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Introduction

1.0 INTRODUCTION

The Rolemaster Companion 111 (RMCI11) is the third of a collection
of optiona rules and spell lists for the Rolemaster fantasy role playing
system. Optiond is the key word here; a Gamemaster should carefully
examine each section of material before using it in hisworld or campaign.
Thismaterid runsthe gamut from play aidsthat simply make the standard
gamemechanicseas er to handletovery high powered spellsand optional
rules. Most GMs should not and will not use everything inRMCIII; there
isjust too big adiversity in styleand power level. Carefully examine each
section of material before using it in your world or campaign.

The RMCIII includes awide variety of material because different role
players want different things from arole playing system. Some GMs run
alow powered tightly structured game; such GMs probably find that much
of the material in this product will not be appropriate for their game unless
they modify and experiment with it. At the other end of the spectrum, some
GMs run a high powered or loosely structured game; such GMs will
probably use most of the material in this product and modify it and extend
it and wish that there were more 75th level spells. Most GMs fall in
between these two extremes; they will use some of the material, ignore
some of it, and modify the rest. The thing to keep in mind is that thisisa
commercial product. Asacompany, |CE hasto appedl to alarge audience
and provide material that can be used by most of the customersthat use our
systems.

Players should keep the above discussion in mind when reading
RMCIIl; some of this material may not be appropriate for your
Gamemaster's game. The GM must decide which parts of this material
will be used in hisworld—not the players. The GM should always bethe
authority in any role playing session that involves his world. The manner
in which a GM interprets, modifies, excludes, or includes rules and
guidelines is entirely are up to him (or her). Thisis true for the standard
rules as well as a st of optiond rules, such asRMCIIl. A Gamemaster
should never fed that the rules are an etched-in-concrete, unbreakable,
unbendable, absolutely fixed system; they are provided to help the GM
develop, manage, and run his world.

On the other hand, the Gamemaster has an obligation to his playersto
make clear what the physical laws of his world entail (i.e., the game
mechanics). Asefficiently aspossible, the GM should indicate what rules
and guidelines are being used and which ones have been modified or
changed. Inaddition, aGM must striveto beconsistent in hisdecisionsand
in his interpretations of the rules. Without consistency, the players will
eventually losetrust and confidence in the GM's decisionsand hisgame.
When this happens a FRP game loses much of its pleasure and appesdl.
Both GM and players must cooperate to have a successful FRP game.

NOTE: For readability purposes, these rules use the standard
masculine pronouns when referring to persons of uncertain gen-
der. In such cases, these pronouns are intended to convey the
meanings. he/she, her/him, etc.
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1.1 DESIGNER NOTES

Rolemaster (ChL&Cal, AL, SL, and C&T) is a system that provides
atight st of core rulesfor experienced role players. It isasystem that was
designed to allow easy modification and expansion by individual GMs s
that it would be more appropriate for each GM's campaign. Our design
philosophy here at ICE isto keep the core rules asthe base system and to
present any "improvements' and expansions in the form of Optiond
Rules. This means that GMs who find the core rules sufficient can ignore
the Optiona Rules, while other GM s have awide selection of variants and
interesting options for their worlds.

Character Law & Campaign Law has aset of these Optiona Rules that
were developed between the publication of the original Character Law
and the publication of ChL& CaL . Rolemaster Companion (1) is a et of
Optional Rules developed after ChL&Cal; most of this materia was
designed by Mark Colborn for his own game and then developed and
published by ICE. Similarly, RMCII was primarily designed by Mike
Carlyle, Singh Khanna, and Art Ridley, and then developed by ICE.

Rolemaster Companion |11 iscollection of optional rules, professions,
and spdll lists from a wider variety of sources, primarily by ICE and the
following designers:

CKR — Mike Carlyle, Singh Khanna, and Art Ridley

CS— Chris Stone

DA — Darrin Anderson

DC — Don Coatar

HP—Hywel Phillips

MC — Mark Colborn

MV — Michael Veach

TT — Tim Taylor

The initials given above are used in the Table of Contents to indicate
which authors designed which sections.

1.2 NOTATION

The material in RMCIII uses the standard notation from the Rolemas-
ter products. Arms Law & Claw Law (AL&CL), Spell Law (),
Character Law & Campaign Law (ChL&Cal), and Creatures & Treas-
ures (C&T). Those products should be consulted for specific references;
forexample, thespell listsal use S abbreviationsand notationinthe spell
descriptions.

Two type of notation for dice rolls are used in this product:

1) Therange notation, ##, where the first #is the beginning range and
the second # is the end of the range; for example, 1-100 is aroll
resulting in a number between 1 and 100 (00).

2) The die type notation, #D#, where the first # is the number of dice
toroll (and sum theresults) and the second#isthe 'type' (number
of ddesor possible resultsfrom 1 to#)of dicetoroll. Forexample,
2D6 = roll two six-sided dice and sum the results; IDS=roll one
8-sided die; 3D10 = roll three 10-sded dice and sum the results.




4 Profession "Laws': Bounty Hunter

2.0 OPTIONAL
PROFESSION "LAWS"

In addition to severa new professions, this section presents a number
of variant professions. A variant profession is a profession that is very
similar to one of the professions in ChL&CalL, RMC/, or RMC //, with
skill development costs differing only for arelatively small set of skills.
Some of the variant professions havetheir own uniquerulesand spell lists.

The professions presented in RMC I 11 are:

NON-SPEL L USERS (Section 2.1):
Bounty Hunter — a variant profession of Ranger & Fighter
Assassin — a variant profession of Rogue
Bashkar — a variant profession of High Warrior Monk
Farmer — avariant profession of "No Profession” & Fighter

OTHER SPELL USERS (Section 2.3):
Professional — a variant profession of "No Profession”
Crystal Mage — ahybrid spell user of Essence and Channeling
Magus — a pure Channeling spell user or a pure Essence spell user
or ahybrid Channeling & Essence spell user
Dream Lord — a hybrid spell user that is avariant profession of
Ilusionist (Ess. and Ment.) or Shaman (Chan. and Ment.)

2.1 NON-SPELL USERS
2.11 BOUNTY HUNTER

The Bounty Hunter isanon-spell user who speciaizesintracking down
aperson, animal, or object. Bounty Hunters normally operate outdoors
and are well versed in survival and combat skills. The Bounty Hunter is
anon-spell user variant profession of Fighter and Ranger.

Dudist — avariant profession of Fighter
Craftsman — a variant profession of "No Profession”

Weapon Skills: 2/5, 2/7, 3/8, 4, 6, 8

Cavdier — avariant professon of Fighter P . . P
Gypsy — avariant profession of Trader Maneuvering in Armor: ) Magica ills:
Sailor — avariant profon of Rogue SOft Leather .............. J’{ Spdl TS E 15
Warrior — avariant profon Of F|ghter R'gldL eather ............. 1/ RuneS .......................... 8
_ Chain ... 3 Staves & Wands ............. 6
SEMI-SPELL USERS (Section 2.2): Plate 4% Channeling o5
Crafter — avariant profession of "No Professon” | P channg Spells .............. 2
Noble Warrior — avariant professon of Pdadin | TUETETERET e
Chaotic Lord — a variant profession of Ranger Specid Skills: General Skills:
Macebre — a variant profession of Necromancer AmbUS ..., 206 | Climbing......cccoomnveeeen. 36
mome?/lanc — avariant tpmf?’” of nggue sl% Bard LiNgUiStiCS .ov.vrreveeen 3 SWIMMING ..oovreereees 2/6
Soth T e on of Bard Adrenal Moves ........... 26 | RIdiNG .o 2/6
Prores Adrend Defense........... 20 Disarming Traps........... 2/5
Martial ArtS ....coeveeeees 37 Picking Locks .............. 3/6
Body Development...... /5 Stak & Hide............. 4
Perception........cccvvenee. 13
Other Skills: Refer to Development Point Costs given below
for those skills unique to the Bounty Hunter Profession. Al
other skill costs are identical to the Ranger's DP cost.
Prime Requisites: AG/CO
Academic Skills: Athletic Skills:
Dragon Lore ......ccceeeenee 3 All as aFighter........ varies
Lock Lore .....oeveeene. 37
Combat Skills: Deadly Skills:
Subduing ...cceeeeeeeeeene v4 All asaFighter........ varies
Rest as aFighter...... varies
General Skills: Gymnastic Skills:
Rope Magtery .............. 1/3 JUMPING oo 173
SKINNING ..o 13 Tumbling .....ccoeeeneeeneee. 15
Magical Skills: Medica Skills:
All assaFighter........ varies All asaFighter........ varies
Perception SKills: Socid Sills
Lie Perception ............. 2/6 Interrogation
Poison Perception........ 15 Leadership ....cocveeveeneen.
Surveillance................. 13
Tracking ...ooeeeeeeereeneens 12
g 7, Subterfuge Skills: Survival Skills:
o) \ St TrapS..cooeeeeeeeee oo 1/3 SCroUNGE....oereemereenns 1/5
2 \\\ N\ Trap-Building............ 13 | Strestwise ... 14
é} | Y \\§§ Level Bonuses:
AN \\ \\\ ArmsLaw Combat .......+1 Athletic Skills.............. +1
B N Body Development ......+1 Outdoor SKillS ... +3
. N\ oy ! N 1 .
‘ _@ﬁ\\\}\.\l\ ~ N (\\\\& Subterfugeskills............ +1 Perception.........coc....... +3




Profession "Laws': Assassin & Bashkar 5

2.12 ASSASSIN

An Assassin is a non-spell user who concentrates in infiltration and
deadly skills. Assassins are usually loners who are hired to eliminate a
specific enemy. An Assassin generally does not wear armor unless he is
posing as aFighter. In some cultures Assassins are called Spies.

The Assassin is avariant profession of Rogue.

Weapon Skills: 2/5, 3/7, 3/9,4, 6,9

Maneuveringin Armor: Magical SKills:
Soft Leather................. 1# Spell ListS o 15
Rigid Leather............... 1# RUNES.....cocereieerrcne 7
Chain o 4 Staves & Wands ............. 9 2.13 BASHKAR
Plae......ccccoeeereeeenne. 7r* Channeling ......ccccevevnee 20 A Bashkar is a non-spell user who concentrates in mindless, all-out
Directed Spélls ............. 20 attacks. Bashkarsareberserkerswho havenoregard for their own personal
) . . safety. They never carry shields and only wear light armor. Bashkars
Special Skills: General ills: concentrate in frenzy and running skills. Most sane people shudder at the
Ambush ........eeeeeeenens 12 Climbing.......ccccocoeunee. 1/5 sight of an upset Bashkar.
Linguistics........cccueuee.e. 1~ SWIiMMIiNg ......ccceeeeenee. 2/5 The Bashkar is avariant profession of Fighter and High Warrior Monk.
Adrenal Moves ............ 3/8 (23 [1 olc [ 3 )
Adrenal Defense........... 15 Disarming Traps........... 2/5 Weapon Skills: 1/5, 15, 2/5, 2/5, 2/7, 3/8
Martia Arts ... 3/7 Picking Locks .............. 2/5 Maneuveringin Armor: Magical Skills:
Body Development....2/7  Stalk & Hide............... 13 Soft Lesther............... ¥ Spell ListSumnerernn 20
Perception................... 13 Rigid Leather............... (g RUNES.....cooreveeereeeseereeenne 9
Otha‘ Sk”ls_ Rerer to De/dopmmt P0| nt Coss glven de\N Chaln ........................... 6/* Sta\/eS&WandS ........... 10
for thoge g(llls unlque to the An Pr-of on. A” Other Héte .............................. 10 Channe“ng ................... 20
skill costsareidentical to the Rogue' sdevel opment point cost. Directed Spélls ............ 20
Prime Requisites: QU/AG Special Skills: General Skills:
Academic Skills: Athletic SKills: AMBUSN s 3/8 Climbing.........oocevennnee. 2/6
POISON LOFE ....oooccvreee 12 DI1V/T3's FO 1/3 LinQuUItics................... 3/ S LUy Ty p— 2/5
Lmk Lore ................... 2/4 Rappe”lng ................... :Ij3 Adrenal MOVS ............ 2/4 R'd'ng ........................ 2/6
LI SiTe 215  ROWING.ooroeeeorerrrrren 2/5 Adrenal Defense........... 15 Disarming Traps.......3/8
_ _ ) Martial Arts ..o 37 Picking Locks.............. 38
Animal Skills: Combat SKills: Body Development...... 1/3 Stak & Hide............... 3/8
All Animal Skills............ 3 Brawling..........cccvueee. 27 Perception................... 2/5
Concentration Skills: Deadly Skills: Other Skills: Refer to Development Point Costs given below

All Meditation Skills...2/4

Use/Remove Poison ... 1/3

forthose skillsuniquetothe Bashkar Profession. All other skill
costs are identical to the High Warrior Monk's DP cost.

Gymnastic Skills: Magical Skills: X e
Contortions................ 13 All asaFighter........varies Prime Requisites: ST/CO
Tightrope Walking ......2/4 Academic Skills: Athletic Skills:
Sodial Skills: Subterfuge Skills Philosophy/Religious .....3 Distance Running........ 12
DiplOMaCy ..eovereeeee 13 DiSQUISE...eeeeeeeereee 13 TactiCS ..o 5 DiVINg.......oocnvennienenns 55
Gambling........ooooo... 25 BHDEYeoooseerr 14 SPINMNG..evvren z
; N Animal Skills: Combat Skills:
{;"ﬁg%@kgﬁe va All Animal SKills........4  Brawling............. 14
"""""" Disarm Foe .................3/6
Level Bonuses: . . Evaluation Skills: lai, Subduing, & Yado...5
Arrc?s LaNeICombat ....... +2 Ata%eltlc SIS<"(IIIIIS .............. +1 All Evaluation Skills ...3/6 Tumbling, Evasion ....... 5
ggbzer?uzve g[()iwgnt ...... :- ?% Deadly Skills................ +3 Concentration SKills General Kills
""""" Frenzy......cccovvvnn. 112 Painting.......c.coeeeveerernnennd
AllCther.......ccccovvenee 2/6
Gymnagtic Skills: Perception SKills:
Pole Vaulting............... 2/5 All Perception Skills ...2/6

Tightrope Walking .....3/6

Level Bonuses
Arms Law Combat.......+3
Body Development......+3

Athletic Skills.............. +2
Concentration Skills .....+2



6 Profession "Laws': Farmer & Duelist

2.15 DUELIST

TheDudlistisanon-spell user whoisamaster of formal melee combat.
They are rare individuals who possess a strange code of honor. The
Duelist's code forces him to fight fair, one-on-one melee combats. Any
Duelist that breaks the code will be hunted and fought (to the death) by
other Dudlistswho learn of hiscrime. Sometimesrichindividualsemploy
Dueliststo settlearguments. A Dudlist usually specidizesheavily into one
area of melee weapons (one-handed edged, one-handed concussion, or
two-handed).

The Dueligt is a variant profession of Fighter.

Weapon Skills: 1/3, 6, 8, 8, 20, 20
(the 20 costs must be assigned to Bows and Thrown)

2.14 FARMER

The Fanner is often the most common NPC type in a society. Farmers

Other Skills: Refer to Development Point Costs given below

arenon-spell users who devote their lives to growing food that the rest of I\S/Io?neuver ing in Armor ™ Mag Cal. Sills
society consumes. Oft Leather.........ouueene. 2/* Spell Ligts.oieeieenns 20
The Famer is avariant profession of "No Profession” and Fighter. Rigid Leaher........ 3/ RUNES ..o 7
Chain......ccccocevrrenenee 5/ Staves& Wands........... 12
Weapon Skills: 3/8,4, 6, 15, 20,20 Plae......ccooveveneeenene r* Channeling ......ccccceeeen. 25
Maneuveringin Armor: Magical Skills: Directed Spells ........... 20
Soft Leather................. 2/* Spell ListS oo 20 Special Skills: General ills:
Rigid Leather.............. 3 RUNES.......coorvecrrerencnenee 10 PN 101 0107 o IR 7 Climbing......c.cccovevenenee 3/7
Chain e, 6/ Staves& Wands............ 10 LinguUistiCS.......cccoeeneeee 3 SWIMMING ..c.oeeeereeenne. 2/6
Pae.....oreenee. Tr* Channdling ......ccccecuue... 20 Adrenal Moves............ 14 Riding.....cocoeevireneenes 2/6
Directed Spdlls ............. 20 Adrenal Defense ............. 6 Disarming Traps ............. 4
. _— e Martial ArtS .....cooeeeneees 37 Picking Locks ................. 4
Special ills: Genera kills: Body Development...... 1/5 Sk & Hide.............. 39
Ambush.......ccceveeeunenee 3/8 Climbing........coceeeueenen. 2/5 Perception /5
LiNQUIiCS......cveveveee 3/* Swimming........coeeee. T
Adrena Moves .............. 5 Riding......cccovverererenene 15 Other Skills: Refer to Development Point Costs given below
Adrena Defense........... 20 Disarming Traps ............ 6 for those skills uniqueto the Dudlist Profession. All other skill
Martial Arts.......cceeeeee. 38 Picking Locks .......cccc...... 5 costs are identical to the Fighter's development point cost.
Body Development...... 1/4 Sak & Hide................ 27 Prime Requisites: ST/QU
Perception...........cc..... 2/6

Concentration Skills:
Body Dam. Stahilize ... /4

Combat SKills:
Disarm Foe, Armed..... 1/3

for those skills uniqueto the Farmer Profession. All other skill Grappling Hook.............. 4 Frenzy....oeveeveececeenns 4

cods areidentical to the No Profession’'s DP cod. = T /3

Prime Requisites ST/SD LanCing........cceeeeeeseeenns 4 Deadly Skills:

Academic Skills: Animal kills gss;rlgegtrlcl):gy ........... %8 All Deadly Skills............. 7

HoraLore & FaunaLore /4 All Animal Skills......... 13 Stunned Maneuver ... 1/4 Sodial Skills:

HerbLore& StoneLore. /5 - TUMDING...re U5 Gambling....e. 15

Trading Lore............... 15 Combat Skills: L eadershi 36

Weather Watching...... 3 All Combat Skills........ 3/8 P e
- . _— Level Bonuses:

Deadly Sills: Magical Skills: . Arms Law Combat.......+3 Athletic Sills.............. +2

All Deadly SKills......... 3/8 All asaFighter........ varies Body Development......+3 Gymnastic SKills -....... +

General SKills: Subterfuge Skills:

Cookery.....ocvenrereerennen. 14 SATraPS oo 15

Crafting —eeeeveeeeereerennes 1/5

Horticulture................. 12 Survival Skills:

IS 7[00 [P— /5 Region Lore................ 14

Wood-Créfts................ 15

Level Bonuses

Anima dlls............ +3 Generd ills.............. +2

Body Development......+2 Outdoor Skills ............ +3




Profession "Laws": Craftsman & Cavalier

2.16 CRAFTSMAN
TheCraftsmanisanon-spell user who concentratesin buil ding/making
objectslitems. Mogt Craftsmen never adventure, being content with the
"boring" life of working. Each Craftsman must chose one area of " concen-
tration": e.g., woodworker, sonemason, blacksmith, baker, architect, etc.
The Craftsman is a variant profession of "No Profession”.

Weapon Kills: 4, 8,9,9,9, 20

Maneuvering in Armor:

Soft Leather................ 2/
Rigid Leather .............. K
(017 1o IR 6/*
Plate e, o
Special SKills:

AmbUS......ccvvrerirernne 39
Linguistics.......oueuunee 2/
Adrena Moves ... 5
Adrend Defense.......... 20
Martial AMS . 4

Body Development......... 4

2.17 CAVALIER

The Cavaierisanon-spell user who follows astrict code of ethics and
conduct. Cavaliers serve aLord, Noble, or King of somekind; their goa
inlifeistouphold chivalry. Cavalierswould rather die than be dishonored.
In many societies they wear distinctive orange and blue clothing.

Magical Skills:

([ IES (SO 15
RUNES ... 10
Staves& Wands........... 10
Channeling ..o 20
Directed Spdlls ............. 20
General Skills:
Climbing.........ccoeeunnnne. A7
S TVIT 0 g0 T g o [R— 3
Riding......cccocveerverennee. 2/6

Disarming Traps........... 39
Picking Locks............. 39

The Cavdier is a variant professon of Fighter.

Weapon SKills: 1/5, 2/5, 2/7, 2/8, 4, 6

Maneuvering in Armor: Magical SKills:

Soft Legther........e... il 5072 | RIS UM 20

Rigid Leather............... 1 RUNES.......oeeercrererenins 7

Chain ...cooonreeeeeeennnns 2/ Staves & Wands ... 9

= P2 (O 2/ Channeling ... 25
Directed Spdls ............ 20

Special kills: General Sills:

AMDBUSN ooovveeeeeeeens 9 Climbing......cccocovvvereenen.

LinguistiCS.......cvurenee. 2/* Swimming

Adrend Moves............ 38 RIdING.....c.ccomemrrrnennn.

Adrend Defense............ 20 Disarming Traps ........... 6

Martial ArtS .. 4 Picking LOCKS ..o 6

Body Development...... 1/4 Sak & Hide.................. 6
Perception........c.cc.eenee. 2/5

Other Kills: Refer to Development Point Costs given below
for those skills unique to the Cavalier Profession. All other
skill cogtsareidentical totheFighter' sdevel opment point cost.

Prime Requisites. ST/CO

Academic Kills: Combat Skills:
AllLore.......ccoveveueenee. 1/5 Brawling & Yado .......3/7
Herddry......cocnvuveenn. 13 Tumbling, Alt. & Eva..3/6
Concentration Skills: Deadly SKills:

Body Dam. Stabilize ... 1/4 Slent Kill.oooovverrerrne. 5
Evaluation Skills: Deadly SKills:

All Evaluation Skills ... 1/5 ST 0 1| E— 5

General Skills: Gymnagtic Kills:
Smithing.......cccoeeeevnee. 2/5 All Gymnastic Skills ...2/7
Tactica Games.......... V4

Linguistic SKills: Magical SKills:

Public Speaking........... 15 AsaRogue............. varies
Social SKills: Subterfuge SKills:
Interrogation................ 15 AsaPdadin ........... varies
Leadership................... 1/3

Level Bonuses:

Arms Law Combxt.......+3
Body Development......+3

Athletic SKills.............. +3
Socid SKills......ccnne. +1

Othe SKills:

All Skills and Lore directly related to the Craftsman specific
area of concentration have a 1/2 Development Point Cost
(eg., for ablacksmith this would include: Lock Lore,
Mechanition, Metal Lore, al Evaluation skills applied to
metal items, Crafting, Gimmickry, and Smithing).

All Skillsand Lore indirectly related to the Craftsman
specific area of concentration have a 1/5 Development
Point Cogt (e.g., for ablacksmith this would include:
Drafting, Engineering, Mining, Physics, Sege Engineer-
ing, dl Evauation skills, Sculpting, and Trap-Building)

All other skill cogs are identical to the No Profession’s de-

velopment point cod.

Prime Requisites: AG/SD or AG/RE




8 Profession "Laws': Gypsy & Sailor

2.18 GYPSY

The Gypsy is anon-spell user who specidizes in divinations, outdoor
skills, animal handling, and some subterfuge abilities. The Gypsy nor-
mally comes from nomadic family clans with the eldest male being the
clan leader.

The Gypsy is a variant profession of Trader.

Weapon Skills: 2/7, 3/8, 3/9, 4, 5, 6

Maneuveringin Armor: Magical Skills:
Soft Leather................. 2/* Spell LigS..vvveeerreieenes 8
Rigid Leather............... 2 RUNES ..o 6
Chain ... 4/ Staves & Wands........... 417 2.19 SAILOR
Pae.......coevevevnnenene. 15 Channding .....cccocoveeenn. 15 The following skills have been modified to reflect the Sailors specia
Directed Spells ............ 15 background and way of live around sea coast, water ways and ship living.
. . . The Salor isanon-spdl user that is dso known as apirate, seaman, fish-
Special SKills: General ills: erman, merchant marine, etc.
AmbBUSh ... 4 Climbi L 4 The Sailor is a variant profession of Rogue.
LinguistiCs........ccunenee. 1 SWIMmMINg .....ccceveeene. 2/5 )
Adrena Moves ......... 36 RIdiNG......corrrerrrrreenens 14 Weapon Skills: 2/5, 3/8, 3/9, 3/9, 3/9, 6
Adrena Defense ........... 20 Disarming Traps........... 2/5 o . : :
Martid Arts ..o 37 Picking Locks .............. 2/6 &?{]eﬂ\g;@? n Armor].J* Mspadgl'cﬂi s 8
Body Developmert....35 Stk & Hide...........25 RIGIA Leather s % RUNES.coon 6
Perception................... 13 (11 T2 I 41 Saves& Wands ............. 8
Other Skills: Refer to Development Point Costs given below Plae....coeeeeeeereene 7 C_hannel ING o 20
for those skills unique to the Gypsy Profession. All other skill Directed Spells ........... 20
codts are identical to the Trader's development point cost. Spedial Skills General Skills
Prime Requisites AG/IN AMBUSH oo 25  ClMbING. .o, V4
Academic Skills: Athletic Skills: Linguistics..........ccc...... 3* SWIMMING oo 12
Demon/Devil Lore .....3/6 Athletic Games ... 4 Adrena Moves ............ 2/6 Rl'dmg_ .......................... 37
Military Organization....4 DaNCING .ooeereeeeeseeeranne 1/4 Adrenal Defense............ 20 Disarming Traps.......... 2/6
. . . . Martial ArtS ..ooveeveeenne. 37 Picking LOCKS .....ccoo.eu... 2/6
Evaluation Skills. Magical Skills: Body Development.....2/5 Stk & Hide.............. 2/4
Apprasal.....ococveeee. 2/4 Divinations.................. 14 Perception................... 13

Armor Evaluation......... 37
Metd Evaluation ......... 2/4
Stone Evaluation ......... 2/14
Wesapon Evaluation .....3/7

Magica Rituas .......... 3/8
Power Perception ........ 3/8

Other kills: Refer to Development Point Costs given below
for those skills unique to the Sailor Profession. All other skill
costs are identical to the Rogue's development point cost.

Prime Requisites: ST/AG

Medical Skills: o : .
MidWifery......ccoovvvennee 2/6 Academic $Kills: Animal Skills:
ST1(01= 0 A 4 Boat Rilat..................... 14 Animd Handling ......... 2/4
Navigation................... 2/4 Animal Training ............ 4
Level Bonuses o Ship LOr€.errereeree 214 DIVING cooeeeeeereeoe 2/6
General ills............. +2  Linguistic Xills ........... +2 Star-Gazing ............ V4 Herding..oooooeevveeee. 2/4
Magical Kills ... +1 Medical ills .......... +1 Water FaunaLore ........2  LOAGING ..ooooovesrree 2/4
Outdoor SKills .............. +1 Perception SKills ......... +1 Weather-Watching ......2/4
Socid SKills....ceeeneee. +1 Subterfuge Skills .......... +1 o . .
Athletic Skills: Concentration Skills
151 10T R 13 Baance......cccoenennee oz
General Skills: Per ception SKills:
Sal Repair......oceeneee. 15 Reed Tracks................ 37
SKinNing ... 2/6 Tracking ...cooeeeeneeeeees 2/5
Level Bonuses:
Arms Law Combat.......+3 Athletic Sills.............. +2
Body Development......+1 Genera ills............... +2

Subterfuge Skills.......... +2



Profession "Laws': Warrior & Crafter

2.1.10 WARRIOR

The Warrior is a non-spell user who only concentrates in the basic
fighting skills. Warriors prefer heavy armor and wesgpons. Warriors
usually are very one dimensional, lacking development in all areas not
directly related to combat. The members of many of the cruder, militant
races may be primarily Warriors (i.e,, Orcs, Trolls, Giants, etc.). The

Warrior is avariant profession of Fighter.

