Mt. Dora: Mutual Alliance (M.D.M.A.) House Rules
Head ST/CM: Thomas Metcalfe (legoforestman@gmail.com)
AST/Narrator: Carly Egan (carlyegan@rocketmail.com) 
Player Rep: Aaron Gentry (raiwind87@gmail.com)

General Rules:
1)  Respect your ST by NOT arguing during a scene. If you have an immediate concern, please ask and the ST will address you if time allows. Incorrect rulings will be handled after the fact, if necessary.

2)  Respect the grounds we play on.  Damage the property and you will be held responsible.

3)  Do not touch another player without consent in any way, shape, or form.  If you are uncomfortable with another player's presence, find an ST or speak to your Player Rep.

4)  You may not come to game under the influence of drugs, and only IF alcohol is allowed on game site, you must drink responsibly.  Any disruptions due to intoxication or drug use will result in removal from the site and immediate game ban.

5)  Rule of Five--any variable expenditure (of traits, Rage, Gnosis, Quintessence, etc.)--when not specifically written as part of the mechanic description--caps at five by default.

6)  Retests that may be used on a single action are: 1 ability, 1 merit, 1 supernatural power (Gift/Art/Rote/etc.), 1 Willpower [when applicable], and 1 magic retest (item/ritual/etc.) if you have one.  The only exception will be for retests granted OOC for any PvE challenge.

7)  Bonus traits may only come from one of each category--ability specialization, merits, items, rituals, form, active power, bunks, etc.--unless otherwise written (e.g. Glamour for extra grades of success). 

8)  We use Dark Epics as a rules supplement.  Replace item traits and abilities with what is listed there and use the guide for use of influence.  Actions should be noted in your downtime reports.  

Example: Church x1 – GROW (1 of 3): [A short explanation for how you're growing your influence].
9)  Rule of Default Ties—Character actions default to a “tie” for results of challenges in most downtimes or PvE scenes where a staff member is not directly engaged.  If a better result is desired (or needed due to adverse default effects), arrangements must be made on Discord or through some other method with staff present.  

10)  PvP without a staff member is only limited to soft roleplay unless written consent is agreed by both parties to abide by the results.
11)  This chronicle makes use of Hallergames.com as a character database.  XP Requests, downtimes, transfers, and visiting player sheets should all be handled in Haller Games when possible.

12)  Custom rules and mechanics converted from tabletop only-descriptions, or learned/developed from OWBN characters, must available either in printed form or logged in the Notes section of the character's Haller Games profile.  The STs have final approval on all tabletop conversions.

13)  The writeup for power/system mechanics used in this chronicle always default to its latest MET version in official printed material or OWBN packet.  Otherwise--if two powers are identical, only the most recent genre version will be approved for use.  [20th Anniv. > Revised > 2nd ed. > 1st ed.]

14)  Items with magical or lasting effects must be logged with the name of the player and character that cast the effect, as well as the date they were cast.  Lasting magical effects expire a year by default after their initial casting.  These effects may be renewed by the caster at the time of expiration.
Character Creation:

1)  A player may have no more than one active character of each allowable supernatural sect on the official books at the same time, and they may only sign in and play one at a live event game session (unless due to factors such as PC death, etc.)

2)  XP will be awarded to all Active PCs at the beginning of each month, up to their maximum allowed.
The best way to contact staff if sheets need to be updated is directly messaging on Haller or through Facebook or Discord.  We will try to make every attempt to accommodate you timely for sheet updates to and from travel (please bear in mind also that we are human and have lives outside game)!

Also--the name of this game is fun!  Additional rewards can be earned by going above and beyond to help make the game awesome:
· Bringing food and drinks to the game--and just as importantly, cleaning up after!
· Regularly updating Facebook group/Discord for the game
· Traveling and bringing new players to the game
· Assisting with the house rules and revisions
· Supporting costuming and event logistics
· Volunteering to Narrate (or, gasp!) even be an AST
· Most importantly--spreading the word!  Tell fellow players, games you know, your friends, and others!

3)  Starting Backgrounds may not be higher than 3, and Merits/Flaws may not be higher than 7, before spending additional XP.

