The Dark Illuminations Rules System
To keep the game as fluid as possible we will be using a semi-freeform rules system. Although as with most role-playing there are some restrictions as to what you can do. 

Combat
Each player has a number of hits. 

Armour
Each type of armour will absorb a specific number of his

Melee Weapons 

Each player will be told how much damage they can inflict with a standard lrp safe melee weapon

Fire-arms

When fired over a distance of less than ten feet a firearm is assumed to automatically hit your chosen target location unless otherwise specified by a ref.

When firing over a distance of over ten feet you must have the relevant skill to make the shot otherwise you automatically miss unless, otherwise specified by a ref.

Each firearm causes a specific amount of hit damage

Healing
First aid skill allows you to restore melee damage.

Surgery skill allows you to restore firearm damage.

A ref. will inform you of the effects of any drugs or chemical if it is used.

Knowledge and Skill use
Allows you to ask a ref. for information about a subject about which you feel your character may know or if you wish to attempt an action you feel you may be able to accomplish.