Weapon Skills: 1/4, 1/5, 2/5, 2/7, 27, 5

Maneuveringin Armor:

Soft Leather................. I/*
Rigid Leather............... I/*
ChaiN.....coeeeeeeeeeeeeeeen, 1/*
Pae......oveeieeeeenen. 1/*
Special Skills:

AmbUSh ..o 4
Linguistics.......ccevenee 3
Adrena Moves ............... 5
Adrend Defense............ 20
Martia Arts ... 3/6

Body Development...... 1/3

Magical Skills:

Spell ListS.riceenee. 25
RUNES ... 25
Staves & Wands............ 25
Channding ......ccceevevnee 25
Directed Spdlls ............. 25
General SKills:

Climbing.......ccccovererennn. 6
SWIMMING ..c.oevreererenene 5
(2] (1170 RS 3
Disarming Traps ............ 6
Picking LOCKS ....cccoveeunn. 6
Stalk & Hide.................. 6
Perception..........ccccveuenene 4

Other Skills: Combat skill costs are identical to the Fighter's
devel opment point costs. The devel opment point cost for each
other skill is 6 or the cost for a Fighter, whichever is greater.

Prime Requisites: ST/CO

Leve Bonuses:
Arms Law Combat....... +3
Body Development......+3

Athletic Skills.............. +3
Deadly Skills................ +1

- man,
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2.2 SEMI-SPELL USERS
2.21 CRAFTER

The Crafter is a semi-spell user who concentrates in building/making
objectslitems. Grafters differ from Craftsmen in that they can use spells
related totheir craft. Most Crafters never adventure, being content withthe
"boring" life of working.

The Crafter is a variant profession of "No Profession”, and he may
choose any one of the three Realms as his Realm of Power (i.e., Channel-
ing, Essence, or Mentalism).

CRAFTER BASE SPELL LISTS
Stone Lore (Arcane)
Constructing Ways (Delver Base)

Metal Lore (Arcane)
Wood Shaping (Arcane)

Delving Law (Delver Base) Mannish Ways (Delver Basg)
Weapon Skills: 3/9,4,6, 6, 6,9
Maneuvering in Armor: Magical Skills:
Soft Leather......coo....... 1 S 0| I I E 4/
Rigid Ledther............... 2/ RUNES......ccvecrerecinene 36
Chain . 4f* Staves & Wands .......... 36
Plate . 5 Channeling ......cccccveuunea 4
Directed Spélls ............... 4
Foecial ills General kills:
Ambush........cccoeuvuee. 39 Climbing......... ... 3/6
Linguistics.......ccceun.e. 2/* SWIMMING ...oeeeeeeeenens 3/6
Adrenal Moves ............ 27 [2{[0 1 A 3/6
Adrenal Defense........... 15 Disarming Traps.......... 2/5
Martial ArtS ....ccovvveene 37 Picking Locks .............. 2/5
Body Development......2/7 Sdk & Hide................ 36
Perception..........c.c...... 15

Other SKills: Refer to Development Point Costs given below
for those skills uniqueto the Crafter Profession. All other skill
cogsareidentica to the No Profession’'s DP cogt.

Prime Requisites: AG/IN, AG/EM, AG/PR (based on Realm
of Power chosen).

Genera Skills: Academic SKills:

(O 1o [ 1/2 Drafting.......ccoeeereenenes 14
Fletching.......ccccveeueee. 12 Engineering.........c........ iz
Gimmickry ... 12 Lock Lore......ceeeennee. 1/3
Leather-Working......... 12 Mechanition................. 13
Rope Mastery ... 14 Metal Lore............... 12
SCUPLING «ereeerereneaeeene /5 SegeEnginegring ....... /5
SKIiNNING .cceveeeecreenee 15 Stone Lore........u... 12
Smithing......cccceeveuee. 12

Stone-Crafts......ccenee. 12 Evaluation Skills:
Wood-Crafts................ 12 All Evaluation Skills ... 1/2
Subterfuge Skills:

SatTraps...ccoeeeeveeeeene. 1/5

Trap-Building.............. 13

Level Bonuses

Generd Kills............... +3 Academic Kills ... +3

Evauation Kills .......... +3 Subterfuge SKills.......... +1



10 Profession "Laws': Noble Warrior

The Noble Warrior isavariant profession of Paladin, but heis a semi-
spell user of Mentalism ingtead of Channeling.

NOBLE WARRIOR BASE SPELL LISTS

Noble Armor — Protective spdls.
Noble Weapon — Magical weapons and magical strikes.
Three Additional Base Lists: Normally three additional base spell

lists may be chosen from the lists below:
Arm's Way (Paladin Base) Monk's Bridge (Monk Base)
Evasions (Monk Base) Body Reins (Monk Base)
Monk's Sense (Monk Base) Body Renewal (Monk Base)
Combat Enhancement (Beastmaster Base)
Movement Enhancement (Beastmaster Base)

2.22 NOBLE WARRIOR

The Noble Warrior is a class of warriors that have sworn complete
alegiancetotheir Lord. They aretheL ord'svassalsand will, if necessary,
sacrifice their livein his service. A Noble Warrior is the mirror image of
aPdadin without the religious connections. This gtrict Code Of Honor is
never broken lightly; for once broken, they are forever banned from the
Noble Order. Each prospective member of a Noble Warrior order must
successfully passanentrancetest. Thistestnormally takesplacein severa
areas Weapon Skills, Riding Skill, and Athletic Skills.

Weapon Skills: 2/5, 3/8,4, 4,4, 6

Maneuveringin Armor:. Magical Skills:

Soft Leather................. 1# Spell ListS..civiecrnee.

Rigid Leaher.............. 1 RUNES....ccoverreeeeene

Chain ... 2/* Staves & Wands

[ 1= (T 3 Channdling .......cccocuuee.
Directed Spdlls................

Special SKills: General Kills:

Ambush ... 3 Climbing......cccocerrerenee 5

Linguistics........cceuun.e. 3 SWIMmMINg .....cceeeerenennes 3

Adrena Moves ............ 27 RIding......ccccvvvevnennnnn. 2/4

Adrenal Defense........... 20 Disarming Traps ............. 6

Martid ArtS ..cocecceennee 37 Picking LOCKS ...ceeeeeeenee 4

Body Development......2/5 Stak & Hide.................. 4
Perception..........ccc..... 37

Other SKills: Refer to Development Point Codts given below
for those skills unique to the Noble Warrior Profession. All
other skill costs areidentical to the Paladin's DP cost.
Prime Requisites: ST/PR

Concentration Skills: Medical Skills:

Cleansing.......ccccveuveee 214 Diagnogtics......cocoveenne 3
Death ..o 37 Hypnosis.......cccoceeeeeenenen. 4
g Heding.....c.coooveeenne. 37 Midwifery.....ccooeeeeenne. 4
ol QUA! I Ki oo eeeeans 3/8 ST (0= oV AN 7

' —— T S [=< o IO 37

-t S/ TranCe...ueeeeeeeereeerroonn 37

) Leve Bonuses

EXAMPLE: The Order of Brightblade ArmsLaw Combat......+3  Athletic Skills............... +2
The Noble Warrior Order ofBrightblade's entrance test consists of Body Development......+2 Genera Skills....o.o +1
thefollowing requirements. Outdoor Skills ............ +1  Socid SkillS...oooo.. +1

1) 5mile runin 40 minutes. (Thisis a hard static maneuver or the
GM may elect to have the novice expend exhaustion points)

2) Mount a horse which is sprinting (This is a hard maneuver)

3) From the horse that is sprinting, without stopping or turning
back, pick up two (2)flags that are on the ground (Thisisa
very hard maneuver)

4) With the horse till at a sprint, ready a bow, fire at a set of
dummy targets, one (1) target on the left, one (1) target on the
right and the last target infront (Adjust OB by using mounted
combat rules, dummy targets are man size)

5) At thispoint the novice must leap over to afresh horse with out
stopping (This is a medium maneuver)

6) Continuing on with the horse at a sprint, ready a sword, chop at
a set of dummy targets, only one swing per target is allowed,
targets will beplaced with one (1) to the left, one (1) to the
right, one (1) infront and the last one on a mount coming
towards you (This is a hard maneuver and the mounted target
has an DB based on the mount's speed)

7) The last test is a series oftriplejumps. (Thejumps have a
difficulty of medium, hard, and very hard, respectively. Ifa
jump is unsuccessful, it is not possible to make the nextjump)

8) Ifthe novice is successful in all ofthe test, he enters a proba-
tional period untilfirst blood. Probational Noble Warriors are
treated with all the rights as a proven Noble Warrior. Ifthe
Noble Warrior breaks the Code of Honor he has three options:
1) Demand trial by combat: Same as the above test except all

dummy targets are manned by Noble Warriors. The Noble
Warriors are armed the same way the Honor Breaker is.

2) Banishment & Branding: Considered the coward's way out.
Ifa Noble Warrior spots a branded Honor Breaker, he will
engage with the intent to maim, death is too good.

3) In extreme cases. Takes on€'s own life. This could be death
or it could be selling onesdlfinto slavery.



Profession "Laws": Chaotic Lord & Macabre

2.23 CHAOTIC LORD

The Chaotic Lord is a semi-spell user of the Realms of Arms and
Channeling who specidizes in the manipulation of chaos. The Chaotic
Lord serve only one "mader”; they live and die for the honor of the
"magter” and the master's house. The few Chaotic Lords that have
betrayed their masters are rumored to have suffered dow and painful
desths. The Chaotic Lord by choice is deformed and mutilated as an
expression of their total loyalty to their "magter”. No two Chaotic Lords
are the same; a Chaotic Lord is apower to be feared.

A Chaotic Lord must accept a geas when taking on his Chaotic Armor
(see the Chaotic Armor spell list); this is another instance of complete
obedience to their "magter”. When a Chaotic Lord dies attempting to
control or master Chaotic Armor, other Chaotic Lords only acknowledge
thedeed by announcing that the other wasunworthy scumthat triedto pass
asone of the chosen.

The Chaotic Lord is a variant of Ranger profession.

CHAQTIC LORD BASE SPELL LISTS

Chaotic Armor Chaotic Mastery Chaotic Weapon
Two Additional Base Lists: Normally two additional base spel lists

may be chosen from the lists below:
Dark Law (Necromancer Base) Darkness (Evil Magician Base)
DarkLore (Evil Cleric Base) Dark Channels (Evil Cleric Base)
Dark Contacts (Evil Magician Base)
Dark Summons (Evil Magician Base)

Weapon SKills: 3/7,4,6,6,6,9

Maneuveringin Armor: Magical Skills:
Soft Leathef.....c.ccoeeenee. 9 Spel LidS..ccncerienenae a1*
Rigid Legther................ 9 RUNES......ccoveeerrreeene 37
Chain ..o 10 Staves & Wands........... 37
Plate....oeeereeeene 10 Channding ......ccccueeeee. 4
Directed Spdlls ............ A7
Special SKills: General SKills:
Ambush ... 3 Climbing.......coceeeeeeereene 5
LinQuistics........ccuuueee. I SWIMMING ..oovevrereenanns 3
Adrenal Moves............ 27 (210 ] 9o R 6
Adrenal Defense.......... 20 Disarming Traps ............ 6
Martial ArtS ....ccoceneene. 37 Picking LOCKS ......ccoueeunes 8
Body Development......3/5 Stalk & Hide........cocoenes 4
Perception.........cccvue. 217

Other Skills: Refer to Development Point Costs given below
for those skills unique to the Chaotic Lord Profession. All
other skill costs are identical to the Ranger's DP codt.

Prime Requisites. ST/IN

Academic SKills. Animal Skills:

Boat Rlot.......cccovuuneee. 36 Animal Handling......... 6
Demon/Devil Lore..... 1/3 Animal Training.......... 9
Dragon Lore ............. 2/5 Beast Madter................ 6
Fauna Lore ... 36 Driving .oeeeneeenneenns A7
Hora Lore.....cconenee. 3/6 Herding......ccccocvuvenene. 5
Lock Lore.....oveerenenne 2/5 Loading ....cccceeveerenenns A7
Leve Bonuses

ArmsLaw Combat......+2  Athletic Skills............... +1
Base Spdll Cadting ....... +1 Body Development......+2
Deadly Skills ... +1 Directed Spdlls ............. +1

Magica Skills ............ +1 Socid SKills....ooeenenee. +

2.24 MACABRE

NOTE: Hybrid semi-spell users are treated exactly as Semi-Spell
users, except they may learn spell listsfrom the Open lists of two
realms, but they may not learn any closed lists.

TheMacabreisahybrid semi-spell user of therealmsof Arms, Essence,
and Channeling. Macabres concentrate on: Death, Necromancy, and the
weskening/sickening of the body. Macabres must be Evil, and thus are
usually NPCs or "encounters.”

Generdly, aMacabre haunts the outskirts of civilization, whether that
isthebadlands, thedenseforest, theruined castleonthehill, thegraveyard,
etc. The Macabre seeks and hunts a victim who is usually an upstanding
pillar of the community. After observing thevictim'shabits, the fiend then
uses his bizarre spells to wreck the victim's hedlth, standing in the
community, marriage, sanity, etc.; hopefully causing society to ostracize
the victim. Once the victim is separated from civilization's protections,
the fiend days him (for experience and pleasure). Then he often turns the
corpse into some form of created Undead, adding to his retinue of
abominations.

NOTE: On Player Characters. Any player wanting to play this
class should have some strange background:

1. Madness in thefamily past

2. Great Bvil in thefamily past

3. Thefamily is outlandish, eccentric, €tc.

4. PCisan orphan reared by a madman, etc.

The Macabre is a variant profession of Necromancer.
MACABRE BASE SPELL LISTS
Necromancy (Evil Cleric Base) Disease (Evil Cleric Base)
Physical Erosion (Evil Magician Base)
Soul Destruction (Sorcerer Base)
Mind Subversion (Evil Mentdist Base)

Weapon SKills: 5,7,9,9,9, 15

Maneuveringin Armor: Magical Skills:
Soft Leaher.............. 2 Spell LigtS v 4/*
Rigid Leether............... 3/* RUNES.......ccerreeeeene 4
Chain .o A Staves & Wands .......... 4
Fate.....ccocorvvrvnenn. 5/* Channding ......ccceeeeueee. 4
Directed Spdlls ............ 8
Special Skills: General SKills:
Ambush .....cccevvverenee 6 Climbing.......cccovvune. 4
Linguigtics......cccvvunnee. 2/* SWIMMING weevererererereene 3
Adrenal Moves............ 4 Riding......cocoovvvenennenens 6
Adrenal Defense.......... 20 Disarming Traps.......... 5
Martid ArtS ..ccceeeereee. 5 Picking Locks.............. 5
Body Development......3/7 Sdk & Hide.............. 2/5
Perception........ccceueeee. 3

Other Skills: All other skill costs are identica to the
Necromancer's devel opment point cod.
Prime Requisites EM/IN

Leve Bonuses

Academic SKills .......... +1 Base Spdl Cadting ......+2
Arms Law Combat.......+1 Body Development......+1
Directed Spdll Skills.....+1 (1= 00 IS (1| IS — +1
Magicd SKills .............. +2 Subterfuge ills ......... +1
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2.25 MONTEBANC

The Montebanc is a semi-spell user of the realms of Arms and
Mentalism who combinesminor magic with larceny to act asa"con man”.
The combination of subterfuge skills with Mentalism spells alows a
Montebanc to create illusions, to disguise himself, and to do some minor
detecting and appraisal. The Montebanc fights and maneuvers as well as
most semi-spell users.

The Montebanc is a variant profession of Rogue and Bard.

MONTEBANC BASE SPELL LISTS
Mystic Escapes Appraisals Beguiling Ways
Lesser Illusions (Open Essence) Disguise Mastery
Weapon Skills: 3/9,4, 6,6, 6,9
Maneuveringin Armor: Magical Skills:
Soft Leathef.......vvenee. 2* Spel LidS .o, Af*
Rigid Leather............... 3 RUNES.......coeererieerins 5
Chain . af* Staves & Wands ............. 6
Plate ... 5* Channdling .......ccccceneen. 13
Directed Spdls ............. 10
Special Skills: General SKkills:
AmbuSh ... 4 Climbing.......cccvveneune. 39
Linguigtics........cocen... 3 SWImming ..o 2/5
Adrenal Moves ............ 207 Riding.....cccocovvevnerenne 2/6
Adrend Defense.......... 15 Disarming Traps.......... 2/6
Martial ArtS ..cevereenne. 3 Picking Locks.............. 2/6
Body Development......3/8 Stak & Hide................ 2/5
Perception.........cc...... 2/4

Other Skills: Refer to Development Point Costs given below
for those skills unigque to the Montebanc Profession. All other
skill costsareidentica tothe Rogue's devel opment point cost.
Prime Reguisites: PR/AG

Combat Skills; Athletic Skills;

All assaBard ........... varies All asaBard ........... varies

Gymnagtic Skills: Socia Skills:

All ssaBad ........... varies All assaBad ........... varies

Magical Skills: Subterfuge Skills:

All ssaBard ... varies Y Xo: (] 0o SRR 12
Disguise.....cceuevereennnnee /3

Level Bonuses:

Arms Law Combat ......+1
Body Devdopment .....+1
Perception Skills .......... +1
Subterfuge Skills.......... +3

Base Spdl Casting .......+1
Linguistic Skills ......... +1
Socia SKills......eeneee. +2

2.26 MOON MAGE

The Moon Mage is a semi-spell user of the Realms of Arms and
Channeling who specidizes in the manipulation of moon magic. Moon
magic emphasizeschanging states: A Moon Mage'spower ebbsand flows
with the phases of the moon. During afull moon phase, light based Moon
Mages are at full power while the dark based Moon Mages are at their
weakest point. During new moon phases, the oppositeistrue. The Moon
Mages dsohaveagrey based cult whichisat full power during half moons
and is weskest during the full moon and new moon phases.

The Moon Mages are a variant profession of Dervish.

Profession "Laws': Montebanc & Moon Mage

MOON MAGE BASE SPELL LISTS

Metamorphose — Ability to change appearance, mental condition,
spiritual side and/or internal power matrix of themselves or others.

Moon Madness— Control over changing moods allowing them to
influence, change and set them as they wish. They aso have limited
control over suicida tendencies.

Moon Mastery — Magic which is related to the moon and it phases.
Two Additional Base Lists: Normally 2 additional base lists may be
chosen based on the type of Moon Mage: Light, Grey, or Dark.
Additional Light based Moon Mage Spell Ligts:
Light Law (Magician Base) Light Molding (lllusionist Base)
Brilliance (Open Mentalist) Light's Way (Open Channeling)
Sarlights (Astrologer Base)  Brilliance Magic (Crystal Mage Base)
Additional Grey based Moon Mage Spell Lists.
Cloaking (Open Mentalist) Shifting (Closed Mentalist)
Nature's Guises (Ranger Base) Mystical Change (Mystic Base)
Hiding (Mystic Base) Confusing Ways (Mystic Base)
Guises (Illusionist Base) Lesser Illusions (Open Essence)
Ethereal Mastery (Arcane) Shapechanging Ways (Arcane)
Glamours (Witch Base) Nature's Forms (Druid Base)
Distractions (Nightblade Base) ~ Phantom's Face (Nightblade Base)
Additional Dark based Moon Mage Spell Ligts:
Dark Lore (Evil Cleric Base) Dark Summons (Evil Magician Base)
Dark Law (Necromancer Base) Dark Channels (Evil Cleric Base)
Dark Contacts (Evil Magician Base)  Darkness (Evil Magician Base)

Weapon Skills: 3/9, 5, 6, 6,9, 15

Maneuvering in Armor: Magical Skills:
Soft Leather................. 5/* S0 S| I INES (U a4f*
Rigid Leather............... A* RUNES......ccovieiriens 37
(01 71] o EUR o Staves & Wands .......... 37
Plate e 20 Channeling ......ccccooeee... 2/4
Directed Spdlls ............ 37
Special Skills: General Skills:
Ambush ... 6 Climbing........ccoceveeeeernnes 5
LingQuisticS.......cceeveenee 2/* SWIiMmMIiNg .....cceeeeveen. 3
Adrend Moves ............ 37 RidiNg.....ccocvverereiene. 3
Adrenal Defense.......... 20 Disarming Traps ............. 6
Martid ArtS ..o 2/5 Picking Locks................. 8
Body Development......3/5 Stalk & Hide.........c........ 4
Perception.................... 2/5

Other Skills: Refer to Development Point Costs given below
for those skillsuniqueto the Moon Mage Profession. All other
sKill cogts are identical to the Dervish's DP cog.

Prime Requisites: IN/SD

Animal Skills: Concentration Skills:
Animal Handling ......... 27 Body Dmg Stabilize 2/6
Animal Training.......... 3 Dowsing ....ccoecneeenne 27
Beast Madter................ 35
Driving ..coeeeeveeneennens 27 Evaluation Skills:
Herding......ooceceveveneeee. 2/5 Apprasd.....cocoenenne. 2/5
Loading ...ccocoveerreunne 2/6 Metal Evaluation ......... 3/6
Stone Evaduation ......... 3/6
Level Bonuses
Arms Law Combat.......+ 1 Athletic Skills............... +1
Base Spell Cadting ....... +1 Body Development......+1
Concentration Skills.....+1 Directed Spdlls.............. +1
Linguistic Skills ........... +1 Magica SKills ............. +2

Socia Skills.................. +1



Profession "Laws': Seuth

2.27 SLEUTH

The Sleuth is a semi-spell user of the realms of Arms and Channeling
whose capabilities ded with detecting, analyzing, measuring, escaping,
and sensing past and future events.

NOTE: In worlds in which Delvers and Nightblades do notfit in,
the Seuth profession assumes some of their potential abilities.
Thus the Seuth need not fit our conception of a detective/gumshoe.
A Seuth is merely a character who detects, analyzes, and draws
conclusions.

NOTE: The "alignment” ofa Seuth will usually dictate his mode
of operation. Seuths who are "lawful" will work with the local
constabulary in solving crimes. "Lawful & good" Seuthsaremore
interested in helping people, even criminals! "Lawful & neutral”
(neither good nor evil) Seuths serve (blind) Justice, indiscrimi-
nately seeking law-breakers. "Lawful & Evil" Seuths believe the
Endsjustify the Means and tend to be corrupt (e.g., bribes, hush-
money, drug-dealing by selective busting, etc.; infact all potential
abuses of power). "Non-lawful but good" Seuths are usually
Consulting Detectives or Private Eyes, working for individual
clients. "Neutral (with respect to law and chaos) & good" Seuths
may sometimes operate outside the law, in a "good" cause.
"Chaotic & good" Seuths usually operate outside the law, ifthat
is the easiest way to protect an individual's rights/interests (their
client); they may even seem to be a criminal to the local constabu-

lary!).

The Sleuth is a variant profession of Bard.

Analyses

SLEUTH BASE SPELL LISTS
Escaping Ways
level spel and the fifth level spell is Spell Sgnature Feel (from

Delving Law, RMC1).
Optional Additional Base Lists: If the GM alows it, a Sleuth may

choose 5 ligts from the 5 above and the three optiona lists below.

The two lists not chosen are treated as Open lists for the Sleuth:
Distractions (Nightblade Base)

Phantom's Face (Nightblade Base)

Phantom Movement (Nightblade Base)

Weapon Skills: 3/7,5,7,7,7, 10
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Seuth's Senses
Time's Sense
Mannish Ways. As the Delver Base Ligt, except that there is no third

Maneuvering in Armor: Magical SKills:
Soft Leather................. ¥ Spell ListS e, 4/*
Rigid Leaher............... 2/* RUNES......cooeeererireririenne. 4
Chain .o 4 Staves & Wands ............ 6
Pate......cocovveeeeenne 8 Channeling .......ccccouuunee. 3
Directed Spdlls............. 10
Special Skills: General Kills:
Ambush.........ccccouue.. 3 Climbing......ccccoeeveunee. 39
Linguigtics..........c....... 2/* SWimming ... 2/6
Adrena Moves........... 27 RidiNg.....cccoeeveeenenen. 2/6
Adrenal Defense......... 20 Disarming Traps........... 36
Martia ArtS ..cceeeeeen. 4 Picking Locks............. 3/6
Body Development..... 3/8 Stak & Hide................ 2/5
Perception..........ccou..... 13

Other SKkills: Refer to Development Point Cogts given below
for those skills unique to the Sleuth Profession. All other skill

costs are identical to the Bard's devel opment point cost.

Prime Requisites: IN/RE

Academic SKills: Athletic Skills:
Heraldry ... 2/5 Dance......c.ccoeevvrevivenennn, 15
Philosophy/Religious ..2/6
Raciad Higory.............. 2/6 Combat SKills:

Subduing «.eeeeeeveeceeenes 15
Concentration SKills: Evaluation SKills:
MNemonics.........ccvuune. 1/5 Appraisa ... 2/5
Per ception Skills: General Skills:
Poison Perception........ 15 Advertising.................. 2/5
Read Tracks................. 13 Painting .......ccccoeeeveunen. 2/6
Surveillance.................. 1/2 Play Instrument, al ....3/6
Tracking «.ceceeceeeeceernenee 1/5
Social Skills: Subterfuge SKills:
Gambling.......cccceeeeune. 15 Fadfication................. 15
Interrogation................ 12 SregtWise....ceeeeeeeeenee 1/3
Linguigtic Skills:

All Linguistic SKills ....2/6
Level Bonuses,

Socid SKills....oveeveneee. +3
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2.3 THE "PROFESSIONAL"

The "Professiona" represents those characters with jobs and callings,
as well as amateurs and professonds in some trade. This dass is a
powerful tool to represent various NPCs (sailors, inventors, blacksmiths,
etc.). The "Professonal” Profession is avariant of the "No Profession”
Profession. The devel opment codts are the same except for the following:
Primary Magical Skills— Increased as shown below
Any oneskill or group of skills (GM discretion) — 2/* (may not

include Primary, Combat, or Magical Skills).

Thus, the character may exced at any one (or more) ability: that is, his
Professional skill(s). Some of the variant professions presented in this
product can dso be easily represented using the "Professiond” profes-
sion. Forexample, a"sdlor" Professional might havea"sailing" Devel-
opment point cost of 2/* (perhaps dso, "rowing,” "navigation," "rope
mastery," etc. would cost 2/*). Similarly, an"Acrobat" professional might
have 2/* for Acrobatics, Contortions, Diving and Tumbling; perhapsadso
for Adrenal Moves.

NOTE: If the skill group chosenis"Linguistics' (i.e., languages),

the GM may choose to lower the cost to U* or even 5*.

NOTE: The "Professional" Profession could also be called the

"Specialist,” since this class specializes in one skill.

NOTE: The "No-Profession” Profession is altered for the Profes-

sional in order to representpeople who are relatively low-level and

yet are very good at one activity. In order to balance the power of

the2/* cost skill, the Spell List Chance cost is8%*. This greater cost

means that there will be far fewer "Professional” characters with
spells than "No-Profession” characters.

NOTE: Itis very important that one remembers that the 2/* cost
skillfs) cannot be Primary, Combat, or Magical Skill(s).

The Professiona is a variant profession of the "No Profession”
profession.

