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1.0 INTRODUCTION

Rolemaster Companion V (RMCYV) is the fifth of a collection of
optional rules and spell lists for the Rolemaster fantasy role playing
system. “Optional” is the key word here; a Gamemaster should
carefully examine each section of material before using it in his
world or campaign. The material runs the gamut from play aids that
simply make the standard game mechanics easier to handle to very
high powered spells and optional rules. Most GMs should not and
will not use everything in RMCV; there is just too big a diversity in
style and power level.

RMCV includes a wide variety of material because different role
players want different things from a role playing system. Some
GMs run a low powered, highly structured game:; such GMs
probably find that much of the material in this product will not be
appropriate fortheir games unless they modify and experiment with
it. Some GMs run a high powered or loosely structured game; such
GMs will probably use most of the material in this product and
modify it and extend it and wish that there were more 75th to 100th
level spells. Butmost GMs fall in between these two extremes; they
will use some of the material, ignore some of it, and modify the rest.
The thing to keep in mind is that this is a commercial product, As
a company, ICE has to appeal to a large audicnce and provide
material that can be used by most of the customers that use its
systems.

Players should keep the above discussion in mind when reading
RMCYV; some of the matenial may not be appropriate for your
Gamemaster's game. The GM must decide which parts of this
material will be used in his world—not the players. The GM should
always be the authority in any role playing session that involves his
world. The manner in which a GM interprets, modifies, excludes,
or includes rules and guidelines is entirely up to him. This is true for
the “core™ rules as well as any optional rules, A Game Master
should never feel that the rules are a graven-in-stone, unbreakable,
unbendable, absolutely fixed system; they are provided to help the
GM develop, manage, and run his world,

On the other hand, the GM has an obligation to his players to
make clear what the physical laws of his world entail (i.e., the game
mechanics). As efficiently as possible. the GM should indicate
what rules and guidelines are being used and which ones have been
modified or changed. In addition, a GM must strive Lo be consistent
in his decisions and in his interpretations of the rules. Without
consistency, the players will eventually lose trust and confidence in
the GM’s decisions and his game. When this happens, a FRP game
loses much of its pleasure and appeal. Both GM and players must
cooperate to have a successful FRP game.

Note: For readability purposes. these rules use the standard

masculine pronouns when referring o persons of uncertain

gender. In such cases, these pronouns are intended to convey
the meanings: helshe, herthim, etc.

1.1 DESIGNER NOTES

The initials given below are used in the Table of Contents to
indicate which authors contributed which sections.

KB Ken: Bensonw i masaisisismasnsamin (Oklahoma)
DB Pavid BIank ..cocomamnnasmmmsnnnsns (Texas)
KC Kevin Callaghan ... (New Jersey)
MC Monte Cook .....coovieevercieciieeiccceeeeen (Virginia)
IC John Curtis ...oeevveveeecireceeeriesecennnen (NEW Mexico)

D Joseph Daugherty ......cccooucimnecoicicee (Illinots)
IG Joe Gubbini .........c.coceeceeviiviccniininesnceeeeeeen. (Ohio)
RH R08S HENTON v eeveeein (Texas)
MMe:  Mark-Melean':....cmssmnsivnssaiasd {England)
MM Maady Merts..onannsnmnnssinan {Oklahoma)
AM Andrew Morgan ..........ooocveeiernicenraens (New Jersey)
LR Laura Reutter .....cooovvvvivieciie e {Indiana)
LLRR Lem Richards ......oovoveeivineooo (Texas)
T Tim Taylor.....ccocevivciiniiiierceerreeeenee (Indiiana)
DW Daniel Whiteside .........cccoicvvinvireiiieieseisnnes (Iilinois)
wWC The Wizard Committee ....(RH, LR, LRR, TT, DB)
RSM  Reprinted from Space Master

REC  Reprinted from Elemental Companion

1.2 NOTATION

Rolemaster Companion V uses the standard notation from the
Rolemaster products: Arms Law & Claw Law (AL&CL), Spell Law
{SL), Character Law & Campaign Law (ChL.&CL), Creatures &
Treasures (C&T), Creatures & Treasures H (C&TI), and the
previous Rolemaster Companions {RMCI-RMCIV ). Those products
should be consulted for specific references; for example, the spell
lists alt use SL abbreviations and notation in the spell descriptions,

Twa types of notation for dice rolls are used in this product:
. The range notation, #-#, where the first #1s the bcginnmﬁnge
|

and the second # is the end of the range; for example, 1- 18a
roll resulting in a number between 1 and 100(00).

2

. The die type notation, #D#, where the first # is the number of dice
toroll {and sum the results) and the second # is the “type” (number
of sides or possible results from 1 to#) of dice toroll. Forexample,
2D6 = roll two six-sided dice and sum the results; [D8 - roll one
eight-sided die; 3D10 = roll three ten-sided dice and sum the
results.

Additional abbreviations, used in the interests of brevity, are:
Cf.—Compare, e.g—For example, and i.e.—That is.




2.0 OPTIONAL PROFESSION “LAWS” -

2.1 FORCEMAGE

The Forcemage is a pure speli-user of Essence whose powers and
spell lists operate on a more primal and fundamental level than
those of the Magician. He possesses a deep understunding of the
natural forces that surround all things and many unusual and unigue
spells that make him as handy to have around us his brother, the
elemental Magician.

This profession may not be appropriate for all worlds and
campaigns, so a GM should consider it carefully before adding o
bizs game. .

The Forcemage is a variant profession of Magician.

ForCEMAGE Base SpeLL Lists
Force Law Magnetic Law
Force Master Shockwaves

Gravity Law

Weapon Skills: 9, 20, 20, 20, 20, 20

‘Maneuvering in Arimnor: Magical Skills:

Soft Leather ..o 9 Spell Lists

Rigid Leather .........cc..... 9 Runes ...

Chain Staves and Wands ........... 1/4

(] [ P——————— 20 Chanreling ....oocooverviincinne 9
Directed Spells.......coeeee 2/5

Special Skills: General Skills:

AMBSH cvmnisrns G | Climbing ..cooemivinicnn

- Linguistics .oovvenieeenen. 2/ | Swimming ...

Adrenal Moves ...... ) Riding...coiemnn

Adrenal Defense ... 20 | Disarming Traps......ee. 7

Martial Arts ..oooeevevenenn. @ | Picking Locks 8

Body Development .........8 | Stalk & Hide ....cocvveieene, 5
General Perception ............. 3

COSsLS.
Prime Requisites: Em/Re

Other Skills: Refer to Development Point Costs given below
for those skills unique to the Forcemage profession. All other
skill costs are identical to the Magician’s development point

Academic Skills: Magical Skills:

Advanced Math ... 2/3 Magical Ritual................. 2/5

Basic Math ..o 1/4 Spell Mastery ...l 216 1
PhySICS oveninninnininnns 1/3 | Transcend Armor ......c..... 9

Level Bonuses:

Academic Skills ... +3
Base Spell Casting ...... +1
Perceplion..eincnns +2

Directed Spells
Magical Skiils

i
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2.2 MALEFICANT

(HOUNGAN, PAPPALOD

The Maleficant, a hybrid spell-user of the realms of Mentalism
and Channeling. is the archetypical voodoo priest, He can be all
things to his society — healer, wise man, and cleric. He is much
more than simply a Shaman gone bad —he rules his people by fear,
instilling in them the horrors that only night can bring. His spells
and activities are woven insidiously, as he creeps into the hearts and
souls of those he dominates. The undead he creates and controls are
only surpassed in terror by his ability to actually damage souls and
to influence and dominate the dreams of his victims. Many of his

MALEFICANT BASE SPELL LisTs

Talismans Animate Dead (Necromancer Base)
Chill of Night Summon Dead (Necromancer Base)
Soul Death Poison Mastery (Nightblade Base)

Weapon Skills: 6; 9; 20; 20; 20; 20

Maneuvering in Armor: Magical Skills:

Soft Leather ................... Spell Lists oo I/*

Rigid Leuther Runes ...

Chaif v Staves & Wands ............

Plate ...o.ocoovevrvernirviecnens Channeling ......ccccovvrnnene. 215
Directed Spells .................. 5

Special Skills: General Skills:

APBUSHE opvevssipprsesciss O | Chmbing sy 7

Linguistics ....coccceennn 20F 1 SWIRBINE coumssuiss 3

Adrenal Moves ,............. 5 Riding: oo iessimsinions 3

Adrenal Defense ........... 20 | Disarming Traps............... 7

Martial ATLS ooeeverrricevcnnnns 9 | Picking Locks.....ccoccnvnnnren, 7

Body Development......... 8 | Stalk & Hide ... 4
Perception .........ccocovvinnne 2

Other Skills: Reler to Development Point Costs given below
for those skills unique to the Maleficant profession. All other
skill costs are identical to the Necromancer’s development
point costs.

Prime Requisites: Pr/ln

Academic Skills: Magical Skills:

Alchemy ..o 174 Magical Languages ......... 1/*
Fauna Lore .....cooveveees 2/4 | Magical Ritual ................. 1/3
Flora Lore .......c...coio... 2/d | Transcend Ammor ............... 9
Herb Lore ..o 12

Outdoor Skills: Medical Skills:

Animal Training .......... 2/5 Midwitery ..ooocoecccencenee 2/4
Foraging ........cocvveve.. 22/5 Hypnosis ..o 1/3

Level Bonuses:

Academic Skills ........... +2
Base Spell Casting ....... +2
Outdoor Skills .............+1

most powerful spells do not have any immediate effect, but instead
affect the victim hours or even days after the target has reached a
place of relative safety. His use of protective and destructive
Talismans, combined with his expertise in the brewing of poisons
make this one of the most frightening classes to encounter.

This profession may not be appropriate for all worlds and
campaigns, so a GM should consider it carefully before adding it to
his game.

The Maleficant is a variant profession of Necromencer.




2.3 WIZARD

The Wizard is a pure spell user who manipulates the laws of
esserice, both for himself and others. Their base spells allow them
to modify the essence and other’s abilities to utilize it. This makes
Wizards valuable altlies and dangerous foes, A Wizard's prime
requisites are Reason and Empathy. £

Wizarp Base SeeLL Lists

Spell Bane Spell Guard
Spell fand Spell Manipulations
Wizard staff Spell Dampening
Weapon Skills: 8; 15; 20; 20; 20; 20
Maneuvering in Armor: Magical Skills:
Soft Leather .........coovvmne. 9 | Spell Lists oo I
Rigid Leather ......c.......... 9 | RUNES o 1/4
Chaln e wsmsmman 10 | Staves & Wands .............. 1/4
PIAtE sompmmmsmmnns 11 Channeling ......ccovreiiierens 7
Directed Spells ....oeeeee, 3/6
Special Skills: General Skills:
Ambush .o 9 | Chimbing ....coocoovviiiiiienennne. 6
Linguistics ..o 2/ Swimming ..o 3
Adrenal Moves ._............. 6
Adrenal Defense ........... 20
Martial ANs 9
Body Development......... 8

Other Skills: Refer to Development Peint Costs given below
for those skills unigue to the Wizard profession. All other skill
costs are identical 1o the Magician’s development point costs.
Prime Requisites: Re/Em

Academic Skills: Magical Skills:

Lock Lore .....covvveinnnene 2/5 Power Projection ............ 1/4
Metal Lore ....ocovveveeene 2/4 Magical Ritual ...
Stone Lore e, 214 Transcend Armor

Spell Mastery ...o.ccovvvnen

General Skills:

Targeting ...........

Base Spell Casting ....... +1
Concentration Skills ...+

Crafting ..oooveeviecrnncnns Warding Lore ....oocevern,

Sculpting ... ,

Wood-Crafts ...cccrvroene 2/4

Perception Skills: Concentration Skills:

Sense Reality Warp .....1/2 | Control Lycanthropy ....... 2/4
Meditation: Sleep ............ 113

Level Bonuses:

Academic SKills ... +2 Magical Skills ...ccccccoceinine +3

Perception Skitls . :
Directed Spells........cooe. +2

This profession may not be appropriate for all worlds and
campaigns, so a GM should consider it carcfully before adding it 1o

his game.

3
3
2,

5y




L‘M&,«wm T

—----*‘"—-_-_‘—-'--

I

3.0 OPTIONAL ARMS "LAWS”

3.1 ATTACK THEME
WEAPONS SKILLS

This optional weapon skill development rule allows a character
to gain simultaneous proficiency in a number of related weapon
types with each skill rank acquired instead of having to learn (and
keep track of) every single weapon separately. It makes each
weapon skill rank developed more significant (especially for the
professions who have to pay highly to gain even one rank every
couple of levels).

When using this system, weapon skills are not developed
individually, but rather a character leamns a particular style of attack
that covers several different individual weapon types at once. Skill
ranks are developed in each of the different weapon similarity
categories (found in CAL table 15.2.3, and reproduced below) so
that raising a skill rank in a particular category of similar weapons
means that a character’s skill with all the weapons in that category
are raised together (e.g.. if a character develops | skill rank in Short
Blades (SB) then that character’s proficiencies in dagger, dirk, sai,
main gauche, and short sword weapon skills all become +5).

Each attack theme (similar weapons category) must be learned
separately as in the standard rules, so that thrown versions of an
attack theme are considered a separate theme of their own, each
skill must be developed twice if ambidextrous usage is desired, and
SO On.

Whenusing attack theme categories forweapon skitl development
there is no longer any need for either of the “Weapon Skilis For
Similar Weapons™ optional rules (ChL 13.1.1 or 14.1.5). Although
a particular weapon type may be found in two or more attack theme
calegories, it is used in completely different ways when using each
separate weapon theme skill rank. (Learning to chop with a short
sword by developing the Short Axes theme does not give one any
extra skill when trying to wield it in a Short Blade theme attack
pattern.) However, one instance in which the similar skill rule
should be retained is to allow a character to use an attack theme skill
developed for one hand at half the skill rank when the weapons are
employed with the other hand (See CAL 13.1.4).

It is strongly suggested that one of the following two optional
rules be used when employing this weapon skill development
system. Because many individual weapon types are developed
simultaneously every time a skill rank is developed in an attack
theme category, the range of a character’'s combat abilities is
broadened considerably, particularly for the heavy arms-using
professions. To balance this out it should be made more difficult to
engage in rapid skill development of a single category during one
developmental period,

Option 1: The rapid skill development cost for each weapon skill
is doubled. (So a development cost of 1/3 now costs 1/6, 3/9
becomes 3/18, etc.)

Option 2: The rapid skill development cost for each weapon skill
is increased by 50%, rounding down, (So a development cost of
271 becomes 2/10, 3/8 becomes 3/12, etc.)

GMs may wish to restrict the scope of an attack theme category
weapon skill by ruling that a character may only use his bonus in a
certain category with weapons in that category that he has actually
used for a significant amount of time. This also applies to new
weapons in a category that the GM has just introduced to his game.
One of the following options should be chosen to arbitrate this
situation.

Option 3: When a character first encounters a weapon type that he
has never used before he may employ it with one-half of his skill
rank inthe attack theme category that the weapon falls under unti!
he has practiced with it forat least one week, at which time the full
bonus may be used.

Option 4: As above, except that he must train with it for one entire
developmental period before he can use his full bonus with that
particular weapon type.

Option 5: As Option 4, except that he must also spend development
points equal to the cost of raising that weapon category one skill
rank in order to gain the full bonus of that attack theme category
with the new weapon.

Option 6: No attack theme skill may be used with an unfamiliar
weapon until it has been practiced with for one week, at which
time one-half the character’s normal skill rank may be employed;
another week of practice will allow the character to use the new
weapon with his full bonus.

Option 7: As Option 6 and Option 5: A character must expend an
equivalent number of developmental points required to raise the
skill two ranks before the full bonus can be used; the first rank
allows the weapon to be used with half the character’s rank for
that attack theme category and after the second rank is achieved
the full bonus may be used.

Weapons listed in parenthesis at the end of each attack theme
category are the fantasy weapons from Arms Law and Rolemaster
Companion {II, which are included in that category if the GM
allows their use.

One-HanDeEp CRUSHING
Short Spikes (S8): War Hammer, Mace, Ice Axe. (Baw,
Klhaizail)
Chains Plus (CP): Morning Star, Nunchaku ([ H). (Typh,
Khazorzim}
Clubs (CL): Blackjack, Jo (1H), Tonfa, Club (1H),
Whips (WI1): Cat-o’-nine-tails, Whip.




On~E-HANDED EDGED

Short Blades (SB): Dagger, Dirk, Sai, Main Gauche, Short
Sword (Katari, Jambiva).

Long Double-Edged Blades (DE): Broadsword, Short Sword,
Long Sword, Bastard Sword (1H), Katana (1H), Sai (Shang,
Dag, Yarkbalka, Sultari, Slan Mahrr 1H, Correlledge,
Dragonblade)

Thresting Blades (TB): Rapier, Foil. (Kynac, Long Kynac,
Slan Shyrr)

Long Single-Edged Blades (SE): Scimitar, Sabre, Cutlass,
Falchion. (Dag, Klillaj, Goodar)

Short Axes (SA): Handaxe, Tomahawk, Hatchet, Short Sword.
{Cabis, Bulbova 1H)

Two-HANDED
Long Axes (LLA): Battle Axe, Woodsman's Axe, 3/1 Axe
(‘Hudson’s Bay Axe”). (Bulbova 2H, Zharenzak)
Long Spikes (LS): War Mattock, Mattock, Pick, 2H Hammer.
Great Blades (GB): Bastard Sword (2H), Katana (2H) 2H
Sword, Claymore, No-dachi, (Irgaak, Dalwat)
Great Chains (GC): Flaii, Nunchaku (2H).
Staves (St}: Quarterstaff, Jo (2H), Cudgel, Club (2H), Spear.

PoLE ARMS

Poie Arims (PA): Pole Arms, Spear, Javelin, Pilum, Harpoon,
Lance (unmounted), Trident (Naginate, Runk}
Mounted Pole Arms (MF): Lance (mounted), Spear, Javelin.

MISSILES
Bows {EW): Short Bow, Long Bow, Composite Bow.,
Crossbows (CB): Light Crossbow, Heavy Crossbow.,
Slings (SL): Sling, Staff Sling.
Blowguns (BG): Blowgun, Pea Shooter.

THROWN

Short Blades Thrown (TSB): Dagger, Dirk, Sai, Main Gauche,
Short Sword, (Katari, Jambiva, Kynac, Shang)

Long Blades Thrown (TLB): Cutlass, Short Sword. (Long
Kynac, Slan Shyrr, Slan Mahrr)

Short Axes Thrown (TSA): Handaxe, Tomahawk, Hatchet,
Short Sword. (Cabis, Cazingal, Bulbova)

Shori Spikes Throwa (TSS): War Hammer, Mace, Club,
Cudgel. (Klhaizail)

Chains Thrown (TCH): (Typh)

Poie Arms Thrown (TPA}): Spear, Javelin, Pilum, Harpoon,
Trident.

Thrown Projectiles (TPR): Boomerang, Shuriken, Darts.
Lines Plus (TLP): Bola. {(Ge)

3.2 MULTIPLE ATTACK
PROFICIENCY i

Multiple Attack Proficiency (MAPY) is designed to allow highly
skilled fighters the opportunity to attack more than once with
weapon, in a single round, by sacrificing portions of their s
bonus in terms of skill ranks,

MiNivium REQUIRE.\IEN'I'S l
A character must have at least 20 skill ranks with a speci
weapon before he may make multiple attacks with that weapon. A
minimum of 10 ranks is required for each additional attack afu:r'

first.

DIMINISHING RETURNS

Offensive bonuses for multiple attacks diminish just as l
bonuses for skill rank development do. The first attack will hay
hase OB of 50 {10 runks at 5%), the second attack will have a base
OB of 20 (10 ranks at 2%}, the third will have a base OB of 10 (]
ranks at %), and ull remaining attacks (should the character g
enough ranks) will have a base OB of 5 (10 ranks at .5%). Because
of the diminishing returns effect this system imposes upon multigle
attacks. it 1s unlikely that a character will ever make more than tr|
attacks with one weapon in a single round.

Example: Bullywoog, a very ugly assassin, has developed 16

ranks with his dagger. Because he has less than 20 rarzksl

Bullywoog's only option of attacking in a given round is with

an OB of 62 (10 ranks at 5% + 6 ranks at 2%).

Bullywoog develops six more ranks with his dagger for
total of 22 skill ranks. Bullywoog could now make a singl,
attack withan OB of 72 (10 @ 5% + 10@ 2% + 2 @ 1 %), or
he could make two attacks with the OB of the first antack ar 50)
(10 @ 5% ) and the second at 20 (10 @ 2%) leaving him 2% Jol
apply to either the first or second attack, or he conld apply 1%
10 edch.

IfBullywoog continites to develop his skill, he could possibl
develop thirty ranks with his dagger. In this case Bull ywa,
could attack three times in a single round with an OB of 50 for
the firstattack, an OB of 20 for the second, and an OB of 10 for
the third. Or ke could make only two attacks with his first atiac
at50and his second at 20 leaving him 10% to apply inany ratio
1o either the firsr andior second attack.

ApnITIONAL MODIFIERS '
In addition to the normal offensive bonus a character receives for
developed skill ranks, other modifiers might be availabie o
character such as stat bonuses, spell bonuses, itlem bonuses'
bonuses for tactical advantage, These bonuses are added to each
attack after the base OBs have been set.

Example: Bullywoog has a strength bonus of +20 and a fine
dagger with a bonus of +10. His rotal banus is +30 (20 + 10).
He sets his base OBs at 50 ({0 ranks @ 5%} for the first attack,
and 22 (10 @ 2% + 2 @ 1%) for the second. He then adds hi.s‘l
additional borus of +30 to each attack for a final combination
of 8¢ (50 + 30} for the first attack and 52 (22 + 30) for the
second.

i
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Option 1: Equally divide the character’s total bonus by the number
of artacks being made, and apply the result to each attack.

Option 2: Divide the bonus among each attack as desired. provided
that the sum of the divisions does not exceed the character’s total
bonus,

PARRYING

A defender may not parry with a weapon with which he is making
multiple attacks, He may however switch any or ali of his offensive
bonus to his defensive bonus provided he has a shield. suitable
terrain, or another melee weapon. The amount shitted to DB must
be subtracted from each attack. and if the resulting OB is negative
for any attuck. that attack is lost,

Example: Bullyvwong has 32 ranks developed with his dugger.

He sets his base OBs ar 50 (10 ranks @ 5% ) for the first arack

and 20 (10 @ 2% ) for the second antack and 11(10@ 15 + 2

@ S or his third attack. He theu shifis 15 points of his OB

1o his DB. His final OBs wifl be 35 (50-15), 5 (20-15), aud -4

(11-13).

Realizing thar he will lose his rhivd attack, Bullvwoog
decides instead to oniv make two artacks. Refizuring his (OBs.
Bullywoog now has a 30 (10 ranks @ 5%) for the first arack
and 32(10@ 2% + 10@ 19 + 2 @ 1%) for the second atrack.
Adfusting his OBs for his parry results in final OBy of 35 (30-
15)and 17 (32-15).

Even though a combatant may have additional modifiers such as
aweapon bortus, spell bonus. cte., the amount of OB switched 1o DB
must be figured based upon the expertise bonus developed from his
skill ranks. Afterward, any additional modifications may be split
among the remaining attacks and/or to the combatant's parry value.

Example: Bullvwoog can now apply his additional modifiers

of +30 (sirength and dagger bonus) 1o his OBs of 33 and 17.

The final OBs will be 65 {35 + 30) and 47 (17 + 30). His parry

bonus will be 15,

WEAPON COMBINATIONS
The following are modifications to Section 5.1 of Arms Law
when using Multiple Attack Proficiencies.

No Melee Weapon

Multiple Attack Proficiencies arc developed for a specific weapon.
Nobonusso developed may be used with any similar weapon unless
specifically deemed appropriate by the GM,

One-handed Weapons
There are no special modifications,

One-handed Weapons with a Shield

A combatant with a one-handed weapon and a shield may make
multiple attacks with that weapon and parry normaily with the
shield (see Section 4.3 of Armys Law), Alternatively, a combatant
may use his shield bonus as his DB against one foe but will have no
Party bonus for the foe he attacks with his Weapon,

Pole Arms
There are no special modifications.

Option: The GM may require additional ranks 1o develop a
proficiency with apole arm. Instcad of groups of [(ranks foreach
attack, the GM may require groups of 12 or even 15.

Two-Handed Weapons
There are no spectal modifications.

Option: The GM may require additional ranks to develop a
proficiency with a two-handed weapon. Instead of groups of 10
ranks for each attack. the GM may require groups of 12 or even
15.

Two One-Handed Weapons

A defendermay not parry with a weapon with which he is making
multiple attacks, A combatant with two one-handed WEApOons may
make multiple attacks with each weapon (provided he has at least
20 ranks with each weapon).

Thrown Weapons
MAP does not apply Lo thrown weapons.

Missile Weapons
MAP does not apply 1o missile weapons.

MurTieLE QOPPONENTS (SWEEP)

A combatant may engage more than one opponent for euch attack
he is capabie of making in one round. Each additional opponent
after the first incurs a cumulative -20 penalty. This penalty is added
1o the attack after all other modifications have heen made, Targets
must be within range for the attacks, etc.

Example: Brilvwoog fias 32 ranks developed with hus dugger.
He decides o ambusit three unsuspecing toarisis, His initial
OB allotments are 50,20, and 11. Since he can perform three
separate allacks he may engage all three tonrists. fle has
addivionat modifications of +30 which result in adjusted OBy
af 80, 50, and 41. Now Bullywoog figures in the penalty for
aitgeking nudtiple foes and his final OBs are 80 for the first
rtourist, 30 (50-200 for the second tourist, and 1 41 -40) Jor the
third.

Option: An additional bonus of +10-+30 might be given for
particularly long weapons such as pole arms or two-handed
swords.

MULTIPLE ATTACK PROFICIENCY AND HASTE EFrECTS
A combatant using only his proficiency to make multiple attacks.,
executes all of these attacks in the melee phase of the turn sequence.
Ifa combatant. using his weapon proficiency, is under the influence
of a Haste or Speed spell. then he acts first and last ina given round;
executing all of his attacks due to his proficiency at the first and last
of that round.

Option: A GM may rule that a hasted combatant may use only half
of his proficiency (half of his skill ranks) or none at all while
hasted.




3.3 PARRYING FOR
ADVANTAGE

This option is for those players and GMs who feel that martial
artists are trained to block attacks in such a way us to cnhance
opportunities for a counter attack. This is accomplished by turning
the foe's energy against him. Through the manipulation of his
weapon or body, and quick movement, the foe may be put at a
disadvantage.

Parrying for Advantage, referred to as PFA, is for martial artists,
especially those of peaceful orders, who have lost or relinguished
initiative. The martial artist declares he shall atlempt PFA when
announcing his parrying bonus from his OB. The defender must
then successfully parry the attack, receiving no criticals. The
defender then makes an open-ended roll adding the modifications
from the PFA Modifications Chart, as well as any other current
bonuses or penalties. The result is then compared with the PFA
Results Chart, applying the results.

SummaRry
I. Declare parrying amount and MA Rank used.
2. Successfully parry attack (no critical).
3. Add parrying bonus.
4, Add results from PFA Modifications Chart.
5. Add any applicable bonuses or penaltics (hits, spells,
injuries).
6. Total is compared with PFA Results Chart, all results applied.

Example 1: Benevolent Bob is a 10th level Warrior Monk with
a Rank 3 OB of 101 in both strikes and sweeps, and a DB of 20.
One duy he is confronted hy two 5th level warrior monks,
reither of whom share his benevolent outlook. The firstwarrior
monk attucks with a spear, and Bob parries with 35 of his 101
OB. Successfully parrying his foe's attack (no critical), Bob
rolls for PFA, getting a total of 92 [roll {(+62) + parry (+35)
+ PEAMuods Chart(-5), pole armvs. Rank 3. = 92]. Consulting
the PFA Results Chart, the GM tells Bob he did nothing but
deflect the attack. Bob dispatches his foe anyway (driving the
nasal bones into the brain) and meets the next warrior monk,
who uses Rank 2 sweeps. Again Bob parries with 35 and once
again successfully parries the attuck (no critical). This time,
Bob's PFA total is 128 [roll (+78) + purry (+35) + PEFA Mods
Chart {+5), Runk 2 vs. Rank 3, = 128]. The GM tells Bob that
he has opened his foe's defence and Bob gains a +15 on his
counterattack. On Bob's counteratiack, he now adds 15 to his
66 OB (10f - 35).

Example 2: Bob meets up with the warrior monks' leader, and
woulds this twentieth level monk with a thrown knife, the
critical resulting in the monk being ¢t -5. Bob then atracks with
80 of his 10 Rank 3 OB. The monk, wha was not stunned,
decides to use PFA and parries with Rank 4 at +45. The monk
successtielly parries Bob's attack (no critical), and rolls a 100
followed by a 37 for a total of 182 [roll (+137} + parry (+45)
+ PFA Mods Chart (+3), Rank 3 vs. Rank 4, + injury (-5) =
182]. Consulting the PFA Results Chart, the GM teils Bob that
he was drawn past the monk, who gains +35 onhis counteratiack

ay he strikes at Bob's rear. The attack resulty in Bob being
throwi to the ground and stunned for 3 rounds, Luckily g
Bob, an archer who Bob once aided, happens along and.
the monk’s hack with arrows. Being benevolent docs ha
advantages.

&

RESTRICTIONS

1. This option may not be used when forced to parry due to a
critical or spell.

2. PFA may not be used vs. large or super-large creatures, T,
GM may allow PFA to be used vs. medium sized creatures
who receive large or super-large creature criticals,

3. PFA is not usable against animals. This is due to their gre
speed and varying attacks,

4. The GM should not allow PFA 1o be used in situations he
deermns inappropriate. Such situations may include combat
mounted foes, or when the defender is in a cramped space
lying down, or standing on a ledge.

r

5. The Defender may not be surprised.

6. Not usable vs. missile weapons or weapons the GM feels
inappropriate, such as whips or magical weapons (e.g., an
invisible broadsword).

Option 1: The GM may wish to lessen the bonus for parrying by
1/3 or 1/2 when rolling on the PFA Results Chart,

Option 2: The GM may give the attacker a RR vs. the mlial
artist’s level, with Ag as a stat bonus.

PFA MODIFICATIONS CHART l_

PARRYING RANK 4.

ATTACK TYPE 1 2 3

MA Rank 1 - +5 +10 +15
MA Rank 2 -5 & +5 +1
MA Rank 3 -10 -5 - +l
MA Rank 4 -15 -10 -5 -
Chained Weapons =20 -15 -10 -5
Pole Arms -15 -10 -5 I
Two-handed -10 -5 5 +3
One-handed Edged -5 - +5 +18
One-handed-Crushing - +5 +10 +]
Weapon Katas Average of MA Rank and weapon type

The reason for bonuses or penalties vs, certain weapon l}es
derives from the difficulty or ease involved in manipulating the
attack. The higher the MA Rank used for parrying, the less diffilult
to manipulate the foe. This is different from parrying in thlhe
defender is not only avoiding the attack, but also putting his foe in
a disudvantageous position at the same time. Therefore, ceglain
weapon types are more difficult to use in the manipulation offe,
For instance, a stab from a short sword is easier to manipulate®han
a spear thrust, or a swing from a morning star is more difficult to
manipulate than a swing from a broadsword,
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PFA RESULTS CHART

<1: Pgor attempt leaves you off balance. -10 to
counterattack.

1-95: Attack parried, nothing else.

96-100; Draw foe off balance, +5 to counterattack.

101-120: Sly move causes foe to overextend, +10 to
counterattack.

121-140: Cunning bluck opens foe's defence, +15 to
counterattack.

141-160: Deft tum puts you at foe's undefended flank,
+20 to counterattack.

161-180: Vicious block disarms foe (unable to parry this
round), puts him at -10 for three rounds, and +25 to your
counterattack.

181-200: With an agile spin, you draw foe pust you,
resulting in a clear shot to his rear and +35 to your
counterattack.

>200: Cruel parry bends foe's elbow/knee in direct contrast
te his creator’s intentions, Foe is stenned for five rounds,
unable 10 parry for three, and at -63 to all actions. You are
at +4} to your counteratiack and +15 for the following
three rounds. Your teacher would he proud.

3.4 TWO-WEAPON KATAS

How does a GM handle a player who wants to wield 1wo
nunchaku in conjunction with a weapon kata? Should the PC be
required to have skill withthe two weapon combo being used? What
is the attack modification, and what extra damage is done? Will it
be a hassie for the GM? The following guidelines will answer these
questions.

The first thing a GM must determine is whether the PC is
experienced enough to use the two weapon combo as a weapon
kata. Below are two methods from which to choose.

Option 1: Require an OB of at least %0 in the MA style used, The
weapon must be the PC's original kata weapon.,

Example: Bob the Warrior Monk chose the handaxe as his

kata weapon when his MA OB was 50; he may wield two

handavxes as his kata upon reaching an OB of 90,

Option 2: In additien to an OB of at least 90, require the PC to
develop skill with the two weapon combo. The character must
also maintain at least half as many skill ranks in the two weapon
combo as in MA Rank 1.

Example: Bob has 14 skill ranks in Rank | Strikes, therefore
he must maintain at least 7 skitl vanks in the two weapon combo
of handaxes.

Note: It is suggested that only twe of the same weapon be
allowed as weapon katas. The GM should also disaliow
weupons he feels are too unwieldy.

EFFECTS OF TWO WEAPONS IN COMBAT

L. Attack mod = -30 (instead of -20).

2. The fumble range is decreased by 1 for every 10 the OB is
over 90, to a minimurm of 2. (Option: decrease fumble range
by t for every 20 the OB is over 90).)

3. The number of extra concussion hits is doubled. (Max weapor
hits vs. that AT) - (Max MA hits vs. that AT) x 2 + Normal
MA hits = Total hits delivered.

4. There are now two criticals delivered, of one less severity, in
addition to any MA critical. The result may be determined as
follows:

A: One roll and apply the results for all criticals, or

B: One roll for the MA critical and one roll for the weapon
criticals,

Example: Mike the High Warrior Monk (level 7, MA Strikes
Rank 3 OB = 90} has a two weapon kata when using
warhammers with MA Sirikes. While in combat with Hurgrum
(level 5 fighter, DB = 30, AT!10), Mike attacks with his weapon
kata. Mike's attack total is a 107 [(OB) 90 - (DB) 30 - (Kata
penalty) 30 + (roll) 77 = 107], which results in a 108 (on the
MAStrikes table) + 14 hits (7 Kara hits x2) andiwo * A’ criticals
(kata criticals). The criticals would then be resoived by one or
two rolls (GM' s choice).




3.5 THROWN THROWN PROJECTILE RANGE MODS CHART

: P RO] ECTI LE S Distance 1x FEer Mobtrnir

Thrown projectiles delivery (such as vials of acid or holy water) Point Blank 1-10 +30
occurs during any Fire Phase in the combat round. Inaddition, items Short Range 11-30 +10
such as grenades, demolition charges (most likely bluck powder ar Medium Runge N +)
naptha in a fantasy milieu), and the like can be placed during the Long Range 91-15¢ =30

Movement and Maneuver Phase of the round.
Note: these rules ure used for resolving attacks from projectiles
which produce small area results, and are not for resolving

attacks of thrown weapons against specific targets. The THROWN PROJECTILE ERROR CHART
accompanying tables are based around similar conventions NET POINT SHORT MEDILM Lone
occurring in Space Master. RoL, Bi i5ik RiseE R,\xuﬁ R.‘\.‘;{(;E
The attacker must specify where he would like the projectile to
land (and presumably, break or detonate). He then rolls and adds his 101+ - i e -
appropriate Thrown Weapons bonus, the range modifier specified 99-100 ' I I' 1
in the Thrown Projectile Range Mads Chart, and any other modifiers 96.98 I v oL 3
stipulated by the GM (for example, if the attacker is trying to throw . , .
, ) 91-95 1 2 3 5
a vial of Holy Water through a narrow aperture, the GM may say
that it is Very Hard 10 do so and assign a -20 difficulty modifier. 86-90 2 4 8
Note: [tis contingentupon the GM to assign difficulty modifiers 81-85 2 3 6 10
if he deems that an attucker's attempted throw or the conditions 71-80 2" 4 g 12
involved are in some way unusual. Also, unusual weight or 51-70 3 5 19 15"
aerodynamic p{'r)p'c’f‘zreis' of the pr()k,lﬁ(.'!.rfe‘ may increase or 31-50 3 6 12 50
decrease the effective range of the projectile. ) i ) 3
If the net result is over 100, the projectile lunds as inwended. The 11-30 4 ? 14 29
06-10 4 8’ 16 28"

delivery process is complete, and the attacker may move on 1o the
effectresolution process. If the netresultis 100 or less, the projectile 05 & Under 4 Y 18" ¥
was not placed as desired and the Thrown Projectile Error Chart is
consulted 1o determine exactly where it did Tand, Once that is
determined, the attucker then proceeds on to the effect resolution

TOCESS. . ;
’ To determme the range of an errar on a 100 or less roll, use the ERROR DIRECTION CHART
original modified roll and consult the Error Direction Chart, Next, 1D100 PoINE SHORT MEbIUM Losg
determine ditection of error: for game purposes we will assume six RoLL BLANK RANGE RANGE RAanGE
possible error vectors (especially handy when playing on a hex
grid). An unmodified, closed 1D100 roll is made to delermine 90-100 L L L L
direction based on range. Abbreviations are: L=Long; LR =Long 80-89 L L L. LR
and Right; LL = Long and Left; S = Short; SR = Short and Right; 70.79 L L L LL
SL :'Shun. and Lell‘. 3 . . o 60-69 L L iR S
Using this data, establish the new landing point of the projectile.
Note all other potential targets in the arca. 50-59 L L LL SR
40-49 L LR SR S
o l*?nau I\Fluho‘l,L ll()Nl P.R-IOLE% . L L SL g
1. ]:bl.if?l‘lhh the Jmp.dCI point of 'lhe.pro._]em e, o » 20.29 i SR S s
2, Identify all potential targets, Liguid-filled projectiles designed to
fracture and splash on impact (such as vials of Holy water, acid, 10-19 LL SL S S
greek fire, etc.) have a Splash Radius equal to 1 foot per pint of 05-09 SR § S S
liguid. Targets positioned within the Splash Radius will also be 03-04 SL S & S
affected by the substance (if applicable). 01-02 S S 3 S

3. Apply results of the attack to all targets affected (Holy Water
would likely deliver acid criticals to undead, burning oil would
inflict heat criticals, continuing on subsequent rounds, efc.}.




§4.1 SPELL RESEARCH

In many campaigns a GM may be presented by the problem of
wishing to introduce one or more excellent spcll lists created by
'player for his character to learn. But new spell lists are extremely
time-consuming to create under the rules set forth in Spell Law
(Section 9.0). Creation of a new list which does not simply mimic
l spells onexisting lists takes almost eighty years to accomplish. The
passage of eighty years of continual research in the life of a
character is often inconvenient to simulate. and certainly does not
Jeave much time for adventuring. Use of the Spell Research Table
provides a practical hase for the determination of the time required

to complete spell research.

SpeLL DESIGN
Six factors must generally be researched in the creation of new
spells and spell fists:

« Research Target (if applicable): The structure of attack magics
must take into consideration the physical nature of the target they
willaffect. Factors both anatomical and mental must be recognized
{e.g., the workings of the brain of human and demi-human races
must be considered when writing a spell to affect the mind).
Spells doing damage to physical targets must often be written
specifically with those targets in mind (spells such as Earthguake
will likely require some knowledge of plate tectonics). Other
attacks, such as Fire Bolt, may not have factors in their creation
specific to a target: but simply deliver differing amounts and
types of damage to different targets.

s Class: The spell class (D, E, P, M, etc.) must be determined. (S,
Section 11,3).

* Parameters: Will the spell affect one targel or many? Area of
effect, duration, and range desired must be assigned.

sMechanics; Is this spell instantaneous? Are its effects dependent
onthe amount of the target’s resistance roll failure? Must it be cast
' atmght, in the daylight, or withina set range of a certain element?
The actual mechanical concerns of casting the spetl must be
considered here.
 Difficulty (level}: At what level on the list should this spell appear?
l Is it simple enough to be cast by a novice, or are its effects so far-
ranging and powerful that it requires a great deal of expertise and
expenditure of spell points to cast?
l' Name: What will the spell be called? Although this may scem at
first to be an arbitrary matter of taste, in the case of the various
Power Words and Great Commands, this becomes an integral
part of the spell design,

RESEARCH INVESTMENT

 Often the spellcaster wishing to research new enchantments must
tonsult many different sources. Many of them may be dangerous,
ifficult to find, or expensive to utilize, The services of a Sage or
Seer, access (o rare and delicate books in a restricted section of
l)ublic or private library, and the opinions of other mages and
icholars (of this or many other planes) may all be necessa.y to the
Successful creation of a new spell or list. The Research Investment

ls a total account of the expenses required to reach the necessary

4.0 OPTIONAL SPELL “LAWS”

sources, and is determined by the GM. If the amount required is
beyond the character's means. the spells may still be possible to
research. but the project would likely be more ditficultand potentially
more dangerous,

UsSING THE SPELL RESEARCH CHART

The relative success of spell research is determined on the Speli
Research Chart. This chart. like the maneuver charts. has a number
of ditferent “difficulty ratings”. from Routine to Absurd. The
appropriate difficulty must be assigned by the GM before a roll is
made. with additional modifiers if necessary.

The percentages on the chart indicate the percentage of the
research completed after the effort represented by that particular
research roll, with the dic roll modified upwards by the rescarcher’s
Research skill bonus (SL. Scetion 5.1) or the rescarcher’s Re mod
(if the skill is not used).

The second number ineachentry on the table indicates how much
time was required to complete the indicated percentage of ihe
rescarch.

The Routine through Hard columns are used for rescurching
individual spells. The Routine column should only be used to
determine the outcome of research on single spells which are of a
type with which the caster is intimately familiar Gi.c.. elemental
attack spells rescarched by amugician). and are of ten or more levels
below the caster. The Hard columin should be used for developing
new and unconventronal speils which have no existing counterparts
within the same realm or profession, and are of a level equal to the
caster.

The Hard through Absurd columns are used for researching lists
by spell picks (SL. Section 5.3.3). The Hard column should only be
used for very special occasions (developing new lists of a type the
caster has made his personal, lifelong specialty. or very simple,
non-combat magics (perhips some open iists),

Example: A Seer hereft of the Open Mentalism list Delvine
might develop it on the Hard column, because many of the
spelis are versions of spells fre already possesses on his hase
fists, but the sane secr attempiing to write an elenenial-based
arcane list wonld be rackling a Very Complex or even Absurd
project).

RESEARCHING INDIVIDUAL SPELLS

Researching an individual spell, either for an open slot on an
existing list or as an alternate to another spell on the same list, is
resolved on the Routine through Hard columns on the Spell Rescarch
Chart (GM’s discretion). For instance, the Routine column would
be used for researching spells ten levels or more below the caster's
level 1o fill the open slots on a list the caster already knows. The
Hard column would be used for researching a new spell of the same
level as the caster, with no equivalent counterpart on another list.

Option: If a GM wishes to allow spell research that is not part of a
list at all, he should apply a +1% ESF chance to the spell for cach
slot below it left unfilled (to represent the researcher’s lack of
foundation work).




Example: /f the spell Black Tentactes (RMCIV, Section 9.0)is
10 be developed by itself, with no lower level spells on the list
to pravide a clear progression of power and intricacy, itwould
have an ESF chance of +12%. This ESF penalty may he
reduced by 1% for each of these lower apen sfots which is
eventually developed.

RESEARCHING INTIRE Lists

Researching a new list is done by spell picks (SL, Section 5.3.3),
Only the levels normally available o a specific profession may be
researched by « member of that profession (c.g., a Sorcerer could
only research spelis on an open list up to tenth level). A separate
research project s required for cach list portion researched,

Researching a new list is resolved on the Hard through Absurd
columns on the Spell Rescarch Chart (GM’s discretion). For
instance, the Hard column might be utilized to research an * A" pick
of anew openlistsimilarto an existing open listfrom another realm,
while the Absurd column would be used for researching the ‘D’
portion of a new arcane list.

REskarcH TiMe MODIFICATIONS

The time required to complete a specific research project is
modified according to the Research Time Modifications Chart,
Also, the time may be increased or decreased by other factors (such
as exceptionally pood research materials, finding other work
previously done along the same lines, or having continual minor
interruptions or unexpected snags in the research),

Example L: The ambitious Magician, Hiraethwishes 1o develop

u new, mare powerful Wall of Fire spetl, for the magician base

list Fire Law.

Step one: Research target. This spell is not geared (oward
attacking any specific race or type of targer.

Step two: Class. This is a elemental attack: spell, not a
resistible effect. The spell class will be ‘E°.

Step three: Parameiers. Hiraeth decides that ]G x10 167" is
large enough, and the duration of 1 rad/ivt is fine, but the ‘A’
heat critical delivered by the wall just isn” tdeadly or destructive
enough for his tastes. He decides the new Wall of Fire will
therefore follow the same parameters as the 4th level Wall, but
will deliver a 'C" heat critical.

Step four: Mechanics. No special or unnsual mechanics or
restrictions will apply; the spell will follow the established
pattern of the 4ih level Wall.

Step five: Difficulty. The spell will fill the exisiing gup
hetween &th and 10th level on Fire Law.

Step six: Name. No special requirements as to the spell’s
nanie exist, so he decides (typically) to call it Hiraeth’s
Humoungows and Magnificent Wall of C onflagration,

Stepseven: Determine research requirements. Hiraeth wants
accesstothe Grear Library of Thoth for his research. Admission
to the library is free, but access to the stacks concerning
magical research costs 5 gp per day, plus the donation of nne
collectable book the library doesn’t already possess. The 5 ap
perday ke can probably cope with, bur he siill must come up
with the book. After perusing several auciion blocks, he
purchases un appropriate tome for 75 gp.

Step eight: Determine research time anel investment. The
GM rules that although the spell is more powerful than other
comparable spells on Five Law, most of the work is based on
existing precedents (the dih level Well ). and determines that
this will be a Moderate difficulty projece. Hivaeth's research
bonusis65 (10 ranks plus Re/ln nmodaf 15). The GM grants him
+20) for the exceltent facilities available. and tracth proceeds
torofla73.73 + 65 +20=158. Referencing the Spell Research
Chart produces a resuli of 100% completed in 110 hours
{fourteen eight-hourdavs). Hiraei s 1otul researchinvesiment
i5 143 gp, and Five Law has its new addition.

Example 2: The revered archniage Q. 7. Hartiey decides to
credate a new arcane list dealing with electricity.

Step one: Research targer. These spells are not designed to
attack any specific race or tvpe of targer.

Steps two through five, The class, parameters, and mechanics
will vary from spell to spell,

Step six. Name. Some of the proposed spells on this list
(Lightning Blude, Immolation) resembple spetls on the arcane
list Mana Fires, so he decides to call it Mang C tervents ant of
respect to hiis predecessors.

Step seven: Determine research requirements. Hartley
consulismany afhiscolleagues whe have done similar research,
and arranges an audience with g Light Drake which resides in
the mountains rearby. The drake agrees [ reach him more
ahout his element for the paltey sum of five thousand gold.
Hartley purchases addiional research materials in the formof
several large, expensive books from the estate of his former
teacher for 15,500 gp. He arvanges to have someone take care
of his estate during his time away (1 gpiday), and pays a friend
to reach his clusses at the local wniversity during his absence
(10 gpiday). He also cansults with & local suge fo see if there
are any standard research materials he is not familiar with,
and 10 see {f anyone ¢lse has worked along these {ines (25 gp,
but no results).

Step eight: Determine research time and invesiment. S uitably
equipped, Hartley beging his arduous task. Hiy GM decides
that developing a new list usabie by all three realms is
extraordinarily difficult; in effect, new foundation material for
magicitself. Hartley is an accomplished archmage ( 20th level)
and an experienced scholar, but has seldom delved into
elemental magic. This research will be conducted in the Very
Complex column.

Hartley's researck bonus is 105 (40 ranky plus Relln mods
of 20). The GM grants him +20 for his tnitial preparations, b
adds a -25 penalty for his comparative unfumiliarity with
clemental magics. Hartley rolls a 31. 31 + 105 - § = 131.

Referencing the chart, Hartley will have 60% of the first ten
levels of the list completed in 500 days (250 x 2 becatse this is
an arcane list). His total RI so far is 26,025 ap.

A quick look into his purse indicates (o Hartley thar he
cannor continue 10 have expenses mount of this rate. His
second research rofl is, however, somewhar better (54). 54 +
105 - 5 = 154. Hartley will have the entire project completed
inanother 106 (53 x 2) days, for a total research in vestment of
27,191 gp, and his reputation at the college is assured for at
least another term.




ROUTINE EASY MODERATE| HARD COMPLEX VERY ABSURD

COMPLEX
-15t Upgrade to Easy. {Upgrade to Upgrade to Hard, | Upgrade 1o Waste 4 months | List botched 5 years, 100%
' Waste 10 hours. |Moderate. Waste |Waste 20 hours. |Complex. Waste |and 100% RI. after one year.  |RI, and much
Start over. 15 hours. Start | Start over. 6 weeks and 50% chancea  |RI complete prestige, all
over, 50% RI. dead end. writeoff, wasted chasing

] a dream,

{-150) - (-101) §5% Harder than it|2 days and 5% RI{50 hrs. wasted; |3 weeks and No progress; 50 |6 months and 3 years. No luck.
looks. +10 ESF. |wasted. Start 20% Rl wasted. |25% RIwasted. [days wasted, 75%|90% Rl lost. No {100% RI used

" over. +20 ESF. +25 ESF. RI wasted due to |progress. Start up. People are

' error. +25 ESF.  |over. laughing behind
your back.

) (-100) - (-51) 5% 100 hours.  }5% 200 hours. |10 hours lost; 2 weeks and 20% | Problem 30 days |5% 6 yrs. Slight  Two years and
15% R1 wasted. |[RIlost to no gain.|into research, progress, but 90% R1 totatly
+15 ESF. +10 ESF. 50% RI wasted; |currently +75 wasted.

