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FOINTRODUC TTON

Spell User's Companion is a collection of optional rules and
spell lists for Rolemaster. As always, with optional rules, there
isa greatdiversity among the levels of power of the various spell
lists and optional rules. GMs should carefully review any
material to be tised in his campaign and modify it as necessary.
Great care should be given to the selection of rules and options
of rules which are to be used. Appropriate choices will enhance
any game while inappropriate choices will possibly unbalance
the game.

Since no two Rolemaster campaigns are the same, both in
terms of power and level, no single rule can be an absolute. The
options to the rules within this book have been designed to cover
all ranges of power within the varying campaigns. Options may
be found which will loosen restrictions while other options
dealing with the same rules will tighten them.

We have attempted with this volume to provide Rolemaster
players with various options to improve and refine their game,
while extending the scope and function of the original
spell books. _

Spelis are an excellent part of Rolemaster. Still, many GMs
are finding it harder to create suitable and useful spells which
characters do not already possess. This text provides players
with more ‘ancient and moldy’ tomes with which to augment
their campaigns and characters.

We have striven to expand the bounds of the Rolemaster
~ magic system. Expanding the use of magical power through
several new methods, including Spell Shaping, clarifying the
magical realms and their relation to each other through Realm
Power Sources, Magical Minutiae, and Final Spell Effects, and
Psions. The expanding of the magic system was done at times
at the expense of strict core rules and mechanics. Every rule
should be considered before use, and options assigned as a
result, to reflect specific campaigns and their level of power.

The rules presented deal indirectly and directly with the
Rolemaster spell system. Not everyone will find all of these
rules useful. The whole concept behind optional rules is that
they remain optional.

We have attempted, in the presentation of these rules, to
compensate the powerful with limitations, in hopes that game
balance would be maintained. If perhaps you find some areas
lacking in detail or scope, do not hesitate to change or delete
whole sections of the rules in order to gain a more harmonious
and exciting campaign.

4 SPELL USER'S COMPANION

1.1 DESIGNER NOTES

Spell User’s Companion was written because we perceived
an unfulfilled need regarding additional spell lists and
spell-user rules.

SPECIAL THANKS

We wish to thank the following individuals for their contri-
butions to this project and for putting up with all the long hours
and time away: )

Bernie + Jean Daugherty, Irene + Joseph Zimmerman, Isabelie
Ferguson, Len + Mary Whiteside, Maxine Reveles, Nancy
Potter, Melissa Wyrostek, Tom + Sue Wyrostek, Debbie
McKinney, Sean Wyrostek, Barbara Wienhoff, Louis + June
Wienhoff.

Monte Cook: For your ideas, patience, and help in refining

" the final product.

Coleman Charlton: For assistance and ideas.
And lastly, we'd like to thank Anyone else, notinvolved with
this project, for doing absolutely nothing.

1.2 NOTATION

The material in Spell User's Companion (SUC) uses the
standard notation from the Rolemaster products: Arms Law
(AL), Spell Law (SL), Character Law & Campaign Law
(ChL&Cal), Rolemaster Companion I (RMCI), etc. Those
products should be consulted for specific references; for
example, the spell lists all use SL abbreviations and notation in
the spell descriptions.

Note: For readability purposes, these rules use the
standard masculine pronouns when referring to persons
of uncertain gender. In such cases, these pronouns are
intended to convey the meanings: helshe, herthim, etc.




2.0 THENANTURE OF MG TC

With the addition of so many optional rules governing magic
and spell-like effects, the definitions covering the realms and
the nature of magic need to be placed in their respective places
in relation to each other, their development, and the primal
source of power.

Magic has been developed and refined throughout the ages.
In the beginning Magic was no more than a dim understanding
of a force (Primal Essence) existing outside normal ken. This
understanding was employed coupled with immense expendi-
tures of what had then become known as power points to
produce a rough effect. Thus was born Spell Shaping.

As magic and those who exploited it became more common
and experienced, it was established that particular effects,
sources of power, and outside influences (gestures, words,
phrases, etc.) had great bearing upon the manipulation of magic.
These influences combined in a particular order with each other,
demonstrated that as magic effects became more specific, they
in turn required less energy to fuel. These influences became
known as the realm determinants of: Final Spell Effect, Primary
Source of Power, and Magical Minutiae.

These realm determinants were first used to full advantage
with the advent of the Arcane realm. The Arcane realm set these
determinants into established guidelines (spell lists), lending a
consistency to otherwise disorganized procedures. Magic was
further focused when the determinants were concentrated even
more, giving rise to the individual realms of: Mentalism,

" Essence, and Channeling. ‘

- Itwassoondiscovered that underexacting circumstances one
or all of the newly found spell determinants could be overcome
using a method other than the costly and dangerous Spell
Shaping. This innovative method used a set of highly formal-
ized elements set within rigid time constraints to manifest the
desired spell effect. This method became known as
Ritual Magic.

As spell lists have become the principal method of magic
employed by characters, it is necessary to fully understand the
mechanics involved with their use. As has been noted above, the
determinants of the spell mechanics are; 1) Final spell effects,
2) Primary source of PPs, and 3) Magic Minutiae.

The first determinant, final spell effect, identifies the locus of
the specific realm. All of arealm’s loci are grouped loosely into
provinces. These unique areas are particularly susceptible to an
individual realm’s influence. Some realms hold stronger sway
over compellings, while other realms facilitate travel... (see
Section 2.4 for additional information).

The second determinant, Power Point source, defines by
identifying a realm of magic with a specific source of power.
Each ‘type’ of power is gained through a method unique to each
realm. Channeling users gain their power from gods, Arcane
users tap the Primal Essence... (see Section 2.1 for

additional information).

The final determinant of the realms of power is Magic
Minutiae. Each realm has its own customary set of components
performed within well established guidelines. It is these estab-
lished guidelines which alter and modify the PPs into the final
spell effect (see Section 2.3 for additional information).

SPELL UINSER'S COAMPANTON




2.1 MAGICAL POWER

Note: The following sections detail how the different
realms of magical power are separated by the kind of
power they use to achieve the various magical effects.
While this is a good explanation for how the realms differ,
it may not be suitable to every campaign setting.

PRIMAL ESSENCE (2.1.1)

Primal Essence is the ultimate source of ail forms of magic
power throughout the planar environment. This form of power
is an integral part of the make-up of the planes. Primal Essence
is the primary component which forms the foundation for the
Ethereal Plane. As the Primal Essence passes through other
planes and shadows (shadows being alternate universes), some
of its Essence is deposited or taken. It is this deposited or taken
power which is ultimately used as power points, thus power
points are stored Primal Essence energy. Depending upon the
source of the power and how the deposited or taken power is
used, this dictates what realm of magic is utilized.

Certain races are more magically inclined or resistant than
others. This is because each race either attracts or repels Primal
Essence to varying degrees. It is this attraction or repulsion
present within a race which will determine, to a point, which
form of magic that the race is best suited to and offers the best
possibilities.

Option 1: If the idea of Primal Essence being the quintessential
ingredient of the Ethereal Plane is distasteful, the GM may
decide to treat the Ethereal Plane as nothing more than a
means of travel between planes while ruling that each of the
specific planes has its own quantity of Primal Essence unique
and inherent to it.

Option 2: Simply treat each magical realm as completely
singular, with no central or absolute source of power. Essence,
Mentalism, and Channeling spells would be considered to be
powered by separate and different sources.