4)  We try to encourage many different concepts, but understand that we must put a limit in somewhere.  If you don't see it listed below, the answer is NO.
· Werewolf / Fera
a. Allowed -- Garou Nation of the standard 13 tribes--which includes Stargazers--are the only werewolves welcome for play.  For Fera--Corax are allowed (especially with the area's reputation as a birding preserve), as well as Mokole with appropriate coordinator approval (this *is* Florida, after all).  {Gurahl PCs are allowed, but are currently player capped in game.}
b. All starting Changing Breeds may be built at their Rank 1 level for free.  Rank 2 is permissible with an approved character backstory, which must be received within two game sessions/months of active play.
c. Characters may only start with two Fetishes, neither higher than their starting Rank.
d. Glass Walker PCs may only apply their Tribal advantage to 1 Influence, chosen at creation.

· Changeling
a. Allowed -- Primarily Seelie concepts are allowed (even Ghille Dhu--this IS Lake County).  Unseelie are potentially okay with rare exceptions, but no true Shadow Court or Thallain (goblins, ogres, etc.).  Certain inanimae (such as mannequins) and are permissible with extremely limited ST permission only.
b. Starting PCs Seemings are limited to Wilders only at this time.

e. Sidhe characters start with a free level of Title.  All starting characters may buy an additional dot with an approved character backstory, which must be received within two game sessions/months of active play.
· Mage
a. Allowed -- Tradition of Nine only.  Must be Full Awakened--no Sleepwalkers at this time.
b. Starting mage PCs may be built at the Arete 1 level for free.  Arete 2 is permissible with an approved character backstory, which must be received within two game sessions/months of active play.
· Vampire
a. Allowed – Sabbat or Anarch only, to be based in the Ocala Diocese or Leesburg Barony (only one or the other).

b. Generation to be determined by staff, typically only starting up to 11th unless due to factors such as PC sire, etc.
Abilities (General):
Ability Specializations: There is no limit to the number of specializations that can be purchased for each ability; however, you must have at least three (3) levels in the base ability before you can purchase any specialization, and only one may apply its bonus to a challenge at any time.  
To specialize against a specific power, you must specify the individual level (or name) of that power (e.g. Sovereign 3, Razor Claws).  
A specialization may apply both to offensive and defensive tests as decided by the ST. 
Improvised weapons may be purchased as a specialization for an ability, effectively negating

their penalty.
Alertness:  Used to cancel Surprise and defend normally. (See Surprise)
Awareness:  Willpower and/or the Jack-of-all-Trades Merit may not be spent to simulate this ability.  The information received by winning this challenge is based on a graduated, cumulative scale based on how many dots of Awareness your character possesses.  You may only call for an Awareness test if a supernatural power was used against you, and failed.
· 1 Dot: Know that a power was used on you.
· 2 Dots: Know a vague impression of what the power’s purpose was. (e.g. knowing that an emotion affecting power was attempted against you, if somebody attempts to use Presence on you.)
· 3 Dots: Know the general category of type of power used (assuming your character has the Lore to know, or has the power themselves.)
· 4 Dots: Know exactly which power was used, if possessing the knowledge above.
· 5 Dots: Know who used the power on you if the person is visible. If they are not visible, you are aware that nobody within your line of sight used the power.
Blindfighting:  Each expenditure of this ability negates all darkness/blindness penalties for a full action within a round.

Crafts / Performance / Science:  All these and similar Hobby/Profession/Expertise abilities MUST have a subcategory chosen at time of purchase.  (For example, Crafts: Weaponsmithing, Performance: Acting, Science: Electrical Engineering, etc.)  Each subcategory may be separately purchased up to the usual ability maximum for character, and may have further ability specializations as above.
Lore:  This ability can be used as a retest in situations where you are seeking information

pertaining to that specific lore’s field of knowledge. Kindred Lore and Cainite Lore are treated

as the same ability. Clan/-anti Lores work in the same way, unless otherwise stated in the

clan’s packet.

