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"IN RODUCTION

Elemental Companion™ is the definitive sourcebook for using
elemental power with the Rolemaster™ fantasy role playing sys-
tem. The presentation of the structures and properties of the
elements and elemental forces in EC is only one possible represen-
tation of a fantasy-reality; i.e., the reality that the material in this
product is based on. However, a GM should examine all of the
material carefully before using this reality in his campaign (espe-
cially Sections 2.0, 13.0, and 14.0). A GM should feel free to
modify and mould this material to fit his campaign — not only to
make it more appropriate, but also to keep his players on their toes.

The Elemental Companion (EC) is a collection of optional rules,
professions, creatures, races, and spell lists. Optional is the key
word here; a Gamemaster should carefully examine each section
of material before using it in his world or campaign. This material
runs the gamut from play aids that simply make the standard game
mechanics easier to handle to very high powered spells and
opumal rules. Most GMs should not and will not use everything
in EC; there is just too big a diversity in style and power level.
Carefully examine each section of material before usmg it in your
world or campaign.

The EC includes a wide variety of material because different
role players want different things from a role playing system.
Some GMs run a low powered tightly structured game; such GMs
probably find that much of the material in this product will not be
‘appropriate for their game unless they modify and experiment with
it. Atthe otherend of the spectrum, 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 50th level spells. Most GMs fall in between these
two extremes; they will use some of the material, ignore some of
it, and modify the rest. The thing to keep in mind is that this is a
commercial product. As a company, ICE has to appeal to a large
audience and provide material that can be used by most of the
customers that use our systems.

Players should keep the above discussion in mind when readmg
EC; some of this 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 manner in which a GM interprets,
modifies, excludes, or includes rules and guidelines is entirely are

o him (or her). This is true for the standard rules as well as a

f optional rules, such as EC. A Gamemaster should never feel
that the rules are an etched-in-concrete, unbreakable, unbendable,
absolutely fixed system; they are provided to help the GM develop,
manage, and run his world.

On the other hand, the Gamemaster has an obhgatmn to his
players to make clear what the physical laws of his world entail
(1.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
to be caasxstent m h1s dec:sxons and n h1s mterpretations of the

and c&aﬁdence in the GM’s decxsmns and hlS game When thls
happens a FRP game loses much of its pleasure and appeal.
GM and players must cooperate to have a succes sful FRP game

Note: For readability purposes, these rules u.se  the standard

masculine pronouns when referring to persons of uncertain

gender In such cases, these pronouns are intended to
o -mnvey the meamngs he/she her/hzm etc.

1.1 DESIGNER NOTES

Rolemaster (ChL&Cal,AL&CL,SL,and C&T) is a system that
provides a tight set of core rules for experienced role players. Itis
a system that was designed to allow easy modification and €xpan-
sion by individual GMs so that it would be more appropriate for
each GM’s campaign. The design philosophy at ICE is to keep the
core rules as the base system and to present any “improvements”
and expansions in the form of Optional Rules. This means that
GMs who find the core rules sufficient can ignore the Optiona
Rules, while other GMs have a wide selection of variants and
interesting options for their worlds.

Character Law & Campaign Law has a set of these Opm.mal
Rules that were developed between the publication of the original
Character Law and the publication of ChL&CaL. Rolemaster
Companion (I)is asetof Optional Rules developed after ChL&Cal;
most of this material was designed by Mark Colborn for his own
game and then developed and published by ICE. Smia:iy, RM /|
was primarily designed by Mike Carlyle, Singh Khar Art
Ridley, and then developed by ICE. RMCIII was deszm by a
wider variety of sources.

WHY AN ELEMENTAL COMPANION"

A good Question which deserves a good answer. What is a
Mage’s favorite combat spell — a fireball or a lightning bolt? How
often does a Dragon use its breath weapon when confronted? The
elements are one of the major sources for magic and spells, but
there is little published material concerning elemental kr .wledge

It is important to note that the Elemental Companion is not a
modem textbook on elemental chem:stry and physu:s It is a
“magic tome” for a fantasy reality which ¢ can serve as the definitive
Rolemaster source for elemental matters. This compendium has
sections on a variety of distinctive elements (old and new alike) —
elemental pmfcsswns, over 2000 elemental spells, elemental races,
elemental creatures, six new attack tables, four new critical strike
tables, and the “fantastic’” theories that hﬂlp define the nature of

| Elemantahsm

SPECIAL THANKS

[ wish to thank 'the followmg mdmduals for theu' conmbumms
to this project:

KoriCarlyle: My beloved wife, sheis an avid supporter especially
when it comes to spending the money. She is one of my best
proof readers.

Art Ridley: It was his ‘beast dogs’ and his use of a prmuﬂvc form
of proto-elemental force for his Drakes that gave this project its
starting point — from there it was easy te accumulaie the resi Gf
the material.

S mgh Khanna: A brief conversation thh lnm on whai Elemcmﬂ
ism should be formed the foundatwn of thc new Elcmﬁts and
Elementalists (he coined “Aether” ).

Tim McGowan: His search for the abstract. His canmbutmn
ranges from ‘go for’ to providing a new term: Vacid.

Flo Bennett: A new comer to the gaming world, shcdid ai ofthe
proofreading.




assuredly agree.

Pat Daley: He started to proof read, but decaded to go back to

school. |
Jim Wilcox: A playtester I stzll see hzm pullmg out h:s ha.u'
Mike Duty: A playtester, and his never say ‘Die’ attitude.

‘Chip’ : Another supporter, who censtantly saying “I can 't wait to
see!” or “What’s taking so long.”

Gilbert ‘Big Wimp’ Webber:1’m about the only one ¢ alwe that can
get away with calling him ‘Big Wimp’. Asalways computer and

hardware support are his forte. His wife, Heidi will be glad this
“is done. (PS...Gil calls me the ‘Little Wimp’.) |

'HEIDI ‘Cat Lady’ Webber: Although not a gamer, Heidi did some
of the proofreadmg Gil, her husband, is quoted as saying “What
- acritic she is too!”

‘Coleman’ : My sponsor at ICE and all the support he gave to my
pmjects _ |

1.2 NOTATION

Thc material in EC uses the standard notation from the Role-
master products:

Rolemaster RM
Arms Law & Claw Law AL&CL
Spell Law _ SL
Character Law & Campaign Law ChL&CalL
Creatures & Treasures - C&T

- Rolemaster Companion (I) RMCI
Rolemaster Companion Il RMCII
Rolemaster Companion IlI RMCIII

~ Elemental Companion o EC '

Those products should be consulted for specrfic references; for
example, the spell lists all use SL abbrevxauons and notation in the
spell descriptions.

Two type of notation for dice rolls are used in this product

1) The range notation, #-#, where the first # is the beginning range

and the second # is the end of the range; for example, 1-1001s a
roll resulting in a number between 1 and 100 (00).

2) The die type notation, #D#, where the first #1s the number of dice
to roll (and sum the results) and the second # is the ‘type’
(number of sides or possible results from 1 to #) of dice to roll.
For example, 2D6 = roll two six-sided dice and sum the results;

1D8 =roll one 8-sided die; 3D10 = roll three 10-s1ded dice and
sum the results.

1.3 TERMS

Abnormal Growth — Temporary growth of an elemental creature
due to the absorption of elemental material (see Section 16.1).

Aether — A complex element (see Section 2.6.1).
Air — A lesser basic element (see Section 2.1.1).

Basic Element —Any of the lesser or greater basic elements (see
Sections 2.1 & 2.2).

Chaos — A complex element (see Section 2.5.2).
Cold — A lesser basic element (see Section 2.1.2).

r of the famed ‘Green Dragon’, he has one of
libr: es in the world. If you have seen the
number Gf books he has and their strange ntles you would most .

%9

‘other “elemeuts These elemems are aether chaas nether

~nexus, spirit, and time (see Section 2.5).

Compound Element — These element are compounds consisting
of two or more “basic’’ elements. These elements are electrical,
fire, ice, and wind (see Section 2.3). |

Cone Attacks — An elemental attack that affects a cone shaped
area (see Section 12.0).

Crossbreed Elemental Races — A race of humans (or Elves)
whose composition has a consnderable pmpomon of one ele-
mental force (see Section 5.1).

Dragons — A particularly powerful type of elemental creature;
also referred to as Drakes (see Sections 6.1 & 6.2).

Earth — A greater basic element (s_ﬁ_:c Sectzon 2.2.5).

‘Electrical — A compound element (see Section 2.3.1).
Element — There are 22 elements presented in the EC — five

- lesser basic elements, five lesser basic elements, four compound
“elements, two super compound elements, and six complex
elements (see Section 2.0). |

'Elemental — A creature composed completely of elemental
- force/maten_al (see Sections 6.5-6.10).

Elementalism — The studies of all matters concerning the ele-
ments: spells, creatures, theory, the planes, etc.

Elementalist — An individual concerned with the use and study
of the elements; usually following one of the elemental profes-
sions (see Section 3.0).

Elemental Creature — Any creature cemposed at least in part,
of elemental force/material — Dragons, Drakes, Elemental
Giants, Elemental Serpents, Guardian Elementals, Intelligent

- Elementals, Non-Intelligent Elementals, Riding Elementals,

~ Servant Elementals, Wispling Elemcntals and Zephyr Hounds

(see Section 6.0).

Elemental Force — Any element can exert and mamfest zts
influence and properties as an elemental force. This term can be
used interchangeabiy with the term “elemental material” and the
term “element.”

Elemental Giant — A powerful type of elemental creature (see
~Section 6.3).

Elemental Gem — A gem that has been tainted by contact with a
pure element; such a gem can exhibit those special properties

that are associated with the element that has affected 1t (see
Section 16.2.2).

Elemental Immunity — Complete immunity with respect to the
effects of PEM poisoning due to one element (see Section 15.5).

Elemental Metal — An alloy of the earth element and one other
element; such metal exhibits can exhibit special properties that

are associated with the element that it is comprised af (see
Section 16.2.2). -

Elemental Plane— An altematwe plane/dunensmn/reahty that 1s
primarily composed of one or more elements (see Section 14.0).

Elemental Poisoning — Damage to a target due to exposure to
proto-elemental material (PEM) (see Section 15.1.2).

Elemental Race — A race of individuals compesed all or in part
of an elemental force (see Section 5.0).

Elemental Serpent — A powerful type of elemental creature (see
Section 6.4). |

Fire — A compo'und element (see Sectmn 2.3.2).
Grand Masters of Elementalism — The Council of Elemental-

~ ists that was to serve as the the governing body of all Elemental-

ists. The Council was riddled with jealousy and power struggles
that crippled its effectiveness; and, eventually, was split between
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“the Polars Sect and Triuners Sect. Even though the greatest

' Elementalists sat on this council, they were renown for their lack
of ability to agree on even the simplest of topics. Alsoknownas

the Council of Fools, the one accomplishment of the Council was
the establishment of the Elementalism Schools and Academies.

‘But even on this point, one argue that each Sect ran its own
colleges and that the Council had nothing to do with them.

Gravity — A greater basic element (see Section 2.2.1).

Greater Basic Element — These elements are basic building
blocks in the elemental hierarchy, but they are more difficult to

control than the lesser basic elements. These elements are earth,

dark, gravity, heat, and inertia (see Section 2.2).

Greater Elemental Force Attack — The most powerful form of

natural elemental attack; its elemental force purity is greater than
75% (see Section 9.0).

Guardian Elemental — An elemental creature that is composed
of an elemental force and that normally preforms static sentry
duties (see Section 6.5).

Heat — A greater basic element (see Section 2.2.2).
Ice — A compound element (see Section 2.3.3).
Inertia — A greater basic element (see Section 2.2.4).

Intelhgont Elemental — An elemental creature that is composed
of an elemental force and that has supenor intelligence (see

- Section 6.6).

Lm Basic Element — These elements are the basic, simplest
building blocks in the elemental hierarchy. They are also the
easiest ‘olomemé to comml and’ use m spel'ls Those el’é:moms are

namml elemental attack; its el :
26% (see Section 9.0). ”

ing — See Electrical.

is 11%-40% (see Section 9.0).

Minor Elemental Force Attack ot _' B

is less timn ll% (see Section 9 0).

Mor Stonicish — The site of the devastating battle between the""""

elementalists of the Polar Sect and the Triuner Sect. This battle
caused the downfall of Elementalism (see Sections 1.0 & 17. 0)

Natural Elemental Material (NEM) — The elemental force/

material that is normal for the environmental conditions of the
normal game world; i.e., non-magical or non-other-—duncnsmnal o
elemental material. Thus NEM s a“y Subsmﬁ& Et -':lS fOu n d -
“naturally” in the elemental pl_:f;;_..;_j of .the game world (i.e., our
world). NEM is often referred to as raw elemenf""“ *matenal or”jf o :

raw elemental force (see Soctloﬂ 15 0).
Nether — A complex element see Section 2.5. 3)
Nexus — This is a complex element (see Soctlon 2.5. 4)

Non-Intelligent Elemental — An elemental creature thjat 18
composed of an elemental force and that has only ammal-level
intelligence (see Section 6.7). |

Non-substantial Element — Anelement that cannot be “touohod“ _.

and “handled” physically (see Section 2.0).

Normal Elemental Force Attack — The second most powerful o

form of natural olemental attack its elomomal force punty 1s

lml — A lesser basic element soo Soctlon 2 1 3) - Hst 33811}’, rea

htn Sl e R ‘1 stan icm
:.;;';_.}_'Su per Compouml Element — Such an element is composed of
- someof every “basic” olomont The se elements are plasma and
- vacid (see Sec tun 2 4) t 5

s ff‘__’:"'_'--Supermr Elemental Foroe Attaok — The most powerful form of

- Opposing Element — Each element has an element that has

diametrically opposite properties (e.g., fire and ice, light and
dark, etc.). When equal parts of an element and its opposing
element are “mixed,” they cancel each other out. When an
element in creature form is attacked by its opposing element, any
critical damage is treated as a ““slaying” critical (see Section 2.0).

Plasma — A super compound element (see Section 2.4.1).

Polar Sect — The elemental Sect that believes that for every
element there is one and only one opposing element; the bitter
enemies of the Triuner Sect (see Section 13.0). --

Proto-Elemental Material (PEM) — In contrast to Natural
Elemental Material, PEM is, by definition, the basic or magical
elemental material that is normally encountered in its pure form
only in other elemental planes or dimensions. It is the basic
building block of elemental spells, Dragon “breath weapons,”
and the universe itself. Simply put, PEM is concentrated,

‘undiluted, pure elemental material. It is the most destructive
factor in an elemental spell attack; it is the searing force in a
Dragon’s “breath;” it is the corrosive substance in a Dragon’s
“blood” (thought to be acid for centuries). See Section 15.0.

Pure Elemental Race — A race whose members are composed of
100% of one of element.

Raw Elemental Material — See Natural Elemental Material.

Riding Elemental — An elemental creature that 1s composed of
an elemental force and that normally is used for transportation
(see Section 6.8).

Servant Elemental — An olomontal creature that is composed of
~an elemental force and that normally is used for mundane

PRV ~servant dutxoo (see Section 6.9).
verful form n  Spirit—TI _
| R Stable Element — Its pure

'_1s IS a cnmplex elemont (see Section 2.5.3).

or natural form, a stable element does
or-elemcnts (see Section 2.0).

ﬁ E ”?-*"*'i:jment — An element that can be “touched” and

’li WI th 0

*';;fswally (soe Sootlon 2.0).

al 'f k its elemental force purity is

Triuner Soct The elomon al Soct that behoves that each
element is part of a t:nnary set, two elements of which are
opposmg and the third is “in balance” between the other two;
- Members of the Triuner Sect are the bitter enemies of members

- of the Polar Sect (see Socuon 13.0).
Unstable Element — When in its pure or natural form, an unstable

eloment easily reacts with other elements, sometimes ina violent
- manner (see Section 2.0).

Vacid — A super compound element (see Section 2.4.2).
- --.-...V:bratlon — A losser basic elemem (see Section 2.1.4).

Zephyr Hound — An elementa

~ Water — A lesser basic element (see Section 2.1.5).

~ Wind—A c«mpound element (see Section 2.3.4).
o _w_';f‘phng Elemental —. l__ﬁ'*"’r;_ole mental creature that is composed of
~ an elemental force and th

hat is normally used for training and
ontertammont (soe Soctron 6)
~creature that has the form of a

hugo dog aﬁd t has an afﬁmty for one elemental force (see

Nmal Growth e Permanom growth of an elemontal creature L

due to aging and maturation (see Section 16.1).

......




A HISTORICAL ACCOUNT OF ELEMENTALISM

In the Time of Savages, the era before the rise of the Esoteric
Elementalist, Drakes and other fell beast were the champions of
the land — cruel and savage champions. Primitive Elemental-
ists (Magicians, Warrior Mages and Archmages) began the
long and tedious overthrow of these tyrants. Many still argue to
this veryday to the exact date that the Time of Savages ended and
Time of Elementalism began.

As I mentioned earlier, the begmnmg of the Time of Elemen-
talism was a long and hard struggle. There was conflict from
without as well as from within. But in the long run, the Drakes
did what no man could do, they united man under a common
banner, even if only for a brief period. As Elementalism
flourishing under the threat of the powerful Drakes, many
flocked to schools run by the Grand Masters of Elementalism.
The strength of the Realm of Elementalism grew till no other
power could match or master it. Two powerful Elemental Sects
appeared and prospered: the Polars Sect and Triuners Sect.
They were bitter enemies,duels between their members were a
common sight. As the hatred continued to grow and fester, each
side began purges and persecuted the members of the opposing
sect. These ‘cleansing’ acts only served as catalyst for more
| conflict. This all ended with Mor Stonicish.

' Mor Stonicish was a peaceful plain, where the nomads
pamed, lived, and hunted. Then came the might armies of the

Ps and Triuners. They came to do batﬂe--m this was the day

that the rivalry would end. But the generals of the armies could
not envision the destruction they were about to unleash. How
could they predict that loyal supporters would swell both armies
beyond expectations? Only one hour after the start of the battle,
the full fury of the unleashed elemental forces manifested itself.
The whole area was so saturated with the release of power that
magical vortexes ripped open the fragile barriers of ‘time and
space’ . Elemental storms appeared out of no where—life onthe
Mor Stonicish plain was forever changed. This devastation
killed almost everything (including the land) in an area of
several million square miles. Mor Stonicish to this very day is
still plagued by sweeping elemental storms, suddenly appearing
magical vortexes, and other phenomena that still defy logic.