ESSENCE (2.1.2)

The deposited Primal Essence which permeates almost ev-
erything within most of the planes is termed Essence. Remem-
ber; there is a difference between Essence and Primal Essence
— Primal Essence being the fundamental form of energy of the
planes, and Essence being merely deposited Primal Essence. A
user of the realm of Essence gathers this deposited power and
forms it into spells by using the tools of the spell list. If Primal
Essence is not deposited upon a plane, then spells of Essence
must be solely cast with stored PPs, allowing no further replen-
ishment of lost PPs until the area devoid of Primal Essence

is left.
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The spells available to one who uses Essence are quite
grandiose and spectacular in effect. They deal with the direct
manipulation of elements and other natural forces.

Option 1: Because of the fact that the Essence is all around each
and every being, most have evolved either a natural resistance
to it (e.g., dwarves) or have grown accustomed to the ways of
the Essence, oftentimes without even realizing it (e.g., elves).
Because of this, all RRs vs. Essence have a +10 bonus.

Option 2: As Option 1, plus all Essence users get an additional
+5 bonus to spell gain rolls due to the ease (in comparison to
other realms, anyway) in which the Essence is understood by
those living within it for their entire lives.

CHANNELING (2.1.3)

Channeling users are given their Primal Essence. Gods or
superior beings are the usual conduit for this power. The power
may be obtained by the gods in any one of a number of ways,
though channeling from their follewers is the most common.
The Primal Essence becomes energy of the Channeling realm
when it is given in atransfer from one being to another. If for any

- reason a Channeling user becomes isolated from his deity, he

will receive no new PPs until ties are reestablished. There also
exists the very real possibility that the Channeling power gained
from this deity-worshiper transfer will be decreased or stopped
(GM option) if it must be sent through areas which lack or
disrupt Primal Essence.

Channeling spells, while comparatively minor at lower lev-
els, are quite powerful at the higher levels. These powerful
spells are cast only by those who are greatly favored by their god
— not individuals to be trifled with by any means. Channeling
is perhaps the most unique realm, as the casters are truly relying
on another being for their power. Should that being become
displeased, or even die, the spell caster is in a great deal of
trouble. Conversely, if the caster is directly serving the needs of
his *“‘patron,” he may find himself with additional power or
spells — and the knowledge that the god is directly watching
him (this is, probably, a very rare occurrence). ~
Option 1: Since the power of a Channeling spell comes directly

from a god or similar being, all target are at -5 to resist

the spell.
Option 2: Channeling spell lists are not learned, but granted by
the deity — so the ability to successfully “gain” a list through

a spell gain roll is based on the attitude of the god toward the

caster. This could modify the roll by +20to -20 (or more). (See

Section 6.11)

Option 3: All spells cast within an area sacred to the deity or on
a “holy” day receive an additional bonus of +5.

Option 4: As Option 3, plus all PP are recovered in half the time
in such areas or at such times.




MENTALISM (2.1.4)

Mentalism is perhaps the most complex realm to cast spells
from. The Mentalism user taps into the Primal Essence which is
within himself, and uses it to draw forth the deposited Essence
around him (like a magnet, if you will) in order to form spells.
This energy, in the form of spells, is focused through the mind
of the caster. Note: If a Mentalism user enters an area devoid of
Primal Essence his PPs will remain until depleted. The PPs will
not be replenished until he re-enters an area containing Primal
Essence at which time he regains his power points according to
the present concentration of the Primal Essence within
his vicinity,

Mentalism casters have at their disposal some of the more
subtle spells that exist. Often itis difficult to tell that a Mentalist
is casting a spell at all! (See Section 2.4.) Because of their
focused nature, however, these spells usually affect only the
caster or a single target.

Option 1: Because of their focused nature, Mentalism spells are
harder to resist. Modify RRs by -10.

Option 2: As Option 1, but all Mentalists subtract 10 from their
spell gain rolls due to the realm’s complex nature.

HYBRIDIZATION (2.1.5)

There are those few spell users who are able to utilize
principals and energies from two different realms. This is
hybridization. These casters have also developed base lists with
spells which draw on two different realms at the same time.

Hybrid casters often have a great deal of versatility due to the
number of spells at their disposal, but often lack the focus that
Pure spell users have.

ARCANE (2.1.6)

Arcane power is obtained by using Primal Essence directly
from the source before it is either deposited or taken. This
method is similar, in a way, to all of the other forms of magic,
as they ultimately lead to Primal Essence as a source. Arcane
merely disregards the intermediate stage. While Arcane magic
is very primal and raw, the sophisticated control of the other
realms make them more desirable to generate specific and
applied effects.

The Arcane realm did not fall into total disuse and become a
dead realm after the creation of the specific realms. The spells
developed then are still in use now, although Arcane lists are far
more rare than those of the “standard” realms, and are even
restricted in some areas. Most of those seeking to leamn their
secrets are those who are willing to sacrifice all else (especially
safety) to attain power (see Section 6.16 for more information).

Option 1: Since Arcane magic is very uncontrolable (compared
to the other realms), all spell failure ranges are doubled when
casting Arcane spells, and spell failure rolls have a + 10 added
to them.

Option 2: All ESF rolls have an additional modifier of 20 when
casting Arcane spells.

Option 3: Use both Option 1 and 2.

Option 4: As Option 3, and because of the “corruption” of
power which happens to those who learn the wild magic, any
caster who learns an Arcane list has any and all of the
modifications placed on all spells that he casts.

See Section 2.1, RMCI for more information and options
concerning Arcane magic.

ELEMENTALISM (2.1.7)

The Primal Essence which has been absorbed by the funda-
mental element of each of the planes and is inherent in the
formation of the elemental environment is Elementalism.
Elementalism differs from Essence deposited within an element
upon a plane in that Elementalism uses the Primal Essence
which permeates the specific element of each of the planes,
Essence is merely located there in deposits (not within the
element but around it). By using Elementalism, one has control
of tremendous power, but only while one has access to the
elemental plane or part of it from which one gains power over
the Primal Elemental Essence. See Elemental Companion for
more information.

Option 1: If the addition of Elementalism as a specific realm
similar to Channeling or Mentalism causes disruption within
delicately balanced campaigns, simply designate Elementalism
as another Base or groups of Bases within the realm of
Essence.

Option 2: Disregard Elementalism as a realm altogether.
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PROSAIC (2.1.8)

Prosaic magic is not, strictly speaking, a realm unto itself.
Prosaic magic is a fusion of all the forms of magical spell
casting. Forexample; spells located on a Prosaic list might come
from the realms of Channeling and Mentalism and be combined
into one list. These spells utilize the simplest procedures of the
various realms to create a spell list which displays elementary
effects. Spell users not of the appropriate realm are able to use
Prosaic magic because it has been simplified and utilizes what-
ever magic power is available to the caster, be it Channeled,
personal, or deposited power. Much more power needs be spent
to accomplish Prosaic magic effects equivalent to those acces-
sible upon standard lists. Because Prosaic magic uses only the
most elementary techniques and spells from all realms, it
remains very weak in power.

Distinct differences exist between Prosaic magic and Arcane
magic. Prosaic magic differs from Arcane in that, Arcane magic
uses the primal source of power, rather than the specific realms
of power. See Section 3.0 for more information.

