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1.0 INTRODUCTION

Rolemaster Companion V (RMCY) 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 matertal before using it in his
world or campaign. The material runs the gamut from play aids that
simply make the standard game mechantcs 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. But most GMs fall in between these two extremes; they
will use some of the material, ignore some ot 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 audience 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
RMCV, some of the material 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 mamner in which a GM interprets, modifies, excludes,
orincludes 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, unbreakabile,
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 o 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 (¢ have a successful FRP game.

Note: For readahility purposes. these rides use the standard

masculine pronouns when referring to persons of uncertain

gender. In such cases, these pronouns are intended to convey
the meanings: heishe, 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 Benson ... (Oklahoma)
DB David Biank .............ccoooeveveiece e (Texas)
KC Kevin Callaghan .. .(New Jersey)
MC Monte Cook ..ooeininscne e (Vieginia)
IC John Curt1s c.oeeeeeeeeeec e {(New Mexico)
1D Joseph Daugherty .......ocoooeiieiciinnn, (Illinois)
1G Joe Gubbini .....cveevveecererce e (Ohio)
RH Ross Henton ., (Texas)
MMc  Mark Mclean oo {England)
MM Mandy Mers .......cocoeevieenieecennre v {Oklahoma)
AM Andrew Morgan ... (New Jersey)
LR Laura Reutter .......cocooceivieicivcvieirccsiiees {Indiana)
[RR  LemRichards...........ooovevvvececveee e {Texas)
TT Tim Taylor ..o (Indiana)
DW Daniel Whiteside .....cooovivriiiieeee s (Illinois)
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 If (C&TI), and the
previous Rolemaster Companions {(RMCI-RMCIV ). Those products
should be consulted for specific references; for exampile, the spell
lists all 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 bcginnﬁ&mge
and the second # is the end of the range; for example, 1-10G1s a
roll resulting in a number between 1 and 100(00).

. The die type notation, #D#, where the first # is the number of dice
torell (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 1wo six-sided dice and sum the results; 1D8 - 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 whaose powers and
spell lists operate on a more primal and fundamentat level than
those of the Magician. He possesses a deep understanding of the
natural forces that surround all things and many unusuaband unigque
spells that make him as handy to have around as his brother, the

elemental Magicran.

ForCEMAGE Base SpeLL Lists

Foree Law
Forece Master
Gravity Law

Magnetic Law
Shockwaves

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

The Forcemage is a variant profession of Magician.

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

‘Maneuvering in Armor:
Soft Leather ..o 9

Magical Skills:
Spell Lists

Rigid Leather ..o, 9 Runes ...

Chain .oocviiecnceee e, 10 Staves and Wands ........... 1/4

Plate ..o 20 Channeling ..o 9
Directed Spells ............... 2/5

Special Skills: General Skills:

AMBUSR o e 9 | Clmbing .cccoovveeeniiriiiinras

Linguistics ..ocooveens i Swimming ...

Adrenal Moves ... ; Riding coveerereeneee

Adrenal Defense . Disarming Traps

Martial Arts ..o 9 Picking Locks ..o, 8

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

costs.
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

Perceplion...enee +2

Academic Skills: Magical Skills:

Advanced Math ... 2/5 Magical Ritual................. 215
Basic Math .................. 1/4 | Spell Mastery ... 216
PhysiCS oo 173 Transcend Armor .........v... 9
Leve! Bonuses:

Acudemic Skills .......... +3 Directed Spells

Base Spell Casting ...... +1 Magical Skiils

and
M 'O
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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

MavLrrFicaNT 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 .................... 9 Spell Lists oo, 1/*
Rigid Leather oo 9| Rumes .o, 245
Chain ... Staves & Wands............... 2/5
Plate ...oooooovviieie Channeling ......cccoco......... 2/5
Directed Spells .................. 5
Special SKills: General Skills:
Ambush ..o 9 | Climbing ... 7
Linguistics ..... 2/* SWImmIng ......coeiveeee. 3
Adrenal Moves .............. 5 Riding .ccoovvveveeeiie e 3
Adrenal Defense .20 Disarming Traps.......... .. 7
Martial Arts ..._........ Picking Locks......._......... 7
Body Development ......... 8 Stalk & Hide .........o.co.c..... 4
Perception ..., 2

Other Skills: Reler to Development Point Costs given below
for those skills unigue 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 ... 1/4 | Magical Languages ......... 1/*
Fauna Lote ..., 2/4 Magical Ritual ........
Floralore... ... 2/4 Transcend Armor

Herb Lore ..., 1/2

Outdoor Skills: Medical Skills:

Animal Training .......... 2/5 Midwitery .....ocooeeevvrnnn, 2/4
Foraging ..., ........2/3 Hypnosis ..o, 1/3

Level Bonuses:

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

most powerful spelis de not have any immediate effect. but instead
affect the victim hours or even days after the 1arget 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 1o
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 This profession may nat be appropriate for all worlds and
essence, both for himself and others. Their base spells allow them campaigns, 0 a GM should consider it carclully before adding it
to modify the essence and other’s abilities to utilize it. This makes his game.
Wizards valuable allies and dangerous foes, A Wizard's prime l
requisites are Reason and Empathy. .

WizarDp Base SpeLL Lists

Spell Bune Spelt Guard
Spell Hand Spell Manipulations
Wizard staff Spell Dampening
Weapon Skills: 8; 15; 20; 20; 20; 20
Maneuvering in Armor: Magical Skills:
Soft Leather Spell Lists 1/*
Rigid Leather ... RUNES <o 1/4
Chain e Staves & Wands.............. 1/4
Plate ..coooevoiiiciene 11 Channeling .......cccovvrirerene 7
Directed Spells .....ocoocee, 3/6
Special Skills: General Skills:
Ambush . 9 Chmbing ... 6
Linguistics .....ocovennens 2/* Swimming ... 3
Adrenal Moves ..o, 6
Adrenal Defense ... 20
Martial Arts ... 9 5 N
Body Development......... 8 §
—r =

Other Skills: Refer to Development Point 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 i 2/5 Power Projection ............. 1/4

Metal Lore ......oovvveeienee 2/4 Magical Ritual ... I/3

Stone Lore ... 2/4 § Transcend Ammor ............... 7
Spel! Mastery .....ccoeeeeee. 1/5

General Skills: Targeting ..o vvereeinennnes 2/4

Crafting ..ovovveveveersonnnes Warding Lore ... 1/4

Sculpting ...

Wood-Crafts ..oovee. 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 ................+3
Base Spell Casting ....... +1 Perception Skills . .
Concentration Skills .....+1 Directed Spells ... +2
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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 leams 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 I 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
S0 on.

Whenusing attack theme categories for weapon skilldevelopment
there is no longer any need for either of the “Weapon Skills For
Similar Weapons” optional rules (CAL 13.1.1 or 14.1.5). Although
a particular weapon type may be found in two or more attack theme
categories, it is used in compietely different ways when using each
separate weapon theme skill rank. (Learning 1o chop with a short
sword by developing the Short Axes theme does not give one any
extra skill when trying 1o wield it in a Short Blade theme attack
pattern.) However, one instance in which the similar skill ruie
should be retained is to allow a character to use an attack theme skill
developed for one hand at half the skilt rank when the weapons are
employed with the other hand (See CAL 13.1 A4).

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 shouid be made more difficult o
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 509, rounding down, (So a development cost of
2/7 becomes 2/10, 3/8 becamcs 3112, etc.)

.0 OPTIONAL ARMS “LAWS”

GMs may wish to restrici 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 garme.
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 until
hehas practiced with it for at 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
pomts 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 beemployed;
another week of practice will allow the character to use the few
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 he used.

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

ONE-HANDED CRUSHING
Short Spikes (SS): War Hammer, Mace, Icc Axe, (Baw,
Klhaizail)
Chains Plus (CP): Morning Star, Nunchaku {1H). (Typh,
Khazorzim)
Ciubs (CL): Blackjack, Jo (1H), Tanfa, Club {iH).
Whips (W1): Cat-o’-nine-tails, Whip.




One-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, Klllaj, Goodar)

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

Two-HaNDED

Long Axes (LLA): Batile Axe, Woodsman's Axe, 3/4 Axe
{‘Hudson’s Bay Axe”). (Bulbova 2H, Zharenzak)

Long Spikes (L.S): War Mattock, Mattock, Pick, 2H Hammer.

Great Blades (GB): Bastard Sword (2H), Katana (2H) 2H
Sword, Claymore, No-dachi., (Irgaak, Dalwal}

Great Chains (GC): Flail, Nunchaku (2H).

Staves (8t): Quarterstaff, Jo (2H), Cudgel, Club (2H), Spear.

PoLE ARMS

Poie Arms (PA): Pole Arms, Spear, Javelin, Pilum, Harpoon,
Lance {unmounted}, Trident (Naginate, Runk)

Mounted Pole Arms (MP): Lance {mounted), Spear, Javelin.

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

THROWN

Short Blades Thrown (TSB): Dagger, Dirk, Sai, Main Gauche,
Short Sword. (Katart, 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. (Catus, Cazingal, Bulbova)

Shory Spikes Throwa (TSS8): War Hammer, Mace, Club,
Cudgel. (Klhaizail)

Chains Thrown (TCH): (Typh)

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

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

3.2 MULTIPLE ATTACK
PROFICIENCY i

Multiple Attack Proficiency (MAP} 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,

Mmnivum REQUIRE.\IEN'[’S I
A character must have at least 20 skill ranks with a speci
weapon before he may muake multiple attacks with that weapon, A
minimum of 10 ranks is required for each additional attack aftcr'

first.

IDIMINISHING RETURNS

Offensive bonuses for multiple attacks diminish just as l
bonuses for skill rank devetopment do. The first auack will hav
base 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 1%}, and all 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 multigde
attacks, it is unlikely that a character will ever make more than t'
attacks with one weapon in a singfe round.

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

ranks with his dagger. Because he has less than 28 ranks

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

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

Bullywoog develops six more ranks with his dagger for
iotal of 22 skill ranks. Bullywoog could now make a singl
attack withan OB of 72 (10 @ 5% + 10 @ 2% + 2 @ [ %), or
he could make two antacks with the OB of the first attack ar 50,
{10@ 5%) and the second ai 20 (10 @ 2%) leaving him 2% rol
apply to either the first or second attack, or he could apply 1%
to each.

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

Apprrionar MODIFIERS l
In addition to the normal offensive bonus a character receives for
developed skill ranks, other modifiers might be available to
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: Buflywoog has a strength bonus of +20 and a fine
dagger with a bonus of +10. His toial honus is +30 (20 + 10).
He sets his base OBs at 50 (10 ranks @ 5%} for the first attack
and 22 (10 @ 2% + 2 (@ %) for the second. He then adds his.
additional bonus of +30 to each attack for a final combinarion
of 80 (50 + 30) for the first attack and 52 (22 + 30) for the
second.

1
1
I



) -l T D e
S R N GE I DY Il I T R S BN B D o ow £

b
¥
L4

Option 1: Equalty divide the character’s total bonus by the number
of attacks 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 howeverswitch any orall of his offensive
bonus to his defensive bonus provided he has a shield. suitable
terrain, or another meiee weapon. The amount shifted to DB must
be subtracted from each attack, and if the resulting OB is negative
for any altack, that attack is lost,

Example: Bullyvwoog has 32 ranks developed with s duggecer.

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

and 20 (10 @ 2% ) for the second artack and 11 (10 @ [5 + 2

@ S%)for his third attack. He then shifis 15 points of his OB

1o his DB. His final OBs will he 35 (50-15),5 (20-15), and -4

(11-13).

Realizing thar ke will lose his thivd attack, Builvwooeg
decides instead to only make twe ariacks. Refiguring his OBs,
Bullvwoog now has a 30 (10 ranks @ 3% ) for the firse areack
and I2010@ 2% + 10@ 15 + 2 @ 1% ) for the second attactk.
Adjusting his OBs for his parry resules in final OBy of 35 (30-
15)and 17 (32-15).

Even though 4 combatant may have additional moditiers such as
a weapon bonus, spell bonus, cte., the amount of QOB switched 10 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 Bs of 35 and 17.
The final OBs will be 65 (35 + 30j and 47 (17 + 30), His parry
bonus will be 13,

WEAPON COMBINATIONS
The following are modifications 1o Section 5.1 of Arms Law
when using Multiple Attack Proficiencies.

No Melee Weapon

Multiple Autack Proficiencies are developed for a specific weapon,
Nobonus so developed may be used with any similar weapon unless
specifically deemed appropriate by the (iM.

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 normally 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 to develop a
proficiency with apole arm. Instead of groups of | ranks foreach
attack, the GM may require groups of 12 or even 15,

Two-Handed Weapons
There are no special modifications.

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

Two One-Handed Weapons

A defender may notparry with a weapon with which he is making
multiple attacks. A combatant with two one-handed WEAPONS may
make multiple attacks with each weapon (provided he has at least
20 ranks with each weupon).

Thrown Weapons
MAP does not apply to thrown weapons.

Missile Weapons
MAP does not apply to missile weapons.

MULTIPLE OPPONENTS (SWEEP)

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

Example: Bullvwoog has 32 ranks developed with his dugger.
He decides to ambush three unsuspeciing towrists. His initial
OB allotments are 50,20, and 11. Since he can perforn three
separate atiacks he may eugage all three towrists. He has
additional modifications of +30 which resilt in acljusted OBy
of 80, 50 and 41. Now Bultvwoog figures in the penalty for
aitacking nuiltiple foes and his final OBs are 80 for the first
tourist, 30 (50-204 for the second rourist, and | (4140 jur the
third.

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

MULTIPLE ATTACK PROFICIENCY AND HASTE, EfrECTS
A combatant usiag only his proficiency 1o make multiple attacks.
executes all of these attacks in the melee phase of the tum sequence.
Ifa combatant. using his weapon proficiency, is under the influence
of a Haste or Speed spell. then he acts first and last in a given round;
executing all of his attacks due to his proficiency at the first and Tast
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 martal
artists are trained to block attacks in such a way us 1o 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 relinquished
initiative. The martial artist declares he shall attempt PFA when
announcing his parrying bonus from his OB. The defender must
then successfully parry the attack, recetving 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
1. Declare parrying amouni 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 u 1 0th level Warrior Monk with
a Rank 3 OB of 101 in both strikes and sweeps,and a DB of 20
One day he is confronted by two 5th level warrior monks,
neither of whom share his benevolent outlook. The first wairior
monk attucks with a spear, and Bob parries with 35 of his 101
OB. Successfully parrying his foe's attack (no critical), Bob
volls for PFA, getting a total of 92 [roll {+62) + parry (+35)
+ PEAMuocds 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 kis foe anyway (driving the
nasal bones into the brain) and meety the next warrior monk,
whe uses Rank 2 sweeps. Again Bob parries with 35 and once
again successfully parries the attack (no critical). This time,
Bob's PFA total is 128 [roll (+78) + puarry (+35) + PFA 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 {101 - 33).

Example 2: Bob meets up with the warrior monks' leader, and
wounds this twentieth level monk with a thrown knife, the
critical resuliing in the monk being at -5. Bob then attacks with
80 of his 101 Rank 3 OB. The monk, who was not stunned,
decides 1o use PFA and parries with Rank 4 at +45. The mank
successfully parries Bob's artack (no critical ), and rolls a 100
followed by a 37 for a total of 182 [roll (+137} + parry (+45}
+ PFA Mods Chart (+5), Rank 3 vs. Rank 4, + injury (-5) =
182]. Consulting the PFA Results Chari, the GM tells Bob thar
hewas drawn pasi the ntonk, who gaing +35 on his counteratiack

as fe strikes at Bob's rear. The attack resulrs in Bob being
thrown to the ground and stunned for 3 rounds, Luckily g
Boh, an archer whoe Bob once aided, happens along and.
the monk’s back with arrows. Being benevolenr does hi
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 to be used in situations he
deems inappropriate. Such situations may include combat
mounted foes, or when the defender is in a cramped space
lying down, or standing on a ledge,

5. The Defender may not be surprised.

r

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 m
artist’s level, with Ag as a stat bonus,

1al

'PFA MODIFICATIONS CHART

PARRYING RANK

e

Atrack TYPE 1 2 3

MA Rank 1 - +5 +10¢ +15
MA Rank 2 o = +5 +1
MA Rank 3 -10 -5 - +l
MA Rank 4 -15 -10 -5 -
Chained Weapons =20 -15 -10 -5
Pole Arms -13 -10 -5 l
Two-handed -10 ) e +3
One-handed Edged =) - +5 +1a
One-handed-Crushing - +5 +10 +1
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 difjiult
to manipulate the foe. This is different from parrying in thlhe
defender 15 not only avoiding the attack, but also putting his foe in
a disadvantageous position at the same time. Therefore, cegiain
weapon types are more difficult o use in the manipulation offe,
For instance, a stab from a short sword is easier to manipulate™an
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

<1z Poor attempt leaves you off balance. - 10 to
counterattack.

1-95: Antack 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 block opens foe’s defence, +15 to
counterattack.

141-160: Deft turn 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 1o your
counterattack.

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

>200: Cruel parry bends foe's elbow/knce in direct contrast
to his creator’s intentions. Foe is stunned for five rounds,
unable 1o parry for three, and at -65 to all actions. You are
at +40 to your counterattack and +15 for the following
three rounds. Your teacher would be proud,

3.4 TWO-WEAPON KATAS

How does a GM handle a player who wants to wield two
nunchaku in conjunction with a weapon kata? Should the PC be
required to have skill with the 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 combe as a weapon
kata. Below are two methods from which to choose.

Opticn 1: Require an OB of at least 90 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

handaxes as his kata upon reaching an OB of 90,

Option 2: In addition 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 skifl ranks in Rank | Strikes, therefore
he must maintain ai least 7 skill ranks in the rwo weapon combo
of handavxes,

Note: It is suggesied that only two of the same weapon he
allowed as weapon katas. The GM showld also disallow
wedpons he feels are too unwieldy.

EFFECTS OF TWO WEAPONS IN COMBAT

1. Attack mod = -30 (instead of -2(}).

2. The fumble range is decreased by 1 for every 10 the OB is
over 90, to a minimum 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 weapon
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 iwo weapon kata when using
warkammers with MA Strikes. While in combat with Hurgrum
(levels fighter, DB = 30, AT/ 10), Mike attacks with his weapon
kata. Mikes attack total is a 107 [{OB) 90 - (DB} 36 - {Kata
penalty) 30 + (roll) 77 = 107], which results in a 10B (on the
MAStrikes table) + [d hits (7 Kara hiss x2)and two ' A’ eriticals
(kata critieals). The criticals would then be resolved by one or
two rolls (GM’ s choice).




3.5 THROWN THROWN PROJECTILE RANGE MODS CHART
: P ROJ E CTI ]_. E S DistancE 1x Feer Moutrier

Thrown projectiles delivery (such as vials of acid or holy water) Point Blank 1-10 +30
occursduring any Fire Phase in the combat roynd. Inaddition, items Short Range 11-30 +10)
such as grenades, demolition charges (most likely black powder or Medium Runge 3190 +(}
naptha in a fantasy milieu), and the iike can be placed dljring the Long Range 91-150 230

Movement and Maneuver Phase of the round.
Note: these rules are used for resol ving attacksfron projeciiles
which produce small area results, and are not Jor resolving

atiacks of thrown weapons against specific targets. The THROWN PROJECTILE ERROR CHART
accompanying tables are based around similar conventions NET POINT SHORL Y T— Love
cccurring in Space Master. Rou.  Biaxk RANGE RANGE Raxge
The attacker must specify where he would like the projectile to

land (and presumably, break or detonate). He then rolls and adds his 101+ - - - -

appropriate Thrown Weapons bonus, the range modifier specified 99-100 I’ I’ I' I'

inthe Thrown Projectile Range Mods Chart, and any other modifiers 96.98 & 1 7 3

stipulated by the GM (for example, if the attacker is trying to throw , , , .
X 91-95 1 2 3 3

a vial of Holy Waler through a narrow aperture, the GM may say

that it is Very Hard to do so and assign a -20 difficulty modifier. 86-90 2 ¥ 4 8
Note: it is contingeni upon the GM 1o assigndifficulty modifiers 81-85 2 3 ' 10
ifhe deems that an attacker's attempted throw or the conditions 71-80 2 4 g 12
involved are in some way wnusual. Also, unusudl weight or 51-70 3 5 10 15
aerodynamic properiies of the projectile may increase or . . . .
decrease the effeciive range of the projectile. e 3‘ 6' ]2' 20
If the net result ts over 100, the projectile lands as intended, The ERED . U = el

delivery process is complete, and the attacker may move on 1o the 06-10 ¥ 8 16 28’

effectresolution process. Ifthe netresultis 100 or less. the projectile 05 & Under 4 o 18 it

was not placed as desired and the Thrown Projectile Error Churt is
consulied 1o determine exactly where it did land, Once that is
determined, the attacker then proceeds on 1o the effect resolution

process. . .
To determine the range of an errar on u 100 or less rull, use the ERROR DIRECTION CHART
original modified rol) and consult the Error Direction Chart, Next, 1D100 Porst SHORT MEpiuv Ueer
determine direction of error: for game purposes we will assume six RoLL BLANK RANGE RANGE RanGE
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; $ = Short; SR = Short and Right; 70.79 L L L LL
5L = Short and Lefl.
Using this data, establish the new landing point of the projectile. GO L L = SR
Note all other potential targets in the arca. 50-59 L L LL SR
ErreCt RESOLUTION PROCESS 40-29 - LR SR 5
- . . L o 30-39 L LL SL )
1. Establish the impact point of the projectile.
. . R, I : 20-29 LR SR S S
2. Identify all potential targets, Liquid-filled projectiles designed to
fracture and splash on impact (such as vials of Holy water, acid, 10-19 LL SL S 3
greek fire, etc.) have a Splash Radius equal to 1 foot per pint of 05-09 SR 5 . 5 S
liyuid. Targets positioned within the Splash Radius will also be 03-04 SL 5 S g
affected by the substance (if appiicable). 01-02 S S g

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, etc. ),




J4.1 SPELL RESEARCH

In many campaigns a GM may be presented by the problem of
wishing to introduce one or more excellent spell lists created by a
l player for his character o learn. But new spell lists are extremely
time-consuming to create under the rules set forth in Spelt Low
{Section 9.0). Creation of a new list which does not simply mimic
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
leave much time for adventuring. Use of the Spell Research Table
provides a practical base 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 lists:

* Research Taiget (if upplicable): The structure of attack magics
must take into consideration the physical nature of the target they
will affect. 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 Lo different targets.

» Class: The spell class (D, E, P. M, etc.) must be determined. (SE,
Section 11.3).

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

*Mechanics; Is this spell instantaneous? Are its effects dependent
onthe amount of the target’s resistance roll failure? Must it be cast
atoight. in the daylight, or within a 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 speli appear?

l Is it simpte 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?

* Name: What will the spell be called? Although this may seem 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 spelleaster wishing Lo research new enchantments must
tonsult many different sources. Many of them may be dangerous,
ifiicult to find, or expensive 1o utilize. The services of a Sage or
Seer, access 1o rare and delicate books in a restricted section of
l)ublic or private library, and the opinions of other mages and
cholars (of this or many other pianes) may all be necessa. y ta the
Successful ereation of a new spell or list. The Research Investment

IS 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 characier’s means. the spells may still be possible 1o
research. but the project would likely be more ditficult and potentially
more dangerous.

UsING THE SPELL RESEARCH CHART

The relative success of spell research is determined on the Spell
Research Chart. This chart. like the maneuver charts. has a number
of different “difficulty ratings”. from Routine to Absurd, The
appropriate ditficulty must be assigned by the GM hefore a roll is
made, with additional modifiers il 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 rolt modified upwards by the rescarcher™s
Research skill bonus (SL. Section 5.1) or the researcher’s Re mod
(il the skill is not used).

The second number ineach entry on the table indicates how much
time was required 1o complete the indicated percentage ol ihe
rescarch.

The Routine threugh Hard columns are used for rescarching
individual spells. The Routine column should anly be used to
determine the outcome of rescarch on single spells which are of a
type with which the caster is intimately familiar (i.c.. clemental
attack spells reseurched by a magician), and are of ten or more levels
below the caster. The Hard column should be used for developing
new and unconventtonal speils which have no existing counterparts
within the same realm or profession. and are of a level equal o 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 nccasions (developing new lists of a type the
caster has made his personal, lifelong specialty, or very simple,
non-combalt magics (perhaps some open lists).

Example: A Seer bereft of the Open Mentatism list Delving
might develop it on the Hard column, becanse manity of the
spells are versions of spells he already possesses on his hase
lists. but the same secr attempting to write an elemenial-based
arcane list wonld be wackling o 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 anather spell on the same list, is
resolved on the Routine through Hard columns on the Spell Rescarch
Chart (GM’s discretion). For instance, the Routing colunmn weuld
be used for rescarching spells ten levels or more below the caster's
level 10 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 counterpan on another list.

Option: If a GM wishes to allow spell research that is not partof 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 Tentacies (RMCIV, Section 9.0)is
to be develuped 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% fur each of these lower apen slots which is
eventually developed.

RESEARCHING ENTIRE Lists

Researching a new list is done by spell picks (SL. Section 5.3.3).
Only the levels normully availuble 1o a specific profession may be
researched by a member of that profession (c.g., a Sorcerer could
onty research spells on an apen list up to tenth level). A separate
research project is 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
afanewopenlistsimilartoan existing open list from another realm,
while the Absurd column would be used for researching the ‘D°
portion of a new arcane Jist.

REskarcH Time MODIFICATIONS

The time required to complete s specific research project is
modified according to the Research Time Modifications Chact,
Also, the time may be increased or decreased by other factors (such
as exceptionally good research materials, finding other work
previously done along the same lines, or having continual minor
inlerruptions or unexpected snugs in the research).

Example 1: The umbitious Magician, Hiracthwishes to devefop

a new, more powerful Wall of Fire spell, for the magician base

list Fire Law.

Step one: Research targer. This spell is not geared toward
atiacking any specific race or (vpe of target.

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

Step three: Parameters. Hiraeth decides that [0 x 10’ x6"" is
large enough, and the duration of 1 radfivi isfine, but the ‘A’
heat critical delivered by the wall just isn” tdeadly or destructive
enaugh for his astes. He decides the new Wall of fire will
therefore follow the same parameters as the 4th level Wall, bur
will deliver ¢ 'C' heat critical.

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

Step five: Difficulty. The spell will fill the exisling gap
hetween Sth and | 0th level on Fire Law.

Step six: Name. No special requirements as o the spell's
name exist, so he decides (typically) o call it Hiraeth's
Humoungous and Magnificent Wall of C onflagration,

Stepseven: Determine research requirements. Hiraethwants
access to the Grear Library of Thath for his research. Adnission
to the library is free, but access to the stacks concerning
magical research costs § gp per day, plus the donation of rme
collectable book the libravy doesn’ t already possess. The 5 op
perday he carn probably cope with, but he still musi come up
with the book. After perusing several auction blocks, he
pitrchases un appropriate tome for 75 gp,

Step cight: Determine research time and investment The
GM rules thar althangh the speit is more powerful than other
comparable spells on Fire Law, most of the work is based on
existing precedents (the 4ii level Wall), and determines thar
this will he a Moderate difficelry projece. Hiraeth's research
bonusis 65 (10 ranks plus Retln mod af 15). The GM grants him
+20for the excellent facilities availabie. wid Hiracth proceeds
twrolla73.73 + 65 +20= 138, Referencing the Spell Research
Chart produces a result of 100% completed in 110 howrs
{fourteeneight-hour davs). Hiraeil s taicl research invesment
is [45 gp, and Fire Law has its new addition,

Example 2: The revered are hmage Q. 2. Hardley decides 1o
credte a new arcane list dealing with electriciry.

Step one: Research rarget. These spells are not designed teo
attack gny specific race or tvpe of targer.

Steps two through five. The class, parameters, and mechanics
will vary from spell 1o spetl.

Step six. Name. Some of the proposed spells on this list
(Lightning Blade, Immolution) resemple spetls on the arcane
list Mana Fires, sa he decides to call it Mana Currents ont of
respect 1o his predecessors,

Step seven: Determine research reguirements. Hartley
consults many of his colleagues who have done similar research,
and arranges an audience with o Light Drake which resides in
the mountains nearby. The drake agrees i reach him more
ahout his element for the paltry sum of five thouyand egold.
Hariley purchases additional research materials in the form of
several large, expensive books from the estate of his former
teacher for 15,500 gp. He arranges to have someone iake care
of his estate during his time away (I gpiday), and pays a friend
10 1each his classes at the local university during his absence
(10 gpiday). He also consults with a local Sage 1o see if there
dre any standard research materials he is not familiar with,
and 1o see {f anvone else has worked along these flines (25 gp,
but no results).

Stepeight: Determine rescarchiime and invesiment. S witably
equipped, Hartley beging his arduous task. Hiy GM decides
that developing a new list usable by all three realms ix
extraordinarily difficalt; in effect, new foundation material for
magicitself Hartley is un accomplished archmage (20th level)
and an experienced scholar, but has seldom delved into
elemental magic. This research will be condicted in the Very
Complex column.

Hartley's research bonus is 105 (40 ranks plis Reiln mods
of 20). The GM grants hint +20 for his initial preparations, hit
adds a -25 penaliy for his comparative unfumifiarity with
elemental magics. Hartley rolls a 31. 31 + 105 - 5 = 131.
Referencing the chare, Hartley will have 60% of the first ten
levels of the list completed in 500 days (250 x 2 becanse this is
an arcane list). His wotal RI so far is 26,025 ap.

A quick look inte his purse indicates o Hartley thar he
vannot coptinie o have expenses mount at this rate. His
second research roll is, however, somewhar better (54). 54 +
105 -5 = {54, Hartiey will have the entire project completed
inanother 106 (53 x 2) days, for a rotal research investment of
27,0891 gp, and his reputation at the college is assured for a
least another term.
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SPELL RESE

RCH CHART

ROUTINE EASY | MODERATE| HARD | COMPLEX | _ VERY ABSURD
COMPLEX
-15t Upgrade 10 Easy. | Upgrade to Upgrade 1o Hard. | Upgrade 1o Waste 4 months |List botched 3 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 manths and 3 years. No luck,
looks. +10 ESF. [wasted. Start 20% Rl wasted. |125% RI wasted, |days wasted, 75%|90% Rl lost. No f 100% Rl 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 iost: 2 weeks and 20% [ Problem 30 days |3% 6 yrs. Slight | Two years and
5% Rl wasted. |RI lost te no gain.|into research. progress, but 90% RI totally
+15 ESF. +10 ESF. 50% RI wasted; |currently +75 wasted.
50% chance no  |ESF.
loss, no progress.
(-50) - -26)  §20% 80 hours. 10% 175 hours, | 5% 350 hrs. 10% 5% 75 days. 10% | 5% 100 days. 3% 5 yrs. 50%  [All research dead]
of Rl wasted, + [0\ RI wasted. +15  |20% RI wasted. |RI lost 10 no ends. 1 year and
ESF. ESE. +20 ESF. gain. +35 ESF. (509 RI lost.
(-25)-0 30% 60 hours. 20% 175 hours. [ 15% 350 hours. | 10% 70 days. 5% |5% 90 days. 109%|3% 4 yrs. 20% 3% 8 yrs.
RI wasted. +5 RIwasted. +10  [RIsquandered. 1259 RI lost.
ESF, ESF, +20 ESF. +25 ESF.
0-20 40% 30 hours. 30% 150 hours.  [20% 350 hours. |15% 65 days. 10% 85 days. 5% 3yrs. t0%  |5% 6 yrs. 206
Rl 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.
+i0 ESF,
41-55 60% 40 hours. 509 125 hours.  [40% 300 hours. {30% 57 days. 20% 80 days. 15% 1.5 yrs. 7% 4 yrs,
56-65 70% 30 hours.  |60% 125 hours. |50% 300 hours. 1408 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% 1 year, 10% 4 yrs.
76- 85 90% 30 hours. 80% 110 hours. | 70% 250 hours. |60% 46 days. 50% 75 days. 40% 1 year. 159 3 yrs.
86 - 95 95% 30 hours. | 90% 100 hours. |80% 250 hours. | 70% 42 days. 60% 72 days. 45% | year. 15% 3 yrs.
96 - 105 99% 30 hours.  |95% 100 hours. |90% 250 hours. | 80% 38 days. T0% 70 days. 509 1 year. 20% 3 yrs.
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. £0% 300 days, ~ [25% 3 yrs.
126 - 135 100% 25 hours, | 100% 70 hours. |Y9% 200 hours, |95% 30 days. 95% 60 days. 60% 250 days.  [25% 2.5 yrs.
136 - 145 100% 25 hours.  {100% 70 hours.  [99% 200 hours. |99% 28 days, 95% 57 days. 70% 200 days.  [30% 2.5 yrs.
146 - 155 100% 25 hours.  |100% 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. | 100% 110 hours. |99% 25 days. 99% 51 days. #5% 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,

- - O e e
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Example 3: fn an ill-advised and hasty maove, Hartiey' s arch-
rival Estrefan decides 19 show him up by stealing Hartley's
rotes and picking up where he left off, Estrefan is a magician,
bitt he has more experience with this sort aof elemental magic
thar Hartley does. Estrefan Sfoolishly limits his research to the
college library, and obviously can't consalt with anyone else
wntil his pirated research is complete.

Estrefan’sresearch bonus is a paltry 55 (10 ranks plus 5 Re/
fn). The GM decides this is an Absurd feat for kim to try to pull
off. and penalizes him an addirional -30 Jor not preparing his
materials properly. Estrefan, however, gets tucky and rolls a
96 (open-ended) and a 34.96 + 34 + 55 .30 = }55. Consulting
the chart, it is shown that in six years (2 years x 3 because this
isanarcane list), Estrefan will be a whapping 30% on his way
1o writing the next five spelis on the list. Hurtley'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 x| x2 xt x2
Pure Spell User xl x2 x| x3
Non-Spell User x2 - - -

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

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

Note: multiple results indicating increased ESF chances are
cumulative.

extended crisis or long-term expedition. For insiance, a Magician
with a personal capacity of 10 power points will be able 1o cast org
a single Lightning Bolr, his spellcasting resources then be:l
exhausted until he can rest again. Such a character could not eyl
manage to fire off two Fire Bolts in the same day (thetr combined
cost is 12 PPy),

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 lenger functioning. '

The spells on an average spell list just do not increase enough in
effectivencss as they progress to slightly higher levels (o justify g
powercost progression which requires an additional point ol'pow’
for each higher spell level, E.g., on the Open Exsence Detectin
Ways list, the effects of the Detect Essence, Detect Mematisny, and
Detect Channeling spells are much too similar todemand that thr
times the power of the lowest level spell be expended ro cast ¢
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 spell no longer costg
anumber of PPs equal 10 its level to cast, Instead, spell PP costs ar
divided into blocks {following the “spell picks” progression), wit
eachsuccessive block costing more PPs ina cumnulative progression,

and each spell within a block having the same PP cost:
Spell Level PP Cost F
1-5 1 3
6-1{) 3
11-15 6
16-20 HO
25+ i
* Each spell above 20th level costs a number of PPs eyqual to its level.

ADDITIONAL MODIFICATIONS

Caster’s Research skill bonus (if used) A%
or

Caster’s Re modifier \%

Quality of research materials +5010-100

Surroundings conducive to research +30 10 -70

Caster's Research Tnvestment v

4.2 LEVEL-BLOCK POWER
POINT SYSTEM

This section discusses some of the limitations that the structure
of the Spell Liw power polnt sysiem imposes, and suggests an
alternative power cost progression.

The way that the power point system is set up in Spell Law, it
seems thata PP multiplier device is almost amandatory requirement
in order for a pure spell user to have enough PPs 1o get by. (Either
thator a very high stat, or bath.) If a tenth-level spellcaster only has
10 natural PPs to work with, his power is nol that great in an

The net effect of this change is to slow down the spell power cos
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 syste
providesis 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 multiplier device in order 1o present a danger,
Italsomakes the higher reahn-attunement stats much more valuabl
when rolled, strengthening the concept of 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 note:
above (1/3/6/10/*)isonly a suggested cost progression, and may be
altered to fit each GM's view of the power of magic within his
campaign. Some optional PP cost systems might inciude the
following progressions:
12/5/100%; 1/204/57%; 1124374/
1/2/4/5/10 (each spell above 20th level costs 10 PPs 1o cast),
L273/4710; 17213415, 1/6/10/15/*:
or even something along the lines of 5/10/15/20/*.
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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
elements 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 concerming time travel, this being just one. but the Wave
Time Theory is not an attempt to cover every possible theory that
has been offered to explain the mechanics of ime. It is instead, a
simple approachthathelps a GM to avoid the paradoxes that usuaily
accompany such theories.

It helps to understand this theory by visualizing an ocean that
stretches out infinitely in all directions, and that this ocean is
completely. still ... mirror-calm. and it is only inches deep. The
ocean floor is made up of sand consisting of many shapes, sizes and
colors. Insome places the sand ties arranged in patterns of deliberate
texture and subtle hue. in other places, there appear to be no patterns
or color at all. When you reach out and touch the calm surface. you
create a wave which races away from you in all directions, and
hehind this wave the sands have taken on new colors 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. It is within this wave that perceptions of
reality exist, and it is within this wave the future is created. The sand
is history: both past, present and future. As the wave travels through
the ocean, itrearranges the sand which lies beneath it like realt occan
waves do to the sands of a beach; erasing the old furure in favor of
anew pﬂSt.

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 will
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: travel into the past and future. The surprises of this
theory are: travel into the past or future does not effect the present.

CreATING 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 TeOrganize
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 etfect tuture waves. This is based ona 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 a1 a
constant speed and at a uniform distance. Events changed in the past
never ¢atch up to those transpiring in the future. If, for example, a
traveller changed some major historical event (something
measurable). then when he returned to his original time (wave).
nothing would be different. All the history books would read just
the same as they did before he left. Last year’s sun rises and falls in
the sky no faster or slowerthan it does today. Why should the eftects
of events he changed travel any faster than they normally travelled
before? If he travefled backwards 200 years and painted the sun
green, no one in the wave he left would ever know.,

Traver Into THE FuTurg

A traveller cannot trave] forward and witness his death. This is
not possible because when he travels forward, he removes himself
from probable future events and therefore from the circumstances
which lead to his death, Let’s say thut a friefd takes something
personal of the traveltler to a Seer. She reveals the circumstances of
the traveller's death and the cvents that lead to it. (While at a
carmival, 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 behind as
the traveller lunged for his friend.y As an experiment. he tells the
traveller what he did but docs not give any specifics. The traveller
agrees lo travel forward a few days. He reappears three days later
and continues on his wuy. His friend later reveals, afler the critical
night has passed. that if he had stayed. he would have come across
asign which advertised a camival ina neighboring vitlage. Becanse
he likes carnivals so much. he naturally would have attended. it was
ut 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 expectancy
might be three more years. if. for example, the present year for him
is 1990, and he traveled forward 10 years to the year 2000, then he
would die in 2003 and not in 1993,

MuLTipLE TravELs To Tue PasT anp 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 he travels to some future 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 self (himself) influencing the future sands. If he
rctumns to any point i the past (for example, his origin wave), this
future existence lasts until his origin wave erases that pattern cr
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 great plot generators for scenarios or
cumpaigns. If players jumps around a great deal, 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
time a wave is created a mark should be made and also anote to keep
track of the events that they create or change..these can have
profound effects on the futures of each wave. The benefil is that
when the players return to 4 time 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 actions in that
previous ime. There is no limit 1o 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 great evil Elven Wizard developed a spell which

wold kitl afl human life. Our heroes travel forth to do battle

with the mighty Wizard to save themselves and the world. But
they arrive too late und begin to see the terrible spell work.

They cannat stop the speil, but they have one chance. They

decide to go hack into the past and prevent the Wizard from

ever learning the spell. When they arrive in the past, they race

Jor the wizard' s tower, storm into the laboratory and slay the

evil menace, and then they raze the keep. This is great for the

heroes and of course for all human life, but just a few hours into
the future the mighty Wizard has succeeded in his vile plot, and
all human scum has been eradicated.

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

Now there is nothing to stop the characters from devetoping 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 back 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 cne 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, Clesed, orprofession base lists. Here are options for handiing
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 all that are
available. The player must do this in groups of five spetl blocks
of I-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, 2 +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 from item bonuses (treat
them separalely using one of the above options for each and then
add the results together for the net bonus).

Option 5: Treat spell bonuses in the same way as item 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 allow the
character to cast without power points. Theseadders can be typed
Just as spell picks. A type A Adder would allow up to a 5th level
speli 1o be cast, a Type B Adder would allow up to a 10th level
spell to be cast, elc.

Option 2: Normally an adder can be used repeatedly (after the same
rest andfor meditation that enables a character 1 regain his own
PPs). Instead, allow the adder to used again only afler 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 11-15, the time required
might be 12 hours x level of the spell.

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




5.1 NEW SKILLS

Brawling (Ag or Ag/St or S1)* — Bonus for using non-weapon
implements in an offensive manner (e.g., using a stool to attack,
throwing sand in your foe ‘s eyes, ete ) or for undisciplined, untrained
hand-to-hand melee. This does not apply to normal weapun usage,
which is defined under various other skills (weapoen skills, yado,
martial arts, eic). 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 glass might inflict Puncrure, Slash, or Tiny eriticals depending
on the GM’s wishes.
* depends on the type of attack {(GM’s discretion).

Examples:

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

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

Grapple Crit — grasping. grabbing, and serzing.

Unbalance Crit — knockdown, shoving, and tackling.

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

Tiny Crit — hatpin, fish hook, and biting.

Heat Crit — flaming torch, hoiling oil, and burning pitch,

Acid Crit (RMCIIT) — thrown bottles of acid.

Depression Crit (RMCIIT) — rape and humiliating physical abuse,
Stress Crit (RMCIH ) — being stretched on the rack, other tortures,
Shock Crit (RMCIH ) ~— sand thrown in the eyesand attacks to stun.
Mental Crit (EC) — attacks resulting in minor brain damage.
Essence Crit (RMCV) — attacks by destructive Essence Flows.

Starvation! Dehydration Crit (RMCV) — resy/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 a directed spell, the spelf user must make a maneuver
roll using his Find Weakness skill bonus. His rell is modified by all
of the targer’s applicable defenses. If he succeeds, any applicable
defense the target muy have is reduced by the number of ranks the
caster has developed in his Find Weakness skill. A maneuver roil
must be attempied with each aftack,

5.0 OPTIONAL SKILLS/STATS ‘LAWS’

Example: The great mage E'ess Eff prepares a Lightning Bolt
to be cast at the Sione Golem. E exs Eff knows that the Stone
Golenthas very good defenses versuselectrical attacks (75), 50
he decides to FindWeakuness against his defenses. E' ess Eff has
developed 21 ranks in Find Weakness forLightning Bolt giving
hinia banus of 88 fincludes stat mods), E'ess Eff s piayer roils
Q2 far a total maneuver rott of [80 (88 + 92, § ubtracting the
Golems defenses yields a net manewver rofl of 165. He makes
fis manenver rolf and thus is able to subtract 21 Srom the Stone
Golem’s Defenses.

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

Power Manipulation (Emorinor Pr}(Special)— This skill allows
the caster to increase the resistance roil modifier of a target when
using base spell attacks. Before casting a base anack spell, the spel|
user must make a maneuver roll using his Power Manipulation skill
bonus, 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 mancuver roll, his
chance for spell failure is increased by the number of ranks he has
developed with this skill. The maneuver roll is attempted in the last
round of spell preparation.

Example: Onager the Discreet prefers to use low level spells
1o the best advantage. He has developed 12 ranks in Power
Manipuiation for a total skill bonus of 60 {inciudes stat bonus).
Onageris desperately trying to sneak owt of the house withour
having to explain to his wife. He decides to cast Sleep V upon
her while sheis doing the dishes. Onager's Power Manipulation
total comes to 107 Sleep V is a first level spell, so it modifies
hisroll by -5 {1 x5 resulting in a net manewver roll of 102, His
wife attempts to resist butr does so at an additional -12.
Onager's speil snceeeds and his wife falls gently to the floor.

Skitl DP Cost: Pure Spell users: 2/3; Hybrid Spetl 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 1o make this skill required to rescarch new spells and
magical matertal.

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", orif 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.




b
Specific Knowledge Lores (Me/Re) — Specific Knowledge Lores
represent focused areas of detailed 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 specitic
knowledge lore will provide more 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 RMCHI.
Example Areas:

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

People: Famous Wizards, the King, Bandit Leaders, or your arch
rival.

Creatures: Fell Beasts, Demony, Undead, Racing Horses, or White
Dragons.

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

Things. Trade Goods, Enchanted ltems, Famous Enchanted [tems,
Famous Elven Enchanted Items, Famous Elven Weapons. or
Famous Elven Enchanted Long Swords.

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

Skitl 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 aitack), but works for clemental bolt
spells rather than attacks by weupons. Remember that the caster
rmust have surprised the target (GM: be very strict about this, or this
will get really out of hand).

Skili 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
look 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
effects, although in some magical societies, casters are judged by
the artistry of their spellcasting as much as by the spell’s effects.

Skilt 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 intheir 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).

Skitl DP Cose: As Direction Sense,

SCRYING

-26 Down Blunder: Spectacular failure, Not only does the
target instantly know he is being seryed on. you manage to
convey 1o him who and where you are, Dizziness washes
over youas you crumple stowly to the floor, disoriented. and
at-50o allactions for 24 hours as you regain vour bearings.
Any other serying attempts tor one week absolutely [ail.

-25-04 Absolute Failure; Qops. You have notouly not found
your larget, your incompetence in controlling your psyche
during the altempt has given you a splitting headache and a
-25 penalty for 24 hours. Any further serying atteipts today
are doomed.

05-75 Fatlure: You ure unable to locate or truck yOur turget,
andare badly confused by the appearance of other presences.

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

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

111-175 Success: You have pinpointed the target, and may
follow him for 1-3 hours with +19 bonuses to all rolls
required to mainlain the image.

176 up Absolute Success: He's nuiled. You will not lose the
image for 1-10 hours (unless he Teleports) and all future
attemptsto scry onthistargetmay be made with i +25 bonus,

Special Mods

How Well Known Distance
Routine +30 Family $300°
Easy +20 Intimutely >300°
Light +10 Well >1500°
Medium +0 Slightly > mile
Hard -0 Acquaintance >5 miles
Very Hard -20 Good Description >30 miles
Extremely Hard  -30 Poor Deseription >100 miles
Sheer Folly -50 Unknown >1000 miles
Absurd -1 Complete Blank >5000 miles
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RESEARCH

-26 Down Blunder: Not only are yau continually distracted
withother, irrelevunt lines of thought. all conelusions drawn
from this line of rescarch are completely erroneous. You
continue in blissful ignorance. The topic researched will be
a complete disaster, Your colleagues will laugh heartily,
I-100fthe skill ranks you boughtinthis subject (ifappiicable)
must be repurchased at 2x cost to recaver your lost ground.
-25-04 Absolute Failure: Yourmemory blunks out. All relevant
knowledge you have gained on the subject is temporarily
lost. Any static mancuver atternpted in the next 30 minutes
will fail. You feel stupid.

-_‘-_-__*_

05-75 Failure: Currently the subject matter still evades you,
You may be missing some essential material,

76-90 Partial Success: You gain partial insight into the
subject. You are aware that YOu are misstng some important
toncepts. 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 urderstand the topic and all pertinent
information relating to it. Hard work pays off,

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

into your research topic, and it will be completed in 1/2 the
time you allotred ro jt,

T . — -

-

Special Mods

+3010-70 for type of surroundings (from quiet to distracting)
50 to -70 far quality research materials
301w -70 for injtial grasp of/training in subject studied.

-m

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 purchasc them has not. The Statistic Based Skilt
Developmentsystem offers solutiontothis problem while lending
a more logical approach to skill acquisition.

Thissystemallows acharactertouse allofhis stats fordevelopment
purposes. However, the character may only purchase skiils with the
development points from a stat that is required by the skill. This
method will definitely increase the number of points available 10 4
character. but the characrers advancement in any skill area will be
directly praportional to his naturat ubility {(stats) to do so.

Example: Hubilio iy o seventh level fighter who has Juse

achieved level cight. His stats and developmient poins are ay
Jfollenys:

S0 90t8)  Qu: 989,

En: 37055 4751 Pre 3604)
Co: 9H8) Ag: 83(7;

SD:827) Re: 616, Me: 7617)
Tonal: 66 developrmient poiney. ’

Firsi. Hubillo docides 1o develop his skill witl his bastard
sword The stats reguired are Strengthand Agility. 1fubillo has
8 DPs front St and 7 DPs fremr Ag. Hubillo s skit] cost iy 1S
When developing runky for a skitl with multiple star
reqirenients. the points mist be taken equatly from each sras.
So if Hubillo decides 1o purchase only one rauk, then he can
choose ta take g point from either St arAg. I he decides 1o buy
twice, then fre must ke three from each of his stats. Hubilto
does decide ro develop mvice which reduces his DPs from by
Stro S and Ag io 4.

Next Hubillo increases iy cancussion s so he develops
ranks in Body Development The statforthis skillis Constitution.
Since there is onfy one siar tvalved, alf the points must come

Fromhis Constitution. Body Development iy L83 fou Hubiito, sa
he develops twice, expending four points which reduces his
Constitution development points 1o 4,

Thisprocessconlinucsumilalldcvelopmempoinlsurccxpendcd.
Due to the uneven nuture of skill costs. there will certainly be fefi-
over points. These points are ullotted toward spectfic skills and then
used for development the next time the character advances u level.

Some skills do not have stars assoctated with them such g
Adrenal Defense, Ambush, Linguistics. Magicul Languages, erc.,
in order to prevent a stat bonus, A GM should assign these skills
stats for development purposes only.




5.3 CHARACTER-SPECIFIC
SKILL COST SYSTEM

If any three people draw up a KM Warrior Mage, the three
characters produced by this experiment will usually be quite a bit
alike. They may have different weapoens, 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 author of the Warrior Mage class in RMC// considered Lo
bethe typical “Warrior Mage™ archetype. Granted, no twocharacters
areever the same, but chances are all three characters will resemble
each other in many ways. [f 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 exposed to during their “developmental” years. But
the players often have different ideas for character development
that simply don’tcoincide withthe skills and traditions the character
of that given buckground was exposed to,

Consider the many popular fantasy characters who don’t quite 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; Michael Moorcock™s Elric of Melniboné (a warrior who
knew more about magic rituals and demonology than any conjurer};
High Lord Elena (mage, sculptor, historian, and equestrienne),
from Stephen Donaldson's Chronicles 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 systemisadivergence 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.

Sk, 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. Eachdivision allows 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 Divisiens Chart,

GUIDELINES AND LIMITATIONS

« The first skill cost must always be lower than the second (2/4 1
allowahle, 4/4 and 4/2 are not),

* The first cost cannot be reduced 10 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 amaounts).

» 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:

Spel]l List ACQUISTHOL oo 327%
Mancuvering in Armor
Soft Leather . ..o 4%
Rigid Leather ..o, 8+
ChAIN et 16/

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

Note: This svstem is designed 1o work best [n a game where
level Bonuses are not used. If youwish o include level bunuses
and also use this system, consider raising the base costs of
some or all skills above 418, possibly 1o 8/16 or even 16/132.

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 ... 14
MUACE 218
PhilosophylReligions ... 12
Spefl List Acguisition ... ... A —— /%
Directed Spells oo 14
APBUSH 218
SIRGIRG oo 1i2
Poetic Improvisaltion ... 1id
DAaRce o 14
L R RS S 24

ACHID oot e e e 214
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A Paladin who worships a goddess of the Jorests, who spent
several years as a slave, and was bought by g EYpSy's caravarn
before being rescued by the church:

Two-handed sword

WAID .o e,
Phifosophy!Religious "
General Perception..................cooocovoevmo 2/4
Trading

Streetwise ..

Juggling

Play Instrament ... 112
Foraging ... e 114
Tracking ..o 172
Animal Handling ... 214
DIVIRGHONS oo 4
THERETY oo /4

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

Quarterstaff

Marrial Arts

Spell List Acquisition ...............

LL20F
Tue CuLTurAL MODIFIER

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

Example: Hildric grew up in a relatively peaceful section of

the vrient, und wants to be a Warrior Mage. Concentration

skills are fuirly common there, so the GM assigns 5 additional
divisions to this category as a Cultural Modifier. His base
mumber of divisions in this category is 10 (for all semi-spell
users) plus 5 {Cultural Mod), or 15 rotal divisions. Magical
skills are more difficuitto learnin this area. so a Cultural Mod

of -10is assigned, whick 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 mjght generate characters with extremely low costs in
such areas as Directed Spells, Ambusk, Weapons Skills, and
General Perception, and high costs ir such esoteric and unconymon
Ski.lls as Sense Reality Warp and Dowsing. But whereas buying
Wwice alevel in several different weapons, Ambush, and Silent Kilt
My make for 2 walking death machine, the player so abusive of this

System will undoubtediy be a complete disaster at the finer, more
1ole-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 on the
lookout for these instances of abuse by players. This system is
designed for use by a GM who is directly invoived in the specifics
of the generation of each character.

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

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

Option 3; The GM canreduce the number of 172 skills by requiring
the character to buy the right to acquire them. Each time the
character wished o acquired a 1/2 skill, he could pay one or even
two extra divisions from that skil} 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 plaver to move the
divisions in any ore category 1o any other category (such as

Subterfuge skills in the case of a Thief, or Cutdoor skiils for an
Animist or Ranger).

SKILL COST DiVISIONS CHART

Pure Hybrid Semi - Non-
Skill 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
Ceoncentration 10 10 10 20
Deadly 0 0 6 8
Evaluation 8 8 8 8
Generzl 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 0 20 30
Social 0 0 20 20
Subterfuge 0 0 a5 43
Survival Q0 0 20 16




5.4 MEDICAL SKILLS
TABLE

5.5 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 (30% luck-based RR). All future attempts on this
patient are 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, bieeding is reduced by 1 hit.per md.

91-110 Near Success: Atmost 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 vou 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.

Every time a character undergoes surpery. he must rol| equal
to ur less than his Constitution stat (not bonus) in order to avoid
having to roll on this table.

Special Mods

Routine .........., . +30 Animal Healing ..._-10
Easy .ooviircinnn, +20 First Ald ... +10
Light oo, +10 Second Aid......... +00
Medium ... +0 Surgery =20
Hard ..o, 10

Very Hard ............... -20)

Extremely Hard ....... -30

Sheer Folly

Absurd ..o

Note: Use of a tourniquet immediately stops all blood flow
Sromalimb wound, but must be loosened every 5 to 10 minutes
1o keep the limb from “deadening” through lack of bived. If
this happens, the limb will turn gangrenous and must be cut off
inordertoavoidaSthiviCirculatory Disease attack everyeday.
Anryone with at least one skill rank in First Aid may use a
fonrniguel.

Less than 01: Massive system shack 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 physicul characteristics to be
veduced. Temporary scores are reduced by the result of a roll
onthe“+15” columnofthe StatGain Table (15. 12}, Potentials
are reduced using the “{0-11" column,

56-70; Post-operative trauma causes all physical charagteristics
to be reduced. Temporaries use the “10-11" column and
polentials 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-%0: Slight trauma causes ong temporary physical
characteristic to be reduced using the 3™ column,

91-100: Successful recovery.

101+: Outstanding recovery, half recuperation time.

Special Mods
Filthy Conditions ... -70
Non-sterile Condittons
Major SUFZETY ..o e
Minor Surgery ...
Hcaling Herbs
Plus Constitution bonus

45 to +30

Note: The term Minor Surgery refers 1o surgical procedures
resotved by use of the Second Aid skilt (RMCH, Section 7.0),
and Major Surgery includes meve drastic and invasive
procedures (such as amputaiion and exploratory strgeryy
resolved by use of the Swrgery skill (RMCIT, Section 7.0).
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5.6 TRAINING TIME

Some GMs may find the idea of acquiring all skills as 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 skili 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. Anyone with fifteen ranks is approaching legendary.
Note that these rules introduce a small amount of extra bookkeeping.

Traming TIME

The amount of time a character needs to train in a skill is tracked
inunitscalled Half-Days, Half-days are asomewhat abstract measure
of the ime needed 1o devoie 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 (successfuily 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 half-days to the same skill. While traveling {or
adventuring), only one half-day of training per day is practical.

Semetimes, a character will be uble 1o get three or four half-days
of training in one game day (due to leachers or other special
circumstances), Listed below are the special ciccumstances that can
lead to getting more than two half-days of training in one game day.

Tocalculate 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 (raining in the 5th rank of a skill, he will nced 235 half-days.
If training in a 10th rank, he will need 100 half-days.

LevEL 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 Borus 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 skiltl.
‘The resulting number is the amount of time (in half-days} that the
character must train to acquire that rank.

Example: Laendra the Druid has the following level bonuses:
Base Spelt Casting (1), Medical (2), Outdoor (3), Perception
(1), Subterfuge (2). She wants to train in the following skills:
riding (Quedoor), Herb Lore (Academic), Detect Traps
{Perception). and Animal Healing (Medical). She is training
for afifih 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 half-davs 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
1 1 ! 1 1 11 121 81 6l 49
i 4 3 2 2 12 44 96 72 38
3 9 6 S 4 13 169 113 85 68
4 16 11 8 7 14 196 131 98 79
5 23 17 13 10 15 225 150 113 90
3 36 2 I8 13 16 256 171 128 103
7 49 33 25 20 17 8Y 193 145 i
8 64 43 32 26 I8 324 216 162 130
Q 8L 54 41 33 19 361 241 181 145
10 10t o7 50 40 20 SO0 267 200 160

The formula 1o compute the numbers in the table iy:
Time = Normal Time /((lcvel bonus x .5) +1)

Adl fractions were rounded up (c.g.. less than a half-day still
equals a half-dayy. In the formula, Norsad Time is computed by
squaring the number of the rank: fevel honas is the amount of 4
bonus per level that the character gains with the skill.

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

Note: Teacher bonuses never apply once u characier has

attained 10 ranks in a skill (however. other bonnses may

apply). Teacher bomses become very significant when iraining
in skills that a eharacter has a level bonns in.

Combat: If the character is involved in a tife-threatening combut
during a day. he gains u halt-day of training in either the weapon
or the tactics he nsed in the combat, Note that the character's
weapon may have been a directed spell (applying to the directed
spell skill). It he used another skill during a combat, players may
ask the GM whether the character may ke his extra half-day
training (for the combat) in that skill. Usually, the skill must be
used in a unique or special circumstance to get this bonus,

Special Circumstances: Occastonally. if a character has used a
skili 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 sbused.

Note: /115 suggested thar the GM use the optional rule alfowing
the plavers to move iheir level bonuses around within the
categaries If these rules for vraining time are used (RMCI.
Section 4.7).




No TrainivG 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 untii the character
actually uchieves a level (i.c., these are the last skills you will get
before going up).

Ratherthan mention cach inits own section of the skill categories,
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 Pojnt
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. 11

you have any further questions, ask your GM.

Academic Skills: All academic skills require either a leacher or
some kind of wrilten work to leamn 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: Al animal skiils 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.

CombatSkills: All combatskills have normal training requirements,
assuming there s 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 leamn.

Deadly Skills: Alt deadly skills require someone to teach the
character the first rank. The person teaching him must have at
least 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 iter available for
training in the particular skilt,

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

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

Linguistic Skills: While learning 10 speak a languuge, a teacher is
required (feacher bonuses apply when appropriate). When learning
to write a language, the character must have an appropriite
written work in the language he is attempting to leurn. Teacher
bonuses apply to written languages the character ig attempting to
Jearn, and alse 1o 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
hasaccessto the particular spell (the GM must decide ifovercasting
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, to train in 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 10 the rank the
character is training in (¢.g., if he is training for a Sth 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, assuming that appropriate equipmient or situations
exist for training (e.g., you cannot train in Surveillance without
someone (o watch).

Social Skills: Al of the social skills require special training. The
exact circumstances needed may vary. Teacher bonuses do apply
far ail social skilis.

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 invelved 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 skilis
of his character 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 stight 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 criginal. 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 1o specialize.
They can even be the same skill. The skill chosen must cost the
character less than ten development points 4 rank, The player then
canhalve cither the first or second cost (rounding up), If the skill has
no second cosl, then the player can use specialization to create one
equal to the original cost.
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Example: Joln wants o create a kaightifighter. Looking over
l the cost for the Fighter, he sees that both viding (2/6) and
leadership(2i5)have afairly highcostio buy double. Johnwas
piam:ing on having his “knight' being born to the saddle and

a natural leader, so fie decides to specialize i riding and

' leadership. He is going io buy riding twice a level, so it
pecomes 243, and leadership once so it becomes 115 If he was
going 10 huy leadership mwice a fevel then he might have

' waited to ser i o 203 (512=2.5 rounded up 10 3} If John had
really wanted to be an expert rider he could have doubie

spec'i'ali:édﬁ)r acostof 113

' Only one primary skill may be specialized. The GM may want 10
limit the character 1o 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 to double

' specialize in Spell List Acquisttion {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 Jater in his career to choose a
specialization, and engoing characters could pick a skill or two in
which to specialize. The GM may allow a background option to be
swapped for two specializations. The GM could also setup cultural
specializations as a background option. For example. all 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 al high levels can become
l unbalancing. 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 to look alike. These options will adjust this and will help to
make each character unique.

GENERAL AND SPECIFIC LEVEL BONUSES

By reducing the scope of level bonuses from affecting a skill
group (general level bonuses) to a specific skill (specific level
bonuses) most of the above problems can he avoided. Specific level
benuses apply to a single skill or in the case of base spell casting a
single spell list. No skill may have a bonus of more than +3/1v]. and
no character (without GM permission) can have a level bonus
Breater than those normally allowed for under the current level
bonusg system (Section 5.2, ChL).

Option 1: A character gets u total of three level bonuses: one
general level bonus of +1 (applies to a skill group). and two
specific level bonuses of +1 (applies toa 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 al! three towards his combat level
bonuses, giving him +3/lv] with his favorite weapon and +1/1v]
with all other weapons. A Magician could place all three toward
his Directed Speill skill with Fire Bolr. giving +3/Ivlwith Fire Bolt
and +1/lvl with all other directed spells. A Thief could place
+1/1v] on all subterfuge skills. +1/vl 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 general level bonus of +1 and two specific skill
level bonuses of +1 to apply to his other skills.

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

Option 5: Since specific skill levels only apply to a single skill and
acharacter’s interests occasionally 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 level bonus of his old skill until it is fully transferred.

Example: Two Alchemists. one 9th level and the other dth
fevel. are advancing in level. The deh level Alchemist has
steadily developed Fauna Lore by one rank every level. At 5th
feved, he will purchose one more rank which will give him 5
ranks for a total boms of 405 (5 v 3% + 3% x5 hwhich includes
s level bonus of 3% per level. The 9i level Alchennst has
never developed a rank in Faung Lore. but he has recently
decided to begin. He develops nwo ranks in Fawna Lore which
eives him a total borus of 40% (2 x 5% + 3% x 10) which
includes his level bonus of 3% per level. Note that the now Sth
level Alchemist has been studving Fonna Lore all of his carcer
whereas the now 10ilhlevel Alchemist has wot. Yet the [Och level
Alchenmist need anly buy mo ranks and can use his skill just as
effeciively.

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 a bonus of 40%, while reducing
the skill bonus of the 10th level Alchemist to 16% (2 x 5% + 3%
x2)

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




6.1 NEW EQUIPMENT

Arinyark Mesh Pouch * - Smull pouch made of the essence-

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

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

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

Camouflage Clothing - Helps the Hiding skill boaus, depending
upencamoaflage type in relation to buckground (e.g.., black cama
clothing uckds + 10 to the FHiding skill during very dark periods or
night, +5 1o the Hiding skill a1 dusk or dawn, and +0 in full
daylight). Some possible camouflage types 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 folded into small package, and yuickly unfolded for
edsy use. Made of lightweight but durable material. Spell user
must possess appropriate spell corresponding to weave.

Circle Powder * - Highly flammable and hot-buming 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 additionally has various damage uses,

DeathPak * - Simple, yeteflective deterrent undfor weapon, Consists
of an ordinary backpack containing the following items: 10 oil
{gas or alcohol would also work) tlasks, 25 cultrops, 20 sheets of
paperor parchment, misc. tinder, and 10 doses of the germ Swuth.
One uses the DeathPak by igniting itand then throwing it. For best
effect, use in enclosed area.

Disk Safety Handle * - Foldable metal hundle with screw or barbed
type fastener. For use with the Disk spells (RMCIH, Section, 10,63,
Magiciun Base List Conveying Ways). Installing handle causes

t0 points of damage 1o disk. Has numerous fasteners for ropes,
ele.

Flint/Gilass Sling Stones - Sling slones made from either tlint or
gluss. Shatter animpact. Adds o -50 slash critical (3 degrees loss
severity} 1o uny hit. GM option for any ncarby shatters.

Folding Grapple - Standard 4 1ong grapple. Tongs fold down to
create a less awkward hurden.