There is no argument, Mor Stonicish was the end of the Time
of Elementalism. Much thatwas “Elementalism” was lost in this
tragedy. Without the Elementalists’ power base, the Drakes
were unchecked and ran amok. This time they were much more
cruel and dangerous. Recognizing the Elementalists as their
biggest threat, the Drakes hunted them with a determination that
almost lead to their complete destruction — the Time of Drag- |
ons was once more upon us. However to rid the world of the |
Drake menace, a few survivors would begin the process to
restore the Elementalism to its former glory.

From the Journal of Blackson, Rogue Elementalist




In this section each element is described in detall This prasen—
tation of the structures and properties of these elements is only one
possible representation of a fantasy-reality. Itis the reality that the
material in this product is based on, but a GM should examine all
of the material carefully before using this reality in his campaign
(see also Sections 13.0and 14.0). A GM should feel free to modify
and mould this material to fit his campaign — not only to make it
more appropriate, but also to keep his players cm thelr toes

‘USING THE ELEMENTS IN YOUR CAMPAIGN
In Rolemaster, there are normally three sources of power for
spells and other forms of magic: Essence, Channeling, and Men-
talism (see SL Section 3.0 and ChL Section 4.0). A GM several
options for how to integrate the E!ememal Companion material
with these realms of power. -

Option 1: There is one “elememal realm of power” for each
element; it is assumed that the power comes from the

“elemental plane” of that element (see Section 14.0). For the
purposes of professions and learning spell lists, each ele-
mental realm is completely independent. F or other purposes
(e.g..RRs,dispelling spells, detection spells, etc.) treat all af
the “elemental realms” as the realm of Essence

Optiml 2: There is one and only one ”elememal realm of
power” , and all power for elemental spells comes fmm that
realm. For other purposes (e 8- RRs, dxspellmg spells

detection spells, etc.) treat the “elemental realm” as the
realm of Essence. - O

Option 3: There is no “elemental realm af pawer mstead
the normal realms provide the power that summons, con-

trols, and manipulate the elemems in rhe spells pmwded in
the EC. |

Key To THE ELEMENT DESCRIPTIONS
Each element description includes the following information:
general description, color, movement, structure, classification,
volatility, outlook, special effect, opposing element, critical in-
flicted, examples, and specific modifiers.

General Description: A brief description that explains thc
element’s nature and properties. -

Color: The element’s basic coloration.

Movement: The basic mode of travel that the element nmmally
uses when in “creature” form (see Section 6.0).

Structure: An element’s structure reflects its composition and
complexity. There are five classifications of structures:

a) Lesser Basic (Type A)— air, cold, light, vibration, water
— These elements are the basic, simplest bmldmg blocks
in the elemental hierarchy. They are also the eas:est
elements to control and use in spclls

b) Greater Basic (Type B) — dark, earth, grawty heat
inertia — These elements are basic building blocks i in the
elemental hierarchy, but they are more dlfﬁcult to control
than the lesser basic elements.

¢) Compound (Type C)— electrical, fire, ice, wind — These
element are compounds consisting of two or more “basic”
elements. |

d) Super Compounds (Type D) — plasma, vacid — These
elements are compounds containing some of every “basic”
element. -

e) Cﬂmpgex (Type E)— ewther ehaﬁs, nether, nexus, Sﬂiﬁh

ties; nm*mally, th%y do no " t serve as buildmg blm;ks f '
other elements. They are the most difficult to control and
use in spells.

Elemental Classification: This property indicates whether or not
an element can be physically “touched”. These are two elemen-
tal classifications: Substantial and Non-substantial.

a) Substantial : These elementals can be touched.

b) Non-Substantial: These elementals can’t be touched.

Volatility: Indicates how hard or how easy it is for this elemental
to interact with outside forces. There are four categories of
elemental volatility: V@l'y Stabla, Stable, Unstable, and Very
Unstable.

a) Very Stable: These alemnmts don’t react readily with
outside forces and tend to remain in a constant state,
Under special circumstances and conditions, they may
react with outside forces — it can be very sf tacular
only.

b) Stable: Under special conditions, these elements m,ay

react with outside forces. Usually_ , the effect is very
ordinary.

¢) Unstable: Under the influence of a small catalyst, these
elements may react with outside forces. In most cases, the
effect is very ordinary. - o

d) Very Unstable: These elementals react with almost
- everything they come in contact with. The effect may be
ordinary; but more times than not, they are catastrophic.

QOutlook: How the element in creature form reacts when
confronted.

Opposing Element: Many elements have an “opposing element”.
When equa] parts of an element and its opposing element are
“mixed,” they cancel each other out. When an element in
creature form is attackcd by its apposmg element, any critical
damage is treated as a * slaymg critical,

Critical Inflicted: The type of critical dar 1age the elemental
inflicts (i.e., which critical strike table is used), -

Specific Modifiers: Unique and standard modifiers that apply to
the use of the elements. “+1 attack size increase’” means that the
attack size 1s increased by one (i.e., tiny becomes small, small
becomes medium, medium becomes large, etc.).

Special Effects: Special properties that the element has (e.g., thﬁ
electrical element is attracted to metal and has a +30 modiﬁca-
tion to all attacks against foes in metal armor).




Compound Compouml
(2.3) 2.4)

electnical

plasma
fire vacid
ice
vibration  inertia wind
water earth '

Note: Remember, in the Elemental Companion, elements
are not just matter, but also include forces, power, energy,
and other building blocks of a fantasy universe.

2.1 LESSER
BASIC ELEMENTS

'mese elements are the basm simplest building blocks in the
elemental hierarchy. They are also the easiest elements to control
and use in spel]s B -

AIR (2.1 1)

General M'ipuom The air element is material in the form of a
gas (e.g., air, methane, vapor, etc. ) Thus, an air elemental force

magaseousmass

Mwemm' fhes _ o
lesser basic (type A)
lassification: non-substantial

Opm Element' gravxty
Critical Inflicted: vacuum -
Specific Modifiers: +1 attack size mcrease and +3O to attacks

against gravity creatures
Special Effects: can surround or engulf objects easﬂy, can dry
material it comes in contact with

COLD (2.1.2) .
General Dmription The cold element is power/energy in the
form of lower than normal temperatures (i.e., the presence of less

than normal heat power/energy in a matenal or area). Thus, a
cold elemental force is a reglonjarea of mtense, freezing cold

Color: transparent

Movement: flies |
Structure: lesser basic (type A)
Classification: non-substantlal
Volatility: stable

Outlook: normal _
Opposing Element: heat
Critical Inflicted: cold

Specific Modifiers: +1 attack size increase and +30 to attacks
against heat creatures, +20 against fire creatures

Special Effects: can cool objects/items/ material; can slow ob-
jects/creatures

- LIGHT (2.1. )

€SC) ptmn* The hght elemeﬁt' is power/energy in the
- form of radiation (e.g., visual radiation is light). Thus, a light
- elemental force is a intensely radiant region/area.

Color: transparent to very bright
Movement: flies

Structure: lesser basic (type A)
Classification: non-substantial

Volatility: stable

Outlook: normal

Opposing Element: dark

Critical Inflicted: radiation

Specific Modifiers: +1 attack size increase and +30 to attacks
against dark creatures

Special Effects: can light an area; can blmd creatures that use
vision as a primary sense .

VIBRATION (2.1.4)

General Description: The vibration element is power/energy that
takes the form of vibrations in material (e.g., an earthquake, a
tuning fork, etc.). Thus, a vibration elemental force is a region/
area of intense vibration of objects/material (i.e., an area of static
Or non-motion power/energy).

Color: invisible

Movement: flies

Structure: lesser basic (type A)

Classification: non-substantial

Volatility: stable

Outlook: aloof

Opposing Element: inertia

Critical Inflicted: vibration

Specific Modifiers: +1 attack size increase and +30 to attacks
against inertia creatures, glass, and other fragile objects

Special Effects: can tear apart material by the vmlcnt shaking
actions vibration can cause

WATER (2.1.5)

General Description: The water element is material in the form
of a liquid (e.g., water, alcohol, blood). Thus, a water elemental
force is a liquid mass (i.e., a flowing, fluid mass).

Color: blue, bluegreen, clear '

Movement: swim or ground movement (flows)

Structure: lesser basic (type A)

Classification: substantial

Volatility: stable

Outlook: normal

Opposing Element: earth

Critical Inflicted: impact

Specific Modifiers: +1 attack size increase and +30 to attacks
against earth, +20 against electrical and fire creatures

Special Effects: can suffocate certain creatures in 1D10+10rounds
as long as they remain in the area of effect of the fluid; can cause
material to become “wet”




2.2 GREATER
BASIC ELEMENTS

These elements are basic bmldmg blocks in the elemental
hierarchy, but they are more difficult to control than the lesser basic
elements.

GRAVITY (2.2.1)

General Description: The gravity element is power/energy that

takes the form of wenght for material. Thus, gravity elemental

force is a region/area in which objects/matenal has mtense/ |

.....

changing weight.
Color: transparent

Movement: flies

Structure: greater basic (type B)
Classification: non-substantial
Volatility: stable

Outlook: dominate

Opposing Element: air

Critical Inflicted: krush,stress

Specific Modifiers: +1 attack size increase and +30 to attacks
against air creatures _ o |

Special Effects: grves weight to all objects

HEAT (2.2.2)
General Description: The heat element is power/energy in the

form of higher than normal temperatures. Thus a heat elemental

force is a region/area of intense, searing heat.
Color: transparent
Movement: flies
Structure: greater basic (type B)

lassification: non-substantial

Volatility: stable
Oﬁm mrmal

Specific Modiﬁ%rs +1 attack size increase and +30 to attacks_.;_;

creatures and combustible material

Smal Effects c-ah' warm objectsﬁtems/matenal c'an spwd .

- DARK (2 23)

Thus, dm-k elememal force afeglﬁfﬁ;'.f;%f.*’--
an area in which there is no hght)
Color: bl&ck (ne colory

Volatility: stable

Outlook: normal

Opposing Element: light
Critical Inflicted: cold, depression

Specific Modifiers: +1 attack size increase and +30 to attacks

against light creatures
Special Effects: surrounds and hides (from vision) most objects
and matenals without harming them

' elemem is the absence of hght. f;jffﬁ

'INERTIA (2.2.4)

General Descnptlon The inertia element is power/energy in the
form of material in motion (e.g., momentum). Thus, an inertia
elemental force is a region/area in which objects/materials are
imbued with momentum/inertia.

Color: any specific color
Movement: flies

Structure: greater basic (type B)
Classification: non-substantial
Volatlllty stable

Outlook: dominate

Opposing Element: vibration
Critical Inflicted: impact, shock

Specific Modifiers: +1 attack size increase and +30 to attacks
against vibration creatures

Special Effects: Can act as kinetic power/energy for nbjects/
material

EA RTH (2 2 5)

General Descnptwn' The earth element is material in the form of

a solid (i.e., earth, metal, stone, etc.). Thus an earth elemental
force is a solid mass (1.e., usually a static, non-flowing mass).

Color: normally any shade of brown, may contain various other
colors

Movement: ground movement
Structure: greater basic (type B)
Classification: substantial
Volatility: stable

Outlook: passive

Opposing Element: water
Critical Inflicted: impact, krush

Specific Modifiers: +1 attack size increase and +30 to attacks
against water creatures

Special Effects: hardest of the elements, good for protective
barriers




2.3 COMPOUND ELEMENTS

These element are compaunds consxsnng of two or three “basxc
elements. )

ELECTRICAL (2 3. 1)

General Description: The electrical element is power/energy in

the form of what we know as “electricity” (e.g., lightning,
chmes from electric eels, etc.). Thus, an electrical elemental
force is a region/area of intense electricity. It can be vxewed as
a compound of light, heat, and inertia.

Color: light blue to bright white
Movement: flies

Structure compound (type C)
Classification: non-substantial
Vuhtihty. unstable

Outlook: dominate

Opposing Element: wind

Critical Inflicted: electrical, mpact heat

Spedﬂc Modiﬁers +l A

................

fmn of what we know as “burning/combustion” (e.g., ﬂames
fire). Thus, a fire elemental force is a regmn/area of intense fire.
- It can be viewed as a compound of air, heat, and light.

Color: Reddish most of the time, may be hot blue or wh:te
Movement: ground

Structure: compound (type C)

Classification: non-substantial

Vohﬁh‘ty: unstable

Outlook: hungry

Opposing Elements: ice, water

Critical Inflicted: heat, radiation

Specific Modifiers: +1 attack size increase and +30 to attacks

against combustibles, ice creatures, and water creatures

Special Effects: can heat objects can produces “artxﬁcxal“ hght |

can burn material

k sxze increase and +30 to attacks :

General Description: The ice elammt is pcwerle 1ergy ir
form of what we know as “frozen liquid” (e.g., ice, crystals)
Thus, an ice elemental force is a region/area of solidification,
stasis, and cold. It can be viewed as a compound of water and

cold.
Color: transparent to opaque white
Movement: ground movement
Structure: compound (type C)
Classification: substantial
Volatility: unstable
Outlook: passive
Opposing Element: fire, heat
Critical Inflicted: impact, cold

Specific Modifiers: +1 attack size increase and +30 to attacks
against heat creatures and fire creatures

Special Effects: can cool material; hard; can serve as a protective
barrier

WIND (2.3.4)

General Description: The wind element is power/energy in the

form of what we know as wind (e.g., breezes, gales, tornadoes,
hurricanes). Thus, a wind elemental force is a mgwn/ama of
intense wind. It can be vnewed asa compound of air and inertia.

Color: transparent

Movement: flies _
Structure: compound (type C)
Classification: non-substantial
Volatility: stable

Outlook: playful

Opposing Element: electrical
Critical Inflicted: impact, vacuum

Specific Modifiers: +1 attack size increase and +30 to attacks
against smoke, unsubstantial targets, and electrical creatures

Special Effects: can cools or warm an area; can change weather
conditions; can allow sails to propel appmpnatc vessels
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2.4 SUPER COMPOUND
ELEMENTS

These elements are compounds containing some of every “basw“
element.

PLASMA (2.4.1)

General Description: The plasma element is a compoumi con-
taining equal parts of all 10 of the basic elements (lesser and

greater). A plmma elemental force is a region/area/mass af-
fected by the “extremes” of everything (power/energy and
mass). Plasma is homogeneous.

Color: blue
Movement: flies
Structure: super compound (type D)
Classification: substantial
Volatility: stable
Outlook: aloof
DoSing Element. vacid
Criﬁcal Inflicted: plasma, cold, electrical

Specific Modifiers: +1 attack size increase and +30 to attacks
against mbusnbles, metal, and vacid creatures |

Special Effects: Plasma may be used for healing orhfegwmg,but
due to the extremely sensitive nature of this elemental it is very
difficult to master. A ment being healed must fail their RR to
be mlly healed. There 1s a 50% chance (should not be

modified) of the victim being physically altered (an E physical

alteration critical). When used as a weapon, plasma can be
- extremely destructive. Plasma is composed of exactly equal

amounts of the basic elements (purity rating of 100%).

VACID (2.4.2)

General Description: The vacid element is a compound com-
posed of all ten basic elements with opposing elements being
present in equal amounts. It opposing elemental forces are
balanced — air is balanced to gravity, cold is balanced to heat,
darklsbalancedtohght,earthxsbalmwdtowawr and inertia
is balanced to vibration. For example, a vacid elemental force
could consist of acompound that was 20% air/gravity, 10% cold/

heat, 30% dark/light, 35% earth/water and 5% inertia/vibration.
A vacid elemental force is a center point of balance —-everyﬂnng
at equilibrium. Vacid is sometimes known as umbra. Vacidis a

heterogeneous elemental substance.
Color: grey
Movement: flies
Structure: super compound (type D)
Classification: non-substanual
Volatility: unstable
Outlook: dommate
Opming Element: plasma

lassification — S = Substantial; NS = Non-Substantial.

| ELEMENT SUMMARY cmm'r

Outlook

 Volatility — VS = Very Stable; S = Stable; US = Unstable; VUS = Very Unstable.

PR



Critical Inflicted: shock, stress, varies. When used in an attack,
‘vacid causes an imbalance in the elemental structure of the
target. When used on an elemental creature, a vacid attack
inflicts a critical which is the opposing elemental force to the
elemental creature is composed of (e.g., a vacid attack on an air
elemental will inflict gravity criticals).
In the case of a vacid attack against its opposing elemental
force (plasma), there is a chance that the attack i 18 negated —roll
1-100: | - |

01-50 — no critical resalts | _ _
51-75 —rroll foreach “lesser basic” element; if a resultis 01-20,

a critical of that type is inflicted (severity determmed by
attack); several criticals can result

76-100 — roll for each “greater basic” element, on a 01-20, a

critical of that type isinflicted (seventy determined by attack)
several criticals can result

Specific Modifiers: +1 attack size increase and +30 to attacks
against plasma creatures

Special Effects: produces balancing of power/energy, this is the
centering of two or more forces . |

2.5 COMPLEX ELEMENTS
Each of these elements has its own unique properties; nonnally,

they do not serve as building blocks for other elements. They are
the most difficult to control and use in spells.

General Dmriptmn The aether clement is the power/energy of
- non-life. There is no mass on the aether plane. Undead creatures
- draw their power from the aether; thus, most have the abzhty to
mmﬂmcreatumsandforees .

