


 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



hoja en blanco 



 



 

 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 



 
 


	TABLE OF CONTENTS
	1.0 INTRODUCTION
	1.1 Designer Notes
	1.2 Notation

	2.0 OPTIONAL SPELL "LAW"
	2.1 Arcane Magic
	2.2 Earthnodes
	2.3 Magical Game Balance
	2.31 Base Spell Lists
	2.32 Channeling Restriction
	2.33 Preparation Time

	2.4 Magical Languages
	2.5 Living in the Ethernal World

	3.0 NEW SPELLS AND SPELL LISTS
	3.1 Arcane Spell Lists
	3.11 Bladrunes
	3.12 Earthblood's Ways
	3.13 Entity Mastery
	3.14 Ethernal Mastery
	3.15 Mana Fires
	3.16 Spell Coordination
	3.17 Shapechanging Ways

	3.2 Druid Base Spell Lists
	3.21 Animal Mastery
	3.22 Druid's Peace
	3.23 Druidstaff
	3.24 Nature's Forms
	3.25 Stone Mastery
	3.26 Tree Mastery

	3.3 Nightblade Base Spell Lists
	3.31 Distractions
	3.32 Phantom's Face
	3.33 Phantom Movements
	3.34 Poison Mastery
	3.35 Adrenal Focus

	3.4 Paladin Base Spell Lists
	3.41 Holy Warrior
	3.42 Spell Breaker

	3.5 Expansion Spell Lists
	3.51 Ceremonies (Closed Channeling List)
	3.52 Familiar's Law (Closed Essence List)
	3.53 Guardian Ways (Special Channeling User List)
	3.54 Alchemical Preparations (Alchemist Base List)
	3.55 Midwifery (Closed Channeling list)
	3.56 Warding Ways (Open Mentalism List)

	3.6 Additional Spells
	3.7 High Level Spells
	3.8 Delver Base Lists

	4.0 OPTIONAL CHARACTER "LAW"
	4.1 Professions
	4.11 The Paladin
	4.12 The Burglar
	4.13 The Barbarian
	4.14 The High Warrior Monk
	4.15 The Archmage
	4.16 The Nightblade
	4.17 The Druid
	4.18 The Delver
	4.19 Cleric's Law

	4.2 Races
	4.21 Additional Racial Types
	4.22 Elves and Self Discipline

	4.3 Secondary Skills
	4.4 Stat Bonuses
	4.5 Backround Options
	4.6 Adolescence Skills Ranks
	4.7 Level Bonuses
	4.8 Very High Stats
	4.9 Using Merp Languages

	5.0 ITEMS AND EQUIPMENT
	5.1 Items with Intelligence and Will
	5.2 Alchemist Materials List
	5.3 Echanting Items
	5.4 Time and Level Alchemical Requirements
	5.5 Special Weapons Characteristics
	5.6 Poison and Rotten Things
	5.7 Herbs

	6.0 TACTICAL AND PHYSICAL FACTORS
	6.1 Condensed Combat System
	6.2 Action Time Requirements
	6.3 Breaking "150"
	6.4 Mass and Force Considerations
	6.41 Force from Mass
	6.42 Weight for Human Forms

	6.5 Weapon/Armor Effectiveness
	6.6 Martial Arts Fumble Tables
	6.7 An Initiative System

	7.0 CREATURES
	7.1 Flying Creatures
	7.2 Beasts
	7.3 Greater Lycanthropes
	7.4 Demons
	7.5 Undead
	7.6 Dragons

	8.0 CITY DESIGN
	9.0 CHILDBIRTH AND SIBLING GENERATION
	9.1 Sibling Generation
	9.2 "Medical" Considerations

	10.0 GAME AIDS
	10.1 Package Deals for Goods
	10.2 Level Versus Bonus Summary
	10.3 The Qabbals

	ERRATA

