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INTRODUCTION 1
Welcome to Harnmaster Magic

Our goals in writing this
book were to develop a
magic system which is
enjoyable, flexible. and

playable while also
including arcane detail,
Since preferences can
vary a good deal from
one group to another,
we have provided a

base set of rules
which are much

faster than before, A
number of optional

rules are also
included . Each

option has a
checkbox J which

can be marked if the rule is included, The GM and players
can discuss their preferences and include only the optional
rules they want .

This book is part of the Harnmaster rules system, The
books in the series are:

HarnMaster Core Rules: Rules for character
creation, skill use, combat, healing, running a
campaign, and generating treasure hoards. These
form the base rules and information needed to play
the game ; a foundation to build upon .

HarnMaster Magic: This is the book you are
currently reading . It includes rules for creating and
running a Shek-Pvar (mage), and a wide selection
of spells for each convocation.

HarnMaster Religion : Rules and information about
the ten major deities worshiped on Harn . Separate
articles describe the history, organization, regalia,
and rituals of each church,

HarnMaster Bestiary: A comprehensive collection
of creatures, some unique to Harn . Each creature
has a page dedicated to it, On the front of the page
is a full-color illustration : this is what the GM shows
to the players when they encounter the creature,
The back of the page contains detailed information
about the creature's habits, behavior, etc.

HarnMaster Military: Rules for Mounted Combat,
Weaponcraft. Chivalry, and Tournaments are
included . The life of a common soldier, and the
options available for advancement are also detailed,
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Organization of HarnMaster
Harnmaster is organized into articles, each covering a
different subject that is identified by a unique colored
heading. The pages are punched for insertion into a three
ring binder in any order desired, This format allows
everyone to organize and expand these rules to suit their
taste,

Players' Introduction
Harnmaster is a fantasy role-playing game in which
players assume the identities of characters who explore and
experience a fantasy world. A role-playing group consists of
a Gamemaster and the players, The Gamemaster (GM) is
separated from the players by a screen, behind which the
GM's secrets are hid: maps, lists, special rules. and other
data to which neither the players nor their characters are
privy. Players should not look on the GM's side of the
screen . The idea of the game is to discover secrets and
unravel mysteries by intelligent play, not by cheating .

Each player generates a "player-character", or PC, a
unique persona who lives in the fantasy world, Players
should not confuse themselves with their characters : the PC
will have its own traits and peculiarities, The ideal is for
players to play a role, to submerge their own personalities
and assume those of the character they play In this, the
role-playing game is more akin to theater than traditional
games,

The Gamemaster (GM)
The Gamemaster (GM) is apart from the players and

functions much like a referee at a sports event. The GM
controls, among other things, a world's weather and climate,
and societies and institutions, The GM stands between the
fantasy world and the players, describing and explaining it,
and operating the denizens that hinder and obstruct the PCs'
lives. The GM also operates Non-Player Characters (NPCs)
who can befriend and assist PCs,

The nature of fantasy role-playing is that all rules are
optional, Gamemasters may add, delete, or change rules to
fit their notions of rightness, The players may appeal
decisions and make proposals for change . and a good GM
will consider these concerns and try to explain rulings .
Ultimately, however, the GM is the supreme authority, and
may claim "executive privilege", for there is always some
information the players should not know.

It is best if' players do not overly concern themselves
with the rules: that's the GM's job. Players should develop an
understanding of how things work, use common sense, and
expect the world to unfold properly The players' challenge
is to explore the fantasy world, meet it on its own terms. and
succeed according to the goals they set for themselves .

HarnMaster



INTRODUCTION
CHANGES FROM PREVIOUS EDITIONS
Convocation ML: HarnMaster Magic treats each convocation as a separate

skill, This greatly simplifies character generation and skill development, All
references to a spell's NIL, SI, or SB . are now CML, CSI, or CSB of the
spell's convocation.

Fatigue: The game mechanics for accruing spellcasting fatigue have been
simplified . Fatigue is no longer based on spell complexity, but is instead
dependent on casting success or failure .

Common and Multi Level Spells : These types of spells have been
amalgamated into the other convocations . most often as Neutral spells.

Spell Research & Design: Esoteric Knowledge Factor (EKF) has been
eliminated and replaced with an easier routine,

Converting Shek-Pvar Characters from First Edition
The method below converts a character to the Second Edition, We

recommend you read the Shek-Pvar article before converting a character,
First convert the character's attributes and skills to the Second Edition as
described in Harnmaster Core Rules.
Characters who know at least one (1) spell of a convocation are deemed to
be attuned to the convocation, Calculate and record the CSB for each attuned
convocation using the tables on Shek-Pvar 6.
Determine the CML for each convocation (and neutrality) as being equal to
the average of the MLs of all open spells for that convocation, That is, if a
character has four Lyahvi spells (ML56, ML60, ML85, and ML92) the average
ML is 73, Hence, Lyahvi CML is 73,
Record the name and level of each open spell on the Character Profile, The
EML (CIVIL - 5x Complexity Level) for each spell may be recorded . or
calculated on the fly.

HarnMaster

J Convocational Attunement
Conversion Option
Only characters who know six (6) or more
spells of a convocation are considered
attuned to the convocation, Those with
five (5) or less spells must replace them
with a magical item in which the spell is
stored, The number of charges is equal to
the spell's SI .
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arnWorld is far from being "Magic-Weak." Although
uncommon . accomplished mages with awesome
powers do exist . Characters with the interest and
natural ability to practice the "hidden arts" have the
option to enter an elite vocation that demands skill

and dedication to prosper.

OF

The Guild of Arcane Lore is a loose association of alchemists, astrologers,
mages, psionicists, runemasters, etc . The Shek-Pvar is a suborganization (actually
six separate s,.borganizations) within the guild,

Shek-Pvar subscribe to a doctrine called Pvarism. This doctrine perceives
and describes KeIestia (everything that exists) in terms of six key elemental
principles : AFire. Metal, Earth, Water, and Spirit. Because manipulation of these
elements imposed unique demands upon the mind and body, six schools of
arcane lore evolved . each stressing one of the elements . The earliest schools
predate the founding of Melderyn by at least a thousand years .

The first Pvarists be'eved that everything was literally composed of one or
more of the six basic elements. This simplistic belief evolved over the centuries
and most Shek-Pvar now view the six elements as mental templates which enable
the mind to grasp and manipulate complex magical forces . For example, when
referring to "earth", Fyvrian Shek-Pvar now mean far more than the dirt beneath
people's feet : they include all natural cycles of birth and growth, death and
decay.
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An Ancient Order
The practice of magic is an ancient lore
The Earthmasters had knowledge of the
arcane arts long before their enigmatic
disappearance nearly 16,000 years ago.
The Sindarin were magic-users when they
came to Kethira more than ten millennia
age. The Khuzdul learned the arts as early
as 0.000 BT by solving (. they say) clues in
the artifacts and architecture left behind ':>y
the Earthmasters Even human knowledge
of ma is has a venerable history because
some chapters of the Shek-Pvar have
existed for at east two thousand years.

The Elder Folk
Most Sindarin favor the Fyvrian discipline
the magic of nature, but elven mages exist
in al : convocations. The Sindarin have the
requisite high aura and, because of their
immortality ale time to excel at magic .

T tie Khuzdul have the patience to study
and excel at magic, but nature has not
blessed them with a high Aura . Dwarves
with the natural talent to practice magic
tend to favor the Jmor v . convocation the
magic of artifice

HarnMaster



CONVOCATIONS
The Shek-Pvar are divided into six sub orders called convocations, Each

employs its own element /princi pies to achieve a unique variety of magic, The
convocations, their symbolic hues, natural elements, and driving forces are :

Lyahvi Red Air Light/Illusion/Etherealness
.

	

Peleahn	Orange	 Eire	He at/Action/Dryness
Jmorvi	Yellow	Metal	 /Artifice

Fyvria	Green	Earth	Birth/ Growth " Death/Decay
Odivshe	Blue	Water	/Dar kness/ Moisture
Savorya

	

V : olet	Spirit	ic:

A Shek-P var first attunes to a Primar y Convocation and learns Primary Spells
Adjacent to thi are t :'1,' Secondary convocations and spells, Those two removed
are Tertiary. The convocation opposite the Primary is the Diametric, These
relationships are symbolized by the Pvaric Wheel.

Example : A mage who first attunes t,, Savorya ::, forever ca ?r ed n Savoryan The seconda .
convocations of Savorva are Lyahvi and Odivshe: Peleahn and Fyvria are the Tertiaries.

Jmorv is the Diametric.

Mages first learn spells of their Primary Convocation, but can later learn
those of other convocations, There are also spells which use Neutral magic, the
hub of the Pvaric Wheel, which mages of any convocation can employ,

The Pvaric Wheel
The wheel reflects the unity of Pvarism,
and, shows how each convocation is i+1

harmony with iii neighbors.
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THE CONVOCATIONS
Lyahvi (Lee-AH-vee)
Lyahvi k the magic of the insubstantial,
etheteal, and illusory. Lyahvi
mages manipulate light to illuminate
confuse or hypnotize. The essence of
l .vahvi is bright, sterile, and unliving .
Gems, nut rors, and oilier items which
reflect/retract light are used as foci

Peleahn (Peh-lay-ANN)
Peleahr. is the most active . destructive,
and least thoughtful school of magic. The
Peleahn manipulate heat, smoke, and fire
to produce pyrotechnic effects, They also
deal in Ethereal Fire, which requires no
:mundane seed . but is somewhat less
dangerous than mundane fire, Peleahn foci
include frepots, flint and steel, and other
fire-making tools,

Jrnorvi (Jeh-MORE-vee)
The element o .' the Jmorvi is r~fetal . Their
magic runs :n a slower vein and includes
:he construction ant: manipulation of
metallic locks, tools, weapons, etc . Jrnorvi
favor metallic objects as foci,

Fyvria (FIV-ree-ah)
Fvvr -ia is the magic of the green and
Crowing, the pale and dying-essentially
:he cycles of growth and decay that
underlie the natural word . The base of
Fyvria is fertile earth where life swarms.
l Fyvrian mages use organic objects as foci,
including ; petrified wood, bags of earth,
even living plants and animals .

Odivshe (Oh-DIV-shay)
Odivshe is the magic of slow, cool
darkness, the opposite of fire and action .
Odivshe mages study and manipulate
water, ice, darkness, and cold to achieve
their ends, Thev also make use of Ethereal
Water, the counterpart of Ethereal Eire.
Odivshe incorporate water, snow, or ice in
their foci,

Savorya (Sah-VOY-ya)
The Savoryans deal in knowledge, thought,
and concept, all of which, :hey believe,
stand above the other elements, Their foci
incorporate illustrations, runes, or the
written word
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SHEK-PVAR: Organization and Ranks
While it is not necessary to join the Shek-Pear to practice magic, most

human mages are members, The criteria required for promotion from one rank
to another is not uniform, although the Guild of Arcane Lore prohibits a
promotion from being unreasonably delayed, The following ranks denote status
within the Shek-Pvar: they do not necessarily indicate expertise,

MAVARI (Apprentice)
Mavari are adopted into a convocation and chantry by resident masters,
Each Mavari takes an oath to obey their convocation's laws, conserve its secrets,
and to serve and obey their master. 'The master agrees only to "teach what is
deserved",

Mavari perform menial tasks, assist with research, run errands, and so on,
Most of what they learn is from watching and listening to their masters. Those
who earn their master's favor will eventually learn some spells,

Same Mavari lose a master due to death, misfire, etc. Every attempt to place
the "orphan" with another master is made, but moving to a new chantry may be
required, If the Mavari is a marginal talent or disagreeable personality, an
apprenticeship may terminate, often with some bitterness.

SATIA-MAVARI (Journeyman)
When Mavari reach a certain level of competence, generally after five to

seven years of service, they are released from the bond of apprenticeship and
sent into the world as one of the Satia-Mavari . It is hoped Satia-Mavari will test
and refine their art by observing how magic manifests itself' in the world outside
a chantry. Satia-Mavari are also expected to gather treasures : items of value and
esoteric interest to the chantry and its members, The prevailing custom is to
submit three items of value and three "original arts", meaning spells the former
master does not know how to cast,

It a Satia-Mavari fails to return, so be it : the custom is intended to weed out
the weak and incompetent. Satia-Mavari who survive in the outside world for at
least a year and a day (most actually take three to five years) and gift their
chantry with the customary treasures and spells, may apply for promotion to
Shenava rank .

SHENAVA (Master)
The highest rank attained by most Shek-Pvar, Shenava generally reside in a

chantry. engaged in never-ending research, but some travel far and wide in
pursuit of original knowledge. Mavari are generally indentured to resident
Shenava. Mendicant masters are less inclined to take: on Mavari, although
apprentices with talent and wanderlust are always in demand .

VIRAN (Grandmaster)
Only the most accomplished Shenava achieve the rank of Viran. The only

way to reach this exalted rank is to earn the respect and recognition of six other
Virana . If impressed with a Shenava's achievements, a Viran will circulate a
Petition of Excellence among other Virana . This document praises the Shenava
and suggests elevation to tire rank of Viran. If five other Virana sign it, the
Shenava is summoned to a nearby chantry and presented with the Petition in a
solemn, but simple, ceremony, Copies are filed at all chantrics in the region, and
the new Viran keeps the original as proof of status .
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The path to knowledge is .'On ,;, and hard . Firm
shall the Mavari learn the noble ways of
Co ncentration, and this situ(: engage it im for
several years. Many who try shad /ail Then
shall the Mavari be taught to focus his very
bein g upon his Element to feet, to know. t o be
Pri	 le from which all power is drawn.

Only then shall' the true ways of magick be
taught. .

Genin, On l.earning the Art

The Return of Korben
A Satia-Mavari known as Korben returned
to his Peleahn chantry at Shosim aftet an
absence of almost five years. He was
presented to the mistress he had
apprenticed with, and sought her approval
to be made Shenava.
As was the custom, Korberi donated three
magical artifacts to the Chantry a lantern
which always stayed lit, even when
underwater : a Fyvrian artifact to reduce
the severity o? burns : and a silver lockbox
that could be well sealed by a silver key of
Jmorvi enchantment .
Korben then demonstrated three original
spells 'tot his mistress one to quickly
awaken people who were asleep : one to
convert a mundane fire almost completely
into smoke : and, his masterpiece, a spell to
extinguish very large fires by creating a
magical vortex to devour them, afterwhich
the vortex would devour itself.
Korben's mistress felt these artifacts ant]
spells were worthy gifts, and promised she
would seek the rank of Shenava for him.
Two other resident Virana agreed with her
assessment . Korben was officially granted
the promotion it. four months and proudly
moved into the chantry as a resident
Sheriava.

HarnMaster



Some Virana inform a candidate they are the subject of a Petition of
Excellence ; others do not. Shenava who are aware a Petition is circulating have
been known to help Virana make up their minds by becoming demonstrative,
Left to itself, a Petition can circulate for years before enough Virana are suitably
impressed. Sometimes the Shenava dies while the Petition is still circulating, On
the other hand, a Viran may sign on the advice of a respected colleague without
ever having met the Shenava candidate.

Virana are accorded great respect by those aware of their status, Only
Virana who violate the Pvaric Code can lose this rank and status, Some Virana,
especially if infirm, will take on a Mavari . However, most Viran have learned
how little they really know ; they typically ignore mundane affairs and spend their
time seeking to perfect their art,

CHANTRIES
Each convocation has its own chantries where members may study, learn,

and practice magic, Each chantry is governed by a Council of Mages, but
administered by a seneschal, perhaps a Shenava but often not a mage at all . The
seneschal's staff consists of apprentices, those who wish to be apprentices, and
perhaps a few servants who lack the superstitious fear to avoid the place,

Chantries house a combination of masters and apprentices . Shenava pay
rent, typically 12-24d per month, but can vacate (or be evicted) on short notice,
generally 30 days, Some may reside at the same chantry for a dozen or more
years, while others travel constantly from house to house. The elite Viran do not
pay rent, but are expected to make "regular donations" to support their chantry.
Most chantries also offer visiting members daily rates of Id .

HarnMaster

THE METAPHYSICS OF MAGIC
The energy used to drive the s ; ells Of the
Shek-Pvar are ethereal powers released by
a mage from the fundament of Kelestia .
Some Shek-Pvar believe the powers come
from elemental planes in "the void
between worlds" where one briefly exists
during interworld travel, Another theory
suggests the powers are drawn from the
First Gods, since the principles involved are
analogues of these ambiguous entities, A
linking theory claims both are right since
the void between worlds is a likely home
of the First Gods.

N. Robin Crossby, 1997



SPELLFIRE TIMING
The Hdrn.llaster combat system is a crisis management system into which

the operation of magic fits easily, A mage begins spellcasting by choosing
Esoteric Option during a normal 10-second Combat Round,

The Combat System runs on Initiative Ratings (IR) . Characters have a skill
called Initiative which expresses how quickly they react, However, regardless of
IR, all actions undertaken by characters are assumed to begin in the first second
of the Round, Initiative determines who gets the first chance to act within that
first second of Gametime . An action that takes one second or more of
Gametime, like spellcasting, will not be completed until everyone else has begun
their own action options,

THE SPELLFIRE ROUND
Spells with a Time to cast of 1-9 seconds "fire" at the end of the same

Combat Round. Spells with a Time to cast of 10-19 seconds fire at the end of the
next Combat Round, and so on. To determine the Spellfire Round, divide the
Time by 10, round down, and add the result to the present Round.

Examples: if this is "Round 4, " a spell with a 24-second casting timefires at the end
of Round fi, and one with a 38-second casting time fires at the end of Round 7.

Competing Spellfires
When two or more Spellfires occur at the end of the same Round, it may be

necessary to determine which spell fires first, Ties are broken as follows:

[1]

	

The spell with the shortest casting time fires first,

[2]

	

If still tied, the caster with the higher success level gets first Spellfire.

[3]

	

If still tied, the caster with the higher IR gets first Spellfire.

[4]

	

If still tied, break ties randomly,

Instant Spellfire
Spells that are stored or delayed by special spells often have a Time to cast

under one (L) second, Such spells are cast on the Mage's normal Turn and, if
successful, fire instantly, A Tactical Advantage may be earned for persons close
to any victims, but rarely (GM discretion) by the caster,

INTERRUPTIONS
Spellcasting demands great concentration, A mage must concentrate from

the moment casting begins until the moment the spell "fires ." If a mage is
interrupted during this time, adverse results may occur, Each case is evaluated
at GM discretion .

Minor Interruptions might include a near miss by an arrow, witnessing
the demise of a companion, a loud noise to the rear, etc. These have
little chance of terminating the casting, but a penalty of 5-30 is
assessed at GM discretion, The mage may terminate voluntarily,

Severe Interruptions always terminate the spellcasting . These include
most forms of physical abuse from having an arm severed to simply
being knocked down, No other penalty is normally involved,
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Enchantments
A spell placed on an animate or inanimate
object, generally with a Duration of
Indefinite or Permanent, but sometimes
only Temporary. When an enchantment is
laid on an animate object, an unwilling
target is allowed a "saving throw" with a
test against a multiple of Will, modified at
GM discretion for circumstances, If the
target of the enchantment is an artifact
with artificial personality, its Ego is used in
place of the Will attribute,

Sanctums
Most Shek-Pvar maintain a sanctum,
namely a secure room whose walls and
furnishings incorporate appropriate
elemental materials . Within a sanctum,
elementally-aligned energy helps the mage
research and cast spells . Afew mages
maintain multiple sanctums, each aligned
with a different convocation,
Some environments have a sufficiently
strong convocational residue to be "natural
sanctums", The GM may assign such
places a value . Few places have an
elemental value comparable to a mage-
made sanctum; the heart of a volcano, or
a wreck 50 fathoms down would be two
exceptions, Generally, 1-5 points of
elemental enhancement are the most that
can be expected on Kethira .
A Sanctum, whether natural or mage-
made, modifies the EML of spells that are
researched or cast within it, Mageswho
are unaware of these effects may get a
nasty surprise.

_I Ten-Second Spellfire
A spell with a Time to cast exactly
divisible by 10 (e .g., 10, 20, 30 seconds)
fires just before the caster's turn in the
appropriate Round. The caster then takes
a normal turn,



RENEGADES
Although Shek-Pear are unified by a common belief' in Pvarism and the

practice of magic, there are good and evil members in every convocation,
Although the Shck-Pvar have few universal rules, The Pvaric Code is rigidly
enforced .

The Pvaric Code

Bringnotthescornofthe
rKvikir u )on? thy brothers, nor

nuke with thyne art a -..>lace

for thyself above them

Keep sacred, and free from
harm, thy House of Lore arse.

make tithe to thy House a

portion of thyne arcane

treasu r(?,

Spread notthy?ore,even

among thy brothers, without

sanction of thy peers,

IV

Succor not a renegade of the

art, but strike him down With

thy po'r'e!; et Se summon

b+"others to thyne aid.

A mage who uses magic to
harm the Kvikir (ordinary folk) or
who brings a House of Lore
(chantry) into disrepute, will be
opposed by other Shek-Pvar. either
because they are ethically hostile,
or because they believe the
organization is threatened by too
much visibility,

If six or more masters agree, a
mage can be declared Renegade,
An infringement may prompt only a
warning from a master, group of
masters, or chantry : this varies from
chantry to chantry and convocation
to convocation,

It is the duty of all Shek-Pvar .
regardless of convocation . to
oppose a renegade, Shek-Pvar are
not expected to commit suicide to
oppose a powerful renegade . It is
enough to quickly report any
encounter or knowledge of a
renegade's location to the nearest
chantry or independent master,

Regardless of the outcome, the
Shek-Pvar will try to rectify a
renegade's actions. The masters

who declared the mage a renegade have the primary responsibility to pertorm
this task . This complex process may require the memory of the renegade to be
removed from the minds of dozens of Kvikir.
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The Tale of Kadrol & Mordan
In "03 TR, the following note was sent to
Kadrol of Aest . a Peleahn mage.
"Thy brothers and sisters have (earned
thou has! taught the art of thy
convocation unto Mordan of Gexel, a
brother not of thy convocation without
Consent and ivithoar making unto thy
chantr such t 's as are customary

Therefore, it is the duty of the governors
of tin' chantry to advise thee than, unless
.hou ceaseth such action and make unto
thy chantry such gif ts and acts of

contrition (IS are prescribed, thy name

shall be added to the Roll of Renegades
and trade known to Shek-Pvar in ail the
seven worlds."

Although the main onus is on a student to
get the necessary permissions, Kadrol was
sufficiently impressed by this threat to gift
his chantry half of his collection of 12
enchanted artifacts and to appear before
the assembled chantry council and beg
forgiveness The council voted to accept
his apology, provided lie served in the
chantry's kitchen for three months and this
was done,

Mordan, a Fyvrian Shenava, was prouder
than his mentor, He was sent two similar
letters from the resident masters of his
own chantry The letters informed Mordan
that, in order to avoid being declared a
renegade, he would have to permit a
Savoryan mage to remove from his mind
all knowledge of the ways of Peleahn .

Mordan die: not reply to either letter, and
continued to use Peleahn spells . This
forced both chantries to add his narne to
the Roll of Renegades,

The two chantries dispatched a "team" of
three accomplished Shek-Pvar. The first, a
Savoryan . used subtle divination spells to
hunt Mordan down, The second, a Gray
mage who specialized in counter-magic .
prevented Mordan from using his spells
effectively The third, a Pelealm . battered
down Mordan's defenses and destroyed
hint . No quarter was asked, nor offered,

HarnMaster



JOINING THE SHEK-PVAR

Convocational Mastery Level (CML)
The ability to cast spells of a particular convocation I treated as a skill A

the Harnmaster system . There is a separate skill for each convocation, and one
for neutrality . Each CIVIL has a unique Skill Base (CSB) dominated by Aura, but
influenced by one other attribute .

Lyahvi
Peleahn
Jmorvi
Fyvria

CSB x2
CSB X3

SB x4

CSB X5

CAB 0

AUR AUR EYE	 Wind, Magnification Visual Illusions, Ethereals
AUR AUR AGL Fireballs, Volcanos, Movement Enhancement
AUR AUR STR	Weapon Creation. Prospecting/Mining Lockboxes
AUR AUR SML	 Healing . Horticulture. Necromancy. Earthquakes.