Weapon Skills: 3/6, 36, 4, 5, 6, 7

Maneuvering in Armor: Magical Skills:
Soft Leather................. ¥ Spell LidS e 8
Rigid Legther............... 2/* RUNES......coeerereeee 4
(0107 1 I 3~ Staves & Wands ............. 4
Plate s Af* Channeling .......ccccueeuew: 4
Directed Spdlls ............... 4
Special Skills: General Skills:
AmMbUSH .o 36 Climbing.....cccccovveueee. 36
LiNnQUItiCS......ccccveueunee 2/* SWIMMING ...c.coeereeneens 2/6
Adrena Moves ............ 2/6 Riding.....cccocoverrininennee 2/6
Adrena Defense........... 15 Disarming Traps .......... 3/6
Martial ArtS ..coooeeereeeees 36 Picking Locks .............. 3/6
Body Development...... 2/6 Stak & Hide................ 2/6
Perception........ccccue.... 2/6

Other Skills: All skill cogtsother thanthe Professional skill(s)
are identical to the No Profession's development point cost.
Prime Requisites: The stats that are used for stat bonuses for
the Professiona skill are the Prime Requisites; if there are a
group of Professional skills, choose the 2 most common Stats.

Level Bonuses, If Level Bonusesare used, Professionalsuse
the No Profession Bonuses with the following exceptions

* Allocate a+3/lvl bonus to their Professiona skills

+ Reduce three of the normal No Profession +1 bonuses to O.
Thus, an "Acroba" professiona might have +3/Lvl for
Acrobatics, Contortions, Diving and Tumbling; perhapsaso
for Adrenal Moves. However, he would have to reduce his
Level Bonusin three areas from +1 to O.

Profession "Laws': The "Professional” & Crystal Mage

2.4 CRYSTAL MAGE

The Crystal Mageisahybrid spdll user of the Realms of Essence and
Channeling. His ability to manipulate the deep earth elementals and
mastery of diamonds makes the Crystal Mage well suited for volcanic
areas and deep underground adventures.

CRYSTAL MAGE BASE SPELL LISTS

Crystal Mastery Deep Earth Healing (Channeling Based)
Crystal Runestone Deep Earth Commune (Channeling Based)
Crystal Magic Earthblood's Ways (As the Arcane List)
Crystal Power Brilliance Magic (Essence Based)
Fiery Ways

The Crystal Mage will not under normal circumstances learn or master
al of Crysta Mage Base Spdll Lists. GMs should assign each Crystal
Mage hisown unique set of base lists.

Option 1: The Crystal Mage isthe most common version of those Mages
that rely on afocusto channel their powers. Depending upon the GMs
world scheme, they are also known as Ruby Enchanters, Diamond
Mages, Jewelled Sorcerers, Emerald Master, Sapphire Lord, etc. The
Crystal Mage should be limited to one type of focus (i.e., rock crystal,
quartz, sapphires, etc.) The GM should be warned that the more exotic
gems and stones can quickly unbaance his world's economic system.
It is recommended that if a diamond, ruby, sapphire, or emerad is
alowed to be the mage's focus, the focus either is so common as to be
amogt worthless or completely undesired so that it's not wanted by
anyone in the community but the Mage. The focus should aso be of a
specia color, specific sizeand perhapswithinaspecific purity rangein
order for it to be allowed as afocus.

Option 2: If the GM allows aCrystal Mage to use more than one type of

gem or stone as afocus, they should be ranked in order of importance.
Theleastimportant focus should bethe "work horse". Thisfocuswould
be used for day to day magical chores. Normally it would not be used
with any spell over 10th level. The next least important focus should be
usedwiththe spellsof 11thlevel to20thlevel. Themostimportant focus
should be for 25th, or higher, spdls. 1t would aso be used for holy
duties, very specid occasons, €c.

Weapon Skills: 9; 12; 15; 20; 20; 20

Maneuveringin Armor: Magical Skills:
Soft Leather........ccuue..e. 10 50 | I ITS (U il
Rigid Legther................ 12 RUNES......ccoereeeee 2/6
Chain ... 15 Staves & Wands........... 2/5
Plae ., 20 Channding ......cccoeeune. 8
Directed Spdlls ............ 3/8
Special Skills: General SKills:
AmMbUSH e 9 Climbing........ccoceeeceennee 5
LinguisticS......cccceeueneee 2/* SWIMMING .o 3
Adrena Moves ............... 5 RidiNg.....ccccovennireieennas 4
Adrenal Defense............ 20 Disarming Traps.............. 6
Martial ArtS ....cooeeeerreeenn: 9 Picking Locks ........ccocuu.. 4
Body Developmernt......... 8 Stak & Hide......cconeeenee. 5
Perception.........ccccvcvurenee 2

Other Skills: seetheMaster Development Point Cost Table in
Rolemaster Companion 1.
Prime Requisites: EM/IN.



Profession "Laws': Magus

25 MAGUS (Cabbalist)

The Magus is a spell user who studies and utilizes magical words,
names, and runes (i.e. individual letters or symbols). Thusthe Magusis
aso referred to as aRune Master, Cabbalist, or Power Word Mage. The
foundation of this art is the fact that a name or word often contains
something of the Essence of the thing or person it represents. Someone
who knows the Truename of abeing may exercise grest control or even
domination over the unfortunate being (assuming the controller knows
how). Evenindividual letters, or runes, arecanbetied tothegeneral forces
of nature, fate, and emotion (e.g., harvest, grief, ice, doom, etc.) or can be
infused with significant magica power of their own (i.e., spells).

So, theMagusisaspeciaist in crafting spells, power words, and items
which utilize the magic of the written and engraved word. Additionally,
and obviously, the Magus also becomes a master of languages. human,
cryptic, and magical.

As a spdl user, the Magus is somewhat unusual. Because he is s
interestedintheal chemy of permanently enruneditems(whicharegreater
but more costly than the temporary runes of the Bladerunes Arcane spell
list), he is much more effective in the use of a limited number of weapons
than other mages, whilesacrificing proficiency indirected spells, channel -
ing, and someother magical crafts. Intermsof combat, theMagusismuch
more dangerous if he is prepared ahead to receive his enemies than if he
must act quickly.

There are severd different types of Magi based upon their realms of
power. The most common are hybrid spell users of the realms of Essence
and Channeling. However, some Magi are pure spdll users of Essence or
pure spdl users of Channeling.

NOTE: Because of the difficulty of playing a Magus and the
potential power inherent in this profession, GMs and players
should carefully confer before starting a character with thisprofes-
sion.

MAGUS BASE SPELL LISTS

Runes & Symbols Linguistics
Signs of Power Command Words
Power Words Spirit Runes

NOTE: See Sections4.1for a description ofthe Great Commands
referred to on the Command Words spell list. See Section 4.2for a
description ofthe Spirit Runes referred to on the Spirit Runes list.
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Weapon Skills: 4/10; 8; 8; 8; 15, 15

Maneuveringin Armor:
Soft Leather ........... 7 (41%)

Chain......ccccoeveeene. 8(6/*)
Plae.....cccooeenene 10(7/*)
Special Skills:

Ambush ...,
Linguistics.

Adrenal Moves............. 6

Adrena Defense.......... 20
Martial Arts
Body Development...... 6

Magical Skills:

Spel LigS.vrveereenee 1»
RUNES......cciene 12
Staves & Wands 1/4(2/5)
Channdling.............. 13(5)
Directed Spdlls ............ 3/8
General SKills:

Climbing......cccoeeeverererenen. 7
SWIMMING ..o 3
RIidiNg....ccccovverereneinenen. 3
Disarming Traps.............. 8
Picking LOCKS .......cooeeunees 8
Stak & Hide.......ccou.... 6
Perception........ccceeeuneen. 3

Note: Parenthetical values arefor Pure Channeling Magi. All
other values arefor Pure Essence or Hybrid Essence/Channeling

Magi.
Other Skills; AsaBard

Prime Requisites: EM/IN (Hybrid), EM/RE (Pure Essence),

IN/RE (Pure Channeling).

Level Bonusess:

Academic SKills .......... +2
Directed Spdlls ............. +1
Magical Skills ............. +3
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2.4 DREAM LORD

The Dream Lord hybrid spell user who specializes in the manipul ation
of dreams, dream worlds, dream states, and other mind bending Realms.
Dream Lords are often mistaken for I/lusionists or Shamans. Many Dream
Lordsareloners (who wantsto hang around someone who segps most of
thetime).

Option 1: The Dream Lord is avariant profession of llusionist, but
combines the Realms of Essence and Mentalism.

Option 2: The Dream Lord is avariant profession of Shaman, but
combines the Realms of Channeling and Mentalism.

DREAM LORD BASE SPELL LISTS

Dream Guard—The spdlls on this list serve the Dream Lord in
protecting his dream worlds from unwanted tampering, observation,
or intrusion.

Dream Law—The spdls on thislist give a Dream Lord his base power
inthe "red" world. They alow him to use dreamsto divinethe
future/past, to cause nightmares, to cause deep, or to cdl forth a
dream warrior for attack or protection.

Dream Lore—The spdlls on this list allow a Dream Lord to access the
"dream plan€’.

Dream State—The spells on thislist give aDream Lord the ability to
summon non-intelligent and intelligent helpers. They also provide
the ability to produce dream state items for protection, basic needs,
and comfort.

Illusionist variant: Normally two additional base spell lists may be
chosen from the Illusionist Base Spell Lists or from the Mentalist
Base Spdll Lidts.

Shaman variant: Normally two additiona base spell lists may be
chosen from the Shaman Base Spdll List or the Mentalist Base Spell
List.

ILLUSIONIST VARIANT
Weapon Skills: 9, 20, 20, 20, 20, 20

Maneuveringin Armor: Magical Skills:
Soft Leather.....cocovvenene. 9 Spell ListS....ocviereeeenee 1~
Rigid Legther.................. 9 RUNES.......ceererererninennns 2/5
Chain......cccccoveveeererenne. 10 Staves & Wands........... 2/4
Plae.....venenenee u Channeling ......c.ccoueeeen. 8
Directed Spdlls ............ 37
Special Skills: General SKills:
AmBUSh ... 6 Climbing......cccccvvererenene 8
LinQuistics.......cveeneee. 2/* SWIMMING .o 3
Adrenal Moves ............ 36 RidiNg.....ccooeerreierereeens 4
Adrend Defense ........... 20 Disarming Traps ............. 8
Martial ArtS ...ooveeeeeeenens 9 Picking Locks ................. 8
Body Development......... 8 Stak & Hide.................. 5
Perception..........cccceerueee 3

Other Skills: Refer to Development Point Costs given below
forthose skillsuniqueto the Dream Lord Profession. All other
kil cogts areidentical to the Illusionist's devel opment point
cod.

PrimeRequisites. EM/PR

Profession "Laws': Dream Lord

SHAMANVARIANT
Weapon Skills: 6,7,9,9,9, 20
Maneuvering in Armor: Magical Skills:
Soft Leather................ 2/ Spell LigtS..ovreererenee. 1#
Rigid Legther............... 4f* RUNES......ccceiee, 2/5
Chain ..o 10 Staves & Wands........... 2/4
Plate....coeeeeereerene 11 Channeling ......ccccoeeue.. 2/4
Directed Spélls ............ 37
Special SKills: General Skills:
Ambush.........cccceevene. 6 Climbing......cccceevevvvenennn. 6
Linguistics........cccn.... 2/* SWIMMING ..cceeeeerveeennnes 3
Adrena Moves........... 36 RidiNg ..o, 4
Adrenal Defense......... 20 Disarming Traps ............. 8
Martial ArtS ....cooveveeen. 6 Picking LOCKS .......cooeeenee. 8
Body Development..... 4 Stak & Hide................... 4
Perception.........cccoveeneee. 3

Other Skills: Refer to Development Point Costs given below
for those skillsuniqueto the Dream Lord Profession. All other
skill cods are identica to the Shaman's development point
cost.

Prime Requisites: IN/PR

OTHER SKILL COSTS

Academic Skills: Animal Skills:

\V/F=To] o] o To [ 3/6 Animal Handling ............ 4

Planetology.........cccc.... 214 Beast Master ......ooveeeenas 4

Xeno-Lores.......ccee.. 2/6 Herding......ccccoeovvvevennne. 4

Perception Skills: Linguistic Skills:

Detecting Traps .......... 37 Lip Reading ......c.ccc..... 3/6

LiePerception ............ 2/5 MIimiCry ...coonennens 2/4

Poison Perception....... 4 Propaganda.................. 3

Sense Ambush/Assassin 4 TdeTdls....ccoorrenee. 36

Surveillance................ 3 Trading......cccovevveenee. 3/6

Tracking ..coeceeeeneeenn. 4

Social Skills: Subterfuge Skills:

Diplomacy .....ccoeenvenn. 39 ACtiNg....ccoverirereenene 36

Leadership.......ccccc...... 37 Disguise.....ccovveenerenene 37

Seduction..........cccene. 3/6 MIMEry ..o 35
Pick Pockets ................ 37

Deadly Skills:

THCKEY ..o 35

Silent Kill e 4

Use/Remove Poison ... 4

Level Bonuses

Academic Skills ........... +1 Base Spdl Cadting ....... +1

Concentration Skills .....+2 Directed Spéls............. +1

General Skills............... +2 Magica Kills ............ +2

Medica Skills............ +1



Arms "Laws": Initiative & Surprise & Self-reloading Weapons

3.0 OPTIONAL ARMS "LAWS"
3.1 SIMPLIFIED INITIATIVE

Asan dternativeto the present initiative system, aGM can incorporate
the following rules into his campaign:

1. Every PC and NPC should calculate his initiative bonus (IB). Thisis
done by dividing the combatant's Quickness Bonus by five, and
rounding to the nearest whole number. This can be a positive or
negative number.

2. When combat occurs, each round each combatant involved must roll
1D10 and add their IB. The total is the combatant's Initiative roll
(IR). If the IR is less than one, then treat it as one. If the IR is
greater than ten, then make it ten.

3. After the IRs have been determined, the GM begins the combat
round with the combatants who have the highest rolls. Characters
who have the same initiative roll act a the same time.

4. Spell Casting, Missile fire, Maneuvers, and Melee attacks occur
when one's IR is reached.

5. Any spells that take multiple rounds to cast will go off on the
appropriate round as indicated by the IR rolled for the round during
which the spell preparation started.

6. Any combatant is allowed to delay his action and act after his IR
would normally alow him to act; he may chose to act when ever
the GM calls for actions from combatants with an IR less than his.
For example, character who has an IR of 8 may choose to hold an
attack in order to wait to see what someone else is doing; later
attacking asif hisIRwere 7, 6, 5,4, 3, 2, or L

7. Spell cagters who take physical damage during the current round,
before they are allowed to act, may not cast spells.

Option: To speed up combat, the GM may decide to lump together a
group of NPCs into one IR rall if every NPC has the same initiative
bonus.

EXAMPLE: Marcus, a powerful Magician, and Nirrad, a mean
Barbarian, encounter agroup of four Orcswhile exploring a cave.
The GM has each combatant roll initiative. Marcus has a +20
Quickness bonus, which gives him an initiative bonus of +4.
Neither Nirrad nor the Orcs have quickness bonuses, and therefore
they don't have an IB. Marcus rolls an 8 which is modified to a 12
because of his initiative bonus. Because 10 is the highest number
allowed, Marcus has a modified initiative roll of 10. Nirrad rolls a
threefor initiative, and the Orcs get: 9,7,3,1. Marcus actsfirst this
round, and decidesto cast aspell. The spell will take himone round
to cast, and therefore it will have effect with an IR of 1O during the
next round. The Orcswho rolleda 9and 7act next. They both throw
daggersat Marcus, hoping to cancel his spell. Nirrad and one Orc
act on phase 3, and both attack one another with swords. Finally
the last Orc who rolled a one acts, and takes ajab at Nirrad with
his spear.
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3.2 SURPRISE

One major areathat the standard Rolemaster rules neglect is surprise.
Surprise can occur in amost any situation, from an ambush to a situation
where two groups stumble blindly upon one another. It is therefore
important that the GM has a method of determining if one side surprises
the other.

When using these guidelinesto determine surprise, theGM should have
the character with the highest Perception skill (beit hearing, sight or smell)
from each side roll 1D100 (open ended) and add their Perception skill. If
there is adifference of 30 or more, then the side with the advantage gets
one entire round to act without the other side being able to react. Seethe
chart below for the various modifiers.

NOTE: For a character to apply his Perception bonus he must be
unstunned and conscious.

Option 1: The GM may decide that one side cannot be surprised
because they are aware of the other. In this case, if the other side
wins the surprise roll, treat the result as if neither side has surprise.

Option 2: The GM can require each member of each group to make a
Perception roll and average each group's rolls. If a group member's
roll is 30 |ess than the opposing group's average, that group
member is surprised and may not take any action on the first round
of combat.

SURPRISE CHART

Modifier

Situation

Ambush is s...............
Aware of opponent
Everyoneis quiet .
Someone iS in metal armOr ......ocveeennecenseeensnesnes 10
Someone is talking loudly ...
EVeryone adeeD.....onneneninsineineineiseisesnseenens

Note: All modifiers are cumulative.

3.3 SELF-RELOADING WEAPONS

A self-reloading weapon reloads itself and is ready for another shot
amost immediately after being fired. Most guns fall into this category:
revolvers, automaticrifles, multiple-shot shotguns, automeati c pistols, etc.
In Space Master, self-reloading weapons may usually fire twice per
round.

The standard Rolemaster combat system assumesthat missileweapons
are not self-reloading and thus have only one Missile Phase per round. If
aGM introduces self-rel oading weapons into his game, he may want to
modify the standard Battle Round Sequence and insert a second Missile
Phase and a second Missile Result Phase after the Movement/Maneuver
Phase.

If a GM has Space Master available, he may use the Battle Round
Sequence rules in Player Book Section 13.1; otherwise, he can use the
following guidelines.

If a character fires a self-reloading weapon in the First Missile Phase,
he may later in the same round:
* Melee with a-50 Mod to OB; or
» Move/Maneuver a 50% of normal; or
* Fire normally in the Second Missile Phase.
A character may not fire in the Second Missile Phase if during the
round he has:
» Used aweapon that is not self-reloading; or
* Cast a spell; or
» Moved/maneuvered more than 50% of normal; or
* Fired in the First Missile Phase and moved/maneuvered; or
* Been incapacitated and/or failed an orientation or maneuver roll.



18 Arms "Laws": Weapons & Mounted Combat
3.4 NEW WEAPONS TABLE
Weapon
Name Type WT LGN F Range Mod. (distance) Table Used  20-17 16-13 129 8-5 4-1 Special
Cazingal TH 2.5 2 3 -0(25) -10(50") -20(50") -30(100") Handaxe -10 -10 -5 -5 -5 Dwarven.
Bulbova 2H 4.5 3 6 -510) -25(25") -50(50") @— Battle Axe -10 -5 0 +5 +5 Dwarven.
1HE -15 -10 -5 0 0
Katari 1HE/TH 1 1.5 4 -10(25) -25(40) -50(100) — Dagger -10 +5 +5 +10 +10 Used by Easterners and
Desert Folk.
Jambiva IHE/TH 1.7 1 3 -15(10) -25(25") -50(50) — Dagger +5 +5 +5 0 0 Used by Desert Folk.
Naginate PA 5 7 6 — — — — Polearm -5 0 +5 +10 +10 Used by Easterners.
Runk PA 6 7 7 — — — — Polearm +10 +10  +5 45 0 Used by Desert Folk.
Dalwal 2H 4 55 17 — — — — 2H Sword 0 0 +5 +10 +15  Used by Desert Folk.
Goodar IHE 3 3 4 — — — — Falchion +5 +5 0 0 -5 Used by Desert Folk.
Killaj IHE 55 35 6 — — — — Scimitar +10 +5 0 0 +5  Used by Desert Folk.
Sultari IHE 35 5 5 — —_ —_ — Broadsword -5 -5 0 +5 45  Used by Desert Folk.
Slan Mahrr 1HE/TH 2.5 35 5 -15(20) -30(30) -50(50) — Broadsword -10 0 +5 +10 420 Weapon of Honor.
Slan Orr IHE 25 15 2 — — — — Shortsword -20 -15 0 +15 +30 Weapon of Honor,
Slash Criticals only.
Slan Shyrr 1HE/TH 25 25 6 -15(10) -30(20") -50(30% — Rapier 0 +5 +5 +10 +20 Weapon of Honor.
Correlledge 1HE 4 4 5 — — — — Broadsword +10 +5 0 +5 +10  Elvish Longsword.
Dragonblade 1HE 4 35 4 — — — — Broadsword +5 0 0 +5 +5  Used by Easterners.
Zharenzak 2H 10 4 5 — — — — Battle Axe +5 +10  +5 0 0 Dwarven. An “E” critical
Destroys part of any armor/shield struck for a +15 next strike.
Klhaizail YHC 6 3 5 -10(10") -20(20") -40(30") -80(40") War Hammer 0 +10 +5 +5 +5 Dwarven. If desired, can
be used to cause an unbalancing critical in addition to the regular critical (equal severity).
However, this drops the users initiative next round by 75 points.
Khazorzim 1HC 7 3 10 — — — — Moring Star  -10 +10 -5 0 +5  Dwarven. Give double
criticals (roll each critical twice). Also called Twin Star.

3.5 MOUNTED COMBAT

Some of the rules for mounted combat in Rolemaster are vague and | eft
uptotheindividual GM. Therul esstatethat amountedrider receivesa+20
bonus for the charge, but never specify as to what is considered acharge.
The rules do not specify how much ahorse can accelerate or deceleratein
around and as to what kind of attack a horse can make while it has arider
on its back. The mogt detail on these issues is found in Creatures and
Treasures in the section on Riding and Draft Animals which sets stan-
dards for the mount's combat abilities.

In order to clarify the process of mounted combat, let us study the
following situation:

EXAMPLE: A mounted human is on a lesser warhorse, in full
plate armor, and has a lance. There is a single Orc with a spear
standing next to a large boulder. There is 500 feet of distance
between them and neither are moving.

Theman will charge the Orc, but what happens ifthe Orc moves
to where the boulder isbehind himso that the rider will not be able
to stop before he hitsit? What happens if the Orc sets his spear for
the charge and attacks the horse? How much distance doesa rider
need to accelerate and deceleratefor the combat? Howfast must
the hor se be moving to get the charge bonus? Does the horse get to
attack? To answer these questions let's set up some guidelines.

ACCELERATION & DECELERATION
Acceleration: 2 "pace categories' around
Deceleration: 3 "pace categories' around

Firg let's look at acceleration/deceleration. C& T tates that a lesser
warhorse can walk at arate of 90 feet per round. Its maximum pace is a
dash. This means it can run at 450 feet per round or about 30 mph. The
questionishow long will it take to make that horse go from adeed stop to
afull run? A horse can probably build up to its full speed in three rounds
or thirty seconds. Using thisas abase, let's say that ahorse can accelerate
2"pace categories’ around. Thismeansthat from adead stop, ahorsecan
goto afast walk/jog thefirst round, a sprint/fast run the second round, and
afull gpeed dash on the third round. A horse can sow down a little faster
than it can accderate, so alow ahorse to dow down 3 pace categories at
atime, coming to adead stop from afull run in two rounds.

THE CHARGE BONUS
Thrusting Weapons: +1 bonus for each 10 ft/round of speed
Other Weapons +1 bonus for each 20 ft/round of speed

The next question should be where in this course of acceleration does
the +20 chargebonuskick in? A charge uses the horsesmomentumto add
power to the attack, so even alittle momentum will ad the attack. As a
chargebonus, givea+1 bonusfor each 10 feet per round of speed the horse
ismoving. This alows alesser warhorse to have abonus from 1 to 45.

PROBLEMS: Thisonly takesinto account velocity, not mass. This
means thefaster the charge, the more devastating the attack.

* On the other side of this, a spear set against a charge should have the
same bonus against the charger. The spear should most likely attack
the horse instead of the rider.

* A horse unable to stop before hitting something (the horse will
probably attempt to avoid this) should be attacked with afall/crush
attack using the charge bonus as if it were feet fallen as an attack
modifier.

* In order to charge, the rider must be using a weapon adapted for
thrusting to get the charge bonus. These are weapons such as lance,
spear, sabre, and rapier. These arejust afew but the weapon must
have a sharp point for thrusting. Other weapons should be given a
bonus but not as great of abonus as these weapons. After al, getting
hit with amace wielded by aman on a horse running 30 mph is going
to hurt noe than a man on foot winging his mace a you, but this
attack is not as devastating as the lance attack. A non-thrusting
weapon bonus for the charge should be hdf of the bonus of a
thrusting weapons attack bonus, or a +1 for every 20 feet per round of
speed the horse is moving.

* The horse should be allowed to attack with its trample attack, with
the charge bonus being added to its attack bonus. All other horse
attacks should follow the rules in Creatures and Treasures.
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THE CHARGE RIDING MANEUVER

In order to make a charge, a rider must make a riding maneuver to
determine his total OB. A rider's OB should be figured with the speed
bonus added to the OB, then a roll should be made on the moving
maneuver chart to get thefinal attack bonus. An example of this would be
arider with a +55 OB with lance. Charging a medium warhorse at full
speed for an additiona +45 OB, he would have a+100 OB. If hisriding
skill check resultedina50% action, then hisOB would beonly a+50. This
rider obviously had trouble of some kind in the charge. If therider had a
riding skill check of 120%, then his bonus would be +120. This rider is

having a good day!

THE DIFFICULTY OF THE CHARGE

How hard of amaneuver ischarging thehorse? Warhorsesaready have
an easier time than most horses because of the riding bonus for the horse.
This means that the difficulty should be based on how hard it isto get a
horse to charge. To simply charge ahorse against a single person should
be an easy maneuver. Thiscould be made more difficult by other factors.
Chargingahorseinto afireor against anatural enemy such asalion should
make for harder maneuvers.

CONCLUSION
Hopefully, these guidelines have answered many questions about
mounted combat. The mounted soldier isan important part of any fantasy
campaign and there will be many situations that call for judgement calls
on the part of the campaign's master. These rules as al rules should be
used only as the campaign's designer sessfit.
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3.6 A SUPER-FAST COMBAT SYSTEM

The standard Rolemaster combat system is designed for role playing
situations with a small to medium sized group. With large groups combat
can dow play, and "dungeon” adventures can seem to take forever. This
section presents a" Super-fast System” that is based on a hit dice system
and more infrequent criticals. For fast play, this system does require
different "sized" dice (i.e,, D4, D6, D8, D10, D12, and D20).

NOTE: This system only approximates normal RM combat; so,
before using it in his game, a GM should examine it very carefully
and play afew rounds of combat.

EXPLANATORY NOTES

Thevaluesfor thissystemwerederived fromthe combat chartsin Arms
Law, ClawLaw, and Spell Law. Sncethereareno lessthan 1000 numbers
in the table cross-indexing armor with weapon types, it islikely that there
areinconsistencies. If a val ue appearswhich ssemsway out of line, either
consult the Rolemaster charts directly, or the charts presented in RMCI
(pages 67 and 69).

Yes, all those numbers in the hit dice column designate the hit dice to
be rolled on a successful hit, with each number corresponding to one hit
die of the type indicated. Therefore, thefirst line, "broadsword,” indi-
catestherolling of five twel ve-sided dice on a successful hit, and afalchion
isfour twelve-siders and two ten-siders.

Explanatory Note: Most ofthe members of our gaming crew are long
term FRP addicts who have zllions of polyhedrons left over from "other
FRP systems." If your crew isnot like ours, go ahead, help that nice game-
store owner buy his next car!