OMNI-REAIM (2.1.9)

The Omni-Realm is not a realm at all, but a classification of
aselect few spell lists which can be easily adapted to any power
source. Thus, a caster of any realm (including Arcane) can learn
these spells and use them with his power source of choice to cast
them. There are very few adaptive problems (which can happen
when translating a spell list from one realm to another), although
they are still more difficult to learn than normal, realm-specific
lists (list development costs are the same as for Arcane lists).
Some of these special lists are as rare as Arcane lists, though
others are quite commonly encountered. For more information,

" see Section 6.16.
PSIONS (2.10)

Psions are not a form of magic at all, and Primal Essence is
in no way involved with Psion effects. Psion is only listed here
in an effort to classify Psions in relation to magic. Psions are the
power of the individual formed into usable effects. This is in no
way similar to Mentalism. Mentalism uses the Primal Essence
within a person, while Psions uses the will of the person alone.
The benefit of Psions is that one need never fear losing one’s
power, the power is accessible as long as the person is able to
manipulate it.
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2.2 REALM RELATIONS
AND INTERSTICES
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2.3 MAGIC MINUTIAE

Spells are comprised of various components, also called
Minutiae, which allow the caster to take the energy of the realm
he is using (see Section 2.1) and form it into the final spell effect
(also called the Kinetic — see Section 2.5). These focussing
spell factors may be divided into distinct areas; Verbum (words),
Motus (gestures), Symbum (symbols), Gemynd (mindset), and
Gredus (materials). Each and every spell will employ one or
more of these in directing the PPs spent in casting the spell into
the desired course which will result in the chosen spell. If a
caster is prevented from completing the necessary components
of a spell (gagging and binding would eliminate most of the
verbum and motus components) the spell will likely fail (ESF
Mod 30+).

Verbum (also termed Verbal Component)—Some types of
magic require the use of words or phrases of power to initiate a
spell or spell-like effect. The Verbum contains the concise
essence of the spell. When the Verbum is spoken and power is
added the result is the Kinetic. Change the Verbum and the spell
effect is different. Mispronunciation can be deadly.

Motus (also termed Somatic Component)—Often instead of a
spell’s sum total being in the form of Verbum, it is in the form
of a gesture, series of gestures, or body postures. Magic which
has a Motus as its primary guide may have simple movements
(pointed finger) to elaborate ones (folk dance).

Symbum (also termed Symbolic Component)—Many times
major spell factors may be completed in the form of a carving,
drawing, symbol, circle, pentagram, ward, rune, or other physi-
cal manifestation. Symbum are carried out by the caster physi-
cally creating the artifice (drawing, carving, etc.) while he
invests the necessary power points to cause the Kinetic.

Gemynd (also termed Mental Component)—In the casting of
some spells all that is required is for the caster to hold his mind
in a certain frame (mood, attitude, feeling) and then cast PPs
through the Gemynd which will shape the Kinetic.




Gredus (also termed Physical Ingredient Component or a spell
catalyst}—When casting certain spells, actual physical matter
aids in focussing the spell energy into the desired effect. Thus
for many spells, small amounts of matter such as sand, bat wing,
eye of newt, diamond powder, etc. are used.

MINUTIAE OPTIONS

Option 1: Give each type of component advantages and disad-
vantages which are cumulative in effect. This will give even
more variety to the various spells, and will make the Compo-
nent Substitution skill (see Section 7.7) even more valuable.
A suggested breakdown of variables would be along
these lines:

» Verbum: Spell is cast one round quicker, but add +15 to

target’s RR. Easy to tell caster is casting a spell.

» Motus: Range is increased by one fourth, but spell is
difficult to learn. Subtract 10 to caster’s spell gainroll.
Easy to tell caster is casting a spell.

+ Symbum: Subtract 15 from target’s RR, but spell takes
one round longer to cast. Easy to tell caster is casting
a spell.

» Gemynd: Difficult to tell if caster is casting a spell

(Extremely Hard Perception roll), but range is
decreased by one fourth.

» Gredus: Spell is easy to learn. Add 10 to the caster’s spell
gain roll, but the components are often hard to find
and/or expensive.

Option 2: As Option 1, but component advantages and disad-
vantages only take affect if there is just one component in
the spell.

Option 3: Give each spell or spell list a set of components, but
have their only effect be to individualize each spell within
each realm (see Section 2.4).

SPELL COMPLETION OPTIONS

Option 1: If a caster is unable to finish any of the required
component portions of a spell, the spell will fail.

Option 2: For each type of required component the caster is
unable to complete, increase the cost of the spell (in PPs) by
one fourth.

Option 3: Decrease required PPs necessary to cast a spell when
components are utilized by one fourth.

Option 4: Allow the caster who is unable to finish a required
component of a spell, to substitute another component type
(Verbum, Motus, Symbum, Gemynd, Gredus) for the missing
component. See Component Substitution Skill, Section2.12.7.

Option 5: Caster of any spell performed without spell compo-
nents will forfeit all base (or directed) spell casting bonus.

Option 6: If components are correctly and successfully used,
decrease the casting time of the spell by one round (minimum
of one).

2.4 REALM
COMPONENTS

The following list of spell components is by no means
exhaustive but it does include the basic and most often used
components found in each of the kmown realms. Each realm has
spells which utilize any and all of the known components
(though some realms use some more than others).

Arcane Components: Typified by any or all of the above listed
components. Many Arcane spells have more than one formula
for successful completion of a specific spell effect. Most mages
are only familiar with one method.

» Verbum—Primal words and phrases of power

» Motus—Varies from small intricate finger movements to great
sweeping arm motions and body postures

» Symbum—-Circles, symbols, runes

» Gemynd—Raw, archaic, primal mindset

» Gredus—Valuable gems, rare earths, various elixirs

Essence Components: Exemplified primarily by Verbal, So-

matic, and sometimes Symbolic Components. Frequent substi-

tutions are found among a given spell’s component parts.

Again, most mages are only familiar with one set formula.

» Verbum—Command words, Words of Power, etc.

» Motus—Directing spells (pointing or grabbing motions),
weaving spells

» Symbum—Circles, wards, runes, etc.

» Gemynd—Infrequently used, forthright or expectant

+ Gredus—Rarely used, miniature duplicates or appropriate
parts (such as a very small key for a Lock or Unlock spell)

Mentalism Components: Mentalism spells are typicaily found

comprised of two main components Mental and Motus.

 Verbum—Rarely used, suggestive or commanding words to
go along with mental control spells

» Motus—Eye contact, staring, palms to target’s head, etc.

+ Symbum—Rarely used, optical illusions, anything that catches
a target’s attention and draws it

* Gemynd—Very focused on the target or task, calm
and directing

« Gredus—Rarely used, hypnotic crystal, mind-altering herbs

Channeling Components: Spells of this type involve praying,

holy motions (genuflection), and holy objects.

» Verbum—Prayer, chanting, invoking deity’s name,
damning ‘

» Motus—Genuflection, holy or symbolic gestures

+ Symbum-—Religious symbols, insignia, etc.

« Gemynd—Rarely used, humble and requesting

» Gredus—Holy symbols and artifacts, vestments, shrine
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Elementalism Components: Elementalism spells are usually
made of Verbal, Kinesic, and Physical Ingredients.

