Poison and Drugs
Poisons are described by their Mode of delivery, Speed (Spd), Damage Rating (DR), and Duration (Dur).

Mode
The mode is the manner in which a poison or drug is introduced to the victim. Whenever a poison is introduced to a person, the victim must make a HLT attribute roll using a target number based on the substance’s mode (the TN for each mode is listed in parenthesis). This roll is made immediately upon successful introduction of the poison. If the roll is successful, then the poison’s effects are halved. A failed roll means the poison is at full effect. This roll is made for poisons and drugs alike, including beneficial drugs; some substances just don’t “take.”

Topical (TN 15)
Topical poisons and drugs are introduced by contact with the victim’s skin. They usually take the form of a cream or ointment. The poison is then absorbed into the victim’s skin. Topical poisons are near useless in combat. Topical poisons can be mixed with makeup, perfume and even medicinal herbs. Topical poisons are generally the slowest type of poison.

Ingested (TN 24)
Ingested poisons must be eaten or drunk. They usually are in powder or liquid form. Ingested substances are usually mixed with food or drink, but may be introduced directly to the victim’s mouth via water dropper, spit, blowpipe or any of a number of ingenious means. Ingested drugs and poisons are generally slow, though faster acting than topical ointments as a rule.

Inhaled (TN 21)
Inhaled poisons and drugs must be introduced to the lungs of the victim. This can be accomplished by use of a powder, vapors or smoke. Inhaled substances are generally faster acting than ingested ones, though not as fast as those introduced directly to the bloodstream.

Blood (TN 18)
Blood poisons and drugs must be introduced directly to the victim’s bloodstream, through a cut or abrasion. Blood poisons may be put on a blade or needle, but such applications are only effective for one strike and the strike must penetrate any armor and deliver penetrating damage to the victim. Whether or not the strike delivers the poison, the dose of poison is “used up.” Blood poisons are the fastest type of poison, as a rule.

Speed of Poisons and Drugs
Speed (abbreviated “Spd”) measures how often the poison or drug’s effects are applied. When a poison is introduced, it first takes affect as soon as an amount of time has passed, based on the poison’s Speed. The poison’s effect occurs again after each passing of this time.
A poison with a Speed rating of 10 minutes is introduced to a victim. After 10 minutes the victim will suffer the effects of the poison, and again after another 10 minutes have passed, and so on.
As a general rule of thumb, ingested poisons are faster than topical poisons, inhaled poisons are faster than ingested ones, and blood poisons are faster than inhaled poisons.

Effect
The Effect (abbreviated “Eff”) represents the amount of damage or other effect caused by the substance. The effect is rolled once each time period (based on the Spd of the substance) for each dose that affects the victim. Being exposed to two doses of a substance doubles the Effect of that substance. All dice rolls for Effect are cumulative.
For harmful substances, this damage may be subtracted from a character’s LIF or from an attribute, depending on the type of poison. A drug or poison need not be fatal; knock-out drugs also work by accumulation, with “damage” subtracted from different point pools depending on the type of effect.
For example, a sleeping drug rated at DR3 will cause 3d6 of stunning damage. Once the victim’s LIF reaches zero, they are asleep.
Beneficial and medicinal drugs work by adding to an attribute or LIF.
For example, a stimulant rated at DR2 will add 2d6 to REF and LIF.

Duration of Poisons and Drugs
Duration (abbreviated “Dur”) is the total amount of time that a poison can affect someone after it is introduced to the victim. The effect is applied to the victim (or patient, as the case may be) once each time period listed based on the drug or toxin’s Spd, until the poison has either dissipated or “run its course,” or (in extreme cases) until the affected person dies.
Chin-doku has Eff 2d6, a Spd rating of one minute and a Duration of 10 minutes. This means that the poison will cause 2d6 of effect every minute, for 10 consecutive minutes.