50% chance no  |ESF.
_ loss, no progress.
l (-50) - (-26) | 20% B0 hours. 10% 175 hours.  |5% 350 hes. 10% (5% 75 days. 109 |39 100 days. 5% 5 yrs. 50% [ All research dead
of RI wasted. +L0{RI wasted. +15  |20% RI wasted. |RI lost 1o no ends. 1 year and
: ESF. ESF. +20 ESF. gain. +33 ESF.  |50% RI lost.
I (-25y-0 30% 60 hours. 20% 175 hours. | 15% 350 hours. | 10% 70 days. 5% |5% 90 days. 10%{3% 4 yrs. 20%  |5% 8 yrs,
RI wasted. +5 RI wasted. +10  |RI squandered. |25% RI lost.
ESF. ESF. +20 ESF. +25 ESF,
01-20 40% 50 hours.  |30% 150 hours. [20% 350 hours. | 15% 65 days. 10% 85 days. 5% 3 yrs. 10%  |5% 6 yrs. 20%
RI wasted. +10  |RI frittered
ESF. away. +15 ESF.
21-40 50% 40 hours.  |40% 150 hours, [30% 300 hours. {20% 60 days, 15% 83 days. 10% 2 yrs. 5% 5 yrs.
l +10 ESF.
41 - 55 60% 40 hours.  [50% 125 hours. |40% 300 hours. |30% 57 days. 20% 80 days. 15% 1.5 yrs. 7% 4 yrs.
' 36-65 70% 30 hours.  |60% 125 hours. | 50% 300 hours. 140% 52 days. 30% 80 days. 20% 1 year, 9% 4 yrs.
66-75 80% 30 hours,  |70% 10 hours. {60% 250 hours. |50% 50 days. 40% 78 days. 25% | year. 10% 4 yrs.
' 76 - 85 90% 30 hours.  |80% 110 hours., | 70% 250 hours. |60% 46 days. 50% 75 days. 40% 1 year. 15% 3 yrs.

. 86 -95 95% 30 hours. 90% 100 hours. [80% 250 hours. |709% 42 days. 60% 72 days. 45% | year. 15% 3 yrs.
l 96 - 105 99% 30 hours.  |95% 100 hours.  |90% 250 hours.  [30% 38 days. I—7‘0% 70 days. 50% 1 year. 20% 3 yrs.
l 106 - 115 100% 25 hours. |99% 80 hours.  {95% 200 hours. {90% 35 days, 80% 69 days. 50% 1 year. 20% 3 yrs.

16 - 125 100% 25 hours.  |99% 80 hours.  [95% 200 hours. |95% 33 days. 90% 64 days. 60% 300 days.  [25% 3 yrs.

l 126 - 135 100% 25 hours. |100% 70 hours. |99% 200 hours. |95% 30 days. 95% 60 days. 60% 250 days.  125% 2.5 yrs.

| 136-145 [100% 25 hours. |100% 70 hours. |99% 200 hours. (99% 28 days.  [95% 57 days.  |70% 200 days.  [30% 2.3 yrs.

" 146 - 155 1009 25 hours. | 1009% 60 hours. | 100% 150 hours. |99% 26 days. 99% 53 days. 75% 150 days.  [30% 2 yrs.

156 - 165 100% 25 hours. | 100%55 hours. 1 100% 110 hours. [99% 25 days. 99% 51 days. 75% 120 days.  |35% 2 yrs.
166+ 100% 20 hours. |[100% 50 hours. | 100% 100 hours. |100% 24 days.  |99% 50 days. 75% 100 days.  135% 2 yrs.




Example 3: /n an ill-advised and hasty mave, Hartley's arch-
rival Estrefan decides to show him up by stealing Hartley's
rotes and picking up where he left off. Estrefan is a magician,
but he has more experience with this sort of elemental magic
than Hartley does. Estrefan foolishly limits his research to the
college library, and obviously can’t consult with anyone else
until his pirated research is complete.

Estrefan’s research bonus is a paliry 55 (10 ranks plus 5 Re/
In). The GM decides this is an Absurd feat for him to try to pull
off. and penalizes him an additional -30 for not preparing his
materials properly. Estrefun, however, gets lucky and rolls a
9 fopen-ended)and a 34.96 + 34 + 55 -30=155. Consulting
the chart, it is shown that in six years (2 years x 3 because this
isan arcane list), Estrefan will be a whopping 30% on his way
10 writing the next five spells on the list. Hartley's reputation
is saved by Estrefan’s overconfidence!

RESEARCH TIME MODIFICATIONS CHART

Open  Closed Base Arcane
Semi-Spell User x2 - x| x6
Hybrid Spetl User x1 x2 x1 x2
Pure Spell User x1 x2 xl x3
Non-Spell User X2 - - -

Research Investment (RI): Covers total expenditure for
research; may include everything from paper to books to
bribes. ‘Rl lost” results reflect incorrect initial selection of
research materials, damage to books/equipment, etc.

+xESF: When the spell research is completed, the spells will
have an increased chance of ESF, Another research project of
one degree easier severily is required to correct the problems.

Note: multiple results indicating increased ESF chances are
cumulative.

extended crisis or long-term expedition. For instance, a Magician
with a personal capacity of 10 power points will be able (o cast org

a single Lightning Bolr, his spellcasting resources then be:!
exhausted until he can rest again. Such a character could not evén
manage to fire off two Fire Bolts in the same day (thetr combined
cost is 12 PPs).

The solution of making PP multipliers easily available j
doesn’t work in many low-powered games. or within enchanted-
item scarce campaign settings where the Alchemical laboratori
that create such things are no longer functioning.

The spells on an average spell list just do not increase enough in
effectivencss as they progress to slightly higher levels to justify g
power cost progression which requires an additional point ol‘pow‘
for each higher spell level. E.g., on the Open Essence Detectin
Ways list, the effects of the Derect Essence, Detect Mentalisn, and
Detect Channeling spells are much too similar to demand that thr
times the power of the lowest level spell be expended to cast t
highest level version of this set.

Instead of attempting to use PP-total expanding methods t
increase spellcasting power, the Spell Law PP system can b'
modified slightly to achieve the same goal,

Under the “Level-block PP Cost™ system, a spelt no longer costg
a number of PPs equal to its level to cast, Instead, spell PP costs a .
divided into blocks {following the “spell picks™ progression), witl
cach successive block costing more PPs inacumulative progression,

and each spell within a block having the same PP cost:
Spell Level PP Cost P
1-5 1
6-10 3 F
11-15 6
16-20 10
25+ *
* Each spell above 20th level costs a number of PPs equal 1o its level,

ADDITIONAL MODIFICATIONS

Caster’s Research skill bonus (if used) v
or

Caster’s Re modifier A

Quality of research materials +50 10 -100

Surroundings conducive to research +3010-70

Caster's Research Investment A

4.2 LEVEL-BLOCK POWER
POINT SYSTEM

This section discusses some of the limitations that the structure
of the Spell Law power point system imposes, and suggests an
alternative power cost progression.

The way that the power point system is set up in Spell Law, it
seems that a PP multiplier device is almost amandatory requirement
in order for a pure spell user to have enough PPs to get by. (Either
that or a very high stat, or both.) If a tenth-level spellcaster only has
10 natural PPs to work with, his power is nol that greal in an

progression itself in order to increase spellcasting ability, so that
spellcaster’s PP stores need not be artificially bloated for him to
function adequately One of the major advantages that this systen
provides is to give “average” (1 PP per level) spellcasters a fightin
chance, so that every spell-using opponent need not have an
unusually high stat or multiplicr device in order to present adanger.
[talsomakes the higherreatm-attunement stats much more valuabkl
when rolled, strengthening the concept ot the rare “natural” talen
with magic who is born with access to a very high power level.

The standard cumulative level-block PP cost progression nolcd'

The net effect of this change is to slow down the spell power cos’

above ( 1/3/6/10/*)1s only a suggested cost progression, and may be
altered to fit each GM's view of the power of magic within his
campaign. Some opticnal PP cost systems might include the
following progressions: '
1R2/5010/%, 1214)57%; 1213/47%;

1/2/4/5/10 (each spell above 20th level costs 10 PPs to cast),
12/3/4110; 172/3/4/5; 1/6/10/15/*;

or even something along the lines of §/10/15/207*.




4.3 TEMPORAL
DISPLACEMENT

INTRODUCTION: WAVE TIME
THEORY

Wave Time Theory is a consistent rules structure in which to run
a time-traveling scenario or campaign, Wave Time Theory holds
etements of modern time theory as well as that of old. yet because
it is designed to be used in a fantasy/sci-fi milieu. some important
aspects of these theories have been abandoned. Everyone has their
own ideas concermning time travel, this being just one. but the Wave
Time Theory s not an attempt to cover every possible theory that
has been offered to explain the mechanics of time. It is instead. a
simple approach that helps a GM to avoid the paracoxes that usually
accompany such theories.

It helps to understand this theory by visvalizing an ocean that
stretches out infinitely in all directions, and that this ocean is
completely.still ... mirror-calm. and it is only inches decp. The
ocean floor is made up of sand consisting of many shapes. sizes and
colors. Insome places the sand lies arranged in patterns ot deliberate
texture and subtle hue. inother places. there appear to be no patterns
or color at all. When you reach out and touch the calim surface, you
create a wave which races away from you in all directions, and
hehind this wave the sands have taken on new colers and forms,

The ocean represents static time, or the Time Continuum. The
wave represents dynamic time, or the Event Horizon. Things
change within the wave. [t is within this wave that perceptions of
reality exist, and itis within this wave the future is created. The sand
ishistory; both past. present and future, As the wave travels through
the ocean, it rearranges the sand which lies beneath it like real occan
waves do to the sands of a beach: erasing the old future in favar of
a new past,

The past (sand patterns behind a wave) contains what happened
and what could have happened. The present (a wave} is happening
now. The future (sand patterns in front of a wave) contains what wilt
happen and what can happen. It is exactly like the past except that
it lies in front of the wave. And just as past events depended on the
choices made, the future depends on those that will be made.

The basic premise of this theory is: the past contains all that was
and could have been; the future contains all that will happen and
what can happen: the present ... infinite choice. The possibilities of
this theory are: trave! into the past and future. The surprises of this
theory are: travel into the past or future does not effect the present.

CRreATING WAVES

Travelling into the past or future creates a new wave within the
continuum. This wave will wash over the sand, changing the future
and creating a new past, Actions in this new wave will reorganize
the sand. If this new timeline is influenced greatly, the sand patterns
may be radically changed. If influenced slightly. the sand patterns
could remain virtually unchanged. Anexisting wave can be travelled
to without creating a new one (providing altcrnate time lines
already exist -— GMs option).

TRAVEL INTO THE Past

A traveller can travel backwards and meet himself. The pair
could both travel backward and meet themselves again. A traveller
can travel back before his birth ... beyond the birth of the planet or
possibly the universe. Travel into the past and events which are
changed there will not effect future waves. This is based on a simple
observation which is easily witnessed. If a stone is dropped into a
still pond, muny waves are created. The waves have an interesting
property; they never pass one another. and they each travel at a
constant speed and at a wniform distance. Events changed in the past
never caich up to those transpiring in the future. If, for example, a
traveller changed some major historical event (something
measurable), then when he retumned to his original time (wave),
nothing would be different. All the history books would read jusi
the same as they did before he left. Last year’s sun rises and falls in
the sky no faster ot slowerthan itdoes today. Why should the effects
of events he changed travel any faster than they normally rravelled
before? If he traveiled backwards 200 years and painted the sun
green. no one in the wave he left would ever know.

TraveL Into THE FUTURE

A traveller cannot travel forward and witness his death. This is
not possible because when he travels forward, he removes himself
from probuble future events and therefore from the circumstances
which lead to his death. Let’s say that a friefid takes something
personal of the traveller to a Seer, She reveals the circumstances of
the traveller’s death and the cvents that lead to it. (While at a
camival, he stumbles across two thieves robbing anelderly sausage
vendor. He attempt to save the sausage vendor's life when one of
the thieves produces a sword. Unfortunately the thief succeeds in
killing the vendor. and the other stabs the traveller from hehind as
the traveller lunged for his friend.} As an experiment. he tells the
traveller what he did but docs not give any specifics. The traveller
agrees to travel forward a few days. He reappears three days later
and continues on his way. His friend later reveals, after the critical
night has passed. that if he had stayed. he would have come across
asign whichadvertiseda carnival ina neighboring village. Because
he likes carnivals somuch. he naturally would have attended. It was
at the camival that he met the thieves. and it was at the carnival he
would have died. But because he travelled forward, he missed the
advertisement and therefore missed his death. Another good example
might be if a traveller had  terminal illness. His life expectuncy
might be three more ycars. If, for example, the present year for him
ts 1990, and he traveled forward 10 years to the year 2000, then he
would die in 2003 and not in 1993,

MuLTipLE TrRAVELS To THE PasT aND FUTURE

A traveller cannot travel into the future and meet himself unless
he has been there before. He does not exist beyond his origin wave,
unless ke travels to some futire point; then he exists in the future.
As long as he remains in the future {in front of his origin wave) he
will have a future selt (himself) influencing the future sands. If he
returns to any point in the past (for example, his origin wave), this
future existence lasts until his origin wave erases that pattern or
record from those future sands, though his influence upon the future
can never be removed.




CaMpaiGN Uses

There are moral and ethical problems (for the players) within this
theory which can serve as greal plot generators for scenarios or
cumpaigns. If players jumps around a great deai, the waves could
become confusing. The GM should map their time jumps on a line.
This will help to keep up with all the waves that they create. Each
lime a wave is created a mark should be made and also anote tokeep
track of the events that they create or change...these can have
profound effects on the futures of each wave. The benefit is that
when the players return to a lime that they have altered, the GM can
reference his time map and describe the possible mild or even
radical changes that have occurred due to their activns in that
previous time. There is no limit to the amount of diversity and
adversity a time-travelling party could experience.

Going back and changing a past event will not change the future,
butif the future is unlivable and changing a past event will save the
world (at least for that timeline), then the players could stay in that
time and live.

Example: A grear evil Elven Wizard developed  spell which
wonld kill all kuman life. Qur heroes travel forth to do hattle
with the mighty Wizard 1o save themselves and the world. But
they arrive too late und begin to see the tervible spell work.
They cannat stop the spell, but they have one chance, They
decide 10 go back into the pust and prevent the Wizard from
ever learning the spell. When they arrive in the past, they race
for the wizard' s teower, storm into the laboratory and slay the
evil menace, and then they raze the keep. This is great for the
hevoes und of course for all human life, but fust o few howrs into
the future the mighty Wizard has succeeded in his vile plot, and
all human scam has been eradicated,

Let us say that the spell has u permanent effect and that any
fuman life arriving on this world will immediately dry up and
blow away. So if the characters make an attempt to return to
their originwave, they will die. In this case both the heroes and
the vitluin win; they just win in different times.

Mow there is nothing tu stop the characters from developing some
means which will protect them from the effects of the spell and then
going back to the future and taking care of the Wizard. This won’t
bring buck the humans, but it will surely satisfy the heroes knowing
that at least he didn’t get away with it. And the result of this scenario
is that there are now two very different worlds (time lines); one with
humans and one without.

4.4 OPTIONS FOR
EXTRA BASE LISTS

Rolemaster core rules provide six base lists for the characters.

Four from the profession’s base lists and up to two others from
Open, Closed, or profession base lists. Here are options for handling
professions with more than five to six base lists.

Option 1: Simply treat them as extra base lists, and allow the
profession to make full use of them through B, D, & E picks.
Option 2: The GM decides which 5 or 6 of the lists are base lists for
that profession within his campaign and then makes the remaining

lists unavailable.

Option 3: Allow the player to cull 4 base lists from al] that are
available. The player must do this in groups of five spell blocks
of 1-5,6-10, 11-15, 16-20. 25, 30. .. etc. Once he has assembled
his four base lists, the remaining lists are discarded.

Option 4: After the player selects his base lists, the remaining lists
are treated as either closed or open lists.

4.5 OPTIONS FOR
SIMILAR BONUS ITEMS

Option 1: Only allow the character to benefit from the single
highest specific bonus., For example, if the character had a +10
DB ring, a +5 DB sword, and a +15 DB gauntlet, then he would
only benefit from the +15 DB gauntlet. This option should be
applied to all types of “defensive bonus™ items, including items
that confer an additional bonus for resistance rolls, elemental
attack defensive bonuses, etc.

Option 2: Allow the character the full benefit of the single highest
specific bonus plus half of the sum of the remaining similar
bonuses.

Option 3: Allow the character the full benefit of all of his bonuses
(this could result in very high bonuses).

Option 4: Treat spell bonuses separately trom item bonuses (treat
them separately using one of the above options for each and then
add the results together for the net bonus).

Option 5: Treat spell benuses in the same way as itlcm bonuses
{applying one of the above options to hoth equally),

4.6 OPTIONS FOR
SPELL ADDERS

Option 1: Place an upper limit on the level the adder may altow the
character to cast without power points, Theseadders can be typed
justas spell picks. A type A Adder would allow up to a 5th level
spell to be cast, a Type B Adder would allow up to a 10th level
spell to be cast, etc.

Option 2: Normally an adder can be used repeatedly (after the same
rest and/or meditation that enables a character to regain his own
PPs). Instead, allow the adder to used again only after a period of
time based on the level of the spell used with it. For example, if
the Last spell used with the adder was level 5, then the adder cannot
be used again for five hours, The GM could decide to apportion
the time increments based on the level of the spell. For example,
if the spell’s level was 1-5, the time required for the adder to
“recharge™ might be in minutes x level of the spell. If the spell’s
level was 6-10, then the time required before re-use might be
hours (as above), If the spell’s level was 11-135, the time required
might be 12 hours x level of the spell,

Option 3: The adder could be designed to allow so many levels of
spells to be cast with it. For example, an adder might be
considered alevel 10 item. This would meun that the caster could
cast 10 levels of spelis (in any combination as long as the sum of
the levels did not exceed 10) before the adder would have to
“rest”.
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5.1 NEW SKILLS

Brawling (Ag or Ag/St or St)* — Bonus for using non-weapon
implements in an offensive manner (e.g.. using a stool to attack,
throwing sand in your foe s eyes, etc.) or forundisciplined, untrained
hand-te-hand melee. This does not apply to normal weapuon usage,
which is defined under various other skills (weapon skills, yado,
martial arts, etc). The attacks made using brawling are resotved on
the Brawling/Untrained Combat Table. The type of critical strike
delivered is determined by the GM (or both GM and player). A
broken glassmight inflict Puncture, Slash, or Tiny criticals depending
on the GM's wishes.
* depends on the type of attack {GM's discretion).

Examples:

Puncture Crit — pointed stick, broken bottle, and spike.

Slash Crit—broken bottle, metal fragment. and farming implement.
Crush Crir — table leg, chair, rock, and tankard.

Grapple Crit — grasping. grabbing, and seizing,

Unbalance Crit — knockdown, shoving, and tackling.

M A. Strikes Crit — pummeling. punching, kicking, and beating.
M.A. Sweeps & Throws Crit — manhandling.

Tiny Crit — hatpin, fish hook, and biting.

Heat Crit — flaming torch, hoiling oil, and buming pitch.

Acid Crit (RMCI{I) — thrown bottles of acid.

Depression Crit (RMCIII)— rape and humiliating physical abuse.
Stress Crit (RMCIH ) — being strerched on the rack, other {ortures,
Shock Crit (RMCIHT) ~— sand thrown in the eyes and attacks to stun.
Mental Crit (EC) — attacks resulting in minor brain damage.
Essence Crit (RMCV) — attacks by destructive Essence Flows.

Starvation/Dehydration Crit (RMCY) — resi/sleep deprivation
attacks.

Find Weakness (Re/In) (Special) — This skill is only applicable to
directed spell attacks and must be developed separately for each.
Beforecasting adirected spell, the spell user must make amaneuver
roll using his Find Weakness skill bonus, His roll is modified by alt
of the target’s applicable defenses. If he succeeds, any applicable
defense the target may have is reduced by the number of ranks the
caster has developed in his Find Weakness skill. A mancuver roll
must be attempted with each attack.

Example: The great mage E'ess Eff prepares a Lightning Bolt
to be cast at the Stone Golem. E' ess Eff knows that the Stone
Golem has very good defenses versuselectrical attacks (75), so
he decidesto Find Weakness against his defenses. £ ess Eff has
developed 21 ranksin FindWeakness for Lightning Bolt giving
hint a bonus of 88 (includes stat mods). E'ess Eff s player rolls
92«f(ﬂ a total manewver roll of 180 (88 + 92). Subtracting the
Golems defenses yields a ner maneuver rofl of 105. He makes
his manenver roll and thus is able to subtract 21 from the Stone
Golem's Defenses.

Skill DP Cost: Pure Spell users: 1/3; Hybrid Spelt users: 3/5; Semi-
Spell users: 7; Non-Spell users: 10

Power Manipulation (EmorInor Pr) (Speciul)— This skilt allows
the caster to increase the resistance roll modifier of a target when
using base spell attacks. Before casting a base attack spell, the spell
user must make a maneuver roll using his Power Manipulation skill
benus, modified negatively by the level of the speil he is casting
multiplied by five. If he succeeds, the target’s RR is modified by an
additional penalty equal to the number of ranks the caster has
developed with this skill. If the caster fails his maneuver roll, his
chance for spell failure is increased by the number of ranks he has
developed with this skill. The maneuverroll is attempted in the last
round of speil preparation.
Example: Onager the Discreet prefers to use low level spells
10 the best advaniage. He has developed 12 ranks in Power
Manipulation for a rotal skill bonus of 60 (inciudes stat bonus}.
Onager is desperately tiving to sneak out of the house withowt
having to explain to his wife. He decides to cast Sleep V upon
herwhile sheisdoingthe dishes. Onager's Power Manipulation
ital comes to 107. Steep V is a first level spell, so it modifies
hisroll by -5(1 x5) resulting ina net maneuvervoll of 102. His
wife attempis to resist bui does so at an additional -12.
Onager's spell succeeds and his wife falls gently to the floor.

Skil! DP Cost: Pure Spell users: 2/3; Hybrid Spell users: 4/7; Semi-
Spell users: 10; Non-Spell users: 20.

Research (Re/ln) (Static Action) — Bonus for locating and
correlating information concerning a specific topic, question, or
point of research. Use of this skill assumes the character has access
to the proper and relevant research and study materials. The GM
may also wish to make this skill required to research new spells and
magical material.

Skill DP Cost: As Philosophy/Religious Doctrine,

Serying (In/Pr)(Static Action) — Bonus for using scrying devices
and methods, such as crystal balls, mirrors, magic pools, etc., or
spells duplicating their effects. GMs may require an additional skill
check if the target moves more than 10°, or if he moves suddenly or
in an unpredictable fashion. If the target moves via Teleport, Long
Door, or similarly changes location through magical means, he is
immediately lost from view.

Skill DP Cost: As Divinations,




Specific Knowledge Lores (Me/Re)— Specitic Knowledge Lores
represent focused areas of detuiled knowledge or experience. They
are a specific subsection of a general lore or an area of knowledge
not covered by current Lore skills that a character would have
because of his background, previous experiences, or profession.
They represent more than just a passing interest in or experience
with the subject. A few ranks in a very tightly focused specific
knowledge lore will provide mare detaited information about it's

subject than ten ranks in the more general lore, In the case of a

general lore and a specific lore overlapping, allow the lesser to

complement (+15} the greater (4.4 complementary skills RMCHj.
Example Areas:

Groups: the Local Nobility, the Royal Court, the Assassin’s Guild,
Cultures of the South Seas or even Dark Ruces,

Peaple: Famous Wizards, the King, Bandit Leaders, or vour arch
rival.

Creanures. Fell Beasts, Demons, Undead, Racing Horses, or White
Dragons.

Places: Your home town, Rooftops of your home town, Magic
Places, a Country.

Things: Trade Goods, Enchanted items, Famous Enchanted Items,
Famous Elven Enchanted Items, Famous Elven Weapons. or
Famous Elven Enchanted Long Swords.

Events: Local History of Magic, Local Gossip, or the current war,

Skiti DP Cost: 1/3 (all classes).

Spell Ambush (None) (Special )~ This skill works exactly like the
normal Ambush skill (adding or subtracting the number of skill
ranks to the criticat roll of an mitack), but warks for clemental holi
spells rather than attacks by weapons. Remember that the caster
must have surprised the targel (GM: be very strict about this, or this
will get really out of hand).

Skill DP Cost: As Power Point. Development.

Spell Artistry (varies) (Static Action)— This skill allows the caster
to give any spell he casts any desired visual (and possibly auditory)
effects. These effects will never function as real illusions, but will
leok really impressive. For example, for a Fire Bolt spell, a small
drake’s head could appear over the top of the caster’s hand which
“breathes” the bolt. A Fiy spell could come complete with a magical
pair of wings. A Vision spell could make the caster’s eyes glow
scarlet. This is simply a skill to allow for greater creativity in such
etfects, although in some magical societies, casters are judged by
the artistry of their spelleasting as much as by the spell’s effects.

Skill DP Cost: As Spell Mastery.

Time/Temporal Displacement (In/SD/Co) — This skill allows
the caster to resist the natural tendency of the continuum to keep
things in their natural time. Without it, an unprotected being thrown
many years away from his own time could instantly die. It is also
necessary in order to accurately place Time Windows and to Time
Teleport (see Sections 4.3,7.8.4).

Skilti DP Cnst: As Direction Sense.

SCRYING

-26 Down Blunder: Spectacutar failure. Not only does the
target instantly know he is being scryed on, you manage 1o
convey to him who and where you are. Dizziness washes
over you as you crumple slowly tothe floor, disoriented. and
at-50to allactions for 24 hours as you regain your hearings,
Any other serying attempts for one week absolutely fail.

-25-04 Absolute Failure: Qops. You have not oaly not found
your target. your incompelence in controlling your psyche
during the altempt has given you a splitting headache and a
-25 penalty for 24 hours. Any further scrying atlempts today
are doomed.

05-75 Failure: You are unable to locate or truck your turget,
and are badly contused by the appearance of other presences.

76-90 Partial Success: At least you found him. You can see
the target. but you will lose him in 1-3 rounds unless you
make a successtul roll at -30. All perception rolls during this
attempt are at -30 as well,

91-100¢ Near Success: You have a good lock on your target.
and can make normal perception rolls for 1-5 rounds before
You must try again with a +20 bonus to maintuin the image.

111-175 Success: You have pinpointed the target, and may
follow him for 1-3 hours with +1¢ bonuses to all roils
required fo mainlain the image.

176 up Absolute Success; He's nuiled. You wiil not lose the
image for 1-10 hours (unless he Teleports) and all future
attempts to sery onthis target may be made with 1 +25 bonus.

Special Mods

How Well Known Distance
Routine +30 Family <3000
Easy +20 Intimately >300°
Light +10 Well >15HY
Medium +0 Slightly >1 mile
Hard -10 Acquaintance >5 miles
Very Hard -20 Good Description >30 miles
Extremely Hard  -30 Poor Description >100 miles
Sheer Folly -50 Unknown >1000 miles
Absurd -70 Complete Blank >5000 miles
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RESEARCH

-26 Down Blunder: Noi only are you continually distracted
with other, irrelevunt lines of thought. all conclusions drawn
from this line of rescarch are completely erroneous. You
continue in blissful ignorance. The toptc researched will be
a complete disaster. Your colleagues will laugh heartily,
1-10ofthe skill ranks you boughtinthis subject (it upplicable)
must be repurchased uat 2x cost to recover yaur lost ground.
-25-04 Absolute Failure: Yourmemory blunks out. All relevant
knowledge you have gained on the subject iy temporarily
lost. Any static mancuver attempted in the next 30 minutes
will fail. You feel stupid.

-—-__-__*_

05-75 Failure: Currently the subject marter stil] evades you,
You may be missing some cssential material,

76-90 Partial Success: You gain partial insight into the
subject. You are aware that you are missing some important
concepts. Try again tomorrow.

91-110 Near Success: Things are starting to come clear. You
have gained considerable grasp on the basic concepts, and
tomorrow’s rescarch will be with a +10 bonus,

111-175 Success: You understand the topic and ali pertinent
information refating to it. Hard work pays off.,

176 up Absolute Success: Eurcka! With a brilliant flash of
msight, you leap past much unnecessary and redundant
information o the heart of the subject. You have ful] insight

into your research topic, and it will be completed in 1/2 the
time you aliotred 1o it

T ..

-

Special Mods

+3010-70 for type of sumoundings (from quiet to distracting)
50 to -70 for quality research maicrials

30 1 -70 for initial 8rasp of/training in subject studied.

5.2 STATISTIC BASED SKILL
DEVELOPMENT

The number of skills available to charucters has increused with
each Rolemaster supplement. but the development points with
which o purchase them has not. The Statistic Bused Skill
Developmientsystem offers a solution tothis problem while lending
a more logical approach to skill acquisition.

Thissystem allows acharacterto useallofhisstats fordevelopment
purposes. However, the characier may onty purchase skiils with the
deveiopment points from gy stat that 15 required by the skill. This
method will definitely increase the number of points available (o g
character. but the characters advancement in any skill areq will be
directly proportional 1o his natural ubility (sta1s) to do so.

Example: Humillo is a seventh level fivhter whao has juse

achieved level eighe. His stars and development poines are

follons:

S0 98y Qu: 9819,
Co:90t8) Ag: 83¢7;

253

- 37151 i 4715 Pr:36¢4}
SD:827) Re 6hio)  Me- 76(7)
Toral: o6 development poins. ‘

Fivse. Hubitle decides 1o develop is skith with his beastard
sword. The siars required are Strength and Agitity. 1 fubitto hay
8 DPs from St and 7 DPy frone Ag_ fubillo’ s skil] cost is 125
When developing ranks For a skitl with mulsiple star
reqiiremients. the points mnst be 1aken equally from eaclt star
So if Hubilte decides 1o prerchase only one rank, then he can
choose 1o take g poin from either St ar Ag. Ifhe decides 1o Brev
mwice, then he must take three fromeach of his stars. Hubilio
does decide 1o develop nvice which reduces his DPs fram hiis
Stro S and Ag 10 4.

Next. Hubillo increases hiy voncussion s, so he develops
ranks in Body Development. The s tatfor this skitlis Constinion,
Since there is only one siar invol ved. all the points must cone
Trom his Constitution. B oy Development is 1/3 Sfor Hubillo, so
he develops mwice, ¢ spending fomr points which rediees his
Constitution development points 1o 3,

Thisprocesscominucxumilzllldcvelopmempoimsart-cxpended_
Due ta the uneven nature of skl costs, there will certainly be lefi-
over points. These points are allotted toward speeific skills and then
used for development the next time the character advances u level,

Some skills do not have siats associated with them such gy
Adrenal Defense, Ambush, Linguistics. Magical Languages, ete.,
in order to prevent a stat bonus, A GM should assign these skilis
stats for development purposes only.




5.3 CHARACTER-SPECIFIC
SKILL COST SYSTEM

If any three people draw up a RM Warrior Mage, the three
characters produced by this experiment will usually be quite a bit
alike. They may have different weapons, and many differences in
the skills they select, but their spell lists will be the same, and all
three of them will be characters that fit easily within the bounds of
what the avthor of the Warrior Mage class in RMC// considered (o
be the typical “Warrior Muge™ archetype. Granted, no two characters
are ever the same, but chances are all three characters will rescmblc
each other in many ways, If a player wants to create a character that
is truly unique, he may be frustrated by what seem like arbitrary
restrictions on skill development.

Also, there exists a problem on occasion with the generation of
plausible backgrounds for characters, This system allows starting
players to have clear ideas of their culture and what influences their
characters were exposedtoduring their "developmental” years. But
the players often have different ideas for character development
that simply don’t coincide with the skills and fraditions the character
of that given buckground was exposed to,

Consider the many popular fantasy characters who don’tquite fit
the mold; Ingold Inglorion (the most powerful mage and probably
the best swordsman in the realm) from Barbara Hambly's The Time
of the Dark; Michacl Moorcock™s Elric af Melniboné (4 warrior who
knew more about magicrituals and demonology than any conjurer};
[ligh Lord Elcna (mage, sculptor, historian, and equestrienne),
from Stephen Donaldson's Chronicies of Thomas Covenant the
Unbeliever; The Coronal Lord Valentine (dream lord, fighter, and
the best two-armed juggler in the land) from Robert Silverberg’s
classic Majipoor series. All very different from their contemporaries
in their own special ways.

This system is adivergence from standard RM doctrine. Characters
are allowed to determine their skill costs within certain flexible
guidelines, with limitations based upon the culture from which the
character traces his origins.

Skirt, Cost DIvISIONs

Most skill costs have a base of 4/8, with a few exceptions listed
below. A number of divisions are assigned for each grouping of
skills {combat, deadly, magical, etc.} based upon the class and the
cultural upbringing of the character. Each divisionallows the player
to divide either the first or the second cost by half, The progression
of cost reductions is as follows: 4/8 (no divisions), 2/8 (one
division), 2/4 (two divisions), 1/4 (three divisions), and 1/2 (four
divisions). For the recommended number of divisions tor cach skill
category. refer to the Skill Cost Divisions Chart.

GUIDELINES AND LIMITATIONS

« The first skill cost must always be lower than the second (2/4 i
allowable, 4/4 and 4/2 are not),

« The first cost cannot be reduced 1o one unless the second cost
is reduced to 4 or below (1/4 is allowable, 1/8 is not).

» No cost may be reduced below 1/2 (no fractional amounts).

+ No skill may be bought more than twice per level.

+ All cost reductions ure subject to GM approval,

» The following exceptions to the 4/8 skill cost apply:
LINZUISTICS oveviisieieceecrie e st e e e e e 8/*

Spell List Acquisition ..., 32+
Maneuvering in Armor
Sl Leathet s commmonerpennmmpeemseg sy 4/*
Rigid Leather ooy 8/*
By ) s SN S 16/*

Note: For skills whose second cost iy "%, cach divisionapplied
reduces the cost by half.

Note: This svsten is designed to work best in a gume where
level bonuses ure not used. ff youwish to include level bonuses
and also use this system, consider raising the base costs of
some or all skills above 4/8, possibly 1o §/16 or even 16/32.

Example: Consider the different concepts and example skifl
costs for these three characters:

A Warrior Mage whose mother was an Elven Bard, and who
apprenticed under a pure Magiclan:

Broadsword ... 1t

MR, o it st s R S SR s 2/8
PhiloSophyl RENEIOUS v i i 112
Spell List Acquisition ... R s oo D
Directed Spells ..o 114
TP o oirvar st s st S A AT MR e T 28
SEMBIIIL, cvvmins v o s s saaos e s S S PTG 12
POt TP PN ST O oosmuso. svvissuns ivnosansiivn s omt soov sy 14
BUHEE covcnionmmssms i s s s e 114
FOEFIE EOT o mssssnrn s G i i 214
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A Paladin who worships a goddess of the forests, who spent
several vears as a slave, and was bought by a gypsy's caravan
before being rescued by the church:

Two-handed SWOrd ..o 14
WAHID oo et .2/4
Philosophy!Religions ..o, .. 218
General Perception..........c.ccocceocecvvviininccann. 24

Trading ......ooceee.e. wid12
T ] w12

Jugeling ............ LA
Play Instrument ... A2
Foraging ........... w14
Tracking ........ 112

Animal Handling ..
Divinations ...........
THICREEY s vsomim s pes s ia e s i v s

An Astrologer, raised in an eastern monastery, well-versed
in the tenets of his profession but rather naive otherwise:

QUATIEISIAR wvnsorgivn iy s s ooty
MEOTTATATLS orsimm cussesamios s s ety pows iy rs s e S sy 2/4
SIGT-0a3IHE oo s s s gD
BeQQing oot s R B 14
Adrenal MOVes ..o e 218
Meditations .....c..c.c........ e T 14
Yado c.ocoooveeeeeeee e SRR 114
T e 448
Lt Perceplion .o sswwaimmasmsmissu s 48
SeAUTION osmnen s rsss s s S
Spell List ACGUISTHEON .....oocovvii it 26

THe CuLTurRAL MODIFIER

As illustrated in the preceding examples, the costs of various
skills should be dependent upon both the character’s profession and
the culture in which he was raised. The GM should assign a Cultural
Modifier to better reflect the opportunities for training in specific
skills inthe character’s culture. The Cultural Modifieris an additional
number of divisions or a reduction to the number of divisions
available to each category. In some cases, the Cultural Modifier
may completely remove all divisions available to the character’s
profession in a given category.

Example: Hildric grew up in a relatively peaceful section of
the orient, and wants to be a Warrior Mage. Concentration
skills are fairly common there, so the GM assigns 5 additional
divisions to this category as a Cultural Modifier. His base
number of divisions in this category is 10 (for all semi-spell
users) plus 5 {Cultural Mod), or 15 toral divisions. Magical
skills are more difficult to learn in this area, so a Cultural Mod
of -10is assigned, which would only leave him five divisions in
this category.

With this system, a character can set several skill costs at 1/2, and
some players might generate characters withextremely low costs in
such areas as Directed Spells, Ambush, Weapons Skills, and
Gt?neral Perception, and high costs in such esoteric and uncommon
skz.Hs as Sense Reality Warp and Dowsing. But whereas buying
twice a level in several different weapons, Ambush, and Silent Kill
may make fora walking death machine, the player so abusive of this
System will undoubtedly be a complete disaster at the finer, more
role-playing oriented aspects of RM.

The flexibility of this skill cost system allows for abuse by the
player who merely wants to create the most deadly character
possible, therefore GMs employing this system should be cn the
lookout for these instances of abuse by players. This system is
designed for use by a GM who is directly involved in the specifics
of the generation of each character,

Option 1: In some cases a character will receive more divisions in
acategory then he wilt use in his initial character creation, These
extradivisions may be assigned by the playerlater as the character
encounters new skills that he wants to develop. These extra
divisions may not be applied to skills previously developed.

Option 2: Since reducing a skil! cost to 1/2 only takes four
divisions, the GM may wish to only allow a fixed number of 1/2
skill costs in each category.

Option 3: The GM canreduce the number of 1/2 skills by requiring
the character to buy the right to acquire them. Each time the
character wished to acquired a 1/2 skill, he could pay one oreven
two extra divisions from that skill category,

Option 4: Some characters don’t have an extremely strong magic
or arms emphasis, but instead focus on some other skill category.
To cover these, the GM could allow the player to move the
divisions in any one category to any other category {such as
Subterfuge skills in the case of a Thief, or Outdoor skills for an
Animist or Ranger}.

SKILL COST DIVISIONS CHART

Pure Hybrid Semi - Non-
Skili Spell Spell Spell Spell
Category Users Users Users Users
Academics 50 50 25 10
Animal 3 3 10 5
Athletic 0 0 15 20
Combat 0 0 23 30
Concentration 10 10 10 20
Deadly 0 4] 6 8
Evaluation 8 8 8 8
General 20 20 20 20
Gymnastic 0 0 15 15
Linguistic 10 10 10 10
Magical 30 23 15 0
Medical 6 6 6 6
Perception 0 20 30
Social 0 0 20 20
Subterfuge 0 0 35 45
Survival 0 () 20 16




5.4 MEDICAL SKILLS
TABLE

5.9 MEDICAL RECOVERY

TABLE

MEDICAL SKILLS

RECOVERY

-26 Down Blunder: Spectacular failure. Your patient dies.
You contemplate retirement for 10 days before trying this
skill once again.

-25-04 Absolute Failure: The life of your patient hangs in the
balance (50% luck-based RR). All future attempts on this
patient arc at -25.

05-75 Failure: Your patient might die (10% luck-based RR).
If he lives, you may continue.

76-90 Partial Success: Slow but steady progress. Try again at
+10. If applicable, bleeding is reduced by 1 hit.per rnd.

91-110 Near Success: Almost finished, roll again at +30. If
applicable, bleeding is reduced by 2 hits/md.

111-175 Success: The patient’s condition has stabilized, you
are finished. If applicable, any bleeding is reduced by
4 hits/md.

176 up Absolute Success: Not only have you cured the
patient, but he does not even have to roll on the Recovery
Table. If applicable, any bleeding is reduced by 5 hits/rnd.

Special Mods

Routing .............., .t 30 Animal Healing....-10
Easy ...... v k20 First Aid .............+10
Light ......... ..+ Second Aid.......... +00
Medium ..o +0 Surgery .o =20
15 11 (0 S -10
Very Hard ..o -20)
Extremely Hard .......-30
Sheer Folly ... =30
Absurd ..o =70

Note: Use of a tourniguet immediately stops all blood flow
from a limb wound, but must be loosened every 5 to 10 minutes
10 keep the limb from “deadening” through lack of blood. If
this huppens, the limb will turn gangrenous and must be cut off
inorder to aveid a Sthivi Circidatory Disease attack every day.
Anyone with at least one skill rank in First Aid may nse a
tonrniguel.
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Every time a character undergoes surgery. he must roll equal
to or less than his Constitution stat (not bonus) in order to avoid
having to roll on this table.

Less than 01: Massive system shock leads to death in 1-100
minutes,

01-10: Virulent infection leads to death in 1-10 days.

11-40: Inexorable infection kills in 6-60 days,

41-55; Major trauma causes all physical characteristics to be
reduced. Temporary scores are reduced by the result of a roll
onthe “*+15" columnofthe Stat Gain Table (15.12}. Powentials
are reduced using the “10-11" column.

56-70; Post-cperalive ttuuma causes all physicalcharactenistes
to be reduced. Temporaries use the “10-11" column and
potentials use the “4-5" column.

71-80: Minor trauma causes 1-4 physical characteristics to be
reduced. Temporaries use the “6-7" column and potentials
use the *1” column.

81-90: Slight trauma causes onc temporary physical
characteristic to be reduced using the "3 column.

91-100: Successful recovery.

101+: Qutstanding recovery, half recuperation time.

Special Mods
Eilthy. Condithons ..o s s -70
Non-sterile Conditions ... .-30

Major Surgery ............. SER——
NIOT B UTRETY wiy i asce s amsevins) b moaessis v mgsig s +U 0 +25
Heahing Herhs e~ +5 10 +50

Plus Constitution bonus

Note: The term Minor Surgery refers 1o siwrgical procedures
resolved by use of the Second Aid skill (RMCII, Section 7.0},
and Major Surgery includes mare drastic and invasive
procedures {(such as amputation and exploratory surgery)
resolved by use of the Swrgery skitt (RMCIH, Section 7.0).
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5.6 TRAINING TIME

Sorme GMs may find the idea of acquiring all skills af the end of
the level somewhat arbitrary. Other GMs may discover that their
players have characters who are tenth level before a yeur of “game”
time has passed. The following rules cover the concept of training
time in a Rolemaster game. These rules make anyone who gets
more than ten ranks in a skill noteworthy. A general rule of thumb
is that someone who has five ranks is considered competent enough
to become a professional. Anyone with ten ranks is a noteworthy
professional. Anyane with fifteen ranks is appreaching legendary.
Note that these rules introduce asmall amount of extra bookkeeping,

TraminG TiME

The amount of time a character needs to train in a skill is tracked
inunits calted Half-Days. Half-days are asomewhat abstract measure
of the time needed 1o devote to training in a skill (equalling
approximately 7 hours). Most of the time. a character will only be
able to train for two half-days per game day. If a character has used
a skill during a day {successfully or not), he may choose it as one
of the two possible skills he may train in that day. He may also
choose to apply both hulf-days to the same skill. While traveling {or
adventuring), only one half-day of training per day is practical.

Sometimes, a character will be able to get three or four half-days
of training in one game day (due to teachers or other special
circumstances), Listed below are the special circumsiances that can
lead to getting more than two half-days of training in one game day.

To calcutate the number of half-days needed for training, square
the number of the rank the character is trying to attain, For example,
if he is training in the 5th rank of a skill, he will need 25 half-days.
If training in a 10th rank. he will need 100 half-days.

LeveEL BoNuSES

When determining the amount of time needed for training in a
skill, a player must determine the character's level bonus in that
skill. On the Level Bonus Modifications chart. look up the number
of the rank being trained in and cross-index that number with the
character's level bonus in the skill category for the particular skill.
The resulting number is the amount of time (in hali-days) that the
character must train to acquire that rank.

Example; Laendra the Druid has the Sfollowing level bonuses:
Base Spell Casting (1), Medical (2), Outdoor {3), Percepiion
(1), Subterfuge (2). She wants to train in the following skills:
riding (Outdoor), Herb Lore (Academic), Detect Traps
{Perception), and Animal Healing (Medicalj. She is training
for a fifth rank in Riding.a fourth rank in Herb Lore. a second
rank in Detect Traps, and a seventh rank in Animal Healing.
The amount of time to gain the skills is 10 kalf-days for Riding,
16 half-days for Herb Lore. 23 half-daysfor Detect Traps, and
25 half-days for Animal Healing.

LEVEL BONUS MODIFICATIONS
Rank { 0 1 2 3 Rank | 0 1 2 3
| i 1 1 1 11 121 81 6l 49
2 4 3 2 2 12 44 96 72 58
3 9 i S 4 13 169 113 B85 6%
4 16 11 8 7 4 196 31 98 79
§ a3 7 131 |5 225 150 113 90
6 36 24 I8 15 16 2% 171 128 103
7 49 33 15 20 17 189193 145 Lis
8 64 43 32 26 18 324 216 162 130
9 gt 54 41 33 19 361 241 181 145
10 100 67 50 40 20 0 267 200 160
The formula 1o compute the numbers in the table is:
Time = Normal Thne /{(level bonus x .5) +1)

All fracnions were rounded up (c.g.. less than o hatf-diy sill
equals a hulf-day). In the formula. Normaf Time is computed by
squaring the numbcer of the rank: feved bevins is the amount of a
bonus per tevel that the character gains with the skill.

Teachers: It 1 character has a teacher for a skill, he wains an extra
half-day of training for each full day spent with the teacher. There
are exceptions to this rule. but they wilt be noted under cach skill
category {see below). It a skill requires someone to teach him the
rank. anyone with at lcast the rank he is trying to attain may teach
him. However, unless the teacher has o higher rank than the
character is trying to attain. the teacher bonus does not apply
(somelimes a tzacher bonus doesn’t apply anyway — see Con-
centration skills).

Note: Teacher bonuses never apply once u cheracter has

artained [0 ranks in a skill (however. oiher bomuses may

apply. Teacher bonitses beconie very significans when tranng
in skills thar o character has a tevel bonus in,

Combat;: If the character is involved in a tife-threatening conbat
during a day. he gains a halt-day of iraining in either the Weapon
or the tactics he used in the combat. Note that the character's
weapon may have been a directed spell (applying 1o the directed
spell skill). It he used another skill during a combat, players may
ask the GM whether the character may 1ake his exira half-day
training (for the combat) in that skill. Usually, the skill must be
used in a unigue or special circumstance to get this bonus,

Special Circumstances: Occasionally, if a character has used 3
skill in a new and unique way, the GM may allow him 1o acquire
an extra half-day of training in that skill. This is to encourage
creative skill use, but should not be abused.

Note: 1115 suggesied thar the GM use the optional rule allowing
the plavers to move their level bonuses around within the
categories Iif these rules for naining time are wsed (RMCH,
Secrion 4.7),




No TraAINING TIME SKILLS

There are certain skills that do not require formal training time at
all. The concept of skills that require no training time is that they are
constantly being performed (or training is not appropriate). Skills
that require no training time cannot be gained unti the character
actually achieves a level (i.c., these are the Jast skills you will get
before going up).

Ratherthan mention eachinits own section of the skill categorics,
they are all listed here. The skills listed here are exempt from normal
requirements for skills in the same category.

Athletic Skills: Body Development.
Combat Skills: Maneuver in Armor (all types), Stunned

Maneuver.

Magical Skills: Attunement, Power Perception, Power Point

Development.

Perception Skills: Direction Sense, General Perception, Sense

Ambush/Assassin, Sense Reality Warp, Time Sense.

SKiLL CATEGORIES
Listed below are each of the major skill categories. With euch

category are listed any special training requirements/restrictions. 1

you have any further questions, ask your GM.

Academic Skills; All academic skills require either a teacher or
some kind of written work to learn from. Note that the written
work must be in a language that the character can read. Teacher
bonuses apply only if the character has a teacher (e.g., you do not
gain a half-day by learning from a book).

Animal Skills: All animal skills have normal training requirements,
assuming an appropriate animal(s) is handy for use during the
training.

Athletic Skills: All athletic skills have normal training requirements,
assuming there is an appropriate place available to train for the
skill.

Combat Skills: All combatskills have normaltraining requirements,
assuming there is an appropriate place (or person) available for
training in the particular skill.

Concentration Skills: All concentration skills require someone to
teach the character the first rank. A teacher bonus never applies
for these skills. The instructor must have at least one rank in the
skill the character is attempting to learn.

Deadly Skills: Al deadly skills require someone to teach the
character the first rank. The person teaching him must have at
Jeast one rank in the skill he is attempting to learn. Note that a
teacher for these skills is likely to be hard to find without getting
involved in underworld activities.

Evaluation Skills; All evaluation skills have normal training
requirements, assuming there is an appropriate item available for
training in the particular skili.

General Skills: All general skills have normal training requirements,
assuming there is an appropriate place/item available for training
in the particular skill.

Gymnastic Skills: All gymnastic skills have normal training
requirements, assuming there is an appropriate place available for
training in the particular skill,

Linguistic Skills: While learning to speak a languuge, a teacher is
required (teacherbonuses apply when appropriate). When learing
to write a language, the character must have an appropriate
written work in the language he is attempting to learn. Teacher
bonuses apply to wrillen languages the character is attempting 1o
learn, and also to written languages if the character can find a
teacher in addition to a written work, All other linguistic skills
have normal training requirements.

Magical Skills: Magical Languages can never receive a teacher
bonus. Directed spells cannot be trained in unless the character
hasaccess to the particular spell (the GMnust decide if overcasting
can be allowed for training), Normal requirements apply to the
rest of the magical skills, assuming the character has access to or
has experience with the magical skill (e.g., to train in Runes, a
character must have had some experience with runes during the
level, totrainin Warding Lore, a character must have seen or used
some wards during the level, etc.).

Medical Skills: Drug Tolerances may not be developed without a
number of doses of an appropriate poison equal to the rank the
character is training in (e.g., if he is training for a 5th rank in Drug
Tolerance: Circulatory, he must have 5 doses of a circulatory
poison). Midwifery, Second Aid, and Surgery require special
equipment for training. The other medical skills have normal
training requirements.

Perception Skills: All of the perception skills have normal training
requirements, assumning that appropriate equipment or situations
exist for training (e.g., you cannot train in Surveillance without
someone to watch).

Social Skills: All of the social skills require special training. The
exactcircumstances needed may vary. Teacher bonuses do apply
for all social skills.

Subterfuge Skills: Normal training requirements apply for all
subterfuge skills. Note that it may be hard to find a teacher for
these skills without becoming involved in underworld activities.

Survival Skills: The only special requirement for these skills is that
the character must be in the appropriate place when training in
these skills. Normal training requirements apply if he is in an
appropriate place.