« Verbum—Commanding and controlling elementals, tone of
voice matching element-type

» Motus—Directing (direction) the elements, pointing,
sweeping gestures, forming gestures (wall creation)

« Symbum—Rarely used, written symbols of the element,
circles of protection or as gateways.

+ Gemynd—Rarely used, usually matching of the element, such
as soothing and fluid (water), serious and strong-willed (earth)

"« Gredus—Actual part of the element

Prosaic Components: Usually a commingling of all compo-
nents with various spells requiring various methods of casting
as all realms are included to varying degrees. For specific
examples of the various components, see those listed above.

2.5 FINAL SPELL EFFECT

Each realm has a “sphere of influence,” or a number of such
spheres, over which it has a greater amount of control than the
other realms. An'example of this is healing. For various reasons
(the compassionate nature of the gods, etc.), energy channeled
from a god is the most efficient form of power to use to heal
wounds and injuries. The Mentalismrealm is also able to be used
for healing, although not as well as Channeling, while Essence
is hardly able to be used to heal at all. These spheres of influence
are based on what is called the final spell effect.

The final spell effect, also termed the Kinetic, is adeterminant
of which spell realm a given desired effect will work most
efficiently within. This will therefore determine the list the spell
is best situated upon. It is the desired end of the caster — it is
what the spell does. Every effect is achieved optimally under
distinctive controls, these controls being the various spheres of
influence of the individual realms. Just as it is easier for man to
communicate specifics verbally rather than nonverbally, sotois
it easier to complete spells or spell groups under the exact
guidelines of the most appropriate realm. From a large sample
of a realm’s foci one may determine the specific provinces
where the realm’s power lies. Thus Channeling holds more
sway over Undead, Mentalism over the mind, etc.

2.6 CROSS REALM
CASTING

The three determinants of realm deriving from the casting of
a spell are magical minutiae, source of power, and final spell
effect. All three contribute equally, and combine to cause a spell
to exhibit the specific characteristics of an individual realm.
However, each of these determinants may be artificially altered
to denote other realms of spell casting. This is known as Cross
Realm Casting. It can be accomplished through the use of the
skills Component Substitution and/or Power Point Develop-
ment (see Section 7.0), or perhaps through other means.

Most spells are only cast from their own realm using all their
realm’s determinants. This is done for a reason. Certain realm
determinants work better or are easier to use with some spells
than with others, this is principally what has given rise to and
over time has strengthened the individual realms. Spells not cast
with these optimal conditions often cost more in terms of power,
are less reliable, or are dangerous to the caster.
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Cross Realm Casting comes about when one or more of the
determinants of realm are different from one another. This can
benefit a caster in a variety of ways.

1. If a character is unable to complete the magical minutiae of
his realm, and he possesses the skill to perform the minutiae
of another realm, he may substitute the other realm minutiae
for his own. Thus a Magician might direct his speli attack with
a long hard stare rather than a pointed finger.

2. The effective definition for a realm may be changed (for
dispel and RR purposes) if at least two of the three spell
determinants differ from the casting characters original realm.
If all three determinants differ, the final spell is considered of
the Arcane realm.

3. Power points gained via other realm sources may be used to
fuel the spells of the caster. This is especially useful when
original realm power points become unaccessible to the mage.

Cross realm casting does not allow easier access to out of
realm and other base lists. Instead, the nature of what the
character already possesses is changed. For information regard-
ing Extraordinary Spell Lists Picks, See Section 12.1 in SL. |

Example: A Mentalism spell user casts the Essence spell
Teleport using Mentalism minutiae with PPs gained
through Channeling. His three determinants are in dis-
harmony (Mentalism-Channeling-Essence). The results
of this disharmony vary, and are detailed below.

Option 1: Require the character to expend more PPs for the
casting of spells in which the determinants differ. The addi-
tional cost in PPs for the casting of these spells may be made
equal to x1.25 PPs for spells which have two differing
determinants, and x1.50 PPs for spells which have three
differing determinants (round all numbers up).

Option 2: If two of three determinants are congruent (same),
then the spell may be used as the dominant realm with a -30
modifier to spell failure and/or ESF rolls. If all three are of
differing realm determinants, then the minuses should be even
greater (-50). This is a great dissuasion to Cross Realm
Casting, due to the inherent dangers and possible
reduced effects.

Option 3: As Option 2, except instead of penalties to the
caster’s rolls, any spell used in such a way is only one-half as
effective in terms of damage done or healed, duration, range,
area of effect, and other factors.

Option 4: Simply disallow Cross Realm Casting.



5.0 PROSATC MAG TG

In a world where magic is fairly common, not all spells or
spell lists would be the source of ground shaking effects, some
would just alleviate a minor difficulty. Likewise, not all spells
would be combative or “adventure-oriented” in nature. Prosaic
lists contain those spells which have been created to solve an
individual, specific problem. Prosaic lists contain very simple
spells of very little power. These lists are not, however, useless.
In many cases these spells perform many of those same tasks as
would a servant (spells of convenience). Some of these spells
are so common, that many of the base folk consider this type of
magic an everyday occurrence, and some, in fact, might even
possess one or two of the more useful spells themselves.

Due to the very simple nature of Prosaic magic, the develop-
ment point cost for these types of spell lists is halved (including
the cost for Semi and even Non spell users). The one divergence
from normal list rules that Prosaic magic takes is: when spend-
ing development points towards spells, it is possible for the
character to attempt to simultaneously gain one Prosaic list per
level, in addition to any other (non-Prosaic) list, provided of
course that the proper amount of development points are spent.
Only one Prosaic list may be attempted at any one time, unless
twenty picks are made in the first list and at least one pick in the
second, in addition to any other spell lists attempted (as per
normal list pick rules). So it might be possible for a Mentalist
character with 42 development points (round up), to attempt two
non-Prosaic and two Prosaic lists (20 picks in one of the non-
" Prosaic and Prosaic lists) during one level gain. For purposes of
gaining the lists, treat all Prosaic lists as if they were Open lists.
Of course, due to the ease of gaining Prosaic lists, power of the
spells has been sacrificed (for example; a 10th or 20th level spell
in Essence, might be the equivalent of a 50th level Prosaic speil).

While not a true “realm” unto itself, Prosaic lists do exist
within a pseudo-realm classification. The Prosaic lists are a
potpourri collection of spells, which are derived from the
multiple forms of spell power and spell casting (i.e., Channel-
ling, Essence, etc.). Some of the individual spells are, in fact,
made up of a style of casting that is of more than one realm
(similar to Hybrid base lists, only encompassing all three basic
realms rather than just two).

Many lists already in existance can be considered Prosaic,
such as Household Ways (RMCIII) and Pleasures (RMCIV), just
to name a few. This, of course, is up to the GM.

The GM need not worry of disrupting game balance, as these
spells are capable of little except convenience and time saving
and the development point costs for Non spell users is still
very high.

Option 1: Normal Player characters may attempt Prosaic magic
at levels higher than their own by making an ESF roll with the
ESF modification divided by five, for example: a spell one
level higher than caster will have an ESF Mod of 4, a spell 10
levels higher will have an ESF Mod of 15, and 21+ levels
higher will have an ESF Mod of 40.

Option 2: Require half or three quarter (round up) power points
to cast Prosaic spells.

Option 3: The development points necessary to learn an Prosaic
list are quartered.

Option 4: Prosaic spells may be of one specific realm rather
than all reaims. For example, Music Law may have 3 or 4
versions based on the different realms.

