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Introduction


Welcome to Petronia!  For the remainder of the weekend, this hotel will represent a tiny Balkan kingdom in the throes of social change. 


On one level, this is a game about the world of 1848, a time when a wave of revolutions swept over Europe. The revolutionaries were often young, progressive, idealistic, and doomed. While they fought for many things that we take for granted today, their opponents cannot be blamed too harshly for their beliefs; to them, “Democracy” meant the cruelty and chaos of post-revolutionary France. This is a period with which at some of us have long been fascinated, and we wanted to make a composite showing just a few of the complex situations that led to these uprisings and caused them to fail. Everyone loves a second chance, and unsuccessful revolutionaries need them more than most.


But this game also explores, beyond the rebellions of this particular year, the entire concept of revolution. This is a game for anyone who has ever thrilled to the word “barricade,” anyone who has devoured news of Belgrade, Red Square, Bucharest, and Tiananmen, anyone who ever wanted to publish an underground newspaper and bring down those in power, anyone for whom the word “Liberty” means more than just a Baptist university, anyone who believes that no matter what century you live in, there just might be a few causes out there still worth dying for.


Finally, on a scale ranging from gritty realism to purplish romance, this is unabashedly a cinematic game. Romance XE "Romance"  conventions abound. There are plotlines here that would be at home in a Shakespeare comedy, an eighteenth-century farce, a nineteenth-century romance, or a good swashbuckler movie. Be prepared for astonishing coincidences!


For all these reasons, we decided to place this game in an imaginary kingdom. If blatant departures from precise historical accuracy bother you, repeat to yourself, “This is in Petronia.” Sure, no one in the rest of Europe has been regularly wearing swords for a while—but the fashion never died out in Petronia. Sure, you wouldn’t expect to see many sword duels or highwaymen in England in 1848—but this is Petronia, and Petronia is a bit backward. OK?  OK. 


By the same token, don’t look too hard for any particular Eastern European culture here. Despite its location on the map (roughly that of the historical province of Wallachia), this country is no more Balkan than Ruritania or Vulgaria is.


If you have as much fun playing Torch of Freedom as we’ve had writing it, then it will be a rousingly successful game!
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(  Section I   (
Nuts and Bolts

This section will provide general information about the mechanics of the running of the game. It may not involve the most glamorous aspects of the game, but we encourage you to read through this section to familiarize yourself with how the game will be run. 

Your Game Packet XE "Game Packet" 
Your game packet should contain the following:

· This rulebook

· A character sheet

· A character badge XE "character badge" 
· Several special ability cards

· Item cards for any items you possess

· A blue sheet for each Social Circle XE "Circle"  you belong to

· Any other blue sheets that apply to you

If any of these items is missing, please see a GM immediately to obtain your missing items.

Your character sheet will begin with your Social Class XE "Social Class" , your age, and your overall political sympathies. It may also contain the names of any historical or literary figures who were particularly inspirational for the writing of your character.

On the character sheets and History blue sheet, names in boldface are characters who, as far as you know, are alive and in the capital at the beginning of the weekend. They may in fact not be around, and there may be other characters whom you thought were dead who do turn out to be around. 

The end of your character sheet will also list a number of your character’s goals. As you go through the weekend, you may discover that some of your goals come into conflict with each other. This is entirely intentional. The genre that this game intends to reproduce is packed with these kinds of conflicts: love vs. duty, family vs. duty, duty vs. duty. Based on how you interpret your character, you may decide to go one way or the other in a burst of dramatic role playing, or perhaps waffle between both calls as long as you possibly can. Choose your course based on how you feel your character would react and what you think is “in genre.”  Enjoy the conflict!

Character Badges

Each player will have a character badge XE "character badge" , or name tag.     Your badge displays your name, your apparent Social Class XE "Social Class" , a brief description of you, your apparent age, and a unique identifying number. 

Your character badge XE "character badge"  will include badge codes XE "badge codes"  and other information that will allow other characters to determine if they know you. It is very common in games for everyone to behave as if they know every other player—after all, everyone has their name printed on their badge. In Torch of Freedom we are hoping to avoid this problem. 

Each badge will indicate what Circle XE "Circle"  or Circles you belong to. For the purposes of this game you are considered to know (at least to some degree) everyone in your Circle. If you meet someone who does not belong to any Circle that you do, you have not met them and should require an introduction. 

In addition, some people are sufficiently well-known that everyone in town should recognize them by sight (e.g., Princess Isabelle). These players will have a star (() in the upper right corner of their badge. Even if you do not share a Circle XE "Circle"  with one of these people, you should know their name and what they do around town.

Also, because laws in Petronia restrict the rights of Turks, your badge will indicate whether you are Turkish. Everyone who is Turkish will have a crescent moon (() in the upper right corner of their badge.

 Finally, your badge will indicate whether you may participate in the Romance XE "Romance"  system. All characters who may participate in Romance will have a heart displayed in the upper right corner of their badge. This heart will be either a solid heart or a heart outline, representing a red or silver Heart XE "Heart" , as described in the section on Romance, below. A red Heart will be designated by a solid heart (() and a silver Heart will be designated by a heart outline (().

Badge holders each have one or more coloured ribbons.  These indicate which area(s) the character can enter or leave freely – Pink for the Palace, Green for the Upper City, White for the Warrens, Blue for the Police.  The Lower City is open to all.  The guard boards at the entrances to these locations give the relevant rules for access to and egress from each area.

Contingency Envelopes

Various people in the game have one or more contingency envelopes XE "contingency envelopes" . Some of these should be opened at particular times, some upon the occurrence of particular events, and some when you see a particular person. In the last case, this will be a person whom you recognize by sight but not by name, or else someone who has something unusual about them that only you can see.

We have deliberately made the unique identification numbers that are placed on the character badges somewhat small. You will need to be close to a person to tell whether or not the number matches one of your envelopes. 

The distinguishing features that allow you to recognize someone are not easily described to someone else. In other words, it isn’t acceptable to make a list of all the badge numbers in one Circle XE "Circle"  and circulate it in another Circle, nor can you tell all your friends to keep a lookout for badge 1385.

Locations XE "Locations" 
The space of the hotel is equivalent to the capital city of Salsora. There are several maps on public display and everybody has one in their character packs. Most areas of the hotel in which game actions are legal are marked with signs and masking tape to show what area or building of the city they correspond to. Where you are in the hotel is equivalent to where you are in the city.

The city will be largely divided up by neighbourhood and Circle XE "Circle" . The rooms of the function space will generally correspond to: (1) the Palace XE "Palace" ; (2) the Wealthy Quarter XE "Wealthy Quarter" ; (3) the Middle Class Quarter XE "Middle Class Quarter" ; (4) the Poor Quarter XE "Poor Quarter" ; and (5) the Government Quarter XE "Government Quarter" .

The Palace XE "Palace"  contains all the locations that are associated with the Royal Palace of Petronia. Only those with access to the Palace Circle XE "Circle"  will be allowed in this room without an escort.

The Wealthy Quarter XE "Wealthy Quarter"  (Upper City) contains all of the locations associated with the wealthy residents of Petronia. This includes the estates of the aristocracy as well as Gimble’s XE "Gimble’s"  Chocolate House. Only those with access to the Gimble’s Circle XE "Circle"  will be allowed in this room. 
The Middle Class Quarter XE "Middle Class Quarter"  (Lower City) is split into two rooms and contains all of the locations associated with the bourgeois in Petronia. This includes the Town Square, the opera house, the university, and the Giant’s Foot. All players have access to these rooms. 

The Poor Quarter XE "Poor Quarter"  contains all of the locations associated with the lower classes in Petronia. This includes the Warren, the foundry, the Blind Fiddler and the Turkish district. Only those with access to the Warren Circle XE "Circle"  or accompanied by troops will be allowed in this room. Anyone proceeding unaccompanied into the Warren will have two problems. First, the Warren is a dangerous place; visitors unaccompanied by a resident are likely to be accosted by street toughs. Second, the Poor Quarter is a maze of streets and alleys; someone unfamiliar with the Warren is unlikely to find any specific place and is more likely to get lost.
The Government Quarter XE "Government Quarter"  will contain all of the locations associated with the day-to-day government in Petronia. For the purposes of the game this primarily means the police station and the Palace XE "Palace"  of Justice. All players have limited access to this room. Those with access to the Judicial Circle XE "Circle"  have increased access.

All buildings have envelopes associated with them. If you wish to leave an item at a location, you may leave it in the envelope. Also, the owner of a location may assign guards to protect a building by placing troop cards in the envelope.  All players will have a storage pocket (the size of a pair of shoes!) in a storage system sited in the main room/Lower City.
A portion of the Middle Class Quarter XE "Middle Class Quarter"  may be designated as the interior of other areas for certain events, i.e., the Opera.

Virtual Locations XE "Locations" 
While we would like to encourage as much gaming in the central game area as possible, we realize that some outside locations may be useful from time to time. 

However, for a virtual location XE "virtual location"  to be official, it must be registered with the GMs, who will notify the rest of the game where the virtual location will be.

Finally, due to the limited number of GMs in the game, we cannot guarantee GM availability for a virtual location XE "virtual location" . 

Time Periods

The game will be divided up into five time periods XE "time periods" : Friday Evening, Saturday Morning, Saturday Afternoon, Saturday Evening, and Sunday Morning.  

Certain aspects of the game will depend on these time periods XE "time periods" . For example, trade unions may only call a strike once per time period; you may only be interrogated once per time period; and certain special abilities are limited in use by time period.

Schedule


Certain events are scheduled throughout the weekend. These events are set forth in the schedule XE "schedule"  on the next page. The most important aspects of this schedule are when the game will be in operation. The game will start at 8:00 pm on Friday and will start at 10:00 am on both Saturday and Sunday; the game will shut down at midnight on both Friday and Saturday, and will shut down at 1:00 pm on Sunday. There will be a break from 6:00 pm to 8:00 pm on Saturday for dinner. 