Garrote - A thin metal wire, with attaching rings or pegs at either
end, Used inthe strangulation and/or cutting of throats of enemies
und friends ¢ifdesired). Best used in conjunction with the element
of surprise. Adds +1 tothe Ambush skill for every 10 points over
100 on the parrote weapon skill bonus, or +5 o the Ambush skill,
wiichever is greater,

OLEMASTE

6.0 OPTIONAL CAMPAIGN “LAWS”

Herbh Pouch - Foldaole wallet-like pouch. Has 20 small individual
pouches and 3 vial siots, Allows storage and cusy access o any
number of herbs, “Herbal Organization.” Water resistant.

Hourglass - Device for meusuring time. Sturdy wooden cunstruction,
Measures exactly one hour {close enough). Used with various
rituals und spells where time is a factor,

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

Kreoga (Kree-Ahh-Ga) Chain *- 3' long chainmude trom esswence
inhibiting kregora/eog ulloy. Has various uses. Can be used to
negale incoming spells, When spun from the hand in direction of
hostile magic, adds +100 (+25 when chain is not spuniioturget’s
RR (no effect vs, elemental spells, skill must be developed using
Ag and Qu, only skill rolls over 10( get the full RR bonus when
spun). Can be used 1o bind spell users to help canced magic abitity,
Can also be used 1o nullify magic items or their signatures (e.g.,
can be used 1o wrap around Magic Lock, to annu! magic bonus
white picking). Anyone within 10 of chain is drained of 1 PP/2
hours, and must make an ESF rolf when custing, treating the spell
as ifitwere § levels above his own. Anyone in contact with chain
is drained of 1 PP/hour, and must make an ESF roll, treating the
spell as if it were 10 levels above his own.

Lurge Pouch - Holds 10 ibs.
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Medical Aid Kit - Consists of o smull pouch conlaining: 20 smail
bandages. 10 large bandages, viul of alcohol, sculpel. tweezers,
scissors, 3 needles, 107 thread. small saw, and 10" twine, Adds
+2010 all first aid rolls, +20 to all second aid rolls, and +30 10 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 various “papers”. Holds
approximaiely 10 sheets, Fire and water proof (within reason).

Poison Runnels or Ducts - Bladed weapons can be made with
poison runnels or ducts, Poisonis placed withina small 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 slides 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 do you think happens to
clothes in a fight? Everyone must have been naked or in rags until
now. Small felt kit containing: 10 needles, 100" thread. 10" twine.
and s¢issors. Mends clothing.

Sextant - An instrument which aids in navigation. Adds +50 1o all
navigation or related rolls.

Small Items * - Multitede 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 £nfarge works in the same way as the 7th level Shrink,
On average, items are about palm size. Possible examples are:
bow, arrow, club, siaft, clothes, rope, {ood, sacks, and packs.
[tems 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 of appropriate level {to increase items
to useful size) and have the Living Change list.

Small Pouch - Holds 5 1bs.

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

Steel Vial - Glass or ceramic lined. Resists breakage. Holds 25 1bs.

Survival Knife - A well crafted dagger with serrated back edge and
waterproof hotlow hilt. Contained within the hile are: flint, 50" of
strong thread, 5 tishing hooks, 2 needles, lockpick kit, small
whetstone, und ¢nough 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.
Ads in divination and related skills and spells. Gives +25 bonus
when used,

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

COST/WEIGHT CHART
Item Cost Weight
Arinyark Mesh Pouch .......... 1000 8P .o 31bs
Bow Quiver................
Camouflage Clothing

Circle Cloth ...cccceun...
Circle Powder........coceveecnns

DeathPak .....cooeveeieieiccrinenene

Disk Safety Handle ...

Flint/Glass Sling stones (50) ....255p .o, 5 Ibs
Folding Grapple «.cooveeccevceceer e 3 8P v 1.5 lbs
Garmote ..o 16-20tp ...
Herb Pouch ..ot 5 CP e,
Hourglass ........cocooirnninnnan

Iron Coin e

Kreoga Chain ..o,

Large Pouch ...
Medical Aid Kit
Metal Scroll Case .....coovene 3-10bp 75 Ibs
Poison Runnels or Ducts ... 15X s Vv
Pouch Knife ..,

Printing Material .,

Sewing Kit coooeecicieceee

Sextant ... 25-308p i 1.75 lbs
Small Items ..o, 10X o —
Small Pouch ..., LO-12¢p v 51b
Spyglass/Telescope ............. 15-208D e llb
Steel Vial vciiiiiinnnn 2428 cp .. 75 tbs
Survival Knife. ..o G6-BSP o 2 lbs
Tarot Cards ... 10gp e 1lb
Utility Belt ..oooo..ooooveeeceerern, A 2.5 Ibs
Wand Holster ..............cccoi F0CP e 25 lbs
Ward Geos.......coccooviriienin 58P e 1.25 Ibs
Whetstone ... 13-15Cp o 1'b

Wand Holster - Reinforced leather wrist strap. Wand fits into
adjustable carriage, 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 spelis (¢.g., Bladerunes,
Wards, Triggers, etc.). Constructed of high-steel. Carrying pouch
included,

Whetstone - Uscd 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 MATERIALSINTEGRITY

. Concerr

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 1o the material covering the body. It does not
represent the integrity or toughness of the material itself.

The Materials Integrity Chart (MIC) assumes that every malterial
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 in the various ATcategories,
Before using the MIC ina 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 4ny substance,
orpanicor incrganic. [tdees not, however, referto anything sentient
which is able, in some way, (o defend itself if attacked.

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

Concussion Hits — The wrn “concussion hits” or simply “hits”
stgnifies a quantifiable unit which serves us a means (o describe the
limits of dumage which a target can sustain before being breached
or destroyed. Concussion hits do nat refleer pain and bleeding as
they do when associaled with a living target. Instead, it refers to the
general cracking, weakening and splintering of a material,
Note: No correlution should be drawn between the concussion
hits of an inanimate object and the concussion kits of a living
being. The term “concussion hits” when applied to a tiving
creature includes such fectors s shock and pain, while in
reference 1o stractiral materials enty takes into aceount the
relative woughness of the substance.
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MATERIALS INTEGRITY CHART
Hits per*

AT Substance 3int 15
1 Flesh, Soft Plants, Butter 2 96
2 Cloth, Hair 6 288
3 Canvas, Rope, Vine, Briars, Bamboo,

Rubber (Primitive) 8 384
4 Cured Animal Hide, Coal 10 480
5 Clay, Loose Coarse Soils 15 720
6 Soft Metals (Gold, Silver, Lead,

Ithildin, Aluminum) 20 L
7 Packed earth, hard clay,

Natural Conglomerate (Mixed, Hard Soil) 25 1200
8 Soft Wouods (Birch, Pine) 20 1440
9 Hard Woods (Ebony, Qak, Pecan) 15 1680
10 Glass, Shale, Fossilized Bone, Horn 40 1920
11 Bone, Ice, Tooth 45 2160
12 Metamorphic/Sedimentary rock

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

Pig [ron, Copper, Tin) 80 3840
16 Enchanted Woads (Treunt, Matlomn) 100 4800
17 lgneous Rock (Granite, Obsidiun 150 7200
18 Hard Metals (Steel, [ron) 200 9600
3] GemStones, Armor Plating, High Stecl 500 24,000
20 Some enchanted materials

(Lacn, Mithril, Galvarn, Eog) 1600 48,000
Note: 112 concussion hits if organic material.
Note: 36in’ represents 1 square foor of material ac 144 inch
thickness.

INTEGRITY CHARACTERISTICS
Hardness — [n order for a substance (0 be able o damage another,
itmust be at least or nearly as hard. For example, canvas could not
damage bone or ice, but hardwoods (vuk) could, As a guldeline, the
GM should only allow materials which are only a few armor types
less than the target to deliver full damage, and even then he may
reduce the actual damage inflicted, Tn some cases no damage may
be inflicted at all. Refer to the chart below lor suggested ranges of
effectiveness with respect to various armor types.

Fragility (Brittleness) — Some materials are fragile or brittle.
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 in a single blow, it will shutter. Concussion weapons
arc extremely effective against these materials and 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 i, Doors often have wooden plates nailed to their
backs and then may be strapped with iron.
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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 Materals 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
material can be determined. From here a little math is involved to

determine the total hits of the targer. Some examples foliow.

Note: if several substancesimaterials make up equally large
parisof the target, an average can be taken ofalithe properties
of each materialisubstance involved.

GEOMETRIC FORMULAS
The most frequenily used notation is as follows:

r = radius h = altitude or height
b(er a) = length of base 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='5bh

Circle A=mr? C=2nr
Parallelogram A =bh. V=abh
Trapezoid A =5 (a+b)h

V=narh, § = 2nrh
Velnadh S=ar 2+ b3 1y

Right Circutar Cylinder
Right Circular Cone

Sphere V=% s, § = 4nr?
Prism V =Bh

Pyramid V=15Bh

T=3.142

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

ExampLES
Common Brick
Dimensions: 3in x 8in x 4in
Volume = {Parallelogram: V=abh) 3in x 8in x 4in = 96in’
Material; Brick ; AT = 13 - Base His at 36in® =60
Total Hits = (96in + 36in*) x 60 =160

Door, Exterior Wooden

Dimensions: tin x 6ft(72in) x 3.5ft(42in)

Volume = (Parallclogram: V=abh) lin x 72in x 42in = 3024in3
Material: Oak : AT = g - Base Hits at 36in%= 35

Tota) His = {3024in3 + 36in?) x 35 = 2940

Door, Interior Wooden

Dimensions: 3/din x 6ft(72in) x 31(36in)

Volume = (Parallelogram: V=abh} 3/4in 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: 31t x 4ft x 4t

Volume: (Parallelogram: V=abh) 3ft x 4f( x 4ft = 43113
Material: High Steel : AT = 19 : Base hits at 110 < 24,000
Total Hits = (486t + 110} x 24.000 = 1,152,000

Tree Trunk

Dimensions: 30t high with a radius of 1t

Volume; (Rt Circular Cylinder: V=nr2h) 3,142 x (1f1)? x 30ft = 94,2613
Material: Qak : AT =9 : Base Hits at 166} = 1680

Total hits = (94.26ft% x 1Y) x 1680 = 158,356

Simple Iror Lock

Dimensions: ' in x 3 inx 3 in

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

Total Hits = (4.5in? + 36in™ x 200 = 25

Wall of Stone (as per spell)

Dimensions: 10 ft x 10 frx 1 fit

Volume: (Parallelogram: V=abh) 10 ft x 10 1 x | f1 = 1006
Material: Stone : AT = 12 : Base Hits at 1} = 2400

Total Hits = (100ft> = 111%) x 2400 = 240,000

BREACHING
The total hits derived in the preceding examples are what is
required to totally destroy the target. In order to breach or make a
hole in the target, an area of the target must first be chosen and the
total hits for this ‘restricted” areu must be determined. Once the
concussion total 1s exceeded for this area, the target is considered
breached.

Example: From the vault door example above, it was
derermined that the doov had 1.152.000 total hits. To breach
Justa portion of the door would be nuch more efficient than
destroying the entire vaulr door. §o a small portion is targeted
measuring about 6 inches square.

Dimensions: 6in x Bin x 37 (thick!)

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

Base Hits at 36in° = 500

Total Hits = (12961 = 36in°) x 500 = 18 000

This smalier area, although stitl aformiduble barrier, seems
a bit more plausible than 1,152,000 hits! Consider a small iy
in. drill against the same marteriaf,

Dimensions: !y in x 3ft (vadius of '1, in. dritl bit = !igin.}
Volume: V=mlh - 3042 x (1in 2 x 36 in = 1.77ind

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 I: Elbune the Bizarre is busy refining his Fire Bolt
spell when he accidently loses concenrarion and blusts the
ceiling. This wauldn't ordinarily be a problenr, except that his
fab is under sixry feer af water. To see ifhe has damaged his luh
enough 1o allow the ocean to hegin rushing in, the volume of
dumage must be determined. Efbune’ slabis made fron: a giant
clam shell (BIG clam). There is no veference for elam shell in
the table, so an armor type will have to be chosen based upon
whatisalready indicated. AT 10 is chosen because it lists shale
and fassilized bone. Now that an AT has been selected, the
damage can be determined. Elbune’s boft delivers 27 hiss.

Material: Clam Shetl

Dimensions: roughty 2 fy 24in)thick x [in diameter (see
Diameter of Elemental Balts)

Volume: V = mith: 3142 x (.5ii P x 24in = I8.85 in®
AT = 10 > Base Hits ar 36in = 40

Total Hits = (18.85in' + 36in') x40 = 21

Etbune grows cold with fear as he hears the tervible popping
sounds of air bubbles bursting up into the icy waters above,
Since the elum shell only had 21 hits in the area affected by the
halt, and poor Elbune delivered 27 hits, his bolt cleantypierces
a ! inch diameter hole through the ceiling of his laboratory.
Hapefully, Elbune has « Water Breathing spell handv.

Example IL: Using the example above, Elbune instead fires an
elemental ball attack. The radivs of the ball is 5ft, sa an eniire
10ft section will be affected. not to mention most of the interior
of the lah. In the interest of fairness, since Elbune was not
directly targeting the ceiling, a 1410 roll could be made to
determine just how much of the bail actually made comact with
the ceiling of the lab. For the purposes of this example though,
Elbune's player rolls a 10. His ball attack delivers 28 hits.

Dimensions : 5 ft radius x 2 ft thick

Volume: V = qu2h 0 3142 x (517 x 2ft = 1571/
Base Hits at Ift? = 1920

Total Hits = (137.1f8 + 1f1*) x 1920 = 301 632

The 28 hits defivered by the ball atrack are a very smali
fraction of what is needed to affect an area so targe, so Elhune
sighs as he wipes his singed heard from his face. The ceiling
held with orly 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 targets rather than
inanimate materials. Attacks against materials should deliver normal
concussion damage as indicated on their appropriate attuck 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 Autacks).

STRUCTURAL CRITICAL DAMAGE "A
Critical Additional Additional
Severity Melee Damage Spell Damage

A +5 hirs +10 hiy
B +10 hiis +20 hils
C +15 hits +30 hits .
D +20 hits +40 hits
L +25 hits +50 hits
F +35 hits +65 hits
G +45 hits +8() hits
H +55 hits +95 hits
I 1 +65 hils +1E0 hits
I +75 hils +125 hits

SPECIAL EFFECTS FOR SPELL ATTACKS

The nuture of 4 magical attack is the most impaortant factor to
consider when deciding on modifying damage delivered by a
specific spell. Special effects come into play when certuin forces are
used against specific targets. A commonly occurring example
would be fire versus wood. A Fire Bolt would do much moredamage
against wood than, say, a Water Boli ar Shock Belr. The main thing
1o consider is the fact that woeod burns. Even after the initial attack.
the target could possibly burn down of its own accord. and would
take additional structural hits cach round until the fireisextinguished
or the target is completely destroyed. But a Magician using Water
Bolts would have to repeatedly attuck the wooden target 1o
accomplish the sume level of destruction of a single Fire Bolr.

Another example is that of electricity used against metal, A
common abservation when a powerful electrical discharge isapplied
to metal is 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.

Amoredifficultexample would be the effect of rapid temperature
changes against a target.
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Example: Two Magicians team up against a Ige wooden
door with a reinforced High Steel lock. One magician will uye
fire. while the other uses cold. They wifl each alternate with
their attacks in an airempt to weaken the woad and lock by
rapidly changing their temperature.
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OPTIONS FOR SPECIAL EFFECTS
Only one or two of the following options should be used to dcfine
the special effects of 2 specific attack. Combining more than two
options could eliminate atarget much faster than it logicalty should.

an

* Adjust the damage inflicted by an attack by assigning it a damage
multiple. This multiple can reflect additional damage (x2.x3) or
restricted damage (x1/2, x1/3),
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» For attacks made with unnaturally occurring elemems such as
Chaos, Nether, or Plasma, the targeted material could be treated
as AT |. (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 ther 10 and 5 on subsequent rounds
until the acid dissipated. The actual decline could additienally
reflect the potency of the attack: slow decline for very strong acid
or a fast decline for a very weak acid.

Modify 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 attacks.
However, when engaging a fortress or similar huge structure,
special weapons may be used other than the commen sword or
spear. Some examples are catapults, ballista and even dritls, Normal
weapens 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 to 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 weapons are used in a normal fashion, the
resolution of damage 15 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. inmost situations though,
the options discussed in the section for Special Effects for Spell
Auacks will be adequate.

SpeciaL PurPoSE SPELLS AND SPELL Lists
There are spells and Spell Lists which have specialized functions
when it comes to affecting matter. They are:

Magician Base ..o Earth Law
WiICh BASE ..o Earth Mastery
Evil Magician Base ...... Matter Disrupiion, Corrosion Masrery
Closed Mentalism ... Solid Manipulation
Sorcerer Base ........c..ooveeieiniceceneren e Solid Disruption
MysHC BaSe oo e Sofid Alteration
Druid Basce ..o e e MORE Mastery
ATCANE oot Stone Lore, Meral Lore,

Plasma Mastery, Acid Law. Wood Shaping
ATCANE COVEN oo e Barrier Ways
Open Channeling Barrier Law

Closed Essence ...Lofty Bridge

Unless a structure (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 12ih level Evil Magician, is
hired by alocal crusader to cast Powder Stone at his neighbor' s
keep. The keep is survonunded by a 10 foot thick, 15 foor high,
aud 45 foor long granite wall on all sides. Bruce agrees to the
task. Under the cover of night, Bruce sneaks up o the wall and
werks his spell against the neighbor's wall. Powder Stone
affects 100 cubic fecr of stone.

Spell: Powder Stone 100 cubic feet
Material: Granite

Volume: 100 f¥ : AT = I7 : Base Hits ar If# = 7200
Total Hits = (100f1' + [fe).x 7200 = 720,000

For comparison. the entire wall has:

Volume: 10 fi x 15 ft x 45 ft = 6,750 fr*
Toral Hits = (6. 7307t + 1ft*) x 7200 = 48,600.000

So. provided Bruce had enough spell points, it would take
hint 48,600,000 + 720000 = 68 castings of Powder Stene or
612 power points to destroy one entive side of the keep wall!
However, the crusader only wishes Bruce ro create a passage
large encugh for his minions to get throvgh. Since 100 cubic
feetisabour4.64 fronaside. andihe wallistenfeerthick. Brice
woudd only have to cast his spell about 3 rimes (10 = 4.64).
Note: With a spell mastery sRill roll, Brice conld breach the
wall with onlyv one spell if he chose dimensions of 2ft x 10ft x
3.

Other spells such as Cause Cracks, Cracks Call, and Erosions
serve to weaken the target. Whenthese spellsare employed. the GM
should allow all further attacks to intlict double or cven triple
damage due to the new stress upon the structure. Some of the spells
turn stene into mud or packed earth. Inthe case of mud. the artackers
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 better 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,
so when this spell is used, 100 cubic feet of fine powdered dust
could be sent into the air. This could cut visibility to zero and make
breathing most difficuls.

D1AMETER OF ELEMENTAL BoLts

Most spells in Relemasterhave definite areas of effect. Elememtal
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. Whal is the diameter of an elcmental
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 retative when the
boltis shot forth from the palim of a giant oreven 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
which had an area of effect similarto that of an ¢lemental 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 (177). A GM should
feel free to change this interpretation of the diameter of belt 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
1-Detect Force 100 ft/lvl I rnd/lvl self
2-Force Fieid [ self 1 md/lv] self
Y-Forcehand I 1 target L rd/lvl C 100'
4-Manipulation | Y C v
5-Armor self 1 rndfIvl self
6-Mental Grasp * 1 item - 1'Alvl
7-Forcehand 11 | target 1 md/vl C 100"
g—
9—Manipulation II fti/lvl C 50°
10-Mystical Bands 1 target 1 min/lvl 5'ftvl
11-Force Figld 11 self 1 rnd/1vl self
12-Forcehand 11 1 target 1 md/lvl C 100
13-
14-Far Hand self C 5%l
15-Lesser Wall of Force /lvix 7wl 1 md/vl 100
16-Forcehand IV | target 1 md/v1 C Loy
i7--Manipulation I11 fi'avl C L0
18-
19-Force Field 111 setf 1 md/lv] self
20-Mystical Cage 1 1arget I min/lv] S/lvl
25-Forcehand True 1 target 1 md/lvi C 100
30-Wall of Force I'fivix 1'lvl 1 mnd/ivl 100
40—-Manipulation True \% I min/lvl \%
50-Sphere of Force sell I rnd/lvl self

1—Detect Force (I) Detects any active force spells within EQ0'/lv] 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 ahuge hand of force which immobilizes
target. 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 a string 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 artack. 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. etc. A string will be severed
and destroyed upon recelving any critical sirike. The caster must be holding
some part of the string at all imes or it will fude away. Tensile strength is
equal to 25 Ibs 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/20). The armor
is unencumbering, and does not impede spel! casting or maneuvers.
6—~Mental Grasp (F*) Enables the caster to draw an item (not held or
secured) to himself. This movement requires only one second: so the caster
could Mental Grasp a weapon into his hand and wield i in the same round
(-20100B). A clear path must exist for the item to move along. and the item
must be within 1/Ivt of the caster. Weight timitation is 1 ib/lvl,

T—Forcehand II (F) As Forcehand I, except the hand is capable
inflicting an 'A” severity Crush eritical, Target can make a Hard maneuy
(St/Ag) each round at -1(t in order to free himself, otherwise he is at 204
activity,

9—Manipulation 11 (F) Caster can manipulate planes of force. An area
force equat to the custer™s level insquare feet can be created, The plane my
be positioncd inany orientation. Simple planar shapes may be created, sug
asslairs, ramps, walls, umbrellas, etc. OB/DB is the same as for Manipudutio
{. Pianes of force are considered AT/20 and will be destroyed up
receiving any critical steike. The planes require no support.

10—Mystical Bands (F) Target is wrapped in bands of force. Any attemg
to escape 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 Impuct critical of a severity determined by the amount
failure: 1-10= A, 11-20=B,21-30=C, 31-40=D, 4|+ =E. If the attemp
toescape is made utilizing magic, and the target fails this RR, he will suffe
three separate criticals (Impact, lectrical, and Heat} with their severitie
determined as above.

t1—Force Field II (F) As Force Field I, except bonus is +20.
12—Forcehand 111 (F) As Forcehand 1, except the hand is capable
inflicting an B’ severity Crush critical. Target can make a Hard maneuve
(St/Ag) each round at -20 in order to free himself, otherwise he is at 204
activity.

14—Far Hand (F) Caster creates a normal-sized hand of force, which i
can use 10 manipulate objects and perform tasks requiring normal strengt
ordexterity. The hand possesses the strength and agility of the caster, Hany
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 Foree (E) Caster creates a virtually impenetrable wal
of force. The wall has 100 hits per level of the caster, and is AT/20.

l6-Foarcehand IV (F} As Forcehand 1. except the hand is capable o
inflicting an "C” severity Crush critical. Target can make & Hard maneuve
(S1/Ag) euch round at -30 in order to free himself, otherwise he is at 204
activity,
17—Manipulation I {F) Caster can manipulate objects of force, 4
volume of force equai to the caster’s level in cubic feet can be created. Th
object may be positioned inany arientation. Simple objects may be create
such as boxes, spheres, cylinders, tetrahedrons, etc. OB/DB is the same 2
for Manipulation L. Objects of force are considered AT/20 and will be
destroyed upon receiving any critical strike.

19—Force Field 11 (F) As Force Field I, except bonus is +30.
20—Moystical Cage (F) The caster creates a field of energy shaped likea
barred cage 1'/lvlin diameter and 1'/Ivihigh. Any being caught within may
try ta force his way out. The attempl is resolved as Mystice! Bands (ubove!
except if the RR is tailed. the target receives two criticals (electrical ang
impact). Ifamagicalitem (shield. sword, elc,) is used to escupe, lhe attempl
15 made at the level of the item, If the wtempt to escape is made wtilizing
magic. and the target fuils his RR. he will suffer three separate critical
timpact, heat. and electrical) with therr severities determined as above.
25—Forcehand True (F) As Forceiund 1, except the hund is capable of
inflicting an D" severily Crush critical. Target can make a Hard maneuver,
(St/Ag) each round at -40 in order 1o free himself. otherwise he is at 20%
activity.

30—Wal of Force (F) Caster vreales 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 combination he dexires. The OB/DB of th
manipulation is equal to three times the caster's Em modifier.
Si—Sphere of Force {F) As Wull of Force, except a sphere is forme
around the caster. The sphere moves with the caster,
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Area of
Effect Duration Range
[ |_Weaken Inorganic 5 bflvl 1 md/1vl touch
2-Point/Unpoint 1 81 in? 1 md/vi 10
3-Field/Unflield 1 900 ft? I rnd/Ivl 10
4-Ammor Cut I * 1 fi/lvl 1 rd/Ivl touch
5-Surface Crawling 1 target ! minftvl C touch
6—weaken Organic 3 1bs/lvl 1 md/Ivi touch
7-Point/Unpoint 11 100 in* 1 md/1vl 200
g-Field/Unfield 1l 1600 ft* 1 md/tv] 20
o_Amor Cut I * 1 fi/lvi 1 rd/fivl touch
10-Surface Walking 1 target 1 min/lv] touch
1 I-Uninorganic 1 target - 1
| 2-Point/Unpoint [11 121 in? 1 md/ivl 30
13-Field/Unfield 11 2500 ft* 1 md/fIvl k10
14-Armor Cut 111 * 1 ft/ivi 1 rd/Ivi touch
15-Surface Running I target 1 min/lvl touch
1 6~Unorganic | target - 1
17-Poini/Unpoint IV 144 in’ 1 rnd/flv] 40
18—Field/Unfield IV 3600 fr? 1 rd/lvl aHy
[9%—Armor Cut IV * 1 ft/lvi I md/vl touch
20-Disintegrate 5 1b/Iv1 - touch
25-Point/Unpoint True vlin® 1 md/ivl 50
30-Field/Unfield True Ivl fr? 1 md/Ivl 30
35-Armor Cut True * 1 ft/iv 1 rnd/1v1 touch
‘1 50-Force Master * self 1 min/lvi self

FORCE MASTER (7.1.2)
FORCEMAGE BASE

1--Weaken Inorganic (F) Causes any non-magical, inorganic material to
instantly lose half of its nermal 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 3lbs. per level of the caster. This spell will
affect living tnorganic targets.

2—Point/Unpoint I (F) Creates a point, in square iriches, of attraction or
non-attraction. This point must be placed upon some surface; living/
nonliving, 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 L (F) As Point/Unpoint f except that the area is greater,
and it.conforms to and enshrouds the target.

4—Armor Cut [ (F*) Creates a frictionless field about an edged surfuce,
giving it a 5% chance to cut through unremarkable targets as if they were
AT [, Anedge up to ) [t/lvl can be affected,

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

6—Weaken Organic () Causes any non-magical, organic substance to
instantly Jose half of its normal integrity (i... it will not be as sound as it
once was, and it will take double any damage it sustains after this spell i
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 spell will affect living targets.

T-—Point/Unpoint 1 {F) As Point/Linpoint {. except the maneuver roll
penalty is -30.

8—TField/Unfield 11 (F) As Fieid: Unficld /. excepithe maneuver roll penalty
is -3().

9—Armor Cut 1L (F*) As Armer Cut 1, except the percentage is 10%.
10—Surface Walking (F) As Surface Crawling, except no concentration
i5 required and the target can stand.

11—Uninorganic (F) Delivers +30 structural hits 1o target { Section 6.2).

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

13—Field/Unfield BI (F) As FieldiUnfield I, except the maneuver roil
penalty is -40.

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

17—Point/Unpoint IV (F) As PainiiUnpoint I, except the manenver roli
penalty is -50.

* 18—Field/Unfield 1V (F} As Field/Unfield !, except the maneuver roll

penaity is -50.

19—Armor Cut IV (F*) As Armor Cut 1, except the percentage is 20%.
20—Disintegrate (F) A combination of Uninorganic and Unorgaric, except
the target suffers onc ‘E’ Disintegration critical.

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

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

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

SHOCKWAVES (7.1.3)
FORCEMAGE BASE

Area of

Effect Duration Range
|-Locate Epicenter 100'/1v C self
2-Vibrations (5#) | target 1 rnd/lvl 100
3—Sonar 10/1vl C self
4-Standing Wave | 10°x10°x10° 1 min/Ivi touch
5-Shockwave ] 10 cha cone - 5'flvl
6—Vibrations (25#) I target I md/ivi 100°
7-Standing Wave [l 10°x10°x10" 1 minflvl touch
8—Forcewave | 10" dia cone - 100°
9—Vibrations (30#) 1 target 1 rnd/1vl 100
10-Shockwave 11 2(F dia cone - 3'fivl
11-Mass Vibrations (5#) | target/vi 1 rmd/lvi 1KY
12-S1anding Wave 111 (= 10°x10° 1 minflvl touch
13—Focused Shockwave I target - S'Avl
14—Forcewave 1f 10’ dia cone - 200’
15~Shockwave 11 30" diu cone - 5'1v1
|6-Standing Wave IV 107107100 | min/ivl touch
1 7-Mass Vibraiions (25#) I target/lvl 1 md/Ivl 100
18—Circle Forcewave 10" dia circle - 100
19-Standing Wave V 1°x10°%10 1 min/lv] touch
20-Shockwave 1V 40" dia cone - 5kl
25-Shockwave V 50" dia cone = 5'11v]
30-Circle Shockwave 10" dia circle 1 AvE
40-Inverted Shockwave v - 100°1vi
50-Shockwave True v Smd 25'1vl

1—Locate Epicenter (I Locates origin point of a shock wave. Can be used
10 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). Ifitis an object held by abeing
the being must make a RR or fumble it (each roumd).




3—Sonar (I) Creates reflective pulses of energy which reflect off solid
objects within range. Caster learns distance and direction to targets within
range. Note: tnvisible targets can he detected with this spell except those
made invisible by the Invisibility speil an Gravity Law.

4—Standing Wave 1 (F) Creates ininvisible barrier which delivers an " 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 all within the area of
the cone. The Shockwave does structural damage (See Section 6,2).
6—YVibrations (25#) (F) As ubove, except mass limit is 25 lbs.
7—Standing Wave II (F) As above, except delivers a "B’ vibration
critical.

8—Forcewave I (F} As Shockwave I, except no damage is intlicted.
Instead, targets must RR or be forced away from the caster 1'/1% failure.
9—YVibrations (50) (F) As above, except mass limit is 50 tbs.
10—Shockwave [I (F) As above, except delivers ‘B' Vibration criticals.
11--Mass Vibrations (5#) (F) As Vibrations, except as many 5 1b. objects
as the caster’s level may be affected (all targets must be within the caster's
field of vision}.

12—Standing Wave 11 (F) As above, exeept delivers a ‘C” vibration
critical.

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

14-.Forcewave II (F) As above, except RR is at -3,

15—Shockwave II1 (F) As above, except delivers “C’ Vibration criticals.
16—Standing Wave [V (F) As above, except delivers a ‘[ vibration
critical.

17—Mass Yibrations (25#) (F) As above, except mass limit is 25 Ibs,
18—Circle Forcewave (F) As Forcewave /, except the wave starts al the
caster and travels outward in an expanding circle.

19—Standing Wave V (F) A4 above, except delivers an “E” vibration
critical,

20—Shockwave IV (F) As above, exceprdelivers a D' Vibration erigical.
25—S8hockwave V (F) Asabove, exceptdetiversan "E’ Vibration critical.
J0—Circle Shockwave (F) As Shockwave I, except the wave starts at the
caster and travels outward in an expanding circle. The caster may increase
the severity of the eritical inflicted by one depree for each additional 30
poimnts 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 frnverred
Shockwave delivers no damage, but wilt cancel out all existing Shockwaves
and Sranding Weavesthat failaRR. Anfnveried Shockwave hasa percentage
chance to dampen any earthquake within range equal fo 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 severity by one degree each round (it delivers an
*E’ Vibration critical the first round, a ‘D’ critical the second, a *C’ ¢ritical
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.

Jor of invisibiliry. See invisible functioas normally.

GRAVITY LAW (7.1:4)
FORCEMAGE BASE

Note: Targens in fiee fall achiove ferminal velociny i abowt 6 seconds,
(Terminal velocity is abont 123mithe for o normal sized man. A giant ol ™
proportiongl size and weight would have the sume terminal velocity.)
Turgers inafree fult witl travel the follawing distances for every secon
of time that clapses wp untit they reach terminal vefociry, 1s = 32ft. 25 =
96.6f1, 35 = 1931 45 = 3221, 5x = 4831, 65 = &76fr. Thereafrer. udd ar
additional 115fr per second.
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Area of

Effect Duration Rang
1-Alter Weight 5 Ib/lvi t min/lvl 1000
2-Levitate self 1 rd/lvl self
3-lnvisibility | tarpet 1 md/iv| 10y
4-Crush STAVIR - 50 Lk
5-Zero Gravity 1 cu fr/lvl 1 rnd/lv touch 4
6-Fly | target b md/lv] touch '
7-G Bolt 1 target - 100" )
8—Transport I cu fiflvi [ md/lvi My
9_
10-Enplane 1 cu ft/lvl | hriivl touch
11-G Force vl x Ivl x vl C S ’
12-Reverse Gravity 1 target | sec/Sivl {4 ]
13-Repulse 1 target C touch
14~ wug
15-G Ball 10" R sphere - 100 5
Fo— A
17—
18-Mass Fly irarget/ivl/2 1 md/lv] 50
19-Mass Invisibility I target/lvlf2 1 rnd/fIvi s i
20-Nullify I sgwdflvl 1 sec/Sive 100 .
25-Explode I target - 100
I0-Implode | targel - 100 |
50-Rift 1KY r - 500

1—Alter Weight (F) The casler canincrease 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 1o bend the
radiation spectrum around his immedjate vicinity thus rendering him
totally invisible. Note: this form of invisibiliey is not detectable by any sor
of altered vision, e.g., infrared, x-ray, ultravision, ete., and anyone using
Detect tnvisible receives a -30 o his aitempts to detect a target using this

4—Crush (F) Creates a temporary area of intense gravity in 2 spherical
radius about the target equat to 1/2 ft/lvl. Target suffers an *A’ Crush)
critical.

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

6—Fly (F) Caster maves at 3times his level in MPH. A target with Fly cast
upon him is under his own control, not the caster's; therefore a target not
experienced with flying can find the experience very disorienting and
possibly dangerous. Every 1 mph of movement is approximately equal to
15°/md, so 18§ mph = 270" /md.
7— Bolt (E)} A boltof gravity is shot forth from the caster’s hand. Results
are determined on the Fire Bolt table, and all 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 3IMPH/leve
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10—Enplane (F) Caster can place target in 4 geostationary orientation.
Inertia is zero; it will only move as tong 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 are the
same as for Zero Gravir.

11—~G Force (F) Caster creates an area of increased gravitational force.
Anything passing through the area must make a RR, modified by !he
targel’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 | 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 targel. Anything
coming into physical contact with the affected target must make a 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 10 or less than the
caster's mass times his level,

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

19—Mass Invisibility (F) Identical 10 frvisibiliny except that the number
of targets effected is equal to half the level of the caster.

20—Nullify (E) As Reverse Gravity, except a stationary area equal ta |
square yard per level is created.

25—Explode (F) Creates an external negative gravitational force which
causes the target to explode. Target receives an 'E- Disruption critical.
30—Implode (F) As Fapiode, except the critical type is Crush,

S0—Rift (F) Creates a powerful point of gravitarional force. All targets
within 100 feet of its center who fail 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
1-Detect Magnetism I'R/lv] t md/lvt 3
2-Magnetize 1 object L md/lvi touch
3-Magretic Field 1 object I rnd/lvl touch
4-Demagnctize I effect Vv touch
S-Mugnetic Bolt 100 I target [og
6-Shield I self C self
T-Magnetic Ball 10'R 1'R - 100"
8~-Warp 1 targer = S0
9-Magnetic Bol: 200" 1 target - 200
10-Bamier 10'R 10°R I md/viC 75
1 1-Magnetic Ball 20°R 'R - 150
12-Magnekinesis 1 object C 25
13-Shield It self C self
14-Magnetic Bolt 300" | rarget - 300
15-Lesser Weapon self ! md/lv] self
16-Barrier 20°'R 20°R I md/lvl C 150
17-Magnetic Bail 40'R 40'R - 150"
18-Repulse 107x50' cone - 25
19-Break 1 target N 50
20-Greater Weapon self 1 endflvl self
M
25-Barrier True 20'R 1 rd/vl C 150
30-Lesser Globe 1 target 1 medfivi k)
50-Greater Globe 1 target 1 rad/Iv 50

1—Detect Magnetism (1) Caster can detect magnetic fields and their
relative strengths. (Strength, for game purposes. will be measured in Ibs,
and the smallest amount of magnetic force that a caster will normaelly 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 rogether. 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
object creating a surrounding field with a radius equalling | ft per level,
Strength is | Unit per level of caster.

d4—Demagnetize (F) This spell will instantly nullify any magnetic effect
for I roundflevel of caster. Affects one Unit per level.

S—Magnetic Boit 100" (E) A bolt of magnetic force is shot from the palm
of the caster: results are determined on the reverse Water Bolt Table (j.e.,
AT(20) is treated ax AT(1). AT(19} 15 treated as AT(2). ... ,and AT(1)is
treated as AT{204.

6—Shicld I (F) This spell creates a shield of magnetic force 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 to the shield. Melee weapons
have 20 subtracted from their attack rolls, and if the resulling attack does
not hit the target then it is considered stuck to the shield. The shield hovers
in front of the caster wherever he desires atadistance from the caster of no
more than | foot. Stuck” Wedpons may be retrieved with o successful
Medium (+01 Mancover moditicd by strength with a penalty of -5 per level
of the caster.

T—Magnetic Ball [0°R (EY A 1 ball of magaetic force is shot from the
palm of the caster. it explodes 1o affect a 10'R arca: results are determined
on the reverse Shock Bolr Table (i.e. AT(20) is treated us ATH, AT(19)
is treated as AT(2). ... and AT(Ens treated as AT209),

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

"« Comtinue to use the material are at penalty equal ta - 19/1% failure.

‘9—Magnetic Bolt 200" (E) As Magnetic Bolr 100", except range is 200'.
I0—Barrier 10' R (F) As Wurp, except the effect takes the shape of a
column which surreunds the target.
1—Magnetic Ball 20°R(E) As Magnetic Ball 10°R . except the range and
area of effect are grewer.
12—Magunekinesis (F) Caster can grab metal objects and move them a
number of feer eyual to his levet per round. Strength is cqual to 10x the
caster’s tevel in Units.

L3—Shield 11 (F) As Shicld 1, except it functions in all fespects as o wall
shield (+30 melee. +40 missile). the RR is modified by -10, and missile
attack rolls have 30 subtracted.

14—DNlagnetic Bolt 300" (E) As Magneric Bolr 1007, except range is 300"
15—L.esser Weapon (F) Causes a broadsword-«haped blade of magnetic
force to spring forth from the caster’s em pty hand. The caster may make
melee attacks with it using his directed spell bonus (with an additiona +2{0)
delivering damage as a Magnetic Boir with a +20 OB. Normally, this blade
may not parry or be parried. This blade has a percentage chance equalto the
level of the caster of ignoring any metal armor it comes into contact with

(treat target as AT1). [n any round that the caster has not attacked with this
blade as a melee weapon, he may release the blade as a normal Magnetic
Badr,
16—Barrier 20°R (F} As Barrier /(" R_except radius is extended 1o 20,
17T—Magnetic Ball 40' (E) As Magneric Bali 1o, except the
area of eftect are greater.
18—Repulse (F) Caster can release

range and

a conieal lorce. beginning at 10f and

ending at its basc at 50, At heavily armored targets must make a RR or be
thrown away from the caster a number of feet equalto tOx the caster's [evel,
Affected targets will suffer an *A” severity Impact eritical for every 57
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 weapon, 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 Globe (F) Caster surrounds target with a powerful tield of
magnetic energy. This globe modifies elemental attacks by -5 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—~Grealer 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 Breuk, The plobe moves
with the rarget. Maximum diameter of the globe is 1 foot per three levels
of the caster.

7.2 MALEFICANT BASE
LISTS

CHILL OF NIGHT (7.2.1)
MALEFICANT BASE

Note: Dream and Nightmare spells do not huve any effect on the target
wntil his next normal sleep cycle. Night's Curses have wo effect wnil the
targer awakens fron his next normal steep. This, the target may not even
know the spell has had any effect on him until the following morning, and
he may not even associate the effecrs wirh the spell. The spells on this list
cannot be dispelled normally, but require Neutralize or Remove Curse.
Much of the innate terray this class can generate is due to this list, Each
‘Chill’ must be separarely taught by a higher adepr of the art (usually only
after making the proper ovations and sacrifices).

Area of
Effect Duration  Range
1-Dream I I target v Lo
2-Nightmare 1 I target AY i
3-First Night's Curse 1 target P L6y
4-Sleep 1 | target AY Log
5—Dream I | target \Y 16
6-Nightmare 11 ! target v Lo
7-Second Night's Curse 1 target P Ly
8-Insomnia 1 target v ()
O-Sleep I 1 target v log
10~Dream 111 1 target v 10
[1-Third Night’s Curse 1 target P 14
12-Sleepwalking 1 target Vv 1
13-Nightmare I 1 target v e
14-Narcolepsy 1 1 target p 18]
15-Sleep LI 1 target v 100
16—Nightmare [V 1 target v 10
1 7-Sleepwalking Truc | target v 10
18-Sleep True t target \% 1008
19-Fourth Night's Curse [ target P [0}
20-Nightmare V | target v 10
25-Narcolepsy 1 I target P 10
30-Last Night's Curse I target Ay 10
40-Narcolepsy True ] target P {4}
50-Sleeping Death | target A\ 10’

CHILL OF THE FIRST NIGHT
1—Dream I (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—Nightmare I (F) As Dream [ 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 I (F) Target falls into a natural sleep for I minute/5% failure.
S5—Dream I (F) As Drean {, 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—Second Night’sCurse: Thirst/Hunger (F) Beginningupon awakening
from his next normal sleep period, the target will be incredibly hungry or
thirsty (caster’s choice) and will eat or drink continuously until sick or
unconscious. Target will gain 1-10 pounds per monih.

g8—Insomnia (F) Duration 24 hr/10% failure. Target has trouble sleeping.
He will be at -25 for the duration of the period of insomnia.

9—Sleep I1 (F) As Sfeep |, except the target can only be awakened by sharp
pain, magic, or herbs. )

10—Dream I} {F) As Dream I, except three topics may be selected,

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 sce in daylight as if it were darkest night.
12—Sleepwaiking (F} During the target’s next normal sleep period, he
will sleepwalk. He may accidentally injure himself or others by doing so
(taking a nice stroll oft a cliff erc.).

13—Nightmare 111 (F) As Nightmare {, except the target suffers a ‘C’
Depression critical.

14—Narcolepsy I (F) Target contracts narcolepsy. He has a 25% chance
to suddenly fall asleep in any stressful or threatening situation,
15—Sleep III (F) As Sicep I, except the target can only be awakened by
magic, or herbs. He will be totally oblivious to all other stimuli,

CHILL OF THE FOURTH NIGHT
l6—Nightmare IV (F) As Nightmare I, except the target suffers a ‘D°
Depression critical.

17—Sleepwalking True (F) As Sleepwalking. except the effects last for
24 hr/}0% failure.

18—Sleep True {F) As Sicep /. exceptthe 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 foruct that he knows them (GM s discretion).
20—Nightmare V (F) As Nighmare |, except the target suffers an ‘E’
Depression critical.

= 5 e

CHILL OF THE FIFTH NIGHT
ZS—Nal‘colepsy IN{F) As Narcolepsy i, except hischance of falling asleep
is 50%.

30—Fil'lh Night’s Curse (F) During the target’s next normal sleep period,
lhe will rise and stealthtully attempt to murder his companions or loved

ones. As soon as the murders are complete, he will come 1o his senses and
realize the deed he has performed.

W-—Narcolepsy True (F) As Nurcofepsvy 1, except his chance of falling
asleep js 950

»5_0'-S|eeping Death (F) Duration 24 hr/10% failure. Each sleep period,
lme target will suffer nightmares equal 1o the horrors of the abyss. Each

l CHILL OF THE LAST NIGHT

EJEht. the target must RR or dis of fear. leaving no physical evidence how
€ died.

SOUL DEATH (7.2.2)
MALEFICANT BASE

Area of
Effect Duration Range

1-Detect Soul self 1 mdfv] 100°
2—Paranoia I target P 100
3—Fear | 1 target P 100"
4

5-Soul Bury [ * 1 target P 100
6

7-Panic 1 target P 100
8

9-Fear [1 I target P 100
10-Soul Bum II * 1 1arget P 10
11-Transferral 1 target A% 100
12-Catatonia 1 target P 100°
13-

l4—Fear [II | target P 1000
15-Soul Bumn [II * i target P 10
16—

17-Unluck I targer v 100
18—Transferral True | target v 10
19-Dark Temptation ! targer P 100
20-Soul Bum IV * 1 target P 100'
25-Soul Burn V * 1 target P 100
30-Tear Soul I target v 100
30-Banish Soul ! rarget 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 gethim; making him
-3 o 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 farget he is ar -10,

5—Soul Burn 1 (FM*) Targetsuffers an * A’ Shock critical, and also loses

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

9—Fear [1 (M) As Fear |, 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 I (FM*) As Soul Burn I, 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 normal 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 spell if he makes
asuccessful RR {one chance every 10 minutes). Ifeither 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 III (M) As Fear [, except sight of the caster puts the target at -
15, and if the caster speaks 1o the target he is at -30,

15—Soul Burn I (FM*) As Soul Burn |, except the target suffers a ‘C”
Shock critical.

17—Unluck {FM) Duration 24 hr/10% failure. Target is cursed, and
misfortune becomes his constant companjon. In crucial moments, the
target will be enveloped in things mysteriously gaing wrong. Ropes and
weapons may break, he may stip 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 Transferral, except the caster can operate
at 90% of normal activity; the target can onty 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 aliering, and will probably change his
personality. Some beings may get additional RR mods {e.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 10 his
‘normal’ state.

20—Soul Burn 1V (FM*) As Sou! Burn {, except the target suffers a ‘D’
Shock critical.

25--50ul Burn ¥V {FM*) As Soudd Burn I, except the target suftfers an ‘E’
Shock critical. :

J)—Tear Soul (FM) RR mod: -20 Target’s soul is torn from his body
(CF., Absolution). It remains in whatever place “souls” go for 30 days/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 Teur Soul, except target’s soul
is permanently consigned to the nether regions (Ct.. Dark Absalution),

TALISMANS (7.2.3)
MALEFICANT BASE

Note: Talismans marked with a '+ will burn out and crumble to ash afrer
one use per 5 levels. A talisman is only considered to have ‘worked' if its
honuses change the result of an atiack (reduced the severity of a critical,
altered the ourcome of a RR, erc.). Talismans marked with a ‘¥’ require
some companen! from the targei (a lock of hair, fingernail clippings, a vial
of blood, the wurger’s "good luck charm', etc.). The bonuses or penalties
conferred by atalismanare equal te the level of the talisman’s creator fe.g.,
a Sthlevel Spirit Talisman creared by o 15th level caster wonld convey a
bonus of +135 vs. all aitacks from spirits). A talisman may be created from
anything the GM decms appropriate {a chicken's foot, a ball of colored
threads, bones, wood or bone carvings, runestones, a shrunken head, erc)

The appropriate talisman spell must be cast on it once each day during its
creation, No one bui 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 talisman must be iouched by the user to be effecrive.

Area of

Effect Duration Range
I-Obeah 1 talisman P touch
2-Animal Talisman ¥ 1 talisman v touch
3-Herb Talisman # 1 talisman v touch
4-Magic Talisman [ ¥ 1 talisman v touch
5-Spirit Talisman 1 talisman v touch
6-Seeing Talisman t 1 talisman A touch
7-Quirin 1 tahsman v touch
8-Undead Talisman t 1 talisman A% touch
9-Magic Talisman II T | talisman A% touch
10-Death Talisrnan T ¥ | talisman \Y touch
1 I-Were-talisman ! talisman v touch
12-Soul Trap ¥ I talisman v touch
| 3-Magic Talisman [II + I talisman v touch
|4~Demon Takisman t 1 talisman v touch
| 5-Lesser Controt Doll ¥ 1 doll Vv touch
16-Bane Talisman T 1 talisman v touch
17-Channeling Talisman I talisman v touch
18-Magic Talisman 1V + 1 talisman v touch
19-Guardian Talisman 1 1 talisman A ouch
20-Mentalism Talisman T I talisman v touch
25-Essence Talisman ¥ 1 talisman v touch
30-Greater Control Doll ¥ 1 dofl v touch
40-Magic Talisman True f I talisman v - touch
50—Soul Talisman 1 talisman P touch

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

15t vl Obeah: stores PP equal to the creator’s level,

SthlviQObeah: serves as a focus Forthe skill: Mugical Ritual. Adds creator’s
BAR mod to all ritwal rolls.

{0th vl Obeah: adds creator’s Iv] to RRs vs. Absolutions and all soul-
draining and life-draining and trapping effects.

{31k vl Obeah. creator can ranster his soul to his Obeah tor shert periods
of ume (as Self-keeping on the Monk Base list Bady Reins).

20tk vl Obeah: serves as a power stabilizer, The creator’s spell points wili
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 vl Obeah: serves as a Soul Trap (as the spell). The Obeah needs no
further preparation, and will store 1 soul/5 tevels.

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

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

2—Animal Talisman (FD) This talisman grants a bonus equal to the
creator’s level vs. all attacks made against him by animals, The talisman
takes one day/level to create. Nole: rhe custer may make a Talisman of
lower level than his own if he wishes, taking correspondingly jewer days
o create (e.g., a 10th level Maleficant could make a st level Talisman in
one day.

3—Herb Talisman (FI) As Animal Talisman, exceptits bunuses are to the
creator’s attempts 1o locale a specitic herb.

4—Magic Talisman [{FU) As Animal Tufismen, exceptits bonuses apply
1o any onc magical skill selected ar the time of the talisman’s creation
(Power Projection, Speli Mastery, etc.). The caster must already possess
some knowledge (at least one rank) of the skill 1o be augmented.
5—S8pirit Talisman (FD} As Auimal Talisman, except its bonuses are vs,
attacks from spirits,

6—Seeing Tatisman (FI) As Animal Talisman, 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 head of a sleeping person, he will start to babble about whatever
topics are faremost in his mind. Information gathered by use of 4 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 gatns
another RR.

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

9—Magic Talisman IL{IFU} As Mugic Talisman I except its bonuses may
apply to two different magical skills selected at the time of its creation.
k0—Death Talisman (F) This deadly talisman is made to function vs. a
specific targel. The target suffers a penalty equal 1 the talisman creator’s
level to all attacks by the creater (the creator’s level is subtracted from the
larget’s DR, RR, etc.).

tl——Were-talisman {FD) As Animal Talismean, 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 target 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 IIE (FU) As Magic Tufisman 1, 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 Control Doll (F) After casting a Sou! 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 [llusion/Phantasm speil. 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 (FDY) As Animal Talisman, excepl its bonuses
are vs. Channeling-based attacks.

18—Magic Talisman IV (FU) As Magic Talisman ], except its bonuses
may apply lo four different magical skills selected at the time of its creation.
19—Guardian Talisman (FD)) Empathically wams the creator when
anyene 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 lcarned as to the method the person intends
(assassination, spell, etc.).

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

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

30—Greater Control Dell (F) As Lesser Control 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 fo one magical skill per five levels.

50—S8oul 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 | 1 target 1 rmd/Ivl 100°
2-Nonvocal * 1 target 1 spell 100
31—

4-Detay [ 1 target next speli 100
5-Control I1 1 target 1 md/lvl 1008
6-Mental Gesture * 1 target 1 spell 100"
7-Quicken [ 1 target i md/vl 100
&—Delay 11 | target next speil 100
9-Control 111 I target I md/ivl 10Q°
10-Nonvocal True * 1 1arget 1 mdflvl 10
I1-Spellhaste { 1 target 1 md 100'
12—Quicken il | target 1 md/1vi 1008
13-Delay III 1 target next spell 100
14—

15-Spellhaste IT | target 2 mds (0.0
16—-Controf Frue 1 1arget 1 md/lvi 100"
17-Menta] Gesture True * 1 target 1 md/lv] 100°
18-Delay True 1 target next spell 100’
19-Quicken True I target 1 md/lvl 100
20-Spellhaste I I target 3 rnds 100"
25-Spell Control * I target 1 md/lv] et
30-Speiihaste True | target 4 rds Lo
50-5peil Hand | target 1 nd/lvl 100'

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

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

- 4—Delay I (F) Caster increases the preparation time of the target’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% 1o caster's ESF for each preparation round ignored.
5—Control I (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 itis used with an elemental speil, caster receives no
directed spell honus.

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

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

9—Control ITI (F) Target gains & 15% chance to avoid the effects of any
spell fumble.

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




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

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

15—S8pellhaste IF (F) As Spelthaste I, except for increased duration.
16—Control True (F) Target gains a 20% chance 1o avoid the effects of
any spell fumble.

17—Mental Gesture True (F*) As Menial 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—Delay True(F) As Delay !, exceptcastercan 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 I.

20—Speilhaste I (F} As Spelthaste 1, except for increased duration.
25--5pell Control (F¥) Acts as a combination of Quicken True and
Menital Gesture True (spells require neither verbal nor somatic components
withun the duration).

30—Spellhaste True (F) As Spetihaste {, except for increased duration,
50—Spell Hand (U) Castermay use any of the lower level 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/lvl 100"
2

3

4

5—Quell 1 | target 1 md/1vl 100
&—Foil II 1 target 1 md/1v] 100’
7

8-Impede 11 1 target 1 md/lvl 100/
o

10-Uniearn 1 1 target v 100
H-Foil 111 1 target 1 md/lvl 100"
12-

13-Quell 11 1 target 1 md/lvi 1O
14-

15-Unlearn I 1 target \4 1000
16-Impede 111 [ target 1 md/lvl 100
17-Foil IV 1 target 1 md/lvi 100
18—Quell True 1 target 1 mdfvl 100
19-Impede IV | target I rndAvl 10¢¥
20—Unicarn 111 1 target \Y 100
25-Foil True 1 target 1 md/lv! 100"
30-Reverse 1 target 1 md/ivl L0’
50-Unleamn True 1 target v 100°

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

5—Quell 1 (F) Target’s fumblc/faiture range is increased by 10,
6—Foil IT (F) As Foil I, except target's spells have a 20% chance of not
working. Speli does not fumble and no PPs are lost. g
8—Tmpede II (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 1o cast, Target
must relearn the spell. Target has a 5% cumulative chance per day spent
studymmg (8 hours per day - uninterrupted) the affected spell w relearn it
Target may releamn muitiple spells simultaneously from the same list.
11—Foil IIT (F} Target’s spells have s 30% chance of not working. Spell
does not fumble and no PPs are lost. :
13—Quell 11 {F) As Quell I, except fumble range is increased by 20,
15—Unlearn 1 (F) As Unlearn I, except target forgets the next two spells
he attempts to cast,

L6—TImpede I {F) As 'mpede I}, 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 Quell 1, except fumble range is increased by 40,
19—Impede 1V {F) As Impede i1, 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—Foil True (F) Target's spells have a 50% chance of not working. Spell
does not fumble and no PPs are lost.

30—Reverse (F) Target's spells are reversed in effect (Fire Bolt becomes
lce Bolt, healing becomes harming, Unsun becomes Srun, Regenerate
becomes Degenerate, Light becomes Dark, etc.) Note that some spells
cannot be logicaily reversed, whether due to circumstances, spell definition,
or common sense, and cannot be affected by this spell. (GM’'s discretion).
S0—Untearn True (F) As Unfearn 1. except target forgets the list from
which his next spell is cast,
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I o WIZARD BASE
Note: Only one of these spells may affect a target at a time. Target does ge!
a RR for his items and spells.
I I Area of
Effect Duration Range

i
2- ‘ U
3 Reduce Bonus Items | 1 tarpet 1 md/iv! 50
4
$-Nullify Single Use Items I 1 target 1 rmd/1v§ 50

|
7-Nullify Charged [tems I 1 target 1 tnd/1vi 50
#-Nullify Daily Items [ t target 1 md/Ivi 50
¢.Reduce Bonus ftems II 1 target 1 rnd/1vl 50

I 10-Nullify Constant Iterns 1 1 target 1 rndfivl 50'
11-
12-Spell Dampen [ 1 rarget 1 md/ivl A
13-

l 14-Nullify Single Use Items 11 10'R 1 min/lvl 100
15-Reduce Bonus Itemns I11 1 target I md/lv] 50°
16-Nullify Charged Irems IT 1O’R 1 min/ivi 10
17-Nullify Daily Items I1 10'R 1 min/lvl 100
{8-Nullify Censtant Iterns 11 LO'R 1 min/lv] 160
19-
20-Spell Dampen I 10°R 1 minAvl 100°

' 25-Nullify Single Use ltems Truel0('R 1 min/lvl 300
30-Nullify Charged ltems True  100°R | min/lvl 300°
35-Nullify Daily Items True 1H)'R 1 min/lvi 300

l 40-Nullify Constant Iterns True  100°R 1 min/ivl 300
50-Spell Dampen True IK'R 1 min/lvl 300

3—Reduce Bonus Items I (F) Target’s Spell Adder or PP Multiplier is
reduced by one level. For exampie, a +5 adder would be temporarily
reduced to +4, while a x3 muitiplier would become only a x2. Note that +1
Adders and x2 Multipliers are nullified for the duration of this spell.

5—Nullify Single Use Items I (F) For this spell’s duration, all of the

l 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 speil’s duration, all of the target's
l charged items (wands, staves, ete.) are nullified, losing all charges. Once

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

3—‘Nullify Daily Items I (F) For this spell’s duration, ali of the target’s

Daily items are rendered unusable or ineffectual. After this spell ends, the

Item{s) ence again become magical and usable.

%—Reduce Bonus ltems I1 (F} As above, except the reduction level is two.

10—Nullify Constant Items 1 (F) For this spelt’s duration, all of the

target’s constant items are rendered unusable or ineffectual. After this spelk

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
nomnally.

l4-—Nl.lllify Single Use Items 11 (F) As above, except for Area of Effect,
Duration, and Range.

l lhs—Reduce Bonus Items 111 (F) As above, except reduction level is
three, .

16—Nulfify Charged Items I1 (F) As above, except for Area of Effect,
Duration, and Range.

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

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

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

25—Naullify 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 abave, except for Area of Effect and
Range.

SPELL MANIPULATION (7.3.4)
WIZARD BASE

Note: These spell effects will continue (o affect the target for 1 round per
T0% failure of his RR, or until ke casts his first spell within that duration.

Area of
Effect Duration Range

1-

-

3-Decrease Radius 1 1 rarget \Y 100°
4

5-Increase Radius 1 | target v 100
6

7-Decrease Radius 11 1 target v L0y
8-

9-Increase Radius I | target v 10
10—

1 1-Decrease Radius I 1 target v 1Oy
12-Concentration | target v 100
{3-Increase Radius 111 1 target v 100"
14-Transmute (Base) 1 target v 100
15-Transmute (Elerment) 1 target v 100
16-Touch 1 target v o
17-Transmute (Essence) 1 target \"% 1067
18--Radius 1 target A% LOEY
19-Transmute {Mentalism) 1 target v 100
20-Self 1 target v 100
25-Instantancous 1 target v 100
30-Transmute (Channeling) I target A\ 1K
50-Odic Mastery self 1 md/lvi self

3—Decrease Radius I(F) Radii of target’s spelis are decreased by 25%.
S—Inerease Radius I (F) Radii of target’s spells are increased by 25%,
7—Decrease Radius 11 (¥} 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 III (F) Radii of target’s spells are decreased by
15%.

12——Concentration (F) Durationof target's spells becomes concentration.
Certain spells (e.g., spells with a Duration listed as "-" spells from the Spell
Mastery List (7.9.11), etc.) will not be affected by this spell.
13—Increase Radius I11(F) Radii of target's spells are increased hy 75%.

l4&—Transmute (Base) (F) Target'selemental attack spells are transmuted
into base attack spells. The target uses his elemental 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, ie., ‘A”
for 10% failure, 'B* for 20% failure, ‘C" for 30% failure, etc.




I5—Transmute (Element) (F} Targets base attack spells are transmuted
inlo elemental autack 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 attack. 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) Trunsmutes target’s Essence andfor
Chaimeling spells into Mentalismy spells.

20—8elf (F) Range of target’s spells become self.

25—Instantaneous (F} Duration of target’s spells become instantansous,
J0—Transmute (Channeling) (F) Transmutes target’s Essence and/er
Mentalism spells int 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: The following spetls manipulate the target's ability to properly resist
spell effects. When the spell definition refers to the targer's “resistance
bonus” or just “honus” it refers to the target’ s toral bonuses which could
be wsed ro defend against u spell anack. The resistance bonus for the
purposes of this list include any frome items, spells, racial modificrs,
staristics, o,

Area of

Effect Duration Range
-
7
3-Protect Object | | target C touch
4-Penetrate | * 1 target 3 rounds 1O
R
4—Polarize I defensive spetl 1 md/lvl 100
T-Protect Being [ I target C touch
8-Disruption I target 1 md/ivl 100
9-Reduction I F tarpet 1 md/ivi{C) 100
I O-Layer 11 | turget 1 md/ivl () 100
[1-Protect Object 11 | target C touch
12-Protect Being [I 2 targets C touch
13-Penetrate 11 * 1 target 6 reunds 100
i4-Reduction 11 barget L d/lvl (C) 100
15—Layer 111 I target 1 md/Ivl (C) 100
16-Leech 1 target v 100
1 7-Penetrate 111 * | target 9 rounds 100
18—Protect Object True | target C touch
19-Reduction [l | target I md/Ivi(C) 100
20-Layer IV ltarget | md/lv] (C} 100
25--Protect Being True | target/5 Ivi C touch
30-Penetrate True * 1 target 12 rounds 100°
S0-Layer True 1 target I rd/1Ivi () 1007

3—Protect Object I (F) Caster is able to transfer 5 portion or all of i
resistance bonus to a non-living object which hus a muss equal to or lesx
than his own. The bonus transferred is subtracted from the caster’s currey l
bonus, .
d—Penetrate 1 (U*) Spells cast after this spell are harder to resist, & .‘:ot.e:
resistance roll modification of -5 is applied to the target's resistance roll q:e;:
6—Polarize (F) Custer can change the protective bonus of the target’
defensive spells by +1 per level, This modification may increase ¢ .
decrease the bonus.

7—Protect Being 1 {F) As Protect Object !, except thata living being ci
be protected. The target’s bonus, if any, is uveraged with the bone
transferred by the caster. Note that in sume cases this may actually [owe
the bonus of the rarget,

8-—Disruption (F) Target’s bonus is scrambled 10 the point of occasiong
failure. Each time the target is required 1o make a RR, there is a 1% chang -
perlevelof the casterthat the target’s RR will completely fail. Forexample,
an 8th level Wizard successfully attacks the target with Disruption. Eacl
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 duratign
expires.

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

10—Layer IL(F) Target s resistance becaoimes layered. His current resistance
bonus versus spells is halved, and each half is layered upon the other, This
cffect gives the target two chances 1o 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 LS te each attempt.
11—Protect Object IL{F} As Protect Object ], except the mass restriction
is 2x that of the caster.

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

13—Penetrate II (U*) As Penetrate 1, except the modifier is -10.
14—Reduction II (F) As Reduction I, except the target’s RR bonus is
reduced by 40%.

15—Layer I {F) As Layer I, except targe’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) Target's RR bonus begins (o steadily decay by 5% per
round until completely reduced o 0. Note that even if the target re-casts his
protective spells, reactivates protective devices, ele.. they too will begin to
decay until the target's net RR bonus ix (0. Onee the target’s RR bonus
becomes (), the spetl expires after which the Llarget’s bonus returns to
normal on the following round,

17—Penetrate X (U*) As Penetrate /, except the RR moditier is -1 5.
18-—Protect Object True {F) As Prorect Object |, except the mass
restriction is 3x the caster’s.

1W—Reduction HI (F} As Keduction |, except the targer’s RR bonug is
reduced by 60%.

20—Layer IV (F) As Layer }. except target’s RR bonus vs. spells is
divided by 4, thus giving the target [our chances 1o resist a spelt effect at
1/4 of his normal bonus,

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

30-—Penetrate True (U*) As Penerrate 1, except the RR modifier is -1 per
level of the caster.

