LEGAL NOTICE



This guide is © Shaun Hately 1998. It is a derivative work of “The Guide to Herbs for RPGs” (5th Edition) by Shaun Hately, with material copyrighted by other people removed. It is also a derivative work of “Dragon Warriors” © 1985-1986 Dave Morris and Oliver Johnson. No challenge, implicit or explicit is made to the ownership of their copyright, or of any associated copyrights. All Rights Reserved on this guide. However permission is granted to distribute this guide in any way or form (on paper, on disk, via the internet etc) provided the following conditions are met.

1) no profit is made from the guide. A charge for materials, such as paper is permitted, but no profit is to be made.

2) the guide is distributed in its entirety. In particular this legal notice is attached, and the list of contributors is left intact. The guide should also be unedited, except for formatting which can be changed if necessary for purposes of presentation etc.



This guide may be copied freely subject to the conditions above. It may be altered freely for use in peoples own games. However such altered copies should not be distributed (except within your own game group) without the permission of the author, Shaun Hately. It may not be incorporated into any large work without the permission of the author Shaun, Hately.



The author asserts his moral right to be known as the creator and author of this rule book.



The author in no way takes responsibility for misuse of any of the substances contained in this rule book. This is a guide for game purposes only.



Certain portions of this guide contain material of a mildly adult nature. In the case of younger players, parental discretion is advised. 

� AUTHOR’S NOTE



What you have in your hands, or on the computer screen in front of you, is an unofficial rule book for the Dragon Warriors RPG, which was published in the mid 1980s by Corgi Books, and was written by Dave Morris and Oliver Johnson.



It is also a work based on my “Guide to Herbs for RPGs” which has just (as of 11th February 1997) been released across the Internet, in its fifth edition. It is one of the most popular and widely used of all the AD&D NetBooks, despite not being AD&D specific. That work is based around the 3d6 attribute system used in AD&D and D&D. A similar system is used in Dragon Warriors.



The Guide to Herbs was first written in either 1990 or 1991, and was (despite a possibly misleading statement contained in the pages of the Guide) originally written for Dragon Warriors. Dragon Warriors is my system of choice when I game.



The Guide to Herbs could be used with Dragon Warriors, with a fair amount of modification, but I have decided to release this book for Dragon Warriors players and GMs. This note is to explain how it differs from the Guide to Herbs.



First of all, while I am creator and compiler of the Herb Guide, I am no longer the sole holder of its copyright. Certain herbs within its pages are taken from “Middle-Earth Role-Playing” by ICE, or have been contributed to the guide by other people, most notably Druann Pagliasotti, and Maya Kniese. As well, some herbs are adapted from works of fiction, and may violate copyrights on the original works. This book contains only herbs that I have developed the rules for. I own the copyright on it, subject only to any restrictions that may exist due to it being derived from Dragon Warriors For this reason, users of the Herb Guide will note that I have removed the attribution from the start of each herbs description. This is because all herbs contained within this book may be attributed to me. This decision was not taken on the grounds of ego or anything like that. It is simply that I respect the copyright of my fellow contributors to “The Guide to Herbs for RPGs”. They have permitted me to use their creations in that guide. That permission does not extend to other works, and I will not abuse that permission.



Secondly, the 5th edition of the Herb Guide contains discussion of Earth legends, and geography. I have adapted these to the myths and geography of Legend, the Dragon Warriors campaign world, within the pages of this book.



Thirdly, the addition of the Herbalist profession which is solely developed for Dragon Warriors rules, at this time.



Fourthly, the reworking of the value of herbs, changing them away from the gold piece standard of xD&D and similar games to the Florin standard of Dragon Warriors.



Fifthly, the substitution of Dragon Warriors attributes for those of xD&D and its derivatives. For example, Charisma become Looks.



Many of the herbs omitted from this book (and there are about 100 of them) that are contained within the pages of “The Guide to Herbs for RPGs” would be useful in a Dragon Warriors campaign. But if you want them, you’ll have to download the Guide, and adapt them yourselves. It is available from: http://www.geocities.com/hollywood/8017/frp.htm (MS Word 6 or ascii version) or by direct e-mail from me at: drednort@bud.swin.edu.au (ascii version) 



Shaun Hately, 31th May 1998.

INTRODUCTION



To His Imperial Majesty, Ardax Baltissa, Imperator of the New Selentine Empire,



My Emperor,



As instructed by your august person I have completed my investigation into the arts of herbalism and its uses by the people of the Empire, and indeed further afield. I hereby, crave your indulgence to submit to you this, my humble report.



I remain your most obedient and loyal servant.



Sir Aradax Seltar, Cataphract of Tamor, Senator-Elect, Head of the Clan Seltar. Herbalist of the Holy and Ancient Order of Sycrata

15th Day of Josturox, in the Holy Year 997.



THE HERBALIST



A new adventuring profession



Herbalists bear some resemblance to the Mystics of the Dragon Warriors game, but where a Mystic uses magic, the Herbalist uses plants available in nature. They are not Magi, but they can accomplish great things. They are not warriors but they are very useful after the battle. Humans, Elves, Humans, and Halflings can all be Herbalists. As there are no level restrictions on Halfling Herbalists, it is a very good choice for Halfling characters.



Minimum Requirements



A character is only eligible to be a Herbalist if they have an Intelligence of at least 9.



CHARACTER CREATION SUMMARY - Herbalists



A.�Strength, Reflexes, Intelligence, Psychic Talent and Looks: roll 3d6 for each

(Intelligence must be at least 9.)��B.�Health Points: Roll 1d6+6��C.�Basic ATTACK 11, DEFENCE 7��D.�Basic MAGICAL DEFENCE 4��E.�Basic EVASION 3��F.�Basic STEALTH 14, Basic PERCEPTION 5��G.�Basic HERBALISM 12��H.�Initially equipped with lantern, flint-&-tinder, backpack, dagger, staff, leather armour, 3d10 Florins��I.�The Herbalist has an additional 4d10 Florins which can be spent on herbs at the cost described (unprepared or prepared). This money can only be spent on herbs, and any money not used is lost. This represents the herbalists starting supply.��Weapon Use



Herbalists are devoted to healing. For this reason they avoid fighting wherever possible. They are forbidden to use any edged weapon other than a dagger (and they may only use that at direst need). They are functionally limited to the cudgel, the dagger, the mace, and the staff.



Armour Use



Herbalist due to their peaceful nature are not comfortable in heavy armour. They suffer a -1 penalty to both ATTACK and DEFENCE when wearing chainmail, a -3 penalty to ATTACK and DEFENCE for wearing plate.



Herbalism



The primary skill of a Herbalist is, not surprisingly, Herbalism. The Herbalist is an expert of plants and their healing properties.



A Herbalist has an additional factor beyond ATTACK, DEFENCE etc, which is called HERBALISM. Mystics also have this factor, but they are less effective at using it. The starting Herbalist has a HERBALISM factor of 12 subject to the following modifiers for high Intelligence.



characteristic score��characteristic�3     4     5�6     7     8�9  10  11  12�13    14    15�16   17   18��

Intelligence

�

-2 HERBALISM�

-1 HERBALISM��

+1 HERBALISM�

+2 HERBALISM��

The same modifiers apply to the Mystics Herbalism factor.



How Is Herbalism Used?



The description of each herb contains the following information:



NAME: This is what the herb is called.

Available: This is the time of year when the herb is available, and the percentage chance for a person who searches for the herb for one day finding it.

Climatic Zone: This describes the climatic zone or zones in which the herb can be found.

Locale: This describes the region or regions in which the herb can be found.

Preparation: This describes how long a herb needs to be prepared before it can be used.

Cost: The cost before the / is the cost of the herb in raw form. The cost after the / is the cost of buying the herb ready to use. Cost is given in copper Pennies (P) or silver Florins (F). There are ten pennies to the Florin.

Uses: The number of uses indicates how much of the herb can be found at any one time. 

Ability Check: The ability check is the value that must be rolled under on a d20 for the use of the herb to be successful. It is given as the PCs HERBALISM factor, with a bonus or penalty. For example if a herb has an Ability Check of HERBALISM -3, and the Herbalist has a HERBALISM factor of 12, the herb will be administered effectively on a roll of 9 or less on a d20. If the ability check is listed as ‘?’ it means that the herb may or may not have the powers attributed to it. If the ability check is listed as ‘-’ then no ability check is needed for success. The GM should decide what effects these herbs have if any. Occasionally a percentage value may be given. If this is the case, that is the chance of successful administration regardless of the PCs HERBALISM factor.

Description: This section describes what the herb can do.



In other words to use a herb, the following steps are needed.



1) First of all it is necessary to have the herb. The odds of finding a herb are given in the availability section. Provided you are in the right season, the right locale and the right climate, this is the percentage chance that the herb will be found during one day (12 hours) of searching. After this roll is made, if the herb is found roll 1d12 to determine how many hours it took. Sometimes you will be lucky and find it much quicker than others.



It is also possible to purchase herbs. If you are in the right locale, and climate the chance of finding the herb available for sale is identical to the chance of finding it in the wild, provided you are in a large city or a castle. However it only takes 1d6 x 10 minutes to find. The following modifiers to the chance of finding the herb in other environments are as follows. These modifiers are cumulative.



Condition�Modifier��PCs are in a city or a castle:�no modifier��PCs are in a town: �3/4��PCs are in a village:�1/2��PCs are more than 100 miles away from herbs source locale.�1/2��PCs are one climatic zone removed from herbs climatic zone:�1/2��PCs are two climatic zones removed from herbs climatic zone�1/4��PCs are three climatic zones removed from herbs climatic zone�1/8��PCs are four climatic zones removed from herbs climatic zone�1/16��

Say for example the Herbalist is attempting to purchase Albish Galingale in Axbridge.



The base chance of finding Albish Galingale is: 35%

The PCs are in a village, so the modifier is: 1/2 giving a chance of 17.5%

The PCs are in a temperate zone, which is two climatic zones removed from the Polar zone in which Albish Galingale is found (Temperate - Cold - Polar) so the modifier is: 1/4 giving a final chance of 4% (round down).



The price increases by the reverse factor.



Condition�Modifier��PCs are in a city or a castle:�no modifier��PCs are in a town: �1 1/2��PCs are in a village:�2��PCs are more than 100 miles away from herbs source locale.�2��PCs are one climatic zone removed from herbs climatic zone:�2��PCs are two climatic zones removed from herbs climatic zone�4��PCs are three climatic zones removed from herbs climatic zone�8��PCs are four climatic zones removed from herbs climatic zone�16��

The base cost of prepared Albish Galingale is: 1 Florin

The PCs are in a village, so the modifier is: 2 giving a cost of 2 Florins.