Cm transparent

Movement: flies o
Structure: complex (type E)
“lassif Ce tion: non-substantlal |
Vohﬁllty very stable

Outlook: playful -
Oppomﬁg Element: spmt
Critical Inflicted: acther

Spee!ﬁc Modifiers: +1 attack size increase a.nd +30 to attacks
against spirit or invisible creatures ~

Special Effects: Upon contact with aether a target must make a

RR. If the RR is unsuccessful, the target is turned invisible for
24 hours or until he has perfonned some t. pe of violent action
(see Invtszb:hty descnptzml in SL) -

- CHAOS (2.5. 2)

General Description: The ehaas element is a “force of absorpt:on

and growth”. A chaos elemental force absorbs/consumes all

~ matter, elements, and power/energy thatit comes in contact w1th
Cm constantly changmg .
Mevmt. by growing blgger and bigger, otherwxse non-mebzle

ire: complex (type E)

Classxﬁcatmn substantial

Volatility: very unstable

Outlook: hungry

Opposing Element: nether

Critical Inflicted: acid, phys;lcal alteratwn '

Specific Modifiers: +1 attack size increase and +30 to attacks
against nether creatures

Specnal Effects: Upon contact victim must make a RR. If the RR
1s unsuccessful, the victim is phys:cally changed (at random). If
the RR is successful, the victim takes an aczd and physical

- alteration critical strike.

This is the most dangerous known elemental force. Chaos
grows by consuming everything in it’s path. Everything a chaos
elemental force touches dissolves, making that chaos force
larger Under normal circumstance, the chaos is capable of
Increasing it’s size by 1’R each round (i.e., an increase of a
volume of 1’R, not 1' to its total radius).

There are several ways to halt and/or control this growth:

1) Let it run lose; once it has obtained sufficient size (GM
discretion), it will melt/dissolve its way down to the magma zone
of the planet. There the internal heat of the lava/magma will
consume the chaos faster than the chaos can consume the
magma; after the chaos is totally consumed, the magma rushes
forth and fills crater created by chaos, creating a magma lake. A
new problem, but one that will slowly solidify in a couple of
centuries. |

Chaos is heavier than water and Sinks rapzdly Gravity does
have an effect on chaos; so it does tend to “flow” down hill,
taking the path of least resistance (like a river or a tornado).

- 2) There has been some success in stabxkzmg chaos (i.e., it stops
growing) by neutrahzmg all of its Essence, Channelmg and
Mentalism (e. g by using Unessence, Unmentalism, and Unchan-

neling). If it is stabilized, a successful Stone/Earth spell can
- substitute stone for 100cu’ of the chaos (GM may require the use
~ of Spell Mastery skill). However, if the chaos suceessfully

resists this spell, it immediately begins to grow again. Chaos

- resists at the level it was created at, with every 100cu’ of chaos
- giving it an additional +1 bonus. Sorcerer’s have had sumlar

success with Solid Destruetlon True

3) The creation of a “maglcal vortex” has also been successful in
combating growing chaos; but this leaves another problem
perhaps even greater than the chaos problem. A magical vortex
is created by super-saturating an area with more Essence than the
area can safely handle. The number of PPs required varies, but
is on the order of 100,000 PPs discharged in an area varying in

~ radius from 10’ to 1 mile depending upon the local “strength of

the fabric of space”. A magic vortex acts as vacuum cleaners
(1.e., tornado, hurricane, etc.) on all power within its area of
effect -

4) Conttel and/or mastery ef chaes by use of the appmpnate

spells found on the Chaos Mastery spell list (RMCIII) and the
| Elemental Mastery and Elemental Absorption spell hsts

Note: Chaos is raw elemental material, mixed with _free '
floating Essence, Channelmg and Mentalism power. It has
no internal matrix, so giving it an actual internal strucmre
(GM dzscretwn ) may serve to stop its growth.

Note: Same items do survive engulfment by chaos these
items are alma.s't always artzfacts |



General Descrlpuon The nether element is a “mass of nothmg— -

ness;” it is “the point at which the 10 basic element meet.” A Ol )eci

nether elemental force has a disruptive effect on all matter, ta!‘get must make a RR.

elements, and power/energy that it comes in‘contact with.

Color: The outer edges of nether are black and void of color.
~ While the inner mass of nether is a black and silvery, swirling

‘mass of chaotic flashes of bright and intense light and dark.
- These flashes areradlatmg blasts of cold and heat which can bum
" and freeze all that is within a nether mass.

Movement: flies

Structure: complex (type E)
Classification: substantial
Volatility: stable

Outlook: passive

Opposmg Element: chaos --
Critical Inflicted: disruption, stress

Speclfic Modifiers: +1 attack size increase and. +30 to attacks
- against chaos creatures '- -

Special Effects: can absorb without totally destmymg, can retain
without giving.

Any object which is stuck into a swirling mass of nether must

‘make a RR against the level of the nether elemental force. If the
RR 1s unsuccessful, the the object is pulled apart at the point
where it enters the Nether mass. For example, a sword is jabbed
into a nether mass; if the sword fails its RR, it is severed at the
point where it meets the outer edge of the nether mass. If a
person’s arm enters a nether mass and that person fails his RR,
the part of his arm in the Nether mass is separated from the rest

~of the arm. The arm does not bleed at the pomt of separatmn
because the stump is cauterized.

If an object which enters the nether mass makes it RR, normal
nether damage may take place. For example, the person men-
tioned above put his arm into the nether and makes his RR, he is

- not subject to limb separation but to the normal affects of the
nether mass. In this case, it would most likely be a nether ball
attack with criticals being modified to afflict only those bodily

- parts that are actual exposed in -the nether mass. .

NEXUS (2.5. 4

General Description: The nexus element is “the force of separa-
tion and barriers between the elements.” It makes up the barriers
that separate the elemental planes (see Section 14. O) A nexus
elemental force is a barrier that separates elements. '

Color: varies

Movement: teleports

~Structure: complex (type E)

Classification: substantial

Volatility: stable

Outlook: passive

Opposing Element: time

Critical Inflicted: nexus, physical alteratxon vzbratlon

If the RR is not successful the target is

“gated” to another side of the elemental plane they are on (GM
discretion); to the target, it is as if he had continued to walk or
move in a straight line and then found himself in a different place.
If the RR is successful, normal nexus damage may take place
(e.g., perhaps a nexus ball attack).

SPIRIT (2.5.5)

General Descrlptmn The spirit element is the power/energy of
life. Thus, a spmt elemental force is a regmn of life force and
change. |

Color: none, yet all

Movement: flies

Structure: complex (type E)

Classification: non-substantial

Volatility: stable

Outlook: playful

Opposing Element: acther

Critical Inflicted: mental

Specific Modifiers: +1 attack size increase and +30 to attacks
against Undead and aether creatures

Special Effects: Upon contact with a spirit elemental force a
target must make a RR. If the RR is unsuccessful, the target’s
mental condition is changed (GM discretion, perhaps roll up a
new character profession and background at random). If the RR
is successful, normal spmt damage may take place (e.g., perhaps
a mental cntlcal) | -

TIME (2 5 6)

General Descrlptmn ‘The time element is the power/energy of
“time.” A time elemental force is aregmn/area in Wthh time can
vary; 1t 1s the force that erodes all — barr '

Color: transparent
Movement: flies

Structure: complex (type E)
Classnficatwn non-substantial
Velatlllty unstable

Outlook: playful

Opposing Element: nexus
Critical Inflicted: time

Specific Modifiers: +1 attack s:ze mcrease and +30 to attacks
against nexus creatures

Special Effects: Upon contact with a time elemental force a target
must make a RR. If the RR is unsuccessful, the target is
“telephased” at random “1D10 years/per 5% failure” forward or
backwards in time. Target stays at the same location, only the
time frame is different. If the the RR is successful, normal time

- damage may occur (e.g., perhaps a time critical strike).
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Pure Elemental Spell Users

Elemental Channeler .........cccceeeeunnnnn.. (Section 3.1.1)
Elemental Enchanter...........c.ccecvuuee.n. ...(Section 3.1.2)
Elemental Healer ........ccooovveevveeeeennnn. ...(Section 3.1.3)
Elemental Summoner ..........................(Section 3.1.4)
High Elementalist ..................... e (Section 3.1.5)
Mystical Elementalist .......................... (Section 3.1.6)
Hybrid Elemental Spell Users _
Evil Elementalist ...........cccoocooouunnnnnon. (Section 3.2.1)
Elemental Chanter ..........cccceevcnneenn.en. (Section 3.2.2)
Elemental Physician ..................... «...... (Section 3.2.3)
Semi Elemental Spell Users .-
Elemental Hunter ........cccooovvvvnvivirennnnnn.. (Section 3.3.1)
Elemental Warrior ........ccovevveeeivvnnnienenns (Section 3.3.2)
Rogue Elementalist .........cccccccvrrveeenn.. (Section 3.3.3)

As mentioned in Section 2.0, a GM several options for how to
integrate the Elemental Companion material with the normal
Rolemaster realms of power. The use of the professions presented
in tlus sectmn is heavxly dependent upon which option is used.

: OPTION 1
This opuon assumes that there is one “elemental realm of
power ” for each element. Only one set of professmns is presented

in the EC, but in effect each profession is really many different
elemental professions — at least one for each elemental realm of

power. For example, the Elemental Healer is really 22 different
professions: Air Elemental Healer, Aether Elemental Healer, Fire
Elemental Healers, etc. Similarly, each spell listis actually 22 spell
lists, one for each elemental realm of power; e.g., Elemental Runes
covers Water Elemental Runes, Heat Elemental Runes, Vacid
Elemental Runes, etc. .

There are four classes of spell users for the elemental realms of

power: Pure, Hybrid, Semi, and Non.

Pure Elemental Spell Users: This class is similar to the normal
pure spell user in RM — a pure elemental spell user has one
primary realm of power (i.e., one primary element). For this
element his spell restrictions are the same as the standard ones for
pure spell users in Spell Law; thus, he can learn spells from his
base lists (lst-50th) and the open and closed elemental lists (1st-
20th) for his primary element.

A pure elemental spell user also has one secondary element for
which he can learn lists in the same manner in which a normal
hybrid spell user learns lists; i.e., this requires learning a “B”
portion for open lists and an “A” portion (1 st—Sth) and then a“C”
portion (6th-10th) for closed lists.

A pure elemental spell user may not have a primary eiemem
and a secondary element that are “epposmg o

If a pure elemental spell user’s primary element is compound
or super compound, his secondary element must be one of the
basic elements that make up his primary element.

Power points are based upon the character’s Empathy, Pres-
ence, or Intuition, whichever one is a prime requisite. If two are
prime requisites, choose one.

ELEMENTAL PROFESSI.NS AND SKILLS

Hybrid Elemental Spell Users This class is smnlar to the normal

hybnd spell user in RM — a hybrid elemental spell user has two
primary realms of power (i.e., two primary elements). For this

~ element his spell restrictions are the same as the standard ones for

hybrid spell users in Spell Law; thus, he can learn spells from his
base lists (lst-SOth) and the open and closed elemental lists (lst-
10th) for his primary elements. A hybrid elemental spell user’s
base lists are applicable to both of his primary realms, so he need

- only learn each portion of each base list once.

A hybrid elemental spell user also has two secendary elements
tor which he can learn open lists in the same manner in which a
normal hybrid spell user learns closed lists; i.e., this requires
learning an “A” portion (1st-5th) and then a “C” portion (6th-
10th). He can also learn “A” portions of closed lists fm' his
secondary elements.

None of the primary and secondary elements for a hybnd

~elemental spell user may be “opposing.”

If either or both of a hybrid elemental spell user’s primary
elements are compound or super compound, his secondary

elements must be chosen from the basic elements that make up

his primary elements.
Power points are based upon the average of the character’s

' prime requisites.
Semi Elemental Spell Users: This class is similar to the normal

semi spell user in RM — a semi elemental spell user has one
primary realm of power (i.e., one primary element). For this
element his spell restrictions are the same as the standard ones for
semi spell users in Spell Law; thus, he can learn spells from his

 base lists (1st-50th) and the open elemental lists (1st-10th) for his
primary element.

Power points are based upon the character’s Empaﬁly, Pres-
ence, or Intuition, whichever one is a prime requisite. If two are
prime requisites, choose one.

Non Spell Users: A non spell user may chose an Elemental Realm

as his realm of power — he must chose a primary element. For
this element his spell restrictions are the same as the standard

ones for non spell users in Spell Law; thus, he can learn spells
from the open elemental lists (1st-5th) for his primary element.

Power points are based upon the character’s Empathy, Pres-
ence, or Intuition — choose one.

The fellewmg chart summarizes which pomens of lists are

“learnable” by the four elemental spell user classes.

ELeMENTAL SPeLL User CLass -

Base Lists B,D,E B,D,E B,DE —

Open Lists
Primary Element B,D B A, C A
Secondary Element B A,C _ -
] Closed Lists | |
| Primary Element B,D A, C — —
Secondary Element A, C A — —

Note: A GM may wish to place further restrictions on
choosing primary and secondary elements; e.g., he may
wish to limit secondary elements to basic elements only.



OPTION 2 . .
This option assumes that there is one and only one “elemental
realm of power”, and all power for elemental spells comes from
that realm. Use the same classes and gmdelmes presented for
Option 1. Only the terminology is different — i.e., a spell user
chooses a primary element to use instead of an elemental realm of
power. Spell lists must still be learned separately foreach element.

~ OptiON 3 . -
~ This Dptmn assumes that thereis no “elemental re.alm of power
instead the normal realms provide the power that summons,
controls, and manipulate the elements in the spells provided in the

EC — the GM must assign a realm(s) of power for each elemental

profession. Then, each elemental profession is treated just like a
normal spell user for the assigned realm(s), except that in addition
to normal lists for that realm(s), they also have access to the npen
and closed elemental lists.

~ Each elemental spell user must still chase primary an-d secon-
dary elements as outlined above. Spell hsts must still be leamed
__;sepmtely for each element. | _
~ If using this option, for mn—elemental :’:'fessmﬂs the open
elemental lists should be treated as being closed lists far all three
realms and the closed elemental lists should be treated as bemg
arcane spell lists. _

- Below are some suggesmd realm amgnments fm' Opuon 3

Elemntal nneler.

ngh Elemenmh‘St AL IR AT R SRS R R LN iii’i'i"iih%tihitii;ii;;iiih-ti-:Essance ._

o MySﬁ | ElemﬁmllSt iiiiiiiiiiiii .h "I?Ifb?'l; ‘i‘l-*'l L E R R R AR R ER RN ES’W -
Evﬂ Ele mentalist. e ANY tWO realms

Chamwlmg & Mentalxsm

-.:. ' iiﬂﬂri-ih- ...‘h *i “Hp Chmnellng

eapon Skms. 6,7, 9 9,9, 20
1 Mamuvermg In Armar*

| Other Skllls* Refer to DeveIOpment Pmnt Ccsts given belaw |

~ All other skill costs are identical to the Cleric DP cost.

3 1 PUR E ELEMENT!/
SPELL USERS |

ELEMENTAL CHANNELER (3 1.1)

A variant of the Cleric, a Elemental Channeler is a pure elemen-
tal spell user that worships a “deity level” elemental intelligence —
for each element there is a elemental being whose powers are like
untoagod. A “supreme elemental” is usually interested in only one
thing: the proliferation of his element throughout the planes, and
an Elemental Channeler works towards this end. A supreme

A |
ot

elemental seeks to dominate places with his element, thus, su-
- preme elementals are in constant conflict. An Elemental Chan-
neler ‘must’ be able to eventually survive campletely immersed in
the element of his supreme elemental. The Elemental Channeler
receives a +30 to all manlpulatan of his primary elemental force.

'ELEMENTAL CHANNELER BASE SPELL LISTS

Elemental Ab.wrptwn ~_Elemental Commune
Elemental Area Attack Law Elemental Healing

géE!emental Attack Law . ii * Elemental Protection Law

Maglcal Skl“S“
‘Spell List .. .

Soft Leather..... ,;.f.‘;

iiiiiiiiiiiiiii

| Channehng SO 1}4
| DlI'BCtﬁd Spells 27

| General Skills:
Climbing ... 5
| SWlmmlﬂg -ﬂﬂﬂ..g_-:..;_a..i_ﬂ;;;.p-u;ﬂ-‘3:3 ;
Riding ... ,.4
_:__Disan'nmg Trms SRS .
Picking Locks .................9
Stalking & Hiding 6

'__nguxsm:s - '
1 Adrenal Mmfes

for those skills unique to the Elemental Channeler Profession. |

| Prime Requisues. In/Me

Ele . "H"i tﬂi Skilhi L i LEV%I _ * u .:_ o
| Academic Skills

1 :Elemcntal Bamshment 1/4 | Arms Law Combat

“Repelling .....ocovvereeees 1/4 | Base Casting Skills..
Turning ........cou.n... | Concentration Skills
Banishment.. Directed Spellis
Dissolvement....... /1 | Elemental Skills ...........+2

| Elemental Lore '_ .13 | General Skills.........
| Elemental Physics 3/6 | Magical Skills

| Eval Elemental Item ...2/5 | Medical Skills .

g g wmmes T WER



ELEMENTAL ENCHANTER (3.1.2)

A variant of the Alchermst, an Elemental Enchanter is a pure
elemental spell user that has the power to enchant and mold raw
elemental force. The Elemental Enchanter receives a +30 to all
manipulation of h.ls pnmary elemental fnrcc

ELEMENTAL ENCHANTER BASE SPELL LISTS

Elemental Absorption - Elemental Pooling
Elemental Fires Elemental Protection Law
Elemental Molding

| Weapon Skllls 9, 20 20 20 20 20

Maneuvermg In Armor:

I"I'.r.'l.'il'lll'-; --------

Maglcal Skllls
Spell 1.__.1___st

"i.'.lllll‘l"l"lllli..rl

iiiiiiiiiiiiiiiiiiiiiiiiiiii

Channeling ..
Directed Spells

I T

, SRFRRARRERNERANARESNROEEESRE F

ngmsucs
| Adrenal Moves ............ ceivensiinsoneaiinnnivarinian
1 Adrenal Defense ' D:sa!mmg Traps ............4
Picking Locks .......c.cecereend

Stalkmg & Hiding

Body Development ..

iiiiiiiiiiiiiiiiiiiiiii

'Other Skills: Refer to Development Point Costs given below
for those skills unique to the Elemental Enchanter Profession.
All other sh]l msts are identical to the Alchemist DP cost.

‘Level Bomnses
Academic Skills
Base Casting Skills....... +1
Elemental Skills ........... +3
General Skills

iiiiiiiiiiiiiiii

Magical Skills .............. +3
Perception Skills .......... +1

Medical Skills .......

iiiiiiiiiiiiiiii
iiiiiiiiiiii

iiiiiiiiiiii

"Emm Physxcs ....... /5
Eval Elemental Item ...

