KidLARP - Basics

This LARP is designed to be played safely and simply by kids of all ages. Weapon combat is done through boffer or foam weapons. A bird-seed packet delivers each ranged attack (like bows) and all offensive spells; some other spells can just be role-played. A miss with the throw of a packet indicates a wasted spell or arrow. Each weapon swing must be called separately (“three normal!”); magical damage is declared as the spell is being cast (“fireball 5!”). When a player hits 0 hit points, they are staggered, and can not attack in any way, though they can take simple actions. When a player hits negative hit points, they must fall down unconscious, healing at a rate of 1 hit point per minute. Villains do not heal in a similar fashion, unless players make an effort to help them. 


Enhanced blows and spells are reset on a per-combat basis; with just a few minutes rest, everyone is back up and ready to go again. Not having to worry about saving abilities all day helps keep things fun! Everything is designed with the goal of keeping players moving through the game successfully, though ideally accompanied with the feeling of being challenged by decisions and making gradual progress. Death should not be a consequence of (most) bad decision, though a player could lose a character if it truly makes narrative sense (and they can handle it). Armor takes damage before hit points are lost, and if reduced to 0 can be repaired between combat (though not necessarily for free).


There are three classes in this system: warrior, wizard, and battlecaster, which is a blend of the other two. Your players will each choose a class, and any fantasy race that suits them and your story. At the end of adventures, you can choose if your players get to level up, which allows them to choose some upgrades that boost their character. Every class has access to every skill.

	To Start With:
	HP
	Armor Allowed
	Weapons Known
	Magic Points
	Enhanced Blows

	Warrior
	6
	Heavy (10 armor)
	5
	0
	4

	Battlecaster
	5
	Medium (7 armor)
	3
	2
	2

	Wizard
	4
	Light (4 armor)
	1
	4
	0


	Per Level 
	+ HP
	+ Blows
	+ Magic
	Players Choice plus Crafts & Knowledge

	Warrior
	3
	1
	0
	1 free choice, 1 Craft, and 1 Craft or Knowledge

	Battlecaster
	2
	0
	0
	2 free choices, and 1 Craft or Knowledge

	Wizard
	1
	0
	2
	1 free choice and 1 Knowledge


Leveling Up

When a character gains a new level, they gain everything listed above, based on their class. They will always gain more HP; a warrior gets a free Enhanced Blow, and a wizard gains 2 new spells or spell upgrades (or 1 of each). Warriors get a new craft or advance an existing craft, and then choose again for either a craft or knowledge. Battlecasters get a choice of a craft or knowledge, and wizards just get their choice of knowledge. And then every class gets a Free Choice, which are points that can be used for anything: +1 HP, Enhanced Blow, Spells, Crafts, Knowledge, or something special that makes sense and isn't unbalanced.

Weapons & Fighting

Learning a weapon skill allows a player to deal damage or block and deflect attacks with it. Knowing how to use a shield is a weapon skill. 


All weapons deal a base of 1 damage.


Enhanced blows are an activated ability that allow the player to deal +1 damage attack for one swing, hit or miss. For every 10 Enhanced Blows a player accumulates, their base damage increases by 1, and all of their enhanced blows increase by 1. Thus, a player with 10-19 Enhanced Blows always swing for 2 damage, and that turns to 4 damage when they activate one of their Enhanced Blows. A player with 20-29 Enhanced Blows always swings for 3 damage, and 6 when they activate an Enhanced Blow (and so on...)


A weapon attack is always stated as the number of damage followed by the type of damage, and declared as the weapon is being swung. All basic weapons deal “normal” damage; a magical weapon could deal “magic” damage, or potentially “firey” or “icy” or “lightning” (it helps to use two syllables, so players don't attack too fast).

Magic & Spells

For every Magic Point a player has, they can either attain another casting of that specific spell per combat, or enhance that spell for every time they cast it. Here are all the spells:

Force Missiles: A player can throw 3 packets separately, which each deal 1 damage. This spell can be dodged, or blocked by a weapon or shield that deflects a packet.