The PCs are in a temperate zone, which is two climatic zones removed from the Polar zone in which Albish Galingale is found (Temperate - Cold - Polar) so the modifier is: 4 giving a final cost of 8 Florins.



The GM should modify this cost due to circumstances. During times of plague, herbs that protect against it, are going to increase in price dramatically. 



2) After obtaining the herb, the next step is to prepare it. Some herbs require no preparation, others require a great deal. Follow the instructions contained in each herbs description. After the necessary time has elapsed the herb can be used.



3) Administer the herb. The herb should be administered in the way described (if there is one). Provided it is administered correctly, it is then necessary to make the HERBALISM check. You must roll equal to or under the Ability Check listed on d20, which will be your HERBALISM factor, normally with some sort of modifier. A 1 is always successful, a 20 always fails. Sometimes additional effects can occur when a 1 or a 20 is rolled.



The Ethos Of The Healer



The herbalist is dedicated to healing. This effects her life in many ways.



First of all, herbalists avoid killing wherever possible. This does not mean that they are passive. A herbalist may fight to protect herself, or to protect her friends, or for a cause she believes is just. But she will not kill as readily as other characters, and will do so with the greatest reluctance.



A herbalist tends to travel so they learn to defend themselves. But that is precisely what their skills teach them. They are quite good at defence, but not as good at attack. In addition a Herbalist in battle may choose to fight defensively. By doing this they may raise their Defence by 3, in exchange for not attacking in any round.



It has been mentioned that a herbalist may not use any edged weapon, except for a dagger. The theory is that they are less likely to kill with a blunt weapon than with an edged one. Of course, whether or not this theory is true, is another matter.



A herbalist is extremely unlikely to associate with an assassin. One is dedicated to the saving of life, the other to its taking. The circumstances that would lead a herbalist to adventure with an assassin would be strange indeed.



A herbalist is honour bound to attempt to aid any injured person. This does not extend to bandits who have just tried to kill the party, although some herbalists will still treat such a person. At the very least, a herbalist will seek a quick death for a person, rather than a slow lingering one.



The Ethos of the Herbalist is perhaps, best expressed in the Oath of Sycrata, Greatest Physician of Ancient Emphidor. Most Herbalists have, at some stage, sworn this oath.



“I do swear upon my Immortal Soul, dedicated to the memories of the Great Sycrata, and of the Holy Saviour. That I will be loyal to my chosen profession and just and generous to its members, that I will lead my life and practice my Art in honour and justice always. That in whatever house I enter, it shall be always for the good of the sick to the best of my ability. I will hold myself aloft from all evil, wrong and corruption, and from tempting others to such foul purposes. That I will use my art solely for the good and weal of my patients, and will give no herb for a criminal purpose, nor tolerate those who do. That nothing I learn in the performance of my duty as a healer shall be revealed except for the benefit of my patient. If I should ever break this oath, I court damnation of my eternal soul, but while I keep it, I shall prosper.”



Skills Of The Master Herbalist



A Herbalist who has achieved 8th rank begins to acquire special skills or talents. They select one of these skills or talents at 8th rank, then another at 9th rank and so on.



Master Of Defence

Rapid Healer

Master Physician

Apothecary



Master of Defence



Simply put, the Herbalist with this talent is extremely difficult to hit. It is, in many ways, the opposite of the Barbarians Bloodrage.



The Herbalist is able to transfer his entire ATTACK score to his DEFENCE. He thus ends up with an ATTACK of 0 and an extremely high DEFENCE. He discards his weapons, and blocks blows with his bare hands, and forearms. For example:



Frasier the 8th rank Herbalist is being attacked by a group of brigands. He doesn’t wish to hurt them so he goes into his attack stance. He throws down his staff, and takes up position.



Frasier normally has an ATTACK of 14 and a DEFENCE of 10. Once he takes up his stance, his ATTACK is 0, but his DEFENCE is 24. He is incredibly difficult to hit.



The disadvantage of the manoeuvre is that once it is chosen, no attack is possible, without large penalties. If Frasier decided to switch back to an attacking position, he must recover his weapon, and then he will still fight with an ATTACK penalty of 4, until he makes a successful Strength check. In addition, he has so confused his body, that he must make a Reflexes check each round. Until he succeeds he has a DEFENCE penalty of 3 as well! So after stepping back into the attack, he will initially have a ATTACK of 10 and a DEFENCE of 7 - meaning that he is fighting no better than he did at 1st rank.



Rapid Healer



The Rapid Healer talent is very simple. Instead of having to wait four days before she recovers from wounds, the Herbalist will begin to recover after two days, and will gain one and a half times (rounding down) her rank each day until fully recovered.



Master Physician



The Master Physician has a chance equal to his HERBALISM factor of identifying any disease that he encounters, and being able to identify the correct herbal treatment for it, if one exists. 



Apothecarist



The Herbalist acquires the ability to manufacture the following Herbal ‘potions’. Potion of Strength, Potion of Healing, or Theriac. These are not magical, but herbal and have the same effect as the Magical potions of the same name, but may be manufactured without a laboratory, and at half the cost of a magical potion. It still takes the same amount of time and effort however, and for a Sorcerer to create a potion.



In addition, the Apothecarist has a chance equal to half his HERBALISM factor (rounded down) of identifying the components of any herbal concoction, including poisons simply by sipping them. They can take such a small sip, that they will normally not be affected by the concoction.



�Stats For The Average Herbalist



Rank�Scores�������1st�ATTACK�11�MAGICAL DEFENCE�4�STEALTH�14���DEFENCE�7�HERBALISM�12�PERCEPTION�5���Health Points:�1d6+6���EVASION�3����������2nd�ATTACK�11�MAGICAL DEFENCE�5�STEALTH�14���DEFENCE�7�HERBALISM�13�PERCEPTION�5���Health Points:�1d6+7���EVASION�3����������3rd�ATTACK�12�MAGICAL DEFENCE�6�STEALTH�14���DEFENCE�8�HERBALISM�13�PERCEPTION�5���Health Points:�1d6+7���EVASION�3����������4th�ATTACK�12�MAGICAL DEFENCE�7�STEALTH�15���DEFENCE�8�HERBALISM�14�PERCEPTION�8���Health Points:�1d6+8���EVASION�3����������5th�ATTACK�13�MAGICAL DEFENCE�8�STEALTH�15���DEFENCE�9�HERBALISM�14�PERCEPTION�8���Health Points:�1d6+8���EVASION�4����������6th�ATTACK�13�MAGICAL DEFENCE�9�STEALTH�15���DEFENCE�9�HERBALISM�15�PERCEPTION�8���Health Points:�1d6+9���EVASION�4����������7th�ATTACK�14�MAGICAL DEFENCE�10�STEALTH�15���DEFENCE�10�HERBALISM�15�PERCEPTION�8���Health Points:�1d6+9���EVASION�4����������8th�ATTACK�14�MAGICAL DEFENCE�11�STEALTH�16���DEFENCE�10�HERBALISM�16�PERCEPTION�10���Health Points:�1d6+10���EVASION�4����������9th�ATTACK�15�MAGICAL DEFENCE�12�STEALTH�16���DEFENCE�11�HERBALISM�16�PERCEPTION�10���Health Points:�1d6+10���EVASION�5����������10th�ATTACK�15�MAGICAL DEFENCE�13�STEALTH�16���DEFENCE�11�HERBALISM�17�PERCEPTION�10���Health Points:�1d6+11���EVASION�5����������11th�ATTACK�16�MAGICAL DEFENCE�14�STEALTH�16���DEFENCE�12�HERBALISM�17�PERCEPTION�10���Health Points:�1d6+11���EVASION�5����������12th�ATTACK�16�MAGICAL DEFENCE�15�STEALTH�17���DEFENCE�12�HERBALISM�18�PERCEPTION�13���Health Points:�1d6+12���EVASION�5��

Mystics And Herbalism



Mystics can also use Herbalism skills but with nowhere the efficiency or talent of a Herbalist. The Mystic begins with a HERBALISM factor of 8 (subject to the normal modifiers) and this increase by 1 every four ranks (at 4th, 8th, 12th etc). They also only have 1/2 the chance of finding any herb in the wild, and will take twice as long (when a herb is found roll 2d12 instead of 1d12 to determine the amount of time it took. Mystics are simply dabblers in Herbalism, but even dabblers can be useful.



Determining Background for Herbalist Characters



This section is an expansion of ‘Chapter 7: In the Beginning’ from The Lands of Legend. The table below is an expansion of Background Table 1 contained on page 145-146 of that book, and is specific to Herbalist characters.



Parent’s Class�HERBALIST��Nobility�01-05��Gentry�06-11��   Craft1�12-14��   Profession2�15-28��   Trade3�29-40��   Menial�41-43��   Riffraff�44-50��Merchant�51-53��Entertainer �54��Freeman4�55-57��Serf�58-60��Cottar�61-63��Slave�64��Charcoal Burner�65��Tamorian Cataphract5�66-70��Marijah Assassin�-��Clan of Harbingers�-��Krarth Magi�71��Order of Sycrata6�72-99��Other (GM’s Choice)7�100��1. Refer to background Subtable 1a (Lands of Legend, page 147)

2. 30% of these will automatically be Herbalists. If they are not refer to background Subtable 1b (Lands of Legend, page 147)

3. Refer to background Subtable 1a (Lands of Legend, page 148)

4. Refer to background Subtable 1a (Lands of Legend, pages 148-149)

5. Since Sir Aradax Seltar, a great Cataphract Knight, joined the Order of Sycrata, after his time in the Crusades, it has become acceptable (although still unusual) for the sons and daughters of Cataphract Knights to join the Order.

6. The Order Of Sycrata dates back at least one and a half thousands years, to the late Golden Age of Ancient Emphidor. Sycrata was a physician and a philosopher, who taught the arts of Herbalism to many people. His teachings have survived kept alive by his order. The Order is non secular, it’s member are free to follow any religion they choose. Over the last 1000 years, the Order in the northern lands of Legend has splintered until it exists only as small numbers of people passing lore from one to another. The Order has a large following in the Ta’ashim lands and indeed many Knights returning from Crusade tell of their wounds being treated by such people, whose skill appears to exceed that of the Northern Lands. One of these is Sir Aradax Seltar, a Cataphract Knight, head of one of the oldest Selentine Clans, and a Senator-Elect to the Imperial Senate in Tamor, has taken it upon himself to expand the Northern Order, so that it might one day rival its southern cousin. He is attempting to gain Imperial permission to found a University in Tamor for the purposes of teaching medicine.

7. Refer to note 5, page 145, The Lands of Legend.





Nationality and Native Tongue



It is possible for a Herbalist to come from anywhere in Legend, although those who are descended from members of the Order of Sycrata, are likely to come from the New Selentine Empire or the Ta’ashim Lands.