5.7 SKILL SPECIALIZATION

This option allows a player to vary the cost of one or two skills
of his chuaracter in order to bring out a different aspect of the
character class. Rather than create a new class to show minor
cultural, social, and personal differences, allowing each player to
pick a few skills to specialize in would accomplish the same thing.
By allowing a slight change in the character’s skill costs, a Rogue
could become a Scout, a Fighter could become a Knight, This
reduces the need for new character classes that are only slight
variations of the original. A slight change in skill cost and every
player has a new and unique character class to play.

Each character can pick any two skills in which 1w specialize.
They can even be the same skill. The skill chosen must cost the
character less than ten development points & rank. The player then
can halve either the first or second cost (rounding up). Ifthe skilt has
no second cost, then the player can use specialization to create one
equal to the original cost.




|k
Ef(ample: John waitts to create a knightifighter. Looking over

l the cost for the Fighter, he sees thatr borh riding (2/6) and
leadership(2/5)have afairly highcostto buy double Jofmwas
planning on having his “knight' being born to the sadedle and
a natvral leader, s0 he decides to specialize i riding and

I leadership. He is going 1o buy riding mvice a fevel, so It
pecomes 203, and leadership once so it becomes 145 {f he was
going 1o buy leadership twice a level then he might have

I wanted to setinto 213 (512=2.5. rounded up to 3} {f John had

really wanted 1o be an expert rider he could have double
spcc.;'ah':ed foracostof 13,

' Only one primary skili may be specialized. The GM may want to
limit the character to specializing in only one area of a field. This
is recommended for Spell List Acquisition. Weapons skills, or
Directed Spell skills. For example. if a Rogue wants 1o double

l specialize in Spell List Acquisition (8) then one list would be

2 (8/2=4. 4/2=2), and all other lists would be at 8.

A character could wait until later in his career 10 choose a
specialization, and ongoing characters could pick a skilf or two in
which to specialize, The GM may allow a background oplton to be
swapped for two specializations. The GM could also set up cultural
specializations as a background option. For example. afl Horse
Nomads double specialize in riding. This would show cultural
difference in people and character classes from one area of the
world to another regardless of profession.

5.8 LEVEL BONUS
I orTions

The expanded level bonus system at high levels can become
l unbatancing. Part of the problem is that Lord level characters with
a +3/lvl bonus instantly have a 60+ bonus with any new skill they
develop, With a single skill development they can be at 65%. No
other character can ever come close to the skill level of such
characters, and over time, every character of the same profession
begins o look alike. These options will adjust this and will help to
make each character unique.

GENERAL anB SpECIFIC LEVEL BONUSES

By reducing the scope of level bonuses from atfecting a skill
group (general level bonuses) to a specific skill (specific level
bonuses) most of the above problems can be avoided. Specific level
bonuses apply to a single skill or in the case of base spell casting a
single spell fist. No skill may have a boaus of more than +3/1v1, and
no character (without GM permission} can have a level bonus
greater than those normally alfowed for under the current level

bonus system (Section 5.2, ChL).

Option 1: A character gets a total of three level bonuses: one
general level bonus of +1 (applies 1o a skill group). and two
specific level bonusesof +1 (applies to a single skill, or in the case
of base spell casting, a single list) to be allotied as the player sees
fit. A Fighter could place all three towards his combat level
bonuses, giving him +3/Iv] with his favorite weapon and +1/1v]
with all other weapons. A Magician could place all three toward
his Directed Spellskill with Fire Bolr. giving +3/lvlwith Fire Bolt
and +1/lvl with all other directed spells. A Thief could place
+1/lv] on all subterfuge skills, +1/lvl on his shortsword, and
finally an additional +1/1vl with Stalk/Hide (giving a total of
+2/1vl for Stalk/Hide).

Option 2: The character gets the core rules level bonuses (Section
5.2, Chl).and one generad level bonus of +1 and two specific skill
fevel bonuses of +1 to apply to his other skills.

Option 3: The character gets one general level bonus of +1 and five
specific skill level bonuses of +1.

Option 4: To convert existing characters trom the expanded level
bonus system. allow one general level bonus of +2/lvl and eight
specific skill level bonuscs of +1/1v] each.

Optien 5: Since specific skill levels only apply w4 single skill and
acharacter’s interests occasienatly change. they can be moved to
another skill if it is in the sume skill category, Each time a
character advances a level he may choose to move points equal
twice his level to his new skill. and subtract an equal amount from
the total tevel bonus of his old skill until it is fully transferred.

Example: Two Aflchemists. one 9th level aud the other 4th
ltevel are advancing in level. The $th level Alchemist has
steadily developed Fauna Lore by one rank every level. At 5th
{eved, he will purchase one mere rank which will give him §
ranks for atotal bomies of 40615 0 3% + 3% x Shwhichincludes
his level bonus of 3% per level. The 9 level Alchemist has
never developed a rank in Fauna Lore. but he las recently
decided to begin. He develops nvo ranks in Fauna Lore which
eives him a total bonus of 40 (2 x 5% + 3% v 10) which
includes his level bonus of 3% per level. Note that the now 5th
level Alchemist has been studving Fauna Lore all of kis career
whereas the now 10th level Alchemist has not. Yet the 0t level
Alchemist need onrly bux tavo ranks and can nse Wis skifl just as
effectively.

Option 6: If a character’s total ranks in a skill is less than his level.
then multiply his level bonuses by his ranks developed instead of
by his level. Applying this option to the above example would
leave the Sthlevel Alchemist with abonus of 40%, while reducing
the skill bonus of the 10th level Alchemist to 169% (2 x 5% + 3%
x 2

Option 7: Since combat, directed spell. and base spell casting skills
show the general ability of the warrior or spellcaster, these core
rulc level bonuses (Section 5.2, ChL) can be exempted from these
rules 1o reflect that a lord level Fighter should be able to defend
himsell with some skill no matter what he fights with.




6.1 NEW EQUIPMENT

Arinyark Mesh Pouch * - Smadl pouch made of the esswnce-

absorbing metal arinyark. Primary use is the cancellution of al] of

the kreogu chain's powers (both beneficial and harmful - see
below). The Chainis. forall practical purposes, dormant. Absorbs
2 PP/hour that may be tapped into and used.

Bow Quiver - Small yuiver which attaches to the strung bow tas per
type only). Holds 6 arrows, increases rate of fire by 1/round
(applies to arrows in quiver only).

Camouflage Clothing - Helps the Hiding skill bonus, depending
uponcumoutlage type in relation to buckground (e.g., black cumao
ctothing adds +10 to the Fliding skill during very dark periods or
night, +5 1o the Hiding skill at dusk or dawn, und +0 in full
daylight). Some possible camoutlage 1ypes are: forest pattern,
urbun grey, white (snow), and black. Cost varies depending upon
clothing type, style, make, and material. Weight (see cost).

Circle Cloth * - Has any of the various magic circles woven into
it. Can be fulded into small package, and quickly unfolded for
casy use. Made of lightweight but durable material. Spell user
must passess appropriate spell corresponding to weave.

Circle Powder * - Highly flammable and hot-burning powder,
When spread in the proper circle pattern and ignited, creates a
pseudo-permanent stain. Works on almost anything (e.g., wood.
steel, stone, ete. ). Comes in vial with enough powder for one use.
It additionaily has various damage uses.

DeathPak * - Simple, yeteflective deterrent and/or weapen, Consists
of an ordinary backpack containing the following iterms: 10 oil
(gas or alcohol would also work ) Nasks, 25 caltrops, 20 sheets of
paper orparchment, misc. tinder, and 10 doses of the germ Swuth.
One uses the DeathPak by igniting itand then throwing it. For hest
effect, use in enclosed area.

Disk Safety Handle * - Foldable metal hundle with screw or barbed
type fastener, For use withthe Disk spells (RMCH, Section, 10,63,
Magician Base List Conveying Ways), Installing handle causes
t0 points of damage to disk. Has numerous fasteners for ropes,
cte,

Flint/Gilass Sling Stones - Sling stones made from either flint or
glass. Shatter onimpact. Adds a -30 slash critical (3 degrees less
severity) 1o any hit, GM option for uny nearby shatters.

Folding Grapple - Standurd 4 1ong grapple. Tongs fold down 1o
creite i less uwkward hueden.

Garrote - A thin metal wire, with attaching rings or pegs at either
end. Used in the strangulation and/or cutting of throats of enemies
and fricnds {if desired). Best used in conjunetion with the element
of surprise. Adds +1 to the Ambush skill for every 10 points over
100 on the parrote weapen skill bonus, or +5 to the Ambush skill,
whichever is greater,

6.0 OPTIONAL CAMPAIGN “LAWS”
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Herb Pouch - Foldable wallet-like pouch. Hus 20 smalt individual
pouches and § vial slots, Allows storage and casy access to any
number of herbs. “Herbal Organization.”” Witer resistant,

Hourglass - Device formeasuring time. Sturdy wooden construction,
Measures exactly one hour {close enough). Used with varous
rituals und spells where time is a factor.

=8 5

Iron Coin - Simply anormal coin, which has been sharpened on the
edge. Ol best use when hidden and sewn into clothing. It is easily
hidden, and cuts rope almost as well as u knife. Finally! o use for
the iron piece.

Kreoga (Kree-Ahh-Ga) Chain * - 3'long chain mude from esswence
inhibiting kregora/eog ultoy, Has various uses. Can be used to
negate incoming spells, When spun from the hand in direction of
hostile magic, adds +100 (+25 when chain is not spun) o target's
RR (no effect vs. elemental spells, skill must be developed using
Ag and Qu, only skill rolls over 100 get the full RR bonus when
spun). Can be used 1o bind spell users to help cancel magic ability.
Can also be used 1o nullify magic items or their stgnatures {e.g.,
can be used to wrap around Magic Lock, to annul magic bonus
while picking). Anyone within 10 of chain is drained of 1 PP2
hours, and must make an ESF roll when custing, treating the spell
asifitwere 5 levels above his own. Anyone incontact with chain
is drained of 1 PP/hour, and must make an ESF roll, treating the
spell as it it were 10 levels above his own.
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Large Pouch - Holds 10 Ibs.

Medical Aid Kit - Consists ol a small pouch containing: 20 small
bunduges. 10 large bandages, viul of aleuhol, sculpel. tweezers,
scissors, 3 needles, 107 thread, smalt saw, and 10" twine, Adds
+2010 all first aid rolls, +20 o all second aid rolls, and +3¢ 1o all
surgery rolls.
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Metal Scroll Case - Small iron cylinder (approx. 17 x 17), used for
the storage and protection of the varicus “papers”. Holds
approximaiely 10 sheets, Fire and water proof (within reason),

Poison Runnels or Ducts - Bladed weapons can be made with
poisonrunnels or ducts, Poison is placed withina smatl hollowed-
out area somewhere on the weapon (usually the hilt). The poison
is fed to the blade at a slow but continuous rate via the runnels or
ducts.

Pouch Knife - Small Cylinder-like device (approximately 17" x 5"
when closed. Blade stides and locks into place with a flick of the
wrist. Blade is approximately 4 1/2" long. Damage on dagger
attack table. Easily concealable.

Printing Material - Boxed sct containing: roller, board, characters
(25 of each), ink. paper { 100 sheets), and glue. For use with mass
production of writings. A must-have for the scholar about town.
Prints only one tanguage per sel.

Sewing Kit - You read it right. What de you think happens to
clothes in a fight? Everyone must have been naked orin rags until
now. Small felt kit containing: 10 needles, 100 thread. 10" twine.
and scissors. Mends clothing.

Sextant - An instrument which aids in navigation. Adds +50 o all
navigation or related rolls.

Small Items * - Multitude of extremely small items. All items and
associated parts are organic. For use with the Closed Essence list
Living Change. This is based upon the assumption that the 10th
level spell Enfarge works in the same way as the 7thlevel Shiink.
On average, items are about palm size. Possible examples are;
bow, arrow, club, staff, clothes, rope, food, sacks, and packs.
[terms are made by enlarging all material used in construction of
item, and quickly manufacturing it. Of course, to be of any use,
possessor of items must be ot appropniate level (to increasc items
to usetul stze} and have the Living Change list.

Small Pouch « Holds 5 Ibs.

Spyglass/Telescope - Small cylinder which usually aids in sight.
When used, add +25 to distance perception rolls, and +30 to
astronomy rolts,

Steel Vial - Glass or ceramic lined. Resists breakage. Holds 235 Ibs.

Survival Knife - A well crafted dagger with serrated back edge and
walerproof hotlow hilt. Contained within the hilt are: flint, 50" of
strong thread, 5 fishing hooks. 2 needles, lockpick kit. small
whetstone, and enough room left over to contain various herbs.

Tarot Cards * - Consists of small felt pouch containing 78 (2"x4™)
cards. Each card depicts a scene which holds special meaning.
Aids in divination and related skills and spells. Gives +25 bonus
when used.

Utility Belt - A wire reinforced weapon belt, with hidden inner
pouch, Holds: 2 scabbards, 4 small or 2 large pouches, and 4 rope
(climbing) clasps.

COST/WEIGHT CHART
Cost

Item

Arinyark Mesh Pouch ..........
Bow Quiver
Camouflage Clothing ...................
Circle Cloth ..o
Circle Powder ...
DeathPak ......ccoeooiini
Disk Safety Handle ..o

Flint/Glass Sling stones (50) ....25sp .cooceeiniecnnn, 51bs
Folding Grapple .....ooovincnene I8P e 1.5 Ibs
GAaITOLE ..ceoce e

Hetb Pouch....omvnmns

Hourglass ...

TEOmHEOIE o vmercvsmi s mivess

Weight

Medical Aid Kit oo
Metal Scroll Case ....vveiivnnn
Poison Runnels or Ducts ...
Pouch Knife ..o,
Printing Material ..

SEREE covgpopmsmmarms 25-3

Small Items oo 10x

Small Pouch .....oocvvririnnn.

Spyglass/Telescope ........c... 15-208p i, 1lb

Steel Vial s 28 280 smmummamenins 75 tbs
Survival Knife ..o 6-BSP coieiiieeeeen 2 lbs
Tarot Cards ... LNy e 1lb

Utility Belt oo Vo 2.5 Ibs
Wand Holster ... S o IR 25 lbs
Ward Geos ..o, I TN 1.25 Ibs
Whetstone ... [ b R ——— 11b

Wand Holster - Reinforced leather wrist strap. Wand fits into
adjustable carmage, and holster is placed on wrist. Allows wand
use while keeping hands free. Only one holster per wrist, and only
one wand per holster.

Ward Geos * - Consists of a set of 5 smalt shapes (cube, sphere,
caltrop. disk, nail) designed for use with spells (e.g., Bluderunes,
Wards, Triggers, etc.). Constructed of high-steel, Carrying pouch
included.

Whetstone - Used for the care and upkeep of bladed weapons.

* Some GMs may consider these items magical, and thus not
generally available in their campaigns.




6.2 MATERIALS INTEGRITY

. CoNCEPT

The Materials Integrity system is designed for determining the
amount of physical damage various inanimate substances and
materials can withstand before being damaged or destroyed. The
armor types used in Arms Law represent the basic protective
capability assigned to the material covering the body. 1t does not
represent the integrity or toughness of the material itself.

The Materials Integrity Chart (MIC) assumes that every matcrial
can be given an armor type and quantifiable concussion hits. When
using the MIC, it is important to note that only a partial list of the
possible materials appear as examples inthe various AT categories.
Before using the MIC in a game, all materials unique to u campaign
world should be categorized within the table so that they can be
casily referenced.

DEFINITIONS
Material — The term “material” is used to refer 1o any substance,

organic or inorganic. ltdoes not, however, refer to anything sentient
which is able, in some way, to defend itself if attacked.

Structure — The term “structure” is used to refer to things such as
weapons, ships, castles, fortresses, etc.

Concussion Hits — The term “concussion hits’ or simply “hits™
signifies a quantiliable unit which serves us a means to describe the
limits of dumage which a target can sustain before being breached
or destroyed. Concussion hits do not reflect pain and bleeding as
they do when assoctated with a living target. Instead, it refers to the
general cracking, weakening and splintering of 4 material,

Note: No correlation should be drawn between the concussion
hits of an inanimate object and the concussion hits of a living
being. The term “concussion hits” when applied 1o a living
creature includes such factors as shock and pain, while in
reference to stractural materials only takes into account the
relative toughnesy of the subsiance.

MATERIALS INTEGRITY CHART
Hits per*

AT Substance Aint 1S
1 Flesh, Soft Plams, Butter 2 96
2 Cloth, Hair 6 288
3 Canvas, Rope, Vine, Briars, Bamboo,

Rubber (Primitive)} 8 384
3 Cured Animal Hide, Coal 10 480
5 Clay, Loose Coarse Sojls 15 720
6 Soft Metals (Gold, Silver, Leud,

Ithildin, Aluminum) 20 v6()
7 Packed earth, hard clay,

Natural Conglomerate (Mixed, Hard Soil) 25 1200
8 Soft Wouods (Birch, Pine) 30 1440
9 Hard Woods (Ebony, Qak, Pecan) 35 1680
16 Glass, Shale, Fossilized Bone, Hom 40 1920
11 Bone, Ice, Tooth 45 2160
12 Metamorphic/Sedimentary rock

{Sandstone, Limestone) 50 2400
13 Gravel, Brick 60 2880
14 Concrete, Cement 65 3120
15 Medium Metals (Bronze, Brass,

Pig Iron, Copper, Tin) 80 3840
16 Enchanted Woods (Treant, Mallorn) 100 4800
17 [gneous Rock (Granite, Obsidian) 150 7200
18 Hard Metals (Steel, tron) 200 9600
19 GemStones, Armor Plating, High Steel SO0 24000
20 Some enchanted materials

(Laen, Mithril, Galvarn, Eog) [0 48,000
Note: *1/2 concussion hits if organic material.
Note: 36in* represents 1 square foot of material at 1i4 inch
thickness.

INTEGRITY CHARACTERISTICS
Hardness — [n order for a substance 1o be able 1o damage another,
it must be at least or nearly as hard. For example. canvas could not
damage bone or ice, but hardwoods (oak) could. As a guideline, the
GM should vnty allow materials which are only a few urmor types
less than the target 1o deliver full damage, and cven then he may
rectuce the actual damage inflicted, Tn some cases no damage may
be inflicted at ull. Refer to the chart below for suggested ranges of
effectiveness with respect to various armor types.

Fragility (Brittleness) — Some materials are fragile or britlle.
Examples include glass, ice, pottery, aluminum and chalk. As a
general rule, if the material in question receives more than 1/2 of its
remaining hits ina single blow, it will shutter. Concussion weapons
are extremely effective against these materials und could possibly
inflict 2x, 3x. or even 4x damage.

Density — Some materials are extremely dense, such as lead and
marble. When determining hits for these types of materials, the GM
may increase them by 1.5 or even double them (x2).

Reinforcement — A material’s hits should be doubled for each
level (unit, mark, etc.) of reinforcement. Reinforcement can be
accomplished in a variety of ways. Concrete often has steel mesh
embedded within tt. Doors often have wooden plates nailed to their
backs and then may be strapped with iron.

2 2

=

-

PETY
[=2
=

, . S G-
- 3
= o, 4o

> q



- EE O N O UE R SN S D N D SE_ i PN S e

Resiliency — Some materials are extremely resilient and ‘absorb’
otherwise punishing damage. Some examples include rubber or
plastic, etc. These materials take half damage from all weapons but
slashing weapons.

Enchantment — Enchantment, for the purposes of material
integrity, refers to the inherent or magical bonus of the material. An
enchanted material receives a defensive bonus (DB) equal to the
enchantment bonus,

HOW TO USE THE INTEGRITY CHART
Determine the material that makes up the majority of the target.
Locate it on the Materials Integrity Table. If it is not listed,
determine where it would best fit by comparing its properties with
the examples listed. Once this is done, the structural hits of the
maerial can be determined. From here a little math is involved to

determine the total hits of the target. Some examples follow.

Note: {f several substancesimaterials make up equally large
parisofthe target, anaverage can be taken of allthe properties
of each materiaflisubstance involved.

GEOMETRIC FormMuLAs
The most frequently used notation is as follows:

r = radius h = altitude or height
b (or a} = length of hase A - area
C = circumference V = volume

S = curved surface area B = area of base

Formulas for areas, circumference of circle, volumes, and curved
surface area are as follows.

Triangle A="50bh

Circle A=qr? C=2nr

Parallelogram A =bh. V=abh

Trapezoid A =f (a+b)h

Right Circular Cylinder V=7elh, S = 2nrh

Right Circular Cone Ve lnath, S=nr( + k2 'y
Sphere V=9, r0, S = amp?

Prism V =Bh

Pyramid V =13 Bh

T=3.142

Total Hits = (total volume of target + Base Unit of Volume for target {see
MIC)) x targer’s hits at Base Unit of Valume

ExamprLEs
Common Brick
Dimensions: 3in x in x 4in
Volume = (Parallelogram: V=abh) 3in x Rin x 4in = 96in?
Material; Brick ; AT = 13 : Base His at 36 =60
Total Hits = (96in? + 36inY) x 60 = 160

Daoor, Exterior Wooden

Dimensions: 1in x 6ft{72in) x 3.5ft(42in)

Volume = (Parallelogram: V=abh) lin x 72in x 42in = 3024in?
Matertal: Oak : AT = 9 : Base Hits at 36ini= 35

Total Hits = (3024in? + 36in) x 35 = 2940

Door, Interior Wooden

Dimensions: 3/4in x 6f{72in) x 3f36in)

Volume = {Parallelogram: V=abh)} 3/din x 72in x 36in = 1944in?
Material; Ping : AT = 8 : Base Hits at 36in® = 30

Total Hits = (1944in? + 36in*) x 30 = 1620

Door, Vault (modern)

Dimensions: 3ft x 41t x 4t

Volume: (Parallelogram: V=abh) 31 x 4f( x 4ft = 48113
Material: High Steel : AT = 19 : Base hits at I} = 24,000
Total Hits = (48t + 111) x 24,000 = 1,152,000

Tree Trunk

Dimensions: 30ft high with a radius of [ft

Volume: (Rt Circular Cylinder: V=nr2h) 3.142 x (1f)? x 30ft = 94.26f13
Material: Qak : AT = 9: Base Hits at 1ft° = 1680

Total hits = (94.26ft% x 11%) x 1680 = 158,356

Simple Iron Lock

Dimensions: /s inx 3inx 3in

Volume: (Parallelogram V=abh) 5in x 3in x 3in = 4.5 in®
Material: Iron : AT = (8 : Base Hits at 36in’ = 200

Total Hits = (4.5in + 36in* x 200 = 25

Wall of Stone (as per spell)

Dimensions: 10 ftx 10ftx 1 fi

Volume: (Parallelogram: V=abh) 10 ft x 10§t x | ft = 100ft}
Material: Stone : AT = 12 ; Base Hits at 16t = 2400

Total Hits = (100ft® = 1ft%) x 2400 = 240,000

BrEacHING
The total hits derived in the preceding examples are what is
required to totally destroy the target. In order 10 breach or make a
hole in the target, an area of the target must first be chosen and the
total hits for this ‘restricted’ area must be determined. Once the
concussion total is exceeded tor this area, the target is considered
breached.

Example: From the vanlt door example above, it was
determined that the doer had 1 152,000 total hits. To breach
Just @ portion of the door would be nuuch more efficient than
destroying the entive vault door. S0 a smafl Portion is targeted
measuring about 6 inches square.

Dimensions: 6in x 6in x 3 it (thick?)

Volume: 6in x 6in x 36in = 1296

Base Hits at 36in? = 500

Toral Hits = ([296in% + 36in) x 500 = 18.000

Thissmaller area, although stilla formidable barrier, seems
a bit more plausible than 1,152,000 hits! Consider a small i
in. drill against the same marterigl,

Dimensions: 1, in x 3ft (racdius of '1, in. drill hit = Yiiin.)
Volume: V=tlh - 3142 x (1in) 23 36 in = 1,770

Base Hits ar 36in’= 50

Total Hits = {1 77 iw'+ 36 in') x 500 = 25




DETERMINING VOLUME OF DAMAGE FROM CONCUSSION
The amount of material destroyed by an attack can be determined

from the concussion hits delivered.
Example It Elbune the Bizarre is busy vefining his Fire Bolt
spell when he accidemly loses concemration and blasts the
ceiling. This wouldn'r ordinarily be a problem, except that his
labis under sixry feer of water. Lo see ifhe has damaged his lab
enaugh to allow the ocean to begin rushing in, the volume of
damage must be determined. Elhuie s labis made from a giant
clam shell (BIG clam). There is no reference for clam shell in
the table, so an armor type will have to be chosen based upon
whatisafready indicated. AT 10 is chosen because it lists shale
and fossilized hone. Now that an AT has been selected, the
damage can be derermined. Elhune’ s bair delivers 27 hits.

Materivl: Clam Shell

Dimensions: ronghly 2 fr( 24injthick x Fin diameter (see
Diameter of Elemental Balts)

Volume: YV = wrih: 3142 x (. 5in) x 24in = 18.85 in'
AT = 10 . Base Hits at 3667 = 40

Total Hits = (1885 + 36in') x40 = 2]

Elbiune grows cold with fear as he hears the tervible popping
sounds of air bubbles hursting up into the icy waters above,
Since the clum shell only had 21 hits in the area affected by the
bolt,and poor Elbune delivered 27 hits, his bolt cleanly pierces
a ! inch diameter hole through the ceiling of his laborarory.
Hopefully, Elbune has a Water Breathing spell handy.

Example11: Using the example above. Elhune instead fires an
elemental ball attack. The radius of the ball is 5ft, so un entire
10ft secrion will be affected: not 1o mention most of the interior
of the fab. In the interest of fairness, since Elbune was not
directly targeting the ceiling, a 1410 roll could be made 1o
determine just how much of the batl actually made coniact with
the cetling of the lub. For the purposes of this example though,
Etbune's player rolls a 10. His ball antack delivers 28 hits.

Dimensions : 5 ft radius x 2 ft thick

Volume: Vo= meh 0 3042 x (5fF x 21t = 15711
Base Hits at 1f¥¥ = 1920

Towl Hits = (157 1/t + 1f1') x 1920 = 30! 632

The 28 hirs delivered by the ball attack are a very smuafl
fraction of what is needed to affect an area so large, so Elhune
sighs as he wipes his singed heard from his face. The ceiling
held with only minor burns remaining as evidence of his
clumsiness.

ATTACKS VS, MATERIALS

Weapon attack charis demonstrate the effects of specific
concussion or slashing weapons against specific armor types. But
the critical strike tables are geared toward living targels rather than
inanimate materials. Attacks against materials should deliver normal
concussion damage as indicated on their appropriate attack charts;
but when a critical is indicated, the following table should be used
instead of the normal critical strike table indicated in the artack
chart. Any additional information listed in the critical could be
applied as a special effect (see Special Effects for Spell Auacks).

STRUCTURAL CRITICAL DAMAGE .
Critical Additional Additional
Severity Melee Damage Spell Damage

A +5 hity +10 hits
B +10 hits +20 hits
C +15 hits +30) hits .
D +20 hits +4() hits
E +25 hits +50 hits
F +335 hits +63 hits
G +45 hits +80) hits
H +55 hits +935 hits
1 +65 hils +1 10 hitg
J +75 hils +125 hits

SpeCIaL EFFECTS FOR SPELL ATTACKS

The nature of a magical attack is the most important factor fo
consider when deciding on modifying damage delivered by a
specific spell. Special effects come into play when certain forces are
used against specific targets. A commonly occurring example
would be fire versus wood. A Fire Bolt would do much more damage
against wood than, say, a Water Bolr or Shock Bolr. The main thing
Lo consider is the fact that wood burns. Even after the initial attack,
the target could possibly burn down of its own accord, and would
take additional structural hits each round until the fire isextinguished
or the target is completely destroyed. But a Magician using Warer
Bolts would have to repeatedly attuck the wooden target to
accomplish the sume level of destruction of a single Fire Bolt.

Another example is that of electricity used against metal, A
commonobservation when a powerful clectrical dischurge is applied
to metal s that the metal conducts the charge. Anything in direct
conlact with the target could receive secondary damuge such as a
critical of lesser severity or half of the concussion hits determined
in the attack chart,

Amoredifficultexampie would be the eflect of rapid temperature
changes against a Larget,
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Example: Two Magicians team up aguinst a fuige wooden
door with a veinforced High Steel lock. One magician will use
five, while the other uses cold. They wifl each alrernare with
their attacks fn an aiiempt 10 weaken the wood and fock by
rapidly changing their temperature.
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OPTIONS FOR SPECIAL EFFECTS
Only one or two of the following options should be used 1o define
the special effects of a specific attack. Combining more than two
options could eliminate a target much faster than it logically should.

an

* Adjust the damage inflicted by an attack by assigning ita damage
multiple. This multiple can reflect additional dumage (x2,x3) or
restricted damage (x1/2, x1/3},

[ Pl o B @'Y
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* For attacks made with unnaturally occurring elements such as
Chuos, Nether, or Plasma, the targeted material could be treated
as AT 1. (This should only be used for normal materials which are
not enchanted, living, or magical).
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« Allow a single attack to continue delivering damage over several
rounds. This could be reflected by an acid attack. As an example.
an acid attack which delivered 30 hits on the initial round could
deliver 20 on the next. and then 10 and 5 on subsequent rounds
until the acid dissipated. The actual decline could additionally
reflect the potency of the attack; slow decline for very strong acid
or a fast decline for a very weak acid.

Medify and apply specific critical results to the target. For
example. when a fire attack is used against combustibles, and the
critical inflicts hits per round, apply those hits to the target every
round to reflect the continued burning of the target.

SpeciaL EFFECTS FOR PHYSICAL ATTACKS

The special effects for melee attacks are generally reflected quite
well in their critical charts. just as they are for spell atacks.
However, when engaging a fortress or similar huge structure,
special weapons may be used other than the common sword or
spear. Some examples are catapults, ballista and even drills. Normal
weapons can even take on a new purpose in a fantasy campaign
where magic is creatively employed. These weapons can be
augmented with spells allowing them 1o slice through stone as if it
were butter. Additional criticals can be inflicted through a variety
of magical applications with these various weapons and effects.
Provided that normal wecapons are used in a normal fashion, the
resolution of damage is simple and straightforward. But when
magic is employed through a weapon to produce a specific result,
itmust be handled on a case by case basis. In most situations though,
the options discussed in the section for Special Effects for Spell
Attacks will be adequate.

SpeciaL Purpose SPELLS AND SpeLL Lists
There are spetls and Spell Lists which have specialized functions
when it comes to atfecting matter. They are:

Magician Base ... mmmmmnaaammnnuwnmais Earth Law
Witch Base ... sercmesmere e s Earth Mastery
Evil Magician Base ...... Marter Disruption, Corrosion Mastery
Closed Mentalism .........ccoeveeneivevienn. e Solid Manipulation
Sorcerer Base . ucs s s . Selid Disruption
Mystic Base: .. mmmsnminiiinm, Solid Alteration

Dntid BaSe ..coovicviimamimsisim s one Mastery

ATCUNE ... senmeeeeen SHONE LoOre, Meral Love,

Plasma Mastery, Acid Law, Wood Shaping
ATCANE COVEN ..o eeebs et oo Barrier Ways
Open Channeling ........c.evvverereererrreene e Barrier Law

Closed Essence ... ...Lofty Bridge

Unless astructure (keep, castle) possesses some level of protection,
any number of professions can easily ruin its defenses.

These spell lists generally have two main effects: transmuting or
disintegrating matter in finite volumes, or a weakening effect which
produces stress that diminishes overall structural integrity. For
those cases where the spell effect removes a volume of material, the
damage caused is easily determined.

Example: Bruce Holemaker, a 12th level Evil Magician, is
hiredbvalocal crusader ro cast Powder Stone ai his neighbor' s
keep. The keep is surronnded by a 10 foot thick., 15 foort high,
and 45 foot long granite wall on all sides. Bruce agrees to the
task. Under the cover of night, Bruce sneaks wp 1o the wall and
works liis spell against the neighbor's wall. Powder Stone
affects 100 cubic feet of stone.

Spell: Powder Stone 100 cubic feet —

Material: Granite

Volume: 100 ft' : AT = I7 : Base Hits ar Iff = 7200
Total Hits = (100f + Iff') x 7200 = 720,000

For comparison. the enrire wall has:

Volume: 10 fi x 15 ftx 45 ft = 6,750 f#
Totai Hits = (6.750ft" + 1f11) x 7200 = 48.600.000

So. provided Bruce had enough spell points. it would take
him 48.600.000 = 720.000 = 68 castings of Powder Stene or
612 power points to destroy one entive side of the keep wall!
However. the ernsader only wishes Bruce ro create a passage
large enough for his minious o get throwgh. Since 100 cubic
feetisabour 4.64 frona side.and the wall is ten feerthick. Bruce
wonld only have to cast his spell about 3 times (10 + 4.64).
Nate: With a spell mastery skill roll, Bruce could breach the
wall with enlv one spell if he chose dimensions of 2ft x 10ft x
3fr.

Other spells such as Caise Cracks. Cracks Call, and Erosions
serveto weaken the target. Whenthese spellsare employed. the GM
should allow all further attacks to inflict double or even triple
damage due to the new stress upon the structure. Some of the spells
turm stone into mud or packed earth. Inthe case of mud. the attackers
may still find it very difficult to maneuver through 100 cubic feet
or more of mud. Similarly, attackers faced with 100 cubic feet of
packed earth are not necessarily betier off than when they faced
stone. The spell description for Powder Stone does not describe
how the stone is powdered. 1t does specify that it is a fine powder,
s0 when this spell is used, 1) cubic feet of fine powdered dust
could be sent into the air. This could cut visibility to zero and make
breathing most difficult.

DiaMETER OF ELEMENTAL BoLTs

Most spells in Rolemasterhave definite areas of effect. Elemental
ball attacks have a radius. The matter transmutation spells all affect
a defined area or volume, What is not defined is the area of effect
of an elemental bolt attack. What is the diameter of an elemental
bolt? The definition states that it is shot forth from the palm of the
caster's hand. This limits the size to abous a four inch diameter for
a ‘normal’ sized human hand. But this becomes refative when the
bolt is shot forth from the palm of a giant or even atitan. Their hands
are enormous, and if the bolt size is to be based upon palm size, then
larger creatures would in effect be able to throw elemental bolts
whichhad an area of effect similarto that of an elemental ball attack.
Since there is no basis in the current rules for the actual diameter of

a bolt attack, then for the purposes of these rules, a bolt attack will
be considered to have a diameter of one inch (1'). A GM should
feel free to change this interpretation of the diameter of bolt attack
for his world.




7.1 FORCEMAGE BASE
LISTS

FORCE LAW (7.1.1)
FORCEMAGE BASE

7.0 SPELL LISTS

Area of

Effect Duration Range
{-Detect Force 100 fifivl | md/tv] self
2-Force Fieid [ self 1 md/Ivl self
3-Forcehand 1 1 target I mdflvl C 1008
4-Manipulation | v C v
5-Armor self 1 rnd/Ivl self
6—Mental Grasp * L item - 1'/lvl
7-Forcehand 11 1 target 1 mdfiviC 100"
8—
9-Manipulation I fr/Ivl C 50
10-Mystical Bands 1 target 1 minfvl 5'ftvl
11-Force Figld Il self | md/lvi self
12-Forcehand 11 1 target 1 rd/lvl C 100
13—
14—Far Hand self C 5711
15-Lesser Wall of Force U/ivix /vl 1 md/ivl 100
16-Forcehand IV | target I mdAvIC 100
17-Manipulation 111 ft'/lvl 6 100"
18-
19-Force Field 111 self 1 md/lvl self
20-Mystical Cage 1 target I min/lv] 5'flv]
25-Forcehand True 1 target 1 md/lvlC 100'
30-Wall of Force I'ivl x 1'flvl 1 end/Ivt 100
40—Manipulation True v I min/lvl Vv
50-Sphere of Force self | rnd/lv| self

1—Detect Force (I) Detects any active force spells within [007Iv] range.
2—Force Field I (F) Creates a shimmering field of force around caster’s
skin, adding +10to the caster’s defenses vs, physical and elemental attacks.

3—Forcehand I (F) Castercreates a huge hand of force which immobilizes
1arget. Caster cannot move target. Caster can grasp the equivalent of one
man-sized target per three levels. Target can make a Hard maneuver (St/
Ag) each round in order to free himself, otherwise he is a1 20% activity.
4—Manipulation I (F) Caster can manipulate astring of force. The length
can be no greater than one foot per level. The string obeys the will of the
caster and may be used offensively as a medium grapple attack. The OB/
DB of the force string is equal to the Em modifier of the caster. The caster
can use the string as a rope. bow string, whip. eic. A string will be severed
and destroyed upon receiving any critical sirike, The castermust be holding
some part of the string at all times or it will fude away. Tensile strength is
equal to 25 1bs per level of the caster. Strings of force are considered AT
20.

S—Armor (F) Caster creates a shimmering suit of armor made of pure
force. The AT equals the level of the spellcaster (max AT/2(). The armor
is unencumbering, and does not impede speli casting or maneuvers.
6—Mental Grasp (F*) Enables the caster 1o draw an item (not held or
secured) 10 himself. This movement requires only one second: so the caster
could Mental Grasp a weapon into his hand and wield it in the sume round
(-2010 OB). A clear path must exist for the item to move along. and the item
must be within 1'/Ivl of the caster. Weight limitation is 1 Ib/Iv].

T—Forcehand II (F) As Forcehand 1. except the hand is capable
inflicting an ‘A’ severity Crush critical, Target can make a Hard maneuv
(St/Ag) each round at -1(} in order to free himself, otherwise he is at 204
HCIIVI[}’.

9—Manipulation I1 (F} Caster can manipulate planes of force. An area
force equal to the caster’s level in square feet can be created. The plane my
be positioned in any orientation. Simple planar shapes may be created, sud
as stairs, ramps, walls, umbrellas, etc. OB/DB ts the same as forManipulario
{. Planes of force are considered AT/20 and will be destroyed up
recelving any critical strike. The planes require no support.
10—Mystical Bands (F) Target is wrapped in bands of force. Any attemp
taescape is resolved as a spell attack with the chains serving as the attacke
{-20 RR). If the target makes his RR, he escapes. If the RR is failed,
suffers one Impact critical of a severity determined by the amount
failure: 1-1Q0= A, 11-20=B,21-30=C, 31-40=D, 4+ =E. If the attemp
to escape is made utilizing magic, and the target fails this RR, he will suffe
three separate criticals {Impact, llectrical, and Heat) with their severitie
determined as above.

t1—Force Field I (F) As Force Field 1, except bonus is +20,
12—Forcehand III (F) As Forcehand [, except the hand is capable
inflicting an * B’ severity Crush critical. Target cun make a Hard maneuve
{St/Ag) each round at -20 in order to free himself, otherwise he is at 209
actrvity.

14—Far Hand (F) Caster creates a normal-sized hand of force, which h
can use fo manipulate objects and perform tasks requiring normal strengt
ordexterity. The hand possesses the strength and agility of the caster. Han¢
has OB/DB/SKill Bonus equal to the average of the caster’s St and Ag
Hand can withstand 1/4 caster’s concussion hits before dissipating.
15—Lesser Wall of Force (E) Caster creates a virtually impenetrable wal
of force. The wall has 100 hits per level of the caster, and is AT/20.
16—Forcehand 1V (F} As Forcehand I, except the hand is capable o
inflicting an *C" severity Crush critical. Target can make & Hard maneuve
(8t/Ag) each round at -30 in order to free himselt, otherwise he is at 20%
activity.
17—Manipulation III (F) Caster can manipulate objects of force. A
volume of foree equai to the caster's level in cubic feet can be created. Tl
object may be positioned in any orientation. Simple objects may be create
such s boxes, spheres, cylinders, tetrahedrons, etc. OB/DB is the same a
for Manipulation I. Objects of force are considered AT/20 and will b
destroyed upon receiving any critical strike.

19—Force Field I11 (F) As Force Field I. except bonus is +30.

20—Muystical Cage (F) The caster creates a field of energy shuped like s
barred cage I'/lvlin diameter and 1'/lvL high. Any being caughi within may
try to force his way oul. The attempl is resolved as Mystica! Bands (ubovcl

except if the RR is fanled. the target receives two criticals (electrical an
impact). Ifamagicalitem (shield. sword, e1¢.) is used toescape. the attempl

1s made al the level of the item, If the attempt 1o escape s made utilizing
magic. and the target fuils his RR. he will suffer three separate critical
{impact, heat. and clectrical) with their severitien determined as above,
25—Forcehand True (F) As Forcehand 1, except the hund is capable of
inflicting an D" severity Crush critical. Targel can make a Hard maneuve,
{St/Ag) each round at -40 in order 10 free himself. otherwise he is at 20%
activity.

30—Wal of Force (F} Caster creates a solid wall of force which is
absolutely impassable by anyone or unything.

40—Manipulation True (F) Caster can perform any lower leve
Manipulations in any combinution he desires. The OB/DB of th
manipulation is equal to three times the caster’s Em modifier,
50—Sphere of Force {F) As Waoll of Force, except a sphere is forme
around the caster. The sphere moves with the caster.
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FORCE MASTER (7.1.2)
FORCEMAGE BASE

Area of
Effect Duration Range
[/ ~Weaken Inorganic 5 1b/ivl Imdv]  touch
2-Point/Unpoint I 81 in® | md/ivl 10
3-Field/Unfield 1 900 f2 1 md/ivl 10
4-Armor Cut [ * 1 fifivl 1 mnd/Ivl touch
5-Surface Crawling 1 target ! min/lvi C touch
6-Weaken Organic 5 lbs/Ivl 1 snd/fIvi touch
7—Point/Unpoint I 100 in° 1 rnd/1vl 200
8-Field/Unfield Il 1600 ft* 1 md/iv] 200
9-Amor Cut I1 * 1 filvl 1 rnd/ivl touch
10-Surface Walking 1 target 1 minflv| touch
1 I-Uninorganic 1 target - 10
12-Point/Unpaoint [[1 121 in? 1 md/ivl 30
| 3-Field/Unfield LIl 2500 fv’ I md/lvl 30
14-Armor Cut Il * 1 ft/ivl 1 md/ivi touch
15-Surface Running I target 1 min/lvl touch
16~Unorganic 1 target - 10
17-Point/Unpoint 1V 144 in° 1 md/lv] 40
18-Field/Unfield IV 3600 fi* 1 rd/tvl Xy
19-Armor Cut IV * 1 fe/lvi | md/ivl touch
20-Disintegrate 5 Ib/lv] - touch
25-Point/Unpoint True Ivlin’ 1 md/ivl 50
30-Field/Unfield True 1vl £t? 1 rnd/1vl S0
35-Armnor Cut True * 1 frftvl 1 rnd/Iv] touch
" | 30-Force Master * self 1 minflvi self

1--Weaken Inorganic (F) Causes any non-magical, inorganic material to
instantly lose half of its normal integrity (i.e., it will not be as sound as it
once was, and it will take double any damage it sustains after this spell is
thrown). This spell can effect 51bs. per level of the caster. This spell will
affect living tnorganic targets.

2—Point/Unpoint 1 (F) Creates a point, in square iriches, of attraction or
non-attraction. This point must be placed upen some surface: fiving/
nenliving, mobile/non-mobile. If this point comes into physical contact
with another surface, then they either slide off of one another or join,
depending on the version of this spell used. A maneuver roll with a
difficulty modifier of -20 and a bonus mod. for the individual’s strength,
must be attempted to separate or hold surfaces affected by this spell.
3—TField/Unfield | (F) As PointfUnpoint [ except that the area is greater,
and it.conforms to and enshrouds the target.

4—Armor Cut I (F*) Creatcs a frictionless field about an edged surface,
giving it a 5% chance to cut through unremarkable targets as if they were
AT 1. An edge up to | fI/lvl can be affected.

5—Surface Crawling (F) Enables target to crawl on any surface at any
orientation, provided it can sqppan his weight, etc.

6—Weaken Organic (F) Causes any non-magical, organic substance to
instantly lose half of its normal integrity {i.e., it will not be as sound as it
once was, and it will take double any damage it sustains after this spell is
thrown. This includes double hits/round, ctc). Magical or extraordinary
organic substances gain a RR. This spell can effect Stbs. per level of the
caster. This spelt will affect living targets.

T—Point/Unpoaint I (F) As Poini/Unpeint 1. except the maneuver roll
penalty is -30.

8—Fiebd/Unfield I1{F) A« Field: Unfietd ] cxceptthe maneuver roll penalty
is -3(),

9—Armor Cut I (F*} As Armor Cut 1. except the percentage is 10%.
10—Surface Walking (F) As Swiface Crawling, except no concentration
is required and the target can stand.

ll-—Uninnrganic (F) Dclivers +30 structural hits to target {Section 6.2),

12—Point/Unpoint ITl (F) As Point/Unpoint I, except the maneuver roll
penalty is -40,

13—Field/Unfield NI (F) As Field/Unfield i, except the maneuver roll
penalty is -40.

14—Armor Cut 111 (F*) As Armor Cut [, except the percentage is 15%..
15—S8urface Running (F) As Surface Walking, except the target can run.
16—Unorganic (F) Organic targets must resistor suffera ‘C’ Disintegration
critical.

17—Point/Unpoint IV (F) As Point/Unpaint I, except the maneuver rol}
penalty is -50.

 18—Field/Unfield 1V (F) As Field/Unfield 1, except the maneuver rol!

penalty is -50.

19—Armor Cut IV (F*) As Armor Cut I, except the percentage is 20%.
20—Disintegrate (F) A combination of Uninerganic and Unorganic,except
the target suffers one ‘E’ Disintegration critical.

25—Point/Unpoint True (F) As Point!Unpoint I, except the spell area is
equal to the caster’s level in square inches and the maneuver roll penally
is - 100,

30—Field/Unfield True (F} As Field!Unfield I, except the spell area is
equal to the caster’s Iviin square feet and the maneuver roll penalty is - 100.
35—Armor Cut True (F*) As Armor Cut 1, except the percentage is equal
1o the level of the caster.

S0—Force Master (F*) Caster can use any of the lower level spells on this
list once per round.

SHOCKWAVES (7.1.3)
FORCEMAGE BASE

Area of

Effect Duration Range
I-Locate Epicenter 10071vl C self
2-Vibrations (5#) | target 1 md/Iv] 100
3-Sonar 10'/1vl C self
4-Standing Wave | 10°x10°x10" 1 min/lvl touch
5—Shockwave | 10 dia cone - 5'flv!
6—Vibrations (25#) I target I md/lvi 100
7-Standing Wave [l 10°x10°x10" 1 min/Ivl touch
8—Forcewave | 10" dia cone - 1008
9-Vibrations (50#) 1 target 1 md/Ivl 100"
IO—Shoi:kwave 11 20 dia cone - 5/l
11-Mass Vibrations (5#) | target/lvi 1 md/lvi 100
12-Sianding Wave ]11 [P x 1O x10° 1 minflvl touch
13-Focused Shockwave I target - S'Avl
14-Forcewave 11 10’ dia cone - 200'
15--Shockwave I1 30" dia cone - 5'7v1
|6-Standing Wave IV 1'% 10°x10° | min/lvl touch
1 7-Mass Vibrations (25#) I target/ivl 1 md/Ivl 100
18-Circle Forcewave 10" dia circle - 100
19--Standing Wave V 10°x10°x10 1 min/Ivl touch
20-Shockwave [V 40’ dia cone - 5'vl
25-Shockwave V 50" dia cone - S'0vl
30-Circle Shockwave 10" dia circle 10l
40-Inverted Shockwave v - 100°/1vi
S50-Shockwave True A\ 5 md 257vl

1—Locate Epicenter (I} Locates origin point of a shockwave. Can be used
to locate the caster of a Shackwave spell or locate the epicenter of an
earthquake, etc.

2—Vibrations (5#) (F) Causes an object of up to 5 Ib, mass to vibrate
rapidly: if fragile it may break (RR applies). If itis an object held by abeing
the being must make a RR or fumble it (cach round).




3—Senar (I) Creates reflective pulses of energy which reflect off solid
objects within range. Caster learns distance and direction to targets within

range. Note: Invisible turgets can be detected with this spell except those

made invisible by the Invisibificy spell on Gravity Law.

4—Standing Wave 1 (F) Creates aninvisible barrier which deliversan A’
vibration critical when broken.

5—Shockwave I (F) A cone of sonic energy erupts from the caster’s hund.

The Shockwave delivers an *A” Vibration critical to alt within the areua of

the cone. The Shockwave does structural damage (See Section 6.2).
6—YVYibrations (25#) (F) As ubove, except mass limit is 25 Ibs.
7—Standing Wave Il (F) As above, except delivers a "B’ vibration
critical.

8—Forcewave I {(F) As Shociwave I, except no damage is inflicted.
Instead, targets must RR or be forced away from the caster 1'/1% failure.
9—VYibrations (S0#) (F) As above, except mass limit is 50 tbs.
10—Shockwave I (F) As above, except delivers ‘B’ Vibration ¢riticals.
11—Mass Vibrations (5#) (F) As Vibrations, except as many 3 ib. objects
as the caster’s level may be affected (all targets must be within the caster's
field of vision).

12—Standing Wave ]I (F) As above, except delivers a *C” vibration
critical.

13—Focused Shockwave (E) Causes a bolt of force 1o erupt from the
caster'shand. Attack is resolved onthe Lightning Bolttable, but all criticals
are Vibration criticals.

14-~Forcewave II (F) As above, except RR 15 at -3{.

15—Shockwave HI (F) As above, except delivers *C’ Vibration criticals.
16—Standing Wave IV (F} As above, except delivers o *[)7 vibration
critical.

17—Mass Vibrations (25#) (F) As above, except mass limit is 25 lbs.
18—Circle Forcewave (F) As Forcewave 1, exeept the wave starts a1 the
caster and travels outward in an expanding circle.

19—Standing Wave V (F) As above, except delivers an *E™ vibration
critical.

20—Shockwave 1V (F) As above. except deliversa "D’ Vibration erigical.
25—Shockwave V (F) Asabove, except detivers an *E’ Vibration eritical.
30—Circle Shockwave (F) As Shiockwave 1, except the wave starts at the
caster and travels outward in an expanding circle. The caster may increase
the severity of the critical inflicted by one degree for euch additional 30
points he expends in casting the spell.

40—Inverted Shockwave (E} Caster creates a shockwave which starts at
the caster and radiates outward in an expanding circle. The faverted
Shockwave delivers no damage, but will cancel out all existing Shockwaves
and Standing Wavesthat fail aRR. Anfnverted Shockwave hasa percentage
chance to dampen any earthquake within range equal to the caster’s level
minus 2x the Richter scale severity of the carthquake.

50—Shockwave True (F) As Shockwave V, except the waves come in
multiples, decreasing in seventy by one degree each round (it delivers an
*E’ Vibration critical the first round, a ‘D critical the second, a *C’ critical
the third, etc.). All criticals deliver double concussion damage, and the
force is sufficient to start {or perhaps stop) a major earthquake, demolish
heavy stone walls, create tidal waves, etc.