All PCs in Mt. Dora Mutual Alliance are granted a "phantom" level of their Lore in both their supernatural type and native sect (e.g. Garou Lore, Tribe Lore), which must be bought with XP within the first six months of play.
Linguistics: Up to one additional language known (including speaking and writing) at the 1st dot, plus two more at the 2nd dot, four more at the 3rd dot, six more at the 4th dot, and eight more at the 5th dot (for a total of 22).  Natural Linguist or other merits do not modify these totals.  
Martial Arts: Not used in this chronicle--treated as Brawl, with the usual ability cap limits.
Medicine:  May be used to retest failed staking tests. Cannot be used to block such tests.
Politics:  Politics may be used as a Lore for the purposes of finding out different Faction planks and platforms.
Repair:  Expend a dot of this ability and spend 15 minutes out of game to restore a health level

to an item (assuming you have the materials to do so).  Certain modifiers may decrease this time.  An item that has lost all of its health levels may only be repaired in downtimes.
Stealth:  Characters not using supernatural cloaking may engage in mundane stealth to conceal themselves.  Some sort of cover is required.  Attempting to detect individuals using mundane stealth may make an opposed Mental Challenge retested with Investigation vs. Stealth.  Those searching for characters hiding in mundane stealth may add use powers such as Heightened Senses to add to their own Mental traits.  

Characters may either use mundane stealth, or a power that hides them (such as Invisibility), but not both simultaneously for the purpose of challenges.
Tactics:  To use this ability characters must actually draw up and discuss a detailed plan of

action, assigning responsibilities to different team members and ensure that everyone involved

knows at least their role and their objective.  Team members who aren’t present during the

planning, who don’t pay attention to the discussion, who disagree strongly or who otherwise

choose not to participate in the plan cannot receive the benefit of this ability.  Tactics is not just limited to just combat situations: rescue missions, infiltration efforts, shadowing a target and other such activities can all receive the benefits of Tactics, with ST approval. 

[Note: "Go get ‘em, Ray!" is NOT a plan.  Leeroy Jenkins did NOT have a plan.]
Once a plan has been finalized, the character with the highest Tactics rating in the group makes

a Mental Challenge against a difficulty of the number of people involved in the plan plus three.

(Each additional character in the plan who has Tactics adds one Trait to the testing character’s

total for the purposes of resolving ties).  Success means that the group receives a “pool” of

retests equal to each member who spends one or more Tactics levels at the end of the planning

session.  These retests are then distributed to the team members by the testing character,

whether that means distributing them evenly among the group to give the whole team an edge,

or perhaps concentrating them on a few members with harder tasks (or to make up for some

members with less ability).
Once assigned, retests gained in this fashion can be used on any challenge made during the

execution of the plan, provided the character is acting strictly according to the orders they were

given.  Only one Tactics retest may be used on any particular challenge, and it cannot be used in combination with other ability retests on the same challenge.  Teams may make multiple plans with this ability at once, but the character can only receive the benefits of one Tactics session each scene, regardless of how many plans she might execute during that time.  Thus, a team cannot make redundant or overlapping plans in order to gain a large number of retests.

Additionally, a character who deliberately goes against their orders, no matter what the reason,

immediately loses all benefits of this ability for the rest of the scene.

Torture: Will not work if thoughts or information are completely hidden/erased from subject's active memory, such as through applications of Forgetful Mind.
Backgrounds:
Any property, business, caern, Freehold, node, or permanent magic item your PC owns, requires either a signed card or listed on your Hallergames sheet to be documented in our records….or else it does not exist.  

We currently only play once a month, so only one cycle of downtimes passes between games.

All Backgrounds refresh at the beginning of game; however, Influences cannot be used while at game without at least 1 dot of Fame.

Allies:  Must have their profession/occupation defined on character sheet.  If at least one of the Allies listed falls within the sphere of the Influence needed, all or part made be used to simulate use of another influence, but cannot be used for other actions as described in Dark Epics (i.e. Boost, Block) except Combine.

Contacts:  Information (or an action that essentially provides information) only; no other actions except Watch, Trace, and Follow.  

Fame: To use any Influence in-game, you must spend a level of Fame for each separate action taken (e.g., If you have Fame x3, then you can do up to three separate Influence actions at game).  Influences spent at game are considered spent until refreshed and may not be used during the following downtime.

Retainers/Kinfolk/Chimera:  Inform your ST of what purpose your Retainer has for you, and whether human or animal.  The ST will handle any and all Retainer actions that are required by it in game.

The base sheet for a Retainer is built as follows:  Starting traits: 6/4/3, 5 Abilities, 5 Backgrounds, 1 Willpower, 5 freebies, up to 5 points in Merits and Flaws.  Maximum traits are 10, maximum Willpower is 6, and other skill maximums are 5.