Treating Poison Victims
Characters suffering the effects of any poison may not heal, nor recover any lost LIF or attribute points, until the poison has run its course. They may recover LIF lost to stunning damage, unless the poison itself causes stunning damage, in which case the character doesn’t recover any LIF points at all.
Once the poison has exceeded its duration, the character may begin to heal normally. Characters recover LIF and primary attribute points per the Core Rules (see Recovery in the Core Rules).
Torando was bitten by a sea snake and failed his HLT roll. Torando suffers 18 points of Sp/L damage and loses 3 points from REF. Luckily, Torando was quickly treated by a physician and survived the bite. Torando has a HLT of 7, and begins the healing process. Torando is in a Cinematic level campaign, so the recovery period is one day for lethal damage and one week for attribute points. Torando will recover 7 LIF per day and 1 point of REF per week.
Characters making a successful Physician (TN 21), First Aid or Herbalist (TN 18) skill roll can determine that a person has been poisoned. If the person treating the victim makes a second successful roll at -3, they will know which specific poison was used and how to counter it.
To stop a poison’s progress, the victim must be given one dose of healing herbs or medicine, as prescribed by the attending doctor. This dose will immediately halt the progress of the poison; the person will suffer no additional damage. Any damage already suffered remains, but it may be healed normally, as the victim will begin the healing (i.e., Recovery) process.

Making Poisons
Characters with the appropriate skills can concoct healing and medicinal drugs.
To create a poison the character must first obtain one unit of the necessary raw materials. The materials and their weight will vary depending on the type of poison, but GMs can assume a basic weight of .1 kg of raw materials is needed to create one dose of poison. Some raw materials may be purchased in a market, while others will require the character to go to some effort to locate them. This could involve a trek into the mountains (possibly requiring a local guide), a quest or some other circumstances which can serve as the basis of an adventure itself.
Once the material components are gathered, the character must spend time preparing the materials, extracting the toxins and creating the final lethal product. The time it takes for this process is up to the GM, but should be no less than 1 hour for each dose of poison being created.
The final step is for the character to make a skill roll, with a target number determined by the GM, based on the skill being used. Recommended skills and target numbers are given below. Not all skills will be available in all settings.

Skill	TN	Setting
First Aid	18	Primitive
Herbalism	15	Fantasy/primitive
Chemistry	15	Fantasy/Primitive
Chemistry	18	Modern
Chemistry	15	Sci-fi
Pharmacology	12	Modern/sci-fi
Physician	21	Fantasy/primitive
Physician	18	Modern

 Success means that one dose of the desired poison is created. A critical success provides two doses or increases the Speed by one step up the time table (player’s choice). A failed roll indicates that some mistake was made during the creation process, rendering the poison ineffective. A failure with an EN of –6 or more indicates the character has poisoned himself.


LEGAL INFORMATION
This material is Open Game Content, and is licensed for public use under the terms of the Open Game License v1.0a.
Permission to copy, modify and distribute this document is granted solely through the use of the Open Gaming License, Version 1.0a. This material is being released using the Open Gaming License Version 1.0a and you should read and understand the terms of that license before using this material. Instructions on using the License are provided within the License itself.

Open Content
All of the text in this document preceding the ‘Legal Information” section is Open Game Content as described in Section 1(d) of the Open Game License.

Product identity
“Action! System” is designated as Product Identity and may not be used without written permission from Gold Rush Games.

Open Content
The text of the “Legal Information” section of this document and the “Open Game License version 1.0a” itself are not Open Game Content. Instructions on using the License are provided within the License itself.
All of the rest of the text in this document following the Open Game License, below, is Open Game Content as described in Section 1(d) of the License.

Product identity
“Action! System” is designated as Product identity and may not be used without written permission from Gold Rush Games.

OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
Action! System Core Rules version 1.1 copyright 2003 by Gold Rush Games; Authors Mark Arsenault, Patrick Sweeney, Ross Winn.
Poisons and Drugs Extension copyright © 2003 by Gold Rush Games. Author Mark Arsenault.