" ELEMENTAL HEALER (3 1 3)

A variant of the Healer, an Elemental Healer is a pure elemental
“spell user that specializes in elemental healing. The Elemental
Healer rwewes a +30 to all manipulation of his primary elemental

force.

ELEMENTAL HEALER BASE SPELL Lists
'Elemental Absorption Elemental Mobile Barriers Law
Elemental Healing - Elemental Pooling
- Elemental Mastery Elemental Protection Law

I T LI I i - - L e T I

Elementa[ Spmt Binding

| for those skills unique to the Elemental Healer Profession. All

Elemental smus- =

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

Magical Skills:
Spell List

N Maneuvenng In Armor:
~ Soft Leather..............

~ Rigid Leather
n ... Staves & Wands
Directed Spells

| Gener_a-l Skills:

Special Skills:

CAmDbush ..o, 9
Linguistics
Adrenal Moves

: Adrenal fense

- Swimming

Disarming Traps
| Picking Locks .. -
~ Stalking & Hldmg
Perception -

Other Skills: Refer to Development Point Costs given below

other skill costs are identical to the Healer DP Cost.
Prime Requisites: In/Me

~ Level Bmmses
Academlc Skllls

iiiiiiiiiiiiiiii

llllllllllllllllllllll

Banishment.......... R

Dissolvement............. 4/7
Elemental Lore ............ 1/3
Elemental Physics ....... 3/6
Eval Elemental Item ....2/5

Medical Skills . e
Ferceptwn Skills




Elemenml Mastery
Elememal Pratec:mn L ff_

& RN ey BN R W A er iiiiﬁ rew i--lrii- “aes Iv IRLE: SRR ‘“”“ 5"' ‘*“* /
L e BB !l#!—iii#ii ah nnnnnnnnnnnnn ﬂ.g G & e “;., . . % - s
e *<" P S %
L :I 3 lm e ii##iiiil' -------------- sees A L

SN T mlnexmg . i i " ni PITr T I ﬂ- ; 'Hv
o MAIARA wd SPeHS creveraranes 'i' At

General Skl“S- i
...7 | Climbing....... S
w1/ X ; ,'-"fSWlmrmng e ....... 3
ST [ T 1 T- O AT
e ;-"'f'_;ff_.f:fillsmmmg_?‘fj} 'i:':'raps ............ 8

- Ma w9 | Picking Locks ................ 9

By Development ........ 7 Stalking & Hiding .......... 6
~ Perception .................... "2

- Other Skills: Refer to Development Point Costs given below

for those skills unique to the Elemental Summoner Professwn

All other skill costs are identical to the Conjuror DP cost.
Prime Requisites: Em/Re

o, 2. :

Weapon Skills: 9, 20, 20,

Maneuvering In Armor:
Soft Leather ....................9
Rigid Leather...................9
Cham seervssssnsransssesisseennse 10
Plate ................ SUUTR |

Level Bonuses:
Academic Skills ........... .+1
Base Spell Casting
Directed Spells ............. +1
Elemental Skills ........... +3

iiiiiiiiiiiiiiii

Spell List ........ A

Runes............... vevenennnes 1/4

Staves & Wands vrveeeres 1/4
7

ERERNERE R RSP IR IR B WED

Linguistic |
Magical Skills .............. )
Perception Skills 1

General Skillfs: -
Climbing .............. vreerrenrn O
Swimming ..........cevevnenn 3
Riding ......cceevvvvvverinnennns 4
Disarming Traps ............. 8
Picking Locks..................9

Stalking & Hldlng 6 |
- Perception..........ccc........ 3

###########

. wental Phys:cs soens HZ/S
| Eval Elemental Item ....2/5

Special Skills:
Ambush ............. cerrererenns D
Linguistics ....uvvvevevennnn 2/% |

| | Adrenal Moves ........ vreeenn O
' Adrenal Defense
~ HIGHELEMENTALIST (3.1.5) | Murtial Arts ........oo9
A variant of the Magician, the High Elementalist is a pure Body Develupment e 8
elemental spell user that specializes in the direct manipulation of
elemental forces. High Elementalists are viewed as being the
premiere elementalists. The High Elementalist receives a +30 to
all manipulation of his primary elemental force.

| Other Skills: Refer to Development Point Costs givcn below
for those skills unique to the High Elementalist Profession. All

- other skill costs are identical to the Magzczans DP cost.
- Prime Requisﬂ:es. Em/Re

Elemental Skills: :
Dragon Lore ................ 1/2
Elemental Bamshment 1/4
Repelling ....... verreenennes 1/4
Turning ...................... 2/5
Banishment................3/6
- Dissolvement............. 477
Elemental Lore ....... e 1/3
Elemental Physics ....... 2/5
Eval Elemental Item ....2/5

. HiGn ELEMENTALIST Base SPELL Lists

Elemental Attack Law Eiemenml Non-Mobile Barrier Law
Elemental Area Attack Law Elemental Mobile Barrier Law
Elemental Items Law ~ Elemental Protection Law

Lev‘“el Btmnses S
Academic Skllls SRRRPRNE .
Base Spell Castmg-; ...... +1
Directed Spells .............+2
Elemental Skills ........... +3
Magical Skills .............. +2
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Magical Skllls +3 |
Perception Skms —
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Elemental Area Curse |
Elemental Attack Law

Elemental Personal Curse

Elemental -Glyphs

Manewem !n Arm

SeftLeather SN, 1o

<1 SRR .....5/*

Chaln FEHPHSAT BB BN AN IR I RN ilttg
Plate :-n-uiinn't'f'ttin'fithii"#.l-i_r'_t'i'#l*l 10

AMDBUSH .ovovviiririenerenenes 9
Linguistics .......ccoviennns 2/*
Adrenal Defense .20(15) ¥
Martial Arts.............6(3) T

Body Development.........7

Stalking & Hiding .......3

C%melmg e 8

. » Di | _. Swﬂs "";"""‘..-;=: ..-.:: " |

General Skills: ]
ClmbiIng ......ccccvvvvecervnenead |
Swimming ....c.ccceveveveeeeenn 3§
Disarming Traps .............7 }
Picking Locks ..........c...... 8

3

- Perception ..o

i o sk:tl cost is IM zf przme reqmsztes tmzme m---- |
+ — skill cost is given in ()'s if prime requisites include Pr

|8 — skill cost is 114 if prime requisites includeln
“Other Skills: Refer to Developm:

for those skills unique to the Evil Elementalist Prc fﬁsswn. Mi
other skill costs are identical to the Warlock DP cost. |
ane Reqms;tm Em/In (E ssence-Channeimg}, Prf[n

Level Bonuses:

Elemental M&“‘teryf

‘Elemental Protection Law

Elemental Bamshment 1/5
Repelling ..........ccce.... 1/5
Tumning ....ccoeeveeirecnnen. 2/6
Banishment................ 3/7
Dissolvement.............4/8

Elemental Lore ............ 1/4

Elemental Physics .......3/8

| Eval Elemental ltem ....2/4 |

Academic Skills ...........+1 }
Base Spell Casting
Concentration Skills .....+1
Directed Spells .............+1
Elemental Skills ...........42
General Skills ...ouvvveen +1
Magical Skills .............. +2
Perception Skills ..........
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ELEMENTAL CHANTER (3.2.2)

i - ls a hybn.d

EuMENuL C HANTER BASE SPELL Lxsrs
Elemental Mastery Greater Elemental Non-Mobile Barrier
Greater Elemental Protection
Greater Elemental Summoning

Greater Elemental Attack
Greater Elemental Items

Mageai Skiiis'
Spel! LiSt cooeereeeriennienes li*
vacs & Wmds 2/5

Channeling .......ccccoceeeeee. 3
C ectec Spells ,2]5

._ oy - - - '. A :“ ] ; -:: 1 "’ ’ . Ny F .
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Dmammg Traps

Stalmg & szmg
Percepnan

Skﬂi$ ....;.".3.."5'1
directed saaﬂ' -ﬂ
E!emcntai Skills .ﬁ..,...._,+2

1AV} .Z: Im rlt.ﬁ.M!-l.#i#*“*“.m
Pt § 1 : .: .:. : 3 114 G188 w t ys
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Greater Elemental Mobile Barriers
Greater Elemental Pmtecﬂan
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Rigid Leather................ 3/*
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3.3 SEMI ELEMENTAL ELEMENTAL WARRIOR (3.3.2)
~ SPELL USERS o e o e o ot
| services; he is often a wanderer. The Elemental Warrior receives

ELEMENTAL HUNTEH (3_3;1 ) | a +10 to all manipulation of his primary elemental force.

A variant of the Ranger, the Elemental Hunter is a semi elemen- ELEMENTAL W ARIiIOR BASE SPELL LISTS
tal spell user that is the bane of the other elementalists and Elemental Gates _ ' " Greater Elemental Attack

elemental creatures. This bounty hunter feels it is his duty to rid

the world of the evil that elemental magic has caused. The Elemen- Elemental Molding Greater Elemental Items
tal Hunter receives a +10 to all manipulation of his primary Greater Elemental Area Attack Greater Elemental Protection.

eleuwntal force.

~ Weapon Skills: 3/7, 4, 6, 6, 10, 15

Magical Skills:
Spell List

| ELEMENTAL HUNTER BASE SPELL Lists

Elemental Banishment  Greater Elemental Mobile Barriers
Elemental Mastery - Greater Elemental Protection
Grmrer Elemamal Atrack  Greater Elemental Summoning

Maneuvering In Armor:
~ Soft Leather ................ 2f*
Rigid Leather............... 2/*
| Cham ............... ceeeerenenes 3/*

Channeling
Directed --Spells -

-‘ WeaponSkllls3/746669

- Ambush ... 4

- Linguistics '
~ Adrenal Moves -
Adrenal Defense .. . Dzsannmg Traps '
Stalking & Hldmg

- Perception

- Other Skills Refer to Develcpment Pomt Costs gwcn below -
~ for those skills unique to the Elemental Warrior profession. |
~ All other skill costs are identical to the Wamor Mage DPcost. |
~ Prime Requisites: St/Em o

~ Elemental Skms- B

i LR R R ] I llllllllll

Channeling
Directed Spells ............. 10

Level Bmmseé —
Athletic SKlls ............+1 |
Body Development ......+1

Deadly Skills .....

" Directed Spells ..

Elemental Skills

' Elemental Lore ...';;;_,.;.;..." _ Magical Skills .............

" Elemental Physics........... 5 | Perception Skllls -
~ Eval Elemental Item ....2/5 |

_cmts are 1denucal to the Ranger DP cost.

llllllllllllllllllll
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ROGUE ELEMENTALIST (3.3. 3) ~ RoGUE ELEMENTAL BasE SPELL Lists

A variant of the Beastmaster, the Rogue Elementalist is semi Elemental Gates - Greater Elemental Items
emental spell user that attempts to use and control the elements Elemental Mastery ~ Greater Elemental Protection

| Greater Elemental Summoning

without the benefit of a proper schooling in the art of elemental S
ranipulation. The Rogue Elementalist receives a +10 to all Greater Elemental Attack .
mmpmatwn of his primary elemental force | -

Magical Skills:
Spell List ................. .-

iiiiiiiiiiiiiiiiiiiiiiiiiiiiii

Channeling ................13
Directed Spells ...........

General Skills' |

|  Swimming
Disanning Traps

Stalkmg & H:dmg
Perception . .

- Other Skills: Refer to Development Point Costs g:ven below
for those skills unique to the Rogue Elementalist Profession.
i All othcr skﬂ.l costs are identical to the Beastmaster DP cost.

Level Bonuses:
Arms Law Combat
Athletic Skills................
Deadly Skills
Directed Spells ............. +1

wieme : tal Ski“Sn

iiiiiiiiiiiiiiii

iiiiiiiiiiiiiiiiiii

iiiiiiiiiiiiiiiiiiiiii

Elemental Skills +2
General Skills
Magical Skills ............. +1
~ Outdoor Skills
| Perception Skills

llllllllllllllll
iiiiiiiiiiiiiiii

llllllllllll

 Elemental Physxcs ...........
Eval Elemental Item ...

_______



3.4 ELEMENT BASED  SKILLS

here are four new element based skills:
Elemental Banishment
" Elemental Lore
" Elemental Physics
Evaluate Elemental Item

ln a&émcm m these new skills, certain skills have a reduced
I t based upon an elementalist’s primary elemental
educed costs are given in the Element Based Skill

' 't Point Cost Table 3.6,

hen | _’*-:shmg elemental creatures (i.e.,

elementals) Bamslmeﬂt wﬁl cmly work on elemental creatures
i & _. ished fl’Bm any plan e Of
p!ane (see Section 14.0). The
duration of the bamshmt may be a few hours or it may be
permanent. It wil : not wm*k m raw elamental force or other forms

. Thert are_4 fms of elemental

mamtam abasic enemgmal bmer that m elemental cannot

harticy lar type of elemental. Unlike the circle bf protection this
rotective barrier is mobile and may move with the “repeller” as
~ he moves (he must concentrate)

[urning m'l‘hls skill is uwd fora static maneuver as an attack that

" causes the elemental to turn and flee. This turning will last from
a few tmmds or until the elemental drops from exhaustion.

Banishment — This skill is used for a static maneuver as an attack

it causes the elemental to be displaced back toit’s home or true

plane of existence. The duration of the banishment may be for
a few hours or it may be permanent.

Dissolvement — This skill is used for a static maneuver as an
attack that causes the elemental to lose it’s internal integrity (i.e.,
kills it). An elemental knows by its basic instincts the very
pattern of this dissolvement and when threatened with it will

normally become docile until itcan: 1) getoutoftherangeofthe

dissolvement, 2) eliminate the threat completely, or 3) make
some pact that benefits both parties.

Note: When an Elemental is threatened by dissolvement and
the Elemental has not detected the actual working of the
dissolvement pattern (the threat is not real), the elemental
will attend this situation as it's basic outlook decrees.

‘This acts much like a circle of protection against a

ELEMENTAL BANISHMENT
- DEVELOPMENT POINT CosT
The pracme or art of Banishment is an honorable one. It has
been used for centuries by elementalist to protect themselves and
those that they serve. The Banishment skill must be developed
separately for each elemental force (normally the primary elemen-
tal force). This skill must be developed by one of the fallowmg

- methods (GM decision):

Option 1 — Normal Development: Elemental banishment is
developed as one skill. Since turning, banishment, and dissolve-
ment are the more difficult and complex than repelling, the
following modifiers should be applied in addition to the ones on
the Elemental Madlﬁcamm Table 7.3:

Repelling....ccccocevvmrmnuiirnicunnnsnrcneenacsnnens +00
A1 411117 SRPPOPP ..-10
Banishment .................. eevrerreeeanrneresaentees -30
DisSOIVEMENL ....eoevevrriericcnviecisirinenisisnnene -50

Option 2 — Advance Developmem. Skill must be developed
separately for each of the four types of elemental banishment. A
GM may wish to make all of the types “similar.”

Option 3 — Cascade Development: The four elemental banish-
ment skills must be developed in a manner similar to martial arts
skills — dissolvement may never have more skill ranks than

‘banishment, banishment may not have more skill ranks than
turning, and turning may not have more skill ranks than repel-
ling.

When banishing elemental creatures that are not composed of
the banisher’s own elemental force, the difficulty is increased by
one (e.g., medium becomes hard) and the following modlﬁcaams

apply:

w
TUMING ceeeovreiiiiiiriiiirrenrreeenne e -40
ishment . 0
Banish L ettt teeesssnssssssasasensssnenensesss -5
DiSSOIVEINIEIL o oueriiirireervirssserssscssssssssncssnsson 70

DEVELOPMENT POINT COSTS FOR
NON-ELEMENTALIST PROFESSIONS

Non-elementahst may also develop elemental banishment skills.
The Elemental Skills — DP Cost Table 3.6 provides the develop-
ment point costs for the various non-elementalists.

RESOLVING ELEMENTAL BANISHMENT

This skill is for a static maneuver (i.e., the roll plus all applicable
modifiers must be greater than 100). The skill is modified by:

» +/- 1 per level difference between elemental and banisher.

» + skill bonus being used.

« GM may require the use of the modifiers found on the Elemental
Modification Table 7.3.

« The following modifiers should also be applied:

Medium Maneuver .......... +00........ one elemental

Very Hard Maneuver ....... -20 ....... .two elementals

Sheer Folly Maneuver .....-30 ........ three elementals
Absurd Maneuver ............ -70 ........ four or more elementals
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Thts sk;ll gmes a bcmus fm reeogmzmgi and identlfymg the

majm pawers mﬂ abllmes of elemental beings, and other things

Ining to ¢ ] lanes, powers, spells, items, etc.). The
pment pomt costs for non—@lem@ntahsts is based on the
priate -Lor ithropology skill (see RMCII Section

.7 0)' J 'For' example a Clérxc develops elemental lore as a non-
elementalist, so the Cleric’s development point cost would be the
same as his Xeno-Lores Anthropology skill — 6/12 = 2/5 + 4/7.

ELEMENTAL PHYSICS
(Re/Me)(Static Action) (3.4.3)
This skill reflects an understanding of the relationships between

the elements and other forces, energy, etc. Non-elementalist
dcvelomnent point cost is based on the appropriate Xeno-Lores

Physics skill (see RMCII Section 7.0). For example, a Mentalist
develops elemental physics as anon-elementalist, so the Mentalist’s
development point cost would be the same as his me-Ms

Physics skill — T3 =3/6+4/1.

(In/Re)(Static Acticn) (3 4. 4)

This skill bonus for determining the value and quality of
elemental items in worked, refined or raw condition. Non-
elementalist development point cost is based on the appropriate
'Xen&Lm'es Armor Evaluation skill (see RMC I1, Section 7.0). For

mpl Rogue develops evaluate elemental item as a non-
elemer mhst, so the Rogue’s development point cost would be the
same as his Xeno-Lores Armor Evaluation skill — 8 = 1/3 + 6.