50—Layer True (F} As Layer fI, except target’s RR bonus vs, spells is
divided by five, thus giving the target five chances to resista spell effectat
1/5 of his normal bonus,
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‘ WIZARDSTAFF (7.3.6)
I WIZARD BASE

Note: Caster may only have one “staff " inexistence aiatime,and his spells

may only affect his own staff. The GM may want to make one special
lmaren‘ai (e.g.. laen, mithril, mailorn wood, etc.) particularly powerful

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

Propem'es by +1 or +5 (whichever is more appropriate). Possibly, if the

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

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

l Area of
Effect Duration Range
1-Minor Staff § staff P touch
2-Wyrdlight A staff 10 min/lvl touch
3-Rune A ' staff v touch
4-Lesser Staff § Minor Staff P touch
5-Alarum Staff A staff 1 hour/lvl 100°
6-Froststaff A . staff - touch
7-Recall Staff staff - | mileAivl
8-Firestaff A staff - touch
9-Store VA staff C touch
I 10-Greater Staff § Lesser Staff P touch
| 1-Thunderstaff A staff - touch
12-Store XA staff C touch
13-Finding Staff A staff I min/lvl 100°vi
l td4-Guardian Staff A staff 1 min/lvi touch
15-Store XVA staff C touch
16-Silver Staff § Greater Staff P touch
{7-Hammerstaff A staff 1 minfivl touch
' 18-Beaststaff A staff 1 minftvl touch
19-Lord Store A staff C touch
20-Golden Staff § Silver Staff P touch
25—Greater Hammer Staff A staff 1 min/Ivl touch
30-Lord Staff § Golden Staff P touch
S0-Staff True § Lord Staff P touch

' 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 staff is enchanted
tobe a+1 Essence spell adder and a +5 quarterstaff. If the staff is destroyed,
caster immediately takes 50% of his hits and functions at -30 for 1-4 wks.
2—Woyrdlight (FP) The tip of the staff glows at whatever intensity the
caster desires, from barest glimmer to a bright light (50 rad. max.).
3—Rune (FU) Caster may store one speil on his staff to be cast later with
1o preparation (only one such stored spell at a time) .
4—Lesser Staff (F) As Minor Staff, except that it turns the Minor Staff into
a+2 adder and a +10 quarterstaff.

S—Alarum Staff (FP) When this spellis cast on a staff, it becomes atuned
10 a particular situation. If this situation arises, the Staff makes a sound,
alerting 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 rush from the tip
of his Wizardstaff. Treat this as a +10 Cold Bolt with a Range of 30’ (roll
on the Fire Bolr table, using Cold criticals) .

7—Recall Staff (F} This spell instantly returns the caster’s staff to his
outstretched hand.

8—Firestaff (FE) The caster causcs a blast of flames to burst from the tip
of his Wizardstaff. Treat this as a +20 Fire Boit 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 Spell Dampening. The *stored” spell affects
an areaupto 1' per level of the caster. Caster need only concentrate 1o affect
the spell. This effect is centered within the staff. Only one spetl may be
stored in this way.

10—Greater Staff {F) As Lesser Staff, except that it tumns the Lesser StafT
intg a +15 guarterstatf and a +3 spell adder.

11—Thunderstaff (FE) The caster causes a boit of lightning 1o spring
from his Wizardstaff Treat this as a +20 Lighming Bolt with a Range of
100

12—Store X (FU) As Srore V, except it stores up to a 10th vl spell,
13—Finding Staff (FI) Caster’s staft points in the direction of any specilic
object or place be is familiar with,

14-~(ruardian Staff (FD) When this spell is cast, the caster adds his level
to his Defensive Bonus and Resistance Rolls (e.g., a 15th Ivl caster would
add +15 to both his DB and alt RRs) .

15—Store XV (FU) As Srore V, except il stores up to a o [Sth vl spell.
16—Silver Staff (FP) As Greuter Staff. except that it turns a Greater Statt
into a +20 quarterstaff and either a+4 spelt adder or a x2 Essence spell point
multiplier (caster chooses when 1t 1s created).

17—Hammerstaff (FP)} Double concussion hits are delivered by the staft.
18—Beaststalf (F) Transfonms caster’s Wizardstaff into any animal or a
legendary creature of animal intelligence (no magical abilities except.
perhaps flight). The creature's mass may not exceed 50%/Ivi ot the caster’™s
mass. The beast is treated as a familiar (sce Familiar on the Closed Essence
List Gate Mastery) .

19—Lord Store (FU) As Srore V, except it stares up to a 20th vl spell.
20—Golden Staff (F) As Silver Sraff.except that it turns the caster’s Silver
Staff into a +25 quarterstaff and cither a +5 spell adder or a x3 spell point
multiplier (caster chooses when it is created) .

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

30—Lord Staff (F) As Golden Staff, exceptthat it tums the caster”s Golden
Staff into a +30 quarterstaff and cither a +7 speli adder or a x4 spell point
multiplier {caster chooses when it is created).
S0—Staff True (F} As Lord Staff, except that it turns the caster’s Lord
Staft into a +50 quarterstaff and either a +10 spell adder ora x5 spell point
multiplier {caster chooses when it is created).
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7.4 ALCHEMIST BASE LISTS

CHARMCRAFT (7.4.1)
ALCHEMIST BASE

Note: A Charm is an item with an enchantment that i set 1o protect jis
bearer (or the item [tself] from ane specific spell by previding an additional
Resistance Rolf against i1,

Description of Charm Effect: Charms may be set 1o block the ype of

spells which ave specifically divected ar o turget (most Foree and Mentg!
Artack spells such as Agony, Shaiter, Haltucination, Inner Thoughis, Sigil
of Sleep, etc.j, but not Elemental Atiack spells.

Each Charm is set te guard against a spectfic spell, and it will also be
effective againse all the lower level versions of that spetl. but not higher
fevel versions. (A Charm against Sleep X will ulso block Steep VIHE and
Sleep V, but not Lord Sieep )

When the spell that a Charm guards ugainsi is cast a targer who is
honded (0 the Churm and is bearing it within 1 of his body, the atiaching
spell must make @ KR or be canceled before having a chance o affect it
arget. The aitack level of the RR is the level of the castericreator of the
Chara and the defense level is the leve! af the caster of the atiacking speil,
if the Attacking spell succeeds in this RR . the Charm is dispelled und the
spell altgeks its target in the normal manner.

Only one Charm will be cffective againsi each fncoming spell every
rotind (i.e., you don’t get two extra RRs aguinst g Word of Pain if you hold
rwa Charms against it, you only get one). But if two different spelfcasters
each threw a Word of Pain at you in the same round both Charms would
acitvate [o give you ane exiva R for each spell (The Layered Charm effect
is « special exception to this )

A Charme will lust wntil it 15 unsuccessful in blucking the spell it is set
against (the attacking spell makes its RR) at which time the Charni will
dissipate as will the auchored marriv that was holding it 1o the irem. The
exceplions to this would be if u Layered Charm or Deep Anchor spell was
used 1o give the Charm the ability o sustain multiple faitures before fuding
or to extend the life of the qura-matrix gfter the associated Charm has

faded. A Charm will remain potent no matter how many spell attacks it
successfully cancels, only a failure to block a spelt will shatter the Charm,

Each Charmwill only protect one living being, or one item if at the time
af casting the Charm spell is oriented (at the caster's aption} te affect only
the object it is inscribed on instead of a bearer of the item. For instance,
u priceless gem may have ¢ Charm against Shatter on it. but the Charm
would then have no effect on any vther object or heing.

For a being ta gain the henefit of bearing a Charm, he must first bond
himself 1 each Charm when initially encounrering it by holding it and
concentrating onitfor 10 minutes{ an Easy-difficulry Meditation skilf roll).
A betng bonded 1o a Charm may quickly transfer his bond to another being
(including un animal} by teuching the Charm and the being at the same
time and conceatrating for 1 round (a Medium-difficulty Meditation skill
roll) after which the being rouched will be bonded instead of the previous
hearer, Only one being may be bonded 10 a Charm at one time, and the
Charm will only protect that specific individual until banded to anorher.

When a Charm is bonded (o in this manner it becomes oriented 1o the
bearer's life-force and will protect him whenever it is close enough to
directly linkup (within I"of the bearer' s body). A being' s life-aura oni 'y huy
the capacity to handle a link-up with a certain number of Charms at one
time. A being may be bonded 10 | Charm, plus 1 additional Charm for every
3 levels he has achieved. An item 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
iter are linked up simultaneously whenever someone aitivies to it. Ifa
being's life-aura capacity for Charm bonding is filled and he wishes to use
anather Charm, he may select one of any of his present hondings and
naegate it {the item need not be present), upening a slot Jor the new Charm.

Creation of Charms: To creare a Chaim, the following procedure must
Jellowed. Auy aoa-living solid object mav be wsed to hotd o Charm |
buiren i be sewn on g robe. the robe iwself arabbir' s foor, o feather. a ha
apicce of jewelry, a weapen or piece af wrmor, ere.) but it niast be sng
enongh i hold or wear (within P of the bearer's body if of the tvpe th
protecisabonded bearer). The item can have nor ather spells on orin it aa
attemprto imbed another spell into an item wiich possesyexa Charm or;
cast Charm vnto any previously enchanted abject will result in Ih
immediate dispelling of the Charm and irs anchored matriv.

I the GM is using Alchemical luertia Factors TAIFS) in hix game (s
RMCI, Sections 3 54 and 3.2) anyiteni to have a Charntinscribed on it m
have a fully enchanted qurg first (AIF of 0). If AlFs are not used, the Gh
should restrict what can be made inte ¢ Charm by requiring a cerigi
duality level in the material of the itent itself, with more expensive/ran
material being necessary to hotd hivher levet Charms.

The ohject must first be provided with a matii to hold the Charm b,
heving Anchor cast on it onee per day for a number of vonsecuiive weel
equalioone-halfthe level of the Cherm spetlihaiis tabe placed ou the ivem
after the lastof the required number of Anchor speldls is cast, a Char spel
must he cast on the resulting matrix within 24 honrs o it will fude. {So a
objectwhichiis to have a Chearm X spell placed on i must First have Aucke
cast vn it once perday for § consecutive weeks )

After the weeks af using Anchor to cveare g matriv af the reqieired feve
capacity, all the final spells that actually inseribe the Charm effect(Charn.
the spell which the Charm is 1o protect against, Multiple Charmis, Deq
Anchoror Layered Charm. plus one Anchor spetl tolock i all in) must the
be casi once per day for a number of days equal 10 the RR atack leve
strength desived (up to the level of the casteri. This process may be halte
carly to cregre a Charm with o lower RR artaet level sirength than th
caster'slevel. Al of Multiple Charst' s separaie Charmy will gain an eque
RR artack level strength for each eay of inseription ¢ iday).

[fthe matrixis to receive more than one Charar spelf.orany other effec
itnust have a higher level capacity ro hald cach additional spell. Adding
maore than one Charm spell 1o an item requires ihe use of the Multiph
Charns spell and the addition of one-half the tevel of eack extra Charn
spell after the firsi to the level capacity totul of the mairix before the Charn
spells can be cast on the item. To add Deep Anchor § onte an item, th
normal level capacity of the mawiv must fiest be inereased by 50%.; Deep
Anchor H requires a level capaciry that is dowble what the desired Chearn
spells usually require. Each Layered Charm effect requires that an exire
201evels(an additional 10 weeks of casting Anchor) be added te the matriy

Option 1: A GM may wish toallow Charms to be created that are gffectiv
against Informational andior Passive spells (such us Charms againg
Location, Detect Traps, Delving, Mind Typing, Truth, Origins, Stucy,
ete.) as well as Force and Mental Attuck spells. This will change the
power of the Charm effect and should be examined in the coniext af the
GM's game before being used.

Option 2: A GM may also wish to rule that the Anchor spedl may only b
cast once per day by any individual speticaster (or any other nimber of
times per day that balances with the power level of enchanted item
credtion that is desired in the game), thus timiting the number of Charm
that may be worked on at one time.

Examples; .

Anecklace that holds a Charm (witha RR artack strengthof level 4 ) againg
Charm Kind (2weeks + 4 daysto create, and a PP cost of Y PP during cach
of the inscribing days).

An arrow protected by a Charm (L6): Deflections 1 (3 weeks + 6 days,
14PP).

An earring Charm (L4): Question I {2 weeks + 4 days, 10PP).

Asword protecred by a Charm (1.8): Bladeturn | {4weeks + 8days, I18PP),

A ribbon braided into a horse's mane that ix a C herm (L{0): Animal
Mustery 1(3 weeks + 10 days, 14PP); or one with a Deep Anchor I effect
(L7, 6weeks+ 17 days, 31 PP); or with a Multiple Charms ¢ffece: Animal
Mastery f x 3 (LS, 6 weeks + 3 days, 47PF}.

A trapped lock that has @ Charm (L10. Multiple if}: Cpening I, Disarn!
(7 weeks + 10 days, 42PP).
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A valuable jeweled ring held on display inn a musenm and protecred Srom
one avenue of enchaniment aided theft by a Charm (L20, Lavered).
Telekinesis 500 (20 weeks + 20 davs, 62PP).

A cloak clasp that is a Charm (L20, Multiple IV. each Lavered): True
Charm (x2), Masrer of Kind (v2). Lord § feep ixl, one of the lavers having
been shattered). Hold Truee (x2). (54 weeks + 20 davs, 178PP).

Asuit of Chain that hoids a Charm (130, Deep Anchor H:): Essence Charm
(30 weeks + 60 days, 50 PP}; or with Deep Anchor | instead (23 weeks +
60 davs, 46PP).

A city gate that is protected by a Charm (L50): Charm True (25 weeks +
200 davs. 53 PP).

Area of

Effect Buration Range
{-Detect Charm 53R 1 rnd/lvi 50°
2-Decipher Charm 1 item/md 1 rnd/lvl touch
3-Anchor I item 24 hr touch
4-Charm IV | itlem v touch
5
6—Charm VI I item \Y touch
7-Multiple Charms [1 1 itemn v touch
8—Charm VIII I ttem v touch
9
10-Charm X | item v touch
I 1-Multiple Charms I1I 1 item v touch
12-Charm XII 1 itemn v touch
13-Deep Anchor | L item v touch
14-Charm XIV 1 item vV touch
15-Multiple Charms IV litem v touch
16-Charm XV] 1item \% touch
17-Deep Anchor 11 1 item v touch
18-Charm XVIII iitem v touch
19-Layered Charm 1 item v touch
20-Lord Charm 1 item v touch
25-Unlimited Charm 1 item \Y touch
30-Essence Charm 1 item \% touch
35-Mentalism Charm 1 item A% touch
40-Channeling Charm I item v touch
45-Hybrid Charm I item v touch
50-Charm True 1 item v touch

I—Detect Charm (1} Detects the presence of Charms within the arca of
effect. A S'R may be examined each round.

2—Decipher Charm (I) Gives the caster detailed information on all the
specifics of one Charm perround, including the exact spell(s) that it guards
against, the strength of each effect (the level of the creator), whether any
are Layered Charms, and if the item is mseribed with a Deep Anchor effect.
Each Charm that the caster examines in this way may also be automatically
bonded to him if so desired (and if he has the capacity (o link-up}.

3—Anchor (F) This spell creates a matrix in an item that allows a Chamm
tobeinscribedonir, 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 1s used).
4—Charm IV (F) This spell inscribes a Charm effect onto the matrix that
is placed on an ftem through Anchor, When Charm is cast on the prepared
item it becomes receplive and the next spell cast onto 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 to orient the Charm to either protect
a boanded bearer or the item itself. Charm IV can be set 1o guard against a
spell of founth level or lower.

6—Charm VI(F) As Charmiv, exceptaCharm may be inscribed that will
guard against a spelt of sixth level or lower.

7—Multiple Charms If (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
Charnt spell to be placed on the itern,

8—Charm VIII (F) As Charm fV, except a Charm may be inscribed that
will guard against a spell of eighth level or lower.

10—Charm X (F) As Charm [V, excepta Charm may be inscribed that will
guard against a spell of tenth level or lower,

11—Multiple Charms 111 (F) As Multiple Charms 1, except the mairix
£ains the capacity to hold three charms,

12—Charm XI1 (F} As Charm IV, except a Charm may be inscribed that
will guard against a spell of twelfth level or lower.

13—Deep Anchor ¥ (F) When this spellis cast on an ilem’s matrix before
a Charm spell is cast the matrix gains the ability to remain in the item it has
been anchored toafter 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 Doep
Anchor Fwill resetitself after one week. Everytime a Charm is regenerated
through the Deep Anchor effect it loses S0% of its RR attack strength leve|
tthe level of its creator), rounding down. When it reaches a RR amack
strength level of L the Deep Anchior effect fades and the Charm will dispel
afterits next blocking attempt. (E.g.,a Charm X witha Deep Anchor Feffect
that is created by a 20th level caster will tuke } week (o regenerate the first
time it is dispelled, after which it wiil gave 4 RR atack strength level of
level |0; the next repencration will leave it at level 5: the next at level 2; the
lastregeneration witl reduce itto alevel-| 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
anattempt 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 failure.) Deep Anchor may not be added to an a
matrix that will also possess Layered Charm.

14—Charm X1V (F) As Charm IV, excepta Charm may be inscribed that
will guard against a spell of fourteenth level or lower.

15—Multiple Charms IV (F) As Multiple Charms 11, except the matrix
gains the capacity 1o hold four charms.

16—Charm XVL(F) As Charm IV, excepta Charm may be inscribed that
will guard against a spell of sixicenth level or jower,

17—Deep Anchor IT(F) As Deep Anchor I, except that the Charm wil]
regenerate one day after fading, and itis more difficult 1o 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 puard against a spell of eighieenth level or lower.
19—Layered Charm (F)} When this spell is cast on an iter’s matrix, the
next Charm spell inscribed will gain the ability to sustain two failures
before fading out. If a Layered Charm fails to cancel anattacking spell, only
the first layer is shattered. The second layer of protection will then activate
immediately so that the spell must make a second RR within that round
before having a chance 1o 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 until dispelled normally. Two Layered Charms against the same
spetl may not be combined in any way; the maximum number of extra RRs
that atarget may gain by the use of Charms is two {plus the target’s normal
RR if all Charm-interposed RRs fail 1o stop the attacking spetl),
20—Lora Charm (F) As Charm [V, 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 IV, except this spell creates a Charm
that will guard against any twenticth or lower Jevel spell of the Essence
realm that is casi 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 u matrix that
possesses Deep Anchor. It iy 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 <lays),
35-—Mentalism Charm (F) As Essence Charm, except effective against
any Mentalism spell,

40—Channeling Charm (¥) As Essence Charm, except eftective against
any Channeling spell.

45—Hybrid Charm (F) As Essence Charm, except effective against any
spell 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).

50—Charm True(F) As Essence Charm, except this spell ereates a Charm
that is effective against any spell of any realin or level, This is the most
difficult type of Charm to create, and ¢ach 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 a living creature via the inscribing of an enchanted Tattoo.
Description of Tattoo Effect: A Tartoo effect is centered on a living
creaiure withinan actual tatton inscribed on the creature, and can hold one
nype of a number of enchanted effects. A Tattoo may be created that is o
Tattoo-Rune, a Tattoo that holds a Daily Imbedded or Charged Imbedded
spell, or optionally a special Tattoo. If used to hold Runes, a Tattoo is
identical to an equivalent number Rune Paper. If used to hold an Imbedded
spell, the Tattoo can only hold a spell effect whose level is equal 10 or less
than the number of the Tatioo spell used in the creation process. A Tartoo
is used in the aormal manner of the effect it holds, excepr that the bearer
need not touch the Tattoo as it is already in contacr with his aura.

A Tattao will last as long as the creature it is inscribed on lives. It will
be affected hy wounds or abrasions only ifa deep wound complerely bisects
the design, at which time the Tattoo (and desiya) may erase, inflicting
damage as per Erase Tattoo (there ix a 20% chance of erasure af 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 Tatioos, all of the Tatioos will shori-circuit and spontaneously
erase (within 1-100 hours after the last Tattoo inscribed is completed)
inflicting erasure damage for every Tatioo as per Erase Tattoa.

Any being other than the Tattoo creator and bearer must make normal

attunement attemp!s if they wish to use Tuttoos inscribed on another. {f the
bearer is cooperating, the being gains a +20 to the roll in addition 1o any
other modifiers, and if the bearer does not desive the being to be artuned
e any of hix Tattwos, there is g -30 modification.
Creation of Tatloos: A Tatioo is prepared just like other spell storing
items according to the normal alchemical creation rules if it is going to
holdenchantmenis suchas Imbedded spells with Daily effects, intetligence,
constant effect, charges, eic. if the Taitoo is unly going to hold @ Rune, the
Tattoo creation process is similar (o that aof Rune Paper creation.

Before starting any Tattoo, the surface must be made receptive by having
Prepare Flesh caston it. A Tattoo may be inscribed on any outer covering
of @ fiving creature (skin, hide, scales, etc.), bur it must he bare for
tnscription (soif you want to put Tatioas on your familiar, you have to shave
it down or pluck it first).

During the weeks of inscribing a Tattoo, the creator must actually use
pigments and needles or other instruments to draw a design on the bearer,
and the design must be af least equal to the number of square inches
reguired by the Tattoo spetl wsed. The result will depend on the casrer's
artistie and technical abifity (reflected by o Static Action roll using the

caster’s skill in Crafv: Tanooing), uniess a fransfer Design spell is used to
reprodace ancther's work exactly.

Once the design s complete after the weeks of using Tattoo or Make
Tattoo-(WandiRadiS1af}). the actual spells ta be imbedded fusing the
Enchanting Ways, Essence Imbedding, Ment.!Chun. Fmbedding, Sigili
Rune Imbedding, or ather tists} must be staried within 24 hours using !hel

standard item-creation rules.

Option: Tarroos may atso hold other enchanied effects fat the GM's
option] If the Enfrancemeny speil is cast every day aleng with the pther
spells wsed in the Tartoo creation, the Tattoo can be set 10 hold non-
stundard enchantments or may possess additional abilities. Cne
Enhancement spell pst be casi cach day during the Tattoo creatfon fon
eqach extra featre added. In addition, GMsx may wish to rule that any
expansion bevond the standard fearres of a Tarioo through the use of]
Enhancement will add 1o the total inscription time {perhaps one exira
week or month for cack extra feature added).

Example: Enhanicement may be cast every day along with the other spelis
used in the creation af @ Transparent Tatioo to adjfust it so thar the Tattoo
will hecame instantly visible {or will shift back o its transparent state)
when the bearer wishes.

Example: Enhancement may be cast just ence upor an areq that is ro have
@ normal ransparent tattoo inscribed, adding an effect thar allows anvone
who Bears the exact same design {inscribed using Swre Design and
Transfer Design) to see the atiae, For example, alf the members of the
Order ofthe Larch have a small Transparent tattoo ofalarchiree inscribed
on thely forcheads upon initiation into the group, adesignwhick only other
members bearing the tatroo can see normafly.

Example: More versatile effects may be achicved by the use of multipie
Enfancement spells. For instance, referring to the last example, the leader
of a secret order that uses tattoos (Transparent or not) as o membership
badge may have used two (or more} Erhancemen spells o inscribe the
Crder’s symbol on his palm us a Tattoo-stamp. This allows him o place his
{attoo 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 Taitoo capabie of holding spells be stapped onto
a heing {n this manuer, no maiter how many Enkancement spells are
employed,)

Area of

Effect Duration Range
|-Detect Tattoo 5'R 1 mdAavl 50
2-Ideniify Tarttoo I Tattoo/md 1 md/lvl touch
3—Prepare Flesh v 24hr touch
4-Store Design | Tattoo | rnd/lv] touch
5-Transfer Design self v touch
6-Tatoo 11 self 24hr touch
7-Transparet Pigments | Tattoo 24hr touch
8-Tattoo 111 self 24hr touch
9-Make Tattoo-Wand self 24hr touch
1(-Tattoo IV self 24hr touch
11-Erase Tuttoo | Tattoo - touch
12-Tattoo V self 24hr touch
§3-Make Tattoo-Rod sell 24hr touch
14-Tattoo VI self 24hr touch
i 5—Redraw Design | Tattoo 1 hr/lv] touch
16~Tattoo VII self 24hr touch
17-Make Tattoo-Staff self 24hr touch
18-Tattoo VIII self 24hr touch
19-Enhancement 1 Tattoo A% touch
20-Tattoo X self 24hr touch
25-Lord Tattoo self 24hr touch
30-Deep Hues ». 1 Tattoo 24hr touch
50-Tattoo True self 24hr touch
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i—Detect Tattoo (I) Detects Tattoos on beings within the area of effect
(including Tattoos drawn with Transparent Pigments). A 5'R may be
examined each round.

2—Identify Tattoo (I) This spell tells the caster what type of Tattoo has
been touched {Tuitoo-Rune, Tattoo-Wand, Imbedded-Tartoo, etc.), but not
any of the specific abitities of the Tattoo—that requires the regular
atiunement attempt 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 enabie the inscribing of a Tattoo, The
total square inches of the projected Tattoo 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
to overlap 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 allows any living outer integument to be used as a surface
for a Tartoo (the area will be permeable to the instruments and pigments
even if such tattooing is not normally possible). If Prepare Flesh is cast
cach day of the Tattoo creation, there will be no pain or chance of infection,
4—Store Design (1) This spell allows the caster to store a design within his
mind permanently {from a normal tattoo, an enchanted Tattoo, oreven just
a drawing). A Srored design may cither be 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 Desien. An area of | square inch may be
stored per round, )

5—Transfer Design (P) This spell allows the caster to exactly copy a
design he has commitied (o memory through Store Design onto another
surface, If just a normal oo 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 Tatoo, the spell lasts 24 hours and it must be cast once per
duy along with the other spells vsed in the normal Tattoo creation process.

6—Tattoo I (F) Aliows the creation of enchanted Tattoos on an area
primed with Prepare Flesh. The first time Tattoo is cast, the caster must
choose the type of effect that the Tattoo is 10 hold (Rune, Daily Imbed, etc.)
and the Tattoo will only be able 1o contain that type of enchaniment. It takes
one week per number of the Tattoo spell used to complete the inscription,
which must be at least one-half a square inch in size for every level of the
Tatroo spell. Tattoo [ must be at least three square inches, and can hold up
10 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 completion of the work. It will be visible thereatter only
under Derect Tutton, idetoct Essence, or by the caster orbearerof the design
4t will. Any tattoo created using this spell will not hinder such things as
lanning in the arca of the design, nor will it have any unusual texture
detectable, If normal tattoos are created using this effect, this spell must be
cast once per hour during the inscribing time.

8—Tattoo Il (F) As Tanoo 1, except the Tattoo must be four square
inches, 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 spell {ur spells) as a wand would, as pet the
nommal alchemical rules used (Spelf Law 9.92). The inscribing process
takes 9 weeks, and the destgn must be at least 5 square mnches in size,
10—Tattoo IV (F) As Taroo #, except the Tattoo must be 5 square inches
and can hold up to a fourth level spell or effect,

V—Erase 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 tatioo or 5 hits per square inch for an enchanted Tattoo
when the spell is cast. The erased area may be reinscribed normally. If the
bearer of the taitoo is unwitling, the tatroo gets a RR at the bearer’s Jevel
10 resist this spell.

12— Tattop v (FY As Tarroo Il except the Tattoo must be six square inches
and can hald up 1o a fifth jevel spell or effect.

13—Make Tattoo-Rod (F) As Make Tatroo-Wand, excepta Tattoo can be
made that willactas arod, the process takes [ 3 weeks, and requires adesign
of at least 10 square inches.

14—Tattoo VI (F) As Tattoo II. except the Tatoo must be at least seven
square inches and can hold up to a sixth level spell 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 Stere Design in the process. The colors may be
changed or the design may be partially or toraily redrawn, but the total
square inches must remain constant. One square inch may be changed per
hour. The entire design may also be moved 1o 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 ar 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 Tarroo {1, except the Tanoo must be ¢eight square
inches and can hold up to a seventh level spell or effect.
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17—Make Tattoo-Staff (F) As Make Tartoo-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 Taree 11, except the Tattoo must be nine square
inches and can hold up 10 an eighth level spell or effect.

19—Enhancement (F) This spell allows the creation of Tattoos that can
hold certain optional enchanted effects {as per Option above),
20—Tattee X (F) As Tatico 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 1, cxcept the Tattoo must be twelve and
one-half square inches, and can hold up to & twentieth level spell or effect.

30—Deep Hues (F) This spell allows a Tattoo to be created that can hold
a higher level effect than its total square inches would nermally allow, Tt
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 Ternoo or Make Fattoo- effect may be
inscribed on a design that is one square inch smaller than normal ly required
by the spell. The limit to this is that any Tattoe must be at least onc square
inch in size. (So that if a Tatroo-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 tora} design.}

50—Tattoe True (F) As Taroo 1, 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 1o have someplace in
call hume and serve asa haven. Qnce built, a castie will serve as the legacy
of his family for generations, each succeeding lord sirengthening and
expanding 1.

Mayic capable of completely desivoying u vastle 1s exremely rare, but
does exist. Even when you consider that most of the extremel v destrictive
spells will require a spellcaster ta expend most of his power points and
entail great personal risk the threat would still have to be considered. In
afantasy milieu, battle-magic is too pivoial military advantage to ignore.
Just magical scrying and communications would make radical changes in
watfare and would have changed the outcome of many a battle in our own
history.

However, for every military advancement, there soosn comes u counter
develapment. If a castle is susceptible 1o magical attacks, then soon wards
{0 defend against them would be developed. While it may not be possible
to make a castle immune fo magical destruction, it could be possible to
make it too expensive in time and magic to be worthwhile.

Anevenmore important consideration is the means of protecting a castle
or palace from magical sples, saboteurs and assassins. What ruler could
stand against seers scrying his every plan and assassins teleporting into his
bedroom ar the most inopportune times? A castle or any fortress would
ultimately provide magical proptection as well as physical protection. In u
world of magic, a fortress must not only be a place of physical protection
hut of mystical protection as well, .

Noles: Perimeter enchantmenis are a powerful combination of protective
warding ard circle spells. The perimeler is defined when the structure is
butlt (usually the owter walls), must be fixed in place, and is built into the
Jfabric of the structure. Any spell warded against that attempts to crass the
perimeter (i.e. the caster is trying to 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 dispelled. Most wards function much like protective
circles in that they anly affect whatever tries to cross their perimeter (e.g.,
a Scrying Ward perimeter enchaniment will do nothing to stop a Seer from
using scrying spells on someone inside the perimeter if he is also in the
perimeter). The exception is field wards which resist any attempt to cast the
warded-against magic inside their area of effect.

The level of the wardings is equal io the level of the custer of the warding
enchantment. In some situations, the warding may resist ar a higher level.
For example, a Forbidding Ward vs. Demens of the Second Pale would be
stronger (higher level) if the walls of the structure are in the shape of a
circle, 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 is also like a provective circle in that if the
perimeter is broken. the wardings will cease to funetion until repaired and
restored. Simply punching a hole through the structure will not affect the
wardings. The only way to break a perimeter is Io totally sever the
perimeter'sstructure. Thisis rather hard, since that means that one section
Sfrom the foundation up must be razed, but it can be done.

All spells marked “t" are perimerer spells. Perimeter spells start ar the
foundation of @ structure and reach to the top of the strucrure. The
enchantments will form a roughly dome-shaped area over the structure as
outlined by their perimeter. Perimeter spells take their level in weeks 1
cast plus one week per Q0 circumference of the area warded. Multipie
enchantments must be done while the structure is under construction, and
ifthe structure will take longer to construct than the minimum enchantment
time then the caster can {and usually will) space our the casting of the
spells. Only when the siructure is done and the last of the required number
of spells have been cast witl it be protected.

Area of

Effect Duration Range
1-Reseurch touch 24 hours self
2-Privacy Screcn + v P touch
-
4
5-Scrying Ward | + V P touch
6-lnner Wardings A P touch
7-Phase Ward 1 + A P touch
8-Gating Ward [ + v P touch
9-Sentry Ward v P touch
10-Scrying Ward II + v P touch
| 1-Pass Ward v P touch
12-Phase Ward 11 + A% p touch
13-Gating Ward I1 + v P louch
14-Field Warding A% P touch
15-Scrying Ward IH + \Y P touch
[6-Sentry Stone vV P touch
|7-Phase Ward III + v P touch
18—-Gating Ward HI + v P touch
19-Outer Warding + v P touch
20-Forbidding Ward \Y P totich
25-Perimeter Ward I + v P touch
30-Center Stone \ P touch
35-Phase Ward True + v P touch
40-Gating Ward True + v P touch
45-Forbidding Ward True * \% P touch
50-Perimeter Ward I1 T v P touch

1—Research (I) Caster gains 2 +25 bonus to attempts made at researching
the purpose, origin, and effects 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 occupants of
the room to hear each other . All effected listening perceptions are at -50,
S5—Serying Ward 1 (F) Any scrying magic altempting to pass the
perimeter must resist the level of the warding orbe dispelted. Note: Scrying
is defined as the use of spells that aliow the seeing, hearing, or predicting
of the future, present, or pust.

6—Inner Wardings (F} This simple enchantment allows a perimeter
enchantment to be dirccted inward. The perimeter ward will now anly
effect ourgoing spells (i.e., spells crossing the perimeter from the inside),
7—-Phase Ward I (F} It the “phase” spell fails to resist versus the level of
the wardings it is dispelled and the caster fails 10 puss through. Note:
Phasing is defined ay any of the merging, passing, or phusing spells.
8—Gating Ward 1 (F) If the gating spell fails 1o resist versus the level of
the wardings it is dispelled and the caster goes nowhere, Note: Ciuting is
defined us any of the teleport, feaving, gate, or 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-agains| spell attempts 1o
cross it. I the viewerdoesn’tknow which wards mean what, then a Medium
(+0} warding lore roll will reveal what wards have been activated,
10—Scrying Ward 1L(F) As Scrying Ward I, exceptihe RR is now at -25,
11—Pass Ward {F) Allows the enchanter 1o set up a pass or back door in
any Scrying Ward, Phase Ward, or Gaiing 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
ta bypass the wardings. Multiple keys can be made,

12—Phase Ward 1) (F} As Phase Ward I, except the RR is at -23.
13—Gating Ward 1L (F) As Gating Ward I, 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 I will cause any attempt to scry within the perimeter Lo resist at -50,
even if the caster is also within the perimeter).
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15—Scrying Ward 11l (F} As Scrving 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 II1 (F) As Phase Ward [, except the RR is at -50.
18—Gating Ward I (F) As Garing Ward 1, except the RR is at -50.
19—CQuter Warding (¥) 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: Thrs also upplies 1o aitempis 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 [twill feel grear unease in the area
(- 1010 all actions). This ward requires some of the essence or a bane of the
creature to be forbidden 1o be mived 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 1o the GM _ but a few suggestions are 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 uniil it is returned to its resting place. This will allow the wardings
to be turned on and off, but be careful the stone isn’t destroyed or reroved.
35—Phase Ward True(F) No phasing 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 True (F) As Forbidding Ward, except the crittcal
is now 2 *C" and the RR is at -50.

50—Perimeler Ward Xl (F) As Perimeser Ward J, except that this speil
may be used with Guter Wardings.

STRUCTURE WARDINGS (7.4.4)
ALCHEMIST BASE

Notes: Structure wardin g5 are enchantments designed ta protect the
structure they are builtinto. They are inscribed throughout the construction
and builtinto the fabric of the structure. They may not be changed at a later
date without rebuilding the entire siructure.

Spells garked '¥° are enchantment wardings, which are built into the
Sirvicture. The wardings unless specified otherwise will protect the structure
itself and not anything inside the struciure. Such enchantment wardings
areinherently part of the sirtictire, and destruction of part of the structure
will not affect the wardin g5 on the rest of the srructure. Major damage must
be re-enchanted after it has heen repaired with Reseal, but most minor
repairs will have no effect on the wardings. A struciure can be a vastle, a
lower, a bridge, a ship, or even a sail (the latter two being prime candidates
for Seal und Flame Ward ).

The caster has to enchant the structure throughout construction starting
when the structure is first laid out, and ending when the last spike (or
Whatever) is pounded in. Each struciure warding takes a minimum aumber
of weeks to cast equal to its level with the spell being cast once a day (the
construction may be held up because of this). This will effect a structure
withu area equal te the one hundred times the caster's level cubed in cubic
feer. 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 run multiple enchantments logether inio a single large warding,
Multiple enchantments must be done while the structure is under
construction, and if the structure will take longer to construct than the
minimm enchantment time then the caster can (and usuafly will) space our
the casting of the spells. Only when the siructure is done and the last of the
required number of spells have been cast wiil it be protected.

Arca of

. Effect Duration Range
1-Research touch 24 hours self
2—Seal A P touch
3—Portat \% P touch
4-
S5—Preservation Ward [ ¥ \Y P touch
6-Resist Ward 1 ¥ \Y P touch
7-Flame Ward ¥ \Y P touch
8-Reseal \Y P touch
9-Sentry Ward A% P touch
[0-Elemental Ward 1 ¥ v P touch
11-Strength Ward I ¥ \4 P touch
12-Resist Ward IT¥ \% P touch
13--Preservation Ward I1 ¥ v |4 touch
14~
15—
16—Conceal Ward 1 ¥ \Y P touch
t7-Preservation Ward 111 ¥ A% P touch
18—Resist Ward 111 ¥ \Y P touch
19-Sentry Stone v P touch
20-Strength Ward [1¥ AY P touch
25-Elemental Ward I1¥ v P touch
30-Conceal Ward I1 ¥ v P touch
35-Elemental Ward 111 ¥ v P touch
40-Preservation Ward True ¥ \4 P touch
45-FElemental Warding True ¥ \4 P touch
50-Resist Ward True ¥ v P touch

1—Research (F) Caster gains a+25 bonus to attempts made at rescarching
the purpose, origin, and cffects of specific ward.

2—Seal (F) When the structure is finally complete this spell will act to seal
it. This enchantment enly makes the seal of the structure stronger. This
causcs 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
portalitself. 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 cach ward that the
structure will have. This spell can be used on deors and shutters that are
replacements for previous ones as long as the frame of the portal was
enchanted when the structure was built.

5—Preservation Ward 1 (F) This ward will slow the effects of nature.
Any structure so enchanted 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 attacking spell will not aftect it

7—Flame Ward (F) This ward will make a structure fire resistant. Magical
and normal fire can bumn (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 siructure 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 naw have
the same warding enchantments as the rest of the structure.




9—Sentry 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 whal, then a 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
¢lernent. Each element must be done separately. The structure then receives
haif 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
Stone Fires). This warding protects versus both "magic™ and “normal”
forms of the element.

11—Strength Ward I (F) This ward will reinforce and strengthen the
structure, increasing its concussion hits by 50%.

12-Resist Ward I (F) As Resist Ward {, except RRs are at -25.
[3—Preservation Ward I1{F) As Preservation Ward | exceptany structure
so enchanted will age at 1/10 normal rate.

16—Conceal Ward I (F) Any part of a structure so enchanted is allowed
to resist any detection or vision spell used on it. It is more subtle than the
Privacy Sereen or Scrying Ward speil in that it doesn’t even reveal that it
is there. If the structure successfully resists then the spell will fail to even
register that the ward resists {e.g., if' a secret unnel with a Conceal ward is
looked at using Stonevision, then the caster would not detect the pussage,
unless the passage fatled to resist).

.
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17—Preservation Ward I (F} As Preservation Ward !, except any
structure so enchanted will age at 1/20 normal rate,

18—Resist Ward [11 (F) As Resist Ward I, except the RR is at -50,
19—Sentry Stone (F) As Seniry 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, thernt 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 will reinforce and strengthen the
structure. The structure will now be able to take twice as much damage.
25—Elemental Ward I (F) As Efemental Ward 1, except that all forms
of elemental damage are reduced 1o one half.

30—~Conceal Ward I1 (F) As Conceal Ward 1, except the RR is at -25.
35—Elemental Ward HI (F) As Elemental Ward I, except that all forms
of elemental damage are reduced (o one quarter.

40—Preservation Ward True (F) As Preservation Ward 1, except any
steucture so enchanted will age at 1/100th normal rate.

45—Elemental Ward True (F) As Elemental Warding, except that ail
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 s 80" ligh and 30" in diameter. The caster is level twelve so the
level of the warding is twelve.

Fortal x5 on main doors of tawer including the main gate and porrculiis);
5 days.

Sery Bar I on the captain’s room: 5 weeks plus I week to cover the
circumference (which is levs than 100" J.

Resist Ward I on the whole structure: 12 weeks.

Gating Ward 1 in the ourer walls: 8 weeks plus 1 week o cover the
circumference (which is less than [00'}.

Total of 27 weeks and § days.

Castle outer walls

The caster is tevel eighteen. He can effect 583 200 cuhic feet (100 x (18" x
18 x18'),

Volume of walls. (300" by 20" by 7U° (includes foundation and towers)) x
4) = 1,680,000 cubic feer.

Portal x6 on main doors of tawer (including the main gate and porrcullis):
6 days.

Resist Ward 11 18 weeks x 3 to cover total velume: 54 weels.

Field Gating Ward I1: 18 weeks plus 12 extra weeks to cover the lurger
clrcumference ({300 x 4/ 100): 30 weeky.

Fietd Wardings. tadded 1o the Gating Ward i) 14 weeks Jorthe plus 12
extraweeks fe cover the larger circumference (300 x 000 2 weeks.

Total: 124 weeks and 6 davs

PALINGENESIS (7.4.5)
ALCHEMIST BASE

Notes: The spell list Palingenesis represents actual alebemical eaperiments
conducted during the Middle Ages, extrapolated for use with Rolemaster.
Alchemists in any fantasy world can use Palingenesis to obtain the spirits
needed to create intelligent magic items or gain information.

Tousethe Palingenesis list, analchemist must have elaboraie equipment
(e.g.. glassvessels, rare chemicals, small forge ercjonda quiet, undisturbed
laboratory in which te work. Assume the cost of all this varies between 50
and 100 gold pieees.

“Essential Salts” are derived from the ashes of farmerly living planis
and animals. These Salts contain the being' s whole spirit distitled to its
purest form—fine, sand-like crystals of o homogeneous hue. In this form,
the spiritis totally inactive, When Exsential Salts are infused ina specially
heated liguid medium (e.g., glycerin, alcohol, sulphurated rosewater,
uncture of camphor, waters of lead, sap from g certain tree, elc. (GM's
discretion), the spirit and image of the dead being are manifest (and jf
tselligent, are able to communicate, as well). This aperation is known as
“resuscitation” . Essential Salts may be reused by carefully evaporating off
the liquid 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
most part (see RMCIL, p.22). An Essential Spirit has restricted movement,
sknce it must remarn within the glass vessel housing it. The Will of an
Essential Spiritis equal 1o ten times its level, A will Contest may be iniviated
by an Essential Spirit within a number of fee equal 10 its level.

Regardlessof the size of the being whose Essential Saltsare resusci tated,
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 Poinis, once cast these PPs may not be
regained except by use of the appropriate Charge spell.
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The Palingenesis spetl list, in conjunction with the appropriate spells off
Enchanting Ways, Essence Imbedding, Alchemical Preparations, muy be
used toplace Essential Spirits in magic items. This procedure w_i.’! pro v!'(ie
irems with wills and invelligences. Essential Salts (and Essenrial Spirits)
are activated by immersion in molten materials such as glass. laen, steel.
etc. The manifest Spirit is linked with such items.

Guardian Essential Solts coniain Guardian Essential Spirits. Guardian
Essential Spirits have the ability to thwart certain entities; ie.. those
digmetrically opposed to them. For example, a Paladin with Guardian’s
Ways considers his enemies ta be vreatures of the Uniife. Should he be
reduced 10 his Essential Salts, those Salts would be Guardian Essential
Saltsversusunlife. Guardian Essential Spirits may help protect an alehemist
from malignant Spirits and other entities who seek to harm fim. In such a
case, the alchemist would resuscitate a Guardian Essential Spiriteither to
cast spells or initiate a Will Contest in his defense. Often Guardian
Essential Salts contain beings who knew the Guardian's Ways spell list,

Area of

Effect Duration Range
I-Detect Essential Salts SR I mdAvl 30
2-Detect Guardian Essential Salts 3R i rnd/ivl 3
3Prepare Funerary Ashes 1 body P day touch
4-Extract Essential Salts ashes 1 day touch
5-Tiny Plant Resuscitation Salts I day touch
6~Smali Plant Resuscitation Salts | day touch
7-Medivm Plant Resuscitation Salts 1 day touch
8~Large Plant Resuscitation Salts I day touch
9—Huge Plam Resuscitation Salts tday touch
10-Tiny Animal Resuscitation Sahts L day teuch
11-Small Animal Resuscitation Salts 1 day touch
12-Medium Animal Resuscitation  Salts I day touch
13-Large Animal Resuscitation Salts 1 day touch
14-Huge Animal Resuscitation Salts I day touch
15-Tiny Beast Resuscitation Salts | day touch |
16-Smali Beast Resuscitation Salts 1 day louch
17-Medium Beast Resuscitation Sales 1 day touch
18-Large Beast Resuscitation Salts I day touch
19-Huge Beast Resuscitation Salts 1 day wuch
20-Guardian Resuscitation Salts | day louch |
25-Demon Resuscitation Salts 1 day touch
30-Spirit Wrack Essential Spirit v touch |
40-Solidity Essential Spirit 1 day touch
50-Permanence Essential Spirit P touch

|-—Detect Essential Salts {1y 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 Essential Salts in
conjunction with a Hard (-10) Spell Mastery roll.

2—Detect Guardian Essential Salts {1) As above, but allows caster 1o
recognize Guardian Essential Salts and know their “enemies” (i.c.. the
beings against whom they guard).

3-—Prepare Funerary Ashes (F) Allows caster to render the cremated
Temains of some being into 4 form suitable forextracting its Essential Salts
(in a one day Jong 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 Salis ina procedure which takes one day
to complete.

5—Tiny Plant Resuscitation (F) Infusing the Essentiat 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 settling 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 spell was used by low
level alchemists 1o demonstrate physically the reality of spiritual realms.
6—-Small Plant Resuscitation (F) As above, but affects Small plants.
7-—Medium Plant Resuscitation (F) As above, but affects Medium piants.
8—Large Plant Resuscitation (F) As above, but affects Large planis,
9—Huge Plant Resuscitation (F) As above. but affects Huge plants.
10—Tiny Animal Resuscitation (F) As above, but affects Tiny animals.
11—Small Animal Resuscitation (F) As above, but affects Small animals,
12—Medium Animal Resuscitztion (I} As above, but affects Medium-
sizedunimals. Note that this spell allows resuscitation of and communication
with Human Spirits (optionally. also affects Spirits of Elves, Dwarves,
Crres, ete.).

13-—Large Animal Resuscitation (F) Asabove, butaffects Large animals.
14—Huge Animal Resuscitation (F) As above, but affeurs Huge animais.
15—Tiny Beast Resuscitation (K} As above, but affeces Tiny beasts or
monsters.

16—S8mail Beast Resuscitation (F) As above, but affects Small beasts or
monsters.

17—Medium Beast Resuscitation (F) As above, but affects Medtum
beasts or monsters.

18—Large Beast Resuscitation (F) As above, but affots Large beasts or
monsters.

19—Huge Beast Resuscitation (F) As above, but affects Huge beasts or
monsters,

20—Guardian Resuscitation (F) As above, but creates a Guardian
Essential Spirit from the Essential Salts of an inteiligent 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, but affects beings from other
worlds. planes. dimensions, etc. Thus any "unearthly™ entity may be
resuscitated, not just demons.

30—Spirit Wrack (F) The target Essential Spirit must truthfulty answer
the caster’s questions or lose 25% of its remaining hits per lie.
40—Selidity {F) This spell lends an Essential Spirit corporeality and
substance. The Essential Spirit is drawn out of its giass 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 state, retarming to the vessel housing it.
30—Permanence (F) Use of this spell after casting any other spell on this
list akers 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 manitest.




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/lv] self
2—Chameleon Skin self 1 min/lvi self
3-Wolf Sense self I min/lv] self
4-Deer Speed II self 10 min/lvl self
5-Bat Sense self I min/lvi self
6-Otterlungs self 1 min/lvi self
7-Eaglewing self 1 min/lvl self
&-Hawk Sense self | min/lvl self
9-Tiger Skin self 1 min/lvl self
10—Boar Strength self 1 md/lvl self
1 1-Tigerctaw self 1 md/iv] self
12-Insect Sense self 1 min/vl self
13-Deer Speed 111 self 10 min/Ivi self
14-Bear Skin self 1 minflvl self
| 5-Bearhug self 1 md/lvl self
16-Falconwing self 1 min/lvl self
17-Viperfang self 1 rnd/ivl self
18-Wyvern Skin self 1 min/lvl self
19-Deer Speed IV self 10 min/lv] self
20-Oxen Strength sell [ md/ivl self
25-Dragonwing self 1 minfivl self
30-Deer Speed True self 10 min/lvi self
50-Dragon Skin self 1 min/Ivl self

1—Cat’s Paw (F) Allows caster to move as quietly as a cat, Adds +20w
stalking maneuvers.

2—Chameleon Skin (F) Causes the caster’s skin tochange colors to blend
in with the surrounding terrain. Adds +20 to 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 100" 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 tinng.

5—Bat Sense (I} Caster gains the “sonar” abilities of a bat with ranges of
10'/1v1. Caster must be in the dark or have hiseyes closed to utilize his sonar.
6—Otterlungs (F) Allows the caster to hold his breath easily for the
duration, suffering no ill effects.

7—Eaglewing (F) Caster can fly at the same rate as an eagle (1007/md).
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 to 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 maods.

12—TInsect 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 (+/- 109%) up to 100'/levei away.
13—Deer Speed ITI (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 custer gains the flight speed of
a falcon (150'/rnd).

17—Viperfang (F) Caster grows fangs and may wtilize a MBi attack,
delivering a nerve poison if a critical is achieved. The attack level of the
Ppoison 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 Strength, excepl caster gains +20 to OB
and delivers x3 damage.

25—Dragenwing (F) As Eaglewing, except caster gains the flight speed
of a dragon (200'/md).

30—Deer Speed True (F) Caster runs at 5x walking pace without tiring.
50—Druagon Skin (F) 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, gnais, moths, etc.)
Type 1 are non-flying and offensive (e g., anis, termites, etc.). Type Ul are
flying and offensive (e.g., horseflies, locusts, mosquitos, eic.). Type IV are
paisonous insects (e.g., bees, hornets, wasps, efc ). See C&T, Section 2 24
Jor descriptions of specific insects and their characteristics. The caster
musr 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 1YI¥I R I hrflvl touch
2-Summon Type I Insects 'R 1 hrflvl ki)
3-Follow self I hrflvl self
4-Summeon Type Il Insects 100°'R t he/lvl 30
5-Resist Poison self - self
6—Summon Type III Insects 100°R. ! hrflvi 50
7-Repel Insects True 1AV R 10 hrs/lvl 10'1vl
8-Summon Type 1V [nsects 100°R I hr/lvl S0
9-Insect Control v 1 hr/lvl 500
10-Wall of Inseets HUSAI I < S
11-Insect Growth [ 1 insect 1 hrflvi 50
12-Minor Insect Plague v v v
13-Insect Form 1 sell 1 hr/flvi self
l4—Insect Growth {1 | insect 1 he/lvl 50
1 5-Insect Controt True 10/IvI R 10 hrs/ivi S
I6~Insect Form 11 self I hrftvl selfl
1 7-Insect Growth 111 1 insect 1 hr/lvl 50
18-Insect Form i1 self 1 hrfivl self
19-Major Insect Plague v vV v
20-Insect Form IV self 1 hrflvl self
25-Transformation 1 target P touch
30-Black Swarm A% A A
40-True Transformation 1 target/iv! P touch
50-Insect Mastery self 1 md/lvt self

1—Repel Insects (M) Al insects flee urea of effect. Zero devel insects do
not get a RR, all higher level insects do get a RR.

2—Summon TypelInsects (FM) Caster summons | -100 insccts fromthe
surrounding area. If no insects of the appropriate type are available, this
spell has no effect. Caster has limited contrul over summoned insects. They
will follow simple, one-word commands (e.g., eat, tly. e1e.).

3—Follow (M) Caster appears to be “exciting” 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 11 insects are
summoned.

S—Resist Poison (H} Caster gets an additional RR vs. any poisons,




s,

6—Summon Type III Insects (FM) As above, but Type 1T insects are
summoned.

7—Repel Insects True (M) As above, but where noted. RRs are at -20.

8—Summon Type IV Insects (FM) As above, but Type IV insects are
summoned.

commands) over one type of insect for the duration.

10—Wall of Insects (F) Creates a wall of massed, writhing insects. This

wall cuts all movements and attacks through it by 80%, and may also
Itlc!ivcr some appropriate attack (e.g.. SPiy at GM’s discretion.

l9—lnsect Control (M) Caster has 1otal control (includes suicidal

11—Insect Growth [ (F) Cuuses one insect to grow 10 a Small size,
12—Minor Insect Plague (FM) One species of insect {approx. 100-1000)
may be sent on some quest and will relentlessly pursue this until the quest
1s completed or the insects are destroyed. Target of Quest must be visible
'tocaster when this spellis cast. Inscets used must come from the surrobnding
area. If none are available, the spell has no effect.
L3—Insect Form I (F) Caster takes on the form and physical aspects of any
Type Finsect, Caster retains his mind, spirit. and mass (e_g.. the insect furm
will be Medium in size}, but cannot speak or write.
M—Insect Growth 11 (F) As above, but insect grows to a Medium size.
15—Insect Control True {M) As above, but where noted. RRs are ar -20.
Y6—Insect Form I (F) As above, but caster becomes a Type 11 insect.
17—Insect Growth III (F) As above. but insect grows to a Large size.
18—Insect Form 11 {F) As above, bul caster becomes a Type 1T insect,
19——Maj0r Insect Plague (FM) As ahove, except 1000-10,000 insects
l"ay be involved,
20—Insect Form 1V (F) As above. but caster becomes a Type IV insect.
P-5"l'r'<|nsformmim‘! (FM) Translumns another being intean Insect Form
any type. Target tukes *B” severity Physical Alteration crits until 100%
Manged. The transformed being is under the caster's control (will not do
"":Vlhing surcrdal). and vet the being still retains is original intelligence, A
?e‘"g may revert 1¢ 115 natarzl form only through the use of True Trans-
lm'marr'rm. Dispel Curse. Remave Curse, or Transformarien 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 spell on this list,
once per round.

NATURE SUMMONS (7.5.3)
DRUID BASE

Note: Speil fvis 1-9 on this list will take at least 1-6 hrs before producing
aresult Spell Wls 10-16 will take atleast 6-12 hrs and then only have a 2%
chance per vl of the casier of producing the desired effect. Spell vis i7-
30 require 24 to 72 hrs and have a 2% chance per Ivi 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 miflvl R
2-Summen Warmth I creature 6-8 hrs 1 mifivi R
3-Summon Guide 1 creature v I mi/lvli R
4-Summon Guardian 1 creature 6-8 hrs I miflvli R
5-Summon Transport I creature v I miflvl R
6~Summon Hunter | creature 1 kill 1 mif/lvliR
7-Summon Sense 1 creature 6-8 hrs 1 miflviR
8—Summon Group 1 *group’ 6-8 hry I miflvi R
9—Mass Summons Ivl in creatures v i miflvlR
10~Summon Mist 1 mi/IviR 1 min/Ivl v
11-Summon Rain 1 mi/IvIR 1 min/lvi \2
12-Summon Snow I mi/IviR 1 min/lv] v
13-Summon Storm I miflvi R I min/lvl v
14-Summon Hail 1 mi/lvi R 1 min/lvl v
15~Summon Lightning I miflvl R I min/lvl| \4
16~Summon Plants 1 I miftvl R \Y 10
17-Summon Plants 1T I mylvl R v 10
18-Summon Plants 111 I miflviR v 10
19-Summon Terrain 1 mi/lviR P 100
2(-Summon Tornado I miflvi R v 100"
25-Summon Hurricane I miflviR A% \%
30-Summon Army I mi/lviR 1 hr/lvi v
50-Nature Mastery self [ 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
o stay warm.

J—Summon Guide (F) While the caster is concentrating on a specific
location or desired terrain, an animal witl 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-—Summeon Hunter (F) Caster summons an animal of prey such as an
cagle. bear or cat to hunt game. The animat 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—Summen Group (F) Caster summons a specific group of animals
which normally travel in groups, such as wolves or deer, The animals will
theu stay nearby for the duration of the spell,

9—Mass Summons (F) Caster utilizes any of the lower level summons
from this list but generates results equai to his level (e.g.. if a 9th Jevel caster
used Mayss Summons with Summen Guide, he would get nine guides).
10—Swmrmon Mist (F} Casier subtly alters weather conditions to cause a
light rain or mist to fall.

11—Summen Rain (F) As Summon Mist, except that rain s desired.
12—Summon Srow (F) As Summon Mist, except that snow is desired.
E3—Summen Storm (F) As Summen Mist, except that a storm is desired.
14—Summon Hail (F) As Summon Mist, except hail is desired.
15—Summon Lightning (¥) As Summion Mist, except lightning is desired.
L6—Summon Plants I (F) Produces ground caver 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—Summon Plants 11 (F} As Summon Plants I, except large trees and
thick vines that are extremely dense and lush are produced.
18—Summoeon Plants II1 (F} Produces the effects of Summon Planis | &
{1, in addition to carnivorous plants capable of trapping a full grown man.
19—Summon Terrain (F) Caster surnmons forth minor terrain changes.
Forexample, custer could not umn a desert into a jungle, but he could bring
stall hills to flat lend, or a small stream through a prairie. In some cases,
this could be catastrophic to the environment. ’

20-—Summon 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
life te the aid of the caster. Creatures summoned will be of a type capable
of delivering medium attacks or greater.

50-—Nature Mastery (F) Allows caster to use any lower lvl spells from
this list: 1/md. 95% chance of success, and a waiting period of only I 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'R/vt I min/lvl 10
3-Predict Weather 1 mi R/Iv] - self
4-Overcast 1 mi R/lv] I hr/lvl 10
S-Call Breeze 10°R/Iv] I min/lv] 1
& Unmist L' R/1v] 1 min/lvl [0}
7-5till Breeze 10'R/1IvI t min/lvl 1w
8-Control Temperature 50°R I hr/ty] 1
9—-Predict Weather 11 1 mi R/lv] - self
t0-Call Lightning | target - LY
1 1-Call Precipitation 1 mi R/lvl 1 min/lvl Ly
12—

13-Control Wingd 10'R/AvI 1 min/lvl 10
14-Stop Precipitation I mi RAvlt 1 minfIvi{C) 10
15-Call Lightning I 1 tarpet - 100¢
16-Clear Skies I mi RAvl 10 min/lv] 10
17-Predict Weather 111 | mi R/lv] - self
18-Redirect Wind 10°R/Avl 1 min/lvl 1
19—

20Call Lightning T1I 1 target - 100
25-Call Storms I miRAvl 1 min/lv 10
30-Dismiss Storms 1 mi Rftvl 1 min/lvl 10
50-Weather Mastery \% | min/lv] self

1—Predict Precipitation (I) Allows caster o 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 effect over the text 24 hour period.
d4—Overcast (F) Causes moderate cloud cover within the area of effect.
5—Cali Breeze (F) Causesa light, cool breeze which will disperse gascous
matter. Once cast, direction of the breeze cunnot be changed.
6—E'nmist (F) Allows caster to disperse o within the area of cffect,
7-—S8till Breeze (F) Reduces air movement by 10 mph.

8—Control Temperature (F) Allows caster 10 increase or decrease
emperature by 1 degree/ievel.

9—Predict Weather U (I) As Predict Weather . ex cept predictions are for
the next week.

10—Call Lightning (FE) Causes a bolt of lightning to strike one target,
Attack is resolved on the Lightning Bolr table. Some clouds must be in the
sky overhead for this spell to be used. )
H—Call Precipitation (F) Causes rain, snow. or hail (depending on
weather condilions) to fall,

13—Control Wind (F} Allows caster to increase or decrease wind by |
mpi/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
stormns receive a RR,

15—Call Lighining I1 (FE) As Call Lightnuing, except bolr delivers 2x
damage.

16~—Clear Skies (F) Allows caster to clear away cloud cover,
17—Predict Weather I {I) As Predict Weather, except predictions ure
for the next 30 days.

18—Redirect Wind (F) Allows caster to chunge wind direction within the
area of effect. Gale force or magical winds receive a RR.

20—Call Lightning IIT (FE) As Calf Lightning, except bolt delivers 3x
damage.

25—Cali 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 activity withir the ares of effect to
cease for the duration of the spell, Extremely severe storms may only be
lessened. Magical storms 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 spells from this list may be castwhile caster is conveved, excep:
for spells cast while Convey Spelicasting is in effect,

Area of
Effect Duration Range

{-Detect Psyche self { md/lv 100°

2.

3

4-Conveyance | self 10 minflvi v

5

6-

7-

8—Conveyance II self 16 minflvi \Y
o

[0-Body Warming self - v

11-

12—

t3-Convey Detenses self v self

14—Conveyance 111 self 10 min/lv] v

15-Body Awareness self C self

16-Convey Spellcasting self 10 minfly] self

17-

18-Instant Return self - A

19-Conveyance 1V self 10 min/tv] v
20-Dual Consciousness self 10 min/lvi selt
25-Conveyance V self 10 min/tvl seif
30-Lord Conveyance self 10 minfiv self
35-Dual Conveyance two targets 10 min/lv] ouch
| 40-Free Psyche self V touch
50-Multiple Conveyance \J 10 min/lvi tuch

I—Detect Psyche (I} Custer can detect any conveyed or disembodied
psyches (not spirits) within range.

4—Conveyance I (U) Caster’s psyche leaves his body (which 1s inactive)
and may travel at 1000 /min. Caster's ‘psyche’ will receive normal sensory
information, 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 solid matter. If the caster oversiays
the duration, he must make a RR ordie (attack Ivl =#of rounds overstayed).
sj—CDnveyance II (U} As Conveyance |, except movment rate is 10007/
™min and 1*fmd through solid matter. If caster overstays, his RR is ar -10.

!0—Body Warning (U) Casteris mstantly warned (regardless of distance)
if his body is touched, damaged, subject to a spell or spell effect. or in any
otherway disturbed, Caster will not know the exact nature of the disturbance
until he returns to his body. This spell will not be activated by such
Comparatively insipnificant disturbances as a fly landing on the caster’s
body, etc. (GM's discretion).

13—Convey Defenses (UD) Caster’s psyche will be protecied by any
Protective spells he had active when his Conveyance spell was cast (subject
Yo the normal duration of the spells}. The spell energics will travel with the
“aster’s psyche, and can be detected by such means as Deiect Spell. Note:

e of this spell may leave the caster's body defenseless.
1"_“C0nveyance IH (U As Conveyance I, except movment rate is 2500/
N and 5'frnd through solid matter. If caster overstays, his RR is at -20.
:Osh‘_B'de Awareness (U) Caster can instantly shift his perceprions back
canls body. He <an open his eyes and receive sensory informarion, but he
mo‘:‘:t take any action until his psyche rejoins his body. His psyche cannot
9rreceive 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 spells not on this list) at x2
normal power point cost.

18—Instant Return (U} Caster's psyche can nstantly reiurn 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 Conveyancel, exceptmovment ratcis | mile/
min and 10°/rnd through solid marter. If caster overstays, his RR is at -3(.
20—Dual Consciousness (U) Caster’s awareness may be split between his
psyche and physical body. All perception rolls made by the caster are at -
25, and his physical bady is restricted 10 25% action,

25—Conveyance V (U) As Conveyance 1, €xcept movment rate is 5 miles/
min and 25" /md through solid matter, If caster oversiays, his RR is at -50.
30—T.ord 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, his RR isat -75.
35—Dual Conveyance (UF} As Lord Conveyance, except caster may
bring the psyche of one other wilting target along with him.

40—Free Psyche (U) If caster's body is destroyed, his psyche may travel
freely (as Conveyance Vyuntil it finds a physical body it can inhabir. If the
bedy is occupied, caster may initiate a Will Contest to take over the body.
If unsuccessful, the caster must make a RR at -50 or his psyche ‘dics’, and
is consigned to whatever plane of existence is next for him.
58—Multiple Conveyance (UF} As Dual Con veyance, except caster can
bring along the psyches of 1 target/5 levels.




CRYSTAL LAW (7.6.2)

CRYSTALMAGEBASELIST
Area of

) Effect Duration Range
[-Locate Minerals self C 1071v
2-Locate Gems self C 1071v]
3—Crystal Store [ | crystal C touch
4-Crystal Skin self 1 min/lvl self
5—Crystal Wall 1IFxI%1" | min/lvl 100°
6-Deadly Focus 1 | crystal Ay touch
7-Create Mincrals AY P touch
8—Truesight I crystal | md/2ivl 100
9--Shardbolt (100" | target - 6.0}
10-Create Gems \Y% P touch
11=Truesight (300"} | crystal 1 end/21v] 3000
12--Crystal Store |1 1 crystal C touch
13—Crystal Room st <10 1 hr/lyvl S5¢¢
14-Shardbolt (300 1 target S 300
| 5-Deadly Focus 11 | crystat v touch
16—Crystal Sphere 2/l | min/lv 100
17-Crystal Store Truc { crystal C touch
| 8~Dead!y Focus True | crystal C touch
19-Soul Shard I crystal P touch
20-Shardbolr (500") | target - 500
25-Shard Shower v - 100"
30—Crystal Construction Vv p s
50-Crystal Fortress - A P 50

I—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 spell. Trace mineral is consumed in casting,
2—Locate Gems (F1} As Locate Minerals, except gems are found.
3—Crystal Store I (F) Allows the caster to store power points equal fo 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
points once they have been stored,

4—Crystal Skin (F) This spell wrns the target's skin into a crystalline
structure which has an AT equal 1o the caster's level up 10 level 20. All
Elemental attacks against the target have a t % chance per level of the custer
to deflect harmlessly away.