Characters can become Shek-Pvar by
applying to a chantry, although discovering a
location may not be easy. Chantries vary in
quality and the best of them are difficult to enter.
A high Aura is required, but most applicants can
improve their chance of acceptance if they have
the right family connections, sufficient funds to
bestow . or an appropriate recommendation .

Chantry Application (Example)
Caswalon has wanted to be a Fyvrian ever
since a mage healed him of the plague at
the age. of eight . Caswalon applies at
Gelimo a * ** * Fyvrian chantry (See :
SHEK-PVAR 181 in Melderyn where he
knows his benefactor is now a Shenava .
The benefactor explains he already has an
apprentice ':;u recommends him to
another master. With a Fyvrian CSB of 14,
Caswalon's base chance of being accepted
is W x 3 = 42% but the GM awards a *20
bonus for the. recommendation giving a

net chance of 62% The player rolls a
Caswalon's application is accepted .

Convocational SBs (Example)
Caswalon's sunsign is Masara. arid he has
the following attributes :

Masara gives a +3 bonds for- Odivshe . a +I
bonus for Fyvria and Savor ya, a -1 penalty
for Lyahvi arid Jmorvi, and a

	

3 penalty
for Peleahn Caswlaon's CSBs are

NOTE: A gifted Mavari will sometimes join a convocation in opposition to his
Sunsign . This gives him an advantage when learning spells of other convocations
in the future, although it will impede his early career

Convocational Attunement
When Mavari learn how to attune to their
element, they are taught to let a small
amount of Principle exist within their
Aura . Attunement must be done slowly
and carefully. arid it takes months before
sufficient Principle can reside within the
Aura to allow spells to be cast Mages refer
to this Aura-resident Principle as their
Foundation .

A Foundation remains within the Aura
until a mage dies when it dissipates and
the Principle returns to the elemental
plane .
With time and practice, Foundations can
be increased in size to accommodate
Principle from other convocations.
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STR :2 FYI= 09 INT 13
STA :t HRG t0 AUR 16
DEX 13 ski[. 06 WIL 15
AGL 08 VOI 07

Odivshe AUR AUK DEX Leaves, Precipitation, Movement Reduction
I Convocation CSB

Savorya AUR AUR INT Divination . Written Works, Memory Suppression Lyahvi (16 * 16 + 09) / 3 1 i%3
Neutral AUR AUR W1¬. Counter-Magic, Interworld Travel, Energy Storage Peleahn (16 + 16 + 08) / 3 - 3 10

Jmorvi (16+ 16 + 12) / 3 1 14
Convo Fyvria (16 + 16 + 06) / 3 + 14

The stars favor different convocations. The astrological modifier to CSB is
Odivshe (16+ 16 + 13) / 3 + 3 18

given below. For a character barn on a cusp (the first two or last two days of a Savorya (16 + '.6 + 13) / 3 + 1 16

sunsign), use the more advantageous modifier. Neutral (16 + 16 + 16

Ulandus --3 -1 +1 +3 +1 1
Aralius -2 () +,? +2 +0 - 2
Feneri - I 1 +3 +1 -1 -3
Ahnu +0 42 +0 -2
AngbereHus + I + I --1 --3 --1
Nadal +2 +2 +0 -2 -2 +0
Hirin +3 + -3 -1 +1
Tarael +2 +0 2 -2 +0 +2
Tai + I --1 3 1 +1 +3
Skorus +0 -2 -2 +-;) +2 + 2
Masara .3 i + ! +3 + I

Lade -2 -2 +0 +2 +2 +0



PREGAME SKILLS

Shek-Pvar PCs begin play as
Satia-Mavari about to depart from
their chantry after live to seven
years apprenticeship, Two magic :
skills (Convocation and Neutral)
are automatically opened with
CML. values (multiples of CSB)
that depend on the quality of the
chantry.

CSB-"" CSB3
CSB3 CSB3
CSB CS132
CSB2 CSB2
CSB2 CSB1

Satia-Mavari Equipment
Satia Mavari usually leave a chantry with
little o : material value. Apprent:ces are
unpaid and, therefore, have nothing to
save, Some might still have possessions
they owned before apprenticeship, but
most will have bargained away such trifles
for knowledge and to meet basic needs,
Satia-Mavari typically leave the chantry
with a week's food end water, the clothes
on their back, a dagger . and -2-36 pence,

[ 1 ] Satia-Mavari Occupational Skills
Satia-Mavari open the three skills in the top row of the table below, and ALL

skills for their specific convocation, Each skill is named followed by a number
which is the OML that applies during character generation only,

LOCAL SCRIP 1% 70+SB2 . FOLKLORE/4 . MATHEMATICS/2 .
LYAHVI	Legerdemain/3 Glassworking/3. Jewelcraft/3
PELEAHN	Alchemy/ 3 . Cookery/
JMORVI	Meta craft /3 Lockcraft/3, Mineralogy/2, 11 	raft /2
FYVRIA	Herblore/3, A riculture/3, Animalcraft/2, Emba ming /2,

fore'; ing/ 3, Physician 2, Survival/3, Tracking/2.
ODIVSHE	Swimming/4, Fishing/ <, Piloting/2, Seamanship/ 2 . Brewing/2 .
SAVORYA	M ental ~.'onfhri/ :5 . Drawing/4, Runecraft /3, Tarotry/3.

ALL

_ 	nal ~h1ilS

Like all characters, Satia-Mavari have five Option Points (5 OPs) to open
new skills and improve open skills, The new skills should be chosen from the list
below since the OMLs given are one level higher than normal,

Optional Skills : Acting/2 . Alchemy/2, Astrology/2, Cookery/4,
Dancing/3 . Dagger/3 . Hideworking/2, Mental Conflict/4, Musician/2,
Riding/2 . Runecraft/2 . Skiing/2, Sling/2 . Staff (spear)/4, Survival/3
Swimming/2 . Tarotry/2 . Unarmed/4, Weatherlore/3 .

Each optional skill is opened by expending L OP Any open skill (including
any new skills just opened) may be improved L SB by expending 1 OP No skill
may be improved more than once in this way.

IMPORTANT: Players can NEVER expend Option Points to improve their
two open CMLs, nor to open CMLs for other Convocations.

[3] Satia-Mavari Spells
Satia-Mavari start play

with a selection of spells 1

	

Each Convocational Spell

learned during apprenticeship,

	

__ Each Neutral Spell

	

spell Level x 2

Only Neutral and Primary
Convocation spells ate opened
in the Pregame .

bevel x 1

Satia-Mavari have Spell Option Points equal to Aura, Two neutral spells,
FOCUS and DISPELL are taught to all Mavari and these arc opened free. All
Convocational spells cost 1OP per level, and all other Neutral spells cost 20P
per level,

Beginning Skills (Example)
Caswalon's Gelimo (****) apprentice-
ship has been completed, He opens
and/or improves the tol owing skil!sv
Free Open Fvvrian Magic/3 to CRlL=72
Free Open Xeutrai Magic/3 tc: W1L48

Frcc

	

Open I,ttkisc to :̀11,9
Frcc Open Folkl .rr/ i to ,1.-V
Frcc

	

~'"?c "n `,:1,tthenta', : < :`7'o r.}f .28

Free

	

Open Herb1cre/1 to ",11-36
Free

	

Open rlgricultwel3 to 17L48
Free

	

Open Anirtalc :aftJi t ". ; :11L20
Free

	

Open Embal:ningl2 (cMI-18
Free

	

Open For- aging/3 to N[L30
Free Open Physician/2 to %1L28
Free

	

Open Survival/3 to 47L39
Free

	

Open Tracking/2 to V9Llf

1 OP

	

Open ,Alcaurrr :pJ2 to 1,1L28
1 OP

	

Open r)aggcri3 to 81[ .36
1 OP

	

Open Mental Cor.Fxt/4 to %11,60
OP

	

Improve Hcrhlorc 1 SR to h1t,48
1 OP

	

Improve Physician 1 SR to R'il 42

Beginning Spells (Example)
Caswalon's Aura gives him 16 Spell Option
Points, He has been taught the following
spells :
Free

	

Dispeil (Neutral/1)
Free

	

Focus (Neutral/111)

4 OP

	

7.yntis Tap (1\cutraiill)

OP

	

Balm of Gresan (FyvnaJl)
2 OP

	

Hand of lliam fFy"vriaJII}
2 0 :'

	

Verdant Hand Wwria/lD
3 0 :'

	

Learn Power of Sharadorn (Fyvria/Ill)
4

	

Learn t:re ::m ct Calega (f'yvriallVj

J Neutral Spell Limits
Masters expect `v]avari tc spend the
majority of their lane leariur?, spells of'
their own convocation, Thus, PCs cannot
spend more than one third of their spell
OPs to learn neutral spells,
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SPELL FORMAT
This publication includes a selection of spells as a guide and aid to players

and GMs, The main thrust of HarnMaster Magic, once players are familiar with
the rules, is to invent original spells, and rules to encourage this are provide later.
The published spells are mainly intended to inspire,

Each published spell has a description outlining casting requirements and
spell effects, Many spells have effects which are dependent on CSI, that is the SI
of the convocational magic skill,

CONVOCATION: All spells belong to one of the six convocations or are
neutral, The arcane spell symbol indicates the spell's convocation, There
are seven such symbols, each illustrated in the sidebar.

NAME: A spell's name is a matter of personal taste, but duplication should
be avoided, Record the convocation (or neutrality) and the level of
known spells,

COMPLEXITY LEVEL: A spell's complexity level appears in Roman
numerals (VII) after the Spell Name, More complex spells will be more
difficult to learn and cast,

DESCRIPTION: A guide to what (hopefully) happens if the spell is
successfully cast . These effects may vary at GM discretion, and are often
modified by Success/Failure levels, The description may also list special
casting requirements,

Lyahvi Peleahn

Jmorvi Fyvria

Odivshe Savorya

BONUS EFFECTS: As CML increases to certain preset Levels, a mage
mayhave the option to invoke additional (bonus) effects . Even if eligible,
a caster may ignore any bonus effect,
IMPORTANT: Note that CML determines which bonus effects are available
for a spell, not EML.

TIME: The amount of gametime to cast the spell ; effects begin once the
caster has "expended" this time, Most spell descriptions express Time as
a formula such as "15-CSI seconds" or "25-CSI hours" . This kind of
formula allows time to decrease as proficiency increases.

RANGE: The maximum distance that a spell's effects can be projected,
Range is typically expressed as a function of caster skill, such as "CSI
hexes" (1 hex = 5 feet), A Range of Touch indicates the caster must
establish physical contact with the spell's object sometime during the
casting time, A Range of Self indicates the spell can be laid only upon the
caster,

DURATION : The length of time the spell's effects (once they start) will
normally continue if not dispelled. The caster may (at GM discretion) opt
to cast a spell of shorter Duration, There are three Duration categories :

Neutral

BONUS EFFECTS (Example)
Caswalnn has, with diligent effort,
developed his Eyvrian CIb1L to 60, His
EVIL for Power of Sharadorn (Fyvria/III)
is 45 . He can lay the enchantment on
another person (the CML 50+ bonus
effect), and can do it from 6 hexes away
(the Cb1L60+ bonus effect),

Temporary effects last for a specified period and then automatically
dissipate, Most spells are Temporary. Unless otherwise listed, the
noted Duration is tripled with a CS casting,
Indefinite effects continue until dispelled,
Permanent effects cannot be removed without destroying the
enchanted object(s).
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CASTING SPELLS
A conscious mage may attempt to cast any known spell at any time in the

course of play, The following routine is used :

[1] Declaration : The character intorms the GM of the intent to cast a spell,
expends the necessary casting Time, and meets any other requirements,

[2] Spell EML: The base chance to cast a spell is the appropriate CMI,
minus five ( times the level of the spell, For example, it Odivshe CML
is 90, the FML for a 11 level Odivshe spell is : t?0

	

(5 x 2) = 80 .
Like all skills, Spell FM1 . Is subject to Universal Penalty, can NEVER

exceed 95, and cannot be less than 05 unless the GM deems the
circumstances impossible for spellcasting. Spell EVIL can be lumber
reduced by a Special 1cnalty if the GM believes optimal requirement~ for
casting have not been met, such as the spellcaster is interrupted, The
final E1,IL is determined only after the spellcaster has coaunitted to
casting the spell .

Success Roll : Once Spell EML is known . a skill roll is made to determine
success, The GM makes the roll secretly if the result might be ambiguous
to the caster,

Form and Principle
'ti'shen casting a spell, maages

	

their
Fouaciut on to crcate a harm, Each spell has
a ml i " : -,)e For in :.incf h,1)11- to create
this Ford : is tc krow how to cast the spell .
Ever the simples ; Forms are very
con : :;licated and mages spend a great deal
of time ties :fining and testing them to
:hake sure 0cy work properly,

After a Form has been constructed, the
spellcaster determines whether it is good
(safe}, and then summons the Principle_
The connection lasts oay a brief instate as
Principle courses into the Form, where it is
channeled to produce the spells effects
The Form then dissipates back to the
Foundation

Spellcasting Results
CS : The mage creates a perfect Form
that causes no fatigue and allows the
,:aster to maximize Itre eflect,

[4] Fatigue Accumulation : Mages expend their own energy (gain fatigue)
to control a spell, The Fatigue Levels accumulated depend on the success
level achieved when casting the spell :

CS : None

	

MS: F1

	

MF: F1

	

CF: F2+
After casting a spell, fatigue received f'rom the current casting is

added to total fatigue, A SHOCK roil is required if the total
accumulated fatigue is now F3 or snore,

Fatigue from spellcasting is removed at the normal rate ; namely, one
Fatigue Level per ten (10) minutes of rest, It is impossible to recover
fatigue while actively casting or researching spells,

[5] Effects : Spell effects are read from the spell description and may vary
according to the success level achieved (and GNI discretion) .

MS: The mage must do some "line-
tuning" to the Form while the
connection to the elemental plane is
open, This process is fatiguing .

MF : The mage constructs a Form,
realizes it is inadequate for tlne
purpose, and then aborts the spell by
dissipating the Form before the
Principle is summoned . This is also
fatiguing,

CF : The Principle is summoned into a
fijtaty Form which cannot be repaired
in time to avoid a critical Form
failure . This might be fatal . See : Spel
hfstire table on Shek-I'vai 11,

Spell-Casting Example
Caswalon attempts to cast Hand of Iliam
(Fvvrial11) . His Fyvrian CML is 60,

Caswalon's E'1.-11 . for the spell is
CML,

	

(5 x Level), or 60

	

(5 x 2) = 50 .
The time to cast is 25 - CSI seconds, Thus,
the time expended is 25 - 6 = 19 seconds_

While Caswalon is casting the spell, an
arrow is shot at him, Caswalon does not
see the arrow coming, but is startled when
it strikes the ground in front of firm, The
GM ruses this interruption reduces EML by
ten to 40 .

Caswalon :s player rolls a 29, a Marginal
Success . The spell is successfully cast . but
Caswalon accumulates one Fatigue Level,
No shoe'.: roll is necessary since Caswalon
was not previously tatigued .
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MISt-"IRE (Critit :ai Failure)
A casting attempt that results in Critical Failure (CF) implies a misfire has

occurred, Each spell tends to misfire in a unique way, Violent spells have a habit
of misfiring violently, while .he misfire of a passive spell may pass unnoticed,
The Spell Misfire table may be used by the GM to generate a range of effects .
These are just a guide : be creative arid try to avoid giving the same misfire twice
in a row. Because of the often ambiguous nature of spell misfire, the GM may
wish to make the niis'ire ro: : sect-fly, informing the players of the effects as
appropriate,

SPELL MISFIRE TABLE

01-40 Form Failure: %t

	

t(: :loft,

	

Pr`r:cip :e, the

caster ij obliged to expend drSdi(It?II,I: :lu :r~;y to :p,event a ktlal Release,
Tile C'.ISZL%I aUrL(f'S 1(13 d( :aai0ndi t'iatlp,(ie Leve : .S,

41-$0 Aural Shock: 't; - atl

	

from o,

	

Fc.rn" s .n
a:lc dkrapts Iae rune%s ltlra l'hF e : ;sre~r ::.. i :c" t live :Aura-dependent

s ;Xlls all- : ps :ioac ::j tc : " onicl t:11--e The :aster makes
a .(l0l0 "oli every

	

against -lwa, if the
1"c?lI . .. ":qual to of ieS tha- A:rr'a, tl,c- caster ~, A!"YJ l)O:1i_rS :ire fully
resic-led

51-60 Confusion: l

	

iho ,)art ,; :?t two ('li rnore kpeh .s, In
its simples : loan, " tai" raaF;r: it :a, c<:,( tae VV r "inF;

	

,[)( , J 1,

	

1"ic e1 -e-(:is can be
interesta'(g, and pc "flap" dl:n

61-70 Damage: A focus or oJre : Ir,a :;it <il :- :rject ~ised in the casting of the spell
is damaged The objecl s r-lag. ic<iI power(") will be absent or work
errauc :1l 1 V until it is lel'r i(t-,i, L no , ,UClrl Ob;ect was used, thr ccister
SUfers :11Ardlf ShOCk. Hls1(-It,

71-80 Distortion : The spcia does no: :for : as intcn " ied, The oblec', :oeat:an,
or cfre ;.t :On of the effects are altered, aid/O : the Cfteas are mo:'e or less
"povreriu tMan inteaJled,

81-90 Summoning : An elemen(a: fmn : .: .n apf?rt,f?ri ;:uc e:tnnen(al place :s
n;tported :n :,(? t :rr caster s won-1d. the e,emenlrll Is not talder tire control
Of t}tC t_aster Its .>'edl(a,on (!? the C3.,!er, alrd sub,equen : actlo:li, depend
On Me r:at!:IC Of ti-1C SLlcl°,,

91-99 Wild Spell : Tar spelt is cast, l?( :1 'he caster "-arn . " r control it The
effeca, Will del?en(i 011 ll:e rlar,lre Of the

	

For example, when
attcltlpt ;l :

	

to ( : :aat :: linen : .l : 11 may explode prerrtaturely, perhaps even
an the nia ,es hangc ,

00

	

Total Release : Tal_ ri :~st cfeVaaat ;n " aria da ::ger:)"a, ":ar:ety of misnrc
occurs�hen a Fcrri ;h :t :cts, or

	

catast:r:if)fl . "~ally fails, and rate
Princi :)le ige :s louse in the mundane � ,grid,

	

I ::n:e (: : as of the tar.
Principle can transform Into one or

	

i,:rAcnn tv :ies, of murldane
ell-'.'g` %Elis (ran C::115c :1rr1:,'eas<'.n! ef'".r " !a :; f ...,?'

	

in(iPYS

	

lll-1 iS often
fata : for ti-It'. : :̂ellcater'

	

.
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NOTE : A Critical Misfire Roll (one divisible by five) indicates a
compound misfire (more than one type of misfire) . Roll again.

Total Release Examples
Each Tota : Release is a combi:ration of
cne or more driving forces .' or a
convocation, Some pwsilr ;Ii! es follow,

Neutral
An interworld nexus :pocar " (see Lodlgs
Box" in the Comnlorr Knowledge section
of H(irrd"ayer;, .-'u :ytLing .'eaten" by the
storm is ;ransoorted to a randomlv-
dete :':n :ned location after an actual lapse
of 1 - 20 days, and an apparent lapse of
t-10 very confusing hours,

Lyahvi
Concentrated liti;ht and explcsive sounds
cause partial b ;i,t ;?ness an; -deafness to the
caster, The caster's EYE and HRG are
permanently-educed by _d6 .

Peleahn
The caster suffers ::d6 b',rrn impact t~c. eac~i
body area abcve the waist, armour
reduces the impact ncrmaLy but magic
may not This is often fatal,

Jmorvi
Over the course of 30 seconds, all :rlera :
objects on the caster's person become red
hot and shatter, This v.-ill cause Rurn
and/or Edge impact euual to twice the
weight of the object(s) in pounds,

Fyvria
The caster is transformed into a plant,
tree, animal, pile of dirt, mound of goo,
etc. Provided the obiect tavs intact . the
mage can be restored to humanoid form
by dispelling the effeca,

Odivshe
The caster is partially or cornpletely
transformed into snow, Ice, water, and/or
ethereal water, This can be fatal . If it is
not, and the caster cannot undo the effect,
tile mage might be mistaken for a water
elemental or some other :eater-based
creature,

Savorya
A large portion of the caster's ineinories
are suppressed or distorted, The caster
will forget how to cast some spells, be
unable to recognize some old friend ;,
m:stake a person the caster does not know
as an acquaintance, etc .

Note: If r. Total Release is borne (sur-,-wed.),
treat the efje: as an Vlll level ,spell 10) , "he
purposes n ; disspe ling, etc

Harnmaster



LEARNING SPELLS
Shek-Pvar may cast spells after they have learned or invented them, Spells

that have already been invented can be learned from a Mentor or from a Written
Work . Mages can also inyent spells, but only Gray Mages (S .t_ :;-f'%,:nF* 17) can
invent Neutral spells,

RESEARCH TARGET LEVEL (RTL)
Once the necessary time and other research requirements have been met,

success at learning or inventing a spell is decided by a 1d100 roll against a
Research Target Level (R"IT), if successthl, the spell is learned or invented,
otherwise not, RTL is determined as follows:

[1] Base RTL
The base RTL for- learning a spell is CML minus five times the spell's

complexity level,

[2] Environment Penalty
Ideally, the researcher must have a quiet space. Also required are samples of

elemental materials upon which the spell is intended to work, and any other
equipment, objects, or materials used by the spell . Failure to meet these
requirements causes the GM to impose penalties of 5-30 to RTL

[3] Time Penalty
Two full days per complexity level are required to research a spell . This

assumes a mage spends L2 hours a day on spell research, and study is
continuous until the research ends, The GM may assess time penalties of 5-30
to RTL for interruptions in the routine. Some interruptions, like illness or a
chantry fire, may be so severe that the GM aborts research entirely

[4] Aural Interference Penalty
Enchantments of other Convocations, even if cast by the researcher,

interfere with the aural background, All such spells/artifacts should be removed
from the laboratory before starting any research, otherwise RTI . penalties (see
table right) apply, Casting a diametric spell within the research area is an
excellent way to sabotage a rival's effort,

[5] Esoteric Aid Bonus
A Focus or Sanctum benefit research just like they help spellcasting . A Cone

of Esoteric Insight (see TREASURE L9) reduces Time to one (L) day per
Complexity Level) and/or increases RTL by CSB, Other enchantments or
artifacts may benefit RTL at GM discretion .

[6] Mentor Bonus
A mage can teach a known spell to a student, provided both are fluent in a

shared language, To receive the full benefit, a mentor must be available during
all research sessions, The benefit is to increase the student's RTL by the mentor :s
CSIx2, but not by more than the student's CSB, Two or more mentors may
provide cumulative assistance, although their combined bonus still cannot exceed
the student's CSB. The same mentor can never be used again after a CF result,

Harnmaster

SPELL RESEARCH (Example)
Caswalon inherits a treatise from a
deccased mage that (dcscribes a 11 level
Fyvran spell He decides to research the
spell- His current Fyvrian CML is 73,
(1) Caswalon%s Base RTL is 73-i0-63,

[21 The research is done in his own room
The effects ,,",%ill not extend beyond th : ;
room, No Environment penalty applies.

[3] Caswalon requires -1 continuous day's to
research a level 11 spe], On day 3 he
accidentally scalds himself with hot
tea. The GM assigns a penalty of 1o,
reducing RTL to 53,

(41 Caswalon accidentally haves a Jmorvi
artifact (enchanted teaspoon) in the
research area, This gives a --10 penalty
which reduces RTL to 43,

;51 Caswalon has a Fyvrian Focus of value
6, and is performing his research in a
Eyvrian Sanctum of value 10 Thus, 6
+ 10 = 16 is added to RTL, giving; a
current total of 59

(61 An associate with CML 92 already
knows the spell and helps Caswalon
diligently. The mentor's CSI x2 = 18,
but the maximum benefit is +14 which
is Caswalon's CSB. RTL is now 73 .

l71 The GN'1 advises Caswalon that his
Spell Trecttse gives a bonus of +9, so
his final RTl, is 73+9=82 .