3.5 MANIPULATION BONUS

Each of the elemental professions receives a bonus for manipu--
lanon of their chosen elemental force. This bonus is used in
conjunction with Directed Spell skill, with Spell Mastery skill, and
with the skills presented in Section 3.4. This bonus is indicative of
the control that the elemental professions have with their primary
elemental force. '
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Acrobatics

Diving

Flying/Gliding
Tumbling

Skiing

| Alchemy

| Metal Evaluation
- Metal Lore
Mmmg

. Smm Crafts
Electrical
| Amimal Handling

| Weather Watching

| Grm m’
Acrobatics
Juggling
- Jumping
- Sprinting

Ice
Skating
Skzmg

L:ght
Hypnosis
Signaling
Sight Perception
Survetilance

Eiemental

lf3

1/6
1/4
1/6
1/5

1/6

1/3
1/5

4/7

Elemental
Channeler Enchanter

1/3
1/4
1/5

2/6
2/6
2/6
2/6

Elemental
Healer

1/3

1/3

1/6
1/4
1/6
1/4

5

1/6

1/6

/6

Elemental
Summoner

1/4

1/5

2/6
2/6
2/6
2/6

2/6

26

High

Eiement-

alist

1/5

2/6
2/6
2/6
2/6

14 25 14 14 1/4

1/3
1/5
1/5
1/6

1/6

1/4

s

2/6

1/5

172

1/6
1/5
2/6
2/6

1/2
1/2
1/2

1/2

1/4
1/3

2/6
2/6
3/7
2/6

172
1/4

2/6
2/6

1/5
2/6
1/3
1/4
2/6
1/5

1/4
1/3

| "--':.-:;3::.:3;_:.- 1[2
1

1/4
1/4
1/3

1/3

1/3

2/6
2/6
3/7
2/6

1/5
2/5

2/6
2/6

1/5
2/6

1/3
1/3
1/5
1/5

2/6
1/5

2/6

1/3
1/4
1/3
2/6
13

2/6
2/ 6

2/6

1/4

1/3

2/6
2/6
3/7
2/6

1/5
2/5

2/6
2/6

1/5
2/6
2/6

1/3
1/4
2/6
1/5

26
1/5

sl

13

Mystical
Element-

alist

R
B T oy

2/6
2/6
2/6
2/6

s
s |

2/6
2/6

471 |

47
1/4

1/3
1/4
1/3
2/6

.IM ‘B

13
2/6

1/4

173

: 1/3' '

2/6
2/6
377
2/6

1/5
2/5

2/6
2/6

1/5

2/6-

2/6

1/3
1/3
2/6
1/5

1/5
1 /4

Evil

Element-

alist

1/4
1/5
1/4
2/6

1/4
2/6

1/5

1/3

14

2/6
1/5
3/7
2/6

1/4

2/5

2/5
2/5

1/5
2/6
2/6

1/4
4
2/6
2/6

2/3

1/4

Elemental
Chanter

2/6

1/3
1/3

n
1/4

2/6
1/4
3/7
2/6

1/3
1/4

2/6
2/6

1/3
2/6
2/6

1/2
1/4
1/6

1/2

1/5

Elemental
Physician

1/2
1/3
2/6
2/6
1/5

26
0S5
2/6

2/6

1/5
1/5

1

1/5

216
1/5
317
2/6

172
2/6

2/4
2/4

1/5
2/6

- 2/6

1/4
1/5
2/6
1/6

2/4
b e

m -

3.6 ELEMENT BASED SKILL DEVELOPMENT POINT COST TABLE

Elemental
Hunter

1/5
1/4
1/5

1/3

': 1f5t 4
L

1/5

1/5

| 14

1/6

L LS

2/6
1/4
1/4
1/5

1/4
| 1/6
1 14

1/4
1/5

1/2
1/4

1/6

1/4

1/5
1/6
2/3
1/5

1/6
1/3

1/5
1/5

1/5
1/5
1/5

2/5
1/4
1/6
2/5

2/6
1/5

ccon A

Elemental
Warrior

ws

2/4
1/5
1/4
2/5

1/6
2%
/5

1/3
2/6

1/4
1/4

2/6
1/3

1/6
1/5
1/5
1/6

2/6
1/5

1/3
1/5
1/5
1/6

1/6

2/4
1/3
1/5
2/4

1/5

Rogue
Element-

alist

1/4
1/3
1/5

1/3

'HS.. |

1/5
1/3

1/3
1/4

8

2/4
2/5
1/5
1/5
15

. 2/4

IM
/5

1/2
1/3

1/5

1/4
1/3

1/4

1/5
1/4

1/5
1/5

1/5
1/4
/4

37
1/3
1/6
2/5

2/5



High  Mystical Evil Rogue
Elemental Elemental Elemental Elemental Element- Element- | Element- Elemental Elemental | Elemental Elemental Element-
Channeler Enchanter  Healer  Summoner alist alist alist Chanter  Physician | Hunter Warrior alist
R I B v m e o oW oD O
S ¥ 8 W vy v oWy v 5
e 173 172 1/3 1/2 1/3 1/4 1/3 1/3 1/5
Ammal Healing 1/4 1/4 1/2 1/5 1/5 1/5 1/5 2/5 1/2 1/4 1/5 1/5
Channeling 1/3 6/9 1/4 6/9 6/9 6/9 5/8 1/5 7 2/6 9 12
First Aid 1/4 1/4 1/2 1/5 1/5 1/5 1/5 2/5 1/2 | 1/3 1/5 1/5
- Al dasifeey - . /5 3/7 172 3/7 L 3/7 3/7 2/6 3/7 1/5 1/5 3/7 3/7
8 a8 W W R AR WM owmoW
1/4 1/2 2/6 1/3 1/3 1/3 1/4 1/4 1/5 5/8 2/6 5/8
' Spmt
Anthropology 1/4 1/4 1/4 1/4 1/4 1/4 1/4 1/4 1/4 1/5 1/5 5/8
Language 1/* 1/* 1/* 1/* 1/* 1/* 1/* 1/* 1/* 2/* 1/* 2/*
Meditation 477 5/8 4/7 5/8 5/8 5/8 47 1/4 2/6 1/3 2/6 1/4
Mnemonics 1/4 1/3 172 1/3 1/3 1/3 1/3 1/3 1/2 2/4 2/4 2/6
Sanity Lore Healing 1/4 1/4 1/3 1/4 1/4 1/4 1/3 1/2 1/3 1/4 3/7 7
1/4 1/3 1/4 1/3 1/3 1/3 1/3 1/3 1/4 2/4 2/5 2/4
1/3 172 172 1/3 1/3 1/3 1/3 1/2 32 1 1 1/4 2/4
4/ 3/8 6/9 5/8 5/8 5/8 5/8 5/8 by . 2/6 213
Adrenal M. (Balance) 5/8 5/8 5/8 5/8 5/8 5/8 4/7 4/7 2/6 1/6 2/6 1/6
Martial Arts 5/8 8 5/8 8 8 8 5/8 8 2/6 3/7 2/7 2/6
Staves& Wands 1/4 1/2 2/6 1/3 1/3 1/3 1/4 1/4 1/5 5/% 2/6 5/8
nghtrf}p-e Walking 1/4 2/6 1/4 2/6 2/6 2/6 2/5 2/6 2/6 1/5 2/5 2/5
2/6 2/6 2/6 1/5 2/6 2/6 2/6 1/6 2/6 1/6 1/5 1/6
1/6 1/5 1/6 1/3 1/5 1/5 1/5 1/5 1/5 ol 1/5 1/5
1/4 1/5 1/5 1/5 1/5 1/5 1/5 1/3 1/5 175 1/5 1/5
1/4 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5
| Public Speaking 1/4 1/5 1/5 1/5 1/5 1/5 1/5 1/3 1/4 1/5 1/5 1/5
Silﬂ‘ﬂ! Rzll 8 5/8 8 4/7 5/8 5/8 7 3/7 8 3/7 3/7 1/3
Singing 1/4 1/3 1/5 1/5 1/5 1/5 1/5 1/3 1/5 1/5 1/5 1/5
 Sound Perception 2/6 2/6 2/6 1/5 2/6 2/6 2/6 1/6 2/6 1/6 1/5 1/6
1 Stalk 4/7 5/8 5/8 4/7 4/7 4/ 4/7 2/6 5/8 1/6 1/6 1/3
| Yentriloguism 2/6 213 2/6 2/3 2/5 213 2/ 1/4 2/6 2/5 2/5 2/4
- Diving 1/4 2/6 1/4 2/6 2/6 2/6 2/5 2/6 2/6 1/4 1/5 1/3
1/4 2/6 1/5 2/6 2/6 2/6 2/5 2/6 2/6 1/3 1/3 1/3
| Sauing 1/3 2/6 1/4 2/6 2/6 2/6 2/5 2/6 . 2/6 1/4 2/6 1/5
| Surfing 1/5 2/6 1/6 2/6 2/6 2/6 2/5 2/6 2/4 1/3 1/5 1/5
- Swimming 2/6 2/6 2/6 2/6 2/6 2/6 2/6 2/6 2/6 1/5 1/4 12
Wind
Flying/Ghding 1/6 2/6 1/6 2/6 2/6 2/6 2/6 2/6 2/6 1/5 1/4 1/5
Play Wind Instrument 1/4 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5 1/5
Satling 1/3 2/6 1/4 2/6 2/6 2/6 2/5 2/6 2/6 1/4 2/6 1/5
Smell Perception 2/6 2/6 2/6 1/5 2/6 2/6 2/6 1/6 2/6 1/6 1/3 1/6
Weather Watching 1/2 1/3 1/2 1/3 1/3 1/3 1/3 1/3 1/5 1/4 1/4 1/3
ELEMENTAL COMPANION 25




| High Warr. Monk
- Rogue
_ Schela:

| Dervish
Monk
N:ghtbladﬁ

| Mang:zm
Runemaster
Animist

| Lay Healer
i Sagg ”

| Crysm Mage
Mystic
| Necromancer

| Asmiiiﬁ
Bashkar
B{}mz}f Hunter

Craftsman
Dream Lord
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| an Mage

3.6 ELEMENTAL SKILLS — DP COST TABLE

Elemental
Banishment

g

20
20
20
15
20
20
15

20

20
13
13
13
8

13
20

38 .

6/9
10

3/6

5/8
.fyg
3/6
4/7
8
4/7

5/8

Repellmg

25
20
20
20
20
15
20

20

15

20
20

13
13
13
8
13
20

5f3

}.

v

58
3/6
4/7

8

6/9
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Turning

25
25
25
20
25

25

e

25

15
15
15
10
15
25
-
9

5/8

5/8

Banishment

Dissolvement
25 o ,ﬁ

6/9

20

15

20
25

25
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12“¥ ﬁﬂ~ﬁéfE£5“£€

20
20
15
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As mentioned in Sections 2.0 and 3.0, aGM has s.everal epuons
for integrating the Elemental Companion material with the normal
Rolemaster realms of power. The use of the spell lists presented
in this section is heavily dependent upon which option is used.

OrTION 1

This option assumes that there is one “elemental realm of
power” for each element. Only one set of elemental spell lists is
presented in the EC, but in effect each elemental spell list is really
many different elemental spell lists — at least one for each
elemental realm of power. For example, each spell list is actually
22 spell lists, one for each elemental realm of power; e.g., Elemen-
tal Runes covers Water Elemental Runes, Heat Elemental Runes,
Vacid Elemental Runes, etc. -

Note: A GM may wish to make further modifications to these
guidelines. For example, he may wish to make certain lists
non-element specific — in which case there might be only
one Elemental Runes list that was usable for all elements.

OpTION 2 -

This option assumes that there is one and only one “elemental

realm of power”, and all power for elemental spells comes from

thatrealm. Use the same guidelines presented for Option 1 — spell
lists must still be learned separately for each element.

~ OpTION 3 ,
This option assumes that there is no “elemental realm of power”,
instead the normal realms provide the power that summons,
controls, and manipulate the elements in the spells provided in the
EC—-tleM has two options:
1) He may assign a realm(s) of power for each spell list. Then an
zlemental spell user would only have access to lists assigned to
ms realm of power. For a non-elemental profession, the open
- elemental lists assigned to his realm should be treated as being
closed lists for all three realms and the closed elemental lists
assigned to his realm should be treated as being arcane spell lists.

2) He may make the open and closed elemental lists available to all
- elemental professions regardless of the profession’s realm. For
non-elemental professions, the open elemental lists should be

treated as being closed lists for all three realms and the closed

elemental lists should be treated as being arcane spell lists.

OPEN SPELL Lists (Section 4.1)

Elmmal Chmts ............................................................... 4.1.1
Elemental DeteCtion oo e e 4.1.2
Elemental Glyphs ...t creseccsseesessnns 4.1.3

ElmnwlLore ................................................................... 4.1.4

=‘ L2 0 R S 418
Imeiw Elmta_l Area ALACKS .oovvvevieveeeeerecisscnesressesssssns 419
Lesser Elemental Attacks ......coveeereeeiiiiiirsiiensserccseessescensenes 4.1.10
Lesser lemental IS o oovevieiivreieenereereesssssessesnsenssssssans 4.1.11
Lesser Elemental Mobile Barriers........ rereresaeessesessans eerenns 4.1.12

lmﬂwwmal Non-»Mobﬂe BAITIErS ..oovvveereevnnrenennnnnes 4.1.13

LK —

"~ CLOSED SPELL Lists (Section 4.2)
Delayed Spell Enhancement ...........ccoceeevieeeinneiinnecsnvecssenns 4.2.1
Elemental AbSOrption ........cccccvcevcenrerncnernncrnnnecnenrecsennnc 4.2.2
Elemental Attack ENhancement .................ooovvvvvevsvvvvvvonn. 4.2.3
Elemental BaniShment ...........ccocccvvveinireeninmnieninncenrneeensnnes 424
Elemental Continuation ...................... veeeeerrenneseessranaserrrnnes 4.2.5
Elemental Gates ................. snssntsesrensansassrsissorasssnnsornsssestonsses 4.2.6
Elemental Healing.............ccouvuvuieceienereeeeeeeseesseeesessssessssens 4.2.7
Elemental MaStery .........ccoceeieeieeneeinesnnsnrsssessssssssssssssens 4.2.8
Elemental Molding ..........cccccuverrninnevenrensrerienineeessessensnnn 4.2.9
Elemental Pooling ...........ccocvviviiniininiiniinncinienceecnnee 4.2.10
Elemental Spirit Binding............cccecevrerevererernererensensesssnns 4.2.11
Elemental Wall Enhancement............ccceevvueeninecrvennneninnnns 4.2.12
Enhanced Elemental Criticals .........cccccovvveveeverernveneinsrnens 4.2.13
Enhanced Elemental Duration ...........cccceevveervnneircnncnnennn. 4.2.14
Enhanced Elemental Radius ................ce......... reseererevenens 4.2.15
Enhanced Elemental Ranging ........c..ccccvvvuvennens R .4.2.16
Enhanced Elemental Potency ..........cccovervevvrrerereenreereneennes 4.2.17
Enhanced Elemental Targeting .........ccceevvvveverinrenennsnens 4.2.18
Enhanced Proto-Elemental Poisoning.............. vererereennenns4.2.19
Greater Elemental Area Attacks .........cceevevevevercecrnennnnn4.2.20
Greater Elemental Attacks ...........cccceruvevveennens ceerresressanns 4221
Greater Elemental Items ..........ccoovueveevereereeneeneesnennsseens 4.2.22
Greater Elemental Mobile Barriers .........oveeeevvveveeevennnnn. .4223
Greater Elemental Non-Mobile Barriers ... e 4224
Greater Elemental Protection ..42 25
Greater Elemental SUMMONING ...............ovvovvvereesrresssonne 4226

BASE SPELL LISTS (Secnon 4.3)

Blcmental ATCA CUTISES ...cvvevvereererereeneeereensreneesssssnsesssesssssnns 4.3 2

Elemental Personal CurSes .....c.ccvvevereerrcessrcvnversnsrsssensesseseses 4.3.3

~ X Elemental Area Attack Law .......cvevrvevreriviireennnseeeseesenneseee 4.3.4

« x Elemental Attack Law .........ccovvvivrivieeniinnercnnecnsnneessenecnne 4.3.5

Elemental Commune..........cccvuurveeeen. ereeerrnsressesersennnnns S 4.3.6

X EIEMENLAl FITES ...ovevvveiciiiiiiiiieisierissiscrrerssssseessssessesssssssessenss 4.3.7

Y. Elemental GUATdian..................eeevveverreresseessessssessessssssesnns 4.3.8

¥ ¥ Elemental Item Law .......cccovvvuvierrevennennen. evsserereersrssissssrsnsnnn 439

¢ ¥ Elemental Mobile Barrier Law ...........cccccouevvrerernnrrinrennnn. 4.3.10
« * Elemental Non-Mobile Barrier Law ...........cccccevevenrererenens 43.11

¥ Elemental SUMMONING .........coeererreererererenerrcsssssenennes .4.3.12

¥ X Elemental ProteCtion LaW ...........cveveveevreveresresseressssssssssns 43.13

X TEMPETANCE ......cveevirirrinriiiieisenreecsrrsasrssssssssessessessessesses 4.3.14

Elemental Summoning Law ........cc.couvueerneeeriererrvernsennnes 4.3.15
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ELEMENTAL CHANTS (Open) (4 1. 1)

Note: The disperse spells will not cause proto-elemental poisoning.

Note: A disperse spell will not keep outside energies from effecting an
object, item or being that it covers. Thus, a disperse spell provides no
protection from magical or physical attacks. |

~ Area of

Effect Duration Range _'

6—stpersed Type B Elem.
Fom

8

§ 9—Dispersed Type C Elem.
10—Multi-Chant II
11—Conc. Type A Elem.
12—Dispersed Type D Elem.
13—

| 14—Conc. Type B Elem.
15—Dispersed Type E Elem.
16—Multi-Chant 111
17—Conc. Type C Elem.

| 18—

§ 19—Conc. Type D Elem.

| 20—Multu-Chant IV |

dispersed elemental energi n not harm anymlng wnhm
Jethch disperses hght elemental energxes
thr hout m area, the ama xs ﬁiled wlth hgh' the speczal effect

. ang ;3____:me covermg
Ifa cmrewd obwct, 1tem or bemg moves outszdc the effected area,
the elemental covering goes also. The dispersed elemental cover-
ing fades at the end of the spell duration or when the caster cancels
the spell.
6—Dispersed Type B Element (E) As Dt.s'persed Type A Element
except type B elements may be dispersed.