GRAVITY LAW (7.1.4)
FORCEMAGE BASE

Nate: Targes i free fall achiove terminal velocity in about 6 seconds, pla
{Terminal velocity is about 125miikr for @ normal sized man. A gians ofge M
propovtional size and welght would have the same terpinal velocity. ) 1

Targetsina free fadlwill fravel the jolfowing distances jor every secon
of time that elapses up until they reach terminal velociry, Is = 32t 2s =
96.0f1, 35 = 1931, 45 = 3221, 55 = I431. 65 = 6704t Thereafier, udd anl.

additional 1 15ft per second.

Area of

Effect Duration Rang
1-Aller Weight 5 Ib/lvi t min/lvl 100
2-Levitate self 1 rnd/lvl self
3-lnvistbility | target 1 md/fivl 10
4—Crush SitfiviR - 50"
§5-Zero Gravity I cu fr/lvl 1 md/Ivl touch
6-Fly ! target t rd/lvl touch
7-G Bolt 1 target - OO
&—Transport | cu fiflvi [ mdflvi 5
9
10-Enplane 1 cu ft/lvl | hr/lvl touch
11-G Force v x lvl x tvl C SO
12-Reverse Gravity 1 target | sec/Sivl 10
13-Repulse 1 target € touch
14~
15~G Ball 10" R sphere - 100
{6~
17—
18~Mass Fly 1 target/ivl/2 1 md/lv! 50
19-Mass Invisiinlity I target/lvl/2 | rnd/Ivl 50
20-Nullify I sq ydflvl 1 see/Siv] 1o
25-Explode I target - 9.0
30-Implode I targel - 100
S0-Rift 1KY r - SO0

1—Aiter Weight (F) The casler can increase or decrease the weight of any
target by 5 Ibs per level.

2—Levitate (F} The caster can levitate in an upwardly fashion at a rate
equal to his level in feet per round.
3—Invisibility (F') By manipulating gravity the caster is able 10 bend the
radiation spectrum around his immediate vicinity thus rendering him
totally invisible. Note: tiis form of invisibility is not detectable by any sor

of altered vision, e.g., infrared, x-ray, wliravision, etc., and anyone usingl -
Detect [nvisible receives a -30 10 his atrempts to detect @ targer using this
form of invisibility. See invisible functions normatly.

4—Crush (F) Creates a temporary area of inlense gravity in xpherica]l
radius about the target equal to 1/2 1t/lvl. Target suffers an ‘A’ Crush
critical.

5—Zero Gravity (F) Caster negates gravity relative to the target. [nerti
is constant, thus if the target is pushed it will continue in the direction
pushed until acted upon by another force. Caster can effect a volume equa
to 1 cu’ per level and 10x his level in pounds.

6—Fly (F) Caster maves at 3 times his level in MPH. A target with Fly cast
upon him is under his own control, not the caster's; therefore a target null
experienced with flying can find the experience very disorienting and
possibly dangerous. Every | mph of movement is approximately equal to
15’/md, so 18 mph = 270"/md.

7—G Bolt (E) A boltof gravity is shot forth from the caster’s hand. Rcsuhs.
are determined on the Fire Bolt table, and al! criticals are impact.
8—Transport (F) As Fly, except only nonliving targets are affected and | -
flight is under the control of the caster. Caster can effect a volume equal t

1 cu’ per level and 10x his level in pounds. Movement rate is SMPH/levc:I =



10—Enplane (F) Caster can place target in a geostationary orientation,
Inertia is zero: it will only move as long as there is a force to move it. A
person or object could be suspended in mid air. Various things could be
placed upon or hung from the object. The volume and weight limit arc the
same as for Zero Graviry.

11—G Force (F) Caster creates an area of increased gravitational force.
Anything passing through the area must make a RR, modified by the
target’s strength modifier, or be instantly pinned to the floor and receive
*A* Crush criticals every round it is within the area. Critical levels can be
increased by 1 for every additional 11 PP used.

12—Reverse Gravity (F) Caster reverses gravity. Targers failing their
RRs will begin “falling’ up.

13—Repulse (F) Caster creates 2 repulsion field around a target. Anything
coming into physical contact with the affected rarget must make u RR or be
repulsed with a force equal to that exerted. This spell confers no combat
bonus. Caster can affect targets whose mass is equal to or less than the
caster's mass times his level.

15—G Batl (E) A 1’ radius sphere is created in front of the caster and then
Jaunched toward a target. It then explodes affecting all within a 10' radius
sphere. Damage is determined on the Fire Ball table using Impact eriticals.
18—Mass Fly (F) As 1y, except that the caster can affect ap to half his
level in targets. Each target must weigh within +/- 50 lbs of the caster, The
flight is under the control of the caster.

19—Mass Invisibility (F) [dentical to /m 1sihifity except that the number
of targets eftected is equal 1o haif the level of 1the caster.

20—Nullify (E) As Reverse Gravity, except s stationary area equal to t
square yard per level is created.

35 —Explode (F) Creates an extemnal negative gravitational force which
causes the target to explode. Target receives an "E’ Disruption critical.
30—Implode (F) As Fxplode, except the critical type 15 Crush.

50—Rift (F) Creates a powerful point of gravitational torce. All 1argets
within 100 feet of tts center who tail their RR will be sucked in. Dimension
travelled to is up to the GM. ‘

MAGNETIC LAW (7.1.5)
FORCEMAGE BASE

Area of
Effect Duration Range
|-Detect Magnetism 1'RAv] I rnd/flvi 50
2-Magnetize | object L md/Ivi touch
3-Magretic Field 1 object I rd/Ivl touch
4-Demagnetize 1 effect Vv touch
5-Mugnetic Bolt 100 I target - 100
[6-—Shicid 1 self C self
7-Magnetic Ball 10'R 10'R - 100
8-Warp I target e 500
9-Magnetic Bolt 200’ 1 target - 200
&Barrier 10'R 10°R ‘ L md/iviC 7%
11-Magnetic Ball 20°R 10'R - 150°
12-Magnekinesis 1 object C 25
13-Shield I self c self
14-Magnetic Bolt 300" | rarget - 300
15-Lesser Weapon self | md/Ivi self _{
16-Barrier 20°'R 20°'R | md/Ilvl C 150
17-Magnetic Ball 40’'R 40'R - 150"
I8~Repulse 10" x50' cone - 25
19-Break 1 target 5 50°
20-Greater Weapon self 1 mdftvl seif
25-Barrier True 20°R 1 rdfivl C 150
30-Lesser Globe 1 target I mdfivl 30
30-Greater Globe 1 target 1 rnd/Ivl 50

1—Detect Magnetism (I) Caster can detect magnetic fields and their
relative strengths. (Strength, for game purposes. will be measured in lbs,
and the smallest amount of magnetic force that a caster will normally be
manipulating is 1 Ib/ft’, and this measurement will be referred to in this list
as “Unit'.)

2—Magnetize {F} Caster magnetizes metallic objects together. The force
of the bond is equal 10 | Unit per level of the caster.

3—Magnetic Field (F) Caster can magnetize any portion of a metallic
ebject creating a surrounding field with a radius equalling 1 ft per level,
Strength is | Unit per level of caster.

4—Demagnetize (F) This spell will instantly nullify any magnetic effect
for 1 round/level of caster. Affects one Unit per level.

5—Magnetic Bolt 100" (E) A bolt of magnetic force is shot from the palm
of the caster; results are determined on the reverse Water Bolt Table (i.e.,
AT(20) s treated as AT(1), AT(19) is reated as AT(2). ... , and AT(D)is
treated as AT(20)).

6—>Shield 1(F) This spell creates ashield of magnetic torce which attracts
metal weapons. The wielder of any melee weapon must make a RR vs the
level of the caster or have his weapon stick 1o the shield. Melee weapons
have 20 subtracted from their attack rolls, and if the resulting attack does
not hit the target then itis considered stuck to the shield. The shield hovers
in front of the caster wherever he desires at a distance from the caster of no
more than | foot. "Stwek™ weapons may be retnieved with o successful
Medium (+O) Maneuver moditied by strength with a penalty of -5 per level
of the caster.

7—Magnetic Ball 10°R (E) A 1" ball of magnctic force is shot from the
palm of the casier. it explodes to affect a 10'R area: results are detenined
an the reverse Shock Bolt Table (i.e., AT(20) is treated as AT(D), AT(19)
is treated as AT(2). .., and AT(Dis treated as ATI20)).

8—Warp (F) Caster releases a field of super-strength. pulsating magnetic
force agamnst the target. All metallic material must mike a RR vs the level
Qf the caster. If the RRis failed, the material is warped, and attempts to

. continue to use the material are at a penalty equal to -1 %/1% failure.
"9—Magnetic Bolt 200’ (E) As Magnetic Boli 100", except range is 200"

10—Barrier 10' R (F) As Wuwip, except the effect takes the shape of a
column which surrounds the target.

11—Magnetic Ball 20°R(EY As Magneiic Ball 10 R.except the range and
area of effect ure greater.

12—Magnekinesis (F) Caster can grab metal objects and move them a
number of feet eyual to his level per round. Strength is cqual to 10x the
caster’s level i Units.

13—Shield I (F) As Shield [, except it functions in all respeets as a wall
shield (+30 melec. +40 missile). the RR is modified by -10. and missile
attack rolls have 30 subtracted.

14—Magnetic Bolt 300" (E) As Magnetic Bolr (), except range 1s 300"
15—Lesser Weapon (F) Causes a broadsword-shaped blade of magnetic
force to spring forth from the caster’s empty hand. The caster may make
melee attacks with itusing his directed spell bonus (with an additional +20)
delivering damage as a Magnetic Bolr with a+20 OB, Normally, this blade
may not parry or be parried. This blade has a percentage chance equattothe
level of the caster of ignoring any metal armor it comes into contact with
{treat target as ATH). [n any round that the caster has not attacked with this
blade as a melee weapon, he may release the blade as a normal Magneric
Bolt.

16—Barrier 20°R (F) As Barrier [("R. except radius is extended to 207

17—Magnetic Ball 40' (E) As Magneric Ball 11, except the range and
area of effect are greater.

18—Repulse {F) Caster van release a conteal loree. beginning at 10 and
ending at its base at 50'. All heavily armored targets must make a RR or be
thrown away from the castera number of feetequal to FOx the caster'slevel.
Affected rargets will suffer an “A’ severity Impact critical for every 50
thrown.




19—Break (F) As Warp except if the RR is failed, the material is broken
and/or useless.

20—Greater Weapon (F) As lesser weapen, except the bonus is +35 and
the bolt is 2x damage,

25—Barrier True (F) As Barrier 20", except that it functions as Break.
30—Lesser Giobe (F) Caster surrounds target with a powerful field of
magnetic energy. This globe modifies elemental attacks by -50 and all
melee and missile attacks by -75 and functions as Warp. The globe moves
with the target. Maximum diameter of the globe is | foot per three levels
of the caster.

50—Greater Globe (F) Caster surrounds target with a powerful field of
magnetic energy. This globe modifies elemental attacks by -75 and all
melee and missile attacks by - 100 and functions as Break, The globe moves
with the target. Maximum diameter of the globe is | foot per three levels
of the caster.
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7.2 MALEFICANT BASE
LISTS

CHILL OF NIGHT (7.2.1)
MALEFICANT BASE

Note: Dream and Nighimare spells do not huve any effect on the target
until his next normealt sleep cycle. Night's Curses have no effect until the
target awakens from lis next narmal sleep. Thus, the warget may not even
know the spell has had any effect on him untid the foltowing morning, and
e may not even associate the effects with the spell. The spelis on this list
cannat be dispelled normally, but require Neutralize or Remove Curse.
Much of the innate tervor this class can generate is duc to this list, Each
‘ChIll must be separarely taught by a higher adepr of the art (usualiy only
after making the proper ovations and sacrifices).

\\\/..:.—-' - i
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Area of
Effect Duration Range
1-Dream I I target v g
2-Nightmare 1 I target A% o
3-First Night's Curse 1 target P 10
4-Sleep I 1 1arget v 100°
5—"Dream [1 | arget AY (6
6-Nightmare II 1 target v 1)
7-Second Night's Curse 1 target P 1y
8-Insomnia 1 target v 1
O-Sleep II 1 1arget v 100
10-Dream II1 1 target v 1o
[1-Third Night's Curse 1 target P 1y
12-Sleepwalking 1 target v 10
13-Nightmare 11} | target v 10
14-Narcolepsy 1 1 target P 1
15-S5leep 111 1 target v 100°
1o6-Nightmare [V L target v 10
17-Stecepwalking True L target A4 0
18-Sleep True I target \% 100
19-Fourth Night's Curse I target P 1y
20-Nightmare V | target v 10
25-Narcolepsy [I | target P 10
30-Last Night's Curse 1 target v 10
40-Narcolepsy True 1 target P L0
50-Sleeping Death | target v 10

CHILL OF THE FIRST NIGHT
1—Dwream [ (F) During the target’s next sleep period, he will dream about
a topic selected by the caster. The dream wili follow the pattern the caster
selects.
2—Nightmarel (F) As Dream I, except the target’s next sleep period will
be plagued with nightmares. The caster may select the topic, but the
nightmare must be associated with the death of the target or his loved ones,
The target suffers from the effects of an *A' Depression critical, and the
effects will last until his next sleep period.
3—First Night’s Curse: Silence (F) Beginning upon awakening from his
next normal sleep period, the target will not wish to talk at all. He must be
motivated in some way to get him to speak.
4—Sleep 1 (F) Target falls into a natural sleep for I minute/5% failure.
S—Dream I1 (F) As Dream I, except two topics may be selected.
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CHILL OF THE SECOND NIGHT
6—Nightmare Il (F) As Nighimare I, except the target suffers a ‘B’
Depression critical.
7—S8econd Night’s Curse: Thirst/Hunger (F) Beginning upon awakening
from his next normal sleep period, the target will be incredibly hungry or
thirsty (caster’s choice) and will eat or drink coatinuously until sick or
unconscious. Target will gain 1-10 pounds per month.
8—Insomnia (F) Duration 24 h/10% failure, Target has trouble sleeping.
He will be at -25 for the duration of the peried of insomnia.
9—Sleep II (F) As Sleep I, except the target can only be awakened by sharp
pain, magic, or herbs.

{0—Dream 111 (F) As Dream I, except three toplcs may be selected.

l CHILL OF THE THIRD NIGHT

11—Third Night’s Curse: Nightvision (F) Beginning upon awakening
from his next normal sleep period. the target can see at night as if it were
day, but can only see in daylight as if it were darkest night.

l 12—Sleepwalking (F) During the target’s next normal sleep period, he
will sleepwalk. He may accidentally injure himseif or others by doing so
(taking a nice stroll off a chiff. e1c.).

13—Nightmare II1 (F) As Nighmmare 1, except the target suffers a 'C”
Depression critical.

14—Narcolepsy ! (F) Target contracts narcolepsy. He has a 25% chance
10 suddenly fall asleep in any stressful or threatening situation,

l 15—Sleep III (F} As Sleep [, except the target can only be awakened by

magic, or herbs. He will be totally ohlivious to all other stimuli,

CHILL OF THE FOURTH NIGHT
16—Nightmare IV (F) As Nighimare I, except the target suffers a ‘D’
Depression critical.
17—Sleepwalking True (F) As Sieepwalking, except the effects last for
24 hr/10% failure,
18—Sleep True {F) As Sieep [, except the target cannot be awakened until
the spell's duration ends,
19—FourthNight’s Curse: Amnesia(F) Beginning upon awakening from
his next normal sleep period, the target forgets who he is. who his friends
and enemies are, and his entire life background. He will retain his skills and
spell abilities (if any), but may forget that he knowsthemn (GM’s discretion).
20—Nightmare V (F) As NVightmare I, except the target suffers an “E’
Depression critical.

CHILL OF THE FiFTH NIGHT
;’-5—Narcolepsy 11{F) As Narcolepsyi, excepthischance of falling asleep
15 50%.
30—Fifth Night’s Curse (F) During the target's next normal sleep period,
he will rise and stealthfully attempt to murder his companions or loved
I“ﬂts As soon as the murders are complete, he will come to his senses and
fealize the deed he has performed.

CHILL OF THE LAST NIGHT
40—~'Narcolepsy True (F) As Narcolepsy I, except his chance of falling
asleep is 955,
SD‘“‘SIEEDII‘Ig Death (F) Duration 24 hr/10% failure. Each sleep period,
llﬂe target will suffer nightmares equal 1o the horrors of the abyss. Each

night, the target must RR or die of fear. leaving no physicat evidence how
he died,

SOUL DEATH (7.2.2)
MALEFICANT BASE

Area of
Effect Duration  Range

1-Detect Soul self { md/lv] 100"
2-Paranoia 1 target P 100/
3—Fear ] 1 target P 100
4

5-Soul Burn [ * 1 target P 100

_ ]

6

T-Panic 1 target P 100
8—

9-Fear Il | target P 100’
10-Soul Bum I1 * 1 1arget P 100'
11-Transferral 1 target v 100
12-Catatonia 1 target P 1008
13-

14-Fear III | target p 100
15-Soul Bumn III * 1 target P 100°
16—

17-Unluck | target A4 100"
18-Transferral True | target A% 100°
19-Dark Temptation 1 target P 100
20-Soul Bum [V * 1 target P 100"
25-Soul Bum V * 1 target P 100°
30-Tear Soul I target A 100"
50—Banish Soul | target P 100"

1—Detect Soul (I) Caster may detect any soul within range. Caster may
concentrate on a 5 area each round.

2—Paranoia (M) Target believes everyone is out to get him; making him
-5 to all actions,

3—Fear 1 (M) Target has a permanent fear of the caster. Whenever he is
in the sight of the caster he is at -5 to all actions, and if the caster speaks to
the target he is ar - 10,

5—Soul Burn 1 (FM*) Target suffers an ' A’ Shock critical, and alse loses

10% of his life levels (RMC{{, Section 6.1) per 10% RR failure.
T—Panic (M) Target has a 25% chance 10 panic and flee when facing any
potentially life-threatening sitvation.

9—Fear II (M) As Fear I, except sight of the caster puts the target at -10,
and if the caster speaks to the target he is at -20.

10—Soul Burn H (FM*) As Soul Burn !, except the target suffers a ‘B’
Shock critical.

t1—Transferral (M) Target and caster's souls are interchanged; the
caster can operate at 50% of his normat activity in the body of the target.
The target in the caster’s body is inactive. The caster can cancel the spell
-atany time (takes | round). The target can only cancel the speli if he makes
asuccessful RR (one chance every [0minutes). If either body is killed, both
caster and target will die (Cf. Absolution Pure),

12—Catatonia (M) Target drifts in and out of a catatonic state; 25%
chance each hour that he will be catatonic for one hour.

14—Fear 111 (M) As Fear 1, except sight of the caster puts the target at -
15, and if the caster speaks to the target he is at -30.

15—Soul Burn I (FM*) As Senel Burn {. except the target suffers a 'C’
Shock critical.

17—Untuck (FM) Duration 24-hr/l10% failure. Target is cursed, and
misfortune becomes his constant companion. In ¢rucial moments, the
target will be enveloped in things mysteriously going wrong. Ropes and
weapons may break, he may slip on dry floors, he may step on a branch
while stalking a target. The GM may also wish to increase his chance to
fumble spells and weapons.

18—Transferral True (M) As Transferval, except the caster can operate
at 90% of normal activity; the target can only make a RR once every hour.




19—Dark Temptation (M) Target is slowly perverted to darkness. He
will find all things evil to be fascinating and tempting and will desire to
learn any available evil spell lists {if applicable). Eventually, the target will
find his perspective on his friends altering, and will probably change his
personality. Some beings may get additional RR mods {c.g., targets such
as Clerics and Paladins steadfast in their service might get a+20-50 bonus).
Naturally, the target will violently resist all efforts to return him 1o his
‘normal’ state.

20—Sout Burn IV (FM*} As Soul Burn I, except the target suffers a ‘D’
Shock critical.

25=—Soul Burn V {(FM*) As Soud Burn I, except the target suffers an ‘I’
Shock critical. '

30—Tear Soul (FM) RR mod: -20 Target's soul is tom from his body
(CE, Absolution). It remains in whatever place “souls” po for 30 duys/10%
failure. The soul can be returned carly only through Lifegiving. The target
is comatose and at -75 for subconscious activity while his soul is absent.
50—Banish Soul (FM) RR mod: -20 As Tear Soul, except target’s soul
is permanently consigned to the nether regions (Ct,. Dark Absolution).

TALISMANS (7.2.3)
MALEFICANT BASE

Note: Talismans marked with a ' will burn out and crumble to ash afrer
one use per 5 fevels. A talisman is only considered to have ‘worked' if its
honuses change the result of un attack (reduced the severity of a critical,
altered the outcome of a RR, eic.). Talismans marked with a ¥ require
some comparent from the target (a lock of kair, fingernail clippings, avial
of blood, the wrget's "good luck charm', etc.). The bonuses or penalties
conferred byaialismanave equal ta the level of the talisman's creator fe g,
a Sth level Spivit Tatisman created by a 13th level caster would convey a
bonus of +15 vs. all attacks from spirits). A talisman may be created from
anything the GM decms apprapriate (a chicken’s foot, a ball of colored
threads, bones, wood or bone carvings, runestones, a shrunken head, etc )

The appropriate talisman spell must be cast on it once each day during its
creation. No one but the creator of a talisman may ever use it or gain any
of the talisman’s associated benefits. The effects of talismans are non-
cumulative. A ralisman must be rouched by the user to be effective.

Area of

Effect Duration Range
|-Obeah 1 talisman P touch
2-Animal Talisman + 1 talisman \% touch
3-Herb Talisman ¥ 1 talisman \% touch
4-Magic Talisman [ ¥ 1 talisman v touch
5-Spirit Talisman T 1 talisman v touch
6-Seeing Talisman t 1 talisman v touch
7—Quirin 1 talisman A% touch
8-Undead Talisman t 1 talisman v touch
9-Magic Talisman 11 T 1 talisman \% touch
10=Death Talisman 1 ¥ | talisman A4 touch
1 I-Were-talisman t | talisman v tuch
12-Soul Trap ¥ [ talisman v touch
13-Magic Talisman [II ¥ I talisman Vv touch
14-Demon Talisman T | talisman v touch
15-Lesser Control Doll ¥ 1doll v touch
|6-Bane Talisman T 1 talisman A touch
17-Channeling Talisman 1 talisman A4 touch
18-Magic Talisman 1V 1 I talisman v touch
1Y—Guardian Talisman T 1 talisman A4 touch
20-Mentalism Talisman § I talisman \ touch
25-Essence Talisman T 1 talisman A% touch
30-Greater Control Doll ¥ 1 dotl A touch
40-Magic Talisman True T I talisman v - touch
50-Soul Talisman I talisman P touch

I—Obeah {FD) Caster may create his Obeuh; his primary and most useful
talisman. The functions of the Obcah vary with the level at which it is
created.

151 vt Obeah: stores PP equal to the creator’s level.

SthlvlQbeah: serves as a focus for the skill: Magical Ritual. Adds creator’s
BAR mod to all ritwal roils.

10th vl Obeah: adds creator’s Ivl to RRs vs. Absolutions and all soul-
draining and life-draining and trapping effects.

15th Ivi Obeah: ereator can wranster his soul to his Obeah for short periods
of time (as Self-keeping on the Monk Base list Body Reins).

20th Ivi Obeah. serves as a power stabilizer. The creator’s spelt points will
never drop below 20-—If he continues 10 cast spells when the bottom limit
of 20 is reached, he will instead take concussion hits equal to the level of
the spell he casts.

30th el Obeah: serves as a Soul Trap (as the spell). The Obeah nceds no
further preparation, and will store 1 soul/S levels,

50th el Qbeah: renders the caster immune to the effects of Absolutions and
all soul- and life-draining and trapping effects.

If the Obeah is ever destroyed, the caster operates at -30 for one week. The
Obeah rakes one day/level 1o create,

2—Animat Talisman (FD) This talisman grants a bonus equal to the
creator’s level vs. ull attacks made against him by animals, The talisman
takes one day/level to create. Note: the caster may make a Talisman of
lower ievel than his own if he wishes, taking correspondingly fewer days
o create (e.g., a 10th level Maleficant could make a 151 level Talisman in
one day.

3—Herb Talisman (FI} As Animal Talismean, except its bonuses are to the
creator’s attempts to locale a specitic herb,

4—Magic Talisman [{FU) As Animal Talisnian, except its bonuses apply
1o any on¢ magical skill selected art the time of the talismun's creation
(Power Projection, Spell Mastery, etc.). The caster must alrsady possess
some knowledge (at least one rank) of the skill 10 be augmented.
5-—8pirit Talisman (FD) As Auintal Talisman, except its bonuses are vs,
attacks from spirits.

6—Seeing Talisman (FI) As Animal Tulisman, except its bonuses apply
to divination and scrying attempts made by the caster.

7—~Quirin (Traitor’s Stone) (F) When this special talisman is placed
upon the hzad of a sleeping person, he will start to babble about whatever
topics arc foremost in his mind. Information gathered by use of a Quirin
may be incomplete, but the target may speak of things he normally would
not. The target will have no memory of the incident when he awakens. He
may respond to simple questions, but if questions are asked of him he gains
another RR.

8—Undead Talisman (FD) As Animal Talisman, except its bonuses are
vs. attacks from undead.

9—Magic Talisman I (FU) As Magic Talisman I, excepl its bonuses may
apply to two different magical skills selected at the time of its creation.
[0—Dreath Talisman (F) This deadly talisman is made ta function vs. a
specific targel. The target suffers a penalty equal o the talisman creator’s
level to all attacks by the creator (the creator’s level is subtracted from the
target’s DB, RR, ctc.).

t1—Were-talisman (FD) As Animal Tulisman, except its bonuses are vs.
attacks from Lycanthropes and other were-creatures.

12—Soul Trap (F) Caster traps part of the target’s soul in this talisman.
The target is at -30 until the talisman is destroyed. The targer will always
know the direction to his ‘soul’. The creutor of the Sou! Trap gains +1 10
his Co and St bonuses for each soul he holds trapped (max +50).




13—Magic Talisman III (FU) As Magic Talisman |, except its bonuses
may apply to three different magical skills selected at the time of its
creation.

14—Demon Talisman (FD) As Animal Talisman, except its bonuses are
vs. attacks from demons.

15—Lesser Controf Doll (F) After casting a Sowuf Trap spell, the caster
may create a small doll to represent his target, No matter where the target
goes, whoever holds the doll may control the target. By concentrating, the
possessor of the doll may cause the target to follow some Suggestion (as in
the speil on the Spirit Mastery list). The caster may also cause the target to
view an Illusion/Phantasm spell. The only hope the target has is to have
either a Cancel True or a Remove Curse spell cast on the doll.

16~—~Bane Talisman (FD} As Animal Talisman, except its bonuses are vs.
attacks from the caster's personal ‘bane’ (Clerics, Paladins, etc.).
17—Channeling Talisman (FD) As Animal Talisman, except its bonuses
are vs. Channeling-based attacks.

18—Magic Talisman 1V (FU) As Magic Talisman I, except its bonuses
may apply to four different magical skills selected at the time of its creation.
19—Guardian Talisman (FD) Empathically wamns the creator when
anyone intending him harm enters a 100" radius around his person. Creator
will know which person intends him harm if more than one person is
present. No specifics are lcamed as to the method the person intends
(assassination, spell, etc.),

20—Mentalism Tatisman (FD) As Animai Talisman, except its bonuses
are vs. Mentalism-based attacks.

25—Essence Talisman (FD) As Animal Talisman, except its honuses are
vs. Essence-based attacks,

30—CGireater Control Doll (F) As Lesser Conirol Doll, except whatever
damage befalls the doll also happens to the target in a similar fashion (GM’s
discretion).

40—Magic Talisman True (FU) As Magic Talisman I, exceptits bonuses
may apply to one magical skilf per five levels.

50—Soul Talisman (FU) Caster may create a permanent talisman,

combining the effects of up to one of the lower Talisman spells per five
levels,

7.3 WIZARD BASE LISTS

SPELL HAND (7.3.1)
WIZARD BASE

Area of

Effect Duration” Range
1-Control | target 1 md/lvl 100
2-Nonvocal * 1 target 1 spell 100
3
4-Delay 1 1 target next spell 100"
5-Control 11 1 target 1 md/lv] 100'
6-Mental Gesture * 1 target 1 spell w00 |
7-Quicken 1 1 target | md/ivl 100"
8—Delay 11 1 target next speil 100
9-Contro] 111 1 target 1 mdfivi 100
10-Nonvocal True * 1 1arget 1 md/Ivl 100
I1-Spelthaste 1 1 target 1 md 100’
12-Quicken II 1 target 1 md/Ivl 100
13-Delay II1 1 target next spetl 1000
14—
15-Spelthaste IT | target 2 mds 100"
16-Control True 1 target 1 md/lvl 100
17-Men1al Gesture True * 1 target 1 md/ivl 1007
18—Delay True 1 target next spell 100
19—Quicken True i target 1 md/ivl 100"
20-Spellhaste 111 1 target 3 mds 100'
25-Spell Control * I target 1 mdAvl 100
30-Spellhaste True 1 target 4 mds 1008
50-Spell Hand { target 1 rnd/Ivl 100"

1—Control 1(F) Target gains a 5% chance to avoid the effects of any spelt
fumble.

2—Nonvocal (F*) The target’s next spell may be cast sitently (this speli
requires no verbal component).

- 4—Delay I (F) Caster increases the preparation time of the 1arget’s next

spell by 1 round. For example, a Class I spell, which normally would only
take 1 round to prepare and cast, would take 2 rounds; one to prepare and
one to cast. Add 25% to caster's ESF for each preparation round ignored.
5—Control II (F) Target gains a 10% chance to avoid the effects of any
spell fumble.

6—Mental Gesture (F*) The target’s next spell may be cast without
incurring penalties for not having his hands free (this spell requires no
somatic component). If it is used with an elemental spell, caster receives no
directed spell bonus.

T—Quicken I (F) Spells 5 levels below that of the target are considered
class T spells.

8—Delay II (F) As Delay I, except caster can delay target’s preparation
time by two rounds.

9—Control III (F) Target gains a 13% chance to avoid the effects of any
spell fumble,

I10—Nonvocal True (F*) As Nonvocal, except all the target's spells within
the duration of this spell may be cast silently.




11—Spellhaste I (¥) As Haste [ (Cf., Closed Essence: Rapid Ways),
except allows two Class I spells to be cast in a single round.
12—Quicken Il (F} As Quicken ] except that spells which are 4 levels
below that of the target are considered class .

L3—Delay LI {F) As Delay /, except caster can delay target's preparation
time by three rounds.

15—S8pellhaste IF (F) As Spelihaste I, except for increased duration.
16—Control True (F) Target gains a 20% chance to avoid the effects of
any spell fumble.

17—Mental Gesture True (F*} As Mental Gesiure I, except all the
target's spells within the duration of this spell may be cast without incurring
penalties for not having his hands free.

18—DBelay True (F) As Delay !, except castercan delay target’s preparation
time by five rounds.

19—Quicken True (F) As Quicken I, except that spells which are 3 levels
below that of the target are considered class 1.

20—Spelthaste ITI (F} As Spelthaste I, except for increased duration.
25--5pell Control (F*) Acts as a combination of Quicken True and
Mental Gesture True (spellsrequire neither verbal norsomatic compenents
within the duration).

30—Spellhaste True (F) As Spetthaste [, except for increased duration.
50—Spell Hand (U} Caster may use any of the lower leve] spells from this
list once per round.

SPELL BANE (7.3.2)
WIZARD BASE

Area of
Effect Duration Range

1-Foil T 1 target I md/Ivl 100"
2

3

4

53—CQuell I 1 target ! md/lv] 100"
&Foil II [ target 1 md/lvl 100"
9

8-Impede IT 1 target 1 md/Ivt 100
9—

10-Uniearn I 1 target v 100
11-Foil [T 1 target 1 md/lvi 100!
12—

13—Quell II 1 target I md/ivi Lo
14-

15-Unlearn I 1 target A% 1000
16-Impede 111 I target 1 md/lvl 100
17-Foil [V 1 target 1 mdflvl 100"
18-Quell True 1 target 1 md/vl 100"
19-Impede IV 1 target I endflvl 100¢
20-Unlecarn 111 1 target v 100
25-Foil True I target 1 md/lv} 100"
30-Reverse 1 target 1 rd/ivl {0.03
50-Unlearn True 1 target \% 100

1—Foil I (F) Target’s spells have a 10% chance of not working. Spell does
not fumble and no PPs are lost,

5—Quell I (F) Target’s fumble/faiture range is increased by 10.
6—Foil I (F) As Foil {, except target's spells have a 20% chance of not
working. Spell does not fumble and no PPs are lost. :
8—Impede I (F) Target's spells require 2x normal PPs to cast. Target is
unaware of the drain until the spell is cast.

16—Unlearn I (F) Target forgets the next spell he attempts to cast. Target
must relearn the speli. Target has a 5% cumulative chance per day spent
studying (8 hours per day - uninterrupted) the affected spell w releam it.
Target may relearn multiple spells simultaneously from the same list.
11—Foil IIT (F) Target’s spells have a 30% chance of not working. Spell
does not fumble and no PPs are lost, :
13—Quel 11 {F) As Queli I, except fumble range is increased by 20,
15—Unlearn I (F) As Unfearn I, except targel forgets the next two spells
he attempts to cast.

Lo~—TImpede I (F) As fmpede I1, except target's spells require 3x normal
PPs to cast.

17—Foil IV (F) Target's spells have a 40% chance of not working. Spell
does not fumble and no PPs are lost.

18—Quell True (F) As Queli 1, except fumble range is increased by 44,
19—Impede IV (F) As impedz If, except target’s spells require 4x normal
PPs to cast.

20—Unlearn I11 (F) As Unlearn I, except target torgets the next three
spells he attempts to cast.

25—Fuil True (F) Target's spells have a 50% chance of not working. Spell
does neot fumble and no PPs are lost.

30—Reverse (F) Target's spells are reversed in effect (Fire Bolt becomes
{ce Bolt, healing becomes harming, Unstun becomes Stun, Regenerare
becomes Degenerare, Light becomes Dark, etc.) Note that some spells
cannot be logically reversed, whether due o circumstances, spell definition,
or common sense, and cannot be affected by this spell. (GM’s discretion).
S0—Untearn True (F} As Unlearn I, except rarget forgets the list from
which his next spell is cast,
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i, Wit e S e A S LEl

l WIZARD BASE
Note: Only one of these spells mayaffect atarget ata time. Target does get
a RR for his items and spelils.
l Area of
Effect Duration Range
l 1‘
2-
3-Reduce Bonus Items I target 1 md/Ivl 50'
4
5-Nullify Single Use ltems I | target 1 md/iv} 50
|
7-Nullify Charged Items [ 1 target 1 md/Ivi S50
8-Nullify Daily Items I I target 1 md/Ivi 50
9Reduce Bonus Items 11 1 target 1 md/ivl SO
l 10-Nullify Constant Items | 1 target 1 rnd/Ivl 50
1=
12-Spell Dampen I 1 target 1 md/ivi 50
13~
' 14-Nullify Single Use Items 11 1R 1 min/Iv] 100"
15-Reduce Bonus Items I1I | target I md/Ivl 50
16-Nullify Charged Items II 10'R 1 min/lvl 100"
17-Nullify Daily Trems II 10°R 1 min/lvi o0
18-Nullify Constant Items 11 10'R 1 min/lvl 100
19—
20-Spell Dampen [ 10°R 1 min/lvl 100
' 25-Nullify Single Use ftems True100'R I min/lvl 300
30-Nullify Charged ltems True  100°R | min/lvl 300
35-Nullify Daily Items True 100'R | min/lvi 300
I 40-Nullify Constant ltems True 100R | min/ivl  300'
50-Spell Dampen True 10'R 1 min/lvl 00
3—Reduce Bonus Items I (F) Target's Spell Adder or PP Multiplier is
reduced by one level. For example, a +5 adder would be lemporarily
reduced to +4, while a X3 multiplier would become only a x2. Note that +1
Adders and x2 Multipliers are nullified for the duration of this spell.
S5—Nullify Single Use Items I (F) For this spell’s duration, all of the
I target’s single use items (runes, potions, etc.) are rendered unusable or
ineffectual, After this spell ends, the item(s) once again become magical

and usable.

7—Nullify Charged Items I (F} For this spell’s duration, all of the target s
I charged items (wands, staves, ete.) are nullified, losing all charges. Once

this spell ends, the itern(s) is restored to full potency.

8—Nullify Daily Items I (F) For this spell’s duration, all of the target’s

Daily items are rendered unusable or ineffectual. After this spell ends, the
l item(s) once again become magical and usable.

9-—Reduce Bonus Items [ (F) As above, except thereduction level istwo.

10—Nullify Constant Items I (F) For this spelt’s duration, all of the
target's constant items are rendered unusable or ineffectual. After this spell
ends, the item(s) once again become magical and usable.
12—Spell Dampen I {F) For this spell’s duration, all of the target's spells
are rendered ineffectual. After this spell ends, the target may cast spells
normally.
14—Nullity Single Use Items 11 (F) As above, except for Area of Effect,
Duration, and Range.
lhs—-Reduce Bonus Items IIL (F) As above, except reduction level is
three, ‘

l 16—Nullify Charged Items I1 (F} As above, except for Area of Effect,
Duration, and Range.

17—Nullify Daily Items LI (F) As above, except for Area of Effect,
Duration, and Range.

18—Nullify Constant Items II (F) As above, except for Area of Effect,
Duration, and Range.

20—Spell Dampen I1 (F) As above, except for Area of Effect, Duration,
and Range.

25—Nullify Single Use Items True (F) As above, except for Area of
Effect and Range.

30—Nullify Charged Items True (F) As above, except for Area of Effect
and Range.

35—Nuliify Daily Items True (F) As above, except for Area of Effect and
Range.

40—Nullify Constant Items True (F) As above, except for Area of Effect
and Range,

50—Spell Dampen True (F) As above, except for Area of Effect and
Range.

SPELL MANIPULATION (7.3.4)
WIZARD BASE

Note: These spell effects will continue to affect the target for 1 round per
109 failure of his RR, or until he casts his first spell within that duration,

Area of
Effect Duration Range

T

=

3—Decrease Radius I 1 target A% 100
4

5-Increase Radius I | target v 100°
O—

7-Decrease Radius II I target v 1007
8-

9-Increase Radius I1 | target v 100"
10—

! 1-Decrease Radius I11 1 target v 100°
12-Concentration | target v 1R
i3-Increase Radius 111 1 target v 100
14-Transmute (Base) 1 target v L0
15-Transmute (Element) ] target v 100
16-Touch 1 target Ay 100
17-Transmute (Essence) 1 target v 100
18—Radius | target \Y 100"
19-Transmute {Mentalism) | targer v 1008
20-Self 1 target v 100
25-Instantancous 1 target A% 100
30-Transmute (Channeling) 1 target Vv 100
50-Odic Mastery self | md/lvi self

3—Decrease Radius I (F) Radii of target’s spells are decreased by 25%.
S—Increase Radius I (F) Radii of target’s spells are increased by 25%.
7—Decrease Radius I (F} Radii of target’s spells are decreased by 50%.
9—Increase Radius II (F) Radii of target’s spells are increased by 50%.

11-—Decrease Radius I {F) Radii of target's spells are decreased by
715%.

12—Concentration (F) Duration of target's spetls becomes concentration.

Certain spells {e.g., spells with 2 Duration histed as "-" spells from the Spell

Mastery List (7.9.11}, etc.) will not be affected by this spell.

13—Increase Radius I (F) Radii of target's spells are increased hy 75%,
14—Transmute (Base) (F) Target’s elemental attack spells are transmuted
into base attack spells. The target uses his elememal attack roll, less any
directed bonus, as the net base attack roll, The target of the attack suffers

an Essence Critical of severity equal to one level per 10% failure, i.e., ‘A”
for 10% failure, "B’ for 20% failure, *C* for 30% failure, etc.




15—Transmute (Element) (F) Target’s base anack spells are transmuted
into elemental aitack spells. The target uses his base attack roll, less any
honuses, as his net elemental attack roll, The net attack roll is indexed on
the Fire Bolt Attuck Chart to determine the damage suffered by the warget
of the anack. Criticals are interpreted as Essence Criticals. The EAR is
modified by +2 per level of the spell transmuted. .

16—Touch (F) Range of target’s spells becomes touch.
17—Transmute (Essence) (F) Transmutes target’s Mentalism and/or
Channeling spells into Essence spells.

18—Radius {F) Range of target’s spells become a radius of 5,
19—Transmute (Mentalism) (F) Transmutes target’s Essence and/or
Channeling spells into Mentalisn spebls.

20—Self {F) Range of target's spells become self.

25—Instantaneous (F) Duration of target’s spells become instantaneous,
30—Transmute (Channeling) (F) Transmutes target's Essence and/for
Mentalism spells into Channeling spells.

50—0dic Mastery (U) Caster can use any lower level spell from this list
once per round.

SPELL GUARD (7.3.5)
WIZARD BASE

Note: Thefollowing spells manipulate the target's ability to properly resist
spell effects. When the spell definition refers to the target’s “resisiance
honus” or just "honus” | it vefers to the target' s total bonuses which contd
he used 1o defend against u spell attack. The resistance bonus for the
purposes of this lise include anv from iems, spells, racial modifiers,
staristics, ete.

Area of
Effect Duration Range
1—
P
3-Protect Object | | target C touch
4-Penetrate [ * 1 target 3 rounds 100’
5
o-Polarize t defensive spell | md/lvl 100
7-Protect Being 1 1 turget 8 touch
§-Disruption 1 farget 1 rnd/ivi 100
9—Reduction | I 1arpet 1 rnd/ivi (C) 100
l0=Layer 11 1 target 1 /vl {C) 100
11-Protect Object 11 | targer C touch
12-Protect Being 11 2 targets & touch
13-Penctrate 114 I target 6 rounds 100
{4-Reduction 11 ttarger | md/lvl (Q) 100"
S=Layer 111 1 warget 1 md/lvl (C) 100
[ 16-Leech 1 target v 100
17-Penetrate 111 * 1 target 9 rounds 100°
18-Protect Object True | target &) touch
19-Reduction [[I 1 target | md/ivi (C) 100"
20-Layer IV | target | md/lvl (C) L
25-Protect Being True | target/s vl C touch
30-Penetrate True * 1 target 12 rounds 100°
SO-Layer True 1 target I md/Iv1 () 100°

3—Protect Object I (F) Caster is able 1o transfer a portion or all of b
resistance bonus to a non-living object which hus a mass equal 1o or les
than his own. The bonus transferred is subtracted from the caster’s currer '
bonus,

d—Penetrate I (U*) Spells cast after this spell are harder to resist. £
resistance roll modification of -5 is applied to the target's resistance roll "
6—Polarize (F) Custer can change the protective bonus of the target:
defensive spells by +1 per level. This modification may increase g
decrease the bonus,

T—Protect Being | (F) As Protect Object |, except that a living being cu [{lj-ar
be protected. The target’s bonus, if any, is averaged with the bonw
transferred by the caster. Note that in sume cases this may actually lowe > =
the bonus of the rarget, A-O
8—Disruption (F) Target’s bonus is scrambled 10 the point of ovcasiond
failurc. Each time the target is required 1o make a RR, there is a 1% chana
perlevel of the caster that the target’s RR will completely fail. Forexample,
an 8th level Wizard successfully attacks the target with Disruption. Eag
time the target attempts a RR, he must first roll to determine if his resistance
will work atall. If the roll is 08 or less the target cannot resist the spell attack.
The target must continue to check for his resistance until the spell duration
expires.

9-—Reduction I (F) Target’s RR bonus is reduced by 20%. Any protective
spells, devices, etc,, which the target employs after being affected by this
spell will function normally.

10—Layer IL(F) Target's resistance becomes layered. His current resistance
bonus versus spells is halved, and each half is layered upon the other. This '
effect gives the target twe chances to resist a spell effect. For example, if
the target had a resistance bonus versus spell of 30, this spell would give
him two chances to resist a spell effect with a bonus of 5 to each atempt,
11—Protect Object I (F} As Protect Object I, except the mass restriction
is 2x that of the caster.

12—Protect Being I (F) As Protect Being I, excepl two targets may be
affected.

13—Penetrate IT (U*) As Penetraie I. except the modifier is - 10.
14—Reduction II (I') As Reduction [, except the target’s RR bonus is
reduced by 40%.

15—Layer LI (F) As Layer I, except target’s RR bonus vs. spetls is
divided by three, thus giving the target three chances to resist a spell effect
at 1/3 his normal bonus.

L6—Leech (F) Turget’s RR bonus begins to sieadily decay by 5% per
round until completely reduced 0. Note thateven ifthe target re-casts his
proteciive spells, reactivates protective devices, elc., they oo will begin to
decay until the target’s net RR bonus is 0. Once the tacget’s RR bonus g
becomes 0, the spell expires after which the target’s bonus retumns tw
normal on the following round.

17—Penetrate Il (U*) As Penetrate £, except the RR modifier is -15.
18—Protect Object True (F) As Prorect Object 1, except the mass
restriction is 5x the caster’s.

19—Reduction LI (F} As Keducrion 1, except the target’s RR bonus is
reduced by 60%.

20—Layer IV (K) As Layer I, except target’s RR bonus vs. spells is
divided by 4, thus giving the target four chances 10 resist a spel} effect at
1/4 of his normal bonus.

25—Protect Being True (F) As Proicct Being 1, except | target per five
levels can be affected,

30—Penetrate True (U¥) As Penerrate ], except the RR modifieris -1 per
level of the caster.

S0—Layer True (F) As Layer /1, except target’s RR bonus vs, spells is
divided by five, thus giving the target five chances to resist a spell effect at
1/5 of his normal bonus,



, WIZARDSTAEF (7.3.6)
l WIZARD BASE

Note: Caster mayonly have one “staff” inexistence ata time, and his spells

may only affect his own staff. The GM may want to make one special
lmareriaf (e.g., laen, mithril, maltorn wood, etc.) particufarly powerful

when made into a staff. Such a material would increase the normal staff

properties by +1 or +3 (whichever is more appropriate). Possibly, if the

GM allows, spell point multiplication may be increased by one as well The
| Wizard can substitute other weapons for a staff.

§ - These spelis determine the rype of siaff.
A - Only one of these spells may be active on a siaff at any time.

l Area of
Effect Buration Range
I-Minor Staff § staff P touch
2-Wyrdlight A staff 10 min/lvl touch
3-Rune A staft v touch
4-Lesser Staff § Minor Staff P touch
5-Alarum Staff A staff 1 hour/lvi 100°
6-Froststaff A . staff - touch
7-Recall Staff staft - | mileAvl
g-Firestaff A staff - touch
9-Store V A staff C touch
I 10-Greater Staff § Lesser Staff P touch
1 1-Thunderstaff A staff - touch
12-Store XA staff C touch
13-Finding Staff A staff I min/lvl 100'Avi
I I4-Guardian Staff A staff I minflvt touch
15-Store XVA staff G touch
16-Silver Staff § Greater Staff P touch
17-Hammerstaff A staff 1 min/lvi touch
' 18- Beaststaff A staff 1 min/lvl touch
19—Lord Store A staff C touch
20--Golden Staff § Silver Staff P touch
25Greater Hammer Staff A staff 1 min/lvl touch
30-Lord Staff § Golden Staff P touch
50-Staff True § Lord Staff P touch

l I—Minor Staff (F) Allows the caster to take an appropriate material (e.g.

wood, metal, bone, etc.) and form a staff in | hour, The statf is enchanted
tobe a +1 Essence spell adder and a +5 quarterstaff, [f the staff is destroyed,
caster immediately takes 50% of his hits and functions at -30 for 1-4 wks.
2—Wyrdlight (FP) The tip of the staff glows at whatever imensity the
casrter desires, from barest glimmer to a bright light (50" rad. max.).
3—Rune (FU) Caster may store one spell on his staff to be cast later with
noe preparation {enly one such stored spell at a time) .
4—Lesser Staff (F) As Minor Staff, exceptthat it tumns the Minor Staff into
a+2 adder and a +10 quarterstaff.

S5—Alarum Staff (FP} When this spell is cast on a staff, it becomes attuned
to a particular situation. If this situation arises, the Staff mukes a sound.
alesting the caster. For example. if the caster wished to sleep in the grasses
of tiger country, he might attune his staff to the approach of tigers within
HXY'. Any tiger within this 100 R would cause the staff to sound the alarm.
6—Froststaff (FE) The caster causes a blast of cold air to tush from the tip
of his Wizardstaff. Treat this as a +10 Co/d Bolt with a Range of 30’ (roll
on the Fire Bolt table, using Cold criticals} .

7—Recall Staff (F) This spell instantly returns the caster's staff o his
outstretched hand.

8—Firestaff (FE) The caster causcs a blast of flames 1o burst from the 1ip
of his Wizardstaff. Treat this as a +20 Fire Belt wilh a Range of 50"
9—Store ¥V (FU) Caster may permanently store one 5th level or lower spell
from one of the Wizard Base Lists Spell Hand, Spell Bane. Spell
Manipulation. Spell Guard, or Spelt Dampening. The *stored” spell affects
an areaupto |' per level of the caster. Caster need only concentrate 1o aftect
the spell. This effect is centered within the staff. Only one spetl may be
stored in this way,

10—Greater Staff (F) As Lesser Sraff. except that it tums the Lesser Staff
intg a +15 quarterstatf and a +3 spell adder.

11—Thunderstaff (FE) The caster causes a bolt of lightning 1o spring
from his Wizardstaff. Treat this as a +20 Lightming Bolt with a Range of
1007

12—Store X (FU} As Store V. except 11 stores up to a 10th Iv] spell,
13—Finding Staff (F1) Caster’s staff points in the direction ot any specilic
object or place he is familiar with.

14—~Guardian Staff (FD) When this spell is cast, tha caster adds his level
to his Defensive Bonus and Resistance Rolls {e.g., a 13th v caster would
add +15 to both his DB and all RRs) .

15—Store XV (FE) As Srore V, except it stores up to a 2 15th vl spell.
16-—Silver Staff (FP) As Greurer Staff. except that it tums a Greater Sttt
into a+20 quarterstaff and eithera+4 spell adder or a x2 Essence spell pomt
multiplier {caster chooses when 11 is created).

17—Hammerstaff (FP} Double concussion hits are delivered by the staff.
18—Beaststaff {F) Transforms caster's Wizardstaff into any animal or a
legendary creature of animal inteiligence (no magical abilities except .
perhaps flight}. The creature s mass may not exceed 30%/Iviof the caster’s
mass. The beast is treated as a familiar (sce Famitiar on the Closed Essenes
list Gate Mastery) .