5—Crystal Wall (F) Creates a crystalline wall 10°x10°x1' which has an
AT of 10 (192,000 total hits), Elemental spell auacks against it have a 1%
chanee 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 Walls 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 8
Ruby for Fire, e1c.), and spend a number of days preparing it equal to the
cvel of the elemental spell to be focused. The Gem must be worth 10 times
he level of the elemental spell in gold or it wiit not function. A Focus can
mly be made usable for one type of elemental spell and can only be used
vnumber of times equal to the level of the caster who created it.
!—Create Minerals (F) Caster can create one gram of mineral equal to
[/3 his level, Caster must have a trace amount of desired mineral during the
:asting of this spetl. Trace amount is consumed during casting of this spell.

8—Truesight (FI) Caster looks through a gemwhich was prepared by this
spell and s allowed to see: any target with o Misfeel cast upon him, any
trget which is invisible, the true form of any target which has been
ariificially aliered (not targets with a natural shapechunging ubility),
turgets that are cloaked in illusion, and targets in the ethereal plane.
9—Shardbelt (100'){E) Caster shoots forth a crystal shard from his palm.
Damage is determined on the Light Crossbow chart. Once the shard has
been cast it is treated as a normal missile WEeApon.

10—Create Gems (F) As Create Minerals, except gems are created.

E1—Truesight (300") (FI) As Trieesighr, except range is increased v 3000,
12—Crystal Store I (F) As Crvsrd Store £, but 2x the PP miy be stored.
13—Crystal Room (F) Caster creates a 10 x 10" x | crystal room with one
un-doored entrance. Treat the durability of this room as that of a Crystal
wall. Room will crumble after duration.

14—Shardbolt (300') (E) As Shardbol, except range is 300",
15—Deadly Focus I (F) As Deadly Focus 1, except that 3x the hits are
delivered and the crystal can accommodate up to 2 elemental spells.
16—Crystal Sphere (E) Caster creates a crystal sphere of diameter equal
ta 1/2 his level in feet. Treat the durability of the sphere as that of a crystal
wall. Any target that is in the arca of the spell and will comfortably ‘fit’ can
be encased within the sphere. The target is entitled to 1 Medium Mancuver
Rotl to escape being encapsulated.

17—Crystal Store True (F) As Crystal Store I, but Sx PP can be stored.
18—Dreadly 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 ir.
The 1arget cannot be of a higher level than the caster or the shard will be
destroyed. Note: /f the caster is not careful in handling an enchanted shard,
e can trap himself.

20—Shardbolt (500') (E) As Skardbolt (100 '}, except that range is 500",
25—Shard Shower (E) As Shardbolt (700"}, except thal the custer
releases [/5 hislevelinbolts. Directed bonus canonly be appliedto | target.
30—Crystal Construction (F) Caster creates a crystal golem (C&T 1)
which serves him unto death. Caster sacrifices 1D10 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.

S0-—Crystal Fortress (F) Caster creates a stronghold with a number of
rooms equal to his tevel. 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 spetl list permits a spirit to physically manifest itself on the
earthly plane, alihough in a subtle fashion (at lower levels). This allows
beings other than a Shaman to sense andior communicate wirh the spirir.
A spivit manifestation will consist of phenomena detectable by normal
senses, €.9., an odor (mustiness. rolten epes, flowers): u sound (Roaning.
rustling, elanking); a visible form: (five, an apparirion, dark shadow): ora
1angible feeling (solidity, coid. damp). Such a spirit can interact directlvin
the real world in a variery of wavs. For exampie, a Spirit of Fear could
manifest as @ cold, wispy appavition leading peaple ro believe it is a ghost.
A Spirirof the Past might whisper longingly of heroic deeds. Spirits could
also seem ta he veal people or physical objects with the use of higher level
spelis. Spells on this listdo notawtomatically confer obedience by the spirit.
Afrer @ Manifestation spell is casr, there is a Will Contest herwoen the
Shaman and the spivii. The outcome of this Witl Contest determines who
chooses the form of manifestation. Only a bound or conirolied Spirit iy
compelled 10 obey the Shaman. A manifest spirit incurs 1aini from its
interaction with the physical world. The greater the spelllevel iy, the more
the spirit is tainted.

Area of
Effect Duration Range
1-Detect Manifest Spirit IR Imin/ivi(cCy 100
2-Minor Spirit Manifestation one Spirit 1 minflvl S¥
3-Olfactory Spirit Manifestation  one Spirit | min/Ivl 50
4-Analyze Manifest Spirit one Spirit 1 minfivl {008
5-Audible Spirit Manifestation one Spirit 1 min/lvl SO
6-Dispel Manifestation one Spirit 1 min/lvl ki
7-Yisible Spirit Manitestation one Spirit 1 min/tvl S0
§Prolong [ one Spirit 10 min/lv] 50
9-Tactile Spirit Manifestation one Spirit. [ min/lv] 500
10-Manifestation II one Spirit 1 min/lvl 5o
11-Prolong 11 one Spirit | hir/lvl 30
12-Dispel Manifestation True one Spirit P S0
13-Contingency Manifestation one Spirit varies 50
14-Prolong 11 one Spirit | day/lv] 500
15-Manifestation 111 one Spirit 1 min/lvl 500 ]
20-Animal Manifestation one Spirit | min/lvl 50
25-Beast Manifestation one Spirit | minfiv] 50
30-Spirit Manifestation True one Sperit 1 min/lvl S0
50-Permanent Manifestation onc Spirit P 500

I—Detect Manifest Spirit {I) This spell determines whether the area of
effect contains @ manifested spirit. By concentrating, the caster may
examine a different area each round.

2—Minor Spirit Manifestation (F) This allows any type of spirit 10
manifest itself through smell, sound, touch, or sight in an extremely subtle
Manner (Hard to Extremely Hard Perception). For example: a faint whiff
Ofperfume, softrustling of leaves, a slight haziness, or a breath of fresh air.
3—Olfactory Spirit Manifestation (F) When cast upon a spirit, this spell
eonfers an obviously perceptible manifestation in the form of an odor. The
smell will assume any intensity desired, from faint to overpowering. Note
that the odor cannot cause suffocution or do damage (although nausea is
Possibie),

4—Analyze Manifest Spirit (1) 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) Cast upan a spirit, this speli confers
an obviously perceptible manifestation in the form of a sound or scries of
Sounds (such as speak ing). The sound may vary in intensity from very quiet
%0 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} Cast upon a spirit, 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 spell is active. The sizeofavisible manifestation isdependent
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 Spirir
spell,

9—Tactile Spirit Manifestation (F) Cast upon & spirit, this spell confers
an obviously tactile manifestation which is perceptible through touch. &
spiritmay feel solid, hot, cold. slimy, damp, etc. Note that this spell permits
a spirtl 1o physically attack an opponent, dependent on the spirit’s fevel
{GM discretion).

10—Manifestation I (F) This spell enubles a spirit to exhibit any two
mapifestations desired (smell, sound, sight, touch) for the duration of the
spetl

11—Prolong I1 (F) As Proleng 1, except for duration.

12—Drispel Manifestation True (F) Caster permanently strips a spirit of
any manifestations, rendering it insubstantial and unable to interact with
the material world (other than through a Will Contest). The spint recetves
a RR.

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 desired manifestarion 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 Manifestation IT. The Spirit may not assume any
other manifestations while this spell remains in effect.

14—Prolong III (F) As Prolong I, except for duration.
15—Manifestation III (F} As Manifestation 1, except that any three
manifestations are possible.

20—Animal Manifestation (F) This 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 atiributes of that animal. In this form, the Spit may be harmed by
normal weapons or spells. Although the spirit manifests an animal tform, it
relains its own nature, Will, and mntelligence, 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, his type confers enhanced physicat
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 Muanifesiation, 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, will 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. Tt 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)
EVIL MAGICIAN BASE

Note: Rutles for handfing the effects of thrawn vials of acid can be found in
Section 3.8 For the effects of strucnval damage, refer o the Marerials
Iniegrity rules. Section 6.2. Normally, one ownce of acid will coverigffect
CHC SQUATE Joor.

Aren of

Effect Duration Range
| ~Create Acid ] 1 ounce/lv] 1 min/lvl 1"
I
1
d-Acid Wall 10 x H)'x 1 | md/Ivl 1008
5-Create Acid 11 1 ounce/lvl 1 min/lv] I’
6-Restst Acid 1 target I md/tvl touch
7-Acid Bolt | target - 100
8—Acid Bali 10°R - 100"
9_Cloud of Corrosion 10'R 6 rnds 100°
H—Create Acid II] 1 ounceflvl 1 min/lvl I'
I 1-Acid Bolt | turget - 200
12-Greater Acid Wall 10 10'x 1 1 md/iv] 1007
13-Acid Ball 20°R - 100
14-
t5-Create Acid 1Y I ounce/tv| 1 min/lvl 1
16~Cloud of Destruction 10'R. 10 mds 100
17-Acid Ammor [ target I md/lvl touch
18-Agid Bolt | target - 300
19-Acid Ball R - 100
20-Create Acid V 1 ounce/lvl 1 min/tvl '
25-Triad Acid Bolt \Y - 1o
30-Cloud of Doom 5’R/Ivl 6 mds 100
40~Cloud of Annihilation 5/VIR 10 rnds 100"
S0-immunity 1 target ! rnd/lvl rouch

1—Create Acid T {IX) Caster may converl pure water inte an acid capable
of delivering *A’ Acid criticals. Caster can create une ounce per level. Acid
delivers 10 steuctural hits per minute of exposure,
d—Acid Wall (E) Caster creates a wail of acid mist. Creatures passing
through the wall take an * A’ Acid critical. Wall delivers 35 structural hits.
S§—Create Acid I (E) Caster may tum pure waler inw a strong 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 +20to all RRs vs. acid,
and a +20 bonus vs. all acid-based attacks.
7—Acid Bolt (E} A bolt of acid is shot from the caster’s palm. Attack is
resolved on the Fire Bolt attack table, delivering Acid criticals.
8—Acid Ball (E} A ball of acid is shot from the caster’s palm. Attack is
resolved on the Firehall attuck table, delivering Acid criticals.
9—Cloud of Corrosion (E) Creates a 10'R cloud of acidic vapor which
delivers a ‘C" Acid critical on 1st 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 1akes one round to farm, so anyone in the radius when it
is cast may make an maneuver 10 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 one per round).
10—Create Acid III (E) Caster may tumn pure water into a strong acid,
capable of delivering 'C” Acid criticals, and and delivering 30 structural
hits per minute of exposure.

11——Acid Bolt (E} As abave, cxuepl range is 200,

12—Greater Acid Wall (E) As Acid Wall, eXxeepl 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 into a strong acid,
capabie of delivering *D" Acid criticals, and and delivering 40 structural
hits per minute of exposure.

16—Cloud of Destruction (E) As Cloud af Corrasion, except duration is
10 mds, and the cloud delivers an ‘E' Acid critical on the [st and 2nd
rounds, a ‘D" on rounds 3 and 4, a4 *C" on rounds S and 6, a 'B’ on rounds
7 and 8, and an “A’ on rounds 9 and 10,

F7—-Acid Armor (D) As Resist Acid, except it also reduces all acid
concussion hits by 172, and all Acid critical strikes are reduced by one
degree of severity.

18—Acid 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 into a devastating acid,
capable of delivering 'E’ Acid criticals, and and delivering 50 structural
hits per minute of cxposure,

25—Triad Acid Bolt (E) Three bolts of acid are shot from the caster’s
palm. They can strike up to 3 different targets within 60° of each other (must
be in field of view of the caster). Caster's directed spell bonuses can only
apply 1o one of the autacks,

30—Cloud of Doom (E) As Cloud of Corrosion, except area is 5'/level
radius.

40—Cloud of Annihilation (E) As Cloud of Destraction, except area is 57
level radius,

50—Immunity (D) The recipient of this spell is immune 1o 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 glasshlowers. The effects within them are
gathered Jrom many sources and realms, and are intended o be a
guildsman’s magical “toolbox”, rather than a scholarly treatise an a
single magical concept. The procedures for learning and using these lists
are somewhat different from the techniques used by pure and semi-spell
users of the three realms of magic (Channeling, Essence & Mentalism) in
that the cost for learning them is 11* for all professions, with the exception
of non-spell users. who may learn themat a cost of 3/%, All lists are learned
as if they were Open lists {for *pick’ determinarions).

FISHERMAN'S WAY (7.7.1)
PROFESSIONAL GUILD LIST

Area of
Effect Duration Range
1-Avoid Weather self C 20miR
2-Purify Seawater L galfivl P touch
3-Net Clean I net = touch
4-Call Catch | AY - I mi R
5~Clean Catch catch C touch
l 6-Net/Trap Repair 1 net P touch
7-School Search | 1 group C I mi/lvi R
8- Remove Water watet C 20
9-Call Catch [1 A% - SmiR
10-Minor Boat Repair 1 boat P 10
11-Net 1 net C 50°
12-School Search [1 1 group C 5miflviR
13-Avoid Shallows lmiR C self
t4-Call 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 2
50-Blessing caster & ship 1 day self

I —Avoid Weather (I) As long as caster concentrates, he will 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—Purify Seawater (F) Purifies one gallon 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 will not clean magical nets or those made with extraordinary
Materials (¢.g., Phase Spider silk).

4—Calt Catch I (F) Caster concentrates on the type of sea lite he wishes
1o catch, and then casts this spell. If any such creatures are within range of
this spell, then they will come to the caster at their normal rate.
5—Clean Catch (F) Enables caster to skin and remove the entrails and
benes from any fish touched.

6'-Ntﬂ./'l'ral:n Repair (F) Will restore traps and nets to working order. Only
One netfrrap 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

extraordinary materials, «.g., mithril.

T—School Search I (I} Caster is able to get a direction to any specific
&roup of sea life that he is concentrating on as long as itis within the range

lofthis spell.

8—Remove Water (F} Caster can remove from his ship one gallon of
water per level per second. The water is teleported 507 away in a direction
and 1o a location of the caster’s choosing.

9—Call Catch I1 (F) As Call Catch i, cexcept for increased range and up
10 two Lypes of sea life can be chosen.

10—Minor Boat Repair (F) Caster ean make minor repairs to a vessel, A
small hole in the hull could be repaired, or a smalt rip in a sail could be
mended. This spell will not effect magical items or those which are built of
extraordinary materials (as a general rule, no rip or crack longer than the
caster’s fevel in inches may be affected. Likewise, no hole with a 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
1o 5 sq yd/Ivl. It will function in all respects as a normal net except it will
only catch fish and avoid all other free fleating/swimming material.
12—Scheol Search L (1) As Schovi Search I, 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 Caich !, except for increased range and
up to three types of sea life can be chosen.

15—Greater Boat Repair (F} As Minor Boat Repair, except that more
severe damage can be mended. Complete hull planks may be restored and
severely rippedfweathered/bumt/etc, sails may be repaired.

20——True Net (F) As Ner, except dimensions are up to 25 sq yd/lv and it
can be created to catch only one type of fish, allowing all others to pass
through freely.

25—Home Port (IF) When the caster wishes to set sail for home he can
cast this spell and never miss. After casting this spelt, the wind in the
vicinity will change direction and guide the sh ipback to the caster’s chosen
home pont,

38—Boat Repair True (F) As Minor Bout Repair, except that all that is
required is at least a third of the original vessel for it to be fully restored.
Note: A third of the sails, rigging, etc. would also have ro be present for
them 10 be resiored.

50—Blessing (U} Caster calls to the powers of the sea for a good day with
o 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 13 1o
4-Stabilize 1 boat C I boat
5-Steam Bolt 100 | target - 1
6-Ship Shield 1 boat C 1 boat
T-Water Walt body of water C o0?
8-Water Running | target 1 rnd/1v] TR
9-Summeon Sea Life sea life C Smi R
10-Silent Running | boat C | bout
11-Steam Bolt 300 1 target - 3007
12—Clear/Call Fog 300yd R C v
[3-Steam Ball IO'R 10" R - 1007
14-Unwood 100 cu fit - 100’
15-Vessel Radar self C 20miR
16-Wave 1 wave - 1007
17—Contro] Sea Life sea life C 100" R
18-Steam Bolt 500’ | target - S00°
19-Mass Water Running I target/tvl 1 mnd/Ivl 0’
20~Calm Seca 100 yds/IviR C LO00'R
25-Ship Cloak | boat 1 minflvl 100*
30-Vessel Radar True self C 50miR
50-8ea Master 1 boat ! hr/lvl 1 boat

1-—Avoid Weather (1} As long as caster cancentrates, he witl know where
dangerous weather lies and thus be able to avoid it. This spell witl only
detect weather capable of placing a vessel and its crew in great danger.
Common rain or gusty winds will not be detectable.

2—-5ail 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,
notip lenger than the caster's level in inches may be effected. Likewise, no
hale with a diameter greater than 1/3 the caster’s level may be mended).
3--Boat Repair (F) Caster can make minor repairs to a vessel. A small
hale in the hult could be repaired. This spell will not effect magical items
or those which are built of extraordinary materials (as a general rule: no
crack tonper than the custer’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 minimize the shifting of 4 boat upen 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 4 craft,
5—Steam Bolt 100’ (E) Caster releases a bolt of elementat steam which
strikes fordamige determined on the Netherbolt table, but Heat criticals are
used instead of Disruption criticals.

6—Ship Shield (F) Caster creates a shimmering field of protection around
a ship which gives ita +30 bonus vs, all attacks.

T—Water Wall (F) Creates a wall of water with dimensions 3'x3'x1". The
dimensions can be increased by one foot for every additional power poini
invested, Each additional point can increasc cither the lengih, depth or
height. (Additional PP can be udded while concentrating.)

8—Water Running (F) Target can run on reasonably calm waters as if e
were on kevel ground. If the water surface is turbulent, a Medium (+0;
maneuver roll must be made every round the target moves,
9—Summon Sen Life (F) Summons all sea life within range. Those
effected will travel toward the caster at their best possible speed and begin
concentrating in the area of the caster.

10—Silent Running (F) Completely sileaces all noise aboard and around
the entire ship. No verbul communication is possible, und some spel
casting may be ar a penalty.

1t—Steam Bolt 300° (E) As Sream Bolt 100", except for range.
12—Clear/Call Fog (E) Creates or clears an area of dense fog. initial
visibility 1s 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
area of effect can be increased by one yard for every three pLwer points
expended. (Additional PP can be added while concentrating.)
13—>Steam Ball 10" R (E) Caster creates u 17 ball of steam which travels
toward the target and explodesin a 10° R areadelivering dumage determined
on the Nether Ball table. Substitute Heat for Disruption criticals.
14—Unwood (F) Disintegrates 100 cu’ ft of wood.

15—Vessel Radar (1) Caster is aware of any target larger than a small boa
on the surface of the water, With aspell mastery skill roll, he may determine I

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 hit
by the wave receives an ‘A’ Impact critical, The dimensions of the wave
can be increased as per Clear/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 life in the
area. Caster cannot make the sea life do anything that it cannet normally do
The general scope of this spell would allow the caster 1o induce a nommally
passive species 10 become aggressive.

18—Steam Bolt 500" (K} As Steam Bolt 700, except for range.

19-—Mass Water Running (F) As Warer Running, except a number of
targets equal to the caster’s level can be affected. i
20—Calm Sea (F) Calms a body of water (usually the ocean or sea - GM's
discretion) to glass smoothness. Area of effect can be increased by 1Oyards
radius for for every additional 3 PP expended. (Additional PP can be added
while concentrating. )

25-—8hip Cloak (F) Renders the target vessel invisible, including the arez
of displaced water below it and the wake behind it. Any violent entry or exit
from the ship will cancel the effect.

JO—Vessel Radar Frue (1) Caster is aware of any target larger than a small
boit on the surfuce of the water orup ta 300" above it or below it. Caster can
discern the speed. altitude or depth as wetl as direction of any target he
concenirates 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/seu. 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 feet. Il ftying, the ship must remain over the ocean/sen. It cannal
fly any higher than three times the level of the caster in Feet.
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GLASS MASTERY (7.7.3)
PROFESSIONAL GUILD LIST

Area of

Effect Duration Range
1-Work Glass 1 cu'/lvi 24 hr touch
2-Tint area touched P I'
1-Polish area touched p touch
4-Heat Resistance [ self 1 min/lvi setf
5-Purify Silicates 1 cu’flv! o touch
G-Fumnace 10 cu’ 1 min/lv] 5
7-Filament 1ft/ivl P touch
§-Etch area touched P touch
9_Plane area touched touch
10-Heat Resistance 11 self 1 min/lvl self
1t-Glass Bolt 1 target - 5 ft/lvl
[2-Temper Feuwsivl p touch
13-Harden 1 cu'/lvl [ touch
14-Fuse area touched P touch
15-8lag 1 cu’/lvl P 10
20-Cocoon 1 target I min/lv] 10O
25--Shardspray 1 target - 5v1
30-Slag True 10 cu'/lv] P 100
50-Glass Mastery self I md/lv] self

13—Harden (F) Imparts greater structural integrity to glass. Hardened
glass is capable of withstanding 10 times the concussion hits it would
normally have (see Section 6.2).

14—TFuse (F) By running his finger along a joint between two pieces of
glass, caster can fuse them together into a single piece without the
application of heat.

15—Slag (F) Caster can cause silicates within the range of this spell to
instantly slag into a molten mass.

20—Cocoon (F) Target must resist or become wrapped in extremely
strong, fine tendrils of glass. Escape (shattering the filaments) requires an
Extremely Hard (-30) maneuver, modified by St. Note: This spell does not
actually create gluss from nothing; caster must have | ounce of glass on
his person for this spefl to function.

25—Shardspray (E) A red-hot spray of tazor-sharp glass fragments
sprays outward from the caster’s hand. Attack is resolved on the fce Bolt
table, delivering shrapne! {primary) and heat (secondary) criticals. Note:
This spell does not actually create glass from nothing, caster must have |
aunce of glass on kis person for this spell to function.

30—Slag True (F) As Slag, except for area of affect.

50—Glass Mastery (F) Caster may utilize one of the lower leve] spelison
this list each round.

SURGEON'S GUIDE (7.7.4)
PROFESSIONAL GUILD LIST

1—Work Glass (F) Allows caster to work with non-magical glass.
2—Tint (F) Allows caster to magicaily tint glass the color{s) of his choice
while glass is molten. Any color or combination of colors of any desired
depth or intensity may be sclected.

3—Polish (F) Allows caster to precisely polish any glass surface (10
tolerances suitable for lenses and other sensitive applications) simply by
nunning his hands over it.

4—Heal Resistance ] (D) Allows caster to work exposed to the extreme
heat of a glass furnace more safely and comfortably, protecting him against
fatural heat to 500°.

S—Purify Silicates (F) This spell causes the raw silicates (usually sand)
used in glassworking te be cleansed of all naturally occurring impurities,
allowing glass made from these materials ta be perfectly crystal clear.

t—Furnace (F) Caster can heara volume of glass upto 1 Ib/level sufficient
towork itasif it were fresh from a fumace. Note: The extreme heat generared
by this spell can easily start fires if sufficient care in choosing the location
is not taken.

T—Filament {F} Allows caster to draw glass into a single thin filament
which retains all the structural resilience of the “parent’ glass (ic.. such
magically created filaments would be much stronger and more resistant to
damage than a simple heat-drawn fiber).

8—Fitch (F) Allows caster to etch glass (producing patterns normally only
possible by the use of various corrosive acids and otherdangerous chemicals)
with the tip of his finger.

9—Plane (F) Allows caster to form glass into a perfectly smooth plane
(Shcelglass), with tolerances equal to those produced by the Polish spell).
10—Heat Resistance 1 (D) As Hear Resisiance 1, except protects against
all natral extremes of heat: allows molten glass to be worked with the
<aster’s bare hands.

11—Glass Bolt (E) A bolt of white-hut glass is shot from the caster’s patm.
Attack is resalved on the Jee Bolt table, delivering impact (primary) and
heat {secondary) criticals. Note: This spefl does not actwally create glass
from aothing: caster muse have | gm of glass on his person.
12*—Temper {F} Imparts terrific heat resistance to glass, Tempered glass
has its melting point doubled,

Area of

Effect Duratien Range

1-Dhagnosis 1 target = touch
2-Preserve I target i day/lvl touch
3-Incision | target 1 hrftvl touch
4—Closure | target I hrflvl touch
5-Relicve Shock I target - touch
6—Blood ID I target = touch
7-Transfusion | target v touch
&—Resuscitation 1 target - touch
9-Remove Organ 1 target | hr/lul touch
10—Phase Surgery | target 1 he/lvl touch
1 1-Purify Blood I target - touch
12-Blood Stop ! target 1 hrAvl touch
13-Remove Infection 1 target - touch
14—Anesthesia 1 tarpet ] hr/lvl touch
i 5-Pscudo-organ | target 1 day/Iv] touch
20-Transplant 2 targels - ouch
| 25-Suspeaded Animation | target | wk/ivl touch
30-Resuscitation True 1 target - touch
50-Surgeon self 1 hr/lv] self

1—Diagnosis (FI) Locates the cause of any natural malady. Unnatural
maladies recetve a RR.

2—Preserve (F) Preserve perfectly, for the duration of this spell, any
living tissue which is not receiving support from a living host.
3—Incision (F) Createsaclean incision into living material a predetermined
lengih and depth. Incision will not bleed for the duration of the spetl.

4—Closure (FH) Closes any one Incision. Will not leave a scar. Heals ar
double normal rate.

5—Relieve Shock (FH} Negates the effects of shock due to sudden and
massive injury. Restores normal heart rate, breathing and respiration, etc.
6—Blood ID {FI} Determines target's blood type and blood health.

T—Transfusion (F} Creates channel by which blood can be removed from
one organism and placed into another. This spell will not remove more

bload than can be safely tolerated by the donor. Bloods must be compatible.
See Blood 1D.




B—Resuscitation (FH) Caster revives patient after sudden lapse in bodity
functions due o drowning, heart attack, shock, ete. Patient’s bodily
{unctions cannot have been fapsed for more than § min/lvl of the caster,
Body must have proper attention and causes of lapse must be renoved.
9—Remove Organ (F) Caster can remove any organ without causing it or
the patient any harm and keep itin good condition for pessible transplant,
facision must be used inconjunction with this speli.

10-—Phase Surgery (Fj Caster causes patient 1o became transparent and
insubstantial, Caster can then concenirate on the system of the patient
which he desires to work with. Caster can thensimbed his hands inside of
the patient, without causiag any harm, and perfonn minor surgery or
remove alien objects, Castercanuse any required wols orspelks. Spell only
affects living tissue,

11—Purify Blood (FH) Caster cleanses the blood of uny one being.
Removes poisons. infectivn and waste. Fatraordinary toxins receive a RR.
12—Blood Stop (F) All blood in patient completely stops flowing, Blood
will not clot and continues to servive the body as b it were flowing
naturally. Blood must be Purified inmediately alterwards.

13——Remove Infection (FH} Removes naturally caused mlection. Uther
Iypes of infection receive a RR.

I4—Anesthesia (F) Completely numbs a patient tor surgical procedures.
Does nolt render patient uaconscious,

15—Pseudo-organ (F) Caster creates an artiticial organ of simifar tssue
{rom the target’s body which will carry our the normal funchons of the
dumaged organ that it replaces.

20—Transplant (F) Caster can transplant any argan from one body to
another without physical surgery. Target bady must either have a pseudo-
prgan or be without the organ that 1s being trusplanted.
25—Kuspended Animation (F) Caster suspends all hie procvesses of
patient. Bady is perfectly preserved.

M—Resuscitation True (FH) As Resusciaiion except. the Jurationof the
lupse can be up 1o 5 minutes per level of the caster,

80—Surgeon (L) Caster mity use lower level spells from this List onee per
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7.8 SPECIAL LISTS

COMBAT LINK (7.8.1)
SPECIAL

Note: Combai Livk condd e used i one jorm or another by any arcane
fighiing order 1t coudd alse e wsed by w nonmogical fighiing order,
theongh wnilization of viciads or magical Treses, The fise wodd vaoy from
crder o order depending anthe parpase and cdlonk of the organizarion
Afighiing socicty composed primarily of warrior mges might have more
spelly dealing with coordinating elemental magic. A non-meagicul order
wenedd not rave cny spretls dealing wirh shared or cocrdineted magie feneh
as M Link, Spell Range Link, or Link Concenirate). bui niight instead
have thase spells replaced by spells pertaining to their order’s goals. An
example of anassassin clan’ s possible modificdtions o he st is mcheded
o ilustrate this.

{1 ix axsumed that at feast one nreabher af cach reani iy alife towse this lise,
It maiy af the Hise s spells could be cast onthe reant and aciivated ata later
time. Non-magical fighting orders or ovders with large nwmbers of non-
spell casiers woutd also have Bonding spetls cast on all members, as part
of their entry into the vrder. This sy would never be shared witlh a non-
member, and penaltieseoudd be harsh o any non-members who somehow
vatned qeeess dodan arder’ s ise

T spelt lise is sable but poverful Imagine assassioy oy waretors theat
never talk, pever piiss a step, or ever glance 1o see where cach other are,
Iewaidd he g very frivshting thiing o sec sucl a group wioving in perfeet
sttent deadly coordinution,

Note: Spells marked "A" require the Link spell 1o be active.

Area of
Effect Duration Range
1-Link 6 turgels ) mindlv] touch
2. Position Sense A Largel 1O minflvl link
3-Foe Sense A I tarpet 10 minflvl link
4-Mana Link A Lrget 10 min/lvl link
5 Mind Link A | target 10 ngbvd link
=Ltk Store A target 1 hr/lvl link
7-Vision Link A 1 targel 10 gl firth
=Sl Runge Link 8 1 targel 10 /vl Ik
Y Leader A 1 target 10 gyl link
To-Banle Link O Largels 10 /vl Ik
11-Coordination t A O lurgels { min/lvl link
12-Teambond 1 target permangnl touch
13-Link Concentrate A 6 largels 1 min/lvl link
14—Long Link & | targes 10 minflvl SO Iv]
15-Spint Link | & 6 targets 1 min/lvl link
16—
17-Coordination 11 A 6 tarpets L rnddvl link
18- Spell Spread A O targets 1 /vl link
19-Linkup T A O largets 10 man/lvl link
20-Extend Link 1A O largets 1 h/ivl link
25-Buonding 1 target e rmanent touch
30-Linkup 1L A b6 targels Y min/lvl link
35-Extend Link T A 6 targets 1 hr/lvl link
40-Coordination [ A O targets I /vl link
45..Spirit Link 11 A 6 targets 1 min/lvl link
| SO-Master Link self U mdfiv] link

1—Link (UM) Provides the basic link rhat allows Largets o mentally join
topether for the purpose of uiilizing higher tevel spells on this list. Al
targets must be part of w team as defined under the Teambond ar Bomeding
spell. No more than six tirgets can be linkedhogether intoarean. This speil
fasarange of T per vl of the custer between teanmuates (¢ 08 the caster
s tentie Tevel snd the team s moving down s raid Y apart. the firstis i
contchwith the lsteven though they are separided by D0 Thisis kKnown
as being i link range damemberisontsde ofhink rnge mostol the spells
on s st sl stop working unnd he s enve again widin hok vange.
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2—Position Sense (UI) This spell aliows each teammaie to tell the current
position of each of his teammates within tink range. If he is out of link
range, he can tell in which direction the rest of his team ig as long as they
are no farther away than 1 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 ata 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.

5—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 spell 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 Siore 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.
T—rVision 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,
8—Spell Range Link (U) This spells allow the target to cast a spellthrough
the link (ignoring normal range and sight rules) onto the other members of
the team. This even includes "touch” spells (e.g., the target cancast a touch
spell through the link to a teammate, even if is teammate is 50" away and
out of his sight). Note: Spelfs with a range of “self” cannot have their
ranges extended in this fushion.

9—Leader (U) Target is 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 ar will. He also knows the physical and
mental condition of all team members (good, fair, bad. conrrolled,
unconscious, or dead) at all times.

10—RBattle Link (UMI) This spell will Link ail members of a teamn and
provide Positinn Sense, Foe Sense. and Mind Link to 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
toattack and mancuver together without getting in each other’s way. Any
time 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
farget, they would all get a +15 to OBs vs. that target),

12~Teambond (1)) Target becomes bonded to a predefined team. He can
then be linked to the rest of his team with the Link speli. The hour jong ritual
Tequires at least one other member of the feam o be a part of it
13—Link Concentrate (U} One concentration spell may be shared by the
team, Caster decides who receives the effect of the spell, and because it is
shared by the team, 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,

I“*Long Link (U) This spell extends the link range for one team member
10 300" per fevel of the caster. This would allow a long range scoult or
abserver,

15-Spirit Link I (U This spell links the spirits of the team together,
Orming a stronger whole. The team receives a bonus of +5 for each
member, within link range. (o RRs vs. soul destruction (e.g., Absolution),
mind controls, psionics, and fear attacks, 1f a team member is slain, then all
SUrviving members are stunned for one round.

!7“C00rdinatiun (WY As Coordinarion, exceptthe team coordination
10 such 5 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 initiatjye (e.g., if the fastest team member has a 96 quickness, then
3 team members act as if they had a 96 quickness for purposes of
Cletmining initiative only). If one team member is hasted, then the rest of
Lam wil] attack when he makes his first action, but non-hasted

Members giy; only get one action per round.

18—Spell Spread (UF) The team can now share the effects of a speil, Any
nen-aitack spell with a duration other than “instantancous” 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 jts duration increased by any extension spells (Cf. Spell
Enhancement).

19—Linkup F(U) This spell links up 1o six teams together for the purposes
of Position Sense and Foe Sense only. The leader is also in mind link with
the leaders of the other teams with a link range of 500V per level of the caster.
20—Extend Link I (U) Extends all of the first ten spells of this hist on all
team members to | hr/lvl, This spell is not compatible with other forms of
extension spells, S

25—Bonding {U)Bonds target tothe organization andcreates 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,
net just his teammates. There is no limit to the siz¢ of the organization, but
nomore than six can form a single team. Also, the target can activate Batrie
Link for a duration of one hour perday. 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 2 new
focus is made. The act of casting Bonding on a member is often the final
membership ritual of some arcane and mystic fighting orders.
30—Linkup I (U} As Linkup 1, except up to six groups of six teams can
now be linked for the purpuses of Position Sense snd Foe Sense. One jeader
from each group is linked 1o one leader from each of the other groups, with
a link range of 500 per level of the caster,

35—Extend Link I (U) Extends all of the first ten spells of this list on all
leam members o 1 day/lvl. Note; This spell cannor have its duration
increased by any of the Extension spells (e.g., Spell Enhancement),
40—Coordination IT (U) As Coordination I, except the OB bonus is
now +10 per attacking team member, and the team also gains +3 todirected
spell attacks per antacking team member,

45—Spirit Link II (U) As Spirit 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
aofficially don't care who they work for, as long as the price is righr.
They have a deep and long standing informational network that js
generally unaware of who they report to. Members are assassins
iratned from birth. The clan performs many missions besides
assassinations, but ne matterwhar tvpe of mission is being performed,
they never ailow a member 10 be taken ative. The fand has afearsome
reputation of deadliness, complere neutrality, and the ability to strike
anywhere. The clan is secretly controlled by a powerful mage, who
srows ever more powerfid from the money and information gathered
by the Hand while doing business. He uses a magicilemio communicate
with the clan and to cast the Link rituals. The various Link spells are
casionthe assassin team before theyleave on amission. The assassins
never work alone, although often onl ¥ one assassin will perform the
actual object of the mission. The maximiunm number of members in a
feam is five.

4—Blacks (E)D: 10min/lv] As Shadow on the Musionist Base list Guises.
Caster and objects on his person appear to be a shadow, and thus are almost
invisible in dark areas (in many situahions 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 patterns. 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/Iv] D: 24 hrfivl Caster knows the range and
direction of the any team that the caster has cast Link on. This spell 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 10 miles per level.
16—Link Store I (IM) As Link Store, except duration is 24 hours per
level, and up 1o 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 le vel to any informational spell
that fails to resists this spell, This spell tasts until targer actives any other
spell on this list except Link Store I,

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, byt
only one member is 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 start
of eachround, 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 lust
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 js
ended. Even if a member is contrelled, unconscious, or dead, the team can
change active members. The team can also choose 1o end this spell at
anytime and retum to their separate selves. If all five members of the team
arc killed, then the last active member's body disappears in a cloud of
smoke (all bodies and equipmentare lost). It is this rarely used spell that has
cause rumors to say a Hand of Darkness assassin must 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 extremely powerful and dangerous list is not likely to be Sfound
in the public domain of spelfcasters but is more aften the province of the
most powerful of arcane sacieties. GMs may wish to restrict the use of the
various Planar Couple spells to clements the caster is already able to
atilize from another list. GMs may also wish to restrict the use of this fist
1o creqtures who are elemental in nature (such as the most powerful
elementals).

Area of

Effect Duration Range
I1-Planar Couple self 1 min/lvl self
3-Resistance self | md/lv] self
4--
5
6~Elemental Bolt 1 target - 5l
7-Elemental Bait 10°R - Loy
8
9-Wall 10°x10'x" | md/lvl 100"
10-Armor self I md/tv] self
11-
12-Greater Couple self [ min/lvl self
13~Cancel Element H'r sphere 1 rnd/Ivl 100"
14-Multicouple self I min/tvl self
15-Muitibolt I target - S Avl
16-Multiball I0'R - 100’
17-Multicance! 20°R 1 rnd/Ivi 100
18-Multiwall 10°x10°x1" | md/lv] 100°
19-Planar Jacket 5'R I rnd/lv] seif
20-Mutlticouple True self 1 min/tvl self
25-Multiarmor self I rod/tvl self
30-Multijacket 5'R 1 md/lv] self
50-Elements Master \% 1 md/Ivl self

|—Planar Coupie (P) Custer attunes himself 10 one of the Elernents

Flanes (air, earth, fire, jce, tight, dark, and water) for the purpose of casting

spells from this list. The effecrs produced by the following spells are

dependent on which plane the caster is coupledto. Only one Plarar Couple

may be active on the caster at any one time,

3—Resistance (D) Caster adds +20t0 RRs vs. his ‘coupled’ element, ang

-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 1o his ‘coupled’ element.

7—Elemental Ball (E) Caster shoots forth a ball of elemental force which

affects a 10’ radius. The attack is resolved on the Firebal] table, delivering.
criticals appropriate to his ‘coupled’ element. :
9—Wall (E) Caster creates a wall of elemental force. The wall deliversan’
‘A’ severity critical appropriate 10 the caster’s ‘coupled’ element. The.
severity of the critical is ratsed by one degree for each additional nine P

the caster expends casting this spell.

10—Armor (D) While this spell is in effect, the caster takes only i

damage from his ‘coupled’ elemeni(s}, and all eriticals 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 |
clemental energy from his ‘coupled’ plane(s) cannot function if they faii f
RR modified by -20, !
14—Multicoaple (P) AsPlanar 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 before
any of the Mulri- spells can be utilized, ’
15—Muitibolt (E) If caster is Multicoupled, he can shoot one bolt of
multiple elermental forces (dependent on which planes he is coupled o).
Altack is resolved an the Fire Belr table, delivering criticuls appropriate to
the planes the caster is ‘coupled” to. Example: Custer iy coupled to the
planes of light and fire; the attack deljvers heul and Elecirical criticals of
equal severity. :
16—~Multiball (E) If caster is Multicoupled, he cun shoot one ball of
multiple elemental forces (dependent on which planes he is coupled 1),
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 criticals of
equal severity),

I7—Multicancel (F) As Cance! Element, vxcept multiple elements may
be canceled,

13—Multiwall (E) As Wall, except the caster creates a wall of multiple
elemental forces. The wall delivers * A’ severily criticals appropriate to 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 57 suffers an * A’ critical appropriate to the plane the caster
is coupled to. Anyone in physical contact suffers a *C” ¢ritical, Physical
attacks to the caster also deliver an *A* critical. All items on the caster’s
person are, Jike the caster, immune to the effects of his chosen element ,
while this spell is in effect. However, any matertal hie touches or comes in :
contact with may be damaged by the exposure.

20—Multicouple True (P) As Greater Caiuple, cxcept the caster may be
“coupled’ to one plane per five levels, Note: The CASIEr canm qeeesy any
elemental planes (such as Masma and nether) Hwough this spell.
25—Multiarmor (D) As Armor, except a custer who js ‘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 with ali his coupledelements 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

' Note: Mana-molding {or "Wish Magic” ) is the magic of divine crearion;
the magic of Manwe, Zeus, Shang-Ti, the Lords of Orhan, the Lords of
Essence,and soon. Mana-molding is the first spelllistand afl othermagics
. arederived frant it Since the sundering of magic into three distinct realms,
the use of Muna-molding has been greatly curtailed. C, urrently, the Mana-
molding spell list is unknown to mortals. except for certain Artifact-guality
magic items (such as a Ring of Wishes). Thus it can be readily seen thar this
' spell list is of a limited wtility. being useful onty 1o deseribe the awesome,
primeval, creative spefl-ike powers of the most petent gods in a pantheon.
Even so. Mana-moiding does offer a ceriain sense of completeness.

The main reason for desipning the Mana-molding list is to provide a
. struciure for wish-type magic used by certain entities. The only beings in
C&T which have access 10 this spell list are the various G, enii,

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 spelllist{i.c., the ability to use wish magic). These perverse
demons tricked the Genli with their own avarice. Genif could use Mana-
molding spells. buc only at the behest of others. Additionally, these Genii
were somewhat resyricted in their movements. This was seen as proper
I punishment for wanting to possess divine magic by the pantheon of deities.

Since the power inherent in this spell list (s tantamount to any other list,
itsuse by PCx is probably inappropriate (uniess Bod-like beings are played
—and then who would notice?). Mena-motding might fir well inte Lords
I of Middie Earth (us the magic of Morgoth), Mythic Greece (as Zeus'
spells), or any other high-powered game world.

When using the Mana-molding spells, keep in mind thar net only may
known spells be simulated, bur also any effect to a certain degree (GM's
discretion). If the desired effect is a spell of level “p", casting a Mana-
molding ¢ spell will achieve the apprapriate 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 higherlevel spells from these
representative spefl fists:
Channeling—Locaring Ways, Creations, Summons, Far Voice:
Essence—Essence s Perceptions, Unbarring Ways, Lofty Bridge, Gate
Master, Physical Erosion, Matter Disruption, Flesh Destruction;
Menialism—Arack Avoidance, Gas Alteration, Telekinesis;
Arcane—Earthblood s Ways, Ethereal Mastery, Wood Shaping,;
Other—Fxorcism, Escaping Ways, Dream Law, Recreations: or any
desired effect ar approximately 20th 1o 25th level of power,
Example: “/ wish m 'y family. back in Arme, had enough food for a month.”
TraNsFORMATION WISHES

A Transformation Wish can be considered as any spell or effect of
approximately 3Uth level in power. Spell lists which may be entirely
. Subsumed in this spell are:

K Channelin g—Furifications, Blood (etc.) Law, Symbotic Ways, Disease,
l Curses, Necromancy;

Essence—Rune Mastery, Physical Enhancement, Living Change, Spirit
Mastery;

; Menrah‘sm—Wm-dfng Wavs,
IArcane—Emjry Masrery, Plasma Mastery, Nether Maszery,
Shapechanging Ways: e
Off!er-*Clmngflfng, Doom’s Law, Evil Eye, Revenging Law, Chaos
Mastery, Chaotic Armor, Metamorphose, Crysial Mastery, Dream
l Guard, Fout Changes,and all Alchemist, Monk, Magician, Sorcerer,
Mystic, Conjuror, Sage, Runemuaster, and Mugus base lists.

Example: 7 wish f was much stronger, taller, and better looking ™

TrUE WisHES

True Wish spells create an object seemingly out of thin air, Although it
seems the item has been made Sfrom nothing fex nihilo), this is nor the case.
Things created using this spell are made from raw Mana (Essence ). Using
this spetl, the state of a relativel 'vlarge areamay bealtered. Ina way,aTrue
Wish coutd potentially achieve an ything, ona modest scale. Thus the caster
could create an oasis, bur could not irvigate the Great Desert; ke could see
his enemies killed, but not the death of all mankind.

Note: Since it is preferable not 1o have the power af gods available 1o PCs,
the GM should not allow Mana-moiding ta be generally available in his
campaign.

Area of

Effect Duration Range
1~
2-Mana-molding I Vv v v
1
4
3-Mana-molding 11 v v A
6—
7-
8-Mana-molding IT1 v v A%
9.
10—
12-Mana-molding IV \% \Y v
16-Mana-molding ¥V v \Y vV
20-Mana-malding VI v \ \Y
25-Mana-molding VII A\ v \4
30-Mana-molding VIiI v v v
35-Mana-molding X v v v
40-Mana-molding X v \i \4
50-Lesser Wish v 10 min/lv] 100’
60-Transferrence Wish Vv P 1 mile/lvi
75-Transformation Wish v P 100" /vl
100-True Wish A P v

2—Mana-molding I (F) This spell may be used to simulate any first level
spell from any list. If no spellexactly describes the desired effects, this spell
will provide these effects, but at approximately first level in power. In
effect, this spell is a very low-powered wish.

5~~Mana-molding II (F) As above, but at second level in power.
8—Mana-molding IHI (F) As abuve, but at third level in power,
12—Mana-molding [V (F) As above, but at fourth level in power.
16—Mana-molding V (F) As above, but at fifth level 1 power,
20—Mana-molding VI (F) As above, but at sixth level in power.
25—Mana-tolding VII (F) As above, but at seventh level in power.
30—Mana-molding VIII (F) As above, but at eighth 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 level in power,
50—-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 spell “transfers” one object from
anywhere toanywhere else. Hactsas a safe “telepont” even if 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 appreximately 30th level in power.

100--True Wish (F) This spell creates any object, seemingly from
nothing. It will also function asLifegiving True. Effects are at approximately
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 or interrupts the
natural state of titne and space. These signatures are markers thal can be
used to measure and sometimes even track the original phenomena that
initiated the change.
Static Temporal Signature: This signature is associated with @ specific

tocation (usually where the spell is cast) and is stationary. This type of

signature remains in the wave of its creation. From this signature, the
time travelied to, and the amount of expired time or displacement can be
determined.

Dynamic Temperal Signature: This signature is associated with a 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 @ dual signature, creaies an Event Wave. An
Event Wave can only be created if the spell is directed outside of the
caster's present wave.

Note: Some spefls are denoted by an Q which indicates that the effect can
have an extra-dimensional aspect. Use of thes option means that the caster
could use such a spell to possibiy scry upon, or travel to, extra-dimensional
locations and times, This option should be considered carefully by the GM:
such an option is not necessary for the normalt operation of the Temporal
Displacement Lists.

Note: When using this list, a GM may consider two types of time ravel: A
Relative Travel and a Probable Travel The GM must decide which to aitow
a player ta empluy in his campaign. The Relalive option, when used with
future travel, suspends the rarget for an amount of time equal 1o the
attempred jump, i.c.. it holds the target in stasis until kis time {wave) has
travelledfor however long the target attempted 1o travel and then redeposits
him within it. This form gives 'real time' resulis. The Probable option
instanily deposits the target tnter the future where anything could have
happened, and it deesn't require ar restriel the GM to base those future
events upon the past as the Relative npiion would.

/3 - Spell creates a static signature
= - Spell ¢reares a dual signature
0 - Extrchmensional,

Area of
Etfect Duration Rasnge

-

I-Tempora’ beataumes Dot ] md/Iv] 00
-Jr—Time Drain ] | target 1 rnd/ivi 100"
5-Delay self 1 md/1vl self
6—Time Bolt (10} 1 target - 100
7-Displace 1 target | md/3 vl 100
8—Time Drain 11 | target 1 md/lv! 100°
9—Time Ball (107 10°R = 10%
10~

[ 1-Time Bolt (250" I target - 250
12-Time Drain 111 1 rarget I md/ivl 100°
13-Delay 11 self 1 rndflvl self
14--Displace II 2 targets 1 md/3 vl 100
15—

16-Time Ball {30") 30°R - 200
17-Delay 111 self 1 md/lv] self
18-Time Bolt (300 | target - 500
19-Time Drain True I target 1 md/lvl 100
20-Displace 111 3 targets 1 md/3 Iv] 100"
25-Time Ball (50 S0°R - o
50-Time Armor self 1 md/S Ivis self

2—Temporal Resistance (FD) Tarpet pains a +10) bonus to RRs and
elemental defense versus time retated attacks.

4—Time Drain [ (F} Duration of all target’s spells is reduced by 20%. This
applies to all spells currently 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 dumauge indicated on the Time
Bolt Attack Table 10.3.

T—Displace (F} Displaces target out of time for one round per level 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 orientation.

8—Time Drain II (F) Duration of all target’s spells is reduced by 40%.
This applies te 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) tor
damage indicated on the Time Ball Attack Table 10.2.

F1—Time Bolt (2507) (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 IH (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 IL(F) As Delay, except the caster can take actionfirstinany two
rounds within the duration of this spell.

14 —Displace 1L (F) As Displace, except for area of effect, duration and
range.

16—Time Ball (30") (E) A sphere of focused, pulsating temporal energy
18 released from the caster’s palm, slowly expanding and striking target{s}
for damuge indicated on the Time Ball Attack Table 10.2.

17—Delay HI (F) As Delay, except the caster can tuke 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 10.3.

19—Time Drain True (F} Duration of all target’s spells is reduced by
8(%. This applies to all spells currently functioning and those that are cast
while this spell is active,

20—Displace II1 (F) As Displace, except for area of effect, duratien and
range.

25—Time Ball {§0") A sphere of focused, pulsating temporal energy is
released froim the caster’s palm, slowly expanding and striking target(s) for
damage indicated on the Time Bolt Attack Tabie 10.3.

S0—Time Armor (F) Caster can delay and ignore the effects of any
attack(s), for one round per five level. (Example: Target wishes that all
damage taken 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 good
Healer.)
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TIME'S MASTER (7.8.5)

SPACE-TIME (7.8.6)

SPECIAL SPECIAL
Area of Area of
Effect Duration Range Effect Duration Range
1-Time Meld * self 1 min/lvi self 1-Time Meld * self I min/Ivl self
2 2-Relevance * self 1 min/lvi v
3-Temporal Prediction | self - self 3-Synchronize 1 target 1 hr/lvl 10
4-Detect Deviations 2 10'R 1 rnd/tv] self 4-Time Bending * I target I hr/lvl 10 1vl
5-Signature Compass {2 100'R 1 md/Iv? self 5-Detect Window * 10" RAvl I mdfivi self
6 6-Sense Fold * Q1 8 self 1 md/lvl self
T 7-FoldI QB 6 x6 Imd 10
8-Time Store 8 Q 1 object 1 heflvi 1y 8—Phase Bar (2 S0'R L mdAvl 100"
9-Measure Signature 2 I signature - 1 9-Time Cloak I rarget I min/lvi 1
10— 10-Time Window B 10°x 10 I min/lv] 5
t1-Temporal Prediction 1! self - self 11-Warp Space [ self ! md/vl self
12— 12-Fold 1 Q) 10" x 10 6 mds 25
13—Ctoak Signature 1 signature 1 day/lvl 10° 13-Bar Window 10'RAvI I md/lv} 1
14— 14-Same Space/Time ! target I mdAvi S0
15-Temporal Prediction 111 self - self 15~Phase Bar IT 100°R I min/lvl 150°
16— [6-Warp Space 11 self 1 md/vl self
17— 17-Fold I 2 & 200 x 200 1 min 50
18-Erasc Signature 1 signature = 1 18-Greater Window 200 =200 1 minflvl 5
19-Force Return (3 | signature I md/lv] 10 9—Phase Bar I {3 L5O'R 1 hi/lv] 2000
20-Temparal Prediction True self - self 20-Servy QB 20‘:@()’ 1 hr/lv] 5
50-Time Teleport = 2 1 target P 19 30-Warp Space [l self I mdflvl self
T Meld (%) C P - . 35-FoldIVQDB 30 x 50 3 min 75
1—Time Me| aster immediately becomes aware of his position — - - = — ——— —
eelative to and within the Tiine Continuum. Caster must make a successful S0-Warp Space True self | min/lvi self

Time Displacement Skill roll or become confused and unable to perform
any actions for a number of rounds per 2% failure. This spell must be cast
before any spell from this list can be used.

3—Temporal Prediction I (I) Caster can predict a probable futurc based
on a current event wilhin 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 of being which is not in its proper time, or an cvent or period which
deviates from a previous norm (ie., someone has changed an event,
CAUSINg Iwo Or More waves (times) 1o pass through the same period.
5—Signature Compass (1) Detects and locates both static and dynamic
signatures within ity area of effect,

8—Time Store (F} Caster can store an norganic object weighing no more
than ene 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 ut the location at which it was stored.

9—Measure Signature ([} Cast upon either a static or dynamic signatre,
the caster learns how far the target travelted and in what direction,
I1—Temporal Prediction II (I) As Temporal Prediction I, except the
Prediction is extended to § minutes.

13—Cloak Signature (F) Casier may cloak asignature, static or dynamic,
with a modification of -50 to any form of attempt.

L5—Temporal Prediction 11T (i) As Temporal Prediction 1, except the
Prediction is extended 16 10 minutes,

18—FErase Signature {F) Caster can erase the static or dynamic signature
of atarger. Signature resists at the level of the effect which created it.
19—Force Return (F) A caster who has tocated u static or dynamic
signature can force the target to return, Each rnd, while the signature is
under the eftects of this spell, the target must make a RR or be forced back
1o its previous time, Non-sentient targets resist at 0 level.

20—--Temporal Prediction True (I} As Temporal Prediction ], except the
Prediction is extended to one hour,

50—Time Teleport (F) Caster teleports target into the future or past. The
Possible distance available to the caster for teleport is equal to his Time
Displucement skill rol| interpreted as years. [ the target's static or dynamic
Signature is erased, his present wave becomes his natural wave. Multiple
teleports are possible.

I-—Time Meld (F*) Caster immediately becomes aware of his position
relative to and within the Time Continuum, Caster must make a successful
Time Displacement skilt roll or become confused and unable to perform
any actions for a number of rounds per 2% Failure. This spell must be cast
before any spell from this list can be used,

2—Relevance (I*) Caster leams 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. If the targel is 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 from hisown ", or by whatever means the GM denotes
a different universe, In the case of lime the caster gains an impression of
when the target occurred or is occurring, 1f the caster has a very good time
sense, he may be able to quantify the impression in terms of years or eons,
etc. Tn any cuse, the impressions will be telative to his own time and
universe. Caster must somehow be uble to de fect the target {time windows,
psiens, scrying, divinations. e1c).

3—Synchranize (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 immediatcly aware of the others actions and may ‘synchronize’
himself 5o that their actions are completely concurrent,

4—Time Bending (F*) Caster ¢an 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 1o feel that he has less time than he actually does; crealing
asense ofurgency, Targes thinking they have more time wilt gain abenefit
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 doors, etc., within this spell’s area of effect,




T—Fold [ {F) Caster creates a small gale between two locations that are up
t0 one mile apart by “folding” time and space. The dimensions of this gute
are 6% 6. The caster may travel 10 this new location by stepping through
the gate, The gate remains in operation for one round after casting; the
caster cannot close the gate before this time. The gate can be created at any
orientation (it doesn’t necessarily have 10 rest on anything), and once
created, it is immebile and insubstantial,

8—Phase Bar (F) Caster prevents any temporal or spatial effects (telepart,
gates, long doors, sunmaonings, etc.) from occurring within the area of
effect of this speil. Such effects must resist this spell with an additional
modification to the RR of -3(0).

9—Time Cloak (F) Caster can protect target against temporal detections
and spell effects. Resistance rolls are modified by +30,

16—Time Window (F) Caster opens a one-way, 10" x L *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 serying 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 1 (FD) Creates an area of warped space-time about the
caster conveying +30 10 defensive (melee & missile) and spell (base &
elemental} bonuses.

12—Fold I1(F) As Fold |, exceptthe 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—S8ame Space/Time (F) Targets affected by this spell can occupy the
same space at the same time. Targets cannot affect each other physically
Those not affected by this spell may interact with the targets as usual, Note
that any attack directed ut targets who are currently sharing the same space/
time, has a 50% chance of affecting both equally. Conversely, any defenses
that affected targets may possess, have a 50% chance of equally protecting
sveryone currently sharing the same space/time,

15—Phase Bar IT (F) As Phase Bar, except for arca of effect, duration and
& RR mod of -40.

16-—Warp Space 11 (FIY) As Warp Space 1, except the bonus is +40,
17—Fold NI {F) As Fold 1, exceptthe gate is 20" x 207, 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 minflvl/sec. The Time Displacement skill roli is
nuitiplied by three in order to get the range of years in which the window
will open.

19-—Phase Bar III (F) As Phase Bar, except for area of effect, duration
ind a RR mod of -50.

W—Scry (F) As Grearer Window, except the window is mobile and the
icrying range is five times the Temporal Displacement skill roll. Castercan
wdjust viewing rate by 1 hr/lvl/sec.

30—Warp Space [Tl (FD) As Warp Space 1, except the bonus is +50.
15—Fold1V (F} As Fold [, except the dimensions of the gate can be altered
o the caster’s desires up to a maximum of 50° on a side. The gate is mobile
wnd can be closed at any time within the duration of this spell. The range
5 50miles per level, Creatures which may be caught in the gate at the time
if 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

Eftect Duration Range
1-True Taste | targe I md/lvl 1o
2-Imitiative 1 self I md/Iv] self
3-Focus | 1 target 1 md/Ivi Hy
4-Transfer { 1 target I end/lvl touch
5-True Touch tarpet 1 rd/lvl Iy
6—Transfusjon [ I target 1 ridflv] wuch
T-Initiative 11 selt | rad/Ivi selt
8~Focus [I I targel(x) | rd/Iv] i)
9-Transfer I1 | target(s) 1 md/lvl touch
10-True Smell target 1 md/iv] 10
1 1-Transfusian 11 | target(s) 1 mdflvl touch
12-Initiative True self b nd/lvl self’
13-Focus True 1 target(s) 1 md/Iv] 1y
14-Mass Initiative I target/lvl I mdfivi sight
15-True Hear target I rd/ivl 10
16-Mass Focus 1 target/lvi 1 rnd/lvl sight
17-Transfer True 1 target(s} i md/Iv] touch
18—Mass Transfer 1 target/lv] I md/lv] sight
19-Transfusion True I target(s) 1 ed/lvl touch
20-True Sight 1 target 1 md/iv] 1
25-True Perception I target 1 min/lvl 3¢
30-Mass Transfusion I target/lvl 1 rnd/lv] sight
50-Sensatory self 1 min/vl self

1—True Taste (F) Target’s taste perception is increased by +30. Caster
can, with a successful maneuver, identity specific ar hidden characieristics
of anything which he can logically taste.

2—Initiative I (P) Caster’s initiative is increased by +M).

3—Focus I (F) Target gains +10 to uny Static Maneuver he attemplts.
4—Transfer 1 (F) Caster can transfer any skill from himself 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 skilt. The skill ranks from the
target are subtracted from the skill ranks of the source. and 174 of the
difference is temporarily added to the targets skill ranks. [f the target does
not have the skill it cannot be transferred.

5—True Touch (F) As True Taste except that it apphies 1o wouch.
6—Transfusion I (F) As Transfer §, except the caster can trunsier skitls
berween two targets excluding himsclf.

7—Initiative IT (P) As /niriative {, except +20 is udded 10 the initiative.
$—Focus II (F) Target gains + 20 to any Static Muneuver and +10 10 any
Moving Maneuver.

9—Transfer I (F) As Transfer {, except thut 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 IT (F) As Transfusion |, except two skills can be
transferred.

12—Initiative True (P) As /nitiative ], except +40is added to the inftiatjve.
13—Focus True (F} Target gains + 30 to any Static Maneuver and +20 1o
any Moving Maneuver.

14—Mass Initiative (F) Caster can increase the initiative of as many
targets as he has levels by +20.

15-True Hear (F) As True Taste, except that it applies 1o hearing,.
16—Mass Focus (F) Caster can increase static and moving mancuvers by
+10 for as many targets as he has levels.

17—Transfer True (F) As Transfer {, except that 3/4 of the difference in
skill runks can be transferred or 1 skill per five kevels of the caster may be
transferred.
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18-—Mass Transfer (F) As Transfer 1, 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 skill 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 Transfusion , except the source 1arget can
transfer his skill to as many targets as the caster has levels.
§0—Sensatory (P} Caster may use any of the lower level spells on this list
once per round.

AURA MAGIC (79.2)
ARCANE

Note: The anras thislistdetects and wiilizes are those produced by persons
who have trained in the magical arts and have developed power poiats.
Those of the realn of arms. who possess no internal magical power, do nor
have discernable uuras for the purpose of the various Auwra Sight spelis. Alt
living creatures have adiscernable awra, the ones possessed by speflcastin g
professions are merely more intense and easily discernable. All Aura
Blaze and Defensive Aura spells cause the caster’ s aura 1o become visible
to normal visten. Use of any of the Aura Shrowd spells witl mask the
particulars of the caster’s aura. Please note the use of one of the various
Misfeel spells found on other lisix will not confound the Aura Sight spelis,
but the use of one of the Aura Shrouds may confuse various other detections
(GM's discrenion s Much of the concepi of this liss (in particular the colors
attrihuted io the different alignments and realms of magicy was inspired bry
the Atlas Addemdum from the Shadew World 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 ot 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 net selflessly altruistic or blindly
crusading.

Black with a red halo: The auras of Evil Channeling users. The dark
channelings are unmistakable.

ESSENCE

Blue: The purcsi Magic. Its appearance would be more common than
‘Good” channcling except perhaps in powerful magic items with
channeling properties created by pure alchemists.

Green: More suspect than golden channpeling, Green Essence implies a
certain sclfishness or impurity of spirir, 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 Hight of dark
magic.

MENTALISM

Blue.viglet: Non-evil mentalism has a faint aura of this color. It is easily
discernable from blues in the other realms because of a certain transparent
Quality,

Yl3||0w-0range: Not u rich color like the sunset but a sickly yellow halo
whichis troubling ro look upon, this ochre tone of evil mentalists triggers
a deep uneasiness, as when confrented with acts of an amoral nature.

HYBRIDSAND ARCHMAGES
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 archimages (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 an external halo of sitver
discernable on especially Good or crimson on especially Evil archmages.

Avrea of
Effect Duration Range
I-Aura Sight | self I min/lv] self
2-Defensive Aura 1 self 1 md/fiv! self
3-Aura Sight I1 self I min/lv! self
4-Shroud Aura ] self 1 min/Ivl self
5—Aura Sight 111 self 1 minflv] self
6-Defensive Aura I self I mdivi setf
7-Aura Blaze 5'R 1 md/lvi{C) self
8—Aura Spread 1 3R | mdfvl self
9—Aura Sight True self 1 min/lvl self
10-Defensive Aura II1 self 1 md/lvl self
11-Aura Store | self v self
12—-Aura Blaze I 10'R 1 md/IviKC) self
13-Aura Spread 11 10°R 1 mdflv] self
14Defensive Aura IV self 1 mdAvi self
15—-Aura Shroud 1T self 1 min/lv} self
l6—Aura Spread III 15°R 1 mdflvl self
17-Aura Blaze 11 15'R 1 maNvi(C) self
18-Defensive Aura V self 1 md/Ivi self
19-Aura Spread 1V 20'R 1 rnd/lvi self
20~Aura Store 11 self \Y self
25—-Aura Blaze [V 20°R 1 mdAvl(C) self
30-Aura Shroud True self I min/lvi self
35-Alkar self 1 mdfiv] self
40—Aura Spread True 1'Iv1 R 1 rnd/flv] self
45-Aura Store True self v self
50~Aura Blaze True self I md/Ivi(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 1 (D) Causes the caster’s aura to become visible to
nomal vision. This dramatic externalization of power will reduce all
attacks directed at the caster by -5.

3—Aura Sight I1 (I) As Aura Sight {, 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 (goed orevil tendencies or relative power cannot
be masked with this spell).

5—Auwra Sight III (I) As Awra Sight 1, except caster can estimate the
target’s existing power points {not good or evil tendencies or actual realm)
+/-10% through this spell.

6—Defensive Aurall (D) As Defensive Aural, exceptall attacks upon the
caster are reduced by -10.

7—Aura Blaze I (FE) Causes the caster’s aura to give off palpable heat,
inflicting ‘A" Heat criticals to all within a ' 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 Aura Sight I, except caster can combine the
effects of all three lower Aura Sight spells, discerning *alignment’, realm
of power, and approximate power points (+/- 10%).




10-—Defensive Aura Il (D) As Defensive Aura !, except all attacks upon
the caster ar¢ reduced by -185.