Characters should roll on the tables on page 155 of The Lands of Legend to determine whether or not they speak a second language. A notable exception are members of the Order of Sycrata, who automatically know Ancient Emphidian, and its script, as this is part of their training. All of their Herbals are written in Ancient Emphidian, except for a recent Angate translation by Sir Aradax Seltar (the document you have in your hands, actually). Beyond this the character has the same chance as any other to know additional languages and scripts.

 

Notes On Climatic Zones



Each herb has the climatic zone or zones in which it can be found as part of its description. Legend can be assumed to be divided into five climatic zones :- Tropical, Subtropical, Temperate, Cold and Polar. A few notes are below in order to help the GM determine which zone a given section of Legend falls into.



Tropical: the tropical regions are those located  close to the equator. They typically have an average annual and monthly temperature of around of over 20(C (68(F). They also have a tendency to have wet summers and drier winters, as you get towards their boundaries. On Earth the Tropical region may be considered to be approximately 12( north and south of the equator. Most of Mungoda is tropical.

Subtropical: the subtropics typically have anywhere from 4 - 11 months with temperatures of over 20(C (68(F) with the balance of the year having temperatures of between 10 - 20 (C  (50 - 68 (F). It extends roughly between latitudes 12 - 25(. Emphidor and Molasaria may both be assumed to fall into this area.

Temperate: the temperate regions are anywhere which has 4 - 12 months with temperatures between 10 - 20 (C (50 - 68 (F) and the rest of the year is colder. For convenience they can be considered to lie between latitudes of 25 - 45(. Albion, Chaubrette, Algandy, Kurland, and the New Selentine Empire are all located in the temperate zone.

Cold:  A cold region has 1 - 4 months with a temperature of between 10 - 20 (C (50 - 68 (F)  with the rest of the year being colder. It can be considered to fall between 45 - 65( latitude. Mercania, Thuland, Glissom and Ereworn are all cold areas.

Polar: The polar regions have a year round average temperature of less than 10 (C (50 (F). They lie above latitudes of 65(. The Gnawing Waste, north eastern Krarth, the Kingdom of Wyrd, and most of the Isle of Yggdras are in this region. In addition, the tundra of northern Glissom, and may be considered Polar.



For more details on climatic zones in Legend, see maps on pages 164-167 of The Lands Of Legend.



The above is a guide for game purposes only and is not absolutely accurate, geographically speaking. It must also be remembered that other factors, such as elevation above sea level, the location of rain shadows, ocean currents etc, also effect climate. Also, I have limited the number of climatic zones to the ones above, and there are many others. Some of the herbs may be found in a ‘tropical desert’. Under those circumstances it should be inferred that the herb is found in hot deserts, not that these deserts have ‘wet summers’. 



�Notes On Locales



One of the more important pieces of information contained in the description of each herb is the locale where it is found. A brief description of what I mean by each locale is outlined below in order to help you determine into which locale each area of your Legend fits. The maps contained on pages 164-167, and pages 260-263 of The Lands of Legend are also useful for this purpose.



Coastal: These are the regions that lie near the sea, oceans, or possibly near large inland salt-water lakes. As a rule of thumb, I assume that the coastal regions can extend up to five miles inland, although this may vary from place to place.

Desert: Most deserts are very hot, but there are also cool deserts. A desert is normally defined as any area that receives, on average, less than 10 inches of rain a year, but for game purposes may be assumed to be any area that is very dry, without recourse to such official formulae. Northern Mungodas’ Desert of Songs, and the Kaikahuran Desert are the most prominent deserts in Legend, but there are others.

Forest: A forest is any area that is heavily covered with trees. There are both large forests, which may cover vast areas, or small forests. In medieval times, forests covered a much larger area of the world than they do today.

Grassland: These areas, while mostly untouched by agriculture contain very few large tress. Instead they are mostly covered with grass, hence their name.

Hills: A hill is a relatively small raised area of land. They are often found at the foot of mountains, but may exist in their own right, separate from the surrounding landscape.

Jungle: Similar to a forest, but normally thicker in nature, and found in more tropical environments. The Amazon is a perfect example of a jungle environment.

Mountains: Very large, raised areas of land, often found at the borders of continental shelves. A notable feature of mountains is that they are, due to their height, often much colder than the surrounding land. Another feature is the rain shadow phenomena. It may rain very heavily on one side of a mountain, but not at all on the other.

Rivers: A river is a flowing stream of (normally) fresh water which runs to the sea. Rivers can be large or very small, local creeks.

Rural: This describes farmland, land that has been turned over to agriculture, but is only sparsely settled.

Special: Where this is listed as the locale, read the description of the herb for more details.

Swamp: Areas of very moist soil. The Cosh Goyopë of Mungoda is a good example.

Underworld: By Underworld, I refer to large underground complexes. It might also be assumed that the herbs may grow in smaller complexes, but I do not recommend it.

Urban: Any area that is widely settled, such as towns, villages or cities.

Volcanoes: When a herb is said to grow in this locale, it may grow actually within the mouth of the volcano, or merely on its sides (GMs discretion, unless the description makes it clear).

Wasteland: This is the hardest area to describe. A wasteland may have once been any type of land, but has now been rendered totally inhospitable perhaps by some great disaster. Much of Krarth will fit this description.



THIS IS A GUIDE FOR GAME PURPOSES ONLY. DO NOT UNDER ANY CIRCUMSTANCES, USE ANY OF THE HERBS CONTAINED IN THIS GUIDE FOR ANY REAL LIFE PURPOSE WITHOUT CONSULTATION WITH AN EXPERT ON HERBS AND THEIR EFFECTS.

�The Herbal



ADDER’S TONGUE 

Available:�Spring 10%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�3 days��Cost:�1F/ 3F��Uses:�1��Ability Check:�HERBALISM -2��The herb has one leaf which grows from a stalk about fifteen centimetres from the ground. It’s appearance gives it its name. The leaf must be boiled in olive oil and set in the sun for three days. At the end of that time the infusion can be used as a balm for wounds. In the event that the wound is infected the balm will draw out the infection within one day. However for that one day the damage caused by the infection will be twice as severe. If the wound is not infected the balm will increase the rate of healing by 1 hp for that day.



AGRIMONY 

Available:�Summer 30%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 week��Cost:�5P/ 7P��Uses:�3��Ability Check:�HERBALISM��Agrimony reaches a height of 30 to 60 cm. It has leaves up to 18 cm long, which are serrated, green on top and white underneath. It has yellow flowers with five petals which are arranged in a spike on top of the stem. Its dried leaves must be boiled in a pint of red wine for five minutes, and then left to stand for an hour. It should then be used on sprains and bruises in a compress. A successful application will cure sprains and bruises in half the normal time. Agrimony was also believed to produce very heavy sleep if placed beneath a persons head, so deep that the person could not be woken until it was removed. At the GMs discretion agrimony may have this effect, but it must be assumed to be a weak poison. (Roll Strength or under on 2d6 to resist effect.)

‘If It is leyed under mann’s head,

He shal sleepyn as he were dead;

He shall never drede na wakyn

Till fro under his head it be taken’

								Traditional English Rhyme



ALBISH GALINGALE 

Available:�Spring, Summer 35%��Temperate:�Polar��Locale:�Forest��Preparation:�1 week��Cost:�5P/ 1F��Uses:�5��Ability Check:�HERBALISM -4��Albish Galingale grows to about four feet in height. It has a triangular stem on which grows a tuft of grass like flowers. The roots are boiled and left to stand for a week and the resulting decoction is then drunk. This herb increases the flow of blood. This is very useful when a person is cold. However if a person is bleeding, either internally or externally, or is wounded it will double the speed of loss of blood. Its effect lasts 1d6+1 hours.



�ALKANET 

Available:�Summer 30%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�5P/ 5P��Uses:�1��Ability Check:�HERBALISM -4��This plant has a thick red root, narrow hairy leaves, and small red or blue flowers. The root can be eaten directly upon being drawn out of the ground but will only keep for a week or so. The herb allows a -1 bonus to any check versus ingested poisons for 1d8 hours after eating.



ALOE 

Available:�Autumn, Winter 55%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�none��Cost:�1P/ 1P ��Uses:�2��Ability Check:�HERBALISM ��The leaf of Aloe applied to a wound, will double the natural healing rate of burns and minor cuts. 



ANGELICA

Available:�Summer 30%��Climatic Zone:�Temperate��Locale:�Mountains��Preparation:�1 hour��Cost:�2P/ 5P��Uses:�2��Ability Check:�HERBALISM -3��Angelica’s root should be boiled in water for an hour and then drunk in order to relieve coughs.  The plant can grow to a height of eight feet. It has a hollow stem and has large, broad pointed leaves at the base of the stem. It has a cluster of white or pink flowers at the top of the stem. The herbs does not in any way act as a cure for any disease causing a cough, it merely reduces the amount of coughing.



ANISE

Available:�Summer 25%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�10 minutes��Cost:�5P/ 7P��Uses:�5��Ability Check:�HERBALISM -6��Anise grows to height of about 60 cm, and is distinguished by its unusual leaf formation. At its base, the leaves are heart shaped and toothed, but as we progress up the stalk they are small and feathery. It has delicate white flowers which ripen in summer to produce small ridged seeds. These seeds should be crushed and left to stew for ten minutes in boiling water. The resultant mixture should then be strained and drunk as desired (it will keep for up to 3 months). A successful application will relieve hiccups.



�ARNICA

Available:�Summer 25%��Climatic Zone:�Temperate, Cold��Locale:�Mountains��Preparation:�none��Cost:�1F/ 1F��Uses:�1��Ability Check:�HERBALISM - 6��This plant grows to a height of about 50 cm. It has a hairy stem on which its leaves are arranged in pairs. It has orange flowers. These flowers should be plucked and dried, and then boiled in a litre of beer. This should be applied to a compress which is wrapped around a bruise. A successful application will cause the bruise to fade within one day. The pollen of the flowers if inhaled will cause uncontrollable sneezing. A phial of arnica carried in a persons pocket is also reputed to help a person quit smoking. 



ASARABACCA 

Available:�Spring 10%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 day��Cost:�3F/ 7F��Uses:�2��Ability Check:�HERBALISM -6��Asarabacca is a creeping vine with many small leaves each on their own small stalk. It also has small purple flowers. These flowers must be brewed up on a fire and left to stand. When administered successfully to someone, they must make a check against normal poison (roll Strength or under on 3d6) or be rendered docile, and incapable of violence for 3d8 hours. The brew has a distinctive purple colour, and bitter taste, so to be given secretly in food, the food must be able to hide these attributes.