Option 5: Limit the level to which Non spell user’s and Semi
spell user’s may learn Prosaic magic. Non may learn to 10th
level. Semi may learn to 20th level.

Option 6: Require that the magical minutiae be strictly adhered
to by users of Prosaic magic. Because of the simplicity of the
Prosaic lists, the Magical Minutiae is pivotal to the final speli
effect. Individual GMs must decide which Prosaic lists de-
mand minutiae and the degree of intricacy that each minutiae
must display.
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4.0 PSTO

Psions have been a part of many Rolemaster games since the
introduction of Space Master, but never before have there been
guidelines for actually using Psions in a Rolemaster game. We
hope that this system of handling Psions will keep within all
previous existing rules, while expanding the use of Psions in
"game play.

The whole concept of Psions is based upon the assumption
that there exists a force of wiil within the mind of thé individual.
This force or power differs from the force or power of Primal
Essence, as it is not based upon an outside influence within or
used by the individual, but instead, is based upon the innate
mental power present in most intelligent beings (whether it is
used or not).

The rules and guidelines presented in the following sections
assume a fairly widespread availability of Psions. Psion power
points can be developed just as spell points are developed, and
any spell caster can use a Psion list. In Rolemaster, Psions
should use the BAR and spell failure tables just as if they were
spells.. If the GM wishes to use Psions, but have them be less
common, the following options should be considered.

Option 1: Start a character out with the knowledge of, or the
potential for, Psion lists due to a strange background (the
character is from a far-away land, was captured by
aliens, etc.).

Option 2: Allow Psion lists to be bought with background

- option picks by characters. One pick = one list.

Option 3: Only allow special NPCs access to the lists (powerful
monks from a special monastery, a certain powerful race, etc.)

Option 4: Use the rules presented below, but require special
training/meditation/items to develop Psion lists.
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4.1 LEARNING PSIONS

In order to facilitate ease of play when using Psions, we will
treat it as another realm of magic to be measured like Channel-
ing, Mentalism, Essence, etc. This will allow the integration of
the Psion concept into both new and old campaigns. When using
Psions within a Rolemaster fantasy setting, allow all characters
to make all Psion list picks as indicated on the chart below. The
Pure, Hybrid, and Arcane, spell users may develop any of the
Psion fields (Empath, Visions, Self Mastery, etc.) with equal
ease, while Semi and Non spell users may only develop in two
of these fields. It is easier for the “prime” spell users (Pure,

" Hybrid, Arcane) todevelop in Psions, not becauseof any special

innate power of the mind possessed by them, but because they
have had much more experience with using ‘“‘non-physical”
powers and have extraordinarily disciplined minds. Perhaps if
the Semi or Non spell user were to focus almost exclusively on
Psions to the exclusion of all else, they would be able to make
picks as a prime spell user.

PsioN DEVELOPMENT POINT CHART

Pick Spell User Type

Type Pure Hybrid Arcane Semi Non
A — —_ — 8/* 2x
B 4/* 2/* 2/* —_ —
C — —_ — 8/* 4x
D 8/* 6/* 2/* 20 —
E 20 20 4/* 40 —

4.2 PSION POWER
POINTS

Psions are powered in much the same way as are magic speils.
Power points are the energy which the Psions bum. Another
totally different set of power points must be developed to fuel
the Psions, while the normal (magic) set of power points fuel the
magic spelis (if possessed).

Option 1: Use the standard PP/level procedure with SD as the
primary stat.

Option 2: The cost in development points for such power points
is the same as the development point cost for normal power
point development, as per class type. The Psion power points
are not affected by any magical power point multiplier, unless
it too, was specifically designed for Psion use.

4.3 PSION VS MAGIC

When Psions and magic come into conflict (i.e., a cold Psion
attack vs a fire magical attack), use all rules in Spell Law Section
11.1 (Conflicting Spell Effects), treating Psion vs magic, as
magic vs magic. Magic spells which protect the mind from
specific magic mind attacks will not protect against Psion mind
attacks. A specific Psion mind protection must be used to protect
against the Psion attack. This applies also to the magic mind
attack vs the Psion mind protection. However, magic elemental
protection will protect against elemental type Psion attacks
normally, and vice versa. Any magic or Psion RR bonuses as a
result of the spell or Psion will work versus anything applicable
as per spell or Psion description, only if, the RR bonus applies
to any non limited area (vs all RRs, vs all mind attacks, vs all
elements, etc.).

4.4 PSION LIST NOTES

In an appendix at the back of this book, a number of Psion
lists, based upon those found in Space Master, are presented so
as to be used in a Rolemaster game. It should be noted that each
and every list should be examined closely by the GM before
allowing the list to be used, because the Psion lists may not be
balanced with the spells used in a particular campaign.
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S.OMAGHIC TORSPANCT ANAS T

Inaddition to making Psions available to Rolemaster players,
magic can be made available to Space Master players. These
rules are provided so that an inventive GM might add a little
spice to the ordinary space campaign. Magic might be explained
. into the campaign by explaining it so that instead of being
mystical it would be logical and scientific. Magic would be a
force like any other force, as common as magnetism or gravity.
In the Space Master world man has, for the most part, mastered
such forces as magnetism and gravity, and bent them to his will.
Using magic in Space Master, the man who bends magic
(Primal Essence) towards his will would be a sort of scientific
wizard.

5.1 LEARNING MAGIC IN
SPACE MASTER

The rules which cover the learning of magic in a futuristic
setting are very similar to the rules covering the learning of
Psions in a fantasy setting. To determine development point cost
of learning magic, see the chart below.

Option 1: The Pure Telepath may develop any realm with equal
ease. The Semi and Non Telepath may only develop in any
two of the realms. Inthis case count all Arcane magic as closed
lists.

" Option 2: GMs should require all SM characters to choose one

realm with with they can develop spells, just as characters do

in RM.

Macic DEVELOPMENT POINT CosT
List Portion Psion User Type
Type Type Pure Semi Non
Open A — 8/* 2x
B 2/* — —
C — 8/* 4x
D 2/* 20 —
E 4/* 40 —
Closed A — 16 4x
B 2/* 20 —
C — 16 4x
D 4/* —_ —
E 6/ . —_ —
Base A 6/* 40 —
B " - —
C 8/* — —
D 20 — —_
E 40 — —
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5.2 MAGIC POWER
POINTS

The Space Master character who wishes to manipulate the
force of Essence must have the required power points to carry
out the “spell”. These characters must expend additional devel-
opment points to produce the needed power to cast the spell or
Psion. It should be remembered that spell power points are
dependent upon a stat determined by the realm used: Channel-
ing — Intuition, Essence — Empathy, Mentalism — Presence,
hybrids average two of the stats, and Arcane averages all three.
Option 1: If Power Point Development skill is used, the cost for

such development is listed below. If Psion power points have

already been developed, another set of spell power points

(using the appropriate stat) must be developed in addition to

the Psion points.

Power Point Development

Pure 3
Semi 4
Non 10

Option 2: The caster gains a set of additional power points
along with the one he already possesses. Power points in-
crease each level just as the standard rules state.
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6.1 SPELL SHAPING

Before the development of the individual realms, power-
ful mages were able to shape the Primal Essence into crude
effects by investing enormous quantities of PPs into the
desired spell end. This means of spell casting then fell into
disuse due to the development of the Arcane realm and great
subsequent decline in the necessary amount of power needed
to invoke magic.