19—Lord Store (FU} As Srore V. except it stares up to a 20th vl spell.
20—CGolden Staff (F) As Sifver Staff. except thatit turns the caster’s Silver
Staff into a +25 quarterstaff and either a +5 spell adder or a x3 spell point
muultiplicr (caster chooses when it is created) .

25—Greater Hammer Staff (FP) Triple concussion hits are delivered by
Staff when used in melee.

J0—Lord Staff (F) As Golden Siaff, exceptthat it tums the caster’s Golden
Staff into a +30 quarterstaff and cithcr a +7 speli adder or a x4 spell point
multiplier (caster chooses when ot is created).
50—Staff True (F) As Lord Sraff, except that it turns the caster’s Lord
Staff into a +50 quarterstaff and either a +10 spell adder or a x5 speil point
multiplier {caster chooses when it is created).




7.4 ALCHEMIST BASE LISTS

CHARMCRAFT (7.4.1)
ALCHEMIST BASE

Note: A Charm is an item with an enchantment that is set 1o protect s
bearer (or the item ivself) from one specific spell by providing an additional
Resistance Roll against ir.

Description of Charm Effect: Charms may he set to hlock the type of

spells which are specifically divecred at a turger (most Force and Mental
Atiack spells such as Agony, Shaiter, Hallucination, Inner Thoughis, Sieil
of Sleep, ete.}, but not Elemental Attuck spetls.

Each Charm is sef to guard against u specitfic spell, and it will also be
effective against all the lower level versions of that spell. bui not higher
fevel versions. (A Charm againse Sleep X will also block Sleep VI and
Steep V, but not Lord Sleep.)

When the spell that a Charm guardy GRUINSE Iy cast a tavget who iy
honded rex the Charnr and is bearing it within I’ of fits body, the artacking
spell must make a RR ar be canceled before having a chance 1o affect irs
larget. The attack fevel of the RR is the level of the custericreator of the
Charm and the defense level Is the level of the caster of the attacking spell,
If the Attacking spell succeeds in this RR, the Charm is dispelfed and the
spedl attaeks its target in the normal manner.

Only one Charm will be effective against each incoming spelf every
round (i.e.. you don't get two extra RRs against a Word of Pain if you hold
rwa Charmy against it, you only get one). But if two different spellcasters
each threw o Word of Pain at you in the same round both Charms waold
activate {0 give you one extra RE for ecach spell. The Layered Charm effect
is a special exception to this.)

A Charm will fast unifl it 15 unsuccessful in blocking the spetl it is set
against (the aitacking spell makes i1s RR) ai whick time the Charm will
dissipate as will the anchored matriv that was holding it to the irem. The
exceptions ta thiswould be if u Luvered Charet or Deep Anchor spelt was
used to give the Charm the ability 1o sustain multiple failures before fading
or 1o extend the life of the qura-mairix after the associated Charm has

faded, A Charm will remain potent no mater how many spell artacks it
successfully cancels; only a failure to Block a spell will shatter the Charm.

Eack Charmwill only protect one living being, or one item if at the time
of casting the Charm spell s oriented (af the caster's aption} to affect only
the object itis inseribed on instead of a bearer of the item. For instance,
u priceless gem may have a Charm against Shatter on it, but the Charm
would ther have na effect on any other object or heing.

For a being ta gain the benefit of bearing g Charm, he must Jirst bond
himself 1o each Charm when initially encountering it by holding it and
concentrating enlt for 10minuces (an Easy-difficulry Meditation skill voll),
A being bonded 10 a Charm may guickly transfer his bond to another being
(including un animal} by teuching the Charm and the heing at the sume
tme and concentrating for ! round ta Medinm-difficnlry Meditation skili
roll) after which the being rouched will be bonded instead of the previous
bearer. Only one heing may be bonded to a Charm at one time, and the
Charm will only prowect thar specific individual until bonded to anorher.

When a Charm is bonded to in this manner it becomes oriented 1 the
bearer's life-force and will protect him whenever it is close enough to
divectly linkup (within 1" of the bearer' s body}. A being's life-aura only hay
the capacity to handle a link-up with a certain number of Charms at one
time. A being may be bonded to | Charm, plus | additional Charmfor every
3 levels he has achieved. An itent which possesses more than one Charm
effect (through the use of Multiple Charms) is considered the equivalent of
asingle Charm for this purpose, since all of the Charms associated with the
item are linked up simultaneously whenever someone attines 1o ir. If a
being's life-aura capacity for Charm bonding is fitled and he wishes to use
danother Charm, he may select ane of any of his present bondings and
negate it {the item need not be present), opening a slot for the new Charm.

Creation of Charms: To creare u Charm, the following procedure musth
Jotlowed. Any non-living solid obfect may be wsed to hold Cherm |
buttent (6 be sewar on g vobe, the robe itself, a rabhit s fout, u feather, a by
a piece of jewelry, a weapon or piece af armor, etc. g but ir mast be sn
eaough o hotd or wear (within 1 of the bearer s hody if of the tvpe 1y
protectsabonded bearer). The item can have no ather spellsonorinit:an
allempl ro imbed another spell into an ivem which possesses a Charm or
cast Charm onro any previously enchanted abject will result in 1h
immediate dispefling of the Charm and irs anchored mairix.

i the GM is using Alchemical Inertia Fuctors LAIFS) in Ais game (st
RMCI, Sections 3.54 and 5.2) anyitem to have a Charm inscribed on it mpy
have a fully enchanted aura first (AIF of 0). If AlF s are not used, the Gh
should restrict whar can be made imer a Charn by reguiring ¢ certan
dualicy level in the material of the item itself, with more expensivetran
material being necessary o hold higher level Charms.

The ohject must first be provided with a matrix te hotd the Charm b,
having Ancher cast on it once perday for a number of consecuiive weel
equal ivone-halfthe level of the Chaim spell that is tebe placed ou the iten
after the last of the reguived number of Anchor spells is cast, a Charm spel
must be cast on the reswdiing mairix within 24 hotrs or i will fade. (So o
obyecrwhich is to have a Charm X spell placed on itmust first have Anche
casi on it once per day for 3 consecutive weeks.)

After the weeks of using Anchor (o create ¢ meatrix af the required feve
capacity,all the final spells thatractually inscribe the Charm effect (Charn
the speil which the Charm is to protect against, Multiple Charms, Deq
Anchoror Layered Charnr. plus one Ancher spell to lock it all inj must the
be casi once per day far a number of days equad 1o the RR anack lew
strength desived (up to the level of the custer). This process may be halte:
carly to creare a Charm with a lower RR attach level streagth than th
caster's level, All of Multipie Charm’ s sepacate Clarmy will gafn an eque
RR aitack level strength for cach day of inseription {Liday).

{ff the matrix is to receive mere than one Charm spell, orany other effecis
1t st have o hicher level capacity to fold vach additional spell. Addin
maove than one Charm speli 1o an item reqitives ihe use of the Multipi,
Charaes spell and the addition of one-half the level of each evira Char
spelt after the first to the level capaci v total of the marrix before the Char,
spells can be cast on the item, To add Deep Anchor | onto an item, th
nurmal level capacity of the manix must fiest be inereased by S0%; Deer
Anchor t requires a level capacity that is double what the desived Charn
spells usuelly require. Each Layered Charm effect requires that an exirg
20 levels(anadditional 10 weeks ofcasti ng Anchor) be added to the matrix

Option 1: A GM may wish to allow Charms to be created that are effective
against Informational andtor Passive spells (such ay Charms againg
Location, Detect Traps, Delving, Mind Typing, Truth, Origins, Study,
eic.) as well as Force and Mental Aftact spells. This will change the
power of the Charm effect and should be examined in the context of th
GM's game before being used.

Option 2: A GM may also wisk to rule that the Anchor spedl may only b
cast once per day by any individual spelicaster (or any other number o}
tmes per day that balances with the power level of enchanted item
creation that is desired in the game], thus fimiting the number of Charms
that may be worked on at one time.

Examples; s

Anecklace that holds a Charm (with a RR artack stren sthoftevel4)againg
CharmKind (2weeks + 4 daysto create, and a PP cost of QPP during cack
of the inscribing days).

An arrow protected by a Charm (L6): Deflections 1 (3 weeks + 6 days,
14PP).

An earring Charm (L4}: Question il (2 weeks + 4 days, 10PP).

A sword protected by a Charm (L8): Bladeturn i (4 wecks + 8 days, 8PP},

A ribbon braided into a horse's mane that is a Charnm {L1U): Animal
Mastery 1 (3 weeks + 10 days, 14PP); or one with Decep Anchor U effect
(L7, 6weeks+ 17 days, 31 PP), or with e Multiple Charms effect: Animal
Mastery I x 3 (L5, 6 weeks + § duys, 47PP ).

A trapped lock that has a Charm (L10, Multiple 1i): COpening N, Disarm |
(7 weeks + 10 days, 42PP).




A valuoble jeweled ring heid on dispiay in a musewm and protecied from
one avenue of enchaniment aided theft by a Charm (L20, Lavered):
Telekinesis 500 (20 weeks + 20 days, 62PP).

A cloak clasp that is a Charm (L20, Multiple 1V, each Layered): True
1 Charm (x2), Masrer of Kind (x2). Lord Sleep (1, one of the lavers having

m been shattered), Hold True (x2). (54 weeks + 20 days. 178PP}.

' A suitof Chain that holds a Charm{L30. Deep Anchor Il:): Essence Charm

(30 weeks + 60 davs, 50 PP}: or with Deep Anchor I instead (23 weeks +
60 davs. 46PP).
A ciry gate that is protected by a Charm (L50): Charm True ( 25 weeks +

I 200 davs, 53 PP).
i Area of
y Effect Buration Range
,' 1-Detect Charm 5'R 1 rd/Ivl 50
2-Decipher Charm 1 item/md 1 rnd/Ivl touch
1 3-Anchor | item 24 hr touch
4-Charm IV | item v touch
l oy
. 6—Charm VI 1 item v touch
7-Multiple Charms I1 1 item A touch
l §-Charm VI 1 item v touch
9
10~Charm X | item v touch
I t-Muluiple Chammns 11E 1 item v touch
12-Charm XII 1 item v tauch
13-Deep Anchor | L item v touch
14-Charm XIV 1 stem v touch
15-Multiple Charms IV 1 item Vv touch
16—Charm XVI 1 item v touch
17-Deep Anchor 11 1 nem v touch
18—Charm X VIII 1 item v touch
19-Layered Charm 1 item v touch
l 20-Lord Charm 1 item A touch
25-Unlimited Charm 1 item v touch
30-Essence Charm 1 item \'% touch
35-Mentalism Charm 1 item v touch
40-Channeling Charm 1 iten v touch
45-Hybrid Charm 1 item Vv touch
1 item v touch

l 50-Charm True

1—Detect Charm (I} Detects the presence of Charms within the area of
effect. A 5'R may be examined each round.
2—Decipher Charm (I) Gives the caster detailed information on all the
specifics of one Charm per round, including the cxact spell(s) that it guards
© against, the strength of each effect (the leve) of the creator), whether any
are Layered Charms, and if the item is inscribed with a Deep Anchor effect.
Each Charm that the caster examines in this way may alse be automaticaily
bonded to him if so desired (and if he has the capacity to link-up).
3—Anchor (F) This spell creates a matrix in an item that allows a Charm
tobe inscribed on it. Forevery consecutive week that Anchor is cast (1 /day)
on an object, the matrix gains a capacity of two levels. A Charm spell may
only be inscribed onto a matrix that has a level capacity equal to or greater
that its own level, The matrix that is anchored to an item will last only as
long as the Charm it holds is potent {unless a Deep Anchor spell is used).
4—Charm IV (F) This spell inscribes a Charm effect onto the matrix that
is placed on an item through Anchor. When Charm is cast on the prepared
item it becomes receptive and the next spell cast onio the item within one
minute (by the caster or another cooperating spell-user) will be harmlessly
absorbed and will activate the Charm against that specific spell. At the time
of casting Charm the caster can choose 1o orient the Charm to either protect
a bended bearer or the item itself. Charm 1V can be set to guard against a
spell of founth level or lower.

6—Charm VI(F) As Charm IV, except aCharm may be inscribed that will
guard against a spell of sixth level or lower,

7—Multiple Charms I1 (F} When this spell is cast on an item’s matrix
after the required number of weeks of using the Anchor spell but before
Charm has been cast, the matrix gains the ability to hold two Charms
instead of one. The matrix must have the level capacity to hold the sum of
the highest level Charm spell plus one-half the level of each additional
Charni spell to be placed on the item.

8—Charm VIII (F) As Charm IV, except a Charm may be inscribed that
will guard against a spell of eighth level or lower.

10—Charm X (F) As Charm 1V, excepta Charm may be inscribed that will
guard against a spell of tenth level or lower.

11—Multiple Charms III (F) As Multiple Charms I1, except the matrix
gains the capacity to hold three charms,

12—Charm XII (F) As Charm IV, except a Charm may be inscribed that
will guard against a spell of twelfth level or lower.

13—Deep Anchor 1{F) When this spell is cast on an items matrix before
a Charm spell is cast the matrix gains the ability to rematin in the item it has
been anchored to after its associated Charm has faded. An impression of the
Charm is retained by the empty matrix, so that it will slowly regenerate the
exact Charm that it held. When dispelled. a Charm that possesses Deep
Anchor f will resetitse!f after one week. Every time a Charm is regenerated
through the Deep Anchor effect it loses 50% of its RR atrack strength level
{the level ot its creator), rounding down. When it reaches a RR attack
strength level of 1, the Deep Anchor effect fades and the Charm will dispel
afterits next blocking attempt. (E.g., a Charm X witha Deep Anchor [ effect
that is created by 4 20th level caster will tuke 1 week to regenerate the first
tirne it 1s dispelied, after which it will gave 4 RR attack strength level of
level | 0; the next regeneration will leave it at level 5; the nextat level 2; the
lastregeneration will reduce itto alevel- 1 attack strength one-shot Charm.)
After a Deep Anchored Charm regenerates for the first time, the matrix
becomes unstable so that the Charm will dispel each time it is activated in
an attempt to block a spell.even if it succeeds in tuming the spell away. (So
Deep Anchored Charms are much weaker than standard Charms once they
regenerate after their first faiture.) Deep Anchor may not be added o an a
matrix that will also possess Layered Charm.

14—Charm X1V (F) As Charm IV, except a Charm may be inscribed that
will guard against a spell of fourteenth level or lower.

L5—Multipie Charms IV (F) As Multipie Charms I, except the matrix
gains the capacity to hold four charms.

16—Charm XVI (F) As Charm IV, except a Charm may be inscribed that
will guard against a spell of sixieenth level or lower.

17—Deep Anchor I1 (F) As Deep Anchor 1, except that the Charm will
regenerate one day after fading, and it is more difficult to add this spell onto
an item’s matrix {see Creation of Charms above).

18—Charm XVIII (F) As Charm IV, except a Charm may be inscribed
that will guard against a spell of eighteenth level or lower.
19-—Layered Charm (F) When this spell is cast on an item’s matrix, the
next Charm spell inscribed will gain the abitity to sustain two failures
beforefading out. 1t a Layered Charm fails to cancel an attacking spell, only
the first layer is shattered. The second layer of protection will then activate
tmmediately so that the spell must make a second RR within that round
before having a chance to reach its target. If it also succeeds in the second
RR, the Charm is then shattered, but if the spell fails the RR the single
remaining layer will be retained and will act as a standard (one-failure)
Charm unti! dispelled normally. Two Layered Charms against the same
spell may not be combined in any way: the maximum number of extra RRs
that a target may gain by the use of Charms is two (plus the target’s normat
RR if all Charm-interposed RRs fail to stop the attacking spell).
20—Lord Charm {F) As Charm IV, except a Charm may be inscribed that
will guard against a spell of twentieth level or lower.

25—Unlimited Charm (F) As Charm [V, except a Charm may be
inscribed that will guard against a single specific spell of any level.




30—Essence Charm (F) As Charm 1V, except this spell creates a Chann
that will guard against any twentieth or lower level spell of the Essence
realm that is cast at the bearer or item (but still restricted to the types of
spells that a Charm may guard against—that is, no Elemental Attack
spells). This type of Charm may not be enhanced by a Layered Charm or
Multiple Charms effect, although it may be inscribed on a matrix that
possesses Deep Anchor. It is also more difficult to inscribe this kind of
Charm. Each day of inscription only adds one-half a level to the RR attack
level strength desired (doubling the number of inscription days),
35—Mentalism Charm (F) As Essence Charm, except effective against
any Mentalism spell.

40—Channeling Charm (F) As Essence Charm, except effective against
any Channeling spell.

45—Hybrid Charm (F) As Essence Charm, except effective against any
spelt which combines two or more realms (the Hybrid spell-user Basc
realms: Channeling/Essence, Essence/Mentalism, and Channeling/
Mentatism, plus Arcane spells if used in the GM's game),

$0—Charm True (F) As Essence Charm,except this spell creates a Charm
that is effective against any spell of any realm or level, This is the most
difficult type of Charm to create, and euch day of inscription only adds one-
quarter of a level to the RR attack level strength (thus quadrupling the
number of inscription days).

ORGANISM SKILLS (7.4.2)
ALCHEMIST BASE

Note: This list makes possible the imbedding of enchantments onto the
outer surface of u living creature via the inscribing of an enchanted Tartoo.
Description of Tattoo Effect: A Tartoo effect is centered on a living
creature withinan actual tattoo inscribed on the creature .and can hold one
1ype of a number of enchawnted effects. A Tattoo may be created that is a
Tattoo-Rune, a Tattoo that holds a Daily Imbedded or Charged Imbedded
spell, or opiionally a special Tattoo. If used to hold Runes, a Tattoo is
identical to an equivalent number Rune Paper. [fused to hold an Imbedded
spell, the Tattoo can only hold a spell effect whose level is equal to or less
than the number of the Tattoo spell used in the creation process. A Tartoo
is used in the normal manner of the effect it holds, except that the bearer
need not touch the Tattoo as it is already in contact with his aura.

A Tartoo will last as long as the creature it is inscribed on lives. It will
be affected by wounds or abrasions only if a deep wound completely bisects
the design, at which time the Tattoo {(and design) may erase, inflicting
damage as per Erase Tatioo (there iva 20% chance of erasure at the time
of the wounding, and a 10% chance each day after that until the area is
healed). If any creature has over 90% of its body surface inscribed with
enchanted Tattoos, all of the Tativos will short-civenit and spontaneously
erase (within 1-100 hours after the last Taitoo inscribed is completed)
inflicting erasure damage for every Tattoo as per Eraseé Tattoo.

Any being other than the Tattoo creator and bearer must make normal

attunement attempls if they wish to use Tattoos inscribed on another if the
hbearer is cooperating, the being gains a +20 to the roll in addition o any
other modifiers, and if the bearer does not desive the beiny 1o be attuned
to any of his Tattous, there is a -50 meodification.
Creation of Tattoos: A Taitoo is prepared just like other spell storing
items according to the normal alchemical creation rules if it is going to
kold enchantments suchas Imbedded spells with Daily effects, intelligence,
constant effect, charges, etc. if the Taitoo is only going to hold a Rune, the
Tattoo creation process is similar to that of Rune Paper creation

Before starting any Tattoo, the surface must be made receptive by having
Prepare Flesh caston it. A Tartoo may be inscribed on any outer covering
of a living creature (skin, hide, scales, etc.), but it must be bare for
inscription (5o if youwant to put Tattoos on your familiar, you have to shave
it down or pluck it first).

During the weeks of inscribing a Tattoo, the creator mist getually use
pigments and needles or other instruments to draw « design on the bearer,
and the design must be al least equal to the number of square inches
required hy the Tattoo spell used. The result will depend on the caster’s
artistic and technical abifity freflecied by a Static Action rofl using the

casrer's skill in Craft: Tawooing), unfess a Transfer Design spell iy used to

reproduce another's waork exactly,

Once the design is complete after the weckys of using Tattoo or Make
Tattoo-(WandiRad!Staff), the actual spells 1o be imbedded fusing the
Enchanting Wavs, Essence imbedding, MentiChan. Imbedding, Sigiff
Rune Imbedding, or other lists) must be started within 24 hours using the
standard item-creation rules.

Option: Tartaos may alse hold other enchanted cffects fat the GM's
option). If the Enhancement speli is cast every day along with the other
spells wsed in the Taitoo creation, the Taltoo can be set to hold non-
stundard enchantments or may possess additional abiliiies. One
Enhancement spell nust be cast each day during the Taitoo creation for
each extra feature added. In addition, GMs mav wish to vule that any

expansion beyond the standard featwres of a Tattoo through the use of)

Enhancement will add 1o the total inscription time {pevhaps one extra
week or month for each extra feature added).

Example: Enhancement may be cast every day along with the other spells
used in the creation of a Transparent Tattoo 1o adjust it so that the Tattoo
will hecome instantly visible (or will shift back to its transparent state)
when the bearer wishes.

Example: Enfancement may be cast just once upon an areq that is to have
a normal Fransparenttatoo inscribed, adding an effect thatallows anvone
who bears the exact same design (inscribed wsing Store Design and
Transfer Dexign} to see the tattoo. For example, all the members of the
Ovderof the Larch have a small Transparenitattoo of ularch tree inscribed
on their foreheads upon initiation inta the group, a design which only other
members bearing the tatioe can see normally.

Example: More versatile effects may be achieved by the use of multiple
Enhancement spells. For instance, referring to the last example, the leader
of a secret order that uses tartoos (Transparent or not) as a membership
badge may have used two (or more) Enhancement spells to inscribe the
Order's symbol on his palm as a Tattoo-stamp. This allows him to place his
tattoo onto the flesh of a person and rapidly impress the design, allowing
swift processing of new members into the organization. (Note that in no
way could an enchanted Tatoo capable of holding spells be slapped onto
a being in this manner, no matter how many Enhancement spells are
employed.)

Area of

Effect Duration Range
|-Detect Tattoo 5'R I mdfIvi 50
2-Idemify Tattoa 1 Tattoo/md 1 md/lvl touch
3—Prepare Flesh vV 24hr touch
4-Store Design 1 Tattoo 1 rnd/ivl touch
S5-Transfer Design self A% touch
6-Tattoo Il self 24hr touch
7-Transparent Pigments 1 Tattoo 24hr touch
8-Tattoo I11 self 24hr touch
9-Make Tattoo-Wand self 24hr ouch
| (—Tattoo [V sell ~ 24hr touch
11-Erase Tattoo i Tattoo - wuch
12-Tattoo V self 24hr touch
I3-Make Tattoo-Rod sell 24hr touch
14-Tattoo VI self 24hr touch
15-Redraw Design I Tattoo 1 heflvl touch
16-Tattoo VII self 24hr touch
17-Make Tattoo-Statf self 24hr touch
18-Tattoo VIII self 24hr touch
19-Enhancement 1 Tattoo \% touch
20-Tattoo X self 24hr touch
25-Lord Tattoo self 24hr touch
30-Deep Hues ., 1 Taloo 24hr wuch
50-Tattoo True self 24hr touch

--_-----
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{—Detect Tattoo (I) Detects Tatioos on beings within the area of effect
(including Tattoos drawn with Transparemt Pigments). A 5'R may be
examined each round,

2—Identify Tattoe {I) This spell tells the caster what type of Tattoo has
been touched (Tartoo-Kune, Tattoo-Wand, Imbedded-Tatioo, etc.), but not
any of the specific abilities of the Tattoo—that requires the regular
aitunement atiempt or the use of such spells as Decipher Rune/Sigil.

3 —Prepare Flesh (F) When cast on the bare outer surface of a living
creature, this spell primes an area to enable the inscribing of a Tattoo, The
1otal square inches of the projected Tatioo must be set at the time the first
Prepare Flesh spell is cast. An outline of the caster's choice is laid down
at this time {which may be maiched with any Stored design the caster
knows) and the actual tattooing must remain within this area. Any attempt
tooverlap two Tattoos will result in the dispelling of both upon completion
{with the standard penalties from the Erase Tattoo spell being applied for
both). This spell atfows any living outer integument to be used as a surface
for a Tattoo (the area will be permeable to the instruments and pigments
even if such tattooing is not normally pessible). If Prepare Flesh is cast
cachday of the Tattoo creation. there will be no pain or chance of infection.

4—Store Design () This spell allows the caster to store a design within his
mind permanently (from a normal tattoo, an enchanted Tattoo, or even just
a drawing). A Stored design may either he used as a guide to inscribe a
{normal or enchanted) tattoo using the caster’s tattooing skill , or it may be
duplicated exactly using Transfer Design. Anarca of 1 square inch may be
stored per round.

5—Transfer Design (P) This spell allows the caster to exactly copy a
design he has committed to memory through Store Design onto another
surface, If just a normal tattoo is to be inscribed, the design may be
duplicated at the rate of 4 square inches per hour: if it is to be the component
of an enchanted Tattoo. the spell lasts 24 hours and it must be cast once per
day along with the other spells used in the normal Tattoo creation process.

6—Tattoo I1 (F) Allows the creation of enchanted Taltoos on an area
primed with Prepare Flesh. The first time Tatfoo is cast, the caster must
choose the type of effect that the Tattoo is to hold (Rune, Daily imbed, etc.)
and the Tattoo will only be able to contain that type of enchantment. Ittakes
ene week per number of the Tattoo spell used to complete the mnscription,
which must be at least one-half a square inch in size for every level of the
Tattoo spell. Tattoo [ must be at least three square inches, and can hold up
to second level Runes or other effects.

7—Transparent Pigments (F) When this spell is cast once per day along
with the other spells in the Tattoo creation process, the design will become
invisible at the comptetion of the work. It will be visible thereafter only
under Detect Tarton. Detect Essence, or by the caster ar bearer of the design
at will. Any tattoo created using this spell will not hinder such things as
tanning in the arca of the design, nor will it have any unusual texture
detectable, If normal rattoos are created using this effect, this spell must be
cast once per hour during the inscribing time.

8§—Tattoo 11 (F) As Tattoo 1, except the Tattoo must be four square
nches, and can hold up to a third level spell or effect.

9—Make Tattoo-Wand (F) Allows the creation of a Tattoo which will
hold a rechargeable imbedded spelt (or spells) us a wand would, as per the
normal alchemical rules used (Spelf Law 9.92). The inscribing process
takes 9 weeks, and the design must be at least 3 square inches in size.
10—Tattoo IV (F) As Tartoo H, except the Tattoo must be 5 square inches
and can hold up to a fourth level speil or effect.

11—FErase Tattoo (F) This spell will instantly remove one normal or
enchanted tattoo from a creature, but the process inflicts 2 hits per square
inch for a normal tatton or 5 hits per square inch for an enchanted Tattoo
when the spell is cast. The erased area may be retnscribed normally. If the
bearer of the tuttoo is unwilling, the 1attoo gets a RR at the bearer’s level
to resist this spell.

12—Tattoo V (F) As Tarroo 1, except the Tattoo must be six square inches
and can hold up o « fifth fevel spell or effect.

13—Make Tattoo-Rod (F) As Make Tatton-Wand, except a Tattoo can be
made that will act asarod, the process takes 13 weeks, and requires adesign
of at least 10 square inches.

14—Tattoo VI (F) As Taroo {1, except the Tattoo must be at least seven
square inches and can hold up to a sixth level speil or effect.
15—Redraw Design (F) This spell allows the design of a normal or
enchanted tattoo to be changed or moved. The caster must use Prepare
Flesh, instruments and new pigments, and either the caster's skill or a
pattern known through Store Design in the process. The colors may be
changed or the design may be partially or totally redrawn, but the total
square inches must remain constant. One square inch may be changed per
hour. The entire design may also be moved to another area of the creature's
body with the following restrictions. The design may not cross another
{enchanted or normal} tattoo and must remain whole and continuous at ail
times. The total square inches may not be changed, although their
configuration can be shifted as long as the whole design is still continuous.
{This will distort the pattern of the design and may require redrawing.) A
design may be moved at the rate of one inch per hour. The movement or
redrawing of a tattoo design inflicts 10 hits/hr of influence on the creature,
16—Tattoo VII (F) As Tarioo 11, except the Tanoo must be eight square
inches and can hold up to a seventh level spell or effect.

el 3

17—Make Tattoo-Staff (F) As Make Tattoo-Wand, except a Tattoo can
be made that will act as a staff, the process takes 17 weeks, and requires a
design of at least 20 square inches.

18—Tattoo VHI (F) As Taitoo I1, except the Tattoo must be nine square
inches and can hold up to an eighth level spell or effect.
19—Enhancement (F) This speil allows the creation of Tattoos that can
hold certain optional enchanted ¢ffects (as per Option above),
20—Tatteo X (F) As Tartoo 11, except the Tattoo must be ten square
inches, and can hold up to a tenth level spell or effect.

25—Lord Tattoo (F) As Tartoo If. except the Tattoo must be twelve and
one-half square inches, and can hold up to z twentieth level spell or effect.
30—Deep Hues (F) This spell allows a Taitoo to be created that can hold
a higher level effect than its total square inches would normally allow. It
must be cast once per day along with the other spells used in the Tattoo
creation process, and also extends the time required to complete the
inscription. For every additional week that the Tattoo creation time is
extended while using this spell, the Tertoo or Make Tattoo- etfect may be
inscribed on adesign that is one square inch smallet than normally required
by the spell. The limit to this is that any Tattoo must be at least onc square
inch in size. (So that if a Tatreo-Rod is created using Deep Hues. an extra
five weeks may be added to the inscription time to allow the effect 1o be
placed on a five square inch total design.)

50—Tattoo True (F} As Tatroo {f, except the Tattoo must be twenty-five
square inches, and can hold any level spell or effect.




PERIMETER WARDINGS (7.4.3)
ALCHEMIST BASE

A castle is both a fortress and a home. A lord has to have someplace 1o
call home and serve as a haven. Once built, a castle will serve as the legacy
of his family for generations, each succeeding lord sirengthening and
expanding ir.

Mayic cupable of completely desiroying u castle is extremely rave, but
does exist. Even when you consider that most of the extremely destructive
spells will require a spellcaster to expend most of his power points and
entail grear personal risk the threat would still have to be considered. In
afantasy miliew, battle-magic is too pivoral a military advantage to ignore.
Just magical scrying and communications would make radical changes in
warfare and would have chunged the outcome of many a battle in our own
history.

However, for every military advancement, there spon comes g counter
development. If a castle iy susceptible to magical atiacks, then soon wards
to defend against them would he developed. While it may not e poysible
to make a castle immune to magical destruction, it could be possible to
make It oo expensive in time and magic to be worthwhile.

Aneven more important consideration is the means of protecting u castle
or palace from magical spies. saboteurs and assassins. What ruler could
stand againsi seers scrying his every plan and assassins teleporting into his
bedroom at the most inopportune times? A casile or any fortress would
ultimately provide magical prptection as well as physical protection. In a
world of magic, a fortress must not only be a place of physical protection
hut of mystical protection as well. -

Notes: Perimeter enchantments are a powerful combination of protective
warding and circle spells. The perimeter is defined when the structure is
built (usually the outer walls), must be fixed in place, and is built into the
fabric of the structure. Any spell warded against that attempls i cross the
perimeter (i.e. the caster is trying 1o cast a spell to effect someone or
something that is on the other side of the perimeter) must resist vs. the level
of the ward or be dispelied. Most wards function much like protective
circles in that they only affect whatever tries to cross their perimeter (e.g.,
a Scrying Ward perimeter enchaniment will do nothing to siep a Seer from
using scrying spells on someone inside the perimeter if he is also in the
perimeter). The exception s field wards which resist any attempt to cast the
warded-against magic inside their area of effect.

The level of the wardings is equal to the level of the custer of the warding
enchantment. In some situations, the warding may resist at @ higher level.
For example, a Forbidding Ward vs. Demons of the Second Pale would be
stronger (higher level) if the walls of the structure are in the shape of a
cirele, and it might be even stronger if the structure were in the shape of a
pentagram. Such special cases would depend on the nature of the world
in which the campaign is taking place.

The perimeter enchantment (s also like a pratective circle in that if the
perimeter is broken, the wardings will cease to function until repaired and
restored. Simply punching a hole through the structure will not affect the
wardings. The only way to break a perimeter is lo tolally sever the
perimeter's structure. Thisis rather hard. since that means thar one section

Jrom the foundation up must be razed, but it can be done.

All spells marked “1" are perimeter spells. Perimeter spells start ar the
foundation of a structure and reach o the top of the structure. The
enchantments will form a roughly dome-shaped area over the structure as
outlined by their perimeter. Perimeter spells take their level in weeks to
casi plus one week per 100’ circumference of the area warded. Multiple
enchantments must be done while the structure is under construction, and
if the structure will take longer to construct than the minimum enchantment
time then the caster can {and usually will) space out the casting of the
spelis. Only when the structure is done and the last of the required number
of spells have been cast will it be protected.

Area of

Effect Duration Range
1-Reseuarch touch 24 hours self
2-Privacy Screen + v P touch
-
4-
5-Scrying Ward [ + v P touch
6-Inner Wardings v P touch
7-Phase Ward 1 + v P touch
8-Gating Ward [ + v i touch
9-Sentry Ward Vv P touch
10-Scrying Ward IL + v P touch
| I-Pass Ward v P touch
12-Phase Ward 1] + v P touch
13-Gating Ward II + v P louch
14-Field Warding 7 A% P touch
15-Serying Ward TH § A% P touch
16-Sentry Stone \4 P touch
| 7-Phase Ward 11l ¥ v P touch
18-Gating Ward III t vV P touch
19-Outer Warding + v P touch
20-Forbidding Ward h% P touch
25-Perimeter Ward I + v r touch
30-Center Stone Vv P touch
35-Phase Ward True 7 A4 P touch
40-Gating Ward True 1 Vv P touch
45-Forbidding Ward True 1 v P touch
50-Perimeter Ward I + v P touch

1—Research (I) Caster gains a +25 bonus to attempts made at researching
the purpose, origin, and cffects of specific ward,

2—Privacy Screen {F) This ward dampens any sound coming from within
or without the room. This has no effect on the ability of the accupants of
the roor to hear each other . All effected listening perceptions are at -50.
5—Serying Ward I (F) Any scrying magic attempting to pass the
perimeter must resist the level of the warding or be dispelled. Note: Scrying
is defined as the use of spells thar allow the seeing, hearing. or predicting
of the future, present, ar pust.

6—Inner Wardings (F) This simple enchantment allows a perimeter
enchantment to be dirccted inward. The perimeter ward will now only
effect outgoing spells (i.e., spells crossing the perimeter from the inside).
7—Phase Ward I (F) [ the “phase” spell fails to resist versus the level of
the wardings it is dispelled and the caster fails 10 pass through. Note:
Phasing is defined as any of the merging, passing, or phasing spelis.
8—Gating Ward 1 (F) [f the gating spell fails 1o resist versus the fevel of
the wardings it is dispelled and the caster goes nowhere, Note: Garing is
defined as any of the telepori. leaving, gate, ar long door spells.
9—Sentry Ward (F) Causes wardings of structure to glow any time they
are activated. A ward is active any time a warded-against spell attempts o
crossit. [f the viewerdoesn’tknow which wards mean what, then a Medium
{+0) warding lore roll will reveal what wards have been activated.
10—Scrying Ward 11 (F) As Scrying Ward !, exceptihe RR is now at -25,
11—Pass Ward (F) Allows the enchanter to set up a pass or back door in
any Scrying Ward, Phase Ward, or Gating Ward enchantment. This can
take two forms: either an area can be set inside the perimeter that is not
covered by it, or a physical token or key can be made that allows the bearer
1o bypass the wardings. Multiple keys can be made,

12—Phase Ward 11 (F) As Phase Ward I, cxcept the RR is at -25.
13—Gating Ward 1L (F) As Garing Ward , except the RR is at -25,
14—Field Warding (F) This ward can be combined with any other ward
toproduce a Field Ward. The wards will now not only attempt to dispel any
warded-against magic that crosses the perimeter, but also any attempt to
cast the warded-against magic inside the perimeter (e.g., a Field Scrying
Ward 11] will cause any attempt to scry within the perimeterto resist at - 50,
even if the caster is also within the perimeter).
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15—Scrying Ward 11 (F) As Scrying Ward I, except the RR is now at
-50.

16—Sentry Stone (F) As Sentry Ward except the caster can enchant a
stone that will glow anytime any of the perimeter wardings are activated.
If the viewer doesn’t know which wards mean what, then a Medium (+0}
ward lore roll will inform the viewer what wards have been activated. The
stone must be fixed and inside the perimeters,

17—Phase Ward Il (F) As Phase Ward |, except the RR is at -5(),
18—Gating Ward III (F) As Gating Ward /, except the RR is at -50.
19—0uter Warding (F) This warding can be combined with a warding
enchantment, and allows it to be set to only effect incoming spells (i.e., only
spells crossing the warding from the outside).

20—Forbidding Ward (F) This ward can forbid a specific class of
creature or being {(e.g., Demons of the Second Pale, Orcs, or Undead) from
crossing the perimeter. Note: This also applies to attempts to use gating or
phasing spells. The creature will take an ‘A" Essence critical and must
make a RR vs. the level of the wardings. Failure means the creature is
thrown backward. Success means that it has gotren through the ward. Even
if the creature is successful in entering, it will feel grear unease in the area
(-10 w0 all actions). This ward requires some of the essence or a bane of the
creatwre to be forbidden to be mixed into the fabric of the structure along
the perimeter. The enchanter may only know a few specific creatures that
he can ward against. These are up tothe GM, but a few suggestions arve the
various Demons of the Pale, undead spivits, and elementals.
25—Perimeter Ward 1 (F) This spell will dispel any active spell crossing
its perimeter that fails to resist the level of the wardings. This spell may not
be used with Ourer Wardings.

30—Center Stone {F) This allows a perimeter ward enchantment to be
placed or centered on a stone in the structure. The stone is the focus of the
enchantment, which even allows the enchantment to be added to an
existing structure. The stone can hold multiple wards which each takes the
standard time to enchant. The center stone is keyed to the structure and will
only work within it. If the stone is moved the wardings will ceases to
function until it is returned to its resting place. This will allow the wardings
to be tumed on and off, but be careful the stone isn’t destroyed or removed.
35—Phase Ward True (F) Nophasing magic will work across the perimeter
of this warding.

40—Gating Ward True (F) No gating magic will work across the perimeter
of this warding.

45—Forbidding Ward T'rue (F) As Forbidding Ward, except the critical
isnow a 'C" and the RR is at -50.

50—Perimeter Ward 11 (F) As Perimeter Ward ], except that this spell
may be used with Qurer Wardings.

STRUCTURE WARDINGS (7.4.4)
ALCHEMIST BASE

Notes: Structure wardings are enchaniments designed to protect the
Structure they are built into. They are inscribed throughout the construction
and huilt inte the fabric of the structure. They may not be changed at a later
date without rebuilding the entire structure.

Spells parked ‘¥ are enchantment wardings, which are built into the
structure. The wardings unless specified otherwise will protect the structure
itself and not anything instde the struciure. Such enchantment wardings
areinherently part of the siructure, and destruction of part of the structure
will notaffect the wardings on the rest of the structure, Major damage must
be re-enchanted afier it has been repaired with Reseal, but most minor
repairs will have no effect on the wardings. A structure can be a castle, a
tower, abridge, a ship, or evena sail (the latter two being prime candidates
Jor Seal and Flame Ward).

The caster has to enchant the structure throughout construction stariing
when the structure is first laid owt, and eading when the last spike (or
Whatever) is pounded in. Each siructure warding takes a minimurm number
of weeks to cast equal to its level with the spell being cast once a day (the
consiruction may be held up because of this). This will effect a structure
Witha area equal to the one hundred times the caster’ s level cubed in cubic
feet. Thisis the toral area the of the structure, so don't consider the interior
or lack there of in the calculations. To affect a larger structure the caster

may rum multiple enchantments together inic a single large warding.
Multiple enchantments must he done while the structure is under
construction, and if the structure will rake longer to construct than the
minimum enchantment time then the caster can(and usually will) space out
the casting of the spells. Only when the siructure is done and the last of the
required number of spells have been cast will it be protected.

Arca of

) Effect Duration Range
1-Research touch 24 hours self
2-Seal v P touch
3—Portal v P touch
4-
5—Preservation Ward [ ¥ A\’ P touch
6-Resist Ward 1 ¥ \'% P touch
7-Flame Ward ¥ v P touch
8-Rescal \Y% P touch
9-Sentry Ward v P touch
10-Elemental Ward [ ¥ AY P touch
11-Strength Ward I ¥ v & touch
12-Resist Ward I[ ¥ A% P touch
13-Preservation Ward 11 ¥ v P touch
14~
15—
16-Conceal Ward [ ¥ v P touch
17-Preservation Ward Il ¥ A\ P touch
18 Resist Ward [11 ¥ v P touch
19-Sentry Stone v P touch
20-Strength Ward I1 ¥ v P touch
25-Elemental Ward [1 ¥ v P touch
30—Conceal Ward 11 ¥ v P touch
35-Elemental Ward 111 ¥ v P touch
40—Preservation Ward True ¥ A4 P touch
45-Elemental Warding True ¥ v P touch
50-—Resist Ward True ¥ \Y P touch

1—Research (F) Caster gains a+25 bonus to attempts made at researching
the purpose, origin, and effects of specific ward.

2—S8eal (F) When the structure is finally complete this spell will act to seal
it. This enchantment only makes the seal of the structure sironger. This
causes roofs to be more leakproof, reduces drafts, and so on.

3—Portal (F) This warding must be cast on the frame of the portal and the
portal itself. The spell will then allow the portal to be enchanted to have the
same protection as the rest of the structure. The doors or shutters can then
be enchanted in a single day with only one casting of each ward that the
structure will have. This spell can be used on doors and shutters that are
replacements for previous ones as long as the frame of the portal was
enchiamted when the structure was builr.

5—Preservation Ward I (F) This ward will slow the effects of nature.
Any structure soenchanted will age at 1/4 normal rate. This does not apply
to any thing inside the structure.

6—Resist Ward I (F) This warding will shield a structure from magic.
Once enchanted, the structure has a resistance roll equal to the level of the
warding vs. all base attack spells. If the structure succeeds in resisting, then
the artacking spell will not affect it.

7—Flame Ward (F) This ward will make a structure fire resistant. Magical
and normal fire can bum (i.e., damage) the structure, but the structure won't
continue to burn once the source of the flame is removed. Note: thisdoesn't
protect what ever is inside the the structure from catching fire which would
lead to more damage to the structure.

8—Reseal (F) Allows the caster to restore the wardings to a portion of a
structure that has suffered major damaged. The section must be repaired by
casting Reseal on the repairs each day. The repaired section will now have
the same warding enchantments as the rest of the structure.




9—8entry Ward (F) Causes the wardings of the structure to glow any time
they are activated. A ward is active any time it must resist. If the viewer
doesn’t know which wards mean what, then 2 Medium (+0) Warding Lore
roll will inform the viewer what wards have been activated.
10—Elemental Ward I (F) The structure is warded against a particular
element. Eachelement must be done separately. The structure then receives
half damage from any attacks from that element and a resistance roll vs. any
base spells from that element (e.g., a stone structure warded against fire
would receive a resistance roll equal 1o the level of the warding against
Stane Fires). This warding protects versus both “magic™ and “normal”
forms of the element.

L1—S8trength Ward 1 (F) This ward will reinforce and strengthen the
structure, increasing its concussion hits by 50%.

12-—Resist Ward I1 (F) As Resist Ward 1, except RRs are at -25.
[3—Preservation Ward II(F) As Preservation Wardi, exceptany structure
so enchanted will age at !/10 normal rate.

16—Conceal Ward I (F) Any part of a structure so enchanted is allowed
1o resist any detection or vision spell used on it. It is more subtle than the
Privacy Screen or Scrying Ward spell in that it doesn’t even reveal that i
is there. If the structure successfully resists then the spell will fail to even
register that the ward resists {e.g., if a secret tunnel with a Conceal ward is
looked at using Stonevision, then the caster would not detect the pussage,
unless the passage failed 1o resist).

.
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17—Preservation Ward Il (F} As Preservation Ward I, except any
structure so enchanted will age at 1/20 nermal rate.

18—Resist Ward 11 (F) As Resist Ward 1, except the RR is at -50,
19-—8entry Stone (F) As Sentry Ward except the caster can enchant a
stone that will glow anytime any of the wardings are activated. If the viewer
doesn’t know which wards mean what, then a Medium (+0) ward lore roll
will inform the viewer what wards have been activated. The stone must be
fixed and inside the perimeters.

20—Strength Ward II (F) This ward wilt reinforce and strengthen the
structuee, The structure will now be able to take twice as much damage.
25—Elementat Ward 11 (F) As Efemental Ward f, except that all forms
of elemental damage are reduced to one half.

J0—Conceal Ward I1 (F) As Conceal Ward I, except the RR is a1 -25.
35—Elemental Ward I11 (F) As Elemental Ward I, except that all forms
of elemental damage are reduced to one quarter.

40—Preservation Ward True (F) As Preservation Ward 1, except any
structure so enchanted will age at 1/100th normal rate.

45—Elemental Ward True (F) As Elemental Warding, except that all
forms of elemental damage are reduced to one tenth.

50—Resist Ward True (F) The structure so enchanted is immune to all
base spells cast at it.

Examples:

Watch Tower

The tower is 80" high and 307 in digmeter. The caster is level twelve so the
level of the warding is twelve

Porial v 8 on main doors of tewer ( ineluding the main gate and portcullis):
5 days.

Sery Bar I on the captain’s room: 5 weeks plus I week to cover the
circumference (which is lexs than 100°).

Resisi Ward I on the whole structure: 12 weeks.

Gating Ward T in the outer walls: 8 weeks plux | week 1o cover the
circuniference (which is less than 100° ).

Total of 27 weeks and 5 days.

Castle outer walls

The caster is level eighteen. He can effect 583,200 cubic feet (100 x (18 x
18 x 18').

Volume of walls. ((3007 by 20 by 76 fincludes Soundation and towers)) x
4) = 1,680,000 cubic feer.

Portal x 6 onmain doors of tower (including the main gare and portcullis):
6 days.

Resist Ward IH1: 18 weeks x 3 to cover total volume: 54 weels,

Field Gating Ward HI: 18 weeks plus 12 extra weeks 1o cover the laryer
clrcumference ({300 « 41100): 30 weeks.

Field Wardings: tadded 1o the Gating Ward 1) 14 weeks Jurthe plus 12
extraweeksio coverthe larger circumference ({300 v 4) W00 20 weeks.

Total: 124 weeks and 6 davs.

PALINGENESIS (7.4.5)
ALCHEMIST BASE

Notes: The speli list Palingenesisrepresents actual alchemical experiments
conducted during the Middle Ages, extrapelated for use with Rolemaster.
Alchemists in any faniasy waorld can use Palingenesis to obtain the spivits
needed o create intelligent magic items or gain information.

Touse the Palingeresislist,an alchemist must have elaborate equipment
(e.g. glassvessels. rare chemicals, small forge ete janda quiet, undisturbed
laboratory in which to work. Assume the cost of alf this varies between 50
and 100 gold picees

“Essential Salts” are derived from the ashes af formerly living plants
and animals. These Salts contain the being' s whole spirit distilled ro its
purest form—fine, sand-like crystals of a homogeneous hue. In this form,
the spivitis totally inactive, When Exsential Salts are infused ina specially
heated liguid medium (e.g., glycerin, alcohol, sulphurated rosewater,
tncture of camphor, waters of lead, sap from g ceriain tree, etc. (GM's
discretion), the spivit and image of the dead being are manifesr (and if
intelligent, are able to communicate, as well). This aperation is known as
“resuscitation”, Essential Salis may be reused hycarefully evaporating off
the liguid medium. Essential Salts must be stored in special air-tight vials
to keep out moisture.

“Resuscitared Essential Spirits” are treated as Standard Spirits for the
maost part (see RMCIL, p.22). An Essential Spirit has restricred movement,
since it must remain within the glass vessel housing it The Will of an
Essential Spiritis equal to ten times its fevel, A will Convest may be initiated
by an Essential Spirit within o number of feet equal 1o its level.

Regardless of the size of the being whose Essential Salts are resuscitated :
its image will fit within the glass vessel housing it.

Essential Spirits retain all knowledge and speil lists they had in life.
Although they retain their Power Points, once cast these PPs may nof be
regained except by use of the appropriate Charge spell.
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The Palingenesis spell list. in conjunction with the appropriate speils off
Enchanting Ways, Essence Imbedding, Alchemical Preparations, may be
used to place Essential Spirits in magic items. This procedure u‘_i![ pro r!'de
items with wills and intelligences. Essential Salts (and Essentiul Spirits)
are activated by immersion in molien materials such as glass. laen, sreel,
etc. The manifest Spirit is linked with such items.

Guardian Essential Salts contain Guardian Essential Spirits. Guardian
Essential Spirits have the ability to thwart certain eniiiies: ie.. those
diametrically opposed to them. For example, a Paladin with Guardian’s
Ways considers his enemies to be creatures of the Unlife. Should he be
reduced 1o his Essential Salts, those Salts would be Guardian Essential
Saltsversusunlife. Guardien Essential Spivits may help protectan alchemist
from malignant Spirits and other entities who seek to harm kim. In such
case, the alchemist would resuscitate a Guardian Essential Spirit either to
cast spells or initiate a Will Contest in his defense. Often Guardian
Essential Salts contain beings who knew the Guardian's Ways spefl list.

Area of

Effect Duration Range
1-Detect Essential Salts SR I mdAvl 50
2-Detect Guardian Essential Salts SR 1 rnd/vi S0
3-Prepare Funerary Ashes 1 bedy 1 day touch
4-Extract Essentiat Salts ashes 1 day touch
S5-Tiny Plant Resuscitation Salts t day touch
6-Small Plant Resuscitation Salts | day wuch
7-Mediuvm Plant Resuscitation Salts 1 day touch
8-Large Plant Resuscitation Salts 1 day touch
9-Hupe Plam Resuscitation Salts 1 day touch
10-Tiny Animal Resusciiation Salts [ day touch
11-Smali Animal Resuscitation Salts 1 day touch
12-Medium Animal Resuscitation  Salts I day touch
13-Large Animal Resuscitation Salts I day touch
14-Huge Animal Resuscitation Salts 1 day touch
15-Tiny Beast Resuscitation Salts | day touch |
16-Small Beast Resuscitation Salts 1 day touch
17-Medium Beast Resuscitation Salts I day touch
18-Large Beast Resuscitation Salts 1 day touch
19-Huge Beast Resuscitation Salts 1 day touch
20—Guardian Resuscitation Salts | day touch |
25-Demon Resuscitation Salts | day touch
30-Spirit Wrack Essential Spirit v tuch
40-Solidity Essential Spirit 1 day touch
50-Permanence Essential Spirit P touch

I—Detect Essential Salts (I} Allows caster to recognize Essential Salts or
an infusion of Salts in their liquid medium. Also allows determination of
the type of being whose spirit in held within the Esseatul Salts in
conjunction with a Hard (-10) Spell Mastery roll.