ASH

Available:�Spring 50%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 day��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM -4��The bark of the ash tree must be stripped from its branches and boiled in clear water for one day. It should then be drunk as a cure for fevers, especially those caused by diseases such as malaria. It does not cure the cause of the fever but merely brings it under control within 2d6 hours. The ash tree is sacred to worshipers of Thor (fairly prominent in Mercania), who use its wood to make spears. The wood of the ash tree could possibly be used as an essential item in the manufacture of magical spears. Ash leaves should be boiled in water and drunk as a cure for the poison of viper bites (cures poison in 2d6 x 10 minutes, any damage already incurred remains). The ash tree has ash grey bark, and black buds. Its flowers have no petals. Ash trees are also by tradition used to make stakes for the purposes of killing vampires. This belief stems from the days of the Selentine Empire, when the great orator Telinus wrote that all evil things feared Ashwood.



�BALM

Available:�Summer 20%��Climatic Zone:�Subtropical��Locale:�Forest��Preparation:�1 hour��Cost:�9P/ 1F��Uses:�4��Ability Check:�HERBALISM -4��Balm is a plant normally under a metre tall with squarish stems. It has oval, serrated leaves. It has small flowers which can be any shade from white to blue, which form small clusters at the base of the leaves. The herb should be boiled and given to women suffering menstrual pains.



BARBERRY

Available:�Summer 20%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�3 hours��Cost:�1F/ 2F��Uses:�2��Ability Check:�HERBALISM -11��The Barberry plant has sharp thorns on its twigs. It can obtain a height in excess of two and a half metres. It has roughly oval shaped leaves, which are smooth with toothed edges. It has pale yellow flowers which produce oval red berries, with a small black dot at their tip. Barberries should be ground up in cold water and be left to stand in cold water, and then boiled quickly. This mixture should be drunk as a cure for liver disorders such as jaundice. If successfully administered the cure should take effect within two weeks. However three failed applications mean that there is never any hope of cure by this method.



BASE MULLEIN

Available:�Always 90%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�5P/ 5P��Uses:�1��Ability Check:�HERBALISM��Base Mullein is very easily found due to the fact that its flower stalks often obtain a height of two and a half metres or more. Its clear yellow flowers cover about the top metre of the stalk, and form a long funnel about 3 to 5 cm in diameter. If the leaves of this herb are applied to a burn within one hour, it will reduce the damage taken from the burn, by half.



BASIL

Available:�Summer 30%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�5P/ 5P��Uses:�1��Ability Check:�HERBALISM -3��Basil must be used almost immediately on being picked. The leaves should be applied to the bite of a venomous creature, and it will then have the effect of drawing out the poison. It will give a bonus of -4 to any check versus poison, or if the check has already been made and failed, it will allow a second check at normal values. Any damage already sustained will remain. The herb has one upright stalk, and small white flowers.



BILBERRY

Available:�Spring 1%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�15 days��Cost:�100F/ 600F��Uses:�1��Ability Check:�HERBALISM -13��Bilberries are small black berries. They must be mixed with pure alcohol and left to stand for fifteen days, at the end of which time they must be drunk. A successful application will give a human Elfsight permanently (see Out of the Shadows, page 39) but a failed application means that it functions merely as a strong poison.



BISHOP’S WEED

Available:�Summer 45%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�3 weeks��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM -6��Bishop’s weed is a small plant with pale blue flowers, and small pale green leaves. This herb will protect people from The Black Death (reduces the chance by a quarter). It is drunk in wine, and is effective for one week. In plague years, its price increases rapidly.



BLACKBERRY

Available:�Spring 65%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�2P/ 2P��Uses:�1��Ability Check:�HERBALISM -2��The leaves of these small black berries should be crushed and applied to small wounds, where they can stop minor bleeding very quickly (within one round). 



BORAGE

Available:�Spring 30%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�5 days��Cost:�2P/ 2F��Uses:�1��Ability Check:�HERBALISM -3��This plant has hollow, hairy cylindrical stalks which grow to a height of about 50 cm. It has drooping flowers, red or blue in colour, which are shaped as a five pointed star at the top of the stem. The dried herb should be boiled in water and the infusion drunk. It is used to cure minor fevers such as those caused by chills, and influenza. It will relieve the fever in 1d3 hours.



�BULL-RUSH

Available:�Always 55%��Climatic Zone:�Temperate, Subtropical��Locale:�Swamp��Preparation:�3 days��Cost:�1P/ 2P��Uses:�2��Ability Check:�HERBALISM +3��Bull-rushes are tall straight stemmed plants with many small flowers at the top of the stalk. These flowers must be ground into an ointment which is applied to a persons eyes or tongue. This herb will put someone to sleep for 3d12 hours. A roll of 1 on the ability check will put the person into a coma.



BURDOCK

Available:�Spring 35%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 day��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -6��This plant grows to about 1 metre tall. It has huge leaves with a whitish underside, and purple flours. Its root must be boiled in water and then the root eaten and the water drunk as a cure for the pox. The person will be cured within a week.



‘They are Burrs, I can tell you, they’ll stick where they are thrown.’

						William Shakespeare ‘Troilus and Cressida’



CALAMUS

Available:�Spring, Summer 15%��Climatic Zone:�Temperate��Locale:�Swamp��Preparation:�1 day��Cost:�1F/ 3F ��Uses:�1��Ability Check:�HERBALISM -14��This rush grows in small grassy clumps. It can grow from about 80 cm to 2m in height and has very small yellow green flowers that jut out from the stem. The leaves are long, thin and light green in colour and smells faintly sweet. The root is white with a red brown peel. The root must be peeled and boiled in fresh water within a day of being picked, and should then be drunk by the recipient. Provided no permanent physical damage has been done to the person hearing organs, the herb may restore some small measure of hearing to a totally deaf person, perhaps 10% of normal hearing. In addition the herb has been reported to have aphrodisiac qualities (GMs discretion) and was used by certain people of the Mungoda, and the New World to make their dogs fierce.



�CAT’S TAIL

Available:�Summer 75%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 week��Cost:�3P/ 1F��Uses:�1��Ability Check:�HERBALISM -6��Cat’s tail is a small plant with long thin spear shaped leaves rising from its base, and a single long, thin, soft flower at the top of the stalk. This herb when made into a salve, will heal all damage to a person’s heel.



CHAMOMILE

Available:�Spring, Summer 30%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�Negligible��Cost:�5P/ 5P��Uses:�1��Ability Check:�HERBALISM -3��This plant can grow up to 60 cm tall, and has a branched stem. It has few leaves, and these are finely divided. The flower heads have yellow centres which are domed in shape with a hollow at their very centre. The petals of this plant bend backwards towards the stem. The flowers from a single plant must be immersed in boiling water and the resultant drink consumed. This drink is very bitter and is normally mixed with honey but this is unnecessary.  The drink will last for approximately 2 months after manufacture, while the leaves can be dried, and will then keep for up to three years. A successful use of this herb will have a calming effect on the consumer.



CHERVIL

Available:�Always 10%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�none��Cost:�2F/ 2F��Uses:�1��Ability Check:�HERBALISM -5��Chervil is used to dissolve blood clots, which can help to prevent complications caused by injury. The clots are dissolved within 1d3 turns. 



CINQUEFOIL

Available:�Summer 10%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 hour��Cost:�2F/ 3F��Uses:�1��Ability Check:�HERBALISM -5��This plant creeps along the ground on long slender stringlike stalks. It has five or seven part leaves, and small yellow flowers. The stalks must be boiled in white wine or vinegar and then drunk. The herb will then act as an aphrodisiac, and increase the recipients Looks by 1 for 1d4 hours.



�COLEWORT

Available:�Spring, Summer 70%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�none��Cost:�5P/ 5P��Uses:�1��Ability Check:�HERBALISM -4��Colewort is a small plant with a single large glossy leaf, and small white flowers with four petals. Anyone who chews on the flowers before drinking will remain sober for the entire evening. Its effects protect only against alcohol, and not against any other drug or toxin.



COLTSFOOT 

Available:�Spring, Summer 25%��Climatic Zone:�Temperate��Locale:�Mountains��Preparation:�1 hour��Cost:�7P/ 1F��Uses:�1��Ability Check:�HERBALISM -5��The plant has a single golden yellow flower borne at the top of a fifteen tall stem with long pinkish woolly scales. These flowers are crushed and mixed with honey, and applied as a poultice to infected wounds in a effort to draw out the infection. It does not cure any damage.



COMFREY

Available:�Spring 50%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 day��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -5��Comfrey grows to a height of up to 1 metre. It has stiff, angular and hollow stalks which are covered with rough hairs. It has pink, mauve white or cream flowers. Its thick black root is the portion used in Herbalism. It should be boiled and wrapped in a poultice which is then wrapped around a broken limb and increases the speed of healing by fifty percent. It can also be used in a bath by women in order to give the impression that they are virgins on their wedding nights.  



COW PARSNIP 

Available:�Always 45%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�6 weeks��Cost:�1F/ 4F��Uses:�7��Ability Check:�HERBALISM -6��Cow parsnip has small leaves covered with tiny hairs. These hairs must be made into a salve. Cow parsnip will cure madness for a short period (a few hours). Repeated application over a two week period may (GMs discretion) cure insanity altogether.



�COW-WHEAT

Available:�Summer 50%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�1 week��Cost:�5P/ 1F��Uses:�2��Ability Check:�HERBALISM��Cow wheat is a small straight stemmed yellow-green plant. Its pale yellow flowers produce a white powder when crushed, between two hands. If this powder is placed into food or drink it will cause a person to act as if drunk. The effect of this herb is cumulative.



DARNELL

Available:�Autumn 40%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�2 weeks��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -2��These tiny yellow flowers will, if eaten, cause dimness of the sight for several hours. This dimness means that in full light the character will see as if on a moonlit night. This herb does effect those with Elfsight or Panoptical vision (see Out of the Shadows, page 39).



DASWOOD

Available:�Always 10%��Climatic Zone:�Subtropical��Locale:�Rural��Preparation:�1 hour��Cost:�1F/ 12P��Uses:�2��Ability Check:�HERBALISM -4��The dark chocolate brown bark of this small fast growing tree, may be eaten in order to allow a person to remain awake for one whole week, without the need for sleep. At the end of this period, they will collapse, absolutely exhausted for four days, and will capable of only half movement for a further week after that.



DEADLY-NIGHTSHADE

Available:�Summer 75%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 week��Cost:�1F/ 2F��Uses:�4��Ability Check:�HERBALISM +3��This plant can grow up to five feet tall. It has soft green spreading leaves, and purple flowers and berries. The berries must be left to stand in water for a week and the distillation drunk. Deadly nightshade will put someone to sleep for 4d8 hours. They cannot be woken. A roll of 1 will kill them, a roll of 20 will render them insane.



