AFTER THE FALL

Revised rules

Meta-Rules
1. All Gods must abide by all laws in effect at the time; anything not explicitly allowed within the rules is banned from play.

2. All proposals shall be voted upon.  They shall pass only if the proper amount of “yes” votes is given.  There shall never be a limit on the number of proposals a God may vote on in a Turn, nor any sort of cost concerning voting.

3. Each God shall vote either “yes”, “abstain” or “no” to each proposal.

4. No Rule may have a retroactive effect

5. Each Rule which passes shall be recorded as the next whole number after the last rule in the applicable rule-set (Meta-rule, Divine Rules, Etc.)

6. Rule Changes to Meta-Rules and Definitions require a Unanimous “yes” vote.

7. All Rules (except this one) must refer to “in-game” entities such as Population, Gods, or Servitors, not extra-game entities such as players.  This does not affect Rules dealing with the creation of new types of entities.

8. Play shall be divided into Turns.  Each Turn shall run from 12:01 am Friday until 12:00 am Thursday.  Only one Turn can be in progress at a time.  At the end of every turn, all posted actions shall be resolved and all polls shall close.

9. In case of conflict between two Rules in the same Rule Division, the lower numbered Rule shall have precedence.
10. In case of Conflict between Rules in two different Rule Divisions, the Rule Division closer to the beginning of the document shall take precedence.
11. No Rules may call for the use of random elements.
12. If a two or more Gods have a disagreement over a Rule, either of them can call for a Ruling.  
13. All fractional costs or points shall be rounded down.
Divine Rules

1. Each turn, each God may announce a Proposals by entering them a question in the Polls and expending 15 Flux per Proposal. Each Proposal may include as many Rule-Changes as the God wishes. The only possible responses when creating proposals are "Yes" "No" or "Abstain". All three responses must be available, or the proposal fails.  Polls may not be used for any other purpose. 

2. Each God may vote once by using the poll on each proposal.  Not voting on a proposal shall not count towards calculating percentage of “yes” or “no” votes required to pass a Rule.

3. There are 1000 population points.

4. Creating a Servitor shall cost 10 base per point of attack, 15 per point of defense and 20 base per Action the Servitor has access to.  This Servitor shall come into play on the following turn.  It also requires an amount of Flux equal to 1/10 the amount of Base expended in servitor creation.

5. Rule Changes shall require an 75% majority to become effective.  This Rule applies to all rule changes not specifically defined with a different Majority, such as Meta-Rules and Definitions.  If less than half the total number of Gods record a vote on a Proposal, the Proposal fails.

6. No numeric attribute of a God, Servitor XE "Servitor" , or other Entity can be reduced below 0.  

7. If the Base of a God is reduced to 0, the God becomes a Shade. Any Entities belonging to the God become unassigned, unless they have the quality "undying"

8. Each God shall have an initial amount of Flux equal to 1/10 their base plus 1/5 their Population.

9. At the end of each turn, all Gods lose all flux, and at the beginning of the next turn, have their initial flux recalculated.
10. If a God’s Proposal passes, that God gains 5 Base
11. Any God may spend any number of Base and an amount of Flux equal to 1/10 the base to Give another God Base.  The receiving God gets ½ the amount of Base spent by the Giving God.
12. If a Shade receives Base for any reason, they become a God.
13. A God may spend 10 base and 1 Flux to create 2 population.  These population will be added both to the population assigned to that God and to the number of population listed in Divine Rule #3.
14.  A God may spend 1 flux to move five population points one sector on the map.  No population point may be moved in this way more than once per turn.  If a population point is not assigned to a map sector, this power may be used to assign them to a map sector.
15. A god may assign a terrain type to a map sector with no assigned terrain type by spending 5 Base and 5 Flux
Servitors

1. Servitors which are damaged but not destroyed can have their attack or defense restored up to the original level at a cost of 5 base per point of Attack being repaired or 10 points per point of Defense being repaired.

2. Servitors may execute up to one of their available actions per Turn.  The God controlling the servitor must expend an amount of Flux equal to 1/5 the cost of the Action.

3. Servitors with an attack or defense of 0 are destroyed.

4. Servitor XE "Servitor"  Actions occur in the order they are posted.  Servitor actions within a posting occur in the order they are listed. 

5. Servitors must be created with a name not assigned to any other Entity.  Servitors are assigned to the God who created them unless any other Rule changes this.