Caswalon rolls a 67, a Mlarginal Success,
Thus, he learns the spell, and accrues two
Fati ,uc Lever (F2),

AURAL INTERFERENCE
Convocation

	

RTLPenalty
F'rim, ..rv

Neutral
Tertiary
1)ianierric

J Variable Research Time
SPUI! Research time varies mth t'rie
r~ ;earcfie~% ; CSI as fcJ cws

VARIABLE RESEARCH TIME
CSI

	

Days per CL

10
_t5

-20
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A Written f1T"ork is a document which exists in the fantasv world and can be
obtained and read by a character (as opposed to a player) . A Written Work should
not, therefore, be confused with a player's Spell Description which cannot be
"read" by another character,

Discovering a scroll or tome which describes an "interesting spell" is often
the impetus for new research . Obviously, a Written Work in an unknown
language and script is mostly useless, although good diagrams may convey a
general understanding. and a reliable translator may be found,

The Written Works table (sidebar) provides the technical name for each type
of Written Work and the RTL bonus (a die-roll) each provides, The type of work
may already be known, at- the GM can generate a chance-found work, The RTL
value of each Written Work is always secretly generated by the GM, This is not
revealed to the player until a commitment has been made to use the ~,work . The
RTL value of a written work cannot exceed the Researcher's CSB,

If, by some wild chance. a researcher obtains two or more written works on
the same spell, they may be used cumulatively, provided the written works were
authored by different mages. However, the cumulative WIT values still cannot
exceed the Researcher's CSB,

Work Condition: .'Many found works are old or in poor condition, varying
greatly in readability and usefulness, Some are clear, comprehensive, and
enhance the Research Roll : others might be booby-trapped . The condition of a
Written Work is secretly determined by the GM (TREAsu :il: 8) .

Only obvious features such as faded inks, yellow or torn pages, pieces
missing, obscure or unique scripts are revealed to someone examining the work,
If the Written Work is in Poor condition, or has been Rigged, it gives a negative
effect on spell research, Still, the player will not know the true value of a Written
Work until the project terminates with a Research Roll,

THE RESEARCH ROLL
The research roll is the final act of a research project, It is made against the

final (modified) RTL . but remember that RTL cannot exceed 95, or five times
CSB, whichever is iess The success of a research roll is interpreted as follows:

CS
MS
MF
CF

: . N, Robin Crossbv. 1997

Supenor Work! Spell is Learned, Fatigue' F :
Sped : iS Learner.Fatigue F2
llescarch Fails . Fatigue F2
Research M:sf.re. Fatigue F3+

r~

	

_ . .

	

:

	

a.. __

A character whose research fails may try again, as often as desired, after
expending 50",". Time (one full day per complexity level) before each new
attempt, Critical Failure of a research attempt means a student can never learn
the spell from the current mentor or written work (if any),

Research f=atigue
At the end of the research atterrlpt, the rnage accrues the fatigue noted.

Note that the intense physical and mental effort expended in research gives
more fatigue than normal spellcasting .

01-35 SCHOLIUM (1d6)
:1 brief, extlla-lai." rv ru:re, per=:laps ~j
sntal : <fiagratn or two, often found in
the margin of .,otr.e larger work, A
SCl1('IJLal : IS a pr0'.11ptIVC 1--OtC GSCd to
remin(: a mare of a spelt s S:jl :en'
po rllS . I1ljtges iornel ;rnes v:rl :.e
schcdit:m:.. or scraps o parchment and
ciiscarc t'lern Imer . Some are only
ideas for specs the nlage intends to
sieve:op. SehOhLIrr :S pr(wtde orgy }tint ;,

36-70 SPELL TRACT (2d6)
A short wo:k, uaual:y abOUt a page it :

length.co .-lta:r,ttlg sorlrc :rilorrl~a:(±rl .
Tracts car, 1:,,,e quite ,tse'ia to fee
rVs(".arc°ler . W'no only l :as t(± fill :11 '.,he

details, Often, ho "," evvr. the absent
dal;r are more extensive than the
rformation ;;resent, A T!-act deer not
contain ertough iati :a- r1 :a'i()rl tc>

scarcrl it?neutral spiel : ,

71-95 SPELL TREATISE (3d6)
A rued :urn-lungt}t rlacourse, 5er:eraay
several pages, This k:rd c document

usually (rti ;e useful to the student, I!
tl,e spell described :s neutral, the
treatise do'- .s contain enough
information to research) the spell,

96-00 DISQUISITION (4d6)
An elaborate document covering all
points ot --he spell, inclu,Cing its
nletaphvs:"cal principles, philosophical
foundation, and logical derivation,
SL :CF Wo :-k citn be extremely usetLtl to
a student able to .1nders:and them,
Dlti(1Glbltl(1r :S CUJI!ala . if arr,tfli .-lg . ton
much -detail, The mage Genin pointed
out it was possible. to write :a book
about any spell, and Borne
Discluisitiors prove it,

For mote information on Written Works,
see T~~r ,.s ,. . r~ - 8,
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INVENTING SPELLS
Mages can invent spells for any convocation they are attuned to, except only

Gray Mages (SHEK-PVAR 17) can invent Neutral spells, The following steps are
involved in spell invention,

[1] The player designs a new spell, prepares a Spell Description in the
appropriate format, and submits it to the GM

[2] The GM evaluates and decides whether the spell's elemental fo : ces
and function are valid, If' flaws are detected the spell may be rejected .
Optionally, the GM may suggest ways to make the spell acceptable
and compatible with the overall system, The final Spell Description
may not necessarily resemble the spell the player was trying to invent .

[3] Once the Spell Description is approved, the G119 assigns the spell a
Complexity Level, and allows it to be researched, The process
culminates with a Research Roll against RTL. calculated like normal,
except the RTL cannot include a Mentor or Written V%'ork Bonus,

SPELL DESIGN
The mage should always approach spell design from the convocation's

driving forces, To invent a Lyahvi spell a mage must think light, illusion,
etherealness. . . What effects can they achieve:' Reversibility is a useful approach :
If 1 can blind a mart by preyenting lightBonn reaehing his eyes, could I also blind hits
by making too much light reach his eyes?

The best sources of inspiration are existing spells of the same convocation,
However, spells of other convocations mayreveal effects which can be simulated
by the researcher's convocation.

Magic is a subtle art, The least powerful and most elegant spell that can do
the job is always best, Such spells are easier to research arid cast, and have the
best chance of adapting to changing conditions,

GM SPELL EVALUATION
The Shek-Pear believe there are few universai laws which define what spells

can do, Instead, Pvarism teaches that spells define the law's, This viewpornt
developed because it often occurs that a spell which worked one way in the past
works differently later, Indeed, the malleability of magic appears to be the only
constant law of magic, Wise Shek-Pear stay alert to the nature of the universe
and invent spells that work under changing conditions,

A consequence of the above philosophy is that all spells approved by the
GM are valid, but subject to change . Fach time a spell is added, revised, or
deleted, the laws of magic are. necessarily, altered to some degree 1n effect, the
GM can use spell research as a foal for establishing and, controlling the , laws

,
of

magic for a personal version of Kclestia .

Assessing the Element
When a GM evaluates a Spell Description, the. first consideration is clement.

Are true convocational elements used to achieve the effects? Since the elements
identified for each convocation are a symbolic selection r;ither than a definitive
list, players might devise spells which contain tmiquc elements, claiming they
belong to a convocation, Ultimately, the GM rout twree to assign unique
elements to a convocation or rule their. rtetrtral, If the convocation t:f a .:nique

Harnmaster

Spell Descriptions
Before a S'-'ell can be researched, a Spell
Des(a- Dt1W1 must exist, A Spell Description
otalines the requirements and effects of a
spell They arc contained :n this
publication, and can be invented by the
players for the GPv'I)

Varsisa's Mirror
An Example of Spell Design
Sus:yn's PC, Varsisa, is a moderately-
competen: Lyahvi Susan wants a fast,
low-energy invisibility spell, and submits
the following spell desci :p :i( .,n to the Gll .̂
Varsisa's Mirror (Lyahvi/I)
A spell which causes orservers tc, n, )t set:
the caster. The basic spell requires a. seed
spark or light, and can only render the
:aster invisible

Bonus Effects
CML 60+ Seed spark/light no longer
recui:ed,
CML 70+ Ca ,;:er can render other
persora :rtvai'~le (touch required),
CML 90+ Spell may be used to render
iru:nirnate ob~ects inv,sibie,

Time : 1 : "X:tnC:

Range :

	

Self/Touch at CML70+
Duration :

	

CSI n, :rutes

Susan's spell description does not say crow
the effect is achieved, She claims the spell
works by manipulating refraction, a valid
Lyahvi approach, arxi changes the wording
to "An enchantment which ren:ier :s its
object invisible ,r>y bending light ::roaned it."
.'1

	

lrnilar' spell is Cloak o! Kalaeri.,7

(Lyahvi/II) The GM estimates that
Varsisa's Mi!ror a'. l revel actt.ally
demands more power because it,; :,onus
erects include unlimited o:rects, and
Cloa :t of Kalaerin can affect only one
roan :mate object regardless of CSI,
Var:sisa*s 1lirror simply does too much for
a I level spell The GM thanks Susan for a
decent Ill or IV level spell and rejects the
Description,
St:-:.n is unwilling to give up loco- level, but
ar;rec " :>'.o drirnp the two higher bonus
effects and increase the casting time to
:7-CSI seconds

(Ci)nanued nest sideb:rr'

.,'~ I\, Robin Crvs-by',
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element is unclear, or it clearly belongs to multiple convocations, or it seems to
destroy the essential character of a convocation, or might make its practitioners
too "powerful", a ruling of "neutral" is tecornniended,

Power Effects & Complexity Level
The principal criterion for assessing the Complexity Level of a spell is its

Powo-E(J~ct, This is far more than sheer force, Power Effect includes such things
as usefulness, subtlety, dtfficuity of control, etc. The GNl must also consider
perceived effect, A relatively unnot:c :eable effect, such as a minor change in the
weather, could require huge aniounts of energy, Comparing a spell's Power
Effect with other spells in the same convocation is the GNPs best guide,

Ultimately, a spell with too much "oomph" for the Complexity Level desired
by a player can be mitigated by including limitations on the effects, adding
control problems, etc. In an imperfect world, such complications make magic
more realistic, and certainly more interesting,

GM,-Player Negotiation
The process of creating a Spell Description is (usually) an enjoyable

bargaining session between player and GM, Each time a version is produced the
GM identifies what is "wrong" with the spell, Either the player or the GM may
suggest trade-offs, The following variables are bargaining points .

SPELL IS TOO EFFECTIVE SPELL IS TOO INEFFECTIVE
Reduce Area of Etfect

Require Atu,trientent to (_)bject

Reduce Bonus EffCCts

Remove Certainty

Reduce Class of 01),jects Enchanted

Limit Conibinarion wrh other spells

Require Concentration by Cdster

Remove Cumulative Effect

Shorten Duration

Make Caster Subject 1,0 %*Reef

Remove Effect %iovenienr

Reduce Effect Value

Remove Effect Upon Ernereals

Increase Level of Spt " :,

Require Line of Sight to 0hiect

Introduc.c Dangerous P:'Iisfirc

Reduce Range

Require Seed

Introduce Side Effects

Require ('asrer to be Stationwry

Make Difficult 10

Increase Time to) Ca :;t

Introduce ViCimt Ailrw!!te Test

^' N, Robin Cros,sbv, : ,_;9;,

fricrease Area of Effect

Renrove Aitunemcnt Requirement

.yell : Bonus l-afecu,

Increase Certainty.

Increase Object {'.lass

Allow Cwnb :rrattons

Re!nove Concentration Requirement

:1110V," Cumulative Effect

Increase Duration

P,";rke C,rster Immune to Effect

Allow Effect to Move

Increase Effect Value

Allow Spea to Affect Ethereals

Redl,We f_eyel of Spell

Remove Line of Sight Requirement

Remove Dangerous Misfire

Increase Range

RC!-,0V(' `4Td Requirement

Rcrnr ye Sid- Fffec-

y' fiw Glister to "Vlovc'

M, ke Able :o be Simed Normally

lw: t, .. : uf:e i"tn'lf : ti) Cast

Rr' : " lr>VE' Vi Ct!rn .Attriibute T('.st

Varsisa's Mirror
An Example of Spell Design
(Continued from Shek-Pear 14)

The G[VI considers these c)anges., but
maintains the power effect i,~ stia 'oo
universal for a I level spcl : . He suggests
two fixes, First, an Eyesight :est to see i`
o'-servers are fooled, Seeen.: . the effect be
C:owngraded unless a CS casting, is
achieved, Reluctantly, Susan agree
writes the "Alowing Spell Description
Varsisa's Mirror (Lyahvi/I)
A self-enchantment which bends and
warps light around the caster and (held)
possessions, The spell requ!res a ced
spark or light, With CS, the caster is
invisible, W' :th MS, the caster is difficult to
locate through a hazy flickering zone,
Observers may overcome the MS effect by
successfully testing Eyesight x4

Bonus Effects
CML 60+ Seed spark/light no longer
required .

Time : :3-CSI iecmxts
Range :

Duration : C :af

After reviewing the description, the Gh7
assigns the spell to 11 level, but offers to
make it I level in exchange for a special
misfire, such as blindness for 15-CSI
rounds, Susan reluse> and agrees to raise
the spell to 11 level . She successfully
researches the spell on her first attempt,

J Crucible Approach I
The GM ignores the negotiation process,
accepts the spell descrip?ion as wraten It
the GIV1 believes there is "something
wrong" with the spell the Research Roll
becomes an automatic misfire . After
putting out the fires and paying the
physician, the player goes back to the
cr_:w i .")g board,

J Crucible Approach II
Crucible Approach 1 is realistic, but some
players find it too frustrating and deadly, A
kinder approach is to alloy: players one
craft of a Spell Description, and then to
"accept" the second dra'. : without further
comment as above

Hdrnmaster



CONVOCATIONAL ATTUNEMENT
To research or cast any spell, a mage must be attuned to its convocation.

Attunement to a tertiary convocation is impossible until after attunement to the
intervening secondary. For example, an Odivshe mage cannot attune to Lyahvi
until first attuned to Savorya, A mage must be attuned to both tertiaries before
the diametric convocation can be attempted,

The laws of the Shek-Pvar forbid attunement to a new convocation unless
the mage has written permission from three Masters of that convocation. The
price of approval varies, but donating an appropriate artifact is the least that
each master will expect . Some masters will accept cash, others will demand
three month's personal service, if not an arduous quest.

The Attunement Roll (1 d100)
A filled Jorum of the appropriate convocation is required, After about thirty

days of meditation, Jorum principle is imported into the Foundation .

The base chance for Attunement is the mage's CSB for the target
convocation, The normal spell research values of a Mentor, Written Work, or a
Sanctum for the target convocation apply, Also see Astrological Timing (SHEK-PVAR
23) The result of the attunement attempt is determined as follows:

CONVOCATIONALATTUNEMENT TABLE
CS
MS
MF
CF

Aitunerne7t Succeeds Open CML to CSR_` : Fad~4,ae F1-
Attunement Succeeds . Open CMLto CSBL Fatigue F2,
Attunement Fail . Fat:_-ue F_
Attunement Misfires, Aural Shock: Fatigue F4+,

l^6 ith ,',IF, a few days rest will allow another attunement attempt to be made,
With CFthe alien Principle is likely to reek havoc and give the mage Aural Shock.

HBrnMaster

Convocational Attunement
When attuning to an additional
convocation, another Principle must
co-exist within the mage's Foundation,
This is relatively easy, provided the added
Principle is in close harmony with other
resident Principle(s) . Hence, when attuning
to new convocations, a mage must first
add a secondary Principle, before adding a
tertiary Principle, and so on, In effect, the
mage's Foundation begins to resemble the
Wheel of the Shek-Pvar, each new
Principle in harmony with its neighbor.

Attunement Example
Caswalon, a Fyvrian, can attempt to
attune to either Odivshe or Jmorvi . He
elects to seek attunement to Odivshe, a
convocation for which he feels great
affinity. An Odivshe master agrees to help
in exchange for a cash payment of 200d,
provided Caswalon can get the two other
necessary permissions,
Caswalon is introduced to two other
Odivshe masters, Both agree to sponsor
his attunement in exchange for an
appropriate gift . Caswalon offers cash, but
both decline in favor of some "worthy
Fyvrian artifact" . After four months effort
Caswalon is able to obtain two artifacts, a
Fork ofEtosha and a Spoon of Yavari which
are accepted by the masters, Caswalon is
given a filled Odivshe Jorum and, with the
help of his mentor, undertakes one month
of meditation and study to seek and know
the ways of Odivshe.
Caswalon's base chance of success is his
high Odivshe CSB L8, During his travels he
obtained a five-point Odivshe focus . The
Odivshe mentor, CML 82, has a CSI of 8
giving a bonus of +16. Caswalon attempts
the attunement with RTL L8+5+16=39 .
Caswalon's player rolls a 53 ; a Marginal
Failure, He rests for a few days and tries
again, this time in an Odivshe Sanctum
+14 for the attempt, New RTL is :

+18 Odivshe CSB
+5 Odivshe Focus
+ 16 Mentor Bonus
+14 Odivshe Sanctum
53 RTL

This time Caswalon rolls a 40 (CS) and
opens Odivshe to CML36 (SB2).

© N, Robin Crossby, L997



CML DEVtLUPMENT
C'VI Ls are improved by skill development rolls, and these rolls are gained by

c°x;acncfing Skill Maintenance Points (SMPs), See SKti .: s 8,

Jf'1.,71-q

	

S~~
S\1Ps for rnages are gained as follows:

" 30 SMPs per month to reflect meditation,
1 SMP per four (4) hours of Spell Research, Maximum of
three (3) S!,l Ps per day.

1 SMP per Complexity Level when a spell is cast in an
adverse situation (GM discretion),

Skill Developm nt Rolls

At the end of a month, one (1) skill development roll may be made for each
ten (L0) SMPs. Unspent SMPs at the end of a month are forfeit, Any open skill
may be developed. Roll 1 d 100 + applicable SB . If' the sum is greater Ittan
current ML, increase it by one (L) ; otherwise, there is no increase,

GRAY MAGES
Gray rnages are Shek-Pvar who transcend the normal limitations of

convocational magic and work all convocations with equal ability, They are
extremely rare. Characters maybecome Gray mages if they :

[l] Have attuned to all six convocations, and
[2] Their CM I . in every convocation, and in neutral magic, is at least 81, and
[3) They complete the Gray metamorphosis ritual .

Gray Metamorphosis
Even though a mage has satisfied the prerequisites to become a Gray mage.

Gray Power is not automatic, The mage must de-attune from the convocational
elements in favor of a broader, grayer perspective . This is done by blending the
separate Principles in the mage's Foundation into one (Neutral) unit, This effort
is not trivial . In terms of time . effort, and environment, the procedure is
equivalent to researching a neutral V level spell,

To perform a Gray Power attunement . the mage must either have a
Disquisition which explains the attunement process (only a Gray Mage can create
such a Written Work) or secure the assistance of a Gray Mage as a Mentor, The
research process is then followed normally : if' successful, the mage becomes
Gray, The metamorphosis cannot be reversed,

Gray Power
A Gray mage treats all spells as neutral and the advantages are indeed

awesome:

" Neutral CML is used to research and cast any spell,
" Only Gray Mages can invent neutral spells,
" Only Gray Mages can teach Gray Power to other mages.
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Magic Skill Development
Caswalon wants ro improve his Fyvrian
C\.,IL I le spends a hour each day
meditating upon the nature of Fyvria . He
also spends 24 days (288 hours)
researching Fvvrian spells, Thus, Caswalon
gains ?0 + (288/4 ;1 - 30 - 48 = 78
Fyvriar: SNIP,s, He expends 70 of the
SMPs to get seven skill development rolls
to his Fyvrian magic skill, and forfeits the
remaining 8 SNIPS.

J Maximum Practice CMLs
A:)ove CM1 .69 . SA.1Ps cannot be gained
-.hroa~yh meditation or spell research, Only
spe.lca .,ting under adverse circumstances
quaiifies .

J Convocational SMPs
Separ,re SIVIP totals for each convocation
are maintained as applicable, That is,
SMPs for Spell Research and Spellcasting
must be allocated to their appropriate
convocations Skips for meditation may be
applied as des:rec .

Gray Mage Status
Shek-Pvar associate the powers of a Gray
mage with the highest ranks of their own
organization . Therefore, :f one wishes to
become a Cray mage, one must first attain
the lofty rank of Viran.
Freed from the narrow perspectives of
convocational magic, Gray mages are a
class unto themselves Acceptance into
their ranks is a tacit honor, one that comes
gradually, over years, as a Viran earns the
respect and approval of those who have
alreac :y :achieved the highest repute .
Ironically, the honor only seems to come
to those who have achieved so much they
no lonaer care about status,

HirnMaster
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These tables identify Lythia's most significant chantries . About l OC chantries
with less than eight (8) resident masters have been omitted . Also absent ;lrc
several chantries which keep their existence were- even from other members of
the Shek-Pear. Chantries are located to the nearest major settlement/ state,
although many are really sonic distance from the indicated settlement,

Chantry qualities arc indicated from Poor (*) to Excelient

	

Some
chantries have a reputation that exceeds their rated quality, and vice-versa . The
number in each entry indicates the approximate number of resident masters ;
most would also have MO or three times this number of resident students, All
chantries also have some administrative staff and many have armed guards, if
only to maintain a public rtnaoe that they nee :.l physical protec:joa .

\o'e t`ie high corcer.tnvion, o- chantries
::round Iiarn . Melderyn . Emelrene . and
Moikitra . These are r1,0 ()ns of unusually
li : h irt-a-Kethi ian phenomena, :nclu-,inh
:~ large :u:mher of gods:onc-s

C".hant "-ie

	

:. . . 1',r,:iine I .cre are a*so
"CCaUSC they are open to rncciber> : of :he
Shek-Pear There ;;re usuaay" a :ew !ndgeS
pr,-Sent at z;ny :rt " titu :ion . ,

ARCANE LORE CHANTRIES
Abdega .A-kola

	

** *

	

8
Ain Dao/Diramoa

	

*fir*

	

30
8

8
i2

14
8

16
16

12
12

8
12

8
8

24

8
!2
24

_2
12
: 2

36
20
24
"'i8

12
2C!

12
18

10
8

20
8

12
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Ain 8 Ain k, : - D'ratnc,i *t*
Ain Kvarnu/Diramoa **

Arlanto ; ; * ,t 8 Beret "-: .; :" Fmelrenc
Aleath/Kanday *,kat

1(i Cheratir/ .',lelderyn *tfr * 8
Amiacl:t/A tland **

Kotvni'el ~lktrr,! *it*it 8' Kotyr:/Mol .-ur<: *** f0
Areshornes/Trierzon ***

lekuria/lirncl 12 Lysaia/Azcrvari
Arketh/Kareji ;i ****

Manquideh/Dalkesh *rr** 8 Shostim/Rcth :!rn
Bererna/Emelrene *****

Wir.wl /Melderyn 10 Thubeliz/Falana *it* 1
Basra/Pechosu ****

Reshana/Azeryan 12 Zerexa/Kaneum *** 10
Cherafrr/Melderyn ** **~t

f'erkela/Trierzon 8 Zerula/Dalkesh ***** 8 1 Coranan/Tharda * *
Zcrcxa!Keneuin

j Darbo/Pechosu ***

V 4i .c Denqua/Horrllora ***

Ain Dao/Diramoa *yt** 20 -kua/.lanko! Ekyne/Reksyna *~rar

Bererria/Emelrene **** Bclcka!'' 1vir.ia ** 8 ' Fuhreling/Ivinia ****

Cheratir/Melderyn 16 Bcrero:/Fvtcl ;e~c *** 10 Hacherdad ***

Gvenku/PeLh0SU *,t* la

Helps/Karejia 16 alenothiM'Ieldervr " lfane/HarbaalI * * *

Idepan/Mafa .-i 8 .~ "vaeryn/Hi rn *t* 12 lnri/Byria ***

Kotyn/Molkura **** 12 Kc>tyn/IVlolkura **** 12 IIsynen/Hepekeria ***

n'ieokoIis/Azervan 2 :1 *** 10 Jebanta/Kaneuri ***

Ulebed/Kaneum `v'1O:k01':; /Ca OSG:'0 **** 8 Karemus/Shorkyne *it *

Xer:urn/He::eked ;: Pn-nGS!a' Kiir-tilii *** 12 Kesart:/A7erya :l * * *

Zerula/Dalkesh ,t**at S :1_;c F&ana ** ** 10 Kotyn/Molkura at*arar*

**** lii Larkorium ****
Livelis/Karejia at*ar
Meokofs/Azervan t**

A ;:ih./SI . . : u t * * Berema/Fmelrene 8 Mokora/Chogoro **yt*
**** Dii"iam/a%:r:a *** 1fi NN atha/Dalkesh ,tar*

Chvrefal/Meldet %, n **it* 12 Dengm/Horno!-a ** ** 8 I Neshaga/Shoju **
Gcr!s *** 1r; F,!sJun:/AZU1:_at yr~tyt 12 Purimal/Azeryan ***

Gven cu/Pecho<t : **,t 8 Gcl:me:'hlcldcr " r: **** 8 I

'
Silgora/Falana **ar

:dett<:rr/Mafan **,t 11 Kol=a.:i : : Ka:eia Suth/Chornsun ****

Jarenm/Ivinia ** 8 Koryn/'',ao'.kur- a ***** Ubarian/Trierxon *at
Kotvn/'aaolhur" **1r 8 f."al:jai :`Da :iitx :,.r *** 1? Vitho/Dalanya **ar
Porosua/ A7erywl * * 8 Orlet/Quarphor * * yr 10 Yling/Jankor *ar**



ENRICHED MAGIC
The preceding rules form a complete and versatile fantasy role-

playing magic system, Enriched magic contains optional rules to enhance
the system, They may be included at GM discretion after the role-playing
group understands the basic system,

Enriched Magic expands the system by providing more of the
underlying metaphysics . It also provides characters with new spellcasting
options, giving them the chance to make more decisions,

This assortment of new variables can generate a vast number of
combinations and outcomes, This helps to create a flexible magic system
where there is no guarantee the same spell will work the same way twice .
but where there is also a good reason for everything that happens,

It is unlikely that any roleplaying group will like all of these optional
rules : some make spellcasting more difficult, some make it easier. The
Enriched .11agic section should be treated as spice : each group should
season to taste .