Incant Example: “Force 1”

Upgrade: +1 packet, or each packet deals +1 damage, or +1 casting per combat.

Fireball: A player can throw 1 packet for a total of 4 damage. Can be dodged but not blocked.

Incant Example: “Fireball 4”

Upgrade: +2 damage or +1 casting per combat.

Charm: A target follows one short and safe command. Not a combat spell. 

Incant Example: Wave hands and say “Charm – please XYZ”

Upgrade: +1 casting per combat.

Heal: Heal 1 target for 3 damage.

Incant Example: Touch target with hand or thrown packet, “Heal 3”

Upgrade: +1 target or + 2 health restored, or +1 casting per combat. Targets can't be duplicated.

Shield: Negates the next weapon blow or spell that would have hit you. Self-only.

Incant Example: Bring hands down from above head, “Shield!” (just say again when it blocks).

Upgrade: Your active shield spell stops +1 attacks, or +1 casting per combat.

Freeze: Freezes a target's feet in place for 5 seconds. No damage dealt. Can be dodged but not blocked

Incant Example: “Freeze 5”

Upgrade: +1 packets to throw per casting, or +5 seconds duration, or +1 casting per combat.

Telekinesis: Move small objects around with your mind. Mostly a role-play ability, typically used out of combat. Players can also use this spell to pick locks or disarm traps.

Incant Example: Focus and point at the objects while humming.

Upgrade: manipulate +1 items per casting, or upgrade to affect medium > large > huge items.
Crafts & Knowledges

At first level, and upon every level up, a player also can gain ranks in a craft or knowledge. There are 3 ranks per craft or knowledge, each unlocking new abilities; the exception being the Specialist skill. Specializing only involves 1 rank, and can be based on any general or specific area of the players choosing. Craft and knowledge skills are purely non-combat, and give players an advantage in role-play situations and help them in their adventures and at gaining extra treasure and items. If a player has an imaginative use for a combination of these skills, try to let them do it!

Knowledges
Specialist:

1: You have advanced knowledge about any 1 thing of your choosing. It can be a very specific or very general knowledge; the more specific the choice, the more the player knows about that subject.

Naturalist:
1: Identify and harvest natural pelts

2: Identify and harvest natural herbs

3: Identify and harvest magical herbs and pelts

Miner:
1: Mine and refine natural ores

2: Mine and refine magical ores

3: Mine and cut gems

Tracker:
1: Follow natural tracks up to 1 hour old, navigate wilderness, and predict the upcoming weather

2: Follow natural and magical tracks up to 1 day old, and find wild food and animals in wilderness

3: Follow any type of track up to 1 week old, and lead a party through any rough conditions

Scholarly:
1: Know the history of the land and cultures

2: Know how to treat medical conditions, and useful secret lore

3: Recognize magical auras, spells, and conditions
Crafts
Smithy:
1: Make basic weapons and shields

2: Make basic armor; create and use basic repair kits

3: Make magical weapons and armor; create and use magical repair kits

Enchanter:
1: Create basic magic items; required to make potions

2: Create advanced magic items; required to make step 1 magical weapons and armor 

3: Create super magic items; required to make step 2 and 3 magical weapons and armor

Alchemist:
1: Create basic potions (requires Enchanter level 1 as well)

2: Identify natural diseases and poisons, create advanced potions

3: Identify magical diseases and poisons, create super potions


These skills are meant to work together. The naturalist harvests the materials for the alchemist, the miner harvest materials for the smithies. Players have their own running total of the harvested materials, kept track of in a simple manner. 

Pelts are worth 1 Silver each if natural, and 10 Silver if magical.

Herbs are worth 1 Silver per ounce if natural, and 10 Silver per ounce if magical.

Ores are worth 1 Silver per pound if natural, and 10 Silver per pound if magical.

Gems are worth 10 Silver each.

Pelts are used for some armor, some magic items, and their monetary value.

Herbs are used for potions and some magic items.

Ores are used for weapons and armor, and some magic items.

Gems are used for powerful weapons, armor and magic Items. 

Magic weapons and armor must be upgraded one step at a time.