6. If a Servitor is destroyed, the God who created it regains half the base expended in creating it.

Planar Rules

1. The World shall consist of 400 sectors arranged in a grid with 20 rows and 20 Columns.  The Rows shall be designated with the numbers 1 thru 20 in numerical order from top to bottom; the Columns shall be designated with the letters A-T in alphabetical order from left to right.  

2. Each Sector shall have two values: Population and Terrain.
3. The terrain types shall be: Water, Mountain, Desert, Forest, Plain, Hill.
4. Each Terrain type shall have the following population maximums:   Water: 0; Mountain: 1; Desert: 5; Forest 20; Plain: 25; Hill:20.  Any Terrain type not mentioned by this rule shall have a maximum population of 0.
Demi-Gods 

1. New players that enter the Game shall be known as Demi-Gods. They are treated as Gods for purposes of Base and Voting.

2.  They generate Flux equal to 20% of their base.
3.  They begin with 100 Base.
4.  Each rule proposal they make which passes adds 50 Base to their total. 
5. Any God may propose that a Demi-God become a God; this proposal requires only a majority to pass.
6.  Gods may never become Demi- Gods. 
Population Attributes

Faithful

Warlike 

Civilized 

Nomadic

Actions


Convert - If used without naming a specific God, assigns 40 population to the god commanding the servitor executing the convert command.  If a specific God is named, it removes 10 population from the named God and adds them to the God ordering the action. If the God this action is used on has less than 10 population, only the amount they have will be removed and added to the population of the God ordering this action.


Attack - Always to be used in conjunction with a name of either a God or a Servitor XE "Servitor" .  If used against a God, destroys one base per 5 points of attack rating. If used against another Servitor, the attacking Servitor and the Servitor who was attacked damage each other.


Guard - if a Servitor XE "Servitor"  is guarding, then the first convert action declared against the God controlling the Servitor is blocked. Servitors with the Guard action may also declare a “Block” action, in which case in addition to the above, the Servitor attacks the first servitor to attempt a convert action against their controlling God.

Quest Used with the name of an Artifact.  If the Artifact is Unassigned, It becomes Assigned to the Servitor using Quest.  If the Artifact is Assigned, the Questing Servitor and the Servitor the Artifact is assigned to Damage each other.  If either Servitor is destroyed, the other Servitor is assigned the Artifacts of the Destroyed Servitor.

Advocate - Gives the Controlling God 1 additional vote on 1 proposition each Turn it is used.


Pray - Adds 5 Base to the God controlling the Servitor XE "Servitor"  using this Action
ARTIFACTS


Sword of Power - gives the Servitor XE "Servitor"  it is assigned to +3 attack


Shield of Faith - Gives the Servitor XE "Servitor"  it is assigned to +2 defense


Staff of Light -  The Servitor XE "Servitor"  this is assigned to converts an additional  +10 Population points when converting a non-specific Population, and +5 when converting specific Population
Definitions
      Damage -- an amount calculated by subtracting a servitor’s attack from another servitor’s   defense.  The amount left over is divided into two halves and each half is subtracted 
from the servitor of the second part’s attack and defense.  If the amount left over after 
subtraction is odd, the extra point is removed from the servitor of the second part’s defense.

Enitity – Anything defined by the Rules as existing within Primal Nomic, which is not itself a rule.  Examples include Gods, Servitors, Artifacts, And Shades.

      God -- A player's in-game persona.

Rule -- Any proposal which is accepted, or anything written into the initial Rule Set, such as definitions, Divine Rules, Artifacts, Etc.)
Rule-Change  -- a modification to an existing rule, a new rule, or the deletion of a rule.

Rule Division – any of the different types of rules, separated by the font 14 Bold headings. 

Rule-Set – The Entirety of the Rules of Primal Nomic.  

Ruling – A process for settling disputes which proceeds as follows.  Each God has until the end of the turn to nominate a Arbiter.  No God may nominate themselves or any of the Gods involved in the dispute.   The God who receives the most number of nominations becomes the Arbiter, and decides which of the disputing party’s interpretation of the rule is correct.  The Arbiter then posts the Ruling, which shall be recorded  in the “Rulings” Document.

Servitor XE "Servitor"  -- a game Entity with the ability to use actions.

Shade -- A player with 0 base; still in the game, but no longer a God, and unable to do anything a God can, such as vote, create Servitors, or propose rule changes.
Turn -- A weeklong period beginning at midnight and ending at midnight.

Unanimous -- A poll result with no “No” votes.

Winning -- being the only God
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