)

30. A trap may require tools in order to set the trap.  (p. 101)

31. (NEW!!!)  Cutting a trip wire does not constitute “permanent damage” to the trap.  (p. 101)

32. The minimum container size for a gas trap is 32 cubic inches, regardless of the number of gasses loaded into the trap.  (p. 101)

33. The radius of a trap’s area of effect is determined from the outer edge of a trap’s body.  No dimension of the trap’s body may be less than 1 cubic inch.  (p. 100, 101)

34. If a trap is moved, the player must write the amount of space the trap has been moved on the trap tag. (p. 100-101)

35. For the purposes of determining movement, only moving the “body” of the trap is considered.  Triggers, if separate from the body but attached via a wire or cord, may be moved without it counting against the “trap movement” rule.  (pg 100-101)

36. Disarming a trap is done by setting the trigger into a non-functioning state without triggering the expected audible indicator.  The only visual indicator permitted for trigger design is a light.  IE Mouse traps may be disarmed by lowering the snapping arm, crossbow traps may be disarmed by removing the dart or arrow (p. 100, 101)

37. Vampire Charm always takes precedence over another “basic” Command effect.   Enslavement will always take precedence over Vampire Charm.  (pg 104)

38. Gypsies must use an accent when speaking.  This accent must be different from the player’s normal accent, and may be determined by a Plot marshal in charge of the character’s gypsy tribe.  (p. 107)

39. When asked “What do I see?”, a player of a PC race must respond “>Race< as I appear.” If they are legally viewable.  (p. 107)

40. White and/or yellow headbands or head coverings may not be worn by active, IG PCs.  (see Page policy, and p. 109, 110)