Although the points generated by the hit dice look extreme atfirst,
please: (1) remember that several dice statistically tend toward median
rather than polar values; (2) this system will most often kill on hit points
rather than on criticals (contrary to the tendency of the normal RM
structure); and (3) theweapon! armor modswer e based on the value of the
first Critical value on the Rolemaster charts, not thefirst hit (i.e., it was
supposed to be dangerous at that level). So, go aheadandgiveitatry! This
really has been extensively play-tested! You may very much enjoy the
increased tempo of combat, and getting to roll all those dicel

Why the Space Master "Power Sword" ? ? ? Well, we used it for things
like giants clubs, huge bows (like ballistag), dragon breath (from big
dragons), kicks from demi-gods, fall-crush attacks involving skyscrapers,
you know...
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RESOLVING A SUPER-FAST COMBAT ATTACK
Itdicized Factors may be found on the Super-Fast Attack Chart.

The Attack Rall:
1. Make a I-100 open-ended high roll:

a If theresult is in the Fumble Range for the attacker's weapon, the

attack fails and this process stops immediately.

b. If the original 1-100 roll was high enough the attacker rollsa
Critical Success (see below); and the rest of this attack proce-
dure proceeds normally.

2. Add the attacker's OB (offensive bonus).
3. Add attacker's weapon modifier for the target's armor type.
4. Subtract the target's DB (defensive bonus).

5. Thistotal isthe attack's "attack roll" and determines the success/
failure of the attack.

The Hit-Dice Result:
1 If thefinal valueis 75 or higher the attacker rolls and totals the Hit-
Dice for his weapon.

2. The target's Armor Type (I-20) is subtracted from the Hit-Dice total

to give the "Hits Delivered".
3. If thefinal valueis 125 or higher the "Hits Delivered” is increased
&s indicated by the Super-fast Hits Multiplier Chart.

4. The target takes concussion hits equa to this"Hits Delivered” total.
CRITICAL SUCCESSES

Critical Successes are handled very differently from norma Rolemas-

ter Critical Strikes, emphasizing speed in play:

1 Mogt atacks will not generate criticals at al in the normal Rolemas-

ter sense. Instead, avery effective attack delivers more concussion
hits. Effectively, this changes RM from a death-by-crit system to a
death by concussion hit system.

2. All combatants still have an opportunity for an extremely effective
attack if their percentile roll is high enough. The chance for a
critical successis equal to the combatant's OB/10 (round down).
This chance is figured on the "high end" of the die roll. For
example, if afighter has an OB of 123, his chance for a critical

success is 12%, and he would be successful on any 1-100 attack roll

which came up higher than 83 (88+). This chance can be increased

by a successful ambush.

A. The chance for acritical success against alarge creatureis half
normal. In our example, only 6% (94+).

B. Critical success againgt a super large cresture is one-quarter
normal. In our example, only 3% (97+).

C. The actud crit roll is made on the new Super-fast Critical Chart.

The critical die roll is modified by the critical success number
(OB/10) and by ambush. In our example, the crit roll would be
increased by 12 against anormal creature, 6 for alarge, or 3 for
a super-large.

D. Generdly, the exact details concerning the damage done to a
target are figured after combat, and only then for PCs or other

important beings to determine the appropriate healing measures,

unless healing will be attempted during combat.

E. A character may influence his critical towards a particular body
area(aim) by 1 point after the GM determines the body area
struck by the attacker.

ADDITIONAL NOTES
For Martial Artsand Claw Law type attacks limited by rank and
size, when subtracting dice, always begin with the largest types.
A. For Rank Ill / Large attacks roll 1 lesshit die.
B. For Rank 11 / Medium attacks roll 2 less hit dice.
C. For Rank | / Small attacks roll 3 less hit dice.

Spells Which Only Generate Elemental Criticals: such as Vacuums,

Sun Clouds, and Death Clouds can be rolled on the normal tables.

Arms "Laws": Super-fast Combat System

Creatureswith special critical classes (see C&T) should be treated in

the following manner:

Type | Creatures: increase basic hit capacity by 1/3.
Type Il Creatures: increase basic hit capacity by 2/3.
Large Creatures: double basic hit capacity.

Super Large: triple badic hit capacity.

SUPER-FAST HITSMULTIPLIER CHART

01-74 Attack does no damage.
75-124 Attack does normal damage.
125-174 Hitdicevalueis x2.
175224 Hit dice valueis x3.
225-274 Hit dice value is x4.
275-324 Hit dice valueis x5.
325-374 Hit dicevaueis x6.
etc. €tc.

SUPER-FAST CRITICAL SUCCESS CHART

01-44 Stagger — target is inactive for one round. This affects even
those creatures not affected by stuns. A staggered cresture is
reduced to 25% activity for the round it is staggered or it may
parry at 50%.

45-74 Injury — target suffers the following effects:
1 1 round of stagger (Smple inactivity)
2. 1-6 rounds of stun (if applicable).
3. (10-60%) reduced ability.

7594 Severe Injury — target suffers the following effects:

1. 1 round of stagger (Simple inactivity)
2. (2-5)* x 2 rounds of stun (if applicable).
3. (20-50%)* x 2 reduced ability.

95-98 Mortal Injury/Prolonged Death — soul-departure count-
down begins after 2-12 rounds. In addition, make aroll for
rounds of stun and percentage of activity reduction in the same
way as for a Severe Injury.

99-00 Mortal Injury/Instant Death — soul-departure count-down
begins next round.

* Use averaging dice to determine these values; i.e, roll D6: 1
resultsin 2, 2 resultsin 3, 3resultsin 3, 4 resultsin4, 5
resultsin 4, and 6 resultsin 5.

SPECIFIC DAMAGE DETERMINATION CHART

1D20  Body
Ral  Area Damage Type
1-3 Head 1. Bone (Cartilage 25%)
4 Neck 2. Muscle (Tendon 25%)
58 Upper Torso 3. Organ (Heart*)
911 Bely 4. Nerve (CNS**)
12 Groin 5. Blood (multiple vessels 25%)
1314 RAm 6. Multiple (1D4 rolls)
1516 L Amm
17-18 RlLeg * 50% of upper torso.
1920 LlLeg ** Refers to Centra Nervous
System. 80% of body aress 1-8.
Effectsof Critical Successes Bleeding

Instant Death: region Body Part destroyed. ....... 20-50 per rnd.
Prolonged Death: region Shattered/Severed/etc. 11-20 per rnd.
Severe Injury: mMaor damage.........ueneneereereenns 5-10 per rnd.
INjury: MINOr damMage........vevveermerrrmereresssseenens [-4 per rnd.
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SUPER-FAST ATTACK CHART

WEAPON MODIFER BASED ON ARMOR TYPE

Attack/ Armor Types Fumble
Weapon 12 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 Range Hit-Dice
1-Handed Edged Weapons:
Dagger 5 % 0 520 5 10 5/ 5 -5 -10 -15/-10 -20 -25 -30| -20 -30 40 45| 11 3D12
Falchion 5 25 10 5/29 25 20 15 29 19 14 9,14 4 01 6|4 -6 -16 -21| 15 4D12& 2D10
Handaxe 0 20 5 02 20 5 10028 8 13 815 5 0 5|5 -15-15-20| |4 4D10& 2D8
Main Gauche 7 17 2 32 17 12 7|10 -5 -10| -5 -15 -20 -25|-15 -25 -35 -40| 12 1D20& 2D10
Rapier 25 36 20 15034 29 24 19|21 11 0110 0 -5 -10/ -5 -15 -25 -30| I-4 1D20& 2D12
Scimitar 0 20 5 0/25 20 5 10020 0 5 0|5 5 -10 -15 O -10 -20 -25| 14 5D12
Broadsword 5 25 10 5/30 25 20 K 225 15 10 510 0 -5 -100 0 -10 -20 -25| 13 5D12
Short Sword 20 30 15 1003 5 20 520 00 5 0|0 -10 -15 -20/-10 -20 -30 -3B| 12 2D20& D12
1-Handed Concussion Wesapons:
Bare Fist -10 0 -15 -20| -5 -10 -15 -20 -10 -20 -25 -30|-25 -35 -40 -45|-35 -45 -50 -50| 11 1520
Club 0O 0 5 -1001 10 5 0/ 5 0 5|0 -10-15-20] -5 -15-5 -30| I-4 1D12 & 4D8
Mace 0 20 5 0|25 20 5 1002 15 10 5|1 5 0 5|5 -5 -15 -20| 12 5D8 & 1D6
Morning Star 5 25 10 5/30 2% 20 1530 20 15 10(20 0 5 0|10 0 -10 -15| 18 5D12 & 1D10
Warhammer 0 20 5 030 25 20 5|25 0 5 20,10 0 5 0|10 O -10 -15| I-4 2D10& 4D8
Whip 6 16 0L 4/ 20 15 10 5/15 0 5 -10/-15-25 -30 -35|-25 -35 -45 -50| 16 2D12& 2D10
Missile Weapons:
Bola 5 % 0 520 5 10 5/ 5 0 5|0 -10 -15 -20|-16 -26 -36 -41| 1.7 5D8
Comp. Bow 6 18 5 0|28 28 25 20/20 15 10 5|20 0 5 0| 5 -5 -15-20] 14 3D10& 3D8
Hvy X-Bow 1323 10 5/33 3 30 |25 20 15 10,25 15 10 5/10 0 -10 -15| 15 3D12& 3D10
Lt X-Bow 8 8 5 0|25 25 20 15/20 15 10 5({183 5 0 -5/ 0 -10-20 -25| 15 2D10& 4D8
Long Bow 0 20 7 7|28 28 28 23/ 20 18 13 8 |23 13 8 3|8 -2 -12 -17| 15 4D10& 2D8
Short Bow 3 3 0 523 23 20 |13 5 O 510 0 -5-10 0 -10-2 -25| I-4 3D10& 2D8
Sling 3 83 -2 7% 105 O0/19 10 5 05 5 -10-15 0 -10 -20 -25| 16 5D8 & 1D6
Two-Handed Weapons:
Battleaxe 13 23 10 10/30 30 26 21|27 23 18 13|23 13 8 3|13 3 -7 -12| 15 6D12& 2D10
Flail 19 29 17 13/34 3 28 23/ 3B 26 21 16,23 13 8 3|13 3 -7 -12| 18 4D12& 4D10
War Mattock 13 23 10 10/ 28 28 28 23|25 22 17 15|25 15 10 5|18 8 -2 -7| 16 2D12& 6D10
Quarterstaff 0O 0o 5 -10 18 3 8 3,13 3 -2 -7|-2 -12 -17 -22|-15 -25 -35 40| 13 1D20& 4D12
2Handedsword 18 28 15 15/33 3 30 25,28 25 20 15|20 0 5 0|10 O -10 -15| 15 8D12
Pole Arms:
Javelin 9 -9 5 0|24 20 5 10,19 © 5 0|3 -7 -12 -17|-10 -20 -30 -35| 1-4 1D12& 4D10
Lance 13 23 10 10|28 28 28 28|23 20 15 18|20 18 15 10|18 10 O -5| 17 2D20 & 5D12
Polearm 2 22 10 5|27 25 20 15}22 15 10 5|10 0 -5 -1000 -10 -20 -25| 17 8D10
Spear 1 21 6 01|24 19 14 9|22 15 10 5|13 3 -2 -7|-4 -14 24 -29| 15 1D20& 4D10
Animal / Natural Attacks:
Beak Pinch P 3B 21 1227 21 B 1218 9 3 0|18 6 3 3|1 6 0 3|12 6D10
Bite 45 39 24 15|33 30 24 27121 18 9 6|18 15 12 1215 12 6 3 12 5D12 & 3D10
Claw-Taon 48 45 27 1533 27 21 18|24 15 6 0|21 12 3 3|18 9 6 -3 | 12 6D8
Fall-Crush 66 63 57 51|63 60 57 54|48 42 33 24 |51 45 42 3P| 3P 3B 27 18| 12 5D20
Gr-Grasp-Swad -3 18 6 12| 3 15 27 30|18 21 27 33|21 24 33 36|24 27 33 3P| 12 6D6
Hom-Tusk 45 39 27 21136 30 21 18|27 18 15 921 5 6 6|12 12 9 0| 12 5D12& 1D10
Ram-But-Bash 6 15 9 12| 9 12 18 24|15 18 24 27 |18 21 27 30|24 27 0 BV | 12 2D8 & 4D6
Stinger 45 42 33 21|27 21 15 12121 5 12 0 |21 12 3 3|18 9 3 -3 | 12 6D4
Tiny Animal 54 51 33 21|36 30 24 21|27 18 9 3 |24 B 6 6|21 12 9 0 | 12 3D6 & 3D4
TrampleStomp 60 60 45 39|51 42 39 36(3H 27 18 12 |30 30 21 18|30 21 18 9 | 12 2D20 & 4D10
Spell Attacks:
Cold Ball 8 79 71 67|71 63 59 59|71 67 59 51 |71 67/ 59 S5 |71 67 59 51 | I-4 4D8 & 2D6
Fire Ball 8 8 79 758 79 75 718 79 71 67 |79 75 67/ 63|79 75 67 59 | |-4 4D10& 2D8
Fire Bolt 54 59 49 44|49 34 24 20|44 34 24 14 |49 39 24 29|54 44 29 19 | 1-20 6D10& 2D8
Ice Bolt A 44 34 2934 39 0 44|34 29 29 A |24 29 9 39|29 A 4 49 | 1-20 6D12
Lighten. Bolt 44 59 39 34|39 4 49 49|34 20 29 34 |44 49 49 H4 |4 49 4 59 | |-20 8D10
Shock Bolt 29 #A 19 9|19 14 9 9,14 9 4 4 |19 24 0 A |24 29 A 30| 1-20 2D6 & 4D4
Water Bolt 24 34 24 9|14 19 19 24114 9 9 14,9 14 19 19/9 14 14 19| 120 2D10 & 4D8
Misc. Attacks:
MA-Strikes 45 42 36 30|42 51 36 33|27 21 12 3 |30 24 21 1818 12 6 -3 | 12 6D8
MA-Sw& Thr 0 9 3 6|18 21 27 33|21 24 30 3B |27 30 b6 9|3FH 39 42 4 | 12 6D4
Powersword 8l 54 45|81 81 69 63|54 33 27 24 |42 0 27 21|27 21 18 15| I-10 6D20& 2D12
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4.0 OPTIONAL SPELL "LAWS"

4.1 GREAT COMMANDS

The Great Commands are the legendary spells of the Magi (Cabbal-
ists); these spdlls are included on the Magus Base list, Command Words.
When a Magus learns the Command Words list to alevel which permits
the acquisition of a Great Command, the GM will permit him to gain one
Great Command of the appropriate type. The specific spell acquired may
be one selected by the GM based on hisworld and local culture, or the GM
may permit the player to select one.

Option: A Magus may acquire additional Great Commands of the
appropriate type by spending 1 "primary" development point (per spell
gained) or 3 "secondary" development points (per spell gained).

NOTE: The availability of the spells, the requisitesfor obtaining

them, etc. are all left to the discretion of the GM. Not all Great

Commands need be available at all. And, of course, if the GM
desires to alter the effects of the ones presented, or would like to
design entirely new ones, he is encouraged to do so.

NOTE: Each command hasthe Range, theDuration, and a RR
modification in parentheses after the command name, "c" stands
for concentration and "Iv" refersto the caster's level unlessstated
otherwise.

COMMANDS OF THE OUTER CIRCLE (1)
1) Choke (100, Concentration,—) Target cumulatively takes 10% of his
hits each round that the caster concentrates. After 10 rds (-100%) target
becomes unconscious.
2) Sense (50, Concentration, -10) As long as he concentrates the caster
may receive sensory datafrom the target; 1 sense/5 levels of the caster.
3) Compassion (25, 1 hr/lvl, -20) Target is overwhelmed with compas-
sion for a person/place/thing specified by the caster.
4) Loxe(300, 1 hr/lvl,—) Target either losesan item or loseshissenseand
memory of direction as specified by the caster.
5) Command (20", —, -30) Target will obey acommand of up to 5 words
in length from the caster. Command cannot be completely alien to target
(eg., suicide, blinding himself, etc.).

COMMANDS OF THE SECOND CIRCLE (1)
1) Choke (100, —, —) As Choke above except caster need not concen-
trate. But if the caster does concentrate for ten rounds after the target is
unconscious, target dies.
2) Sed (25, —, -20) The target will attempt to steal one item specified
by the caster.
3) Fear (20', varies, -30) Target fleesin total fear from thecaster (duration
is 1 min/5% failure), or from one subject which the caster specifies
(durationis 1 week/IVl).
4) Revert (100, 1 day/5% failure, -20) Permanently returns a domesti-
cated target to anatural wild state. (GM may wish to make this duration
permanent).
5) Ignore (50', 1 min/Ivl, -10) Causes the target to ignore (not be aware
of) one subject in sensory range.
6) Abandon (100, 1 day/Ivl, —) Target loses sense of purpose and
direction.
7) Summon (500'R,—, -20) Caster summonsspirits (Faerie, rural, house-
hold, etc.), benign underground creatures, or enchanted creatures deter-
mined by the GM, within the radius. The beings are not controlled but are
"drawn." Any maliciousintent by the caster toward the beings may spoil
the spell.
8) Thought (50, —,-10) Caster isable to plant one single concept thought
in the target's mind.
9) Quarrel (25, 10min/Ivl, 30) Targetisproneto argue and nitpick at his
asociates.
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COMMANDS OF THE THIRD CIRCLE (HI)
1) Reanimate (10, 1 rnd/lvl,—) Caster may temporarily revivethe body
(or the spirit if the body is ruined) of a dead target for the purpose of
communication.
2) Exact (25', —, -30) Caster may exact an act of obedience from abeing
of the same alignment. Treat asaGeas (Ment. Mind Control list, Lvl 15).
3) Convert (25, 1 day/5% failure, +10) Permanently aters the target's
"alignment” to one specified by the caster. Some beings may get addi-
tional RR mods (e.g., very evil beings such as Orcs might get +20-50).
(GM may wish to make this duration permanent).
4) Remember (50, —, -10) Target remembers an event planted by the
caster until presented with irrefutable evidence to the contrary.
5) Hold (50', Concentration, -10) Target is paralyzed and can do nothing
as long as the caster concentrates.
6) Stun (100, 1 rnd/10% failure, -20) Target isnumb, stunned, and-75 for
al actions.
7)Mute (50, L hr/1vl, -20) Targetlosestheability totalk andloses 1 sense/
20% failure as specified by caster.
8) Stagger (100", 1 rnd/10% failure, —) Target takesa"D" Unbalancing
crit each round.

COMMANDS OF THE STONE CIRCLE (IV)
1) Seep (100, 1 min/10% failure, -20) Target is unconscious and
unwakable.
2) Terror of the Abyss (100', for 1 day/10% failure, —) Target instantly
experiences the horrors of hell. He is incapacitated with fear.
3) Unmind (100, 1 rnd/lvl, —) Target forgets every skill he knows (all
skill rank bonuses are reduced to -25), but does not realize that a skill is
forgotten until he attempts to use it.
4) Murder (20, —, —) Target will attempt to murder a being specified
by the caster. Very lawful and good beings might get aRR bonus (e.g., up
to +10-50).
5) Wereweird (25', —, 1 week/5% failure) Target contracts lycanthropy.
Details determined by the GM.
6) Peace (Touch, 1 day/10% failure, —) Target eased from the effects of
mind disease, grief, lycanthropy, hate, etc. Thereisa 1 %/level chancethat
the effect will be permanent.
7) Burn (100, —, 1 rnd/10% fail.) Target takesa"D" heat crit each round.

COMMANDS OF THE ANCIENT CIRCLE (V)
1) Slumber (50, —, —) Target deeps permanently and without aging
until effect successfully dispelled or acondition specified isfulfilled (eg.,
kissed by aprince).
2) Rot (50, Concentration, -10) Instantly rots organic nonmagic nonliv-
ing object or plant. Living targets receive a-10 penalty and lose 10% hit
points per round of concentration. At 15 rounds (-150%) the target
becomes adead dried husk. If the caster ceases concentration before the
effectiscompletethe target kegpshits and penalty. Heals at arate of 10%/
day or immediately by a successful Cure Disease spell.
3) Repent (25, 1 day/5% failure, +10) AsConvert above but also changes
target's perspective on his friends and will probably alter his personality.
(The GM may wish to make this duration permanent)
4) Changeshape (25, 1 day/5% failure, —) Target's form is dtered to
another living organism (must be appropriateto current environment) but
thetarget retainshismental faculties; (eg., thefrog prince). (TheGM may
wish to make this duration permanent.)
5) Psychopathy (50, 1 day/5% failure, —) Target gains a psychopathic
mental disorder. Severity depends ondieroll failurewith 01 = mild (eg.,
lying) and 50+ = very severe (eg., crazy murderer). Certain individuals
may obtainan RR bonus(e.g., clerics, Mentalists, etc). (TheGM may wish
to make this duration permanent.)
6) Give (50, —, -10) Target gives an object he presently has in his
possession to the caster.
7) Consume (100, 1 rnd/10% failure, —) Target takesa"C" heat critica
and a"C" eectricity critical every round.

8) Wrath (100", —, —) Ddliver a Slaying crit to any being.
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COMMANDS OF THE PRIMITIVE CIRCLE (V1)
1 Truename (300, —, —) Caster learns target's Truename. With this
data the target is treated as suffering the effects of aMind Control True
(Mentalist Mind Control list, level 30).
2) Invert (10, —, —) Turns target's body inside-out making physical
restoration nearly impossible. Caster must concentrate and the process
takes 10roundsand can be halted, saving thetarget, any timebeforeround
5.
3) Insane (50, until dispelled, -20) Target is effected by adifferent mental
disease each day until the effect is successfully dispelled. The caster may
specify which the target is currently suffering from is he is within range
and concentrating.
4) Suicide (25, —, -30) Target will immediately leavetheimmediate area
and attempt suicide.
5) Lycanthropy (25, until dispelled, —) Target contracts permanent
psychopathic lycanthropy. Details to be determined by the GM.
6) Offer (50, varies, -10) If the target fails an initial RR, target offers
himsdlf to the caster as metaphysical food. Caster may concentrate and
take2hitpointsor 1 power point per round fromthetargetuntil thetarget's
totals are halved (round off). These points are added to the caster'stotals
and subtracted from the target's totals. The target may roll ancther RR
each week to bresk the effect, if successful both target's and caster'stotas
revert to normal. The target will not necessarily obey the caster while the
caster is absent, but submits whenever the caster is in sight or whenever
the target hears his voice. Each spdl user may only have these "offered”
hit points (or power points) from one target a any one time.
7) Heal (Touch, 1 week/lvl, —) Cureslycanthropy, mind disease, grief,
hate, etc. There is a chance equa to 2%/lIvl that the condition is perma-
nently cured.
8) KillingLight (50, —, -20) Instantly gives an evil target three Slaying
Criticals.

COMMANDS OF THE CIRCLE OF NIGHT
1) BeNot (25, —, -20) Thetarget ceasesto physically exist. All itemson
thetarget's person remain while the target's body is uncreated and histie
to thisworld is severed.
2) Save (50, varies, -10) As Offer above except the target is the caster's
unquestioning dave at al times.
3) Posss (25, —, -20) The target dies (i.e, his soul is driven from his
body and can only be returned through Lifegiving) and the soul of the
caster entersand control sthebody of thetarget. Thecaster'shit pointsand
physica stat modifiers will be those of his new body.
4) Shape-mélt (25, 1 week/5% failure, -20) The target thenceforth will
changefrom one"shape' to another without control or cause. Hisphysical
attributes, gender, and modifierswill be those of the current "shape'. The
target will change on an average of once every four hours. (The GM may
wish to make this duration permanent.)
5) Saying Light (25, —, -20) Instantly gives an evil target one Slaying
Critica (modified by +20) per 10% failure.
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4.2 SPIRIT RUNES

Spirit Runes (see Spirit Runes, Magus Base list) involve not only the
enchanting of combat items, but dso the binding or imprisoning of a
spiritual being within the item. This binding may or may not be with the
consent of the bound being. In the case of supernatural beings, especialy
renegadedeity types, thebinding may require someof thecaster'sownlife
essence. Such "enruned” items may make up alarge portion of existing
magic items, with powers ranging from minor to legendary.

SPELL SPIRIT RUNES
A Magus may imbed a spell which normally occurs within the magic
system into an item. He must either be able to cast the spell himself or he
must have an item which casts the spell or he must have an associate
willing to cast the spell or some other source for the spell. The principles
of this sort of rune imbedding are fairly simple.

1 Each item is Tempered (see the Temper spell on the Spirit Runes
spdl list) for:

"Sirit Rune Level" orjust "Rune Level"

(the maximum Level of Spirit Rune that can be imbedded)
"Spirit Rune Capacity Level" or just "Capacity Level"

(the total number of Spirit Runes that can be imbedded)

2. Astheleve of spel which the Magus s attempting to imbed
increases, 0 also does the item's required "Spirit Rune Level” and
the Spirit Rune spell required to imbed the spell. The following
chart contains the progression:

Leved of the Soell Rune Required /
Spdl to be theltem'sRequired
Imbedded "Rune Leve"

15 Minor Spirit Rune/ 10
6-10 Magjor Spirit Rune/ 15
11-15 Lord Spirit Rune/ 20
16-20 Spirit Rune of Might / 25
21-25 Spirit Rune of the Pde/ 30
26-30 Spirit Rune of Power / 50
31-50 specid circumstance only / 75

3. Each spdl imbedded in the item requires the use of 1 unit of the
"Spirit Rune Capacity” of the item. If aspell isimbedded once on
an item, the item may cast the spell once per week (by using
"Runes’ skill). A spell may be imbedded more than once times if
the Magus wants to be able to cast the imbedded spell more
frequently (see the chart below). Alternately, at the time of cregtion,
the Magus imbed a spell into the item so that it performs as a
limited charge item (eg., wand, rod, or staff). The number of
charges will depend upon the number of times that the pdll is
imbedded (see the chart below). When al the charges are expended,
the item will recharge itself in one year or the Magus may re-imbed
the same or different runes. The relationship between the number of
runes and casting frequency and number of charges is presented in
the following chart:

# of times Casting Number of
Rune Imbedded Frequency Charges
1 1/ week 5
2 1/day 10
3 1/12hr 2
4 [/8hr 0
5 [/4hr 50
6 [/2hr 75
7 1/lhr 100
8 1/30min 100
9 1/10min 100
10 1/1min 100
11+ [/2rnd  Constant (GM discretion)
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NOTE: A GM may wish to make the Casting Frequency corre-
spond to the normal "Daily" items convention; in which case, the
112 hrisDailyll, the /8 hrisDaily 1, the 1/4 hr isDaily VI, etc.
Smilarly, a GM may wish to restrict the ChargeItemsto: Wand (1-
2 imbedded runes), Rod (3-5), and Saff(6-7); in this case, if8 or
more rune are imbedded, the itemis "Constant”.

4. When imbedding an elemental spell, the Magus has the option of

increasing the intensity or range of the elemental spell by imbed-
ding the Spirit Rune of the appropriate level repeatedly. For each
additiona imbedding, intensity or range of the spell may be
increased 100%. Note that if the Magus wants additional range and
additional intensity he must imbed Spirit Runes for each. Also, if
the Magus is purchasing increased frequency/charges for an item
which throws enhanced elementa spells, he must multiply the total
number of spells used to enhance the elemental spell by the total
needed for the desired increase in frequency/charges. For example,
atriple lightening bolt (3 imbeddings) castable "1/8 hr" (4
imbeddings) would require 12 units of an item's Rune Capacity (3 x
4).
EXAMPLE: A Magus, being impressed with the Lightlaen sword,
resolves to make one almost like it: a +25 broadsword, adds an
additional heat critical of equal severity to any normally given, and
may cast a x5 Firebolt (6th level spell) once every 4 hours. Using
the preceding rules and spellsfrom the Spirit Runes list:

The+25will requirethat the sword have a Rune Level of at least
25, and will require5 units ofthe sword's Rune Capacity (i.e., one
for each +5), see Rune of Striking on the Spirit Rune list.