1\, Robin Crossby. 1997
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The wise and veteran il1age knoweth
the pursuit q.1' knowledge is infinite,
Jbr the deeper his studies,
the greater his ignorance.

Genin, On Learning the Art
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J CANT
A verbal focus for a spell is called a Cant It has two parts: Receptacle and

Incant. The first four lines of the sidebar example for Beam of lfolar are the
Receptacle : the nonsense is the Incant . Each mage has a unique Cant for each
spell, These are learned during spell research,

The Receptacle describes the process and its effects, and is a model o1 the
spell's Form, The more complex the spell, the longer and more complex the
Receptacle, The Incant is a verbal trigger, Speaking, shouting, chanting, or
singing the Incant helps the mage summon the associated Principle

The caster speaks the Receptacle, creates the Form, utters the Incant, and
summons the Principle, If all goes well, the Principle pours into the Form and
does as the caster intended,

Upon starting any spell, the caster declares which degree of Cant is being
used, The degree provides a modifier for casting FMI . The most effective Cants
are spoken/sung at high volume, but are easier to detect .

0 GESTURE
Each spell also has a pair of gestural routines, one for Receptacle and another

for Incant. These gestures include movements of the fingers, hands, arms, head,
legs, and/or whole body, More obvious motion is a greater aid to concentration,
giving a bonus for casting, but is far easier to detect . Fourth-Degree Gestures
involve a unique form of body movement, similar to an insane fit .

_j DETECTION

Harnmaster

The inclination might be to always use loud Cants and obvious Gestures to
increase EMLs, but there are drawbacks, Higher degree Cants and Gestures are
easier to detect and interrupt, Another consideration is pride, Mages who always
use fourth-degree Cants and Gestures are scorned by more "refined" arcanists.
This can cause a serious loss of reputation in a field where the respect of peers
is of vital importance,

Each person in line of sight of the caster tests Fy,sii :ht to detect Gesture.
and Nearing= to detect Cants, The Cant/Gesture tables above indicate the target
level for Hearing/ Eyesight applicable for each degree, Shek-Pvar, or other
persons intimate with spellcasting, recognize spellcasting easier and earn a
bonus of ten (+L0) to detect, All observers subtrtt " t their distance (-5 per hex)
from their EML.

B; sytrk in ltcrnd ctrci : :ar : rr; r>r ;r : .
I .sctntrttort :b'oiar.s in?li~amc-E, i:e : ~°
Light strong, Jean clear &stru :,~ht to frtcl
its target true to cut wid scar,

Ark Rhizirt-Nemar-Kola -Barascaadra .s.

A Cant for Beam of Nela" fLyahvi/IV)

Cant Default
A caster who makes no declaratior is
presumed to be usin7 a Cant of t}tc '1 h!rd
Degree (+ r)

Gesture Default
A caster who ;crakes no declar ctior is
presumed to be using a Gesture of the
Third Degree (+0),

Detection Example
Caswalon i's casung a spell using Cant 11
and Gesture : IV There are two enemies in
sight ',Cho might interfere, so the GM
checks whetner they detect his actions .
Ti,e first enemy is three hexes (15 feet)
aW:,vand is a mage with Hearing 9 and
Eyes:oht 13, She tests :
Cant (9 x 3) +10 -15 = 22
(;estures : ( ;3 x 7) +10 -15 = 86,

The second enemy is a warrior Jour hexes
(20 1-c"! avety wi'h Hearing 12 and
Eyes;`h- 1 :, Ile trs:,

Can', - (12 a :i)

	

%0 = 16
Gestures, ; : 1 ,a 7 ; - ::J = 57
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I Silence -10 n:/a
II Whispering/Subverbal/Lip Motion --~ HRG0
III Normal Speech +(t HRG x.5
IV Shouting/Loud Singing/Chanting +5 HRG x7

I No Movement 10 n/a
II Small Hand/Wrist Movernew I'_YI'. x3
III Hand/:'Ices/Head 1~rloventent +0 I.,YI ; x5

IV Whole Bodv Mcivf'.ment/ f)anr "1n1; __,'__?,,,,,, _,_,
EYE X -11

,,,__,



0 MUSIC AND DANCE
Characters with musical talent can play musical instruments, sing, or dance

instead of Cant and Gesture. The elves, in particular, favor this more subtle
method, Of course, the playing of a lute or the steps involved in a dance are
always detected by victims, but they may not realize a spell is involved, A
drawback is that using music or dance to cast a spell usually requires at least a
few minutes, and casters do not always have that much time to spare,

A character using music or dance as a focus adds the Skill Index (SI) of
Musician/Singing/Dancing (whichever is appropriate) to casting EML. Hence, if
a character plays a lute at MI-79, seven (7) is added to EML.

0 NOISE
Mundane activities in the environment, such as noise and movement, may

affect the caster's ability to concentrate, Background noise is a subtle
consideration since it is not just volume that affects EML, but also the content,
meaning, and consistency of the noise, A wagon passing nearby is disturbing ; the
fortieth consecutive wagon is less so, A waterfall is very noisy, but less disturbing
than a quiet question asked of the caster, The optimum environment is one of

Degree Noise/Activity Level

	

EML

61 caz%.nr%N rM¬MT OBJECT ELEMENT
A spell is an enchantment if it places an active --

dormant magical effect upon an object, If the caster -
enchanting an object, the elemental relationship
between the enchantment and the object affects EML as
noted in the table,
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Object
Convocation HMII.

Neutral -15

~3a . . trr :_ - .

Music & Dance
Musician, Singing, and Dancing are neutral
skills which can be used by members of
any convocation to enhance the EML of
any spell, Mavari with talent are
encouraged to develop these skills,

Enchantment Object Element
Determining the elemental nature of an
object can be an interesting challenge. A
tree is always a Fyvrian object, but with
runes carved on the trunk, it is also a
Savoryan object, though less so,
Nearly all objects are multi-convocational,
although one element usually dominates,
or one component of the object is clearly
the target of the enchantment,
The most accurate way of assessing the
elemental nature of an object is to
consider what property of the object the
spell will affect, If a spell was intended to
enhance the growth of a tree then the
object is clearly Fyvrian. But if the
enchantment is intended to modify the
runes carved in the tree's bark, it may be
considered a Savoryan object,
As a clarification, all animals are Fyvrian
objects, although enchantments of the
mind are Savoryan . Shek-Pvar are objects
of their Primary convocation,

Example: a Fyvrian Shek-Pvar wishes to cast
a Jrnorvi spell to enchant a pool ofpure
water (Odivshe object), The object is tertiary
to the spell, hence a -20 penalty applies, The
Fyvrian's own convocation is not relevant.

Harnmaster

I Silence ;Best Env;ronm-ent)
II Srnait N ,i"c" Activm ( ~'ti ~,aperm ~ etc.)
III Normal Conversation /Movement -5
IV loud Noises /Sudden action= -- :~a
V Very Disturbing ,;Combat: etc ;~ .5



J CONVOCATION SCRIPTS
Over the centuries the Shek-Pear have developed unique glyphic scripts for

recording spells, Each script symbol stands for a unique arcane term or idea with
roughly the same meaning in most Kethrian languages, Symbol sets are used as
a universal substitute for both language and script,

Symbol sets are taught to apprentices, All Shek-Pvar open their Primary
symbol set (automatic skill) to SB5 . Symbol sets of other convocations can be
opened at SB I per month of study, up to a maximum OML of SB4 after four
months, It is forbidden to teach a symbol set to anyone who does not have
permission to be attuned to a convocation.

J FORM RISK
Roughly half of casting time is spent creating the Form and the other half

inspecting it, Mages have the option to create a Form and then summon the
Principle without inspection . This halves casting time . but the chance of misfire
dramatically increases: Il7F results are CF.

_1 FORM REPAIR
With an MF result (only) a mage may attempt to immediately repair the

Form and cast the spell again, Expend 15-CSI seconds and then make a second
casting roll (against the same EML) . MF results this time are CF and Fatigue is
+L for all results,

J SPELLBINDING
Mages are able to describe a known spell in a Written Work. Spells may be

written on scrolls, in books, or even painted on cave walls, Most Shek-Pvar
spellbind with the appropriate convocational symbol set, but any language or
script can be used, Spellbinding is used to create Written Foci, Grimores, etc.

Each type of Written Work takes a specific amount of time to produce, The
time requirements presume a good study environment: minor interruptions
during the writing can be ignored.

The RTLvalue of a Written Work is determined by its type and the author's
Spell SI . This value is halved if either the Script or Language employed is less
than ML60, and halved again if both are below ML 60,

A Written Work may be used as a focus by its author, and must be used when
casting unmemorized spells, Written foci give a bonus to EML, but increase
casting time .

HArnMaster

Lyahv .

Peleahn
Jolorvi
Fyvria
Odivshe
Savorya

nta-Kv : r
MoYesi
~.-rra lrdic

Korotanrsh
Va.ctienish
Chanorian
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Spellbinding Example
Caswalon . with Fyvrian 0,11 .78, wants to
write about a III level Fyvrian spell, His
EMI, is therefore 78 15=63, giving a spell
SI of 6. He could produce written works
with the following RT1 . values : a Scholium
(+3) in 15 minutes, a Tract (+6) in 6 hours .
a Trealise (+9) in 21 hours, or a
Disquisition (+12) in 36 hours, Since he is
using Harnic at M1,65 and Lakiw at %11 .94,
there is no reduction (both are above
M1.66) it>r language or script used,

Spe :l SI = the SI of Spel : EML. That is, a
mace with CM1 .78, casting a III level spell,
has a spell EML of 78 - 15 = 62, hence a
Spell SI of 6,

Written Foci
Reading a Spell Treatise is incompatible
with a 4th degree Gesture (insane fit) or
dancing with wild abandon, These and
other incompatible Foci can not be used
simultaneously,

Scholium One-Half RTL L0 seconds
Tract ; One-Third RTL 30 seconds
Treatise One-Quarter RTI. . 2 minutes
Disquisition One-Fifth RTL L0 minutes

Scholium 5 Minutes/Level Short Note Spell SI x 0,5
Tract 2 Hours /Level 1-3 Pages Spell SI x L,0
Treatise 7 Hours/Level 4-12 Pages Spell SI x 1 .5
Disquisition 12 Hours/ Level 13+ Pages Spell SI x 2,0



0 MEMORIZATION
There are two degrees to which a Shek-Pvar can know a spell : learned or

memorized. Memorized spells are cast normally, Learned spells must be written
down somewhere and can only be cast after reading this reference,

There is a limit to the number of Complexity Levels a mage can memorize:
namely, Intelligence + Aura + Will, Hence, a character with 12 INT, 17 AUR. and
09 WIL could have up to 38 levels (not spells) memorized. When a Shek-Pvar
successfully researches a new spell . i t can be declared as memorized or learned.
If delayed, memorization takes one hour per level of the spell, Shek-Pvar can
instantly - unrnemorize" spells,

J GRIMORES
A grimore is a personal spell repository, It can take any of several forms,

from a collection of vellum scraps in a canvas bag to an elaborate leather-bound
tome sealed with "Wards of Great Power.- Agrimore can contain large numbers
of lArritten Works of all kinds, and can be used as a research aid or written focus,

A Grimore may contain spells the mage knows and spells the mage has
copied but not yet learned. Each Shek-Pvar character who decides to keep a
Grimore is required to make a list of its contents, clearly identifying which spells
are memorized, which are learned, and which are just copied (unlearned),

Note: unlike a players binder
of,

Spell Descriptions, a Grirnore exists in thefantasy
world, It can be lost, stolen, damaged, destroyed, etc. Like a pilot's ratter, a griniore
is a valuable tome that some folk will do violence to obtain, .1-lost grimores are
sealed and/or booby-trapped with various wards and ertchantments .

J ASTROLOGICAL TIMING
Astrology has important effects on arcane events, particularly on those that

take more than a few hours such as Convocational Attunement and Spell
Research . Most mages try to plan these activities for the months when the
sunsigns are favorable, Thus, for a mage attuning to Peleahn. or researching
Peleahn spells, the most favorable time is the three months when the sun is
travelling through the fire signs of Ahnu (+10), Angberelius (+L5), and Nadai
(+10), Conversely, either of these activities are significantly hampered when the
sun is in Skorus (-10), Masara (-15), and Lado ( -10),

ASTROLOGICAL SUNSIGN TABLE
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Memorized Spells
Adopting this rule almost forces mages to
maintain grimores and the like . This adds
a lot of inter-est to the game because
mages are naturally paranoid of losing
such a valuable work .
Spells that a:-e memorized should be noted
with an `Uon the Character Profile .

Savoryan Grimores
Gnmores are especially useful for
Savoryart Shek-Pvar The meaning of
written words is a Savorvan elemental
object, Also, Savoryan spell rnisfres often
cause a mage to forget how to cast a spell
for awhile, or even to forget that a spell
was ever learned- Agrimore will be of
immeasurable help to recover lost
knowledge,

HdrnMaSter

BEGIN END SUNSIGN CONVOCATION MODIFIER
LYA PEL JMO FYV ODI SAV

4 Nuz 3 Peo Ulandus -l5 45 15 J -5
4 Peo 2 Kel Aralius -10 +0 + to +10 +0 -10
3 Kel 3 Not Feneri 5 +~n +15
4 Nol 4 Lar Ahnu +0 +10 +10 +0 -10 -to
5 Lar 6 Agr Angberelius " 5 " =5 +5 15
7 Agr 5 Azu Nadai +1%r + l :~ +0 -10 -10 +0
6 Azu 4 Hal Hirin +15 +5 -5 -15 -5 +5
5 Hal 3 Sav Tarael +10 +0 l0 -10 to +10
~4Sav 2 llv Tai +5 +1 :5
3 l1v 2 Nav Skorus +0 +0 +10 +10
3Nav 1 Mor Masara ; . +5 +15 +5
2 Mor 3 Nuz Lado ,, 140 --'. 0 +0 +10 +10 +0



I1N DIVIDUAl- SF"i

,A magc's expertise among the different driving forces of a convocation can
be represented by using S,)eciaiiies (see S~rt is 2 and S " IEI:-PVa . 6), That is, one
Lyahvi mage could specialize in Illusion and another in Ethereals .

Another approach is to track each spell as a separate skill, while retaining
CML as a general measure of convocational knowledge, The rule sections are
modified as follows:

Joining Hit- Sh "°k-Pear (SHEK-Pv% .AP r
']%he SB for a spell is equal to CSB minus the spell's level, Each spell learned

during crc?;9reenticeshlp opens to a multiple of SB depending on Chantry quality,

Spell f=ormat (S , I i :-r, ; . ;~ 8i
All references in a spell description to CIVIL, CSI, and CSB should be

interpreted as references to the ML, SI, or SB of spell,

CaSt.Ir1Cl SIiS tSHFK-P -' . %P nj
Do not subtract five times the Complexity Level from ML when spell casting,

Complexity is factored into SB as noted above,

Learning Spells (SHEK-PVAtt 12)
The CML of each convocation is kept as normal, but its primary use is to

provide an RTI . for Convocational Attunement and Spell Research, Spell
Development Rolls (see below) are allocated to develop CMLs as desired. All
steps in the research process are unchanged . except replace the Spell Research
Table with :

CS
MS
MF
CF

Harnmaster

Re ;.e ::rch Sup:, c-e :is, 5;vel ; 0!111, i ; SI?' " .

ROsE-61 Ch SLIUCed1>, O'dL IK SB3,

kc::earchFarls, T :v,I a :r -r'

t2ese:,rch Fails, %1i,fir,

C

	

Pv.AR i

A mage must attune to a convocation in order to be able to open a spell of
the convocation, The attunernem process is unchanged,

Spell Development (SHEK-PVAR 17)
One skill development roll is earned for an individual spell for every L0

hours of meditation upon the spell, and for each casting of the spell in an
adverse situation (GM discretion),

Gray I~1ages (SHFK-PvAP 17
A mage must know at least seven (7) spells of' each convocation, two of

which must be at ML81+, Gray Mages recalculate each spells SB as if :'feutral,
but do not recalculate the spells ML,

Beginning Skills Example
U:;ol! ~tanl?Icait :; ; Iri> a: ,prenticeship.

op,,-n (GNM = SB3)
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The SBs given are CSBs fywria !?and
minus Spell ComplexitG-

Casting Spells Example
Caswa.on wares to ca, , Hand of iliam at
NIL 36, hence an SI of 3, Castrng] inre is
2;i-S1 seconds, which equals 22 seconds

Magic Spell Development
Caswa:on deci es to spend this; month
tryin; to,niprovc Power of Shar(,uloor,

Each day, Caswalon spends two hours
meditating Llpon tare ;pelt, At the em : of
the month. he has spent 2 x 30 = 60 hours
in meditation, Thls loves him six skill
develcpmcm rolls,
Caswalon ~~Ist? dries each day to cast the
spell in less-t)an- :deal conditions, such as
at ti crowded inn or whsle swimming The
GM awards one skill developtrrent roil for
each (Jay, a total of 30 .

	

.

Thus, at the end of the n,,onth . Caswalou
gains 36 skill development rolls to try and.
improve his Power of Sharadorn ML

is tollOV:`s,

Spell SB ML
r)i pcff ;N :atrati Ij i 5 -, 5
7y,la%S T,rp i;%owr:i : %IIj i4 4,
Frclo, :Nrt,!-,r f : f :11 73 39

tsalrr. A _;r_:, .Ir.i, ,,Ai 39
Harrc -:t ai :rl : : 36

36
33

Dre:rn d Galega Ilr .vv ;I'V*



NEUTRAL 1
eutral spells are perhaps the most useful magic,
especially metaspells which influence other spells.
Major artifacts are more powerful than other
magical items and these can only be created with
Neutral magic, Finally, interworld travel can be

attempted only with Neutral magic,
Although Neutral spells can only be invented by Gray Mages,

existing spells can be learned by lesser mages from a mentor or
from a written work,
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Artifact Creation Spells
The three most .mportant spells for
creating maior artrfNcts are :

ARTIFACT CREATION SPELLS
Name Level
False Soul

	

Neutra:/`
Faten'sMirror Newt
FOCUS

	

Neutral' Ill
.lorurn

	

NVU:rdl% : :

Soul Stealer

	

Neutral .V
Store Neural!"'.

Interworld Travel Spells
The two essential s-Cells for interlvorld
travel are Eye of Ken:cal and Gote c,
Kemdal. More than one mage has used
t`tese spells to locate a friend lost on
another %vorld,

f:
.
\'e of Kern( :al

Gate of Kemdai

	

'New r al iV

J

Harnmaster

INTERWORLD SPELLS
Name Level

Netrral!l



DISPELL (I)
A spell to remove an enchantment, Dispell cannot

counter a spell currently being cast, only existing
magic/effects.

With the basic spell, the caster must be able to cast the
target enchantment (or something very similar), and only
Temporary enchantments can be dispelled,

The success roll is modified by ten (10) times the
complexity of the target spell, ward, etc. This is in addition
to the normal five (5) point penalty for a first level spell, For
example, to remove a third level enchantment, EML is -30
for the target spell and -5 for Dispel for a total of -35,

Bonus Effects
CML 60+ Unknown enchantments may be dispelled,

CML 80+ Indefinite enchantments may be dispelled,

Note 1: Critical Failure when casting Dispell might make
the target enchantment misfire,

Note 2: A Permanent enchantment can never he dispelled,

Time: 25-CSI seconds
Range: CSI hexes to target enchantment

Duration: n/a

HernMaster

Time : 15-CSI minutes
Range : CSI miles

Duration : rr/a

EYE OF KEMDAL (I)
A spell permitting the caster to survey the local

environment for the nearest spatio-temporal discontinuity,
If the nearest discontinuity is within the spell's Range, the
caster learns the direction in which it lies and also its
general type, namely a Barasi Point, Godstone, etc.

With CS, the caster learns the distance to the
discontinuity,

F.ye of Kemdal is prone to disruption, and cannot work
properly when cast within CSI hexes of a convocational
sanctum, enchanted artifact, active spell, etc. An EML
penalty of 10-30 should apply at GM discretion,

Bonus Effect
CML 70+ Caster may exclude the nearest

discontinuity from the survey.
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MAINTAIN (I)
A spell to extend the life of a target spell by its original

Duration, Only the caster's own spells can be extended and
Maintain must be cast before the target spell expires, The
source/center of the target spell must be within CSI hexes
of the caster,

Bonus Effects
CML 80+ Another mage's spell may be maintained,

provided the caster is aware of its nature and
knows a reasonably similar spell .
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TONGUE OF PVARA (1)
A self-enchantment which enables the caster to

communicate with a target person in the absence of a
common language, The basic enchantment establishes a
special relationship between the caster and the target . and
cannot be expanded to include others, This is not true
telepathy, and is not subject to psionic interference,

The depth of understanding depends on the success
level achieved . MS allows communication roughly at the
level of eight-year-olds: understanding with CS is complete,
Regardless of success, this enchantment will not make an
inarticulate person suddenly articulate, nor does it
guarantee an ignorant person will understand what they are
hearing or saying,

Bonus Effects
CML 60+ Enchantment may be laid upon a willing

recipient, Touch is required,

CML 80+ The effect becomes universal-the subject
will be able to communicate with any intelligent
species in earshot for Duration,

CML 90+ Limited communication with unintelligent
or semi-intelligent creatures is possible (at GM
discretion),

Harnmaster

Time : 25-CSI seconds Time: 25-CSI seconds
Range: CSI hexes Range: Self/Vouch at CML60+

Duration : As per Target Spell, Duration: CSI x10 minutes



A I - "
A spell to create a bond. of affinity between the caster

and an enchanted artifact . Attune helps to control such an
artifact, but does not provide "factual" information about it .
The spell is not the only way to achieve artifact attunement,

Once attunement is achieved subsequent attempts at
manipulating the artifact are enhanced, This is a highly
variable effect, See Attunement (TRCASUR- 12),

Attunement continues until mental linking is broken,
Mental linking is facilitated by physical proximity, If the
artifact and the attuner are separated over time/distance,
the relationship almost certainly terminates

CML 60+ Touch no longer required .
Range is CSI hexes .

CML 90+ Upon attuning, the caster obtains some
information about the object,

'rime: t5-CSI seconds
Range: Touch/CSI hexes at CML60+

Duration: Indefinite (or until contact is broken),

Harnmaster

Bonus Effects

CHARGE ( .1 1

A spell to recharge an enchanted artifact (see :
TREAS .tRE L9), The caster Must be attuned to the artifact,
The caster "instails" one (N,-IS) o" t%vo (CS) char;gee per
casting.