Prices & Items

All prices assume that the player has access to a shop that has the item in stock. Material costs are what it is required to make the item themselves. Players can only create items between sessions, and can create as many items as they have materials for. That does not mean they can definitely sell that many though; if a player makes thirty swords, they might only sell one or two!

Basic Weapons & Armor 
Armor Repair Kit: 1 pound of natural ore, or 2 Silver 

Magical & Legendary Armor Repair Kit: 1 pound of magical ore, or 20 Silver

Light Armor: 2 Natural Pelts or 4 Silver

Medium Armor: 2 Natural Pelts + 2 Natural Ore or 10 Silver

Heavy Armor: 6 Natural Ore or 25 Silver

Weapon: 4 Ore or 10 Silver

Shield: 1 Pelt + 3 Ore or 10 Silver 

Magical Weapons & Armor 

Light Armor: 

Step 1: 2 Magical Pelts + 1 Gem or 100 Silver (6 armor)




Step 2: 4 Magical Pelts + 2 Gems or 275 Silver (8 armor)




Step 3: 6 Magical Pelts + 3 Gems or 600 Silver (10 armor)

Medium Armor:
Step 1: 2 Magical Pelts + 2 Magical Ore + 2 Gems or 225 Silver (10 armor)




Step 2: 4 Magical Pelts + 4 Magical Ore + 4 Gems or 650 Silver (13 armor)




Step 3: 6 Magical Pelts + 6 Magical Ore +6 Gems or 1350 Silver (16 armor)

Heavy Armor: 
Step 1: 6 Magical Ore + 3 Gems or 375 Silver (14 armor)




Step 2: 12 Magical Ore + 6 Gems or 1100 Silver (18 armor)




Step 3: 18 Magical Ore + 9 Gems or 2000 Silver (22 armor)

Weapon:

Step 1: 2 Magical Ore + 1 Gem or 200 Silver (+1 damage)




Step 2: 4 Magical Ore + 2 Gems or 600 Silver (another +1 damage OR add an 



elemental damage type [fire, ice, lightning)




Step 3: 6 Magical Ore + 3 Gems or 1500 Silver (another +1 damage OR add an 



elemental damage type [limit of 1 per weapon though])
Alchemy & Potions
Healing Potions: Player must make a drinking motion, or feed an imaginary potion into the mouth of a fallen ally, while stating the amount healed by the potion, such as“Heal 2” or “Heal All”. 


Basic: Heals 2 HP. Costs 2 Natural Herbs or 5 Silver.


Advanced: Heals 5 HP. Costs 6 Natural Herbs or 15 Silver.


Super: Heals All HP. Costs 5 Magical Herbs or 100 Silver. 

Cure Poison Potion: Player must make a drinking motion, or feed an imaginary potion into the mouth of a fallen ally, while stating “Cure Poison”. Note: A player who has the poisoned condition is unable to run or move quickly, or something else you can creatively determine.


Basic: Cures all poisons on one target. Costs 1 Natural Herb or 3 Silver.

Cure Disease Potion: Player must make a drinking motion, or feed an imaginary potion into the mouth of a fallen ally, while stating “Cure Disease”. Note: A player who has the diseased condition is unable to run or move quickly, or something else you can creatively determine.


Basic: Cures all diseases on one target. Costs 1 Natural Herb or 3 Silver.

Potion of Water-Breathing: Player must make a drinking motion; no incant needed. 


Basic: Lets you breathe underwater for 1 day. Costs 1 Natural Herb or 3 Silver.

Elemental Resistance Potion: Player must make a drinking motion; no incant needed. For the duration of 1 battle, they reduce incoming elemental damage of one specific type, which is set at creation. This potion does stack with a ring of elemental resistance, but you can only use one potion at a time.


Basic: -2 damage. Costs 1 Natural Herb or 3 Silver.


Advanced: -5 damage. Costs 1 Natural and 1 Magical Herb or 20 Silver.


Super: -10 damage. Costs 3 Magical Herb or 60 Silver.

