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With the rcleaae of thia 6ut ..olume of 
the S-rdta1 D Compudon Serice comu a 
number of Cf1C1tion1. Fiut railed ia a 
quc1tioa br 1ub1criben of AG'a GRIFFON 
Maguine. Where ii GRIFFON? Herc it i1, 
in your handa... '°" of. aib1cribeu ha•e 
been tellin1 UI (Ind we'ft been rcalidn1 
thia, too) that our place in FRP ii 
..... aa. 'Jbere are plcntr of companiu 
dcalln1 in traditional FRP, indeed, there 
are probablr close to 1000, countin1 all 
the . 1mall onu. So we'YC chosen to mab 
our dent in full RH liw rolepla,in1 ••• 
S..rdta1. 'lberefore, the logical thing to 
do with that (,dear to mr heart) 
bod1epod1e of a masame, GRIFFON, wu 
to chanse it to the perfect puneyor of 
new Swordta1 materiall 

So, dear 1ubacriber1, though we no lon1er 
conalder thia a "m11a dne" and will no 
longer accepc 1ubacripcion1, you may 
condder it YOUR "GRIFFON" at !cut 
until your 1ub1cripcion run1 out. You're 
1euina a sood deal... there ii a lot more 
time and cpialit r 1oin1 into a handbook 
than a maaninc, with hcaricr paper to 
boo ti 

Probablr the nen molt aabd quutlon will 
be, "Where arc the Priuu?". Well, there 
wu 1ucb a multitude of material on maaic 
and 1uch thlt we thouaht it better to aa vc 
the clerical material for another volume 
(pouibly the vcrr next). Abo, there will 
p<obablr be a volume containin1 jun new 
profc11ion1. a1 new onc1 1ccm to be a 
popular item. 

Let UI mow if there arc other areal of 
S-rdta1 you'd like to ICC UI focu1 On in 
a Com.,.m-. 

Depending on bow popular thc1e 011lume1 
arc, we'll bring them out in quicbr 
order. Heck, right now we have material 
to fill about five or 1h: ..olumn. It'• all 
a matter of organilina and printing (and, 
of couuc, funding!). 

Here are all the (tentative) titlea we arc 
workina with now1 Prieau; Swordta1 
Bcniary (Ill new monncu); Double 
Adventure Feature, "Path of the Golden 
Icon• and iu 1cqucl, "Re vcnge of the 
Voodoo !Cina"; Wood1mcn, Barbarian•, 
Druid•, and Elvc1; A Plethora of 
Profcuiona; Warriou and Combat; 1bicYc1 
and Nighttime Swordtag. 
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NBW MAGICAL rrBll 

An ut erisk (•) denotu a cursed item. 

MAGICAL WEAPON 

TJ'PC Value Dam 
Bloodlust Blade• 400 2 
Boomerang Arrow• 20 2 
Dagger of Disgrace• 100 2 
Dancing Blade 1000+ 2 
Firebuut Arrow 90 5/3 
Fork of Breaking 600 2 
Hammer of Luck 200 2 
Katana of Honor 800 2/3 
Kraag's 

Exploding Swo rd 1000 2-4 
Kraag's 

Elemental Sword 1100 2-4 
Ma ce of Pummelin g 600 2 
Mirage Blade 600 2 
Rusting Sword 10 0 1 
Stadowsword 1000 2 
Spiritsword 800 3 
St a££ of Blunting 800 1 
Staff of Wounding· spec 4 
Swo rd of Overpowering 575 2/4 
Trident of the Wateu 650 2/3 
Woodaman'I Hatchet 625 1/2/3/4 

BloodlU1t Blade Evil appearing blade with 
dark metal, red or "bloodstained'', and 
morbid engraving• or aculpting. After first 
uae, bearer developea an "attack first, uk 
que1tion1 later" attitude, immediately 
charging into battle upon aeeing a arranger 
of any aort, After 5 minutea of battle (or 
being forcibly restrained for that long), he 
regains his sense• for the time being. 
Among people (in town, etc), he will tend 
to pick fighu and be angered easily. 
Bearer will not heal, indeed, he losea 1 Ip 
per each hour that he does not draw blood 
with the 1 word. 

Boomcrana Anow Obvioully magical arrow 
that tends to dip or curve in flight, not 
very useful for archery. After being shot , 
a monster player either throwa it back, or 
hides it, throwing it at the archer at a 
more opportune time. After thia, the 
arrow ia u1clc11. 

Daner of Di11racc Usually an Oriental 
"auicide knife". If the wielder ia ever 
dcfe1ted, captured, or greatly humiliated, 
he will be compelled to u1e the dagger to 
atab him1elf (doing 2 Ip per hit) until 
unconscious or stopped. Even if stopped 
or rescued, he will be extremely 1uicidal 
until the da gger i1 de stroyed or the curse 
ia lifted. 

Dandn1 Blade Re quires a ful l-time 
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parttClpant to "play'' the sword, wearing a 
black, hooded costume and wielding the 
sword. Hits to the non-e zistent wielder 
do no damage. Sword follows orders of 
the one who weara the 1cabbard, Some 
more valuable varieties have intellect, 
speech, and/or special powers. These 
swords may disagree with the scabbard 
wearer and require 3 hits from a Weapon's 
Death spell to be destroyed. 

Fi.rcbaut Arrow Has red water balloon 
attached as tip. Fireburst on impact 
caU1es 5 Ip dam to target, 3 Ip to any 
splattered. 

Fork of Brcakin1 Has "weapon catcher" 
feature at tip. Once per session, a caught 
weapon (magical or not) may be declared 
broken and useless. 

Hammer of Luck An engraved war hammer 
of oriental design. Created by a Mage 
with a de ranged sense o f humor. Upon a 
successful o ff ensive hit (a dub won't do), 
the "victim" is •.Cfected with a Luck 
spell. 

Katana of Honor Samurai 1word of 
excellent quality, with golden or iriduccnt 
cloth grip, bound in black strip•. Bearer 
gain1 protection as Medal of Valor, but i1 
alao immune to Humble . Bearer may 
charge (as a Knight) with sword, doing 3 
Ip dam on firat hit. 

ICna1'a Bzploding Sword A magical blade, 
wrapped in metallic iridescent mesh. The 
Wizard King Krug tried to outdo Gallcan'I 
Sword, and 1ucceeded... to an extent. 
Thia aword hu 20 removable labels on it. 
Each lisu a random damage amount , or 
"Explode (8 Ip)". Before each melee, one 
label is removed to determine the sword's 
damage amount, or "Explode (8 Ip)". If an 
explo1ion occurs (which will occur on the 
first hit by or against the sword), the 
wielder automatically lo1cs 8 Ip and 
follow• one of two course• (whether 
unconscioua or not): 

1. He calla out, "Explosion! Everybody atop 
and stand frozen wear you arc!" He abuts 
hi1 eyes and movu to attack 7 victima to 
1imul•te the ezplo1ive effecu. Each 
attack awing mull be made on a 1eparate 
victim and each dou 1 Ip !cu than the 
one before, 1tarting at 7 Ip dam. He 
mull make viable attack1 and must make 
hi1 first two attacks against comrades, 
Since victim1 were not prepared for an 
explosion, they are required t o stand (no 
fallin g down) with "fro zen feet" (as spell). 
De fen1 e allowed a gainst the "e xplosion" 
playe r 's 1ingle at tack swing consists o f 
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body twiata or in place movcmcnu. No 
parrying with weapons is allowed, as a 
sword would not deter an explosive blast. 
A shield block will lower damage to half. 
No game time is apcnt during this time, 
and the "cxploaion" player returns to hia 
original apot to accept his condition. Play 
returns to nor ma! and the sword is 
removed from play. 

2. He calls out, "Exploaionl Everybody stop 
and stand frozen wear you arcl" He is 
supplied 3 water balloons by a monster 
player, which he must throw straight 
upward. Anyone who uku a direct hit 
receives 8 Ip dam, while those who arc 
splashed receive 4 Ip dam. No intentional 
aiming at monster playcu is allowed. 
Optionally, the TM may move in to the 
sword wielder's position and to11 the 
balloons to insure impartiality. The sword 
is re moved from play. 

l:raa1'a Elemental Sword Same as 
exploding sword, czccpt sword is colored 
appropriately for the elc mcnt that ia 
trapped within. If the label rcada 
"Ea cape", the aword ia dcauoyed, the 
bearer takca 6 Ip dam, and will be 
attacked in the future by the vengeful 
(and powerful) elemental. 

Mace of Puamelin1 Once per hour, 
wielder may announce that he wi1hc1 to 
uac the mace'• "Pummel" ability. He haa 
l minute in which to 1ucce11fully strike a 
victim in the cheat area. If 1uccc11ful, 
the opponent ia rendered unconscious, as 
per a Thiera waylay. 

Mira1e Blade Hu propcrtiu of "sword" 
created by the new spell of the 11mc 
name (sec elsewhere in this volume), but 
ia permanent. Inflicts illusory damage 
rather than re al. 

lmtm1 Sword Appears u a ruaty metal 
weapon. Any metal item (other than a 
weapon) ia dcatroyed when touched by the 
Rusting Sword. Dou 4 Ip dam against any 
metal creaturu. Cauau any metal 
weapon hit to become a Rusting Weapon 
(magical weapons require 2 or pouibly 3 
hiu to be affected). Disintcgratu after 
three hiu against any surface. 

9ladow1word Black blade with inset gems. 
Wielder gains one random Thief skill at 
3rd ak lcv of ability, and i1 immune to 
Darknc11/Blindnc11. Once per hour, hit 
cau1c1 Darknus I, Sleep, or Blindncu 
(melcc duration). 

s,irit1-rd A holy weapon. Glowing blade, 
or white blade inset with glowing runu, 
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stones, etc. Can only harm creatures that 
arc vulnerable to being turned by a (good) 
Priest, and ethereal beings- creatures with 
no solid substance. The blade part of this 
weapon docs not actually exist for 
material beings. 

Slaff of al ... ting Once per hour, upon hit, 
may render any bladed weapon useless for 
rest of melec. 

Slaff of Womulin1 Appearing dark in color 
with a large red gem, this staff has 1-10 
charges and is valued at 200 NO per 
charge. Its special power is the ability to 
cause 4 Ip dam at will. A pull-off pad 
should be included on the staff with 1-10 
more labels than the staff has charges. 
The user must pull one label per use. 
Thcac will normally be blank, except for 
one somewhere in the middle of the pad 
that 11ys, "Last Charge". The staff then 
disintegrates and is removed from play. 
The reason for the extra labels is to keep 
the user in the dark about when the 
staff's charges arc nearly spent. The staff 
may be used normally as a 1 Ip dam 
weapon. 