TheFireboltisa 6th level spell, thusit normally requiresa Maor
Spirit Rune (15 level spell), it uses 1 unit of the sword's Rune
Capacity, and the sword must have a Rune Level ofat least 15. For
the Firebolt to do 5x damage (a 400% enhancement) requires 4
more units of the sword's Rune Capacity (5 total). Thefrequency
of "1/4hr" requires units of the sword's Rune Capacity, for a total
Rune Capacity requirementfor the Firebolt of 25 = (1 + 4)x5.

The additional heat critical (a Lord Spirit Rune, level 20), the
reguires one more unit ofthe sword's Rune Capacity and requires
that the sword have a Rune Level ofat least 20.

o, the Lightlaen sword requires a Rune Level of25 and a Rune
Capacity of 31 =5+ 25+ 1 and it will requirethat 31 Spirit Runes
of the appropriate level be cast. The casting of the runes will not
take long, but tempering the item will be a hassle.

According to the Temper chart in the Spirit Runes spell list:
tempering the swordfor aRuneLevel of 25will requireat least 325
days, while a Rune Capacity of 31 will require 496 days. Thisisa
total of 821 days, or two years and 91 days. However, since spell
failures are very likely, as the Magus increases the sword's
Tolerance Levels, thetimeislikely to be closer to 3 years (1000+
days).

NOTE: No 25th level Alchemist could make the weapon in the
preceding example although a 25th level Magus could. However,
when an Alchemist didget high enough to make theitem (about 30th
level), it would only take him 130 weeks (910 days), regardiess of
non-lethal failures. The process requires the Weapon +25 (30th
level), thefirebolt x5 (30th level), the Daily V (about 30th level),
and the Flame Sword (20th level x 2for the 2nd effect) for the Heat
crits. In thefinal analysis, when dealing with items which may be
created through the use of runes, the Magus is very close to the
proficiency of the Alchemist, although he does not have the breadth
of different creation abilities and it ispossible to dispel his items
abilities since they are imbedded "Runes'.

NOTE: If a GM wishes, he may make Spirit Runespermanent (i.e.,
do not allow normal "dispelling” and anti-magic to affect them).
Inthiscase, do not allow a Magusto change Spirit Runes once they
are imbedded into a tempered item.
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MINOR SPIRIT RUNES (10)
1. Rune of Sharpness— for each Rune of Sharpness, the item will cause
additiona bleeding of 1 hit/rd on"A," "B," or "C" dass criticds, and 2
hits/rd on "D" and "E" class criticals.
2. Rune of Cleaving— when striking a non-magic weapon, shield, item
of armor, or wooden object no more than 1' diameter/thickness, the item
must make a RR against a 10th level attack or be severed.
3. Runeof Flight — for each rune the caster may either: (1) increasethe
range of a ranged weapon by 100%, or (2) add 25' to the range of an
unranged wespon.
4. Critical Negation — for each rune, the caster may reduce the chances
for acritica effecting the protected area by 5%, to a maximum of 50%.
5. Fumble Modification — for each rune, the caster may reduce the
chances of fumble with the item by 1 (minimum of 01).
6. Sense Evil — awielder will sense the presence of evil within a50 R.
Hemust be wielding the item (e.g., haveit out of scabbard) for the specia
ability to function. If the wielder concentrates, he may determine the
source of the evil.
7. Empathic Contact — permits empathic contact between awielder and
his intelligent (any degree) enruned item within aradius of 10.
8. Low Personality — ingtills a distinct sentient personality of low
intelligence within the item.

MAJOR SPIRIT RUNE (15)
1 Free Hand — one Free Hand rune permits someone to wield a two-
handed item with only one hand. Two Free Hand runes permits someone
towielda 1 handed item with"nohands'. Three FreeHandsrunes permits
someone to wield a2 handed item with "no hands'. "No hands" hasalimit
of 3 range between the wielder and the item.
2. Additional Leser Criticals— the item inflicts an additiona critical
of the caster's choice (choose when imbedding rune) onelevel of severity
less than the one normally given. To increase the number of criticals by
imbedding additional runes, the caster must imbed a number of runes
equal to: (the number of crits) squared (e.g., 3 additional criticals would
require 9 runes).
3. Additional Unbalancing Criticals— as above except the item inflicts
Unbalancing criticals equal in severity to the one given.
4. Limited Shifting— the item may take on an additional form for each
rune embedded. Each additional rune aso permits the item a 100%
variationinmass (e.g., afiverunedagger of 1/2 pound might changeto 2.5
pound broadsword).
5. Rune of Great Cleaving — as Rune of Cleaving above except that
magic items may aso be effected, and the spell attack is 15th level.
6. Unencumbering — each Rune of Unencumbering reduces the weight
of an item by 10% per rune cast.
7. Bleeding — as Sharpness above except that the item inflicts 3 hits/rnd
on"A" "B," or "C" dass criticas, and 5 hits/rd on "D" and "E" dass
criticals.
8. Warning— if lying or worn near the owner, the item will telepathically
aert him, even if owner is adeep, to unauthorized presences within 100.
9. Medium Personality — instills a distinct sentient personality of
medium intelligence within the item.
10. Goodness: Repulsions — Permits an additional slaying critical on
Undead. Additionaly, for each runethe wielder may cast 1 Repulsions 10
per day.
11. Return by Flight — when called the item physically flies back to its
owner a arate of 500/rnd. Range = number of runes x 500
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LORD SPIRIT RUNE (20)
1 Invulner ability — makestheitem, for most purposes, invulnerableto
destruction by aparticular force: fire, lightning, etc). Please note that with
physics considerations in mind, such invulnerability might do little to
protect the wielder or wearer (e.g., asuit of armor invulnerable to impact
will not prevent its wearer from being injured in a 100 fall).
2. Spirit Rune: Battle— the wielder may permit himself to be temporar-
ily possessed by a battle spirit within the item and perform combat using
thephysical statsof the spirit: OB, number of attacks, ambush, size class,
hit points, etc. Usually thetype of spirit is appropriateto thelevel a which
this rune is cast. Although the battle spirit will follow the instincts of the
wielder, the wielder must make a successful SD roll (needs 101+ roll,
adding SD mod) to completely recover his self-control. The spirit auto-
matically relinquishes control at the cessation of combat. Please note:
damage that might not incapacitate or kill the physical spirit might very
well be maiming or fatal to the wielder. Also, very powerful spirits (eg.,
Ordainers, etc) could ater the persona of the wielder over time.
3. Rune of White/Black — makes an item holy or unholy.
4. Spirit Rune; Vampire—when thewiel der strikesan opponent, he saps
1 PP/Ivl and 1 hit/Ivl from his victim and adds them to himself (the level
used isthat a which the Vampire rune was cast). The power points are
unaffected by Bonus PP items, but the wielder may temporarily (10 min/
Ivl) exceed his normal maximums.
5.Additional Equal Criticals—asAdditional Criticalsaboveexcept the
criticals are equal in severity to those normally given.
6. Return by Long Door — as Return by Flight above except the
movement is instantaneous and it occurs by Long Door.
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7. RR Bonus — every rune adds 10% to the wearer's or wielder's
Resistancerolls vs aparticular realm of power or nasty thing (e.g., poison
or disease).

8. Telempathy — as Empathic Contact above except the rangeis 100 per
owner's level.

9. High Personality — ingtills a distinct sentient persondity of high
intelligence within the item.

10. Aligned — item is imbued with a particular alignment or purpose.
Such items must have their strength of will determined (sseRMCI pp. 52-
54). Strength of will should be determined from the level of the item's
intelligence. These items will contest owners of varying aignment or
intent.

11 Invisible—theitemisinvisible. Notethat this characteristic does not
cause the wearer, wielder, or owner to become invisible,

SPIRIT RUNES OF MIGHT (25)
1 Spirit Rune: Summons — summons the item to the owner from any
distance on the same plane a arate of 500/rnd. The item moves by flight,
and can be restrained.
2. Haste— item castsHaste a Will. Please note that every round of Haste
after the 1Oth sgps basic hits from the wielder at arate of 2 hits per round.
3. Saying—theitem delivers daying critica s against one particular kind
of creature or being. The caster must have some sample of aportion of one
of the creatures to engrave the rune. If aCaster desiresan item to be able
to day more than one category of creature, the number of runes required
for each additional kind increases: 2nd = 4 runes, 3rd = nine, &tc.

SPIRIT RUNES OF THE PALE (30)
1 Willshape— object may take any desired form desired by the wielder
or owner subject toredtrictionslevied by theGM (e.g., nopistols, etc). The
form may be as small as |/10th the origind mass, or up to 2x. Each
additional rune may increase the mass's form by one category: 2x to 3x,
3xto4x, etc.
2. Spirit Rune: Dance — as Spirit Rune: Battle above, except the item
need not be wielded by theowner at al; i.e, it istreated asif it werebeing
wielded by the spirit. If the spiritiseverkilled, the Spirit Rune: Dancerune
will be inactive for one year.
3. Spirit Rune: Magic — the item gains the spell cagting ability of the
spirit utilized (level of the spirit should be appropriateto thelevel at which
this spell is cast). The GM may arbitrate some restrictions gppropriate to
hisworld.
4. Very High Personality — instills adistinct sentient persondlity of very
high intelligence within the item.
5. Invisible Wielder — item may cast Invisibility at will on its wearer or
wielder. However, if the wearer/wielder makes a violent move or attack,
he will visible for at least 6 rounds following the action before the item
may cast the spell again.

SPIRIT RUNES OF POWER (S0)
1. Spirit Rune: Doom — when presented in adefensive manner, theitem
casts a 30th level el to reflect an attack of any type (eg., magical,
weapon, elemental, etc) back to its source.
2. Spirit Rune: Mastery — when presented in an upraised manner, the
item casts the 30th level spel Mind Control True (Base Mentalist, Mind
Control list, 30th level) on dl viewing within 50.
3. Artifact Personality —ingtills adistinct sentient persondity of artifact
intelligence within the item. If the Magus imbeds five of these runes in
item, then the personality will be of legendary artifact intelligence.
4. Goodness Lightblade—theitem takes on the generd characteristics
of the "lightblades’ (see Creatures & Treasuresp. 73).
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4.3 RITUAL MAGIC

Rolemaster's spell system lacks provision for the mighty magical
rituals found in so many works of fiction. The system presented in this
sectionisaset of guidelinesthat enablethe GM tofit aritual into acategory
and determine its chances for success.

Firstly, what isaritual and why should it be used? In its smplest form,
aritual isalong magical preparation used to enableacaster to cast ahigher
level gpdl than he or she usually would be able to. In its most complex
form, it would enable the caster to tailor-make his or her own spells
without the lengthy research period required to learn how to cagtit in the
short pace of time normally available during combet.

RITUAL CLASSES
We suggest that rituals be split up into classes for the purposes of
developing skill ranks for performing the rituals. The suggested ritual

Clases arel

Alchemical: Coversthe creation of items. Thisis usually donein
conjunction with another type of ritual, as it is easier to invest an
item with aritual ol than to find a high enough level spdlcagter
tohdp.

Alteration: A catch-all type covering such things as transport spells,
Telekinesis, magical locks, disintegrations, etc.

Auxiliary: Covers anything that will have an effect on another spell
effect. This includes such things as Extension, Spell Store,
Permanence, Ranging, etc.

Clerical: Coversdirect acts of acleric's faith such asraising the dead.

Druidical/Natural: Covers such things as herb enhancement, Weather
control, Healing, and Purification.

Elemental: Covers manipulation of the elements through such spells
aswalls, balls, bolts, etc.

Influence: Covers such things as Charm, Quest, Sleep, €.

Informational: Covers all forms of lore detects, etc.

Summoning/Possession: Covers the summoning of al forms of
crestures, the possession of people by summoned beings, and the
control of summoned beings.

DEVELOPING SKILL RANKS FOR RITUAL CLASSES
Skill must be developed separatedly for each Ritual Class, but the skill
bonus will apply to any ritual that falls into that class. If a GM rules that
acomplex ritua might fall into two or more classes, average the bonuses.
All rituals use Sdf Discipline as the bonus stat. A GM may use the
development costs for "Magic Ritua" given in RMCI|I or the following
development costs may be used:

Pure Essence or Channeling Spdll Usars.....cocveeenee. 2/6
Pure Mentalism and Hybrid Spell Users ... 39
SeMi-SPEIl USErS....oeeeneeseeee e 9
NON-SPEll  USES...oreresereieesese e 20

There are severd factors that may affect the success of aritual. The
following factors are suggestions, aGM should choose which are appro-
priate for his’her campaign.

Class of Conjuration. The ritual should have a base chance equa to
the skill bonus of the caster for the class of ritual being performed.

Effect Level. The GM should consider how high level spells should be
made availableto the caster. We suggest that the chance of success
should be lowered by 25 for every level the spell effect is higher
than the cadter. If there is more than one pell effect in theritud, the
level should be taken as the sum of: the highest level effect
involved plus half of the sum of the levels of effect of the rest of

the spdlls.

NOTE: Itisthis modification that is the major determiningfactor
for the success or failure of rituals. The-2.5 per level modification
isa suggestion. Any less than -2 per level would make ritual magic
far too powerful. Any more than -3 per level would make the rituals

nearly impossible to perform.

Sell "Laws": Ritual Magic

Known List. If the spell effect is not a standard spell, or it is on a spell
list that the caster cannot normally learn, then modify the chance by
-20. If the spell effect is on alist that the caster could learn but
doesn't yet know, the chance is modified by -5. If it ison alist that
the caster does know but does not know to a high enough level, the
chance is undtered. If it is on alist that the caster knows to the
appropriate level, but is above the caster's own level, the chanceis
at +10%. If there are several casters or several spells, find the
overall average bonus and use that.

Foci. If the caster has a suitable focus, the chance of success is
increased by the Base Spdls bonus of the caster. Cregting afocusis
in itself usually an Alchemical ritual.

Time Spent. The minimum time required to perform any ritual is (spell
level - caster's level) in hours. At the end of each eight hour block,
the caster must either make an unmodified check on his or her ritual
skill or hand the process over to another caster to continue the
ritual. If the caster has to double up because of the length of the
ritual then he or she must roll at the end of each eight hour period of
cadting . If the check isfailed, theritua will fail dso. If multiple
casters are used in the ritual, average the relevant stats for al of
them (i.e, level, skill bonus, etc.) For every extra unit of time spent
(i.e, spdl level - caster's level) there is a +10% chance of success.
If aritual is disturbed by outsiders, the caster must make his or her
Ritual Class skill roll to continue. The roll is at -20% for each round
that the ritual has been disturbed. The only exception to thisis
Alchemy rituals. These may be left at will and restarted later so
long as al of the ingredients are still intact. Casters may only
change once every eight hours.
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Power Invested. No ritual can succeed unless sufficient power points
areinvested. This investment is equal to the level of theritual, as
described under "Effect Level". More than one person may be used
to provide points; the points from persons not actually performing
the Ritual only count as haf apoint per point spent. Spell adders
may be used and will provide a number of points equd to the level
of their user. Spall multipliers will act as normal on PP invested.
For every unit of the ritual's (Effect Level) points invested past the
first unit, the chance of success is increased by +10%. At the end of
any ritual, al participants will be drained to al spell points for the
standard period (usually eight hours). Meditation will not help to
bring these back: the participants must deep.

Influences. Thisis acomplex topic that adds both work and flavor to
the system. The GM should determine a set of "ingredients’ that
will be used in theritual. Some may be essential, others may just
add to the chance of success. A table of sample influences is
provided. Wesuggest that for each equivalentof 100 gp (moreifthe
scale of your campaign tends towards large amounts of money) the
chance be increased by +10%.

SUGGESTIONS FOR PERVERTED RITUALS

Alchemical. The item may break, or be flawed, or do something other
than what was intended.

Alteration. The consequences of failure could be very nasty, such as
disintegrating the wrong thing (the caster's focus is agood bet) or
teleporting somewhere very unpleasant.

Auxiliary. The intended effects will not occur. For example, an
Extension might shorten the spell, not prolong it.

Clerical. The god might become displeased with the Cleric and st a
quest for him or her to "Atone". The Cleric might have inadver-
tently opened a gate for Demons to come through. The Cleric might
have tried to use aritual that would be in the sphere of influence of
a different god.

Druidical/Natural. Hedling might inflict wounds; growth or fertility
might produce disease or withering. The Earth might reject the
imposition of a different set of conditions and rebel against the
caster.

Elemental. The normal consequence of this is arebellion of the
element by attacking the cadter.

Influence. The spell might affect the caster, or the spell might be
reversed S0 that a love ritual will engender hatred, etc.

Informational. The caster will be fed wrong information, or maybe he
or she will become known to the person who they were trying to
find out abou.

Summoning/Possession. The caster may very well be possessed, or
the summoned cresture might be uncontrolled, or the caster may
have called up something of much greater power than intended.
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RESOLUTION OF THE RITUAL

Attheend of al theproceduresfor theritual, roll 1D100 open ended and
add the total bonus to it. If the roll is above 100 then the ritual has
succeeded. If not, there may be unwanted side effects. The table below
indicates the effects of failure. If thereisa* by aresult, it meansthat the
participants may chooseto abort theritual before completion, loosng dll
el points, but taking no other ill effects. Inthis case, theritua may not
be attempted again by the samecastersfor a least asmany daysasthelevel
of the spell.

Roll plusBonus Effects

100- 0 * Theritual succeeds, but dl casters have no spell points
for one whole day.

89-80* Theritua succeeds, but al participants have no spell
points for one whole day.

79-70* Theritual succeeds, but the strain causes an"A" Cold
critical on al casters. The other participants have no spell
points for 1D10 days.

69-60* Theritual succeeds, but al participants are knocked out
for 1D10 hours. They will be unable to cast spells for 1D10
days.

59-50* Theritual succeeds, but at great cost. All participants
take a"C" Cold critical, are knocked out for 1D10 hours
during which they may die of "frosthite," and lose all spell
cadting ability for amonth.

49- 40 Theritual fails, and al present are blown back 20 ft. All
take an "A" impact critical and lose all spel pointsfor a
whole day.

39-30 Theritua fails, and the casters are badly hurt. They take
an"E" impact, othersa"C". All personslose al spell points
for DD days.

29-20 Theritua fails. All participants teke a"C" impact critical,
lose spdl points for 1D100 days, and are knocked out for
1D10 hours.

19-0 Theritua is perverted. The effects of this are up to the
GM. Suggestions are given later in this section. In addition,
al present take an "A" electricity critical and lose all spell
points for awhole day.

(-02) - (-20) Theritua is perverted, and al present take a"C'
electricity and an "A" impact critical. All participants are
unable to cast spells for 1D10 days.

(-21) - (-40) Theritud is perverted. All present take an "E"
electricity critical and a"C" impact critical. All are uncon-
scious for 1D10 hours and lose spdl points for 1D10 months.

(-41) - (-100) Theritual is perverted. All present take an "E"
electricity and an "E" impact critical and must make an RR
vs. the leve of theritual of be deprived of al spdl points
permanently. All are unconscious for 1D10 days.

(-102) - (-200) Theritual backfiresin a spectacular manner,
killing dl involved instantly.

(-201) - (|300) Theritual backfires in ablaze of arcane power.
The spell effect will radiate out into amile's radius, causing
whatever effects the GM sees as necessary. The souls of dll
participants are ripped apart. They may be resurrected, but al
mental stats will be halved.

(-301) - (-400) The souls of dl participants contribute their
Essence to the power of the ritual. The spell effect will
rediate out for several miles, with atotd effective level equal
to: (ritua level) + 0.5 x (sum of participants levels).

(-402) down. The release of arcane power has caused abreach, in
reality that will call for agod to repair it. The souls of al
participants are totally annihilated, aong with the surround-
ing few acres of land. The magica repercussions will be felt
by al spel casters within athousand miles.
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Foci

A focus is a magica device used to enhance the caster's chance of
successwith rituals. Itscregtion isan Alchemical ritual. Thebasic leve of
theritual will be: the level of the caster plus one-half of hislevel for each
Ritual Class that the focus will apply to.

Normally, the caster may only have one focus a atime. The caster's
focuswill normally be enchanted for him aone, and will give no bonusto
ancther. If thefocusis found by ancther person, they must dso enchant it
to be able to use it. In this case it will act for two people only: The last
person to enchant it plus the original caster. Focus creation rituas may
only have one caster, though there may be any number of other partici-
pants. The form of the focus will often be determined by the type(s) of
ritual that it may be used for. Suggestions are as follows:

Alchemical. Typicaly aforge or a brewing cauldron.

Alteration. Commonly awand.

Auxiliary. These are varied according to the caster's tastes. A familiar
is commonly used for this type of focus.

Clerical. Usualy aholy symbal of the god.

Druidical/Natural. Often a staff of living wood. Healers will often
substitute aring.

Elemental. Commonly a staff of iron tipped with gemstones.

Influence. Usually apiece of jewelry. As the caster gets a bonus for
the ritual for the cost of the ingredients, the focus of aritual
Magician will often be very ornate and bejewelled. A common type
of focus is a familiar, which normally has little actual value but is
very convenient to have around. Spell casters thus may seek far and
wide for arare or especidly fine animal to serve as their familiar.

When used, foci have achance of being destroyed. This chance is.

(level of ritual) + (level of caster).

Informational. Often amirror, a telescope, a crystal ball, etc.

Summoning/Possession. Often a sacrificid knife or similar imple-
ment.

Multiple Classes For rituals whose effects fall into more then one
class, afocus may be used if there are more Effect Levels from the
focus' class than than from the rest of the classes put together.

[ NFLUENCES

In addition to afocus, the GM may wish to allow bonuses for the use
of rare and precious ingredients. The GM should give rare items arough
gp value for the purpose of the ritual. There is a list below of some
influences that could be used for different classes of ritual. These are by
no means rules, or realy even guidelines; they are suggestions. The GM
may wish to require at least one precious ingredient for the ritual to
succeed. Another suggestion isto limit the total number of influences that
can be used. The GM may well wish to adjust the 100 gp standard unit to
take account of the general wealth level of his campaign.

Alchemical. All the usual bunk of bats' eyes, Black Iotus, Dragon
e, ec., are commonly used to make items.

Alteration. These should be tailored to the spell by whatever the GM
considers logicdl.

Aucxiliary. Probably the mogt difficult to tailor things to fit. | would
suggest using alchemical ideas. (See the RMCI for a list of
substances that could be used.)

Clerical. Things holy to the god are agood bet; dso sacrifices of rare
and magicd artifacts to the god.

Druidical/Natural. Rare herbs or spices; thejuices of arare plant, etc.

Elemental. The most common influences are gemstones; such as
Sapphires for air, Emeralds for water, Rubies for fire, Diamonds for
Earth, etc.

Influence. Rare perfumes, exotic spices, intoxicants and valuable gifts
may al help.

Informational. Things such as gifts to informational Demons, precious
spices burnt on the fire so that the caster can go into atrance, etc.

Summoning/Possesson. The usua paraphernalia of magic circles of
powdered gold, altars encrusted with gems, magical knives, old
scralls, etc, all have aplace in these rituals. Sacrifices might also be
cdledfor.
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It is suggested that the GM decide what will help aritua; this will
prevent playersfrom "chucking in" unwanted itemsto create abetter one.
It should be noted that the presence of influences may seem to suggest that
an Alchemical classritual should be used. If theeffectsare”one-time use”,
likealove potion, the GM may wishto classify thisasastraight Influence
ritual, because the influences will be destroyed as the ritual takes effect
(i.e, thepotionisused). In generd, if thereis some permanent remnant of
the influences used in theritual, theritual will involve an Alchemy dass
ritual. If all of the influences used are destroyed at the end of the ritual then
the ritual will not involve an Alchemy classritual.

EXAMPLES OF RITUAL MAGIC

EXAMPLE 1. Consider Fred the Foolish, athird level Mage. He wishes
to cast afireball to dispose of a small group of nasty Orcs. In addition to
this, he must cast a Spell Store, o that he can cast theritual in asafe place
andthentravel tothe Orc hideout. Heknowsboth Fire Law and Spell Reins
to 10th.

Class: The class is acombination of Elemental and Auxiliary. He has
six skill ranks in each but no SD bonus, so his basic Ritual skill
bonus is +30.

Leve: 8forthefireball plus8 x 05 for the spell store equals an Effect
Leve of 12. The difference is 9 levels (12 - the caster's level of 3),
giving -23 (-2.5 x 9).

Known List: Since Freddy already has both spells on his known lists,
he receives a+10 bonus.

Foci: With alack of foresight, Freddy has not made a focus.

Time Spent: Freddy needs (9 - 3) = 6 hours. He decides that heisin a
hurry and will not spend extra time.

Power Invested: Freddy has 6 PP and his friend Oddi the druid has
another 6 PP. Between the two of them they just get the 9 PP
required. (Freddy's 6 + 0.5 x Oddi's 6).

Influences: The GM rules that the ruby that Freddy and Oddi had
obtained as areward from their last escapade will work as an
influence. It is worth 50gp, and the GM is generous enough to give
then a +5 modification

The tota modificationis 22 =30- 23+ 10+ 5. Thediceroll is30....
Oops... 30 + 22 = 52; not over 100. Reading the failure result, Oddi and
Freddy rapidly abandon the ritual and decide to fight the Orcs instead.

EXAMPLE 2. Consider the powerful witch Morgan. She is a fifteenth
level Sorcerer and she wants to cast Quakes to topple the castle of an
opponent. Thisisa50thlevel spell, but sheonly knowsthelist that Quakes
isonto 20th.

Class: Alteration. She has 20 skill ranks for this Ritual Class and a+10
SD bonus. Modification: +80.

Level: (50-15)x2.5=-87.5=-88.

Known Ligt: Yes, but not to ahigh enough level. +0

Foci: Morgan has ablack cat as an enchanted focus for Alteration,
Information, and Influence rituals, so she gets her base spells bonus
of +30.

Time Spent: (50 - 15) = 35 hours. 35 + 8 = 4 checks based on 8 hour
intervals. She has an 80% (her skill bonus for this Ritual Class)
chance of doing these, and she succeeds on dl of them.

Power Invested: Morgan has 30 PP naturally and ax3 multiplier and a
+2 adder. This gives 90 PP+ 30 PP = 120 PP. Thisis abit over
twice the points required (240%), giving a +14 bonus.

Influences. The GM rules that a Diamond is necessary to cast the
spell. Nothing else that she has would help, although the GM notes
that the eye of a Medusa would add another +15 to the chance. The
only diamond Morgan has is worth 170 gps, and she reluctantly
usesit. This gives her a+17 bonus.

The total modificationis53=80- 83 + 30+ 14 + 17. Thedicerall is
57. .. Success!... 57 + 53 = 110; over 100. The walls of the castle come
tumbling down.
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EXAMPLE 3. A coven of witches wishes to summon and bind a Demon.

Thecaster of theritual isaneighthlevel Illusionist. Only five other witches

have any spdll points to contribute: atotal of 20 extra. They decidetotry

foraTypelll Demon. Thus, the spellsrequired are Lesser Demonic Gate

and DemonMastery111.