Going out of Game

If you leave the hotel or wish to go out of character for any reason, then your character is assumed to be lying low... perhaps taking care of business at home, perhaps dining in an out-of-the-way restaurant, perhaps travelling through the countryside. When you return, you should go back in character either in a location you own, or in the Town Square -- no materializing inside a besieged building!  If there are lots of full-scale battles going on when you get back, you should see a GM to help you get oriented.

Special Abilities

Special abilities are by their very nature exceptions to the rules. Therefore, whenever a special ability and a rule come into conflict, the special ability takes precedence. 

If two special abilities come into conflict and it is not clear from the wording of the abilities how they should interact, see a GM for a ruling.

Movement


Most movement between locations will be accomplished simply by walking from one to the other.  However some characters have less visible methods of getting about.


Players moving about whilst wearing an orange headband are using Rooftop Movement – they cannot be seen by people in the streets.  Players moving about with an arm in the air, but without a single finger extended should be considered to be not around at all – they may have just stepped out of character briefly to take a break.


In fact if you are in a location but want to leave it briefly as a player but not as a character (perhaps to go to the bar) then please move there with your arm in the air.

( Section II   (
Society

Where you fit into society is very important in Torch of Freedom. This section will set forth the various levels of society and what it means to be in each of those levels. 

Social Class XE "Social Class" 
Your Social Class XE "Social Class"  (SC) is probably one of the most important things on your character sheet, in terms of how you see yourself and how others see you. It’s entirely appropriate to look down on those beneath you and toady to those above. In particular, the division between SC 5 and all those below, and the one between SC 7 and all those below, would be keenly felt by all. A brief description of Social Classes is given in the box on this page.

Social Class XE "Social Class"  also provides an indication of how well educated you are.
 Generally those below SC 5 are semi-literate at best.

Another important aspect of SC has to do with the court system. Anyone of SC 7 or above cannot be tried by the regular courts, but may only be tried by the Privy Council XE "Privy Council" .

History 

Most people of SC 4 and below are illiterate and poorly educated. This means that their main source of information about the outside world is gossip and rumours. Since most of their energy is probably dedicated to keeping body and soul together, large scandals and battles may have taken place of which they are largely unaware ... or if they do remember that something happened, they are unlikely to remember the precise year.

The effect of this is that the History and Geography of Petronia blue sheets are only distributed to individuals of SC 5 or higher. These blue sheets represent events that are either highly memorable or may easily be looked up in any private library. If you are SC 4 or lower and want to find out more about the past, you should talk to some fancy-pants with a bit more learning. 

Literacy XE "Literacy"  and Languages

As noted above, people of SC 4 or lower are generally illiterate; people of SC 5 are generally literate, but only in Petronian; and people with SC 6 or higher are assumed to have studied languages of neighbouring countries at university and are fluent writing and speaking in French (the international language of Europe) and German (the language of Vienna, the cultural centre of Eastern Europe). Those of SC 6 or higher may even have a working vocabulary of Russian, Hungarian, and/or Turkish, and perhaps a smattering of English and Italian, depending on how hard they studied as a youth. Each character will have a card indicating his degree of literacy level:

1 – Barely literate (can read simple Petronian)

2 – Reasonably literate (can read and write Petronian acceptably)

3 – Highly literate (can read, write and speak several languages)

Circles

Along with your Social Class XE "Social Class" , your character sheet will also list at least one Circle XE "Circle"  that you belong to. These represent both the location(s) where you spend most of your social time and that group of people whom you know best. Everyone will have a blue sheet describing the people with whom they are acquainted within their own Circle(s), and a brief rundown of people whom they have heard of who come from other Circles. For instance, everyone has heard of Princess Isabelle and Romulus Krell, but only members of the Palace XE "Palace"  Circle know them well enough to address them one-on-one. 

Circle XE "Circle"  Locations XE "Locations" 
Your Circle XE "Circle"  Location is the place where you generally go to socialize with your friends and peers. Most have some kind of guards who will turn away anyone not a member of that Circle. These are street toughs at the Blind Fiddler, polite but firm swordsmen at Gimble’s XE "Gimble’s"  Chocolate House, and armed soldiers at the Palace XE "Palace" . 

The exceptions to this are the Giant’s Foot and the Opera House. There are no guards at either of these establishments, so anybody can just walk in off the street. But those who are members of this circle are well known and accepted there. So if you’re an aristocrat or a beggar at the Giant’s Foot or the Opera House, expect a few funny looks.

There are six Circles and associated locations in the game listed in the box on the next page.

Introductions XE "Introductions" 
If a character is not mentioned on your character sheet and isn’t listed as part of your Circle XE "Circle" , then you don’t know her. In most LARPs, it’s a good idea to go around and introduce yourself to as many people as possible. In this one, though, it might be in character for someone of higher class to brush off someone of lower class with “I don’t believe we’ve been introduced.”  On the other hand, it’s all right for someone of higher class to address someone of lower class (“You there!  I’d like to have a word with you!”)  If you’d really like to meet someone from a different Circle, it might be a good idea to look for a mutual acquaintance to introduce you, or at least write the person a letter of introduction on your behalf. Some people may be members of more than one Circle, which may mean they can be of great use to their friends in providing cross-circle introductions.

Players in LARPs often dislike roleplaying elitist aristocratic snobs. Just remember, in this game the tables may be completely reversed by Sunday morning, and then those dirty proles will be looking down on you! 

The Salon XE "Salon" 
On Saturday afternoon, Countess Lovelle will be holding one of her famous Salons. These are a high point in Petronian society and it is considered a great honour to receive an invitation.

Favours XE "Favors" 
Some characters in Torch of Freedom have certain social or personal obligations to other players in the game. These obligations take the form of Favours XE "Favors"  and may represent the payment of a debt of honour, past or present feelings of affection, etc. They basically mean that at some point in the past, the holder of the Favour has done something nice for you, and so you must try to do something nice for him in return. 

Favours XE "Favors"  allow the holder to make a request of the target that may not easily be refused.  Favours are specific to a person, and this will be noted on the Favour card.

Reasonable Favours XE "Favors" 
Favours XE "Favors"  represent social obligations. You may owe someone a Favour because you like her or because she helped you out in your time of need. And while we are not specifically adding a list of formal restrictions as to what a Favour can and cannot be used for, we ask the players to try and keep them in context. 

Favours XE "Favors"  are meant to get someone to do something he normally wouldn’t do in honour of the Favour owed. For example, it would be reasonable to ask someone to give you an item or a few Istas XE "Istas" , answer a question truthfully, let you or another get away, etc. You might even ask someone to refrain from a particular behaviour or action for a short period of time. For example, you might ask the police chief to release someone from jail and not arrest him for an hour after that.

Favours XE "Favors"  are not intended to force someone to change her whole life for you. It would generally be unreasonable to ask someone to renounce her title, give you all her money, permanently change the way she behaves, or permanently change her loyalties. For example, if someone is a criminal you really shouldn’t use a Favour to ask him to turn his back on his criminal past and become a law-abiding citizen.

That all having been said, we understand that it’s up to the players to determine how they call in their Favours XE "Favors" . All we ask is that you be reasonable about it.

Limitations on Using Favours
Favours XE "Favors"  cannot be used to influence mass combat, nor can they be used to influence decision-making in the aftermath of a revolution. Such things are just too important to be influenced by a Favour. XE "Favors" 

In addition, Favours XE "Favors"  cannot be used by anyone who is currently Scandalized. If someone who is Scandalized tries to call in a Favour, the target can ignore him with no penalty. However, the Favour is not discharged, and if the requestor gets the Scandal XE "Scandal"  removed, he can then later call in the Favour.

Refusing Favours XE "Favors" 
There is nothing preventing the target of a Favour from refusing to honour it. After all, there is no legal obligation to repay a Favour. However, society and the target’s own sense of justice can be a greater motivator than any law. 

If a target refuses to honour a Favour, the requestor has two options. She may withdraw the request and keep the Favour for later use, or she may tear up the Favour and force a penalty on the target for reneging on his obligation.

Each favour will specifically indicate what penalties may be imposed for refusing that particular favour. Allowable penalties are listed in the box on this page.

Only one penalty may be imposed for any refused Favour (though multiple punishments are possible if a target refuses multiple Favours XE "Favors" ), and the requestor always chooses the penalty. If the target cannot comply with the penalty (e.g., he doesn’t have any limited-use special abilities remaining), the requestor can either withdraw the Favour or choose a new penalty.

Yes, it can be very bad to refuse a Favour. This is intentional. So think twice before you do so.

Creating Favours XE "Favors" 
Players may, at their option, create additional Favours XE "Favors" . The Town Square GM will have some blank Favours. All a player need do is sign his name and the name of the person the Favour is being given to, and this new Favour will be treated as any other Favour in the game.

Of course nothing forces anyone to create a new Favour. But players may wish to use them to seal a bargain, provide a show of good faith, etc.

( Section III   (
Scandal XE "Scandal" 
Some actions in Petronia can have dire consequences if they become publicly known. Inability to pay a debt of honour, showing cowardice in an affair of honour, or bearing a child out of wedlock can all result in Scandal XE "Scandal" . Scandal can only affect people of Social Classes of 5 through 9. No one cares what the lower classes are up to, and dukes and their betters set the standards.

Note that gross incompetence, dereliction of duty, debt to a tradesman, or flagrant sexual misconduct are not necessarily scandalous and may in fact be encouraged within certain circles of the nobility.

Creation of Scandal XE "Scandal" 
Scandals must be made public at Gimble’s XE "Gimble’s"  Coffee House. A Scandal XE "Scandal"  becomes public knowledge when an individual of SC 7 or higher attests to the truth of the details of the Scandal to the Gimble’s GM and makes public those details. Note that spreading gossip is not good enough: someone must either claim to be a witness to the scandalous events or produce physical evidence such as IOUs. If evidence is produced that you lied about a Scandal, that itself is grounds for Scandal.

Because any given person has a limited amount of social capital, a player may only attempt to create a Scandal XE "Scandal"  once per time period. (If they were to try to do it any more frequently then society would stop listening to them.) Furthermore, because of societal prejudices, women can only publicize the Scandals of other women. Men are free to publicize Scandals about either sex.