S.Ord of Qyerpowerin1 This two-handed 
1word (or large warhammcr 1 mace, etc) 
behaves as a 2 Ip dam magical weapon. 
However, once per hour, the wielder may 
howl a battlccry and deliver such a 
powerful blow that twice dam (4 Ip) is 
inflicted. After making thia cry, only one 
awing may be tak•n, and muat be taken 
within 5 seconds of the cry. If the swing 
i1 blocked by a weapon, that weapon will 
be knocked out of hand. If blocked by a 
shield or weapon that can't be dropped, 
the opponent is momentarily knocked off 
his feet. 

~ent of the Waters Protects iu wielder 
from water based attacks. Attacks with 
this weapon do 3 Ip dam to both water 
and fire based creatures. 

Woodsman'a Hatchet Docs 2 Ip dam when 
uacd by Woodsman or Barbarian (l Ip if 
not). If thrown, may be picked up and 
used again. Docs 3 Ip dam against 
plant-like creatures (4 Ip if used by 
Woodsman or Barbarian). Bestows tracking 
abilities on user if not already possessed. 

Holy Ite m1 function only in the hands of 
thoac of pure and good intentions. 

TJpc Value Freq Om 
Beads of 

lnterce11ion 270 l/aes 10 min 
Blessed Token 60 1 perm 
Chalice of Purity 100 l/hr perm 
Cross of 

St Greywolf 600 l/hr melee 
Crown of Counsel 450 l/1e1 10 min 
Holy Grail apec perm 
Icon of St Ka phen '• 

Basilica 500 apcc perm 
Ring of Truth 600 3/hr 

Bcada of lnterce1aion Rosary beads. 
Allows use of lnvokation work. 

Ble11ed Token Gold or more valuable coin 
with cro11 symbol. May be uaed to Lift 
Curie once. 

Chalice of Purity White, conical chalice 
(suggesting an inverted unicorn'• horn). 
Any drink or potion poured into the cup i1 
freed of poison or any special e ffecu 
(potions are negated), unleu they are 
healing potions of some sort. 

Cro11 of St Gre7wolf Silver crucifix with 
black and blue gc ma. Be1tow1 wearer 
with Exorci1t'1 Aura, Ward Undead and 
De mon1, u well 11 anyone touching the 
wearer; 

Crown of Comacl May be used to call 
upon an angel (or other holy mcuenger) 
who will arrive within 30 minutes for the 
purpose of dispensing advice. The advisor 
may not ncceuarily answer questions on 
all things, but can be counted on to give 
good counsel. The meuenger ia not in 
material form and cannot engage in 
combat or be harmed. If attacked, the 
angel will simply leave, 

Hol7 ,Grail This item ia only found after 
completing a great quest full of dangers 
and uiala that test the finders' akill, 
intellect, wisdom, and values. If found, it 
will stay with the adventurers for the 
remainder of the susion, then vanish to 
reappear elsewhere for others to aeek. 
Any group finding it reccivu 1000 EP. The 
Grail ia pricelesa. 

The Grail has the following powers: Any 
evil being touching or carrying it 1uufeu I 
lp dam per minute (l Ip dam for even a 
momentary touch); will Turn any undc ad or 
diabolic presence that aeea it; constantly 
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emits Exorcist's Aura and Ward 
Undcad/Demons; drinking water from it 
causes healing of all afflictions, damage, 
and poisons- once per hour per peraon. 
Also, any priestly type who finds the Grail 
1ain1 +1 to his Wisdom rating. Any 
Knight gains 2 extra lp permanently. Thia 
item may only appear once in any given 
campaign, and the quest to find it must 
cover more than one 1e11ion. 

Icon of St ICapben'a Baailica Appears 11 a 
small 5" tall golden figurine. Revered for 
iu healing powers from Heaven, it has 8 
Ip of healing per hour dispensable in any 
amount per uae. Optionally, the Icon will 
dispense healing for an affliction, 
paraly1i1, blindness, or poisoning. To do 
so, the Icon mun have at least 5 Ip of 
healing left for the hour. Thus uaed, the 
Icon will not function again until a new 
hour begins. 

Rina of Truth Givea wearer the ability to 
detect lies, but the wearer ia also 
incapable of ever telling a lie. To detect 
a lie, the wearer simply asks if something 
said was a lie, te!lin1 the speaker that he 
ia detectin1 a lie. Made of a light 
colored metal with a moonatone. 

MAGIC/HOLY TEXTS:--~~~~~~~ 

Although aucb items should be quite rare, 
magic or holy tracu and treatises make 
interesting treasure. In most cues, these 
items have a magic bound to them that, 
once expended, causes the text to turn to 
duat. However, they usually leave a 
luting mark (for good or ill) on the 
reader. Since thcae books actually have 
something written in them, thia mi1ht be 
a great chance to encourage players to do 
aomc reading up on topics that might help 
them roleplay better. Treati1e1 on various 
skills or a bit of hiatory might be made to 
work u the ma1ic book prop. Optionally, 
a short article written on a scroll might 
be made, but it might require "translation" 
from an archaic language (a code- maybe 
a simple 1ub1tit ution cipher) which could 
take some tedious work. In general, the 
uaer should be required to completely read 
the text of beneficial books, and the TM 
should prepare some sort of cum 
afterwards to verify the reader's 1rasp of 
the topic. 

If an individual fails an exam, he may try 
reading the text again, or may allow 
someone else to attempt it. 

Words from a magical text may be copied, 
but these words will carry no particular 
magic. 
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Blc11ed Scdptarea Small Bible; non-priest 
may perform any priestly work by finding 
an appropriate verse to support it twice 
per scaaion, Aa these arc meant for 
promoting the message of good among the 
p•oplca, Priests . will find no c :rccptional 
power in these special books. Additionally, 
the keeper of this book can receive no 
outside assistance in his pursuit of a holy 
work. 11tia book does not self-destruct. 
Value: 1000 NO 

Caraed, Blaaphem., Full of awful pictures 
and insane poetry; bestows some sort of 
Cuue on reader. Value: 100 NO 

Cuued, Fa!.. Bcology Erroneous treatise 
on a particular monster. Whenever 
afterwards the reader should do battle 
with that monster, he will suffer double 
damage and effects (if any) from iu 
attacks. Value: 150 NO 

Curacd, Fabe IDatruction Specified on 
cover as to profusion meant for- i.e. 
"On E:rcellence in Woodamanship". Warped 
and erroneous information. Causes 1011 of 
100 BP. Value: 150 NO 

Caraed, Horrora Horror novel; upon openina 
cover, victim ia affected u Panic; and is 
affe ctcd by a Curse, in that, upon 
encountering any creature rue mbling some 
monater/villian from the book, victim will 
a gain Panic. Value 1 120 NO 

Caracd, )Dfa-tioll Jnt ere1tin11 novel; 10 
interesting that the reader just CAN'T put 
it down! He will always carry it in one 
hand or tucked under an arm, until he 
makes it through the book. May only be 
read during 1euion1. Victim will have 
half spell/work points to use per hour and 
will lose any profeuional 1lcil11 due to 
distraction, until book is finished, Must 
make some positive comment about book 
at leut four times per hour. Value: 50 
NO 

Caraed, Stupidity Spcllcasten or holy 
workers of any sort lose 1 pt of 
spell/work pu per hour. Value: 200 NO 

Bcology Treatise detailing a type of 
creature, its habitats, behavior, etc, 
Reader does +l dam per hit when battling 
such a creature, in addition to the obvious 
benefit to knowing its special attacks and 
abilities. Value: 250 NO 

E:rperience Various typca. Bestows 50 BP 
for a particular profeuion(a). E:ramplc: "A 
Field Guide to Medicinal Herbs in the 
Lands of Grammar" which would benefit 
OTuida, B~rabarian1, or Woodsmen, Value: 
200 NO 
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Health A health or e:rercise book. Gives 
some particular regimen to begin and 
follow after reading which gives reader +2 
Ip above old total, To retain bonus, 
regimen must be strictly followed. 
Faltering once causes the bonus to be 
reduced by one, and faltering again causes 
the 1011 of it altogether. It cannot be 
regained short of finding another similar 
book. 

It can be a serious regimen (once per hour 
do 50 push-ups, 50 sit-ups, 100 jumping 
jacks, and jog for 5 minutes) or it can be 
somewhat comical (once per hour stand on 
head for 2 minutes, do Richard 
Simmons-like dance for 2 minutca, and do 
Russian hat dance for 2 minutes). Value: 
200 NO 

lmproyemcnt Various types. +l bonus to 
spcll/work/psionic poinu available per 
hour. Value: 320 NO 

.lnlpiration Reusable, and may be read 
during or between sessions, After reading, 
user ia "inspired", able to, for the 
following seuion, gain a special benefit 
for one hour. Choice of 1) +l dam, 2) 
Gain 2 added spell/work pu, 3) Affected 
u per new Couraae work. Value: 150 NO 

1D1truction Teachca new prayer, spell, 
song, discipline, etc., regardleu of reader's 
1k lev, 11 long as he is of the appropriate 
profession. Value: 100 NO/level 

Picture Book Includes 1ketchca of a 
number of items and/or creatures, 
Removing a page causes item or creature 
to be conjured for 15 minutes, although it 
may take up to 30 minutes for it to 
arrive. If the TM introduces thia book, he 
will have to be prepared to handle it • . 
Thi• book contains no instructions other 
than the quote: "Dear Reader, If you want 
to gain the effects of this book, you mutt 
acream out quite loud". Value: 800 NO 

Profe11ion If reader ia of the same 
profcuion as the book tells about, he 
gains enough BP to advance one sk Jev. A 
reader of a different profession may (on a 
Jd3): 1) Gain whatever abilities (but not 
Ip) that arc available to a 1st sk lcv 
character in that profession or; 2) Lose a 
sk lev in their own profession because of 
false teaching (i.f a character attempts to 
read a book about a profession entirely 
incompatible to his, he automatically 
receives this fate- TM's ruling- e:rample: 
Priest/Druid, Knight/Thief, etc.) or; 3) 
Character affected by both 1) and 2). 
Value: 600 NO 

Sermon A sermon e:rhorting the reader to 
rcaist some sin or temptation. If the 
reader then roleplay1 this resistance well 
from then on, he will be immune to any 
spells, curses, etc, that would cause him 
to act against the admonitions of the 
sermon. Value: 300 NO 

Sldll Teaches some particular skill (pcrhapa 
from a particular profession, or a unique 
ability). If the reader already possesses 
this skill, he either improves in thia skill 
be one step or level, or simply gains 50 
EP. Value : 100-600 NO 

Special Instruction Very valuable. Teaches 
a apcll/praycr/song, etc, regardless of 
profession or sk lcv. Usuablc thereafter 
once per hour. Value: 250 NO per spell, 
etc, level 

Weapon Sldll Asks reader if he is willing 
to make three sacrifices in the pursuit of 
c:rcellence and oneness with his chosen 
weapon. Abilities and the corresponding 
sacrifices come at 1/3, 2/3, and the end 
of the book. The reader may chooae to 
stop reading at any point. The abilities 
gained, in order, are: 1) +l dam, once/sci, 
melec dur; 2) +l dam and first strike 
guarantee, once/hour, mclee dur; 3) +l 
dam perm and first strike guarantee 2/hr. 

