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NERO® Damage Types Play-test
Version 1.1 092602

For NERO Rules: Mike Ennis, Original Concept by NERO Ohio/West Virginia
Objective:
+ The objective of this play-test is to standardize the following damage types.

Details:

In addition to the standard damage types of flame, ice, lightning, magic, normal, silver, and stone,
the new damage types of acid and massive have been added. These can be delivered by either
weapon or packet, and act as separate damage types.

Acid - Acid damage acts as a standard damage type, and is not destructive to the carried items of
the target in any way. Acid traps are an exception and follow the rules listed in the 8™ Edition
rulebook.

Massive - Massive damage cannot be blocked by weapons or shields. If a blow delivering this
type of damage strikes a weapon or shield, the bearer of the item struck takes the damage
delivered, as well as any carrier effects (when appropriate). The skills Critical Parry and Dodge
will work as normal against this type of damage, as will all types of protective spells.

NERO® Physical Attacks Play-test
Version 1.0 092602
For NERO Rules: Matt Sims, Original Concept by NERO Neridia

Objective:
+ The objective of this play-test is to help eliminate confusion by clarifying
attacks delivered as “Physical.”

Details:

Physical attacks represent an actual physical force such as a glob of ooze to
form a Physical Web, a big rock to form a Physical Stone Bolt, or a burst of wind
to cause a Physical Repel. These can now be delivered by either weapon or
packet, and are stopped by the standard spell defense Magic Armor.

When delivering a physical attack via packet the player calls out “Physical <spell
name or effect>.”

When delivering a Physical attack via weapon the player calls out “Physical
Strike <spell name or effect>.”



All standard game effects (including Pin/Bind/Web/Confine) delivered in this way
are now treated exactly as the spells, and will follow the rules for these with
regards to their duration, effects, and removal.

Entangle <target> is now recognized as a new game effect, and is intended to
replace the old uses of Physical Pin/Bind/Web/Confine. It is outlined in the
following passage.

Entangle <target>: Some monsters can shoot a substance as a means to trap
victims (such as giant, sticky strands of silk). This effect is most often delivered
as a Physical attack, but can also be delivered as Magic, Elemental, or Arcane
depending upon the delivery method listed on the creature card. The effect lasts
for 10 minutes and is Binding in nature. An Oil of Slipperiness applied to the
target’s body less than an hour before being struck by an Entangle will protect
against one such attack. Formal protectives (i.e. Cloak, Bane) against Binding
will also work. A Release spell or an Alchemical Solvent will free the victim. The
victim can be cut out by someone using an edged weapon with a three count
(“One | cut you out, two | cut you out, three | cut you out.”). If you have an
Endow or Delayed Endow spell, you may break free, expending the spell in the
process. Someone else with an Endow type spell can likewise break you free.
When using an Endow to break free of an Entangle, the character calls “Endow —
| rip free one, I rip free two, | rip free three”, role-plays that he is ripping free of
the binding, and is then free of the effect. An Endow may be used to break
another character out of an Entangle, with the same call and similar role-play.
Ripping free in this way is in no way harmful to the character, and beings with
Superhuman Strength can rip free of effects that Entangle them without need of
an Endow of any type. There are three possible targets for an Entangle — foot,
arms, body. Each of these will prevent movement of the Entangled part such
that an Entangle foot will root the target’s right foot to the ground in a way similar
to Pin, an Entangle arms will bind the target’'s arms to his sides in a way similar
to Bind, and an Entangle body will prohibit the movements of the target in a way
similar to Web.

NERO® Carrier Attack Play-test
Version 1.1 092602
For NERO Rules: Mike Ennis, Original Concept by NERO Ohio/West Virginia

Objective:

+ The objective of this play-test is to allow creatures to deliver regular damage
instead of their Carrier Attack.



Monsters can now choose to swing their Carrier Attack or their base damage
(normal, silver, magic as per card). The damage number will be unchanged
regardless of which type of attack they are swinging. Carrier Attacks that are not
clarified on the Monster Card as another type will be considered Arcane.

NERO® Archery Aura Play-test
Version 1.0 092602
For NERO Rules: Mike Ennis, Original Concept by NERO Rules Council

Objective:

« The objective of this play-test is to increase the usefulness of magical auras
with Archery.

Details:

All weapons that fall under the skill Archery will have the damage type of each
missile altered if the weapon itself is targeted by a magical aura of any type. This
includes a Damage Aura, Elemental Aura, and/or Magic Aura, and means that
each individual missile does not need to be targeted by the formal magic spell in
order to create the desired effect.