Bonus Effects (none)

Time : L5 CSI >ninutes (Trance)
Range: Touch

Duration : None
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A major/mino :- artifact power installed in an obja: :a --:
enable it to hold and store raw Principle, The enchant :,!cwt
creates a neutral ,Jorum which can be filled %v :- th ::"
Principe of any convocation to which the caster is
A ,Jorum holds sufficient Principle to power any one spell of
the appropriate convocation.,

If' installed as a rnajor power, a Jorum "occupies" three
(3) points of Fgo/Wiill, If installed as a minor powei, it
cannot be combined with any other enchantment. Duration
is Pernialient if the power is installed when the artifact is
made/grown ; otherwise, it is Indefinite,

The existence of a Jorum does not mean it actually
contains any Principle . To fi :1 a Jorum. a rnage simply casts
Jorum again, but uses the CML of the convocation to be
stored, EVIL is still modified by Jorum complexity (-10)

A Jorum containing appropriate Principle is required
for the attttnement process to each new convocation,
Anot :;cr n1d0C =r0- ; the desi ; ed

	

_. .:,l;

	

alit,"! ;, ill lr : : ",
the Joru .':i,

Note: Principle stored I17 a JOruln is norniall y used; 10 POUT!'

a spell, It can, .however, simply he released into the nuindane
World, This is vi,r " ,, dangerous, Out Can C .."C(ItE' a!7 7ntert'Slin
"(iVerst0r1" prOVided t77e caster can elect a ga7Cli fprFferably
simultaneous) departure to avoid the consequences,

Time: 15-CSI hours
Range: Touch

Duration: Indefin :'e/Permanent (see above)
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Bonus Effects (none)

A major/minor artifact power installed in an object to
detect a specific species of entity (must have .Aura) within
CSI miles, For exarnple, the installed power might detect
Gaigun (only), Upon detection, t:-:c artifact glows and
vibrates gently.

If

	

installed

	

as

	

a

	

major

	

artifact

	

power,

	

Tul n%s Eye
occupies one (1) point of Ego/Will, If installed as a minor
artifact power, it cannot be combined with any other
enchantment,

The Duration is Pe!mcnent if the power is installed as
the artifact is first created ; otherwise, the Duration is
1ndeffinite.

Time : 15-CSI hours
Range : Touch (to install power)

Duration : Indefinite/Permanent (see above)

k~

Bonus Effects (node)

Harnmaster



Wards protect objects from enchantment, or
enchantments from magical interference, The ward must be
specific to a chosen convocation to which the caster must
be attuned.

If installed as a major power, a Ward occupies one (1)
point of Ego/Will . If installed as a minor power, it cannot
be combined with any other enchantment, Wards never
have Pe,?,;anent Duration : most are Indefinite, but the caster
may designate a lesser Duration,

The value of a %yard depends on casting success and
the CSI of the chosen convocation :

Example: a triage with rti'eutral CML 50 has a ITard EML
r;l 50 10=40, The 10point penally isforthe complexity level
of 14"ard, The mage ~,wshes to create a Jmorvi ?ward, With
..11S. anda Jmorvi CS1 fig ct Jmoryi Ward ,3 is created,

A sward is fully effective while in place and must be
dispelled to be removed,

Time : 15-CSI minutes
Range: Touch

Duration : Indefinite (or less caster choiCej

Harnmaster

Do

MS = CSI/2

	

CS = CSI

Bonus Effects (none)

A self-enchantment that postpones the caster's current
fatigue . The GM makes a note of the caster's total Fatigue
Levels, including any acquired by casting Zyna :s Tap,
Fatigue is then reduced to F%0,

When Duration expires the caster receives double the
Fatigue Levels postponed and must make an immediate
Shock Roll,

Bonus Effects
CML 70+ Enchantment may be laid upon a willing

recipient, Touch is required,

CML 80+ Enchantment may be laid upon an
unwilling victim who fails a test against Will x5 (MS
casting) or Will x2 (CS casting), Touch is required,

Time : 15-CSI seconds
Range: Self/'Pouch at CML 70+

Duration : CS[ n:inu cs
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An enchantment to install an artificial personality (Ego)
in a physical object thereby turning it into a major artifact,

Ego is expressed as a number determined by the
success of the hc/ae Soul casting, With NIS, Ego is equal to
CSI, With CS, the caster may set Ego at a,ny value= between
one and CSI (inclusive), CF generally destroys the object,

Duration is Pcr~rtanenr if the enchantment is laid when
the artifact is first created: otherwise. Duration is Lndetirute.

Bonus Effects
CML 70+ Caster may install a Morality no more

than three points higher/lower than his own.

CML 80+ Caster may gave the artifact a Purpose.
Sec

	

i~,, :5 for effect,

Time : 20-CSI hours
Range: Touch

Duration : Indefinite/Perrnancnt (see above)
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A spell to detect the presence of existing enchantments
and spells . A successful casting reveals the existence of all
active enchantments . spells, and wards . The basic spell will
not identifv their convocation or complexity,

Bonus Effects
CML 70+ Convocation of all magic is revealed,

CML 80+ Complexity of all magic is revealed

CML 90+ Caster receives enough information to
write a Spell Tract for one (caster choice)
enchantment/spell .

Note: :Spell Tractsfacilitate research ; see Shek-Pvar 13,

Time: 25-CSI seconds
Range: CSI hues

Duration : None

Harnmaster



An enchantment to create a focus artifact of a chosen
convocation. The caster must be attuned to that
convocation . The caster is instinctively aware of the
direction to a focus if separated from it,

Focus installs a major or minor power in an artifact . If
installed as a major power, Focus occupies three (3) points
of Ego/Will . If installed as a minor power, it cannot be
combined with any other enchantment . Duration is
Permanent if the power is installed when the artifact is
made/grown : otherwise, it is Indefinite,

The value of a focus depends on casting success and
the CSI of the chosen convocation:

MS = CSI

	

CS = CSI x2

Example: a mage with Neutral CML 50 has a Focus EML
of50-15=35. The l5pointpenalty isforthe complexity level
of Focus, The mage wishes to create a Jmorvi focus. With
MS, anda Jmorvi CSI 6, a Jmorvi Focus +6 is created.

To use a Focus, the caster must be in direct skin
contact, A focus adds its value to spell EMLs of the same
convocation. That is, a Jmorvi Focus +6 provides a bonus of
+6 to all Jmorvi spells,

Mages can re-enchant their foci of Indefinite Duration,
raising them to a higher value with a CS casting or when
CSI improves . Foci of Permanent Duration cannot be re-
enchanted . CF dispells the original enchantment,

Bonus Effect
CML 80+ A caster attuned to all convocations has

the option to create a Rainbow Focus, This artifact
enhances all magic equally, Focus value is
MS=CSI/2 or CS=CSI (50% normal),

Time : 15-CSI hours
Range: Touch

Duration: Indefinite/Permanent (see above)
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WELL OF ANASIRON (III)

A defensive spell to counter a spell being cast by
another mage . Well of Anasiron works by disrupting the
opponent's spell form enough to reduce effects or perhaps
cause casting failure The caster must be familiar with the
target spell, and be within CSI hexes of the opposing mage .

If the target spell completes first (see SHEK-PVAR L0)
Well can have no effect, although it may still misfire, If Well
is completed before the target spell, the success levels of
both spells are compared :

" If the target spell is more successful, it is
unaffected,

" If the target spell is less successful, its
success level is reduced by one: MS=MF;
MF=CF with a modest misfire; and CF
remains CF with a nasty misfire,

" If the target spell and Well are cast with
equal success, the effects of the target
spell are halved,

Well of Anasiron cannot be used to counter spells that
have already been cast It can . however, be Stored and
summoned Caster tha:: no : mal.

Bonus Effects
CIVIL 60+ May be attempted against unidentified

spells with an EML penalty of 20,

CML 90+ May be attempted against unidentified
spells without an EML penalty,

Time : 15-CSI seconds
Range: CSI hexes

Duration : n/a
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An enchantment to create a major artifact by
'investing" some of the caster's ff!ill.

The caster may invest up to CSI points of drill in the
artifact, The amount must be declared before casting, For
each point of Will invested :

CS: Ego is ld8 per Will point,

MS : Ego is ldd per Will point.

MF : Spell aborted,

CF: Artifact destroyed; invested Will is permanently lost,

Example:
~f,a

caster invests three points of Will, the artifact
has an E,tlo of 3d6 with MS, or 3d8 with CS,

If attuned to the artifact, the caster's Will is normal, but
is otherwise at the reduced level . That is . a character with a
Will of 13, who invests three points, has a Will of L3 wile
attuned to the artifact, but a reduced Will of 10 if not
attuned, If the artifact is cestroyed . the invested Will points
are permanently forfeit .

Duration is Permanent if the enchantment is laid when
the artifact is first created: otherwise, Duration is Indefinite.

Bonus Effects

CIVIL 70+ Caster may install a Morality no more
than three points higher/lower than his own,

CIVIL 80+ Caster may givc^ the artifact a Purpose,
See T:<t:Ast ;tct L5 for effect,

CML 90+ If the enchantment is Indefinite the caster
(only) may terminate Esten's Mirror with a
successful "recasting,- thereby recovering the
invested Will points, CF on this casttn} gives
permanent less,

Time : 15-CSI hours
Range: Touch

Duration : Indetinite/Permanent (see above)

Harnmaster

Time: 15-CSI days
Range: Within the Sanctum

Duration : Indefinite

MS = CSI x2

	

CS = CSI x4

Example: a mage with Neutral C:'4?L 50 has a Sanctum
Fm1, of 50-20=,30, 7%he 20 point penalty is for the
complexity level of Sanctum, The .rnage wishes to create a
Jmorvi sancrum. With .1.1S, and a Jmorvi CSI 6. a Jmorvi
Sanctum +12 is created.

Bonus Effects (none)
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An enchantment which "attunes" an enclosed space to
a chosen convocation, The caster must be attuned to that
convocation . Sanctums have a maximum volume of five
thousand cubic feet .

The value of a Sanctum depends on casting success
and the CSI of the chosen convocation:

A Sanctum modifies the EML of spells cast within it,
The Sanctum's full value is applied as a bonus to Primary
spells and as a penalty to Diametric spells, Half value is
applied as a bonus to Secondary spells and as a penalty to
Tertiary spells .

Mages can re-enchant their sanctums . raising them to
a higher value with a CS casting or when CSI improves, This
requires a new casting from within the Sanctum, CF dispells
the original enchantment,

Sanctums can only be dispelled from within, It is
possible to encounter abandoned sanctums of, long dead,
mages. Sanctums can also occur naturally,



An enchantment to install a known spell in a major
artifact . Store cannot install a spell in a minor artifact, All
stored spells have a casting time less than one second and
"fire" instantly on the caster's normal turn,

Store must first be successfully cast, followed by a
successful casting of the spell to be stored, The stored spell
occupies one (L) point of Ego/ Will per complexity level That
is, a stored VII spell occupies seven points of Ego/Will . Up
to CSI spells may be stored in the same artifact, subject to
the limits of Ego/Will and spell complexity, Each
installation requires a separate; casting of Store.

At the time of storing, the caster designates a key word
or phrase to invoke the stored spell, Thereafter, the spell
can be invoked by anyone speaking the command
word/phrase, To cast a stored spell . t1,c invoker must win
or tie a Mental Conflict, See SRii,: s 23/24. The time
required for this Mental Conflict is negligible,

An invoked spell is no longer stored . A stored spell
dissipates harmlessly when Duration expires,

Time : 15-CSI minutes
Range : Touch (to store)

Duration : CSI days

Harnmaster

Bonus Effects (none)

An enchantment to temporarily increase the Will of a
willing recipient touched by the caster, The subject's Will is
increased by 1d4 (NIS) or 2d4 (CS) . Will cl Kirat cannot be
combined with a similar enchantment, including itself,

The MLs of skills based on Will are raised by five times
the attribute increase, If the skill has Will in its SB twice, its
NIL is increased by ten times the attribute increase . For
example. if a one-point enchantment is laid, Lockcraft is
increased by 5 and Mental Conflict is increased by 10,

CML 80+ Enchantment may be used to Indefinitely
raise a subject's Will by one. CF Pertnanently
reduces Will by one (L) .

Time : 15-CSI seconds
Range : Touch

Duration : CSI milILites

Bonus Effects
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A spell which creates a brief intenvorld portal in the
fmm of a hazy ellipse 3-8 feel tall and 2-5 feet wide_ It
hovers one foot above the ground . behind the caster . and is
visible only from the front side, Anyone ;' ;jnythin,; sm ; ;, .
enough may pass through the gate,

The caster visualizes a specific c:est : :rati : :n and Gate of
Kemdal determines a path there with 13-CSI stops. At each
stop, a new casting is made to determine progress .vith the
following results :

CS : Advance two stops along path .

MS : Advance one stop along path .

MF: No progress, Retreat one stop,

CF : No progress . Add one stop to path,

The journey seems to take about one mitxttc' hc:r Stop,
but actually takes one day per stop, Fatigue. is reduces: :C'
zero at each stop,

The final destination is :kmown by 'hr caster, but the
path taken is always variable and obscure. The destination
cannot be determined by anyone else except with a
critically successful divination,

Gate of Kemdal avoids crowds, It almost never
materializes travellers where their appearance can be
witnessed . However, any number of beings could wander
by within seconds.

Bonus Effects (none)

Time : 35-CSI seconds
Range : n/a

Duration : CSI FOc, :-tds

Harnmaster
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A self-enchantment to change the shape of the caster,
The basic spell can only modify facial features to that of
someone well known to the caster,

Transtormation actually takes the first 15-CSI minutes
ct Duration

CML 60+ Caster can enchant other willing subjects,
Pouch is required

CML 70+ Caster can conjure an appearance from
inlaginatlon,

CML 80+ Full body transformations may be
achieved . Body mass must be preserved
twenty percent (20' " } .

CML 90+ May be cast on an unwilling subject, If
successf .j :, the target resists Vvi'_l; a Will x5 (%IS
castir(;) or :i Will x2 (CS casting) morale check,

Time : 15-CSI seconds (casting)
't5 CSI ."". :Irjljte5 ((ransformation)

Range: Self/Touch at CML60+
Duration : CSI hours

Bonus Effects

© N, Robin Crossby, 1997



701
A spell to transfer a willing natural or artificial

personality from one source body/artifact to a target
body/artifact,

The spell is used to give an artifact a personality, or to
exorcise an unwanted personality from its present
body/artifact, The personality maybe unwilling to transfer,
and

	

can

	

resist with

	

a

	

Will/ Ego x5

	

(MS casting)

	

or a
Wi11/Ego x2 (CS casting) morale check,

The transferred personality retains all memories and
other personality attributes, Any mental skills or talents
(such as Psionics) are also retained .

With the basic spell, the source body dies or the artifact
self-destructs unless reoccupied within CSI minutes .

Harnmaster

Bonus Effects
CML 80+ Caster may transfer a personality without

destroying its source body/artifact. provided it is
reoccupied within CSI hours,

CML 100+ Instead of moving the source personality,
the caster is able to copy it, leaving the source as
before (many subjects prefer this approach),

Note: Disposing of souls is considered witcherali and is
punishable by death in most jurisdictions, Indlscrirninate use
of this spell is never wise,

Time : 15-CSI days
Range : Pouch (both source and target)

Duration : Per :,niirer ;t

A spherical zone within which magical effects are
halted, The sphere, centered on the caster, extends CSI
hexes in all directions, With the basic spell, the caster
cannot move more than a toot in each direction for
Duration (the Bubble is non-mobile).

Indefinite and Permanent spells are suspended within
the sphere : they :-esume normally when the bubble "pops",
Temporary enchantrnerits are also suspended, but resume
only if they have Duration remaining,

While the Bubble is in place, magic (including the
caster's) cannot operate within nor penetrate from the
outside,

Bonus Effects
CML 70+ Caster may expand /contract the Bubble

within its maximum extent.

CML 80+ Caster may move normally although the
Bubble

	

cer,,tered ,,rid a:tached

Time : 25-CSI seconds
Range : Self

Duration : CSI rounds
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yahvi is the magic of air and of the insubstantial,
invisible, ethereal, and illusory, Lyahvi mages are
manipulators of light, often making use of
reflection and refraction, Their effects are faster
than the eye and difficult to describe, They are

masters of all gases, of sound (which travels on the air), and can
summon Asiri and other ethcreals to their benefit, The essence of
Lyahvi is bright . sterile, and unliving .

The Lyahvi nemesis is earth, represented by the convocation
of Fyvria . Lyahvi enchantments are difficult to lay upon organic
materials or lifeforms .

A Lyahvi focus consists of transparent or translucent
materials like gems and glass, and substances able to manipulate
light, such as mirrors, prisms, and lenses, Red is the hue of
choice, so rubies and other red gems are most desirable .
preferably cut and polished to a sparkling, multi-faceted finish . A
Lyahvi focus cannot include organic material,
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A spell to generate semi-audible (white) noise to muffle
or blanket other noises . The basic spell will prevent anyone
within its field from hearing <lt .uet noises, such as normal
footsteps or subdued conversation,

The white noise is itself detectable by normal senses :
test Hearing x5 (MS casting) or Hearing x3 (CS casting) .

The field is sphere centered on the caster's head or
focus, CSI hexes in radius, The field is mobile ~%:ith the root
otrject . The ::aster is not imm;;ne to the effect,

Bonus Effects
CML 50+ Field is harder to detect, Test Hearing x4

(\..1S) or Hearing x2 (CS) .

CML 60+ Field blankets loud noises such as
shouting, battle noise, etc.

CML 80+ Field may be rooted to an inanimate
object instead of the caster's head/focus .

CML 90+ Freat h ankets all noise short of major
explosions,

Time :

	

l 5-CSI rounds
Range : Sphere, C.S1 hexes radius

Duration : CSI

r
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CML 80+ Range is CSI miles,

AERIC'S WHISPER (I)
A spell which allows the caster to speak a message

which a remote, single, caster-designated individual
can/will hear, The message will sound as if someone were
whispering in the recipients ear,

Communication is unidirectional (one-way), The
message may be as long as the caster can manage in
Duration, The recipient must be in Range,

With the basic spell, the caster must speak the message
Out '.oud (although softly),

Bonus Effects
CML 70+ Caster need not speak the message out

loud (thinking it su!fices).

CML 90+ Up to CSI recipients may be designated :
all receive the same message.

Time : 15-CSI seconds
Range : Line of S:",ht/CSI miles at CML80+

Duration : CSI round,,
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CLOAK t_A'

	

~, :_RIN (ii)
.4 quasi-invisibility enchantment laid upon a single

Lyahvi elemental object, The enchantment is useful if, for
example, the caster wishes a focus to escape the notice of
a search . Generally, the enchantment works by bending
light about the object, The object's tactile sensibility is
unaffected .

The caster is not immune to the effect and must wait
fo1 the enchantment to expire before the item is visible,

Bonus Effects
CML 60+ Caster is immune to the effect and can see

the object normally.
CML 70+ Caster may make all persons touched

(while casting the enchantment) immune to the
effect(s).

CML 80+ Effect may be made tactile as well as
visual,

CML 90+ Touch 110 longer required .
Range is CSI hexes,

Time : 35-CSI seconds
Range : TouCIOCSI hexes at CML90+

Duration : CSI
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A spell which causes a blinding flash to radiate from a

Lyahvi elemental object held by the caster, All persons
(looking at the flash source) within CSI hexes are blinded .
and those within CSI x 5 hexes are half-blinded .

Note: in a purely random situation, each person has a 10%
chance a/ looking at theflash source at the critical instant.
This chance can be modified at G,L1 discretion according to
the situation,

Blindness lasts 10 seconds (MS) or 30 seconds (CS) .
and then turns into half-blindness, which lasts for a similar
period . Blinded individuals suffer a Special Penalty of 20 for
all skills (GM discretion) . Individuals half-blinded suffer a
Special Penalty of 10 for all skills (GM discretion),

The effects described assume the spell is cast in
dim/dark lighting conditions (e.g. . underground or at night) :
halve the above effects if the flash occurs in bright light/full
daylight . The spell is (at GM discretion) twice as effective
against nocturnal creatures,

Bonus Effects
CML 80+ Flash may be made to emanate from a

Lyahvi elemental object in good line of sight
within CSI hexes,

CML 90+ Caster may exclude up to CSI designated
individuals f'rorn the effect,

Time : 15-CSI seconds
Range: CSI hexes (blind) : CSI x5 hexes (half-blind)

Duration : Blindness iasts 10 seconds

Harnmaster



A spell which creates a fascinating, confusing, illuso! Y
ball of flickering, multi-colored light, The ,lobe, about one
foot in diameter, hovers one foot above the caster's head,
Alternately, it maybe attached to a Lyahvi elemental object,
The globe remains stationary in relation to its root object,

The globe is Marginal or Critical, depending on the
caster :, success, Anyone in line of sight within CSI hexes of
the Globe tests a multiple of Will,

The effect for each victim depends on the success level
generated by the Will test . Effects terminate immediately
when the Globe dissipates,

Result

	

Effect on Victim
CF

	

Victim remains stationary, gazing into the
glo)he tang : the victim o"- the globe is removes,
The victim cannot make any more rolls

MF

	

Victim gazes helplessly rnro the ;lobe for 10
seconds, at ',0iich time another roll to break
free can be grade,

MS

	

Victim is partially distracted for Iii sc " c:onds,
,a ".: engaged opponent earns a tactical
advantage, The victim suffers a -L 10
Special fenaay to all skills and repeats the
Will tes : each l f) seconds as necessary,

CS

	

V:ctim ignores the globe and does not Dave

CS Globe:

	

Test v; ;l: xZ
MS Globe : Test

to make any (more) rolls,

Bonus Effects (none)

Note : The ability to see color is essential far the spell to
achieve its effect, !t has no effect upon people with
Monochromasia (see

	

9),

Time : 35-CSI seconds
Range : Line of S_gat. CSI hexes

Duration : C.'SI rounds
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A spell to create and manipulate illusions, Images may
be -m de visible which exist only in the imagination of the
caster : but. unless CS is achieved, the illusions seem
insubstantial and tend to flicker in and out of existence,
Normally, effects are stationary and must be in clear view
of the caster, The illusions are purely visual, They are not
self-illumin,u .,I, and cannot be seen in the dark,

Bonus Effects
CML 50+ Illusions may be made to move, but the

caster must remain in line of sight and the effect
requires great concentration .

CML 60+ Caster may operate simple illusions
beyond line of sight, provided the caster knows the
geography,

CML 80+ Caster may enter a trance and operate
illusions beyond line of sight (this amounts to a
kind of clairvoyance),

Note: Generul illusion spells, such as Prism of Gethan, lack
the nicety of detc ;il, reahs:rn, and quality possible with a
specific ?lluslon spell which creates the same ima,tle with each
castin4 "Jages who desire a better illusion with a :UIS casting
need to research a specific illusion spell,

Time : 25-CSI seconds
Range : Line= o` Sight . CSI x5 hexes

Duration : CS1 rcn:nd,

:~~ N, Robin Crossby, l qy



A spell that projects a two-dimensional image of an
object to a remote location . The image is a "snapshot" of
the object and will not normally change unless the object is
destroyed, in which case the image vanishes,

With MS, the image is translucent ; with CS, it is sharp
and clear, The spell works best on simple objects/images-
more complex items should reduce EML.

With the basic spell, the object must be held by the
caster and the image cannot be projected beyond good line
of sight within CSI hexes.

EPITORA'S MIRROR (IV)

CML 50+ Line of Sight to image no longer required,
but Range is still CSI hexes.

CML 60+ Range increases to CSI miles,

CML 70+ Image now a 3-dimensional hologram,

CML 80+ Image may be more closely linked to its
object-it will move as the object moves, etc.

CML 90+ A single image attribute, such as size or
color, may be varied slightly,

Time: 35-CSI seconds
Range: Touch (to object)/CSI hexes (to image)

Duration : CSI minutes
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Bonus Effects

BEAM OF PIOLAR (IV)
A spell to cause a beam of blinding, burning light to

issue from the caster's hand at a specific target within CSI
hexes, The beam acts as a Nigh Velocity (Dodge 50%)
missile weapon with Fire impact of:

MS: CSI +1d6
CS : CSI +3d6

The beam will be refracted/reflected as would
ordinary light, and may be weakened or eliminated by
darkness spells, etc. Armour and clothing reduce fire
impact as normal .

