
















































































































Hawthorne reverently picked the - 
last needle out of a shallow dish of 
salamander oil. He passed it a few 
times over the onyx, the opal, and the , 
bar of platinum, spoke a few palate- 
twisting words, and carefully dipped 
the tip into the special ink he'd import- 
ed from across the Bight. Then, slow- 
ly, he inserted the needle into the skin 
of his client's chest. He released the 
needle; it stayed in place. He spoke the 
final word of the incantation, and the 
needle flashed blue for a moment. The 
client grimaced. 

"We're done," Hawthorne said as 
he retrieved the needles and stepped 
back to take a final look at the intri- 
cate pattern he'd traced out across the 
client's body over the better part of a 
year. 'Your amulet is finished, and will 
protect you indefinitely, as long as the 
pattern remains intact. 

''Thank you again for the opportu- 
nity to work on this. My partner and I 
have been mostly making Power- 
stones since we set up shop, and to 
work on a project like this is . . . well, 
really quite wonderful. 

"If it's not an intrusion, though . . . 
why did you choose to have this 
amulet done this way?" 

The client grinned wolfishly, 
pulling on a shirt to cover the 
elaborate tattoo. 

"I'm off to see an old acquaintance 
who's very particular about people 
carrying magic items in his house. 
And, well . . . blast me with lightning 
once, shame on you. Blast me with 
lightning twice, shame on me." 

These spells allow rnages to make 
and unmake permanently magical 
items. They can only be cast with cer- 
emonial magic (p. 12). A PC may only 
learn these spells with the GM's per- 
mission; nearly all of them are only 
available to quite advanced mages. 

i 

Enchant (VH) at a substantial . savings . in energy 
Enchantment 

A prerequisite for all other 
Enchantment spells except Scroll. To 
enchant an item, the caster must also 
know this spell. The caster rolls 
against the h e r  of his skill with this 
spell and the specific spell he wishes to 
place on the item. If he has assistants, 
they must have skill 15 or higher with 
both spells, but the roll is based on the 
casterk skill. 

Duration: Magic items are 
permanent until destroyed. 

Cost and Erne: See Enchanting 
(P. 16). 

Prerequisites: Magery 2 and at least 
one spell from each of 10 other col- 
leges. 

Temporary 
Enchntment 

Enchantment 
This lets the enchanter create 

magic items that only function a few 
times before losing their enchantment, 

(and therefore time). 
An item can be tempo 

enchanted at an energy cost of 
the normal cost for an item of 
type per use. An item with only a 
gle use can be created for 15% of 
normal energy, two uses would 
30%, four would cost 60% (very 
ineffective under most circumst 
and the cost for an item limited to 7 
more uses actually exceeds the cost 
a permanent item. 

The temporarily enchanted 
acts, in all respects, as a normal i 
of that type until all of its uses are 
sumed. Once all the uses of the 
porary item are gone, the item is 
longer magical. 

The Temporary Enchantment 
is used in place of the Enchant sp 
single item may not be enchanted 
both temporary and permanent s 
simultaneously. 

Temporary Enchantment can 
be used to give items a one-time a 
ty to cast a certain spell - not to 
the spell on the object. For example, 
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