�DITTANY

Available:�Summer, Autumn 55%��Climatic Zone:�Temperate��Locale:�Rivers��Preparation:�2 weeks��Cost:�3P/ 1F��Uses:�3��Ability Check:�HERBALISM��This herb grows fifteen to twenty centimetres tall, and has square stalks and sort round leaves. The leaves must be dried for two weeks and then be boiled in ale or wine. It is then applied as a lotion. Dittany can be used to draw splinter and bone fragments from a wound. It is also an effective antiseptic for cleaning wounds, and can therefore prevent infections caused by dirty water etc.



DOG ROSE

Available:�Summer, Autumn 70%��Climatic Zone:�Temperate��Locale:�Rural, Urban��Preparation:�2 weeks��Cost:�1P/ 3P��Uses:�10��Ability Check:�HERBALISM��The dog rose grows to about ten feet in height and has very sharp thorns. In spring and early summer it has pale pick flowers which turn into vivid orange seed pods at the end of summer. These pods must be dried and then eaten at the rate of one per three days to avoid scurvy in environments where this disease is common (ie, on long ocean voyages.) Certain cultures believe that placing a dog rose in a coffin prevents the body within from rising as undead.



DRAAF

Available:�Spring 60%��Climatic Zone:�Subtropical��Locale:�Coastal��Preparation:�none��Cost:�1P/ 1P��Uses:�1��Ability Check:�HERBALISM -4��The leaves of Draaf must be eaten in order to restore 1d3 health points, as long as they are eaten within 10 minutes of the damage being inflicted. 



DRAGONWORT

Available:�Spring 25%��Climatic Zone:�Cold��Locale:�Mountains��Preparation:�3 days��Cost:�20F/ 50F��Uses:�1��Ability Check:�HERBALISM��This plant has a gnarled, erect and cylindrical stem. It has wavy leaves, dark green on top, bluish green underneath. It has pink flowers that cluster in a spike at the top of the stem. The root of this herb should be boiled over a low heat for three days, and the infusion drunk by people with the pox and the Black Death in order to effect a cure. The value of this herb increases greatly in times of plague.



�DWARF MALLOW

Available:�Spring 10%��Climatic Zone:�Temperate��Locale:�Swamp��Preparation:�none��Cost:�1F / 3F��Uses:�1��Ability Check:�HERBALISM -2��This small plant has a single primary stem from which other, shorter stems ending either with leaves or with small pick flowers. These flowers when crushed and mixed with honey and salt into a poultice will relieve the pain of bee stings on a successful application. In addition the crushed flower may be mixed with oil and smothered onto the body in which case, no bees will approach for 1d4 + 2 hours. At the GMs discretion, this effect may extend to other small insects.



ELECAMPANE

Available:�Winter, Spring 15%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�1P/ 1P��Uses:�1��Ability Check:�HERBALISM��This plant has a thick root, with leaves that are white on the bottom and green on top, as well as showy yellow flowers. The root may be eaten in which case it will cause the recipient to vomit. This effect, while useful in removing ingested poisons from the system, will leave the recipient weak (-1d4 to Strength for 2d6 hours). For this reason it may be used as a mildly debilitating poison.



FENNEL

Available:�Autumn 20%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�2 weeks��Cost:�1P/ 5P��Uses:�1��Ability Check:�HERBALISM��Fennel has thick stems, and bright green, lacy leaves and routinely grows to about 1.2 metres in height. (There is a rare form which has a bronze stem. In terms of its use, it is identical to the common fennel). In summer it has golden, yellow flowers. These flowers turn to seed in early Autumn. The seed heads must be harvested and left until the seeds separate from them. The seeds may then be mixed with boiling water to make a tea. This tea has the effect of relieving hunger pains in the recipient for 2d8 hours, However it does not in anyway act as a substitute for food, and any damage due to starvation will still occur.



FETHERFEW

Available:�Summer 65%��Climatic Zone:�Temperate, Subtropical��Locale:�Forest��Preparation:�3 weeks��Cost:�5P/ 1F��Uses:�3��Ability Check:�HERBALISM +3��This herb grows to about 18 inches in height. It has many small white flowers. The flowers must be dried and then boiled in white wine. The resulting mixture must be drunk. This herb will remove the effects of vertigo from a person for up to twelve hours. It does this by stabilising the persons inner ear.



FLOURE-DE-LUCE

Available:�Always 60%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�3 weeks��Cost:�1F/ 3F��Uses:�2��Ability Check:�HERBALISM��The Floure-De-Luce is also known as the Blue Flag. It has broad and flat leaves shaped rather like a sword. The flowers are purplish blue and the roots which tend to stretch themselves along the surface of the ground are reddish brown on the outside. The root must be mashed and boiled in water and left to stand for at least twenty days before drinking. This herb removes bruises from a body very quickly (within 1d4 hours).



GADJIANI

Available:�Summer 10%��Climatic Zone:�Subtropical��Locale:�Rural��Preparation:�1 hour��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM -4��The ground and powdered root of this small, almost flat plant will, if eaten, increase the efficiency of all a persons five senses by 5 times for a period of 2d6 hours. They will be able to see five times as far, and things five times as small, track by scent alone, hear the smallest sounds, and even taste many poisons on their tongues. A side effect is that they are also five times as susceptible to pain (for each hit point of damage the person must save vs Strength with a penalty of the amount of damage, ie if a person with a Strength of 15 take 6 points of damage, he must roll 9 or under on d20 or collapse in agony. If the person ever takes more damage than their Strength score while under the influence of this herb, they have a 95% (19 in 20) chance of instant death, just from the pain.



GARDEN FLAX

Available:�Spring, Summer 55%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�2 weeks��Cost:�1F/ 2F��Uses:�5��Ability Check:�HERBALISM +3��The brown seeds of this herb (which has deep blue flowers) if chewed remove all pain from a characters wounds. It will also prevent a character from feeling anything. He could walk through a fire and feel no pain. There is a 10% chance per hour that a character moving normally will suffer 1d2 hp damage, while under the influence of this herb. This occurs because the character doe not notice minor bruises or scratches. It was widely believed in medieval times that if the seeds of this plant were strewn across a vampires path the vampire would be unable to proceed further, until it had counted every seed. At the GMs discretion this may be a use for this herb in FRP campaigns.



�GOAT’S RUE

Available:�Summer 60%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�2 weeks��Cost:�1F/ 4F��Uses:�1��Ability Check:�HERBALISM -10��This herb will cure poison if ingested within one hour of the poisoning. Any damage already taken, including death, remains. Goat’s Rue grows to about 1 metre tall. It has hollow branches and pale whitish blue flowers that hang down in spikes. The flowers must be dried before use.



GOLDEN LUNGWORT

Available:�Summer 80%��Climatic Zone:�Temperate, Subtropical��Locale:�Forest��Preparation:�1 week��Cost:�2P/ 5P��Uses:�6��Ability Check:�HERBALISM -3��Golden lungwort has large oval leaves, covered with small hairs, and small pale blotches. It grows to a height of about 25 centimetres, and has small bell shaped flowers with five petals which change colour from pink, to mauve to blue. Flowers of different colours are often found on the same plant. This herb heals the ears of all aches and pains.



HARE’S EARS 

Available:�Summer 55%��Climatic Zone:�Temperate��Locale:�Mountains��Preparation:�2 weeks��Cost:�6P/ 1F��Uses:�3��Ability Check:�HERBALISM -6��This herb cures skin diseases.



HART’S TONGUE

Available:�Always 10%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�none��Cost:�4P/ 4P��Uses:�1��Ability Check:�HERBALISM -2��This fern resembles a deer’s tongue, hence its name. When a single frond is eaten, it serves to immediately decrease the recipients libido for 2d4 days. For this reason it is often of value to those undertaking a vow of celibacy, or who must be away from their loved ones. It does not diminish performance in any way, merely desire.



�HAWKWEED

Available:�Always 75%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�2 weeks��Cost:�1F/ 3F��Uses:�2��Ability Check:�HERBALISM��This herb increases a character eyesight for 1d4 x 10 minutes. They can see twice as far, and when in missile combat, all ranges are treated as if one less. Hawkweed has oval leaves, covered with small hairs on the underside, and green on the top. These leaves surround the plant at the base of the stem, and small yellow flowers tinged with red at the tips.



HENBANE

Available:�Summer, Autumn 90%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 week��Cost:�6P/ 2F��Uses:�3��Ability Check:�HERBALISM��This herb will reduce the effects of poison weapons, but only if taken before the weapon strikes. In the case of non fatal poisons the effect is completely nullified, but in the case of strong poisons, the only benefit is a -3 bonus to checks versus poison. Henbane has large, thick, soft woolly leaves, and thick stalks about 50 to 80 cm tall. It has hollow pale yellow flowers at the top of the stalk. Either the seed or the flowers must be dried and then eaten. The effect last 1d8 hours.  



HOREHOUND

Available:�Summer 90%��Climatic Zone:�Temperate��Locale:�Coastal��Preparation:�4 weeks��Cost:�2P/ 1F��Uses:�3��Ability Check:�HERBALISM -2��This plant has angular greyish stems and grows to a height of three feet. It has oval shaped tooth edged, ash green leaves. It has small creamy white flowers which group at the base of the leaves. This herb will cause the recipient to vomit up any poison in their system. It is effective only against ingested poisons. The  person will be incapacitated by nausea for 1-3 days. In the case of a strong poison, the herb can be effective only if successfully administered within one minute, and they will be incapacitated for the full three day period.



JUNIPER 

Available:�Summer 20%��Climatic Zone:�Temperate, Subtropical��Locale:�Mountains��Preparation:�Negligible��Cost:�5F/ 5F��Uses:�10��Ability Check:�HERBALISM -8��The Juniper tree can grow up to three metres in height. It is an evergreen, which has prickly stiff foliage. The berries appear in early summer, but take three years to ripen to the stage where they are useful. Unripe berries are green, ripe ones are bluish-black in colour. Because of this rather long period of ripening, it is wise to never denude a tree of berries. A normal sized tree will have between 100 and 200 ripe berries. 15 of these berries should be crushed and mixed with boiling water. When the liquid has cooled, the infusion should then be drunk in order to relieve muscle pains for 3d4 hours. This liquid will only keep for a month under normal conditions, but can be mixed with an alcoholic spirit to increase its lifespan indefinitely. According to some gipsy traditions, a sprig of juniper kept in a house would protect the inhabitants from vampire attacks. This may actually work at the GMs discretion.