Once a Scandal XE "Scandal"  becomes public, the target of the Scandal becomes Scandalized and must wear a button indicating their status.

Example: Lady Farnsworth (SC 7) learns that Lady Scarlet (SC 8) has refused to pay a debt of honour to Lloyd’s Coffee House. She makes public this information and tells the Gimble’s XE "Gimble’s"  GM that she is letting it be known that Lady Scarlet has violated the rules of society and should be shunned. Lady Scarlet is now Scandalized and must begin wearing an appropriate button.

Resisting Scandal XE "Scandal" 
If a Scandal XE "Scandal"  is publicized by a man, the victim of the Scandal may “give him the lie,” by challenging him to a duel. If the target of the Scandal is a woman, any male relative of that woman may issue a challenge on her behalf. If the target of the Scandal (or a male relative) is victorious, he may force the creator of the Scandal to apologize, and the Scandal is removed. Note: this counts as his reward for a victorious combat. If a Scandal is publicized by a woman, then there is no recourse to resist the Scandal.

Effects of Scandal XE "Scandal" 
Scandal XE "Scandal"  is not a matter to be taken lightly. If you are Scandalized, people will pass you by on the street without speaking, it will be impossible to receive an invitation to anyone’s home, your servants will desert you, and your own parents may turn you out of the house. Within the scope of the game, there are serious effects of being Scandalized. Some are noted in the box on this page.

Removing Scandal XE "Scandal" 
A few individuals with exceptional clout in society have the ability to dispel scandal simply by exerting their influence (the use of a Special Ability card).  If you are not able to get one of these people to vouch for you, then your scandal will not wear off for two full hours from the time it was given to you.  

Once a Scandal XE "Scandal"  has been removed, you can no longer be Scandalized for the same reason. Society has moved on and the “old news” of your Scandal is no longer interesting gossip.  In addition, all effects of Scandal XE "Scandal"  are removed should a Revolution XE "Revolution"  occur. Then, people will have far more to worry about than social niceties.

( Section IV   (
Romance XE "Romance" 
Many people in the game possess a Heart XE "Heart" . Your Heart represents your ability to love and be loved. If someone doesn’t have a Heart it may be that they are incapable of love, have no time for love, or simply have no desire for romance.

In Torch of Freedom the primary way to win someone’s Heart XE "Heart"  is to prove your feelings by granting your would-be beloved his Heart’s Desire. In some rare circumstances, however, two people may instantly feel a spark with their match and fall in love in the time it takes to say it. But this is rare and most people must try and win one another’s Heart the hard way.

Hearts: An Owner’s Manual

Every character with a Heart XE "Heart"  will have the following:

· A heart shown on their character badge XE "character badge" 
· A list of one or more “Heart’s Desires XE "Heart’s Desires" ”; and

· A “Pining Envelope XE "Pining Envelope" .”

The heart on your badge shows the rest of the game that you are eligible for Romance XE "Romance" . The Heart XE "Heart" ’s Desires represent things that are so dear to you that one who grants you enough of them could win your love. The list also indicates a required number of Heart’s Desires XE "Heart’s Desires"  that must be granted you for your Heart to be won. The Pining Envelope XE "Pining Envelope"  contains your actual Heart—a heart-shaped piece of paper that lists a special ability, which is granted to the person who wins it. 

Love at First Sight XE "Love at First Sight" 
Some mechanics in the game will allow characters to fall in love at first sight. These will be governed by special abilities that should be clear on their face. As the title implies, it allows you to fall in love instantly and without any additional requirements.

In all other respects, however, falling in love at first sight is exactly the same as falling in love the hard way, with all of the same benefits and restrictions.

Red Hearts and Silver Hearts

As you look at other player’s character badges you’ll see that some people have red Hearts and some have silver Hearts. This variance in colour represents generational differences.  
Winning Someone’s Heart XE "Heart" 
As noted above, each player with a Heart XE "Heart"  has a list of Heart’s Desires XE "Heart’s Desires" . This list is the key to Romance XE "Romance"  with her. You can win her Heart by finding out her Heart’s Desires and giving them to her.

The process should work like this. If two people of opposite sexes both have Hearts of the same colour then they have the potential to fall in love with each other. The only exception to this is siblings; the Romance XE "Romance"  rules do not apply between brothers and sisters. However, Romance between first cousins is acceptable in Petronia.

For their courtship to begin, one of the pair (the pursuer) must ask the other (the target) to reveal one of her Heart’s Desires XE "Heart’s Desires" . At this point the target must reveal one of her Heart’s Desires. However, the choice of which Heart’s Desire to reveal is up to her. If she likes the pursuer, it may be a relatively easy task. But if she’s playing hard to get, it could be much more difficult. 

If the pursuer then decides that this really is his one true match, he declares that he is Pining for her and as a surety of his love, gives to her the Pining Envelope XE "Pining Envelope"  with his Heart XE "Heart"  in it. She now knows that he is serious about her because she holds his Heart (albeit unusable in an envelope) and so he cannot be pursuing anyone else. 

The pursuer can now work to achieve the target’s Heart’s Desire. Once successful, he so informs the target, who will determine whether the pursuer has granted her sufficient Heart’s Desires XE "Heart’s Desires"  to win her Heart. (The number required will be printed on her list of Heart’s Desires.) If the answer is yes, the two fall in love. If no, she must reveal to him another Heart’s Desire. 

The number of Heart’s Desires XE "Heart’s Desires"  required to win a person’s Heart can never be greater than the number of time periods XE "time periods"  remaining in the game (including the current time period). If the required number of Heart’s Desires is greater than the number of time periods remaining, it is immediately reduced accordingly. 

You may generally only win someone’s Heart XE "Heart"  if you are Pining for her. Thus, although you can ask anyone to reveal one of her Heart’s Desires XE "Heart’s Desires" , you will not necessarily win her Heart unless you grant her that Heart’s Desire while Pining for her. If you inadvertently fulfill someone’s Heart’s Desire, she need not count that in your favour should you decide to try and win her Heart. 

In addition, while you must reveal a first Heart’s Desire to anyone who could romance you, you need only reveal a second Heart’s Desire to someone who is Pining for you.

Pining

Pining is the state you are in when you are actively pursuing the love of someone else. A player may only be Pining for one person at a time. Therefore, while Pining, the pursuer seals her Heart XE "Heart"  into a Pining Envelope XE "Pining Envelope"  and gives it to the target of her affections. 

At any point prior to the target’s falling in love, the pursuer can decide to stop pining. In this case she can retrieve her Heart XE "Heart"  from the former target of her affections with no ill effect. But there is a cost: she can never again pursue that particular player. (Though he may still pursue her, if desired.)

As a final note, women can pursue men just as easily as men can pursue women. Though it may be more common for a man to try and win a woman’s Heart XE "Heart" , it is certainly permissible for a woman to take charge.

If at any point you are eligible to Pine for someone but have already opened your Pining Envelope XE "Pining Envelope" , see a GM for a new Pining Envelope.

Heartbroken XE "Heartbroken" 
If the target of your Pining falls in love with someone else before you can win his love, your Heart XE "Heart"  has been broken. He should then return your heart to you (as kindly or as cruelly as he wishes) and you should put on a “Heartbroken XE "Heartbroken" ” badge. After this you may no longer initiate any romantic actions.

Multiple Pursuers

If multiple people are Pining for you and two or more simultaneously achieve the last needed Heart XE "Heart" ’s Desire for you, you may choose which of those pining for you wins your Heart.

Heart’s Desires XE "Heart’s Desires"  without Pining

If someone grants you one of your Heart’s Desires XE "Heart’s Desires"  and no one who is currently Pining for you was involved in granting it, then you may (at your option) count that in her favour towards winning your Heart. If she achieves sufficient Heart’s Desires in this way then you may offer her your Heart. But beware, if she refuses, you will become immediately Heartbroken XE "Heartbroken" .

You may not use this option if multiple people participate in granting you a Heart XE "Heart" ’s Desire and one of them was Pining for you.

Losing Your Heart XE "Heart" 
As long as you have a Heart XE "Heart"  and are not in love, you may always be the target of romance. Even when you are Pining or Heartbroken XE "Heartbroken"  and are no longer eligible to initiate Romance XE "Romance" , someone can always Pine over you. 

In this case, if your pursuer grants you the right number of your Heart’s Desires XE "Heart’s Desires" , you will realize that you were meant for him and will fall in love with him. In this case you lose your status of Heartbroken XE "Heartbroken"  or Pining (retrieve your Pining Envelope XE "Pining Envelope" ) and will now be in love. 

Furthermore, even if you are barred from initiating Romance XE "Romance"  with a person (e.g., you once Pined for her but elected to stop), she may still Pine for you and may win your Heart XE "Heart"  if successful. 

Effects of Falling in Love XE "Falling in Love" 
Once in love you will be granted the Heart XE "Heart"  of your beloved. Immediately up on falling in love, each member of the happy couple should do the following:

· Give their Pining Envelope XE "Pining Envelope"  to their new love

· Retrieve a Heart XE "Heart"  and a Romantic Favour from their new love’s Pining Envelope XE "Pining Envelope" .

· Return any Pining Envelopes they may have from other people.

Each Heart XE "Heart"  will have a special ability listed on it. Once the Heart is out of the Pining Envelope XE "Pining Envelope" , its possessor (not its original owner) may freely use this ability. 

Those in love may also freely share goals between themselves. Each person in the couple should then treat these goals as if they were their own. There is no requirement to reveal any goals, but once a goal is revealed, you both share that goal. 

Also, once in love you are now immune to any other attempts at Romance XE "Romance"  under the Romance rules. 
It is possible to have a May to December romance, but it may result in a minor scandal for the couple, as people will be talking about it, unless it's an arranged marriage, in which case it is perfectly normal providing the lady is the younger party. This only applies if you are SC6 or above. What poor people do is irrelevant. The younger party gets a silver heart and the old one gets a red one applied to their badges.
Romantic Favours XE "Romantic Favors" 
Everyone who falls in love exchanges a Romantic Favour with the new love. This Romantic Favour is exactly the same as any other Favour in the game. 