Unschooled mages and so called ‘hedge’ wizards often -
are able to create limited effects without the benefit of a spell
list. This form of spell casting leaves a mage exhausted and
drained of magical power from producing just a few simple
effects. This method of gaining spell effects is also poten-
tially dangerous, as the energy being manipulated is without
structured control.

Lecture at the Third InterCity Arcana
Conference, 1022 S.A.

...as most spell casting involves gaining the most magical
effects from the least amount of PPs. ‘Formula’ spell casting
involves finesse, skill, and near-perfect timing to nudge the
environment and other influences into the proper course,
accomplishing the caster’s desired ends. But, you may ask,
what about a relatively unskilled mage who has much power
(high PPs), but knows few ‘spells?’ Shouldn't this mage be
able to approximate any spell he can conceptualize and
possesses enough power to cast? To this I reply with a
resounding YES! :

Our research has indicated a way it is possible 10 accom-
plish any desired magical end, provided enough power is
spent in the casting. After months of testing and retesting our
theories and their limits, we have generalized our findings in
the following report. Any addenda, questions, or qualifica-
tions concerning our findings may be sent to ...

—Alacrus Aessaens
First Chair of Primal Essence Studies
Wolffe University

Using the following chart, the GM must decide what the
nearest spell equivalent to the caster’s desired effect is, and then
determine the number of PP the spell shaping will require.
Please note that this method of casting spells will result in
prohibitive power costs, limiting its unbalancing factor. It is,
however, still an option only for high-powered campaigns and
all GMs should look closely at it to determine if it is right for
their campaigns.

SPELL SHAPING PP COST CHART
PP Cost Determinants PP Cost
Own Base 10 PP
Open Same Realm 20PP
Closed Same Realm 30PpPpP
Base Not Own Same Realm 40 PP
Open Different Realm 50 PP
Closed Different Realm 60 PP
Base Not Own Different Realm 70 PP
Every Round Taken Off

Normal Casting Time 10 PP
Spell Level 10 PP/Lv1 Of Spell
For Every Level Above Own 10 PP

Note: Consider the Arcane realm as closed different
realm, for determination of PP cost, when it isn’t caster’s
base realm.

Note: If this option is used, suspend the normal limits
imposed upon the amount of PPs that may be cast in an
individual spell by one caster.

Option 1: Make Spe!l Shaping a skill (which will require a
successful skill roll to even attempt). If the skill roll is
successful, then the PP cost is as determined here. If the skill
roll is unsuccessful, no PPs are spent. Development point cost
is 2x cost for Power Point Development.

Option 2: If the Spell Shaped spell is higher than the level of the

caster, it requires a normal ESF roll for success, just as a
normal spell would.

Option 3: The GM may allow a caster to become ‘proficient’ in’

the casting of certain regularly used Spell Shaping spells by
reducing the amount of power necessary to generate the effect
by -1% per successful casting of each specific spell (though
never below 50% normal cost).
Option 4: Only allow caster to Spell Shape spells of a level
equal to or lower than his level.
Option 5: Require character to make an ESF roll based upon
“power points spent. The ESF modification being equal to -1
perevery PP (or -1 perevery 2 PPs) spent spell shaping. Thus
a spell shaped using 60 PP would require the caster to make
an ESF roll at -60.
Option 6: Only allow character to shape spells existing within
their realm. Additionally the GM might wish to limit the
character to those spell which are of his base.




Example: M’ ximus, a 1st level Animist is in a bit of a fix.
While seeking a fresh batch of a common herb, he encoun-
ters a hill troll who just happens to be seeking lunch.
Normally, M’ ximus would become lunch, but after at-
tending a Lecture on Spell Shaping, he thinks he may have
asmall chance. M’ ximus decidesto tryto casta Lightning
Bolt (Magician Base 10th level). He also needs the spell
in one round (not the required three). This spell will cost
M’ ximus 280 power points:

Base Not Own Different Realm 70 PP
+Two rounds off normal casting time 20 PP
+10th level spell 100 PP
+Nine levels above own 90 PP
=Total 280 PP

Unfortunately, M’ ximus didn’ t spend the time to calcu-
late the necessary PPs (he only had 16). So..M'ximus
attempts the spell, but, insufficient PPs—so, no effect!
M’ ximus realizes, while he’s being rended (preparatory
to being eaten), that he spent all his PPs to no purpose.
Maybe he should have simply run away...

Goth, a 5S0th level Evil Magician, has been banished to
another plane (actually the third Pale) and cannot get
home. He knows Lofty Bridge to 30th level, but needs to
cast the 50th level spell to return to his plane. He decides
to attempt Spell Shaping Teleport True (Lofty Bridge,
50th level, Closed Essence). This spell will cost Goth 530

power points:
Closed, Same Realm 30 PP
+Three rounds casting time 0 PP
+50th level spell 500 PP
+Twenty levels above own 0 PP
=Total .530 PP

Fortunately, Goth has enough power points to cast it
and the spell succeeds, and he goes home.

Coogan, a 15th level Mentalist, decides to try Spell
Shaping one of his known, lower level spells to become
familiar with the system in case of emergency. He decides
tocastaMind Store (Sthlevel, Presence List) on his house
cat. This Spell will cost Coogan power points:

Own Base 10 PP
+0ne round casting time o PP
+5th level spell 50 PP
+Ten levels below own 0 PP
=Total . 60 PP

Fortunately, Coogan has enough power points and
successfully casts this spell. “Interesting”, he thinks,
“I've just spent 60 PPs casting a spell that normally
would have cost me 5..."
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6.2 METHODS OF MAGIC

Of all the forms of magic, there exist three ways to utilize it:
Low Magic, Middle Magic, and High Magic. Note: the terms
Low, Middie and High do not denote amounts, but rather levels
of sophistication.

These three methods differ in the way the Primal Essence is
used to shape the final spell effect. Low Magic uses brute
strength, Middle Magic uses pre-established guidelines, and
High Magic uses formal, ceremonial rites.

LOW MAGIC (6.2.1)

Low Magic’stechnique for using overwhelming brute strength
to make up for the lack of preparation and basic framework has
the advantage of lending almost any spell effect to the caster
who possesses enough power points. The Low Magic spell is
quickly taken from the available power and shaped into an
approximation of the desired effect. The disadvantage of this
method is the massive power requirements for even the simplest
spells. This method is commonly used by spell casters who have
had little or no formal training in the magical arts. Even the
simplest spells leave these users drained for days. For a practical
discussion of Low Magic, see Section 6.1 Spell Shaping.

MIDDLE MAGIC (6.2.2)

Middle Magic is the method of using set, well-established
guidelines to produce a desired spell. This method of magic is
exemplified by the use of the ‘Spell Lists’. The spell lists have
the advantage of lending ‘tried and true’ methods to a relatively
low cost in power. The disadvantage of this method is the
rigidity to change. Change in the spells of Middle Magic is only
accomplished through great skill or great risk. This form of
magic is the most common of the three. Almost any spell user
worthy of the name will possess at least one or two spell lists. For
more information concerning Middle Magic, see any Sections
dealing with spell list rules.