KESAL 

Available:�Autumn, Spring, Summer 10%��Climatic Zone:�Subtropical��Locale:�Coastal��Preparation:�2 hours��Cost:�1F/ 2F��Uses:�7��Ability Check:�HERBALISM -3��A rugged thorny plant found by the sea. The leaves must be boiled for two hours in salt water, and the resultant mix sweetened with honey. This mixture will act as a cure for certain types of ingested poisons (GMs discretion, as to which ones). The recipient must be made to drink one dose immediately the mixture is ready, and then a further dose every twelve hours for three days (7 doses in all). If the number of successful applications is four or more, the patient will recover.



LAND CALTROPS

Available:�Summer 60%��Climatic Zone:�Tropical��Locale:�Forest��Preparation:�2 weeks��Cost:�5P/ 1F��Uses:�1��Ability Check:�HERBALISM -1��If applied to a snake bite within one turn, it will draw out the poison. Some very venomous snakes give bites that are incurable by this method, and so the herb has no effect against ‘instant death’ poisons. It may (at the GMs discretion) provide protection against other, non-fatal animal poisons.)



LENIDIA

Available:�Summer 15%��Climatic Zone:�Subtropical��Locale:�Rural��Preparation:�1 hour��Cost:�1F/ 2F��Uses:�2��Ability Check:�HERBALISM -2��The red leaves of this unusually twisted tree should be burned and the smoke inhaled. This will have the effect of ‘dilating’ time (making it appear to pass slower.) For every minute experienced outside the influence of the herb, only thirty seconds will pass. A single dose is effective for 1d6 hours. Normally used by torturers to prolong agony, the leaves may also be used by  people who must think quickly. It does not increase the speed at which a person moves (Under it’s influence all movement will seem sluggish), and does not impart any bonuses in combat for this reason, (you may see the blow coming more easily, but you will still be unable to avoid it.)



�LEOPARD’S BANE

Available:�Summer 25%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�none��Cost:�1F/ 1F��Uses:�3��Ability Check:�HERBALISM��This is a poison that kills animals (but not monsters) that eat it, but has no effect on humanoids, demi-humans or humans.



LESSER CENTAURY

Available:�Summer 25%��Climatic Zone:�Temperate, Cold��Locale:�Mountains��Preparation:�none��Cost:�1F/ 1F��Uses:�1��Ability Check:�HERBALISM -3��This  plant has rosy-pink flowers, which are splayed out like a five pointed star. These flowers if eaten within one day of being picked will cause the recipient to vomit up any ingested poison within their body. The person will remain very weak for 1d3 days, can only move with great difficulty and is totally able to perform any useful actions. 



LUNGWORT 

Available:�Spring 10%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 day��Cost:�4P/ 1F��Uses:�3��Ability Check:�HERBALISM -9��This plant has broad leaves covered with dark spots, resembling diseased lungs. It is used in the treatment of diseased lungs, by boiling the leaves and drinking the infusion. The effect of a successful treatment is to render breathing easier and to clear fluids from the lungs caused by a whole array of diseases - pneumonia and tuberculosis to name but two. It does not actually cure the disease, but merely relieves this symptoms. With some diseases that alone can be the difference between life and death.



MAKEBATE

Available:�Always 35%��Climatic Zone:�Tropical, Subtropical��Locale:�Desert��Preparation:�2 weeks��Cost:�1F/ 2F��Uses:�2��Ability Check:�HERBALISM -3��This herb will counteract the poison of scorpions if taken within 2 turns of the bite. Any damage, including death, already taken will remain.



�MALVIDIA

Available:�Spring 10%��Climatic Zone:�Subtropical��Locale:�Rural��Preparation:�1 hour��Cost:�1 F/ 3F��Uses:�2��Ability Check:�HERBALISM -3��The golden flowers of this small yellow-green plant may be made into a poultice that is used to stop bleeding. One successful application will normally stop minor bleeding, or staunch the flow of major bleeding until it only minor (a second application will stop the bleeding altogether). This herb is often used by midwives to staunch the flow of vaginal bleeding after birth.



MANDRAKE

Available:�Spring 40%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�4 weeks��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM +1��This root of this herb sends the recipient to sleep. The sleep will last five hours, during which time the person cannot be woken except by a Antidote (Sorcerer, Level 4), Neutralise Toxin spell (Warlock, Level 4) or potion (ie Theriac). The root is said to bear a resemblance to the naked male form, hence its name. The plant has several dark green leaves which are about 30 cm long. The purple flowers of the plant are bell shaped. The root of the plant must be boiled on the night of a full moon and left to sit for an entire month before use. According to Kaikuhuran legend, the sun god, Ra, sent Mathor to Legend to punish mankind. Mathor’s slaughter was so intense, that Ra took pity on man, and forced Mathor to drink the blood of his victims mixed with Mandrake root. He fell asleep and when he awoke was unable to remember why he had come to earth, and so the slaughter was ended.



MARIGOLD

Available:�Spring, Summer 40%��Climatic Zone:�Temperate��Locale:�Rural, Urban��Preparation:�2 weeks��Cost:�6P/ 2F��Uses:�4��Ability Check:�HERBALISM -4��Marigold can grow to a height of two feet and has rows of flat orange and yellow petals around a central disc. These flowers must be dried and then mixed with olive or other vegetable oil to produce a soothing balm which will soothe and clean small wounds, in order to prevent infection.



�MARJEROME

Available:�Always 35%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�6 weeks��Cost:�1P/ 1F��Uses:�1��Ability Check:�HERBALISM -2��This herb removes the colour from the skin of a person who has had yellow jaundice. The herb has angular stems which grow to a height of around 50 cm, which are reddish in colour and are covered in small hairs. It has ovate shaped leaves which surround the stem and grow smaller and smaller towards the top of the plant. It is topped by pale pink flowers.



MARSH MALLOW

Available:�Always 20%��Climatic Zone:�Temperate��Locale:�Coastal��Preparation:�1 day��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM -7��This plant has a green fleshy stem and broad egg shaped leaves, both of which are covered with downy hairs. It has five petalled, pale pink flowers which sit at the base of the leaves. The root must be boiled and the resultant distillation applied to burns. If used successfully the herb will double the rate of healing for the burn.



MASTERWORT

Available:�Summer 95%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�3 weeks��Cost:�1F/ 3F��Uses:�7��Ability Check:�HERBALISM -15��Masterwort grows to be about three feet tall and bears umbels of white flowers. It has winged dark green leaves like those of a maple tree. The leaves must be boiled and left to stand for at least twenty days before use. This herb is used as a protection from the Black Death, reducing the chance of catching the disease by 20%..



MILKWORTE

Available:�Spring, Summer 95%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�2 weeks��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -16��This herb protects from (for 1d4 days) and treats cholera (cures cholera in 1d4 days). 



�MOUNTAIN GARLICK

Available:�Always 30%��Climatic Zone:�Temperate, Cold��Locale:�Mountains��Preparation:�1 day��Cost:�2F/ 3F��Uses:�2��Ability Check:�?��This herb is said to repel evil spirits. (GMs discretion).



MUGWORT

Available:�Summer 55%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�2 weeks��Cost:�1F/ 2F��Uses:�2��Ability Check:�HERBALISM -7��The effects of this herb last for two hours. During this time the character can function at negative health points, or beyond the point of exhaustion. Mugwort can grow to be taller than a man. It has a stiff and angular stem, reddish brown in colour. It has deeply incised smooth leaves which are dark green on top and silvery white underneath. It has small, yellow-green or yellow-red flowers arranged in long spikes at the top of the stem. THIS HERB IS HIGHLY ADDICTIVE. REPEATED USE IS VERY UNWISE.



Chance Of Overdose

An overdose may occur if this herb is administered three or more times in any given 24 hour period. If this occurs, the PC must make a check versus poison assuming the herb is a strong poison. Each time the herb is administered after the third time in the 24 hour period, an additional cumulative penalty of 1 is applied to the check. For example if it has been used for the 5th time in 24 hours, the total penalty will be 4.



If overdose occurs the PCs metabolism will go out of control. The PC must roll under their Strength on d20, or they will suffer heart failure and die within 2d10 minutes. Poison curing magic or the administration of a Navew nut has a 50% chance of saving the PCs life. Even if the PC survives they will be all but incapacitated  for 1d4 days. There is also a (30-Strength) % chance of the permanent loss of 1 Strength point.



Addiction And Withdrawal

If this herb is used more than 3 times in a week (7 days) there is a 10% chance of addiction, with any additional use of this herb in that week raises the chance of addiction by a further 5%. This addition is cumulative. An addicted character must make a Strength check each morning. If this is failed the PC is unable to function without a dose of Mugwort, and will suffer the loss of 1 point of Strength. If the characters Strength ever reaches 0, they will die. One dose of Mugwort will restore their Strength score back to normal levels. Once addicted the PC will require double the normal dose of Mugwort for it to have any normal effect, but the normal 3 dose rule for overdose still applies.



It should be noted that the gradual loss of Strength will cause the PC to take on a wasted appearance.



Recovery From Addiction

The PC must manage to abstain from the herb for 10+1d4 days. Each day they must make the above Strength check. If they fail this check, they will lose a point of Strength as described above. On a day when this occurs, if the PC has any chance to get hold of the herb, they will do so, no matter what, unless they pass a Intelligence check with a penalty of 5. The GM may allow a bonus to this check, if the PC would have to do something totally out of character, for example, a noble Knight having to mug someone to get it, but the roll should never be better than a base Intelligence check. If the PC manages to survive the 10+1d4 day period, they are no longer addicted, and will gain any lost Strength points (except those caused by overdose) back at the rate of one per day. However if they ever use the herb again, they will instantly become re-addicted.



NAPWEED

Available:�Spring 40%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 week��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -11��This plant has a single main stem with small fern like leaves, and small pink flowers growing from it. These flowers must be dried, powdered, and mixed into wine and then drunk to counter the effect of injected poisons. A successful application means that only half normal damage is taken from the poison. In addition to this use, the flower is often counted as a symbol of faith between lovers and is used to decorate and garnish foods at weddings. According to Emphidorian mythology, this plant was used by the centaur, who wounded by Hercules with an arrow poisoned with the Hydra’s blood, treated himself with it.



NAVEW

Available:�Winter 60%��Climatic Zone:�Subtropical, Tropical��Locale:�Rivers��Preparation:�5 weeks��Cost:�1F/ 3F��Uses:�3��Ability Check:�50%��The seeds of Navew dropped in a drinks or on to food before it is eaten acts as counteragent to ingested poisons. It prevents the death of a person poisoned in that meal, though they may still be very ill.