Alchemical Fire: This is a thrown weapon attack. Player call examples: “2 Firey” or “10 Firey”


Basic: Deals 2 Fire Damage. Costs 1 Natural Herbs or 3 Silver.


Advanced: Deals 5 Fire Damage. Costs 3 Natural Herbs or 10 Silver.


Super: Deals 10 Fire Damage. Costs 2 Magical Herbs or 25 Silver. 

Alchemical Acid: This is a thrown weapon attack. Player call examples: “3 Acid” or “7 Acid”


Basic: Deals 3 Acid Damage. Costs 2 Natural Herbs or 5 Silver.


Advanced: Deals 7 Acid Damage. Costs 5 Natural Herbs or 13 Silver.


Super: Deals 15 Acid Damage. Costs 3 Magical Herb or 40 Silver. 
Magic Items
Wand of Light: Allows a player to summon a light at its tip whenever they want.


Basic: Costs 1 Magical Ore and 2 Gems or 50 Silver

Wand of Fire: Increases the damage of the wielder's Fireball spell by +1.


Basic: Costs 2 Magical Ore and 1 Gem or 60 Silver.

Wand of Mending: The wielder can fix any one item at a time. Small items take 1 minute, Medium size takes 10 minutes, and Large items take an hour of concentration.


Advanced: Costs 4 Magical Ore and 4 Gems or 200 Silver.

Wand of Webbing: This item can be used once per combat to keep an enemy stuck in place for five seconds. It is a packet attack that can be dodged but not deflected.  The incant is “webbing 5”.


Advanced: Costs 3 Magical Ore and 5 Gems or 200 Silver.

Wand of Animals: Once per day, this allows a wielder to speak with an animal, and it becomes friendly to them so long as it doesn't feel threatened.


Advanced: Costs 3 Magical Ore and 1 Magical Pelt and 4 Gems or 200 Silver.

Wand of Might: While held, all spells you cast deal extra damage (only ones that already deal damage).


Advanced: +1 damage. Costs 5 Magical Ore and 16 Gems. Costs 1800 Silver.


Super: +2 damage. Costs 10 Magical Ore and 40 Gems. Costs 4000 Silver.

Scroll of Sleep: This item can be used one time ever to put an enemy to sleep (but only if they can sleep). It requires the caster to point at the target and say “magical sleep”. This spell never misses.


Advanced: Costs 2 Magical Herbs and 2 Gems or 100 Silver.

Scroll of Suppress Magic: This item can be used one time ever to make a magical item of any type no longer magical. Basic items are suppressed for 1 hour; advanced for 10 minutes; super for 1 minute.


Advanced: Costs 1 Magical Herbs and 3 Gems or 100 Silver.

Sending Stones: Allows for 2-way communication over long distances.


Advanced: Costs 10 Magical Ore and 10 Gems or 400 Silver.

Belt of Might: The wearer deals +1 damage with all weapons blows.


Super: Costs 6 Magical Pelts, 6 Magical Ore, and 15 Gems. Costs 1800 Silver. 

Amulet of Telepathy: The player wearing this can send telepathic messages to others at will. They will need to put fingers on both hands on the side of their head or temple to signify that they are doing this.


Super: Costs 5 Magical Ore and 30 Gems or 1500 Silver.

Bag of Holding: Allows the player to have a bag that can hold up to 1000lbs. 


Super: Costs 10 Magical Pelts and 5 Magical Ore and 10 Gems or 1200 Silver.

Cloak of Invisibility: This allows the wearer to go invisible for 1 minute each day. They need to keep one hand raised up high to show that this is happening to the other players. They lose the invisibility if they attack with a weapon or spell.


Super: Costs 10 Magical Pelts and 2 Magical Ore and 15 Gems or 1800 Silver.

Ring of Health: The wearer becomes immune to poison and disease.


Advanced: Costs 7 Magical Ore and 7 Gems or 900 Silver.

Ring of Freedom: The wearer becomes immune to webs and being frozen.


Super: Costs 10 Magical Ore and 20 Gems or 1600 Silver.

Ring of Elemental Resistance: The wearer resists one type of elemental damage (fire, ice, or lightning) every time they are hurt by that damage type. 