The only way Romantic Favours XE "Romantic Favors"  differ from regular Favours is that one of the allowable penalties for refusing a Romantic Favour is to allow the requestor to end the Romance XE "Romance" . In this case both members of the couple reclaim their Hearts and both members of the couple are then Heartbroken XE "Heartbroken" . 

But remember, just because you break off the Romance XE "Romance"  doesn’t mean that your former love has to give up her Romantic Favour. She retains that Favour as a symbol of the love you once had and can use it freely.

Of course you can always withdraw the Favour for future use or impose a less drastic punishment for refusing a Favour, as set forth on the Romantic Favour card. In the latter case you both stay in love, but the one who refused the Favour suffers the listed consequence, no doubt because he feels terrible for refusing a request from his own true love.

Marriage XE "Marriage" 
Marriage XE "Marriage"  and Romance XE "Romance"  are two entirely different things, and the two should not be confused. The upper classes in Petronia view marriage as just another arrow in their political quiver. Marriages may be arranged between the sons and daughters of powerful families to secure alliances or mend fences. And it is not at all uncommon for a middle-aged widower to seek a younger bride. 

When a couple is married, the spouse with the lower SC immediately has his or her SC raised to the higher of the SCs of the two. The only exception to this is royal weddings as set forth below.

Royal Weddings

Normally, when a person marries, his Social Class XE "Social Class"  is immediately raised to match that of the person he is married to.  However, the future spouses of Princesses Isabelle and Eloise are an exception. Since their husbands may end up becoming King, some special arrangements are required. The marriage document must either be signed by two members of the Privy Council XE "Privy Council"  and stamped with the Royal Seal or be signed by a majority of the Privy Council. Also, the marriage must be performed by the Archbishop, or, if he is incapacitated, by the Bishop of Salsora. If these conditions are met, then the husband of the Princess will gain her SC of 11; if not, he will attain the rank of Prince Consort, and the SC of only 10.

Ideally, if a married Princess becomes Queen, she and her husband will agree on the best course for the kingdom. However, married couples sometimes disagree. Following the medieval precedent, in this case, the husband will take priority. Yes, monarchies are often sexist.

The Marriage Market XE "Marriage Market" 
The practice of arranged marriages is alive and well in Petronia. For higher Social Class XE "Social Class"  women it is not at all uncommon for their parents to arrange a politically or socially advantageous match.

The details of an arranged marriage are set forth in a marriage agreement. Such a marriage agreement should list two things: (1) a dowry that the guardian of the bride agrees to pay to the groom, and (2) a list of Favours XE "Favors"  that the groom agrees to give to the woman’s guardian.  

Obtaining the bride’s consent for any contracted nuptials is the responsibility of her guardian.  Some of these young ladies may be a bit headstrong, but hopefully they can be brought around. 

( Section V   (
Economics XE "Economics" 
At some level everyone in Petronia has to worry about money. Those that don’t have it want it. Those that have it are worried about losing it. And the government is always trying to figure out a way to get more of it from both of the other groups. 

What is money in Petronia?

The main unit of money used in Petronia for large transactions is the Ista. The Ista was originally a large gold coin minted in the middle ages and it bore a portrait of the saint. The modern Ista is still a large gold coin and is of very high value. In addition to Istas all characters are assumed to have “pocket change”, i.e., small amounts of money at their disposal appropriate to their social class.

Game Istas are represented by poker chips. A gold poker chip is an actual gold Ista piece. A white poker chip represents one Istas worth of liquid assets (bank credit, bank deposits, readily available loans, bonds, etc). A blue poker chip represents five Istas worth of liquid assets. Blue and White Istas are referred to as credit Istas.

Since a gold Ista is an actual coin it can be stolen, lost, transferred, etc. Blue and white Istas do not represent cash and thus cannot be stolen, taken at swordpoint, etc. Normally they can only be transferred voluntarily, although there are a few exceptions (See Seizing Assets below). You cannot put a sword to someone and force them to hand over a credit Ista (although blackmail might work).  

You cannot easily exchange blue or white Istas into Gold Istas. There are limits to one’s ability to get cash rapidly and so the exchange rate is poor (see below). Changing gold Istas is easier, but more likely to arouse suspicion

Using Istas XE "Istas" 
There are some character-specific uses for Istas XE "Istas"  in the game, but all characters can spend Istas to do the following:

Raise SC to 4: All it takes to achieve a minimal level of respectability is a little money. By spending one Ista you can immediately raise your SC to 4, regardless of what your original level was.

Raise SC from 4 to 5: More money means more respectability. You can raise your SC from 4 to 5 by simply spending one Ista. But this Ista must be a credit Ista. In effect you must have property, letters of credit, etc. to achieve this level of respectability.

Raise SC from 5 to 6: Getting from SC 5 to SC 6 can also be achieved by paying money. Much of this is spent paying for private tutors, bribing officials at the university to admit you, and purchasing books and the like to give the appearance of education. As with the rise to SC 5, payment for this must be in credit Istas XE "Istas" . The only way to get your SC above 6 is by being granted a title.

Convert Istas XE "Istas"  between gold and credit: Istas may be transferred between credit and gold at a slight cost. Yes, it’s a steep price. But that’s the premium for getting the exchanges done in a hurry. Furthermore, you cannot change gold Istas into credit Istas unless you are SC 5 or greater. Banks will simply not issue letters of credit to someone below that social level.

Bribe officials for information: You can always grease the right palms to get information from government officials. This is limited to what government officials would know, but the answers will be reliable to the extent of their knowledge.

Get the word on the street:  It’s easy to learn what is common knowledge on the street if you spread around enough money. One Ista spent on this will get you information that is common knowledge in the Warren. This must be a gold Ista since the lower classes have no use for letters of credit, and this only works for members of the Blind Fiddler Circle XE "Circle" . Anyone else could never be certain that the information obtained was reliable.

Bribe officials to get a release from jail: Everyone knows that the police can be bought. For the price of one Ista you can get a person released immediately from jail. This only works on prisoners held in the Kragsfert (i.e., the main jail in town). Note that for certain important prisoners, this may not suffice.
Property Deeds

Several characters in the game own deeds to property. These deeds cannot be stolen. They can, however, be seized by the government, transferred, or sold on the open market. The deed indicates the value of the property if sold and how much income it produces per period. 

Seizing Assets

Under certain circumstances property and assets can be seized. An agent of the government using a Power of Taxation SA can seize assets. Also, the Bank of Salsora can seize assets if listed as a power on an IOU. Seizing assets allows the taking of property titles and credit Istas from the victim. There is no way to escape this seizure and a player cannot refuse to hand the money over. 

Taxes

The government has the authority to collect a special tax once during the game. This action will produce new revenue from the middle-class and workers, although it will also raise unrest. The government can also collect taxes from several prominent business people. If they refuse to pay their tax then the government can seize their property.

Jewellery
Some characters in the game own expensive sets of jewellery, which could be sold. However, there is no standard market or price for such items. Only certain characters in the game will be able to sell jewellery for Istas.

(  Section VI   (
Law and Justice

The laws in Petronia are not entirely unlike what you would expect. Assault, robbery, and murder are all illegal and punishable through the court system. In addition, Petronia has outlawed a number of political activities that could be indicative of a desire to undermine the government.

Like most European countries that have been around for a long time, much of the Petronian constitution is not written down. However, it is enforced by centuries of custom, both under the Kings and under the Archdukes.  The prerogatives of the Archdukes were much the same as those of the Kings, except that before 1815 they were answerable to Vienna for everything they did.

The  Government of Petronia

Petronia is ruled by a hereditary monarchy in which all powers of government ultimately flow from the monarch. However, certain ruling bodies have been delegated some powers of governance, whether by royal decree or by the terms of the current regency.

The Monarch

At present there is no reigning monarch in Petronia. Princess Isabelle is soon to reach her majority and be crowned Queen, but until that time Romulus Krell rules as her Regent. As Regent, Krell has all the powers of monarch, but is limited in that he must gain the approval of two members of the Privy Council XE "Privy Council"  for any royal proclamation. 

The Privy Council XE "Privy Council" 
The Privy Council XE "Privy Council"  normally consists of all peers of the realm plus the six high office-holders of the realms: the Prime Minister, the Archbishop for the church, the General-in-Chief for the Army, the Chief Magistrate for the courts, the Foreign Minister, and the current Mayor of Salsora. 

Traditionally, this body exists primarily to advise the king, who has always been free to follow its advice or not as he saw fit.  Under the terms of King Gregor’s will, however, two members must also sign as witness to official documents—laws enacted by the monarch, treaties, royal wedding declarations, etc. These documents must also be stamped with the Royal Seal.

Items must be passed by a majority of those present, with Romulus Krell breaking ties. Quorum for a meeting is two-thirds of the members (i.e., seven members). 

The current members of the Privy Council XE "Privy Council"  are: Romulus Krell, Leopold von Strelheim, Eugene Evingast, Valeria Lovelle, Sebastian Radulovik, Horace Gustov, Adolphus Vladik, Klaus Goodkin, the Foreign Minister Lord Volcker, and the Count of Vospax. Romulus Krell holds a seat on the council as both the Prime Minister and the Duke of Turvino; as such, his vote breaks all ties. Valeria Lovelle exercises the vote of her incapacitated husband, the Count of Perrin. The count of Vostpax is a nonagenarian who rarely leaves his home.

The Town Council XE "Town Council" 
The Town Councils are the sole remaining elected bodies in Petronia. They have very limited powers, but do wield some authority within the confines of their town or city. 

Items must be passed by a majority of those present, with the mayor breaking ties. Quorum for a meeting is two-thirds of the members (i.e., five members), one of whom must be the mayor. 

The current members of the Salsora Town Council XE "Town Council"  are: Klaus Goodkin, Horace Hoffman, Gabriel Gimble, Ingrid Hertzeg, Jasper Mortlake, Octavius Klein, and Greta Savos.

The National Assembly XE "National Assembly" 
Previously Petronia had a National Assembly XE "National Assembly" , which had been delegated certain powers of the government. However, the National Assembly has been dissolved for some years, so it has no influence on the current situation. 

