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LEGAL HEALING ARTS QUESTIONS:

How many Body Points are you down?
Were you damaged by edged weapons or claws? 
Were you damaged by blunt weapons? Were you waylaid? 
Are you diseased? 
Are you sleeping?
Are you paralyzed?
Are you regenerating? 
Are you unconscious (at zero body)?
Are you dying (at -1 body)?
Are you dead (need a Life spell)?
How much time until you 
<wake up, become conscious, become unparalyzed, die, resurrect>?

Waylay:  You must surprise the victim that you are intending to waylay.  The only protection against a waylay is a magic armor or displacement shield (not a dodge, not a parry).


Damage goes straight to body





Chaos Spell damage – goes straight to body





Massive damage – you take the damage no matter what it hits (it still uses armor though)





Bind – your arms are bound to your sides





Pin – your right foot is pinned to the ground





Web – you can not move anything in your body





Confine – same as web





Imprison – magic shield around you.  You are frozen in place (can still be pushed), but are no effect to everything except a dispel magic (which drops the imprison).





Physical XXXX: (can not be blocked by a shield) – Magic Armor, Displacement





Elemental XXXX: Elemental Shield, Displacement





Magic XXXX: Shield Magic, Reflect Magic, Displacement





Arcane XXXX: Displacement





Poison XXXX: Displacement, Poison Shield, Racial Resist





Also note, that it depends on the attack.  


Ex. If it is elemental, magic, arcane, or physical flame, you could also use a Fire Shield





This does not take into account resists (racial)





Racial resists CAN NOT be used before spell defenses





Packet Attacks





Hold: When you hear "Hold" called, put your head down and close your eyes until you hear the


"Lay On" call. When you hear the Lay On called, repeat it in a firm voice, so others farther from the call may hear it.





Bless -- Adds 2 Body Points to your total. These are the first lost when you take Body damage


Shield -- Adds 2 Armor Points to your total. These are the first lost when you take damage to your


Armor


Magic Armor -- Absorbs the full effect of the next weapon blow or other physical damage that hits


you. You take no damage. This effect works once, then is gone.


Greater Bless -- The same as Bless, but adds 4 Body Points. These spells can be stacked for a total of 6 extra Body


Greater Shield -- Same as Shield, but adds 4 Armor Points. These spells can be stacked for a total of 6 extra Armor.


Shield Magic -- Absorbs the full effect of the next spell that hits you. You take no effect from the spell.


This effect works once, then is gone.


Elemental Shield – Absorbs the full effect of the next type of elemental attack that hits you. You take no effect. This effect works once, then is gone.


Reflect Magic -- Reflects the next spell that hits you back on the caster. The spell takes effect on the caster.


Cloak – Acts as shield magic to a specific spell (see formal rules).


Bane – Acts as reflect magic to a specific spell (see formal rules)


Both Cloak and Bane CAN be used before other spell defenses





What Awaken can be used on:


This spell awakens the recipient from a Waylay, any sleep effect, and the charm effects: Charm, Shun, Silence, Dominate, Fear, and Vampire Charm, Calm.





Displacement shield and Guardian of the four are only valid for the first melee or packet delivered attack.  Thus a Voice Radius delivered attack will not use these protectives.





Bindomancy





MAGIC


Bind, Pin, Web, Confine, Paralyze – Line of sight of the caster





Control / Turn / Create undead, Charm, Shun, Imprison, Circle of power – 1 hour





Taint, Weakness, Disease, Curse of Destruction, Drain Life – Indefinite until cured or until resurrection





Silence, Sleep, Drain – 10 mins





Ward, Wizard Lock, Wall of Force – 5 days





MISC


Refit Armor, First Aid, Identifying a Potion (with Healing Arts), Identifying a Elixir (with Herbal Lore) – 60 seconds


Refit Armor (with someone helping) cuts the time in half.





Carrier Attacks


All Carrier attacks last 10 minutes unless otherwise stated





Durations and Action Counts





POISONS


All Poisons last 10 mins  EXCEPT: 


Dominate, Enslavement, Euphoria, Love, Love 9, Forget-it well, Forget-me-not, Intoxicant, Weakness, Paranoia, and Slow Poison.





The poisons: Weakness, Paranoia, Dominate, and Intoxicants all last one hour.





Forget poisons – If not cured within 10 mins of administered these memories are permanent.





Love and Love 9 – These last for 28 days.  The only difference between a Love and Love 9 is that a Love 9 cannot be cured.





Enslavement and Euphoria – Last until cured or until the person resurrects.  Both of these effects have special antidotes. 





Slow Poison – Lasts until cured or until the person resurrects.
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