9—Dispersed Type C Element (E) As Dispersed Type A Element
except type C elements may be dispersed.

10—Multi-Chant II (U) Allows the caster to use multiple DIS-
perse Element spells (from this list) within 1 round. The power
point cost for this spell is the combined power p points required for
the two spells or 10 power points, which ever is hlgher Beth spell
go off at the same time. The element type must be the same (e.g.,
both Dlsperse Element spells must disperse fire, both must dls-

perselce, etc)

| .ll—Comentrated ‘Type A Element (E) .

1 17—Locate Elemental VII varies
18-—Perceive Elem. Power V 5'R I min/lvl(C) 500

different Disperse Type A Element spells may co-exist

in the same area at the same time. All items, objects and beings wﬂl

essentially have both elemental energies as an outer covering.
Unless they cancel each other, the special effects of both are active.

12—Dispersed Type D Element (E) As Dispersed Type A Ele-
ment except type D elements may be dispersed. .
14—Concentrated Type B Element (E) As Concentrated Type
A Element except the elements may be: two type B or 1 type B and
1 type A.

15—Dispersed Type E Element (E) As Dispersed Type A Ele-
ment except type E elements may be dispersed.

16—Multi-Chant III (U) As M ulti-Chant I1 except three dis-
persed or two concentrated element spells (not a combmauon of
the two types) may be used.

17—Concentrated Type C Element (E) As Concentrated Type
A Element except the elements may be two type C or any two of:

type C, type B, and/or type A.
19—Concentrated Type D Element (E) As Cancentmted Type
A Element except the elements may be two type D or any two of:

type D, type C, type B, and/or type A.
20—Multi-Chant IV (U) As Multi-Chant Il except fourdnspersed

or three concentrated element spells (not a combination of the two
types) may be used.

25—Concentrated Type E Element (E) As Concentrated Type
A Element except the elements may be two of any type.

30—Multi-Chant V (U) As Multi-Chant I except five dispersed
or four concentrated element spells (not a combination of the two
types) may be used.

S0—Chant True (U) Allows the caster to use 1 spell from this list
each round for 50 rounds. |

ELEMENTAL DETECTION (open) (4.1.2)

T G TG
1 min/lvl (C) 100’
1min/VI(C) 100’
 1minvI(C) 100
1 min/lvl (C)

1-—Detect Elemental Energy *
2—Detect Essence 5’'R
3—Detect Mentalism o -S‘R
4—Detect Channeling
5—Locate Elemental 1
7-—Locate Elemental II varies
9—Locate Elemental 111
10——Perceive Elem. Power |

11—Locate Elemental IV rie
12—Perceive Elem. Power 11 SR
13—Locate Elemental V varies
14—Perceive Elem. Power Il  5’R
15—Locate Elemental VI ]

16—Perceive Elem. Power IV

I min/vi(C) 200

1 min/lvl (C)
1 min/lvl (C)

I min/lvl(C) 400
1 min/lvi(C) 200
1 min/ivl (C) 500"
1 min/lvi(C) 300
1 min/lvi (C) 1000’
Il min/lvl(C) 400" |
1 min/lvl(C) 3000

19—Locate Elemental VIII varies
20—Perceive Elem. Power VI

25—Locate Elem. True es 1 min/vl (C) 1 miivl_
30—Percerve Elem. Power VI 5’R 1 min/lvl (C) 1 mile

50—Perceive Elem. Power True  5'R 1 min/Ivl (C) 1 mi/ivl

1 min/ivi(C) 1mile |}
1 min/lvl (C) 1000’




—Detect Elemental Energy (P) Detect all active elemental
energies within the area of effect. The spell outlines the elemental
energies with a magical aura visible only to the caster. The aura has
no benefit other than identify the elemental sources. Caster can
concentrate on a 5’R each round.

2—Detect Essence (P) As Detect Elememal Energies except all
active Essence energies.

3—Detect Mentalism (P) As Detect Elememal Energ:es except
all active Mentalism energies.

4—Detect Channeling (P) As Detecr Elemental Energies except
all active Channeling energies. |

5—Locate Elemental 1 (P) Gwes the caster direction and distance
to any specific elemental source that the caster is familiar with or
has had described in detail. The elemental source must be an

object, item, or being.
7—Locate Elemental I1 (P) As Loca:e E Iememai I except range
is 200'.

9—Locate Elemental III (P) As Locate E lemenml I exceptrange
1s 300"

10—Perceive Elemental Power I (P) As Locate Elemental |
except elemental source may be raw elemental energies that the
caster is not specifically familiar with such as elemental gates,
active elemental power spells (bolts, balls, etc.).

11—Locate Elemental IV (P) As Locate Elemental I exceptrange
1s 400'.

12—Perceive Elemental Power 11 (P) As Percezve Elemental
Power I except range is 200'.

13—Locate Elemental V (P) As Locate Elemental | except range
1s 500

14—Perceive Elemental Power 111 (P) As Perceive Elemental
Power I except range is 300'.

15—Locate Elemental VI (P) AsLocate Elememal I except range
is 1000'.

16—Perceive Elemental Power IV (P) As Percewe Elemental
Power I except range is 400’

17—Locate Ekmtal VII (P) As Lacaz‘e Elememal I except
range is 3000,
18—Perceive Elemental Power V (P) As Perceive Elemental
Power [ except range is 500".

19—Locate Elemental VIII (P) As Locate Elemental 1 except
range 1s | mile.

Perceive Elemental Power VI (P) As Percezve Elemental

Powr I except range is 1000’
25—Locate Elemental True (P) As Locate Elemental / except
w is 1 mﬂeilvl " -

50—Perceive E - '_ - ntal Pewer True (P) As Percewe Elemental
Power! exeept range 18 l mxle/lvl . -

- ELEMENTAL GLYPHS (open) (4.1.3)

Note: Glyphs are “runes” that are ‘traced’ on an in-flux background (air,
water, etc.) instead of rune paper. First the glyph spell must be cast and
then the spell to be ‘traced’ must be cast. At this point the glyph is set, and
its effects start when someone enters the 10’'R area (can be smaller if
caster desires) around the glyph or one round after it is ‘traced’ (caster’s
choice). Glyphs can be either normal spells or special glyphs.

Note: If a spell user that ‘knows’ this list sees a glyph created by someone
else, he can ‘learn’ the glyph by using the 1st level spell, Research, or by
studying the glyph for 1 hourllevel of the glyph.

Note: All Glyph/Unglyph spells on this list refer to “Elemental Glyphs "

1—Research varies
2—Glyph/Unglyph I 10’R/1vl
3—Decipher Elem. Glyph 1 glyph
4—Glyph/Unglyph II 10°R/Ivl
5—

6—Glyph/Unglyph
T—

8—Glyph/Unglyph IV
9—
10—Glyph/Unglyph V
11—Multi-Glyph II
12—Glyph/Unglyph VI
13—
14—-—-Glyph/Unglyph VII
15—Multi-Glyph III

16—Glyph/Unglyph VIl
17—

18—Glyph/Unglyph IX
19—Multi-Glyph IV
20—Glyph/Unglyph X
25—Multi-Glyph VI
30—Lord Glyph/Unglyph

50—Multi-Glyph VII

1RV 10 min/vl

IO’R/lvl_:_ .
10°R/Ivl

10°R/1vl
10°R/1vl

10 min/lvl
10 min/ivi_

10°R/Ivl
10°R/1vl

T 10°R/IvI
10°R/Ivl
10°R/1v]

10°R/V]

10°R/1v]
10°R/1vl

10vl . touch

lmResearch (I) Allows the caster to know the ongms of a glyph
and ‘learn’ it as a part of his repertoire.

2—Glyph/Unglyph I (F) Allows caster to ‘trace’ a glewmg
visible glyph on an in-flux medium that will set off a given 1stlevel
elemental spell when the area of influence is violated. Power points
for both spell and glyph must be expended, but only casting/
preparation time of the glyph is used. A glyph can be a spell or a
special glyph which is basically a elemental power pattern. Alter-
natively, this spell can be used erase (i.e., ‘untrace’) a 1st level
glyph.

3—Decipher Elemental Glyph (I) Allows the caster to decxpher
a glyph (it takes 1 round per level of the glyph) and know exactly
what it does without settmg it off. However, nothing is learned if
the Decipher spell expires prior to completion of deciphering; this
happens when the rune being deciphered is of a higher level than
the decipher spell. '

4—Glyph/Unglyph II (F) As Glyph!U nglyph I excepta2nd level
glyph can be ‘traced’ or ‘untraced’.

6—Glyph/Unglyph I1I (F) As Glyph/ Unglyphlexcepta3rdlevel
glyph can be ‘traced’ or ‘untraced’.

S—Glypthnglyph IV (F) AsGlyph/U nglyph I excepta4th level
glyph can be ‘traced’ or ‘untraced’.

10—Glypthnglyph \% (F) As Glyph/Unglyphl excepta Sthlevel
glyph can be ‘traced’ or untraced’ '




11—Multi-Glyph II (F) Allows caster to ‘trace’ 2 glyphs simul-
taneously with the casting/preparation time of the highest level
glyph. Basically a glyph ‘phrase’.

12—Glyph/Unglyph VI (F) As Glyph/Unglyph I except a 6th
level glyph can be ‘traced’ or ‘untraced’.

14—Glyph/Unglyph VII (F) As Glyph/Unglyph I except a Tth
level glyph can be ‘traced’ or ‘untraced’.

15—Multi-Glyph III (F) As Multi-Glyph 11 cxcept 3 glyphs may
be used.

16—Glyph/Unglyph VIII (F) As Glyph/ Unglyph I except an 8th
level glyph can be ‘traced’ or ‘untraced’.

18—Glyph/Unglyph IX (F) As Glyph/Unglyph I except a 9th
level glyph can be ‘traced’ or ‘untraced’.

19—Multi-Glyph IV (F) As Multi-Glyph I except 4 glyphs may
be used.

20—Glyph/Unglyph X (F) As GIyph/Unglypk I except a 10th
level glyph can be ‘traced’ or ‘untraced’.

25—Multi-Glyph V (F) As Multi-Glyph 11 except 5 glyphs may
be used.

30—Lord Glyph/Unglyph (F) As Glyph/Unglyph excepta 20th
level glyph can be “traced’ or ‘untraced’.

50—Multi-Glyph VI (F) As Multi-Glyph 11 emept 6 glyphs may
be used. |

ELEMENTAL LORE (oper) (4.1.4)

, 17  Symbol Analysis
{ 18—Elem. Glyph Analysis
! 19-~Type D Elem Analysis

1—Solid Analysis (I) Gives nature and origin of elemental solids
as well as when and how the solid was obtained and worked.
Z—lmmé Analysis (I) As Solid Amlyszs except apphes to

3—-Gas Analysis (I) As Solid Analysis except applies to gases.
4—Text Analysis I (I) Caster can read text written in an inknown
language, but enly understands basic concepts fromit.
5—Type A Element Analysis (I) Analyses type A elements: gwes

size, type, attack table, and the race.

e e e e e e e e R e e
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6—Elemental Control Analysis (I) Gives the caster the exact
type of elemental comml spell need to contml Or master an
elemental.

7—Text Analysis II (I) As Text Analysis [ except gives acm;:lete
technical analysis (vocabulary and syntax), but not an understand-
ing of idioms (jargon), implications, or cultural references.

8—Location Analysis (I) As Solid Amlys:s exccpt awhes to
locations.

9—Type B Element Analysis (I) As Type A Elemem Amlym
except applies to type B elements.

10—Delving (I) Gives significant details abcmt an 1tem $ con-
struction and purpose (not specific powers).

11—Elemental Language Analysis (I) As Solid Amlysu except
applies to elemental languages.

12—Spell Analysw (I) Provides analysis of an active or inactive
spell, giving its duration, type, and the profession of its caster (nol
its level or exactly what spell it 1s).

13—Elemental Environment Analysis (I) Gives the caster the
exact nature of the elemental environment. Essential for obtaining
the correct ‘Immolation’ spell.

14—Elemental Power Analysis (I) Gwes thz caster the level of
an elemental creaturef/item/p rent strength
(concussion hits), natural mmmcai (proto-elemc ‘1n nafy
15—TYype C Element Analysis (I) As Type A Element Analym
except applies to type C elements.

16—Elemental Rune Analysis (I) One rune may be mfely exam-
ined (without setting it off) to determine its general purp
approximate level, type, and general effect (general means jﬂSt
that, nothing specific).

17—Elemental Symbol Analysis (1) As Elemental Rune Awym
except applies to elemental symbols.

18—Elemental Glyph Analysis (1) As Elemental Rune Amlym
except applies to elemental glyphs.

19—Type D Element Analysis (I) As Type A Element Analysis
except applies to type D elements.

20—Analysis (I) Any of the lower level swﬂs may be used
together on one elemental item, creature, person or place.

25—Type E Element Analysis (I) As Twe A Element Analysis
except applies to type E elements.

30—Elemental Ward Analysis (I) As Elemental Rune Amiym
except applies to elemental wards.

50—Elemental Lore Master (I) Gives an extremely detail a '
sis on one elemental item, creature, person or .

i




ELEMENTAL RUNES (©open) (4.1.5)

Note: All Rune/Unrune spells on this list refer to “Elemental Runes.”

until cast  touch
1 md/lvl self
until cast  touch
_varies ~ 3mds  touch

untll cast touch

| until cast  touch
9—19m*be True varies 3 rds touch
_ 1 until cast  touch
| ‘il—~Mulft1-Rune I1
| 12—Rune/Unrune VI
13—
14—Rune/Unrune VII

until cast touch .

' 18—Rune/Unrune IX varies until cast  touch
19—Mult-Rune IV varies 3 rnds touch
20—Rune/Unrune X ~ varies  untilcast  touch
25—MultiRune VI~ varies  3mds  touch |

Research (I) Allows the caster to know the origins of an
me Ine and "'leam‘ itasamﬂaf his repertoire.
run caster to imcnbe an elemenml

Tory w 1st1ev¢l spells Themnecanbesetmaffect

une (it tak l rounc w%evel af the rum) and know exactly what
it dm without semng it off. However, nothmg 1s learned if the
decipher spell expires prior to completion of deciphering; this
hws whm the rune being dwphered is of a higher level than

4 Rune/linr 1 (F) As Ruue/ Unrune | except a 2nd level
e!mmtal rune can be ‘inscribed’ or ‘unscribed’.

—Inscribe (F) When cast with an Rune/Unrune spell and the
spell tnbe mmnhed.ﬁthxs spell allﬂws thc caster to mscnbe" aRune

lS bemg fm The spells memmmd above must be cast mce a

harc %am maneuver
echarger’s Rune skill

bonus and by -5 per level of the mscnbed spell)
6—Rune/Unrune III (F) As Rune/Unrune I except a 3rd level
elemental rune can be ‘inscribed’ or ‘unscribed’.
8—Rune/Unrune 1V (F) As Rune/Unrune I except a 4th level
elemenm rune can be ‘inscribed’ or ‘unscribed’.

nscribe True (F) As Inscribe except a non-elemental spell
may be ‘inscribed’.

10—Rune/Unrune V (F) As Rune/Unrune I except a 5th level
elemental rune can be ‘inscribed’ or ‘unscribed’.
11—Multi-Rune II (F) Allows caster to ‘inscribe’ 2 elemental
runes simultaneously with the casting/preparation time of the
highest level rune. Basically a rune ‘phrase’.

12—Rune/Unrune VI (F) As Rune/Unrune I except a 6th lcval
elemental rune can be ‘inscribed’ or ‘unscribed’.

14—Rune/Unrune VII (F) As Rune/Unrune I except a 7th level
elemental rune can be ‘inscribed’ or ‘unscribed’.
15—Multi-Rune III (F) As Multi-Rune 1l except 3 elemental
runes may be used.

16—~Rune/Unrune VIII (F) As Rune/Unrune I except an 8th level
elemental rune can be ‘inscribed’ or ‘unscribed’.

18—Rune/Unrune IX (F) As Rune/Unrune I except a 9th level
elemental rune can be ‘inscribed’ or ‘unscribed’.

19—Multi-Rune IV (F) As Multt-—Rune Il except 4 elemental
runes may be used.

20—Rune/Unrune X (F) As Rune/Unrune | except a 10th level
elemental rune can be ‘inscribed’ or ‘unscribed’.

25—Multi-Rune V (F) AsM um -Rune Il except 5 clemental runes
may be used.

30—Lord Rune/Unrune (F) As Rune/Unrune I except a 20th
level elemental rune can be ‘inscribed’ or unscnbed’

S0—Multi-Rune VI (F) As Multi-Rune Il except 6 elemental
runes may be used

ELEMENTAL SENSES (open) (4.1.6)

| 5—Elem. Type A Sense II

6—Elem. Type A Sense 111
| 7—Elem. Type A Sense IV

§ 8—Elem. Type B Sense |
9—Elem. Type B Sense 11

| 10—Elem. Type B Sense III

| 11—Elem. Type B Sense IV

| 12—Elem. Type C Sense 1

| 13—Elem. Type C Sense 11

| 14—Elem. Type C Sense III

] 15—Elem. Type C Sense IV

| 16—Elem. Type D Sense I

| 17—Elem. Type D Sense 11

| 18—Elem. Type D Sense I1I

§| 19—Elem. Type D Sense IV |

]| 20—Elem. Type E Sense I |

| 25—Elem. Type E Sense 1I
[30—Fiem. Type E Semse 11 g

_1 mi] - — 1‘

| SO—Elem _ __Sense Mastery

4—Elemental Type A Sense I (U) Allows the target to “translate”
a type A elemental environment’s basic essence into a ‘sensory’

media which the target can grasp and understand. This allows the
target to have one of their primary senses activated and functioning
normally in such an environment (i.e., on an elemental plane).
Consider: how does one see, hear, feel, smell, or taste when they
are on an elemental plane that does not have light, air, earth, etc.
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When this spell is activated the caster gives the target one of the
following senses: sight — 100’ range or 2) sound — 200’ range or
smell — 50' range or taste — touch or feel —touch or balance —touch.

ngesmaybemcreawdordecreasedastome mtensnty of the
input of the ‘sensory’ media; thus, an overpowering or over
abundance of the ‘sensory’ media should act as arange mulnplc in
the form of x2, x2.5, x3, etc. This can also work in the opposite
direction as a faint or scarce ‘sensory’ media could provide arange
multiple of x.75, x.5, x.25, etc.