Class: Summoning. The caster has nine skill ranks for this Ritual Class
and a+5 SD bonus, Modification: +50.

Level: 13 (Demon Mastery spell) plus 0.5 x 5 (Gate spell) equals an
Effect Level of 16. The modification is (16 - 8) x 25 = -20.

Known List: The caster could know the list but doesn't, so the
modification is -5.

Foci: The caster has afocus for Alterations, but that won't help him
here.

Time Spent: (16 - 8) = 8 hours. The caster has a 50 chance (his skill
bonus for this Ritual Class) of being able to keep it up. Hejust
makes it.

Power Invested. The caster has 16 PP and a+1 adder. The coven add
10PP=20+2. Totd PP=34PP= 16+ 8+ 10. Thisisjust over
twice the points (= 210%), giving amodification of +11.

Influences: Since one member of the coven is awealthy merchant, the
coven can afford to inscribe a magical circle out of powdered gold
worth 130gp. This gives a+13 modification.

Thetotal modificationis49 =50-20-5+11 + 13. Thedicerall is02;
open-ended low! The 2nd roll is 53, so the final result is-2 =49 + 02 - 53.
This meansthat theritual is perverted and the Demon escapes. The coven
are badly hurt, taking "C" Electricity and "A" Impact crits. They are
deprived of their spell points for 1D10 days each. They must now figure
out what to do with that damn Demon!

EXAMPLE 4. Finally, consider an extreme case. What if Freddy from
Example 1 wants to cast Stone Fires, a 30th level spell.

Class Elemental, so the modification is +30.

Level: (30-3) x 2.5 =-68.

Known List: Yes, but too high level so +0.

Foci: Nope.

Time Spent: (30 - 3) = 27 hours, S0 he must make three 30% checks.
L et's assume he makes them.

Power Invested: Normally, Freddy couldn't pull together 30 PP. But
say he has found a x3 spell multiplier and that Oddi has brought a
couple of friends. He canjust about scrape the points together;
modification: +0.

Influences. In afit of generosity, the GM decides that no influences
are actually needed. Thisis good, since Freddy hasn't got any.

The total modification is -38 = 30 - 68, <0 there is a good chance that
Freddy, Oddi and company will get comprehensively fried by the back-
lash. A shame after making al those rolls to concentrate, isn't it?

COMMENTS

It may seem from Example 2 that a spell caster could cast devastating
spellsat low levels. Remember, however, that Morgan would have had to
have been defended for the 35 hours that the ritual took. Also, she had
obviously spent alot of time and effort in creating a powerful focus and
she had used many development points in learning how to cast rituals.
Finaly, notice that there is one hell of a penalty for failure in the ritual
system. The other thing that may seem odd is how come the caster can
stand up for 35 hours, let done cast aspell for that long. | suggest that the
magical power set in motion by the casting of the ritual is sufficient to
sustain the caster for as long as he or she can remain absolutely in
concentration ontheritual, thusthe need for aritual roll every eight hours.

Finaly, note that abandoned rituals are stopped just before the final
invocation is said, and <o require the full time of the ritual. At the GM's
option, it may be necessary to make aritual roll to be able to abandon the
ritual. The possibility of ritual failure by failing concentration is sug-
gested, but no penalties are suggested for this. One alternative would be
aroll onthe Spell Failuretable, maybe with achancetoavoidit by making
asecond ritual roll.
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4.4 DIRECTED SPELLS

Option 1. The GM may fedl that the skills of Directed Spells are in fact
quite similar to each other and so fall under the precedent of similar skill
treatment (e.g., casting fire bolts are similar to casting ice bolts). Be
warned, however, that thisalowancewill result in spell users being better
than perhaps is normal in the casting of directed spells. At the very lesst
they will have more development points freed up for the development of
other skills. In order to show the difficulty of mastering the directed skill
asasimilar skill, we strongly suggest that this Option only be opento pure
spell users, those who use the directed spells much more often and have
to rely more upon them.

Option 2: TheGM may decide alow Directed Spell skill for the elemental
"Bal" spells. When using this Option, no +30 for "center of effect” is
allowed, and the Directed Spell skill bonus is applicable to the "center of
effect" target only.
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4.5 INDIVIDUAL SPELL

DEVELOPMENT

These optional rules presents anew system of spell acquisition based
upon aspell by spell (rather than alist by list) theory.

NOTE: The concept of paying Devel opment Pointsfor a chance at
receiving a whole block of spells may seem incongruous to some
GMs. Some GMs have referred to it as. "being like having a Thief
pay 1 development point (DP) in order to get a 5% chance of
receiving Stalk and Hide to level 10" In addition, for low level

campaigns when level advancement is slow, Magicians must have
more versatility in order to survive, especially when considering
the lack of power of Rolemaster's 1st level magic users.

A big advantage that this sysem offers is increesed flexibility. For
players, the flexibility is obvious as magic using characters have a more
varied selection of spells. Since they pay only for the spellsthey will use,
there are fewer wasted DPs. GMs will also appreciate the new system: as
aways, new lists can be introduced, but now GMs have the option of
introducing singular "non-list" spells into their campaigns.

The mechanics of the system are not complex:

* Spdls are purchased individually at costs determined by the Spell
Development Cost Chart. Any number of spells may be acquired at
onelevel.

« Spells must be purchased in order of level, o to learn a 50th level
|, the rest of the list must be learned first.

« At 14 level, apure or hybrid spel used may sdect spellsfrom up to 4
different lists; a semi-user from 2, and a non-user from only one. At
eech later character level, the character may select from one
additional new ligt.

« If agpdl list has no spell for aparticular level, that "dot" must till be
purchased. The cost to buy ablank dot is 1 DPfor al classes. The
codt is cumulative though with consecutive "dots' purchased for
that character level. Buying 2 dots in arow without a spell would
cog 3 1+ (1 + 1). Buying 3 would cost 6, etc. A character never
pays more for an empty dot than he would for a spdl of the same
level, s0 actually most pure and hybrid users will pay only 2 DPs
for "empty dots' of levels I-10.

NOTE: A GM can easily tinker with the details of this system to
make magic usersweaker or morepowerful in his or her campaign.

NOTE: Itis strongly suggested that GMs restrict and/or monitor
new spell acquisitions by PCs. Since this system is soflexible and
open, it does have a loophole or two in terms of game balance. In
agroup of good role players, this should not be much of a problem.

NOTE: Low-level (I to 3) magic using characters (pure, hybrid,
and semi) become much more powerful than they were under the
"old system." They are till in line with the power of low level
Fighters, Thieves, etc. Second, high level (10+) magic using
characterstend to be a bit weaker than they used to be, though not
overly so.

All point cods are per individual spells, not for the entire list.

No level may be skipped when selecting spells, i.e, to buy athird level
spdl in list X, you must have the first and second level spells from list x.

Soell "Laws": Individual Spell Development

SPELL DEVELOPMENT COST CHART

Pick Type Pure Hybrid Semi Non
BASE LISTS(Own)
A J— J— J— J—
B P 2 8 —
C —_— JR— JR— —_—
D 4 4 15 —
E 8/16/32 8/16/32 20/32/50 —
OPEN LISTS (Own Realm)
A — — 8 X
B P 2 — —
C — — 16* 3X
D 4* 4 3% —
E 8/16/32 8/16/32 — —
CLOSED LISTS (Own Realm)
A — 2* 16* ax
B 2* — — —
C — 4 32 —
D 4 4+ 32 —
E 10/18/36 25/-1- — —
BASE LISTS (Not own, but same Realm)
A 6* 8* 40* —
B _ _ _ _
C 12¢ 16* — —
D 20¢ 30 — —
E 40/50/- — — —
OPEN LISTS (Different Realm)
A 8 10+ 24* 5
B _ _ _ _
C 16* 20 — —
D 32* — — —
E J— — — J—
CLOSED LISTS (Different Realm)
A 16* 32* — —
B J— J— J— J—
C 32* — — —
D R J— J— J—
E — — — J—

BASE LISTS (Different Realm)
3¢ — — —

mooOw>»
|
|
|
|

* These cogts applies to as many spells as the character wishes to
develop / learn.
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5.0 OPTIONAL
SKILLS/STATS "LAWS"

5.1 QUICKIE STAT GENERATION

For some reason, one of the most consistently difficult processes for
new Rolemaster playerstograspinthecharacter generation processisthe
generation of Potential Stats from Temporary Stats (Table 1511
ChL&Cal). When the processis understood it still takes sometime, and
even experienced players are tempted sometimes to read the table back-
wards. If the GM offers the players the option of varying which Potential
Rolls go with which Temporaries, the time problem and confusion can
becomeintense. If aGM decides to eliminate the whole Temps/Potsrule,
andjust run with Pots only, they may use the following table. The whole
process of Temps to Pots is removed by summarizing the results in one
table which uses a 3 ten sided dice to generate numbers from 1-1000
(D1000).

Oe De

Rol | Sat Rol | Sat
001- 012 25 507-519 4
013-025 2 520-532 65
026-038 27 533-545 66
039- 051 28 546- 558 67
052- 064 29 559-571 68
065-077 30 572-584 69
078-090 31 585-597 70
091-103 32 598- 610 71
104- 116 33 611- 623 72
117-129 A 624- 636 73
130- 142 35 637-649 74
143- 155 36 650- 662 1)
156- 168 37 663-675 76
169- 181 38 676-688 7
182- 194 39 689- 701 78
195-207 40 702- 714 79
208-220 41 715- 727 80
221-233 42 728- 740 81
234-246 43 741-753 82
247-259 4 T4 766 83
260-272 45 767-779 &4
273-285 46 780- 792 85
286-298 47 793-805 86
299- 311 48 806-818 87
312- 324 49 819- 831 88
325-337 50 832-844 s8]
338-350 51 845-857 0]
351-363 52 858-870 91
364- 376 53 871-883 92
377-389 54 884- 896 93
390-402 55 897-909 A
403-415 56 910-922 9%
416- 428 57 923-935 %
429- 441 58 936- 48 97
442- 44 59 949 %61 98
455- 467 60 9%62-974 PN
468-480 61 975-987 100
481-493 62 938- 999 101
494-506 63 000 102
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5.2 "MODS ONLY" DEVELOPMENT

With a view to making things quick and easy, a GM may decide to
forget dl about Pots and Temps, and just use straight "Stat Mods'
on the chart in this section. If there are a couple of stats that you need
percentilevaluesfor (suchasCOfor determining Death dueto Hits, orQU
for aninitiative system) those can be derived from the mods generated by
this chart. The following chart may prove to be an extremely quick and
easy way to develop characters.

NOTE: For those who like toplay super-charged heroes, or liketo
play against super-charged opponents, a line has been addedfor
extra high character mods. "Super Mods'. Characters generated
in this way will resemble our favorite story-book, fantasy novel,
and movie super heroes.

BONUSES FOR UNUSUAL STATS

1-1000 Bonus Dev. Power Super

roll Mod Points Points Mods

000 +35 1 4 +55
988-999 +30 10 3 +50
975-987 +25 10 3 +45
949-974 +20 9 2 +40
910-948 +15 9 2 +35
845-909 +10 8 1 +30
780-844 +5 8 1 +25
650-779 +5 7 1 +20
455-649 0 6 0 +15
338-454 0 5 0 +10
195-337 0 5 0 +5
001-194 5 4 0 0
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5.3 INNATE STAT ABILITIES
The specid ahilities enumerated below detail the powers gained when
character statistics reach values greater than 101. For each of theten tats,
the ahilities are in three groupings.
Group A (modest or initia ahilities for a stat range of 102-104)
Group B (strong abilities for a stat range of 105-109)
Group C (powerful ahilities for a stet range of 110-120)
NOTE: A GM who decides to use these guidelines should examine
these ranges and adapt them tofit the scale of his’her game. GMs
should also feel freeto add to or modify the abilitieslisted to retain
play balance in their campaigns.
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For each stat thet attains aval ue of 102-104, aspecid ability fromgroup
A may be chosen from the specid abilities for that stat. If astat reachesa
valueintherange 105-109, agroup B pick or two A picks may be chosen.
Finaly, if astat becomes 110 or greater, one of thefollowing may aso be
chosen: one C pick or one B pick and two A picks. Picks chosen are
cumulative; thus, acharacter with a 112 Quicknessmay have 5 A picksor
1A, 1B,and 1 C pick from the Quickness specid abilities.

Notethat dl these abilitiesareinnate. They may resemble spellsbut are
not magical inthat sense. No power pointsneed beexpended sinceno spell
isactually being cast; other restrictions governing spellcasting are nonap-
plicable aswell. Some of the abilities are identical to background options
listed in RCM1 while others are best trested by referring to a spell
description; gtill othersarecompletely unique. All spell-like abilities may
be employed an unlimited number of times per day (unless stated other-
wise), but only once per round.

CONSTITUTION
* A Picks:
1 Unnatural Stamina as the background option.
2. Tolerance as the background option.
3. Hedling occurs a twice the normal rate.

4. Stat loss (due to stress) never occurs upon gaining alevel; i.e, stat
gain rolls of 01-04 are ignored.

5. Clotting | as the spell, once per round.

ills/Sats "Laws': Innate Stat Abilities

* B Picks:

1 Natural Physique as the background option.

2. Pain Reliefl as the spell.

3. Major Fracture/Cartilage Repair as the Hedler spell.

4. Muscle/Tendon Repair as the Hedler spell.

5. Preservation as the Cleric spel, 1 hour per level duration.

6. Cut Repair | as the spell.

7. Healing occurs at three times the normal rate (not cumulative with 3.
above).

8. Skintoughensto AT 3 permanently.

9. Poison/Disease Resistance | as the Open Channeling spell.

10. Stuns accumulated from each blow taken are reduced by one round.

* C Picks:

1. Undisease/Unpoison as the Open Channeling spell, usable 5 times
per day.

2. Cancel True as the Closed Essence spell, usable 5 times per day.
Alternatively, only one relm may be cancelled but this ability may
be usad once per round an unlimited number of times per day.

3. Major Vessel Repair | as the Hedler spell.

4. Major Fracture Repair True as the Heder spell.

5. Muscle/Tendon Repair True as the Heder spell.

6. All criticals taken are reduced one level in severity.

AGILITY
* A Picks:
1 Natural Facility with Armor as the background option.
2. Body Control as the Nightblade spell.
3. Landing (10 per level) as the Closed Mentalism spell.
4. Edgerunning as the Monk spell.
5. All fumble ranges are halved (round down).

* B Picks:

1 Ambidextrous: All one-handed melee weapons that character has
proficiency in may be used in either or both hands; no cost for this
two-weapon combination.

2. Wegpon Kata pendlties are eliminated.

3. Directed elemental attack spells may be parried using melee OBs
and awespon/shield.

4. Agile parrying ability causes opponents to resist vs. character's level
or be disarmed if the character uses at least half of his OB to parry.

* C Picks:

1 Scope Sill (choose directed or nondirected spells); otherwise as the
background option.

2. Penalties for engaging in multiple melee attacks are reduced by
50%.

3. Pinpoint Accuracy: All missile, directed spell, or melee criticals
delivered increase one level in severity.

4. Deftness. Open-ended high (OEH) roll range for rolls involving
skills that receive an AG bonus becomes 91-100.

5. Sureness: Open-ended low (OEL) range for rolls involving skills
that receive an AG bonus becomes 01-02.

SELF-DISCIPLINE
* A Picks
1 Courage asthe Pdadin spell.
2. Levitation as the Closed Essence spell.
3. Meditation HI as the Shaman spell.
4. Unpain 50% as the Open Mentalism spell.
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*B Picks,
1 Improved Frenzy: when frenzied, defense is normal and crits are
reduced one level. A total roll of 116 is needed to achieve this state.

2. Iron Will: Adds +50 to RRs versus any mind-influencing spells.

3. Stuns accumulated from each blow taken are reduced by one round.
4. Concentration || as the Monk spell.

5. Unpain 100% as the Open Mentalism spell.

*C Picks:

1. Unpresence as the Mystic spell.

2. Hyperfrenzy: as Improved Frenzy above, but instantaneous spells
may be cast while frenzied, crits are reduced two levels, and aroll
of 131 must be attained.

3. Mountain Heart | as the Nightblade spell, usable 3 times per day.

4. Temporal Skill as the background option.

5. Additional +15 bonusto al RRs that can be actively resisted (i.e,
nonsubtle attacks).

6. Self-Keeping as the Monk spell.

MEMORY
¢ A Picks.
1 Total Recall as the Closed Mentalism spell.
2. All Languages are learned at half-cost (and time).
3. Sudy | as the Bard spell.
4. Permanent 5% bonus to al earned experience.

5. Procedural Memory allows two chosen skills to be developed a half
cost, subject to GM approval. Skills must be specific; examples:
martial arts striking, acertain spdl list, or acrobatics.

*B Picks:
1 Subconscious Discipline as the background option.

2. Spell Sore as the Closed Essence spell, except one other spell may
be cast before the stored spell.

3. Permanent 10% bonus to earned experience (nhoncumulative with 4.
above).

* C Picks:

1. Permanent 15% bonus to earned experience (noncumulative with
experience bonuses above).

2. Permanent +10 bonus to al actions (must have been previously seen
or attempted).

REASONING
* A Picks:
1 Tactician as the background option (substitute reasoning for
intuition).
2. Judge of Weaponry as the background option.
3. Detect Lie (50% chance per lig).
4. Observation as the Closed Mentalism spell.
5. Calculatell asthe Sage spell.
6. Awareness as the Mentalist spell.

* B Picks:

1 Clever attacking strategies increase effectiveness of martial art ranks
used by one factor.

2. Correlate as the Closed Mentalism spell.

3. Detect Illusion as the Monk spell.

4. Calculate HI as the Sage spell.

* C Picks:

1. Weigh Decision (45% bias) as the Sage spells.

2. Ambush skill rank increases 50% and is one-half cost thereafter.

3. Awareness True as the Mentalist spell.

4. Complete understanding of one race alows crits against the race to
be 'Slaying'.
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STRENGTH

¢ A Picks:

1. Armor minimum maneuver penalties are halved.

2. Hammerhand as the background option.

3. All missile ranges increase 50%.

4. Crits delivered aso yield Unbalancing crits (2 degrees less severity).

5. Firm Grip allows 2-handed weapons to be wielded in one hand at a -
25 penalty. Two-weapon combo is unusable when employing this
ability.

* B Picks:

1 Death Grip yields Krush crits the following round after grappling a
target.

2. Shocking Blows: All melee strikes yield double concussion damage.

3. Bow Tester: All missile strikes yield double concussion damage.

4. Heave-Ho: May throw objects as a giant would, with a 200 range.
Skill must be developed.

* C Picks:

1 Bone Breaker: 50% of all strikes made with blunt weapons are
‘Shattering'.

2. Hulking Frame yields ability to throw weight into blows, inflicting
additional Impact critsin melee.

3. Items as strong as Mithril may be bent/broken if the item fails an
RR.

4. Ginsu Master: 50% of al strikes made with edged weapons are
‘Cleaving'.

di I
R 3

QUICKNESS
* A Picks;

1 Fluidity adds +5 to dl OBs and non-rear DBs (includes DB versus
elementd attack spells).

2. Lightning Reactions allow negation of 1 surprise or disorientation
round.

3. Ability to roll with blows subtracts 5 from al crits taken (if aware of
the attack).

4. Efficiency gives an additional 10% activity each round.

5. Ability to change facing in melee prevents character from being
flanked/attacked from rear by less than 3 opponents (if aware of
these opponents).

* B Picks
1 Fluidity: as above (noncumulative) except bonus is +10.

2. Opponent's Quickness and/or adrenal defense may be negated 50%
of the time (if opponent possessss quickness below 102).

3. Preemptive Striking: Character may act one combat phase earlier
(i.e. he could fire amissile in the spell phase); a penalty of -30 to
first swing points (FSP) is applied when this aility is used.

4. Efficiency: As above except additiona activity is 20% (noncumula-
tive).

* C Picks.

1 Fluidity: as above (noncumulative) except bonusis +15.

2. Dodging I11 as the Monk spell.

3. pell Dodge 11 as the Nightblade spell.

4. Efficiency: as above (noncumulative) except additional activity is
40%.
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PRESENCE
* A Picks:
1 Look of Eagles as the background option.
2. Suggestion as the Closed Essence spell; targets gain a+30 to resist.
3. Mind Merge as the Mentalist spell.
4. Mind Shield as the Open Mentalism spell.
5. Inner Thoughts as the Mentdist spdl.
6. Mind Voice 100' as the Mentalist spell.

* B Picks
1 Look of Terror | as the Warlock spdll.

2. Aggression as the background option, except appliesto al attack
ralls.

3. Inner Wall V as the Closed Mentalism spell.

4. Aura as the background option.

5. Lifekeeping (1 hour per level) asthe Cleric spell.

6. Charm Kind as the Mentalist spell; targets gain a+30 to RRs.
7. Hold Kind as the Mentalist spdl.

* C Picks:

L1 Inspirations || as the Paladin spell.

2. Misfeel True as the Mystic spell.

3. Control Demon V as the Evil Magician spell.

4. Master ofKind as the Mentalist spell; targets gain a+30 to RRs.

5. Fist of Power: Ability to externalize mind force alows the caster to
simulate the effects of the Mentalist spell Shock E twice per day.
Alternatively, 'Shattering' may be used.

INTUITION
* A Picks
1 Dream| asthe Cleric spell.
2. Divination as the secondary skill, 80% chance of success.
3. Direction Sense as the background option.
4. Guess asthe Cleric spell.
5. +50 bonus to the skill Spatial Location Awareness.
6. Intuitive understanding of near future bestows a +10 bonus to all
DBs (including rear DBs).

* B Picks

1 Awakening as the Monk spell.

2. Intuitions V asthe Cleric spell.

3. Detect Ambush as the Ranger spdll.

4. Channel Opening (10 miles per level) as the Cleric spell.

* C Picks:

1. Luck as the background option.

2. Destiny Sense as the background option.

3. Danger sense as the background option.

4. Fervor: specid tieto deity alows use of the Dervish spell Dance of
Fervor once, per week.

5. Anticipate True as the Open Mentaism spell.

EMPATHY
* A Picks
1. Animal Friendship as the background option.
2. Mind Typing as the Mentalist spell.
3. Emotions as the Mentalist spell.
4. Detect Realm: as Detect Channeling, but appliesto dl realms.
5. Mana Sensing as the background option.
6. Presence/Feel/Mind Sore as the Mentdist spells.
7. Location 500" as the Open Channeling spell.

SillgSats "Laws': Innate Sat Abilities & Luck

* B Picks

1 Visions as the background option.

2. Mana Reading as the background option, except 50% chance for
each ahility.

3. Awareness as the Mentalist spell.

4. Neutralize Curse (1 minute per level) as the Cleric spell.

5. Analysis as the Open Essence spdl.

* C Picks

1. Transcendence as the background option.

2. Jpatial Xill as the background option.

3. Detect True as the Open Essence spell.

4. Ensorcellment Cure as the background option.

5. Power Parasite: Power may be leeched from an earthnode, item, or
person imbued with Essence power; rate of drain is 10 PP per round
and user must make a BAR vs unwilling targets, who then make an
RR to attempt to resist the draining. Concentration must be
maintained during each round of the drain.

5.4 LUCK

Luck isarelative measure of how well oneisblessed by the gods. The
Luck (LU) stetigtic isdeterminedjust like the 10 normal RM stats: roll for
temporary and potentia vaues. Use ChL& Cal Table 15.13 to determine
the unusual statistic bonus. If aGM wants to, he may assign racial Luck
bonuses for the races in hisworld (see the Luck Chart in this section for
some suggestions).

Option 1: The luck bonus can be applied by the GM to many situ-
ations. If the GM deems that a situation is a completely random
affair he may use the luck bonus to add to (or subtract from) the
following: direction sense, divination, foraging, gambling, genera
perception, locate secret opening, mining, navigation, surpriserolls,
tactical games, RRs, etc.

Option 2: Divide the luck stetistic (not the bonus) by ten and round to
the nearest whole number to determine a character's Lucky Break
#. This number represents the percentage chance that a character
will avoid adeath blow. If an attack result indicates that a character
iskilled, roll 1D100 and add his Lucky Break #. If the result
exceeds 100, then the character is not dead, but instead is uncon-
scious at the brink of death but in a stable condition (not bleeding).
Every time that process is used, the character's Lucky Bresk #is
reduced by one. Note that cats have aLucky Break # of nine.

Option 3: If aGM wants aless deadly game, use Option 2 above, but
to obtain the Lucky Break # divide the Luck stat by 5 instead of 10.

Option 4: The GM can choose to use the luck datistic (not the Bonus)
as a skill modifier. Whenever a situation occurs that involves pure
luck (like gambling on the draw of a card, playing Russian
Roulette, etc.). The player would roll 1D100, add his luck statistic
and add the difficulty modifier (sse Luck Chart); a 101+ result
would then indicate success.

EXAMPLE: Nirrad, an ugly Human Barbarian, rolls 99for his
luck statistic. Thisgives himaLuck Bonus of +20; he doesn't have
aracial bonus. HisLucky Break#is 10 = 99 + 10 (rounded off).

LUCK CHART
Difficulty M od Race Luck Bonus
RoUtINE......ovveereeirecienes +0 Halflings........cccovvieennee +10
Elves...eeeeeee. +5
Humans, Haf Elves ............ 0
Dwarves........coovvvveenne -5
Others ... 10




Sills/'Sats "Laws': Combat & Eloguence & Potentials

5.5 LEVEL INTENSIVE COMBAT

In Rolemaster a spell user continues to become significantly more
effective ashe builds up hisexperience levels. However, abovefifth level,
and especially above tenth, experience levels can makelittle differenceto
an ams user. Combat, as it now stands, is stat intensive; i.e. above tenth
level a character's stat bonuses are going to make alot more difference
than, say, five or ten skill levels. The reason for this, of course, is the
declining scale for skill ranks developed. By the present system (i.e.
5,2,1,1/2) anineteenth level Fighter will only have a skill rank bonus 15
points better than aninth level Fighter, assuming two combat skill ranks
per level are developed. Naturally, inthis range, the per level bonus will
be the significant difference. Even this distinction disappears at very high
levelswhentheper level bonus declinesor disappearsentirely (eg., a29th
level Fighter will have a 10 point Skill bonus advantage over a 19th level
Fighter). Thisdoesnot even consider the problemsa36th level Ranger has
when tackling a 19th level Fighter (who should be frightened to confront
the Ranger even in melee).

For those who desire a skill intensive system, so that increasing
experience levels does make a significant difference in one's combat
abilities, the declining scae may be atered. The suggested scde is
54,3,2,1. Thiswill insurethat the Lord Fighter's skill bonuswill beat least
twenty points higher than the tenth level Fighter's.

Theoretically this scale could be used with al primary and secondary
skills, but thiswoul d distort many of the system mechanics. Since combat
isagkill againgt skill system (i.e. the wise defender may parry), such a
scale can be appropriate for melee, missile, or thrown attack skill. The
chart below presentsthe progression for skill ranks 1-50; the progression
above 50 is +1 per skill rank.

NOTE: Ifthis system is used, the OBsfor higher level creatures
should be increased by 20-50% to compensate for the higher
weapon OBs.
Option: Let the minimum skill rank bonus be 2 per skill rank; i.e, the
progressionis54,3,2.