Some pouiblc sacrifices follow. The TM 
is free to come up with others. Note 
that a character who normally wears no 
armor is not makin1 a sacrifice when he 
choo1c1 "Give up armor". 

Level 1 Sacrifices: 3 Ip; 2 known spells, 
ct c, that are USED; 1 minor skill that is 
USED; 2 spell, etc, points per hour, No 
plate armor 

Level 2 Sacriflce11 more Ip; 2 more 
known 1pell1, etc, that arc USED, and arc 
at least 3rd level; 1 major skill 
(Woodsman's Potion, Backatab, etc); 3 more 
spell, etc, points per hour , Nothing more 
than studded leather armor 

Level 3 Sacrifices: more Ip; 3 more 
known spells , etc, that arc USED, and are 
at least 3rd level; 1 more major skill well 
used and highly needed; 3 more spell, etc, 
points per hour, No armor 

MIXED BLESSING:s-~~~~~~~~ 

Th• following itema are all cursed, though 
with some slightly redeeming b•ncfiu. 
Since most involve toying with a 
character's personality, the victim player 
should receive some EP award u a reward 
for good rolcplaying. 
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Tn>c Value Freq Dar 
Crown/Sceptre of 

Authority 500 l/hr 10 1e c 
Medal of E:rceedingly 

Courageous ... 300 perm 
Ring of Rebellion 310 perm 

Crown or Sceptre of Authority Looks like 
a Crown/Sceptre of Rcgality. Owner 
becomes proud, boastful, unwilling to do 
menial, lowly, or "dirty" tasks (crawling, 
hiding, sneaking, searching a dead monster 
for treasure, etc). Can cast Order I/hour, 
and ia immune to any mind control or 
Humble. Will bou others about, using 
Order if neccuary. 

Medal of E::rcecclingly Couraaeous and 
Valiant Stupidity Similar to Medal of 
Valor, but lists some Jong, rambling, heroic 
title on it. Wearer is immune to Fear, 
Panic, etc, or being forced to do anything 
that resembles fear or cowardice. 
However, wearer is touchy, and woe to 
any who even suggest in any way that he 
is scared or has the least trace of 
cowardice in his heart, Wearer NEVER 
leaves nor flees a battle. 

Ring of Rebellion Wearer is immune to 
any sort of mind-control, charming, or 
ordering, but becomes quite hostile toward 
anything or anyone resembling authority. 
Will always be quite uncooperative if 
asked to do even very re uonable things. 

OTIIBR MAGIC ITEM 

Type Value Freq Dar 
Bearskin, Magic 750 l/hr mclee 
Bcaukin, Polar 900 l/hr me lee 
Cloak of Blending 675 unlim 
Cloak of the Coward 5'0 unlim vatic1 
Crown of Regality 400 l/s•• 10 ICC 
Cube of Freezing 150 l/hr mclee 
Deathrattle 350 2/s•• instant 
Firebuut 9iicld 375 unlim• instant 
Flute of Charm 275 l/hr 1 hr 
Gem of Knura 600 perm 
Hat of Conjuring 975 spec varies 
Honing St one 400 once perm 
Knot of Wind 120 once instant 
Lute of Fochluchan 450 unlim perm 
Lute of Macmirdhah 875 unlim perm 
Mask of Greed• 500 perm 
Medal of Valor 450 unlim perm 
Mirror of 

Duplication• 100 once perm 
Needle of Mending 550 I/sea perm 
Nccklass of Darts 25/dart unlim perm 
Orb of Destruction 850 unlim perm 
Pen of Truth 100 unlim instant 
Pipes of the 

Nor'wcster 400 l/hr instant 
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Sceptre of Regality 750 I/sea IO sec 
Sein, Biting• 230 unlim spec 
Tape of Repair 320 once perm 
Wand of Clarity 500 2/ses melee 
Wand of Winds 425 I/hr IO ICC 

War Drum of Lolcu1 850 I/hr varies 

Bearalcin, Magic Bearskin with fur-covered 
monster claws (bearclaws) and bear mask. 
When worn, acts u "hide" armor (2 Ip 
bonus). Once per hour, wearer may 
assume form of bear for melec (he puts 
on mask and claw1). Becomes unable to 
speak, quite unreasonable. Claws do I Ip 
dam, but may be used to block or deflect 
blows. If both claws hit target 
simultaneously, 4 Ip damage is done from 
"bearhug". 

Bearakin, Polar Same as Magic Bearskin, 
but wearer is immune to any cold-based 
attack1. 

Cloak of Blending Wearer will be 
practically invisible when he I) Makes at 
least some attempt to hide in the 
surrounding1, and 2) Stay1 still. 

Cloak of the Coward Cloak with yellow 
stripe down back. Wearer can activate by 
crouchins and completely wrappins himaelf 
in the cloak. While thu1 protected, he ia 
imperviou1 to harm or most spella. 11ie 
cloak may still be affected by Weapon's 
Death, and any diapla cement spells (the 
new Besone, Wind Blan, etc.) will hsve 
normal effect. While u1ins the cloak's 
power, the wearer may not look out or 
participate in the outer world in any 
manner. If or when he does, the cloak's 
spell is broken for at least 15 minutes. If 
affected by Fear-type effects, the wearer 
will automatically resort to usins this 
item. If, unknown to the wurer, this 
item ia u1cd more than three times in one 
seuion, the wearer will be forced to bcsin 
u1ins this item at the onset of any attack 
or appearance of danscr. He is under the 
item'I curse. Some who have had these 
cloaks like to refer to them as Cloaka of 
the Turtle. 

Clo- of Re1ality Bejeweled crown. 
Wearer may cut Order, but Order i1 
special, up to 3 words Ions. Wearer beau 
himself with disnity and nerta an air of 
resality. NPC'a and certain intelligent 
monsters should treat the wearer with 
respect, even if they still fight against 
him. No one will insult or a peak rudely 
to him (e:rccpt pouibly a wearer of the 
Rina of Rebellion!). 
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c•e of Freezing If this magical cube 
comes in contact with exposed flesh, it 
will cause I Ip dam per IO sec (1 Ip 
minimum). Optionally, may be thrown as 
missile weapon to cause effect as 
Paralysis spell. Does not have to hit 
c:rpDsed flesh. 

Dcathrattle Shaken visorously, causes any 
"deanimated" undead to rise again, and any 
other dead creatures in the area to rise as 
Zombie1. These undead arc NOT under the 
control of the user of the rattle. In fact, 
they will attack the nearest creatures 
possible until destroyed. Any undc ad 
raised with the rattle will have half Ip 
and no 1pe cial abilities. 

Firebunt !itlcld This magical shield will 
have 4-6 red water balloons attached to 
its surface. Upon an attack, if any 
balloon1 are burn, anyone hit by the 
splatter (c:rcept the bearer of the shield) 
taku 5 Ip fire damage. Once the balloons 
are expended, the shield loses its magic. 

Fl,.e of Charm When played by a Bard, 
acts aa the sons1pcll, Charm. Use a sold 
painted flutophonc or recorder. 

Gem of ][nura A powerful, large masical 
S<m. If ICt into a fine, but mundane, 
weapon, shield, or armor, will turn it 
magical. 11>• weapon will be a Z Ip dam 
one; Armor or shield will give additional 2 
Ip protection. 

Hat of Conjuring Looka like 1 large, 
floppy hat, out of which may be pulled 
varioua magical, one-U1e ite m1 that arc 
replenished at the 1tart of each 1c11ion. 
Each item ia contained in a pouch if 
possible, and, once re moved, i1 activated 
and e:rpcndcd. There will be 3-7 item• at 
the at art of each 1c11ion and the typu 
may change, Itcm1 will usually have the 
effect of 1omc Magc1' spell, or perhaps 
serve as a temporary weapon or odd tool. 

Honing Stone Magical atone for 1word 
1harpcnins. If a normal blade ia honed 
with it, the weapon will be able to affect 
creaturu normally affected only by 
magical weapons. However, the weapon 
will nill be a I Ip dam weapon. 

bot of Wind A small piece of soldcn rope 
with a knot tied at iu middle. If untied, 
thi1 knot causea the effect of a Wind 
Blut 1pcll. 11irow the piece at target to 
determine 11 ve. 

Lute of Fochluchan In the hands of a 
Bard, used as his instrument, bestows an 
extra 1 songapell point/hour to iu user. 

Lute of Macmirdhah Similar to other lute, 
but bestows extra 2 points. In addition, 
once per hour, the Bard may play a 
soothing sons which will heal himself 2 
Ip. 

Maalt of Greed Golden deathmask on 
mummy. May come in other form1 of 
treasure, usually found inside a tomb. 
Bestows a curse as new Masc'a spell, 
Thief'• Cuuc. Curse takes effect at end 
of session, affecting whomever has 
pDsscuion of the mask, or whomever sold 
it. 

Medal of Valor Golden medallion bearins 
lik•neu of great hero, Wearer is immune 
to all forms of magic that cause fear or 
fear-like effects (i.e. Panic, Fear of 
Forest, an Order to "Run!", Humble, etc). 
If wearer repeatedly leaves battles or ever 
acu uncourageously (TM's ruling), the 
medal may myatcrioualy disappear to find 
a nc w, more worthy, owner. 

Mirror of Duplication The first person to 
touch the mirror i1 "copied". The TM 
should question the players alyly to find 
out this information without arousing 
1usp1c1on. Sometime in the future, a 
duplicate of the adventurer will appear, 
with coatumc and gear roughly matching 
thoac of the original. Thia being has all 
abilitiea of the original, and apparently has 
uac of the same magic items, if any. 
Thoe itcm1, however, will not function if 
uacd by anyone else. The duplicate i1 evil 
and will attc mpt to take the original'• 
place in the group when he is gone (the 
player play1 both, under the TM'• 
guidance). Discrcpancic1 will arrise, 
however, u the duplicate does not know 
everything that the oriainal dou ():iii 
plans, motives, etc). Adventuren may find 
the original saying that be ia leaving for 
some other destination, and then the 
duplicate catches up with them and says 
he decided to go after all. The duplicate 
may be turned. 11ie motives of these 
duplicates and their actual origin have 
never been determined. 

Needle of Mending Large, golden, blunt 
needle with thread. Able to repair most 
garments, magical or not, that have been 
destroyed or damaged. 

Neckla11 of Dartt Hu removeablc "darts" 
(beans, beads, etc) that can be thrown aa 
Magic Dart spells. 

