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a stir sitting down at a table and causing ALL metal utensils,
platters and sundry other items to race across the table and fling
on to his body as if alive. The weight and impairment of move-
ment also make swimming, acrobatics and other skill requiring
agile movement difficult; -10% to most physical skills.

From time to time, the character may get stuck to a large,
heavy metal object (or other character in a suit of armor), requir-

ing outside help to pull the magnetized individual free, or else

he will be stuck indefinitely and could die of starvation or dehy-
dration!

Inevitably, the curse victim will need friends to pull the items
attached off of his body and deposit them far enough away so he
can function. Furthermore, the use of mefal weapons is impossi-
ble, for they too are attracted to the character's magnetic body
and cannot be pulled from their scabbard or easily swung to
strike an opponent. Moreover, it is very difficult to sit or lay
down comfortably without getting jabbed, poked or injured from
one or more of the hard metal objects stuck to the character’s
body. This makes a comfortable night’s sleep difficult (often
impossible), causing these curse victims to get only 1D4+1
hours of sleep a night, and the sleep deprivation adding to their
tiredness, discomfort, and penalties (noted earlier). It may also
make the character grouchy and short tempered.

Perhaps needless to say, the afflicted character quickly be-
comes fond of wooden (or stone) weapons and utensils, encour-
aging them to carrying their own wooden spoon, fork, knife,
bow! and plate, and similar odds and end. Likewise, most avoid
metal armor prefering leather and other unique types of armor
(like Kathos armor). Some even turn into hermits avoiding civi-
lization and all their metal trinkets.

If there is any (arguable) benefit to this curse, it is that the
victim, when covered with metal junk, gets the equivalent of a
Natural Armor Rating of 12 (8 or 9 if not heavily covered).
However, all the discomfort, nuisance, pain and inconvenience
far outweighs any benefit.

Note: The metal objects and weapons do NOT fly at the vic-
tim of the curse at such speeds as to inflict impact damage. Ob-
jects weighing one pound (0.45 kg) or less are atiracted from
distances of up to 20 feet (6 m), objects weighing up to 12
pounds (5.4 kg) from 10 feet (3 m), and items as heavy as up to
100 pounds {45 kg) from about four feet (1.2 m). As noted ear-
lier, if the character touches or comes within a foot or so (about
0.3 m) of a large or heavy metal object, the curse victim will
stick to it and remain stuck until he can get help to peel off of it
(requires a combined P.S. of 35). The character’s speed and en-
durance/fatigue factor may also be affected when the weight of
the iron objects becomes too great or restricts easy movement.

Memory Loss

The victim of this curse suffers from total amnesia, meaning
that his every recollection, his every memory prior fo contract-
ing this curse, has been largely erased. It is as if he simply
awakens the next morning with little recollection of his past. He
will remember those around him, but only vaguely, and while he
may know enough to frust them, he does not remember any ac-
tual adventures or experiences together. Nor will he remember
how he got this curse. Only certain major events that had a pro-
found impact on his life might still be remembered or have a
slight residual impression similar to the way one might remem-
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ber a dream. For example, the accursed might remember he is
from the Western Empire, and that he has wife (what’s her
name?) and/or he might remember a little about Elven history or
a favorite song or food, but for the most part, the character’s
past is now a blank slate, and he must try to reconstruct his past
as best he can, but forgetting all but the most memorable events.
Many take to keeping a journal.

Metal Allergy

Whenever the victim of this curse comes into contact with an
item made of metal for more than four melee rounds {one min-
ute) he suffers 114 points of damage of shooting pain, plus the
eyes water and he will sneeze every minute or so for the next
hour, Even carrying a metal dagger kept in its sheath most of the
time or a sack of coins kept in a backpack makes the eyes to wa-
ter and causes intervals of sneezing (typically 2D4+1 rapid-fire
sneezes) every ten minutes or so, as if the character had severe
hay fever. This symptom also occurs whenever the cursed char-
acter is around a lot of metal such as an enclosed space like an
armory, jail cell or treasure vault.

When suffering from this curse allergy, prowl and hiding is
impossible and handling metallic items causes the above symp-
toms plus the following penalties: -1 on initiative, -1 to strike,
parry and dodge and -2 to strike using a bow or thrown weapon
due to the blurred vision and possible jerk of a sneeze throwing
the projectile off target.

These characters, obviously, tries to avoid metal armor,
weapons, utensils and coins, as well as places where metal items
are numerous. Note: Sometimes this curse is “tailored” for one
or two specific types of metal such as gold, siiver, copper or
iron, but most Metal Allergy curses are broad based and include
all or most types of “metals.”

Mistaken Identity

This curse somehow rewrites the very identity of the victim
in the eyes of acquaintances, passersby and even foes who do
not know the character well. Only close friends, frequent com-
rades and close family members recognize the character for who
he really is. Those who only know the character in passing or by
reputation will confuse him with somebody else — and always
someone of poor character. No amount of arguing or evidence to
the contrary will convince them otherwise, either. What’s worse
is lawmen and authority figures always mistake the character
{even if a hero of some repute) to be a lowlife or criminal up to
no good. This curse will also make its presence felt if the victim
tries to collect on rewards or debts that are owed him and when
making public appearances or visits to court where inevitably
everybody wonders, “Who is this lout, and why is he addressing
us as if he knows us?”

Misunderstanding

In dealing with people of other races and customs, the victim
of this curse will always, even upon making a successful speak
or read/write roll, misunderstand what others have said to him,
just as he will mis-speak or others will misunderstand him and
his intentions, Accidental insults, paying too little money, and
coming off as a braggart, snob, cad, lush, or jerk, are constantly
getting the character in trouble. If a mage, scrolls cannot be
properly read and will not work, and mystic symbols, wards,
runes and circles will also be misinterpreted with negative ef-








































































































































































































































































































































































