Sill Rank Bonus Sill Rank Bonus
1 5 26 108
2 10 27 111
3 15 28 114
4 20 2 117
5 25 30 120
6 30 31 122
7 3% 32 124
8 40 3 126
9 45 A 128
10 50 35 130
11 54 36 132
12 58 37 134
13 62 38 136
14 66 39 138
15 70 40 139
16 74 41 140
17 78 42 141
18 82 43 142
19 86 4 143
20 0 45 144
21 93 46 145
22 % 47 146
23 9 48 147
24 102 49 148
25 105 50 149
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5.6 ELOQUENCE (Mental Quickness)

The Memory stat in Rolemaster is, perhaps without question, the least
used gtat inthe game; aGM must usually rely ontheplayer's Memory and
not the Character's. Very seldom, at least in our experience, arecharacters
required to make "Memory" rolls. The use of Memory for Primary skill
stat bonuses is non-existent, and for secondary skills it is rare. Some
character classes have Memory as aprime requisite, but very seldom do
those dlasses in an adventure have much reason to rely on that stat. Since
Memory isastat, aGM may decide to replace Memory with another at:
Eloquence (abbreviated EL), call it Mental Quickness (MQ) if you wish.

Eloguence is a measure of mental quickness and is suitable for such
actionsasorientationrolls, gpeed of spell casting, quicknessof perception,
changes of action, and obvioudly, quick decison making. Thus, the
Aqgility stat would represent dexterity, gymnastic ability, and quickness of
small body motions, such as the movements of the fingers playing an
instrument. Quickness, is ameasure of body-speed "flat-out," such asin
running, or other kinds of track events.

Elogquence istheMental capacity for making decisonsquickly. Itisthe
trademark of genius (or lack thereof): the admirablequdity inlesdersand
executives. In our experience, we have seen those persons who are built
for dow motion, butwhothink inrapidresponse. Likewise, therearethose
who are adept on the track but dow upstairs. Mental quickness, Elo-
quence, isagtat that will be used again and again whereas Memory always
seams to lie dormant in game play. It aso makes sense that Elogquence,
speed of thought, could replace Memory as a development stat since,
obvioudly, speed of mental processesrelates directly tolearning. It makes
senge to derive development points from that stat. If this optional rule is
used, whenever aMemory rall of somekindisrequired, usethe Reasoning
dat in place of Memory.

5.7 SIMPLE POTENTIAL GENERATION

Table 1511 (Character Law) may be too cumbersome for some GMs
to useto create alarge number of PCs and NPCs. One method of avoiding
thistable isto use a Simple Potential Generation rall. If the GM desires,
He should roll 1D100 and have that roll be the potential.

One exception to thisrule is that if the Temporary rall is 100 and the
Potential roll is 100, then the Potential should be 101

EXAMPLE: Nirrad, a Human Barbarian, has a temporary
Srength of 92. If the player rolls a 96for his potential, then the
potential isa 96. If, however, one used ChL Table 15.11, thenthe
potential would have been a 99.

Using Simple Potentid Determination will result in lower potential
satistics, but will reduce the time needed to create a character.
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6.0 OPTIONAL CREATURE &
TREASURE "LAWS"

6.1 TREASURE GENERATION

This section presents a chart for quickly generating treasures after an
encounter. The level of the defeated opponent determines the column
used; roll once for each type of potentia treasure. If there were multiple
opponents, the GM may roll one set of potential treasures for each
opponent or roll one set based upon the combined levels of the opponents.

The GM should use discretion if using this chart or the treasure may
become much too rich. If the GM determines thisto be the case, he may
use a column based upon the square root of the opponents' levels.

CHART KEY
If there isa"—" for atreasure type, that indicates that there is no chance

of such a treasure being present. A percentage, of course, indicates a

percentage chance of finding the indicated number of items in that

category. If there isjust a number, then that number of items are found. If

there is adieroll expression, players find the number indicated by the dice.

bp, , gp, pp, Mp = coins. bronze pieces, silver, gold, platinum and
Mithril. 1 pp=10gpand 1 mp = 100 gp.

Gems. various valuable stones. The GM may determine the values by
any approved system. Suggested value is about 10-60 gp each with
apossibility of extreme value (eg., 10% = x10).

Jewels: various items formed with valuable stones, metals, etc.
Suggested values are 100-600 gp each with apossibility for an
extremevalue (eg., 10% = x10).

Combat: valuable items of amilitary nature (weapons, armor, shields,
etc.). S, S+, and St++ are indications of great value. They may be of
greater than +15 enchantment and may have GM-designed
additional abilities. Or, these may berolled for using C& T's charts
and the following bonuses: S = +100, S+ = +200, S++ = +250.

1 Use, Modedt, Potent, Most Potent, Artifact = types of magical
treasures found. 1 Use = potion, rune, etc. Modest are worth less
than 500 gp value. Potent are of 500-1000 gp value. Most Potent is
avery broad category embracing al items from 1000-10,000 gp
value. Artifacts are any magica items of over 10000 gp value.
GMs should probably never roll randomly for "legendary artifacts.”

Creature & Treasure "Laws': Treasure Generation & ltems

6.2 ARCANE ARTIFACTS AND ITEMS

POTENT ITEMS

Amulet of Soul Succor: Allows an additiona +25 on RRsvs. sat
draining or soul-damaging effects. Even if the RR fails, only half
damage is taken.

Chain Shirt of Encumbrance A cursed st of AT 16 which encum-
bers as AT 20. Remove Curse is necessary to ditch the unwanted
item.

Circlet of Evason: A headband that: adds +10to DB and RR; dlows
50% critical negation for head; casts Spell Dodge, Aim Untrue, and
Bladeturn | twice/day each.

Heartbreaker Potent: A +20 throwing kynac that: inflicts an extra
Puncture critical of 1 degree less severity; doubles bleeding hits
delivered; and Longdoors (300) back to thrower after striking.

Helm of Taurus This cursed +10 full helm negates 90% of head
criticals and alows the wearer to develop a Butt attack using the
helm. However, any time the wearer isin combat with a cresture of
lower level, he must resist aLvl 15 Mentalism attack or charge the
opponent, giving +30 to OB and double damage. The wearer will
then continue to charge any and al opponents using his full Butt
OB until dl are down or have fled.

Mask of Many Faces Thisthin, tranducent mask casts a continual
Impersonation Facade complete with dl senses. The facade is
immune to most magical detections, but spells over 20th level get to
make RRs and a character that makes a successful Perception roll
modified by -70 gets to make aRR.

Rune of Spdlweaving: This powerful rune, when read, alows the
wearer to cast any number of spells simultaneoudly (including
concentration godls, which must, however, gill be concentrated on
after casting, 50% activity each). Two rounds of preparation are
required, and one round is needed to read the rune. Any overcasting
is il subject to ESF rolls, o difficult gells are best 1eft for lagt —
the spells are cast simultaneously but spell failures must be rolled in
the order that the spdlls are listed. It is possible for the caster to
expend al of his PPs using this rune. In any case, a D100 roll must
be made, adding a quarter of the PPs expended and subtracting the
caster's SD bonus and the average of his spellcasting dtats. If the
adjusted roll exceeds 100, the caster will take an electricity critica
of 1 degree severity per 10 points over 100; i.e, aroll of 101-110
indicates a "A", 111-120 a "B", €c.

The Gemini Sword: A +20 green laen two-handed sword that is a x4
Essence multiplier. 1t may split itself into two other 2-hand swords;
each +15 and x3 multipliers, one of yellow and one of blue laen

The Serpent Staff: A +20 quarterstaff; upon delivering acriticd, the
target must resist against alevel 20 nerve poison or die in CO/10
rounds.

TREASURE GENERATION CHART

Treasure LEVELS

Type 1 to 2 3 to 4 5 to 7 8 to 11 12 to 15 16 to 23 24 to 29 30+
bp 2D10 2D12 2D20 3D12 50%—4D20 | 50%—2D100 | 50%—2D1000 | 50%—5D 1000
P 20%— 1D10 1D10 2D10 3D12 4D20 5D20 50%—5D100 | 50%— 2D1000
P 05%— 1D6 | 20%— 1D6| 50%—2D6 3D6 4D10 4D20 2D100 1D1000
PP 0 05%— 1D2 | 20%— 1D6| 50%— 1D10 2D12 4D12 4D20 2D100
mp 0 0 05%—1D2| 10%—1D3 | 20%— 1D4 50%— 1D6 50%— 1D10 5D10
Gems 0 0 05%— 1D4| 20%— 1D6 | 50%—ID 10 1D20 2D20 4D10
Jewels 0 0 01%—1 | 05%—1D2 | 20%— 1D3 50%— 1D6 50%— 1D10 2D10
Combat 05%—1 | 25%—1D2| 50%— 1D3 1D4 1D4s 1D4S+ 2D3s+ 2DASt+H
1 Useltem 01%—1 05%—1 | 20%— 1D2| 25%—1D3 | 50%— 1D4 1D4 1D6 2D6
Modest 0 01%—1 | 5%—1D2 | 20%— 1D3 | 50%— 1D4 1D4 1D6 2D6
Potent 0 0 01%—1 | 05%—1D2 | 20%—1D3 50%— 1D4 1D4 1D6
Most Potent 0 0 0 01%—1 03%—1 05%— 1D2 20%— 1D3 50%— 1D4
Artifact 0 0 0 0 1%—1 01%—1 05%— 1D2 20%— 1D3
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The Shieldarang: A +20 normal shield that: can be thrown (ranges as
gpear); will return (up to 300) via flight; and attacks on the war
mattock table (Krush criticals).

White Eog Ring: Bestows a bonus of +15 versus Evil spellsand an
additional +30 versus Evil Channels.

MOST POTENT ITEMS

Amulet of Adrenal Frenzy: Adds +20 to frenzy skill; allows wearer
to retain 50% of normal DB when frenzied; and alows cagting of
instantaneous spells when frenzied.

Bracersof the Blinding Strike: A x3 Essence multiplier that gives a
+15 additional bonus to wearer's Quickness. It also alows aCobra
Strike 3 times/day, bracers inject target with a poison equd to the
wearer's level upon gtriking. The poison causes lethargy: if target
failsRR by 1-10/ 11-30/ 31+ then the result is -30 al actions/ -75
al actions/ totd paralysis and -100 on static actions. Effects last 1-
100 min.

Headband of Dharius: A x4 multiplier for any dassthat: adds+15 to
perception; bestows subconscious discipline (as the RMCI
background option) while worn; and adds +10 to mental attack and
defenseralls.

Ring of Mind Magtery: When worn: concentration spells cost only
25% normal activity; wearer can concentrate on 2 spells simultane-
ously; and it adds 25 to RRs vs. mental attack

Ring of Sky-Blue: Adds +20 to outdoor skills; alows an additional
+30 bonus and an extrax1 damage to Lightning Bolts cast by
wielder; and casts Fly 300" and Death Cloud 10'R 2/day each.

Snakeskin Robes Protect as AT 4 (-15); adds +15 to DB, RR, MR
(Maneuver Roll); and sheds once/week to take on most common
color in present terrain, acts as Camouflagein that terrain.

Spinetingler: A +20 Holy broadsword that: changes to adagger or a
two-handed sword instantly; delivers extracold critical of equal
severity; and, upon delivering acritical, target must resist alevel 20
Distraction spdl (-25 to OBs and maneuvers), spell hasaduration
of 20 minutes and the RR is at -30.

The Stomping Staff: Normally, the +15 staff does double damage.
However, if an opponent has been flipped or is down, attacks with
the staff as part of a wegpon kata may be used to 'stomp' the
opponent. The attack uses the kata OB but results are determined on
the Fall/Krush Table (double damage). The secondary critical for
the kata will be Impact instead of Unbalancing.
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ARTIFACTS

Assassin's Armor: AT 14 (-15); encumbers as AT 5; constant Silent
Moves, Shadows, and Darkvision (100); and adds +4 to Ambush
skill.

Bane: This medallion allows the wearer to choose a creature type that
is the 'enemy'.(e.g., aparticular Mannish race, Grey Elves, evil
el user, etc). If the wearer achieves acritical againgt an ‘enemy’,
the critical will be 'slaying' if: if the creature is super-large and the
crit severity is"E" or the creature is large and the crit severity is
"C"-"E' or the creature is normal and the crit severity is"B"-"E".
The 'enemy’ type may be chosen up to twice per week. It takes the
meddlion 10 hours to attune itself for a new ‘enemy'; during this
time it confers no specia powers. The wearer aso gains the use of
the specid list Guardian Ways (must apply to the 'enemy’) up to his
level and abonus of 20 PP for spellcasting on that list only. The
wearer will never fear or obey an ‘enemy’ and gains +10 to RRs
and DB versus the designated enemies. The wearer must roll 101+
(using SD bonus) whenever confronting an ‘enemy" for the first
time in each day and/or every round of combat when an enemy is
within 50. Failure means that he must attack the nearest enemy (if
the 'enemy" happens to be acurrent aly, then +20 may be added to
the SD roll).

Bracer of Contact: When worn, it adds +20 to Channeling skill; spells
cast by wearer are Ranged by 100; and it dlows the wearer to
channd to atarget irregardless of whether target is concentrating on
the realm or is otherwise ready to receive a spell or PPs.

Bracers of Fortune: A x4 Essence multiplier that gives wearer ‘Luck'’
(as per background option in RMCI); if wearer dready has the
option, then the Luck power is increased to £10. It dso adds +15 to
OB, DB, MR, and RR. Wearer's Open-Ended Low (OEL) range
becomes 01-02 instead of 01-05.

Cdllar Majestic of Dwarvenkind: Allows non-Dwarven wearer to
acquire the innate Dwarven attributes of spell and poison resistance;
+40 vs. Essence and Mentalism and +20 vs. poison. However, if the
wesarer casts any spells from these realms, he must first make an
ESF at +40 due to the very nature of the Collar making the caster
resistant to these realms.

Gauntlet of the Vengeful Healer: Adds +30 to ESF rolls on the
Hedler Base lists. Hedler spells can be reversed by wearer to harm a
target; range is touch and recovery takes double the norma time,
the gauntlet aso casts Disruption upon touch.

GoldleafsWreath: A x3 Channeling multiplier that: adds 10 levels
for spellcasting on Nature's Forms list; protects as helm / 50%
critical negation for heed; casts 50 PP/day from the Inner Walls list
(up to level 30); cast Green Channel 11 1/day: this spdll turnsthe
target into a Slowroot (has a 50 range, and aRR Mod of -50).

Grovestaff: A +40 Druidstaff that is a+7 Channeling Adder. In aress
that are Holy for the wielder, the staff alows access to a specid list
called Soulfires; the list is identical to Mana Fires except abonus of
+30 to ESF is alowed for spellcasting on the list and dl fire spels
from the list will only harm fauna, not flora.

Retributor (or Myshtahra, "Halfling's Hope"): A +25 laen short
sword that: uses the broadsword table for atacks; is 'Slaying'
againg 'Lunkies' (i.e, any creature taler than 60"); casts Unpain
75% and Strength 111 2/day each; and wielder may Defend (as the
rune) against 2 melee attacks per round in addition to normal action.

The Black Bow: A +20 Short Bow fashioned of enchanted black
Shereth wood. Uses longbow table for range and damage. String
and bow will not normally bresk. Normally fires 2 arrows per round
(no rapid-fire penalty), which teleport back to wielder's quiver upon
striking or missing. Fumbles only on '01' and dl range pendlties are
halved.

The Redstone: A +5 Mentalism Adder. Allows possessor to act
without hindrance when casting Mentalism spells that involve head
coverings, metal or otherwise, on the target and/or the possessor.
The 'General’ column is used for attacks against helmed opponents
and the possessor need make no ESFs due to any head coverings he
wears.
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The Zodiac Symbol: This evil item casts the following spells upon
demand (I/rnd): LBolt +80(3D), Teleport I, Misfeel True, Friend
Speech, Protection V, Master ofKind, Dispel True, Displacement
I11. Widlder's spls only fail on an '01".

Wand of Loci: This wand absorbs elemental attacks directed against
the wielder and redirects them back towards the attacker. The
redirected attack uses the wielder's bonus with the spel but with an
additional +10 and additional 1x damage bonus. The wand, unlike
most, will perform this function an unlimited number of times up to
3 times per round. Attacking magic that resists against 40th level
will be absorbed but not reflected. In this case the wand will bestow
PPs upon the wielder equal to the PPs that the attacker put into the
attack.

6.3 REPULSIONS

NOTE: These optional rules are for GMs who feel that the
Repulsions spell list is toopowerful. The original list was intended
to be a reflection ofa True Cleric'spower over the Undead; i.e,
extremely effective. These guidelines make Undead much more
powerful and deadly.

Any GM who has reffed Rolemaster for very long, and has used
Undead, has discovered that the Cleric's Repulsions list is very effective
against the Undead. The following rules for the use of the Cleric's base
Repulsionslist make Clericslesseffectiveand the Undead morepowerful.

Simply put, the Cleric's base Repulsions list isto be used "as is' only
for creasted Undead; i.e., those Undead which occur through the use of the
evil Cleric's Necromancy Create Undead spells. These Undead can be
effected fully by the normal Repulsion's list as it occurs in the rules.
However, naturally occurring Undead, such asBarrow Wights, Vampires,
Ghouls, are tougher and resist Repulsions according to different rules.
GMs should modify these rules for game balance in their world.

1 All "naturally occurring” Undead (i.e., those not those crested by
Necromancy Create Undead spells) double the value of their Type
number when resisting againgt the normal Repulsions lists. Thus, a
type IV Undead is treeted as a Type VIII.

2. Those Undead who are higher than Type |1l (unmodified) aso get a
bonus of +25 to their Resistance Ralls. So, aType V natura
Undead, istreated asaType X (from rule 1) and gets a+25 RR
bonus againgt the Cleric's Repulsions attempt. Therefore, if ahigh
level Cleric can throw a Repulsions XV, he may effect one Type V
(treats it as a Type X) and the five points remaining (XV - X) will
exactly neutralize the Vs RR bonus (V x 5), according to Spell
Law's Repulsions spdl list.

3. Those Undead who must be dedlt with in specia ways, such asthe
Vampire's stekes and items of silver, cannot be destroyed through
Repulsions, even should they fail their RR by more than 50. They
are tregted as simply having to flee normally. Thus, ahigh level
Cleric may be able to make Dracula flee temporarily with a
Repulsions spells, but he could not kill him outright till he tracked
him down and hammered in that stake.

4. The Cleric's hefty Repel Undead True spell, level 20 Base Cleric
Repulsions list, isto be tregted as a Repulsions XX.

Creature & Treasure "Laws': Items & Replusions

Thefour 9thlevel adventurers, Fighter, Mentalist, Sorcerer,
and Cleric, enter the crypts. Suddenly (says the GM), the

door slams shut and a loud cracking sound comesfrom the

dusty mausol eum shelves. Name-platesfall, breaking on the

floor, and out of the shelves attackfive Barrow Wights. The
GM chuckles: theplayers should never have comein here—

he warned them that they needed to be better prepared.

These are type IV Wights, 10th level monsters. Round I: the
Fighter swings at a Wight and hits, getting a critical, but

reduced two |evel sof severity. Herollsagood crit, but, Sorry

(the GM says), Wights are immune to stunning and bleeding

hits. The Wight returnsthe swing and the Fighter (who isnot
immune to stunsand bleeding) beginsto lose Constitution as
well. The Sorcerer throws apanic spell at one; and the GM

says, Sorry, immune also tofear. The Mentalist begins to
panic, he's having a hard time thinking of any spell in his
arsenal that effects Undead. Seep? No. Charm? No. Calm?

Probably not. He's not high enough to throw a Shocks spell

which could effect one, with the crits being lowered two

levels. Maybe a Pain spell? Maybe not. But then the cleric
fires hisRepel Undead IX spell one round early (it's only 6th

level) and the GM asks the Cleric whether we wants to aim
the whole spell at one target or multiple targets. Now the
Cleric chuckles. The most the Wights could be are type IV,

hethinks. If | aimthe spell at one he will have an additional

RR penalty of at least -25 (see Spell Law, Base Cleric

Repulsions list) and | can probably destroy it in one round.
Or, | canaimfor more (in this case, two) and send them both
fleeing. The GM groansand covershishead. By thetimethe

battle's over, in only three rounds, the Mentalist is wounded
andfrustrated; the Sorcerer broke up one Wightanditisnow
flopping on the floor; the Fighter finally killed one Wight on
hit points (but has lost a lot of temp Congtitution); and the
cleric got the other three.
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6.2 MONSTER MASHING

Considerable effort went into C&T in evaluating dl of a creature's
abilitiesintoits experiencelevel. For example, Dragons have much lower
offensive bonuses than you might expect because of their magic and
multiple atacks. Similarly, the Tyrannosaurus, which has one of the
highest OBs in C&T, is only rated at level 8 because it defines new
standards for stupid. Even so, some Rolemaster players would like for
creatures to have combat values very closely related to their experience
value. GMsthus have an easier time figuring play balance and generating
quickie creatures (and NPCs). The players have a better idea what they
will be confronting a a particular difficulty level. The following chart
suggests values for quickie generation of creatures and NPCs.

Explanation: Three categories are offered, arms class, semi-arms
class, and non-arms (spell user) class. Arms was calculated at
purchasing 2 skill ranksper level, with a +3/Ivl bonus, and a total
miscellaneousfactor which rangesfrom 20 at level 0to 60 at level
100. This miscellaneous bonus is intended to represent all appli-
cable bonuses (e.g. totals of Srength, weapon quality, etc). Semi-
armswas calculated at 1 1/2 skill ranksper level, a +2/Ivl bonus,
andamiscellaneousadd of 15t055. Non-armswasfiguredat | skill
ranksper level, nolevel bonus, and amiscellaneousadd of 10to 50.
Hit points are calculated by purchasing the same number of body
development skill ranks asfor weapons; but arms users 'roll' 12-
sided dice, semi's are 10's, and the others roll 8's. Asterisks (*)
mark where most human types should stop. The 12-sided hit points
are useful for beasts and monsters, Ogres, Trolls, beefy humans,
etc. Defensive bonus is quickly recognizable as the regular declin-
ing stat scale.
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LEVEL BASED COVBAT AB! LI TI ESCHART

ARNMS SEM - ARVE  NON ARMS

Lvl DB B  Hts B Hts B Hts
0 5 30 14 25 12 15 5
1 10 43 28 32 18 20 10
2 15 56 42 4 30 25 15
3 20 69 56 51 3% 30 20
4 25 87 70 68 48 40 25
5 30 A 84 16 54 45 30
6 b 101 B 86 66 50 b
7 40 108 112 % 72 55 40
8 45 115 126* 107 & 65 45
9 50 127 140 117 90 70 50
10 52 132 14 123 102 72 55
11 54 137 168 133 108 74 60
12 56 142 182 139 120+ 76 65
13 58 152 1% 149 126 83 70
14 60 157 210* 154 138 85 1)
15 62 161 224 159 14 87 80
16 4 165 238 164 150 8
17 66 169 252 169 162 91 0]
18 68 173 266 174 168 93 9%
19 70 177 280 179 180 9% 100

20 71 186 24 189 186 101 105

21 72 188 308 192 198 102 110

22 73 190 322 19%9 204 103 115

23 74 192 336 198 216 104 120¢

24 V&) 194 350 01 222 105 125

25 76 1% 34 208 24 106 130

2 7 198 378 206 240 107 135

27 78 20 392 208 252 108 140

28 7 202 406 211 258 109 145

29 80 204 420 213 270 110 150*

30 80 211 434 21 276 115 155

35 83 221 54 233 324 118 180

0 8 Bl 54 225 336 10 25

50 20 2% 714 216 4% 130 255

60 %B 216 84 01 o6 135 306

70 100 01 A 331 636 145 355

80 105 321 1134 36 76 150 405

0] 110 46 1274 33 816 160 455

100 115 366 1414 411 96 165 505
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7.0 OPTIONAL
MISCELLANEOUS "LAWS"

7.1 ARCANE SOCIETIES

Thereareno definiteguidelines given inRMCI for theArcane Societies
whichregulatethelearning of Arcanespell lists, although mentionismade
of speciaized groupsin EarthBlood'sWays. These Arcane Societieskeep
alive the lore of the distant past, but only amongst the members of the
society, of course, these societies may vary in power from dlight (like
Masons, Kiwanis, Scouting for boys or girls) to very powerful (like the
Bavarian Illuminati or The Gnomesof Zurich). Arcane Societiesalso may
vary in complexity from slight (eg., al RMC character professions,
Colleges, Librarians, adventuring parties), to very detailed and involved
(eg., the Court of Ardor, the Cloud L ords of Tanara, the Loremasters, or
thelron Wind), thus any guidelines must be vague enough to alow any
type of organization the GM may wish to represent, and yet definite
enough to be useful.

Since agreat way to introduce Arcane spell listsinto play isby theuse
of such organizations, here are some guidelines for Arcane Societies:

1) Arcane Societies are usually very old, with roots reaching back into
the mists of time.

2) Arcane Socidties are usually secret, although some may be openly
known (such as Monastic Groups, Guilds, Navigators).

3) Arcane societies are usually limited in the scope of their power to
one location (exceptions include Missionary Groups, Navigators,
etc.) whose operations may be nearly anywhere and everywhere).

4) Money and the acquisition of it are not important to Arcane
Socigties, except insofar as money is atool of power.

5) Arcane Societies dmost always should have a god towards which
the whole organization strives (e.g., bring back to earth some long
forgotten godling, save civilization, topple the government,
transport everyone everywhere; control some aspect of the
economy; World Domination; bring the word of god to the heathen;
protect al knowledge gathered in the Great Library of Seezur).

6) Some minimum requirements should be determined in order to be
initiates of the Arcane Society. These minimum requirements might
be: minimum Stat requirements; minimum level requirements;
certain outlook, religion, alignment, etc.; rigorous initiation rites;
only acertain sex, profession, social class, race, or clan.

7) Arcane Societies usually have ahierarchica structure, with the more
elevated members knowing more about the society and its inner-
most mysteries.

8) Usually, Arcane Societies have a Supreme Leader, although it may
seem that there are severa (puppet) leaders. Most Arcane Societies
have a"hero," "patron saint," founder, demi-god, etc. who has died
for the Arcane Society.

9) Each Arcane Society may be as simple or as convoluted as the GM
desires, examples follow.

SIMPLEST

Tolkien's "Rangers of the North" is avery smple Arcane Society; in
effect, just a profession.

Miscellaneous "Laws": Arcane Societies

VERY SIMPLE
"The Order of Librarians of Imperial Eldea"

About 300 years ago, the then Emperor Grimnir created an order by
Imperia decree. This Order had the task of guarding and preserving
Grimnir's magnificent Library, since the Emperor's death, the Order has
expandedto encompassall theL ibraries of the Empire of Eldea. Presently,
the Order openly seeks to protect and preserve al books, especially the
books of the Empire. Secretly, the Lord Librarian plansto oneday control
the dissemination of adl knowledge (even the various Head Librarians do
not realize this!).

Minimum Requirementsto become an initiateare
1 — Must have aMemory of 90 or more;

2 — Must be at least first leve;
3 — Must be either a Scholar or a Sage (sse RMCII);
4 — Must have at least one skill rank in the following abilities:
a BookLore (Study);
b: Book Binding (Craft);
c. Materials Conservation — books (Craft);
d: Administration; and
e One other Knowledge Skill or Xeno-Skill,
5 — Must Love and Respect books;
6 — Must be Lawful in alignment/outlook.

All Eldean Libraries charge 1 sp to use their facilities (no charge for
Librarians!) for the operating costs of the Libraries and asmall retinue of
guards (entirely under the control of the Lord). Thus the Power of the
Librarians is the wealth of Arcane knowledge they possess.
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MODERATELY COMPLEX

The Navigators

Note This order of Navigators is used an example; it is not the
absolute template for the Navigators in ICE's Loremaster and
Shadow World modules.