2—Detect Guardian Essential Salts {1) As above, but allows caster Lo
recognize Guardian Essential Salts and know their “enemies™ (i.¢.. the
beings against whom they guard).

3-—-Prepare Funerary Ashes (F) Allows caster to render the cremated
remains of some being into a form suitable for extracting its Essential Salts
(in a one day long operation). This spell must be cast before the spell
Extract Essential Salts may be performed,

4—Extract Essential Salts (F) Allows caster to extract, from prepared
Ashes, the dead being's Essential Salts in a procedure which takes one day
to complete.

5—Tiny Plant Resuscitation (F) Infusing the Essential Salts of a Tiny-
sized plant in a certain liquid medium (a one day long experiment) and then
casting this spell causes the Essential Spirit (and image) of the Tiny plant
to be manifest within a glass vessel. The image is made up of suspended
particles of Essential Saits. The resuscitated Tiny plant Essential Spirit and
image will remain for up to one day before fading away and setling to the
container’s bottom. The fluid medium may be decanted, leaving the
Essential Salts, which if dried carefully, may be used again. This spell,
although having few practical applications, is a stepping-stone to bigger
and better experiments to come. Historically, this speil was used by low
level alchemists 1o demonstrate physically the reality of spirituat realms.
6—Small Plant Resuscitation (F) As above, but affects Small plants.
7-—Medium Plant Resuscitation (F) As above, but affects Medium plants.
8&—Large Plant Resuscitation (F) As above, but affects Large plants,
9—Huge Plant Resuscitation (F) As above, but affects Huge plants.
16—Tiny Animal Resuscitation {F) As above, but affects Tiny animals.
11—Small Animal Resuscitation (F) As above, but affects Small animals.
12—Medium Animal Resuscitation (I} As above. but affects Medium-
sized animals, Note thatthis spellallows resuscitation of and communication
with Human Spirits (optionally. also atfects Spirits of Elves, Dwarves,
Orgs, ¢te.).

13——Large Animal Resuscitation (F) As above, butaffects Large animals,
14—Huge Animal Resuscitation (F) As ubove, but affevts Huge animals.
15—Tiny Beast Resuscitation (F) As above, but affects Tiny beasts or
monsters.

16—Smail Beast Resuscitation (F) As above, but affects Small beasts or
monsters,

17—Medium Beast Resuscitation (F) As above, but affects Medium
beasts or monsters.

18—Large Beast Resuscitation (F) As above, but affects Large beasts or
monsters.

19—Huge Beast Resuscitation (F) As above, but affects Huge beasts or
maonsters.

20—Guardian Resuscitation (F) As above, bul creates a Guardian
Essentiat Spirit from the Essential Salts of an intelligent being. This being
must either have possessed the spell list Guardian's Ways in life, or be
naturally predisposed against some entity, agency. etc.

25—Demon Resuscitation (F) As above, bul affects beings from other
worlds, planes. dimensions, etc. Thus any “unearthly™ entity may be
resuscitated, not just demons,

30—Spirit Wrack (F) The targer Essential Spirit must truthfully answer
the caster’s questions or lose 25% of its remaining hits per lie.
40—Solidity (F} This spell lends an Essential Spirit corporeality and
substance. The Essential Spirit is drawn out of its glass container attaining
physical manifestation, actual size. all its former abilities, and is treated as
a living being for one day. Once its day is over, the Spirit resumes its
normally insubstantial stare, returning to the vessel housing it.
50—Permanence (F) Use of this spell after casting any other spell on this
list abters that spell’s duration to “P”. This spell is not meant as &
“resurrection”. and will not bring dead people back to life. The entity
created by this spell is not alive per se, but merely permanently manifest.




7.5 DRUID BASE LISTS
BEAST'S WAYS (7.5.1)

DRUID BASE
Area of
Effect Duration Range
1-Cat’s Paw self 1 min/lvl self
2—Chameleon Skin self 1 min/Ivl self
3—-Wolf Sense self 1 min/lvl self
4-Deer Speed [1 self 10 min/1vl self
5-Bat Sense self I min/lvl self
6-Otterlungs self 1 min/lvi self
T-Eaglewing self 1 min/lvl self
§-Hawk Sense self 1 min/lvl self
9-Tiger Skin self 1 min/lvl self
10-Boar Strength self 1 md/lv] self
11-Tigerclaw self 1 md/lv] self
12-Insect Sense self 1 min/lvl self
13-Deer Speed 11l self 10 min/lvl self
14-Bear Skin self 1 min/lvl self
| 5—Bearhug self 1 md/lv] self
16-Falconwing self 1 min/lvl self
17-Viperfang self 1 rnd/iv] self
18-Wyvern Skin self 1 min/lvl self
19-Deer Speed [V self 10 min/lvl self
20—Oxen Strength self I rnd/lvl self
25-Dragonwing self 1 minflvl self
30-Deer Speed True self 10 min/vl self
50-Dragon Skin self 1 min/lvl self

1—Cat’s Paw (I} Allows caster to move as quietly as a cat. Adds +20 o
stalking maneuvers.

2—Chameleon Skin (F) Causes the caster’s skin to change colors to blend
in with the surrounding terrain. Adds +20 te attempts at hiding.
3—Wolf Sense (I) Caster gains the olfactory and auditory ranges and
acuity of a wolf {(he can hear higher sonic ranges, and discern subtle scents
up to 10 away and discern strong aromas at distances up to a mile).
4—Deer Speed 11 (F) Caster can run at 2x walking pace for duration
without tiring.

5—Bat Sense (I} Caster gains the “sonar” abilities of a bat with ranges of
10'/1v], Caster must be in the dark or have hiseyes closed to utilize his sonar.
6—Oiterlungs (F) Allows the caster 10 hold his breath easily for the
duration, suffering no ill effects.

7—Eaglewing (F) Caster can fly at the same rate as an eagle (100'/rnd).
Caster must continually remain in motion (he cannot hover) and while he
can slow to land safely and make gradual changes in speed, he will fall if
he stops completely while in flight.

8—Hawk Sense (I} Caster gains the visual acuity and range of a hawk (x4
human visual norms}.

9—Tiger Skin (F) Caster’s skin has the resiliency of a tiger's skin (AT4).
10—Boar Strength (F) Doubles the caster’s strength: adding +10 e OB
and delivering x2 damage to all caster’s melee attacks.

11—Tigerclaw (F) Caster can deliver a LCl attack. His OB is 3 times his
level plus his St/Ag mods,

12—Insect Sense (I) Caster gains the vibratory sensitivity of an insect. He
can sense vibrations in the ground indicating general movements and
approximate number of targets (+/- 10%) up to 100'/level away.
13—Beer Speed II (F} Caster can run at 3x walking pace without tiring.
14—Bear Skin {F) Caster’s skin has the resiliency of a bear's skin (AT8).
15—Bearhug (F} Caster can deliver a LGr attack, His OB is 3 times his
level plus his St/Ag mods.

16—Falconwing (F) As Eaglewing, except caster gains the flight speed of
a falcon (150'/md).

17—Viperfang (I) Custer grows fangs and may utilize a MBi attack,
delivering a nerve poison if a critical is uchieved. The attack tevel of the
poison is equal to half the level of the caster (rounded down). His OB is 3
times his level plus his Si/Ag mods.

18—Wyvern Skin (F) Caster's skin takes on the resiliency of that of a
wyvern (AT12).

19—Deer Speed IV (F) Caster can run at 4x walking pace without liring,
20—Oxen Strength (F) As Boar Strengrh, excepl caster gains +20 to OB
and delivers x3 damage.

25—Dragonwing (F) As Eaglew/ng. except caster gains the flight speed
of a dragon (200'/md).

30—Deer Speed True (¥) Caster runs at 5x walking pace withowt tiring.
50—Dragoen Skin (Fy Caster’s skin takes on the resiliency ol that of a
dragon (AT20).

INSECT MASTERY (7.5.2)
DRUID BASE

Note: Type { insects are non-offensive (e.g., crickets, gnats, moths, efc.)
Type Il are non-flying and offensive (e.g., ants, rermiies, erc.). Type il are
flying and offensive (e.g., horseflies, locusts, mosquiros, eic.j. Type IV are
paisonous insects (e.g., bees, horaels, wasps, etc ). See C&T, Section 2.24
for descriptions of specific insects and their characteristics. The caster
must use this spel list judiciously or risk damaging the region’ s ecosystem.
This is especially true for the Swarm spells.

Area of

Effect Duration Range
1-Repel Insects 1'/lvl R I hr/lvl touch
2-Summon Type [ Insects 100°R 1 hr/lvl 50
3-Follow self 1 heflvl self
4—-Summon Type II [nsects 100°R t hr/lvi 50
5-Resist Poison self - self
6—-Summon Type 111 [nsects 100°R. I hr/lvl S0
7-Repel Insects True 10AvIR 10 hrs/lvl 10'/1v]
B-Summon Type 1V Insects 100°'R I hr/lvi 500
9—Insect Control v 1 hr/lvl 50
10--Wall of Insccts O 0% 1" C 5r
1t-Insect Growth I 1 insect 1 hr/lvi 50
12-Minor Insect Plague v hY v
13-Insect Form [ sell 1 hr/lvi self
14—Insect Growth 11 | insect I heflvl U
1 5-Insect Conatrol True 10/IvI R 10 hrs/ivi S50
I6—Insect Form 11 self I hr/lvl sell
I 7-Insect Growth 111 1 insect 1 hr/lvl 50°
18- Insect Form [T1 self 1 hr/ivl self
19-Major Insect Plague Vv v v
20-Insect Form IV self 1 hr/lvi self
25-Transformation 1 target P touch
30-Black Swarm v A v
40-True Transformation 1 target/lv! P touch
50-Insect Mastery self 1 md/lvt self

1—Repel Insects (M) All insects flee area of effect. Zero level insects do
not get a RR, al! higher fevel insects do get a RR.

2—Summon Type IInsects (FM) Castcr summons | =100 insects from the
surrcunding area. If no insects of the appropriate type are available, this
spell has no effect. Caster has imited control over summoned insects. They
will follow simple, one-word commands (e.g.. eat, fly. et}

3—Follow (M) Caster appears to be “excitmg” and a friend 1o one species
of insect. [nsects of that order will follow him wherever he goes.
4—Summon Type II Insects (FM} As above, but Type 1l insects are
summoned.

S—Resist Poison (H) Caster gets an additional RR vs. any poisons,




6—Summon Type 111 Insects (FM) As above, but Type 11T insects are

summoned.

7—Repel Insects True (V) As abhove, but where noted. RRs are at -20.

8—Summon Type 1V Insects (FM} As above, but Type IV insects are

summoned.

9—Insect Control (M) Caster has total control (includes suicidal

Icummands) over one type of insect for the duration.
10—Wall of Insects (¥) Creates a wall of massed, writhing insects. This
wall cuts all movements and attacks through it by 80%, and may also
deliver some appropriate attack (e.g.. $Pi) at GM’s discretion,

lll—Insecl Growth [ (F) Causes one insecl to grow to a Small size.
12—Miner Insect Plague (FM) One species of insect (approx. 100-1000)
may be sent on some quest and will relentlessly pursue this until the quest
Is completed or the insects are destroyed. Target of Quest must be visible
10 caster when this spell is cast. Inseets used must come from the surrounding
area. if none are available, the spell has no etfect.
13—Insect Form I (F) Castertakes on the form and physical aspects of any
T?‘pe Hinsect, Caster retains his mind, spirit, and mass (e.g., the insect form
will be Medium in size), but cannot speak or write.
M—Insect Growth II {F) As above. but insect grows to a Medium size.
15—1Insect Control True (M) As above, but where noted. RRs are at -20.
16—Insect Form 11 (F} As above. but caster becomes a Type I insect.
17—Insect Growth ITI (F) As above. but insect srows to a Large size.
L8—Insect Form 111 (F) As above. bul caster becomes a Type 1 insect.
L19—Major Insect Plague (FM) As above, except 1000-10,000 insects

4y be involved.

20—Insect Form 1V (F) As above. but caster becomes aType IV insect.
25"Tl‘ansf0rm.-ui(m (FM) Translonns unuther being into an Insect Form
of any type. Target tukes "B seventy Physical Alteration crits until 100%
:hanged. The transformed being is under the caster’s control (will not do
anything suicidal). and vet the being still retains its original intelligence. A
ifemg may revert to 1ts nataral form onty through the use of True Trans-

lf"'ma!frm. Dispel Curse. Remove Curse, or Transformation Wish.

J0—Black Swarm (FM) 10,000-100,000 insects will appear to do the
caster’s bidding (e.g., surround area, encase area to block out sun, defend
against invading army, destroy crops, destroy town, etc.), Usually those
caught within the Black Swarm are never again seen.

40—True Transformation (FM) As above, but affects one being per
caster’s level. In addition, this spell may be used to restore a transformed
being to its normal form.

50—Insect Mastery (U) Caster may use any lower level speli on this list,
once per round.

NATURE SUMMONS (7.5.3)
DRUID BASE

Note: Spell Ivls 1-9 on this list will take at least 1-6 hrs before producing
a result. Spell Ivls 10-16 will take at least 6-12 hrs and then only have a 2%
chance per IVl of the caster of producing the desired effect. Spell tvis 17-
30 require 24 to 72 hrs and have a 2% chance per vl of producing the
desired effect. All animals summoned are obedient, of the largest type and
will give their life for the caster if necessary.

Area of
Effect Duration  Range

1-Summon Nourishment 1 creature . I mi/lvl R
2-Summon Warmth I creature 6-8 hrs 1 miflviR
3-Summon Guide 1 creature A% I mi/lviR
4-Summon Guardian 1 creature 6-8 hrs I mi/lvl R
5-Summon Transport { creature V. ImifviR
6~Summon Hunter | creature 1 kill 1 mi/lvl R
7-Summon Sense 1 creature 6-8 hrs 1 miflvl R
&-Summon Group 1 *group’ 6-8 hrs I mi/lvl R
9-Mass Summons Ivl in creatures A% 1 mifiviR
10~Summon Mist 1 mi/lviR 1 min/lvl v
11-Summon Rain 1 mi/IvIR 1 min/lvl A"
12-Summon Snow 1 mi/lIviR 1 min/lvl v
13-Summon Storm I miflvi R I min/lvl v
14-Summon Hail 1 miflviR 1 min/lvt v

1 5~-Summon Lightning | mi/lvl R I min/ivl v
16~-Summeon Plants | I miftvIR AY 10
17-Summon Plants 1T 1 mi/lviR A% 10
18-Summeon Plants II1 1 miflvl R v 10
19-Summon Terrain 1 miflvi R p 10
2{~Summon Tornado I mi/IviR ] 100"
25-Summon Hurricane I mi/lviR \' \'4
30-Surnmon Army I mif/lvi R 1 hr/lvl v
5(0-Nature Mastery self I min/lv] self

I—Summon Nourishment (F) Caster summons an animal bearing some
form of nourishment. This may take the form of berries, nuts or tubers. The
animal will drop the food close by and then return from whence it came,
2—Summon Warmth (F) Caster summons a large heavily furred animal.
The animal will then lie down and allow the caster to lie next to it in order
[0 stay warm.

3—Summon Guide (F) While the caster is concentrating on a specific
location or desired terrain, an animal will appear and lead the caster to the
desired area. The journey may take a few minutes or days.

4—Summon Guardian (F) Caster summons a powerful animal such as a
bear or large cat to protect him.

5—Summon Transport (F) Caster calls an animal such as a horse, mule
deer or moose to carry him.

6—Summoen Hunter (F) Caster summons an animal of prey such as an
cagle, bear or cat to hunt game. The animal will return the kill to the caster,
7—Summan Sense (F) The caster summons an animal with a particular
sense, The animal might be a falcon for sight, a bear for smell, etc.




8—Summon Group (F) Caster summons a specific group of animals
which normatly travel in groups, such as wolves or deer. The animals will
then stay nearby for the duration of the speli.

9—Mass Summons (F) Caster utilizes any of the lower level summons
from this list but generates results equal to his level (e.g., if a 9th level caster
used Mass Summons with Summon Guide, he would get nine guides),
10—Summon Mist (F} Caster subtly alters weather conditions to cause a
light rain or mist to fall.

11—8Summen Rain (F) As Summon Mist, except that rain is desired.
12—Summon Snow (F) As Swmmon Misi, except that snow is desired.
13—Summon Storm (F) As Sumemon Mist, except that a storm is desired.
14—Summon Hail (F) As Summaon Mist, except hail is desired.,
t5—Summon Lightning (F) As Sunemon Mist,except lightning is desired.
16—Summon Plants I {(F) Produces ground cover consisting of grasses
and small shrubs, Note that if these plants are summoned forth in a place
that cannot normally sustain them, they will die.

17—Summen Plants II (F) As Sumnion Plants I, except large trees and
thick vines that are extremely dense and lush are produced,
183—Summon Plants 111 {F) Producces the effects of Summaon Planis | &
/1, in addition to carnivorous plants capable of trapping a full grown man.
19—Summon Terrain (F) Caster summons forth minor terrain changes.
Forexample, caster could not tum a desert into a jungle, but he could bring
small hills to flat land, or a small stream through a prairie. In some cases,
this could be catastrophic to the environment, )

20-—Summen Tornado (F) Creates weather conditions which will produce
a tornado.

25—Summon Hurricane (F) As Summon Tornado, except a hurricane is
desired,

30—Summon Army (F) Summons all available plant, animal and water
tife to the aid of the caster. Creatures summoned will be of a type capable
of delivering medium attacks or greater.

50—Nature Mastery {F) Ailows caster to use any lower Ivl spells from
this list: 1/md. 95% chance of success, and a waiting period of only | hr.

WEATHER MASTERY (7.5.4)

DRUID BASE
Area of
Effect Duration Range

1-Predict Precipitation 1 mi R/lvl - self
2-Call Mist 10°RAvi 1 min/lvl 10
3-Predict Weather 1 mi R/lvl . self
4--Qvercast 1 mi R/Iv] | hrflvl 19)
S-Call Breeze 10'R/vl 1 min/lv] 1
& Unmist H'R/IV] 1 min/lvl 10
7-Stil] Breeze LO'RAvE I min/lv! 1w
§-Control Temperature 50°R | hr/ivl 1)
9—Predict Weather 11 1 mi R/Lv] - self
[0—Call Lightning | target - LD
| 1-Call Precipitation 1 mi R/lvl 1 min/lvl 14
12—

13-Controf Wind 10'R/IvI 1 min/lvl 10
14-Stop Precipitation 1 mi RAvt 1 mindvi(C) 1
15-Call Lightning II 1 target - 100
16-Clear Skies I mi RAlvl 10 min/lvl 10
17-Predict Weather 111 i mi R/lvl - self
18-Redirect Wind 10'RAvE 1 min/tvl 1
19—

20-Call Lighting I1F | target - 100
25-Call Storms 1 mi R/ivl 1 min/lvl 1
30-Dismiss Storms 1 mi Rflvl 1 min/lvl 10
50-Weather Mastery A% | min/lv] self

1—Predict Precipitation (I) Allows caster to predict precipitation within
the area of effect over the next 24 hour period.

2—Call Mist (F) Caster causes alight fog that will partially obscure vision.
3—Predict Weather (I) Allows casier to predict time, type, and severity
of weather within the area of eftect aver the text 24 hour period.
4—0vercast (F) Causes moderate cloud cover within the area of effect.
5—Cali Breeze (F) Causesalight, cool breeze which will disperse gascous
matter. Once cast, direction of the breeze cunnot be changed.
6—Unmist (F) Allows caster to dispersc fop within the area of effect.
7—5till Breeze (F) Reduces air movement by 10 mph.

8—Conirol Temperature (F) Allows caster 1o increuse or decrease
temperature by 1 degreeflevel.

9—Predict Weather LI {I) As Predict Weather, except predictions are for
the next week.

10—Call Lightning (FE) Causes a bolt of lighining 1o strike one target,
Attack 1s resolved on the Lightning Bolr table. Some ¢louds must be in the
sky overhead for this spell 1o be used. ‘
11—Call Precipitation (F) Causes rain, snow, or hail (depending on
weather conditions) to fall.

13—Controt Wind (F} Allews caster (o increase or decrease wind by |
mph/level,

14—Stop Precipitation (F) Causes rain, snow, or hail within the area of
effect 1o cease until concentration is broken. Exiremely strong or magical
storms receive a RR.

15—Call Lightning II (FE) As Cadl Lightning, except bolt delivers 2x
damage.

16-—Clear Skies (F) Allows caster 1o clear away cloud cover.
17—Predict Weather LI (1) As Predict Wearher, except predictions are
for the next 30 days,

18—Redirect Wind (F) Allows caster to change wind direction within the
area of effect. Gale force or magical winds receive a RR.

20—Call Lightning III (FE) As Call Lightning. except bolt delivers 3x
damage.

25—Call Storms (F) Causes severe weather within the area of effect, The
type of storm is determined by the caster.

J0—Dismiss Storms (F) Causes storm activily within the area of etfect 1o
cease for the duration of the spell. Extremely severe storms may only be
lessened. Magical storns receive a RR.

50—Weather Mastery (F) Caster may use one lower level spell from this
list each round.
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7.6 MISCELLANEOUS SPELL
LISTS

CONVEYANCE (7.6.1)
SEER BASE

Note: Only spellsfrom this lisi may be castwhile caster is conveved, excep:
Jor spells cast while Convey Spellcasting is in cffect.

Area of
Effect Duration Range

1-Detect Psyche self 1 md/tvl 1007

y

3

4—Conveyance | self 10 min/lvi v
4

6

T

§—Conveyance [1 self 10 min/lvi v
q_

[0-Body Waming self - v
11-

12—

t3—Convey Defenses seif Vv self
14—Conveyance 111 self 10 min/lvi v
I5-Body Awareness self C self
16-Convey Spellcasting self 10 min/lv] self
17—

18~Instant Return self - A
19-Conveyance 1V self 10 min/lv] v
20-Dual Consciousness self 10 min/lvi self
25-Conveyance V self 10 min/lvi self
30-Lord Conveyance self 10 min/tv] seif
35-Dual Conveyance two targets 10 min/lv] touch
| 40-Free Psyche self v touch
50-Multiple Conveyance v 10 min/lvi touch

I—Detect Psyche (I} Caster can detect any conveyed or disembodied
psyches (not spirits) within range.

4—Conveyance I (U) Caster’s psyche leaves his body (which is inactive)
and may travelat 1000'/min. Caster’s “psyche’ will receive normal sensory
infmmalion, but cannot cast spells or affect anything around him. Alt
perception rolls to notice the hazy, shimmering form of the caster’s psyche
are at-75—Caster cannot travel through salid marter. If the castee overstays
the duration, he must make a RR or die (attack Ivl=#of rounds overstayed).
8-—Corweyance.* 11 (L) As Conveyance I, except movmient rate is 000"/
min and 1*/md through selid matter. If caster overstays, his RR is at -10.

.lo—BodyWarning(U) Caster is instantly warned (regardless of distance)
if his body is touched, damaged, subject to a spell or spell effect. or in any
otherway disturbed. Caster will notknow the exact nature of the disturbance
until he returns 1o his body. This spell will not be activated by such
comparatively insignificant disturbances as a fly landing on the caster’s
body, etc. (GM's discretion).

l3"—{30nvey Defenses (UD) Caster's psyche will be protecied by any
Protective spells he had active when his Conveyance spell was cast (subject
tathe normal duration of the spelis). The spell energics will travel with the
Saster’s psyche, and can be detected by such means as Deiect Speli. Note:
Use of this spell may leave the caster's body defenseless.
l"_‘Conveyance I (U) As Convevance , exceptmovmentrateis 25007/
Min and 5'/mq through solid matter. If caster overstays, his RR is at -20.
:[}S‘h‘_Bo‘iJ' Awareness (U) Caster can instantly shift his perceptions back
canls body. He ‘an open his eyes and receive sensory information, but he
mm?:t take any action until his psyche rejoins his body. His psyche cannot

Or receive any sensory input while his perceptions are at his body.

t6—Convey Spellcasting (U} Caster’s psyche can cast defensive and
information gathering spells only (including spetls not on this list) at x2
normal power point cost.

18—Instant Return (U} Caster’s psyche can mnstantly retum to his body,
regardless of distance. Caster must make a RR (no mods} vs, the level of
this spell or be disoriented and stunned | md/5% failure upon rejoining.
19—Conveyance IV (U) As Conveyance !, exceptmovmentrate is 1 m e/
min and 10'/rnd through solid maiter. If caster overstays, hus RR is at -3().
20—Dual Consciousness (1)) Caster’s awareness may be splitbetween his
psyche and physical body. All perception rolls made by the caster are at -
25, and his physical body is restricted 10 25% action,

25—Conveyance Y {U) As Conveyance €xcept movment rate is 5 miles/
min and 25°/md through solid matter, If caster overstays, his RR is a1 -50.
30—Lord Conveyance (U) As Conveyance i, except caster’s psyche may
travel at 10 miles/min through solid matter and air alike, and he may also
travel to the astral and ethereal planes. If caster overstays, bis RR is at -75.
35—Dwal Conveyance (UF) As Lord Conveyance, except caster may
bring the psyche of one other willing target along with him.

40—Free Psyche (U) If caster's body is destroyed, his psyche may travel
freely (as Conveyance V) until it finds a physical body it can inhabit. If the
bedy is occupied, caster may initiate a Will Contest to take over the boddy.
If unsuccessful, the caster must make a RR at -50 or his psyche ‘dies’, and
is consigned to whatever plane of existence is next for him.
S8—Multiple Conveyance (UF) As Dual Conveyance, except caster can
bring along the psyches of 1 target/5 levels.




CRYSTAL LAW (7.6.2)
CRYSTALMAGE BASELIST

Area of

N Effect Duration Range
|-Lacate Minerals self [ & 10'/1vl
2-Locate Gems self C 107/1v]
3—Crystal Store [ | crystal c 1ouch
4-Crystal Skin self 1 min/lv] sell
5-Crystal Wall 130t | min/lvl 100
6~Deadly Focus | ] crystal \' touch
7-Create Mincrals v P touch
8 Truesight lerystal 1 md/2ivt 100
9--Shardbolt (100" | target - 100"
10~Create Gems v P touch
1 1=Truesight (300'y | crystal 1 rnd/21v) 300
12-Crystal Store 11 1 erystal @ touch
13-Crystal Room 10 x10'x1¢ 1 hr/lvl 50
14-Shardbolt (300 ! target % 3000
| 5-Deadly Focus I1 | crystal A touch
16~Crystal Sphere 284viD | minfvl 100°
17-Crystal Store True b crystal C touch
| 8~Deadly Focus True | crystal C touch
19-Soul Shard 1 crystal B touch
20-Shardbolr (500') | target - SO0
25-Shard Shower v - 100
30—Crystal Construction A p 50
50-Crystal Fortress - v P 50

1—Locate Minerals (FI) Allows the caster to locate desired mineral
deposits. Caster must have at least a trace amount of the mineral in his hand
during the casting of this speli. Trace mineral is consumed in casting,
2—Locate Gems (F1) As Lacare Minerals, except gems are found.
3—Crystal Store I (F) Allows the caster to store power points equal to his
level within a pure, flawless gem. The gem must be worth (in gp) at least
10x the number of power points to be stored. Anyone can use the power
peints once they have been stored,

4—Crystal Skin (F) This spell turns the target's skin into a crystalline
structure which has an AT equal to the caster's level up to level 20. All
Elemental attacks against the target have a | % chance perlevel of the caster
10 deflect harmlessly away.

3—Crystal Wall (F) Creates a crystaltine wall 10°x10°x1" which has an
AT of 10 (192,000 total hits). Elemental spell attacks against it have a 1%
chance per level of the caster to deflect harmlessly away. Edged weapons
do normal damage to the wall, and blunt weapons do 2x normal damage.
Crystal Wails can be of any color.

$—Deadly Focus I (F) When an elemental attack is cast and focused
‘hrough a crystal prepared by this spell, the concussions delivered by the
attack will be doubled. The caster must find a gem of appropriate color (e.g.
Ruby for Fire, etc.), and speid a number of days preparing it equal to the
evel of the elemental spell to be focused. The Gem must be worth [0 times
he level of the elemental spell in gold or it will not function. A Focus can
mly be made usable for one type of elemental spell and can only be used
v number of times equal to the level of the caster who created it.
'—Create Minerals {F)} Caster can create one gram of mineral equal to
1/3 his level, Caster must have a trace amount of desired mineral during the
aasting of this spell, Trace amount is consumed during casting of this spell.

8—Truesight (FI) Caster looks through a pem which was prepared by this
spell and is allowed to see: any target with a Misfec! cast upen him, any
target which is invisible, the true form of any target which huas been
artificially altered (not targets with a natural shapechanging ability),
targets that are cloaked in illusion, and targets in 1he ethereal plane.
9—Shardbolt (100') (E) Caster shoots forth a crystal shard from his palm,
Damage 1s determined on the Light Cressbow chart. Once the shard has
been cast it is treated as a normal missile weapon.

10—Create Gems (F) As Creare Minerals, except gems ure created.

11—Truesight (300") (FI) As Truesip/iz. except range is increased to 300,
12—Crystal Store 1L (F) As Crysral Store [, but 2x the PP may be stored.
13—Crystal Room (F) Caster creates a 10°x 10" x 10 crystal room with one
un-doored entrance, Treat the durability of this room as that of a crystal
wall. Ruem will crumble after duration.

14—Shardbolt (300') (E} As Shardbolt, except range is 300",
15—Deadly Focus Il (F) As Deadly Focus I, except that 3x the hits are
delivered and the crystal can accommodate up to 2 elemental spells,
16—Crystal Sphere (E) Caster creates a crysial sphere of diameter equal
to 1/2 his level in feet. Treat the durability of the sphere as that of a crystal
wall. Any target that is in the area of the spell and will comfortably ‘fit’ can
be encased within the sphere. The target is entitled 10 14 Medium Maneuver
Roll to escape being encapsulated.

17—Crystal Store True {F) As Crystal Store I, but 5x PP can be stored.
18—Deadly Focus True (F) As Deadly Focus {, except 4x the hits are
delivered and up to 3 spells can be used. The focus is not limited in uses.
19—Soul Shard (F) Caster creates a crystal shard which will capture and
preserve indefinitely the life force or soul of any being which touches it.
The target cannot be of a higher level than the caster or the shard will be
destroyed. Note: If the caster is not careful in handling an enchanted shard,
he can trap himself.

20—Shardbolt (500') (E} As Shardbolt (100°), except that range is 500",
25—Shard Shower (E) As Shardbolt (100°), except that the caster
releases 1/5 hislevel inbolts. Directed bonus canonly be appliedto 1 target.
30—Crystal Construction (F) Caster creates a crystal golem (C&T 1)
which serves him unto death. Caster sacrifices 1D 10 points of putential
constitution when the construct is created. The golem otherwise conforms
to normal construct rules. The caster may have only one golem active at
any given time,

50-—Crystal Fortress {IF) Caster creates a stronghold with a number of
rooms equal to his level. This spell is very general in specifics concerning
design. As a rule of thumb, each room is equal in size to that of the crystal
room spell. Multiple rooms may be joined to create larger rooms, walls, etc.
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SPIRIT MANIFESTATIONS (7.6.3)
SHAMAN BASE

Note: This spell list permits a spirit to physically manifest irself on the
earthly plane. although in a subtle fashion tar lower tevels). This allows
heings other than a Shaman to sense andfor communicate with the spirit.
A spirit manifestation will consist of phenomena deiectable by noimal
senses, e.8., an odor (nwstiness. rotien eggs. flowers); a sound (moaning.
sustling, clanking); a visible form (fire an apparition, dark shadow}; or a
rangible feeling (solidity, cold. damp . Such a spirit can interaci directly in
the real world in a variety of ways. For example. a Spirit of Fear could
manifest as a cold, wispy apparition leading people 10 believe it is a ghost.
A Spirit of the Past might whisper longingly of heroic deeds. Spirits conld
also seem 1o be real people or physical objecis with the use of higher level
spells.Spellson this listdo notawtomatically confer obedience by the spivic.
After a Manifestation spell is cast, there is a Wil Contest herween the
Shaman and the spivit. The outcome of this Witl Contest determines wio
chooses the form of manifestation. Only a hound or controlled spirit is
compelled to obey the Shaman. A manifest spirit ncurs iaint from its
interaction with the physical world, The greater the spell level is, the more
the spirit s tainted.

Areaof
Effect  Duration Range
1-Detect Manifest Spirit 1I0R [ mindviC)  100°
2-Minor Spirit Manifestation one Spirit | min/lvl sy
3-Olfactory Spirit Manifestation  one Spirit | min/lvl 50
4-Analyze Manifest Spirit one Spirit 1 min/ivl 100
5-Audible Spirit Manifestation one Spirit 1 min/lv! SO
6-Dispel Manifestation one Spirit 1 min/lvl 30
7-Visible Spirit Manifestation one Spint 1 min/tvl s
8-Prolong [ one Spirit 10 min/lvl 5
9-Tactite Spirit Manifestation one Spirit | min/lvl 50
10-Manifestation II one Spirit 1 min/lvl 50
11-Prolong LI one Spirit 1 hr/lv] 50
12-Dispel Manifestation True one Spint P S0
13—Contingency Manifestation one Spint varies 50
14-Prolong 111 ) one Spirit | day/lvl 50
15-Manifestation 111 one Spirit | mn/lvl 500 ]
20-Animal Manifestation one Spirit | miayIvl S0
| 25-Beast Manifestation vne Spirit | min/lv] S50
| 30-Spirit Manifestation True one Spirit | min/lvl 500
50-Permanent Manifestation one Spirit P 50

I—Detect Manifest Spirit (I) This spell determines whether the area of
effect contains a manifested spirit. By concentrating, the caster may
examine a different area each round.

2—Minor Spirit Manifestation (F) This allows any type of spirit to
manifest itself through smell, sound, touch, or sight in an extremely subtle
manner (Hard to Extremely Hard Perception). For example: a faint whitf
of perfume, soft rustling of leaves, a slight haziness, or a breath of fresh air.
3—Olfactory Spirit Manifestation (F) When cast upon a spirit, this spell
confers an obviously perceptible manifestation in the form of an odor. The
smell will assume any intensity desired, from faint 1o overpowering. Note
that the ador cannot cause sutfocation or do damage (although nausea is
possible).

4—Analyze Manifest Spirit (I) This allows the caster to identify any
manifest spirit with regard to which manifestation spells are acting upon it.
the spirit’s general type, approximate level, and taint due to manifestation.
S—Audible Spirit Manifestation (F) Castupon a spirit, this spell confers
an obviously perceptible manifestation in the form of a sound or scries of
Sounds (such as speaking). The sound may vary in intensity from very quiet
to loud-pitched screams. The sound cannot cause damage.

6—Dispel Manifestation (F) Caster strips a spirit of its manifestation(s)
for the duration, rendering it insubstantial and unable to interact with the
material world (other than through a Will Contest). The spirit receives a
RR.

7—Visible Spirit Manifestation {F) Casi upon a spiril, this spell confers
an obviously perceptible manifestation of visible form/shape. The spirit
may appear transparent, hazy, or solid and assume any color(s) desired,
Despite a visible form, it will not feel substantial unless the appropriate
manifestation spellisactive. The size of avisible manifestation is dependent
on the spirit’s level (GM’s discretion).

8—Prolong 1 (F) This spell extends the duration of any current spirit
manifestation(s). This spell must be cast after the desired Manifest Spirit
spell.

9—Tactile Spirit Manifestation {F) Cast upon a spirit, this spell confers
an obviously tactile manifestation which is perceptible through touch. &
spirit may feel sotid, hot, cold, slimy, damp, etc. Note that this spel] permits
a spirit to physically attack an opponent, dependent on the spirit’s lcvel
(GM discretion).

10—Manifestation I (F) This spell enables a spirit to exhibit any two
mapifestations desired (smell, sound, sight, touch) for the duration of the
spell.r

L1—Prolong I1 (F) As Profong I, except for duration.

12—Dispel Manifestation True (F) Caster permanently strips a spirit of
any manifestatons, rendering it insubstantial and unable to interact with
the material world {other than through a Will Comtest). The spint receives
aRR.

13—Contingency Manifestation (FP) Upon casting this spell and any
other Spirit Manifestation spell from this list, the caster sets up conditions
that will activate the manifestation. The destred manifestation will occur
only when those conditions have been met. For example, the Shaman may
decide that his bound Spirit of Fear will emit a loud moaning and manifest
a chill upon contact with an intruder. He would first cast Contingency
Manifestation followed by Manifesiation Ii. The spirit may not assume any
other manifestations while this spell remains in effect.

14—Prolong IIL (F) As Prolong I. except for duration.

15—Manifestation 11 (F) As Manifestation |, except that any three
manifestations are possible.

20—Animal Manifestation (F) Thus spell permits the spirit to assume the
physical form of any one animal desired, including its smell, sound,
appearance and feel. Such a manifested spirit need not eat/drink/breathe,
nor does it suffer from exhaustion/disease. It acquires the physical attacks
and artributes of that animal. In this form, the spirit may be harmed by
normal weapons or spells. Although the spirit manifests an animal formn, it
relains its own nature, Will, and intelligence, if any. (Because of this, the
GM may rule that the manifestation should not conflict with the spirit’s
nature.) After the spell’s duration, it reverts to a totally non-corporeal
entity. Of all manifestation spells, this type confers enhanced physical
existence to the spirit, and therefore will cause the greatest taint.
25—Beast Manifestation (F) As Animal Manifestation, except the spirit
assumes the physical form of a beast or monster. The manifested spirit
acquires the physical attributes of the beast, but not its magical properties,
30—Spirit Manifestation True (F) As Beasr Manifestarion, except the
spirit assumes all physical attributes of any object/being, including limited
magical properties (GM's discretion). The spirit would retain its own
nature, witl and intelligence (although in a terribly tainted state).
50—Permanent Manifestation (F) This spell enables a spirit to
permanently manifest itself in whatever manner is desired. It must be cast
after the appropriate Spirit Manifestation spells. Note that this spell cannot
function as a resurrection; the spirit is not truly alive, but more akin to the
“living dead™,




CORROSION MASTERY (7.6.4)
LVIL MAGICIAN BASE

Note: Rules fur hundling the effeces of trevwn viuls of avid can be found in
Section 35 For the effects of strucrural damage, refer 1 the Marerialy
futegrity rules. Secrion 0.2, Normally, one ownce of acid will coverigffect
one yquare fool,

Aren of

Effect Duration Range
1 -Create Acid | 1 ounce/lvl 1 min/lvl I
2
-
d-Acid Wall 1= t0'x1’ 1 rd/lvl 100
5-Create Acid 11 1 ounceflv| 1 min/lv] I’
6-Resist Acid | target I rad/lvl touch
7-Acid Bolt | target - 100
R-Acid Ball I0’R - 100
9—Cloud of Corrosion 10°R 6 mds 100
{(—~Create Acid 111 1 ounce/tv| | min/lvl '
I 1~Acid Bolt | target - 200
12-Greater Acid Wall 10°x10"x b 1 rnd/ivl 100°
13-Acid Ball 20°R . 100
14—
15—Create Acid IV T ounce/lvl 1 min/lv] 1'
16-Cloud of Destruction 10°R. 10 mads {003
17-Acid Armmor | target | md/iv] touch
18-Acid Bolt 1 target - 3000
19-Acid Ball 'R - 100
20Create Acid ¥ 1 ounce/lvl 1 min/lvl '
25-Triad Acid Bolt Mo - 100
30-Cleud of Doom 5'R/lvl 6 mds 1O
40~Cloud of Annihilation 5/IvIR 10 rnds 100
SO-Imnyunity 1 target I rnd/lv] touch

1—Create Acid 1 (E) Caster may converl pure walcr into an acid capable
of delivering ‘A" Acid criticals. Caster can create one ounce per level. Acid
delivers 10 structural hits per minute of exposure.
4—Acid Wall (E} Caster creates a wall of acid mist. Creatures passing
through the wall take an "A’ Acid critical. Wall delivers 35 structural hits,
5—Create Acid IT (E) Caster may tum pure water into a sirong acid,
capable of delivering "B” Acid criticals, and delivering 20 structural hits per
minute of exposure.
6~~Resist Acid (1)) The recipient of this spell gains +20 1o ail RRs vs. acid,
and a +20 bonus vs. ull acid-based attacks.
7—Acid Bolt (E) A bolt of acid is shot from the caster's palm. Attack is
resolved on the #ire Bolf attack table, delivering Acid criticals.
8—Acid Ball (E} A bull of ucid is shot from the caster’s palm. Attack is
resolved on the Firehgll attack table, delivering Acid criticals.
9—Cloud of Corrosion (E) Creates a 10°R cloud of acidic vapor which
delivers a ‘C" Acid critical on 15t and 2nd rounds, a ‘B’ on round 3 and 4,
and an "A’ on rounds 5 and 6—1t drifts with the wind and affects all in
radius. The cloud takes one round ta form, so anyone in the radius when it
is cast may make an maneuver 1o move out of the radius without taking a
critical; however, after that anyone within the radius at any time in the
raund takes the critical indicated (a maximum of oiie per round).
10—Create Acid 111 (E) Caster may turn pure water into a streng acid,
capable of delivering 'C” Acid criticals, and and deivering 30 structural
hits per minute of exposure,

11-—Acid Bolt (E) As above, cxcept range is 200",

12—Greater Acid Wall{E) As Acid Wall. except targets passing through
the wall take a 'C” Acid critical.

13—Acid Ball (E) As above, except arca is 20 radius.

15—Create Acid IV (E} Caster May turn pure water indo a strong acid,
capable of delivering *D* Acid criticals, and and delivering 40 structural
hits per minute of exposure.

16—Cloud of Destruction (E) As Cloud of Corrosion, except duration is
10 mds, and the cloud delivers an ‘E' Acid critical on the [st and 2nd
vounds, 4 ‘D" on rounds 3 and 4, # *C" on rounds 5 and 6, a 'B’ on rounds
7and 8, and an “A" on rounds 9 and 10,

F7—Acid Armor (D} As Resisi Acid, except 1t also reduces all acid
concussion hits by 1/2, and all Acid critical strikes are reduced by one
degree of severity.

18—Avcid Bolt 300’ (E) As above, except range is 300",

19—Acid Ball (E) As above, except radius is 30

20—Create Acid V (E) Caster may turn pure water intoa devastating acid,
capable of delivering 'E’ Acid criticals, and and delivering 50 structaral
hits per minute of exposure,

25—Triad Acid Bolt (E) Three bolts of acid are shot from the caster's
palm. They can strike up to 3 ditferent targets within 60° of each other (must
be in ficld of view of the caster). Caster’s directed spell bonuses can only
apply 1¢ one of the attacks,

30—Cloud of Dyom (E) As Cloud of Corrosion, excepl area is 5'flevel
radius.

40—Cloud of Annihilation {E) As Cloud of Destruction, exceptareais 5'f
level radius.,

S0—Immunity (D) The recipient of this spell is immune 10 the effects of
all acids for its duration.
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PROFESSIONAL
GUILDS

Professional Guild Lists are utilitarian spell lists which have been
developed specifically for a professional societies and their members such
as carpenters, masons, or glassblowers. The effects within them are
gathered Jrom many sources and realms, and are intended 10 be a
guildsman’s magical “tootbox”, rather than a scholarly treatise on a
single magical concept. The procedures for learning and using these lists
are somewhat different from the techniques used by pure and semi-speil
users of the three realms of magic (Channeling, Essence & Menalism) in
that the cost for learning them is |1* for all professions, with the exceprion
of non-spell users. who may learn them at a cost of 3/%, Ail lists are learned
as if they were Open lists (for 'pick’ determinations).

FISHERMAN'S WAY (7.7.1)
PROFESSIONAL GUILD LIST

Area of
Effect Duration Range
1-Avoid Weather self C 20miR
2-Purify Seawater ! palflvl touch
3-Net Clean 1 net - touch
4-Cait Catch I v - I miR
5-Clean Catch caich C touch
l 6-Net/Trap Repair 1 net P touch
7-5chool Search | 1 group C I miflvi R
8-Remove Water water C 20
8-Call Catch I1 \% - 5miR
10-Minor Boat Repair 1 boat p 10
11-Net 1 net C 50
12-School Search 11 1 group C SmijIviR
13-Avoid Shallows ImiR C self
14-Cali Catch True v - 10miR
15-Greater Boat Repair 1 boat P 20
20-True Net 1 net C 500
l 25-Home Port self self
30-Boat Repair True 1 boat P AW
50-Blessing caster & ship 1 day self
I 1 —Avoid Weather (D) As long as caster concentrates, he witl know where

dangerous weather lies and thus be able to avoid it. This spell will only
detect weather capable of placing a vessel and its crew in great danger,
Common rain or gusty winds will not be detectable.

I—PurHy Seawater (F) Purifies one galton of water per level of caster,
making it suitable for drinking and cooking.

3—Net Clean (F) Thoroughly cleans one net that is no larger than 5 times
the caster's level in square yards, The net is cleaned of seaweed, fish, etc,
This spell wifl not clean magical nets or those made with extraordinary
materials (e.g., Phase Spider silk).

4—Call Catch I (F) Caster concentrates on the type of sea life he wishes
1o carch, and then casts this spell. If any such creatares are within range of
this spell, then they will come to the caster at their normal rate.
5—Clean Catch {F) Enables caster ta skin and remove the entrails and
bones from any fish touched.

5—-Net./Trap Repair (F) Will restore traps and nets to working order. Only
9ne net/irap can be repaired per spell. Only simple repairs are possible; for
badly damaged objects more than one Net/Trap Repair may have to be
. thrown, This spell will not effect magical nets or traps or those made with

eXiraordinary materials, ¢.g., mithril.

7—School Search I (I} Caster is able to get a direction to any specific
Eroup of sea life that he is concentrating on as long as it is within the sange

l of this spell.

8—Remove Water (F} Caster can remove from his ship one gallon of
water per level per second. The water is teleported 5¢' away in a direction
and 10 a location of the caster™s choosing.

9—Call Catch II (F) As Call Carch |, except for increased range and up
to two types of sea life can be chosen.

10—Minor Boat Repair (F) Caster ean make minor repairs to a vessel, A
small hole in the huil could be repaired, or a smalt rip in a sail could be
mended. This spelk will noteffect magical items or those which are built of
extraordinary materials (as a general rule, no rip or crack longer than the
caster’s level in inches may be affected. Likewise, no hole with & diameter
greater than 1/3 the caster’s level may be mended).

11—Net (F) Caster creates a net of magical force with dimensions equal
10 5 sq yd/lvl. It will function in all respects as a normal net except it will
only catch fish and avoid all other free floating/swimming material.
12—School Search 1L (I) As Schaol Search |, except for increased range.
13—Avoid Shallows (I} As long as the caster concentrates, he will be
aware of dangerous shallow waters and thus able to avoid them,
14—Call Catch True (F) As Call Catchl, except for increased range and
up to three types of sea life can be chosen.

15—Greater Boat Repair (F} As Minor Boar Repair, except that more
severe damage can be mended, Complete hull planks may be restored and
severely ripped/weathered/burmnt/etc. sails may be repaired.

20——True Net (F) As Net, except dimensions are up to 25 sq yd/tv and it
can be created to catch only one type of fish, allowing al! others 1o pass
through freety.

25—Home Port (IF} When the caster wishes to set sil for home he can
cast this spell and never miss. After casting this spell, the wind in the
vicinity will change direction and guide the ship back to the caster’s chosen
home port,

30—Boat Repair True (F) As Minor Boat Repair, except that all that is
required is at least a third of the originat vessel for it to be fully restored,
Note: A third of the sails, rigging, etc. would aiso have to be present for
them to be restored.

50—Blessing (U) Caster calls to the powers of the sea for a good day with
1o mishaps. If the powers agree (the caster will not know one way or the
other) the caster and his ship will experience perfect weather, fishing, and
no piracy or mutiny,




PIRATE'S WAY (7.7.2)
PROFESSIONAL GUILD LIST

Area of

Effect Duration Range
1~-Avoid Weather self C 20miR
2-Sail Repair 1 sail P 10
3-Boat Repair 1 boat P ey
4-Stabilize 1 boat C 1 boat
5-Steam Bolt 1O 1 target - 100°
6-Ship Shield 1 boat C 1 boat
T-Water Walt body of water & 300°
8-Water Running | target 1 rnd/fivl 10
9-Summon Sea Life sea life C ImiR
10-Silent Runming | boat C | boat
11-Steam Bolt 3 1 target - 3007
12-Clear/Call Fog 300ydR C v
13-Steam Ball 10'R 10" R - 100
14-Unwood 100 ¢u f - 100°
15-Vessel Radar self C 20mi R
| 6-Wave I wave - 100°
17-Control Sea Life sea life C 100" R
1 8-Steam Bolt 500" 1 target - 500
19-Mass Water Running [ target/lvl | md/Iv! 10
20~-Calm Sca 100 yds/lvlR C 1000°R
25-Ship Cloak 1 boat 1 minflvl 100"
30-Vessel Radar True self e 50miR
50-Sea Master 1 boat 1 hr/lvi 1 boat

1—Avoid Weather (1) As long as caster concentrates, he witl know where
dangerous weather lies and thus be able to avoid it. This spell will only
detect weather capable of placing a vessel and its crew in great danger.
Common rain or gusty winds will not be detectable.

2—Sail Repair (F) Will repair one sail. This spell will not affect magical
items or those which are built of extraordinary materials (as a general rule,
ne rip longer than the caster's level in inches may be effected. Likewise, no
hole with a diameter greater than /3 the caster’s level may be mended).
3—Boat Repair (F) Caster can make minor repairs to a vessel. A small
hole in the hult could be repaired. This spell will not effect magical items
or thuse which are built of extraordinary matenals {as a general rule: no
crack tonger than the caster’s level in inches may be affected. Likewise. no
hole with a diameter greater than 1/3 the caster’s level may be mended.)
4—Stabilize (F} Caster can mininuze the shifiing of a beat upon the water
by 5% per level. Exceptionally strong waves or even a storm will subtract
a substantial amount from a caster's ability to stabilize a craft.
5—Steam Bolt 100" (E) Caster releases a bolt of elementat steam which
strikes fordamage determined on the Netherbolttable, but Heat criticals are
used instead of Disruption criticals.