(Retainers cannot have Retainers themselves, but they may have Fame and other Backgrounds as approved.)
Chimera are built from a base of 15 points using the C20 creation rules.

Each additional dot spent on a Retainer adds XP as outlined in this chart.  At the beginning of the month, they will receive an appropriate amount of XP to maintain consistent build with what is outlined below:

· Retainers 1 -- 1 NPC built as a standard base sheet

· Retainers 2 -- Up to 2 NPCs with a total of 5% of your earned XP (minimum 1)

· Retainers 3 -- Up to 3 NPCs with a total of 10% of your earned XP (minimum 1)

· Retainers 4 -- Up to 4 NPCs with a total of 15% of your earned XP (minimum 1)

· Retainers 5 -- Up to 5 NPCs with a total of 20% of your earned XP (minimum 1)

The maximum points of Influence the Retainer may hold is the sum of their Physical, Mental, and Social traits.  Retainers may not have additional supernatural templates applied to them.

A dead or unplayable Retainer may be replaced through a sufficient downtime description without background penalty.

Resources:  Liquid cash amounts available per week for each level are adjusted below:

· {Resources 0 -- $500}
· Resources 1 -- $1,000

· Resources 2 -- $2,000

· Resources 3 -- $7,000
· Resources 4 -- $20,000
· Resources 5 -- $60,000

· Resources 6 (really?) -- $200,000

Merits and Flaws:
Merits and Flaws are all subject to ST approval.  Merits purchased and Flaws removed after character creation cost double their rating in XP.
Ability Aptitude:  May only be placed on a non-combat ability, but may be used in combat if that ability has a combat application. (e.g. Medicine for Falling Touch).  Ability Aptitude may be purchased no more than twice.

Acute Sense:  Cannot be used for combat. (e.g.  Acute Sense: Touch when grappling or striking)

Danger Sense:  Provides a defensive retest against a Surprise action.  May be combined with Alertness. 

Lucky:  Only one retest may be used per scene.

Oracular Ability: This merit always grants the user a vision before game.  Winning the additional test at check in also grants an additional retest, once per night.

Supernatural Specifics:

The default range of Mental and Social powers is 50 feet, though some powers will still require you to make to get the attention of your target (such as using the Silver Fangs’ tribal advantage) 
If a power does not have a visual effect, you do not know who or what has been used unless the Awareness ability is used.

Spirit are considered to have double the normal Traits in their test pool for challenges (they remain the same for all other purposes).
· Werewolf / Fera
a. PCs may not have more Fetishes on their person at game than their Gnosis in total Fetish ratings (meaning the level of the Fetish 1-5, not Gnosis required to activate).  Talons are tracked separately but limited the same way.

b. Only one Fetish or Talon may be fully created each month, though others can be worked on for successive months.  Crafting times are equivalent to the items rating, and are separate from any time that may be needed to craft the item itself.

c. Talons are created with a number of uses equal to the creator’s Gnosis at time of creation.  A PC cannot create the same Talon again (potentially with more uses) until the all the uses of the prior version are first used up.

d. PCs may buy Rites without XP if they meet the minimum Rank AND if there is a teacher.  Most general Rites out of main source books are assumed to have a teacher; exceptions would be very rare ones, or specific to a tribe or breed not native to the character.  Rites may otherwise be purchased at a lower than minimum Rank for their standard 2-4-6 XP costs, with +1 XP for out of breed or tribe.  (Just know that the penalty for failing a Rite always applies regardless of Rank!)
e. PCs may take a personal totem once they reach Rank 2; however, it may not cost more than 5, as per the normal cap on PC backgrounds.
f. Garou who dedicate themselves supporting the sept totem (Stourbridge Lion) start each game down a Gnosis but receive these bonuses at no cost: a free Etiquette and up two traits on Athletics challenges.  However, they must abide by the ban: travel in the area may only be done via seaplane, boat, or railway—no bikes, buses, or cars.

g. The Gift Spirit of the Fray adds 10 only to user’s initiative; the additional Gnosis must be spent for the effect added to challenges as well.

h. Garou regenerate bashing damage at 2 levels per turn, unlike 1 level for lethal.

i. Only one category of Renown (Glory, Wisdom, Honor, etc.) may be successfully converted from temporary to permanent each month on each PC.