5—Elemental Type A Sense II (U) As Elemental Type A Sense 1
except two senses may be activated.

6—Elemental Type A Sense III (U) As Elemental Type A Sense
I except three senses may be activated.

7—Elemental Type A Sense IV (U) As Elemental Type A Sense
I except four senses may be activated.

8—Elemental Type B Sense (U) As Elemental Type A Sense I
except one sense may be activated for a type B elemental environ-
ment.

9—Elemental Type B Sense II (U) As Elemental Type B Sense 1
except two senses may be activated.

10—Elemental Type B Sense ITI (U) As Elemental Type B Sense
I except three senses may be activated.

Elemental Type B Sense IV (U) As Elemental TypeB Sense
I except four senses may be activated.

12—Elemental Type C Sense I (U) As Elemental Type A Sense
I except one sense may be activated for a type C elemental

3—Elemental Type C Sense I1 (U) As Elemental Type C Sense
l except two senses may be activated.
lG—-Elemtnl TypeC Sense III (U) As Elemental Type C Sense
| three senses may be activated.

5—Elemental Type C Sense IV (U) As Elemental Type C Sense
I exwm four senses may be activated.

emental Type D Sense I (U) As Elemental Type A Sense
I cmepi one sense may be activated for a type D elemental
wvummem.

17—Elemental Type D Sense II (U) As Elemental Type D Sense
I except two senses may be activated.

18—Elemental Type D Sense Il (U) As Elemental Type D Sense
1 except three senses may be activated.

19—Elemental Type D Sense IV (U) As Elemental Type D Sense
I excepi four senses may be activated.

20—Elemental Type E Sense I (U) As Elemental Type A Sense
l except one sense may be activated for a type E elemental
environment.

25—Elemental Type E Sense 1I (U) As Elemental Type E Sense
I except two senses may be activated.

30—Elemental Type E Sense ITI (U) As Elemental Type E Sense
I except three senses may be activated.

40—Elemental Type E Sense IV (U) As Elemental Type E Sense
I except four senses may be activated.

50—Elemental Sense Mastery (U) As Elemental Type A Sense |
except six senses are activated for an elemental environment that

is either type A, type B, typeC type D, or type E. Duration 1s
permanent or until this spell is cast again for another elemental

environment.

ELEMENTAL SYMBOLS (open) (4.1.7)

Note: All Symbol/Unsymbol spells on this list refer to “Elemental Sym-
bols.” | R |

]—Research varies
2—Symbol/Unsymbol I - varies P touch

3—Decipher Symbol 1 symbol 1 rmd/lvl  self
4——-Symb01/Unsymbol II varies P touch

5—Inscribe . | varies

6——Symbol/Unsymbol I
T
8—Symbol/Unsymbol IV varies P touch
9—Inscribe True varies 3 rnds touch
10—Symbol/Unsymbol V ari

11—Multi-Symbol 11 varies 3mds touch
12-——Symbol/Unsymbol A\ ! varies P ~ touch
14—Symbol/Unsymbol VII
15—Multi-Symbol I11

16—-Symbol/Unsymbol VI
17—
18—Symbol/Unsymbol IX varies P touch
19-——Multi-Symbol IV varies 3 mds touch
20—Symbol/Unsymbol X '
25—Multi-Symbol VI
30—L.ord SymbollUnsymbol

50—Multi-Symbol VII_

lm—Research (I) Allows the caster to lmow the ongms of a
elemental symbol and ‘learn’ it as a part of his repertoire.
2—Symbol/Unsymbol I (F) As Symbol I or Unsymbol I on the
Closed Channeling spell list, Symbolic Ways (SL 12.2); except
only 1st level elemental spells may be emplaced or removed.
3—Decipher Symbol (I) Allows the caster to decipher an elemen-
tal symbol (it takes 1 round per level of the symbol) and know
exactly what it does without setung it off. However, nothing is
learned if the Decipher spell expires prior to completion of
deciphering; this happens when the symbol being demphered is of
a higher level than the decipher spell. -

4—Symbol/Unsymbol I1 (F) As Symbol/Unsymbol I excepta 2116
level elemental symbol can be ‘emplaced’ or ‘removed’.

5—Inscribe (F) As Inscribe on the Elemental Runes spell list,
except as ‘elemental symbol’ may be ‘emplaced’.

6—Symbol/Unsymbol III (F) As Symbol/Unsymbol I except a
3rd level elemental symbol can be ‘emplaced’ or ‘removed’.

8—Symbol/Unsymbol IV (F) As Symbol/Unsymbol I excepta4th
level elemental symbol can be ‘emplaced’ or ‘removed’.

9—Inscribe True (F) As Inscribe excepta non-elemental symbol
may be emplaced’ o

lO——Symbol/Unsymbol V (F) As Symboll Unsymbol I except a
5th level elemental symbol can be ‘emplaced’ or ‘removed’.
11—Multi-Symbol II (F) Allows caster to ‘emplace’ 2 elemental

symbols simultaneously with the casting/preparation time of the
highest level symbol. Basically a symbol ‘phrase’.



12—Symbol/Unsymbol VI (F) As Symbol/Unsymbol I except a
6th level elemental symbol can be ‘emplaced’ or ‘removed’.
14—Symbol/Unsymbol VII (F) As Symbol/Unsymbol I except a
7th level elemental symbol can be ‘emplaced’ or ‘removed’.
15—Multi-Symbol III (F) As Multi-Symbol II except 3 elemental
symbols may be used.

16—Symbol/Unsymbol VIII (F) As Symbol/ Unsymbol I except
an 8th level elemental symbol can be ‘emplaced’ or ‘removed’.

18—Symbol/Unsymbol IX (F) As Symbol/Unsymbol I except a
9th level elemental symbol can be ‘emplaced’ or ‘removed’.

19—Multi-Symbol 1V (F) As Multi-Symbol Il except 4 elemental
symbols may be used.

20—Symbol/Unsymbol X (F) As Symbol/Unsymbol I except a
10th level elemental symbol can be ‘emplaced’ or ‘removed’.

25—Multi-Symbol V (F) As Multi-Symbol II except 5 elemental
symbols may be used.

30—Lord Symbol/Unsymbol (F) As Symbol/ Unsymbal I except
a 20th level elemental symbol can be ‘emplaced’ or ‘removed’.

S0—Multi-Symbol VI (F) As Multi-Symbol Il except 6 elemental
symbols may be used.

ELEMENTAL WARDS (open) (4.1.8)

Note: Wards are like spell trip wires that can cover a large area. They may
be ‘triggered’ by an event of the caster’s choosing (e.g., time period,
certain movement, certain sounds, touch, etc.). First the ward spell must
be cast and then the spell to be “set’ must be cast. At this point the spell is
‘set’, and its effects start when someone ‘triggers’ it. Wards can be either
normal spells or special wards. Normally, up to a 10’R/level may be

Note: All Ward/Unward spells on this list refer to “Elemental Wards.”

Range
touch - 24 hrs self
varies 24 hrs touch
varies 24 hrs touch
1 ward 1 rmd/lvl self

. varies 3 mds touch
6—Ward/Unward II '
T—Ward/Unward II1
| 9——Imenbe Tme
11—Multu-Ward 11 varies 3 rnds touch
12—Ward/Unward VI varies 24 hrs touch
13—
14—Ward/Unward VII varies 24 hrs touch
15—Multi-Ward 111 varies 3 rmds touch
16—Ward/Unward VIII i
17—
- 18—Ward/Unward IX
19—Multi-Ward IV
20—Ward/Unward X
§ 25-—Multi-Ward VI varies 3mds  touch
30—Lord Ward/Unward varies 24 hrs touch
50—Mulu-Ward VII varies 3 touch

1—Research (I) Allows the caster to know the origins of an
elemental ward and ‘learn’ it as a part of his repertoire.
2—Mold Ward (D) If cast immediately after an elemental ward

has been ‘imbedded’, the caster may conform the area ‘warded’
into any shape he desires (up to the 10’R/lvl limit).

3—Ward/Unward I (F) Allows caster to ‘set’ a 1st level elemen-
tal spell which is triggered when the warding system is broken.
May also be used to ‘unset’ a 1stlevel ward. The caster expends the
power points to cast the ‘Ward’ spell and the power points to cast
the spell being ‘set’.

4—Decipher Ward (I) Allows the caster to decipher an elemental
ward (it takes 1 round per level of the ward) and know exactly what
it does without setting it off. However, nothing is learned if the
Decipher spell expires prior to completion of deciphering; this
happens when the ward being deciphered is of a higher level than
the decipher spell.

5—Inscribe (F) As Inscribe on the Elememal Rms spell lm,,"

except as ‘elemental ward’ may be ‘inscribed’.

6—Ward/Unward II (F) As Ward/Unward I excej
elemental ward can be ‘set’ or ‘unset’.

7—Ward/Unward I1I (F) As Ward/Unward I except a 3rd leve
elemental ward can be ‘set’ or ‘unset’. -
8—Ward/Unward IV (F) As Wewl Umwd I except a 4th level
elemental ward can be ‘set’ or ‘unset’.
9—Inscribe True (F) As Inscribe except a nﬁmei :mental
may be ‘inscribed’. |

10—Ward/Unward V (F) As Ward/ Unward I except a 5th level
elemental ward can be ‘set’ or ‘unset’.

11—Multi-Ward II (F) Allows caster to ‘inscribe’ 2 elemental
wards simultaneously with the casting/preparation time of the
highest level ward. Basically a ward ‘phrase’.
12—Ward/Unward VI (F) As Ward/Unward I except a 6th level
elemental ward can be ‘set’ or ‘unset’.

14—Ward/Unward VII (F) As Ward/Unward| excepta7thlevel
elemental ward can be ‘set’ or ‘unset’.

15—Multi-Ward III (F) As Mulu-Ward IT except 3 elemml
wards may be used.

16—Ward/Unward VIII (F) As Ward/Unward I except an $th
level elemental ward can be ‘set’ or ‘unset’.

18—Ward/Unward IX (F) As Ward| Unward I except a 9th level
elemental ward can be ‘set’ or ‘unset’.

19—Multi-Ward IV (F) As Multi-Ward 11 excepi 4 elemental
wards may be used.

20—Ward/Unward X (F) As Ward/Unward I except a 10th level
elemental ward can be ‘set’ or ‘unscribed’.

25—Multi-Ward V (F) As Multi-Ward Il except § ele
wards may be used.

30—Lord Ward/Unward (F) As Ward/Unward I except a m
level elemental ward can be ‘set’ or ‘unscribed’.

PP e
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S0—Multi-Ward VI (F) As Multi-Ward II except 6 elemental
wards may be used.




LESSER ELEMENTAL AREA ATTACKS
(owo(“ 9)

- Areaof
_Effect  Duration Range _

S—Lesser Elem. Cloud/Fog __ 10R____ 1md/vl __ 100°
lmc_,_;m_irl 100’
1 min/lvl 100
1 rd/lvl 100'

—Normal Elem Cl@uleog 10°R
'Mmm Elem Claudﬁ"'ﬁg 10'R
-Normal Elem. Storm 100°R

100'R 1 min/lvl 100"

100R__ 1mdivl 100

100'R 1mdivl 100

100'R
1R

I'mdivl 100
lmdﬂvl bt

esser Elem: -;- ClﬂudfF og (E) Cre»ates a 10 R cleud Gf
round Tm critical type is appropriate to the type af elemental ferce
»eing used (see Section 2.0). The cloud drifts when propelled by
sutside force (e. g wind, 3 :Vity, ﬂ@wmg water, etc.). The

loud takes one round to form, so anyone in the radius when it is
cm my mke a maneuver to move out of the radius without taking

~ acritical; however, after that anyone within the radius while the
spe '_ is mll mﬁve takes an ‘A’ critical (maximum of one per

‘ormal Elemental Cloud/Fog (E) As Lesser Elemental Cloud|
_.hvers ‘B’ criticals.

esser Elemental Storm (E) Creates an elemental storm.
w:thm tm area ef effect there are random elemental force winds
(25-60 MPH) and random elemental force bolts. A target struck by
elemental force winds takes an ‘A’ critical. A target struck by an
zlemental force bolt is subjected to an +235 large attack using the
Lesser Elemental Force Attack Table 9.3. To determine if a target
is h:lt during a given round, roll 1D10 — if the result is “17, the
target has been hit by an elemental bolt; if the result is “2” or “3”,
m ta;rw has been hit by an elemental wind. The storm drifts when
ropelled by an outside force (e.g., wind, gravity, flowing water,
m ) The storm takes 1-5 rounds to form, so anyone in the radius
wm tt is __t.:may make am

reater Elemental Cloud/Fog (E) As Lesser Elemental
loud/Fog exmpt delwm ‘C’ criticals.

1al Elemental Storm (E) As Lesser Elemental Storm

ept eler nental wmds mﬂlct ‘B’ cntlcals aad elemental bolt

- | - Elemtal Starm (E) As Lesser El&memm‘ Storm
xcept elemental winds inflict ‘C’ criticals and elemental bolt

aneuver to move out of the radms

15—Lesser Elemental Field (E) Creates an elemental field that
effects spells of the same “type” as the field (e.g., fire elemental
spells in a fire field). When a caster is within the radius of the field,

such a spell is treated as being one level lower (minimum of 1st

level) than it actually is for the purposes of spell casting (i.e., PPs,
preparation, ESF, etc.). For @xample a Lesser Elemental Cloud/
Fog forheat cast by aspell userin a Lesser Elemental Field for heat
would be treated as a 4th level spell for the purposes of spell casting
(Sth level - 1 for being in a heat Field). While in the field, casters
of other elemental type spells have the level of those spells
increased by one.

Only one Field of a given element type may be applicable atone
time in a given area; but, Fields of different elemental types may
be applicable at the same time in the same area. In the example
above, if the spell caster were also in a Lesser Elemental Field for
earth, the spell would be treated as being Sth level (Sth level - 1 for
the heat Field + 1 for the earth Field).

17-—Normal Elemental Field (E) As Lesser Elemental Field
except the level change is 2.

19—Greater Elemental Field (E) As Lesser Elemental F:eld
except the level change is 4.

20—Minor Elemental Cloud/Fog (E) As Lesser Elemental Cloud)/
Fog except inflicts ‘D’ criticals.

25—Minor Elemental Storm (E) As Lesser Elemental Storm

except elemental winds inflict ‘D’ criticals and elemental bolt
attacks use the Minor Elemental Force Attack Table 9.6.

30—Minor Elemental Field (E) As Lesser Elemental Field
except the level change is 6.

50—Elemental Mastery (F) Caster can cast one 10th level or
lower level spell on this list each round.

LESSER ELEMENTAL ATTACKS
(Open) (4 1 10)

5—Lesser Elemental Bolt

7—Normal Elemental Bolt

' 8—Lesser Elemental Ball
9—QGreater Elemental Bolt
'10—Normal Elemental Ball

11—
12—Greater Elemental Ball
13—

| 14—

_IS—Lesser_Elemamal Cona vz i€

16—

17—Normal Elemental Cone
18—

' 19—Greater Elemental Cone
20—Minor Elemental Bolt

| 25—Minor Elemental Ball

‘30—Minor Elem¢ntal Cone  varie s
'soL—Elemenm Mastery ar

ltarget =~ —— 10 |}

R %* e kTR
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5—Lesser Elemental Bolt (E) A bolt of elemental force is shot
from the palm of the caster; results are determined on the Lesser
~lemental Force Attack Table 9.3. Criticals are determined by the
type of the elemental force being used. See Section 9.1 for
guidelines for resolving such an attack.

7—-Normal Elemental Bolt (E) As Lesser Elemental Bolt except
the Normal Elemental Force Attack Table 9.4 is used.

8—Lesser Elemental Ball (E) A 1' ball of elemental force is shot

from the palm of the caster, itexplodes to affecta 10’R area; results
are determined on the Lesser Elemental Force Attack Table 9.3
with a maximum result that is one lower than normal. Criticals are
determined by the type of the elemental force being used. See
Section 9.1 for guidelines for resolving such an attack.

9—Greater Elemental Bolt (E) As Lesser Elemental Bolt except
the Greater Elemental Force Attack Table 9.5 is used.

10—Normal Elemental Ball (E) As Lesser Elemental Ball except
the Normal Elemental Force Attack Table 9.4 1s used.

12—Greater Elemental Ball (E) As Lesser Elemental Ball ex-
cept the Greater Elemental Force Attack Table 9.5 is used.

15—Lesser Elemental Cone (E) An elemental force cone attack
is shot from the palm of the caster; results are determined on the
Lesser Elemental Force Attack Table 9.3 with a maximum result
that is one lower than normal. Criticals are determined by the type
of the elemental force being used. See Sections 12.0 and 9.1 for
guidelines for resolving such an attack.

17—Normal Elemental Cone (E) As Lesser Elemental Cone
except the Normal Elemental Force Attack Table 9.4 1s used.

19—Greater Elemental Cone (E) As Lesser Elemental Cone
except the Greater Elemental Force Attack Table 9.5 is used.

20—Minor Elemental Bolt (E) As Lesser Elemental Bolt except_

the Minor Elemental Force Attack Table 9.6 is used.

25—Minor Elemental Ball (E) As Lesser Elemental Ball cxcept
the Minor Elemental Force Attack Table 9.6 is used. :

30—Minor Elemental Cone (E) As Lesser Elemental Cone
except the Minor Elemental Force Attack Table 9.6 is used.

50—Elemental Mastery (F) Caster can use one 10th level or
lower level spell on this list each round.

LESSER ELEMENTAL ITEMS
(Open) (4.1.11)

Note: The effects of the spells with the same name on this list are non-
cumulative (i.e., an individual may use one shield spell at a time, only one
armor spell, and only one weapon spell).