HIGH MAGIC (6.2.3)

The last, and most successful, method for forming spells is
High Magic. High Magic is accomplished through the use of
intense magical rituals. These rituals contain the means to
produce almost earth shaking events in a relatively safe manner.
The advantage of Ritual or High Magic is the near certainty of
successes in the casting of mighty spells. Of course, some skill
must be possessed, in order to evoke the desired result. The
disadvantage of this method is the cost. in time, it requires to
successfully complete, even the simplest of spells. High Magic
may not be performed at a moment’s notice. High Magic is most
commonly used by well established and well experienced
casters of Middle Magic, though the ability to use Middle Magic
is not a prerequisite. High Magic is the technique used for the
production of truly extraordinary spells, and is usually re-
searched well inadvance by studious casters. For more informa-
tion conceming High Magic, see Section 4.3 Ritual Magic, in
Rolemaster Companion I1I.




6.3 POWER POINT BASE MAXIMUM

Just as there is a physical limit on the mortal body, as to how many hit points may be developed, there is also the same limit put
upon how many power points may be developed. Just as some races are physically superior to others, so too are certain races more
magically or mentally superior. Because the races differ as to their resistance verses the types of magics, this has a great bearing upon
the limit of power which they may wield. ‘

The table below gives the base power point maximum per race type. This is only the base maximum, and in many cases the total
might be much higher, depending upon the primary magic stat bonus. To determine the total power points use the rules provided in
RMCII Section 3.1 and Section 7.0. For characters who cast spells out of more than one realm always use the primary realm to
determine base, even in cases where spells from the secondary realm are often cast more frequently than primary spells.

Option 1: Characters who can cast both magic and Psion “spells”. will have two separate base maximums, one for primary magic
realm and one for Psions.

Option 2: Count Elementalism as Essence for purposes of power point base maximums.

RACE MAXIMUM PP BASE CHART
Base PP Maximum
Primary “Casting” Realm
Race Essence Channeling Mentalism Arcane Psions
Common Men 260 260 260 260 270
High Men 285 270 285 280 260
Half-Elves 285 270 285 280 235
Wood Elves 280 270 275 275 210
High Elves 280 270 285 275 210
Fair Elves 280 270 290 280 210
Dwarves 145 . 260 145 180 270
Halflings 130 ) 260 140 175 235
Lesser Orcs 255 245 255 250 235
Greater Orcs 255 255 255 255 250
Trolls _ 245 <245 245 245 235
Bear Tribes 195 265 265 240 260
Dark Tribes 265 255 255 255 260
Northmen 255 260 265 260 265
Arctic Men 260 265 255 260 270
Mixed Men 270 270 275 270 270
Grey Elves 275 270 275 275 210
Dark Elves 285 265 285 270 210
Aquatic Elves 275 270 275 270 210
Tallfellow Halflings 210 260 195 220 ' 210
Stout Halflings 120 260 145 175 260
Half-Elves A 270 270 285 275 235
Half-Elves B 270 270 285 275 250
Half-Elves C 255 260 265 260 235
Half-Elves D 270 270 285 275 250
Half-Elves E 260 255 265 260 ‘ 250
Half-Elves F 255 260 255 : _ 255 210
Half-Dwarves 210 260 205 225 270
Half-Orcs 260 260 255 255 260
Half-Ogres ' 240 240 235 235 250
Half-Trolls 255 260 255 255 260
Great Men 260 260 275 265 210




6.4 HERBS

Herbs provide the user with, depending upon the effect. a
multitude of enhancement and restorative options. Many herbs
exist which can, when prepared correctly, aid or hinder the
affected spell user. Of course, such herbs are highly prized by
wizards, who use them for personal power and gain.

VIR JAI (6.4.1)

Vir Jai is perhaps one of the most highly sought after herbs in
existence. The herb, when properly prepared and taken trans-
forms the spell user into a true adept of his magics.

Vir Jai effects Non spell users and spell users in two different
ways. The herb acts with and upon, the Primal Essence (power
points) inherent in all spelf users, while leaving Non spell users
unchanged (for the most part). For our purposes here, only count
Semi, Pure, Hybrid, and Arcane mages as spell users. Any Non
spell user who has been fortunate enough to gain a spell list will
still only be affected as per Non spell users. Psion users resist as
the Non spell users, unless they possess magic spells, in which
case any bonuses gained apply only to the magic spells.

VirJaiis alevel 50 nerve poison when taken by any Non spell
user. The Non spell user must save vs'the level S0 poison or die
(no lesser effects). If the Non spell user makes his RR, he is
given the gift of permanent, perfect night vision (as in daylight
but not magical darkness). If Vir Jai is ever taken again by that
character, regardless if he failed or made his RR, a second
poison RR is made (as the first), with nothing gained if the roll
is made, and only death as the result if the roll is failed.
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When Vir Jai is taken by any of the spell users, the probability
that the character will die starts off at 100% minus a percentile
die roll. This 100% may be modified by two factors: level and
primary magic stat or stats bonus (no other RR modifiers are
allowed). Each level of the character decreases the chance of
death by 1%. Forexample; a99th level mage willbe ata 1% base
chance to die. The stat modification. to the chance of death, is
the stat bonus divided by 10 (rounded down). A 1st level Bard
with a Presence stat bonus of 20 will have a 3% base chance of
survival (a 97% chance of death). If the roll is successful, these
abilities are gained:

1. Permanent, perfect night vision (as above).

2. The gain of 1 point to the primary (potential) magic stat.
Choose only one magic stat for Hybrids and Archmages.

3. The gain of archetype, aura, scope skills, temporal skills, and
spatial skills (as background options of same names, but not
cumulative with options already possessed. A GM may
decide that this herb only gives one of these options).

The ordeal is, however, very strenuous and taxes the resolve
of the spell user to the extreme. The temporary stats (strength,
constitution, agility, and quickness) of the surviving spell user
must be all lowered to 25, and E stress and shock criticals are
given. The herb may be taken only once, with the chance of
gaining the special abilities. If it is taken again, regardless if the
roll was failed or made, the character must again make the roll
versus death, with no bonus for a successful roll.

The raw (unprepared) herb is a small seed, which is the
product of a rare sterile bush. The sterile bush is the harvest of -
the cross-pollination from two otherwise unremarkable plants.
The sterile bush produces only one seed, then withers and dies.
The plant takes a full 10 years to mature, and requires constant
daily care. The preparation and almost sole ownership of the
plant is possessed by a zealous sect of extraplanar traders. The
end concoction is then ready to be consumed by the preparing
mage. The cost for the unprepared herb is 10,000 gold pieces,
and the cost for the prepared version is 100,000 gold pieces. The
herb has no addiction factor.

VIR LAVAN (6.5.2)

When found in its natural state, Vir Lavan is a small brown
nut that grows upon the sheer cliff faces on the Third Pale. When
cracked, and the meat eaten, it will increase the power that a
mage may wield. The herb, when taken, acts as a natural power
point multiplier. The form that the multiplier takes is directly
related to the inherent power possessed by the mage in the form
of primary magic stat bonus. The multiplier is xI per every 10
points of primary magic stat bonus (round down).

Example: A monk takes the herb, his Essence bonus is 33,
so the herb will act as a x3 multiplier.

If the bonus should go up or down for any reason the herb
multiplier wiil be adjusted accordingly. Vir Lavan will remain
in effect for 25 hours, after which time the multiplier ceases to
function. Due to the inherent power of such a herb, the cost for
one dosage is 500 gold pieces. The addiction factor is 50. The
herb resists enhancement from the use of any of the herbal
enhancement spells. Vir Lavan is a 25th level herb.