11-—AuraStore I (U) Caster may place any one defensive or information.
gathering spell of tenth leve! 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—Aura Blaze I1 (FE) As Aura Blaze 1, 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 for each additional 12 PP
the caster expends in casting this speil,

13—Aura Spread II (F) As Aura Spread |, except caster may spread the
effects over a 10’ radius.

14—Defensive Aura IV (D) As Defensive Ayra I, except all attacks upon
the caster are reduced by -20,

E5—AuraShroud H (F) AsAuraShroud|, excepteaster’s moral iendencies
(good or evil) can be masked. Realm and rejative power cannot be masked
with this spell,

16—Aura Spread 11 (F) As Aura Spread |, €Xcepl caster may spread the
effects over a 15’ radius,

17—Aura Blaze 111 {FE) As Aura Blgze I, except ‘A’ Hea criticals are
inflicted on all within a 15' radius who fai aRR. The severity of the criticais
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 except all attacks upon
the caster are reduced by -25.

19~-Aura Spread IV (F} As Aurg Spread [, except caster may spread the
effects over a 20’ radius.

20—Aura Store IT (U) As Aurg Store 1, except one spell of 20th level or
lower or two spelis of 10th level or lower can be stored within the caster’s
aura.

25—Aura Blaze 1V (FE) As Aura Blaze f, except ‘A’ Heat criticals are
inflicted on all within a 20' radius wha fail a RR, The se verity of the criticals
delivered can be raised by one degree of severity for cach additional 25 PP
the caster expends in casting this speli.
30—Aura Shroud True (P}YAs Aura Skroud|, exceptallaspects of caster's
aura can be altered.
35—Alkar (D) As Defensive Aura !, excepl all attacks upon the caster are
reduced by -1/lvl. All viewing the caster directly must RR or be blinded 1
nd/5% faikure,

N

40—Aura Spread True (F) As Aurg Spread 1, except caster may spread
the effects aver a |/lvl radius.

45—Aura Store True (U} As Awrg Store I, except one spell of any level

or two spells of 20th level or lower or four spells of 10th leve] or lowercan -

be stered within the caster's aura.

S0—Aurz Blaze True (FE) As Awra Blaze I, except ‘A’ Heat criticals are
inflicted on all within & 1'/Iv! radius who fail a RR. The severity of the
criticals delivered can be raised by one degree of severity for each
additional 50 PP the caster expends in casting this spell,

SPIRITWRACK (7.9.3)
ARCANE

Note: The various Force Truth and Spiritwrack spells may only be used on

an entity summoned by one af the Conjure spells ey Conjurations) and

hound inside the appropriate protective diagrams,

Area of
Effect Duration Range
1-Bind 1 | target \d 100
2-Force Truth [ I target I question 100
3-Spiritwrack | Learget | min/5% failure 100
4-Bind 11 I targeg v 100
5-Force Truth I1 1 target 1 min 100"
6-Spiritwrack 11 [ target 1 min/5% failure  10Q"
7-Bind M1 1 target \% 1007
8-Force Truth 111 I target ! hour 100
S-—Spiritwrack I11 L target | min/5% failure 100
10-Bind 1V 1 target v 100
11-Force Truth IV 1 target 24 hrs 100"
12-Spiritwrack IV Ltarget 1 min/S% faiture  100°
12-Bind V I target A 100
[4-Force Truth v I target 48 hrs 100
1 5-Spiritwrack V | target | min/S% failure 100"
16-Bind VI I target N 100
1'7-Force Truth vV 1 targer i week 100°
18-Spiritwrack V1 1 target 1 min/5% failure 100
19-Bind VII 1 target v 100"
20-Force Truth VII 1 target I month 1007
25-Fuorce Truename | target - 100
30-Spiritwrack Vil | target | min/5% failure  |00Y
50-Bind True I target v 100

1-—Bind I (F) Allows caster to bind an entity summoned by a Conjure |
spell inside the proper protective diagrams until the circle is broken or the
caster reieases the entity.

2—Force Truth I (FM) Caster may force u summoned entity to answer
one single concept trithfully, to the best of its knowledge,
3—Spiritwrack I (F) Caster may punish y conjured entity by means of this
spell, causing it o 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 I1 (F) As Bind 1, except the caster may bind an entity summoned
by a4 Conjure i spell. ’

5-—Force Truth IL(FM) As Force Truth 1, except lor duration.
6—Spiritwrack [1(F) As Spiritwrackl, except target loses 20% of its hits
and functions ut 4 -2() penalty.

T—Bind 11 (F} As Bind {, except the caster may bind an entity summoned
by a Conjure 7if spell.

8—Force Truth I (FM) As Force Truth {, except for duration.
9—Spiritwrack I11{F) AsSpiritwrack !, excepttarget loses 30% of its hirs
and functions at a -30 penalty.

10—Bind IV (F) As Bind except the castermay hind anentity summoned
by a Conjure IV spell.

[1—Force Truth IV (FM) As Force Truth 1, except for duration,
12—Spiritwrack IV (F) As Spivitwrack I, except target loses 40%. of s
hits and functions at a -40 penalty.

13—Bind ¥ (F) As Bind!, exceptthe caster may bind an entity summoned
by a Conjure V speli.

14—Force Truth V (FM) As Force Truth 1, except for duration.
15—Spiritwrack V (F) As Spiritwrack{,except target loses 50% of its hits
and functions at a -50 penalty.

16-—Bind VI(F) As Bind !, exceptthe caster may bind an entity summoned
by a Conjure VI spell,




¥ .

3

G T T anEn e

. '\_‘
:‘ MW".{,:‘ L T

17—Force Truth VI (FM) As Force Truth 1, except for duration.
18—Spiritwrack VI (F) As Spiritwrack f, except target loses 60% of its
hits and functions at a -60 penalty.

19—Bind VII (F) As Bind |, except the caster may bind an entity
summoned by a Conjure VII spell.

20—Force Truth VII (FM) As Force Truth 1, 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 entity must
endeavor to complete all tasks set for it by the caster, and the caster can
summen that specific entity again through the use of the oppropriate
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 Spirivwrack !, except target loses 70% of its
hits and functions at a -70 penalty.

50—Bind True (F} As Bind 1, except the caster may bind an entiry
summoned by a Conjure True spell.

CONJURATIONS ( 7.9.4)
ARCANE

Note: GMs may require use of the Circle Lore skill to know the proper
profective diagrams required to safely contain the entities summoned by
each of the Canjure speils. Entities summoned by a higher level Conjure
spell may not be controtled by lower level protections. The GM may altow
specific types of entities to be conjured if the caster makes successfil
Deman Lare andor Spell Mastery rofls (the Swmmoning of u specific entiry
reguires the invocation of the entity's Truename ). Same GMs may wish 1o
require the use of specific components to use the Conjure spells (such ax
cald iron or appropriate sacrifices) which he deems appropriate io his
campaign siyle. When this list is leqrned, GMs may wish to require
edditional research on the part of the character to learn the appropriate
components io summon each specific type of enity. Entities not constrain ed
by the proper protective diagrams will be free to travel as they will and
harass or attack the vaster. Al creatures appearing in the following list
may be found in C&T, C&T I, or RMCY.

Area of
Effect Duration Range
1-Command | 1 targer I min/lvl 1o
2-Banish | I target 1 minflvl 14,03
3-Conjure 1 | target 1 min/lv] 100
4-Command I ! target I minflv] 1O
5-Banish IT | target 1 min/lvl 100"
6—Conjure I | target I min/lv] 100
7-Command II] 1 target ! min/lvl 100
8-Banish 111 | target 1 min/tvl 1000
9-Conjure 11] | target I minflvl 100°
10-Command 1v 1 target 1 min/lv] 10
11-Banish 1v 1 target I min/lvl 100
[2-Conjure 1v i target 1 min/lvi 100"
ommand VY | target I minflvi 1G0'
14-Banjsh v I target I min/lv] 100
|5‘-C0njure \4 ! rarget ! min/lvi 100"
Y6-Command vi I target 1 min/tvl 100
17-Banish vi 1 target I min/lvi 100
onjure VI | target | min/lv! 1003
ommand V][] | target I min/lv] 1007
20-Banish i1 1 target [ min/lv] 100
25-Conjure VI | target 1 min/lvl 100
30-Command Troe Target 1 min/vl 100
h~_—"_——‘_.
40-Banish Trye I target | min/ivl 100 |
30-Conjure Truc | target 1 min/lv] 100y

1—Command 1(FM) RR mod: -20 Caster may controlan entity of a type
which can be summoned by a Conjure I spell. If the spell fails, the entity
is free 1o leave the profective diagram (if any) and chastise the caster. The
ertity will follow instructions specified by the caster to the best of jis
abilitics, however it gains an additional RR (with a +2§ mod) if the
instructions cali for the death or injury of the entity. Demons and similar
creatures may work “deals” with the caster for services beyond the normal
scope of their powers (to be fulfilled by endangering themselves, or calling
on other demons or resources for assistance) or barter for services lasting
past the duration of the Command or ¢ onjure spell,

2—Banish T (FM) Caster may banish an entity of a type which can be
summoned by a Conare { speli to its home plane of existence for | year/
10% failure. If the entity has been summoned by the caster and remains
within the proper protective diagrams, the RR is at -50.

3—Conjure I (FM) Caster May summon an extraplanar entity. which
slowly appears over the next three rounds. The creature so summoned s
determincd randomly by a roll on the following table:

REesuLT EnTITY ReFERENCE
01-0% Pale I Demon CdT(2.35)

10-18 Frizzzm, Small C&T H (7.1)
1927 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)

55-63 Tlaque C&TH (7.1
64-72 Corvox C&T I (7.1)
73-81 Culrang C&T (2.35)

82-90 Daerauk C&£T(2.35)

91-100 Use Conjure 11 Table -

The entity is under no compulsion to cooperate with the caster unless the
appropriate Command spells are used on it Note:Ifthe vaster is unfortunare
o rollin the 91-100 slor multiple iimes, he may be in Very serious trouble .
4—Command I (FM) RR mod: -20 As Commuand|, except Caster may
control an entity of a type which can be summoned by a Conjure I spell,
5—Banish I1 (FM) As Banish I, except the Caster may banish an entity of
a type which can be summoned by a Conjure I spell,

6—Conjure H (FM) As Conjure I, except the following 1able is used:

Resuit EntiTy REFERENCE
i-09 Pale IT Demon C&T (2.35)
10-18 Lithaba C&T 11 (7.2)
19-27 Acid Demon C&TH (7.1
28-36 Smoke Demon C&TH (7.
37-45 Frizzzm, Large C&T I (7.1»
46-54 Clubber RMCI (7.4)
55-63 Dictic C&T (7.2
64-72 Nightwing C&T H{7.2)
73-81 Jinn C&T(2.35)
82-90 Gogonaur C&T(2.35
91-10G Use Conjure 111 Table -

7—Command LT (FM) RR mod; 20 As Command . except Caster may
control an entity of a type which can be summeoned by a Conjuie I spell.
8—Banish ITI (FM) As Banisk I, except the Caster may banish an entity
of a type which can be summoned by a Conjure Hi spell.

9—Conjure III (FM) As Conjure 1, except the following table is used:

REsuLT EnTiTY REFERENCE
01-09 Rashtar C&T 1)
10-18 Thomed Demon C&T 11 (7.1)
19-27 Absorber C&T H (7.2
28-36 Ftame Beast C&T .2y
37-45 Mrem C&ETH(7.2)
46-54 Hothedhel C&T (2.35)
55-63 Ice Demon C&T 1 (7,13
64-72 Blacar C&TH (7.2
3-8t Dreadwing C&T 11¢7.2)
82-90 Traag C&T (7.2}
91-100 Use Conjure 1V Table -




10—Command Y (FM} RR mod: -20 As Command !, except Caster
may contro} an entity of a type which can be summoned by a Conjure [V
spell.

11—Banish TV (FM) As Bunish {, except the Caster may banish an entity
of a type which can be summoned by a Conjure 1V spell,

12—Conjure 1V (FM) As Conjure f, except the following table is used:

REsuLT EnxTiTY REFERENCE
01-09 Pale 111 Demon C&T (2.35)
1018 Acarva C&T 1 (7.1)
19-27 Plague Demon C&T I {7.1)
28-36 Oran C&T I (1.2)
37-45 Frizzem, Giant C&THN (7.1}
46-54 Discord CE&ET I (1.2)
55-63 Vultrim C&T H(1.2)
64-72 Demonic Protoplasm C&T 1 (7.1)
73-81 Spear Demon RMCI(7.4)
H2-00) Hourd C&TH(7.2)
91-100 Use Conjure V Tabie S

13—Command ¥V (FM) RR mod: -20 As Command f, except Caster may
cantrol an entity of o type which can be summoned by a Conjure V spell.
14—Banish V (FM} As Banish [, except the Caster may banish an entity
of a type which can be summoned by a Conjure V spell.

15—Conjure V (FM) As Conjure f, except the following table is used:

RESULT Exrivy REFERENCE
0109 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(2.39)

37-45 Nycorak C&T(2.35)

46-54 Gem Entity C&TH(T2)
55-63 Shadow Demon RMCH(T.4)

64-72 Huntiaar C&TH (7.0
73-81 Sentinel RMCH (74}

8290 Deity Champion: Centaur  C&T M (7.2)
91-100 Use Conjure VI Tahle -

16—Command V1{FM} RR mod: -20 As Command I except Caster may
control an entity of a type which can be summoned by a Conjure VI spell.

17-~Banish VI (FM) As Banish !, 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:

RESULT Extrry REFERENCE
01-09 Pale ¥V Demon C&T (2.35)
10-18 Guardian Elemental C&T (2.34)
15-27 Crystyl C&T I (7.2)
28-36 Xaastyl C&Ti1¢71.2)
37-4% Ifrit C&T (2.35)
46-54 Noble Gogonaur C&T (2.35)
35-63 Celebdel C&T(2.35)
64-72 Marid C&T(2.33)
73-81 Sword Demon RMCI (7.4)
§2-90 Deity Champion: Winged C&TH (7.2
91-100 Use Conjure V1i Table -

19—Command VII (FM) RR mod: -20 As Command [, except Caster
may control an entity of a type which can be summaoned by a Conjure VI
spell.

20—Banish VII(FM) As Banisk 1, except the Caster may banish an entity
of a type which can be summoned by a Conjfure VII spell.
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25—Conjure YVIL(FM) As Conjire 1, except the following table is used:

REsuLT Exty REFERENCE
01-09 Pule VI Demon C&T (2.35)

10-18 Pale VII Demen C&T (2.35)

19-27 Strong Elemental C&T (2.34)

28-36 Eraditor C&TH (D)
3745 Storm Demon C&T (1)
46-54 Rhodintor C&T I (7.1)
55-63 Thonis C&T I (7.1)
64-72 Elcmental Savant C&T H (2.0)
73-81% Demen Scourge C&T H (7.1
§2-90 Deity Champion; Noble C&T1{1.2)
a1-100 Use Conjure True Table -

I—Command True (FM) RR mod: -20 As Comnand 1, except Caster
may control an entity of a type which can be summoned by a Conjure True
spell.

40—Banish True (FM) As Banish §, excepl the Caster may banish an
entity of a type which can be summoned by a Conjure True spell.
50-—Conjure True (FM) As Conjure I, except the following table is used:

REsuLT Exriry REFERENCE
01-09 Demon Beyond the Pale C&T (2.35)
10-18 Terrorite cC&I )
19-27 Raukamar C&T (2.35)
28-36¢ Moloch C&T (2.35)
37-45 Demon Drake CE&T (7.
46-54 Demon Drake x 2 c&T 7.1
55-63 Yrrygav C&T 7.
64-72 Maleksari CET I (7.1
73-81 Deity Champion: High C&TH (7.2)
32-90 Demon Beyond

the Pale » 1-3 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 list. includes natiral and
syathetic minerals. generally transhicen: or transparent in nature. rystals
assume geomeiric forms related to their internal lattice struciure or marriv.
Examples include guartz. agate, diamond. garunet, emerald, ametfivs,
sapphire, and faen.

Note: The GM mayv want 10 make one special marerial te.g.. laen)
particularly powerful when made into an enchanted crvsral.

Note: Any magic crysial creaied by a spelicaster has his “signature”
imbedded in the crvstal’s matriv,

Area of

Effect Duration Range
1-Detect Crystal I0'R 1 minAvI(C) 50
2-Work Crystal crystal 24 hours self
3-Enchant Crystal crystal 1 hour/1v! touch
4-Analyze Crystal Mairix crystal - 1y
3-Crystal Sight I crystal [ rmd/IvIEC) 1000 1vI
6-Locate Crystal self I min/VI{CY  100/1v]
T-Crystal Summons crystal - 5071wl
§-Link Crystal crystal P touch
9-Crystal Voice crystal I mmAvi(C) touch
10-Crystal Sight [T crystal I min/tvl(Cy | mifIv]
11-Crystat Trup crystal v touch
12-Transfer Channeling crystal A% A%
13-Grow Crysial apparatus 2 weeks touch
14-Transfer Mentalism crystal A3 A
[5-Crystal Sight Il crystal Fhour/lvl 10 miflvi
t6-Transfer Essence crystal N v
17-Unmake Crysial crystal P touch
18-Transfer Arcane crystal v v
19-Spell Tapping 1 spell - touch
20-Crystal Sight True crystal Iday/lvl 100 miflv]
25-Spell Rein crystal Ay v
30-Shatter Crystal crystal - \%
30-Permanent Crystal crystal P touch

1—Detect Crystal (I) Detects any non-magical crystalline material.
Caster can concentrate on a 10'R area cach md.
2—Work Crystal (F) Allows caster to work any crystalline material into
the shape desired.
3—Enchant Crystal (F) This speltenchants anon-magicalerysial allowing
the caster to use higher levet spells from this list on it. The casting of this
spell imbeds the caster’s own distinetive signatore in the crystalline mairix.
4—Analyze Crystal Matrix (I) Determines whether the crystal inquestion
isenchanted or must be worked. If the crystal is enchanted, caster knows
who enchanted it (by reading its signature) and any higher level spells
cumrently acting upon it.
5—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
fmist be no more than 10007/iv] 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.
7‘—C!‘yslal Summons (F) This spellinstantly returns the caster’s enchanted
Crystal to his hands.

8—Link Crystal {F) Allows caster to “link” two or more enchanted
crystals so that mental communications (or spell exchange) between the
owners is possible. Must be cast on each crystal to be iinked.
9—Crystal Voice (F) This allows the caster's voice to be projecied to the
area he is currently viewing through his crystal (requires use of Crysral
Sighr spell). Caster can hear sounds from the locale being viewed.
Additionally, conversation is possible through linked crystals.
16—Crystal Sight I (F) As Crystal 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 {0 use the trapped crystal finds their mind ensnared within the
crystal depths (ne RR). In order to regain control of their faculties, the
victim must roll less than their Will stat on d100, They may attempt this
once per minute,

12—Transfer Channeling (F) Cast upon an enchanted crystal (in
conjunction with Crvstal Sight), this spell permits a Channeling speli to be
sent through the ceystal. The Channeling spell will affect 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 o £row a permanently
enchanted crystal, specially anuned to him. This grown crystal does not
need 1o be enchanted o accept higher level spetls. Special apparatus is
required to grow crystads (3-50gp value),

14—Transfer Mentalism (F) As Transfer Chiunneling, except this crystal
allows Mentalism spells to be transferred.

13—Crystal Sight HE (F) As Crystal Sight 1, except for Duration and
Range.

16—Transfer Essence (F) As Transfer Chenneling, except this erystal
allows Essence spells to be transferred.

17—Unmake Crystal (F) Destroys the magic in an enchanted erystal,
making it unusable for casting spells on this list,

E8—Transfer Arcane (F) As Transfer Channeling, except this crystal
allows Arcane spells to be transferred,

19—Spell Tapping (FU) Allows the caster to receive or intercept 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—Spell Rein (F) Used in conjunction with a Transfer spell, the caster
may select a specific target for his spell (i.c., it is no longer random).
30—Shatter Crystal {F) Castercauses one crystal ofhis 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 feet) fram the crystal. For example, 30" away
equals a zero level attack. while holding an exploding crystal ball would
deliver a 3Mth levet attack. RR failure results in Shrapnel criticals (or
Puncture or Slash if Space Master is not available). Failure by I-10 means
an "Acrit, 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.

S50—Permanent Crystal (F) Permanently enchanis a crystal and imbues
it with Crvstal Sight and Voice of unlimited Duration and Range. Anyone,
whether they are a caster or not, may use this crystal to scry. 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. Ti cannet be created or destro yed,
only shifted into other forms. Earthblood' s Ways was very possibly the first
speltlisteverwritten, and certainly the first formal attempt ai focusing and
directing the flows of magic. it far transcends the boundaries set by the
three reaims of magic and is little understoud by most spelicasters. lis uses
are many and varied, but its primal essence remaing unchanged no matter
how it is manipuluted.

The power of an Earthnode may even be felt by those unskilled and
unfrained in the arts. Superstitious locais may refer to such a place ax
“haunted or ‘witched' . Such structures asa ‘druid’ swheel’ ma ybeerected
there. In fact, wo diemetricalfy apposed reactions to the pull of the
Earthblood muy be seen; those whe naturaily gravitate to the focus an
Earthnode provides (and unknowingly build their town hall there) and
those who actively shun the area due to “uneasy” feelings.

The common conception of an Earthnode is tha of a stationary, ground
levelarea. Butimagine the weather that an Earthnode could ¢ ause ifitwere
inthe sky, constant snow in the desert, a valley where it never slopsraining,
or @ vast plain where the wind never blows. An Earthnode need not
necessarily remain either earthbound or tied 1o g specific location,
Earthnodes suddenly appear in seemingly random locations. They slowly
driftfrom place 1o place and may fade out over a period of months or years
onlyto reappear elsewhere (Egqrihnodes appearing suddealy have been the
source of more than one amazingly successful magical ritual).

Occasionally an Earthnode will exist deep within the earth, Dark folk
there aften use the node as a base from which to canguer sublerranean life
aswell as the surface world. An Earthnode (s occasionally the source of an
inexhaustible gold, diamond, mithril, or platinum mine.

Earthnodes are often found to be the gathering places offacrie creatures
sich as pixies and sprites. A witches’ coven ma Y use one for their sacred
ritual ground. Magic-enhancing herbs (such as Rud-tekma and Breldiar)
are oftenfound there. A farmer' s wife may accidentall 'y stumble into.a node
while dowsing for awell, only to be disappointed when water does nos come
flowing readily 16 the surface and rever suspecting the magical power she
actually sensed.

Alrernatively, the resident neighborhood Lick may have sought an
Earthnode out defiberately 1o build his fortress in a place where he can
weave spells to guard his holdings from the sight of nosy paladins and
clerics. The King may have feit drawn 1o construct his keep in the confines
of an Earthnode for reasons he cannot exploin— and his Court Magician
is. of course, only toa happy to take advantage of the marter and keep it
closely guarded secret {especially from the K, ing; the dolt wouldn't
understand it anyway). And what more logical a site for a creature gs
innately magical as a dragon to place its lair? In fact, if the study of the
Earthblood hecomes common, the possession of @ node may become a
sufficient bone of contention to start the most dangerous of ali wars—
conflict berween wizards.

Note: The nexusof an earthnode does not necessarily have to be within the
confines of the Earthnode itself, bur it s always within the twice the node's
diameter measured with respect 1o the geometric center of the node. An
Earthnode canhave more than one nexus, but only one nexus can be active
arany given time. The spellcaster wishing to learn this list must have first
learned the arcane list Earthblood’ s Ways, and may not know this list to q
level higher than he knows Earthblood's Ways.

Area of
Effect Duration Range

1-Detect Nexus self - self
2M .
-
4-Nexusguide self B self
5-Detect Positive node - self E
6-Detect Negative node - seff -
T-Detect Neutral node - self
8-Nexusstore nexus I hr self
9-Detect Defense node - self
H-Detect Guardian node - selt
IH—-Detect Seal node - self
12-Nexus Awareness node - sell
13-Nexus Cloak nexus \% node .
14-Blood Cloak node v node
15-Nexus Alarm node v node l
t6-Manipulate Nexus nexus Y nexus
17-Suppress Channeling node p v
18-Suppress Mentalism node p Vv
19-Suppress Essence node P v I
20-Nexus Defense nexus P \Y
25-Nexus Guardian I target A touch
J0—Nexus Seal nexus P Hexus
35-Alter Positive node v nexus
40-Alter Negative node A% nexus
45-Neutralize node P nexus
50-Disperse node 1 hr/lvl nexus
60-Gather nexus P Hy
75-Friends 1 target P touch
100-Nodeform v P touch

1—Detect Nexus (1) Caster determines if an Earthnode possesses a nexus
and if so the direction and distance (o its center.

4-—Nexusguide (1) As Nodeguide, except that the caster leams the direction
1o the nearest Nexus.

5—Detect Positive (I) Caster can determine the positive strength of an
Earthnode. This strength will range from () to o and represents the Power
Expenditure Moditicr that is required 1o cast spells while in the radius of
the Earthnode. A FEM of 3 (which is very strong) means that a 9th kevel
spell wilt only require 3 PP to cast; a 271h level speil only 9 PP 1o cast, etc.
6—Detect Negative (1) As Derect 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 Detecr Posirive with the exception that a value of zero will be
obtained if the Earthnode is neutral; meaning that PP expenditure forspeils
will be normal, Second, it functions, and is the only spell that will function,
as an indicater of a neutralized Earthnode; meaning that no magic wilt
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 (1) This spell reveals whether or not the Nexus has any
spells of a defensive nature cast within it. It does not give any specifics.
10—Detect Guardian (I) 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). It does not give any specifics.

12—Nexus Awareness {1} Caster is aware of the number of entities who
have stored the Nexus.

13—Nexus Cloak (F) Similar to Eartheloak, except the Nexus itsell is
cloaked. The cloak is cancelled under the [ollowing conditions: the Nexws
Defense is activaled, the Nexus Guaidian s activated, or the Nexus is
matipulated,
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14—Blood Cloak (F) Similar to Earrheloak, except the Earthnode itself is
cloaked. The cloak is cancelled if any Earthblood spell is used.
15—Nexus Alarm (I} Similar to Eagrthalarm, excepi 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—Manipulate 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 entirc Earthnode. Note:
Hybrids are affected if either of their realms is suppressed.
18—Suppress Mentatism (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 fram the Arcane list
Spell Coordination, except that the defenses are embedded in the Nexus.
25—Nexus Guardian (FH) As Earthguardian, except the Guardian's
only concern is the Nexus, not the Earihnode or the caster. The Guardian
has full run of the Earthblood’s Ways list with no power point expenditure.
30—Nexus Seal (F) Caster Seals the Nexus off from use by any otherentity
except for himself. No manipulations to the Nexus may be accomplished
while it is Seafed. including those attempted by the caster who sealed it
However the manipulations made priorto the sealing will operate normally.
35—Alter Positive (F) Allows the casterto 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 S0th 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) Uniike Afrer Positive, this spell does not require the
temparary sacrifice of level by the caster. It has two utilities. First, it will
tender the PEM equal to zero, suspending any modifier to PP expenditure
of spetls cast within the node. Second. it can neutralize magic 1n an area of
the node or the entire node completely.

30-—Disperse (F) Caster can completety 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 1o the Nexus.

60—Gather (F) Caster can create a Nexus within an Earthnode provided
it does not aiready have one. An Earthnode can have only one functioning
Nexus at any given time.

75—Friends {F) One entity, including the caster, per [0 levels of the caster
can be allowed immunity to the manipulations of the Nexus. For example,
aclose associate of the caster can east speils within the Earthnode ataPEM
of 3, while all ather entitivs will have nu benefir, etc.

160—Nodeform (F) Caster surmmons forth a node from the heart of the
earth. The base radius is S0°, The radius may be increased by | for cach
additional PP expended in the casting of this spell. The Earthnode’s PEM
18 zero.

EARTHFOCUS (7.9.7)
ARCANE

Note: These spells may only be used within the radius of an Earthnode. Due
lo the dangers inherent in the manipulation of raw elemental Earthblood,
all spell failures resulting from the use of this list have a +50 modifier. The
spellcaster wishing to learn this list must have first learned the arcane list
Earthblood s Ways, and may not know this list to a ltevel higher than he
knows Earthblood's Ways. See notes in Section 7.9.6.

Area of

Effect Duration Range
1-
2-Earthnode Compass self - self
3-Nodetalk | self C self
4-Earthblood Nourishment self 24 hr/flvl self
5-Lesser Earthlight 10'R I mdAvi 1007
6-Share Nodestore 1 target | min/lv] touch
7-Temporary Nodestore self 1 min/lvl self
8-Nodetalk 11 100 miflvl C self
g
[0~
1 i-Earthblade self 1 mdflvl sell
1 2-Wall of Earthblood LO'x 1Y <10° 1 md/Ivl 100
13—
14-Greater Earthlight Earthnode 1 min/lvi 100"
| 5-Earthblood Elemental - I mdAvi (C) 10"
16~Greater Earthblade self 1 md/flvl self
| 7-Earthblood Cascade 5'R 1 md/ivl self
L8—-Earthblood Deprivation | target v 100
19-Earthhlood Vacuum L target - 100
20-Nodetalk True \Y% C \Y
25-Earthblood Savant - 1 min/lvl (C) 500
30-Sphere of Earthblood 10'R 1 mad/lvl self
50-Earthfocus self - v

2—Earthnode Compass (I} Caster leamns distance and direction to any
Earthnode he has previously Nodestared.

J—Nodetalk I (M) Caster gains free 2-way telepathic communication
with any intelligent being within the same Earthnode. Unwilling targets
gain a RR.

4—FEarthblood Nourishment {l]) 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.

S—Lesser Earthlight (E)} Caster draws the energy of the Earthblood into
a soft, roseate light throughowt the radius of the spell.

&—Share Nodestore (MF) Allows the caster to share his feel for a *stared”
Earthnode with another willing target. Both targets must know the Arcane
st Earthblood’s Ways,

T—Temporary Nedestore (I) Allows the caster to temporarily slore an
Earthnode. The Temporary Nodestore cannot be ‘shared” with another
caster. This spell takes 5 minutes to cast.

8—Nodetalk 11 (M) As Noderalk [, except the casler 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
Plasma Boit table {or use Lightning Bolr, if RMCHI 15 not used), 1t 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
(runge 5'/lv]). The boltdoes notreceive the +20 bonus. Caster may not parry
with this blade. Normally, this blade cannot parry or be parried.




12—Wall of Earthblood (E) Creuates a wall of Earthblood which greatly
inpedes spell easting. A -20 Spell Mastery roll {or reselve us an Extremely
Hard maneuver, modified by Em) is required to successtully cast a spell
through the wall from either side. [1 the roll is failed, the wall absorbs the
spell and the duration of the wall 15 increased by 1 rnd/level of spell
absorbed. Contact with the wall deliversan A’ Essence critical. The caster
can increase the severity of the eritical by one degree for each additiona 12
PP he expends in the casting of the spell. The wall is only visible us an
occasional shimmering, although some detection spells {such as Dereet
Earthilood ) will reveal it clearly.

14—CGreater Earthlight (K) As Lesser Earthfight excepl the 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
whichwould resultinits owndemise ). Treat the elemental as a Strong Light
Elemental, detivering Lssence criticals. At the end of the spell’s duration.
the elemental disperses back mnto the node from whence it came. The
clemental cannot leave the radius of the Farthnode,

16—Greater Earthblade (E) As Earthblude exceptihe greater Exrthblade
strikes with a+35 bonus and has a percentage chance to cut armor (resolve
attack as AT D) equaltwothe level of the caster. The same directed spell bonus
is used for both of the Earthblude spells.

17—Earthblood Cascade {E) Caster’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 eritical. All items on the caster’s person are, like the
caster, immune to theeffects raw, elemental Earthblood (such as Earthblade,
but not Earthblood-based buse attack spells) while this spell is in effect,
However, any material he touches or comes in confact 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/10% failure, Pure spell users of
channeling resist this spell at twice their levels.

19—Earthblood Vacuum (FM) Target must RR or be momentarily
deprived of his connection with his magics. Attack is resoelved on the
*Attack Spells’ column of the Extraordinary Spel! Failure Table (Spefl Law
15.7). The amount of RR failure is added 1o this roll.

20—Nodetalk True (M) As Nodetalk [, except the caster can converse
with anyone within the radius of an Earthnode, repardless or whetherornot
he has stored the Earthnodes.

25—FKarthblood Savant (E) As Farthblood Elemeniad, except a Light
Elemental Savant is summoned (C& 1, Section 6.0). The Light Etemental
Savant 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,

30—Sphere of Earthblood (E) As Well of Earthbiood except the wall
forms a sphere around the caster.

S0—Eurthfocus (F1) Custer learns the distances and directions to all
Earthnodes onthe planct (whetherthey ure nodestored ornot, bui notif they
are ¢loaked or under sirniiar misdirectional pratections). He may safely
tefeporr 1o any Earthnode of his choostng,

NODE FUNCTIONS (7.9.8)
ARCANF

Note: Spells markecdswiddr a Acannon be extended (CESpeld Enlaiic ement,
avmggde petera pevimaiient magic iter. The spellcasier wisting ro fearn this
list st have firsi fearned the arcane st Earthblood s Wavs. These speth
may anly be wsed within the vadius of an Eartinede, See iotes i Section
7.9.6.

Area of ;
Effect Duration Range l
1-Nodesense Earthnode Fmd/Ivi self
2
3—Betect Earthjar Earthnode - sell
g
= |
6-—Nodebridle | ! Largel v Tl
T
8—Control 1 A self 1 rnd/lvl self
9-Nodetap | A self 1 rnd/1Ivl self
10—
11—
12-Nodebridle 11 1 target v o
13-Control 1L A self I md/lvi self
14~
15~
16-Nodebridic 111 1 target v 100
17-Nodetap [1 A self 1 md/Ivl self
18—Control True A self 1 md/lvl self
19-Node Renewal self - self
2(-Node Channel | target 1 rnd/3 v 107/1v]
23-5triketocus A self \% self
30-Nodefocus A self v el
40-Nodebridie True 1 target v 1O
30-Nodelord A self | md/lv] self

I—Nedesense (I} Detects any Earthblood magic within the radius of this
spell. When caston a single target, caster determines whether the target hay
any active Earthblood spells. Caster has a 1% chance per level 1o determine
which Earthblood lists the target knows (roll for each list separately).
3—Detect Earthjar (1) Detects any disembodied presences within an
earthnode (spirits, targets which have cast Farthjfar or Earthikeep, ete.).
6—Nodebridle I {F) RR mod: -20 Target must expend 2x normal power
points to cast any spell For | rnd/3% RR failure or untit the target leaves the
Earthnode, If the turget reenters the Earthnode before the spell™s duration
has expired, he will still be under its effecis.

$—Control 1 {F) Caster subtracts his level from all ESF rolis tor the
duration of this spell.

9—-Nodetap I (F) Caster can tap direcily into the power of the carthnode.
All caster’s spells will cost 75% of normal power points for the duration of
this spell.

12—Nodebridle I (F) RR mod: -20° Target must expend 2x normal
power points to cast any spell und adl his ESF ranges are doubled for | rd
5% RR failure,

13—Control I1 (F) Caster’s spells only fail on an unmodified 01 for the
duration of this spell.

16—Nodebridic HI (1) RR mod: -20° Target must expend 3x normal
power points t cust any spell and all his ESF ranges arc tnipled for | rag;
5% RR failure.

17—-Nodetap II (F) As Modetap {, excepl caster's spells only cost S0% of
normial pewer points to cast,

18—Control True (F) Caster’s spelts will not fumble tor the duration of
this spell.

19—Node Renewal (F) Caster may instantly renew his power poinls
directly from the Earthnode, This spell can only be utilized safely once per
week, Euch additional attempt will result in an "E’ stress critical.
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20—Node Channel (F) Caster may channel a bolt of energy directly from
the Earthnode. Attack is resolved on the Plasma Bolt table, {or use
Lightning Bolt if RMCIl! is not used), +100, x2 damage, delivering
Essence and Disruption criticals. Spell failure chances are not modified by
Conurol spells (above) or other spells or items producing similar effects.
Spell failure results in aroll on the ESF table with a +100 modification and
*C" Essence and Disruption criticals.

25—Strikefocus (F) Adds +5 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, Strikefocus would shift the roll to a 99).
30—Nodefocus (F) Adds +10 to the caster’s next spell attack roll (base or
elemental). This +10 will shift a natura) rol into the *UM" range (if the
caster robled a 88, Modefocus would shift the roll to a 98). Note: Leve!
bonuses to these rolls are not considered in determination of any ‘UM’
results.

40—Nodebridle True (F) RR mod: -20 Target must expend Sx normal
power paints to cast any spell, and all target’s ESF ranges are quadrupled
and +50 for 1 md/5% RR failure.

50—Nodelord (F) Caster gains +50 to any RRs and other defenses from
all Earthblood-based attacks, and can utilize any of the lower level spells
on this list each round for | rdfIvL.

FORCEFIELDS (7.9.9)

ARCANE
Area of
Effect Duration Range

1-Detect Forcefield self I min/lvi 100
2

3

4-Force Amor self I md/1vl self
5-Barrier | 5'R ! min/lv] 100
6-Force Wall | v I min/lvl 100
T

8-Impediment I b wall I rdd/lvi 100
10-Encasement Field I 1 target I min/lvl 100
11-Force Walt II v 1 min/tvl 100
12-Barrier 11 1O'R 1 min/lvl 100
[3-Impediment [I 1 wall 1 md/lvl 1000
14~

15-Encasement Field 11 1 target 1 min/vl 11,0
16~

17-Force Wall 111 v 1 min/tv] 108
18-~Impediment 111 1 wall | md/ivi 100'
19—

20-Encasement Field 11T 1 target 1 min/lvi 1007
25-Force Wall iV \Y% 1 min/ivl 10
30-Encasement Field IV I target ! min/lv] OO
35-Force Wall ¥ v 1 minflvl 100
40-Encasement Field V 1 target 1 minAlvi 100
50-Encasememnt Field True 1 target 1 min/lv 100

1—Detect Forcefield () Caster is aware of any active forcefields within
range,

4-Force Armor (F) Caster creates a shimmering suit of armor made of
pure force. The AT equals the level of the spellcaster. The armor 1s
unencumbering, and does not impede spell casting or maneuvers,
S—Barrierl (FE) Creates an invisible barrier. All physical and elemental
aliacks are at a -25 penalty when directed through the wall. Any attempts
10 cross the Barrier require 2 Hard Moving Maneuver (modified by SD.
Failure to peneirate the wall resulis in an ' A’ Sheck critical, The barrier
may be cast on a fixed location, or the caster may center it on himself in
which case it moves with him.

6—Force Wall I (FE) Caster creates an impassable wall of force. The wall
has 5 hits per level of the caster and an AT of 20, The wall can only be
brought down if a single artack (or a coordinated group of attacks) can
exceed the wall’s hits. Criticals delivered o the wall for these * hit’ purposes
are as follows: *“A* = 10,"B' =20, 'C" = 30,°D’ =40, "E" =50, The wail must
meet a solid surface on all four sides (the wall could fill a doorway, but
could not exist as a free-standing barrier in the middle of a tloor, The wall
forms from a single point and instantly expands 1o a maximum 10'x10°x 1"
The caster can make the wall invisible, or it can appear as a visible,
shimmering area.

8—Impediment I (F} When cast in conjunction with any Force Armor,
Encasement Field, or Force Wall , any physical attacks or attempis (o pass
through the force field inflict an additional *A” Shock critical upon the
attacker (RR applies for the critical).

10—Encasement Field I (FE} Target(s) is surrounded by afield of force.
The field is immobile and forms a globe around the rarget. Any attempt o
pass through the Encasement Field is resolved as a speli attack with the
Freld serving as the attacker (-20 RR). Those attempting to escape the
Encasement Field use their $D modifier as a bonus 1o the escape anempt.
If target makes his RR, he escapes, taking an A" Shock critical (no RR).
IfRR is failed, he suffers one Shock critical of severity determined by the
amount of failure: 1-10="A", 11-20 = ‘B", 21-30 = *C". 31.40 ‘D 41+ =
‘E’. The field does not impede magic and is gas permeable, though winds
of velocities greater than 10 mph do not pass through the field (nor does
water). The caster can make the wall invisible. or it can appear as a visible
shimmering area.

11—Force WalllI (FE) As Force Waill,exceptthe wallneeds no physical
support, and can be shaped according to the caster’s wishes as long as the
maximum area is not exceeded,

12—Barrier I1 (FE) As Barrier |, except the radius is now 10,

13—Impediment 11 (F) As Impediment 1, except any physical attacks
delivered to the wall inflict a ‘B* Shock critical.

15—Encasement Field I (FE) As Encasement Field 1. except all spells
crossing must make a RR at the level the field.

17—Force Wall III (FE) As Force Wail 11, except the wall’s maximum
area is now 20'x10'x1",

18—TImpediment II¥ (¥} As Impediment |, except any physical attacks
delivered to the wall inflict a *C Shock eritical.

20—Encasement Field II1 (FE)As Encasement Fietd 11, except the caster
can vary the size of the Encasement Field from as large as a radius equal
to his level to as smali as just containing the target{s} when it is cast,
25—Force Wall1V (FE) As Force Wall 1, except the wall can be curved
or even formed in to a 10’ radius sphere or semi-sphere.
30—Encasement Field IV (FE) As Encasement Field Hi, except the figld
is not gas permeable (those inside are in danger of suffocation). Note: The
impermeability of the field prohibits normal speech across the field. The
caster can also utilize up o twice his level in power points when casting this
spell, so that the PP expended become the attack Jevel of the field,
35—Force Wall V (FE) As Force Wall IV, except the wall will move if the
casterconcentrates on it. The Force wall will not push againstany thing, but
at the same time can’t be pushed against,

40—Encasement Field V (FE) As Encasement Field IV except no spells
can pass through the field in either direction (this does negate pre-existing
spells).

S50—Encasement Field True (FE) As Encasement Field v, EXCEPE caster
can specify that magic can be cast through the field in one direction only
(either inside or outside) .




LIGHT'S CREATIONS (7.9.10)

ARCANE

Area of

Effect Duration Range
1-Dancing Lights I'R sphere | min/lvl 1KY
2-Hypnosis 1 target v 3
3—Pyrotechnics ew/lvl  t md/lv] 100
4—Color Spray I target e 50
5~-Rainbow I mi/lvl 1 min/lvt 1 miflvl
6-Photonic Orb (507 1 target - 3
7-Hologram [ I"cuflvl 1 min/lvl 106
8-Reflective Image 20°R C 20°R
9
10-Photonic Orb {1007 target{s) - 100°
11-Waiting Holegram I"cu/lvl v 1000
12—
13-Reflections 1 self C touch
14-Unlight 5'R/lv] C 5'R/lv]
15-Photonic Orb (3007 targer(s} - 300
16-Programmed Waiting Hologram  1’cu/Ivl \% 10°R/AV]
17-Reflections 1[ targel C touch
18—Photonic Orb (5007} target(s) - 500
19~
20-Project Image image C 300
25-Reflections True target C touch
30-Photonic Wall 107x10°x1" | min/hvi 100
40-Photonic Sphere IR sphere 1 min/lvl self
S0-Photonic Spray I"'x100'x20'R cone - 100

1—Dancing Lights (F) Creates 1 ball of iridescent light per caster's Ivl,
which can be made to ‘dance’ anywhere within the spell's range, These
lights cnnot harm, and give off light equal to that of a torch, Creatures with
poor intelligence (< 40) will become transfixed (RR) it they see the Lights.
2—Hypnosis (F) Hypnotizes one target with a multi-colored display of
lights and hand geswres. (See the skill Hypnosis for basic effects.)
3—Pyrotechnics (E) Creates a multi-colored, exploding spheres of light.
4—Color Spray (E) Caster shoots forth, from the palm of his hand, a
brilliant display of colored light which will blind the target. Target remains
blinded for every 5% failure. A blinded foe operates at -90.

5—Rainbow (E) Creates a rainbow which begins and ends wherever the
caster desires within the ranges of this spell. Ali who see the rainbow must
make a RR or stop and view it until they succeed in subsequent rounds,
Viewers are stll aware of any attack that they would normally perceive.
6—Photonic Orb (50" (F) Caster creates and releases a sparkling ball of
translucent, swirling coler which strikes the target, resulting in one round
of blindness per 5% failure, A blinded foe is at -90.

7—Hologram I (F) Creates a three dimensional image from pure light.
This image can be of anything the caster has seen or can dream up. These
images will seem real unless a KR is made modified by the caster’s BAR
modifier, or until touched. Halogram size is the caster’s level in cubic
meters. Image is stationary.

8-—Reflective Image (F) Creates multiple images of the caster equal 1o
half the caster’s level. These images cannot move and must be identical 1o
each other. Believability is the same as for Hologram [

10=—Photonic Orb (100") (F) As Phatonic Orb (50¢), except two orbs can
be thrown, One target may be attacked per Orb.

11—Waiting Hologram (F) As Holugram I, except hologram comes into
being when a set of specific circumstances, defined by the caster at the time
of preparation, occurs, E.g., an elf walks by, a dragon flies within 25°, etc.
13—Reflections I (FD} Creates a highly reflective field about the target
which confers a bonus of +30 against all light based attacks. There is a
percentage chance equal to twice the level of the caster to reflect the attack
hack to its origin. Only one attack per round can be reflected,

14—Unlight (F) Creates a null field in which no light can exist. The area
is a dull grey; darkness will not btacken it and light will not illuminate it.
No form of enhanced vision will penetrate it. This spell receives a RR vs.
Urterlighror Utterdark as if it were at 50th level, and even the n these effects
will last only [/3 their nornal durations.

I5—TPhaotonic Orb (300') (F) As Phaotonic Orb (T00), except three orbs
can be thrown.

16—Programmed Waiting Hologram (F) As Hoelogram [, except
hologram can perform only the simplest of movements and the most basic
of sounds. Speech can be programmed, but it can only be a number of words
equal to the caster’s [v]. Image cannot move out of the range of this spell,
17—Reflections II (FD) Creates a highly reflective field about the target
which confers a bonus of +50 against all light based attacks and a
percentage chance equal to twice the level of the caster to retlect the attack
back upon its creator. Two attacks may be reflected per round.
L8—Photonic Orb (500" (F) As Phatonic Orb (100}, except 4 orbs can
be thrown.

20—Project Image (F) Creates anexact image of the caster which canthen
be projected to any location the caster can see and that is withan range of
this spell. The image moves and speaks as the caster does, The caster cannot
be normally heard or seen since these physical aspects of him are being
‘projected’ to the location of the image. The caster may throw spells, from
this tist, through the 1mage which are no greater than half his level. The
appearance of the image itself is under the control of the caster; all attacks
made against it will effect it as the caster desires (i.e. if the caster sees that
a Fire Bolt is being launched at his image, he can make it appear burned).
If the caster loses sight of his image, the spell ceases and he must re-cast
the spell. Believability is the same as for Aologram 1.




eflections True {FD) Creates a highly reflective field about the
target which confers a bonus of +70 against ali light based attacks and a
g tage chance equal to twice the ievel of the caster to reflect the attack

to its origin. Three attacks may be reflected per round.
‘”_Photonlc Wall (F) Caster creates a powerful stationary, scintillating
Ieurtain of light with dimensions of 10°x10°x 1", Targets coming into contact
| with the wall must make a RR versus the following colored-light effects,
‘one RR for each effect, each and every round in which he is in contact with
{ihe watl. Red: Blindness for One md per 5% failure, O_rflngc: One ‘C” Heat
‘Critical per 5% failure. Yellow: One ‘C’ Electrical critical per 5% failure.
‘ g0—Photonic Sphere (F) As Photonic Wall, except it is shaped asa 10/ r
:sphﬂe whichenvelopes the caster. A Photonic Sphere moves withthe caster.
§0—Photonic Spray (F) As Photonic Wall. excepl caster can shoot forth

Ifg conical spray of color from his palm.

SPELL MASTERY (7.9.11)

SRR S S

15—Spell Protection 111 (U) As Spell Protection I, except bonus is +30.
16—Suresign IV (U) As Suresign 1, except bonus is +40.

17—Spell Molding IV (U) As Spelt Molding I, except bonus is +40,
18—Focus IV (U) As Focus I, except bonus is +40.

19—Spell Proficiency IV (U} As Speil Proficiency I, except bonus is -40,
20—Spell Protection IV (U) As Spell Protection I, except bonus is +40,
25—Suresign True (U) As Suresign I, except bonus is +50,

30—Spell Molding True (U} As Spell Molding f, except bonus is +50.
35—Focus True (U) As Focus I, except bonus is +50.

40—Spel Proficiency True (U) As Spel! Proficiency !, except bonus is -
50 and the Caster will not fumble his next spell.

50—Spell Protection True (U) As Spell Protection i, exceptbonus is +50.

MANA CURRENTS (7.9.12)

I ARCANE ARCANE
Area of Area of
Effect Duration Range Effect Duration Range
I 1-Suresign 1 Self 1 md Self I-Arcglow 1 hand 10 min/lv] self
2-Spell Molding 1 Self 1 md Self 2— . ]
3Focus [ Self 1md Self 3-Weld 1 finger C seif
4-5pell Proficiency I Setf 1md Self 4- o ‘
5-Spell Protection [ Self 1 rnd Self 3-Wall Of Lightning Wx10xl 1 md/ivl 100’
6-Suresign II Self I md Self 6—Charge Armor | target L min/lvt 10
T-Spell Molding 11 Self 1 md Self 7- . .
8-Focus [1 Self | md Self 8-Lightning Blade self I mdAvl 1008
9-Spell Proficiency 11 Self 1 md Self - . ‘ .
10-Spell Protection II Self 1 md Self 10-Lightning Ball (20°R} 20R . i00
11-Suresign III Self 1 md Self I I-Greater Lightning Blade self 1 md/lvl 100"
12-8pell Molding 111 Self 1rnd Self 12-Circle of Lightning 10'R 1 md/lvl 100
13-Focus 113 Seif 1 mnd Self 13-Fuse ammor 2md HiLb
14-Speil Proficiency Il Self 1 rnd Self 14—E!ectr'u:' Armor 1 target 1 min/lv] 10
15-Spell Protection 1 Self I md Self 15-Lightning Ball (40'R) 40°R - 100"
l 16-Suresign IV Self t rnd Self 16—Chain Lighming A4 5 100
17-Spell Molding 1V Self 1rmd Self 17-Lightring Elemenial vV C 50
18-Focus IV Self | md Self 18-Immolation self 1 min/lvl self
19-Spell Proficiency 1V Self [ md Self 19—Deatl} Stroke I target - 1008
I 20-Spell Protection 1V Self 1 md Self 20-Tnfusion I target A% 100°
25-Suresign True Self | md Self 25-Storm Chain 1 target - 200"
30-Spell Molding True Self | md Self 30-Raze 50°x50'x50° 1 rndfivl 100
I 35-Focus True Self 1 md Self 50-Lightning Deluge % v 10°71v]
[S=ahitElls
40-Spell Proﬁcu?ncy True Self 1 rnd Self I—Arcglow (FE) Causes a glowing ball of clectricity, which gives off a
30-Spell Protection True Self I md Self lightequal to a large torch, to appear in the caster’s hand. The caster's hand
. ] ] ] must be empty. With any strike that the caster mukes with this hand, there
1~Sures:gnl (U) After casting this spell, the caster adds +10 to his next will be a 50% chance of delivering an *A’ severity Electrical critical,

Circle Lore, Runes, Symbol Lore, or Warding Lore skill roll.
2—Spell Molding I (U} After casting this spell., the caster adds +10 to his
fext Spell Mastery or Targeting Skill roll.

3—Focus | (U) After casting this spell. the caster adds +10 to his next
Aftunement or Magic Ritual skill rol).

4—Spell Proficiency (U) Thespell cast afterthis one is -1010 Extraordinary
Pelt Failure and the caster only fumbles it on a 01,

>—Speil Protection I (U) Caster’s next Resistance Roll has a +10 bonus,

6—Snresign 11 (Uy As Suresign {, except bonus is +20,

"—~Spell Molding 11 (U) As Spel! Malding I, except bonus is +20.

8—Focus I (U} As Focus I, except bonus is +20,

%—Spen Proficiency IT (U) As Spell Proficiency I, except bonus is -20.

10—Speil Protection 11 (U) As Spelt Protection I, except bonus is +20,

'll‘-Suresign I (U} As Suresign I, except bonus is +30.

E2—Spel) Molding E1I (U) As Spell Molding 1, except bonus is +30.

13~Focus I (U) As Focus 1, except bonus is +30.

: 4‘~Spell Proficiency 11X (U) As Spell Proficiency 1, except bonus is -30.

3—Weld (F) The caster is able to weld ferrous metals together by racing
the path, with his index finger, along which the rwo metals are to be joined.
Great for golem constructions,

5—Wallof Lightning (E} Creates 2 10'x 10" x 1' wall of arcing current that
delivers an “A” Electrical eritical to targets that come into contact with it.
6—Charge Armor (D) As Light Armor on the Open Essence list Elemental
Shields. Note: This spell does not protect against fight atiacks.
8—Lightning Blade (E) Causcs a broadsword-shaped blade 1o spring
forth from the caster’s empty hand. The caster may make melee attacks
with it using his Directed Spell skill bonus (with an additional +20), doing
damagc on the Ligktning Belt chart. Normally, this "blade” may not parry
ot be parried. The caster may throw the blade at any time {even on the round
of casting). The thrown blade is treated as a normal Lightring Bolr. Caster
may not party with this blade,

[0 — Lightning Ball (20'R) (E) As Fire Ball (Cf., Fire Law, Spell Law

Section 13.3), except a ball of electricity is fired, effecting a 20" radius.
The Lightning Ball Attack Table 10.1 is used to resolve the artack.




11—Greater Lightning Blade (E} As Lighining Biade. except that the
“blade™ 15 two-handed sword shaped, 11 requires both hands to be empty 1o
use, it delivers double concussion hits. and its additional bonus is +33
12—Circle of Lightning (E) As Wall of Lightaing, except that the wall is
acircle with a 1 radius. The caster may increase the severity of the critical
by one for cuch additional 12 PP he spends for the spell (A=12, B=24d,
C=36, etc.).

13—Fuse (F) Caster fuses together any metal armor which fails o RE.
Target within the arrnor will receive a "B’ Fleat Critical the first round and
an ‘A’ critical the next. Note: Turyer will probably be mcapable of
mavement unill armenr iy removed,

14—Electric Armor (I}) Protects target againstali electrical based atlacks
by conferring a +20 bonus. Note: This spell does nat protect against light
hased attacks.

15——Lightning Ball (40°R) (E) As Lightning Ball, excepl that area of
effectis 40'R.

16—Chain Lightning (FE) Caster creates a bobt of lightining which jumps
from target 10 target until the number of targets attacked cquals the caster’s
level/5. Caster’s Directed Spell Bonus apphies only to the first target. Each
target must be within [0’ feet of each other to be atfected, otherwise the
bolt will simply dissipate. A target may be attacked more than once by the
same bolt. A bolt may arc to an object such as a column of stone, a statue,
a door, a wall, a floor, or even the ground, and proceed from there. Each
target makes a RR with no modifiers. If the target is successful, he is not
attacked during that jump. If unsuccessful, apply clemental defenses
normally. Targets wearing AT 20-17 are penalized by -25 to their RR, AT
16-13=-20, AT 12-9=15, AT 8-5=-10, and AT 4-1 = -5. Nete: If the boit
fails a resistance roll vs. uself while arcing 1o an inanimate object, it has
grounded out and presenis no further threat.

17-—=Lightning Elemental (F) Caster creates a Light Elemental (Weak)
which will do his bidding for as long as he concentrates.
18—Immolation (E) Caster’s hody is covered with arcs of lightning. He
is immune to all forms of electricity. Anyone within 5' suffers an “A’
Electrical critical (no RR). Anyone in physical contact suffers a ‘C’
Electrical critical. Physical attacks from the caster that deliver acritical also
deliver an ‘A" Electrical critical. All items on the caster’s person are
immune to electricity for the duration of this spell, but any material he
touches must make an RR or be ignited.

19—Death Stroke (E) As Lightning Bolt except that any critical deiivered
is automatically an ‘E” critical,

20—Infusion (FE) Target suffers an ‘E’ Electrical critical each round for
1 md/10% failure.

15—S8torm Chain (E} As Chain Lightning, except that one additional
chain is released for every 10 levels of the caster.

30—Raze (E) Balls of lightning rain down from above, affecting an area
50°%x50"x30Q" and delivering ‘A’ Electrical criticals.

50—Lightning Deluge (E) As Raze above, except criticals given are ‘B’
criticals, and caster may increase the area of effect by 50°x50°x50" every
three rounds by concentrating (he must be within 107/1vl of each newly
affected area as it 1s razed)) The areas must be connected and each
iindividual arca will be active one round/level (i.e., the earliest areas will
cxtinguish first). The Defuge crosses all obstacles unless « magical barrier
is encountered which requires a RR. The caster may discontinue the
buming in an individual area by concentrating for one round or he may
cancei the whole spell normally.

SUBDUAL WAYS (7.9.13)

ARCANE

Area of

Effeet Puration Runge
1-Swmn | I target 1 rd HKY :
2-Sleep VI Y = HKY i
3-
4—Stun I | target 3 ds L0
S5-Fear I turget v 1O

6-Stun Bolt (100} 1 tarpet - 100

T-Word of Pain (50%) * | target - 100°
B--Stunblade self 1 md/lvl self
9-Lord Sleep AY - 100°

10—Stun VI 6 rmds 100

11—Stun Balt 10°R - 100° ’r
|2-Word of Pain (70%) * 1 targel 100 ;
13—Greater Stunblade self

14-Stun Bolt (300) 1 target
15-Stun Ball

16-Word of Sleep *

I target

I md/Iv] self :
- 300 i

17-

18-Ward of Pain (90%) * 1 larget - HOO
19-Stun Ball 40°R - Lo’
20-Stun Bolt (500" 1 target - 500
25-Unconsciousness I target v 100

30-Mass Word * v - 10¢ ;
50-Subdual Mastery self

| mdftvl self

1—Stun I (F) Target is stunned 1 round. ‘
2—Sleep V1 (F) Causes target(s) to fall into a natural sleep: the total
number of targets that can be affected 15 6 (e.g., 6 of level 1, 1 of level Yand
loflevel 5, 2 of tevel 3, etc.). All target(s) must be in caster’s tield of vision,
Caster should assign target priority (i.e., which is the 15t potential targel,
the 2nd, etc.},
4—-8tun III {F) Target is stunned 3 rounds.

5—Fear (M) Targer fears caster and attempts to flee for | minute/10% !
failure. ;
6—Stun Bolt (1007) (E) A bolt of pure elemental force is shot from caster's E
patm. Attack is resolved on the Shock Belt table, except all criticals are *
ignored and instead of concussion hits, the attack inflicts rounds of stun
equal to the hits normally delivered {a “4A™ result detivers four rounds of
stun and no critical),
T—Word of Pain (50%) (F*) Target takes 50% of remaining concussion
hits upon tailure.
8—Stunblade (E) Causcs a broadsword-shaped blade of energy to spring
forth from the caster’s empty hand, The caster may make melee attacks
with it using his directed spell bonus (with an additional +20}, The attack -

is resolved on the Dagger table, except all criticals delivered are Shock
criticals, and instead of concussion hits, the Srunblade delivers rounds of l

20°R - 1y :
1 target - 100

stun (as Stun Bolr). Normally, this blade cannot parry or be parried. The .
caster may throw the blade at any time; the thrown blade is treated like a
normat Stun Bolt. ]
9—Lord Sleep (F) As Sleep Vi, except up to 20 levels may be affected,
10—Stun VI (F) Target is stunned 6 rounds. I
11—Stun Ball (E) As Stun Bolt, except the attack forms a 10’ radius ball
(also resolved on the Shock Bols table). Note: No “center of effect” bonus

iy granted to the attack,

12—Word of Pain (70%) (F*) Target takes 70% of remaining concussion I
hits upon failure.

13—Greater Stunblade (E) As Stunblade, except the blade is two-handed
sword shaped, requires both hands emply to use, attacks on the Short Sword
table, and its additional bonus is +35. The same directed spell bonus is used

for both this spell and Stnbiade.



14—Stun Bolt (300°) (E) As Stun Bolr, except range is 300"

t5—Stun Ball (E) As Srun Ball, except the area of effect is a 20 radius,
16—Word of Sleep (F*) As Word of Pain, excepl target must RR or fall
into a natural sleep.

18—Word of Pain (90%) (F*) Target takes 90% of remaining concussion
hits upon failare,

19—>Stun Ball (40°R)(E} As Stun Ball, butthe area of effect is a 40 radius,
20—Stun Boit (500°) (E) As Smun Bolr, except range is 500",
25—Uncensciousness (F) Targer is unconscious and unwakeable for 1
mmute/5% failure.

30—Mass Word (F*) As Word of Pain, except any word can be used and
will affect a number of levels equal to the caster,

S0—Subdual Mastery (UF} Caster may use one lower level spell on this
list for one round/levet.

SPELL SHAPING (7.9.14)
ARCANE

Note: The spelfs on this list are not attacks in themsetves, but are intended
to enhance the effects of the caster's existing efemental spells. Only
elements the coster may urilize from another list may he used. These spefly
are instantuneous and are cast simultanecusly with the appropriate
elemental speil they modify. GMs using this list may wish io require that it
be learned separately for each specific element. Thix list could be treated
as a Magiciun Base List (GM’ s discretion). GMs mav wish to require a
successful spell mastery roll to wtilize these spells. Also, GMs may require
this list iy be learned separately for each element with which the caster
wishes 1o urilize it.

Area of
Effect Duration Range

I-

o

I

4

5-Bolt Curving * 1 attack self
&

7-Ball Shaping * v | attack self
8

9-Hollow Ball * \Y | attack self
10—

11-

12-Fork Bol * - 1 atack self
13-

14-Returning Bolt # B I attack self
15-Crossfire * L target 1 attack/Skvl setf
16-Reverse Spells * = - self
17-Cone * v 1 artack self
18—Chainbolt * - I attack self
19-Bolt Channels * 1 1arget 1 md/51vl self
20-Volley * self I md/vI(C) seif
25-Death Rolt * I target 1 attack self
30-Death Ball * v 1 attack self
50-Spellfire * self | md/vi self

5—Bolt Curving (U*) The caster may alter the course of his next bolt
Attack by cueving the bolt up to 107 /level, The caster must be able to see the
target to gain the benefit of his directed spell bonus.

7—Rall Shaping (L*) The caster may alter the general shape of his next
ball artack (the ball may be flattened on one or both sides, shrunk to a
Smaller radius, etc.). Note: Spell radius cannot be increased bevond
Rormal with this spell.

9—Hollow Ball {U*) The caster may alter the shape of his next ball amack
tohave a *hole’ in the middle large enough that a target the spell is centill d
on suffers no damage. No ‘center of effect” bonus applies to other tarfills.
}2—Fork Boit (U*) The caster may “fork’ his next bolt attack to strike two
differenttargets. The targets must be within $0° of each other in relatiop (o
the caster, and the caster’s directed spell bonus must be split as the c M-
desires between the two targers,

14—Returning Bolt (U*) If the caster’s next bolt attack misses its target
while this spell is in effect, the bolt will reverse its course and strikegrs
target frombehind, gaining any applicable surprise and rearattack bon
Directed spell bonuses do not apply to this rear attack.

15—Crossfire (U*) The caster's next bolt attack will continue onward and
reverse its direction, striking the target multiple times until the numbe'lf

strikes equals the caster’s level/5 {the balt travels in a ‘cloverleaf” pategillh,
with the target at the center). Each attack gains any applicable surprise [l
rear/flank attack bonuses, and ali criticals delivered are rolled separately
for each bolt. Directed spell bonuses only apply 1o the first atrack.

16—Reverse Spells (F*) Caster may redirect an elemental attack dire il
athim back uponits caster if the artacking spel fails aRR. Ifthe attack s}l
is returned, it attacks its caster with a +0 modification.

17-—Cone (U*) The caster’s next ball attack will form the shape of a cogm,
starting at the caster's outstretched hand and traveling outward lheIl
nomal range of the ball. The area of the terminus of the cone is equal 1ol
normal diameter of the ball. No “center of effect’ bonus applies.

I8—Chainbolt (U*) The caster’s next balt attack will bounce fromt :
Lo target unnt the number of targets attacked equals the caster's lcvzgl.
Each target must be within 100" feet of each other to be affected, otherw#l
the bolt will simply dissipate. A target may be attacked more than once hy
the same bolt. A bolt may bounce to an object such as a cotumn of sto

a statue, adoor, a wall, a floor, oreven the ground, and proceed from [hi
Each target makes a RR with no modifiers. If the target is successful, b
notattacked during that jump. Directed spell bonuses apply only 1othe first
target. Note: If the bolt fails a resistance rofi vs. dself while arcing to
inanimate object. it dissipates and will present no further threar. ]
19—Bolt Channels (U*) The caster’snextboltattack will form acontinuci
stream. Separate attack rolls are made for the stream each round. The caster
canmove the channetup to 90°/md. Only one atiack perround may be m

by the channel, but the caster’s normal initiative number is increascd]
50%, due o the spell already being in effect (2nd and successive roun®
only).