Orb of Deatruction Thia i1 a small black 
negative void-type space aimulatcd with a 
black, helium filled balloon. It will need 
a small weight- just •nough to keep it 
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from floatins away, but not so much that 
it won't freely move about, given 
impetu1. It should have a small note on 
it indicating its nature. Any nonatationary 
object coming into contact with it will be 
sucked away into the void, and may only 
be brought back by a Wish. If a creature 
touches the Orb with his weapon he 
automatically losca it, and if i; is 
permanently attached to him, he is gone 
as well. Only Frozen Foot/Feet spells or 
the like will anchor a creature from 
certain doom. 11ic Orb can be moved by 
"concentrating" on it (blowing on it or 
using b.allthrowa to move it about) or uaing 
expcndiblc, thrown, items. 

Pen of Truth Quill or pen and inkwell, 
labeled "Truth". No one may int•ntionally 
writ c a lie (known to them) with this 
pen. 

Pipea of the Nor'weatcr Played, causes a 
Wind Blast spell. A Bard will be able to 
make use of the Pipes to cast the spell 
twice per hour. 

Sceptre of Regality Bestows powers aa 
Crown of Rcgality, but allow1 use of 5 
word Orders. 

Sida, Biting A fur or hide. Has label that 
is read only ~ftcr the cloak i1 worn, or 
may show its true nature at an 
inopportune time (a monster player informs 
the wearer of the 1kin'1 effect). Wearer 
shrieks and throws himaelf about, as 
hundreds of t ceth inside the skin tear at 
him, doing I Ip dam/ IO sec. Wearer is 
unable to fight, cut spells, etc, while thus 
affected. May only be re moved by 
another. 

Tape of Repair Sm all roll of duct tape. 
Able to repair a weapon that haa been 
destroyed by any means. 

Wand of Clarity Dispd1 the effects of any 
and all illusions in the area (within viaual 
range). Magical items of illusory nature 
arc also dispelled for duration. 

Wand of Wind1 Consiats of a wand with an 
electrical fan (can be made easily with a 
hobby motor, a "fan", 1witch, and battery) 
on the tip. Can cast Wind Blast , affect1 
anyone who feels air current. 

War Druma of Lolna While 
continuously by Bard causes 
identical to Battlcaong s~ngspcll. 

played 
effect 
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9.lmmary: Ip 5/1. No works/spells. Can 
use any weapon under 3' length or staff 
and armor up to but e:rcluding chainmail. 
Able to identify and produce potions. 

The Alchemist utilizes many of his special 
abilities outside of playing sessions. By 
knowing formula, obtaining ingredients, and 
spending wealth on preparation costs, the 
Alchemist may produce potions of great 
value to his party. Although the 
Alchemist 'I "science" brings obvious 
benefits to his group, it is also very 
costly, and could provide re a sons for 
adventures to gain rare components. 

POTION~----------~ 

Alchemical potions are rated with 
diHiculty levels. To make a potion, the 
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Alchemist must be of a skill level equal to 
or higher than the potion's level. 

FOR MUI.As------------

The Alchemist automatically starts out 
with three 1st level potions in his formula 
book. Additional formulas are gained by 
finding lost scrolls or books, special 
instruction by a master, experimentation 
on a potion to discover its makeup, or 
individual research into a new potion. 

In order to gain a formula by 
e:rperimentation, full aa mple of the 
potion must be obtained. The potion will 
be rendered useless afterwards. Its level 
must not e:rceed the Alchemist's sk lev. 
E:rperimentation usually costs 100 NO :r 
potion le vcl. 

CREATING A l:NOWN POTION-----

To create a known potion, the Alchemist 
must: 1) Spend a base cost of 10 NO :r 
level on various preparations, catalysts, 
and containers. 2) The ingredients must 
be obtained by adventuring or purchase. 
If purchased, the player must supply the 
real world ingredients, as well as spend 
the necessary NO. 3) Create, using a 
simple formula. 

IDEN11FYING A PCYilON-------

The Alchemist is able to identify many 
potions. This takes 15 minutes, 
uninterrupted, in e:ramination. After that 
time, the Alchemist either 1) pours the 
potion into a special container and reads 
the hidden label or 2) re moves the label 
and re ads it. 

INVENTING A NBW POTION!-----

Inventing new potions is the Alchemist'• 
real forte. In order to do this, he musts 
1) Write up the potion's desired effe cu, 

Alchemist's Smcce11 ldlOO 

Failure/ Formula Wrong 
(potion highly poison, etc) 

Failure/ Formula Wrong 
(potion harmless) 

Partial Success (1/2 effect) 
Success (with side effect) 
9.lccess 
Great Success (some minor 

e:rtra effect) 
Astounding Success (double 

effect) 
Discovery! (new principle, 

perm eff for Alchemist, 
new magic item, etc) 

Pormula 
01-10 

11-2' 

26-40 
41-53 
54-88 
89-94 

95-98 

99-00 
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proposed difficulty level, iu game world 
ingredients and costs, their real world 
counterpart&, and the formula for 
ere at ion. 2) Present this to the TM and 
get his decision on availability and coats. 
3) Acquire the ne ceuary ingredients. 4) 
Spend 100 NO and ld4 days for initial 
research. After this, the potion's actual 
difficulty level is revealed (by the TM), or 
it may be ruled impossible. If the potion's 
difficulty is beyond the Alchemist's sk lev, 
he need not spend the 100 NO again later 
to resume research once reaching the 
necessary sk lev. 5) Spend 300 NO :r 
level and ld6 days to complete research 
and create potion. 6) Teat potion and 
learn its true e ffe cu. 

ALCHEMISTS' SUCCBSSO-------

When attempting to gain a formula, ere ate 
a known potion, or invent a new pation, 
the Alchemist must check his success on 
the following table: 

Create l:nown .,nnt 
01-07 01-20 

08-18 21-40 

19-27 41-55 
28-37 56-65 
38-95 66-85 
96-97 86-92 

98-99 93-97 

00 98-00 

Note on Table: The Alchemist adda 3" to his roll for each sk lcv above the ht. 

Alchemiau• Special BP Award& 

Formula Discovered 
Known Potion Created 
Potion Identified 
New Potion Invented 

J BP /Dif 
2 EP/Dif 
3 EP 
4 BP/Dif 

Lev 
Lev 

Lev 

nm KOLB:----------~ 

The player who chooses to be an 
Alchemist should be the intellectual type 
who is capable of sounding intellectual, 
complete with pseudo-scientific jargon. 
Some knowledge of the beliefs of ancient 
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alchemy ls helpful. He should take on a 
"bookish" appearance. A monocle adds to 
the look, and a thick book should be 
carried to aid in identifying potions and to 
inscribe formula&, 

POTIONS-~~----------

The following list of "standard" potion• is 
to serve as a guideline. Many really 
beneficial potions might be made to taste 
very poor. If a potion is consumed while 
another ia still in effect, the imbiber is 
generally rendered sick. 
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Standard Potioa1 

Name Dcacr/ Effect& 

lat level Alchemiau' Potions 

Antidote I 
Enchantment 

Firewater 

Frostbite 

Healing I 
Protection 
Restful Slumber 

Negates any LV 1 Pot, 
Pour on weapon to 
make it magical 
Thrown: 2 Ip dam 
Consumed: 10 Ip dam 
Thrown: 2 Ip dam 
Consumed: 10 Ip dam 
Restores 1 Ip 
+l Ip 
Consumer deeps and 
heals 3 Ip 

2nd Level Alchemiau' Potions 

Antidote II Mix with sample of any 
potion for antidote 

Antidote/ Cures Paralysis 
Paralysis 

Antidote/ Cures Poisoning 
Poison 

Combat Prowess Gain 4 extra Ip 
Combat Skill Double Da magc 
Detect Curse Pour on item 
Detect lnvis- Consumer able to 

ibility see invisible beings 
Detect Magic Pour on itc m 
Disease Cure Cures one disease 
Ghost Repellant Thrown on undc ad up to 

10 Ip, acta as Panic 
Healing II Heals 3 Ip 

Invisibility Consumer invisible 
Poi1on Causes loss of 20 Ip 

if consumed 

Jrd Level Alchemiau' PotJona 

Blindness Blindness if conaumcd 
Combat Skill Double dam 

Healins m Heals 5 Ip 

Monstc r Control Thrown: monster with 12 

Daration Spec Inared/ Con(NO) 

1 hour Brew of Tree Root (5) 
me lee Enchanted Spring 

Water (25+) 
instant Dragonwecd (5) 

instant Freezejuicc Weed (10) 

perm Sylvan Tea (5) 
1 hour Starberry Juice (15) 
30 min Slumberbcrry Juice (15) 

1 hour Brew of Tree Root (5) 

perm Kings g,oot ( 15) 

perm Basil Herb (20) 

mclec Euential Sulphur (20) 
mclee Lion's Blood (15) 
instant Exotic Spices (20) 
30 min Blinktree Sap (25) 

instant Exotic Spices (10) 
perm Coriander (15) 
instant Graveyard Puffball (25) 

perm Bryony Herb (8) 
Sylvan Tea (5) 

mclee Powdered Onyx (30) 
5 min Misc Chemicals (75) 

perm Darkwort (25) 
mclee Powdered Acorn (-) 

Ogre/Giant Hair (5) 
perm Saint's Apple (20) 

Sylvan Tea (5) 
mclcc Nightmint Herb (15) 

Ip or lcu is controlled (docs -not affect human-types) 
Consumed: ANY imbiber is controlled for 1 hour) 

Protc ction/Cold No dam/ cold attacka 1 hour 
Protection/Fire No dam/ fireftieat atts 1 hour 
Wolvesbane Thrown: wards lycan, 15 min 

Consumed: paralyzes lycan, 

4th Level Alche..Uu' Potiona 

Healing IV 

Protection/Acid 
Protection/ 

Magic 
Protection/ 

Undcad 
St one to Flesh 

Heals 7 Ip 

No dam from acid 
As per "Resist Magic" 
spell (2 ballthrows) 
Immunity to undead's 
special attacks 
Pour into mouth 

perm 

1 hour 
30 min 

mclcc 

(takes 
5 min) 
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Powd, Dragon Tooth (30) 
Powdered Sunstone (25) 
Sprig of Wolvcsbanc (5) 
Powdered Moonstone (40) 

Bishopwecd (30) 
Sylvan Tc a (5) 
Black Dragon Horn (85) 
Powdered Sapphire (65) 
Angelica (5) 
Powd, Wyvcrn Claw (25) 

Basilisk Venom (75) 
Juniper (1 GR/oz) 