TAIRKEN RA (6.5.3)

Tairken Ra is a rare herb sometimes found within the very
center of the greater earthnodes. It is the root of a small bush,
which, when boiled and the remaining paste absorbed into the
target’s body in any way, will produce the following effect.
Tairken Ra, when correctly given, blocks the ability of the mage
to successfully cast spells. This effect is absolute and lasts until
a successful RR (use primary magic stat bonus) is made vs the
level of the herb. This RR is allowed once per day. Tairken Ra
may not be enhanced in any way, magic or otherwise. The herb

~ has no addiction factor, and is 50th level. Its cost is 400

gold pieces.

UBIQUITOUS PANACEA
BURGEON (6.5.4)

The Ubiquitous Panacea Burgeon bush is highly valued by all
who are lucky enough to encounter it, for several reasons. First,
one obtains a remarkable tranquil feeling, which, in a crisis
situation, will allow anyone to think with a clear head (+30to all
spell casting-ESF rolls are unaffected-meditations, and aca-
demic skills). Second, user is immune to fear and fear-like
effects. Third, the user gains a +20 bonus to any RR versus
disease. Fourth, the blossom will immediately stop the spread of
any poison and reverse any non-permanent damage the poison
has caused. Healing for the poison damage will take no more
than one week for the most severe poison. An additional boon
of this plant is the lovely aroma that the plant exudes.

There are only two ways to get all the effects of this plant; one
is to be surrounded by a live fully blossomed bush and breathe
its aroma. The other is to have flower blossoms reduced to their

.Essence and embedded into an elixir.

To distill the Essence requires the combined functions of
distillation, lord potion, channeling skill within a ritual of
alchemical and druidic/natural. This process requires 30 fresh
blossoms and at least four hours to complete. The final product
is three ounces of a thick aquamarine syrup that will remain in
effect for one day.

Ubiquitous Panacea Burgeon is a member of the Gloxinia
family The flowered bush’s blossoms have a silver trim at the
tlp of the petals, while the body of the blossom is lavender with
a sapphire core. The plant primarily grows in temperate regions
of planes and low hills and can take over entire hillsides if left
untended in the wild. The bush blossoms in the early spring and
will usually last through mid-summer.

This fantastic little elixir costs 500 gold pieces. This plant has
an addiction factor of 10. This is a SOth level herb.

XU RAN (6.5.5)

This dark green leaf when dried, crushed, and then burned,
produces a thick cloying smoke which aids focus of thought.
This focus of thought translates to a +20 bonus to any medita-
tions and any skills which depend upon concentrated attention.
One leaf will smoke for approximately 30 minutes. To gain the
full effects of the herb, it must be used in an enclosed area with
very little ventilation.

This 5th level herb costs 10 gold pieces and has an addiction
factor of 5.

DEODAR (6.5.6)

The leaf of this extremely rare tree has remarkable properties.
Naturally poisonous, when boiled in a brew of Eldaana (Herb
#602 in ChL/Cal), dried, crushed and mixed with Breldiar
(Herb#678 in ChL/Cal.), it will restore the spell casting abilities
of any spell caster who has lost the ability (through spell
fumbles, curses, etc.). If crushed and mixed with Klytun (Herb
#904 in ChL/Cal), it will reduce the length of coma for any
comatose patient by one-half (assuming it is not permanent).

" 'There is no ill effect in coming out of the coma early. In fact, if

it was a healing coma, the healing process will have been
completed in one-half of the time (the length of the reduced
comatose period).

In both cases, the herb mixtures must be placed directly
within the patient’s eyes. The herb has no addiction factor and
costs 130 gold pieces.
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6.5 UNUSUAL
PHENOMENA

Many strange and unusual phenomena exist, which may be
caused by and affect the careless spell user. Such phenomena
may be naturally or artificially generated. It is quite possible that
such natural manifestations can and will affect spell casting
ability. Listed below are two such phenomena; the anti-magic
zone and the reality storm (a severe disruption in the fabric
, of reality).

ANTI-MAGIC ZONES (6.5.1)

The anti-magic zone is an area of pronounced Primal Essence
disruption or deficiency. Such zones of disrupted or deficient
Primal Essence, act as if they were of an anti-magic nature. This,

-inturn, makes all spell casting, using the force of Primal Essence
(Essence, Channeling, Mentalism, Arcane, etc.) extremely dif-
ficultorimpossible. Anti-Magic zones are, in an effective sense,
the antithesis of the earthnode. Whereas the earthnode is Primal
Essence incarnate, the anti-magic zone is the antithesis of
Primal Essence.

The further one goes into an “A.M.” zone, the more powerful
the disruption. Until at the very center of the A.M. zone’s
strength, almost no magic works. A.M. zones are most typically
found in the shape of a sphere, and may be alternately stationary
or mobile (A.M. storm). The formation of anti-magic zones is
primarily attributed to any one or combination of the
below items.

State 1. Disruption of the Primal Essence into an area because
of high concentrations of Primal Essence inhibiting material
(eog, kregora, etc.), and deficiency within area because of lack
of proper Primal Essence regenerative time. May be overcome
by various mining and carting techniques. This form of A.M.
zone is almost always stationary (mobile possibility; fine kregora
dust caught in jet-stream) and is very rare.

State 2. Deficiency of Primal Essence because ethereal plane
does not come close enough to or reach a particular area. This
has the effect of quick dispersion and disruption of any magic
energies released in the area (kind of like the dispersion of a gas
in a vacuum). Also, this form of A.M. zone may. in some cases,
extend along an entire plane (i.e., the Ethereal Plane does not
reach the aforementioned plane). This form of A.M. zone is by
far the most common.

State 3. Deficiency and disruption of the Primal Essence into a
particular arca because of damage to the surrounding reality.
This form of damage may be ascribed to the type of effects
brought about by a reality storm during the subsequent repair
time. This form of A.M. zone is the rarest. Besides having no
Primal Essence, the area usually has nothing else either, no
matter, no energy, etc.

Not everyone finds the anti-magic zones harmful or useless.
Some races have even built huge cities at the heart of AM.
zones, for the specific purpose of protection from magic. It is
within these cities that the fighting man is supreme, and the
mage (even powerful mages) must beware. The A.M. zones
have also been used to imprison powerful wielders of magic or
store ancient relics of power.

Every anti-magic zone is made up of three main areas (see
diagram).

ZONEA
25% TOTAL AREA
RR VS 50TH LEVEL
ESF S0TH LEVEL

ZONEB
50% TOTAL AREA
RR VS 25TH LEVBL
ESF 25TH LEVEL

ZONE C
25% TOTAL AREA
RR VS 5STH LEVEL
ESF STH LEVEL

ANTI-MAGIC ZONES
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Part A. The center is the strongest portion of the A.M. zone and
takes up 25% of the total area of the A.M. sphere. Within this
area it is likely that only artifacts will survive unscathed (ail
magic items and operating spells must make a RR vs. 50th level
or have their Primal Essence dissipated (destroyed). If RR is
successful, the item resumes working normally upon exit of the
zone. Item need not make RR upon entering area B or C from
A), and all magic users who are casting a spell must make an
ESF roll as if the spell were 50 levels above its actual level.

Part B. The area surrounding the center is the largest effect
area, and takes up approximately 50% of the total area of the