5—Lesser Elemental Shield

7—Normal Elemental Shield litem 1 min/lvl  touch

8—Lesser Elemental Armor litem 1min/lvl touch |
9—Greater Elemental Shield litem 1min/lvl touch |
10—Normal Elemental Armor litem 1min/lvl touch }

11—

- 12—Greater Elemental Armor

13—

14— |

' 15—Lesser Elemental Weapon
16— o

' 17—Normal Elemental Weapon

18—

'19—Greater Elemental Weapon
'20—Minor Elemental Shield

25—Minor Elemental Armor 1
30—Minor Elemental Weapon j
SO—Elemental Mastcfy |

S—Lesser Elemental Shield (F') Allows caster to enchant a shlcld
with elemental force. This gives the shield a +5 bonus: to DB and
against directed elemental attacks (e.g., bolts). If a shield bash
attack with such a shield delivers a normal critical, it also inflicts
an ‘A’ critical of the appropriate elemental type.

7—Normal Elemental Shield (F) As Lesser Elemental Shield
except the bonus is +10 and a shield bash can inflict an additional
‘B’ critical.

8—Lesser Elemental Armor (F) Allows the caster to enchant
armor with elemental force. This gives the armor a +5 bonus: to DB
and against directed elemental attacks (e.g., bolts). If the wearer
of such armor is casting a elemental spell of the exact same element
type, he is not affected by the armor’s ESF mods (see SL Section
10.9.2). Forexample, a spell user is wearing AT 9 thathas a Lesser

Elemental Armor spell for ice cast on it; if he then casts an /ce Bolt
spell, he does not suffer the normal ESF mod of 15 for the AT 9.

9—Greater Elemental Shield (F) As Lesser Elemental Shield
except the bonus is +15 and a shield bash can inflict an additional
‘C’ critical. | _
10—Normal Elemental Armor (F) As Lesser Elemental Armor
except the bonus is +10.

12—Greater Elemental Armor (F) As Lesser Elememal Armor
except the bonus is +135. |

15—Lesser Elemental Weapon (F) Allows caster to enchant a

wea 1th elemental force. This gives the weapon an additional
+5 OB. If an attack with such a weapon delivers a normal critical,
it also inflicts an ‘A’ critical of the appropriate elemental type.




17—Normal Elemental Weapon (F) As Lesser Elemental Weapon
except the bonus is +10 and the weapon can inflict an additional
‘B’ critical.

19—Greater ﬂememal Weapon (F) AsLesser Elemental Weapon

...............

‘C’ critical. _ |
20—Minor Elemental Shield (F) As Lesser Elemental Shield

except the bonus is +20 and a shield bash can inflict an additional

‘D’ critical.
25—Minor Elemental Armor (F) As Lesser Elemental Armor
except the bonus is +20.

30—Minor Elemental Weapon (F) As Lesser Elemental Weapon
except the bonus is +20 and the weapon can inflict an additional
‘D’ cnitical.

50—Elemental Mastery (F) Caster can use one 10th level or
lower level spell on this list each round.

LESSER ELEMENTAL MOBILE
" BARRIERS (open) (4.1.12)

: .Am of
Effect Duration

Range

7—Normal Elem. Touch

-1 target Imd/ivl 100"
8-—Lesser Elem. Entangle 10°R 1 rnd/lvl 100’
9—Greater Elem. Touch 1 target 1 md/lvl 100’
10—Normal Elem. Entangle 20'R 1 md/lvl 100’
11—
12—Greater Elem. E‘.ntangle 30'R 1 md/lvl 100°
13—
14—
Elem. Bond 1 target 1 md/lvl 100

17—Normal Elem. Bond
18—

19—Greater Elem. Bond
20—Minor Elem. Touch

1 target

1 target
1 target

25—Minor Elem. Entangle 40’R 1 md/lvl 100°
30—Minor Elcm Bond 1 target 1 md/lvl 100’
*“ ;‘ s TIent s : m varies } ds - r'

S5—Lesser Elemental Touch (F) Allows the caster to surround a
target (up to a 10’R in volume) with elemental force that conforms
itself to the target’s outer surface. Anyone or anything touching
this “coating” will be subjected to a +50 small attack (elemental

bolt attack) using the Lesser Elemental Force Attack Table 9.3. If

the target is a creature or special item, it receives a RR roll to avoid
being coated; if it fails, it is coated and at -25 to activity (but is not
harmed by the coating).

7—Normal Elemental Touch (F) As Lesser Elemental Touch
except it uses the Normal Elemental Force Attack Table 9.4.

8—Lesser Elemental Entangle (E) Creates a area/sphere of
clemental “entanglement”; caster can determine its exact size and
shape as long as it 1s no larger than a 10’R sphere. This “sphere”
consists of a hollow interior surrounded by interlacing lines of
elemental force (they are visible and pulsate with power). If the
caster is within 100" and concentrates, he can move the sphere 10"/
rnd; otherwise, the sphere drifts when propelled by an outside force
(e.g., wind, gravity, ﬂewmg water, etc.). Anything/anyone inside
the sphere will remain inside unless an active attempt to exit is
made. Anyone/anything passing through the lines of elemental
force will be subjected to a +75 medium attack (elemental bolt
attack) using the Lesser Elemental Force Attack Table 9.3. The
sphere takes one round to form, so anyone in the radius when it is
cast may make amaneuver to moveoutof the radius without taking
a critical.

9—Greater Elemental Touch (F) As Lesser Elemental Touch
except it uses the Greater Elemental Force Attack Table 9.5.

10—Normal Elemental Entangle (E) As Lesser Elemental En-
tangle except the Normal Elemental Force Attack Table 9.4 is used
and the size limit is a 20’R sphere.

12—Greater Elemental Entangle (E) As Lesser Elemental En-
tangle except the Greater Elemental Force Attack Table 9.5 is used
and the size limit is a 30’R sphere.

15—Lesser Elemental Bond (F) Binds a target with elemental
force lines. The elemental bonds restrict the movement of the

target: for a humanoid, arms are pinned at sides (ESF rules apply),
but legs may achieve a shuffled walk at half normal walking pace
— objects may be “bound in place.” If the bonds are severed, target
is the center of a +20 medium elemental ball attack (10’R) usmg
the Lesser Elemental Force Attack Table 9.3. If the target is a
creature or special item, it receives a RR roll to avoid being bound.

17—Normal Elemental Bond (F) As Lesser Elemental Bond
except the Normal Elemental Force Attack Table 9.4 is used.

19—Greater Elemental Bond (F) As Lesser Elemental Bond
except the Greater Elemental Force Attack Table 9.5 is used.

20—Minor Elemental Touch (F) As Lesser Elemental Touch
except it uses the Minor Elemental Force Attack Table 9.6..

25—Minor Elemental Entangle (E) As Lesser Elemental En-
tangle except the Minor Elemental Force Attack Table 9.6 is used
and the size limit is a 40’R sphere..

30—Minor Elemental Bond (F) As Lesser Elemental Bond
except the Minor Elemental Force Attack Table 9.6 is used..

50—Elemental Mastery (F) Caster can use one 10th level or
lower level spell on this list each round.



LESSER ELEMENTAL NON-MOBILE
BARRIER (0pen) (4.1.13)

Note: All the spells on this list are non-mobile.

Area of
Effect Duration  Range

10’x10°x2’

7—Normal Elem. Wall 20°x10’x2’ 1 rnd/1vl 100
8—L.esser Elem. Circle 10°Rx10’x6" 1 md/lvl self
O—C reater Elem. Wall 30’x10'x2' I rnd/1vl 100’

20°Rx10’x6"

10—Normal Elem. Circle

11—
12—Greater Elem. Circle
13—

14—

15—Lesser Elem. Enshroud

16—
17—Normal Elem. Enshroud 1 target

BE.

19—Greater Elem. Enshroud 1 target
20—Minor Elem. Wall 40°x10°x2’
25—Minor Elem. Circle 40’Rx10’x6" 1 md/lvl self
30—Minor Elem. Enshroud 1 target 1 rd/lvl 100"
50—Elemental Mastery varies 30 mds 100°

S5—Lesser Elemental Wall (E) Creates a wall composed of
elemental force. Anyone passing through it takes an ‘A’ critical of
the appropriate type for the elemental force being used. In
addition, special effects for the element type of the wall are
applicable (e.g., earth and ice walls stop normal movement, water
and air walls slow movement, dark walls stop vision through them,
etc.).

7—Normal Elemental Wall (E) As Lesser Elemental Wall except
delivers ‘B’ criticals and length + height can be up to 30’ (length
may not exceed 20, height may not exceed 20'.

8—Lesser Elemental Circle (E) As Lesser Elemental Wall ex-
cept the wall is 10" high and forms a 10’R cylinder (6" thick) with
the caster at the center. The elemental circle inflicts an ‘A’ critical
to anyone passing through it.

9—Greater Elemental Wall (E) As Lesser Elemental Wall ex-

cept delivers ‘C’ criticals and length + height can be up to 40
(length may not exceed 30', height may not exceed 30'.

10—Normal Elemental Circle (E) As Lesser Elemental Circle
except delivers ‘B’ criticals and and radius + height can be up to
30" (radius may not exceed 20', height may not exceed 20').

12—Greater Elemental Circle (E) As Lesser Elemental Circle

except delivers ‘C’ criticals and radius + height can be up to 40'
(radius may not exceed 30', height may not exceed 30").

30°Rx10’x6" 1 md/lvl self

1 target

1 md/lvl 100’

15—Lesser Elemental Enshroud (F) Creates a 2’R elemental
barrier around 1 target. Anyone passing through it takes a +50
medium elemental bolt attack using the Lesser Elemental Force
Attack Table 9.3. In addition, special effects for the element type
of the wall are apphcable (e.g., earth and ice walls stop normal
movement, water and air walls slow movement, dark walls stop
vision through them, etc.). Any spells attempting to “cross” the
barrier must make a RR versus the level of the Enshroud spell. If

the target is a creature or special item, it receives a RR roll to avoid
being enshrouded.

17—Normal Elemental Enshroud (F) As Lesser Elemental
Enshroud except the Normal Elemental Force Attack Table 9.4 is
used

19—Greater Elemental Enshroud (F) As Lesser Elemental
Enshroud except the Greater Elemental Force Attack Table 9.5 is
used

20—Minor Elemental Wall (E) As Lesser Elemental Wall except
delivers ‘D’ criticals and length + height can be up to 50’ (length
may not exceed 40', height may not exceed 40").

25—Minor Elemental Circle (E) As Lesser Elemental Circle
except delivers ‘D’ criticals and radius + height can be up to 50'
(radius may not exceed 40', height may not exceed 40").

30-—Minor Elemental Enshroud (F) As Lesser Elemental En-
shroud except the Minor Elemental Force Attack Table 9.6 is used

S0—Elemental Mastery (F) Caster can use one 10th level or
lower level spell on thls list each round. ..

' LESSER EL _M ENTAL _PROTECTION

7mNonnal Elem Reszstance o
8—Lesser Elem. Protection
9—-Greater Elem. Resistance
10-—~Normal Elem. Protection

11—
12—Greater Elem. Protection
13—
14—
15—Lesser Elem. Immolation

16—

17—-Norma1 Elem. Immolauon
18—

19-—Greater Elem. Immolation
20—Minor Elem. Resistance

25—Minor Elem. Protection 1 target
30—Minor Elem. Immolation 1 target

I min/lvl 100
1 min/lvl

50—Elemental Mastery ltarget  30mds  100°




_— aSistance (D) lees the tal'gﬂ *_5 RR
bmws versus ms-e tal poisoning and elemental spells

2 (D) As Lesser Elemental

esistance exwpt the bmus is +10.
3] esser Elemental Protection (D) Gives the targeta+10bonus
mst all elemental attacks. All criticals resulting from elemental
attacks using the exact same elemental force as this Protection spell

> reduced by one severity level (i.e., ‘A’ criticals becomes no
critical, ‘B’ criticals becomes ‘A’ criticals, etc.). |
9—Greater Elemental Resistance (D) As Lesser E lemental
Remnce except the bonus is +15.

)—Normal Elemental Protection (D) As Lesser Elemental
Pmtecnan except the bonus is +15 and the critical severity 1s
lowered two levels.

IZ—Grmw Elemental Protection (D) As Lesser Elemental

otection except the bonus is +20 and the cmical severity 1s
15—Lesser Ekmental Immolation (D) Helps the target survive
in an elemental environment of the exact same element type as this
speﬂmgetcanmmaﬂy,mtcan oreathe normally, etc. The
elemental environment is still poisonous to the target (see Section
15 0), bm this spell alsc has the effects ef as Lesser Elemental

rolation (D) As Lesser Elemental
mmola ic or exwpthas the effects of Normal Elemental Resistance
md le Elemental Protection.
19—Greater Elemental Immolation (D) As Lesser Elemental
Immolation except has the effects of Greater Elemental Resistance
and Greater Elemental Protection.
" inor Elemental Resistance (D) As Lesser Elemental
Resmmm cxcept the bonus is +20.
r Elemental Protection (D) As Lesser Elemental Pm—-
he bonus is +25 and the critical severity is lowered

fom' levels.
}—Minor Eleme (l)AsLesswEtenwmaHm-
ation except hmtheeﬂ’ects of Minor Elemental Resistance and

Mm Etemnml Protection.
—Element: "Mery(F)Castercmuseonellﬁ leveler

lew Mel spell on this list each round.

LESSER ELEMENTAL SUMMONING
(Open) (4.1.15)

Area of '
| Effect Duration Range |

1—Lesser Wispling
3-—Normal Wispling

4

5—Lesser Server Elemental

6-—Greater Wispling
7—Normal Server Elemental
8—Lesser Elemental Beast
9—Greater Server Elemental
10—Normal Elemental Beast

11—
12—Greater Elemental Beast

14—
' 15—Lesser Elemental Being

16—

17—Normal Elemental Being
18—
' 19—Greater Elemental Being
' 20—Minor Server Elemental
25—Minor Elemental Beast
30—Minor Elemental Being

'50—Elemental Mastery

1—Lesser Wispling (F) Summons a weak Wispling (see Section
6.0). The caster can then control the Wispling and/or view the
world through its senses by concentrating on it. Wispling uses the
Lesser Elemental Force Attack Table 9.3 (i.e., it does not consist
of proto-elemental material).

3—Normal Wispling (F) As Lesser Wispling except summons a
normal Wispling that uses the Normal Elemental Attack Table 9.4.
5—Lesser Server Elemental (F) As Lesser Wispling except
summons a weak Riding Elemental or a weak Servant Elemental
(caster’s choice). Elemental uses the Lesser Elemental Force
Attack Table 9.3 (i.e., it does not consist of proto-elemental
material). |

6—Greater Wispling (F) As Lesser Wispling except summons a
strong Wispling that uses the Greater Elemental Attack Table 9.5.
7—Normal Server Elemental (F) As Lesser Wispling except
summons a normal Riding Elemental or a normal Servant Elemen-

tal (caster’s choice). Elemental uses the Nonnal Elemental Force
Attack Table 9.4.

8—Lesser Elemental Beast (F) Summons a random weak ele-
mental beast (i.e., non-intelligent): a non-intelligent elemental, a
zephyr hound, a elemental serpent, etc. (see Section 6.0). The GM
should roll to see what specific type of beast is summoned. The
summoned beast is not under the caster’s control unless some sort
of control/master spell is successfully cast (e.g., Control Type A
Elemental, Master Type C Elemental, etc.). Normally, the creature
only disappears after the duration of the spell expires. The caster
can determine the duration when the spell is cast, but he cannot
‘cancel’ the beast before the duration expires. Beast uses the Lesser
Elemental Force Attack Table 9.3 (i.e., normally, it does not
consist of proto-elemental material).

9—Greater Server Elemental (F) As Lesser Wispling except
summons a strong Riding Elemental or a strong Servant Elemental
(caster’s choice). Elemental uses the Greater Elemental Force
Attack Table 9.5.




10—Normal Elemental Beast (F) As Lesser Elemental Beast
except summons a normal elemental beast. Beast uses the Normal
Elemental Force Attack Table 9.4.

ter Elemental Beast (F) As Lesser Elemental Beast
except summons a strong elemental beast. Beast uses the Greater
Elemental Force Attack Table 9.5.

15—Lesser Elemental Being (F) As Lesser Elemental Beast
except summons a weak (or young) elemental being. Elemental
being include: Dragons, elemental Giants, intelligent elementals,
guardian elementals, etc. Being uses the Lesser Elemental Force
Attack Table 9.3 (i.e., normally, it does not consist of proto-
elemental material).

17—Normal Elemental Being (F) As Lesser Elemental Being
except summons a normal (or mature) elemental being. Being uses
the Normal Elemental Force Attack Table 9.4.

19—Greater Elemental Being (F) As Lesser Elemental Being
except summons a strong (or old) elemental being. Being uses the
Greater Elemental Force Attack Table 9.5.

20—Minor Server Elemental (F) As Lesser Server Elemental

except server uses the Minor Elemental Force Attack Table 9.6
(i.e., normally, it does consist of proto-elemental material).

28 Minor Elemental Beast (F) As Lesser Elemental Beast
except beast uses the Minor Elemental Force Attack Table 9.6 (i.e.,
normally, it does consist of proto-elemental material).
30—Minor Elemental Being (F) As Lesser Elemental Being
except being uses the Minor Elemental Force Attack Table 9.6
(i.e., normally, it does consist of proto-elemental material).

50-—Elemental Mastery (F) Caster can use one 10th level or
lower level spell on this list each round.

1=

SPELL LISTS

DELAYED SPELL ENHANCEMENT
(Closed) (4.2.1)

laI ——— —= 3m ~3
3 rnds self

3—Delay I varies
y -

—DelayIll varies  3mds  self

6

8—Delay IV varies

11
12—Delay VI varies
13—
14— |
15—DelayVIL ~ vares  3mds  self

17—Delay VIII varies 3mds  self

3 rnds | self

J20—DelayIx ~  varies  3mds  self

sownelay Maswry e M e 3 ﬂms R lf -~ |

1—Delay I (U) Allows the caster’s next spell cast within three
rounds to be delayed up to 1 hour; it can be triggered by one of the
following (decided by caster): time period, certain movements,
certain sounds, violent action, occurrence of a specific event, etc.
3—Delay II (U) As Delay I except delay can be up to 3 hrs.
5—Delay III (U) As Delay I except delay can be up to 6 hrs.
8—Delay IV (U) As Delay I except delay can be up to 12 hrs.
10—Delay V (U) As Delay <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>