Real Jngrcd 

Root Beer 
Soda Water 

Red Pepper 

Blue Coloring 

Tea 
Strawberry Soda 
Grape Soda 

Root Beer 

Asparagus 

Basil 

Onion Salt 
Cherry Cola 
Cinnamin 
Lemon-Lime Soda 

Nutmeg 
Coriander 
Black Olives 

Sage 
Tea 
Pepper 
3 Sodas mixed 

Rum Flavorins 
Acorn 
Black Licorice 
Apple (Juice) 
Tea 
Mint 

Hot Chocolate 
Lemonade 
Ground Parsley/ 
Brown Sugar 

Mace 
Tea 
Lime/ Coffee 
Blue Koolaid/ 
Maple Flavoring 
Grape Koolaid 

Gr ecn Koolaid/ 
Pickle J uicc 

( 

:Ith Level Alchcmisu' Potions 

Affliction 

Allhealing 

Crippling 

Disease 

Invisibility II 

As per Druid's spell, 
"Affliction" 
Heals all Ip 

As per Druid's spell, 
"Cripple" 
As per Druid's spell, 
"Disease" 
User is invisible 

6th Level Alchcmisu' Potions 

Alchahcst (1) 
Antidote m 

Lasting 
Strength 

prichalc(Z) 
Power 
Transmutation 

Vitrio1(3) 

Notes on Table: 

Universal Solvent 
Negates all potions/ 
prot, against potions 
+l dam 

Be stows magic 
Doubles total Ip 
Turn metal to gold (up 
to 1 sword-sized a mount 
Universal Glue 

(1) Alchahcst requires a pinch of 12 
different cle menu (NO gold), 12 different 
gemstones (powdered), 12 different herbs 
a pinch of earth, a drop of brook or lak: 
water, a ''handful" of air, an application of 
fire, and a 30 minute will and life force 
projection (Alchc mist loses all but 1 Ip and 
mun start next playing session with only 1 
Ip). Alchahcst is the Universal Solvent, It 
must be stored in a gold container for 
that is the one substance it docs' not 
dissolve. So much as a splash will cause 
11-20 Ip of damage, A full flask will 
destroy 100 pounds worth of items or 
cause 21-40 Ip of damage (TM may 
pre-roll and label flask). A fluk of 
alchahest requires 2 days time to create. 

(2) Orichalc is made with gold, silver, 
copper and diamond dust, It is a magical 
activator much sought after, but the 
formula is highly guarded by master 
alchc misu, Two flasks are sufficient to 
make a sword magical, while one will 
wor~ on daggers and other small weapons. 
Magical weapons may be given certain 
other clcmcnul based magic powers with 

perm 

perm 

perm 

perm 

1 hour 

perm 
perm/ 
1 hour 
session 

perm 
1 hour 
perm 

perm 
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Mustard Seed (1) 
Widow's Veil Herb (50) 
Sun fruit (1 O) 
Cave Mushroom (50) 
Sylvan Tea (5) 
Liverwort (25) 

Wrap of Mummy (8) 
Essence of Ghoul (20) 
Syrup of Quartz (75) 

special (750) 
Unicorn's Milk (150) 

Giant's Blood (30) 
Dragon's Breath (50) 
special (100) 
Essence of Dragon (230) 
True Ess. of Gold (ZlO) 

special (250) 

Mustard 
Chocolate 
Lemonade 
Ground Mushrooms 
Tea 
Cocoa/ Ginger 

Oats/ 
Choe, Soda Pop 
Cream Soda 

special 
Milk 

Cherry Koolaid/ 
Cooking Bitters 
special 
Vinegar 
Gold Spray Paint 

special 

the additional use of 2-4 flasks of orichalc 
and appropriate essences. Orichalc has 
".'any other undocumented powers with 
rings, wands, etc,, when used in 
conjunction with various essences, A flask 
of orichalc requires 1 day and half the 
Alchemiat'a Ip (due to life force 
c~traction) to complete, The Alchemist 
will start the next playing acuion at half 
Ip, 

(3) Vitriol is created from rare earths 
sulphur, and lodestone, Simulate rar: 
earths with multi colored aprinklcu 
Vitrio.l will permanently bond anythlng t~ 
anythms. One fluk will be sufficient to 
perform two such bondings, Tue only 
substance known which dissolves vitriol is 
alchahcat, Only a small amount is needed 
but living beinss 10 "rescued" with it will 
suffer 11-20 Ip dam, There is also a 25" 
chance that a nonlivins object "rescued" 
with alchaheat will be destroyed, A flask 
of vitriol requires 1 day and half the 
~chemist's Ip to complete, lbe Alchemist 
will start the next playing session at half 
Jp, 
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These new Mages' 1pelb will certainly 
NOT be readily available, They arc 
ancient, forgotten, or newly created 1pcll1, 
of which few have knowledge, Enticing a 
Mage player with rumors of a scroll with 
a forgotten 1pell may be an excellent 
adventure ltartcr, 

lat Lc9cl Mages' ~U. 

Locate Object 
LV 1 
DU 15 min 
SV ballthrow 

MC cinnamin or 
feather 

EF one 1pirit 

A 1pirit aervant hclp1 the cuter retrieve a 
!oat item, Purposely hidden items arc not 
ncccuarily revealed, though they might, 
The part of the servant i1 played by a 
"rugrat", or any chosen "uncon1cioua" 
character or monster present, Thia 1pirit 
may not communicate other than to take 
directions and indicate found itcm(s), If 
mclcc bc1in1, the spell ii disrupted. 

Orieatatioa 
LV 1 MC 2 hazclwood 

1ticka DU U min 
SI/ none EF cuter 

The caner ii allowed to uac 
(but he must keep it hidden). 
immune to any cffcct1 of 
disorientation, vertigo, etc. 

a compau 
Alao, he i1 

confuaion, 

Partial Bliadacu 
LV 1 
DU mclcc 
SV ballthrow 

Victim required 
1imulatc it being 
only one eye or 
affected, 

Sllrc Mila 
LV 1 
DU mclcc 
SI/ none 

MC thorn (dulled) 
EF one creature 

to cloac one c ye to 
blinded. Creatures with 
more than two arc not 

MC scumc aced 
EF cuter 

Once thil spell ii cut, the fiut damage 
causing apcll or weapon that hiu the 
cuter ca uaca NO da ma gc nor c ffc ct. The 
cuter makes aomc aort of "mining sound'' 
(auch u "Swiahl" or "Whooahl") after the 
hit. Dou not protect against trapa or 
trap-like 1pcll1. 
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2Dd Level Mages' Spelt. 

Bcaonc 
LV 2 
DU varies 
SV ballthrow 

MC dust 
EF one creature 

Victim is tclcportcd away to where he 
ca me from. If cast on a dead or 
unconscious creature, the body simply 
vanishes. If cast on a conscious ere a ture, 
he must run off until out of sight, but 
then may come right back if he pleases. 
Two successive ballthrows arc required 
against creatures with more than 10 Ip 
total. 

Farsi slit 
LV 2 
DU 15 min 
SV none 

MC diamond 
EF caster 

Caster gains c :rccptional distance vision. 
He gcu to use scope or binoculars, but 
does not let othcu sec them, u they arc 
not there is game term a. The MC is not 
consumed in this spell. 

Faacinatioa 
LV 2 
OU varies 
SV ballthrow(1) 

MC shiny bauble 
BF varies 

The cuter may throw a ball at every 
opponent present (one per target) to be 
affected. Once done, the spellcuter hu 
the complete attention of all creatures 
affected, and may continue to do ao for 
u long as he can entertain them by 
performing magic tricka. These can be 
card tricks, coin tricks, prestidigitation, or 
even the cutina of apcctacular 1pcll1. 
The affected creatures cannot attack, but 
the a pell i1 broken if any of them arc 
attacked, if the cuter royally botches a 
trick, or when he tuna out of new tricka. 
Victim• under this spell arc not open to 
charms nor (magical) 1uggc1tion1. 

Petch 
LV 2 
DU 15 min 
SV ballthrow 

MC stick or bone 
EF one creature 

Cuter throwa, 1ling1, or shoou component 
u far away as he likes, and ordeu victim 
to "Fetch!". The victim must do just that 
and return it to the cuter before the 
apcll i1 broken, If the itc m is in an 
impoasible location (deep water, restricted 
area, etc), the victim goes only 11 far 11 

he can and then the 1pcll is broken, The 
cuter may elect to enlist the aid of a 
helper to send off object. Arrows arc 
acceptable, but remember that they arc 
upended by the 1pell, 

Free sc:hand 
LV 2 
DU mclcc 
SI/ ballthrow 

MC piece of ice 
EF one creature 

Victim 'I hand (cuter indica tea which one) 
is frozen, The current object may still be 
gripped, but if it ia dropped, another 
object (or the same) may not be picked 
up. The fingcu of the hand arc uaclculy 
frozen in position, 

Gw: Object 
LV 2 
DU instant 
SV none/ 

ballthrow 

MC ribbon tied 
into bow 

EF cuter/ 
one creature 

To simulate this tclcportation, the caster 
is permitted to hand or ton an objc ct to 
a recipient without interference. If 
important, the Mage may rcquclt all 
otheu to close their eyes momentarily, 
since as far as they know, no c:rchangc 
has taken place. If the prospective 
re cipicnt docs not want the object, then a 
ballthrow must 1uccccd, Of course, once 
the recipient is forced to take the object, 
he may toss it a way in most 
circum1tancc1. 

llluaor1 Momtcr 
LV 2 
DU varies 
SV apecial 

MC stuffed animal 
EF one creature 

The cuter hurla stuffed animal at hi1 
victim, If it hiu, victim belicvca it to be 
real, and muat "kill" it be fore doing 
anything clac. E:rccption: If attacked, 
victim can still fight back, but cannot 
leave illusory monster, c:rccpt to totally 
flee battle, The monster'• "Ip" arc equal 
to caster's 1k lcv :r 5, and should be 
written on a note on the animal, Othc u 
cannot affect the illusory monster, 

Jn..uiblc Web 
LV 2 
DU ac11ion 
SV touch 

Ma pc 
MC cobwcba 
EF one creature 

Identical to Spider Web Magic, n:ccpt that 
the "invisible web" ia simulated by either 
a concealed switch on the ground, 
attached to an electrical noisemaker, or 
1ome sort of light/photo1cn1itivc device 
act-up. You'll need to be somewhat an 
electronics hobbyist for this one, 
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Servant 
LV 2 
DU 1 hr 
SV none 

Vol 1: llaaes aad llapc 

MC figurine 
EF one ere at urc 

This "rugrat" ape II conjures up a nonliving 
servant that follows the orders of the 
caster, The MC of this spell is not 
consumed, but taking it from the cuter or 
damaging it will disrupt the spell. The 
servant has only 1 Ip. It docs not talk 
nor have combat capabilities, Any 
resistance to its dire ctivcs will cause it to 
stop until redirected, It may carry up to 
10 pounds of objects. 

SDmmon Object 
LV 2 
DU instant 
SI/ none 

MC bean 
EF one item 

Allows cuter to retrieve object (up to 3,5' 
in any dimension) secreted in location far 
away, A "rugrat" will actually be carrying 
the itc m (while thus carried, it i1 "u fc" 
and not actually there), A Give Object 
•pell may be used to send the objc ct 
back. 