20—Volley (F*) The castermay ‘catch’ the next directed spell attack ma
against him (if it fails a RR vs. this spell). The spell may be returned byt
caster during his next attack phase with whatever directed spell bonuses M8
has with the ‘caught’ spell. The spell so returned does the damage it
normally would (if the original caster of the directed spell cast it so thay
wolld do multiples of damage, it still does when returned). If the attas
spell makes its RR, the spell attack is resolved normally.

25—DPeath Bolt (U*) Any criticals delivered by the caster’s next bolt
aetack are automatically ‘E’ ¢riticals, but the bolt can not be cast to inflj
multiples of damage by increasing the PP expended. I
30—Death Ball (U*) Any criticals delivered by the caster’s next bai
attack are automaticaliy ‘E’ criticals, but the ball can not be cast to inflict
multiples of damage by increasing the PP expended.

$0—Spelifire (U*) The caster becomes immune to his chosen element a
can cast one of the lower level spells on this list each round for the duration
of this spell.




EPHEMERALENHANCEMENT
(7.9.15)

ARCANE

Area of

Effect Duration Range
1-Strength * ! rarget - 100
2-Weakness * 1 target - 100°
3-Restore I ] target P touch
4-Amplify I 1 target 1 md/ivl touch
5-Ephemeral I | target 1 md/lvl touch
6-Transfer [ 1 target 1 min/ivl touch
7-Restore II 1 target P touch
8-Amplify II 1 target 1 rnd/iv] touch
9-Ephemeral 1I 1 target 1 md/Ivi touch
10-Transfer 1T 1 target 1 minflvl touch
11-Restore True i target P touch
12-Amplify III 1 target 1 mdsivl touch
13-Ephemeral I | target 1 rdflvl touch
14-Transfer II1 1 target 1 min/lv} touch
15-Neutralize 1 target 1 min/lvl touch
16—
17—
18-
19—
20-Restore Potential 1 target P touch
25-Amplify True I target 1 md/ivl touch
30-Increase Potential 1 target P touch
50-Reorganize 1 target F touch

1--Strength (I*) Caster concentrates and immediately becomes aware of
target's highest statistic.

2—Waeakness (I*} Caster concentrates and immediately becomes aware
of targel’s lowest statistic.

3—Restare I (F) Restores any single statistic (temporary or potential) of
target by one point per three levels of caster up to its normal level that has
been raised or lowered due toattacks such as poison, magic, or disease. This
spetl will have no affect upon natural losses due to age, etc. A statistic can
only be restored once afier each loss. A statistic may not be restored after
one day per level of the caster (e.g., a third leve] caster can only restore stat
losses within three days after the damage occurred).

4—Amplify I (F) Increases any single statistic of target by one point per
four levels of the caster up to the statistic potential.

5—Ephemeral I (F) Temporarily increases the temporary value of any
statistic up to 1 point per five levels of caster. Statistics can be increased
above their potential by one point per 10 levels of the caster. Target gains
all benefits associated with higher siatistics.

6—Transfer I (F) Caster may transfer a portion, up to half. of one of his
statistics at one point per two levels, in order to increase one of the target’s,
Statistic(s) must be the same (Em 0 Em). The caster must physically
retrieve the transferred points by recasting this spell before the spell expires
or lose them and suffer a -5%/point penalty to all actions for 1 day per point
transferred. Tf the target should die, or the target should have his statistics
destroyed, the caster permanently loses the transferred statistic(s). Stats
can be increased above their potentials, and target gains all benefis
associated with higher statistics. Note: {f a target’s statistic will become
greater than 100 due 1o this spell, then, al that point, the caster may onix
increase that statistic of the targer by one point per four levels.
7—Restore H (F) As Restore [, except the increase is 2 points per three
levels of the caster and two statistics may be restored simultaneously.
8—Amplify I (F) As Amplify I, except two points per four levels may be
increased.

9—Ephemeral I (F) As Epkemeral I, except two points per five levels
may be affected.

10-—Transfer 11 (F) As Transfer I, exceptiwo statistics may be transferred
simultaneously.

11—Restore True (F) As Restore I, except the increase is 1 point per level
of the caster and three statistics may be restored simultaneously.
12—Amplify IIE (F) As Amplify [, except three points per four levels may
be increased.

13—FEphemeral TH (F) As Ephemeral I, except three points per five levels
may be affected.

14—Transfer IH1 (F) As Transfer [, except three statistics may be
ransterred simulianeously.

15—Neutralize (F) Caster can completely neutralize the statistic bonus ol
any one statistic.

20—Restore Potential (F) As Restore [, except statistic potentials can bel

restored.
25—Amplify True (F) As Ampiify /. except one point per level may be
affected.

30—Increase Potential (F) Permanently increases onc statistic’s polemiﬂl
by one point per five levels of the caster. Caster can only increasc
particular potential one time; cumulative castings 10 increase a potential
muttiple levels have a 20% chance per attempt of reducing the temporary,
and permanent values to 1.

50—Reorganize (F) Caster cancompletely rearrange the statistical makeug!
of target (this does not include altering statistical values, nor separating
potentials or bonuses from their temporary counterparts).



8.0 CREATURES

r Base Max Pace/ Speed Size/ AT #  Trea- Bonus Outlook
Type Lvl Rate MN Bonus MS/AQ Crit Hits (PB) Attacks Enec. sure EP (IQ)
ham ) i
q Truk 4C | 80 Dash/15 FA/FA LT 150H 19(10)  60Melee/60Missile * = C Varies(AV)
Literian 5D | 70 F5pt/10 MF/ME M/~ 90D 2(15) 40 Melee/40Missile ] * Varnies(EX)
(haos Demons
Type | 3B | 90 Dash/10 FA/VF M/ 63D 3200 45MCH40MBi/Special 1-16 - B Berserk(MD)
l Type 1 3D | 100 Dash/15 VF/VF MAL  90E 3(35)*  60MCISSMBY 14 - D Berserk{MD)
30We/Special
I Typelll  8F | 110 Dash/20 - VE/VF . M/LA 120F 3(40)*  80MCi(2x)/75MBJ/ 1 - F Berserk(HI)
ST NP 65We/Special
Type IV 13G | 110 Dash/20 VEBE™ | M/MALA 175G 4(50y*  100MCI(2x)/100MBi/ 1 - H Cruel(HI)
REEREE IR 120We(2D)/Special
Type V. 18G | 120 Dash/25 VF/BF M/SL 200G 4(6(* 150LBa/140We(3D)/ i - 1 Cruel(HI)
Special
Type VI 25G 120 Dash/30 BF/BF M/SL 250G 470y . 160We(3DX2x)/ 1 - J Cruel(HI)
Spells/Special
Drose 4D | &0 Spt/0 MD/MD M/- 65C 1010y 35Melee/35Missile & * B Varies(EX)
Many-Eyed 10
q Bish 20H | 50 Run/10 MD/MF 1. L/LA#300H 12(30)  75LBafdisraption)/Spells 1 * H Domin(EX)
Urloc K
Wizard 7G| 65 Spy/10 MF/MF M/IE 130G 3(20) 50Melee/40Missile/Spells e * F Cruel(EX)
l Warrior 5F | 80 Dash/15 FANF M/AL 140G 3(50) T0Melee(1-4x)/ ¥ ® E Cruel(HB
) ' S0Missite/Spells
I * — Special, ~

ARAM

Perhaps the reason the Aram are known as the Separated is
ecause at some point in their history, the Aram race split into two
nain groups. The first, the Litorian Aram, settled in cities. The

other, the Iruk, remained in the tradition of their ancestors and were
womads. The Litorians, as a rule, are smaller in stature and are more
nagically adept. The Iruk are larger and are well suited toanomad™s
rough life. Or perhaps they are known as the Separated because they
l-ire tolally alien to the world upon which they live. They are created

y an entirely different force than that which set in motion the rest
Wi creation. Whether this is a different set of gods, a different
creator, ¢tc., 1§ up to the GM and his world system,

ruk: hrmwmk-NV+ CDHI-4, 7°-8"; no suggested limits an
wrofession; average lifespan is 80 years.
The nomadic Iruk stand about 6' tall on the average. Their skin is
lcathcry and is green in color. Most use a substance on their skin to
prevent any hair growth. If an Iruk has hair, 1t 1s dark in color,
concentrated on the head, but covering lightly most of the body.
ormally living in warm climes, the Iruk wear very little clothing.

Jsually leather breeches or the like are sufficient, Their armorisa

sort of piecemeal plate suit (counting as AT 15-19 depending on the
eaviness and coverage of the plates). Often [ruk paint marks upon
heir faces and bodies, These always have ritual, cultural or personal
significance, not merely decoration. Iruk Aram have a strange
<ymbol system. Not surprisingly, they do not take anything from
ll;ture (i’s still, in basic form, alien to them) to use as symbols,
K heir art and decoration is abstract (to use a human term) and makes
sense only to them. These symbols and such represent concepts
luch as life, battle, purity, disease, etc.

They live in tribal communities called Dal-ats. The organization
of a Dal-atis very loose. Many lruk or Iruk families actually live and
travel by themselves. Iruk are very independent and many enjoy
solitude. Each Dal-at has three leaders: a Kinir (social leader), an
Erir {travel leader), and an Uogir (battle leader). There is no
dominant sex, and since there is no concept of marriage (although
twomales and two females will sometimes dwell together for a time
1o raise offspring and this is called a family) they do not trace
lincage at all. Family ties are not strong, though they do exist, as
well as emotional ties to the Dal-at.

Aram use a variety of weapons. Itis they who developed the atlatl
for throwing javelins (which they barb), They frequently use a
variety of pole arms which are strange in appearance 1o humans. An
Aramish sword 1s a longsword. shortsword or two-handed sword
with a blade which curves, hooks, and barbs in strange ways (they
are all different}. In the hands of an Aram, it will first do a slash
critical, and then an automatic puncture, Such an attack requires
150% of the time that ahuman style combat swing takes. It also adds
10 to the wielder's parry because of the barbs, but it is 10% easier
for an opponent to parry the blade as well. They also use klakar
{punch daggers), huge throwing stars, spiked shields and armor
pieces(including helms}, double-headed axes and polearms, barbed
whips and man-catchers. Note that this weapons list is applicable to
both types of Aram.




The only permanent structures Iruk make (they usually live in
tents) are secret storehouses, which can be found by an Erir when
needed, and temples. Priests sometimes will travel with a Dal-at,
while others stay and keep up these large, sophisticated, yet often
well-hidden structures.

Each temple will have golden plates upon which are the holy
scriptures of their strange gods. There are twenty such plates. Their
numeric system 15 based on two (they always put things in pairs}.
Priests are well respected in the society.

They are hunters and gatherers. They keep no animals, and raise
nocrops. In general, they are a showy, flamboyant people, who are
not wel! understood by any other race. They are proud, confident,
and superstitious. They regard all other life as alien (Tu-gim}.

Litorian: hrwmk-N+-5;5'6"-6'2"; suggested professional
limitations: no non-spelicasiers, average lifespan: 200 years.

The Litorian Aram are smuiler in stature than their Iruk cousins,
being about the same size as humans. Their skin is grey, and they
have dark hair growing on their heads, although many shave their
heads.

Litorian dress is always flamboyant and quite complex, usually
including long robes or capes. The colors are almost always dark
greens or blues, greys, or blacks. Armor and weapons are like that
of the Iruk. Also, similar 1o the Iruk, they often have marks and
symbois on their skin, but these are usually a badge of autharity or
are for some magicat purpose. Litorians live in large, complex, and
fantastic cities. Many Iruk have given up their nomadic existence
to dwell in these cities (although you will never find a Litorian
living among the Iruk). Also to be found in and around these cities
are the Begarian creatures—animals and monsters created by
Litorian sorcery. These cities arc independent and self-ruling. They
are not necessarily friendly towards each other at all,

Litorians have even less of a family concept than Iruk. Their
allegiance to their specific city government comes from a social
contract-like civic structure, They all see the benefits of city life and
civilization and look down on the nomadic Iruk. Litorians are
usually typified as cold and self-centered, More often than not,
Litorians are evil. Many enjoy artificial stimulants {ones which
onlty affect Aram). Their innate magical tendencies are well known,
A Litorian whose characteristics are so low that he has no spell
powerusuatly becomes an outcast or pariah. Their rulers are always
powerful spell casters. Magic and knowledge can be used practically
as currency among them. They arc not irreligious, but it is not
important tothem. Their holy books and numeric system is the same
as that of the Iruk.

CHAOSDEMONS

Far beyond the realms of physical reality, and even beyond the
Yoid itself, there exists the Plane of Consummate Chaos. Within
this fevel of reality is the indescribuble substance of Entropy itself.
Swirling energies and random islands of varying types of matter fill
the planc, where physies has no laws, und the ultimate contradictions
of Creation are born.

One rule that holds with every corner of Reality is truc here as
well: given enough time, sentient beings evolve from whatever
primal energies exist and take whatever fonm is possible. Mannish
creatures evolved on the physical plane, elemental spirits take form
on their respective planes, and even foul demons gained
conscicusness in the Pales. In the Plane of Chaos, a number of
beings have formed which embody the concepts of randomness and
disorder. These Chaos Demons are different from other demons
known to men, and have no allegiance with them.
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On their home plane. the Chaes Demons are as formless and
B dom as the chaotic energies that abound there. When they come
(o a malerial plane. however. they take a grey. hairless. humanaid
rm. sometimes with long. razor-sharp claws and tooth-filled
aws, Their yellow cyes are three-fuceted. bulging from their

aulbous heads.

There are six types of Chaos Demons. cach more powerful than
¢ one before it although it is almost impossible to tell the
i ence between the differing types by uppeuarance alone. Due o
heirchaotic nature, allthatis orderly (like matieryin close proximity
ih them are disrupted. There 1s a 10% chance per demon (ype each
Lund that something random and unlikely (total GM discretion)
will happen within 1) of the being. These random occurrences are
s always in the favor of the demon, and are sometimes so slight
1 go unnoticed. In the past, random objccts have appeared or
Jisappeared, gates have opened. objects or people have changed
_hape, color, composition, etc.

Chuos demons are the beings that are bound via their special
Lelts to o Chaotic Lord s skin us Chaotic Armor. They can also be
1£:rmed into weapons. shields and other items (see Treasures
Jow . Note that if the GM wishes, the Eraditor of C & T4/ can be
ed as a chaos demon, due to its berserk and destructive nature.

¢ haos Demons Type 1-XV: (-)-(-)-9; presence inflices A’
coraption criticals in a 10" radins, Touch inflicts "C7 disruption
wweals: 0 tall.

Minor (Types I-1V) chaos demons attack with their long claws
dteeth. although sometimes they are encountered with a weapon
| some type. They do not seem to have a preference for any
particular sorts of weapons, as they have been encounlered with any
pe. Speed and strength are their forte, and they lust atter battle,
iHing and destruction. These demons. though notunintelligent, act
% a random, chaotic, and berserk manner. The only thing a Chaos
Demon will not attack (including inanimate objects if no foes are
vupdd 1) s another of his ilk.

v haos Demon Type Vi(-)--)-9: presence inflicis '8
Diruprion criticals ina 107 radins, Toucl inflices 1) disruption
ieals, 6 tall.

Tyvpe ¥ Chaos Demons are sometimes catled lintithath, and
sswallyv act in a less berserk manner than their lesser fellows, They
il accamplish the ends of chaos and destruction, but in a cold and
teulating manner. Their great strength atlows them to strike
vHectively with their rock-hard fists, orto use weapons with power

id skill. They are fearsome in hattle, and will normally only enter
1o a melee in which the odds are clearly in their favor. They are
-reat manipulators of events and circumstance, and relish traps and
Uichs which pul their opponents at a great disadvantage,

Chaos Demon Type VI: ¢-5-(-)-9; preseace inflicts *C
Disvaption criticals ina 10 radius: Touch inflicts 'E' disruption
crivicals: knows Chaetic Lord Base lists 1o level: 4 PPilevel; 6
rall.

Vilhgir are Type VI Chaos Demons. Like the Entirhath, they are
caleulating and cunning. The most fearsome ability of these demons
is that the can cast all of the Chaotic Lord Base lists, including
Chaos Armor. so that they can bind lesser chaos demons to them.,
giving them additional powers. They always successfully bind the
demon armor 1o themselves, and it causes them no damage. With
these spelts they can also summon forth chaotic energies (the Chaos
Mastery list). causing great destruction and woe to the material
world and its inhabitants. These beings are greatly feared.
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| OTHER CREATURES

Drose: (-}-N+-8; 5.5 10", no suggested professional
mitations; do not need sleep; average Iifespan: 100 vears.

Drose are a strange race that is rarely found as a group since the
coming of man. Not lustful of power or wealth, they have found a
ace in existing society; that of advisors and scholars of powerful
mans. Drose are incredibly intelligent. Their minds can process
information much faster than ¢ven the brightest human ever could.
dvanced mathematics, physics, chemistry and history can all be
ocessed practically at once if need be to draw proper conclusions
1o the present situation. To use a modern term, Drose often function
55 “living computers” among mannish society; for those who can
lford their services. Drose do not demand high prices, but for their
ains to work at maximum efficiency they require a diet of very
rare fishes. So while Drose usually only work for food and boarding,
is can be quite expensive. Drose are green skinned and roughly
Ilmanoid, with two arms with three-fingered hands, two legs that
split info two smaller legs at the knee, and squarish heads with
aatbous eyes and tiny eyes. They are hairless and noseless. Drose
l: not require “sleep” as such, but can simply rest different parts of
oeeir brain while using other parts. A unique aspect of the Drose is
that if they ever travel to another world, plane or dimension where
thematics or physics change, their mind almost instantly adapts

d changes so that they are familiar with the new physical laws,

Many-Eyed Bish: (-}-EK-9; 15" across; existence on this plane
ited to its ring-like eves until enough victims are found; use
"ge creature critical iable.

Of all the many other planar creatures catalogued by scholars and
es, the bish is one of the strangest and (thankfuily) rarest. Its
tial existence on this plane is limited to its ten eyes. It can only
extend its eyes into this plane, but it does so in such a way that they
ear as gold rings with eye-like gems set into them. The rings will
Eear within 50 miles of each other. If a person puts on a “ring”,
the bish will be able to see through that person’s eyes and it will
iaitially confer to him one power from the following list: 1-—Stun
llief I once per day, 2—Haste V once per day, 3—Detect
Mvisible twice perday; 4—x2 damage with weapons; 5—=Bladeturn
[ once per day; 6—~Heal 3-30 once per day; 7—Cut Repair [l once
day; 8—Landing three times per day, 9—Percieve Power once
day; 10—Presence at will. Therefore, the wearer of the ring will
believe the ring to be magical and beneficial. In addition, the bish
I mentally implant suggestions in the ring wearers to come
ether (this may take a long time, as the bish is very subtie). When
two ring wearers come within 25" of each other, each receives two
“wers from the list (not necessarily the same powers), This
rames cumulative with the more ring wearers that are within 25’
®:ach other (the bish will not let more than one ring be worn by
one person), with the people gaining more and more powers.

-

When all ten rings are within 25" of each other, the bish is able 1o
create a sort of gate to this dimension. Each ring wearer must make |

an RR (maodified by -5 for each week the ring was worn) or the bish
will use that person’s body matter to create a body for itsetf. Each
person failing the RR will be irrevocably killed, and all the rings
will be gone, in any case. The bish will appear as a mass of fleshy
jelly with 10 eyes. Its touch causes additional disruption (heat if
RMCHI is not used) criticals. It can also use all of the powers that
it can confer to the ring wearers, in addition to the “Mind Control”
and *Mind Attack™ Mentalist base lists. Once on this plane, the bish
will attack and try to dominate all that it encounters. Nothing else
is known about these mysterious creatures.
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ho STAT BONUS MODIFICATIONS RESISTANCE ROLL MOD HEALING AND INJURY
ke Poi- Dis- [Soul Stat Rex Dice  Max,
RACE ST _QU PR IN EM co AG 8D ME RE | Ess Chan Ment  son  ease |Dep. Det. X Lang. Type His
Aram
Iruk +15 -5 -5 0 410 40 45 + 40 +5 14 5 410 420 | 15 0 5x 2 110 250
38 Litorian 545 45 45 40 s 5 40 +5 .5 508 -5 +0 420 | 5 0 Ix 4 I8 120
t Drose -5 0 410 +0 40 S# 5 40 440 0 40 -5 + +0 3 0 Ex 6 I8 100
Urloc
3' Wizard o 0 #5415 a5 p 5 HOH0 410 | a0 s Lyp +30 +i00f 3 3 2 4 1-10 180
. Warrior 5 +I0 45 45 s +H) .5 5410 410 [ 210 0 100 430 100 4 +2 15 3 - 190
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Urloc: (--EKNX#,05-8: 55 "' suggested limits on profession.
na non-spelicasters; no sleep requirements - average lifespan -
immortal,

Ithas recently been discovered that the race known 1o man as the
Urlocs are not an ancient race at ali. The Urlocs arc creatures from
the far future, who have learned magical abilities to come into the
past. Some theorists suy they are here 1o perform some mission to
attempt to change the future, or create anew future (depending on
the theory of time travel accepted). Other scholars believe they have
fled seme doom in the future 1o the relative safety of (he past.
Although the Urlocs would never admitit, a generally aceepted idea
about the nature of these creatures is that they are highly evolved
examples of ores, ogres. trolls or some other race thal was created
through magic here in the present. Some contend that it was time
travelling Urlocs who created the race that they evolved from (o
begin with, thuy creating some sort of impossible time loop, but this
idca of time rravel is nog widely accepted

One thing is certain, however: the Urlocs are here to stay.
Whatever method of time fransportation they used to arrive in the
present, they no longer possess i, They are “time castaways™ {na
sense.

In appearance, they are hideous. Thick, bluish-grey hide covers
their normally fat bodies, Wide. tooth-filled mouths and smalt,
pupil-less eyes are all tha makes up their faces, Normally, they
dress in loose-fitting garments, which are sometimes long and
flowing. Jewelry is common, and necklaces of the teeth of those

they have slain are quite popular among them. They almost never
use weapons.

Each and every Urloe has some magical ability, as they are a
highly evolved ruce. Most commonly, they are Magicians, Fvil
Magicians, Evil Clerics, Magi (though normally withou wielding
weapons), and Mentalists, but there js no spellcasting class that is
beyond them. The GM may wish to usc the Urloes as a way to
introduce new spelleasting professions, spells or spell Lists into his
campaign. it would he Very appropriate tor the Uriocs to have spells
and magics that no one else in the campaign possesses.

R G N O O GE G Ee .

Javelins, They are

Theirs is a society based entirely around magic and spellcasting.
They dwell within fabulous constructions, buiit with the aig of

always wield absolute political power., destroying all whe would
opposc them, They nhormally tend to dwell near the sed, and are wel}
known for their magical and clegant ships. Some Urloc sea craft
have been known to be made from stone, glass, ice. iron, and many
other strange substances, They are also known for their construction
of magical automatons and artificia} beings. Golems, constructs,
viles, shards, and aji manner of such beings are used widely by the

Urlocs as servants and guards. Also. many artifacts are said to be of
Urloc origin.

No real form of Urloc religion exists, but they do seem 10 revere
entropy and abstract concepts like chaos, destruction and death as
humans reiate 1owards deities. Their language is complicated and
foul, sounding even more hideous when spoken with their low,
grinding voices. No Urloe needs to sleep, and they seem to be
immune to aging and many diseases, They reproduce asexually,
andthere are no pre-set social ranks (as humans have based on race,
sex, or family). The most powerful control the Jess powerful. Power
is everything 1o the Urlocs,

The Urloc warriaris probably not a true Urloc at all, but a magical
construction. This isnota proven fact, however. These WarTiOrs are
gencrally thinner than their counterparts, and have four arms with

particular semi-spell casting profession, such ag monk, nightblsde,
paladin (modified), erc. They use a varicty of weapons, which are
often magical in nature (5% chance per level}, bur some favorites
are heavy, barbed whips, fzlchions, battle axes, polearms, and

aiways the subordinates of the spelicasting

members of their society, but they are above in rank any of the
magical constructions. This is not because of their “race”,
because they are always less powerful than the spellcasters, The
spellcasters always make certain of this,




9.0 TREASURES

MODESTITEMS

Bag of Protection: Glass and ceramic items placed in this 5" x [2"
bag will not break, no matter how the bag is handled (perfect for
potions and herbal preparations).

Bedroll of Armoring: Allows its ownerto sleep fully armored with
no penallies whatsocver and bestows AT/S to an unarmored sleeper.
Bell of Warning: A small bronze bell about 4 inches in length and
2 inches in diameter, this magic item must be suspended from a
branch, rafter, porch, etc. The Bell of Warning will sound resonantly
if any invisible, ethereal, or extra-planar being approaches within
50" of it. [t continues to sound until the detected presence leaves the
area. A Routine (+30) Attunement is required to activate it, but once
accomplished, the bell functions for one day,

Blink Arrows: 12 arrows which will Laong Door past friendly or
allied creatures until they strike the intended target. Usable once.
Bubble Lantern: 6" x " tube of steel-capped glass which has small
globules of phosphorescent material floating up and down in oil
within. It adds +30 to the owner’s hypnosis rolls and +30 to the
meditation rofls of all viewing it.

Calligraphy Box of Khufu: This magical writing set contains a
pen, several nibs, a sable brush, two blocks of ink (red and black),
and an ink stone. The utensils are housed in a lacquered box
measuring 3"x3"x10". Characters receive a +20 bonus to Drawing,
Drafting, Falsification, and Calligraphy when using the set.
Charm of Protection from Disease: Upon this copper wristband
are engraved symbols for health, vitality, and well-being. Those
who wear it always feel healthy and energetic, plus receive an
additional RR vs. diseases.

Charm of Protection from Spirits: This small silver figurine (in
the shape of a bird} protects oné from the subtle attacks of spirits.
When held in the hand, a spirit must make a RR (vs. 10th level) to
initiate a Will Contest against the holder. Additionally, the holder
is granted a bonus of +30 to his Will stat.

Chime of Opening: Brass tube, oncefday/level it will open any one
locked, barred, or stuck chest, door, or book, etc., when struck
against it

Cloth Bed of Nails: Allows the owner to sleep on it in supreme
comfort whatever the terrain. All others find it totally uncomfortable.

Druid’s Wheel (Elucidator): A branch of mallomn or yew, twisted
and coiled into the shape of a five-spoked wheel. This mundane-
seeming ool provides a bonus of +25 to divinations in the hands of
a druid.

Ishmael’s Eye: Aneye-shaped mirror, framed with delicate strands
of platinum. Twice aday, this amulet will reflect any spelts from the
Warlock base list Evil Eye back upon the caster, if the spell fails a
RR vs. the wearer’s level,

Mindset: This beautifully carved chess set has pieces of birch und
rosewood. Its pieces move at the mental command of the players.
Inaddition, after the owner has won his 100th game with the set, his
Re will permanently increase by 1 point.

Mirror of Spirit Seeing: This is an oval mirror approximately one
footindiameter which looks perfectly ordinary. However, any 1ype
of spirit (normally invisible) that passes before the mirror will be
revealed us a shadowy form. The mirror’s power is constuntly in
effect.

Moon Mirror; 2" steeled mirror which will “store” moonlight i.e.,
it must be left outin moonlight). It will then project the stored light
upon command (as Projected Lighr on the Light Mastery list), It
will store a maximum of four hours of light/level.

Net of Spirit Snaring: What appears to be an ordinary fishing ne,
when successfully thrown on a spirit (¢ Hard (-10) to Extremely
Hard (-30) maneuver), freezes the spirit in place and prevents its use
of Will Contests. An affected spirit cannot remove the net by itself.
Potion of Explosion: This red liquid appears 10 be a potion in a vial,
but itis not meant to be imbibed, Ingesting it will necessitate a RR
vs, d0th, failure indicating a messy death. Roughly throwing the
vial against a hard surface causes the liguid 1o explode into flames.
All those within 10 of the point of impact receive a +10 Fireball
attack. If the vial breaks while carried by someone, they and all
within 10 mustundergo the Fire Balf attack, so these viuals are very
dangerous Lo transport.

Potion of Nutrition: A person who drinks this light green potion
can do without food or water for one week.

Potion of Stat Increase: This potion comes in as many colors as
there are statistics. When one consumes this potion, & random stat
(see below) is increased by 3-30 points. The wemporary increase
may exceed the persen’s potential score, but is limited 1o s maximum
of 101. The effects of this potion wear off in 1-10 minutes. Roll
randomly to determine the stat increased. 01-08: Agility; 34-42;
Inwition; 68-75: Reason; 09-16; Appearance; 43-50; Memory; 76-
83: Self-Discipline; 17-24; Constitution; 51-5Y, Presence; 84-91:
Strength; 25-33; Empathy; 60-67; Quickness; 92-100: Will.
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Ring of Eyes: Actually a pair of rings, the wearer of the second ring
can see thru the eye set into the owner’s ring (max time 5 min/Ivl/
day, range | mile/lvl},

ing of Truth: A plain silver band, this ring is the bane of all
dissemblers, for its wearer cannot tell a lie? In addition. the wearer
gets a+100 bonus to his Lie Perception rolls, Although the wearer
cannot veluntarily remove this ring, it is not considered cursed.
Sage’s Hand: This 2" rosewood rod, tipped with silver, was created
for a master archaeologist. It can cast up to 100 points/day in Store
Scene, Record, and Waiting Record spells from the Sage base list
Recreations.
Sealof Closure: This small 1" x 1/2” engraved seal is carved from
jade. The seal bears an incised design on its face depicting a
sleeping dragon. The seal is pressed into molten sealing wax to
secure documents, letters, or scrolls against prying eyes. If anyone
other than the intended recipient breaks the seal, the document will
goup in flames, When using such a seal, the sender must speak the
rare of the person to whom he is sending the parchment, making
an impression in wax at the same time.

Shieldhapd: A large, silver signet ring with the insignia of a fist
engraved on it. This ring will cause any shield to “dance™ to protect
its wearer for up to ten minutes per day. Perfect in combination with
a 2-handed sword.

Silk Gloves of Summoning: Will Long Door any object weighing
ne more than 1 Ib, providing it is within [0’ and the item has
previously been handled with the gloves on.

Temple Chimes: All who hear these pale green porcelain wind

chimes must resist.a 10th Ivl Caim spell,

Transport Paper: These 8" x 10" sheets of the” finest vellum are for
sale for 5gp a sheet in the shops of some ~f the world's finest
alchemists. If a message is inscribed upon a siiwet. it will instantly
Teleporr itself to the hand of the one ro w¥m the message is
addressed. regardless of distance. If the ad«dressee is dead, on
another ptane, or otherwise removed from th» Wworld of the writer,
the paper will not function. Each sheet may b~ Used but once. Any
attempt to inscribe a symbol, rune, or otherwis~ impart spell energy
to the paper will cause the sheet to crumbte v dust.

POTENTITEMS

Amulet of Extra-planar Resistance: +10 RR vs. spells and
abilities from creatures not of this plane.

Animal Linking Amulet: Allows the owner 1 <hoose any creature
within 100" (and under 20% of his body mass: 0 act as his farniliar
until the next sunrise. If the creature is killed. then the wearer is at
-10 for 2-4 hours.

Black Pullet: This infamous tome on the dark ;»+1s contains the spell
lists Dark Law, Darkness, Nether Mastery. 'Jurk Contacts, and
Dark Summons. It is bound in a beautiful. >oft feather (closer
exumination will reveal a navel on the back -over). The book is
neither protected or trapped, but each time it i+ opencd, a demon
(type 1-3) will be released upon this plane for « period of 1-5 days
unless the command word smywi!is spoken befo-< opening, Studying
this book in its entirety (takes 6 months minu« ! day/point of Re)
will grant a permanent +25 bonus with all “ds-rkness™ magics.

~ Blasting Rod: A 2’ long rod of hazelwood, cas+is & +#0 Nether Bolt

100" 3 times a day. The bolts are of slaying Witches. Warlocks,
Conjurers, Demons, and Spirits.

Blitzen Balls: Actuaily large sapphires, the->c 17 spheres will
explode in a 10" radius when thrown, attackin~. on the Cold Ball
table witha+20 1o a +80 bonus, delivering equat 1 Cold and Shrapnel
criticals, Usable once.

Bonding Rings: A pair of rings typically worr by man and wife,
these plain golden rings will alert each of the w-<arers if the other is
in danger. Also, once/day, each of the rings wi'!l allow the wearer
to Teleport safely to the other's location, regar-diess of distance.
Bone Claw: Another Urloc weapon, this is mac- from the forearm
and claw of some slain monster. It is enchante! + 30 as to be able to
be used by a wielder (used somewhat like a war ! siammer), using the
bonus for martial arts, but the table referenced is - ine claw table, with
the maximum result being large. It also inflieis additional Cold
criticals of equal severity,




Chaos Hammer: This 14" ebony wand will cast Chaos Bolis
(resolve as Fire Bolr), 100" range, delivering equal Acid and
Disruption criticals. This wand typically has 30 + 3-30 charges
when found.

Circle Mat: For one Circle list (chosen when mat is gained} caster
need not draw the circle to get full spell effect (he need only unroll
the carpet, which is 5°x 5",

Crystal Bow: This longbow, carved from delicate traceries of rock
crystal, has astring of braided elven hair. When the string is drawn,
an arrow of ice forms in place. Thesc arrows attack on the Jce Bolt
table, doing equal Puncture andCold criticals. The bow will produce
an infinite supply of arrows, as the arrows are condensed from the
air surrounding it. This weapon will not function in humidity less
than 20% ot in heat over 100 degrees,

Dreamglass: This legendary elven device resembles a 4" diameter
lens of clear laen surrounded by a rim of ithildin. Inscribed on the
rim are the Sindarin words Yn Darnwain Wrth Breuddwyd. Staring
into the glass produces a trance-like state for a few moments,
fallowed by 1-3 hours of deep restful sleep. During this sleep, the
user of the glass will have 1-4 dreams about future events which
cencern him. Often the dreams are symbolic (50% chance}, but the
visions are always true, and usually much more powerful—and
more disturbing——than those granted by a Dream spell. Upon
awakening, the dreamer will feel fully rested, but may (GM's
discretion) suffer the effects of an *A” or *B" severity Depression
critical 1f the dreams were more than usually disturbing. Although
adreamglass will function normally in the hands of 2 human, half-
elf, orhigh man, a dwarf, ore, troll, or other such non-elven race wiil
have nothing but nightmares, and take ‘D’ or ‘E’ Depression
criticals. Strangely, a dreamglass will not function at all in the hands
of a Seer.

Forester’s Boots: The wearer of these soft leather boots can cast up
to 20 PP a day from the Ranger base list Moving Ways, and the
wearer will leave no tracks no matter what the ground conditions.
Gannis’ Broadsword: The Noble Warrior’s dreaun, this high-steel
broadsword will accept 1wo spells from the Noble Weapons list
simultaneously.

Gem of .Luck: This ordinary gemstone appears to he without
sEfEiai value and will not radiate a magical aura. When carried by
someone, luck {die rolls) will be altered in their favor by plus or
minus 10 points.

Glass of Translation: This 3"x5" piece of glass will, when set atop
any sort of writing, allow the reader to read the writing in his native
language through the glass.

Gong of Protection: This burnished brass gong resembles those
commonly found in temples, It measures 2” in diameter and has
engraved runes encircling the edge. When suspended from a frame

and sounded loudly, the gong creates an area protecied from all
types of spirits, 100’ in radius. (See RMCI/, page 20-22 fora listing
of spirit types.) Spirits receive a RR vs. the gong level (20th). The
effects of the gong last ten minutes, at which time it may be rung
againtorenew the protection. Spirits within the area of effect when
the gong is sounded must immediately flee if they fail their RR.
Headband of Spell Focusing: This Ithildin headband grants the
wearer a +10 bonus to BAR, +25 to ESF rolls, and +50 to Spell
Mastery,

Helping Hand: This item, which looks like a large open hand. can
be tied to any rope and will grab at things when thrown or hurled
towards them, giving a +25 bonus to grappling hook skill.
Incunabula of Mazarin: This very rare Elven work dates from the
Second Era of Ire. It contains the Arcane spell lists Entity Mastery,
Ethercal Mastery, Metal Lore, and Stone Lore to twelfih level. The
metal-bound book hasa Will of 100 and will prevent any who isnot
an Archmage or Hybrid Speilcaster from touchingitit it wins a Will
Contest. It is protected by a Rune of Disembowelment on the fly-
leaf.

Kregora Ring: The bane of many a magician, this magic-impeding
ring grants a bonus of +50 0 all defenses vs. essence and mentalism-
based magic. If worn by an essence or mentalism spelicaster, he
must make ¢ RR vs. 50th level each round it is worn, or be drained
of all his power puints,

Laplandian Dart: A plain-looking metal dart, this throwing weapon
strikes as a dagger. [f a *C’ critical or better is obtained, the target
must RR vs. 10th level channeling, or any wounds the thrower has
suffered that have not yet been healed will be transferred to the
target, Translerred wounds completely vanish from the thrower,
and all hits, hits/round, and accrued minuses and penalties apply to
the unlucky victim. Each dart is only good for three uses before
losing its powers. From 1-3 darts will be found.

Long Kynac of Assassination: This +20 Long Kynuc grants the
wielder a +10 bonus to Ambush and +20 bonus to Silent Kill.

Putien of Mind Restoration: When quaffed, this blue-green liquid
will cure any form of normal or magical insanity, as well as
restoring any brain damage, including memories. Any Mentalism
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- (even Hybrid) caster who drinks this potion wil] immediately
regain all spent spell points.
Potion of Toughness: This golden potion immediately bestows 5-
50 additional concussion hit points upon the person who drinks it.
" These additional hits may temporarily increase a being’s rotal hits
beyond racial maximums. The effects of this potion last 10-100
rounds,

Raptor’s Needle: This +25 clear iaen rapicr will drain the target's
Co when a critical is achieved. Target must RR vs. 15th vl or lose
I point of temp Co foreach degree of critical severity delivered A
= | peint, ‘B’ = 2 points, etc,).

Red Dragon: This 16" x 20" x 4" tome is bound in red dragonskin,
and bears an embossed drawing of a dragon in gold on the front
cover. It contains much lore and history concerning dragons and
dragons’ magic, as well as the spell lists Mana Fires and Stone Lore,
The mage who studies this book in its entirety (takes 6 months
minus 1 day/point of Re} will gain a permanent +50 to dragon lore
and +25 to al! RRs vs. spells and spell-like abilities utilized by
dragons. The book is protected by three runes of Dearh Blu-e (ar
20th, 40th, and 50th level).

RingofShapeshifting: This plain golden ring allows the use ofthe
Arcane spell [ist Shapechanging Ways to 251h level. First through
fifth level spells require an Easy (+20) Attunement, Light (+10) for
spells from 6th o 10th level, Medium (+0) is needed for | 1th level
o 15th [eve] spells, Hard (-10) for 16thto 20th level, and 25th leve|
fecessitates a Very Hard (-20) Attunement roil.

Sﬁ}'_lctum Regem: This holy book contains the life histories of
Mmany famous saints and heroes of the churches of light and order.
It is printed on sheets of vellum, bound between two fragile,
yellowed ivory covers. It also contains the spell list Guardian’s
ays. Due to the inspiring examples set forth in this book, studying
this book in i1s entirety (takes 6 months minus | day/point of In} wilf
87Nt a permanent +25 bonus to RRs vs. all magics and effects
Which would force the cleric (orother channeling user) to betray his
church or alignment and a +25 bonus vs. all Black Channels.
Sharkskin Armour: May be of any leather tvpe, reduces Slash

Criticals by one severity level and has no maneuver penalties in
Water,

- .

Spirit Belt: A beaded leather belt which acts as a x2 spellmultiplier
for every realm of magic. When worn, a Spirit Belt may hold any
boundSpirit in stasis and under complete control {Very Hard (-20)
Attunement), without further concentration.

Staff of Strength: This oaken staff grants +2010 OB. DB, and RR.

Stasis Box: A product of the Lords of Essence during the First Era
of Ire. these jet black boxes are seemingly solid, albeit unnaturally
light in weight. An Eusy (+20) Attunement is required to open one
of these smooth, obsidian boxes. When a Stasis box is closed.,
anything placed within ceases to age: the box removes its contents
{rom normal Space-Time. When found by PCs, a Stasis Box is
likely 1o contain all sorts of weird things from Kulthea's past, from
explosive devices timed 1o Eo off in a few seconds to the preserved
head of a Lord of Essence! Tt s up to the GM to place within
whatever wacky items he can think of, or nothing at ail, if that seems
more appropriate. Stasis Boxes come in various sizes. with the
following random dimensions: U-10° by 1"-5" by 1°.5",

Stormstaff: This staffisa 1" diameter cylinder of clear laen, seven
feetin length. [1is 2 +25 weapon, and delivers additional electrical
and impact criticals, Twice a day, the wielder can cast a +25
Lightning Bolr with a 200" range. Once a week, the wielder can cast

Storm Call (Open Channeling Weather Ways), at 40th level of
effect.

Sword of Everstriking: This cursed sword is only +3, but always
hits its intended target. [f the sword is swung at an opponent and the
dice roll indicates that a miss will occur, then the wielder loses a
number of concussion hits and exhaustion points equal to half the
difference between the failed rojl and the resalt needed 1o damage
the target—but the sword docs hit! Tn effect, the sword uses the
wiclder's own life energy to guide the attack home, Any character
who uses this sword once in combat will be cursed lo draw the

sword in any future combats, ignoring other weapons in favor of
this one,

Terevel’s Window: These silver rimmed spectacles provide the
wearer with continual Urrerdarksi ght, Seelnvisible, and ], Nusionsight
{Seer base list; True Sight). Continual wearing of these glasses can
produce severe headaches (roil under Co each 5 minutes or apply
a penalty of -5/5 minutes worn ),




MOSTPOTENTITEMS
Animaux Bracelet; From this sierling silver charm bracelet dangle
Charms representing the following animals: Dalphin. Hawk, Woll,
Ocelot, Ferrel. Frog, and Chameleon. Once per week, the wearer
may transform (along with all he wears) into each of the forms
represented [or up to cight hours (s Animal Change True ). gaining
all of the animal’s innale senses, attacks, ete.
Antipalus Maleficiorum: This 1ome, bound in the skin of a
suceubus, contains much lore and information concerning demons
and their ilk. [t contains the Truenames of 1-5 Demons, and many
summoning rituals and precautions. The mage who studies this
book in its entirety {takes 6 months minus 1 day/point of Rej will
gain & permanent +50 1o demon lore and +25 to all RRs vs. spells
andspell-like abilites utilized by Demons. In addition, the possessor
of the book can utilize the Dark Summons list to ten levels above
his own. The book is protected by twa runes of Fatal Inversion.
Battle Totem: Provides complete immunity to fear, Depression
criticals, and stunning during combat.
Book of Answers: Small red hook, traditionally carried in a top
pocket, will act as a general reference book on whatever topic is
desired and gives its owner a permanent Guess (75/25) ability.
Chaotic Items: Chaos demons can be formed inte armor and bound
to the skin of the caster of a Chactic Armor spell. Inmuch the same
way, these demons can be formed into other objects. These objects
are formed by using spell mastery skill when casting Chaotic Armor
spells, and require the same Masiery Spells and the sume bonding
process. Some cxamples are listed below:

+ Chaos Wand — This magical wund detects Chaos in a 1) radius
and adds 10 to any action which the wielder commits which the
GM would consider chaotic, unlikely, or absurd. This isa form of
Chaotic Armaor 1.

s Chaotic Helm — This magical helm confers all of the abilitics of
Chaotic Armor I, and in addition negates all head criticals. This
is a form of Chaotic Armor 1.

* Chaotic Blade — This +10 weapen is constantly shifting and
changing into different types of swords (longsword, broadsword,
short sword, two-handed, scimitar, falchion, ctc.), but the wielder
who is bonded to the weapon uses it with his BEST weapon
bonus. The shift is random and occurs every 1-6 rounds. In
addition, it inflicts PhysicAl alteration criticals of one level below
the normal critical. This is a form of the Chaotic Armor 1.

JLIE &/
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* Chaotie Shicld — This +20 full shield is twisted and spiked. In
combat, it will strike out at u random opponent with a claw-like i
appendage. attacking as a +100 LCL This is a form of Chuotic |
Armen IV, k
Chaotic Amulet — This item provides all of the abilitics of
Chaotic Armeor 11 as well us ullowing the wearer w0 use the
following spells one time per duy: Demenic Gare 11 (Chaos
Demons only). Denon Mastery HE(Chaos Demons only), Chlaos |
Bolt (RMC IV, Minor Improbabdity (RMC IV, and Chaorie
Strike IV (Chuotic Weapons list). Thisis a torm ot Chaotic Armor
V.

+ Chuos Staves — This pair of staves appears 10 be made from
gnarled wood with metal bands. and are about 3’ long. They can
be joined together to make one long staff, or used separately,
depending on the user’s wish. If together, then they give the
possessor all the abilities of Chaorie Armor 1V, and allow the user |
to cast Mujor improbability (RMC IV} once per day, and Minor -
Improbability (RMC IV) six times per day. [f used as two separate
staves, they give the wielder all of the abilities of Chaotic Armeor
V., and can be used as +30 staves which can give two attacks per
round without penalty (even if no two weapon combo skill is had)
using either mace, quarterstaff or other similar combat skill bonus
(1.c., they are so easy to use, they practically wield themselves), i
This is a form of Chaoric Armor VI,

Darselai’s Belt: A relic left by the Lich-queen Darselei, formerly “

of the Lords of Essence, this belt of light golden chain has  single |

black sapphire dangling from its end. When activated, the user is
surrounded by 4 light blue shimmering ficld. The field confers AT

20{40) to the wearer without encumbering. The bonuses of the bell

also apply 1o defenses vs. elemental spell attacks.

Forcewand: This cbony wand is tipped with a small blue-white
diamond. When activated, a 3° long beam of bluish-white force
springs from the tip. The wand is handled like a 2-handed melec
weapon, and attacks on the Space Master Power Sword table (or
use AL 2-handed sword table, x2 hits), delivering Slash andElectrical .
criticals, The wand has a chance to cut armor (resolve attack on AT
if the damage delivered by the attack would be greater) equal to the
wielder’s skill ranks (not bonus) in sword. The Forcewand has 50
+ 1-100 (open-ended) charges. Each charge lasts S + 1-5 minutes.
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Headband of Belfalas: Crafted for the Warrior Mage who stood as
first advisor to the king of the realm, this mithril headband confers
a strength of 10! on the wearer. The wearer also has a 50% chance
to avoid head criticals, and the circlet serves as a +8 spell adder for
the Warrior Mage profession.

Laen Armor: Available as armor types 13-20, laen armor is one of
the Elves’ most highly guarded secrets, White Laen Armor{(Gwynarf)
conveys connnual fee Armor upon the wearer, Red Laen Armor
{Cocharf} provides continual Fire Armor. and Blue Laen Armor
(Glasarf} provides continual Lightning Arstor. Laen armor
encumbers as half its armor type {e.g.. AT20 encumbers as ATLO),
and has an innate +30 bonus. Whether chain or plate. it is certainly
the most beautiful armor ever crafted.

Lemegeton (The Lesser Key of Solomon): This 1" red marble
cube hangs from the end of a chain of sitver keys. Once the portable
library of the Witch Madeleine Bavan, it weighs but three ounces.
butif the word arddangos is spoken,
itexpandsto I onaside,and reveals
a door in one side {opencd by the
three keys which must be inserted in
the right order—otherwise, the
attempt merely yields a point-blank
+70 Lightning Bolr, 3x damage).
The most recent references 1o the
cube say it contains a copy of the
Antipalus Male-ficiorum (above),
all six Astrologer base lists in their
entirety, all Necromancer base lists,
a complete study of the hierarchy
and rulership of the abyss, the spell
lists Shapechanging Ways, Herb
Mast-ery, Invisible Ways, Lofty
Bridge, and Weather Mastery
{including the spells Hellscape,
Hellfrost, Hellgrounds, Hellsky, and
Hell-sea), and a +40 demon-slaying
kynac. In spite of the treasury of
information tp be found inside the Lemegeton, it still has room for
another ten cubic feet of material. Sought after by scholars for
centuries, it is an unmatched trove of information for the
Demonologist or Scholar,

Magesword: This beautiful elven longsword has a blade of mithril
With the Sindarin phrase Hanfod Mae Gwirionedd deeply inlaid in
black agate. In the hands of anyone other than a pure user of the
€ssence it has no bonuses, and the balance of the blade feels off, In
fact, if wielded by any other than a true mage. the sword will shatter
the first blow it strikes. If wielded by a pure essence user, the
Magesword is of slaying vs. users of channeling, delivers x2
concussion hits, inflicts additional Electrical criticals of equal
Severity, and has bonuses equal to the wielder's Em modifier.

Mirrored Amuletof Spell Reflection: This amuletisa 3" diameter
mirrored dise which may be wom inany fashion, Any spell cast at
the wearer must make a RR vs. the wearer's [evel (the caster’s level
is used as the spell’s level). 1f the RR succeeds, the speil works
normally, A failed RR indicates that the spell is reflected back on
the caster.

Nine Lives Charm: Will cast Lifegiving True the round after the
owner is dead (provided that it is on his body) up to nine times.
Spellsteater: This glove is black leather and (s studded with
numerous black stones. One time permonth, it will allow the wearer
to steal™ a spell from atarget s repertoirs and add it to the wearer's,
The target cannot use that spell again unless he re-learns it. The
wearer can then cast the spell as though it were one that he had
studied.

Talekthanaar’s Eye: Actually the
preserved, steel-hard eye of a baby fire
drake, the wearer of this amulet gains
the following powers: See fnvisible (al
will), Alkar (once/day, 30 rnds.).
Perceive Power {atwill), and is immune
toall forms of blinding and eye damage,
physical and magical. In addition. the
wearer can understand all forms of
dragon speech, and can always detect a
dragon in shapechanged or other form.
Yorpal Sword: These blue-black
galvorn swords have bonuses of +5 o
+20, and inflict Slash criticals. The
innate bonuses of the weapons are alse
addedtoany critical strike they detiver.
Whip of Death: An Urloc weapon, it
has three whips, thus making it difficult
to wield {-15 for anyone attempting (o
use it using normal whip skill}. One
whipisbarbed, and inflicts an additional
Slash critical of the same severity. The
second whip is charged with magical
energy, and it drains I strength point
from the victim’s temiporary score if he
fails a RR. The third whip is an encrgy
bolt which inflicts an additional
Electrical critical of the same severity. Only one attack roll need be
made, and all the effects are upplicd after the normal atack is
determined.




ARTIFACTS

Crystal Skull of Orgillion: Made of flawless quartz by an unknown

artisan from some lost civilization, the Skull has many powers:

* Sentient: SD-97, Re-95, Pr-101, In-99, Em-98, Will-100.

» Possession: When someone touches the Skull, he must resist vs,
a 10th level attack or be possessed by the Skull.

» Fascination: Those who look upon the Skull must make a RR vs.
Sth level or be unable o look away or do anything clse (blocking
their view of the Skull will break the spell).

» Debilitation: Every hour one spends in the vicinity of the Skull
(30" necessitates aRR vs. 5thlevel. Failure indicates aloss of one
point from 1-4 of his temporary physical characteristics (51, Co,
Ag, or Qu).

» Unlife Control: Anyone who is able to master the Will of the
Crystal Skull may be able to control Undead, a Very Hard (-20)
Attunement. Undead still get a RR vs. the wiclder’s level or 10th
level, whichever is higher.

» Unlife Creator: There is a % chance per month that any dead
creatures within a 100" radius of the Crystal Skull will become
various forms of Undead.

« Necromancer Spell Multiplier: The Crystal Skull acts as a x4
Necromancer spell muliiplier when held.

+ Dark Law: Anyone able to overcome the Will of the Skull may
freely cast any spell up to 20th level of the Necromancer base
speil list Dark Law, a Medium (+0) Attunement.

Cyfaredd-tor: This No-dachi (two-handed katana) ts made of the

magic-impeding metal kregora, and has a hilt of unpolished black

granite. Although it is without engraving or decoration, il is quite
beautiful, having an almost translucent sheen, It is impervious to
magic, and will, of course. not accept Bladerunes or similar magics.

The wielder resists all forms of mapic at 3x his level, and gainsa+73

bonus to defenses vs. elemental spell attacks. He cannot be picked

up by detection magics of any sort (treat as Unpresence and

Nondetect). Also, the sword has a chance to dispel any mugics it

comes in contact with equal to 50% minus the level of the spell (one

attempt per spell). Cyfaredd-tor never needs sharpening or oiling,
and 1s sharp enough to have a chance to cut armor equal to the skill
rariks (not bonus} of the wielder {resolve attack on AT/1 if the
damage delivered by the attack would be greater). Due (o the
sharpness and hardness of the blade, Cyfaredd-tor delivers 2x
damage and an additional slash critical. Treat as a mithril weapon
vs. large and super-large creatures. Any spellcaster who handles

Cyfaredd-tor must make a RR vs. 75th level or be drained of all

power points tor | day/3% tailure. Cyfarcdd-tor has been lost for

centuries, and much honor will be gained by the samurai who
acquires it.

Dexel: The Dexel is an extraordinarily powerful tool for the

manipulation of the Earthblood. It is 4 ball approximately three

inches indiameter, composed of six oddly shaped plates of precious
metal inside which is suspended a one-inch spherical gemstone
core. Several different combinations of metals and gems exist

(below).

The Dexcl is primarily a detector of Earthblood. and adds greatly
to its control and manipulation. When a spellcaster activates a
Dexel within 100/1vl of an Earthnode, an operating gate, or some
types of ethereal or planar magics, some or ali of the six plates will
levitate 1" off the surface of the Dexel, The Dexel is difficult to
master (-50 Attunement), and requires time to fully master its
functions (300 working hours - | hour/peint of reason).

Once this attunement period is complete, the Dexel is only usable
by its owner. It will deliver 'E’ shock and stress criticals each round
to all others (-50 RR). Touching the core jewel of a Dexel while it
is “open” will result in 1-10 ‘E” Disruption crits {-25 RR). The
master of the Dexel is nor immune to this effect. A Dexel can be
freely given away, but the former owner will never again be able to
use that particular Dexel. Otherwise, the Dexel is a single-user
device until its master’s death.

A Dexel is quite durable and difficult to damage. Physically, it is
AT/20 (300) and takes 750 hits to destroy. However, if three
different people aftune to the same Dexel within 4 period of one
month, the Dexel will crumble to dust due to the stress of adapting
itself to so many difterent spell signatures,

ForMs

Diameter: 3.14159+ inches (approximately)
Ithilnaur Shell/Star Topaz Core
Na-Kregora Shell/Star Emerald Core
Ithildin Sheli/Star Sapphire Core

White Gold Shell/Star Ruby Core

Mithril Shell/Star Diamond Core.

INpIcATORS
Upper & Lower Caps ........... Earthbiood spells
End Caps ooooeenn, .Force spells (as Wall of Force)
Side Caps ... .Ethereal spells

..... Lesser Earthnode
........ Greuater Earthnode

Clockwise Spin ............
Counterclockwise Spin

AlLCups s Operating Gate
Case Disappears ... Negative {inverted) Earthnode
TFuncTions

» 1/2 time required to Nodestore

» +25 to Earthblood spell mastery

« +25 to all Earthblood spells

* +25 to all Atunements pertaining to Earthblood

* Prevents failure of Earthblood spells

+ x2 Range/Duration/Arca of alt Earthblood spelis

= Prevents Earthgate failures

+ x6 Rute Farthblood Gather

« All Earthblood spells cost 1/2 nurmal power points
+ Caster may Earthjar into core jewel of Dexel.
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Elian’s MagestafT: This beautiful 6'6" staff made of rosewood
Wd with delicate traceries of mithril, will store one spell per level

of the wielder. The spells stored can be of any level, but only one
sﬁell of each type can be stored at any one time (if Fire Boltis stored,

" peither Fire Bolinor Fire Bolt 500" could be stored at the same time,

although Triad of Flame could). Each spell stored in the staff can
be cast twice without fading from it, Also, the Magestaff adds +1/
Ivl to all spell attacks. In. combat, the staff strikes as a +20 war
mattock. The magestaff will not accept either Bladerunes or Spirit

Runes.

The Krill of Cyfrynedd: A short (2' 1/2"), two-handed sword of
purest white cog, with a hilt of white alabaster, holding a 2"
diamond set into the hilt. This deadliest of weapons was forged by
the Lords of Order, specificaliy for the purpose of destroying the
swords of chaos. The Krill's bonuses to strike are equal to 2x the
wiclder's level. It delivers an additional plasma critical, and inflicts
bonus damage asa Lightblade. Itis Holy, and is alsoa Weaponslayer:
any weapon it strikes in combat must RR vs. 60th level or be
shattered into splinters. The wielder can parry up to seven artacks
per round (melee or missile) in additional to normal action (the
targetattacked by the Krill cannot be one of the attacks parried). The
Krill's wielder cannot be stunned, stunned unable to parry,charmed,
controtled, held, dominated. or suffer minuses to action due to
injuries. Engraved upon the blade is an angel holding a sword aloft,
this engraving is a Spirit Rune: Doom, usable at will. The diamond
inthe hiltallows the wielder unlimited access to the open menialism
list Brilliance, Three times per day, the Krill can loose a +70 Plasma
Bolt, 500" range, 5x damage. The wiclder can also utilize up to 75
points per day from the channeling lists Concussion’s Ways and
Blood Law. Truly an awesome weapon, it tends 1o get its wiclders
(usually Paladins) into a great deal of trouble (Will: 225). It is
believed that the Krill was cast into the mouth of an active volcano
when its last wielder [ell in battle. While it is inconceivable that the
Krill was even slightly marred by the accident, it may be rather
difficult 1o recover cven if its frue resting place can be located. Its
wielders invariably die in battle, as they are continally pressed to
carry out the mission of the Krill.

Llygedyn: An amulet of purest ithilnaur, covered with delicate
elven serollwork and tracery, and further decorated with inlay of
white eog and malachite. The Liygedyn is four inches across, and
traditionally is worn arcund the neck on a matching chain. This
priceless elven artifact is believed to be the handiwork of the Lords
of Essence. At will, the center of the LI ygedyn will dilate, to shed
a light too brilliant 10 lock upon. The light shed by the amulet has
arange of 100°, and can dispel any spell or spell effect it falls upon
if the wielder so desires (RR vs. wielder’s level). Any demon or
extraplanar creature the light is shone upon must RR (at-25), ortake
the equivalent of a +50 Nether Ball attack (large and super-large
classifications are ignored for the purposes of this attack). The light
can, if the wielder desires, compel any extraplanar creature to speak
only the truth for the duration of the next solar cycle. The light of
Llygedyn is the equivalent of Utrerlight, and will reveal any
invisible, out-of-phase, displaced, or illusionary creatures or effects,
At the will of the owner, the Llygedyn will open a 7° diameter gate
to any plane or dimension the owner desires. The owner gains
access to the Magus base list Command Words {with all associated
Great Commands), and the Paladin base [ist Exorcism (usable
against any exiraplanar crearures or entities) exclusively for the use
of defending his home plane from extraplanar creatures. He gains
4 +25 bonus to RRs vs. magic cast by creatures not native to his
plane. Mastery of the amulet requires a time of study equal to two
years minus one day per point of Em. At least two complete
reference works have been compiled which describe the uses and
powers of the Llygedyn, and can shorten the required time somewhat,
Morgan’s Cane: The walking-
stick oncc carried by the
Drowish Archmage Morgan
Tal’Sharien, this beautiful
straight cane is carved from
tcak, and crowned with a silver
Dragon’shead. This seemingly
normal cane sheds no detectable
aura of power, and its powers
are quite difficult to master
{-40 Attunement). It adds +30
to all the wearer’s spell attacks,
prevents spell failure, and
serves as a x5 multiplier
forArchmages and Hybrids,
The bearer can utilize a con-
tinual Perceive Power at will,
and wielder resists all magic at
10} levels higher than his own.
Inscribed upon the cane are the
Spirit Runes Doom and Hasre.
Three times per day, the
Dragon’s head can breathe fire
asaFire Drake (boltrange 500°;
cone length 300°; cone base
100). In combat, Morgan’s Cane strikes as a +30 war mattock.




Pendant of Palandiralin: Beautifully crafted in silver with a large

blue sapphire, this pendant has several functions:

« x4 Mentalism Spell multiplier;

*+ Water Law: Spells up to Lith level may be cast (Hard (-10)
Attunement)

* Shifting: Spells up to 10th fevel may be used (Medium (+0;
Attunement)

* Movement: Speils (10 10th) are available with 2 {Light (+10}
Artunement}

* Swimming: Allows wearer o move freely underwater;

* Water Vision: Grants wearer normal vision underwater;

+ Water Breathing: Allows wearer to breathe freely underwater;

» Visions: Gives spontaneous glimpses of important events associated
with a person, place, or thing touched.

Ring of Vallach: A gold ring set with a large ruby, it has several

functions:

* x3 Essence Spell multiplier;

* Fire Bolt (50(): +30 bonus, 3 times per day;

* Fire Law: Spells up to 20th level, Hard (-10) Attunement;

* Solid Manipulation: Use of Heat-based spells up to 20th level,
Very Hard {-20) Attunement;

* Immunity to Natural Fire: Also +20 vs, magical fire and all heat
criticais are reduced by one leve] in severity; and

* Protection: +10 to DB and RR.