NOSPRING

Available:�Spring, Summer 5%��Climatic Zone:�Subtropical��Locale:�Rural��Preparation:�1 hour��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM -3��This small dark green weed is prized as a contraceptive. It must be boiled for one hour into an elixir, and drunk by the woman. A successful application will prevent 98% of pregnancies for a period of 1d3+1 weeks.



�NUT OF ALGANDY

Available:�Always 80%��Climatic Zone:�Temperate, Subtropical��Locale:�Forest��Preparation:�25 weeks��Cost:�2F/ 20F��Uses:�1��Ability Check:�HERBALISM -2��This herb is a powerful aphrodisiac. If successfully administered I would suggest that the GM or player roleplays the recipient accordingly. However if a method of using dice to simulate its effect is wanted, I suggest that anyone who attempts to seduce the recipient should have a bonus of 1d4 to their Looks for a period of 2d10 turns.



OLUS VERITIS

Available:�Winter 15%��Climatic Zone:�Temperate, Cold��Locale:�Rivers��Preparation:�1 hour��Cost:�1F/ 3F��Uses:�4��Ability Check:�HERBALISM -2��Olus veritis is pale green in colour and grows right on the edge of rivers. The leaves are rough in texture, and have tiny thorns all along their edges. A leaf should be baked in an oven for one hour and then dragged across the skin of the recipient, cutting their flesh very slightly. The recipient, must save vs poison or be compelled to answer all questions, absolutely truthfully for the next 1d6 x 10 minutes. Up to three uses of the herb can be made in a 24 hour period. If any more than this are made the recipient will die within 3 hours of the third dose, or instantly if five or more doses are administered.



ORACH

Available:�Summer 45%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�6 weeks��Cost:�3P/ 3F��Uses:�1��Ability Check:�HERBALISM -2��Orach grows to about 1 metre in height. It has a whitish stalk, pale green leaves and greenish-white flowers. The seeds must be gathered, bruised and left to stand in pure alcohol for six weeks. The mixture must then be drunk, one spoonful a day for a week. The herb will cure yellow jaundice. It leaves a yellow colour in the skin.



PALMA GATANADA

Available:�Always 60%��Climatic Zone:�Cold, Polar��Locale:�Mountains��Preparation:�none��Cost:�1F/ 1F��Uses:�3��Ability Check:�HERBALISM -3��This herb keeps a person warm for one night or one day, and prevents them suffering from exposure. This can mean the difference between life and death.



�PENNYROYAL

Available:�Spring 25%��Climatic Zone:�Temperate��Locale:�Rural, Urban��Preparation:�none��Cost:�1F/ 1F��Uses:�1��Ability Check:�HERBALISM -4��Pennyroyal is a low creeping herb with a squarish stem and small dark green leaves which grow in pairs. The flowers grow in round clusters which are mauve in hue. The leaves should be plucked and while fresh be thrown into a persons bath water. They may then have an aphrodisiac effect on anyone the recipient attempts to influence in the next 1d4 days (assume that 1 is added to the recipients Looks for this period). In addition, if dried (takes two weeks), the leaves may be sprinkled among books, and will then act as an insect repellent. These make the leaves highly prized among mages and sages who will normally pay 3F for the dried leaves. 



PEONY

Available:�Spring 5%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 hour��Cost:�2P/ 3P��Uses:�1��Ability Check:�HERBALISM -2��This plant with its delicate pink flowers may be boiled into a powerful healing draught, capable of stoping all bleeding, internal and external immediately. However a roll of 1 on the Herbalism check by the herbalist, will kill the recipient in 1d4 minutes, as they suffer a massive heart attack. The herb can be deliberately used as a poison by using five times the normal dosage.



PERIWINKLE

Available:�Spring 45%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 hour��Cost:�1F/ 2F ��Uses:�1��Ability Check:�HERBALISM -8��The plant is a creeping vine with dark, green shiny leaves and pale blue flowers. The flours must be crushed into a powder and administered orally. If used successfully the herb will stop all bleeding, both internal and external in ten minutes. The recipient must not move for one hour or risk reopening the wounds.



PETIVERIA

Available:�Summer 20%��Climatic Zone:�Subtropical, Tropical��Locale:�Rural��Preparation:�1 day��Cost:�1F/ 3F��Uses:�1��Ability Check:�HERBALISM -3��This plant has a single stem with dark green, shiny leaves growing from it. It is topped by very thin, yellow flowers. The petals of these flowers should be tied into a poultice, where they will, on a successful application act to bring down swelling and bruise over the course of a one day period.



PRINCE’S FEATHER

Available:�Summer, Autumn 45%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 hour��Cost:�1F/ 2F ��Uses:�1��Ability Check:�HERBALISM -6��This herb has red-green leaves and long pink flowers. The flowers must be beaten into powder and eaten by the recipient. If successful, the herb will halve the rate of internal bleeding within 1 turn.



RIBWORT PLANTAIN

Available:�Spring 30%��Climatic Zone:�Temperate, Subtropical��Locale:�Urban��Preparation:�none��Cost:�3P/ 3P��Uses:�2��Ability Check:�HERBALISM -3��This plant has a cluster of dark green leaves, with marked parallel veins at its base, a single stem topped by a cluster of tiny, pale orange flowers. The chopped leaves are applied to the flesh to reduce bruising. A successful application will remove slight bruises altogether within an hour, more severe bruises will take 1d4 days. 



ROSE CAMPION

Available:�Summer 80%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�3 weeks��Cost:�3P/ 1F��Uses:�6��Ability Check:�HERBALISM -7��This herb will protect against scorpion stings for three days. It will protect against only one sting. It will protect against ‘instant death’ venom.



RUE

Available:�Summer 25%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�3P/ 3P��Uses:�4��Ability Check:�HERBALISM -2��Rue is a small rounded bush which grows to about 1 metre in height. It has yellow, scoop like flowers. The leaves are shaped like spades, and are blue grey in colour. It has seedpods which resemble a small green orange. The seedpods should be consumed as an antidote to ingested poisons. Provided it is taken within 10 minutes, of the poison being ingested, and the poison has not already had its effect, it will neutralise the poison in 1d4 minutes, on a successful herbalism check. It is also mixed with wormwood to create a very effective antiseptic. See Wormwood for details.



�SAFFRON

Available:�Autumn, Winter 60%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 week��Cost:�4F/ 9F��Uses:�2��Ability Check:�HERBALISM ��The plant has a tuberous root, and large purplish flowers with yellow-red centres. The pistils of the flower must be pounded into a paste which is left to dry for a week. The resulting powder is taken as snuff. This herb raises all attribute scores by one for one hour. NOTE: THIS HERB IS HIGHLY ADDICTIVE. REPEATED USE IS VERY UNWISE.



Chance Of Overdose

This herb is incredibly powerful. If the herb is used more than once in a three day period, the PC must make a check vs strong poison with a 2 penalty or die immediately from a massive brain haemorrhage. A third usage in that period will automatically kill the character.



Addiction and Withdrawal

Addiction automatically occurs if this herb is used more than once in a week. An addicted character will lose one point a day from two randomly determined attributes, unless they have a dose of this herb. Any addicted PC who has a chance to get the herb, will take it no matter what. The following effects will occur if the respective attribute scores ever falls to 0.



Attribute�Effect��Strength�The character becomes totally unable to move a muscle - absolute paralysis of all voluntary bodily functions.��Reflexes�The PC can move but only with spasms. They cannot move faster than a shuffle and tend to fall at least once per round.��Intelligence�The PC loses all knowledge and is functionally in a vegetative state.��Psychic Talent�The PC goes totally insane, and can operate no magical items and cast no spells. Even permanent magical items like magic swords will only function as normal items in the hands of such a character.��Looks�The characters face begins to collapse. The eyes, nose, ears and mouth become indistinguishable. Their hands become gnarled and useless. They lose control of their bodily functions and stink from perspiration and other factors.��

The loss of Strength and Looks points both serve to alter the characters physical appearance. 



Recovery From Addiction

The only cure for this addiction is powerful healing magic (ie Purification (Mystic 6)), although lesser magic (ie Greater Healing (Sorcerer 3)) will restore the PCs scores back to their normal levels. If the character is cured of their addiction their scores will remain at their current levels, until some form of restoration magic is used.



If a once addicted character ever has Saffron again, they become addicted with no chance of being cured. However this is unlikely to occur, because such a character develops an almost pathological hatred of the herb, and is likely to attack anyone in possession of it, and destroy it whenever they see it. (This is up to the player and the GM, but allows a lot of good campaign ideas.)



�SANICLE

Available:�Summer, Autumn, Winter 90%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�2 weeks��Cost:�1F/ 6F��Uses:�4��Ability Check:�HERBALISM +2��Sanicle leaves should be crushed and left in white wine, then strained through a cloth and drunk. It has the effect of binding wounds so that they are not reopened by action. It is a small plant with glossy green leaves, with long leaf stalks which are divided into three or five lobes. It has small white or pink flowers which sit at the top of a slender stalk.



SCENTED MAYWEED

Available:�Summer 40%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 day��Cost:�2F/ 3F��Uses:�1��Ability Check:�HERBALISM -3��Scented mayweed grows to a height of about 60 cm. It has erect and branching stems. It has small leaves, white flowers with a yellow centre. The flowers must be crushed, emitting a pungent odour and should then be applied to the eyes in order to heal damage to them caused by acid. If used within a day of the injury, they can prevent blindness. 



SERAPIAS TURBITH

Available:�Spring, Summer 45%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�4 weeks��Cost:�1F/ 4F��Uses:�3��Ability Check:�HERBALISM -5��This herb will place the recipient into a deep sleep for one day. The recipient CANNOT be woken. At the end of the day, all wounds will be healed. It does not, of course, resurrect a dead person, or regenerate lost limbs.



SHEPHERD’S PURSE 

Available:�Always 85%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�1 week��Cost:�1F/ 3F��Uses:�4��Ability Check:�HERBALISM +2��This herb rarely grows to a height of more than 45 cm. It has small greyish green leaves, growing smaller towards the summit of the plant. It has small four petalled dirty-white flowers at its peak. If applied to wounds it will stop their bleeding for one hour, and temporarily removes the need to bandage.



�SPIDERWORT 

Available:�Spring, Summer 50%��Climatic Zone:�Temperate��Locale:�Special (see below)��Preparation:�2 weeks��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM��This herb will cure spider poison if applied within 2 rounds. Any damage already incurred, including death remains. This plant may be found anywhere in temperate regions where there is chalky soil.