Basic: -2 damage. Costs 2 Magical Ore and 3 Gems or 160 Silver.


Advanced: -5 damage. Costs 5 Magical Ore and 8 Gems or 1000 Silver.


Super: -10 damage. Costs 10 Magical Ore and 25 Gems or 2000 Silver.

Ring of Healing: Whenever the wearer casts healing magic, the number of HP restored is increased.


Basic: +2 healing. Costs 2 Magical Ore and 3 Gems or 160 Silver.


Advanced: +5 healing. Costs 5 Magical Ore and 8 Gems or 1000 Silver.


Super: +10 healing. Costs 10 Magical Ore and 25 Gems or 2000 Silver.
Summary & Misc.

Like every game, the point is to have fun, but this game should also be focused on learning social skills and making friends. While it's possible to play this with a kid or two, a team of 4-6 players can make for an ideal adventuring party. A balance between combat and role-playing is typically ideal, but make your adventures suited for what you group enjoys most.


I've avoided filling this game with too many rules, leaving much open to the discretion of whomever is running the game. If a player wants to craft a new spell, like a lightning bolt, why not? Maybe they want to spend a free point to start resisting fire damage, and take 1 less point of damage from each fire attack. This game merely offers a starting points for balance, and to give players a basic formula for upgrading their characters – without offering an overwhelming amount options. 


Be adaptive with the rule as you see fit!  Perhaps an wizard wants to start with just one spell upgraded three times (though I personally would insist that a new wizard starts with at least two different spells). Perhaps you want to make armor repairs free for younger players, but older kids need to use repair kits. Keep it balanced but also open-minded to fun!


About classes and advancement; balancing out their power is tricky. Warriors can take a lot of damage and make great front-line fighters, but wizards specialize in magic, which is the most powerful aspect of the game. It should be easy to advance to level 2 (like 1 adventure), hard to advance to level 3 (like 3 adventures), and very difficult to advance each additional level beyond that (like 5-7 adventures).


Costumes are great, but not necessary. A little can go a long way, though some basic elf ears or a fake beard are awesome additions, as are fantasy clothes and a shirt that looks like armor. A fun accent can help distinguish who is the dwarf and who is the elf as well. Don't let a lack of equipment stop you from playing!


You will likely need some weapons to start playing, however. Foam shields and swords are great, but a pool noodle as a staff certainly works in a pinch. Just make sure that the players aren't going overboard with their attacks; nobody should be going home hurt afterwards. Similarly, make sure you know the strengths of each character, and give them time to shine in their adventures. 
Option: Tabletop Version


Converting this system to a tabletop RPG is very simple. 


The system involves rolling 3d6 for every check. A total of 5 succeeds at easy things, and a 15 at very hard things, and you can choose any number in-between to represent other difficulty levels. Rolling a 3 is an automatic big failure (but only will happen 1 in 216 rolls). Rolling a 16 or higher is always an automatic big success (10 in 216 rolls). 


So an attack roll difficulty against an Orc might be a 10 for a weapon strike, since they are good at combat and have some armor, and a 8 for a fireball, since they can't dodge very well. 


If a player succeeds with a weapon strike, they roll another d6 to see how many times they hit the enemy that round. The first strike always used up an Enhanced Blow from their pool, and they can spend more as they see fit each round. 


Players generally automatically succeed at their Crafts and Knowledges, so long as their skill level matches the issue. Perhaps some Knowledge checks can be made, also through 3d6, depending on the situation and how interesting it makes things. 


Players might also make checks to see if they notice things, like traps or treasure or if an enemy is lying. They might want to pick a pocket or sneak past a guard. For all things like this, just determine the difficulty of their attempt and have them roll to succeed or fail (still 3d6). 


For monsters, they simply roll to succeed; there are no savings throws against effects for either side, but make it hard for monsters to succeed too much – especially if the effect isn't fun, like being stunned and missing a turn. 


And most importantly, if you don't know how to decide a ruling, let the party contribute thoughts, and go with whatever feels right and fun!