Bonus Effects
CML 60+ Beam may originate from a Lyahvi

elemental object within CSI hexes, line of sight,

Time: 15-CSI seconds
Range: CSI hexes

Duration : None

Harnmaster
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F HIR1N (V I)
An enchantment to dematerialize a living entity

including the caster. The enchantment cannot be laid upon
an unwilling subject,

With a successful casting . the enchantment is laid and
may be instantly invoked at any time in Duration by the
caster's act of will . If' laid on a another subject, invocation
requires caster touch,

Upon invocation . the subject evaporates in 15-CSI
seconds, Any non-Lyahvi elemental objects on the subject's
person are left behind, The caster may choose a place
(same world) where recombination will occur, A second roll
against Vapor EVIL deter -mines when the subject will
rematerialize :

CS:

	

ld6 hours
MS:

	

IM days
MF:

	

1d6 months
CF:

	

1d6 years

Upon recombination, non-permanent enchantments
on the subject are lost (dispelled), A dematerialized entity
has no consciousness : it ceases to exist until
recombination,

Harnmaster

Bonus Effects
CML 70+ An injured entity may (caster option) heal

one Injury Level while dematerialized,

Time : 15-CSI minutes
Range : Self or Touch

Duration : CSI days (Indefinite with CS)

MASL(_)K ;.i ( :HARM (VII)
A spell to find, identify, summon, and control target

entities, The basic spell locates and summons the "nearest"
ethereal, If the caster wins or ties a Mental Conflict (S ,< :i i .s
23), o~ has achieved CS in casting, the ethereal is controlled
for Ih:ration, otherwise the ethereal controls the caster,

If uncontrolled, an ethereal acts at Gh7 discretion .
either departing (50'' , chance) or indulging in wanton
destruction,

A controlled ethereal may be returned to the ethereal
plane by cornrnandtng it to depart . If this is not done before
oration expires, the ethereal will be free in the casters
world and do as it pleases,

Bonus Effects
CML 70+ Caster may locate and identify up to CSI

ethereals. Any one can be summoned,

CML 90+ Caster gains a good idea of the strength,
morality, and narare of the identified ethereals.
Any or all of them can be summoned, but each
requires a successful (win or tie) Mental Conflict to
be corrtrolle1

Time: 35 CSI seconds
Range: M,;;,-e,- . Fahereal (GM discretion)

Duration :

	

CS

	

x I t"; :nin,aes
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eleahn is the most active, destructive, and least
thoughtful school of magic, The essence of
Peleahn is heat and action which are used to
produce and manipulate fire, smoke, and
pyrotechnic effects, They can also increase
metabolic processes .

The Peleahn abhor darkness . quiescence . and water, elements
of the diametric Odivshe convocation,

Because the element itself is difficult to grasp, firepots, flint
and steel, and other fire-making tools are used as foci, A complete
Peleahn focus should include both flammable and fireproof
materials : it should be able to retain heat and must be kept dry,
However, it acts as a focus only when it is lit,

J N, Robin Crossby. :1),17

Ethereal Fire
he Pelcahn arlso aeal in Ethereal Fire,

di'.fers >:g:ut, cantly --.- cm mundane
fire. Ethereal Fire is safer and easier to
manipulate than rr.undane tire .

Elh.ereal fire does not regn :re mundane
fuel : its fuel is extra:-d:mensior .al, It tends
to be more transpa :v ".u ~_nd less active, In
the mundane world, ethereal fire can affect
only conscious creatures : it has no effect
on inanimate objects and is, therefore,
unaffected by armour,

To a mundane creature . an Ethereal Burn
is a Shock Roil: if the generated - 'Fire
lmpact" exceeds Endurance, the victim
loses consciousness

Ethereal fare burns ethereal beings and
oo.;ects in exactly the same way that
niundane tire burns mundane objects .
Similarly, mundane fire shocks ethereal
fie:ngs the same way that ethereal tire
shocks mundane beinks,

E
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An enchantment laid upon an existing mundanefire to
consume more of its fuel, produce more :neat, and eave
less residue, The basic enchantment allows the fire to burn
up to 50`,-*(MS) or L00' :,, (CS) longer, while leaving far less
unburned fuel and ash than normal . The enchantment is
disaelled if fuel is added to the tire.

Bonus Effects
CML 70+ Caster may eliminate smoke from the fire .

CML 80+ Fuel may be added without terminating
the enchantment.

CML 90+ Fire's consumption may be made
complete (i .e ., no ashes), The fire cannot, however.
be made to burn nonflammable materials.

Time : 15-CSI seconds
Range: CSI feet

Duration : CSI x10 minutes (or until fuel is exhausted)

i
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SPHERE OF ~ - .,.DAKAR (1)
A self-enchantment which creates a sphere of ethereal

fire, two inches in diameter, in the caster's hand, The caster
cannot release the sphere, The fireball illuminates a
spherical area, of radius CSI hexes, with orange/red,
gently-flickering light, No seed fire or spark is required .

The sphere is primarily used as a light source, but it will
inflict an ethereal burn of CSI+ld6 (MS) or CSl+2d6 (CS) if
it touches a mundane or ethereal entity, Generated impact
is a burn against ethereals. but a shock roll for mundane
creatures. See note below

Bonus Effects
CML 50+ Caster may terminate the enchantment by

releasing the sphere .

CML 90+ Caster may throw (with throwing skill) the
sphere up to CSI hexes, The sphere is a Low
Velocity missile and may be dodged as such .

Note: To a mundane creature, an Ethereal Burn is a Shock
Roll.' if the generated "Fire Impact" exceeds Endurance, the
victim loses conscim~r;,,,,~r ;

Time : 15-CSI seconds
Range : Self'/CSI hexes at CM1.90+

Duration : CSI rounds
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AIDAN'S HASTENING (II)
A self-enchantment to increase the caster's Move

attribute (see COMBAT 2 & 6) by 50% (MS) or L00% (CS) .

A skill's ML is increased by five times the attribute
increase when the skill is being used in a manner which
requires physical movement, For example, the Jumping skill
would eligible for the ML increase for a running jump, but
not for a standing jump,

Example: Scrope has an Agility of 12, so his Move is
normally 12, He lays Aidan's Hastening upon himself with
MS, so his Move increases by 50% to 18, Since the increase
in his Move is six, the ML of any skill use requiring physical
movement is increased by 6x5 = 30,

While enchanted, the caster accrues fatigue (from
activities involving physical movement) at twice the normal
rate,

Bonus Effects
CML 70+ Enchantment may be laid upon a willing

recipient . Touch is required,

CML 90+ Subject's fatigue accumulation rate is now
normal .

Warning: This spell achieves its effect by drastically
ntci -easing the caster's metabolism, Because of this, the rate
at which the caster bleeds, for example, is increased by the
same percentage rate as move,

Time : 15-CSI seconds
Range : Self/Touch at CML70+

Duration : CSI rounds
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SKIN 4F LEXESH (11)
A self-enchantment which allows the caster to handle

mundane fire without being burned . The basic spell
enchants only the caster's hands, It halves (MS) or
eliminates (CS) Fire Impact, The enchantment prevents or
reduces new burns: it cannot heal existing injuries,

Bonus Effects
CML 70+ Enchantment may be laid upon all Head,
Arm, and Body parts. .

CML 80+ Enchantment may be laid upon all body
parts,

CIVIL 90+ Enchantment may be laid upon an
inanimate object, or extended to clothes worn and
items carried by the caster,

Time : 35-CSI seconds
Range: Self

Duration : CSI

HarnMaster



EYES

A self-enchantment which causes the caster's eyes to
perceive distinctions in heat instead of light, The subject
perceives gradations in temperature as variations in color,
The enchanted eyes cannot see normally, and emit a faint
orange glow .

This kind of "infravision" does not allow one to
distinguish objects of similar temperature and will not work
if the subject is blind visually,

CML 80+ Enchantment may be laid upon a willing
recipient, Touch is required .

Time: 25-CSI seconds
Range: Self/Touch at CML80+

Duration : CSI minL:tes

Bonus Effects

Harnmaster

ORB OF ZATARA (III)
A spell which creates, in the caster's hand . a mundane

fireball that may be directed in a straight line towards a
target in line of sight, A spark or other seed fire is required,
The fireball is six inches in diameter,

The fireball is accurate, but fairly slow ; it may be
dodged as a Low Velocity missile. Upon touching any solid
object or enchantment the fireball explodes . If it intercepts
no obstacle during its traverse (CSI x 10 hexes) the fireball
blinks harmlessly out of existence,

The radius of the explosion, which cannot be dodged,
is CSI feet . The impact of the exploding fireball is ld6 (MS)
or 2d6 (CS) . This impact is rolled for once, and then applied
separately to ld6 randomly generated body parts for each
affected person, Armour and clothing reduce impact
normally,

Except in the case of misfire, the caster is immune to
the fireball, but not to the explosion,

Bonus Effects

CML 50+ Spark or seed fire no longer required,

CML 70+ Caster may command the fireball to
explode at any point along its traverse,

CML 90+ Fireball may be made to originate in a
seed fire or focus anywhere within CSI hexes and
good line of sight of the caster, Traverse is
measured from the seed fire/focus .

Note: Orb of Zatara is designed to incapacitate opponents
rather than killing them, The Fire Impact inflicted is not
enough to cause grievous burns, and will not set armour or
clothing aflame,

Time: 15-CSI seconds
Range: CSI x10 hexes

Duration : Until explosion or end of traverse
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CHARAChi zi lrc.'v c.f=

	

(PV)

An enchantment which causes one victim to become
restless and feverish : a kind of tragical disease, The caster
must touch the victim in order to lay the enchantment. No
seed tire is required .

A.!; umvilling surge:: : gets a ae~atance test against LVill
x4 (f%TS canting) or Will X2~ (CS Castin ;o), In its early stages,
Charac : :i s Fever

	

seem beneficial

	

its the victim
recovers from fatigue at twice the usual caW, l-rnwdiately,
l;owever, the victirn will be unable to sett e comtortably" ,
and will be disposed to frequeruly exe :vise by running,
littin", weights. moving furniture.swimming, etc. The victim
will not sleep well, awakening hourly with an tn-ge to pace .

About 24 hours after becoming enchanted, the victim
will have a one degree (Celsius) tever which will caimb by
one degree per 24 hours (note : norma human body
temperature is 37 degrees), When the fever climbs to 40
degrees, the victim tests Endurance x4 to avoid conga, At 4L
de,!ees, the victim tests Fndurancc x3, and so on, Upon
.os .n,, consciousness, the victim remains comatose until the
t1n ;:hantment is dispelled or the victim dies,

The fever continues to climb after the victim canters a
coma, When the fever reaches 44, the victim tests
Endurance x3 to avoid death ; at 45 . the victim tests
Endurance x2 : at 46, Endurance x t, A body temperature of
47 kills any human .

As a side effect, the enchantment prevents minor cold
damage for Duration ; reduce any frost impact by 2d6,

Bonus Effects

CML 70+ Fever acceleration may be halved or
doubled at the caster's option,

CML 90+ Caste,- niay de'. ; :y the onsc- of ftM:I- by Up

!o CSI days,

Time : 15-CSI urinates
Range: Touch

Duration : Il-ldriirY;c t( or- 11"A::VICtini diesi

~) N . Robin Crossby, 1997

SE,r~

An enchantment laid upon a large area to cause it to
ignite and burn rapidly with mundane fire. The
enchantment may be laid upon any fuel, such as dry grass,
pool of oil, etc. The quality ind amount of fuel may (GM
discretion) limit Dtu-ation . The fire may spread to adjacent
areas, The caster is well advised to take note of the w-ind
and topography,

The ground area of the effect is centered on a pre-
desi ;;nated (in range) spot . The area is circular and has a
maximum radius of CSI x5 hexes. The caster is not immune
to the tire,

Creatures in the sea of fire are subject (usually from the
waist down) to burns of impact 2dfi (with MS) or
3d6 (with CS) per 10 seconds spent in the area, At Gti1
discretion, smoke inhalation may require a shock roll after-
one minute,

CML 70+ Caster rnay limit the fire to the designated
area ; it will riot spread afterwards unless the caster
so allows,

CML 80+ Range increases to CSI x 10 hexes, Radius
of the Sea is unchanged,

Time : 15-CSI seconds
Range: CSI x5 hexes/doubled at CML80+

Duration : CSI rounds (or- until fuel is exhausted)

Bonus Effects

Harnmaster



BOLTS OF DAG (V)
A self-enchantment which wreaths the caster's hand or

focus in ethereal flame. The caster is immune, but the
flame inflicts ethereal burns on touched victims,

The enchantment "installs" CSI/2 Capacity Points
(CPs) . Each time a victim is touched, ld3 CPs are
expended, The enchantment terminates when all CPs are
gone, or when Duration expires, A victim suffers a ld6
ethereal burn to the body part touched for each CP
expended (roll 2d6 for a 2CP burn),

Bonus Effects
CML 80+ Caster may project the ld3 CPs as High

Velocity (50% Dodge) ethereal fireballs, aimed at a
single target, Range is CSI hexes, Each fireball
inflicts ld6 Fire impact to a random Strike
Location,

CML 90+ Caster may control the number of CPs
expended with each Touch/Fireball .

Note: To a mundane creature, an Ethereal Burn is a Shock
Roll: if the generated "Fire Impact" exceeds Endurance, the
victim loses consciousness,

Time : 15-CSI seconds
Range: Touch/CSI hexes at CML80+

Duration : CSI minutes

I 3
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FIEND OF HAZArAI (VI)
An enchantment laid upon a mundane seed fire to

transform it into a humanoid creature, The tier?d is
unintelligent, and only follows directions given by the
caster, who must remain within CSI hexes in good line of
sight, The fiend is more of a puppet than a creature, and
demands full concentration to operate.

The spell also enchants a designated controlfocus,
usually the caster's focus or some other Peleahn elemental
object, If the control-focus is dropped, the fiend collapses
and the spell is terminated, With the basic enchantment,
passing the control-focus is the same as dropping it .

The fiend's power depends on the size of the seed f-e
.-5 scale

Stir :- is the fend's lintlr17

	

and n;undane
Fire Impact when it touches a victim,
Example : If a size-three fiend is performing a melee attack and
obtains ?11S, and its opponent tries to block with a shield but rolls
CF, the result on the Melee Attack Table is A *2. Thus, the fiend
inflicts mundane Fire Impact of2d6+6f upon its opponent,

The fiend does not fatigue or show wounds, Injuries to
the fiend are classified as for mundane creatures: Ml, S2,
S3, G4, and G5, If the total Injury Levels exceed the fiend's
Endurance, it collapses and the enchantment is broken,

Bonus Effect
CML 80+ Caster ina` pass the control-focus to

another person, The person may have difficulty
controlling the fiend (depending on the amount of
practice the person has had),

Time: 25-CSI seconds
Range: CSI hexes (fiend) Touch (control-focus)

Duration : CSI minutes (or until fuel is exhausted)
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Seed Size STR END AGL Strike

2 ToCtii

3 Campfire 10 L8 12 75/6f
4 Lar ;e Li,:3nfre 13 2-1 o9 65 ;'Sf

5 Burning Building 16 30 06 55/10f



Most Jmorvi are artificers : their magic tends to
run in a slower vein than that of other Shek-Pvar. The element and
its manipulators are powerful and unyielding, but sometimes brittle,
insensitive, brutal, and shallow.

Jlnorvi distrust the spiritual believing the soul of humanity to
be unpredictable and unreliable . They prefer the sureness and
solidity of cold, hard steel.

Jmorvi use the following special definitions:

Wholly Metallic : object at least 90t% metal,
Mostly Metallic : object at least 50°,« metal,
Partly Metallic : object at least 20°%*: metal,

O N, Robin Crossby. 1997

morvi Shek-Pvar, standing between fire and earth,
have an affinity for all minerals, but especially
metals, Their element is the solid heart of the
world, steel and black iron,

The Ordering of Metals
For proper casting of some Jmorvi speils,
it is useful to know which o' two or more
metals is heavier (denser), Kethrian
alchemists and artiticers :nave devised
several Methods for determining relative
weight, but most use specific gravity which
they can easily measure with a scale and a
bucket of waver,
The following metals are known to Lythian
alchenus:s and artificers :

METAL DENSITY TABLE
Metal

	

Specific Gravity
VO_ral (Plat_rurn)

	

X1,5

Gild

	

1 P 3
(,told Coin (Ele! :arurn)

	

1".2
Quicksilver, ( .%leicury)

	

13,6
Lead

	

11,3
Silver

	

:0,5
Copper

	

8,9
Bronze

	

8
Brass

	

8 5
Iron

	

7 9
Steel

	

' 8
Tin

	

7 3
Zinc

	

" 1
Antimony

	

6,?
ilrsen :c (Gray l

	

. . :
Arsenic (Yellow)

	

2,0
Note: Fresh Water ha

	

s S G, of

E
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SIGHT OF ENELDIR (I)
A spell to detect/identify metallic minerals, The caster

declares a specific metallic mineral and learns the direction
to the nearest (single) "good source" within CSI x 500 feet,
With CS, the caster also learns the distance to the source .

Good sources vary at GM discretion, A small amount
of refined metal in close proximity is more noticeable than
a large deposit of ore a hundred yards away, Although the
spell ignores any Focus through which it is cast, it may
detect a companion's sword,

Duration : None

Harnmaster

Bonus Effects
CML 70+ Caster may narrow the direction of the

search, such as to ignore everything behind the
caster, or search only in a cone within 20 degrees
of true north, etc.

Note : This spell has been used more than once to determine
the ,size of c, ner! -hy person's ,mo±reypurse,

Time : l5-CSI minutes (Trance)
Range : CSI x500 feet

WARD OF SIRIK (I)
An enchantment to temporarily protect a wholly

metallic object from physical damage, The enchantment
lies dormant until it is invoked or its Duration expires. The
Ward is invoked by the first event which could cause
damage to the object, such as a weapon damage check,

A weapon enchanted with Ward makes at 2d6 (instead
of 3d6) damage check when required, Once invoked, the
enchantment is dispelled (it only works once). Touch is
required to lay the enchantment,

Bonus Effects
CML 50+ Enchantment will work on mostly metallic

object .
CML 70+ Enchantment is not lost upon its first

invocation, The spell gives 3 charges (MS) and 6
charges (CS) . It will then work until all charges are
expended, or until Duration expires,

Time : 15-CSI rounds
Range: Touch

Duration : CSI minutes
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ASPECT OF TARUS (II)
An enchantment which transforms the surface of a

wholly metallic object into another metal. The enchantment
is fragile, and, because it only places an extremely thin
veneer, "transformed" objects will not pass more than a
cursory inspection, Scratching the object, even with a
fingernail, removes some of the plating, With CS, adhesion
is better, and the observer has to scratch with an object
harder than the plating metal to reveal the solid metal
underneath .

With the basic enchantment, the transformation can
only be to a lower-density metal (e .g ., from lead to copper) .

Aspect of Tarus cannot be combined with any other
enchantment.

The maximum weight of the object is CSI lbs. The
caster must have a minimum one-ounce seed of the plating
metal, but the seed is unaffected by the enchantment,

Bonus Effects
CML 80+ Transformation may be from any metal to

any other metal, meaning lead can be plated to
look like gold,

Time : 15-CSI rounds
Range: Touch

Duration : CSI hours
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TEMPERING OF PYTAMA (II)
An enchantment to increase the Weapon Quality of a

wholly metallic weapon . With success, WQ is increased by
one (MS) or two (CS) . Tempering of Pytama cannot be
combined with any other WQ-increasing spell, and cannot
be laid more than once on the same weapon,

The enchantment is a minor artifact power and
"occupies" no Ego. See: TREASURE L4 .

The Duration is Permanent if the power is installed
when the weapon is forged; otherwise, the Duration is
Indefinite,

CML 70+ Enchantment may be laid upon a mostly
metallic weapon,

Time : 15-CSI hours
Range: Touch

Duration : Indefinite/ Permanent (see above)

Bonus Effects

Harnmaster



~IktIC'~

An enchantment which causes a wholly metallic object
to resonate and grow warmer. This makes the object
difficult to use and justifies an immediate Special Penalty of
at least 20, With CS. the caster mcty cause the object to
shatter which terminates the enchantment, The object
cannot weigh more than CSI lbs.

Bonus Effects
CML 70+ Erichantrnent may be laid upon a mostly

metallic object .

Harnmaster

ANVIL, OF PYTAMA (III)
A minor artifact power installed in a wholly metallic

weapon to increase its Impact, It cannot be combined with
any other enchantment,

Successful installation increases the weapon's Impact
in all aspects by one (MS) or two (CS),

The Duration is Perrnarnent if the power is installed
when the weapon is forged : otherwise, the Duration is
Indefinite,

Bonus Effect
CML 60+ Enchantment may be laid upon a mostly

metallic weapon,
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Time : 15-CSI seconds Time: 15-CSI hours
Range: CSI hexes Range: Touch

Duration : CS] minutes Duration : Indefinite/ Permanent (see above)



FIST OF KUHAN (IV ;
A self-enchantment which infu, cs one of

hands (or feet) with
Jrnorvi essence, causing it
to have the same impact
and toughness as a mace,
The impact is determined
by the caster's Strength .

Strength
01--07
08-13
14+

Weapon Quality is equal to the caster's Endurance, If'
the "mace" fails a weapon damage check the enchantment
is dispelled,

The caster's Unarmed Combat ML is used to fight with
the "mace," The hand/foot "stiffens" only as it strikes or
blocks ; the test of the time it behaves like an ordinary
hanclAoot. The skin of the hand/foot affected assumes a
slight blue-black color while the enchantment is in place,

Note: The martial arts svstem taught by the Jrnorvi makes
extensive use of this enchantment, Jrnorvi often don leather
gloves in a combat situation to disguise the enchantment,

Bonus Effects

CML 70+ Effect may be extended to both hands, or
both fcct, or one hand and one foot,

CML 80+ Enchantment may be laid upon a willing
recipient, Touch is required,

CML 90+ Subject may, by using fingers . achieve
Point impact (equal to Blunt Impact),

Time: 25-CSI seconds
Range: Self/Touch at CML 80+

Duration : CSI rounds
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FORGE OF OBRAS (IV)

(7 .3) . but not Quicksilver (13 .6) to Lead (11,3),

Purity of the source and target metals remain constant .
If a seed sample of the target metal is unavailable, reduce
EVIL by 30 .

Time: 15-CSI hours
Range: Touch

Duration : Indetinitc

Bonus Effects

CML 50+ Enchantment may be set to dispel] at a
particular time,

CML 60+ Enchantment may be used to halve (MS)
or eliminate (CS) impurities from a sample (this
results in shrinkage),

CML 90+ The target metal can be denser (up to one
point) than the source metal,

HarnMaster

the caster's An enchantment to change up to CSI pounds of a
source metal into a less dense target metal, This is a long,

Impact laborious process. A tnetalsmith's forge and tools are
5ISlunt , required to work the metal throughout the casting time,
6 Blunt The target metal must have a lower specific gravity
8 Blunt j than the source metal, and the difference cannot exceed

two points, Hence, it is possible to change Steel (7,8) to Tin



1 HANAb1N'b WARD (V)

An enchantment to increase the protective value of
wholly metallic armour by adding Enchantment Levels, each
of which reduces the impact of any strike by one.
Enchantment Levels on armour must be carefully noted .
Tharasin's Ward cannot be combined with another
enchantment, and each separate piece of armour requires
anntium cr3°;tin ;

CSI MS CS
0-5 +l +1
6--8 + 1 +2
9 +2 +3
10 +2 +4
11 +3 +5
12

	

+3

	

+6

	

The Duration is Permanent if
the enchantment is laid when the

armour is forged : otherwise, it is Inde/finite.

CML 70+ Enchantment may be laid upon mostl,v
metallic armour,

Time : 15-CSI hours
Range: Touch

Duration : Indefinite/Permanent (see above)

Harnmaster

The number of Enchantment
Levels added to the armour
depends on the CSI of the caster
and success level achieved,

With ME no enchantment
gained, With CE the armour
destroved.