Laws XE "Laws"  Of The Realm

For the most part Petronia has the sorts of laws you would expect. However, there are a few laws that deserve special mention. Under the current system of government, these laws can only be changed by monarchic decree. 

· There is currently a vote tax of sufficient amount to make certain that only those of SC 5 or higher may vote. At present, this law has very little impact; since King Gregor dissolved the National Assembly XE "National Assembly"  in 1824, the only electable offices are members of the Town Councils.  

· One must make a profession of obedience to the Catholic Church in order to obtain any job in the government or to hold any position in the army.

· It is illegal to fight with swords within the city limits. 

· In order to prevent the loss of vital goods from Petronia, coal iron and gold have a 20% tariff placed upon their export.

· Citizens of SC 7 or higher who are arrested are to be tried in closed session by the Privy Council XE "Privy Council" . 

· Citizens of SC 6 or lower who are arrested for a crime are to be tried by the Chief Magistrate.

· In criminal cases tried by the Chief Magistrate, the Crown XE "Crown"  and Defence may make arguments, after which the Chief Magistrate shall declare verdict and pass sentence.  There is no appeal.

· If two other members of the Privy Council XE "Privy Council"  differ in their interpretation of a law or legal document, it falls to the Chief Magistrate to interpret the law.

· It is illegal for someone of Turkish descent to marry someone not of Turkish descent.

· All people of Turkish descent must live within certain districts determined by local Town Councils. 

· Certain professions are forbidden to those of Turkish descent. This includes employment in the Army or Civil Service, although the Crown or Privy Council can overrule this law in individual cases.
· People of Turkish descent cannot own land in Petronia.

Political Crimes XE "Political Crimes" 
In addition to the standard list of crimes, Petronia has a number of political crimes. The only difference between regular crimes and political crimes is that the Fear XE "Fear"  and Anger XE "Anger"  are affected differently when citizens are arrested for political crimes as compared to other crimes. The following are considered political crimes:

· It is forbidden to hold a meeting of a political nature with more than five people present without prior police permission. Public dinners are not considered to be of a political nature unless there is some proof to the contrary.

· It is forbidden to belong to any organization not registered with the police. 

· It is forbidden for private citizens to own firearms without a license from the police.

· It is illegal for private citizens to publicly criticize the government. By “public” we mean shouting their criticism on street corners, not being overheard talking among themselves. If you have any doubt as to whether it’s public, it probably isn’t.

· It is illegal to make or distribute printed material that is not first approved and stamped by a government censor. Judge Vladick holds the position of official government censor.

(  Section VII   (
Arrest and Captivity XE "Captivity" 
It is entirely possible that some players may be arrested, incarcerated, or otherwise incapacitated during the course of the weekend. This section sets forth the rules for arrest and other forms of captivity. For the purposes of these rules, “arrest” and “incarceration” will refer to official means of restraint, while “kidnapping” and “captivity” will refer to unofficial means. 

Arrest XE "Arrest"   and Incarceration XE "Incarceration" 
Certain officials in Petronia have the power of arrest, a power that is largely unrestricted. Petronia has no Bill of Rights, and the people have no way to express their displeasure short of revolution. As a result, the police need offer no justification when arresting you. 

This is not to say that there are no consequences for the actions of the police. Capricious arrests will raise the Fear XE "Fear"  and Anger XE "Anger"  throughout the city. Thus, wise police officers will think twice before arresting someone without cause.

The punishment for most crimes is limited to thirty minutes in jail. If a person is incarcerated longer than that, Fear XE "Fear"  and Anger XE "Anger"  in the city will rise.

If you are arrested without cause and then incarcerated for more than 30 minutes, Fear XE "Fear"  and Anger XE "Anger"  will rise for both actions. 

Kidnapping XE "Kidnapping"  and Captivity XE "Captivity" 
Of course it’s not just the police who might want to haul you in. Kidnappings are not unheard-of in Petronia. You can kidnap someone whenever you have him totally within your control. You might be able to accomplish this with threats if he doesn’t resist. But barring his cooperation you will have to defeat him in combat. Then, if no one tries to stop you, you may as your reward for victory take him hostage. In this case you should move him to a safe location and place a guard over him. 

Actions during Incarceration XE "Incarceration"  or Captivity XE "Captivity" 
While you have someone incarcerated or held captive you may interrogate him. Furthermore, a prisoner or a captive can be killed if his captor plays a Ruthless card XE "Ruthless card" . (see Section IX: Combat, page 21.) Please note: if a captive dies while in official custody, the effect on Fear XE "Fear"  and Anger XE "Anger"  will be extreme to say the least. Police or other arresting authorities can also kill the captive if he is convicted of a capital crime. However, executions of innocent or influential people will have an effect on Unrest in the city.

Release from Incarceration XE "Incarceration" 
Release from incarceration is generally at the whim of the police. Technically they can hold you in jail as long as they want, though they are strongly discouraged from holding you past 30 minutes.   Other means of release are bribing guards or jailbreak, both of which are themselves illegal, you should note.

Escape from Captivity XE "Captivity" 
A captive must always have a player character guarding him or he automatically escapes. Guards in this genre are notoriously inept, and NPC guards will fit this mould. Also, captives will automatically escape after an interrogation. Finally, regardless of how well he is guarded, a captive can always escape after one hour of captivity. The exact reason doesn’t matter. Just know that it will happen.

And remember that kidnapping is illegal in Petronia. In fact, to be fair, it is itself punishable by an hour in jail, being an exception to the Thirty Minute Rule.

Fair Escapes

When a person is released from jail or escapes from captivity, they get an automatic Fair Escape XE "Fair Escape" . This means that they have five minutes to get away from their captors without pursuit.

( Section VIII   (
Interrogation XE "Interrogation" 
It’s a staple of this genre to have our hero strapped to a chair while his captor demands he tell all that he knows. Hopefully the hero holds out, but who can say when a truly despicable villain is at work?

In Torch of Freedom we have provided a way for interrogations to be played out without any actual use of thumbscrews or hot pokers, but in a way that we hope will be entertaining for all involved. 

Who Can Interrogate?

Anyone can ask you questions and rough you up a little bit. But for the purposes of this game, only those with the special ability “Interrogate” can perform an interrogation under these rules.

How Do You Perform an Interrogation XE "Interrogation" ?

In order to interrogate someone, the interrogator must have her target either cooperating or fully in her control. The easiest way to do this is by arresting him (if you have that authority). But if you can’t arrest someone (or don’t want to), you can get him in a position to be interrogated by kidnapping him. 

Interrogations take time, though. You must have a relatively quiet location and at least twenty uninterrupted minutes to conduct an interrogation. This is not something you can do to someone in the brief moments after a sword fight.

Effects of interrogation

After you have been held for at least twenty minutes, your captor may attempt to interrogate you.  He does this by asking a question that could be answered succinctly, in about five words or less.  “Who is the leader of the Resistance?” or “Where are the stolen guns hidden?” would be legitimate questions; “Tell me everything you know about the assassination attempt” would not be.  If you are uncertain whether a question would be acceptable, ask a GM.

Once an interrogator has asked a question, both the interrogator and the captive roll one die.  Everyone in the game has a “Resistance number” on their character card that they can add to their die roll when they are interrogated.  On the other side, interrogators have a limited number of Interrogation Points that they can add before they make their roll to increase their chances of breaking a suspect.

If the interrogator’s roll is higher, then the captive must answer the question truthfully.  If the captive’s roll is equal or higher, then he has managed to hold out against the worst their captor could throw at him.  In addition, some individuals have such strong wills that they have special ability cards to shrug off even successful interrogations once or twice.

Multiple interrogators can work together and add their Points to a single die roll.

Limits on Interrogation XE "Interrogation" 
Each person may only be interrogated once per time period. Once interrogated by anyone in a time period you cannot be further interrogated until the next time period.

Interrogators are also limited to one interrogation per arrest. This means that if you arrest someone and keep him in jail between two time periods XE "time periods" , you can still only interrogate him once.  If an interrogation starts in one time period and goes over into another, the interrogation will be assumed to have taken place entirely in the first time period.

Each interrogator will also be limited as to how many Interrogation XE "Interrogation"  Points XE "Interrogation Points"  they can spend per interrogation. This will be set forth on their Interrogation ability card.

Some interrogators will regain Interrogation Points in each Time Period.

What happens after an Interrogation XE "Interrogation" ?

If you’re interrogated in jail, you go back to your cell after the interrogation. The authorities may free you if they wish, but ultimately it’s their call. 

If you’re interrogated anywhere else other than in official custody, you get to make a Fair Escape XE "Fair Escape"  immediately after the interrogation. I know this seems odd, but it always happens that way in the books and movies. Having finished an interrogation, the villain leaves our hero relatively unguarded, allowing him to free himself and escape. Consider it the price of using the Interrogation XE "Interrogation"  ability.

Finally, the Resistance of the victim drops by ONE for each Interrogation.

( Section IX   (
Combat

Combat in Torch of Freedom can be divided into two distinct camps: fencing combat; and non-fencing combat. Fencing XE "Fencing"  combat is to be preferred since it holds closer to the desired style of the game. Non-fencing combat is allowed, though it will be of more limited use than in the real world.

No combat will be allowed in the game until after the fencing tournament on Friday evening. 

Fencing XE "Fencing"  Combat

Fencing combat will be simulated using a card game based around “Have At Thee!” by Forlorn Hope Games, with a few exceptions highlighted later in this section. This will be used for both one-on-one duels and multi-way fights (up to 5 combatants). Each character in the game has a Fencing skill number that is indicative of their skill with the sword. The default for Fencing combat is that both players are using swords. However, it would be equally applicable to a knife fight, stick fight, or a mix of any of these.

It is assumed for purposes of this game that at the start of any combat there are always swords or sword equivalents available. Simply put, you cannot catch someone unarmed in this game. There will be a sword on a wall, a chair leg, a walking cane, or something that they will be able to use in fencing combat. Feel free to roleplay things if you’re caught without a weapon. But keep in mind that it will not affect the game play of the fencing combat in any way.