Jrd Lc .. cl Ma1c1' $\ICU. 

Break 
LV 3 
OU 1 min ma:r 
SV none 

MC willow stick 
EF all present 

Cuter break1 stick, ahouu "Stop!", and all 
present (within hearing range) must free zc 
in place unable to do anything, The 
cuter is likcwiac frozen, until he ahouu, 
"Reaume!". The purpose of thi1 spell i1 to 
allow the Mage a chance to think things 
out. 

Covet 
LV 3 
OU 30 min 
SV ba llt hro w 

MC coin 
EF one creature 

Victim dcvclop1 an all-con1umin1 desire 
for one particular ltc m duiana tcd by the 
caner. Victim will quickly deteriorate 
into squabbling and then fighting over the 
object, 

Disc of Death 
LV 3 
DU instant 
SV apccial 

MC none 
EF one ere aturc 

The caster conjures and touu an 
enchanted disc (frisbec). Anyone hit by this 
disc takes 8 Ip damage. 
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DUorieot 
LV 3 
DU instant 
SV ballthrow 

MC 1m1ll arrow 
spinner 

EF one ere uure 

Victim must closed his eyes and spin 
sround rapidly for 20 seconds counted by 
the cuter. During thi1 time, the victim 
cannot be harmed nor interacted with. Jn 
game terms, this time spent doesn't crilt, 
10 othcu should just stop and watch. 

Frostbite 
LV 3 
DU instant 
SV ape cial 

MC ice cream cone 
EF special 

Cuter throw• shower of ping-pong balli. 
Anyone hit by one or more receives 1 Ip 
dam per caster'• 1k lev, 'Jbe MC i1 either 
crushed or eaten (depending on how hungry 
the cuter is). 

Impart to Scroll 
LV 3 
DU 2 bu 
SV none 

MC scroll 
EF one scroll 

Cuter makes a special magical scroll 
(which must be actual parchment- 10 NO), 
on which i1 cut a separate spell. The 
1pell'a actual words must be written on 
the scroll. If desired, Impart to Scroll 
may be cut a gain to rutrict the scroll to 
use by a designated rcader(J) or to 
increase iu duution by 2 hours. Cutins 
a third time for duration purposes will 
cause the acroll'I duration ro become 
per manenr (until read). The reader mult 
be a Mage or Warlock. 

Before the scroll 101e1 iu power (the time 
of c zpirarion should be written on it), the 
reader may cast the spell (u if he were 
the original cuter) by readins the scroll 
aloud. The reader ezpends no spell poinu, 
and the acroll'I power ii lost after being 
read. Multiple spells may be atored on a 
acroll, using the same Impart to Scroll 
spell. 

Ushrnin1 Bolt 
LV 3 
DU varies 
SV special 

MC none 
El' one or more 

creature a 

Th• curer must make and carry (stuffed 
in hi• pack) a simulated "lightning bolt", 
made of thick foam cut to the appropriate 
shap~ at least 3' lon1, and painted silver 
or yellow. The cuter may have more 
than one, A victim hit by a thrown 
lightnins bolt takes 1 lp dam per cuter'• 
1k lev. Cuter may throw 1uccusive 
bolts, up to hi1 spell limit, in e11ence, 

"curing" the spell again but without the 
verbal chant. This process is stopped if 
the curer is wounded, affected by a spell, 
or uses any weapon or item other than the 
bolts. Victim is counted "hit" even if the 
bolt hiu his shield or weapon. 

Mirage Blade 
LV 3 
DU melcc 
SV ba llr brow 

MC poppy seed 
EF one creature 

This spell conjures up an illusionsry 
weapon that may used in combat against 
one chosen victim, who, when hit by the 
ballthrow, believes the weapon to be real. 
The weapon may be used ro defend blows 
from anyone {it's a powerful illusion!), but 
can only do "damage" against the intended 
victim. It does 2 Ip dam. If a ballthrow 
is unsuccessful, the Mirage Blade may be 
still used for defense, but cannot do 
damage. The Mirage Blade is unaffected 
by spells which affect weapons, as it isn't 
really there! The Mage is unable to cast 
any other spells while the illusion is in 
effect. 

The damage caused by this spell is alto an 
illusion. The Mage informs the victim of 
the total a mount of illusionary damage 
after the battle. If the victim is reduced 
to an illusion of 0 Ip or leas, he docs 
lapse into unconsciousness. The victim's 
"lost" Ip arc regained if the Mage is 
rendered unconsciou1 or de ad, or if the 
illusion is dispelled. In any cue, he will 
re main under rhe illusion and/or 
unconscious for a total of 15 minutes 
maximum. 

Upon the mcon1ciousnc11 of one victim, 
the caster may attempt another ballthrow 
and another victim, still, of course, 
limited by the 15 min duration of the 
spell. This spell is useful for subduing 
opponents without causing them real 
harm. 

Sllmmoo lishtoin1 P1eudo-Elemc:ntal 
LV 3 MC storm or 
DU 15 min spell 
SV none EF one creature 

Al Slm mon Elemental, a current norm or 
a Lightning Bolt spell will provide the MC. 
A Lightnins P1eudo-Ele mental should be 
dreued in black, blue, and shimmering 
metallic. It has 2z the caster's Ip and is 
able to cast Lightning Bolt (3 lp dam) at 
will with "lightning daggeu". Immune to 
electrical, fire, and cold damage. Takes 
double damage from water based attacks. 

Wizard'I Defender 
LV 3 MC shield 
DU melee EF cuter 
SV none 

This "rugrat" spell enchants a shield to 
actively defend the caster from attacks. 
The "rugra t" holding the shield i1 unable 
to attack anyone, and must nay within 5 
yds of the cuter. The caster dire cu the 
shield 11 he pleases. The "rugrat" doesn't 
c:rist in game terms, so he can take no 
damage. He may block shou with shield 
or 1:"'dy. W•apon'I Death will dispel the 
magtc on the shield. Any spells cast on 
the Mage controlling the shield will 
likcwise affect the magic of the shield. 
For e za mple, if the Mage is blinded, so is 
the "rugra t". 

4th Lncl Ma1c:a' Spella 

Bookworm'I 
LV 4 
DU varies 
SV none 

Bane 
MC runecloth 
EF 1pellbook 

Protc era 1pellbook from prying eyu. 
Caster may store the power of an 
offensive spell in his his book, which i1 
triggered when unwelcome hands open the 
cover. Only the caster may open the 
book safely. The Mage creates a magical 
rune to be placed on the cover. Inside 
rhe cover, details of the book's defenses 
are described. Once triggered, the rune is 
removed, and the spell is gone. Any spell 
may be cast on the book to affect the 
intruder (who receives no save once he 
opens the book), Casting thi1 ofensive 
spell, however, is at twice normal spell 
point colt. Multiple Banes/Spells/Runes 
may be placed on one book. The rune 
should be correct to the spell within. 
Some ezamples follow, 

Order Fire Pain Sleep Desrh 

Dancing Blade 
LV 4 
DU melee 
SV none 

MC weapon 
EF cuter 

Similar to Wizard'I Defender, 
"rugrat" u1e1 a melee weapon 
This weapon may inflict damage, 
harm is done it by hitting it 
"rugrat" operating it. 

but the 
instead. 
but no 
or the 
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Cabon'• Death1eal 
LV 4 MC costly incense, 

magic ink DU perm 
SV touch EF one item 

Caster creates a seal on parchment and 
then affi:res it ro any possession of hi1. 
Upon the caster's death, the item is 
destroy~d, or may lose some of its 
properties, u the caster de sires. May be 
removed by caster by casting reverse 
ape ll, or with Lift Curse. The ape cial 
incense cosu 20 NO and the magical red 
ink costs 50 NO per deathseal. 

Cabon'I Mark of 
LV 4 
DU perm 
SV touch 

Po11e11ioo 
MC costly incense, 

magic ink 
EF one item 

Any item of curer's is marked with his 
personal aeal. If anyone else carries or 
keeps in hi1 pouession that item, he will 
nor be able to heal, and in addition, will 
lose 2 Ip per hour. If the item has 
magical power Ci.~. able to cur spells), 
the cuter may activate the item with 
whomever i1 holding it as the automatic 
target. Cabon'• Mark of Possession lasu 
until the cuter'• death or a Lift Cuue is 
done. MC are similar to Cabon'• 
Deathscal with the ezceprion that purple 
ink i1 required. 

Diaappc:ar 
LV 4 
DU 1 min 
SV touch 

MC flashpowder, 
smoke, dust, etc 

EF up to 3 ere ature1 

Cuter disappeau in a "puff of smoke", 
able to flee unhindered, unatta eked, and 
unpursued for up to 1 minute. Able to 
take along two persons/cresture1 holding 
his hands. During duration, a bsolurely no 
action• nor interaction ia allowed by or 
between the cuter and hi1 beneficiariu. 
Jn game terms, they are teleporting. 

Preedom 
LV 4 MC small key 
DU melee EF one creature 
SV ballrhrow or touch 

Prote ct1 against Frozen Foot/Feet and 
ranglins type magic (Vines, etc), u well 
u making recipient invulnerable to being 
bound or trapped in a restrictive way. 
Also works u an instant curative against 
any of the listed that arc in effect at 
time of casting. 
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lllwiaiblc Ar cber 
LY 4 
DU melcc 
SV none 

MC missile 
weapons 

EF caster 

ilmil.ar to Wizard'a Defender, but the 
"rugrat" operates a missile weapon of 
some sort. Once the wcapon(I) arc used 
up, the spell is broken. The "rug rat" may 
not be approached nor attacked. 

Klice gan 'a Tripwire 
LY 4 MC bell, string 
DU session fine weapon 
SV touch EF one crca turc 

The cuter sets up a trap in some way. 
usually with a tripwire, such that, if any 
creature causes the bell to ring, he will 
take damage from the trap. Damage will 
be equal to however many fine weapons 
were 11crificed in the curing of the 
spell. Magical ones arc permissible and, 
though rarely used, contribute according to 
their Ip dam. Only swords and more 
cspensivc weapons may be wed. There is 
a marimum of 15 Ip dam. A note should 
be left to inform the victim 11 to the 
trap's cffccu. 

Osicl'a Bthcrcal Portal 
LY 4 MC enchanted 
DU 1 hr portal 
SV none EF varies 

nu. spell requires some sort of portal 
that is at least ringed in gold. A 
supported loop of golden rope worth at 
least 200 NO will suffice. Upon the 
casting of the spell, 2 more spell points 
may be c rpcndcd per ca ch additional bout 
the cuter would like to c nc nd the 
portal's duration. 

Anyone may pa 11 through the portal once 
in pl.ace. They become ethereal (yellow 
headband and/or clear plastic robe) and 
may move about in that state. Ethereal 
beings arc seen on the material plane 11 
shimmering "1pirit1" and may be hau~cd 
only by magical weapons. Othcrwuc, 
these ethereal beings may not interact 
with or harm material beings. 