Bonus Effect

is
is

LSAKL'5 CLUAK (VI)
A self-enchantment which toughens the caster's skin to

protect like plate armour, except where skin is absent such
as the eyes or any open wound, The enchanted skin stiffens
as the caster is struck but otherwise retains its normal
qualities, The skin assumes a slight blue-black color while
the enchantment is in place.

The enchantment is active only when the caster is
struck by a weapon and does not allow the wearer to strike
with an iron fist,

Bonus Effects
CML 60+ Enchantment may be laid upon a willing

subject. Touch is required,

Time: 15-CSI seconds
Range: Self/Touch at CIVIL 60+

Duration: CSI minutes
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Fyvrian mages employ life symbols as foci,
including wooden staves and wands, bags of earth,
and living plants or animals, A Fyvrian mage has :r

respect for life and a profound understanding of' the forces of life .
Fyvrians find the sterile and linear forces of Lyahvi to be at

odds with their magic, They also find it difficult to affect ethereal
creatures .

Fyvrians divide all living entities with a physical body into
three, mutually-exclusive categories :

Person: A living entity whose species is capable
of self-awareness and feeling (sentient),

Animal: A non-sentient living entity
Plant: A non-sentient living entity composed of
vegetable matter,

Some Fyvrian spells can affect Plants and Animals, but cannot
affect Persons, and vice versa.

	

I,
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yvria is the magic of' the fertile earth whe-e life
;warms and of the universal cycles of growth and
decay that underlie the natural world,

Harnmaster



BALM OF GRESAN (I)
Allows a person or animal touched by the caster to heal

faster. Balm of Gresan may be used only once per
injury/ailment . The effect is to immediately provide one
Healing roll .

The basic spell cannot restore blood loss, and will not
work on infected wounds, The spell does not remove
fatigue,

Harnmaster

Bonus Effects
CML 60+ Balm now works on infected wounds .
CML 80+ Caster may restore one blood loss point,

CML 90+'Pouch no longer required,
Range is CSI hexes.

Time : 25-CSI seconds
Range : Touch/CSI hexes at CML90+

Duration : One Elcaling Roll

FIGURE OF AESTRAS (I)
An enchantment which causes a single plant to grow in

a particular configuration, The enchantment could, for
example, be used to shape a t! -cc to look like a person, or,
with multiple castings, to make a row c;f bushes weave
themselves into a tight hedge/wall .

The enchantment does not speed growth, The
enchantment only works on a plant that is alive, Multiple
castings are generally necessary because of the short
Duration,

CML 60+ Enchantment may be laid upon an animal,
It can only work, however, when the animal is
growing, Multiple castings are nearly always
necessary to achieve noticeable results,

Time : 15-CSI hours
Range: Touch

Duration : CSI x10 days

Bonus Effects
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VERDANT HAND (II)
Accelerates the natural growth of any living thing

touched by the caster, The rate of increase is L00 (MS) or
300 (CS) times normal, Mature size does not change, just
the time spent growing.

Verdant Hand cannot induce growth in things which are
mature (fully grown), Dispelling the enchantment stops the
accelerated growth, which then continues as normal,

Bonus Effects
CML 60+ Touch no longer required .
Range is CSI hexes.

Time : 25-CSI seconds
Range : Touch/CSI hexes at CML60+

Duration : CSI days
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HAND OF ILIAM (II)
An enchantment which prevents one injury/ailment

from infection, or from getting worse if already infected,
The enchantment does not promote healing, but stabilizes
the patient for Duration, Touch is required . The basic
ea-:nantment cannot halt blood loss,

Bonus Effects
CML 60+ Enchantment may be used to stop the

flow of blood from one bleeding wound, After
Duration, the bleeding resumes at its previous rate.

CML 80+ Enchantment may be simultaneously laid
on all injuries/ailments of a person/animal .

Time : 25-CSI seconds
Range: Touch

Duration : CSI hours

a
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An enchantment which causes wood to temporarily
expand, primarily across its grain . The caster may select an
amount of expansion from L0 (small) to L0 :- (large), Touch
is required, FM I, is modified by the Age of Wood :

Age of Wood

	

EMLModifier
Living Wood

	

0
Green Wood

	

-10
Seasoned Wood

	

-20

The enchantment is most often used to seal or open
doors, seal leaky hulls, etc. A small expansion jams a door
solidly, and a large one can destroy either the door or its
frame, When the wood returns to its normal size, it has
usually been weakened,

Bonus Effects
CML 50+ Touch no longer required,

Range is CSI hexes.

Time: 25-CSI seconds
Range: Touch/CSI hexes at CML50+

Duration : CS] hours

Harnmaster

Reduce chosen attribute by I 1+adef+nirely.

Reduce chosen attribute by 1 for one day,
Reduce chose: attribute by I for one hour,

Bonus Effects
CML 50+ Enchantment may be laid upon a willing

recipient, Touch is required,

CML 60+ Touch no longer required,
Range is CSI hexes,

Time: 25-CSI seconds
Range: Touch./CSI ilexes at CML60+

Duration : CSI min.aes
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A self-enchantment to temporarily increase one of the
caster's physical attributes (Strength, Stamina, etc.) by one
(MS) or three (CS) . The enchantment cannot be combined
with another attribute-enhancing spell (even itself},

The MLs of skills based on the chosen attribute are
raised by five times the attribute increase, If the skill has the
attribute in its SB twice, its ML is increased by ten times the
attribute increase, For example, if a one-point enchantment
is laid upon Agility. Climbing is increased by 5 and
Acrobatics is increased by L0 .

With CF the subject rolls 1d10 for aftereffects which
are treated as a Fyvrian/III enchantment for the purpose of
dispelling, etc.
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Causes a person or anima: to fall into a deep slumber
that promotes healing, The subject must be touched by the
caster in order to lay the enchantment, Dream of Guiega
cannot be a self'-enchantment .

If cast successfully, a victim (unwilling subjec() tests
14d1x5 to deter-minc the effect of the enchantment, A willing
subject chooses N.-;F or C1-%

Test

	

Effect on Victim
CF
MF
MS

CS

DREAM OF GALEGA (IV)

Falls asleep for 2d6 hours
Falls asleep for 1d6 hours
Drowsy to? - l d6 rounds !;--10 Special Pena ty)

UnatfeCted

The

	

subject

	

makes

	

one

	

hea in-

	

roll

	

for

	

each
injury/ailment/disease (as applicable) per hour asleep .

The enchantment may no: be cast on the same subject
more than once per day

Bonus Effects

CML 70+ Touch no longer required .
Range is CSI hexes,

Time: 25-CSI seconds
Range: Touch/CSI hexes at CML70+

Duration: See table above
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VINE OF ALGCIINAS (IV)
An enchantment which causes rapid, excessive growth

in vines touched by the caster, A small plant can grow to a
volume of L,000 cubic feet of tough. tangled vines in the
first ten seconds of Duration, The vines rot rapidly after
Duration expires, shrinking to one cubic foot of organic
compost within one minute,

Bonus Effects

CML 60+ Touch no longer required,
Range is CSI hexes,

Time: 25-CSI seconds
Range: Touch/CSI hexes at CML60+

Duration : CSI minutes
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iii tilivl<r111~0 wt fil -1HikI k il j

An enchantment to restore a small portion of a dead
creature's animus, which can, to a limited degree, be
controlled by the caster, This is a kind of necromancy to
produce a zombie, Touch is required,

The basic enchantment activates the corpse's
metabolism to a small degree (perhaps the vocal chords
and memory of a dead human), but it is not possible to
make the cadaver move under its own power. With the
example given, the corpse could be asked questions and
made to talk about its past life or events in its "view," but
corpses are not very intelligent and will not volunteer
information .

The effects depend on the condition of the corpse (the
more recently dead, the better) .

Bonus Effects
CML 70+ Zombie may be ordered to move within

reasonable limits for body condition, For example,
a just-slain body may be made to fight, but a
skeleton cannot perform any activity requiring
muscles, Control requires ongoing concentration
and cannot be attempted beyond line of sight .

Time : 15-CSI minutes
Range: Touch (castl : Line of Sight (control)

Duration : CSI

Harnmaster

PASSAUL VIr k-HABAR (VI)
A self-enchantment to allow the caster to "ooze"

through stone, earth, or wood, but not forged metal or
enchanted objects, With the basic enchantment, only the
caster's naked body is affected,

Speed of penetration varies according to the
substance, and is expressed as a percentage of the caster's
Move attribute:

Earth 50% Move
Wood 25% Move
Stone

	

L0% Move

The obstacle must be traversed before Duration
expires or else a character may be buried alive, Entities
undergoing Passage of Chabar are often unnerved by the
experience,

CML 50+ Enchantment may include organic
materials (such as clothes).within one foot of the
caster's skin .

CML 70+ Enchantment may include up to CSI living
entities in physical contact with the caster.

Time : 15-CSI minutes
Range: Self!7,uch CSI subjects at CML70+

Duration : CSI r ; uJ :c;-:

Bonus Effects
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An Odivshe focus is a bowl, cup, or other item
which can hold water and/or ice, However, it acts

as a focus on1v when filled with its element,

divshe is the magic of water and darkness, the
opposite of fire and action . Odivshe mages are
sometimes called the wizards of gloom.

The Odivshe also manipulate Fthereal Water which is easier to
manipulate than mundane water.
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Ethereal Water
This "substance" takes a variety of forms,
but is thinner than mundane water, and
sometimes invisible, Ethereal water has
been described as an .'icy paaor that robs
away the breath and drowns the very stirit
with its dark, clinging gloom," It takes
about twice as long to drown in ethereal
water, although this is small comfort to
those who have the experience Ethereal
water is easier to walk through, but more
difficult to swim in (double fatigue),
Ethereal water affects ethereal creatures in
the same way that mundane water affects
mundane creatures, Ethereal water will
also quench ethereal fire,

t
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AZUKL r1AI'IL) (I)

An enchantment to gently reduce the temperature of
an object, It works best on objects with high proportions
of water such as organic creatures, Azure Hand is a good
treatment for sunstroke and can deaden pain . Touch is
required .

Effects vary according to the subject's health and
condition, In general, Azure Hand allows an immediate
bonus Healing Roll (see : PHYSICIAN 2),

Bonus Effects
CML 70+ Victim may be made to suffer frostbite of

impact : ld6 (MS) or 3d6 (CS) to the body part
touched, Impact is reduced by armour or clothing .

Harnmaster

POWER OF VALDAN (I)
An enchantment to increase the buoyancy of any living

entity touched by the caster that works by making its
subject partially ethereal .

The effect is to double SwimmingML for Duration, With
the basic enchantment, the subject's weight cannot exceed
that of the Last

CML 50+ Touch no longer required .
Range is CSI hexes.

CML 70+ Subject can be up to two (2) times the
caster's weight .

CML 90+ Subject can be up to CSI times the caster's
weight,

Bonus Effects
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Time : 15-CSI seconds Time : 15-CSI seconds

Range : Touch Range : Touch/CSI hexes at CML50+

Duration : None Duration : CSI x 10 minutes



CHALSA'S SPONGE (II)
A self-enchantment to retain moisture, Chalsa's Sponge

inhibits the loss of bodily fluids such as sweat. tears. and
urine,

Sponge reduces the need for water by half, but does not
affect thirst, Thus . i t can be used to help traverse a desert,
but not comfortably,

The effect increases or decreases by environment at
GM discretion, A subject in the hot sun requires more water
than one in the coo: shade,

Duration: CSI days
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Bonus Effects
CML 60+ Enchantment may be laid upon a willing

recipient, Touch is required,

CML 80+ Caster has the option to eliminate thirst .

Time : 35-CSI seconds
Range: Self/Touch at CML60+

Duration : CSI mMutes

SHADOW OF YANAR (II)
A spell to create a sphere of darkness centered on ti,e

caster's head or focus, The darkness is mobile: and will
move with the caster,

The spell creates total darkness only where there is
already poor illumination . In full daylight, the spelt only
creates a slight gloom, The intensity increases with CS,

The radius of the sphere is CSI hexes. The caster is
able to see perfectly in the darkness, This spe''! can be used.
to neutralize an equivalent light-producing spell .

Bonus Effects
CML 60+ The sphere may be fixed in space,

allowing the caster to move outside its radius,

CML 80+ The sphere may be rooted on a subject
within CSI hexes, The subject is affected by the
darkness/gloom .

Time : 35-CSI seconds
Range: Self/CS1 hexes at CMI.80+

Harnmaster



Causes a cone of cold air to emanate forward from the
caster (who is unaffected), The affected area is an
equilateral, sixty degree cone . The Frost Impact of the blast
is determined by distance, The following table shows Frost
Impact with MS, Add I de for CS,

BREATH OF DHIVCI (l1I)

Time: 25-CSI seconds
Range: See Table above

Duration : Negligible

HarnMaster

Bonus Effects (None)

Example: A caster with Odivshe CSI 8 has effective ranges
of Short 1-4 hexes, medium 5-8 hexes, and Long 9-16 hexes,
Achieving 1WS art a target at range 5 hexes (Medium Range)
gives Frost Impucl of 8+2d6 t8+3d6 with CS), This impact
applies to 1d6 randomly generated body parts.
The effect is achieved by using ethereal ice to rapidly

condense atmospheric moisture, If the air is very humid,
this can produce spectacular visual effects, Since the spell
condenses almost all the moisture in the air, it has little
effect if used the same day in the same vicinity,

MOUTHNfHAL (III)
A self-enchantment which enables the caster to

breathe water, but not air,

Bonus Effects
CML 60+ Enchantment may be laid upon a willing

recipient, 'Ibuch is required,

CML 80+ Subject may breathe *both air and water,

Time: 15-CSI minutes
Range : Self/Touch at CMI,60+

Duration : CSlhours

,c~ N, Robin Crossby, 199?

Short CSI - 2 hexes CSI +3d6
Medium CSI hexes CSI +2d6
Long CSI x 2 hexes CSI +Id6



PALL OF VESHEL (IV)
Causes a dark, icy fog to rise from the caster's mouth,

The cloud extends CSI hexes horizontally from the caster
and is CSI feet deep, Within the cloud, J visibility is zero,
except the caster is unaffected,

The cloud drains ener y from those it touches,
inflicting Fatigue arid causing a shock roll, For each round
of exposure . a victim tests Endurance: the test-multiple
depends on casting success and the victim's Immersion, A
victim whose mouth/nose are within the cloud for (most of)
a round is Fury Immersed, This is determined by
cornpa!-ing the victim's height ",ti-ith the depth of the Pall .

Pall demands concentration for- Duration : the caster
must remain still, On termination, the cloud dissipates in
tV;o rounds

Pall Success

	

Fully Immersed Partly Immersed
MS

	

Test END x2

CS

	

-Vest IND x 1

	

Test END x2

Test

	

Effect on Victim
CF

	

Victim accrues two Fatigue Levels And then
make :: a shock ! -call,

MF

	

Victim accrue; one Fatigue I .evel and then
makes a shock roll,

MS

	

% ICtim una:fec ".ed

CS

	

`V%ctim ur-iafle:, :ei,

CML 50+ Caster may move up to two (2) hexes per
round . The cloud moves with the caster,

CML 60+ Caster may move the cloud by itself up to
2 hexes per round in line of sight : it must adhere to
the surface .

Time : :?5 CSI seconds
Range: CSI Hexes

Duration : CSI ri-nds
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Bonus Effects

Test END x4

Duration : CSI rounds

CURSE OF BALRIN (IV)
A spell which engulfs an area in ethereal water, The

water, centered on the caster, has a maximum volume of
CSI x100 cubic feet, Hence, at CSI 5, the maximum volume
is 500 cubic feet . Within the volume limits, the caster
controls the amount of water,

The caster, who is immune to the effects, can
move/swim away, but the ethereal water remains fixed in
space f%or Duration, then flows away (regardless of
drainage) in about ten (L0) seconds.

Bonus Effects
CML 70+ Caster and up to CSI other living entities

(touched) may be excluded from the effects of the
ethereal water.

CML 80+ The volume may be centered on any
Odivshe object within a Range of CSL hexes,

CML 90+ The volume is no longer fixed in space,
but can (if desired) now move with the caster. or
with the object on which it is centered,

Time : 15-CSI rounds
Range:

	

Self/CSI hexes at CML80+

Harnmaster



FIGURE OF AUMOS (V)
A self-enchantment which causes the caster to turn to

water and flow away, The conversion to water takes
the first ten econds of Duration, While enchanted, the
caster is unconscious. and acts as normal water except the
entire volume rernains contiguous,

The caster reassembles after 6d6 days (NIS) or 2, d6
days (CS) most often in a lake or sea, The caster's
possessions and clothing are left behind,

Bonus Effects
CML 70+ F:whantnlcnt n-iay be laid upon a willing

iecipie:u TcAICII is reiartii :-d

CML 80+

	

be laid 1.11)011 LM

Wrwillirr~; vtcaim Vcllk ;r test against ~N`ill x
( .''V1S casting) or 1:': : :I :;l% iCS casting) . Touch :>
required,

Time: :75-CSI seconds
Range:

	

Self/Tc}tuch at CNIL: `t-

Duration: il :v,s 2dh

Time: 15-CSI rounds
Range: CSI hrxe ;

Duration : CSI :riini tcs

HarnMaster

FIEND O} ,	L)OM(VI)
A spell which creates an elemental fiend in a body of

water within CSI hexes, The size of the fiend is CML cubit :
feet (or the volume of the water, whichever is less), Fach
fiend is tmique and its capabilities are left to GN'1 discretion,
Usually t :1(' s:)cll summons a water elemental from the
Odivshe elemental plane.

The fiend is semi-intelligent (INT : 1d4, AUR:3d4,
WIL. 3d6) and capable of following simple orders, It is
controllable by the caster with a CS ,tasting or by winning
or tying a Mental Conflict, If uncowro::ed. it will act at GGl
discretion, either departing (50"-� chance) or indulging in
wanton destruction, Control demands concentration on the
part of the caster,

The fiend is able to leave its parent body of water and
move slowly (N-10V ld6), It can smash against solid objects
with a blunt impact of ld6 per CSI (CSI 7 = 7d6), If the
fiend strikes a living entity, this impact is allocated to ld6
randomly generated body parts, Armour/clothin ;c, reduce
Impact .

After Duration, the fiend loses cohesion over a few
rninules . becomes ethereal, and flows away_

Bonus Effects (node)
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avorya is the magic of mind and spirit . the most
esoteric of the convocations, Savoryans deal with
intelligence, meaning, knowledge. and psionics .
They believe their convocation is the most
important of the Shek-Pear because knowledge,
they claim, is the greatest of all weapons,

Savoryan foci include inkpots . quills, runestones . scrolls, and
tarot cards. Paintings. drawings, or embroidered tapestries also
serve as foci . Their foci cannot incorporate metal; and Savoryan
spells are difficult to cast when dealing with elements of the .lrnorvi
convocation,
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Written Works
fvlalr : 1-,',,,,, ;r 1, ,r: spelt; deal vdth written
ninth r, F',il, crx

	

xk "c : ; "d bv the

WRITTEN WORK
CONDITION TABLE

Condition EML

Fair

	

+0
Poor

	

-;15

vel v Pcw

	

-10
Rigger!

If a written work is Rigged, such as cu ,-sed
or encodes, the GX1 ,fvdues only the
v.-wk'., aoparent condition, Casting a

a - ; : :r :1p* 1

	

_?n a Ri,-ged wcrk cr,n (Gn'1
] i -'-C] W)1%) .'i :'. ;UJ .I : tal ddt0n1dtlc 1-ltStlre,

Self-Enchantments
'%ai~fires 'with Savorvaa scit-enel,antmen :s
are particularly dangerous_ Timperin

	

with
a nti :ui whic :I is itseV involved in
:pel:cast:ng tens :o promote the wildest
krrrtl I&IUle', Ot cou ":,e, savoryan spells
ran also prodt. ::e some inleresting misfires

Harnmaster



PERFECTION OF SIF (I)
A self enchantment to increase the effectiveness of

Eyesight, Hearing, or Smell. The caster selects one sensory
attribute and then casts the spell, MS increases the chosen
attribute by 1d6, CS by 2d6,

The MLs of skills based on the chosen attribute are
raised by five times (5x) the attribute increase, If the skill
has the attribute in its SB twice, its ML is increased by ten
times (10x) the attribute increase, For example. if a +4
enchantment is laid upon Smell. Tracking is increased by 20
and Brewing is increased by 40,

These sensory benefits exist for Duration, Each time
the spell is cast (or maintained) the subject rolls 1d6 for
af'teref'fects, Any attribute changes are permanent (cannot
be dispelled),

Reduce chosen attribute by one (-I)
No aftereffects
Increase chosen attribute by one (+L)

Bonus Effects
CML 60+ Enchantment may be laid upon the mind

of a willing recipient, Touch is required,
CML 80+ Enchantment may be laid on Aura,

VIOLET EYE (I)
A self-enchantment for divination, The enchantment

allows the caster to ask one yes/no question of the GM
(simulating the character has divined the answer), The
enchantment never reveals arcane secrets, and cannot
predict the future,

The success roll is always made secretly by the GM,
With MS, one piece of good information is learned, With
CS : more detail is provided, CF causes the GM to mislead
the caster, but does not normally cause misfire,

Bonus Effect
CML 60+ Caster may ask the GM a more complex

question such as, "Where's the nearest town?"
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Time: 35-CSI seconds
Time: 15-CSI minutes (Trance)Range: Self/Touch at CML60+
Range: Self

Duration : CSI hours Duration : One Question



ARON'S THOUGHT (II)
An enchantment which inserts one idea/thought into

the mind of a subject touched by the caster, EML is
modified according to the caster's familiarity with the
subject as follows :

Close Friend : +0
Acquaintance : -5

Stranger : -L0

The effect of the enchantment depends on the caster's
success and the subject's Will test to resist . Although it is
probably impossible to convince someone to kiss a fire
dragon, it may well be possible to convince someone that
the best way to escape a pack of hungry Vlasta is to stare
them down .

With a successful casting of Aron's Thought, the subject
tests Will x5 (MS) and Will x2 (CS), Results of the test are:

CS : Subject rejects the idea and suspects the attempt
at mind persuasion,

MS: Subject is uncomfortable and rejects the notion
as a "dumb idea",

MF : Subject accepts the idea, provided it is not
obviously stupid or life threatening,

CF : Subject believes the idea to be completely
original and clever.

Special Bonus 1 : A caster with Telepathy adds that
psionit talent's SI to EML.

Special Bonus 2: A subject with Sensitivity may test
that talent instead of Will,
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Bonus Effect
CML 60+ Pouch no longer required .

Range is CSI hexes,

Time : 25-CSI seconds
Range: Touch/CSI hexes at CML 60+

Duration : Inserting one idea

3

Duration: CSI minutes

GALRA'S ENHANCEMENT kI l

A self-enchantment laid upon the mind to increase (for
Duration) the EML of a designated psionit: talent by 25 ':
(MS) or 50°.'u (CS), The basic enchantment cannot be used
to stimulate a dormant psionit talent,

Although most psionit talents are Savoryan in nature,
three require a convocation modifier to EML :

Bonus Effects

Time: l5-CSI minutes
Range: Self/Touch at CML50+

CML 50+ Enchantment may be laid upon the mind
of a willing recipient . Touch is required,

CML 70+ Enchantment reveals any dormant psionit
talent(s). This enables the caster/subject to
subsequently use and develop the talent,

CML 90+ Enchantment may be used to permanently
stimulate a designated psionit talent, The effect is
to give bonus Skill Development Rolls:

MS = 1 bonus roll
CS = 3 bonus rolls

Each bonus roll inflicts one (1) fatigue level on the
benefactor, regardless of success or failure,

Harnmaster

Disembodiment Lyahvi 10
Healing fy-vri a -:: 0
Pyrokinesis Peleahn



LOTH'S KEY (III)
A self-enchantment which allows the caster to read a

document written in unknown languages/scripts, With the
basic enchantment, the caster must know the script, EML is
affected by the condition of the document (see SAVORYA 1) .

The spell creates a special relationship between the
caster and one written work : this relationship cannot be
extended to include other written works or readers, A
separate casting is required for each written work,

Each page is presumed to take one minute to read . The
caster cannot talk or write (translate) while reading,

Special Bonus: A caster with Psychometry adds that
psionic talent's SI to EML.

Bonus Effects
CML 70+ Caster may write/speak a translation of

the work,
CML 80+ Caster need not know the Script to read

the document .