· Changeling
a. The older/alternative versions of Arts in Shining Host may be purchased in addition to those in the standard OWBN packet writeup, at a +1 XP cost each level.
Overview of Combat:
You may declare a full move as your action during combat. This allows the character to take up to double the characters normal move.
1)  Beginning of round expenditures: raise your hand and state if you are spending Willpower or other effects (such as Rage or Gnosis) to fuel powers this round.
2)  End of round declarations: raise your hand and declare any effects that happen at end of round.  Example: leaving Possession, any transformation effects, and dismissing any of your powers.
3)  Everyman action: Your initiative order is decided by your trait base of the action you are performing, plus any additional traits you get from the form you are in, plus any other magical bonuses you might receive (such as Spirit of the Fray).  This is true for all actions taken in a turn.  If you hold your action, you may act on your regular initiative on subsequent actions that turn.
4)  Extra actions take place. Only physical challenges and powers can generally be used on extra actions.  These follow the same initiative rules for each extra action among those participating, going into effect in that order.  (e.g.  Extra Action 1 for those spending it, then Extra Action 2, Extra Action 3, etc.)
5)  End of round actions occur.
Special Maneuvers: 
Shields:  Shields grant defensive bonuses to dodging or soaking attacks. Shields can also be used as offensive weapons, doing a base damage of 2 bashing.
Sundering:  All weapons/equipment has effective health levels equal to twice their bonus traits. Players may attempt to break other player’s weapons/shields by dealing sufficient damage with a physical challenge. In that case, the character takes no damage, but his weapon does.  Items cannot otherwise be targeted in combat.
Ranged:  During the very first Everyman action in an encounter, combatants who possess a firearm or ranged weapon gain a free “Ranged” retest over those who do not have a weapon in hand capable of firing back.  

Parrying/Blocking:  You may defend with your melee weapon or shield traits (but not both) adding to your base traits when you are on defense against brawl, melee attacks, or shooters unwise enough to attack you at point blank range.  Many forms are not compatible with weapons except for a few (such as Glabro and Crinos).  Retests in both instances use Melee.
Interpose:  If you decide to do this, you may make yourself the target of ONE attack meant for someone who is within 1 step of you.  You may not test to resist; you are ensuring you take the damage for a comrade.  Powers that reduce damage may be used normally.
Grappling:  Establishing a grapple does no damage, it merely prevents the one grappled from moving and allows biting.  For purposes of carrier attacks, both parties meet the touch requirement for the carrier attack.  
Carrier Attacks: Certain powers require touch to activate in their description.  These may be used in conjunction with a Brawl strike, or grapple, and are termed “Carrier Attacks.”  Except where noted, a character may use only one carrier attack a turn, on their Everyman action.

Surprise:  A character may attempt to declare “Surprise” on another character with an unseen attack or ambush.  [Attacking while using Quick Draw or supernational speed alone does not qualify for Surprise.]

If successful, the attacker enjoys the benefit of a free challenge, where they alone may retest their action.  Combat may continue in rounds as normal from there.
Frenzy:

When you are in an uncontrolled frenzy, whatever caused the frenzy is your target. When your target is downed you win an appropriate test to come to your senses; otherwise, you must spend Willpower to control each action.  If you are unable to spend the required Willpower, you must move on to another target.  
CRAFTS RULES: 
All uses of Crafts require time and energy as well as appropriate tools, Resources, Influences, etc.  To create or modify an item with Crafts, you must dedicate time to the level of Crafts in additional weeks and have the required supplemental materials and labor as well.  This work should be documented via your downtimes and listed with an estimated completion date.  

The initial creation of an item, essentially Crafts x1, takes around 1 base week for a simple item and 2 weeks for a more complex item.  From there, additional Crafts take an additional week per level, either adding to the beauty/intricacy of an item, or increasing its power and capabilities.  
Items being enhanced in such a way may not be used in game until the appropriate amount of time has passed. 

For example:
Crafts 1 complex item - 2 weeks total
Crafts 3 enhancement - 4 weeks total
Crafts 5 enhancement - 6 weeks total
All modifications are cumulative with each other, so a gunsmith with Crafts x 5 who spends 6 weeks dedicated to making or modifying his firearm automatically gains the benefits of Crafts enhancements 2-5.
The Crafts skill is consumed during this period per level of rating invested, and cannot be used in-game or downtimes until the work is finished.  However, if you have more than sufficient skill in Crafts, you may dedicate yourself to multiple projects (e.g. if you have Crafts x 4, you may simultaneously work on a Crafts 1 item AND a separate Crafts 3 item).
Crafts specializations may provide minor enhancements at ST discretion. 