Jaaben

Yemishon: This magicul stone presumably come to the worlg
encased in the mass of a meteorite. (s substance certainly is poy
known on this world, The Yemishon appears (o be 4 nondescript,
oval-shaped stonc that is a pale yellowish color. It is. in fact, an
artifact of incredible powers, Five limes per day, it can be used to
castany spell of 50th leve] or below, orto achieve any effect the GM
decides is a 50th level effect or below. When it is used. i seethes
with power. There is a 10% chance, each time it is used, that jt will
teleport itself to a random location on the world that it js currently
on. This last trait seems to be a curse of some sort, but the curse’s
origin is unknown. The Urlocs seek this stone and covet its powers
more than anything else, '




MODEST ITEMS

POTENT ITEMS

Bag of Protection -
Bedroll of Axinonng
Beliof Waming **
Blink Arrows
Bubbie Lantern
...Calligraphy Box of Khufu
...Charm of Protection from Disease
.....Charm of Protection from Spmls
--..Chime of Operiing - -
.Cloth Bed of Naals
e DrUid’s Wheel (Efu dator)
-..Ishmael’s Eye =
Mindset
Mirror of Spirit Seeing
-.... Moon Mirror

...Net of Spirit Sparing
... Potion of Explosion
Potion of Nutrition - -
Potion of Stat Increasa
Ring of Eyes’
Ring of Truth
Sage's Hand
...Seal of Closure
Shieldhand
Silk Gloves of Summomng
Temple Chimes @ -

‘Atilet of Extra-planar Resistance

veves Animal Linking Amulet
wi.Black Puflet .
...Blasting Rod

...Blitzen Balls

...Bonding Rings

...Bone Claw
...Chaos Hammer

e Clrcle Mag.
Czystal Bow
«.Dreamglass -~
+eeereers. FoTEStEr’s Boots

Gannis’ Broadsword

...Gem of Luck
...Glass of Translation
-.Gong of Protection

Headband of Spell Focusing
Helping Hand

o= Incunabula of Mazarin

Kregora Ring

Laplandian Dart

Long Kynac of Assassination
Potion of Mind Restoration
Potion of Toughness

Raptor’s Neadle

-~.Ring of Shapeshifting
-« Sanctum Regem
<. Sharkskin Armour
v Spirit Belt

-.-Staff of Strength
.....Stasis Box
<o StOTIStATE
---Sword of Everstriking
... Terevel's Window

MOST POTENT ITE MS

. k

Animaux Bracelet |
Antipalus Maleﬁcmmm
Bartle Totem -~ |
Book of Answers. -
Chaotic Items
...Darselai’s Belt

ARTIFACTS

Crystal Skull of Orgillion

... Cyfaredd-tor
... Dexel

... Elian’s Magestaff

-... Forcewand
... Morgan’s Cane
Headband of Be]falas e _ Pendgant of Palandiralin
Laen Armor - - | S 81-90...............Ring of Vallach
Lemegeton, : . : 100 . Yemishon
Magesword =
Mirrored Amulet of Spell Rcﬂechnn
...Nine Lives Charm
Spellsteater
... Talekthanaar’s Eye
... Whip of Death
Vorpal Sword

SR -
T E
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10.1 LIGHTNING BALL ATTACK TABLE

20 19 18 17 16 15 14 137 12 11 109 8 T 6 5 3 2 1
UM 01-03 F F F F F F F F F F F F F F F F F F F F 01-03 UM
05-08 9 10 9 8§ 8 9 1 ' - 1 - - - - I - 05-08-
09-11 11 11 110 10 100 11 9 1 2 1 - - 1 3 1 09-11
12-16 124 13 12 1 12 1 3 5 2 - 1 2 6A 2 12-16
17-10 13A 15A 15 " 13 134 15 12 6 7 5 - 3 5 8A 5 £7-10
11-13 15A 16A 16A 16 15A 17A 15A 8A  9A 7 1 6 7 1W0B 7 11-13
15-18 16A F7A 17A 18B 16A 18A 17A 9A 10A %A 3 8 8§ 11B 9%A 15-18

19-21 174 18A 1BA 10B 17A 194 19A
22-26 18A 19A 19B 11B 18B 10A 10B

27-30 19A "10B 10B 12C. 19B 11B 11B
L3133 10B 11B 11B 13C  10B 11B 11B .
5:3538  11B 11B  11C115C = 10B "11B° 12B L

10A 11B 1B 6A 10 10A 13C 11B 19-21
11B 1iB 1iB &B 1A 11A 16D 12C 22-26

HB 12C 12C i10C 13A 1IS5B 18D 15D 27-30
12C 13C 13D 11D 16B 17B 10E 17D 31-33
_ 13C° 15D 15D 12E 18B 19C 11E 19E 35-38
39-51° 11B 11B 12C-716D~ 11C° 11B' 13C 16 15D 16D 16E ISE  10C 11C 13F 11E 395§
52.54 11B 12C 13C 17D 1IC 12C 15C 16D 17E 17E 17E 11C 12D {6F 12F 52-56
57-60 12C 12C 15D 18D 11C 12C 16D 18D 12B 16C 10C 15C  I[7E 1BE 18E 19F 13D 15D 19F 15F 57-60
61-63 12C 13C 16D 19E 1iD 12D 17D 19E 13B 17C 1D 1D I18E 19F I9F 19F 16D 17E 221G [I7F 61-63
65-6% 13C 13D I17E 20E 12D 13D 18E 20E  13C 17C 1D 12E  I19E 10F WF 16F  I8E 19F 22G 19G 65-68

69-71 13D 15D 18E 2IF 13F 13E 19E 2IF - 15C 18D 12E 13E 10F 1iF 11F 138G 19F 21F 25G 21G 69-71
72-76 i3D 15E  19F 2IF ISF ISE 20F  21E. 15D 18D 13E 15F HF - 11F 113G 19G 20F 21F 20H 22G 72-76
77-80 1SE ©16F 20F 21G 15F 16F “21F 22G 16D '19E 15F 16F 11F- 112G 16G 21G 21F 22G 27H 25H 77-80 g

§1-83 15E 16F 21G 22G 16F 17F 21G 23G ~ 16E 19E I6F 17G 12G 13G 18G 23H 21G 23G 28H 27H 81-83
§5-88 15F 17F 238G 23G 17G  18G 22G 25H 17F  10F 17G 138G 13G 15G 20H 25H 22G 25H 291 Z29H 85-88
£9-91 16F 17G 22H 23H 18G 19G 23H 25H 17F  10F 118G 18H 15G 16H 21H 27H 23H 26H 301 311 89-91
UM 92-95 16F 18G 23H 25H I9H 20H 25H 26H . 18F 11G 18H 19H I6H 17H 22H 28I 25H 2711 311 321 92-95 UM
UM 96-9% 16G 18H 251 231 200 20H 261 261 18G 11H 191 191 17H 18H 231 291 261 281 311 331 96-99 UM
UM too 204 221 305 300 220 22 317 31 18H 211 27) 271 251 281 360 S0I 36 360 37 39 100 UM
Range Mod {For A,B,C,D, and E results, usc Electricity Criticals)
o - 1 +35 Critical Use Use Use
1" - 50 0 Result  Electricity Impact Heat
51' - 100 25 F E A —
101" - 200 -40 G E B —
201" - 300 -55 H E C A
301" - uwp -75 UM = Unmeodified Rell I E D B
J E D C
N NN e e = _SNR_SES  SNS  sam  wmm  GmS

10.3 TIME BOLT ATTACK TABLE
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10.2 TIME BALL ATTACK TABLE 10.3 TIME BOLT ATTACK TABLE
Shoek Stress Shock Stress  Disruption
Critical Critical Critical Critical Critical
UM 01-04 F F UM 01-02 F F F
05-08 - . 03-10 - . -
09-11 ; . 11.20 - - .
12-16 - . 21-30 . . N
17-10 - = 31-35 - - -
11-13 A : 36-40 y ; -
15-18 A 41-45 - - -
1921 A 46-50 ; ; -
22-26 {"\ 51_55 A - -
27-30 B . 56-60 A -
31-33 B - 61-65 A - -
35-38 B 5 56-70 A - .
39-51 B - 71-75 B A ;
52-56 C 76-80 B A =
57-60 C 81-85 B A -
61-63 C 86-90 B A s
65-68 ¢ 9195 c B CA
69-71 D A 96-100 c B A
72-76 ‘D A 101-105 e B . A
~77-80 D A 106-110 C B A
81-83 D A 11-115 D c B
85-88 E B 116-120 D C B
89-92 E B 121-125 D c B
93-95 E B 126-130 D C B
UM 96-97 E C 131-135 E D C
UM 98-99 E D 136-140 - Bro oD = C
141-145 E D - e
— ALY . 2 146-150 E" D c
UM 100 E E D
Range Mod
e - +35
1 - sy 0
s - o -25
101" - 2000 -40
- 20U - 300 -55
S 301" - up -75 UM = Unmodified




Weapon Type:] 145
Missile 143
or Thrown jias

Length: 138
.25-5 feet 137

2650 (-20} | 1%

Weight: e
.1-.5 pounds 133

Fumble 130
Range: 12
01-01 UM 127

Range 124
(OB Mod): | 12
1-10 (-0) | &

11-25' {-10) | @0
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7ET 10ET
JET  9ET
FET  9ET
JET  9ET
BET  9ET
6ET  9ET
60T  SET
aDT  OET
60T  BET
60T  GET
601 8OT
60T BOT
501 8OT
50T 80T
5CT 80T
5C1  BOT
5CT 70T
5CT 70T
5CT 70T
8CT  7CT
sCT  7CT
4CT  7CT
4T 7CT
4T 7CT
48T 7CT
4BT  &CT
48T 5CT
48T 6CT
48T &CT
4BT BT
3BT BBT
3BT 6BT
38T 6BT
3AT  6BT
3AT  5BT
3AT  5BT
3AT  6BT
3AT 58T
3AT  BAT
2AT  SAT
2AT  SAT
2AT  BAT
2AT  SAT

4AT
4AT
4AT
4AT
4AT
4AT
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! 11.2 BRAWLING/UNTRAINED ATTACK TABLE
2 19 18 17 B 15 14 13 12 110 9 8 7 8 5 ‘43 2 1 :
01-02 F F F F F F F F F F F F F F F F F F F F| 0102 .
03-30 F F F F F F F F 4] 0 0 0 4] 0 [ 0 4] 0 0 0 03-30
11-33 F F F F F 0 o} 0 o] 0 o] 0 0 o] 0 0 o] Q 0 1] 31-33
34-36 F F F F 4] o] 0 o] D 0 0 0 0 0 4 ] 0 ] 0 ¢ 34-36
37-29 F F F 0 0 0 0 a 0 o] 1] o] 0 Q 0 0 0 0 0 ¢ 37-39
40-42 F F 0 0 0 0 i+ Q o] 0 0 o 0 o] 0 0 D o] o) Q 40-42
43-45 F 0 0 0 a 0 Q 0 0 0 4} Q 0 o] 0 0 D 0 0 1 43-45
46-48 0 0 o ] Q 0 0 0 Q o] 0 0 o] 0 0 Q o] 0 1 1 46-48
48-51 0 4] 0 0 0 ol 0 )] a 0 o] 0 Q 0 0 1 0 0 1 1 49-51
52-94 0 0 0 o} 0 Q o] 0 0 s} 0 0 a 0 1 1 Y 1 1 1 52-54
55-57 0 0 o a 0 Q 0 o] 0 0 0 1 0 1 1 i 0 1 2 2 55-57
58-60 Q 0 a o] G a o] 1] 0 G 1 1 1 1 2 2 4] 1 2 2 58-60
61-63 0 0 0 o] 0 0 o 0 0 0 1 1 1 1 2 2 1 2 2 3 61-63
64-66 0 0 0 o 4 0 Q 0 ] 0 1 2 1 2 3 3 1 2 3 3 64-66
67-69 0 0 0 ¢} 0 4] 0 0 0 1 2 2 2 2 3 3 1 2 3 4 67-69
70-72 0 0 o 0 0 0 0 1 0 1 2 3 2 3 4 4 1 3 3 4 70-72
73-75 0 0 4 0 0 0 0 1 0 1 3 3 3 3 4 4 2 3 4 5| 7375
7B6-78 4] 0 0 Q 0 a i+ 1 1 1 3 4 3 4 5 5 2 3 4 5 76-78
79-81 4] 0 0 0 0 0 1 t 1 2 4 4 4 4 5 5 2 4 5 BA 79-81
82-84 4] 0 0 1 o o] 1 1 1 2 4 5 4 5 6 [ 2 4 5A 6A 82-84
85-87 0 o] [0} 1 0 1 1 2 1 2 5 5 5 5 <] 6A 3 5 5A 7A 85-87
88-30 0 0 0 1 0 1 t 2 2 3 5 6 5 6 7A 7A 3 5 B6A 7A | 8890
91-93 o] 0 1 1 0 1 2 2 2 3 B8 6 6 6A 7A 7A 3 8 6A 8A | 91-93
94-95 0 0 1 2 1 1 2 2 2 3 B 7 ] 7A 8A 8A 4 6A TA BA | 94-96
97-99 a 0 1 2 1 2 2 3 3 4 7 7A 7 7A 8A 8A 4 BA TA 8A | 97-99
100-102 0 1 1 2 1 2 3 3 3 4 7A 8A 7 84 9A 9A [ 7A 8A 9A | 106-102
103-105 0 1 2 2 1 2 3 3 3 5 BA 8A BA 8A 9A 9A 5 7A 8A  10A | 103-105
106-108 a 1 2 a 2 2 3 3A 4 5 BA 9A BA 9A 10A 10A 54  BA  9A 11A | 106-108
109-111 1 2 2 3 2 3 3A A 4 6 9A O9A A  GA  10A  11A A BA  10A  12A | 108111
112-114 1 2 2 3 2 3 3A  4A 4 6 9A 10A 9A 10A 11A  12A A 9A T1A  13A | 112-114
115-117 1 2 3 3A 2 3 4A 4A 5 7 10A  11A i0A  10A  12A 13A 7A 9A  12A  14A | 115-117
118-120 2 3 3 3A 3 3JA 44 4A 5 7 11A  12A 10A  $1A  13A 14A FA 10A  12B  15A | 118-120
121-123 2 3 3 3A 3 4A  4A  BA 5 FA 12A 13A 11A  12A  14A  15A BA  10A 13B 188 | 121-123
124-126 2 3 3A 4A 3 4A 5A A B 7A 13A 14A 124 13A  15A 164 BA  11A 14B 178 | 124126
127-129 3 4 3A 4A 3A 5A SA 6A B 8A  14A  15A 13A  14A 158 16B 9A 12A 15B 18B | 127-129
130-132 3 4 3A 5A 3A BA BA BA 6 B8A T15A 16A 14A 15A 16B 178 f0A  13A 186B  18B | 130-132
133-135 3 4 4A S5A 4A 6A BA 7A 7 8A 18A 16B 15A  15B 17B 188 10A 138 17B  20B | 133-135
136-138 4  4A  4A  BA 4 6A  TA  T7A 7 9A 16B 17B 16A 16B 188 198  11A 148 188 218 | 136-128
139-141 4  4A  S5A  6A 5A 7A JA 7B 7 SA 178 18B  16B 178 19B 20B 124 158 198 228 | 13-141
142-144 5 5A 54 BA GA A 7B 88 8 SA  18B 19B 7B 188 20B 21B 128 16B 208 23B [ 142-144
145-147 5 5A 6A 8A 7A 7B 88 9B 8 8B 188 208 18B 198 21B 228 i3B 178 2B 24B | 145-147
148-150 6 B6A 7A 8B g8A 8B 98 10B BA 98 20B 21B 18B  20B 228 23B 148 188 22B 258 | 148-150
100 UM 7A 9A 98 11B 108 13B 148 15B 88 12C 258 26B 248 25B 26C 28C 19C  23C 27C  30C | 100 UM
Range (OB Mod): 1-57-10); 6-10°(-20); 11-207-30j; 21"-307-50): 31-50-70)
iy “UM” — means “UnModified" — a natural dice roll af 100.
8 Note: The rype of handy weapon chosen determines the critical rable used (GM discretionj. Opiionalily, players may help decide.
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12.1 USING THE RMCV
CRITICAL STRIKE
TABLES

BRAWLING ATTACK TABLE

The Brawling/Untrained Combat Table is a gencral purpose
attack table for Rolemaster, Spuce Master, and Cyberspace. It is
useful in resofving many combat situations: untrained fighting (no
Martial Arts ranks), unskilled fighting (wielding an unfamiliar
weapon), brawling (wielding a non-weapon such as an ale bottle),
and unrepresented attacks (any attack which has no Table
representing it, such as torture). This combat table uses various
different critical strikes, dependent on circumstance. The
Gamemaster must decide the crit type based on the sort of weapon
(or non-weapon) wielded. Some examples can be found with the
revised Brawling skill, rewritten to accommodate this combat table
(Section 5.1)

DISINTEGRATION
« Used with the Unorganic spells (Forcemage Base list: Force
Master), various sorcerer and other lists dealing withthe destruction
of matenials. Alternatively, this table could also be used with
various advanced Space Master weapons.

EsseNCE
+ To be utilized with attacks based on raw essence, Earthblood,

various Shadow World Essznce flow effects, perilous magical
research gone awry, and foiled magical rituals.

NELRO
» Recommended uses include the Mentalist Shook spells, and
various advanced Space Master weapons.

StuN
» Recommended for the attacks on Subdual Ways, and the various
Stunning spells.

CRITICAL STRIKE TABLES

STARVATION/DEHYDRATION
* Starvation and severe thirst are treated as a daily RR. with the
artack level being F/day starving, 2/day when dying of thirst, and
3/day when both conditions apply. Failing the RR by 10 or less
results in an “A’ critical, by 11 to 20 means a *B’ critical, by 21
to 30 gives a *C’ critical, by 31 to 50 delivers & “I’ critical, and
by more than 50 does an ‘E’ critical.

The attack level for RR determinations is cumulative, dependent
on the number of days of starvation {e,g., no foed or water for one
day produces a 3rd level attack, a 6th jevel attack on the second
day, etc.).

*

The maximum severity of a critical inflicted on the first duy is an
"A’ critical, amaximum of a *B” eritical on the fifth and later days,
This prevents the unlucky character from dying of starvation on
the first day if his dice rolls are exceptionally bad.

Temporary stat losses may be recovered through extensive care

and rest. Of course, these stals may also increase due to level

advancement. Characters who do not receive proper care must

suffer a potential stat loss equal to half the temporary stat loss

{round down). These potential stat losses represent organ and

muscle tissuc damage, and may not be recovered. Proper care is

defined by the GM, according Lo his world,

* Delirium should be treated as if the spell Conflesion were affecting
the charucter.

« Unconsciousness oceurs i totat penalties exceed - 1000,

* Death results when cumulative penaliies reach - 150,

* Some skills may modify the critical roll. When using these skills,

the critical strike roll may be reduced by a number egual o the

number of skill ranks (not bonus). Seme suggested skills (and

rank modifiers) include:

- Meditation or Meditation {Death) or Meditation (Healing)

- Hostile Environmenits

- First Aid (skil) ranks x 1/2)

- Body Damage Stabilization (skill runks x 1/2)

- Region Lore (skill ranks x 1/4)
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12.2 DISINTEGRATION CRITICAL

C

STRIKE TABLE

Stomach closetv grazed,
+4 hits, 2 hits/md.

Leg shot. + 5 hity, 2 hns/rnd

Thigh gashed. +4 hits.
3 hits/rnd

Strike to foot. 6 hits,
2 hits/md. -5 all actions.

Neck wound. +6 hits,
3 hits/md. -i€Y all aclions

Strke grazes shoulder,
+6 hits. 3 hits/md. - 10 ali

AT
Ear disintegrated. +7 it
+his/ead, <15 all acthion.

S hitsimd. 30 to all
runey vers

Neat pinbole through wrist,
Enemy takes +£2 hus. 5 hans/
md.

Strike to shoulder/aeck area
tlevours skin, giving +30 hits,
10 hits/md. 20 all acriviy
Fingers of I2ft hand
vaporized. Foe tihes 14 hirs,
& hies/md. =30 all acnons

Tu\dunk t arm \I_\\hui in
Two 15 hirs, 7 hits/md. Arm
uselesy

S35 all actions

Lett am stripped of tlesh 1o
elbow. L6 hits, X s/,

Skin shucked front abdomen.
HIR hits B hite/ridd, d4S gl
Actions

Skin purged from chest and
several ribs, 20 hits, 10 hits/
rnd. -3 adl seriens

Left foot vaporized. 22 hits.
F1hirsrl, “Target ag-51).

Al Hesh weped from face.

22 hits 11 Rits/rnd. Foe loses
all sensory functions. -33 (o
all aetions,

Weapon urm erased ta
shoubier. 24 hits. 17 hitsyr
9o all sctions due o
shock 1

Lower e consumed. H) hits,

Left leg disimegrated 1w knee,
" hits. 12 hisirn. 60 o )
Toactions,

L4 hils, 3 hits/med, Target is
at 10

I +7 hits, 3 hnslmd T'Irgcl is
rat 1§

i+ 8 hits. 3 hits/rad. Foe
I maneuvers at - ’U

Wound. 0 arm causes +8 hits,
{4 hisimd, -15 all actions,

| Left m']klr: hlr +9 hlh
3 hitsime <20 al actions.

! Stice of target's neck
dusappears. +10 hits,
5 heis/md. <20 all actions.

fi/md. Fue s 225,

Foe takes shotin teft tenple
+2hits, but | hats/rnd, =30

Al actions,

Shot ¢hips iicross hand
14 e, 7 hisimd, <30 g
ATIOOS

Bicep shiced in two. + 14 s,
7 hits/rad. - 35 all actions.

€ 1o thigh causes +1] hies.

,,‘;

Shat w midriff. Targer 1akes Y

i hits, 3 hits/md.
—J;

! Crippling finger wound. +9 hits.
i 4 hits/md.

J—

_ Gouge in hand delivers +i0 hits,
i3 h|ls/md.

Leg sirke. +11 hils. 4 hus/md.
| -75 all maneuvers.

* Strike vaporizes es and

' pavement. +12 hits, S hire/md
-35 all actions.

i

Penctrating wound 1o shoulder
V13 hits, S hits/md. 220 atl
actiony

: Foe takes shot in neck. + 55 hits,
7 hits/md. 23 all aehons, b
luses voice for 1w diy
Slashing weund 16 choek
fowers Ap by 20, +14 b,
R hits/rmat,

Foe 1akes shotin ey, +16 hy.,
2 hits/md. Foe ar -30)

" Deep arm wound. Foe drops

| Whatever he iy holding

3 +l7 hits, 9 hitspind. -55 uil
d‘.lmn\

Fn:.:k shot dmm:.y.i!u bath of J Shot blankets chest, feavi: ©

farget’s hiands | Foe draps,
sereaming. G hits, i 7 hitsfrnd.
Shotto nght hand dmudc»
figers Targel takes 15 his,
T hits/rnd. 35 alt actions

! Hole materializes within upper
armn. through musele and hone.
UIT hits, 8 hitsgrnd. 40 o atl

i oactions,

Furrows cut deep into right

arm LR nits, @ hatsyymnd, =35 1o ail | nts/md. Foe

actions

Abdomen partially obliterared
Liver enjoys atan, 20 s, HU

hitsfrnd, - S0 ail actions

J Direcy strike bl\‘l\ aul chest.

22 s, L hatsimd. Foe downed |

tor 7 rds. then ar -55,

Random secuons of face and
head disintegrated. Foe drops

" andt dies in 3 rounds.

Foe™s legs comsarned, drapping

st an stumps. Victim bleeds

' vielently two oundy belore

dying,

|

I briflianily bleached empt ¥ rib
cage. Death s instantuneous
!

1 Target’s lefi ham ruined, He 1akes

i 20 hats, W mtsird. 35 a2 gt

! Target temporarily blinded and
I craniad hair removed. Wha loves
¥ babv! 22 higs, 1] hitsirag

45 o aM actione.

Right arm powdercd 22 hies, 11
EUCKIN

‘ S .
. Deep abdominal wound causes

! public display of anatemsy 24 bty
| 12 hits/rnd. Foe ar -60,

| Strike to chest \plmm S 1o0m with
o fiithy gore, 26 hits, 13 hitsimngd,
: Foe opuut:-\ at -6y

I en leg completely dmntc‘uah.d
[ +30 hits, 15 Rits/rm, 275 10 all
dCrens,

t

" Lefl side af foe's face obliterated
| Foe dics Sereang in [ round
i

e -

i Upper hall of tusdy myvaterion N[

vani=hes, Jeaving hips and leg
\ standing upright.

s Foe at =73

Side wound cuuses 9 e,
\4 hits/md.

Lucky shol [akes nff tittle fmzcr

|7 kits. 5 hits/rmd

-t

. Vicious wrist strike yields
i 1 hits, 3 hin/md.

Abdumlndl strike inflicts |1 hits.
|4 hits/md. Add +10 1o ¥Our next

| attack.

| Upper thigh strike exposes perves,
¢+ RS 6 hits/md, <15 40 acnons |

Shot next to grom seares foe
badly. He takes 15 hits,
& hits/md

Shoulder wound, Nerves
perwdered. paraly aing arm.
= Hohets Thursdrnd <25 all genon
Major wound to throar, + U hits,
R Foe is a1 -30 1o gl
aetons, und 1 mute

Shot in hip exposes bone,
+22his, 1T hatsgened, 40 )
BLTHOMNS

o Hand hangs by thieads Turpen
takes +24 hits, 2 hitn/md
-6 all actions,

Target complerely dismlegrated
Foe's armar strangely renuuns
IHACE, slanding empry.

LJ.\m.lu‘ 10 right side causes
" 26 hits, 1 hits/md. Targer down
Fuads. from shock. -60 alf sctions.

ﬁhul wi 1an~ shuulder, iu[rmmw

wint. 2% hits, 12 hirsfrd, -65 gl
Coachions.

! Target umazingly takes no
dimage. However, everything
WAR OF ciTied 15 suddenly

HUSAIE

Strike careens through shidomen,
leaving duylight shining in
26 hies, L3 s/, Death by 5

Left hall of sarget's chest hluwn 1o
sl Foc dies of shoek in two rds

- #753 hits, -8() all actions,

R!Ehl leg Am( hlp u)mpieILI\
disappear. Many organs dangle,
Target hobbles in 4 tight circle
bee e dme in 4 rds

Hnnt hall of target s head
" devoured. Brains become
optional

Foe writhes in mortal agony us he

sdissolves in a multitude of slow.

soft puffs of Mesh

&

al

- Lite as a jellyfish ends in two

Lm!el ~ lrL.nk mmml,ued a5

“ Shot o hand gives+8 hits,
|2 hits/rnd,

leave.

et rhumht.lkes its
: 10 hits, 3 hits/end,

! Two fingers myﬂenou:ly
| vanish, 12 hies. 4 hitsfrad.

Grazing chest wound, +{3 hits,
13 hiedmd, Ada +30 1 XOur next
L attack.

i Kneecap strike infliets +15 hits,
6 hits/md. -30 a1l maneyvers

€irnin vanishes! |7 hus,
Ghidnd, Target 40 w gl
§ACTOns and permanently sterile.
A plenmens eround.

19 it 9 hivwiend. <30 a1
AT,

Ave shot we hinmt dissolves
esephagos. 21 Lits, 11 hits/roand.
Target 25t all a tioos aml
UGt speal,

aml nose
~ 1.2 hitsrnd.,

Tungue, one
eradicated

ot muddle of
torearm. Victin takes +26 s,
LR hitstrnd, &0 ali actons,

Fou sereams shilty and lades
daway, Only smuoke rernains

he's sanding

without Jeer {emporariy).
SR B LY hitvend, 70 all
Tiactiony

CTaspet amare)

Shoulder and chest cleansed of

thesh. +30 hits. 15 hits/rnd for

four rounds befure the Teaper
<alls =75 all action.

Ruight shouider sently vanishes,
Fou dies in 4 shower of blood mn
2rds 432 hins, 86 hitsirnd, Foe
0,

Targer tlows 1o ground 1«
shefeton is destroved. 50 by,

rounds.
Targer's chest cavaty iaid open 1o
lungs. Death iy painless and

{1k iﬂ[mlt.()u\

hewd wlights berwesn lags
Disparite limhs follow and pel;
akudl for an adiitional 20 b

Foe's head vaporizsd. Ears
rliteer downward and stick e
~huulders

Attaek dhisassenibles fargct trom
head o toc, taking &
~o. Anything touchmge nget
must make a RR or sutler the
~ame fare

Tds oo

Nothige rerian
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12.3 ESSEN

E

+5 hits, 1 md \1un

parry 1 rmd

+ hies. ‘

Weenie shot. +1 hit.

\wnm:d” d\ H hits. na

Stunned 5 rds. +10 hits,

v drds

Waming shot. +3 hits.

+4 hits, | round stun.

4 h:ls '&tun 25 rdx‘ 1 hiljond,

Nm oo l.nc tur i career +2 hits +3 hits.

change. +2 hits,

3 hus. Foe leses initiative 4 hits, 2 rds. stan 5 hits. 2 rds. stun,

| rnd. _

Unbalanced. -1 actions, +5 hits. foe loses initiative +3 hits, foe loses ipitiative 3 rds,

mml\cd 3 s, —IL} all actions

Off center h\.|~.l Fue uunnu.l
3 rd\ tikes 1 hiymd. +3 hils.

Ray passcs through shield and
delivers 8 hits, 3 hits/md.

+6 s, stunned 3 rds, 2 hils/md.

|d"g.cl ‘mmnul 4 reds, canral
PRETY,

+10 hus. Tar,,et stunned 2 s

Stunned 4 rds, cunnol p iy | ornd.
+8 his, 2 hns/md

12 hits. Siunned no parry
3 rds. 5 its/md.

Foe's foot crisped. +10 huts,
-20 1o maneuvers.

Foe's right foat loses all toes.
+15 hils, stunned 3 rds.
5 hits/md, -3 10 maneuvers.

Both feet lose all teeling. -40 to
maneuvers, Stunned 6 rds.

Blast sets lower body atlanme
for 2 rds, +10 hits, & hits/rod.

Blast chisappears 10 in
frant of you. +12 hits,
stunned 3 rds.

Many-tendriled blast slams into
stomach, +15 hits_ stunned no
parry 5 rds.

Foe ducks blast and only loses
eut. +10 hits, stunned no parry
4 rds. 3 hilsfret

Foe knocked back 30" and
breaks arm. +20 hits. stunned
no parry 3 rds.

Foe knacked down, losing
anything he presently grasps.
+10 hits.

Foe hil by strange oscillation,
blowing everything he wears
away. Exposed equipment must
RR or be destroyed.

Foe knocked back 10 +15 huts,
stunned and unatde w parry 3 rds.

Upper bady armar is pulped to
pucldy, as blast defivers 25 hits.
Swnned 3 rds, no parry 3 rds.

5 hits

6 hits, 2 hits/rad. Toe must

maneuvers. Unable 1o stand.

Caught in riimbus of hlast
+5 hits, | round stun

Blast stuns foe for 3 ads +6 s,

|J.|ITV 2 rd\

D.I!.’k stum toe & eds Nadly,
he cinnut pary

Blast Falls short ancd lands
beneath Toe, sending him Tymng
10, +5 hits. stunned 4 rds.

Blust rips {lesh from both leet,
leaving pink-tinged bones 1o
support you. +15 hits, =50

Fae senit reeling. +20 hits, arm
crushed. Swnned no parry 7 rds
=15 all actions

And you spent all that money

on armor. +25 hits, and

7 hroken ribs Stunned no parry
9 1ds. I-ut. at - ’(

Hummer strike. Foe
unconscious for 2 rds and
confused for 3 more. -20 al}
actiens,

Sirange approach, Blast emters
right arm berween thumb and
index finger, exiting out right
shaulder, +20 hits, loe at 230,

Pencil thin bearn strikes left eye.
Foe permanently blinded. Sight
perceptions halved. +10 hus.

Weak shol o furchead rips away
upper portion of facial tissues.
+25 hits, Stunned § rds, § hits/rad

Targer's 1ower jaw mangled
beyond recognition. Will fall
off if target aniempts 1o speak. -
+15 hits.

i Concenlrated slam to head

removes all facial hair and
liquifies eyes. Target at =75,
+25 hils, stunned no parry 8 rls.

Blast sprays target, nfiing
through all joints, Target
immabile. -100 all actions.
+40 hits

Targel's skull shattered,
Jaunching bone shards around

10" area. Brain falls to groand hke
a wel sponge. -50 mancuver to
avoid stepping on brain.

Gn()d news ldl’bel l‘sl.:s no
damage. Bad news: Arnor is
completely destroyed (no RR).
Weleome 1o AT

Coliesion UI Larget’s u,H\ in
reduced 1o O. Tarpet explades in
a pink spaliering cloud, sending
his skeleton clattering 10 the
ground

Weapon hand scalded by

Shauered collar bone. +6 hils,
stunned 4 rds, no parry 2 rds.
Foee at -20.

|
1

fringe ol blast. +8 hits, i
2 hits/rncl. -5 all actions,

Serike 1o neck. Stunned 3 rds. ne
parry for 3. Foc at - 15. +10 hits.

Sirike 1o collar area. Foe stunned
for § rds. -30 all actions, +30 hits.

Strike 1o throat. Foe is stunned
10 rds. due 10 choking. No parry
5 rds. +20 hits.

Weapon hind \Illdh-ht.d +12 hus
Target stunned b rds. cannot

| parry for 3

I .
Fingers ol weapon neatly
ampulaled. + 1§ hits. -20 all
actions, Pain.

Target's weapon hand burned o 4
ash. Stump is cawterized. +30 it
Stunned no pamy 10 rds.

Strike 1o throat mangles
cartilage. Stunned 12 rds, no
party for 6. =30 o alb actions.
and cannol speak lor 1 week,
Direci shot w {ace scours
feutures off. Foe ab -80, stunned
no parry 12 rds. =50 all
pereepiion for 2 weeks.

81-85

N

Superb aim spins foe |
Target disoriented and at =50
next mec. Stunned 2 rds.

+9 hits
Shot o shield arm shreeds
muscle and tissue. +10 hits,
Swnned nu parry 2 rds,

-15 all actions,

\ Emburrassing shot hamburgers
left buttock. +15 hits, 3 mts/md,
stunned 5 rds.

[mpact 10 chest Hings target
15 feer, +18 hits, foe is out of the
flght 3 rds.

N Elbow of weppan anm broken.
Stunned no parry d rds. -3 all
actions, + 18 hits,

86-90

Intense blast 7ips flesh from
shouider. Stunned 3 rds.
4 hilsfind. +10 hits

Hammering bluw crushes
shoukler. Stunned no parry
10 cda. =25 all actions, +2(0 hits.

Weapon anm whistles across
roam with weapon fused to
hand. -50 all actwns, & hits/rmd,
stunned no parry 7 rds. +20 hits,

Thin blast termites lhruugh
shaulder, snapping tendons and
cartibage. Amiuseless, -30 all
actions. +25 hits, stunned ne parry

. Bank shot off shoulder removes
ear. Foe drops in convulsive heap.
+20 hits, 3 hitsfmd. Targer a1 -30

Leltarm sent &) into air, -50
actions. Stunned no parry 10 rds
+25 hirs, Add #1010 your nexi
atlack

i
i Arm rehuses 16 leave withour

| shouider Shoulder cumphes.

| stunning foc 30 rds, and

" delivering 12 hits/md 40 iy

921-95

Knee snapped backwards.
Foe staggered and unable to
act 3 rds. -40 all actions.
+20 huis.

Foe double-jointed at hip.

¥ rds.

Leg broken and benl backwards.

|
| 5 eds
t
I

Target's left leg boomerangs
away. -70 all actions. 12 hits/rmd.

+20 hits. -50 all achons. Slunned Swnned no parry 10 rds. +35 hits.

I

30 away. Target stunned and |

I
unable 10 parry 40 rds. Pravy it |
doesn’t ram. :

i
T Top inch of foe’s skull fnshees
|

Chest stribe pulverizes lungs

Glanging strike severs carotid
artery. Target downed. takes
30 hits/md. Death in & rds.

Foe carchey blast wath mouth,
sending teeth through ack of
head. Tarpel Lalls, paray zed
from neck duwn, +30 hits
Powerful blast to left shoulder
Lwists targel s upper body TR
sapping spnal eard dl bups
Targel talls and dies w6 rds
fom shoek and orgun failure

Target ar -70 tor & nds. before
drowiing m his owin blood

96-99

100

Weupon arm severed at
elbow. 5 hits/md. Stunned no
parry 3 rds. +20 hits

Strike to neck. Fou unable 1o
speak and paralyzed from
neck dawn, +30 hits

Target’s non-weapan arm
calapults 40' straighi up befare
reentering melee. Stunned no

Blust careens inter abdomen
! Fou dies of nssive shock and
i organ failure in 6 rds.

Target catches blast full on. No
i apparent damage. but expires
without warning in 8 rds.

p..\rry 5 rds. G hits/md. +30 hins,

Bl leaves 47 diameter hole in
; upper <hest ol target betore

traveling 20 beyand, Merciful
. deuth arrives in 3 rds

\ Heart puncured by 1ib fragments,
i Target folds und seftly eapires in
| Irds. +30 bk,

 Brain instantly hyuilied and
emerges us grey boiling pase rem
all of targer’s cramial anfieey

Targel atlempts w avoid
sweeping blast and s neatly cut
in two. Fou dies next round.
+40 hits

Target s viokently absoched by
Hie Essence iaspectacular
cxplaston engulfug everyone
wilinn T as a4 55 Plasmg Ball
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12.4 NEURQ

CRITICAL STRIKE TABLE

E

Miid discomfort. {) hits

Sudden joh. 0 hits. Foe stunned
one round.

Sirange pain in chest. +1 hit.
Stunned 3 rounds.

Nervaus twitch. +3 hits.

Racked with severe pains.
+35 hits,

Target's facial muscies
twitch violently for

5 mds: mildly distracting.
Foe at -210).

Rludder failure. +5 hits. How
humiliating.

Suddden dizziness. Stunned five
rounds.

Fingers of left hand falt aslecp
-5 to all actions.

Upset stomach. -1¢ 1o ail
| actions, + 10 hits.

Target forgets his friends
names.

Sudden rush of random
sensalions. Stunned 5 rounds. H
+ 5 hits.

Foe cannot Laste or smell for one
day.

. Target flees in fear or five rouads

crying out for his enemies nat to
hurt him.

; Target experiences chills.
-20) wo ai} actions.

Venigo -5 wall actions
+10 hils.

Miner hallucinalions,
Stunaed and unible 10
parry for 3 rounds.

Alltarget's skill ranks reduced by |
5 for one round.

Target loses all sense of direction

und time, Target s at - 30 1@ all
autions. I

Foe unsure of what to do.
+10 hits. Stunned 7 rounds.

Target's primitive urges lake
over and he acts like the species
he evolved from for 12 hrs.

i Turger suffers blinding
headache for 3 rounds. 40 ta
+ alt actians tiil it passes.

All targets skill ranks reduced
by 3 for three round,

Target cannot swallow. Farget
begins to choke on his own
sputle. Foe at -30.

Minor. but painful. neck
spasmis, -0 all actions
+10 hits.

Foe Feels exiremely warm
and begins to perspire.
Foe isat 35

Target toams at the
maouth for 5 reunds

-13 all actians. Grass
Wild shot intercepts the
head rendering the turvet
colurbhind, Foe s at -0,

Target forger howe 1o e
favarite weapon fur

10 rounds

Foe adamantly hbelicves he
rules the world. Delusion
Tasts 24 hours, + 1 bt

Tar,
obsessively parand.
believes el are vul Lo
et bnm

et hecomes

Targer begins crxmy
uncontrollahiyv. - ¥ all
actions. = H) hits

Targets lorgets favorite
combat ractics. Foe's DB
&OB we reduced by 30
die 1o contision

Targer becomes eplicptic:
25% chance to have major

se1zure under stress

Sensation vt drowning
arget’s DB by halveed,

Foe loses semwe af sirengeth
S5 all acions,

Target cannot breathe
unless he concentrtes o do
o, Foe reduced to 506
action

Foe s permacently hlinded
and at -9 woall actions
requiring siht

. Target canaot speak for

* Turgets head paralyzed. +30 hits.,

Chest Fails asleep. -30 ta all

T
20% of remaining hits removed.

Targer loses confidence and will
st attuck for three rounds.

All targets skill ranks reduced by
5 tor frve rounds,

Targel 15 stunned for 8 rounds,

3% of remaining hits removed

Target racked by severe hunger
pangs. -33 1o all actions.

All targers skill ranks reduced
by 3 for four round.

Target has debilitating cramps
-30 all actions. +15 hits,

i Target loses ability to feel

¢ -3 to alt actions. +20 hits

' Turget is suddenly very nerveus.

+20 hits. - 30 to all actions

Target's eardrumas burst.
+2(} hits. 3 rounds of stun.

Target violently blows lunch.
50% remaining hits removed

E minutes,

Target mexplicably fatls aslecp.

i
- Adl targeis skill ranks reduced

by 5 for seven rounds.

Target cannot hear for 24 hours.

Target permanently loses sense
of smell, +20 hit,

Target's optical cortexes
burned out. -75 to all actions.
+20 hats.

Target sutfers from convulsions
tor tour rounds. + 25 hits,

All target's skitl ranks reduced by
5 for 10 rounds.

Swnned no parry 10 rounds. Nye
{lk{[ll&‘gl‘ n 3 reinuies.

. - -
Target loses control of legs i
401 all actions. =15ty

Fargel sneeses uncontrollably
for 10 rounds, 20 alt actions.
#20 hite,

-

i
D actuons, +20 hits

 Target loses control of entire
D lower body. <53 1o all actions.
i +23 hits

Foe suffers permanent, complete
armnesia. A skills are retained.
but target can’'t remember what

Foe becomes a mindless, drooling
idio for the test of his mortat
days

Target suffers major
hallucinations for 10 rounds
. 70 z0 all actions.
4 - S
‘ Target suffers massive
" coronary and dies instantly
+100 hts.

Armis paralyzed. - 30 to all

Both fect feel as if they're
missing. - 20 10 moving
maneuvers, + 10 hits,

Turget has major seizure and
is totally helpiess for 5
rounds, 30 all actiuns,

+35 huts

Dangerous synaplic overtoad
Lerves target 1o the graund.
+ 30 hits, Stuened 10 round,

UICONCIOUSES S

+ Chest ughtens and larget cannot

i
T

i

i

breathe. Foe at for six ~

rouniis, then slips inko

actions. +10 hits,

Farget s mivsteniously
unconscicus and anwakabie for
three ronnds

Severe cramps nall joirs
+30) hits. Foe operates at -6,

Turget talls inte ragrog it for

s ol

10 rounds. then
exhiustion

Foe completely paralyzed:
recduced o most busie functons,
Foe can only droal in rage

Hande tighten into painful fists
while arme flail about. -45 to all
s, + 20 hits

ac

Targei's entire volumtary muscle ‘
sysiem lails. He plaps quivering |
o the ground, wondering what !
has happened i

Foe suffers from deuble vision.
All artack and skill rolls are
halved

-4G e all actions +135 hits

Targel's skin becomes super-
sensitive, X2 ali s received.
Wearing clmhes 1v agony Foe iy
at - 6l

Targets sense of balanceiup/down)
s reversed for twao days, - 75 1o all
actions. +23 hitg

Digestive system fails. Foe
dies in 3 days. +30 hits.

Target's =ense of halance is
permianently reversed. Foe isoat
-8} 10 all actions. Massive
confusion.

Kidney fatlure. Foe slowly dies
in one day. +30 hits.

Entire head falls asleep. -75 10
all actions. +20 hils. Stunned
8 rounds.

Extreme adrenal rushes; foes
heart bursts after 3 rounds of
+50 activity.

Target toses control nf entire
upper body. -90 10 all actions.
+3) hits. Stunned no parry

10 rgts.

Target's lungs collapse.
Unconsctous in 3 rounds: death
in L. -6U w all acrions.

+40 mts.

Targer > enlite body goes numb,
=100 wll actions., +40 s, No pain,
na gain

Tarpet's nervous system lights up
fike a christrnas ree. 1004 of
remaining hits remaved due 1@
pain and shock.

Memory and ~kills completely
erised. tarpet compictety forgets
whu he i< or what he can do and
wanders off in adare

Entire circulatory system fails.
Foe begins tuming odd shades of
bluey and greens. Foe dies in iwo
rounds.

Heart failure. Targel dies in
5 painful rounds, -100 to all
i actions. +50 hits,

Faoe™s enlire nervous system
shons out. Foe dies after live
rounds ol mindless, serearming
agony.
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12.5 SHRAPNEL CRITICAL ST

| B

C

IKE TABLE
D

E

01-05

)6-10
11-15

16-20

21-35

36-99

100

A grazing shot; no extra hits Your

gun just ammed . soiy
.Jurst anick for +1hit
+3 hit

Fae may nul aftack next rnd.
s,

\‘u.n-; gam.m;hahve next 7ng +4 hits

Elcw to foot. Foe receives 1 h:t per
ind unfess armared. +5 hits.

Giarcing shots fo back ul foe's,
neck, Foe musl pdrry next rmad
at-30. +5 hits

Two strikes to tee's collar area
He 1s knocked batk parrying
at =20 nexi (nd. Foe receives

2 hits/ind ang -6 huts,

wo sl 6!5-1:; 166‘5 leg. If ar;nuJEd:
+4 huts. H not +10 hits Foeig
slunnad for next 3 rnds

vou shool ofl a piece of 1oe's
equipment «f hits

’ +2 hits

‘¥ou have initiative ne=d rnd as foe
checks for damage. +4 hits

| slash tae's side. He must parry next

g, +5 hils,

F

the meta i5 160 Close for comrar,
B

Strikes 1o cal® and hand give +7 hits

i Fogsat-10.
I

i

i

i ..

i Strike te the hack and apper arm

| Foe 5 stunned and unable Lo pairy
| fur 2ngs. Foe receives 2 hitsrng
! and ¢8 Hits

+ Fae nitin side and upper arm.
s 10 nits. he js stunned for 3 mds

. and fakes 5 hits/img

Two strikes 10 the thigh ang one to

Ihe forearm sadden toe. Foe recerves

4 hils/rnd and +11 5its Foa is

swaned 3 rnds and unable 1o parry.

He 15 at-50.

" Foe must parry et ma at-40as
|

Hit foe's weapon, destruping it and
areaking one of fea's fingers. +2 hits.

i Foe stunned neat rnd. «3 hits

Hit foe's side in pooriy aimed fire
+9 hits. You have the iitiative.

Blows to the sides cause fae to parry
tar 2 rnds. 9 hits.

You shalier one of loe's ribs Foeis

stunngd lar 2 rnds, takes 2 hitsfind,
and is knogked on his 0ack, +11 s

Foe 15 staggered 2y yeur efort. Heis

Foe, impressed with your hail of fire, is
stunned for 2 rnds. +7 hils.

Solid il tu shoulder blade. Foq is stunned
for 4 rads and is unable to parry
tor 2 rads, He takes 2 hitsfiid +3 hils I

Foe takes 3 side s_tﬂé;_}:t'e—\-s_slﬂnr;ébﬁfo|'

Fon

6 rmgs and bieeds, 1aking 4 hils/md.
+11 hits. Add 10 to your next action

] mﬁb and al dﬁg both sides. He 1s

- stunned and unable to parry for 4 mds.

15 at -45, and takes 2 hitsfrnd. +13 hits

Strike foe s knee and call. Foe recenves
A nits/nd and toe is & a0, +12 hils,

— quch. He takes 2 hils/md ano 15
stunped for 3 mnds. +13 hits

Foe staggers and parries far 3 rnds
atier recenving mingr wounds te the
chest and groin. Foe receives 3 hitsind
and +15 hitg

" Fae doutles oer with hils o ne shi, |

Strikes 1o lawer back paratyze foe's (egs.

thigh, and Jroin. He receives
S hitstred, 15 prone for 4 muds and
permangntly sterile. +15 hits.

He i5 gown {al -80 (o ali action) and
taking & hils/rg

Major wounds to toe 5 chest. He an.d is-
stunred and rnable fo parry lor 3 rnds
He takes 5 hits/md. +19 hits

Foe stunned 1or 5 rnds by strikas o the
+ calf and thigh of both tegs. He is dawn

and taking & hits/rnd ano is at -50

+16 hits.

Thae alﬁ;i wnst. Foe receives

2 hits/eng, Foe 15 stunred next md
+10 hits

) _§if&e's_m'snomuer/cnrlar area. .

FDE Is stunned (or § rgs ang arm
is useless Activity al -30 and foe
receives 4 hits per rnd. +55 hils,

Blgw @long neck, upper chest ang
arm. Foe knacked down stunned

tor 4 rnds. Foe recenves 4 hits/rnd
+17 hits.

Fog is at -50 and 1S taking 4 nits/
tnd. He 1S oul for 2 rnds and
stunned for 3 mare Too bad

ieﬁduns in both kegs are s\;s"hed“ ’

Blows along forearm and ocpposite
shoulder. Arms less than useless

Foe recawes 4 hits/rnd and 12 hits,

Elbaw shattered with lorearm left
dangting. Foe roceives 6 hits'rng
as foe sees |his and passes out
+20 hits.

Neck dJ:WU arm strikes cause
6 hits/rnd and +14 nits. Foe
at -20 ang stunned for § s

Foe"s '\ég ndiJIeb He is al -50 wilh
4 hits/imd and aiso sturned
for S rnds +17 hits.

Foe dreps possessions atier being
struck in the arms. Foe takes +17 hits.
stunned 5 tnas, -5 on aclions, and
bleeds. Recaives 6 hisiind Give up.

You eut toe down al the knees. Foa is
Immobiized and 4t -100, Receives
10 nitsdrog ane fok is stunned
lor 12 rnas

Multiple strikes ationg the upper Lody
Foe is stunned for B rnds and cannot
parry fier 4 rnos. Receives 2 hits/rnd
and 120 hits.

Leg muscles and tendons slashed by
strikes to calf and thigh. Foe sturned
and bnabie to parry for 8 mads, takes
S hits/rad, and Is at -78, 25 hits.

You lacerale foe's Ihigh and shatter a
hip joint. He is 10 a week leng coma
taking 3 hitsand. 22 b

For luses hand and arm 15 severesy

i mangled. He '3 unable (o pairy lgr 5 rngs
i and is sturined for 2G rngs. Receives
L @ oitsrnd. +24 hits.

b - .
Sheulder smashed. Foe spins back

‘he.snje ui-rue‘s head springs 3 leaks.
Too 1ate 16 call a piumber: ne s dead:
Very gory.

10 feet. He is stunned and unabie to parry
for 7 rnds. Arm is useless. Receives
& hits/rnd. +26 nis.

" Hits i the shin, knee, 51D, and sige, Gown

foe in a convulsive heap. He is down ler
24 rnds and at -90. He lakes 8 his/ind,
+27 hils.

Foe's lefl side and arm are
perforated. Foe is at -40. stunned
ang) ynable to party for 6 rnds.

Foe Lakes 3 hitstind and + 18 hits,

'F\ﬁe Du}nme\eﬂ in Ihe sids and Fip
tmmabinzed unnl dited He takes
fi hits/end and <20 hits,

i ck and upper leg He is
bloody and knacked 10 teel away
Foe unabie to pasry far 5 inds.

6 hits per ind, and +18 hits

Foe Inses one ear, and nose 15
lacesated. Heaning at -50, Stupned
for 10 rds i armored or out

3 hours # ot Foe receives

5 hilssrnd and +23 hits

Malicious blow 1o loe's face He
1gses nose chieekhione and a pad of
his skull. Foe 151 Goimd uety
revived Recgives 4 his/md and
20 his

’1'I[‘: \"s_naslroyeu More importantly,
the head is messily separated from
the sheulders. Bye.

Foe's left anm takes mullipie
lacerations. Receives 3 hits/rnd

Strikes 1o the sige and leg Foe

Stunned and unable to parry for
5 1nds beforg passing oul from
! shock. «2* hits

1
Strikes biow away ear and pierce hip
Foe al -3, cannol parry for 2 rnds,

swnAed lor 6 rnds. and takes
8 hns/ind «27 hits

I Impacts 1o middie ana upper Jack,

. and back of head. If unarmored, log

digs; othierwise, he is stunned I
10 (nds. Takes 8 has pet rid and
+25 s

Foe prutalized in slrikes lo the side,

chesk, neck. and brain. Foe dws

in 2 prane ids, Add 1016 yuur next

attack. +35 its

y Pour sucker is withoul the wower half
¢ of hig body and has a hole where his

| eye was L0 bool 11 was guick

|
i

ang operales at -40. Foe is stunned
nexl rnd ang cannet parry. + 18 Nats,

expenences § Hits/ind lor bleeding

Blows 10 hoth arms and chas! break
several indigenous banes. Foe s
stunned tor 12 nds takes B hits”:rd,
©and s unable to parry. +27 his

Several sive and back woLnis cause

e 10 parry 0 a stunned state far the

next 13 mds. Foe takes 9 hils/ing and
tA2BhilG

Foe knocked down. Strikes Xilt an
unarmared foe. Otherveise, he is
stunned, unable to parry for 12 rnds.
Teceiving 9 hits/ind. +30 hits.

Fop makas an exceilenl venlilator with
hictes iri the leg, side, and chest
He expires w £ rad, +32 s,

Toe knocked bacx 15 leet withoul an
anm, and with gashes m jhe neck

He is paralyaud by 3 Droken sping and
dies n B s, 35 hds

Fae 1akes strikes 10 the chest, ang face
Lungs kil with bload, making oreathing
ddlicut. Poon lool expires in 3 messy
rids.

Strike destroys ioe's weagon and neall;-

* separales his arim lroim nig bod. Fog .S 0

shock and prane taking § hitsirnd

<30 hits.

Severe hlaws to loe's sidg and abdomen
Fa i stunned and uaalie 1o parry

tor 5 inds. He is tasing 10 hits/ma ano s
a1 U 3 s -

Senl spinning. Ie is gk o te sping. |
the kidneys, and he loses a hand This !
one 15 histosy in ane rna. +33 fiits

5 - '
Several strikes taxe out bhe liver spleea !

v and inlestines Pyor slob fgats Igr cna
o messy nd then drops. 134 hitg

1
A Cla
SUIGENY. YOI Loy

i erre 0

esthetizeg
orethon of vital
Gl Qans. A DL sopiy. Fog s culand dis
indmis «35 s

cemse. Good shot. Add +20 ta your next

|
Fae fut in tne neart and brain fur a grompt |
i

| altack

o Foe unnates rfgar +7 s
stunnedl next o, -6 hits. i

¢ You have ntiatve 1or the pext 3 inds.

- when he s stynngd nexl rds. +12 hds,

Grazny head strikes slun fee for 3 1nos

©for 2 1nds with no garmy. +13 nits

-Mi.l-illf.;\ﬁ back blows send fog flying 10 teol.
Foe knocked back wilh chest shikes Auﬂar

i EB;FI tﬁ:dns: Ve;aarqmlnm\-.-ery-'-.;..e-ve.re-ly .

! slashed. Foe lakes 10 hissnd, 15 down

©ang stunned Jur 20 cods, « 23 hits

" viou qelives .u.g\.y wuants 1o fog's arms and

¥ou exphse 10e's chest cav-ty apprupriate

Muscles and tendons in log’s arm ang {eg

Bone sphntered form e

Witiess luser char

tutased. b Talls i g Beap, quite litgess

T INE UrCGRSCIousness before gying in 4

A Sleady stream il The sucker m i@
oneck. byart, andonae. and groin. Yo

+10 hils

Toe lmibles weapen and 1S unable to par

He takes 2 Wils/mud. «13 hits. Aod 25 (o
next attack.

Several nbs shatter 11 plancmg blows
Foe tukes 2 Htaand 2id 1s slunnad

A ang ey sinke. if aninared, tog 1akes
+12 hits, 1f not he 1akes +17 hils and is
bizeding al 4 hirsrtadt. is a1 40 ane stunned
fur 10 rad

Unable to parry. 1og 15 stunned lor 2 rnds
He takes 6 hits/ind amidis at -70. 419 nils,

damage cavses 20 his/rnd. Luny
lacerations vall suftocate foe in 4 inds.
Me is prone, meanwnite, +21 hits

Ermbarrassing

shouloers. Limbs are useless. Foe s ai -60.
stunneo ana unable ta parsy tor § mas
+5 hity

for pre meo analomy course, He s dead,
+15 10 your next actoi

are torn beyond recognibion. He takes
12 hits/ind and is down lor 20 inds.
+28 hits.

Foe lases both legs 10 your razing assaull.
He is in shack, 1aking 14 nits/rnd, ard wili
dic anywdy in § rgs. +30 hits.

homler to the
otner Agaditional thigh wound. Foe s prone
taking 14 ts:;ind and equipinent is
oestroyed. +32 hag

Gl ds YO SevET s

spine, hand, ang iacerale e sige ot tns

Jserrboweling stream of retal putmiigls
foe's leg. abdemen. and chest. He lapses

Spiral shol inguces a owanie fwist Arteries
N chesl and arm akso severed, Fog is
diraby e and dies 3 ines. o40 s

Allies wihin S0 et 4o » 1010 thar neat
altaeks You ie out ol ammimtios

Foe pursts it & moady puly, ¥ack
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1 : - T
Empty feeling i Stomach growls. !Hungcr pangs. -5 to all activities. -5 to all actions.
01-05 inside, [ f
| |
— ——— ] —if*' —— — ‘—l—“* . "—*' —— ** e “T e ﬁ—‘-—-—‘.— —_—
Hungry, but ckay. | Occasional cramps. Miltd weakness results Slightly weakened, -5 1o | -5. Exhaustion points
06-10 ; in -5 to all actions, all actions. | reduced by 5%,
|
o A T T e e : T e e—— L
l Stomach growls. ' -5 to all actions. Slightly wnpaired, -5 to -3. Exhaustion points -10. Exhaustjon points
11-15 | Disoriented. all activities. reduced by 5%. reduced by 10%.
| :
| Weakened, -5 to all ! Impaired. -5 to al] -5. Exhaustion points -10. Exbaustion points -15. Exhaustid;pﬁi;lﬁl;_ o
' 16-20 | activities. ' activities. reduced by 5%. -reduced by 10%. ' reduced by 209,
| Swalladions 75 Fxnauenon —— ‘h(-}ﬁau;ri_on poimts 15, Exhaustion points #TS Exhaustion points |
21-35 Disoriented.  reduced by $%, reduced by 10%. reduced by 209, | reduced by 254
Tos B ™ 0 B e — e i
-5. Exhaustion ¢ ~10. Exhaustion points | -15. Exhaustion points 13, Exhaustion points | -20. Exhatstion; -10%,
36-45 | points reduced by . reduced by 10%.. [ reduced by 2005, reduced by 25%. ( Starving.
5%. ‘
[ -10. Exhaustion “-15. Exhaustion points  -15. Exhaustion points -20. Exhaustion; -30%, I-20. Exhausli;n: :40_%7¥
I 46-50 points reduced by reduced by 204, ‘ reduced by 25%, Shaky, Real weak.
10%, ! |
| 10, Exhaustion 5 g points . -20. Exhaustion: -30%.  -20. Exhaustion: 40%. 20, Temp Co reduced |
l 51-55 poinis reduced by i reduced by 25%. f Unstcady. . S0 teribly tired. by 1. Exhaust: -50%.
15%. !
| |5 Exhaustion 720, Exanstion: 107 {20, Exhavstion: -40%. ﬁ'TzofT_cmpf‘cB}eEFéd\r -20. Temp Streduced
56-60 points reduced by Weakening. "No energy. by 1. Exhaust: -50%. by 1. Exhaust: -60%.
20%. ! :
l | e T e S — —— L
-15. Exhaustion -20. Exhaustion: -40%.  * .2(). Temp Co reduced -20. Temp St reduced -25. Temp Co reduced
61-65 points reduced by | Listless,

Exh:-90%.

25%.
Eol]apse from
weakness. Down
3 rds,

13 rounds.

—

-2().rErxhaustj0n:

-30%. Wobbly. i by 1. Exhaust: -50%.

-20. Exhaustion:
40% Unsteady.

" 1. Exhaust: -60% .

_;i(j. E;];a-;stioﬁrzlﬁ

-50%. Feel faint. | 1, Exhaust: -70%.
|

2 Temp Stand o
| reduced by |, Exh:-80%.

-20. Temp St
reduced by 1.
Exhaust: -609.
| 25 Yemp Co
reduced by 1.
Exhaust: -70%. |

- i

reduced by 1. Exh:-90%.

e 4
-25. Temp St and -35. Temp St, Co, Qu

Coreduced by 1. | reduced by 2. Exh:-95%,
Exh:-80%, ‘
-30. Temp St Co. | 35, Temp 51, Cor o
Qureduced by 1. ' reduced by 2. Exh:-95%.

Faint from hunger, ~ Unconscious
out 2- 12 rounds. ‘J Starving.

6-60 rounds,

i F.;ll d.oTv-nr. Incz;pa—c.jtagd¥
: -EO.TI‘;IHL?C'O reduced _\*TZO. TerrrlpiS;:dJedJ by‘—7
, -20. Temp St reduced by

; 25. Te mﬁo reduced b;#

|30, Temp 51, Co. Qu ﬁsm'ﬁa};"ﬁ' 'ﬁmmm *ﬁsu—ﬂnmc:@ —

-50. Temp St, Co, Qu

| reduced by 4. Exh:-95%, i
[

’ by 1. Exhaust: -30%. i by 1. Exhaust: -60%. ’by 1. Exhaust: -70%,

Faint. Out for 'r(,rrou;dg mO_ut { hour. Delirious
" thereafter,

| Collapse. Coma for 1 day,
then death.

i -Zﬁexﬁp Co -reduced‘t;y_. —25.7’]-"cmp St:l-rii-Co N

| 1. Exhaust: -60%. i 1. Exhaust: -70%. | reduced by 1. Exh:-80%,.

|-25. Temp Co reduced by s, T‘cmp Stand Co
f1. Exhaust: -70%.

[ 30 TempSt CoQu
reduced by 1. Fxh:-909; .

" reduced by I. Exh:-80%.
I

—_—

-25. Temp St and Co I'-30. Temp §t, Co, Qu

| reduced by I. Exh:-80%. | reduced by 1. Exh:-90%.

i

Jﬁ?s. Temp St, Co, Qu
reduced by 2. Exi:-95%,.

] -30. Tem[; St, CO,IQU | -35. Tcmp.SL Co, Qu
[ reduced by 1. Exti-90%. | reduced by 2. Exh:-95%. ’

-40. Temp St, Co, Qu
reduced by 3. Exh:-95%.

' reduced by 2. Exh:-95¢, J reduced by 2. Exh:-959%. J reduced by 4, Exh:-95%.

50. Temp St, Co, Qu -60. Temp 5t, Co, Qu
reduced by 4. Exh:-95%. ' reduced by 5. Exh:-98%.

| -60. Temp St Co, Qu
i reduced by 5. Exh:-98%.

‘_-:E Temp SE;QT
reduced by 2. Exh:-95%, ’

-70. Temp St, Co, Qu
reduced by 6. Exh: 100%.

Unconscious 3-30) min. Unconscious 4-24 hours.
Delirious for 1-6 hours Unless revived, death
i | OCCUIS,

failure. Death in 1-6
hours, Pathetic.
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CRITICAL STRIKE TABLE

E

You might have a chance again

next reund.

Foe shrugs off attack.

No extra damage.

Weak strike gives +1 hit,

‘Foe stunned next round.

+1 hit.

Foe is lucky. this time

+2 hits,

Foe stunned for 1 raund. Big deal.

Foe abéra!es at -10 for
3 rounds.

Stun foe 2 rounds and he is al
-20 for 4 rounds.

Foe stunned for 1 round 2nd isal
-20 for 2 rounds thersafier.

Attack laaves fog stunned
for 3 rounds.

Foe i stunned and must parry
at -20 next round. +1 it

Mederately discouraging attack
stuns foe 3 rounds

46-50

51-55

Foe somewhat dazed. He is
stunned next round and is at
-10for 2 rounds.

Weak impact sees foe stunned
for the next 2 rounds, but little
else,

Stun toe for 2 rounds,

Foe stunned for 3 rounds and
must parry at -20 next round.

“Mild blow stuns foe for 2
rounds and all maneuvers are
al -10 for 4 rounds.

Unspectacular strike stuns foe
for 4 rounds.

must parry at -20.

56-60

Your attack stuns foe
for 3 rounds. Add +10to
your next attack

i stunnes 5 rounds. He is at
i 3010 naneuvers next round.

Foe st ned 6 rounds. +3 hits.

Foe knr cked to his knees and -

. Forceful impact stuns foe

4 rounds. during which fie must
parry at -10.

the use of an arm for 24 rounds
+4 hits,

! Foe stunned 1 round
| .

Foe is stunned 5 raunds and loses

i

" Blow leaves fos stunned and unable
te parry for 3 rounds. Add +10 to
your nexl atlack

Matignant damage stuns foe
for 5 raungs and puts him
at -10 for 2 gays

7Bia5t'par'a'lyzes foe fram waist down ;

for 7 rounds. If standing, he falls ‘

over and takes 5 hits.

Glancing' strike spins foe. He is
stunned and unable {o parry
for 5 rounds.

Foe stunned for § tongﬁrrounds‘
Add +20 to your next two attacks
against this apponent.

Foe stunned 6 rounds Lingering
disorientation puts him at -10 for
1 hour. +3 hits

Stunning biast causes minor
celiular disruption. Foe stunned
and at -30 for 7 rounds.

"Foe stunned for & rounds and is

al -20 for 12 rounds.

! Atack leaves foe stunned and

Foe feft incapacitated by atlack.

|
|
|

unable to parry for 9 rounds
+6 hils.

Foe gasps lor air. Heri;; éfunned :
10 rounds while parrying at -20.

|

He is out for 11 rounds. ‘

61-65

66

67-70

71-75

Foe stunned for 4 rounds.
He may nol parry next round

Lucky strike shacks foe Hais
stunned for 10 rounds and is
unable to parry for 5. +7 hits.

f{)e grops weapun'
He is stunned for 5 rounds.

Stunan 1g blast immobilizes
foe's rms for 7 rounds.
He is stunned next round.

) Trﬂhl;‘:r throws fos hark

3 meigrs, He i5 stunned and
unat e to parry for 15 rounds
+10 nits

" Foe Jazed. He drops his

i har |-held equipment and

| stai s Ig\assy-eyed for 8 rounds.

1 No wtivity.

¢ Farceful attack drops fae for

Blast pverioads foe’s neurons
mamentarily. He is stunned,
biinded and unabfe to parry
for 9 rounds. +3 hits

© 20 rounds. He is inert ani quite

VS'cr'aminng burst leaves foe

¢ helpless. +13 hits.

droeling. He is stunned and
unable ta parry for 10 rounds.
A pathetic signt.

Foe unl;aianced by your attack,
stunned for 6 rounds and may
nol maneuver for 3. +1 hit.

Fo. knocked over and stunned
fa G rounds, Numb legs

pi :vent him from standing

ai 1in for 10 rounds. +5 hits.

Blast knocks foe down. He is
stuaned and parries at -50
for 11 rounds, Add +15 10
your next attack

Shacking blast spins fee.
He is stunned tor 7 rounds
and orientation rolfs are al
-50 for 10 rounds

[ Foe knocked dovn He is

stunned for 8 rounds and may
not parry for 3. +2 hits

Foe stunned and unabie 1o B
parry for 9 rounds. Add +15 to
your next attack.

Blast disorients foe. N
stunned for 10 rqunds and
at -25 for one hour.

N _I_n_{pact frazzies

~ uscle lock. Foe may not move

¥
} Foe stunned Tor 11 rounds and
may not parry for 3. Add +10 10

your gext action.

or 10 rounds. Unfucky, isn't he.

Foe s@m{vs awn tongue.
He 1 stunned 12 rounds and is
at -40 tor 15 rounds.

Staggering blast. Foe stunmed and ‘
unabie to parry for 3 rounds, then |
falls prone for an additional

. 10 rounds. +6 hits

Foe snaps rigid and lalls over.