CML 90+ Duration is extended to allow the caster to
read the entire document,

Time : 15-CSI minutes
Range: Touch (written work)

Duration : CSI minutes (pages)

Harnmaster
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ORDEAL OF FRIDA (III)
An enchantment which stimulates a phobia, mania, or

any psyche complex in a subject who must be touched
sometime during the casting,

With success, the subject's most acute psyche attribute
(if any) may be stimulated, This depends on the success of
the caster, and the subject's Will :

If the subject rolls MF on the Will test, the effect is to
increase (for Duration) the severity of an existing disorder
by one level, such as from Dormant to mild, or mild to
moderate. A victim with Moderate cynophobia, for example,
may now see wild dogs where only cute puppies exist,

Any Will test resulting in CF also gives the subject a
permanent, dormant, randomly-,generated psyche attribute
using the Mental Disorder table (CHARACTER 1L) . Any
misfire on Ordeal may give the caster a Mental Disorder,

The enchantment does not identify or confirm a
subject's Psyche attribute, Only the victim is aware of the
stimulation,

Special Bonus: A caster with Telepathy adds that
psionic talent's SI to EML.

CML 50+ Touch no longer required,
Range is CSI hexes.

CML 70+ Spell may be broadcast to include
everyone within CSI hexes of the caster,
The caster is immune to the effect,

CML 80+ Caster may exclude (by touch) up to CSI
individuals from the effect .

Time: 15-CSI minutes
Range: Touch/CSI hexes at CML 50+,

Duration : CSI minutes

Caster Subject
Success

	

Will Test

MS

	

%ti'ill x5
CS

	

`tti'il1 XL?

Bonus Effects

©N. Robin Crossby, 1997



An enchantment intended to force a live
animal 1person :o obey the caster's orders, If the casting is
successful, the victim tests Will x4 (% ;1S casting) or Will x2
(CS casting), Touch is required,

Spirit Block creates a psychic bond between the subject
and the caster, The caster can read surface thoughts and
emotions, direct the subject's physical actions, and ask
questions, Non-sentient creatures cannot answer questions,
Questions must be very simple and specific ; controlled
entities do not volunteer information . The subject must
remain in plain view of the caster, and cannot be directed
to perform strenuous or complex physical activities,

An intense psychic bond is created between the caster
and all affected living entities, Any pain received by an
affected victim also applies to the caster at GM discretion .
The victim has a "vague" recollection of the intrusion after
the enchantment expires.

Special Bonus: A caster with ,Sensitivity or Telepathy adds
the higher talent'" SI to EML,

CML 60+ Touch not required, Range is CSI hexes,
CML 80+ Caster may attempt to repress the

subject's memory of the intrusion, This requires
another successful casting of Spirit Block oeJbre
Duration expires:

CS: [ntrusion forgoiten loermanently,
MS: Intrusion forL7,-!tten i;; 1f nite1y
MF: Repression fails, Intrusion recalled,
CF : Repression fails, Intrusion recalled, Both

:rtr?ies ::Cduire F:? fi :ti<-ue,

Time : 25-CSI seconds
Range : Touch/CSI hexes at CML60+

Duration : CSI minutes

t
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Bonus Effects

JERILA'S ZONE (V)
A spell to create confusion in the minds of living

entities within CSI hexes of the caster, who must remain
stationary throughout Duration,

Each affected entity tests Will x5 (MS) or Will x2 (CS)
to avoid the effect, Those who succumb lose volition, and
stand around helplessly until the spell terminates or is
dispelled, The caster is immune to the effect,

An intense psychic bond is created between the caster
and all affected living entities, Any pain received by an
affected victim also applies to the caster at GM discretion .

Special Bonus: A caster with 7eleparhy adds that
psionic talent's St to EML.

Bonus Effects
CML 50+ Caster may release individuals from the

effect by touching them,
CML 70+ The zone may be centered on a Savoryan

object, The caster may move within the zone which
itself is immobile,

CML 80+ Zone may move with the caster,

Time : 15-CSI seconds
Range: CSI hexes

Duration : CSI rounds

HarnMaster



VEIL OF IROS (VI)
A self-enchantment which causes observers to

perceive the caster as a benign entity or thing of the normal
environment, Veil of Iros is sometimes referred to as an
invisibility spell, but acts on the mind of observer's not on
their eyes, The success of the enchantmen : determines; the
chance of each observer perceiving the tr-ah. 11 one

observer gives the . :Li!

	

others :ctesr ',"It1t :t +L0 l~ott .;s
to see if they:

	

veiiL: c! caster_

Casting

	

Observer Test

'lime : 1 :>-CSI rounds
Range :

Duration :

Harnmaster

A spell to protect a designated secret from discovery
by divining spells and psa}nic tale-its. Carak'.s [' rd cannot
prevent knowledge being <;airied by mundane means, nor
remove inforrrration from someone's mernorv. A ward is
rated at CSI (MS) or CSI t ;; (CS) levels,

Ward level should be mociiticd according to the
number of people who know the secret . This modification is
dynamic and may fluctuate, Hence, if a secret is known by
lhrcu pcrr, :ms ;i Ward i, nnocificc'. -1, If one of them tells a

triend, the Ward is
modified -2, If one of the
tour kills the other three,
the %'yard is now modified
back to +0, The GN.1 is
advised to keep crack of
the Ward level and the
number of persons who
know the secret (at least
in general), Facts known
by more than 128 people
are not secrets and
cannot be warded,

Ward Level
Modifier

CARAK ,S WARD (V11)

Time : 15-CSI hours
Range : n!1:

Duration : 1~!,! ;=unite

ed secret cannot be discovered by arcane
auo,i) until the hVard is removed, Anyone who
Ward's existence may a'.tempt to dispell it . The

original caster is immediately aware of a dispelled ward,

Bonus Effects (none)

F
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MS Attm x': : w t .v t ", .',Jl

CS Aklf .)

Anv :rcti :. , : . in, :he veiled caster that %vould be

People
Knowing

1
consicicrt :ltl inappropriate: causes the nearest 2+
observer Other observers retest if the alarm is 4+
given,

8+

Bonus Effects 16+

CML 50+ [:nchantment may be paid upon a willing
32+

subject Icr. : : :a is rcoirired 64+

CML 70+ Subject mc:%_ .%:!thin reason . interact with 128+

observers A gu<-t]L: it::; tu, for example, perceive
the veiled Jubjt", a.> an ordinary person, such as a A w,-:r

sert or a fellow guard, With a CS casting. the means (divi

subject may be perceived as a superior officer, knows of a
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. . . . . . . . . . . . . . . . . . . . . . Shek-Pvar L7
Grimores

	

. . . . . . . . . . . . . . . . . . . . . . . .Shek-Pvar23
Indefinite

	

Duration . . . . . . . . . . . . . . . . Shek-Pvar 8
Individual Spells

	

. . . . . . . . . . . . . . . . . . Shek-Pvar 24
Instant Spellfire

	

. . . . . . . . . . . . . . . . . . . Shek-Pvar L0
Interruptions

	

. . . . . . . . . . . . . . . . . . . . .Shek-Pvar10
Jmorvi

	

. . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 2
Joining the Shek-Pvar

	

. . . . . . . . . . . . . . Shek-Pvar 6
Journeyman . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 3
Learning Spells

	

. . . . . . . . . . . . . . . . . . . Shek-Pvar L2
¬-yahvi

	

. . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 2
Master

	

. . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 3
hlavari

	

. . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar3
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' Memorization

	

. . . . . . . . . . . . . . . . . . . Slick-Pvar 23
Mentor Bonus

	

. . . . . . . . . . . . . . . . . . . .Shek-Pvar12
Metaphysics . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 4
:Misfire

	

. . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar LL
Music

	

. . . . . . . . . . .

	

. . . . . . . . . . . . . . . . Shek-Pvar 21
Noise

	

. . . . . .

	

.

	

.

	

.

	

. . . . . . . . . . . . . . . . . . Shek-Pvar 21
Odivshe

	

. . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 2
Option Points . . . . . .

	

.

	

. . . . . . . . . . . . Shek-Pvar ?
Peleahn

	

. . . . . . . . . .

	

. . . . . . . . . . . . . . Shek-Pvar 2
Permanent Duration

	

. . . . . . . . . . . . . . . Shek-Pvar 8
Pre-Game Skills

	

. . . . . . . . . . . . . . . . . . . Shek-Pvar 7
Principle . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 4, 9
Pvaric Code

	

. . . . . . . . . . . . . . . . . . . . . . Shelf-Pvar 5
Pvaric Wheel

	

. . . . . . . . . . . . . . . . . . . . . Shek-Pvar 2
Range,,,,,,,,,,, .,

	

. . . . . . . . . . . . . . Shek-Pvar8
Renegades

	

. . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar5
Research

	

. . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar12-15
Research Failure

	

. . . . . . . . . . . . . . . . . . Shek-Pvar L3
Research Fatigue . . . . . . . . . . . . . . . . . .Shek-Pvar13
Research Roll . . . . . . . . . . . . . . . . . . . . .Shek-Pvar L3
Sanctum

	

. . . . . . . . . . . . . . . . . . . . . . . . .Shek-Pvar L0,

	

L2
Satia-Mavari . . . . . . . . . . . . . . . . . . . . . .Shek-Pvar 3
Satia-Mavari Equipment

	

. . . . . . . . . . . .Shek-Pvar 7
Satia-Mavari Skills

	

. . . . . . . . . . . . . . . . .Shek-Pvar 7
Satia-Mavari Spells

	

. . . . . . . . . . . . . . . .Shek-Pvar 7
Savorya

	

. . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar2
Scholium

	

. . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar L3
Shek-Pva :-. Ethics . . . . . . . . . . . . . . . . . .Shek-Pvar 5
Shek-Pvar. Joining . . . . . . . . . . . . . . . . . Shek-Pvar 6
Shek-Pvar. Origins

	

. . . . . . . . . . . . . . . . Shek-Pvar' L
Shek-Pvar. Rank,.,,,,,,,,,,,,,, .,,, SShek-Pvar 3
Shek-Pvar. Skills

	

. . . . . . . . . . . . . . . . . . Shek-Pvar ?
Shenava

	

. . . . . . . . . . . . . . . . . . . . . . . . .Shek-Pvar3
Skill Base

	

. .

	

.

	

. . . . . . . . . . . . . . . . . . . Shek-Pvar 6
Skills Development

	

. . . . . . . . . . . . . . . . . Shek-Pvar L 7
SMPs

	

. . . . . . . . . . . . . . . . . . . . . . . . . . .Shek-Pvar17
Spell Design

	

. . . .

	

. . . . . . . . . . . . . . . . . Shek-Pvar 14
Spell Duration

	

. . . . . . . . . . . . . . . . . . . . Shek-Pva :- 8
Spell EMI-

	

. . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 9
Spell Format

	

. . . . . . . . . . . . . . . . . . . . . Shek-Pvar 8
Spell Tract

	

. . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 13
Spell Treatise

	

. . . . . . . . . . . . . . . . . . . . . Shek-Pvar L3
Spellbinding

	

. . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 22
Spellcasting

	

. . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 9
Spell#ire Timing

	

. . . . . . . . . . . . . . . . . . . Shek-Pvar

	

10
Sunsigns . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 6, 23
Temporary Duration

	

. . . . . . . . . . . . . . . Shek-Pvar 8
Time

	

. . . . . . . . . . . . . . . . . . . . . . . . . . .Shek-Pvar8
Total Release

	

. . . . . . . . .

	

. .

	

. .

	

. . . . . . . . Shek-Pvar

	

1L
Viran . . . . . . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 4
Written Foci

	

. . . . . . . . . . . . . . . . . . . . . . Shek-Pvar 22
Written VVorks (boners)

	

. . . . . . . . . . . . . Shek-Pvar 13
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.inDFxz,
The Phantasms of Lyahvi
Ablarin's Field (1)

	

. . . . . . . . . . . . . . . . . . Lyahvi 2
Aerie's Whisper (1) . . . . . . . . . . . . . . . . . Lyahvi 2
Cloak of Kalaerin (I1) . . . . . . . . . . . . . . . Lyahvi 3
Hlandor's Flash (I1)

	

. . . . . . . . . . . . . . . . Lyahvi 3
Globe of Setath (111)

	

. . . . . . . . . . . . . . . Lyahvi 4
Prism of Gethan (111) . . . . . . . . . . . . . . . Lyahvi 4
Beam of Nolar (IV)

	

. . . . . . . . . . . . . . . . Lyahvi 5
Entora's Mirror (IV) . . . . . . . . . . . . . . . . Lyahvi 5
Maslor's Charm (VII) . . . . . . . . . . . . . . . Lyahvi 6
Vapor of Hirin (VI)

	

. . . . . . . . . . . . . . . .Lyahvi 6

The Powers of Peleahn
Sphere of Shanakar (1)

	

. . . . . . . . . . . . .Peieahn 2
Zyrgin's Heat (I) . . . . . . . . . . . . . . . . . . . Peleahn 2
Aidan's Hastening (1I)

	

. . . . . . . . . . . . . .Peleahn 3
Skin of Lexesh (II) . . . . . . . . . . . . . . . . .Peleahn 3
Eyes of Niyar (II1)

	

. . . . . . . . . . . . . . . . .Peieahn 4
Orb of Zatara (III)

	

. . . . . . . . . . . . . . . . .Peleahn 4
Charachi's Fever (IV) . . . . . . . . . . . . . . .Peleahn 5
Sea of Fire (IV)

	

. . . . . . . . . . . . . . . . . . .Peleahn 5
Bolts of Dag (V)

	

. . . . . . . . . . . . . . . . . .Peleahn 6
Fiend of Hazatai (VI) . . . . . . . . . . . . . . .Peleahn 6

The Artifice of Jmorvi
Sight of Eneldir (I) . . . . . . . . . . . . . . . . .Jrnorvi 2
Ward of Sirik (L) . . . . . . . . . . . . . . . . . . ..Jrnorvi 2
Aspect of Tarus (1I)

	

. . . . . . . . . . . . . . . .Jmorvi 3
Tempering of Pytama (II)

	

. . . . . . . . . . .. Jmorvi 3
Anvil of Pytama (III)

	

. . . . . . . . . . . . . . .Jmorvi 4
Sirik's Cant (III)

	

. . . . . . . . . . . . . . . . . . .Jmorvi 4
Fist of Kuhan (IV)

	

. . . . . . . . . . . . . . . . . Jmorvi 5
Forge of Obras (IV) . . . . . . . . . . . . . . . . Jmorvi 5
Barl's Cloak (VI)

	

. . . . . . . . . . . . . . . . . . Jmorvi 6
Tharasin's Ward (V) . . . . . . . . . . . . . . . . Jmorvi 6

The Forces of Fyvria
Balm of Gresan (L) . . . . . . . . . . . . . . . . .Fyvria 2
Figure of Aestras (I)

	

. . . . . . . . . . . . . . . Fyvria 2
Verdant Hand (1I)

	

. . . . . . . . . . . . . . . . . Fyvria 3
Hand of Iliam (11)

	

. . . . . . . . . . . . . . . . . Fyvria 3
Favrin's Bar (1L1) . . . . . . . . . . . . . . . . . . . Fyvria 4
Power of Sharadorn (II1)

	

. . . . . . . . . . . . Fyvria 4
Dream of Galega (IV)

	

. . . . . . . . . . . . . . Fyvria 5
Vine of AIguinas (IV) . . . . . . . . . . . . . . . Fyvria 5
Animus of Nithri (V)

	

. . . . . . . . . . . . . . . Fyvria 6
Passage of Chabar (VI)

	

. . . . . . . . . . . . . Fyvria 6
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The Quiescence of Odivshe
Azure Hand (1) . . . . . . . . . . . . . . . . . . . . Odivshe 2
Power of Valdan (I) . . . . . . . . . . . . . . . . Odivshe 2
Chalsa's Sponge (L1) . . . . . . . . . . . . . . . . Odivshe 3
Shadow of Yanar (1I) . . . . . . . . . . . . . . . Odivshe 3
Breath of Dhivu (111)

	

. . . . . . . . . . . . . . . Odivshe 4
Mouth of Lathal (I1I) . . . . . . . . . . . . . . . Odivshe 4
Curse of Balrin (1V) . . . . . . . . . . . . . . . . Odivshe 5
Pall of Veshal (IV)

	

. . . . . . . . . . . . . . . . . Odivshe 5
Fiend of Alsai-Dom (VI)

	

. . . . . . . . . . . . Odivshe 6
Figure of Aumos (V)

	

. . . . . . . . . . . . . . . Odivshe 6

The Wisdom of Savorya
Perfection of Sif (I)

	

. . . . . . . . . . . . . . . . Savorya 2
Violet Eye (1)

	

. . . . . . . . . . , . . . . . . . . . . Savorya 2
Aron's Thought (1L) . . . . . . . . . . . . . , , Savorya 3
Galra's Enhancement (II) . . . . . . . . . . . Savorya 3
Loth's Key (111) . . . . . . . . . . . . . . . . . . . . Savorya 4
Ordeal of Frida (III) . . . . . . . . . . . . . . . .Savorya 4
Jerila's Zone (V) . . . . . . . . . . . . . . . . . . .Savorya 5
Spirit Block (IV) . . . . . . . . . . . . . . . . . . .Savorya 5
Carak's Ward (VI)

	

. . . . . . . . . . . . . . . . .Savorya 6
Veil of Iros (Vi)

	

. . . . . . . . . . . . . . . . . . .Savorya 6

The Gray Mysteries
Eye of Kemdal (I)

	

. . . . . . . . . . . . . . . . .Neutral 2
Dispel] (I)

	

. . . . . . . . . . . . . . . . . . . . . . . .Neutral 2
Tongue of Pvara (L) . . . . . . . . . . . . . . . .Neutral 3
Maintain (I)

	

. . . . . . . . . . . . . . . . . . . . . .Neutral 3
Attune (1I)

	

. . . . . . .

	

. .

	

.

	

.

	

. . . . . . . . . . . .Neutral 4
Charge (II)

	

. . . . . . . . . . . . . . . . . . . . . . .Neutral 4
Talin's Eye (II)

	

. . . . . . . . . . . . . . . . . . . .Neutral 5
Jorum (II) . . . . . . . . . . . . . . . . . . . . . . . .Neutral 5
Zyna's Tap (11)

	

. . . . . . . . . . . . . . . . . . . .Neutral 6
Ward (I1)

	

. . . . . . . . . . . . . . . . . . . . . . . .Neutral 6
False Soul (111)

	

. . . . . . . . . . . . . . . . . . . . Neutral 7
Feel

	

(III)

	

. . . . . . . . . . . . . . . . . . . . . . . . . Neutral 7
Well of Anasiron (111)

	

. . . . . . . . . . . . . . Neutral 8
Focus (111)

	

. . . . . . . . . . . . . . . . . . . . . . . Neutral 8
Esten's Mirror (IV) . . . . . . . . . . , . . . . . Neutral 9
Sanctum (IV)

	

. . . . . . . . . . . . . . . . . . . . . Neutral 9
Store (IV)

	

. . . . . . . . . . . . . . . . . . . . . . . . Neutral 10
Will of Kirat (IV)

	

. . . . . . . . . . . . . . . . . . Neutral 10
Gate of Kemdal (V) . . . . . . . . . . . . . . . . Neutral 1L
Mask of Shinjur . . . . . . . . . . . . . . . . . . . Neutral 11
Soul Stealer (V)

	

. . . . . . . . . . . . . . . . . . . Neutral 12
Arwyn's Bubble (V)

	

. . . . . . . . . . . . . . . . Neutral 12
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HarnMaster Errata

CHARACTER
16: (Correction) The guild badge shown for the College of Heralds is incorrect,

The correct badge is shown in the sidebar (right),

18 : (Correction) The Soldier (Legionnaire) occupation should list Heraldry/ 1
instead of Heraldry/2 .

18 : (Omission) The Mercantyler occupation should include Law/ 2,

20: (Correction) The ranges for the RANDOM ARMOUR table are incorrect.
The correct ranges are shown in the table in the sidebar (right) .

23 : (Correction) The CP cost for a scant frame should be -3 instead of -5, and
the CP cost for a massive frame should be +3 instead of +5,

23: (Clarification) If the point-based character system is expanded, a player will
have a single pool of 50 CPs to spend on a character; not two separate
pools of 30 CPs and 20 CPs.

SKILLS
3-4: (Omission) The skills listed entirely in capital letters are the automatic skills,

5: (Clarification) Skill Zones are determined by splitting the success and
failure die ranges in half, See the examples in the sidebar (right),

6: (Clarification) The formula given for the Encumbrance Penalty is intended
for humanoid creatures only, The Encumbrance Penalty for steeds will be
detailed in a future HdrnMasrerpublication,

9: (Correction) In the Grabbing section of the Climbing rules, the success of
the grabbing attempt is determined by testing DEX x 5,

PSIONICS
6: (Correction) The mentalBolt psionic talent should have a fatigue cost of F1,
8: (Omission) The Charm psionic talent refers to a table that is missing from
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01-05
06-07
08-09
10-11
12-15
16-18

Leather
Kurbul
Ring
Scale
Mail & Half-Helm
Mail & Full Helm

Skill Zones (Examples)
Example One: When testing an EML of
80, the Skill Zones are:

01-40 Substantial Success
41-80 Marginal Success
81-90 Marginal Failure
91-00 Substantial Failure

Example Two: When testing an EML of
60, the Skill Zones are:

Harnmaster

Test
CHARM EFFECT TABLE

Effect on Victim

01-30 Substantial Success
31-60 Marginal Success
61-80 Marginal Failure
81-00 Substantial Failure

CF Vir_tim is frozen in ~lace for l0, seconds, anC
Example Three: When testing an EML, . dttaJ"ed .
of 75, the Skill Zones are :

MF Victim is frozen in place for 10 seconds, but maydefend normally if attacked,
MS Victim is not affected 01-38 Substantial Success

CS Victim is not affected 39-75 Marginal Success
76-88 Marginal Failure

89-00 Substantial Failu?e



Errata HarnMaster-
COMBA

3 : (Correction) Theweight of a Knight Shield should be five (5) lbs .
4: (Correction) The body parts covered by a Quilt Cowl should be : Sk Nk .

13 : (Correction) The second sentence describing the Flammable Armour
optional rule should read : IfArmour is ignited, the victim takes aMI (Cloth) or
S2 (Quilt) burn injury for the next three Combat Turns, unless the fire is
extinguished.

14 : (Omission) The effects of striking limbs other than arms or legs is
determined as follows:

Wing strikes are treated the same as elbow strikes,
Tail strikes are treated the same as calf strikes, except that a stumble
roll is not required for most creatures (GM discretion),
Tentacle strikes are treated the same as forearm strikes,

If the Limb Injuries optional rule is in use, a wing/tail/tentacle is rendered
unusable if it receives a grevious injury,

PITY-SiCIANN'
3 : (Clarification) Neither the Universal Penalty nor the Physical Penalty are

applied to rolls made on the Healing Tables,
3 : (Correction) Bleeder: If total Bloodloss BPs exceed (not equal) END, the

victim dies .

CAMPAIGN
No Changes,

TREASCRF
4: (Correction) The third sentence in the description of Kargele (a healing

potion/elixir) should be replaced with : Apatient who eats the leaves and seeds
willfall into a deep sleepfor 20-50 hours, While asleep, the patient receives a 20
point bonus to Healing rollsfor all injuries.

BESTIARY
2 : (Correction) The INTAURWIL for a Gargu-viasal should be 1L 07 11,

2 :(Correction) The INT Attribute for dogs should be ( " ) .

INDEX
4: (Correction) The Shock Effects and Shock Recovery entries should refer the

reader to SKILLS 22 instead of COMBKr 14,

CHARACTER SHEET
(Omission) The character profile should have the automatic
Communication skill Intrigue listed,

Harnmaster

Wing, Tail, and Tentacle Injuries
(Example)
Seven points of blunt impact to a
creature's wing causes an S2 injury and a
fumble roll (if the wing is able to carry
something),

The same impact to the creature's tail
causes an M1 injury. A stumble roll is
made at GM discretion : some creatures
depend on their tail for balance, at least
partially. An example would be a Vlasta .

The same impact to the creature's tentacle
causes an M1 injury and a fumble roll (if
the tentacle was holding something),

Our thanks to J. Patrick McDonald and
Denis Ricard for their extensive help in
assembling this errata,
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