All Other Combat

While we are encouraging fencing as our primary style of fighting, we recognize that some people may want to engage in fisticuffs or firearm combat. For those people we have the following rules:

Fisticuffs XE "Fisticuffs" 
All fisticuff combat will be played using the Fencing XE "Fencing"  rules. 

Firearms XE "Firearms" 
These rules cover any situation in which one or more people use gunpowder weapons to attack an individual PC or PCs. These rules are for cases where an armed mob sees a lone government minister across a square and wants to gun him down; or when a police squad spots a vigilante and tries to shoot him; or when a dastardly henchman in a crowd tries to interfere in a duel by shooting one of the participants; or when a bomb gets tossed into a carriage.  

Gunfire is handled in a somewhat abstract fashion, as this is a game about swashbuckling combat, not pistols at dawn.  No one has a gun combat ability stat.  Instead, all gunpowder combat is resolved by the Fencing XE "Fencing"  ability of the target.  Whether the shooter is an individual or a squad of soldiers, the target must attempt to roll below his Fencing skill on one die, to see whether he gets under cover in time.  If he rolls below his skill, he escapes from the area; if he rolls his skill or above, then he has been shot and is defeated.

If a person is fired upon and does not elect to escape, each further firearm attack on him gets a cumulative +1 to the roll.

Starting Combat

Combat will begin when one player declares, “Start combat.” That player and the player he targets will automatically be in the combat. Those in the general area of the fight will then have the option of joining in the combat or leaving the area. This decision must be made at the beginning of the fight and cannot be changed later on.

Once the actually fighting commences, no one else will be allowed to join in. The justification is that these fights take a relatively short amount of time, and other players are not just across the room, they’re several streets away, at least. Please respect this – thank you!

Ending Combat

Combat is played in a number of rounds (one per combatant – so 2-5). After the final round, the overall winner and overall loser are determined. (Resolve ties in any mutually agreeable manner – except that if the winner and loser have the same score, it’s a draw, and there is no victor). 

At this point all participants of the fight (excepting any that may have been captured) may make a Fair Escape XE "Fair Escape" . The idea behind this is that it will take enough time for anyone else to arrive that everyone involved would have the opportunity to make a hasty retreat first.

Victory

The winner of a combat will gain one of the following benefits (winner’s choice):

· Take one item (winner’s choice) from the overall loser of the combat.

· Force a loser of the combat to answer one Yes/No question truthfully.

· Force a loser of the combat to withdraw an assertion of Scandal XE "Scandal" .

· Capture XE "Capture"  a loser of the combat.

· Give the loser one Permanent Wound, reducing their Fencing Ability and Resistance by One

If you are engaging in Ruthless combat XE "Ruthless combat" , you may elect to kill your opponent instead of choosing one of these listed benefits.

You may, of course, agree before a duel to limit the possible end results. This is commonly done at Gimble’s XE "Gimble’s"  during fencing tournaments.  

In addition, you may only receive one Yes/No question per time period from a given person, regardless of how many times you thrash him.  This is a limit by pairing, not by either side individually. So if you’re defeated by six different people during a time period you could be forced to answer six different questions. It’s just that the same person can’t make you answer more than one question per time period. 

Fair Escape XE "Fair Escape" 
In an effort to avoid unnecessary running around the hotel and the potential dangers involved with overzealous players, we will be using a Fair Escape XE "Fair Escape"  mechanism.  A Fair Escape will allow a player to flee a combat or potential combat without worrying about pursuit. Simply put, a Fair Escape allows you to leave your present situation and be guaranteed of no pursuit for five minutes.

There are three primary situations where a Fair Escape XE "Fair Escape"  will be used:

1.
If you are in regular game play and believe that combat is imminent, you may simply declare, “Fair Escape XE "Fair Escape" ,” and leave the situation. It is assumed that you are running, dodging, making distractions, etc., to get away.  There are two primary restrictions on this sort of Fair Escape: (a) you must declare it before combat begins; and (b) you must have a route of escape available. This means that if your attacker has friends cutting off your escape, you may well be forced into the combat regardless.

2.
After a kidnapping, a jail term, or an unofficial interrogation you get an automatic Fair Escape XE "Fair Escape" .

3.
After a combat all of the participants can make a Fair Escape XE "Fair Escape" , with the exception of any defeated party that was captured. 

 Ruthless Combat

Swashbuckling combat is rarely fatal. As a result, combat in Torch of Freedom is similarly safe from fatality. Generally when you defeat someone in combat you may not kill him. 

The exception to this is when combat is “Ruthless.” Certain players in the game will have Ruthless cards XE "Ruthless cards"  that enable them to declare a combat Ruthless. In addition, all combat Sunday morning is considered Ruthless.

The winner of a Ruthless combat XE "Ruthless combat"  may choose to kill his opponent instead of asking a Yes/No question or taking an item.  There is no requirement to kill your opponent, but in Ruthless combat it now becomes an option.

If you wish to declare a combat Ruthless, you must do so at the beginning of the combat. Yes, this means that if your opponent defeats you, he can kill you. Best make sure that it’s an important fight.

Ruthless cards XE "Ruthless cards"  are torn up at the end of a combat in which someone is killed. If you declare a Ruthless combat XE "Ruthless combat"  and neither side elects to kill the other, the card is not used up. 

There are a few restrictions on Ruthless combat XE "Ruthless combat" :

· No combat before 10:00 pm on Saturday can be declared Ruthless.

· All combat Sunday morning is Ruthless.

· No Ruthless cards XE "Ruthless cards"  may be played (for any reason) during a Revolution XE "Revolution"  unless both parties involved agree.

( Section X   (


Fencing

The default for Fencing combat is that both players are using swords. It is assumed for purposes of this game that at the start of any combat there are always swords or sword equivalents available. 

Fencing is simulated with a card game, based on Forlorn Hope Games’ “Have At Thee!”. It does not precisely follow the rules of that game, so be aware that this section overrides that game, and some Special Abilities may override parts of these rules.

While one-on-one duels are preferred, up to 5 characters may participate in a fight. (If there are more than 5 would-be combatants, then split into a number of 2-5 person fights).

Characters each have a Fencing skill level, representing their basic skill at fighting.

SEQUENCE OF PLAY

1. Each participant in the fight declares his/her Fencing skill. Characters may underbid (i.e. pretend to be worse than they really are, for the duration of the fight).

2. Play one round for each player in the combat:

a. Each player is dealt one card for each point of (declared) Fencing skill. Players then discard down to a “fighting hand” of 5 cards.

b. Play one round of cards, as per the standard “Have at Thee!” rules. The round ends when everyone has said “Pass”:

i. If you have 1 or more face-down Defence cards, reveal the one played first this turn;

ii. Else if you have an Attack card, play it face-up in front of an opponent;

iii. Else “Pass”.

iv. (If an Attack card is played on you, you may play a Defence card face-down immediately. If, when later revealed, it is high enough to negate the attack, excellent! – Otherwise, or if no Defence card was played, take Injury points equal to the difference. Cards don’t stack/combine: resolve just a single face-up Attack card, and 0-1 Defence cards opposing it)

3. The winner is the combatant who has accumulated the lowest number of Injury points during the combat; the loser is one who has accumulated the most.

(The “Ouch” and “Special” cards are not used. It may be convenient to use pebbles or coins to record Injury points during play. NB: Injury points have no other effect in the freeform, and don’t carry over from one fight to another).

( Section XI   (
Unrest XE "Anger" 
As Petronia slides closer to revolution, the attitude of the common people will determine whether the people will cower under the oppressive thumb of the authorities or whether the streets will run red with the blood of the aristocracy.

The Basics

Unrest is the game mechanic that refers to the attitudes of two groups towards the government. The two groups we will track are the middle class (Town Square) and the residents of the Warren. There is no tracking for the upper classes.

Unrest indicates how willing people are to overthrow the government. It’s a combination of Fear and Anger: how afraid people are of the government and how angry they are at the government.

If a revolution breaks out, then the number of Troops XE "Troops"  that some players can recruit (generally lower and middle class Troops) will depend upon the Unrest level.

This means that if you’re a revolutionary you generally want to take actions that will reduce the fear XE "Fear"  or raise the anger XE "Anger" . In contrast, if you support the government you want to raise fear or reduce anger.  

Changing Unrest XE "Fear" 

 XE "Anger" 
During the game the actions that the players perform will affect Unrest. Many characters will have Missions describing some action they can undertake that will affect Unrest. Missions are transferable – if you have a mission, you can give it to someone else.  As long as the conditions of a Mission are accomplished and presented to a GM, it will have an effect on Unrest.

The Missions are not an exhaustive list of possible actions. If you think an action you have performed should change Unrest, see the Town Square GM and it just might.

In general, you can raise Unrest by

· Embarrassing the Government

· Exposing government atrocities

· Gaining International support for a revolution

· A downturn in the economy

In general, you can lower Unrest by

· Helping the poor/middle class

· Terrorizing the Populace

· Breaking up pro-revolution activities

· Making the government appear stronger.

(  Section XII   (
REVOLUTION

ANATOMY OF A REVOLUTION

One of the central themes of this game is the conflict between the lower, middle, and upper classes, and the lengths to which these groups will go to achieve their goals. Those not in power may eventually turn to revolution as their only hope to find a change for the better. This section describes the steps towards a revolution, how a revolution would be conducted in Torch of Freedom, and the aftermath of a revolution.

In the background, unrest will have been building all through Friday and Saturday. Crowds start to gather on the streets late on Saturday afternoon. In the half-hour before the dinner break (17:30-18:00), if people wish to build barricades in the Shelley Suite (ground floor), then wave flags & sing stirring songs from it … that’s fine.

(Then, because although Petronia might be backwards, there are still some standards to maintain… we’ll break for dinner).

The Revolution proper will take place immediately after dinner (20:00-20:30), with the initial result – in favour of the Monarchy or a Republic – available shortly afterwards. 

· If the Monarchy is maintained, there is still the question of the Succession, with a Privy Council vote at 23:00.