If the ethereal beings of this spell happen 
upon other creatures which have c~stcncc 
on the ethereal plane, they can interact 
normally. Jn general, consider creature& 
which normally must be hit with magic 
weapons 11 having an ethereal c:ristcncc. 
These creatures lose their immunity to 
mundane weaponry when the one wielding 
the non-magical weapon ii ethereal 11 

well. 
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Anyone who docs not return to the portal 
be fore the duration c spires will be 
trapped, though a rescue is possible. 

Phantom Spy 
LY 4 
DU varies 
SY none 

MC doll, spyglass 
EF caster 

To cast this spell, the Mage must ha vc a 
doll representation of himself and an 
cspcndablc spyglass, which costs 3 0 NO 
(spyglass can be simulated with c~rdboard 
tube with pieces of clear plastic over 
ends). The caster sends out a "phantom 
spy", through which . he can sur~c y t~c 
surrounding area unhindered. During this 
time, however, he is in deep 
concentration, and vulnerable to attack. 
For this reason, it may be well to leave ~ 
guard with the body. 

Jn actual play, the caster leaves the d.oll 
in his place, dons a headband denotm.g 
"he's not really there" (usually red), and ts 

free to roam about unbothercd. He, as 
well may not interact with anyone else. 
A ~otc must be le ft with the doll, 
esplaining what it is in game tc~m1, 
lining iu Ip, any protective mag1cka 
placed on it, and the timc(I) these effects 
wear off. The doll may be picked up and 
taken (the body bu been kidna ppcd). Any 
damage done should be crplaincd on a 
note left with the "body''/doll. 

Crcaturu encountered arc usually a ware 
that someone is watching them. but can 
ace no one and can do nothing about it. 
Once the "phantom spy'' rctutns to and 
touches the "body"/doll, the spell is 
broken. 

Promise 
LY 4 
DU 30 min 
SV special 

MC magic blue ink 
EF one creature 

nus spell allows the Mage to bind another 
to his word. While the spell is in effect, 
if anyone makes a pledge or cl.aim to the 
caster he may 11k "Do you promise?" or 
"II that the truth?". If the intended 
victim answers negatively, then nothing 
happens, but the spell is still in effect. If 
he anawcrs positively, then the Mage 
produces a scroll, writes down the pledge, 
and the victim i1 forced to sign his name 
(signature, an "r', or a paw/clawprint will 
do) to it. 

If a pledge was made, then the victim is 
bound to keep it. If be doesn't, he will 
not he al (by any means) and will lose 1 Ip 

per hour until he fulfills it. Note that it 
will take 1 scuion to recover each Ip Ion 
in this manner. If the pledge wu 
negative 6.c. "I promise NOT to harm 
you"), and is broken (and thus never 
fulfill.able), the victim receives a Curse. 
This Curse cannot be lifted by Lift Curse. 
It i1 rcmovcablc by the caster of Promise 
only. 

If the promise involved a matter of truth 
6.c. "Do you have my spcllbook?", yes, 
victim had it, but he claimed no, he 
didn't), then a temporary Curse applies 
until the condition i1 rectified. The ma gc 
will always get some sort of "damages" 
for his trouble. This may involve the 
return of property and a 10\1& (of the 
property'• value) penalty. 

Spcllward 9iield I 
L V 4 MC 1prig/parslc y 
DU melcc EF one shield 
SY touch/ballthrow 

One shield is enchanted such that it can 
block magic spells. To clarify: Any shield 
may at any time deflect 1pcll1 of physical 
harm 6.c. Magic Dart). Thia spell allows a 
shield to def le ct spells of any kind. 
However, a spell meant to affect the 
shield WILL ha vc c ffc ct, 

S.Ord of Jthnlucao 
LY 4 MC 
DU melcc 
SY none EF 

2" golden 
model sword 
('.&1tcr 

Calla into being a magical Z Ip dam 1word 
which the Mas.• and only the Mage is able 
to use agasnu any ONE declared 
opponent, A victim hit by this magical 
sword i1 affected by a curse: Any Mage, 
etc, curing a spell at the victim 
thereafter gets an additional ballthrow, if 
needed, to hit. Succeuivc hiu by the 
Sword of Kharlucan arc cumulative 6.c. 
the curse worsens and up to three 
additional chances to hit with a ballthrow 
arc pouiblc, if victim ia hit with sword 
three times), Curse i1 permanent, csccpt 
for curatives. 

Wall 
LY 4 
DU 10 min 
SY none 

MC me uuring stick 
EF special 

MC is thrown to the ground and a 
magical, invisible wall rises up along the 
line drawn by the stick. It cnend1 20' up 
and 10 0 yards in either direction. No 
weapon attacks or spells may pau through 
the wall (but they could go over ••• ). MC 
is not consumed by this spell. 
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Windblut 
LY 4 
DU 20 sec 
SV ballthrow 

Vol. 1: llagca and llaaic 

MC whistle 
EF one crcatute • 

Sudden blast of wind is created by thi1 
1pcll that either forces victim away from 
caster or toward1 him {caster's choice). If 
the former, the victim must "blow" away 
for 20 sec (moving at least 75% top 
running speed, and tumbling, grabbing, 
falling... rolcpla y it well I). If the latter 
option u invoked, victim must quickly 
move to whatever range commanded by 
cuter and fall face down. This spell will 
undo spells like Crccpen and such, but 
will not move one with Frozen Foot/Feet 
or Turned to Stone, etc. If, perchance, 
the victim holds onto a tree, etc, before 
being hit with the spell, he may hold on 
with both hands for 20 sc c and not 
otherwise be affc ctcd. Effc ct is spc cial 
in that any who arc touching victim, 
mclccing with him, or standing within 5' 
of him arc affected 11 well. If cast at 
Air Elemental, cawr.s 3 Ip dam. MC i1 
not consumed. 

5th Lewi Ma1ea' ~lla 

Be quc ath Spc 11 
LY 5 
DU varies 
SY touch 

MC pearl 
EF one crcatutc 

This spell allows cuter to place another 
spell inside a crcatutc'1 mind, wuablc by 
that creature when desired. Bequeath 
Spell causes a "protc ctivc shell" to 
attempt to keep the recipient's mind from 
coming into direct contact with the magic 
of the other spell. Ncverthclcu, there 
arc chances of Madnc11 (11 spell) occurring 
upon the rcle aac of the spell by the 
recipient. Each spell level adds 5\1& and 
not being " Mage or Warlock adds 20\1&. A 
Mage or Warlock who could c11t the spell 
normally suffcn no chance of Madncu. 
This chance must be prcrollcd and and 
effects of l\fadncu written on a scaled 
note which says, "Open upon release of 
spell". 

Multiple Bequeath Spella may be cast on 
one individual, but the individual chances 
of Madness arc cumulative 6.c. if one 
•pell carries a 30\1& and the other carries 
a 25\1&, then the chance of Madness upon 
rclc asc of the · first is 5 5 % ). Spc lls 
1uccc11fully released take with them their 
additional chance• of Madncu. 
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Darb-rd ef 
LY 5 

Gbur'tor 

DU mclcc 
SV touch 

MC fine sword 
EF one sword 

'Jbc aword used u component ia destroyed 
by the spell, in game term•. When cut, 
the Ma gc alii» a ape dally prepared black 
satin or shimmering sheath over the 
sword's blade to simulate the ethereal 
Darkaword. Only the Mage ii allowed to 
uac thla weapon and iu effccu are dire: 
Each 1uccc11ful hit causea victim to lose 1 
sk lev and the correaponding abilities and 
Ip. Any victim reduced below 0 sk lev is 
killed. If a monster ii being a tta eked, 
each hit causes the 1011 of 4 lp and one 
ability. 

'Jbe Darkaword of Sia:r'tor is limited in 
that it may be used by the caner against 
only one deaignatcd victim, announced at 
the casting of the spell. Anyone else hit 
fcela nothing. Anyone beside the Mage 
who tries to wield it will lose a sk lcv. 
A victim who manages to survive the 
Darkaword will rcaain lost sk le v (and the 
Ip associated with it) one every 5 
minutca. However, any knowledge of 
apella/worka, abilities, or akilla arc lost 
until the nc :rt session. 

McrcmJ'a Warp 
LV 5 
DU Z 1cc/1k lcv 
SI/ none 

MC 11 aoldcn image 
of lightnina bolt 

EF cuter 

Once cut, time comea to a near standstill 
while the Mage is free to ope rate at super 
apced. 'Jbc lightning bolt must be worth 
at least 50 NO. It must be waved about 
durin1 the cutin1 and during the 
duration. All players in the area 
completely frcc:rc. The Masc may attack, 
pilfer, or do mostly as he plcuca with the 
uception of throwing anythina or casting 
other apella. Once the duration e:rpirea, 
the Mage ia completely uhausted and 
unable to stand. He must rest 10 
minutes. He may defend himself, but 
nothing more. Upon subsequent castings 
of thia spell in one session, the resting 
time incrcuca by 5 min per casting. 

lccbtoDC .. B:rploaion 
LV 5 MC ruby crushed 
DU instant BF one creature/ 
SI/ ballthrow item 

This spell causes one specific 6ion-magical) 
item carried on the victim'I person to 
violently c :rplodc. 'Jbe victim and those 
at anding near him will be subjc ct to 
damage. 
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Jn the game, the spell is handled thus: The 
Mage selects hia victim, and then shouts, 
"E:rplosionl Everybody freeze!". Game 
time stops. The Mage indicates to the 
victim what hu uploded. The victim 
takes 8 lp dam, This victim, and 
following victims, will take +3 dam if they 
are carrying "oil" or other "flammable•" or 
+6 dam if they happen to be carrying any 
sort of "c:rplosivea" or highly "irauable" 
items. 

Nest, the victim must play out the part 
of the uplosion (re gardleu of his Ip 
condition). He will receive no more 
damage from this proccu, as he is only 
simulating the e:rplosion. One by one, he 
sights the closest creature/person, shuts 
bia eyes and moves to take one (viable!) 
attack swing at thia creature. The victim 
may twist his body to avoid the blow, but 
must keep hia feet planted (Frozen Feet!). 
He may not deflect the blow with a 
weapon; if he docs (maybe for safety 
reasons), he takes the attack effects as 
intended. 'Jbc first such victim receives 7 
Ip dam, the nest, 6 lp dam, etc. A shield 
may be used to deflect the blow and 
reduce the damage to half. 

After thia process, the original victim rids 
himaclf of the c:rploded item (possible 
giving it to the monsters cache), returns 
to his original position, aa1ume1 the 
appropriate condition (conscioua or 
unconscious), and play reaumcs. If 
con1ciou1, oriainal victim will be stunned 
for 15 sec, unable to attack, but able to 
defend weakly. 