6—Ship Shield (F) Castercreates a shimmering field of protection arcuntd
a ship which gives it a +30 bonus vs, all attacks.

7—Water Wall (K) Creates a wall of water with dimensions 3'x3"x1". The
dimensions can be increased by one fool for every additional power point
invested, Each additional point can increase cither the length, depth or
height. (Additional PP can be added while concentrating.)
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8—Water Running (F) Target can run on reasonably calm waters as if he
were on level ground. If the water surface is turbulent, &« Medium (+0
maneuver roll must be made every round the target moves,
9—Summon Sea Life (F) Summons all sea life within runge. Those
effected will travel toward the caster at their best possible speed and begin
concentrating in the area of the caster,

[0—Silent Running (F) Completely silences all noise aboard and around
the entire ship. No verbal communication is possible, und some spell
casting may be at a penalty.

11—Steam Bolt 300" (E) As Steam Bolt 100, except for range.
12—Clear/Call Fog (E) Creatcs or clears an area of dense fog. Initial
visibility is 30" and the effected arca is a 300 yd radius. Visibility can be
decreased by one foot for every additional power point expended, and the
arca of effect can be increased by one yard for every three power points
expended. (Additional PP can be added while concentrating.)
13—Steam Ball 10" R (E) Caster creates a 17 ball of steam which travels
toward the target and explodesina 10' R areadelivering damage determined
on the Nether Ball table. Substitute Heat for Disruption criticals.
14—Unwood (F) Disintegrates 100 cu’ ft of wood.

15—Vessel Radar (I) Caster is aware of any target larger than a small boal
onthe surface of the water, With aspell mastery skill rof), hc may dclerminel

its direction and speed.

16—Wave (F) Creates a wave moving away from the caster: wave is
initially 1" high per level in the center and 10" wide per level, Anything hil
by the wave receives an ‘A’ Impact critical. The dimensions of the wave
can be increased as per Cleqr/Call Fog. Criticals can be increased by 0nc|
level for each additional 16 PPs,

17—Control Sea Life (F) Caster can control any indigenous sea lite in the
area, Caster cannot make the sea life do anything that it cannot normally do.
The general scope of this spell would allow the caster 10 induce a normally
passive species to become agpressive.

18—Steam Bolt 500" (E) As Steam Bolt 100, except for range.

19—Mass Water Running (F) As Water Running, except a number of
targets equal to the caster’s level can be affected.

20—Calm Sea (Fy Calms a body of wuter (usually the ocean or sea - GM's
discretion) to glass smoothness. Areaof effectcan be increased by 10 yards
radius for forevery additional 5 PP expended. (Additional PP can be added
while concentrating.}

25—Ship Cloak (F) Renders the target vessel invisible, including the area
of disptaced water below it und the wake behind it. Any violententry or exit
from the ship will cancel the eflect.

30—Vessel Radar True (1) Caster is aware of any target larger than a small
boat vn the surface of the water or up 10 300" above it or below it. Caster can
discern the speed. altitude or depth as well as direction of any target he
concentrates on for one round.

50—Sea Master (F) Target vessel can, by the will of the caster, travel
above or below the waves of the ocean/sea. While traveling below the
waves, a small environment is created to sustain one man for every level
of the caster. The ship may dive no further than three times the level of the
caster in teet. I flying, the ship must remnain over the ocean/sea. It cannel
fly any higher than three times the level of the caster in feel.




G LASS MASTERY (7 7.3) 13—Harden (F) Imparts greater structural integrity to glass. Hardened
glass is capable of withstanding 10 times the concussion hits it would
l PROFESSIONAL GUILD LIST normally have (see Section 6.2).
14—TFuse {F} By running his finger along a joint between two pieces of
Area of . glass, caster can fuse them together into a single piece without the
Effect Dauration Range application of heat.
l 1-Work Glass 1 ew/Ivi 24 hr toueh 15—S8lag (F) Caster can cause silicates within the range of this spell to
2-Tint area touched P 1 instantly slag into a molien mass.
3-Polish RIEd tolufched i - i toulcfh 20—Cocoon (F) Target must resist or become wrapped in extremely
4-Heat Resistance | i o | m;:/lv 3¢ " strong, fine tendrils of glass. Escape (shattering the filaments) requires an
I 5-Purify Silicates cu'flv : loue Extremely Hard (-30) maneuver, modified by St. Note: This spell does nor
&-Fumace 10cu’ | min/lv] §' actually create glass from nothing; caster must have I ounce aof glass on
7-Filament 1ft/vl P touch his person for this spell to function.
8-Etch area touched P touch 25—Shardspray (E) A red-hot spray of razor-sharp glass fragments
9-Plane _ area touched P touch sprays outward from the caster’s hand. Attack is resolved on the fce Bolt
10-Heat Resistance 11 self | min/Ivl self table, delivering shrapnel (primary) and heat (secondary) criticals. Note:
lass Bolt 1 target - 5 ft/lvl This speli does not aciually create glass from nothing,: caster must kave |
11-G g &
—Temper Feuw/ivl P touch ounce of glass on his person for this spell 1o function,
i2 pe P
13-Harden Tew/ivl P touch 30—Slag True (F) As Slag, except for area of affect.
14-Fuse area touched £ touch 50—Glass Mastery (F) Caster may utilize one of the lower level spelis on
15-Slag 1 cu’/lvl £ 10 this list each round.
20-Cocoon 1 target 1 min/lv] 100
25-Shardspray 1 target 3 57! SURGEON'S GUI DE (7.7 4)
30-Slag True 10 cu'/lvi ' 100 ] e
l 50-Glass Mastery - self I md/iv] self PROFESSIONAL GUILD LIST
1—Work Glass (F) Allows casler to work with non-magical glass. AErl'?'a ‘:f sl B
2—Tint (F) Allows caster to magicaily tint glass the cotor(s) of his choice ‘ . b3 HEANON ange
while glass is molten. Any color or combination of colors of any desired I-Diagnosis | target . touch
depth or intensity may be sclected. 2-Preserve I target 1 day/lvl touch
3—Polish (F) Allows caster to precisely polish any glass surface (to 3:8“510" : target : :rﬂv: touclr:
tolerances suitable for lenses and other sensitive applications) simply by osure farges wiky 1oue
running his hands over it 5-Relicve Shock I target - touch
I 4—Heat Resistance I (D) Allows caster to work exposed 1o the extreme 6-Blood H? t target - touch
heat of a glass furnace more safely and comfortably, protecting him against 7—Transfu_s:0_n | target ¥ touch
natuzal heat to 500°. 8—Rcsuscitation 1 target - touch
5—Purify Silicates (F) This spell causes the raw silicates {usually sand) S-Remove Cgan 1 Sacgor ! hrﬂ\{! e
; : P - 10-—Phase Surgery | target 1 hr/lvl touch
used in glassworking te be cleansed of all naturally occurring impurities, -
allowing glass made from these materials to be perfectly crystal clear. 11-Purify Blood | target § teuch
6—Furnace (F) Caster can hear avolume of glassupto | Ibflevel sufficient }E—E]md Sul)pf » : targ'et Ll touc::
l towork itasif itwere fresh from a fumace. Note: The exireme hear generated ]Z_;Aemo;e mleghon I Harget ) h_l | much
by this spell can easily start fires if sufficient care in chnasing the location Nesthesia target /v toug
5ol faken - i 5—Pscudo-organ | target 1 day/Iv touch
T—Filament (F) Allows caster to draw glass into a single thin filament 20-Transplant 2 targets : touch
' which retains all the structural resilience of the “parent” glass (i.c., such | 25-Suspended Animation 1 target | wk/ivl touch
magically created filaments would ‘E)e much stronger and more resistant to 30_Resuscitation True 1 target : touch
damage than a simple heat-drawn fiber). 20— Sureeon wlf 1 heflo] elf
8—Etch (F) Allows caster toetch glass (producing patterns normally only £ s -
vpv(?:;]b}:eby lhcus_c of various corrosive acids and otherdangerous chemicals) 1—Diagnosis (FT) Locates the cause of any natural malady. Unnatural
tth the np of his finger. maladies receive a RR.
9:Plane (F) Allows caster (o form glass into a perfectly smooth plane 2—Preserve (F) Preserve perfectly, for the duration of this spell, any
l ng_cl glass), \c\:‘l[h tolerances equal to thosg produced by the Polish spél]). living tissue which is not receiving support from a living host,
Heal Resistance 11 (D) As fear Resistance I, except protects against 3—Incision (F) Creates aclean incision into living material a predetermined
@i natural extremes of heat: allows molten glass 1o be worked with the length and depth. Incision wilt not bleed for the duration of the spell
<aster’s b ) ’ s . ' .
1 L e s : , 4—Closure (FH) Closes any one frcision. Will not leave a scar, Heals at
1—Glass Bolt (E) A bolt of white-hot glass is shot from the caster’s patm. doublenoialrate
Attack is resolved on the Jee Boit table, delivering impact (primary} and ’

5—Relieve Shock (FH) Negates the effects of shock due to sudden and

from nothing; caster must have | gm of glass on his person. massive injury, Besmres an\a! hczu'lt rale, breathing and respiration, etc.,
12—Temper (F) Imparts terrific heat resistance to glass. Tempered glass 6_’3}00‘1 ID.”" I) Determines target's blood rype and blood health,

45 its melting point doubled. T—Transfusion (F) Creates channel by which blood can be removed from

ote organism and placed into another. This spelt will not remove more

bload than can be safely tolerated by the donor. Bloods must be compatible.

l See Blood 1D.
| l

heat {secondary) criticals. Note: This spell does not actually creare glass




—Resuscitation (FH) Caster revives patientafier sudden lapse in badily
functions due o drowning, heart altack, shock, ete. Patient’s badily
functions cannet have besn fapsed for more than 1 min/lvl of the caster.
Body must have proper atiention and causes of lapse must be rentoved.
9—Remove Orpan (F) Caster can remove any organ without causing itor
the patient any harm and keep it in good condition for pessible transplant,
facision must be used inconjunction with this speli.

10—Phase Surgery {Fj Caster causes patient to beeame transparent aind
insubstantial, Caster can then concenlrate on the system of the patiem
which he desires te work with. Caster cun then imbed his hands inside of
the patient, without causing any harm, and perfornn minor surgery of
remove alien objects, Caster cimuse any required wols orspells. Spell only
affects living tissue.

1 1—Purify Blood (FH) Casier cleanses the blood of any one being,
Rermoves poisons, infection and waste. Extraordinary toxins receive a RR.
12—Blood Stop (F) Al blood in patient completzly stops flowing. Blood
will not clot and continues to service the body as b it were flowing
naturally. Blood must be Purified immediaely alierwards.

13—Remove Infection (FH} Removes naturally caused mlection. Other
1ypes of infection receive a RR.

14—Anesthesia (F) Completely numbs a patient tor surgical procedures.
Does not render patient unconsclous.

15—Pseudo-organ (F} Caster creates an artiticia) organ of simiiar tissue
fram the targer’s body which will carry our the normad functions of the
damaged organ that it replaces.

20—Transplant (F) Caster can transplant any argan from one body to
another without physical surgery. Target body must either have a pseudo-
organ or be without the organ that 1y being trunsplanted.
25—Kuspended Animation (F} Caster suspends all Iire pracesses of
patient. Body is perfecily preserved.

M—Resuscitation True (FH) As Resicsentation exce ptthe duration of the
Lupse cun be up 1o 5 minutes per level of the caster,

S0—Surgeon L) Caster mity use lower level spells from this List onee per

round.

7.8 SPECIAL LISTS

COMBAT LINK (7.8.1)
SPECIAL

Note: Combar Link could he used in one forns or ancilier by aoy arcane
fighitng order. 1t conhd also be wsed by w nen-mogical fighting order,
Hheowgh wtifczation of vicials or magiead et Phe it woarld vary from
cveder o order depending an the purpose and endlond of Hre orgsanization
A frehidag sovicty composed primarily of worrios mages gl have niore
spells dealing with coordinating elemental magic. A non-magical arder
weneled wat fiave any spelfs dealing with slered or coardinated wagio fxieh
ax Marea Link, Spell Range Link, or Link Concenirate). bt niight insread
have thase spells replaced by spefls pertulning (o thelr order’s goals. An
cxomple ofan assasson clun’s possible modifications to the list is included
teritlustrate this.

{tisassumed that at least orne nrember af each tean iy aldle tose this ise,
Inat maeyaf the st s spedls couwdd be cast onthe teanr and uctivated ata laier
time. Non-magical frehting orders or ordervs with large nunbers of non-
spell casters world alsa have Bonding spells cast on all memhbers, as part
of their entry into the grder. This st wonld never be shared with a won-
member, and penaltios wauld be harsh o any non-memberswho semehow
vained aecess teran ovder s st

Fhis spefl list is sihtle but poveerful Lnagine assassioy or wareionrs that
never talk, inever aNss a step, or even glance o see where cack other are
Iewondd he a very frighting thing 1o see such o group wmoving in pertect
sttent deadly coordination,

Note: Spells marked "A" reguire the Link spell o be active.

Area of

Effect Duration Range
1-Link & targels 1) min/lv] touch
2. Position Sense A target 10 min/lvl link
3-Fae Sense A I target 10 min/lvl link
d-Mana Link A Larget 10 min/lvl link
A Mind Link A 1 Larget IRIRTITE VA2 link
=Lk Store A tarpet 1 hr/lvl link
7-Vision Link A I targel 10 nrin/Ivi linth
S=Spell Range Link & 1 targel 16 mm/Iv] link
Y leader A I target [NERTHTIFA R lintk
10-Batde Link Olargels 1O m/Ivl link
L1-Coordination I A O lurgets L min/lvl link
12=-Teambaond 1 target permanent touch
13-Link Concentrite A f largels 1 min/lv] link
l4-Long Link A | target 10 minflvl 500711
15-Spirit Link | & b targets 1 minylvl link
16—

F-Coordinution 11 A 6 tarpety L orndavl link
18- Spell Spread A 6 targets 1 rdfvi link
19-Linkup I A O targets 10 n/Ivl link
20-Extend Link [ A 6 largels 1 hrfivl link
25-Bonding 1 target [RSHTHS touch
30-Linkup 1L A 6 targels Yy min/lvl link
35-Extend Link [T A 6 targets 1 hrfiv] link
40)-Coordination [f1 A O targets I /vl link
45.-Spirit Link 1T A 6 targets 1 min/lvl link

| S0-Master Link self L me/iv] link

1—Link (UM) Pravides the basic link that allows largets to nentally join l
torether for the purpose of utilizing ligher tevel speils on s lest Al
argers mwst be part of wtewmn as dedined nnder thwe Teambond or Bonding
spebl. No more than six targets can be Hnked together mte aicam, This spelt
fuis s range of 10 per vl of the custer between teanumates (e, i te caster
o tenth level snd the team s moving down aad [0 apart the fistis o
comtact with the listeven though they wre separated by 600, This s known
asbeing i link range. i memberisoutaade ob ik ringeomost ol the spells
on this dist sl stop work ing uniel be s once again within hok vnsge.
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2—Position Sense (UI) This spell allows each ttammaie to tell the current
posiu'on of each of his teammates within link range. If he is out of link
range, he can tell in which direction the rest of his team is as long as they
arc no farther away than | mile per level of the caster.

3—Foe Sense (UMI) This spell provides the target, in the form of a sixth
sense, the rough position (range and direction) of all active enemies. This
will halve any penalties for being at a disadvantage due to being unable to
see the target, This knowledge is limited to those the rest of his team
considers as “foes,” and to what his team can sense {e.g., if one of the team
can see in the dark, then whatever he can see will be sensed by the rest of
his team). Even targets behind or out of sight of a team member can be
sensed if another teammate can see them.

4—Mana Link (UF) Allows the target to share his power points with the
rest of his teammates if they share a realm of magic.

§—Mind Link (U) Target can communicate with the rest of his team using
telepathy. While much faster than normal speech, it only gives surface
thoughts and images. This can be a broadcast mode, shared with the entire
team, or an intimate mode, shared with a single member.

6—Link Store {U) This speil will hold or store any or all of the first ten
spells of this list for the duration of this spell or until released. The caster
need only cast Link Srore and then any of the first ten spells of this list he
wishes to store. Only one Link Store can be on a team member at one time.
7—Vision Link (U) For the duration of the spell the team member can see
from the viewpoint of any one of his teammates by merely concentrating.
§—Spell Range Link (U) This spellsatlow the target tocast aspell through
the link {ignoring normal range and sight rules) onto the other members of
the team. This even includes “touch” spells (e.g., the target can cast a touch
spell through the link 1o a teammate, cven if is tcammate is 30" away and
out of his sight). Note: Spells with a range of “self” cannot have their
ranges extended in this fushion.

9—Leader (U) Target 1s now team leader of the team. Only one member
of a team may be team leader at one time. He can drop any member from
the team link including himself at will. He also knows the physical and
mental condition of all team members (gooed, fair, bad, controlicd,
unconscious, or dead) at all times.

10—RBattle Link (UMI) This spell will Link all members of a team and
provide Position Sense, Foe Sense. and Mind Link 1o all members.
11—Coordination I (U) While under the effects of this spell all team
members actions will be coordinated with each other. This allows the team
loattack and mancuver together without getting in each other’s way. Any
lime any part of the team attacks the same target, they each get +5 OB bonus
for each team member {e.g., it three team members attacked the same
target, they would all get a +15 ro OBs vs. that target),

12—Teambond (Uj) Target becomes bonded to a predefined team. He can
then be linked to the rest of his team with the Link spell. The hour long ritual
requires at least one other member of the team to be a part of it.
13—Link Concentrate (U} One concentration spell may b shared by the
team, Caster decides who receives the effect of the spell, and because it is
shared by the tcam, no one has to concentrate on the spell, Only one Link
Concentrate can be in effect at one time and each round the caster may
thoose a new team member to receive the effects of the spell.

M"‘Lm'sg Link (U) This spell extends the link range for one team member

10 500" per level of the caster. This would allow a long range scout or
observer.

15—Spirit Link T (U) This spell links the spirits of the team together,
forming a stronger whole. The team receives a bonus of +5 for each
member, within link range. to RRs vs. soul destruction (e.g., Absolusion).
mind controls, psionics, and fear attacks, 1f a team member is slain, then all
SUrviving members are stunned for one round.
!7*'C00rdinatiun 11 (U) As Coordination I, except the icam coordination
510 such a point that the team acts with the reflexes of the fastest team
member, The quickest team member's stat is used to determine the teams
Overall initiative (e.g., if the fastest team member has a 96 quickness, then
il '°af_l1 members act as if they had a 96 quickness for purposes of
":cmﬂmning initiative only). If one team member is hasted, then the rest of
eam will attack when he makes his first action, but non-hasted
Members still only get one action per round.

18—Speli Spread (UF) The team can now share the effects of a spell, Any
non-attack spell with a duration other than “instantaneous™ and a range
other than “self™ can be divided up among the team, The spell’s duration
is divided by the number of team members (e.g.. if a spell has a duration of
20 minutes and the team has five members, then the spell will affect all five
members for a duration of four minutes). Note: Ar the end of Spell Spread,
the affected spell also drops, even if it has a longer duration. Spell Spread
cannot have its duration increased by any extension spells (Cf. Spell
Enhancement).

19—Linkup I (U) This spell links up to six teams together for the purposes
of Position Sense and Foe Sense only. The leader is also in mind hink with
the leaders of the otherteams with a link range of 5’ per level of the caster,
20—Extend Link T (U} Extends all of the first ten spells of this list on all
team members to 1 hr/lvl. This spell is not compatible with other forms of
extension spells, -

25—Bonding (U) Bonds target tothe organization and creates a permanent
Link spell tying him to all other members of his organization. Unlike
Teambond, the target can form ateam with any member of the organization,
not just his teammates. There is no limit to the size of the organization, but
no more than six can form a single team. Also, the target can activate Barrle
Link for a duration of one hour per day. Bonding needs some form of focus,
such as a ring, a tattoo or something to symbolize the membership to the
organization. If the focus is destroyed, the Bonding is disrupted until anew
focus 1s made. The act of casting Bonding on a member is often the final
membership ritual of some arcane and mystic fighting orders,
30—Linkup II (U) As Linkup f, excepl up to six groups of six teams can
now be linked for the purposes of Pasitian Sense and Foe Sense. One leader
from each group is linked to one leader from each of the other groups, with
a link range of 500" per level of the caster.

35-—Extend Link H (U) Extends all of the first ten spells of this list on all
team members to 1 day/lvl. Note: This spell cannor have its duration
Increased by any of the Extension spells (e.g., Spell Enhancement).
40—Coordination HI (U) As Coordination [f, except the OB bonus is
now +10 per attacking team member, and the tearn also gains +5 to directed
spell attacks per attacking team member.
45—8pirit Link II (U} As Spirir Link I, except the bonus is +10 per
member in link range.

50—Master Link (U) One spell from this list (except Bonding) can be cast
each round.

ALTERNATE SPELLS FOR HAND OF DARKNESS:

Example: The clan of assassins known as Hand of Darkness is an old
andwell-established organization of about fifty active members. They
officially don't care who they work for, as long as the price is right.
They have a deep and long standing informational network that is
generally unaware of who they report to. Members are assassins
trained from birth. The clan performs many missions besides
assassinations, but no maiter what type of mission is being performed,
they never aliow a member to be taken alive. The Hand has afearsome
reputation of deadliness, complete neutrality, and the ability to strike
anywhere. The clan is secretly controlled by a powerful mage, who
grows ever more powerful from the money and information gathered
bythe Handwhile doing business. Heusesamagic itemto communicate
with the clan and to cast the Link rituals. The various Link spells are
caston the assassin teambefore they leave ona mission. The assassins
never work alone, although often only one assassin will perform the
actual object of the mission. The maximum number of members in a
ream is five.

4-—Blacks (E}D: 10min/lvl As Shadow on the [llusionist Base list Guises.
Caster and objects on his person appear to be a shadow, and thus are almost
invisible in dark areas {in many situations this could be handled with a
stalk/hide bonus between 25 and 75).

8—Link Merge (UM) R: Link D: 10 min/lvi The team’s link now acts
to merge their presence, speech, and mental pattemms. This makes it
extremely difficult to tell the team apart. Most spells such as Mind Store
will not work. Note: Mind Link must also be active.




13—Trace (IM) R: 10 miles/lvi D: 24 hr/lvl Caster knows the range and
direction of the any team that the caster has cast Link on. This speil works
even if the Link spell is currently stored, This spell effects self, has a
duration of 24 hours per level, and has a range of |0 miles per level.
16—Link Store 1 (IM) As Link Store, except duration is 24 hours per
level, and up to 20th Ivl spell can be stored.

18—Misfeel Mask (P) R: Link D: 24 hr/lvl Target has a mental mask that
will give a false predetermined class and level to any informational spell
that fails to resists this spell. This spell lasts until target actives any other
spell on this Jist except Link Store 11

50—Fist of Darkness (F) R: Touch D: 24 hr/lvl The team is merged into
asingle entity. All members are aware of what is going on around them, but
only one memberis physically there. The active team member can use only
what he was carrying at a the time of the ritual. Anything picked up
afterwards is left in the possession of the next active member. At the stast
of each round, the team can change the active member with no loss of time.
The active member will be in whatever shape he was whenever he was last
active. Any wounds, rounds of stun, or penalties to actions of the former
active member are held until the member is active again or the spell is
ended. Even if a member is controlled, unconscious, or dead, the team can
change active members. The team can also choose to end this spell at
anytime and return to their separate selves. If all five members of the team
are killed, then the last active member’s body disappears in a cloud of
smoke (all bodies and equipment are lost). [t is this rarely used spell that has
cause rumors to say a Hand of Darkness assassin mast be killed multiple
times before he can be stopped. This spell affects up to five targets.

ELEMENT'S MASTER (7.8.2)
SPECIAL

Note: This exiremely powerful and dangerous list is not likely to be found
in the public domain of spellcasters but is more aoften the province of the
most powerful of arcane societies. GMs may wish to restrict the use of the
varfous Planar Couple spells to elements the caster ix already able to
utilize from another list. GMs may also wish to restrict the use of this list
to creatures who are elemental in nature (such as the most powerful
elementals).

Area of

Effect Buration  Range
1-Planar Couple self 1 minflvl self
%
3—Resistance self 1 mdv] self
4
5—
6—Elemental Bolt | target - 5'ftvl
7-Elemental Ball 10°R - 100"
8-
9-Wall 10°x10'xt" 1 md/vl 100'
10—Armor self 1 md/Ivl self
11-
12-Greater Couple self [ minfivl self
13-~Cancel Element 10'r sphere | rnd/Ivi 100
14-Mutticouple self 1 min/lvl self
15-Multibolt I target - SAvl
16-Multiball 10'R - 100
1 7-Multicancel 20°R 1 md/Ivl 100°
18-Multiwall 10°x10°x1" | rd/lvl 100"
19-Planar Jacket 5'R 1 rd/lv] self
20-Multicouple True self 1 min/ivl self
25-Multiarmor self 1 md/lvl self
30-Multijacket 5°R 1 md/lvl self
50-Elements Master Y 1 rnd/lvl self

1-——Planar Couple (P) Custer attunes himself 10 one of the Element
Planes (air, earth, fire, ice, light, dark, and water) for the purpose of casting
spells from this list. The effects produced by the following spells are
dependent on which plane the caster is coupled to, Only one Planar Couple
may be active on the caster at any one time.

3—Resistance (1) Caster adds +20 1o RRs vs. his ‘coupled’ element, and
-20 to similar elemental attacks against him,

6—Elemental Bolt (E) Caster shoots forth a bolt of elemental force from
his outstretched palm. The attack is resolved on the Fire Bolt table,
delivering criticals appropriate to his ‘coupled’ element.

T—Eiemental Bal (E) Custer shoots forth a ball of elemental force which

affects a 10’ radius. The attack is resolved vn the Fireball tuble, dchvcrmg

criticals appropriate to his ‘coupled” element.

9-—Wall (E) Caster creates a wall of elemental force. The wall delwcnzm
‘A’ severity critical appropriate to the caster’s ‘coupled’ element, The.

severity of the critical is raised by one degree for each additional nine PP

the caster expends casting this spell.

10—Armor (D} While this spell is in effect, the caster takes only 12

damage from his ‘coupled’ element(s}, and all criticals delivered from

them are reduced one degree in severity.

12—Greater Couple (P) As Planar Couple, except the caster can also
access the elemental planes of plasma and nether, the positive and negative
planes of energy, etc. (GM’s discretion),

13—Cancel Element (F) Caster brings into being a sphere in which|
elemental energy from his *coupled’ plane(s) cannot function if they faila |
RR medified by -20. !
14—Muiticouple (P) As Planar Couple, except the castermay be *coupled
to one plane per five levels, Only the basic elemental planes listed under
Planar Couple can be utilized with this spell. This spell must be cast befort
any of the Multi- spells can be utilized.

15—Muitibolt (E) If caster is Multicoupled, he can shoot one bolt of
multiple elemental forces {dependent on which planes he is coupled ta).
Attack is resolved on the Fire Bolt table, delivering criticals appropriate to
the planes the caster is “coupled’ to. Example: Caster is coupled to the
planes of light and fire: the attack delivers heul and Electrical criticals of
equal severity. ;
16—Multiball (E) If caster is Multicoupled, he can shoot one ball of
multiple elemental forces (dependent on which planes he is coupled to).
Attack is resolved on the Fireball table, delivering criticals appropriate to
the planes the caster is ‘coupled’ to. (Example: Caster is coupled to the
planes of light and fire; the attack delivers heat and Electrical eriticals of
equal severity).

17—Multicancel (F) As Cancel Element, except multiple elements may
be canceled.

18—Multiwall (E) As Wall, except the caster creates a wall of multiple
elemental forces. The wall delivers *A’ severity criticals appropriate (o the
caster’s ‘coupled’ elements. The severity of the criticals delivered can be
raised by one degree for each additional 18 PP the caster expends casting
this spell.

19-—Planar Jacket (E) Caster’s body immolates with elemental force.
Anyone within 5’ suffers an * A’ critical appropriate to the plane the caster
is coupled to. Anyone in physical contact suffers a 'C” critical. Physical
attacks to the caster also deliver an ‘A’ critical. All ttems on the caster’s .
person are, like the caster, immune to the effects of his chosen element .
while this spell is in effect. However, any material he touches or comes in |
contact with may be damaged by the exposure.

20—Multicouple True (P) As Greater Couple, cxcept the castcr may be
‘coupled’ to one plane per five levels. Note: The caster can access any
elemental planes (such as plasma and nether) through this spefl.
25—Multiarmor (D) As Armoer, except a caster who is “multicoupled’
receives the benefits of the ‘armor’ vs. all clements he is coupled to.
30—Multijacket (E) As Planar Jacket, except a caster who is :
‘multicoupled’ may immolate withall his coupled elements simultaneously.
S0—Element’s Master (PF) Caster may utilize one of the lower levei
spells from this list each round.




MANA-MOLDING (7.8.3)
SPECIAL

l Note: Mana-molding (or “Wish Magic" ) is the magic of divine creation;
the magic of Manwe, Zeus, Shang-Ti, the Lords of Orhan, the Lords of
Essence,and so on. Mana-molding is the first spell list and all other magics
' arederived front it. Since the sundering of magic into three distinct realms,
the use of Mana-molding has been greatly curtailed. Currenily, the Mana-
molding spell list is unknown 1o mortals, except for certain Artifact-quality
magic items (suchasaRing of Wishes). Thus it can be readily seen that this
l spell list is of a limited utility, being useful only to describe the awesome,
primeval. crearive spell -like powers of the most potent gods in g pantheon.
Even so, Mana-molding does offer a certain sense of completeness.

" The main reason for designing the Mana-molding list is to provide a
| structure for wish-rype magic used by certain entities. The only beings in
C&T which have access to this spell list are the various Genil.

Universally. the Genii's fute has been a sad one. Long ago, Geniis were

beings who made pacts with powerful demons in order to acquire the
l Mana-molding spell list(i.e., the ability to use wish magic). These perverse
demons iricked the Genii with their own avarice. Genii could use Mana-
molding spells. but only ar the behest of others. Addisionally, these Genii
were somewhat restricted in their movements. This was seen as proper
l punishmens for wanting (o possess divine magic by the puntheon of deities.

Since the power inherent in this spell list is tantamount to any other list,
itsuse by PCy is probably inappropriate {unless god-like beings are played
— and then who would notice? ). Mana-molding might fit well into Lords

l of Middle Earth (as the magic of Morgoth), Mythic Greece (as Zeus'
spells), or any other high-powered game world.

When using the Manu-molding spelis, keep in mind that not only may
known spells be simulated, but also any effect to a certain degree (GM's
discretion). If the desired effect is a spell of level "¢, casting a Mana-
molding ¢ speli will achieve the appropriate result. Should the required
effect be unlike anv available spell, the GM must assign it a power level.
Of course, higher ranked Mana-molding spells will produce effects of a

l greater magnitude.

TRANSFERRENCE WISHES

A Transferrence Wish might operate like higher level spells from these
represeniative spell lists:
Channeling—Locating Ways, Creations, Summons, Far Voice;
Essence—Essence’s Perceptions, Unbarring Ways, Lofty Bridge, Gate

Master, Physical Erosion, Matter Disruption, Flesh Destruction;
. Mentalism—Arttack Avoidance, Gas Alteration, Telekinesis;
Arcane—Earthblood's Ways, Ethereal Mastery, Wood Shaping;

" Other—Fxorcism, Escaping Ways, Dream Law, Recreations; or any

desired effect ai approximately 20th to 25th level of power.

l Example: “/ wish my family, back in Armo, had enough food for a month.”

TRANSFORMATION WISHES
A Transformation Wish can be considered as any spell or effect of
I approximately J0th level in power. Spell lists which may be entirely
subsumed in this spell are:

| Channeling—Purifications, Blood (etc.) Law, Symbolic Ways, Disease,
Curses, Necromancy;

Essence—Rune Mastery, Physical Enhancement, Living Change, Spirit
Mastery;

s Menialism—Warding Ways,
lAr{‘ane—Emi!y Mastery, Plasma Mastery, Nether Mastery,
Shapechanging Ways: .
Other—Changeling, Doom's Law, Evil Eye, Revenging Law, Chaos
Mastery, Chaotic Armor, Metamorphose, Crysial Mastery, Dream
l Guard, Foul Changes,and all Alchemist, Monk, Magician, Sorcerer,
Mystic, Conjuror, Sage, Runemaster, and Magus base {isis.

Example: “f wish | was much stronger, taller, and betier looking.”

TruE WiSHES

True Wish spells create an object seemingly out of thin air. Although it
seems the item has been made from nothing (ex nihilo), this is not the case.
Things created using this spell are made from raw Mana (Essence). Using
this spell. the state of arelatively large areamay be altered. Inaway, a True
Wish could potentially achieve anything, on a modest scale. Thus the caster
could create an oasis, but could not irrigate the Great Desers; he could see
his enemies killed, but not the death of all mankind.

Note: Since it is preferable not to have the power of gods available 1o PCs,
the GM should not allow Mana-molding to be generally available in his
campaign.

Area of
Effect Duration Range

1-

2-Mana-molding [ v A v
Q.

4-

S—Mana-molding {1 v v \
6—

=

8~Mana-molding III v \Y A%
9-

10—

12-Mana-molding IV v v \%
16-Mana-molding V v v A%
20-Mana-malding VI v v A%
25-Mana-molding VII v A \'s
30-Mana-molding VIl Vv v A%
35-Mana-molding IX v v v ]
40-Mana-molding X v v v
50-Lesser Wish \% 10 min/lv) 1007
60-Transferrence Wish v P 1 mile/lvl
75-Transformation Wish v P 100°Ivi
100-True Wish v P AY

2—Mana-molding I (F) This spell may be used to simulate any first level
spell from any list. If no spell exactly describes the desired effects, this spell
will provide those effects, but at approximately first level in power. In
effect, this spell is a very low-powered wish.

5~—Mana-molding [I (F) As above, but at second level in power.
8—Mana-molding III (F) As above, but at third level in power.
12—Mana-molding IV (F) As above, but at fourth level in power.
16—Mana-molding V (F) As above, but at fifth level in power.
20—Mana-molding V1 (F) As above, but at sixth level in power.
25—Mana-molding VII (F) As above, but at seventh level in power.
30—Mana-molding VIII (F) As above, but at cighth level in power.
35—Mana-molding IX (F) As above, but at ninth level in power.
40—Mana-molding X (F} As above, but at tenth tevel in power.
S0—Lesser Wish (F) This spell functions as either a Transferrence or
Transformation Wish (see below) of an extremely limited duration.
60—Transferrence Wish (F) This speli “transfers” one object from
anywhere toanywhere elsc. Itacts asasafe “telepont” evenif the caster does
not know either the item’s location or destination. Generic effects are at
approximately 20th to 25th level in power.

75—Transformation Wish (F) This spell “transforms™ an object into
anything else desired. Extensive healing is possible, but it will not restore
life. Its effects are approximately 30th level in power.

100—True Wish (F) This spell creates any object, seemingly from
nothing. It will also function as Lifegiving True. Eftects are atapproximately
50th level in power.




TIME LAW (7.8.4)
SPECIAL

TEMPORAL DEFINITIONS

Temporal Signature: A Temporal Signature is created whenever a force,
magical, psychical, or technological, in sume way, alters orinterrupts the
natural state of time and space. These signatures are markers that can be
used to measure and sometimes even track the original phenomena that
initiated the change.

Static Temporal Signature: This signature is associated with a specific
tocation (usually where the spell is cast) and is stationary, This type of
signature remains in the wave of its creation. From this sigrature, the
time travelled (o, and the amount of expired time or displacement can be
determined.

Dynamic Temporal Signature: This signature is associated witha specific
target and is mobile. This signature ties the target to its static signature
and is usually the only way by which to find its origin wave.

Note: Any spell which creates a dual signature, createsan Event Wave. An
Event Wave can only be creaied if the spell is directed outside of the
caster's present wave.

Note: Some spells are denoted by an 2 which indicates that the effect can
have an extra-dimensional aspect. Use of this apiion means that the caster
could use suchaspetl to possibly scry upon, or ravel to, extra-dimensional
tacations and times, This option should be cansidered carefully by the GM
such an option is not necessary for the normal operation af the Tempora!
Displacement Lists.

Note: When using this list, o GM may consider bwo iypes of time rravel: A
Relative Traveland a Probable Travel The GM must decide which to allow
a player to employ in his campaign. The Relative option, when used with
future travel, suspends the target for an amount of time equal to the
attempled jump, ie., it holds the targer in stusis until his time (wave) has
iravelledfor however long the targer attempied to travel and then redeposits
him within ir. This form gives ‘real time’ results. The Probabie option
instantly deposits the target into the fuluré where anything could have
happened., and it doesn't require ar restrict the GM to base those future
events upon the pust ay the Relative option weould.

S - Spell creates a static signature
= - Speli creates a dual signature
0 - Extradimensional.

Area of
Effect Duration Range

=

I-Temmprara Bt Dl J md/Iv] 0y
+ Time Drain | Ltarget 1 rnd/ive 100
5-Delay self 1 rnd/1vl self
6—Time Bolt (1(0) I tarpet - 100
7-Displace 1 target 1 rnd/3 vl 100
8—Time Drain 11 | target 1 md/lvi 100
9-Time Ball (10") 10'R - 100
10-

[ 1-Time Bol (250'} I target - 250
12-Time Drain 11l 1 rarget | md/ivl 100"
13-Delay I1 self 1 md/lvl self
14--Displace 11 2 targets 1 rd/3 Lvl 100
15—

16-Time Ball (30') 30°R - 200
17-Delay III self 1 md/Ivl self
18~ Time Bolt {500 | target - 500
19-Time Drain True I rarget 1 md/lv] 100’
20-Displace 1II 3 targets 1 md/3 v 100’
25-Time Bal! (507 50°R - 300
50-Time Armor self 1 md/5 Ivis self

2—Temporal Resistance (FD) Target gams a +10 bonus to RRs and
clemental defense versus time related attacks.

4—Time Drain T(F) Duration of al target’s spells is reduced by 20%. This
applies to all spells currenily functioning and those that are cast while this
spell is active.

5-—-Delay (F) Beginning the round after this spell takes effect, the caster
can choose once, within the duration of this spell, within any given round,
to act first; regardless of initiative or any spell that others may have
personally active that would give them first action.

6—Time Bolt (100') (E) A bolt of focused, pulsating temporal energy is
released from the caster’s hand, striking for dumage indicated on the Time
Bolt Attack Table 10.3.

T—Displace (F) Displaces target out of time for one round per [evel of the
caster. Target perceives nothing and is unaware of elapsed time regardless
of displacement duration. Target will reappear in the same spot with the
same orienfation.

8—Time Drain II (F) Duration of all target’s spells is reduced by 40%.
This applies to all spells currently functioning and those that are cast while
this spell is active.

9—Time Ball (10') (E) A sphere of focused, pulsating temporal energy is
released from the caster’s palm, slowly expanding and striking target(s) for
damage indicated on the Time Ball Attack Table 10.2.

I1—Time Bolt (250") (E} A bolt of focused, pulsating temporal energy is
released from the caster's hand striking for damage indicated on the Time
Bolt Attack Table 10.3.

12—Time Drain I (F) Duration of all target's spells is reduced by 60%.
This applies to all spelis currently functioning and those that are cast while
this spell is active,

13—Delay IN{F} As Defay, except the caster cantake action firstin any two
rounds within the duration of this spell.

14 —Displace II (F) As Displace, except for area of effect, duration and
mnge,

16—Time Ball (30"} (E) A sphere of focused, pulsating temporal energy
is released from the caster’s palm, slowly expanding and striking target(s)
for damage indicated on the Time Ball Attack Table 10.2.

17—Delay 111 {F) As Delay, except the caster can take action first in any
three rounds within the duration of this spell.

18—Time Bolt (500') (E) A bolt of focused, pulsating temporal energy is
released from the caster’s hand siriking for damage indicared on the Time
Bolt Attack Table §0.3.

19—Time Drain True (F} Duration of all target’s spells is reduced by
807 This applies to all spells curremly functioning and those that are cast
while this spell is active.

20—Displace I1I (F) As Displuce, except for area of effect, duration and
range.

25—Time Ball (50") A sphere of focused, pulsating temporal energy is
released from the caster’s palm, slowly expanding and striking target(s) for
damage indicated on the Time Bolt Atrack Table 10.3.

50—Time Armor {F) Caster can delay uand ipnore the effects of any
attack(s). for one round per five level. (Example: Target wishes that all
damage 1aken during an encounter would not effect him until after 10
rounds had passed. Maybe, by then, he'll be in the company of a very geod
Healer.)




TIME'S MASTER (7.8.5)

SPACE-TIME (7.8.6)

SPECIAL SPECIAL
Area of Area of
Effect Duration Range Effect Duration Range

|-Time Meld * Q self | min/lvi self 1-~Time Meld * self ! min/lvl self
2 2-Relevance * 2 self 1 min/lvi A
3-Temporal Prediction | self - self 3-Synchronize 1 warget 1 hr/lvl 10
4-Detect Deviations £2 10'R 1 rnd/tvi self 4-Time Bending * 1 target i hrflvl 10 vl
5—Signature Compass £2 100'R 1 md/Ivt self ~S-Dlttfrct Window * 10' RAvl I mdfvl seif
6 6-Sense Fold * Q3 8 self 1 md/lvl self
75 7-Fold1Q 8 6’ x6 I md 10
8-Time Store 8 Q 1 object 1 hrfivi Hy 8—Phase Bar Q2 S0°R t mdAvl 100"
9-Measure Signature () I signature - 10 9-Time Cloak | target 1 min/lvi 1
10— o [0-Time Window B 10°x 10 [ min/iv] 5
| 1-Temporal Prediction It self - self 11-Warp Space 1 self ! md/vl self
12— 12-FoldHH Q2 B 10" x 10° 6 mds 25°
13-Cloak Signature £2 | signature 1 day/Ivl 10 13-Bar Window 10'RAVI 1 tnd/Iv} 10’
14— 14-Same Space/Time 1 target I md/ivl 50
15-Temporal Prediction TH self - self 15-Phase Bar [T Q2 100°R I min/lvl 150"
16— [6~Warp Space 11 self 1 md/lv] self
17— 17-Fold 111 O 8 200 % 2° I min 50°
18-Erase Signature £ 1 signature - 14 18-Greater Window 200 %20 1 min/lvi 5
19-Force Return £2 | signature I md/ivl 10 19—Phase Bar 1] ©2 I50°R 1 hrilv] 2000
20-Temparal Prediction True self - self 20-Serv QB ‘ 200200 1 hr/lvl 5
50-Time Teleport = Q | target P 44 30-Warp Space 11 self I md/Ivl self

1—Time Meld (I%) C — - . 35-FoldIVQB 307 x 5O 3 min 75’
—Time Me aster immediately becomes aware of his position : - 5 - s

relative to and within the Tisne Continuum. Caster must make a successtul 50-Warp Space True setf | min/lvl self

Time Displacement Skill roll or become confused and unable to perform
any actions for a aumber of rounds per 2% tailure. This spell must be cast
before any spell from this list can be used.

3—Temporal Prediction I (1) Caster can predict a probable future based
on a current event within one minute of the event, i.e., if a characier is
poisoned the caster could fortell if he would die in the next minute.
4—Detect Deviations (1) Caster will immediately be aware of any object,
area or being which is not in tts proper time, or an cvent or period which
deviates from a previous norm (ie., someone has changed an event,
causing two or more waves (limes) to pass through the same period.
5—Signature Compass (I) Detects and locates both static and dynamic
signatures within its area of eftect.

8—Time Store (F} Caster can store an inorganic object weighing no more
than one pound per level of the caster. The caster chooses at what time,
within the duration of this spell, in the future or the past, the object will
reappear, but only at the location at which it was stored,

9—Measure Signature () Cast upon either a static or dynamic signature,
the caster learns how far the target travelted and in what direction,
11—Temporal Prediction II (I) As Temporul Prediction I, except the
prediction is extended to § minutes.

13—Cloak Signature (F) Caster may cloak a signature, static or dynamic,
with a modification of -5} to any form of attempt.

15—Temporal Prediction 111 (1) As Temporal Prediction 1, except the
prediction is extended 10 10 minutes.

18—Erase Signature {F) Caster can erase the static or dynamic signature
of a target. Signature resists at the level of the effect which created it.
19—Force Return (F) A caster who has located 4 statie or dynamic
signature can force the target to rewurn, Each md, while the signature is
under the effects of this spell, the target must make a RR or be forced back
to its previous time. Non-sentient targets resist at 0 level.

Zﬂ——Temporal Prediction True (I} As Temporal Prediction I, except the
Prediction is extended to one hour,

50—Time Teleport (F) Caster teleports target into the future or past. The
possihle distance available to the caster for telepunt is equal to his Time
Displucement skill roll interpretcd as years. [f the target’s static or dynamic
signature is erased, his present wave becomes his natural wave. Multiple
teleports are possible.

1—Time Meld (F*) Caster immediately becomes aware of his position
relative to and within the Time Continuum, Caster must make a successful
Time Displacement skili roll or become confused and unable to perform
any actions for a number of rounds per 2% Failure. This spelt must be cast
before any spell from this list can be used.

2—Relevance (I*) Caster learns the target’s distance and time (period). In
the case of distance, the target may be in the same or different universe than
that of the caster. 1f the target s in the same universe distance is given as
an impression {feeling). If the caster has very good spatial skills, he may be
able to quantify this impression in terms of a physical measurement. If the
target is in another universe, the distance is given in terms of ‘so many
dimensions removed frem his own’, orby whatever means the GM denotes
a different universe, In the case of time the caster gains an impression of
when the target occurred or is occurring, If the caster has a very good time
sense, he may be able to quantify the impression in terms of years or eons,
cte. In amy case, the impressions will be retative 1o his own time and
universe. Caster must somehow be able to delect the target (time windows.
psions, sceying, divinanons, eic).

3-—Synchronize (F) Caster can synchronize any one action with the
actions of the target. When either the target or the caster concentrates on the
other, each is immediately aware ot the others actions and may ‘synchronize’
himself so that their actions are completcly concurrent,

4—Time Bending (F*) Caster can cause target 1o feel as if he has more
time than he actually does: removing any sense of urgency, or caster can
cause the target to feel that he has less time than he actually does; crealing
asense of urgency. Targets thinking they have more time will gain a benefit
of +15 to all static maneuvers; conversely, targets with a sensc of urgency
will suffer a -15 to all static maneuvers.

5—Detect Window (I*) Caster detects any Time Window within this
spell’s area of effect.

6—Sense Fold (F*) Caster can detect dimensional gates, teleportations,
phasing effccts, long deors, ete., within this spell's area of effect.




7—Fold [ {F) Caster creates a small gate between twe locations that are up
10 one mile apart by “folding’ time and space. The dimensions of this gae
are 6'x 6'. The caster may travel 1o this new lecation by stepping through
the gate. The gate remarns in operation for one round after casting; the
caster cannot close the gate before this time. The gute can be created ut any
orientation {it doesn’t necessarily have 1o rest on anything), and once
created, it is immobile and insubstantial.

B—Phase Bar (F) Caster prevents any temporal or spatial effects (teleport,
gates, fong doors, summaomngs, ctc.) from oceurring within the area of
effect of this spell. Such effects must resist this spell with an additional
modification 1o the RR of -3().

9—Time Cloak (F) Casier can protect target against temporal detections
and spell effects, Resistance rolls are modified by +30.

10—Time Window (F) Caster opens a one-way, 10'x 1 *window’ within
the Time Continuum. The window will allow the caster to view events {past
or future) which occurred in the area the window rests and faces. Events are
viewed at the normal rate they occurred, The scrying range of the window
is a Temporal Displacement skill roll interpreted as years. The caster
cannot converse with a target unless he uses a Fold spell; the window is
normally only visual. The window is immobile and is only detectable from
the caster’s side.

11—Warp Space I (FD) Creates an area of warped space-time about the
caster conveying +30 o defensive (melee & missile) and spell (base &
elemental) bonuses.

12—Fold 11 (F) As Foldl,except the gate is 10” x 107, the range is one mile
per level, and it remains in operation for six rounds before closing.
13—Bar Window (F) Caster prevents any Time Window from working.
The Time Window spell must make a RR vs. this spell in order to function
atall.

14—Same Space/Time (F) Targets affected by this spell can occupy the
same space at the same time. Targets cunnot affect each other physically
Those not affected by this spell may interact with the targets as usual. Note
that any attack directed at targets who are currently sharing the sume space/
time, has a 50% chance of affecting bothequally. Conversely, any defenses
that affected targets may possess, have a 50% chance of equally protecting
everyone currently sharing the same space/time,

15-—Phase Bar I1 (F) As Phase Bar,except forarca of effect, duration and
2 RR mod of -40.

16—Warp Space 11 (FI}) As Warp Space 1, except the bonus is +40.
17—Fold 111 (F) As Fold I, except the gate is 20" x 20", the range is 10 miles
per level, and it remains in operation for one minute before closing.
18—Greater Window (F) As Time Window, except the dimensions are
20°x20". The window is normally visual and aural. Caster can adjust
viewing rate by +/- 1 min/lvlfsec. The Time Displacement skill roll is
nultiplied by three in order to get the range of years in which the window
will open.

19—Phase Bar 111 (F) As Phase Bar, except for area of effect, duration
ind a RR mod of -50.

W—Scery {F) As Greater Window, except the windaw is mobile and the
wrying range is five times the Temporal Displacement skill roll. Castercan
just viewing rate by 1 hr/lvl/sec,

30—Warp Space III (FD) As Warp Space I, except the bonus is +50.
15—Fold IV (F) As Fold I, exceptthe dimensions of the gate can be altered
o the caster’s desires up 1o a maximum of 50° on a side. The gate is mobile
wnd can be closed at any lime within the duration of this spell. The range
5 50 miles per level, Creatures which may be caught in the gate at the time
»f closing have a 50% chance of appearing on either side.

i0—Warp Space True (FD) As Warp Space I, except the bonus is +75.