Foe drops to the ground and 1s 18ft
writhing in spasms. He is stunned
and unable o parry for 12 rounds
+7 hits,

breaking an ann in the prucess
He is oul for 24 rounds and at
-40 for 2 days thereafter. <18 hits

ﬁl-:ééEo\\aps;egl'?nagj\-g_glmg':-n-lus'hy

heap akier scattering his equipment
He is out for 13 rounds. [

Fae staggers off in a random

~ your next attack against this

N
|

far 8 rounds. +6 hits. ]
|
Foe stunned and loses control of ]

neck muscles for 12 rounds.

i
WF'oierﬁseé the use of hmﬁg}s— .
tar 3 days. He is stunned
Head flops about at random

Blast stuas foe for 20 reunds and tJ

is urable ta parry 1or 10, Add +201g

direction for 18 rounds, not at all
sure of what's going on

oppanent

Foe cazed for 24 rounds. He is

i incapable of taking any action.

Poor ool

! Blast knocks foe down. he s out for

28 rounds.

Foe falls on his face. He is stunned

I and unable to party lor 32 rounds,
Lt hils

Foe falls. serdig mmself wito a

cama for 20 days. When he cames
10, ne will be at -30 for an additional
20 days, +25 hits.

i

-

Foe falls on top cf his own
equipmer:, causing random
malfunctions. He is out for

1 36 rounds
Strike S.p.i“r-igfoe. He is stunned anri h Control of arms and legs is Iost
at -40 to erientation attempts tempararily. Foe drops prone
for 40 rounds

|
for 14 rounds. }
|
I
|
I

Strike leaves neurons misfiring for

quite sgme time. Foe is stunned
15 rounds and is at -50 for
20 hours. Sad, but true.

Bfast leaves one side of loe'.s hody
paralyzed for 16 mads_ Hes at -76

Foe knocked onto his back and
is immaebilized for 12 rounds.

is stunned for 15 rounds and is
at-20 lor one day.

. Cruel blow stuns foe 14 rounds.

brain. He

He is at -20 for 5 hours.

Foe drops, }!rwro!ionless; far
17 reunds, though he retains all of
his senses. +8 hits

7C(7r!?h§i'ng Hlast feaves foe cross-
eyed. He s stunned 18 rounds
angd perceives at -50 for 1 day.

Foe wishes he were semewhere
else. He is stunned and unable 1a

parry for 18 brufal rounds,

Stun-n-i'r;g blast knocks foe
back 3 meters. He falis and is
out for 15 rounds, +4 hils

Impact sends foe into spasms.
He is stunned for 20 rounds
and is at -40 for 3 hours Foe
has whiptash

Fae rocked by strike. He falls
prone for 20 rounds, and takes
1 hit per round.

and s at -50 for 6 hours after
he comes around.

", Foe knocked prone for 24 rounds

and then slips into a 10 day
coma.

Brutal atack leaves foe stunned
and unable to parry tor 30
rounds, He is ther at -4 fer
25 hours. +8 hits.

Foe is lett a babbling idiot for
3 days after the attack. He is quite
incapable of defending himself

Direct hit leaves loe lotally
spazed-out. He 15 stunned and
unadle to parry for 50 rounds.
+15 hitg

i at-50 for 2 days.

‘ Disrupting str:ke causes fue's hearl

- Foe sent inta coma for 30 days, and

|

Fae is stunned for 45 rounds and is

10 sieze up. He drops. Unless tende
10, toe will die i 10 rounds.

incapable ot subconscious activity.
+20 hits

" Molor contrel sporatic Foers
stunned and unable to parry for an
incredible 25 hours, Vary sad

|
— -

Blow sends Toe reeling. He colapsed

6 meters away. not to regain
consciousness tor 30 days,

Sadly, foe dies next round due to
massive nerve failure

1
S
A
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12.8 VIBRATION CRITICAL STRIKE TABLE
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E

01-05

Skin Tingles. ' Strike tickles foes sides,

' +1 hit.

+2 hn

06-10

+1 hit, i +2 hits.

+3 hits. +10 10 your next strike. +4 hits. Lose initiative | mad.

11-15

+2 hits. Lose initiative next

md. . initiative | rnd.

[ +4 hits. Minor side sirike. Lose

+7 hits. Minor side strike
' Unbalanced. Stunned 1 md. Must

+5 hits. Minor side strike.
Unbalanced, must parry | md.
+1 hits/rd.

16-20

+3 hits, Lose inittative next I
md. Must parry 1 md.

+5 hits, Minor side strike,
Urbalanced, must parry | md
at -30,

{parry | mit +1 hits/med.

| +8 hits. Miner side sirike.
Unbalanced. Stunned i md.
Must parry | md.

’I +8 hits. Minor side sirike.
i Unbalanced. Stunned | md, Must

21-35

1 md. +1 hitfrad.
+& hats. Lower leg strike, +9 hits. Lower leg strike.

36-45

+6 hits. Unbalanced. toses [
initiative 2 rds. Must purry

+7 hits. Unbatanced. Stunned
F mnd. Must parry | md.

Unbalanced. loses initiative 2
mds. Stunned | md. +1 hit/
md. Moves at ~10.

Urbatanced. Stunned | md.,
Must parry T rnd. +4 hiy/md.

46-50

Moves at - 10.

+8 hits, Minor hack sirike. * +10 hits. Minor back sirike,
Unbaianced. loses initianive 3 ‘ Unbalanced. Stnned ne parry
mds. Stunned | rd. +! hits/ I md. +1 hit/md. -1 o

md. Moves at - 1. | activiry.

+10 hits. Minor chest strike. , *+12 hits. Minor chest strike,
Unbalanced. Stunned | rad. |
Must parry 1 rnd. +1 hits/rd, |
Moves at -10. I

Stunned 2 mds. +2 hits/md. —
15 10 activily.

+10 hirs. Minor thigh sirike. | +10 hits. Minor thigh strike.
Knocked gown. Stunned | l Spun araund. Stunned 1 md.
md.+1 hits/md Movesat 10, 1 +2 hits/md. Moves a1 =10,

+H) hits. Minor foream strike.

+12 hits. Minor forearm J
l Forearm shattered, hand is

strike. Unbalanced. Stunned
Lrd. 10 10 aif actions.
+2 hits/rnd. =10 to activity,

strike, Nun- weapon shouider
broken. arm is useless.
Stunned no parry | md.
+3 hits/rnd

+20 hts. Major shoulder [’ +15 hits. Major arm strike.

" destroyed, arm is uselass.,
Stunned no parry 5 rmds.
25 to all actions. | +4 hatg/md, =25 1 activity,

+7 hits. Minor collar bone
strike. Unbalanced. Stunned
3rmds, 10 toall actions.

T hits, Minor tack strike.
Stunned 3 mds, no parry 1 md.
+1 hits/md. — 1} 1o activity.

+10hits. Torn tendens in
lower lep. unhalunced, |
knocked down 1o one knee, ‘
Stunned 1 md. - 10 ail actions. “

+10 hits. Minor calf strike.
Stunned 4 s, no parry 3 rads,
+2 hits/rnd. =25 1o acuvity,

+11 hits. Torn 1endons and +10 hits. Minor arm strike. Non
76_80 muscles in biceps, Stunned 2 | weapon arm has broken bones
mds, nu party next rnd, +1 and torn tendens and muscles
hitsfond. - 10 1o all acuons Stunned 3 rnds. - 20 o activity
. . S
+12 hits. Broken ribs and torn ‘ +12 hits. Broken ribs and torn
81_85 cartiluge Stunned 4 rods. +3 j cantilage. Stunned 6 mds. +4
misirnd. ~10 to ull actions. ! hits/md. -20 10 activity.
+ 1010 your next sirike
S S - — J— ‘ — ————
+13 hits. Minor back strike. 1«20 hits. Major calf sirike.
86_90 Krocked down 2 rads. " Broken bones and torn lendons.
Stunned 3 rds, +2 hitszind, - Knocked down. Stunned no
10 ter all actions. parry 3 muds. —23 1o activiry,
e —— S —— = 4 S [ — —_——
+20 hits. Major hip strike " 425 hits. Major hip sirike.
91 =95 | Knocked down 2 inds Shattered hip. Stunned 5 mds.
Stunned 2 rrds. =25 10 all then out cold for | hour. +2
ACTHONS hits/rnd. =25 o activity,
1 R T
+20 hils. Major head strike. B +25 bits, Major head strike
96.99 foe nat wearing helmer. Side of foe™s face is shattered,
knocked out far | manth cies in 3 inactive ads, +2 hits/
{coma ), atherwise. out | day.  md. -25 to acliviy
T -

+20 hits. Major head strike Tt +30 hirs, Major head strike.
not wearing helmet, neck Brain is wrned to mush. Foe is
snaps. dies in 3 rads: else. out  dead.

1 day. 2510 ail actions.

—~—

Unbalanced and knocked down, ¢ Urbalanced and knocked back

- U

useless. Stunned no parry | md. - Stunned no parry 1 md.

Weapon arm is shattered, joints

| mds. 44 hils/md. =25 w0 activity. | hits/md. Fre i very unhappy.

i pary L md. +1 hits/rd.

| +% hits. Minor chest strike. ‘l +H) hits. Mentor leg sirike.
. Unbaianced. Stunned no parry " Unbalanced. Stunned no parry |

I et +1 hirsfrmd. md.  +| hrts/md.

| +10 hits, Lower leg strike.
Unbalanced and knocked down
1o one knee. Stunned 2 mds.

+3 hits/md. Moves a1 - 10).

+12 hits. Minor groin sirike.
Unbalanced. Stunned 1 mds.
Mo parry 2 mds, +2 hits/rpd.

+16 hits, Minor buck strike.
Swnred 2 mds. Must parry | rnd.
, L hit/md =15 W sctivity,

. +12 hits. Minor back strike.
Stunned 2 mds. Must pany | rnd
+1 hits/rnd. 10 1o activity.

J +15 hits, Minor

——e—— o — L J—

+20 hits. Major chest sirike, A
tung collapses. +2 huts/md. -20 1o
i activity.

chest sinike,

| 5 feer, down 2 mds. Stunned 2
mus. +2 hits/md. - 15 to activi

+12 hits. Minor thigh strike.
Knocked down 2 mds. Stunped
3 mds. +2 hits/rmd. Moves at —75. | 30 to activiry,

+1(+hits. Minor forear:n strike,
Forearm shattered, arm 15 useless.
Stunned 7 mds. no parry 1 mds.
+3 hits/md. —40 1o all acuons

+12 hits. Minor forearm: strike
Forearm shattered., arm js useless

i +2 hits/md. =20 10 activity.

+25 hits. Major leg strike. Knee
is shatiered, joinis destroyed, ley
ts useless. Qur cold 5 mas

[+2 hitsfrd. -35 10 activity.

is not wearing a helm, dies;
otherwise, out cold 3 hours,
" +2 hryimd 35 1o acriviry

i
i +12 hils. Minar back strike.
| Stuaned 4 mds, no parry 2 mds.
| +3 hits/md. -15 1o activity.

4 .
| +15 hits. Mmor back strike. Out

veld 2 mds. Sturned 7 rmets. +4
. his/rnd. 25 to activity

+10 hits. Minor leg sirike.
.| Knacked down 2 mds, Stunned
i 5 mds, no parry & mds. -

C+2hits/md. 25 o activity.

i +15 hits. Minor leg sirike
" Knocked oul 3 ends. Stunned no
. parry 5 rnds. 43 hits/rnd. —30 10

activity.

* +20 hits. Major chest strike.
Knocked out 3 mds., Stunned no

| parry 12 1nds, +6 hityymd. 3510

i activiry

1 +13 hits. Minor chest strike.
; Callar hone is broken, arm ix
I useless. Stunned 3 mds.
+3 hits/md. =25 1o activity. i
. — - i

{ +15 hits. Broken leg and tom
| tendons. muscles and cartilage,
Stunned & mds, no parry o 7

+20hits. Broken spine and torn
. tendons, muscles and canilage.
 Paralyzed from the neck down, +4

{425 hits. Major groin strike. - 30 hats. Major abdomen sinke.
Rroken bores and torn tendons - Intenal organs are tumed 10 pulp.
und muscies. Stunned no parry B 1 3010 activity for 4 rnds,

mds. +4 hits/rnd. =30 o uctivity,  then dies.

+35 hits. Limbs are shattered.

i Arms and legs f1ail about for

" 3 ds. Treat as il paralyzed from
neck down, <6 hisfrnd,

+30 hits. Major head sirike.
Shattered skull, bong fragments

' destray brain. +6 hirs/md, Dies in
4 inactive rnds.

+10 hits. Minor leg strike. Stunned"—ﬂo hits. Major chest strike, O
| ind, no parry | md, +3 hits/md, —

+30 tuts. Major head strike. IF foe | +40 hirs, Mujor chest sirike, Drops

+3 hits.

+5 hits. Lose initiative 1 md.
Stunned | tnd.

+8 hits. Minor side strike.
Unbalanced. Stunned 1 md. Must

parry 1 md. +1 hit/md,

+15 hits. Minor side sirike.
Unbalanced, Stunned ! rd. Must
parry 1 md. +1 hiy/md,

+15 hits. Minar side strike.
Unbalanced. Stunped no party
2 mds. +1 hit/md

+12 hits, Minor leg sirike. Legis
shattered, destroying leg muscles,
tendans, cartilage. Knocked down
and back Y. =35 1o acnuvity

Knocked down 3 mds Stunned
| 2 mds. Must parry 2 mds,
+2 hits/rnd and at -50,

|
J +20 hits. Major buck sirike.
H
1

+20 hits. Major back strike. Ous
» cold for 2 rads. Stunaed no parry
P35 mmds + 3 hitsimd. 25 1 acuviry

cold 3 rads. Swaned no parry &
mds, +6 hits/ind, -35 o acuvity

+20 hits. Major furearm strike.
Forearm joint i, destroyed. Knocked
down, out 3 mds. arm i useless,
Swnned 4 mds. —25 10 all aclions.

and dies in 6 2agonizing mds.
Massive damage 16 torso and
internal organs. +7 hits/md, 45 10
activity.

+25 hits. Major chest sirike.
Knocked out for | day. +7 hijtsjmd.
—45 1o activity

+20 hits. Major chest strike. Bioud
vessels pop. Rleed 10 death in

8 inactive tnds. +7 hits/md 45 10
activity

staggers and drops foe, blood fills
torso cavity. Deuth comes in 6 very
painful mds. +10 hits/md.
1
+30 hits. Shanered coliar bone and
shoulder. Neck snaps. death occurs
in 10+1D10 mds from suffocation,
+3 hits/rad.

|

| +35 hit Major head strike. Brain
I funcrions ceuse, except breathing

i and heart beat (1rear as 4 comay. Foe
woulid be beiter off dead.

1 +40) hits. Major body strike, Body
sphitinto four equai pans. cach
going iy own separate way. Foe is

| dead (all four paris). +25 hirs/rnd.

L

+30hirs Major chest strike. + +4 hits. Chesl und back muscles
Heurt overheats and shuts down. . are hquified. chest cavity plunges
Duesin 2 ends. +2 hitsfrnd. —35 10 down 1o hips. destroying all
aelivity . internal organs, dies 10 | md.

+30 hits. Major head strike. Eyes | +350 hits. Major head strike. Brain
tum ta jelly, ears quiver. head is ' oozes out facial openings, body
filled with a loud hum. Brain | takes two involuntary steps back
ceases to functions, ! and then drops very dead,

i +30 hits. Major head sirike. Brain

| flames oul of exisience. flames

| sprout oul of facial openings. Foc is
gone forever

| +60 hits. Major body strike. Body 1
tirerally ripped inta thousands of
parts, Foe is made inlo a pool of
blowdy jelly. Very Dead.




Skilt Bonuses ) Skill - B
Skill Stats Cost Rank_ Skill Level Stal Special Total Skill Stats Cost Rank Skill _Level Stal Special Total
Primary Skills Swimmning Ag s T A
Adr My Balance  Pr/SD 6 . __  __  __7 ;Weapon Skills — SUSKAg or SVAg/Ag or SVAg - 9,20 20.20. 20, 20
Adr My, Landing  Pr/S0 6 S oo | e e 7
AdrMv. leaping PYSD 6 __ 9 — . A
AdrMv,Speed PySD 6 __ __ __ _._ A1 - _ . Tn
Adr.Mv., Strength  Pr/SD 6 . __ . __ __ .~ R ) _ T
Adrenal Defense none 0 . R | | Force Law J_ Gravity Law T
Ambush none 9  _ __  __. __  __ __7 | 'ForceMaster I Magnetic Law A
Body Develop. Co 8 . 7 |iShockwaves N o A
Channeling n 7 - 3 _ . _n Essence Hand 0 Essence’s Perceptions 1
Climbing Ag 6 I | ‘ Rune Mastery a_ Spelt Wall a0
Directed Spells Ag 5 " m | Lesserilusions a_ Detecting Ways i |
Disarm Traps In/Ag T A | Unbarring Ways a Physical Enbancement
Perception (Gen.) In/Re 3 [ s Elemental Shields . _ Delving Ways 7
Linguistics nene 2 . __ __ 77 | Invisible Ways i Living Change g B
o none 2/ . - 773 | Spirit Mastery g Spell Reins o I
e nong ¥ . . __  __  __ __70 ||LoftyBricge i D Spall Enhancement 0 _
. none 2/ . __M7 |:Gate Mastery . Dispalling Ways T
M.A. Strikes SUSVAy 9 e e D | Rapid Ways I Shield Mastery J_ ‘
M.A. Sw. & Th. AgiAg/St 9 .+ a. e i B
Mn.in Armor, SL - Ag 9 = Y a__ R 1 B
Mn. in Armor, RL ~ Ag @ __ . . _ . _m | a_ . __ - o___
Mn.in Armor, Ch Ag w o3 = — 1.
Mn.in Armor, Pl Ag e u SV = ) I
Pick Locks In/Re/Ag 8 - - - _n O o o |
Riding Emidg 3 — . _ _o o sl
Aunes Em/In v . . 3 _ N . R o
Spell List Acquis.  varies L [ el S
Stalk & Hide Ag/S0 5 . - e 7 ————— - e _ _ M
Staves & Wands  Emvin m o __ _ _3 ___ _ __ —_ . _ - _n
Character Law Secondary Skills
Acrotatics Ag/Qu 3 e— 11 Public Speaking Em/PriAp 26 ™M
Acting Pridp/Em 266 __  __  __  __ __  __. 13 [Rope Mastery Me/Ag . |
Animat Healing EmMRe 26 __  __  __  __  __ __ 73 |Rowing SvsD R |
Caving SD/Re 3 Y o _ _O |salling Em/ln 3 R
Contorticns Ag/5D 5 . __  __ 0 |Seduction EmPrip 25 __  _ __ =
Gookery In/Re ¥ _ __  __ . __ __ " |Signaling MerSD 15 __ . _ _m
Dance Ag/ln %6 . 17 {Singing Priin % . _ _ __ _ _m
Diving S0/Ag 3 . . __7 {Sking Ag/SD K N |
Falsification SD/Re I . __ __0o |5mithing S¥Ag N
First Aid SD/Em 26 o . . 7 [Spell Mastery varies e __ . 3 . __
Fletching Ag/SD %W . . A |Stargazing in/Me 26 . _3 . mMe
Faraging In/Me 2% 1 |StoneCrafts SDrAq 3 o . _n
Frenzy Em/SD 5 — O |Subduing Ag/Qu 6 I I |
Gambling MePr 26 ___ 0 Tracking In/Re I 7 _ N
Herding Em/Pr % {Trading Re/Me v MM
Leather-working ~ Ag/Re 3 Y— . 1 |Trap-Building Re/Em 36 o s =
Mathematics Re/Me 26 . . X . O |Trickery Pr/Qu 3 . __ _ . 1
Meditation PS5 . 51 [Tumbling Ag/sD P . . _.D
Music AgiEm A =7 |Weather-Watching (n/Em o 3 N
Wood Crafts Ag/Em 3 . . . . .0
Rolemaster Companion Secondary Skills 1
Academic
Administration Re/Pr 25 3% __  __ ___™ |Faerielore Me/Re 2 __ .3 _  __ __m
Advanced Math Re/Me ¥ o 3 ™ |Faunalore Me/Re 25 . ___ .3 . __m
Alchemy Re/Me 24 3 ___ __ ___927 |Floralore Me/Re 20 . . _3 __ __ma
Anthropalogy InfEm 25 . __ _3 __ __  __ 77 |Heraldry Re/Me s 3 N
Architecture Re/Em ¥ __  _3Y __  __ _ ™ |HerblLore Me/Re 26 I ng!
Astronomy Em/Re ¥ .. ... 3 . __  __ 71 |LocklLore Ma/Re M 3
Basic Mathematics Re/Me % . 3 __ 7K1 |Mapping Re/Me 3 . 3 I R
Biochemistry In/Re 5 X . __7 [Machanition Ag/Re 26 R . |
Boat Pilot MesAg 26 . . .3 __ _ ¥ (Metal Lore Me/Re 1 [ B _ I
Demon/Devit Lare  Me/Re e __ . 3 ___  __  __ |Mitary Org. Pr/Re ¥ 3 . __ .M
Dratting Re/Me 24 . . _.3 . 79 [Mining Re/In 3 - B . _.n
Dragon Lare Me/Re v 3 71 |Navigation Refln W _ 3 M
Engineering In/Re 26 __3 __  __  __ 51 |Panetology Em/Re 4 < R b |
Phii/Relig. Doct.  Mefin/Re t2  __ 3 I
Physics Me/Re i . 3 . . _mm
Poison Lore Me/Re 216 3 m} l




N___ &=

Skill - Bonuses -
Skill Stats Cost Rank Skill Level Stat Special Total Skilt Stats Cost
Racial History Me/Re w3 — (X3 Skinning Ag/in k]
Sanity Heal. Lore  Me/Em 2 — - 3 . _ _ 2| Tactica Games Re/Me 1/4
Siege Engineer Re/In 4 3 —— O3 Gymnasti¢
Stane Lore Me/Re v 3 __ - —_ 37| Juggling Ag/In 3
Tactics In/Re 24 _3 _ __.373 | Jumping StAg 4
Trading Lore Me/Re ¥ _ 3 —  — 03 Pole Vaulting StAg 5
Xeno-Lares varies r 3 — 37| stit Walking St/Ag 4
Animal Tightrope Walk Ag/SD 3
Animal Handling Em/Pr 2 . _ —  _—  .._00| Linguistic
Antmal Traming Em/Py 4 — — — —— __ __™ |lipReading In/Re 2/
Beast Master Em/Pr 4 — — —  —  __ _ o | Mimicry i) 2/6
Driving Ag/Qu 3 — — — _  __ __9 | Posticimprov. In/Re 2/6
Loading Em/Re 3 - - . N Prepaganda In/Em 174
Athlatie Tate Telling Pr 2/8
Athletic Games SYAg/Qu 8 — = — - __7 | Ventriloguism SO/in 3/6
Distance Running  Co 3 _ — - . __ 0 | Magical
Fying/Gliding Ag 3 — — . __ __O |CirgieLore Me/Re 1/4
Rappelling Ag 8 - —  _— __1 | Divination InvEm 2/4
Skating Ag/SD 3 —  —- - 1T [ Magicallanguage nons 1w
Sprinting Qu 3 _ - - . _ . nong 7
Surfing AgrSh 3 . —_ = O none 1
Combat Magical Rituals Re/Me 174
Brawling Ae/ln 18 _ _ — —. —_ "1 | Power Perception Em 1/3
Disarm, Armed Ag 4] _ _ - __ _  __n Power Pt. Dey. varies 2
Oisarm, Unarmed  Ag 9 _ -— — _— __ 3 | PowerProjection varies 2/4
Grappling Hook Ag 3 - —  _—_ __7 | SymbolLore Me/Re 1/4
fai Quing B - — 71 | Targeting Skil In 2/5
Lancing SvAg 3 o _ — — T | Transcend Armor  varies 6
Missile Artillery In/Ag 316 - —  — 779 Warding Lore Me/Ra 24
Reverse Stroke Ag/Re 0 - . _ —— 7 | Medical
Stunned Maneuv, 5D 5 * o . . __1 Diagnostics In/Re 2/6
Tumbiing Attack Ag/St 5 _ - - . __ _.9 Brug Tolerance Co/5D 3/6
fumbling Evasion  Ag/Qu 3 . -~ —— __ __3 | Hypnosis Pr/SD 2/4
Weapon Combo St v - — 3 | Midwifery Em/Mesin - 4
a0 Qu/Ag 6 . _ __ __ T"A | Second Aid SD/EM/In 377
Concentration Surgery SO/EM/In 6
r. Mv. Quick Draw Pr/SD 4 _ o - — .30 | Pemeplion
ody Damage St. SD/Em oo . —_ 33| Detect Traps n 3
ontral Lycan, S0 e __ _ Y3 | Direction Sense In/Re 2/4
Dowsing Em W . . .| Lie Perception In/Re 2/5
editation Loc. Secret Open.  InfRe 378
Cleansing SD/Em &4 . - 3% Poison Percep in/Re 3
Death So/pr woo__ . __ O Read Tracks In/Re 3/6
Healing SO/Em 24 s = | ‘ Sense Amb /Ass.  in/Re 3
Ki SD/Pr ¥ -—  —— — __03] Sense Reality Wp. In/Em 1/3
Sleep SD/n v —_¥3 | Surveiliance In/SD 2/8
Trance Pr/SD W3 I . ___ | Time Sense In/Me 1/4
nemonics Me/S0 174 o _ ___i{39 ! Social
Spacial Loc, Aw n %5 — . _— 27| Diplomacy Priin 28
eadly Duping Pr 35
lent Kin Ag 6 . _ — . __O | Interrogation Ag/Re 3
/Rem. Paison Ag/In 2/6 — —- —  —  __ ___924]| Leadership PriRe 2/4
Evaluation Subterfuge
praisal Re/Me o _. 39 Bagging Pr/Em/Ap 2/
or Evaluation  In/Ra 4 . _ v | Bribery Pr/Re/hp  2/6
etal Evaluation  |n/Re 25 _ —  —— .3, Camouflage Refln 5
Sione Evaiuation In/Re x4 . __9| Disguise Pr/SD kI
eap. Evaluation  In/Re 4 _ —  _  __ o !Hidettem Ae/ln 5
neral Mimery Ag/SD 36
Vertising In/Re ¥ D1 Pick Pockets Ag/in 3
Cratting AgSD s — . __ O SetTraps Re/Ag 7
Mickry Re 3 _ -— — . _ __7 | Survivat
Ficultyre In/Em @ . . — - ¥ Hostile Environ. Agrso 3
inting In/Ag 4 — . __ 37 Ragion Lore Re/Me 216
a4 fnstrument, #1 Ag/e . - —  —  __737| Scrounge In/Re 2/6
Y Instrument. #2 Ag/Me ¥ — . __] Streetwise Priin 3
¥ Instrument, #3 Ag/Me 3 L - __ _ _n
Ipting Inthg 24 _ . _ T on

r

Skill
Rank

r——— Bonuses ———— |

Skill Level Stat Special Total
_—_ - . __ __D
—_— —_ - _ _
_ — - __ __n
N = |
-—_ - . __ __n
_ — — _. _0
-— — . ._ _n
—_ - . . _m
—_ - . __ . m
P =
s & |
e T = |
—_— - . . 0T
— 3 _ . _m
— -3 _ O,
N - = |
- -3 _ S )
- -3 __. __ __m
— 8% _ _ __m
e = |
— 3 _. __ _.n
— 3 _ _ ™
- 3 _ . _m
- -3 __ S
- 3 _ . 3
— 3 __ _ _
—_ — _ . ™
_—_ - . __ D
— - . __ _m
— - . _ _n
—_— - . . OO
—_ — . __ _n
_— 2 __
A = |
— 2 __ . _m
- 2 . _ _Mm™m
—_ 2 __
— -2 . _ __m
— 2 . __ _ o
— 2 . _
— -2 _ "
_ 2 __ . ™
—_— . _
N |
—_ - . . _.n
—_ - . _. 03
—_ - . . m
— e . _ _m
- - _ _ __na
U o |
- . . . __n
_ —— . _.mM
T |
R - .0
. —_ 7
- - . ™
- . . _ .. m
m
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Skii  —————— Bonuses ————— Skitl Benuses
Stats Cost _Rank Skill Level Stat Special Total Skill Stats Cost Rank Skill Level Stal Special Tolal
iary Skills Weapon Skills — SUSUAG or StAgiAg or StAg — 6,9,20 20,20 20
., Balance  Pu/SD 5 7 ! —— M
., Landing  Pr/SD s - - _ __ 7 R [ |
i, Leaping  Pr/SD 5 . . . __ ) o . N
i.. Speed Pr/S0 5 —_— N o
t., Strength ~ Pr/SD 9 o ] Talismans a0 Animate Dead a0
i Defense nene 2 | - Ghilt of Night 9 Summon Dead i D
n none g _ . 3 Souf Death T Poison Mastery n
Jevelop. Co 8 el ! Barrier Law 0 Purifications i
:ling In 25 3 = | Light's Way i B Nalure’'s Law a_..
g Ag T 7 | Detection Mastery i N Spell Defense a_
d Spells Ag 5 . in Sound's Way a0 Concussion'sWays  _
1 Traps infAg o M [ Weather Ways 2. Lofty Movements e I
tion (Gen.) 1n/Re 2 e a Blood Law S Organ Law i D |
itics none L 37 | Nerve Law I Bone Law i
none 2 o g3 | Muscie Law a_ Calm Spirits i I 2
D none v 31 |, Creations g Locating Ways 0
none o . I || Lore o Symbolic Ways . - ‘
Irikes SYstAg 9 o __ o || Delving L Damage Rasistance 7 ___ !
w. & Th. AgidhgrSt 9 . __ . 3 | Cloaking o D Brilliance a
Armor, 8L Ag 9 S a9 | Anticipations a__ Attack Avaidance i D
Armor, RL - Ag 9 L a7 | Detections . illusions o _
Armor, Ch Ag oo an | ; Self Healing a__ Spell Resistance 0 Combat
Armor, I Ag "o M3 1 Mind Mastery i B Sense Maslery aJ_ Brawling
icks InfRefhg 7 - n " Solid Manipuiation M Liguid Manmipulation ™ __ ; 0 ‘A
Em/Ag < »] Gas Manipuiation a0 Shifting = N Bi
Em/In 2 . 3 07 | Telekinesis mn___ __ Movement J_ Grapplmg
istAcquis.  varies v o | Mind’s Door s N Speed i !
Hide Ag/SD 5 _ _ _ . _ R s . |
&Wands  Em/ln 25 . 3 oo J_ —_ aJ.
ling Ag 3 e =) — eV — .
acter Law Secondary Skills Public Speaking  Em/PriAp 25 /A9
lics Ag/Qy 3 o = [Rope Mastery Me/Ag 26 - ER ling
Pr/Ap/EmM  2/5 o 70 |Rowing SK50 K | ling
Healing Em/Re 2/8 e ~ [Sailing Em/in 3 L I |
SD/Re 5 e 3 |Seduction Em/fPriAp 206 . 1
ions Ag/SD 5 . T |Signating Me/SD il R, )
¢ in/Re ¥ 733 |Singing Priin 6 __ . . . mMm
Ag/ln 9 . % | Skiing Ag/SD x . I |
SD/Ag 3 R A |Smithing StAg 3 — .
stion 50/Re Kl o 3 |Spell Mastery varies 2 . _ 3 __ ny
1 SO/m 36 __ __ _2 __ __ a7 [Star-Gazing in/Me 2 _ 2 . __ _ ™
i} Ag/SD 26 . o . 3 |Stone Grafts SD/Ag 3 [ |
g In/Me 28 . o 7 {Subduing Ag/Qu 6 - . N
Em/SD 4 R 9 (Tracking In/Re 3 . B [ |
g Me/Pr 25 . _ _ _ __ 73 (Trading Ae/Ma 26 . _ =
1 £m/Pr 26 _ o _1 __  __ 273 |Trap-Building Re/Em ¥ [ b
-working  Ag/Re 3 - 7 |Trickery Pr/Qu 3 . I |
1atics Re/Me e 2 __ 373 |Tumbling Ag/SD 3 . . |
ion Pr/S0 "W o - 7 |Weather-Watching  tn/Em ¥ . __ 7 B
Ag/Em /6 . 97 |Wood Crafts Ag/Em 4 I e |
naster Companion Secondary Skl“.&
nic
stration Re/Pr 25 . _? __  __ 23y |Faerie Lore Me/Re 24 v M
d Math Re/Me ¥ . @ _  __ 37 |FaunaLore Me/Re 4 _2 __ a0
¥ Re/Me w2 . 77 |Flora Lore MeRe . 24 _ __ __ 2 1
1clogy In/Em i .  _? __ 77 {Heraldry Re/Me ¥ o mn]
slure Re/Em ¥ . 2 7 {Herb Lore Me/Re v 2 ___ .
imy Em/Re kI e e 2 . . 077 jLock Lore Me/Re 6 2 __ 03
fathematics Re/Me 26 . 2 __ .00 |Mapping Re/Me 4 . .2 .0
nistry In/Re 6 T 33 {Mecharnition Ag/Re e 2 I3
ot Me/Ag w6 2 __ M {Metal Lore Me/Re 24 2 _ I |
Devil Lore  Me/Re Y. . 2 . __ 03 {MiltaryOrg. PriRe 246 __ I 1
) Re/Me ¥ __ o .2 __ ___ (1 |Mining Re/In 2 _ . _z iy
l.ore Me/Re 2 o 2 __ __ __ 07 |Navigation Re/ln ¥ 2 __ 1
iring In/Re e 2 7 |Planstology Em/Re 0 2 . .1
Phil./Relig. Doct. Mefn/Re 12 __ . _ ? . _.m
- Physics Me/Re g [
LEFICANT SKILL SHEET #1 Paison Lore MeRe Va2 .o




18kl
Racial History

Sanity Heal. Lore
Siege Engineer
Stone Lore
Tactics

Trading Lore
Xeno-Lores
Animal

Animal Handling
Animal Training
Beast Master
Driving

Loading

Athletic

Athletic Games
Distance Running
Fying/Gliding
Rappelling
Skating

Sprinting

Surfing

Cambal

Brawling

Disarm, Armed
Disarm, Unarmed
Grappling Hook
la

tancing

Missile Artiilery
Reverse Stroke
Stunned Maneuyy.
Tumbling Attack
Tumbling Evasion
2 Weapon Combo
Yado
Concentration

;
!
F
:
\
|

Stats
Me/Re
Me/Re
Me/Em
Re/in
Me/Re
In/Re
Me/Re
varies

Em/Pr
Em/Pr
EmsPr
Ag/u
Em/Re

StAg/Qu

dr. Mv. Quick Draw Pr/SD

ady Damage St.
Control Lycan.

owsing

editation
Cleansing
Death
Healing
Ki
Sleep
Trance

Mnemonics

aCial Loc. Aw,
adly

ilent Kilt

Use/Rem. Paison

luation

praisal

HMor Evalyation

Metal Evajuation

SDVEm
S0
Em

SD:Em
SD/Pr
S0/Em
SD/Pr
S0/in
Pr/SD
Mea/SD
In

Ag
Ag/ln

Re/Me
In/Re
In/Re
In/Re
In/Re

In/Re
Ay/Sb
Re
In/Em
In/Ag

Instrurnents, #1Ag/Me

Instruments, #2hg/Me
Y Instruments, #3Ag/Me

Cost

1/4

i
[

=
=3

2/4
2/5

274
12

25
1/4
214
1/4
2/5

37

Skitl
Rank

—————- Bonuses —— |

Skill

Level

Stat Special Totat

a3

Skill

Sculpting
Skinning
Tactical Games
Gymnastic
Juggfing
Jumping

Pale Vaulting
Stift Waiking
Tightrope Walk.
Linguistis

Lip Reading
Mimicry

Poetic Improy,
Propaganda
Tale Telling

| Ventriloquism

Magical

Circle Lora
Divination
Magical Language
N

I Magical Rituals

Power Perception
Power P, Day
Power Projection
Symboi Lore
Targeting Skiil
Transcend Armar
Warding Lore
Medical
Diagnostics
Drug Tolerance
Hypnosis
Midwifery
Secand Aid
Surgery
Perception
Detect Traps
Direction Sense
Lie Perception
Loc. Secret Open.
Poison Percep,
Read Tracks
Sense Amb./Ags,
Sense Reality Wp.
Surveillance
Time Sense
Social
Diplomagy
Duping
Interrogation
Leadership
Subterfuge
Begging

Bribery
Camouflage
Disguise

Hide ftem
Mimery

Pick Pockets

Set Traps
Survival

Hostiie Enviran.
Region Lore
Scrounge
Streetwise

Skill ——— Bonuses ——

Stats Gost Rank Skill Leyel Stat Spaciai Total
InfAg 25 _ —_ — — . __ M
Ag/in we_ _ _ —
Re/Me % — . __ =M
Ag/ln 25 —_ — — _. __m
Stag 4 — — - . __ __n
St/Ag ) —_ — = . . _ A
S¥Ag 5 - - __ _.1
Ag/SD 3 — - A
In/Re 4 -3 _ . |
nSD 24 — 3 ___ [ &
In/Re i — 3 _ — .
Inf/Em w -3 .
Pr 26 _ -~ -3 __ R
S0/ ¥ . __3 _ .,
Me/Re 25 3 _ - m
InfEm v 3 [ o
none e -3 __ _ .
none v I — 1
none o -3 _ . __m
Re/Me 13 -— 3 S = |
Em [T - 3 __ . |
varigs 3 —_ - 3 _ _. 3
varies 3 —_— .
Me/Re s - 3 — __ ™M
In 35 N — _ 1
varies 9 N . 0
Me/Re S -3 _ o0
In/Re ¥4 9 - — ™M
Co/sD w9 - . __m
Pr/S0 113 - 2 0
Em/Mesin 244 _ = -2 N =
SOEmMn 5 _ — 2 . __ 7
SD/EMAn 5 —_ —- 2 __a
In 3 - —
In/Re oo - o
In/Re 24 —_ — - . M
in/Re e — ——  __
In/Re 15 i i |
In/Re e —_ — - . . _ 03
In/Re 3 - - - __ __ _..n
In/Em 25 _ — —_ . __ ™
/S0 ¥ _ — . __Dn
in/Me W — D3
Pr/in o Y
Pr an —_ - __mM
Ag/Re 2 _ — O
Pr/Re . —_ — - . __m
PriEm/Ap 216 - . __m
PrRefpp 28 = o
Refln 65 - - _ _ 0
ersd oy — - .
Refin 6 _—_ - - . __D
AgsD 37 _ T T — M3
Ag/ln 3 —_ —_- - - __ T3
Re/Ag T _ _ T A
Ag/SD R
ReMe 26 __  __ —y T —-2
In/Re R = -
Pr/in 2/5 1 — 00

MALEFICANT SKILL SHEET #2



Skill - Bonuses " Skill  ———— Bonuses ————
Stats Cost Rank Skill Level $lat Special Total Skill Stats Cost  Rank_ $kill Level Stal Special Total Skill
ry Skills Swimming Ag I RaciJliistor
Balance  Pr/SD 6 .. . 1 O |weponSkils —SuSyAg or SUAg/Ag or SUAg — 8, 15, 20, 20, 20, 20 Sanitglleal
Landing Pr/SD 6 . __ 1 __ . _ N . — e S i
Leaping  Pr/SD 6 - -1 . .. . |
Speed Pr/SD 6 1 . . _n —— - O '
Strength  Pr/SD 6 T S i | N . L e TradifgiLore
Jefense  none 20 9 1 __  ___ __ 61 |;SpelBane o _ Spait Guard a. Xeno-Lores
none y . __ _ |iSpelHand s _ Spell Maniputalions o Animat
relop. Co 8 I Wizardstaff J__ Spall Dampening a1 Ani and
g in R S | Essence Hand J__ Essence's Percaptions o AHIE'T(rain
Ag 6 - e . _.D Rune Mastery a__ Spell Wall o . ! Beast Maste
Spalls Ag ¥ ™7 ||Lesser Nusions a_ Detecting Ways o | Drivira
raps In/Ag 7 — e - . Unbarring Ways o__ Physical Enhancement o
n (Gen.} In/Re 3 - 1 D Elemental Shields n__ __ Delving Ways L
5 nane o . _ __ __ __ O3 |ilnvisible Ways mn__ Living Change I
. none o O3 | SpirtMastery o Spell Reins S I
. none ¥ __ o4 | Lohybrigge 0__ Spell Enhancement a__ ! Flyin
. nong 2 o . __m Gate Mastery 0o Dispelling Ways [ e Rappiiling
s StStidg [*] I Rapid Ways o . Shield Mastery a o Skating
& Th. Ag/Ag/iSt 9 . . D o . n Sprinting
mor, 5L Ag 9 _ . . . 0 | e o___ [ ol Surfi
mor, AL Ag 9~ - - __ _ _ _723 . - a. Com
mor, Ch Ag w . . _ _ _ _] e e e s e . o B Brawling
mor, Pl A " _ . o . 0 e - - - e . __Mm Disarm, Arm
S In/Re/Ag 8 e O . —_— —_ . m Disarglnar
EmfAg 3 . __ . _ " - . . _ _ .. ._m Grapgilks Ho
Em/In i . 3 _ __ __ 03 _ e [l {a
Acquis.  varigs v . . 07 [ — — = [ Lancing
ide Ag/SD 5 . . __ __ _ f_ - —— = - ™ Missi
Wands  Em/in i __ . 3 _. . . Y [ - e — .7 Reve
ter Law Secondary Skills Stune
5 Ag/Qu 3 . __ 0O |Public Speaking Em/PriAp 2/6 . __ .M
PrAp/Em 26 __  _ __  __ __  __ (7 |ARope Mastery Me/Ag S 0
saling EmBe 26 __ __  __ __ __ __rm |Rowing sysh P
SD/Re ] M |sdiing Em/in 3 R |
. Ag/SD s O |seduction EmPribp 25  __. Concentratio
In/Re % __ __  __ __ __ __pm |signaling Me/sD 15 __ . ™ Adr.
Ag/in ¥ __  __ __0oo |Singing Pr/ln 2% M Body
3D/Ag 3 A |sking Ag/SD i . . . _n ContrOLyca
o SD/Re 3 __ __ __  __  __ __473 |Smithing St/Ag 3 N Dowsing
SD/Em 26  ___ . __ __or3 |Spell Mastery varies 25 . 3 ___ N Meditgmn
Ag/SD ¥ . _ 1 |star-Gazing In/Me 2 nnl
In/Me ¥ __ __  __50 |Stone Crafts SD/Ag 3 R o |
Em/SD 5 1 __ =3 |Subduing AgAQu B8 - . .. . . .
Me/Pr % __  __ __ __ ___ __97 |Tracking In/Re 3 S R
Em/Pr ¥ . .  __  __  __ __=7 |Trading Ra/Me ¥_ o . . . . _m
orking  Ag/Re i . . __ __ ..+ (Trap-Buiding Re/Em w . . M
ics Re/Me 28 . _? ___  ___ __0 [Trickery Pr/Qu 3 — . __ _n Mnemonics
1 PSD 5 _ 2 __  __ __x3 |fumbling AsO 3 . . __ _ _ _n Spacigmoc.
Ag/Em %6 ___ . __ . __ry3 Weather-Watching Inv/Em w2 __ _ _m Deadl
Woeod Grafts AQ/EM 3 N & | J
ister Companion Secondary Skills ‘
ation Re/Pr 8 _ 2 __  __ __ 090 |Faerielore Me/Re w __ - 2 . .
Math Re/Me ¥ _ 2 __ __ o (Faunalome Me/Re 25 __ . _2 _ I s Metal Evaluati
Ree 24 2 27 |Foralore MeRe 25 2 oaf o [gieaesR
oy IEM 25 __ 2 __ — 97 |Heraldry ReMe 35 2 .
ire Re/Em 255 2 __ __ ___T |Herblowe MeRe 28 _  __ _ 2 A1 6 D pgalia
y EmPe ¥ 2 ___  ___ __93 |LockLore MeRe 24 2 _  __ _ 3 A:\?:rt' :
hematcs ReMe 26 2 7% |Mapping ReMe 3 . _ 2 " n - Sing
stry in/Re 5 _ . __ _2 __  __ __13 [|Mechanition Ag/Re 2 . . 2 _ __ __m N
Me/Ag 26 2 . ___ __00 |Metailore Me/Re 1/4 [ S ‘ HorticlBl e
evil Lore  Me/Re wve . __?2 __ __  __ 73 |Military Org. Pr/Re e . _ 2 . _Tn : Painting
Re/Me 24 __ _ 2 __  __ __ 33 |Mining Re/in R e — o {Play Inetume
e Me/Re w3 __2 ___  ___ ___ 71 |Navigation Re/ln 2 S ' | | Play .
ng In/Re 2% . __  __2 ___ . __99 |Planetology Em/Re - e | ¥ e
Phil Relig. Doct.  Me/nRe 12 __ 2 =9 | Play Irggfume
Physics MeRe 87 __ 2 . M, Stuipting
Poison Lore Me/Re ¥ __ o _2 _ mnl




-__—.?_ -

Skill r———— Bonuses ——
Skill Stats Gost Rank  Skill Level Stat Special Total
Racial History Me/Re 4 __ -2 _ — 03
Sanity Heal. Lore  Me/Em 2 _— —— 2 . m
Siege Engineer fResin 24 _— — D
Stone Lore Me/Re w2 — . _.Mm
Taclics In/Re 24 —2 _  _ __ m
Trading Lore Me/Re o — _— _ ™
I Xeno-Lores varies T . 2 _— . M
Animal
l Animal Handting ~ Em/Pr  2/5 _ — - . __. __ m
Animal Training Em/Pr 4 _— = - _ __ _N"
Beas! Master EmyPr 4 - — . __ __ _n
Driving Ag/Qu 2 R |
Loading Ern/Re 3 —_— — - . _. 0O
Alhletic
I Athletic Games — SvagiQu 5 _ - _. _n
Distance Running  Co 3 —_ - — . __ _.o
Flying/Gliding Ag 3 T I}
Rappelling Ay 5 . —_ - . __ N
J Skating Ag/SD 3 _— - . __  _
Sprinting Qu I . I
Surting Ag/SD 3 e |
Combat
’ Brawling Re/in .. _ — __n
. IDisarm, Armed An 6 —_ - — __ . _
l Disarm, Linarmed Ag g —_— = T
Grappling Hook Ag 3 e |
ai Qu/Ag v _ . 3
Lancing SvAg 8 _ -— - __ __N0
Missile Artillary nsAg i . _ . i |
Reverse Stroke Ag/Re o _ - . _.1
| Stunned Maneuy. D 5 e
i [fumbling Attack  Agsst &) e |
Tumbling Evasion  Ag/Qu . __ . _a
l 2 Weapon Combo St e |
Yado Du/Ag 6 e
I Concentration
Adr Mv. Quick Draw Pr/SD 4 e L |
l Body Damage St.  sD/Em ¥ - .
- [Control Lycan. S0 w1 - 1
" Dowsing Em 173 _ — Y _Aa
W Meditation
l Cleansing ShiEm 22 B e &
Death So/Pr w9 Y __7
Healing SDéEm 24 B e |
Ki SO/Pr w o N e o |
Sleep SD/In iq - a7
Trange Pr/50 w1 . __™1
[ Mremenics L
Shatial Log. A 1p e
Jeadly
Silent Kij) Ag &6 _ __ __ .
UseRern. Pargon Agiin @& . __ _ 0O
Rluatipn
Appraisai ReMe 87 _  _ 03
Armor Evaluation  In/Re & . _ .1
®al Evaluation  in/Re 2 __ . __ _ — 3
e Evaluation  1n/pe 24 __ . )
. Evaluation  |n/Re E e |
Mara;
“UVBIﬂising In‘Re i =
Ciating AgsC 26 T T
Tmickry Re s _ _ T TTh
Micyiure InEm 26 __ T T - M
H'"”“U InfAg 214 S ™
&Ylnstrument, #1 Ag/Me e ~ . __T0
YInstrument 22 g 37 S =
strument, #3 Aginte S T T3
Hipting nAg 274 )

Skill
Skinning
Tactical Games
Gymnaslic
Juggling
Jumping

Pole Vaulting

Stilt Walking
Tightrope Walk,
Linguistic

Lip Reading
Mimicry

Poetic Improv.
Propaganda

Tale Telling
Ventriloguism
Mapical

Circte Lare
Divination
Magicai Language

|
|

Magical Rituals
Power Perception
Power Pt Day
I Power Projection
Symbo! Lere
! Targeting Skini
Transcend Armor
Warding Lore
Medical
Diagnostics
Drug Tolerance
Hypnosis
Midwitery
Second Aid
Surgery
Perception
Detect Traps
Direction Sense
Lie Percepticn
Loc. Secret Open.
Poison Perzep.
Read Tracks
i Senss Amb /Ass
Sense Reality Wp
Surveiliance
Time Sense
[ Social

|

Ciptomagy

Duping
Interrogatian
Leadership
Subteriuge
Begging
Bribery
Camoutlage
Disguise
Hide Item
Mimery

| Pick Pockets
Set Traps
Survival
Hostile Environ

Region Lare
Scrounge
Streetwise

Stats
Ag/in
Re/Me

Ag/ln
St/Ag
St/Ag
StiAg
Ag/SD

In/Re
In/SD
In/Re
In/Em
Pr

SD/In

Me/Re
In/Em
none
none
nane
Re/Ma
Em
varies
varies
Me/Re
n
varies
Ma/Re

In/Re
Co/sD
Pr/SD
Em/Merin
SO/EmY/in
SD/Em/in

in

In/Re
In/Re
In/Re
In/Re
In/Re
n/Re
In/Em
n/8D
In/Me

Pr/n
Pr
AgiRe
Pr/Re

i/Em/Ap
Pr/Rethp
Refin
Pr/SD
Re/in
Ag/SD
Ag/ln
ReiAg

Ag/SD
Re/Me
In/Re
Priln

/4

17

1/4

214

2/6
3/6
2/4

3/7

274
2/5
K1
3
38
&
173
2/6
1/4

274
/5
3

2/4

2/6
2/6
5
Y6
]
3/6
3
7

3
2/6
216

3

Skilt
Rank

————— Bonuses ————
Skill Level Stat Special Total
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This checklist is un extension to the RM Options Checklist in
EMCIV. 1tonly presents the new optional material found in RMCV,

Key — Core = Core Rules; A = Highly Recommended; B =
Recommended; Br = Recommended but adds complexity; € = I
up to you, nat for everyone; C = Its up to you, adds a whaole lot of
complexity; 1l = Ruommundud it ull or most: RMOH skills are
used:; H = For High-powered campaign. be careful.

2.0 PROFESSIONS

2.1-2.3,4-6 1 Forcemage 7 Maleficant ™ Wizard

3.0 OPTIONAL ARMS “LAWS”

31,7  Attack Theme Weapons Skitls ... .CAa
Optien | Each skill cost doubled o .Ca
Option 2 Rapid skilf cost inereased S0% ...
Option 3 1/2 skill ranks when first encauntered
Option 4 Additional training period reyuired ..
Qption 5 Development point expenditure revuried
Oplion & One week practice reguired ...
Option 7 Options Sand 6 combined ...

32,8  Multiple Attack Proficiency

Bonus divided by number ol allucks
Bonus divided s desired
Additional ranky required {or pole arms
Sweep bonus for long weapuns . ...
1/2 hlf proficiency while hasted ..
3.3, 10 Parrying for Advantage .. e
Bonus reduced 1/3 0 1/2 en Pl A -:hart

Option |
Opten 2

Option |
Option2  RR gramed vs. martial anist’s level
34,11 Two-Weapon Katas ...

Option | OB misimum ol 90 reguired ... -

Option 2 Skill with two-weapoi combo n,qum.d LB
3.5, 12 Thrown Projectiles .. ST UUORUPTORPOPRPOOY - I |
4.0 OPTIONAL SPF‘LL “LAWS”
4.1,13 Spell Research ........... S . B3
42,15 Level-Block Power Poinl System ..o JH
43,17 Temporal Displacement ..o Ferrerernnnaa s HO
44,18 Options for Extra Base Lists

Option 1 Treated as exira base | TR FS R .Ca

Option 2 GM decides on 5 or 6 base lisis B

Option 3 Player chooses 4 base lists ... .ca

Opuiond  Remaining base lists arc open or closed . B

4.5, 1% Options for Similar Bonus ltems

Option 1 Only highest bonus applies ... . 3
Option 2 Highest bonus plus 1/2 sum oi u,m.unm;,, bonusc_ R — (G ]
Optien 3 Full benelit of all DONUSES v .30
Qption4  Spell bonuses separate from ilem bonuses (G ]
Option 5 Spell bonuscs trealed s item boruses .o KeN

4.6, 18 Options for Spell Adders

Option | Upper limit on level by types
Option 2 “Recharge” time limitations ..
Option 3 Limit on levels of spells cust with udder......

5.0 OPTIONAL SKILLS/STATS “LAWS”
5.1, 19 New Skills e S ——— .CO

3 Brawhing ) Serying 0O Spec. Knowicdge Lares
D) Find Weakness 7 Spell Ambush 3 Fower Manipulation

7 Research M Spell Artistry 3 Temporal Displacment
52,2t Stanstic Based Skilt Developmient .o HO

53,22 Character-Specific Skill Cost System .

Option 1 Extra divisions assigned bater ..

Optien 2 Fixed number of 172 skills ... M ]
Optien 3 Extra divisions required lor 12 costs a
Option 4 Divisions per category inlerchangeable ...

14.0 RMCV OPTIONS CHECKLIST

5.4,24  Medical Skills Table ..o .03
5.5.24  Medical Recovery Tuble e (o'
56,25 Trwining THNC oo 6T
37,26 Skill Specializalion ..o BT
5.4, 27 Level Bonus Options
Option | Three level bonuses only (G|
Option 2 Core honuses plus | LLHLTJ] I spet |Iu (S
Option 3 One general, five speeific . [
Optiend  One general. vight speaitic. (Gl
Option § Bonuses can be moved & (G
Option O Bonuses depend on ranks developed - [
Option 7 Core rules bonuses exempled o [

6 0 OPTIONAL CAMPAIGN “LAWS”
1,28 New Equipment

642! 30 Materials Integrity
7.0 SPELL LISTS

7.1, 34-37
M Foree Law
3 Gravity Law

Forcemuge Buse Lists (F)
T3 Force Master
I Magnelic Law

1 Shochwives

7.2, 3K-40 Malelicant Base Lists (M-C)
3 Chill of Night 7 Soul Death ¥ Talismans
7.3,41-45 Wizard Base Lists (F)

3 Spell Hand

1 Spell Manipulation
7.4, 46-52

M1 Charmeraft

7 Structure Wardings
7.5.54-56

7 Beast's Ways

71 Weather Mastery
7.0, 57-60 Miscellancous Spell Lists

7 Conveyance (Seer Base) 7 Crystal Law (Crysial Mage Buse:
1 Spirit Manifestlations (Shaman Basc)

1 Corrosion Mastery (Evil Magician Busc)

7.7.61-63

71 Fisherman’s Way
3 Surgeon’s Gmde
7.8, 64-69

) Combat Link

7 Time Law

7.9, 70-84

0O Amplifications
71 Conjurations

171 Eurthiocus

T3 Light's Creadions
7 Subdual Ways

8.0 CREATURES & RACES

1 [ruk (Aram) 1 Litorian (Aram}

71 Type 1f Chaos Demon 3 Type 11 Chaos Demon
3 Type ¥ Chaos Demon 7 Type V1 Chaos Demeon
0 Many-eyed Bish 7 Urloe Wizard

7 Speth Bane

3 Spell Guard
Alchemist Base Lists (E}
3 Organism Skilly

I} Palingenesis

Druid Base Lists (C)

3 Insect Mastery

T Spell Dampening
1 Wizardstatt

73 Perimeter Wardings

T Natare Sunnions

Spell Lists for Professional Guilds
M Pirate's Way ™ Glusy Mustery

Special Lists

) Element’s Masler
O Time's Master
Arcane Lisly

T Aura Magic

7 Crystal Viswons
I Node Functions
T Spelt Mastery

T Spell Shaping

7 Mana-Molding
3 Space-Time

1 Spirtlwrack

T Nowde Mastery

I Forcefickds

T3 Mana Currents

1 Ephamneral Enhancement

T Type [ Chaox Demon
7 Type 1V Chaos Demon
T Drose

3 Urloc Warrior

TABLES
10,1, 100 Lightaing Ball Attack Table
10.2, 104 Time Ball Auack Table ..
0.3, 101 Time Boll Allack Tuble ..
1.1, 102 Dart Attack Table ...
112103 Brawling/Untrained Atlack Tabie
§2.2, 105 Disintegration Critical Strike Tuble
12.3, 106 Essence Cruical Strike Table ...
12.4, 107 MNeuro Critical Strike Table
12,5, 108 Shrapnel Critical Strike l.\bk .
12,6, 104 StarvalionyDehydraton Crn. Strike utm
i2.7. 140 Stun Critical Strike Table
128111 Vibration Ciitical Stnke Tabl

e
=
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v

P e e e s

oW

~ -~ -



]
o]

Acid Armor ...
Acid Bali ..
Acid Bolr ... .
Acid Wall .

Alter Negative
Alter Positive ...
Alter Weight ..
Amplifications.........
Amplify I |
AmpliEy I 84
Amphfy HT ... .84
Amplify True
Analyze Crvata) Matrix

Anatyze Manifest Spieic L 59
Anchor... 47
Anesthesit 63
Animal Manifesttion .. 59
Animal Talisman .. 40
Areglow . .8l
Ammor ... 34, 67

AmorCurl 35
Armor Cut 11 a0 35
Armor Cut [[1 e 35
Amor Cut IV . TR 35
Armor Cut True . .35
Audible Spirit Manifestaron .. 59
AuraBlaze ... . 71
AuraBlaze Il .. L7
AuraBlare [ 71
AuraBlaze IV ... ... 71
AuraBlaze Tvrue . 71
Aura Magic ................ —
AvraShrowd 11 ... 71
Aurz Shroud True .. |
Aura Sight T o 71

Aura Sight True ..
Aura Spread | ..
Auvra Spread [
Aura Spread 11]
Aura Spread v

Aura Stoge [
Aua Store 1.

Aura Store True ...
Avoid Shaltows
Avoid Weather

Bay) Shaping ..o 82
48 Talisman
! anish |

o

Banish I..... . .
Banish 11T ...
Banish [V ...

Banish True ...
Ranish V ..
Banish v}
Banish VII ...
Bar Window .

Barrier 10'R ...
Bamiet 200R . . 7

Barrier D e B0
Barrier IV ... ... 80
Barrier True ... .. 37

Bat Sense __ 54
Buattle Link ..o .64
Bear Skin ... .54
Beuarhug ... ... . e, 34
Beust Manifestation .. 0 59
Beast's Ways w54

Beasrataff
Bind ... .

Bind V1.

Bind V11 .72
Black Swann .54
Blacks ... .05
Blesing . oo ol
Blood Clouk ... .79
Blood 1D ... .63
Blood Stop.o.ooo .63
Boar Strength ... .. .54
Boat Repair ...,

Rout Repair True ...
Body Awarenesy ..
Body Warning ...
Bolt Channels . .., .
Bolt Curving
Bonding ...
Break

Call Breeze ...
Call Catch 1 ...
Call Cajch 1T ...
Call Catch True ...
Call Lightning
Call Lightning 1
Call Lightning 111
Call Mist ...
Call Precipiration ...,
Call Storms .
Calm Sea 62

Cancel Element

Catatonia
Cat’s Paw .. .
Center Stone

Chain Lightning ........... .

Chatnbolt

Charge Armor ... .
Charm IV ... .
Charm True
Charm VI .,

Charm XV1II ..
Charmeraft ..,
Chill of Night ....
Cirele Forcewave
Circle of Lightning
Circle Shockwave
Clean Catch ........
Clear Skies ...
Clear/Call Fog ..............
Cloak Signature
Closure ...
Cloud of Annihilation

Cloud of Corrosion .....
Cloud of Destruction ..
Cloud of Doom
Cocoon ..o
Color Spray

Combat Link
Command ...,
Command 1] ...
Command Ij ...
Command IV ... ..
Command True
Command V ...
Command VI ,,,
Command VII .
Conceal Ward 1 .
Conceal Ward 11 .
Concentration ..., .. .

Cone

Conjurations

Conjure T ..
Conjure 17 ..
Conjure I7 ...
Conjure IV ........
Conjure True ....................
Conjure V...
Conjure V1.,
Conjure VI[

Contingency Manifestation

................................................ 73




ntrol IT

ntrol 111

ntrol Sea Life o
ntrol TEMPErature ........oovoovivescnnennns 56
ntrol True - 41,76

ntrol Wind....
nvey Defenses.......oooee.
nvey Spellcasting
nyeyance
AVEYANCE [
nveyance IT

nveyance Il ..o
nveyance IV ..o
nveyance ¥V
srdination
srdination [1
ardination TTT
rrosion Mastery

57

ate Acid 1

ate Acid [T,

sate Acid 111 .60
ate Acid 1V .60
:ate Acid ¥V .60
rate Gems ... 58

sate Minerals ......
yssfire i

18h .36
rstal Construction .. .58
1514] FOTITESS voveereevccrssianiiinenens .38
Stal Law oo 58
15ta] ROOIML 1.vvcrccicren e L5807

sstal Sight I ..
¢stal Sight 11,
estul Sight 1.,
rstal Sight True
¢stal Skin ...
rstal Sphere
ystal Store
estal Store I1 ...
¢stal Store True
¢stal Summons
ystad Trap......
ystal Vision .
ystal Voice
vstal Wall

ncing Lights ...
rk Temptation .
adly Focus ...
adly Focus 11 ...
adly Focus True .
ath Ball .
ath Bolt ...
ath Stroke L.
ath Talisman ..o

39
.58
..a8

SPELL & SPELL LIST INDEX — C - F

Decipher Cham .......ccvcvncnonnnnnn 47
Decrease Radius [
Decrease Radius 1 ...
Decrease Radius 11T
Deep Anchor 1
Deep Anchor II.............
Deep Hues
Deer Speed 11
Deer Speed IIT .............
Deer Speed 1V
Deer Speed True
Defensive Aura |
Defensive Aura ...
Defensive Aura 111 ...
Defensive Aura IV
Defensive Aura V..

Delay II .
Delay IIf ...
Delay True
Demagnetize
Demon Resuscitation
Demen Talisman ...
Jetect Charm .....
Jetect Crystal .ovvveninens
Jetect Defense ...
Detect Devaations .
Jetect Earthjar
Jetect Essential Salts ...
Jetect Force
Detect Forcefield .............
Detect Guardian ..............
Detect Magnetism ..........
Metect Manifest Spirit
Detect Negative
Jetect Neutral ...
Jetect Nexus ...
Detect Positive ...
Detect Psyche
Detect Seal ...
Detect Soul
Detect Tattoo
Detect Window
Diagnosis ...
Disintegrate
Dismiss Storms
Dispe] Manifestation
Dispel Manifestation True ...
Disperse
Displace
Displace 11
Displace [H
Disruption
Diragon Skin
Dragonwing
Dream |
Dream 11 ...

Dream ... e, 3B
Dual Consciousness ... 587
Dual Conveyance ... Y

L

Eaglewiny

Earthblade ...

Earthblood Cascade ... ... 7%
Earthblood Deprivatio ... Ak

Earthblood Elemental
Earthbload Nourishment ..
Earthbiood Savant ..
Earthbload Vacuum ...
Earthfocus
Earthnode Compass ...
Electric Armor.
Elemental Ball ..
Elemental Bolt.....

Elemental Ward | ...
Elemental Ward 11 ..
Elemental Ward [H....
Elemental Warding True .
Elements Master .........

Element’s Master
Encasement Field |
Encasement Field 11
Encasement Field 111 ...
Encasement Field IV ...
Encasement Ficld True ...
Encasement Field V
Enchant Crystal
Enhancement
Enplane
Ephemeral Enhancement
Fphemeral [
FEphemeral 11
FEphemeral H1
Erase Signature
Erase Tattoo ...
Essence Charm ...
Essence Tallsman ...,

Eteh v e 63
Explode
Extend Link 1
Extend Link 11
Extract Essential Salls ...

Falconwing
Fur Hund

Fear HI ...
Field Wurding
Field/Untiekl 1




Field/Unfigid I .....
lFicIdenfield I ...
Field/Unfield IV ...

Field/Unfield True.

FIlamen! ..o e >
Finding Staff ... S —
FAPESIALT «oeeereeee e et 45
First Night's Curse ..o, 38

Fisherman’s Way 61
Fist of Darkness i e )
Flame Ward ...
Fly ... et v e e 36
Focus Do 70, 83
Focus I s 70, 33
Focus HI o e 83
Focus IV ...

Focus True...ooooooe . 83
Facused Shockwave 35
Fat SEMRSE ot 64

Foil 1 s 42
Foil 1. e B 42
Forl 11 oo e 42
Fail IV ...

Foil True .. .42
Fald .. .68
Fold 1T oo 68

_ FOld IV 68

Forbidding Ward ... 50
Forbidding Ward True
Farce Armor ...
Force Field I ...
Force Freld L
FOrce Law oot esssnines 34
Force Muaster
Force Relum o e
Force Truename
Force Truth T e ;
Torce Truth ...
Force Truth 1.
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