SPRING ADONIS

Available:�Spring 40%��Climatic Zone:�Cold��Locale:�Mountains��Preparation:�2 weeks��Cost:�1F/ 5F��Uses:�4��Ability Check:�HERBALISM -2��This plant has small green leaves, and wide round yellow flowers. These flowers may be dried, and then eaten. They will then reduce the chance of a heart attack by half each day they are eaten. They may (at the GMs discretion) also help to strengthen the heart of a person, who through age, injury, or other cause, has a weak heart. Eating ten or more of these flowers at a time will temporarily raise the ATTACK scores of a person by 1 for 2d12 hours, while reducing their DEFENCE by 2 for the same period. In addition to this reduction such person also has a (50 - Strength) % chance of suffering a fatal heart attack 3d12 hours after taking such a massive dose. Certain tribes of barbarians in the mountain regions where this herb is found (mostly in Mercania), use it in order to help them go berserk in battle (add bonuses and penalties to normal Berserk bonuses and penalties). These tribes, due to constant dosing from birth have only a (20 - Strength) % chance of suffering the heart attack. According to legend, the Emphidorian goddess Aphrodite changed her beloved Adonis, the son of King Cinyras, into this flower, just before he died after being wounded by a wild boar.  



STRAWBERRY

Available:�Summer 40%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�negligible��Cost:�6P/ 6P��Uses:�3��Ability Check:�HERBALISM -12��These small red berries grow on very small bushes with pale green rounded leaves. Five berries should be bound into a bandage, which should then be applied to a lepers sores. If the application is successful, that sore will deteriorate no further.



�SWEET TREFOILE

Available:�Spring, Summer 60%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�2 weeks��Cost:�3P/ 1F��Uses:�6��Ability Check:�HERBALISM -4��This herb will halve falling damage if applied within one turn of the fall.



TA’ASHIM’S CONFOUND 

Available:�Summer 80%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�11 weeks��Cost:�2F/ 5F��Uses:�4��Ability Check:�HERBALISM +3��This herb cures fevers within 1d4-1 turns.



TAHAC 

Available:�Spring 20%��Climatic Zone:�Cold��Locale:�Swamp��Preparation:�1 week��Cost:�1F/ 4F��Uses:�2��Ability Check:�HERBALISM -5��The tahac weed is a pale green in colour. If gathered and dried for one week it will form a powerful narcotic which may be smoked. For 2d10 minutes after smoking the persons insight is increased (+1 to Intelligence), but for 1d4 hours after this, a state of distortion ensues and the recipient Intelligence and Psychic Talent drop by 2 from their normal levels. Prolonged use causes the user to collapse into an almost dreamlike trance. The plant is used in large amounts by the people of the Rathurbosk Bridge. THIS HERB IS HIGHLY ADDICTIVE. REPEATED USE IS VERY UNWISE.



Chance of Overdose

If a 20 is rolled on the ability check when administering this herb, the recipient will overdose. Overdose will also occur if tahac is smoked more than once in a 24 hour period. Anyone who overdoses will become insane. See pages 55-61 of The Power of Darkness for details on insanity.



Addiction and Withdrawal

Addiction may occur if tahac weeds are smoked more than once in a two week period. The chance of addiction begins at one in six, but increases by a further one in six each time the herb is used during that two week period.



A tahac addict is extremely lethargic, and finds it very hard to get excited or involved about anything, except another dose of the herb. Their Intelligence and Psychic Talent scores are 1 point lower than normal unless they have smoked tahac in the previous two days. An addict experiencing withdrawal will smoke the herb at any opportunity, unless they make a successful check versus Psychic Talent. A successful check allows them to suppress the craving for 2d6 hours, although they still suffer the Intelligence and Psychic Talent penalties.



�Recovery From Addiction

A tahac addict who manages to do without the herb for more than a month will no longer suffer the Intelligence and Psychic Talent penalties, although they will still use the herb at any opportunity unless they make their Psychic Talent check as described above. At this stage, though, a successful save will suppress the craving for 1d4 days. If an addict manages to go an additional 2 months (a total of 3 months) without the herb they will no longer experience this craving. Any use of the herb, after being addicted, will instantly readdict the person.



TAMARINDES 

Available:�Always 85%��Climatic Zone:�Tropical��Locale:�Forest��Preparation:�4 weeks��Cost:�3P/ 1F��Uses:�7��Ability Check:�HERBALISM��This herb will quench the thirst. However it does not replace the water in their system. A person can still die of thirst, they just won’t feel thirsty. Because of this fact, its use can be dangerous. 



TAMARISKE 

Available:�Always 20%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�2 weeks��Cost:�1F/ 4F��Uses:�3��Ability Check:�HERBALISM ��This herb will cleanse wounds, removing all infection. It does not cure lost hit points. 



TEPHROSIA

Available:�Spring, Summer, Autumn 30%��Climatic Zone:�Tropical��Locale:�Coastal��Preparation:�1 hour��Cost:�1F/ 2F��Uses:�3��Ability Check:�HERBALISM -2 / HERBALISM -3 (for seedpods)��Tephrosia consists of a small woody stem, with fern like leaves along its length, and topped by several small flowers (or in summer seedpods). Either the flowers or the seeds may be boiled in water and then drunk to calm the recipient. This is very useful when a person is delirious, or otherwise insane. It also has a mild pain relieving effect and may be given to the wounded or injured. The seedpods are more effective than the flowers (hence the different ability checks) and may also be dried. This herb is mildly addictive and should be used with care.



THROW-WAXE

Available:�Spring, Summer 45%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�7 weeks��Cost:�1F/ 8F��Uses:�8��Ability Check:�HERBALISM -4��This herb will heal any scars in a year if applied every week provided at least one third of all checks are successful..

THYME  

Available:�Spring 15%��Climatic Zone:�Temperate, Cold��Locale:�Rural��Preparation:�2 weeks��Cost:�3P/ 4F��Uses:�3��Ability Check:�HERBALISM -9��Thyme can grow up to 30 cm in height. It has tiny dark green leaves, and is an evergreen. In spring it has many sweet scented mauve flowers. The smell is so strong that the herb is often smelt before it is seen. These flowers must be dried and then mixed with fresh, clear water. To produce an antiseptic lotion. This lotion should be applied to infected wounds. A successful application will destroy the infection, although any damage already sustained will remain.

 

VALERIAN

Available:�Spring 20%��Climatic Zone:�Temperate��Locale:�Grassland��Preparation:�1 hour��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -2��Valerian grows to a height of about 1 metre, and has one hollow furrowed stem. It has large, pale green, serrated leaves along the length of this stalk which slits into flowers stems with small pink flowers at its top. The root is the useful part of this plant and should be grated into boiling water and the resulting infusion drunk in order to ease the spasms of somebody who is subject to fits. A successful application will stop all fits for 1d12 hours. The scent of the bruised or cut root also can be used to attract rats. 



WHITE BRYONY 

Available:�Autumn 30%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�1 hour��Cost:�1F/ 2F��Uses:�1��Ability Check:�HERBALISM -5��This climbing vine has greenish white star shaped flowers, each bearing five petals, and has green berries which turn red when ripe. It has a root, something like a huge turnip, and this root should be ground up and boiled in water and drunk as a cure for pneumonia.



WILLOW-HERB

Available:�Summer 60%��Climatic Zone:�Temperate��Locale:�Forest��Preparation:�none��Cost:�1F/ 1F��Uses:�4��Ability Check:�HERBALISM -2��The plant grows to about a metre tall. It has long hairy leaves and large purplish-pink flowers. The smoke of this herb will keep away snakes. One dose burns for about five minutes.



�WOLFSBANE 

Available:�Summer 25%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�1 day��Cost:�1F/ 2F��Uses:�2��Ability Check:�HERBALISM - 7��This is a small plant, about 1 foot tall with pale, divided green leaves and hooded yellow flowers. The stem if rather hairy. The root must be boiled in water and then applied to a bite from a venomous creature within 5 rounds of the bite. If used successfully, the damage caused by the venom will be reduced by half.



WOODROSE

Available:�Summer 60%��Climatic Zone:�Temperate��Locale:�Rivers��Preparation:�none��Cost:�3P/ 3P��Uses:�3��Ability Check:�HERBALISM��If drunk in wine, this herb cause people to become very merry. Anyone who wishes to resist its effect can do so, if they make a check versus weak poison.



WOOD SORREL

Available:�Summer, Autumn 80%��Climatic Zone:�Tropical��Locale:�Desert��Preparation:�2 weeks��Cost:�1F/ 3F��Uses:�2��Ability Check:�HERBALISM��This is a small plant with leaves in three parts, like a shamrock. The flowers are bell shaped and are white with a dash of blue. The leaves must be crushed and dried for two weeks before use. This herb keeps people cool. It is obviously invaluable in desert regions. It doubles the persons ability to endure heat effects, but does not counteract dehydration, etc.



WORMWOOD

Available:�Spring 5%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�2F/ 2F��Uses:�1��Ability Check:�HERBALISM -2��The effects of this herb last for two hours. During this time the character can function at negative hit points, or beyond the point of exhaustion. Wormwood normally grows to about 1.3 metres in height. It has a stiff and angular stem, reddish brown in colour. It has deeply incised smooth leaves which are silvery white with a slight tinge of green. It has small, yellow-green flowers arranged in long spikes at the top of the stem. The herbs is also a rather effective insect repellent and is often left with clothing to keep fleas away. It also makes a very effective antiseptic when mixed with rue (Intelligence check to remove all infection from a wound within 5d6 hours). 

�‘While Wormwood hath seed get a handful or twaine

To save against march, to make flea to feraine:

Wherre chamber is sweeped and Wormwood is strowne,

No flea for his life dare abide to be known

Whate save is better (if physik be true)

For places infected than Wormwood and Rue?

It is a comfort for hart and the braine,

And therefore to have it is not in vaine’

						Thomas Tusser (1527-1580)



YARROW 

Available:�Summer 30%��Climatic Zone:�Temperate��Locale:�Rural��Preparation:�none��Cost:�2F/ 2F��Uses:�3��Ability Check:�HERBALISM��The small white flowers of this herb, which cluster at the top of its one to two feet tall straight stem, should be crushed and applied to wounds. If successfully used it will stop minor bleeding, and reduce major bleeding to the minor level. A second application can then be used to stop the minor bleeding. According to legend Achilles used yarrow to treat wounded Emphidorian troops during the War of Hadra.



YOUNG LAD’S LOVE

Available:�Summer, Autumn 30%��Climatic Zone:�Temperate, Subtropical��Locale:�Forest��Preparation:�None��Cost:�3P/ 3P��Uses:�5��Ability Check:�HERBALISM -5��Young lad’s love is a one to one and a half metre tall shrub with many branches that resemble small trees. It has small yellow-white flowers, and green feathery leaves, which smell of lemon. These leaves turn a rich orange-brown in late autumn. The flowers should be crushed and placed into a poultice, to be used. A successful application will cure one small area of frostbite, such as a foot or hand, in 2d8 hours.
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