Thicf'I Curse 
LY 5 
OU perm 
SI/ touch 

MC apccial rune 
EF one item/ 

one creature 

Upon the cuter'• death, any pouession 
marked with thia rune (75 NO for the 
special yellow ink needed to prepare) ia 
affe ctcd with a curse. If anyone possesses 
the item for any length of time, or sella 
it, be will be affected with thia curse: 

He will bum with greed, unable to pass up 
any aort of treasure, even if he knows it 
is trapped or cursed. He will make no 
effort to make a treasure aafc before 
1natching it up. He will grab any trinket 
or treasure left unattended (even by 
comrades) and refuse to give it up if 
discovered. 

6th u .... 1 Masc•' ~Ila 

Ozicl'a Planar Cubi:r 
LV 6 MC platinum rope, 
DU 1 day alchaheat, 

vitriol 
SY none EF varies 

This spell creates a interdimensional rift 
whose destination ia controlled by the 
whims of the caster. The rift will be 
stationary insidt of a 4'z4'z4' cube of 
platinum rope treated in special alchaheat 
(dissolves the fabric of spa cetime) and 
vitriol (mends one reality to another). 
The auiatance of an Alchemist and 
Priest or Druid who must thrice 
Consecrate the Cubi:r ia necessary. The 
caster may e:rpend 3 more spell points per 
day in the casting to e:rtend its duration 
or he may permanently e spend 2 Ip to 

9.lmmary: Ip: 6/3/2/1/1/0•. Spells, Etc: 
Yes. Armor: Any•. Weapons: Any•. 

Myatics arc practitioners of the ancient 
principles of Myaticism, a doctrine of 
mastery over aelf. Gradually, the Myatic 
attempts to remove himself from the 
material world and iu worldly concerns by 
making aacrificca of material items and 
e:rternal powers. Per each sk lev 
attained, the Mystic makes one such 
sacrifice and gains a Mystical Force. The 
Mystic's motive a often center upon 
e :rpanding his and mankind's boundaries of 
knowledge. 

A Mystic's Ip are handled in a special 
manner. He gains the 1hown amount• in 
order of ak lev'1 attained, until finally 
reaching 6th sk lev, where (being a 
Master) he no longer hu need of further 
strengthening hia physical body (at least in 
the normal sense). If Mynica must melee, 
eventually they do 10 only with open 
handed combat (using "Monk Gloves"). 

On the following tables, you will see the 
required aacrificea. A Mystic not prepared 
to make a certain sacrifice 1tay1 at the 
sk lev below until he is. Thia wait may 
be indefinite. A Mystic with a new sk Iev 
choo1ea one or more Myatical Forces 
whose level(1) add up to hia sk lev 
attained. For e:rample, a new 3rd 1k lev 
Mystic may choose a 3rd level Force, or 
three lat level onea. Unless otherwise 
noted, these Forces are permanent and 
have unlimited usage. If cleared with the 
TM, the Mystic may create Forces of his 
own. 
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make the Cubi:r permanent. This latter 
option will require a casting time of 1 
hour, while the usual spell requires but 15 
minutes. 

The normal spell will allow up to si:r 
creatures/persons to pass through it and 
back. The permanent Cubi:r will allow the 
passage of si:r individuals per day. What 
plane or reality rhe Cubi:r connects to ia 
determined by the caster (and cleared well 
ahead of time with the TM!). The cost of 
the components follows: platinum rope 
4000 NO (pot upended); spc cial alchahest 
900 NO/dose; vitriol 250 NO/dose; these 
latter components arc used by the 
auisting Alchemist and are consumed, 
though a non-permanent Cubi:r requires 
only half doses. Note that the alchahest 
i1 specially made aa a "non-platinum" type 
u opposed to the normal "non-gold" type. 

Mystica' Sacrificu 

~ Ley Sacrifice 
1 No funds in banks or accounts 

Carry only enough money for basics 
2 No shield, no swords, armor 

only up to studded leather 
Weapons only under 3' and non­
bladed, no armor, no money 

4 No weapons 
5 Vow of nonviolence (must allow 

self to be struck before 
striking back) 

6 No maaic or holy ite ma 
7 Can't accept beneficial spells 

or holy works 
8 Blind self in one eye, wear eye 

patch (that eye now seeks inward) 
9 Vow of Silence (-50 EP for 

1peakin1 or making aound) 
10 Lose uae of one arm (keep inside 

jerkin, etc) 
11 Full Blindneu 

Mynical Forcea 

lat Lcnl Mystical Forcu 

Immunity to Acid 
Immanity to Cold 
lmmanity to Darlmesa 
Im manit y to Fire 
lmmanity to Sleep 

Zod Level Mystical Forcu 

Detect Uu 
Immunity to Diaeue 
Immunity to H1m1cr/Thirat 
Immunity to Jlluaion1 
Immunity to Mute/Deafneaa 
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Weapon Deflection 
May deflect attacks with hands 
or forearms (use padding) with 
no damage taken 

3rd Lewi Mystical Forces 

Immmiity to Charms/Mind-Control 
Jmmmiity to Froscn Foot/Feet 
Immmiity to Other Rcstrictiwa 

Including Vinca-t ypc 1pcll1, 
physical bindings, nooses, 
not including Fro%en Foot/Feet 

Immunity to Paralysation 
Immunity to PoU.n 
Minor Warrior 

Ballthrow, uauablc twice per 
hour, victim acts as Mystic's 
warrior servant, violently 
attacking as directed for 30 
ICC 

Mystic Bolt I 
Ballthrow, usuablc twice per 
hour, docs 2 Ip dam 

Resistance to Magic 
Must be hit by two consecutive 
ballthrowa or touches 

4th Lewi Mystical Forces 

Allaigbt 
Mystic aces "everything", 
including invisible creatures, 
hiciden creatures, and behind 
himself. Can't be surprised. 

Hands of the Mystic I 
Ability to affect creatures 
normally affected only by 
magical weapons 

Immunity to Blindncu 
llltcrrupc Magic 

No aave, uauablc twice per 
hour, all chanu/1pell1 in 
arc a au disrupted and !oat 

Major Warrior 
Al Minor Warrior, melce dur 

Mystic Bolt D 
Al Mystic Bolt I, 4 Ip dam 

5th Lewi Mystical Forces 

Handa of the Mystic D 
Crea tea metaphysical c xtcnaiona 
of Mystic's hands 1-1.5' long 
which give advanta gc to open 
hand attacks (Mystic geu to 
use bigger "Monk Gloves") 

Immmiity to Low Magic 
Immune to 3rd lcv 1pell1, 
etc, and below 

Immunity to Mundane Weaponry 
Immmiity to Toncb Magic 

Immune to spells, etc, that 
re quire a touch 
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Ignore Mystic 
Wears appropriate headband, 
Mystic is ignored by those 
he chooses at will, until 
he citheu touches or attaclc. 
them. A victim of this 
tactic will not ignore the 
Mystic again until 1 hr has 
passed. 

Mapc Reversal 
As Mages' spell, usuable 
twice per hour 

Mystic Hammer 
As Mystic Bolts, but does 6 
Ip dam, and victim is knocked 
to ground for 15 sec 

Superior Warrior 
As Minor Warrior, but melee 
dur, and two chances for 
successful ballthrow against 
the one chosen victim 

6th Lent Mystical Forces 

Hands of the Master Mystic 
Able to do 2 Ip dam per hit 

Linea of Probability 
Allows Mystic to time travel 
as Mages' spell, Latimar'a Time 
Travel, with no restrictions 
on alignment. In another 
application, allows Mystic to 
travel back in time for up to 
15 min and ca use a different 
decision in one event or choice. 
All must rolepla y the backwards 
time, but the nc w forward time 
is a new probability and will 
play out as it will. 

Mystic Ju11ernaut 
Al Mystic Bolts, but docs 10 
lp dam, and victim is knocked 
to ground for melec, and may 
then get up only with help 

Pede ct Warrior 
As Superior Warrior, but 
1 hr dur, Warrior docs 2 lp 
dam, affects creatures hit only 
by magic weapons, and hu +4 Ip 

Reality ia Relative 
Somewhat similar to Mages' Wish, 
but may not directly affect any 
itcm1, abilities, powers, etc, 
that the Mystic hu forcaworn 

Summary1 lp: 4/2. 1'>cll1, etc: Yea. Armori 
None. Weapons: Under 3' or staff. 

'11\C Rogue Magus (or just "Rogue") is a 
apcllcastcr ape cializing in that lowly 
occupation of thievery. To this end, these 
characters have dcwlopcd a special 
Somantic school of magic which requires 
band gcaturu in lieu of verbal chanu. 
The Rogue Ma1111 also poue11ca the akilla 
of a 11llef of equal ak lcv, with the 
n:ccption of Waylay. Additionally, Escape 
Bindings is gained at 3rd air. In. 1hia 
allows the character to escape from any 
bindings (magical or not) in 10 seconds, 
Thia docs not allow immunity to Frozen 
Foot/Feet or Paralyzation apella, howevcr. 

11ic Rogue Magus must learn si111 
language, since he mun sign out, letter 
for letter, the corresponding verbal chant 
for a spell. He must use only 1/3 the 
lcnath of the chant 11 a Maae would. For 
c xa mplc, to work Magic Dart I, he need 
only sign out Asp surat pyrtu, S.gn 
language simulates a magical aomantic 
system in the game. 

Some spells which absolutely require a 
•ubal chant or 1peakin1 will be 
unavailable to the Rogue Magus. Enmplca 
indudc 1 Order, Dcathapealr., Hypnotism, and 
Magical Weapon. Of course, if the Rogue 
Magus is unable to use his hands, he ia 
powerlcu to c11t apella. Hi• aomantic 
move menu must be clear and defined. 

The Rogue Ma111s player ia free to carry 
slips of paper ezplainina his apella' effects 
to 1ivc to victims. 11Us technique might 
be uacd when speaking out loud to e zplain 
would spoil the player'• co•er. 

The Rogue Ma111s casts 1pell1 11 an equal 
ak lcv Warlock and likewise is not able to 
cut spells over 4th level in power. 

The player choosing to play a Rogue 
Magus should play a good con-man, be 
stealthy, and a quick learner. The Rogue 
Magus' advantage comes in the many 
possible combinations of silently cut 
magic and slippery thic very. 
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Many of the spells and abilities already in 
Swordtag and those new ones presented in 
this book re quire persona to wear 
headbands. 'Ibcac arc used to identify 
who should be "seen" and who should not. 
Herc is a unified ayate m to use. 

Color Lallcl Mcanin1 
White Invisible Invisible 
Blue Ignore Must ignore 

until a tta eked 
or touched 

Green/Ca mo Hidden Must not "aec" 
until mow mcnt 

Yellow Ethereal Ethereal, ace 
"ahimmerina", 
ICC spell 

Red/Orange NIL Docm't nin 
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