7.9 ARCANE LISTS
AMPLIFICATIONS (7.9.1)

ARCANE

Area of

Effeet Duration Range
1-True Taste | targel I rnd/lvl 1y
2-Imitiative [ self I md/lv] self
3-Focus | 1 target I md/Ivi Hy
4-Tranafer [ 1 target I tndflvl touch
5-True Touch target 1 rnd/lvl 1
6-Transfusion [ | target 1 md/Ivl twuch
7-Initiative 11 self I rnd/1vi selt
8—Focus II I targel(s) I mid/Ivi Hi)
9-Transter [1 | target(s) 1 rnd/1v1 touch
10-True Smell larget 1 md/iv] 10
1 1-Transtusion 11 ) target(s) 1 md/Iv] touch
12-Initiative True self Fornd/lvl sell
13—Focus True 1 target(s) I rnd/lv] Iy
14-Mass Initiative | targetflvi I md/vi sight
15~True Hear target 1 rd/iv] 10
16-Mass Focus 1 targey/Ivi 1 rd/ivl sight
| 7-Transfer True 1 rarget(s) I rmd/lv] touch
18—Mass Transter 1 target/lvl 1 rnd/lv] sight
19—Transfusion True 1 targew(s) 1 md/Ivl touch
20~True Sight 1 target 1 md/ivl 10
25-True Perception I target 1 min/lv] 30
30-Mass Transfusion 1 targey/Ivl 1 md/iv] sight ]
S0-Sensatory self 1 min/lv] self

1—True Taste (F) Target’s taste perception is increased by +30. Caster
can, with a successful maneuver, identity specific or hidden characieristics
of anything which he can logically tuste.

2—Initiative I (P) Caster’s initiative is increased by +2().

3—Focus I (F) Target gains +10 to any Static Maneuver he attempis.
4—Transfer I (F) Caster can transfer any skill from himselt to another or
from another to himself, The target for the skill must have less ranks
developed in that skill than the source of the skill. The skill ranks from the
target are subtracted from the skill ranks of the source, and /4 of the
difference is emporarily added to the target’s skill ranks, [f the target does
not have the skill it cannot be transferred.

5—True Touch (F) As True Taste except that it applies 1o louch.
6—Transfusion I {¥) As Trangfer {, except the caster can transfer skills
between two targets excluding himself.

T—Initiative I1 (P) As Initiative 1, except +30 is added 10 the initiative.
8—Focus 11 (F) Target gains + 20 to any Static Muneuver and +10 10 any
Moving Maneuver.

9—TFransfer Il (F) As Transfer [, except that 1/2 of the difference in skill
ranks can be transferred or two separate skills may be transterred.
10—True Smell (F) As True Taste, except that it applics to smell.
11—~Transfusion Il (F) As Transfusion I, except two skills can be
transferred.

12—Initiative True (P) As fniriative  except +40 is added to the initiative.
13—Focus True (F} Target gains + 30 to any Static Maneuver and +20 10
any Moving Maneuver,

14—~Mass Initiative (F) Caster cun increase the initiative of as many
targets as he has levels by +20.

15—True Hear (F} As True Tasie, except that it applies w hearing.
16—Mass Focus (F} Caster can increase static and moving mancuvers by
+10 for as many targets as he has levels.

17—Transfer Truoe (F) As Transfer I, except that 3/4 of the difference in
skill ranks can be transferred or 1 skill per five levels of the caster may be
transferred.




e

18—Mass Transfer (F) As Transfer I, except only the caster can be the
skill source and a number of targets equal to the caster’s level can receive
the skill.

19—Transfusion True (F) As Transfusion I, except one skitl per five
Jevels of the caster can be transferred.

20—True Sight (F) As True Taste, except that it applies to sight.
25—True Perception (F) As all of the lower level True sense/perception
spells combined with a bonus of +50.

30—Mass Transfusion (F) As Transfusien I, except the source target can
wransfer his skill to as many targets as the caster has levels.
50—Sensatory (P) Caster may use any of the lower level spells on this list
once per round.

AURA MAGIC (79.2) °
ARCANE

Note: The auras ihis list detects and utilizes are those produced by persons
l who have traied in the magical arts and have developed power points.
Those of the realn of arms. who possess no internal magical power, do not
have discernable auras for the purpose of the various Awra Sight spells. All
living creatures have adiscernable aura, the ones possessed by speflcasting
. professions are merely more intense and easily discernable. All Aura
Blaze and Defensive Aura spetls cause the caster’s aura 10 become visible
1o normal vision. Use of any of the Awra Shroud spells will mask the
particulars of the caster”s aura. Please note the use of one of the various
l Misfeel spells found on other lists will not confound the Aura Sight spells,
but the use of one of the Aura Shrouds may confuse various other detections
(GM' s discrerion . Much of the concept of this listtin particular the colors
l atiributed to the different alignmenis and realms of magic)was inspired by

the Atlas Addendum from the Shadow Waorld boved set Emer.

THE COLORS OF AURAS
CHANNELING

Silver-white: Purest of Good Channels. Auras of devout followers of the
purely lawful and good gods have this color. Holy weapons glow with
this light. Often. followers of even the purest deities will be less than
altruistic all of the time, yet might not be deserving of punishment or
excommunication. These person’s auras would manifest in gold due
more 1o the nature of the caster than the deity.

Gold: This color stands for Good, though notselflessly altruistic or blindly
crusading.

Black with a red halo: The auras of Evil Channeling users. The dark
channelings are unmistakable.

ESSENCE

Blue: The purcst Magic. lts appearance would be more common than
‘Good” channeling except perhaps in powerful magic items with
channeling propertics created by pure alcheinists.

Green: More suspect than golden channeling, Green Essence implies a
certain scifishness or impurity of spirit. Certainly not evil. but not
necessarily to be trusted as a brother, either,

Red: Those users of essence who have fallen to the darkness cast spells
with a luminous red hue. Evil magicians wield the red light of dark
magic.

MENTALISM

Blue-viglet: Non-evil mentalism has a faint aura of this color. It is easily
discernable from blues in the vther realms because of acertain rransparent
quality,

Ytllow-orange: Not u nch color like the sunset but a sickly yellow halo
which is troubling to look upon, this ochre tone of evil mentalists triggers

l a deep uncasiness, as when confronted with acts of an amoral nature.

HYBRIDSANDARCHMAGES
Hybrid spell users will have auras based upon the colors of one of their
realms, shot through with tendrils of the other appropriate color. The auras
of archmages .(and of items possessing properties comparable to those
found on an arcane spell } are the most distinctive of all: a swirling, delicate
rainbow of colors, like oil spilled upon water, with anexternal halo of sitver
discernable on especially Good or crimson on especially Evil archmages.

Area of
Effect Duration Range
t—Aura Sight 1 self 1 min/lvl self
2-Defensive Aura | self 1 md/ivt self
3—Aura Sight I1 self [ min/lvi self
4-Shroud Aura 1 self 1 man/Ivl self
5—Aura Sight 111 self 1 min/lv] self
6-Defensive Aura I1 self 1 md/lvl self
T7-Aura Blaze 5'R 1 mdAAvi{C) self
8—Aura Spread | 5'R 1 md/ivl self
9-Aura Sight True self | min/lvl self
10-Defensive Aura 111 self 1 md/lvl self
1 1-Aura Store ! self A% self
12-Aura Blaze 11 10°R 1 md/Avi(C) self
13—Aura Spread 11 10°R 1 md/vi self
14-Defensive Aura IV self 1 mdflvl self
15—-Aura Shroud II self 1 min/Ivl self
16—Aura Spread 111 I5°R 1 mdAivl self
| 7—Aura Blaze 111 15°R 1 md/lvi(C) self
18—Defensive Aura ¥V self | md/lvl self
19—Aura Spread 1V 20'R 1 md/Ivi self
20~Aura Store 11 self v self
25—Auvra Blaze IV - 20R 1 mdAvl(C) self
30~Aura Shroud True self I min/lvi self
35-Alkar self 1 mdslvi self
40—Aura Spread True I'/IviR 1 md/lv! self
45—Aura Store True self \% self
50—Aura Blaze True self | md/lvi(c) self

1—Aura Sight I (I) Allows the caster to discern the auras present on
persons or enchanted objects. The scope of this sight is limited; only the
realm of power (if any) will be discerned by this spell.

2—Defensive Aura I (D) Causes the caster’s aura to become visible to
normal vision. This dramatic externalization of power will reduce all
attacks directed at the caster by -5.

3—Aura Sight 11 (I) As Aura Sight 1, except caster can discern only good
or evil tendencies (not realm) through this spell.

4—Aura Shroud I (P} Caster may cause his aura to appear as the aura of
any other realm of power (good orevil tendencies or relative power cannot
be masked with this spell).

S5—Aura Sight I1I (I) As Aura Sight 1, except caster can estimate the
targel’s existing power points (not good or evil tendencies or actual realm)
+{-10% through this spell.

6—Defensive Aura Il (D) As Defensive Aura l, exceptall attacks upon the
caster are reduced by -10.

7—Aura Blaze I (FE)} Causes Lhe caster’s aura to give off palpable heat,
inflicting ‘A’ Heat criticals to all within a 5’ radius who fail a RR. The
severity of the criticals delivered can be raised by one degree of severity for
each additional 7 PP the caster expends in casting this spell.

8—Aura Spread I (F) The caster may extend the radius of his aura,
bestowing the effects of any Defensive Aura or Aura Shroud spell upon all
others within a 5" radius.

9—Aura Sight True (I) As Awra Sight 1, except caster can combine the
effects of all three lower Aura Sighr spells, discerning ‘alignment’, realm
of power, and approximate power points (+/- 10%).




10—Defensive Aura 111 (D) As Defensive Aura {, except all attacks upon
the caster are reduced by -15.

11—Aura Store 1 (U) Caster may place any one defensive orinformation-
gathering spell of tenth level or lower within his aura. The spell will remain
active until dispelled or cancelled by the caster, Only one such spell may
be active upon the caster at any one time.

12—Aurza Blaze II (FE) As Aura Blaze I, except *A’ Heat criticals are
inflicted on all withina 10’ radius who fait a RR. The severity of the criticals
delivered can be raised by one degree of severity foreach additional 12 PP
the caster expends in casting this spell.

13—Aura Spread I (F) As Aura Spread 1, except caster may spread the
effects over a 10’ radius.

14—Defensive Aura LY (D) As Defensive Aura I, except all attacks upon
the caster are reduced by -20.

15—AuraShroud IE(F) As AuraShroud !, exceptcaster’smoral tendencies
(good or evil) can be masked. Realm and relative power cannot be masked
with this spell.

16—Aura Spread I (F) As Aura Spread 1, except caster may spread the
effects over a 15" radius,

17—Aura Blaze 11 (FE) As Aura Blaze I, except *A’ Heat criticals are
inflicted on ail within a L5' radius who fail aRR, The severity of the criticals
delivered can be raised by one degree of severity for each additional 17 PP
the caster expends in casting this spell,

18—Defensive Aura V (D) As Defensive Aura I, except all attacks upon
the caster are reduced by -25.

19~~Aura Spread IV (F) As Aura Spread [, except caster may spread the
effects over a 20" radius.

20—Aura Store I {U) As Aura Store I, except one spell of 20th level or
lower or two spells of 10th level or lower can be stored within the caster’s
aura.

25—Aura Blaze 1V (FE) As Aura Blaze 1, except ‘A" Heat criticals are
inflicted on all within a 20' radius who failaRR, The severity of the criticals
delivered can be raised by one degree of severity for each additional 25 PP
the caster expends in casting this spell.
30—AuraShroud True (P) As Aura Shroud I, exceptall aspects of caster’s
aura can be altered.

35—Alkar (D) As Defensive Aura I, except all attacks upon the caster are
reduced by -1/lvl. All viewing the caster directly must RR or be blinded 1
md/5% failure.

N

40—Aura Spread True (F) As Aura Spread I, except caster may spread
the effects over a 1'/ivl radius.

45—Aura Store True (U) As Aura Store I, except one spell of any level
or two spells of 20th level or lower or four spells of 10th level or lower can
be stored within the caster's aura.

50—Aura Blaze True (FE) As Aura Blaze [, except " A’ Heat criticals are
inflicted on all within a I'/lvl radius who fail a RR. The severity of the
criticats delivered can be raised by one degree of severity for cach
additional 50 PP the caster expends in casting this spell.

SPIRITWRACK (7.9.3)
ARCANE

Note: The various Force Truth and Spiritwrack spells muy only be used on '
an entity summoned by one of the Conjure spells (e.g., Conjurations) and
hound inside the appropriaie proteciive diagrams. i

Area of i
Effect Duration  Range
1-Bind 1 | target v 100°
2-Force Truth [ 1 target I question 100"
3-Spiritwrack | 1 target | min/5% failure 100
4-Bind II | target v 100
5-Force Truth I1 | target 1 min 1008
6-Spiritwrack 11 [ target 1 min/5% failure  100'
7-Bind I 1 target v 106
8-Force Truth III | target I hour 100
9-Spiritwrack III 1 target | min/5% failure 100
10-Bind 1V 1 target Vv 100°
11-Force Truth IV 1 target 24 hrs 100'
12-Spiritwrack IV | target | min/5% failure 100’
13-Bind V | target v 100"
14-Force Truth V I target 48 hrs 100°
1 5-Spiritwrack V I target | min/5% failure 100"
16-Bind VI I target v 100y
| 7-Force Truth VI | rarget i week 100°
18-Spiritwrack V1 I target 1 min/3% failure 1007
19-Bind VII 1 target h% 100°
20-Force Truth VII 1 target ! month 100
25-Force Truenatne | target - 100"
30-Spiritwrack VII 1 target | min/5% failure 1007
50-Bind True 1 target v 100’

1—Bind I (F) Allows caster to bind an entity summoned by a Conjure !
spell inside the proper protective diagrams uniil the circle is broken or the
caster releases the entity.

2—Force Truth [ (FM) Caster may force a summoned entity 1o answer

one single concept truthfully, to the best of its knowledge.

3—Spiritwrack 1 (F) Caster may punish s conjured entity by means of this

spell, causing it 1o lose 10% of its hits and function at a -10 penalty. Hits
and penalty are relieved at the end of the spell’s duration, provided the
target has not died.

4—Bind I (F) As Bind I, ¢xcept the caster may bind an entity summoned
by a Conjure 1l spell.

5—Force Truth 1L {FM) As Force Fruth 1, except lor duration.
6—Spiritwrack LI (F) As Spiritwrack 1, except target loses 209% of its hits
and functions at a -20) penalty.

7—Bind 11 (F) As Bind /, except the caster may bind an entity summaned
by a Conjure 11 spell.

8—Force Truth 1 (FM) As Force Truth I, except for duration.
9—Spiritwrack II1{F) As Spirinvrack f, exceptrarget loses 30% of its hits
and functions at a -30 penalty.

10—Bind IV (F} As Bind /, except the castermay bind an entity summoned
by a Conjure IV speli.

11—Force Truth 1V (FM) As Force Truth I, except lor duration.
12—Spiritwrack 1V (F) As Spiritwrack 1, except target loses 40% of its
hits and functions at a -40 penalty.

13—Bind V (F) As Bind [, except the caster may bind an entity summoned
by a Conjure V spell,

14—Force Truth V (FM} As Force Truth I, except for duration.
15—Spiritwrack V (F) As Spirirvrack 1, except target loses 50% of tts hits
and functions at a -30 penalty.

16—Bind VI (F) As Bind !, except the caster may bind an entity summoned
by a Conjure VI spell.
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17—Force Truth VI (FM) As Force Truth I, except for duration,
18—Spiritwrack VI (F) As Spiritwrack |, except target loses 604 of its
hits and functions at a -50 penalty.

19—Bind VII (F) As Bind 1, except the caster may bind an entity
summoned by a Conjure VI spell.

20—Force Truth VII (FM) As Force Truth | , except for duration.

25—Force Truename (FM) Caster learns entity's Truename. With this
information, the entity can be controlled completely by the caster (Cf,,
Mind Control True, Mentalist Base list Mind Control), The enlity must
endeavor o complete all tasks set for it by the caster, and the caster can
summon that specific entity again through the use of the appropriate
Conjure spell. By invoking its Truename, the caster could even instruct the
entity not to resist other spells cast on it

30—Spiritwrack VII(F) As Spiritwrack I, except target loses 70% of its
hits and functions at a -70 penalty.

50—Bind True (F) As Rind I, except the caster may bind an entity
summoned by a Conjure True spell,

CONJURATIONS ( 7.9.4)
ARCANE

Note: GMs may require use of the Circle Love skill to know the praper
profective diagrams reguired to safely contain the entities summoneed by
each of the Canjure spells. Entities summoned by a higher level Conjure
spell may not be controlled by lower level proteciions. The GM may allow
specific types of entitics to be conjured if the caster makes successfil
Demon Lore andlor Spell Mastery rofls (the summaonin g of d specific entiry
requires the invocation of the entity's Truename ). Seme GMs may wish o
require rhe use of specific components to use the Conjure spells (such ay
cold iron or appropriate sacrifices) which he deems appropriate to his
compaign sryle. When this list is learned, GMs may wish to require
additional research on the part of the character to learn the appropriate
Lomponentsio summon each specific type of entity. Envities nos constrained
by the proper protective diagrams will be free 1o travel as they will and
karass or attack the caster. Al ereatures appearing in the following fist
may be found in C&T, C&T I, or RMCI.

Area of
Effect Duration Range
1-Command 1 1 target | min/lv} oo
2-Banish I target 1 minflvl 100"
3~Conjure | | target 1 min/lv] 106
4-Command 1 I target ! min/lvl 100"
5-Banish I1 | target 1 min/lv} 1O
6-Conjure [] | target I min/lvi o
7~Command 111 | target I min/lvl 100
8-Banish 111 1 target 1 min/lvl 100
9-Conjure 111 | target [ min/lvl 100
10-Command 1v 1 target 1 min/lvl 100’
11-Banish 1v 1 1arget 1 min/lvl 100
12-Conjure v I target 1 min/lvl 100
omrmand V | target 1 min/tv] (G0
14-Banjsh vy 1 target I min/lv 0
15-Conjure v ! target I min/lvi 100"
¥6-Command v 1 target 1 min/vl 100°
17-Banish v1 1 target I minflvi 100
onjure V1| | target I min/lvl {60}
Ommand V]| | target I min/lv] 1000
20-Banish v|| 1 target I min/lvl 00
25-Conjure V11 | target 1 minfivl 100
30-Command Troe 1 target 1 min/lvl 100
%‘\_ — e ]
40-Banish True I target | min/ivt 100 |
S0-Conjure Trug 1 target 1 min/lv] 100y

1—Command I (FM) RR mod: -20 Caster may control an entity of atype
which can be summoned by a Conjure I spell. If the spell fails, the entity
is free 1o leave the protective diagram (if any) and chastise the caster. The
entity will follow instructions specified by the caster to the best of s
abilities, however it gains an additional RR (with a +25 mod) if the
instructions call for the death or injury of the entity. Demons and simijar
creatures may work “deals” with the caster for services beyond the normal
scope of their powers (1o be fulfilled byendangering themselves, or call ing
on other demons or resources for assistance) or barter for services lasting
past the duration of the Command or Conjure spell.

2—Banish I (FM) Caster may banish an entity of a type which can be
summoned by a Conyjure { spell to its home plane of existence for 1 years
10% failure. If the entity has been summoned by the caster and remains
within the proper protective diagrame, the RR is at -50,

3—Conjure I (FM) Caster Mmay summon an extraplanar entity, which
slowly appears over the next three rounds. The creature so summoned is
determined randomly by a roil on the following table:

REsuLT EnTITY RFERENCE
01-09 Pale I Demon C&T(2.33)
10-18 Frizzem, Smal| C&T (7.1
19-27 Daedhel C&T (2.35)
28-36 Hothrog C&T(2.35)
37-45 Grumoz C&TH 1.
46-54 Jann C&T (2.35)
53-63 Tlague C&T I (7.1
64-72 Corvox C&T H (7.1)
73-81 Culrang C&T (2.35)
82-90 Daerauk C&T (2.35)
91-100 Use Conjure 1T Table .

The entity is under no compulsion to cooperate with the caster unless the
appropriate Command spells are used on i1, Note: Ifthe vasier is wAfortunare
i rotl in the 91-100 slot multipie times, he may be in very serious trouble.
4—Command [ (FM) RR mod: -20 As Command |, except Caster may
control an entity of a type which can be summoned by a Conjure I spell,
S—Banish I (FM) As Banish [, except the Caster may banish an entity of
a type which can be summoned by a Conjure If spell,

6—Conjure H (FM) As Conjure I, except the following table is used:

REsuLT EntiTY REFERENCE
01-09 Pale I Demon C&T {235
10-18 Lithaba C&T (1.2
19-27 Acid Demon C&T M (7.1)
28-36 Smoke Demon C&T I (7.1)
37-45 Frizzzm, Large C&T H (7.1
46-54 Clubber RMCI(7.4)
55-63 Dictic C&TH (T.2)
&1 72 Nightwing C&T 11 (7.2)
73-81 Jinn C&T(2.35)
82-90 Gogonaur C&T (239
91-100 Use Conjure Il Table -

7—Command IIT{FM) RR mod: -20 As Command I, except Caster may
control an entity of a type which can be summeoned by a Conjure 11 spell,
8—~Buanish 11T (FM) As Banish 1, except the Caster may banish an entity
of a type which can be summened by a Conjure 1H{ spell.

9—Conjure I1I (FM) As Conjure 1, except the following table is used:

REesuLt EnTITY ReFERENCE
01-09 Rashtar C&TH(.L
10-18 Thomed Demon C&T I (7.1)
19-27 Absorber C&T {1
28-36 Flame Beast C&T )
37-45 Mrem CET I (7.2)
46-54 Hothedhel C&T (.35
55-63 Ice Demon C&T (7.1}
64-72 Blacar C&ETH (T2
73 81 Dreadwing C&T I1(7.2)
82-90 Traag C&T U (7.2)
91-100 Use Conjure 1V Table =




10—Command IV (FM) RR mod: -20 As Command !, except Caster
may control an entity of a type which can be summoned by a Conjure [V
spell.

11—Banish IV (FM) As Bunish [, except the Caster may banish an entity
of a type which can be summoned by a Conjure 1V spell.

12—Conjure IV (FM} As Conjure 7, except the following table is used:

REsuLt EnTiTY REFERENCE
0§-09 Pale 111 Demon C&T (2.35)
10-18 Acarva C&TH (7.1)
19-27 Plague Demon C&TH(7.1)
28-36 Oran C&T 1 (7.2)
37-45 Frizzem, Giant C&TH (7.1}
46-54 Discord CE&ETH(7.2)
55-63 Vultrim C&TH(72)
64-72 Demonic Protoplasm C&TH(7.1)
73-81 Spear Demon RMCI(7.4)
%290 Huourd C&Ti(72)
91-100 Use Conjure ¥V Table -

13—Command ¥V (FM) RRmod: -20 AsCommand |, except Caster may
control an entity of o type which can be summoned by a Conjure V spell.

14—Banish ¥ (FM) As fanish {, excepl the Caster may banish an entity
of a type which can be summoned by a Conjure V spell.

15—Conjure V (FM} As Conjure 1, except the following table is used:
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RESULT Exrrvy REFERENCE
01-09 Pale 1V Demon C&T (2.35)

10-18 Weak Elemental C&T(2.34)

19-27 Shaitan C&T(2.35)

28-36 Narauk C&T(2.35)

37-45 Nycorak C&T(2.3%)

46-54 Gern Entity CET (1{7.2)
55-63 Shadew Demon RMCI(7.4)

64-72 Huntuar C&TH{7.1)
T3-81 Sentined KMCH(T.4;

¥2-90 Deity Champion: Centaur - C&T 1/ (7.2}
91-104 Use Conjure VI Table -

16—Command YI{FM) RR mod: -20 As Commund {, except Caster may
control an entity of a type which can be summoned by a Conjure VI spelt.

17—~Banish VI (¥M) As Bunish I, except the Caster may banish an entity
of a type which can be summoned by a Conjure VI spell.

18—Conjure VI (FM) As Conjure I, except the following table is used:

REesuLt Extiry REFERENCE
01-09 Pale ¥V Demon C&T(2.35)
10-18 Guardian Elemental C&T (2.34}
19-27 Crystyl C&TH(7.2)
28-36 Xaastyl C&TH (7.2)
37-45 Ifrit C&T(2.33)
46-34 Noble Gogonuaur C&T(2.35)
55-63 Celebdei C&T(2.35)
64-72 Marid C&T(2.35)
73-81 Sword Demon RMCI (T.4)
82-90 Deity Champion: Winged  C&T I/ (7.2)
91-100 Use Conjure V1I Table =

19—Command VII (FM) RR mud: -20 As Command I, except Caster
may control an entity of a type which can be summoned by a Confure VI
spell.

20—RBanish VII (FM) As Banishl, except the Caster may banish an entity
of a type which can be summoned by a Conjure VII spell,

25—Conjure VII (FM) As Conjure I, except the foliowing table is used:

REsuLT Exriry REFERENCE
01-09 Pule VI Demon C&T(2.35)

10-18 Pale VII Demen C&T (2.35)

19-27 Strong Elemenial C&T (2.34)

28-36 Eraditor C&TH (7.1
3745 Storm Demon C&T N (7.1)
46-54 Rhodintor C&TH (7.1)
55-603 Thonis C&TH (7.1)
64-72 Elemental Savant C&T H (2.0)
7383 Demon Scourge C&T H (2.
§2-90 Deity Champion: Noble C&TH(1.2)
G1-100 Use Conjure True Table -

3—Command True (FM) RR mod: -20 As Command !, except Caster
may control an entity of a type which can be summoned by a Conjure True
spell.

40—Banish True (FM) As Banish I, except the Caster may banish an
entity of a type which can be summoned by 2 Canjure True spell,
50—Conjure True (FM) As Conjure I, except the following table is used:

REsuLT Extivy REFERENCE
01-09 Deman Beyond the Pale C&T (2.33)
10-18 Terrorite C&TH (7.1}
19-27 Raukamar C&T (235
28-36 Moloch C&T (2.35)
37-45 Demon Drake C&T I (7.1)
46-54 Demom Drake x 2 C&T I (7.1)
55-63 Yrrypav C&T N (7.1
64-72 Maleksari C&T I (7.1)
73-81 Deity Champion: High CA&T I (1.2
42-50 Demon Beyond

the Pale x 1-5 C&T (2.35)
91-100 GM’s choice or Special -




CRYSTAL VISIONS (7.9.5)
ARCANE

Note: The term Crysial, for purposes of this lisi. includes natnral and
svnthetic minerals. generaliytransicenror transparvent in nattre. Crystals
asstme geometricforms related to their internat lattice sirueture or marrix.
Examples include quartz. agate, diamond. garnet, emerald, amethvss,
sapphire, and laen.

Note: The GM mav want to make one special material (e.g.. laen)
particularly powerful when made into an enchanted crvstai.

Note: Any magic crystal created by a spellcaster has his “signature”
imbedded in the crvstal’s mariv,

Area of

Effect Duration Range
l-Detect Crystat 10'R I minfv(C) 50
2-Work Crystal crystal 24 hours sell
3-Enchant Crystal crystal 1 hour/lvl touch
4-Analyze Crystal Mairix crystal - i
5-LCrystatl Sight [ crystal I md/IVI(C)  1000'AvI
6-Locate Crystal self Imin/1(C)  100vI
7-Crystal Summons crystal e 5041wl
8 Link Crystal erystal P 1ouch
9-Crystal Voice crystal iminvl(Cy  touch
10-Crystai Sight [1 crystal I min/vlECy 1 mifivl
11-Crystal Trup crystal v touch
12-Transfer Channcling crystal Vv v
13-Grow Crystal apparatus 2 weeks touch
14-Transfer Mentalism crystal v \4
15-Crystal Sight Iil crystal Fhour/lvl 10 miflv
16-Transfer Essence crystal v v
17-Unmake Crystal crystal P touch
18-Transfer Arcane crystal 3 v
19-Spell Tapping 1 spell - touch
20—Crystal Sight True crystal | day/lvl 100 miflv]
25-Spell Rein ] crystal v A%
30-Shatter Crystal crystal - v
30-Permanent Crystal crystal P touch

1—Detect Crystal (I) Detects any non-magical crystalline material.

Caster can concentrate on a 10°R area each md.

2—Work Crystal (F) Allows caster to work any crystalline material into

the shape desired.

3—Enchant Crystal (F) This speltenchants anon-magical erystal allowing

the caster to use higher level spells from this list on it. The casting of this

spellimbeds the caster’s own distinetive signature in the crystalline mairix.

4—Analyze Crystal Matrix (I) Determines whether the crystal inquestion

isenchanted or must be worked. If the crystal is cachanted, caster knows

who enchanted it (by reading its signature) and any higher level spells

cerrently acting upon it.

S—Crystal Sight 1(F) Allows caster to view a locale, object, or person he
0ws by gazing into his enchanted crystal. This location, item, or being

must be no more than 100071vI distant.

6—Locate Crystal (1) Caster knows the distance and direction to any

enchanted crystal in range, whether or not it was created by the caster.

T—Crystal Summons (F) This spell instantly retums the caster's enchanted
Crystal t his hands.

8—Link Crystal (F) Allows caster to “link™ w0 or more enchanted
crystals so that mental communications {or spell exchange) between the
owners 15 possible. Must be cast on each crystal to be linked.
9—Crystal Voice {F) This atlows the caster's voice 16 be projected to the
area he is currently viewing through his crystal (requires use of Cryssal
Sighr spell). Caster can hear sounds from the locale being viewed.
Additionally, conversation is possible through linked crystals.
10—Crystal Sight I1 (F) As Crysial Sight 1, except for Duration and
Range.

11—Crystal Trap (FM) When cast upon any enchanted crystal, a mental
trap is imbedded therein. Anyone (other than the caster) who touches or
attempts o use the trapped crystal finds their mind ensnared within the
crystal depths (no RR). In order to regain control of their faculties, the
victim must roll less than their Will stat on d 100, They may attempt this
Qnce per minute,

12—Transfer Channeling (F) Cast upon an enchanted crystal (in
conjunction with Crvsea/ Sight). this spell permits a Channeling spell to be
sent through the crystal. The Channeling spell will affeci a random area,
object, or being within the viewed scene. Spell range is that of the Crystal
Sight spell used,

13—Grow Crystal (F} This allows the caster to £row a permanently
enchanied crystal, specially anuned to him. This grown crysial does not
need to be enchanted to accept higher level spetls. Special apparatys is
required to grow crystals {3-50gp value).

14—Transfer Mentalism (F) As Tronsfer Clhunneling except this crystal
allows Mentalism spells to be transterred.

15—Crystal Sight HI (F) As Crywral Sight |, except for Duration and
Range.

16—Transfer Essence (F} As Transfer Channeling, except this crystal
aliows Essence spells to be transferred.

17—Unmake Crystal (F) Destroys the magic in an enchanted crystal,
making it unusable for casting spells on this list,

E8—Transfer Arcane (F) As Transfer Channeting, except this crystal
allows Arcane spells to be transferred,

19—Spell Tapping (FL} Allows the caster to receive or inercept any
Transferred spell through the agency of his enchanted crystal. The
Transferred spell need not be intended for the caster, although linked
crystals may exchange spells by this methed.

20—Crystal Sight True (F) As Crysial Sight I, except for Duration and
Range.

25—S8pell Rein (F) Used in conjunction with a Transfer spell, the caster
may seleet a specific target for his spell (i.c., it is no longer random).
30-—Shatter Crystal (F) Caster causes one crystal of his choice toexplode
with no RR (even for enchanted crystals). Those within 30 of the crystal
mustmake a RR or take damage from the explosion. The attack level equals
30 minus the distance (in feel) from the crystal. For example, 30 away
equals a zero fevel attack. while holding an exploding crystal ball would
deliver a 30th levet attack. RR failure results in Shrapnel criticals {or
Puncture or Slash if Space Master s not available). Faiture by 1-10 means
an ‘AT crit, 11-20 gives a'B”, 21-30 delivers a 'C', 31-50isa "D, and by
more than 50 inflicts an ‘E’crit. Note: This spell may be transferred
through a Linked crystal as a sort of bomb,

S0—Permanent Crystal (F) Permancntly enchants a crystal and imbues
it with Crvstal Sight and Veice of unlimited Duration and Range. Anyone,
whether they are a caster or not, may use this crystal to sery. Attunement
difficulty for others is determined by caster.




NODE MASTERY (7.9.6)
ARCANE

Earthblood is the original manifestation of magic. It existed at the dawn
of time, and will endure long past its end. It cannot be created or destroyed;
only shifted into other forms. Earthblood' s Ways was very possibly the first
spelilistever written, and certainly the first formal attempt ar focusing and
directing the flows of magic. It far transcends the boundaries set by the
three realms of magic and is little understoud by most spelicasters. ts uses
are many und varied, but its primal essence remains unchanged no matter
fow it is munipuluted.

The power of an Earthnode may even be felt by those unskilled and
untrained in the arts. Superstitious locals may refer to such a place ux
“haunted' or ‘witched' . Such structuresasa ‘druid' s wheel' may be erected
there. In fuct, two diametrically opposed reactions to the pull of the
Earthblood may he seen, those who naturally gravitate to the focus an
Earthnode provides (und unknowingly buiid their town hall there) and
those who actively shun the area due to “uneasy” feelings.

The common conception of an Earthnode is that of a stationary, ground
level area. Butimagine the weather that an Earthnode could cause if itwere
inthe sky: constant snow inthe desert, avalley where it never stops raining,
or @ vast plain where the wind never blows. An Earthnode need not
necessarily remain either eurthbound or tied lo a specific location.
Earthnodes suddenly appear in seemingly random locations. They slowly
drift from place 1o place and may fade out over a period of months or years
only o reappear elsewhere (Earthnodes appearing suddenly have been the
source of more than one amazingly successful magical rivual).

Occasionally an Earthnode will exist deep within the earth. Dark folk
there often use the node as a buse from which to conquer subterranean life
aswellasthe surface world. An Earthnode is occasionally the source of an
inexhaustible gold, diamond, mithril, or platinum mine,

Earthnodes are often found (o be the gathering places offaerie creatures
such as pixies and sprites. A witches’ coven may use one for their sacred
ritual ground. Magic-enhancing herbs (such as Rud-tekma and Breldiar)
are oftenfound there A farmer' swife may accidentally stumble into.a node
while dowsing for awell, only to be disappointedwhen water does not come
flowing readily to the surface and never suspecting the magical power she
actually sensed.

Alternatively, the resident neighborhvod Lich may have sought un
Earthnode out deliberately to build his fortress in a place where he can
weave spells to guard his holdings from the sight of nosy paiadins and
clerics. The King may have felt drawn v construct his keep in the confines
of an Earthnode for reasons he cannol explain—and his Court Magician
is, of course, only too happy to take advantage of the matter and keep it g
closely guarded secret (especially from the King; the dolt wouldn't
understand it anyway). And what more logical a site for a creatre as
innately magical as a dragon to place its lair? In fact, if the study of the
Earthblood becomes common, the possession of a node may become a
sufficient bone of contention to start the most dangerous of all wars—a
conflict between wizards.

Note: The nexusofan earthnode does not necessarily have to be within the
confines of the Earthnode itself, but it is always within the twice the node’s
diameter measured with respect 10 the geometric center of the node. An
Earthnode can have more than one nexus, but only one nexus can be active
at any given time. The spelicaster wishing to learn this list must have first
learned the arcane list Earthblood' s Ways, and may not know this listto ¢
level higher than he knows Earthblaod’ s Ways.

Area of

Effect Duration Range
1-Detect Nexus self - self
9
3
4-Nexusguide self ¥ self
5—Detect Positive node - self
6-Detect Negative node - T self
T—Detect Neutral nodce - self
8-Nexusstore nexus | hr self
9-Detect Defense node - self
10—Detect Guardian node - self
11-Detect Seal node - self
12-Nexus Awarcness node - sell
13-Nexus Cloak nexus \Y node
14-Blood Cloak node v node
15-Nexus Alarm node vV node
l6—-Manipulate Nexus nexus v nexus
17-Suppress Channeling node P A%
18-Suppress Mentalism node B v
19-Suppress Essence node P v
20-Nexus Defense nexus p \
25-Nexus Guardian I target vV wuch
30-Nexus Seal nexus P nEXus
35~Alter Positive node A% nexus
40-Alter Nepative node v nexus
45-Neutralize node P nexus
S0-Disperse node 1 hrflvl nexus
60-Gather nexus P 1
75-Friends | target B touch
100—Nodeform ' P touch

I—Detect Nexus (1) Caster determines if an Earthnode possesses a nexus
and if so the direction and distance to its center.

4—Nexusguide (I) As Node guide, except that the caster leams the direction
to the nearest Nexus.

5—Detect Positive (I) Caster can determine the positive strength of an
Earthnode. This strength will range from () to e and represents the Power
Expenditure Modifier that is required 1o cast spells while in the radius of
the Earthnode. A PEM of 3 (which is very strong) means thut a 9th level
spell will only require 3 PP to cast; a 27th tevel spell only 9 PP to cast, etc.
6—Detect Negative (1) As Detect Positive. except the negative strength of
an Earthnode is discerned. A -PEM of 3 would mean that a 3rd level spell
would require 9 PP to cast.

T~=Detect Neutral (I) This spell will reveal one of two things, First, it
functions as Detect Positive with the exception that a value of zero will be
obtained if the Earthnode is neutral; meaning that PP expenditure for spells
will be normal, Second, it functions, and is the only spell that will function,
as an indicator of a neutralized Earthnode; meaning that no magic will
function within the confines of the Earthnode including other spells from
this list.

8—Nexusstore (1) Caster memorizes the location of a Nexus if he is
currently within one, and attunes himself to it for the purpose of employing
the higher level spells from this list.

9—Detect Defense (T} This spell reveats whether or not the Nexus has any
spells of a defensive nature cast within it. It does not give any specifics,
10—Detect Guardian (1} This spell reveals whether or not the Nexus or
the Earthnode has a guardian within it. It does not give any specifics.
11—Detect Seal (1) This spell reveals whether or not the Nexus has been
sealed (see below). [t does not give any specilics,

12—Nexus Awareness (I) Caster is aware of the number of entities who
have stored the Nexus.

13—Nexus Cloak (F) Similar to Earthcloak, except the Nexus iselt is
cloaked, The cloak is cancelled under the following conditions: the Neaus
Defense is activaled, the Nexns Guardian s activated, or the Nexus is
manipulated.
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14—Blood Cloak (F) Similar to Earthcloak, except the Earthnode itself is
cloaked. The cloak is cancelled if any Earthblood spell is used.
15—Nexus Alarm (I} Similar to Earthalarm, except that a number of
alarms equal to the level of the caster may be set, and will remain until the
caster's death or they are removed.

16—Maniputate Nexus (F} This spell is used when the caster wishes to
change the fundamentals of the Earthnode directly viathe Nexus. This spell
must be cast before any of the higher level spells from this list may be
milized.

17—Suppress Channeling (F) This spell completely suppresses
Channeling spells within a specific area or the entire Earthnode. Note:
Hybrids are affecied if either of their realms is suppressed.
18—Suppress Mentalism (F} As Suppress Channeling, except that
Mentalism is suppressed.

19—Suppress Essence (F) As Suppress Channeling, except that Essence
is suppressed.

20—Nexus Defense (F) As Complex Contingency from the Arcane list
Spell Coordination, except that the defenses are embedded in the Nexus.
25—Nexus Guardian (FH) As Eartheuardian, except the Guardian’s
only concern is the Nexus, not the Earthnode or the caster. The Guardian
has full run of the Earthblood's Ways list with no power point expenditure.
30—Nexus Seal (F) Caster Seuls the Nexus oft from use by any otherentity
except for himself. No manipuiations to the Nexus may be accomplished
while it is Seafed, including those attempted by the caster who scaled it.
Howeverthe manipulations made priorto the sealing wall operate normally.
35—Alter Positive (F) Allows the caster to raise the PEM of an area within
the node, or the entire node. by one level for every 10 profession levels
suspended. Thus, if a 50th level caster wishes to raise the PEM by two
levels he would perform as if he were 20 levels lower or 30th level. This
temporary reduction in level effects everything.

40—Alter Negative (F) As Alter Positive, except it increases the -PEM.
45—Neutralize (F) Unlike Alrer Positive, this spell does not require the
temporary sacrifice of level by the caster. It has two utlities. First, it will
render the PEM equal to zero, suspending any modifier to PP expenditure
of spells cast within the node. Second. it can neutralize magic in an area of
the node or the entire node completely.

50-—Disperse (F) Caster can completely disperse the Earthnode and
render it useless for a number of hours equal to his level. IT the node is
Sealed, then only the caster who sealed it can disperse it. Disperse will
erase all manipulations o the Nexus.

60—Gather (F) Caster can create a Nexus within an Earthnode provided
it does not already have one. An Earthnode can have only one functioning
Nexus at any given time.

75—Friends (F) One entity, including the casier, per [0 levels of the casier
can be allowed immunity to the manipulations of the Nexus. For example,
aclose associate of the caster can cast spells within the Earthnode at a PEM
of 3, while all ather entities will have no benefin et

100—Nodeform (F) Caster surmmons forth a node from the heart of the
earth. The base radius is 3(". The radius may be increased by |” for cach
additional PP expended in the casting of this spell. The Earthnode’s PEM
IS zero.

EARTHFOCUS (7.9.7)
ARCANE

Note: These spells may only be used within the radius of an Earthnode. Due
to the dangers inherent in the manipulation of raw elemental Earthblood,
all spell failures resulting from the use of this list have a +30 medifier. The
spellcasier wishing to learn this list must have first learned the arcane list
Earthhlood's Ways, and may not know this list to a level higher than he
knows Earthblood's Ways. See notes in Section 7.9.6.

Area of

Effect Duration Range
=
2-Earthnode Compass self - self
3-Nodetalk | self C self
4-Earthblood Nourishment self 24 hr/lvl self
5-Lesser Earthlight 'R | md/lv] 100
6—Share Nodestore 1 target 1 minflv] touch
7-Temporary Nodestore self 1 min/lvl self
8-Nodetalk 11 100 mi/lvl C scif
9_
10—
11-Earthblade self 1 md/vl selfl
12-Wall of Earthblood 1O X1 10" 1 mdflv] 100"
13-
{4-Greater Earthlight Earthnode 1 min/lvi 0
15-Earthblood Elemental I md/Ivl (C) 10
16—Greater Eanthblade self 1 mdflvl self
| 7-Earthblood Cascade 5'R 1 mdflvl self
t8—Earthbload Deprivation | target ¥ 10¢
19-Earthblood Vacuum | target - 1008
20-Nodetalk True Vv {6 v
25-Earthblood Savant t min/lvl {C) 50
30-Sphere of Earthblood 1H0'R 1 md/lvl self
50-Earthfocus self - v

2—Earthnode Compass (1) Caster leams distance and direction to any
Earthnode he has previously Nodestored.

3—Nodetalk I (M) Caster gains free 2-way telepathic communication
with any intelligent being within the same Earthnode. tUnwilling 1argets
gain a RR.

4—Farthblood Nourishment (]) Caster derives his nourishment directly
from the Earthblood, needing neither food nor drink for the spell’s
duration. Caster loses one point of temporary Co each day this spell is in
effect.

5—Lesser Earthlight (E) Caster draws the energy of the Earthblood into
a soft, roseate light throughout the radius of the spell.

6—Share Nodestore (MF) Allows the caster 1o share his feel for a “stored”
Earthnode with another willing target. Both targets must know the Arcane
list Earthblood’s Ways,

7—Temporary Nodestore (I) Allows the caster 1o temporanly store an
Earthnode. The Temporary Nodestore cannot be ‘shared” with another
caster. This spell takes 5 mioutes to cast.

8—Nodetalk 11 (M) As Nodetalk I, except the caster can communicate
with beings in all Earthnodes he has stored, regardless of range,
11—Earthblade (E) Caster creates a sword of force which attacks on the
Pluasma Bolt table (or use Lightning Bolr, if RMCHI 15 not used), It strikes
with a +20 bonus, and delivers Essence criticals, The caster can buy
directed spell with Earthblade. If released, the blade is treated as a bolt
(range 5'/lv]). The boltdoes not receive the +20 bonus. Caster may not parry
with this blade. Normally, this blade cannot parry or be parried.




12—Wall of Earthblood (E) Creutes a wall of Earthblood which greatly
unpedes spell casting. A -20 Spell Mastery roll {or resolve us an Extremely
Hard maneuver, modified by Em) i required to successtully cast a spell
through the wall from either side. [F the roll is failed, the wall absorbs the
spell and the duration of the wall i1s increased by 1 rnd/level of spell
absorbed. Contact with the wall delivers an "A' Essence critical. The caster
canincrease the sevenity of the eritical by one degree for each additionad 12
PP he expends in the casting of the spell. The wall is only visible us un
occastonal shimmering, although some detection spells (such as Deiect
Farthblood ) will reveal it clearly.

F4—Greater Earthlight (E) As Lesser Farrhlighr, exceptihe Light fills the
Earthnode entirely,

15—Earthblood Elemental (E} Creates an clemental from the power of
the Earthnode. The elemental is of low intelligence, butinnately knows and
understands the layout of the Earthnode to the extent of the caster’s
knowledge, and will obey simple commands from the caster (even those
which would resultinits own demise ). Treatthe elemental s a Strong Light
Elemental, defivering Essence criticals. Atthe end of the spetl’s duration.
the elemental disperses back into the node from whence it came. The
elemental cannol leave the radius of the Earthnode,

16—Greater Earthblade (E) As Earthbfude e xceptthe greater Esrthblade
sirikes with a 435 bonus and has a percentage chance to cut armor (resalve
attack as ATL) equaltothe fevel of the caster. The same directed spell bonus
is used for both of the Ewrthblude spells.

17—Earthblood Cascade {E)} Custer’s body immolates with raw
Earthblood. Anyone within 5" suffers an A’ Essence criticul. Anyone in
physical contact suffers a 'C” critical. Physical attacks to the caster also
deliveran ‘A’ Essence critical. All itemns on the caster’s person are, like the
caster, immune tothe effects raw, elemental Earthblood {such as Earthblacde,
but not Earthblood-based base artack spells) while this spell is in effect.
However, any material he touches or comes in contact with may be
damaged by the exposure.

18—Earthblood Deprivation (FM) RR mod: -20 Target must RR or be
drained of all power points for one day/|0% failure, Pure spell users of
channeling resist this spell at twice their levels.

19—Earthblood Vacuum (FM) Tuarget must RR or be momentarily
deprived of his connection with his magics. Attack 15 resolved on the
*Attack Spells’ column of the Extraordinary Spell Failure Table (Speil Law
15.7). The amount of RR failure is added to this roli.

20—Nodetalk True (M) As Nodetalk |, except the caster can converse
with anyone within the radius of an Earthnode, regardless or whether ornot
he has stored the Earthnodes.

25—Earthblood Savant (K) As Earthblood Elenental, except a Light
Flemental Savant is summoned (C& £ H, Section 6.0). The Light Elemental
Savunt delivers Essence Criticals and uses the Large Creatures Critical
Table, itself, This being will follow all of the caster’s commands, even
complex ones, but it cannot leave the Earthnode.

J0—Sphere of Earthblood (E) As Wall of Earthblood except the wall
forms a sphere around the caster.

S—icurthfocus (FI) Caster learns the distances and directions o all
Earthnodes on the planct (whether they are nodestored ornot, bul not if they
are cloaked or under similar misdirectional protections). He may sately
telepent 10 any Earthnode of his choosing.

NODE FUNCTIONS (7.9.8)
ARCANF

Note: Spelfs maked witha Acannot be extended (CESpell Enhancenient,
avmgde intea permaient nigic ftear. The spelfcasiervesting o fearn this
listmust have first learned the arcane list Earthiblood s Wavs. These spelh
may only be wsed within the radius of an Eartimede. See notes in Section
7.9.6.

Area of ;
Effect Duration Range L
1-Nodesense Farthnade T md/lvi selt
2_
3-Detect Earthjur Eurthnode - sell
4o
- |
6-Nodebrnidle | b Larget v m()‘
i
8—Conirol | A self 1 rd/tvl self
9-Nodetap [ A self i md/lvl self
10—
11—
12-Nodebridle 1T 1 turget v o
13-Control 1L A self I end/lvi self
14~
15-
16-Nodebridie 111 I target A 100"
17-Nodetap 1I A self 1 md/Iv] self
18—Control True A self 1 md/Ivl self
19-Node Renewal self - self
20~-Node Channel | target 1 rnd/3 Ivi 10'/Iv]
25-Striketocus A self Vv self
30-Nadefocus A self Vo sl
4()-Nodebridie True 1 target v 1
50-Nodelord A self I md/lv] self

1—Nedesense (1) Detects any Earthblood magic within the radius of this
spell. When caston a single target, caster determines whether the target has
any active Earthblood spells. Caster has a 19% chance per level o determine
which Earthblood lists the target knows (roll for each list separately).
3—Detect Earthjar (1) Detects any disembodied presences within an
carthnode (spirits, targets which have cast Earthfar or Earthtkeep, etel).
6—Nodebridle [ {F) RR mod: -20 Target must expend 2x normal power
points tocastany spell for | rnd/3% RR failure or untif the target leaves the
Earthnode, If the 1arget reenters the Farthuode before the spell’s duration
has expired, he will still be under its effecis.

8—Control T {F) Caster subtracts his level from all ESF rolls tor the
duratian of this spell.

9—Nodetap I (F} Caster can tap directly into the power of the carthnode,
All caster’s spells will cost 75% of nonal power paints for the duration of
this spell.

12—Nodebridle I (F} RR mod: -20 Target must expend 2x norna
power points to cast any spell and all his ESF ranges are doubled for | rd,
5% RR failure,

13—Control 1 (F} Caster’s spells only fail on an unmodified 01 for the
duration of this speil.

16—Nodebridle HI (1) RR mod: -2( Target must expend 3x nomnl
power points to cast any spell and all his ESF ranges are tripled for | md;
5% RE failure.

17—Nodetap I1 (F) As Nodetup I, except caster’s spells enly cost SO% of
normal power points to cast.

18—Control True (F) Caster’s spelts will not fumble tor the duration of
this spell.

19—Node Renewal (KF) Caster may instuntly renew his power poinls
directly from the Earthnode, This spell can only be utilized safely once per
week, Euch additonal attempt will result in an "E’ stress critical.
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20—Node Channel (F) Caster may channel 2 bolt of energy directly from
the Earthnode, Attack is resolved on the Plasma Bolt table, (or use
Lightning Bolt if RMCIH is not used). +100. x2 damage, delivering
Essence and Disruption criticals. Spell failure chances are not modified by
Control spells (above) or other spells or items producing similar effects.
Spell failure results in a roll on the ESF table with a + 100 modification and
*C" Essence and Disruption criticals.

25—Strikefocus (F) Adds +35 to the caster’s next spell-delivered critical
strike. This +5 will shift a natural roll into the "open-ended’ range (if the
caster rolled a 94, Smikefocus would shift the roll to a 99).
30—Nodefocus (F) Adds +10 to the caster’s next spell atiack roll (base or
elemental). This +10 will shift a natural roll into the “UM’ range (if the
caster rolled a 88, Nodefocus would shift the roll to a 98). Note: Leve!
bonuses to these rolls are not considered in determinaiion of a