The following are enhancement guidelines for most typical Crafted items.  For any other specialty crafting (such as computers, vehicles, artwork, etc.), please see ST staff.  The reference points and bonuses modifications will likely be comparable. Remember--no Crafts is useless!

Melee Weapon Enhancements:
· Crafts 2:  Makes Weapon Puissance proof so that it does not break while being wielded properly.  Attempts to purposefully break the weapon are still effective.
· Crafts 3:  Add a trait to the melee weapon OR remove a negative trait 
· Crafts 4:  Add a level of damage
· Crafts 5:  Add the benefit not chosen at Crafts 3 OR add a Special Ability (such as Speed, Armor-piercing, Mass Trauma, etc.)
· Crafts 6 and 7:  May add a trait to the melee weapon OR add additional level of damage OR add a Special Ability.  The same benefit may not be chosen twice in a row.  The creator of the weapon is the only one who may use this weapon to its full effect. Anyone else using this weapon, unless they possess Crafts 6 or 7, treats this weapon with benefits limited to Crafts 5.
Ranged Weapon Enhancements:
· Crafts 2: Add one to Rate of fire (e.g. a crossbow can now shoot twice)
· Crafts 3: Add a trait to the ranged weapon OR remove a negative trait 
· Crafts 4: Add a level of damage
· Crafts 5: Add the benefit not chosen at Crafts 3 OR add a Special Ability (such as Spray, Armor-piercing, High Caliber, etc.)
· Crafts 6 and 7:  May add a trait to the melee weapon OR add additional level of damage OR increase the Rate by one.  The same benefit may not be chosen twice in a row.  The creator of the weapon is the only one who may use this weapon to its full effect. Anyone else using this weapon, unless they possess Crafts 6 or 7, treats this weapon with benefits limited to Crafts 5.

Armor Enhancements:
· Crafts 2: Enhance the concealment rating by one degree. (Make it easier to hide).
· Crafts 3: Add a health level 
· Crafts 4: Increase the protection quality (e.g. antique armor now protects against firearms) OR remove a negative trait
· Crafts 5: Add a health level OR remove a negative trait
· Crafts 6 and 7:  May further enhance concealment OR add additional health level OR remove a negative trait.  The same benefit may not be chosen twice in a row.  The creator of the armor is the only one who may use this weapon to its full effect. Anyone else using this armor, unless they possess Crafts 6 or 7, treats this weapon with benefits limited to Crafts 5.

Shield Enhancements:
· Crafts 2:  Makes Shield more resistant so that it does not break while being used to block attacks with Puissance.  Attempts to purposefully break the shield or that use Destroy Shield are still effective.  

· Crafts 3: Add a trait to the shield OR remove a negative trait
· Crafts 4: Enhance the concealment rating by one degree.  (Make it easier to hide).

· Craft 5: Add the benefit not chosen at Crafts 3 OR add an additional fourth durability use against Destroy Shield.
· Crafts 6 and 7:  May further enhance concealment OR add an additional trait to shield OR add an additional fifth durability use against Destroy Shield.  The same benefit may not be chosen twice in a row.  The creator of the armor is the only one who may use this weapon to its full effect. Anyone else using this armor, unless they possess Crafts 6 or 7, treats this weapon with benefits limited to Crafts 5.
Ammunition:
*Ammunition crafting only takes 2 weeks to complete, regardless of craft level being used.  Standard rounds are 50 each.

· Crafts 2: Can create Flares and exotic rounds like gold and silver. [30 rounds]
· Crafts 3: Can create Armor Piercing rounds. [20 rounds]
· Crafts 4: Can create Tracer rounds. [10 rounds]
· Crafts 5: Can create Incendiary and Dragon's Breath rounds [6 rounds]
· Crafts 6 and 7:  May double the range of the projectile OR be made of an extreme luxury material that would normally not function.  The same benefit may not be chosen twice in a row.  The creator of the ammunition is the only one who may use it to its full effect.  Anyone else using these rounds, unless they possess Crafts 6 or 7, treats them with benefits limited to Crafts 5.