· If, however, the Monarchy is overthrown, the future of Petronia (as a Republic with Universal Suffrage, a Republic with only Propertied Voters, a protectorate under a foreign power, or continued anarchy) is resolved at 23:00.

These steps are discussed below.

RESOLVING THE REVOLUTION

Immediately after dinner, an envelope (containing one or more poker chips) will be available for each player, at the Main GM Desk in Shelley. These chips represent personal influence in the uprising that follows, plus influence from controlling military units (or mobs), cannons/rifles etc. Further chips are available for publicly declaring possession of certain key items – e.g. the Royal Regalia (a Crown & Sceptre). Note that the chips have differing weights.

The strength of the revolutionary mobs will depend upon the Unrest at the end of Saturday afternoon. (See section XI above for more on raising/lowering Unrest).

During this initial uprising, there are five key areas to control:

· The Palace (Rufford)

· The Government Quarter, including the Palace of Justice (Grove)

· The Wealthy Quarter, including the Ambassadorial residences (Grove)

· The Middle Class Quarter (Shelley)

· The Poor Quarter (Wellbeck)

For the Revolution to succeed, it must control a majority of those five areas.

Between 20:00-20:30, there will be a GM at each of the locations above, with boxes for “Monarchy” and “Republic”. Players exercise their influence by depositing their chips in one or other box, in one location. Once the chips have been used, that’s it – no take backs!

Players are free to choose which location to attack/defend. The normal access rules are abstractly suspended for the purposes of establishing control. 

Players are encouraged to roleplay during this half-hour, with two constraints:

· No abilities can be used to affect the voting in any way.

· One-on-One duels (only) are permitted during this time, but no character may be involved in more than one duel, and the only benefit for the winner is a small influence (poker chip) reward. (Losers can’t be robbed, killed etc.)

At 20:30, the pairs of boxes will be weighed. For each of the five areas, a winner will be declared. The winning side can choose to capture one character from the losing side in that area.

The overall result is based on control of the majority of the five areas. In the unlikely event of a draw, the total weight for “Monarchy” vs “Republic” will be used. In the astronomically unlikely event that it’s still a draw, the Revolution will succeed.

IF THE MONARCHY IS RETAINED

The Privy Council will resolve the Succession at 23:00. To be eligible, a candidate must be SC 11. 

IF THE MONARCHY IS OVERTHROWN

The Decision Makers

At 23:00, there will be a vote on the shape of the future Republic (if any). Unfortunately, “universal suffrage” is just an option for the future. In the aftermath of the Revolution, votes will be as follows.

Each area (of the five above) that voted “Republic” generates 6 votes. Those voting there must decide how to cast those votes… and if no agreement has been made by 23:00, those votes are lost.

Certain key individuals will provide legitimacy to the new government. Currently the Duke of Karachia, the Archbishop, the current leader of the Turkish minority (Sarina Aziz), the Privy Council XE "Privy Council" , and the Town Council XE "Town Council"  have sufficient clout to influence a change of government in Petronia – and therefore have one vote each. Since recognition from a foreign power can help to legitimize a new government, all five ambassadors also have a vote apiece.  The Archbishop, Leopold von Strelheim, Sarina Aziz, and the ambassadors need only cast their votes. 

The Privy Council and the Town Council must properly convene and vote on the issue. If these groups can decide upon an option to support, its votes (2 per council) will be cast appropriately. All determinations of the votes these groups will cast must be completed by the deadlines for any new regime vote or they are lost.

In addition to places and people that are vital to control the city, there are items that can give a new government authority. Holding one of these items at the end of a revolution will allow you some say in the future shape of Petronia. 

Currently there are two items of such value in Petronia, the Royal Regalia (a Crown XE "Crown"  and Scepter XE "Scepter" ) used by King Gregor at his coronation in 1815. These are powerful symbols, and carry much weight with the people of Petronia. Whoever holds them will be more likely to be thought of as the rightful Monarch. If they were to be destroyed, many would feel the monarchy too was at an end; if they were to be handed to the Ambassador of a foreign power, then some of the authority of the kingdom would pass away with them.  Thus, these items have 1 vote each towards determining the future of Petronia. 

Anyone who does not control a person, place, or item of value will have no say at all regarding what kind of government Petronia will have. It’s a sad fact, but that’s the way things go in revolutions

Elimination Ballot

The voting will be done using a modern Australian ballot. In this system each person with votes is allowed to mark up to three choices for what form the government will take. These choices must be ranked in order of preference: “1” for the first choice, “2” for the second choice, and “3” for the third choice. There is no need to list all three choices if a voter does not wish to.

When the ballots are counted, all of the first-place choices are tabulated. If no nominee receives more than half of the votes, the nominee with the fewest first-place votes will be eliminated from the ballots and those votes transferred to the nominees marked “2” on those ballots. 

This process of elimination will continue until one nominee receives half or more of the votes, at which point that government becomes the winner. However, keep in mind that if a ballot’s top choices are eliminated early, the lowest preference could well be the tie-breaking vote between remaining nominees. 

Finally, if all of the choices on a given ballot are eliminated, those votes are discarded. Please be aware, this means that it is possible to win the election with fewer than half of the votes. You need only win a majority of the votes cast. As votes are discarded due to the elimination of all of the choices on a ballot, remaining candidates need only win a majority of the remaining votes being cast.

Possible New Governments

It is possible for the kingdom to end up in one of five states by the end of the game:

· It may remain a monarchy, with a new king and/or queen on the throne. 

· It may declare itself a republic with universal suffrage.

· It may declare itself a republic with only propertied voters. 

· It may revert to a protectorate XE "protectorate"  under Austria or some other power, as it was before the Treaty of Vienna. 

· It may continue in anarchy.

These five options are discussed in more detail below.

Monarchy
This is essentially the status quo. The monarch controls all powers of state. 

Republic with Universal Suffrage XE "Republic with Universal Suffrage" 
Under a republic with universal suffrage there will be a National Assembly XE "National Assembly" , but no monarch. Elections will follow shortly, and the all people in Petronia will have a voice in determining their new government. The populace will now be the ultimate authority in the land. 

Republic with Propertied Voters XE "Republic with Propertied Voters" 
Under a republic with propertied voters there will be a National Assembly XE "National Assembly"  in place of the monarch. Elections will follow shortly, but a tax on voting will ensure that only those of SC 5 or greater can vote. The people will be the ultimate authority in the land, but that will primarily mean the middle class people. 

Protectorate XE "Protectorate" 
The country may declare itself to be a protectorate XE "protectorate"  under one of its neighbors (Turkey, Austria, or Russia), if that country agrees. It will then be up to the new mother country to decide what to do with you. Note that an absolute monarch has the power to make the kingdom become a protectorate by decree. 

Anarchy XE "Anarchy" 
For the foreseeable future, the only leader in Petronia will be King Mob. 

Provisional Legislature XE "Provisional Legislature" 
If either type of republic is declared, then a provisional government must be selected to tide the country over until a representative legislature can be elected.

The system used in France in 1848 was that a slate of delegates was chosen and read out loud, then “consecrated” by the roar of the approving crowd. 

To simulate a similar system, any Petronian national may be nominated as a candidate. Players vote for a candidate by writing the candidate’s name on the back of Troop cards that they control. Each Troop card has a set value with respect to how much they speak for the people, depending upon what the level of suffrage is. 

Regardless of who can vote, student and middle class Troops XE "Troops"  count the most. Working-class and Turkish Troops will count a little less than that if there is universal suffrage and not at all if there is a poll tax. Army and police Troops count the least, but their value varies with the extent of suffrage.

The ten players who receive the most votes from Troops XE "Troops"  become members of the provisional government and will have significant say over the future of Petronia. 

ENDING CEREMONIES
After a new government has been chosen a final ceremony may occur. Any such ceremony will mark the end of the game and will be immediately followed by game wrap. If none of these ceremonies are appropriate, game wrap will commence immediately.

Coronation XE "Coronation" 
If Petronia keeps its monarchy, the character who is to rule will have to be crowned. This will be done in the Cathedral of Salsora (preferably by the Archbishop of Salsora) and requires the crown of Petronia.

Immediately after the coronation, the new monarch may choose to announce that the National Assembly XE "National Assembly"  will be reconvened, abdicate in favor of a Republic, or announce a return of the kingdom to foreign protection. Barring any of these events, the kingdom will remain an absolute monarchy.

Convening the Provisional Legislature XE "Provisional Legislature"  
If Petronia becomes a Republic the new provisional legislature will be convened. 

Handover of Power
If Petronia becomes a protectorate XE "protectorate"  of a foreign country, whatever authority remains in the country will have to formally hand over power to that country’s ambassador.

    


Badge Codes


(	character is known by sight to everyone


(	character is Turkish


(	character has a Red Heart


( 	character has a Silver Heart


    








    


Time Periods


Friday Evening	8:00 pm – 12:00 am,  Fri


Saturday Morning	10:00 am – 1:00 pm,  Sat


Saturday Afternoon	2:00 pm – 6:00 pm,  Sat


Saturday Evening	8:00 pm – 12:00 am, Sat


Sunday Morning  	10:00 am – 1:00 pm,  Sun


    








Game Schedule


  


	Friday, February 25, 1848


8:00 pm	Game briefing (Town Square)


8:30 pm	Begin game in your Circle area


9:00 pm	Fencing briefing (Gimble’s)


9:30 pm	Fencing tournament (Gimble’s)


10:30 pm	Opera performance (Opera House)


11:00 pm	Execution of Corwin Roscha (Town Square)


12:00 am	Game shuts down for the evening





	Saturday, February 26, 1848


10:00 am	Game starts


10:30 am	Town Council Meeting (Town Hall)


11:30 am	Privy Council Meeting (Palace)


11:30 am	Luncheon honoring Moritz Obelschein (Giant’s Foot)


1:00 pm	GMs unavailable for the next hour (Lunch)


2:30 pm	Countess Lovelle’s Salon (Gimble’s)


3:30 pm	The Archbishop’s debate (Giant’s Foot)


4:30 pm 	Address by Princess Isabelle (Town Square)


5:30 pm	Factions assemble in Town Square


6:00 pm	Game shuts down for dinner


8:00 pm	Game resumes – Revolution?


9:00 pm	Royal wedding of Princess Isabelle to the Regent, Romulus Krell (Cathedral)


10:00 pm	Use of “Ruthless” cards now permitted


11:00pm	Determination of Petronia’s future/the succession (as relevant)


12:00 am	Game shuts down for the evening





	Sunday, February 27, 1848


10:00 am	Game starts


10:30 am	Deadline to declare yourself a candidate for the Provisional Legislature (if any) 


12:00 pm	No combat may be initiated nor special abilities used after this point


12:00 pm	All votes due for the final disposition of Petronia


1:00 pm	Closing ceremony (Cathedral)


1:30 pm	Game wrap


  











Social Classes


SC 1	Beggars


SC 2	Unemployed Warren dwellers, thieves, and criminals


SC 3	The working poor—seamstresses, shop boys, factory workers, and the like


SC 4	The army and police, the poor who are  respected by the poor or noticed by the upper classes


SC 5	The merchant classes—shopkeepers, bankers, and others with money and/or respectability


SC 6	The so-called “educated class”—as above, but have attended or are attending University


SC 7	Untitled family of nobility or others with court associations


SC 8	The oldest son of a count or marquis


SC 9	Count, marquis, or the oldest son of a duke


SC 10	Duke or duchess; prince consort 


SC 11	Princess or prince


SC 12	King or queen. (None in game)


  





     


The Social Circles


The Palace: (Social Classes 5-11)


This circle includes the Princesses, Romulus Krell and his family, and many palace servants and officials. 


   


Gimble’s Chocolate House: (Social Classes 6-11)


This genteel establishment caters primarily to the aristocracy and the wealthy. Whist, backgammon, flirtation, and other games of chance are the primary entertainments.


   


The Palace of Justice: (Social Classes 4-6)


The Palace of Justice is an imposing building that is home to the police and courts. It is a good place to go if you’re looking for members of the law enforcement or judicial professions.


  


The Giant’s Foot: (Social Classes 3-6)


Located directly opposite the gates of the University, this venerable wine shop has been a student haunt for centuries, though occasional townsfolk and even slumming aristocrats pass through its doors. Its beer and ale are famous throughout the kingdom, and are said to have split open more heads than all the knives of the medical school. It often tends to become raucous and noisy, but the police generally leave well enough alone.


  


The Blind Fiddler: (Social Classes 1-4) 


A vile inn. Located in the heart of the Warren, this hive of scum and villainy is difficult even to locate without a guide. Those who venture into the Warren without a local guide may find their pockets picked if they are lucky, their throats cut if they are not. Rumors claim that here, presided over by the infamous King of Thieves and Beggars, all the lowlifes of the kingdom gather together to plan murder, theft, and mayhem.


  


The Opera House:  (Social Classes 5-6)


A traveling opera company is staying in the Hotel Petra, and has a performance scheduled for Friday night at the Opera House.


  








  


Allowable Penalties for 


Refusing to Honour a Favour


(	Requestor may tear up one of target’s single-use special abilities chosen at random. Note: this does not include permanent abilities or multiple use abilities.


(	Target must give the requestor one Ista.


(	Target’s Fencing skill is permanently reduced by one. See a GM to have this put into effect.


(	Target immediately becomes Scandalized.


(	Target must hand over or destroy a Troop he controls. Remember, though, Favours cannot be used during a revolution. So this penalty can only be imposed either before or after a revolution.


   





  


Effects of Being Scandalized


  (	You lose any access that you might have had to the Gimble’s Circle. 


  (	You also lose the ability to collect on Favours. Those who owe you Favours can ignore your requests and suffer no ill effects. You regain the use of those Favours if you remove the Scandal.


  (	Players should treat those who are Scandalized appropriately. Try not to shun them completely, but let them know that they are on the outs with society.


  (	There are other bad effects of being Scandalized that will become evident.


  





  


How to Win Someone’s Heart


	1.	Find out one of his Heart’s Desires


	2.	Give him your Pining Envelope.


	3.	Accomplish his Heart’s Desire


	4.	If necessary find and accomplish one or more additional Heart’s Desires. (The total number depends on the Heart you seek.)


   





  


The “Final Chapters” Rule


   We all know that love is easier at the end of the book/movie/play than it is at the beginning. Therefore, the maximum number of Heart’s Desires that it takes to win someone’s Heart cannot be greater than the number of time periods remaining in the game.


If a person’s Heart requires more Heart’s Desires than there are remaining time periods, then this number is automatically reduced. This means that on Sunday morning all available Hearts can be won by granting a single Heart’s Desire.








  


Action�
Cost (in Istas)�
�
Raise your social class to four�
1�
�
Raise your social class from four to five�
1 (credit only)�
�
Raise your social class from five to six�
2 (credit only)�
�
Convert a gold Ista into a credit Ista (you must be SC 5 or greater to do this)�
1�
�
Convert a credit Ista into a gold Ista�
2�
�
Buy a crate of rifles (To do this you must also have the SA “Gun Runner”, the SA is usable 1/period)�
1�
�
Buy a cannon (To do this you must also have the SA “Gun Runner”, the SA is usable 1/period) �
4�
�
Bribe Petronian officials for information. This is restricted to relatively simple information that would be available from a government official.�
1�
�
Bribe Petronian officials for difficult information. This is restricted to information that would be available from a government official.�
2�
�
Word on the street. Get information from the Warrens (a person’s location, past history, etc). You must be a Warrens resident to do this.�
1 (gold only)�
�
Move assets out of the country. �
�
�
Bribe officials to get someone out of the regular jail. �
2�
�
Get simple information from a foreign government.�
2�
�
Send an encoded message�
1�
�






  


The Privy Council


(	Regent Romulus Krell 


(	Duke Leopold von Strelheim


(	Marquis Eugene Evingast


(	Countess Valeria Lovelle 


(	Archbishop Sebastian Radulovik


(	General Mikhail Gustov


(	Chief Magistrate Adolphus Vladik


(	Mayor Klaus Goodkin


(	Foreign Minister, Lord Volcker


(	The Count of Vospax 


  








The Town Council


	(	Mayor Klaus Goodkin


	(	Horace Hoffman


	(	Gabriel Gimble


	(	Ingrid Hertzeg


	(	Jasper Mortlake


	(	Octavius Klein


	(	Greta Savos








    


The Succession


King Gregor’s will included the following clause. Romulus Krell currently rules Petronia based on this provision.


My crown will pass to my eldest daughter, the Crown Princess, when she reaches the age of 21.  If she does not live to her majority, her younger sister shall become Crown Princess.


Until the Princess reaches her majority upon her twenty-first birthday, all affairs of state shall be handled for her by my trusted friend and Prime Minister Romulus Krell, who shall act as proxy and Prince Regent for the Princess.  The signature of the Prince Regent and any two Councilors, together with the stamp of the Privy Seal, shall be sufficient to enact any law or Royal Proclamation.


In the event of the Regent's death or incapacity, the Privy Council shall have the power to select a new regent.


Before the Princess reaches her majority, the Regent holds the reins of power in Petronia. Upon her coronation, the new Queen shall rule in her own name and her properly anointed husband shall become king, equal to the Queen in sovereignty, authority, and all other appurtenances of majesty.





   


The Thirty Minute Rule


For the purposes of this game, most crimes in Petronia can be punished by no more than thirty minutes in jail. After this time the government begins to suffer negative effects for keeping a person in jail too long. There are some exceptions to this rule, but the default is 30 minutes of jail time.


  





   


The Sixty Minute Rule


Daring escapes are a staple of the swashbuckling genre. Furthermore, it’s no fun to be taken out of the game for very long. Therefore, if you are held captive you will automatically escape after one hour. Maybe you bribe a guard, get rescued by a friend, whatever. Regardless, after an hour the captive may make a fair escape. The captive and captor can negotiate this if they wish, but the default is one hour of captivity.


  





   


So what do I really need to know about Interrogations?


So you want to know what you really need to know about interrogations if you want to play this game. The answer is very little. 


Unless you have the Interrogate special ability or expect to be hauled in by the police every chance they get, you don’t really need to know anything about interrogations. In the event that you find yourself on the wrong end of one, the GM and the interrogator will explain everything you need to know. 











  


Combat and Death


Let’s face it, combat in the books and movies is not nearly as dangerous as it is in real life. People just don’t die all that often before the last reel or the last few chapters. To reflect this, in Torch of Freedom you cannot be killed in a personal fight unless that fight has been declared Ruthless by one party after 10pm on Saturday. There are a very few abilities in the game that can do this, but all combat on Sunday is automatically considered Ruthless.


  





  


Fencing Skill Levels


  


1	Untrained. 


	You don’t know which end of sword to hold.


2	Rabble. 


	You’ve never touched a sword, but have seen sword fighting.


3	Toughs. 


	You know the fundamentals of sword combat. This includes soldier, police, and thugs.


4	Disciplined. 


	You are practiced in sword fighting. This includes veteran army or police troops, palace guards, and the like.


5	Expert. 


	You have studied privately with a fencing master. This includes elite guards.


6	Master. 


	You regularly win local tournaments.


7	Grandmaster. 


	You are among the best swordsmen in the kingdom.


8 	Spectacular. 


	You are among the best swordsmen in the world.


Remember! �While Wounded your Fencing Ability is one lower than normal.





 


Value of Troops for Provisional Legislature with Universal Suffrage


	Red	2 votes


	Green	2 votes


	Blue	3 votes


	Silver	3 votes


	Gold	1 vote


	Black	none


 





 


Value of Troops for Provisional Legislature with Propertied Voters


	Red	none


	Green	none


	Blue	3 votes


	Silver	3 votes


	Gold	2 votes


	Black	none


 





  


A Safe  Revolution?


While it may seem odd, players are reasonably safe from conventional combat during a revolution. While they may be killed or captured in mass combat, no personal combat may occur during a revolution without both players explicitly agreeing. Players are considered to either have enough Troops to make individual combat avoidable or to be careful enough to have a fair escape planned that will be effective against a single person. 
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