Throughout recorded history, The Navigators have been transporting
people and goods by the sea for profit. The navigators openly advertise
their trangport service to such an extent that in some places theirs is the
only service available. Thus, the Navigators are known far and wide.

No one questions who the Navigators are. No one wonders from
whence they come. Everyonejust uses the Navigators, but it isreally the
Navigators who use their clients.

Essentially, the Navigators transport anything anywhere (possible).
However, they will take nothing without fair, prior payment. Naturally,
with such control over the flow of commodities, the Navigators tend to
exert near complete control over the economies they service.

Thiseconomic power restsin no oneman'sgrasp, but anong dl of the
Council of Elders. The Council of Elders meets but once a year, on
Midsummer's Day, to discusstrade policies. It isevery member's duty to
know what policies the Council follows and abide by them.

There are three ranks within this Arcane Society: initiates, navigators,
and Elders. Each of these has its own minimum reguirements. One must
first be an initiate to become a navigator and one must be a navigator to
become an Elder.

Initiates travel with navigators in order to learn from them. Often, the
captain of avessd isanavigator, while the rest of the crew are composed
of initiates and other "sailors'. Elders control many vessels (even fleets).

Requirements Common to All Members of the Navigators

1 — All members must swear to deliver their cargo, even at the risk of
their own lives, if necessary;

2 — All members must be completely Neutral in alignment/outlook.
They never take sides in any dispute (except, of course, disputes
involving their cargo);

3 — All members must be No-Profession or Sailor characters.

Minimum Requirementsfor Initiates
1 — Must have aCO, AG, IN, and EM of 75, or more;
2 — Must be at least first level;

3 — Must have at least one skill rank in Climbing, General Perception,
Hostile Environments (Ses), and Shipwright;

4 — Must have at least two skill ranks in Boat Pilot, Direction Sense,
Rope Mastery, and Wesather Watching;

5 — Must have at least three skill ranks in Rowing and Star Gazing;
6 — Must have at least four skill ranks in Navigation and Sailing.

Minimum Requirements for Navigators

1 — Must have an IN and EM of 90 or more;

2 — Must be at least Fifth Levd;

3 — Must have at least four skill ranks in Advertising and Diplomacy;

4 — Must have at least five skill ranks in appraisal, General Percep-
tion, Mapping, Signalling, Trading, and Trading Lore;

5 — Must have at least six skill ranks in Direction Sense, Rope
Mastery, Rowing, and Shipwright;

6— Must have at least seven skill ranks in Boat Pilot, Leadership,
Hosdtile Environments (Ses), and Weather Watching;

7— Must have at least eight skill ranks in Region Lore and Sailing;

8 — Must have at least nine skill ranks in Star Gazing;

9— Must have at least ten skill ranks in Navigation; and

10 — Must have at least one of the Arcane Base Ligts available to
members of the Navigators (EarthBlood's Ways and Way of the
Navigator).
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Minimum Requirementsfor Elders

1 — Must have an IN and EM of 95 or more;

2— Must be at least Tenth Leve;

3 — Must have a least ten skill ranks in Administration, Advertising,
Appraisal, Boat Pilot, Mapping and Hostile Environments (Seg);

4 — Must have at least fifteen skill ranks in Diplomacy, Direction
Sense, Leadership, Shipwright, Trading, Trading Lore, and Weather
Watching;

5 — Must have at least twenty skill ranks in Navigation, Region Lore,
Sailing, and Star Gazing;

6 — Must know both of the Arcane Base Lists available to members of
the Navigators (EarthBlood's Ways and Way of the Navigator).

Even an initiate may learn spell lists from arealm (as a normal No-
Profession), since the Navigators are knowledgeable in magica lore
gleaned from thewholeworld. Also members of the Navigatorsmay learn
two Arcane Base Lists (these Arcane Ligts are trested as Base Ligts),
EarthBlood's Ways (RMCI, p.| 1) and Way of the Navigator (detailed in
this product).

VERY COMPLEX

Covens

There have alway's been pagans who band together for protection from
ausually hostile world. This hostility springs largely from ignorance and
fear of the secretive group. The members tend to be nature-oriented, but
dtill live near civilization, either in agroup or separately. Because of the
usually secret nature of a Coven, members often fit perfectly into society,
seeming like respectable citizens.

Covens are Arcane Societies with their own set of Arcane Base Lids.
These pdls are unknown to the world outside the secret society because
they are s carefully guarded. The most powerful "core" spel ligts are
evenmorejeal oudy guarded. These High Secret Order Arcane Base Spell
Ligs are known only by the most powerful members of the coven.

An example of thistype of Arcane Society isthe Greenbriar Coven. In
order to be amember of the Greenbriar, one must first be accepted by the
most powerful members. Usudly, only female members are accepted,
since this group worships the Earth Mother. Non-spell users cannotjoin
this Coven. Eligible initiates still must undergo an initiation into the
Coven. This takes the form of arite to find their "Totem Familiar™ (see
Shaman in RMCII) after having fasted and remained awake at least one
day. Upon finding the "Totem" the initiate becomes amember.

One woman, Dy-Cien, is the mutually acknowledged head of Green-
briar. The Coven asawhol e shares her specific outlook/alignment, which
might be caled "chaotic good." Members not adhering to this outlook
may either stay, or split away forming a scion Coven. The Greenbriar
Coven itsdf was formed when Dy-Cien split from an evil, easterly Coven.

Near the mansion where the members live there is aMajor Earthnode
called Tauregul Cdebfeo (Q. Celehfeo's Enchanted Wood). This Earth-
node is where dl rites of initiation are held.

SPELL LISTS: Thefollowing Arcane Coven BaseLigtsare availableto
all membersof the Greenbriar Coven (cost tolearnisdoublenormal cost).

Earth Mother's Way (exactly like Earthblood's Ways)

Barrier Ways Allurement
Household Magic Hearth Magic
Brewing Lore Wax Magic

Additionally, thereisaHigh-Secret Order within theGreenbriar Coven
composed of the most powerful member(s) of the Coven. These hand-
picked members) know the innermost mysteries of the Coven. This
includes additional Arcane Base Spell Listsand specid individual spells
detailed heresfter.

ADDITIONAL ARCANE COVEN BASE LISTS: Available only to
members of the High-Secret Order.

Shapechanging Ways (RMCI)
Ceremonies (RMCI)
Familiar's Law (RMC1)

Midwifery (RMCI)
Mending Ways (Detailed in this product)
Holy Vision (Astrologer's Base list)
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ADDITIONAL ARCANE COVENBASE SPELLS: Only High-Secret
Order members receive these additiona spells.

I. ON THE BARRIER WAY S BASE LIST:

20—Open Prison (F) (RMCI p. 35)

25—Mystical Cage (F) (RMCI p. 34-35)

35—Curtain Wall (F) Realm: Arcane Range: 10 Duration:
varies The caster causes a 10%x10' wall of mist to form. Thisis a
gateway into an extra-dimensional space. Passing through this mist
wall/gateway takes one into this extra-dimensional room that may be
used as an abode. Oncethe caster isingide theroom, the gateway may
disappear from the location where it was summoned. This closes the
gateway on anyone inside or outside. When this spell is cast from
inside the room, the Curtain Wall may reappear in any location the
caster has seen before. The dimensions of the room are roughly
20'x20'x20'. When not in use, theroom till exists, allowing the caster
to store goods or people there.

50—Circle of Blindness (FM) Realm: Arcane Range: 1' /Level
radius Duration: 1 minute/lLevel When abeing entersthe circle
and failsaRR, the being can no longer sse aslong as it remainsin the
Area of Effect.

60—Sphere of Force (F) Realm: Arcane Range: 1 /Leve radius
Duration: 1 minute/Level  Creates asphere of force about the caster
through which nothing may pass.

75—Mirror Wall (FM)  Realm: Arcane Range 1l/Leve
Duration: 1 minute/lLevel  Creates a 10'xIO" wall of force which
reflects all physical and magical attacks back on the perpetrator.

1. ON THE ALLUREMENT BASE LIST:
30—Indictment (F) (RMCI)

Miscellaneous "Laws": Arcane Societies & Social Sanding

I11. ON THE HOUSEHOLD MAGIC BASE LIST

1—Muster (M) Realm: Arcane Range: 10 radius Duration: 10
minutes/Level  All beingsin the Area of Effect who fail the RR must
help the caster to clean a specified area.

19—Gather True (F) As Gathering, but with no restrictions as to Range
and Area of Effect.

V. ON THE BREWING LORE BASE LIST

60—L ord Potion (F) AsBrew Potion, but up to a twentieth level spell
may be imbedded in the potion.

V.ON THEWAX MAGIC BASELIST

20—Long Sleep Wax Fruit (F) AsLesser Wax Fruit, except the deep
will last as long as the caster specified, coming to an end only after a
specific triggering event has occurred.

40—Golden Candle (F) As White Candle, except with golden wax, the
caster creates acandle in which up to a twentieth level spel may be
imbedded.

Final Curse: Lastly, High-Secret Order Coven members may cast Inter-
pretation or Doom Interpretation (RMCI) if the situation cdls for a
final curse.

7.2 SOCIAL STANDING

Socia Standing representsthe environment that acharacter grew upin.
This rating allows a character's background to be more fully described.
Socid Standing will have agreat impact upon characters who are novice
adventurers, but after they set their own reputation, Socia Standing will
havelittleeffect. A character's Socid Standing aso determineshow much
money he begins the game with.

A character's Social Standing can never be changed, even if his
environment does. Even if a peasant were knighted, nobility would still
view the knight as an ex-peasant.

Todetermineacharacter's Social Standing, roll aclosed-ended 1D100.
Then cross reference this result with the Socia Standing Chart to deter-
mine one's Socid Standing and beginning wealth.

In some societies, certain socia classes may not exist. In these cases,
the PC should be given the closest Socid Standing possible.

IfaGM decidesto use these guidelines, he should examine this sample
chart and modify it to more closdly fit his own world and campaign.

Example: Nirrad, a Human Barbarian, rolls a 01 for his social
standing. BecauseNirrad'stribe doesn'tpractice davery, the GM
has Nirrad befrom the Lower-Lower Class, and gives him one
copper piece as starting money.
Option 1. Some GMsmay wish torestrict their characters from becoming
certain classesif their Socid Standing istoolow. For example, aGM may
require Noble Warriors to be from an upper-class family.

SOCIAL STANDING CHART

Result Socid Standing Starting Money

01 Former Slave none
02-09 Lower Lower Class (LLC) 1p
10-35 Middle Lower Class (MLC) 5cp
36-45 Upper Lower Class (ULC) 1bp
46-56 Lower Middle Class (LMC) 3
57-70 Middle Middle Class (MMC) 8y
71-80 Upper Middle Class (UMC) 20p
81-90 Lower Upper Class (LUC) 10gp
91-96 Middle Upper Class (MUC) 35gp
97-99 Upper Upper Class (UUC) 50gp

100 Royalty 100gp
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7.3 DEATH OPTIONS

Constitution isthe stat used for determining how easily acharacter may
survive atraumatic injury and how frequently he may be resurrected (i.e.,

soul returned by Lifegiving, raised from the dead, etc.). The following

adds some control to the number of resurrections player characters may

endure, (and thus cause them to be more cautious when they face

dangerous enterprises).

1 A traumatic injury is acrit which specifies that an injury is deadly.
Whether the blow is fatal immediately or not, (e.g. 12 rnds and then
dies), the blow is gtill considered traumatic.

. If acharacter receives atraumatic injury (as defined above) he must
make atrauma roll to determine if resurrection measures will be
necessary. This rall is necessary even if the injury is repaired within
the alotted time before death (if an injury specifies that an organ is
damaged and the character will diein 6 rounds, even if the organ is
repaired or replaced before the 6 rounds are up, the character must
make atraumaroall). Shock, temporary loss of arterial blood
pressure, stroke, etc are al likely results of such an injury, and may
cause a character to die even if the specific damage is quickly fixed.

3. The character attempting to make his traumaroll must roll less than
or equal to his temporary Constitution stet to succeed. Therall is
open-ended (e.g., a character with a 102 can il fail).

. If the character makes his traumarall, histemp CO et is reduced
by 1 point, but no Lifegiving, Lifekeeping, or Restoration measures
will be required if the injury can be repaired in time (eg., before
soul departure). If the character fails his traumaroll the soul
immediately departs necessitating normal Lifegiving measures and a
resurrection roll (see below). Naturally the GM may want to keep
this unfortunate situation secret until the players have opportunity
to determine the injured party's status.

. If acharacter; A) fails histraumaroll or B) suffers normal soul
departure or C) requires Lifegiving, or D) requires Lifekeeping, he
must make aresurrection roll before the soul can return or remain.
Thisroll islike atraumarall: the character must roll less than or
equal to his temp CO stat to succeed. If the roll succeeds, the soul
measures were effective but the character's temp CO is reduced by
5 points. If the character does not succeed with his resurrection roll,
he isirrecoverably dead and out of the game. Because of their
specia nature, Elves must roll less than or equal to their temp CO -
10 (only for resurrection rolls).

6. The CO points lost by traumaand resurrection rolls are recoverable
by normal means (e.g., level advancement, herbs, etc.). However,
the reduced Constitution may not be recovered with respect to
future trauma and resurrection rolls. This, obviously, sets anearly
absolute limit on the number of times a character may be resur-
rected, since his constitution will continue to irremediably decrease
by 5 for every resurrection roll. A character will of necessity keep
separate track of what vaue his CO is reduced to for the purpose of
future trauma and resurrection rolls.

Example: if a character witha 99 temp COisresurrected, histemp
COdtat dropsto 94. At a later date the character goesup a level and

gets 4 points back. However, he must keep track of the 94 as a
separate number because thepointsareirrecoverablewith respect

to futuretrauma/resurrection rolls: hisnext chances of success for

trauma and/or resurrection are only 94%

7. Because of the dangers associated with receiving traumatic injuries,
transferring Healers may choose to take more than the required
amount of time cagting transferral spells <o that they need not suffer
the effects of trauma themselves:

A. If atransferring Hedler is healing someone else using his
transferral spels, and he spends (20 - his vl) minutes (mini-
mum of 1 minute) for histransferral spell, then the victim must
make any necessary trauma or resurrection rolls.

B. If the Hedler is injured himself or if he cannot take the time
specified above, he suffers the roll(s) himself.
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Options: A GM may decide to use some, al, or none of the guidelines
above; this decison will significantly affect the deadliness level of his
campaign. For example, a GM may decide to use trauma rolls but not
resurrection rolls.

BRAIN DAMAGE

A number of crits involve the head of the target and naturally thereis
good chance of some degree of damagetothebrainitself. Mogt of thecrits
potentially injuring thebrain do not specify the degree of damage suffered.
Some are easy to guess (e.g., crushed skull probably means tota jelly).
Others are difficult (eg., fatal injury through the cheek). The following
system may be used to resolvethe severity of braininjuries (if any) for crits
which specify brain damage or any fata injury to the head.

BASIC BRAIN DAMAGE CHART

01-15 Brain damage is not directly related to the injury. GM de-
termines some other cause (e.g., shock, blood loss, etc) and
repair measures needed.

16-30 Minor Brain Damage: 03-30% damaged; each Minor
Brain Repair spell may repair 10% of the damage. Compa
rable percentage of experience is logt according to the
percentage of damage done, but experience is automatically
restored after hedling.

31-55 Major Brain Damage: determine percentage of brain
severely damaged by a straight percentage roll (01-100). See
below.

56-80 Magjor Brain Damage + Irreversible Stat Loss (as Major
Brain Damage above plus Normal Irreversible Sat Loss
below).

81-00 Brain Destroyed: as Mgjor above (but loss is automati-
caly 91-100%) plus Severe Irreversible Stat loss below.

MAJOR BRAIN DAMAGE

1 If percentage of brain damaged is less than 50%, Minor Brain
Repair spells are permitted reduced effectiveness for repairs. each
mends 5% of the brain tissue damaged.

2. If the percentage of brain damaged is greater than 49%, the Brain
Regeneration spel is required to replace the damaged tissue.

3. Experience point loss is basad on percent damaged and the Restora-
tion spell is required to restore lost experience.

IRREVERSIBLE STAT Loss
Statslost cannot berestoredby level gains; only perhapsby specid GM
casss (eg., wishes or specid herbs like Lestagii).

1. Normal Irreversible Stat Loss al mental stats(SD, ME, RE, PR,
IN, EM) lase Temp and Pot according to rolls on the 15+ column of
Table 1512 in ChL&Cal .

2. Severelrreversible Stat Loss: AsNormal above except losses
obtained from Table 15.12 are doubled in severity.



44

7.4 LINGUISTIC ADDENDUM

There are numerous languages already available for aGM to choose
fromfor hisworld scheme, and most areaready inplaceinawell designed
world. Here we would like to set forth the general types of languages for
GM consideration. Inacomplex and multi-faceted world thesedo deserve
ome attention.

RACIAL LANGUAGES: Thesearethe languages generally used and
recognized by the individua race. For example, Elven and
Dwarvish.

CULTURAL LANGUAGES: These are the language variationsin an
ares, usudly related to some extent to theracid language(s). For
example Easterner and Westron.

SOCIAL LANGUAGES: These are the language variationsin a
particular culture. For example, High Speech is used by the nobility
in Eria, Common Erian is spoken by mogt others, while Street Talk
is used by the lower classes. It is up to the individual GM to
determine whether any such variants exist and what their relation-
ship to each other is (knowing Erian High Speech dlows 1/2 skill
level in Common Erian and 1/4 skill level in Street Talk).

PROFESSIONAL LANGUAGES: These languages are the specid
languages spoken by a particular profession, and need not be related
to any spoken language. For example, Sword Tongue is spoken by
the members of the Brotherhood of the Blade and is a specia
manufactured language used for recognition and secrecy by the
higher echdons, while Old Landalian is spoken by the members of
the Elcaluva College (spdll-users) for the same reasons plus the fact
that it isthe now dead language that many of the ancient Magi used
(and wrote their texts in). The Thieves Guild uses a hyper-sang
language known as Thieves Cant, for recognition, secrecy, and
safety. Thieves Cant can be spoken at /4 skill by the loca
populace.

RELIGIOUSLANGUAGES: These languages are the speciad
languages spoken by the various religious orders, for reasons of
tradition, ceremony, and recognition. They may or may not be
related to any other spoken language. For example, the Priests of
Kanorak spesk Kanorakki in High Ceremony and for recognition (a
god-given language for the followers of the True Faith), and Old
Nakrin, an ancient form of the current language which can be
gpoken by laymembers at 1/2 skill level. Druid Tongue, however,
has been preserved unchanged untold Eons and while spoken by the
Inner Circle of Druidry, is now too far removed from current
languages to be considered related.

MAGICAL LANGUAGES: These languages are rarely spoken
except in conjunction with spel cagting, where they ad the spdll's
potency. Added to the list of Magical languages is Elya, First
Speech, the tongue of power which creates. This is the language of
Power Words. Refer to 24 Magical Languages, RMCI.

7.5 USING THE RMCIII CRITICAL
TABLES

There are six new ariticd striketables and one Space Master critical
griketableincluded in RMCI 11, see Section 12.0. GMsmay find avariety
of uses for these tables; below find afew suggestions:

Physical Alteration: This table is used with the Chaotic Armor spells
(see Section 8.23). It can a0 be used with the Changling spells
(RMCI1 8.21); when a"Type B" 'option’ is used on atarget, then the
target also takes a Physica Alteration crit of severity "B" and the
transformation is complete when a cummulative 100% is achieved
(eg., a"Type A" option givesa'A' severity P.A. critcal, a"TypeC"
givesa'C PA. crit, etc.). Similarly, aGM can use this table
whenever apdll causes aphysical ateration in atarget (e.g., Shrink
Sdlf, Change to Kind, Changing, etc.).

Depresson: This table is included to reflect the effects of Mental
stress and iliness; aGM should exercise discretion based upon the
level of intense role playing that his players are capable of.

Languages & Critcal Tables & Montebanc Base Spell Lists

Siress A GM may use this table whenever a character performs an
action that places great physical stress on hisbody. A common
example is the use of Speed or Haste spells or herbs, a GM may
apply a Stress critical after an extended period of Speed/Haste.

Acid: The use of this table is pretty straightforward.

Shock: Usethistable for spells and situations where a character may
be stunned or dazed but does not have a significant chance of
serious injury (eg., for Stun Clouds, coming out of darkness into
bright daylight, etc.).

Disruption (from Space Master): A very deadly table, used with the
Nether Mastery list.

Plasma (from Space Master): A very deadly table, used with the
Plasma Mastery list.

8.0 BASE SPELL LISTS FOR
RMCIIl PROFESSIONS

8.1 MONTEBANC BASE LISTS

8.11 MYSTIC ESCAPES (Montebanc Base)

Areaof
Effect Duration  Range
1—Blur sdf 1 min/lvl f
2—Balancec df \Y% sf
3— Shadow df 10 min/Iv f
4—Invisibility (1) f 24 hror V df
5—Silence f 1 min/lvl sdf
6—Leaving(100) f sdf
7—Fly(Imph) df 1 min/lvl f
8— df 1 min/lvl odf
9— Displacement| df 1 min/lvl of
10—Screens 1000 C 100
11— Long Door (50 f f
12— eaving (500 f f
13— f 1 min/lvl df
14— Displacementl| f 1 min/lvl f
15—NoSense f 24hrorV df
16— LongDoor (100°) seif f
17—Merging sf 1 min/ivl sf
18— sdf I min/lvl sdf
19— sdf 1 min/lvl sdf
20— Long Door (500) f f
25— Displacement 1 sf 1 min/lvl self
30— Fy (20mph) sif 1min/ivi  odf
50—LeavingTrue sf — f

1,34,5,9,10,14,15,17,25—As the spdlls of the same names on the Mystic
Base sl ligt, Cloaking.

2—Asspd| of the same name on the Closed Mentalism spell list, Shifting.
6,11,12,16,20,50—As the spells of the same names on the Closed Men-
talism spell list, Mind's Door.

7,30—As spells of the same names on the Closed Mentalism spel list,
Movement.
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812 DISGUISE MASTERY (Montebanc Base)
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1,4,7,9,10,14,18 25—As the spells of the same names on the Mentalist
Base spdl list, Mind Control.

Areacf 2—Asthespd| of the samenameonthe Closed Mentalism spell list, Sense
Effect Duration  Range Mastery.
1—Study 1 being 300 3,6,8 50—Asthe spellsof the same names on the Mentalist Base spell list,
2— Face Shifting True slf 1 hr/lvl slf Mind Merge.
3— 5,11,15,30—As the spdlls of the same names on the Evil Mentalist Base
4—Facades sdf 1 hr/lvl sf spell list, Mind Death.
5— Misfeel Kind « sf c self 20—Asthe spell of the samenameonthe Mystic Base spell list, Confusing
6— Ways.
7— Misfeel Calling ¢ of C sdf
8—Facadesl| f 1 hr/lvl f
9— _ _ 8.14 APPRAISAL S (Montebanc Base)
10— ChangetoKind f 10 min/lvl «f
11— Misfeel Power e f C df Areacf
12— Effect Duration  Range
13—Camouflage f 10 min/Ivl sf 1—GemAppraisad 1 gem touch
14— _ 2— DetectMentalism 5Rirnd  1min/vi(C) 50
15—Change self Omin/ivi  sdf 3— Detect Power litemmd  1rmdIvl  touch
16— 4— Detect Essence 5R/irmd  1min/lvi(C) 50
17- 5— Detect Channeling 5R/rmd  1min/lvi(C) 50
18—Misfeel soif C self 6— Significance 1item touch
19— 7— Detect Evil 5R/md  1min/lvi(C) 50
20—Unpresence soif C seif 8—Origins 1item touch
25—CamouflageTrue df 10 min/lvl f 9—PastVison varies veries touch
30— Misfeel True sif Ominivl  sdif 10—Appraisal True 1 object touch
50— Submerge Sdif of varies of E.— ItemLore 1item touch
1,2,5,7,10,11,15,18,20,30,50—As the spells of the same names on the 13—PestVisions(1day/Iv)  varies varies  touch
Mystic Base spell list, Mystical Change. ig:PasIH i 1i . h
4,8,13,25—As the spells of the same names on the Open Mentalism spell 0 Item vanes touc
list, Cloaking. ig—
18— Past Visions (1 mo/lvl) varies varies touch
19—
8.13 BEGUILING WAY S (Montebanc Base) 20— ltemAndlysis 1 item touch
Areacf 25— Pagt Vision (Lyr/Ivl) varies varies touch
Effect Duration  Range 30— Past Vision (10 yr/Ivl) varies varies touch
1—Question 1 target 10 50—OriginsTrue litem — touch
2—SyEars ltarget 10 min/lvl 100
3—Empathy target  1rnd/ivi(C) 10 1—Gem Appraisal (P) Allows caster to determine the value (within
A—CharmKind target  10min/ivl 0 10%) of agem; he may calculate different values will be for the different
5—Forgetl target P 100 cultures that he is familiar with.
6—Emotions target  1rndIvi(C) 50 3,6,8,50—Asthe spellsof the samenamesonthe Bard Base spell ligt, [tem
7—Suggestion target \ 10 Lore.
8—Thoughts target  1rnd/Ivi(C) 100 2,4,5,7—Asthespells of the same names on the Open Mentalism spell list,
9—Sep target 0 Detections.
10— HoldKind 1 target C 0 9,11,13,15,18,20,25,30—As the spells of the same names on the Open
11—ForgetX 1 target P 100 Mentalism spell list, Delving.
12— 10—Appraisal True (P) As Gem Appraisal except that any gem, piece
13— . of jewelry, or piece of art can be appraised.
14—TrueCharm 1 target 10 min/Ivl 50
15— L ordForget 1 target P 100
16—
17—
18—TrueHold 1 target C 50
19—
20—Amnesia ltarget 1 day/5% fail 100
25—TrueSeep ltarget 1 min/10% fail 100
30— Forget True 1 target P 100
50— Thought Steal 1 target 1 rnd/Ivl 100
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8.2 CHAOTIC LORD BASE LISTS

8.21 CHAOTIC WEAPONS (Chaotic Lord Base)

NOTE 1 A blade is a 1-Handed Edged weapon or a 2-Handed Edged
weapon (e.g.,2-Handed sword, battle-axe, halberd, etc.); a GM may wish
to extend this list to cover all weapons.

NOTE 2: Only one spell from this list may be active on a given blade.
NOTE 3: A GM may wish to restrict the use of certain spellson thislist.
He may also wish to allow these spells to be used only on non-magic
weapons.

Areaof _

Effect Duration  Range
1— Chaotic Strikel 1 blade Irnd/lvl  touch
2— Lesser Skeletd Strike 1 blade 1rnd/lvl  touch
3— Lesser Poison Strike 1 blade 1rnd/lvl  touch
4— Chaotic Strikell 1 blade 1rnd/lvl  touch
5—Vamperic Strikel 1 blade 1rnd/lvl  touch
6— Skeletd Strike 1 blade Irnd/lvl  touch
7—PoisonStrike 1 blade 1rnd/lvl  touch
8— Vamperic Strikel| 1 blade Irnd/Ivl  touch
9— Chaotic Strikelll 1 blade 1 rnd/Ivl touch
10— Greater Poison Strike 1 blade 1 rnd/Ivl touch
11— VampericStrikelll 1 blade 1rndlvl  touch
12— Greater Skdetd Strike 1 blade 1 rnd/Ivl touch
13— Chaotic StrikelV 1blade Irnd/lvl  touch
14— Life Force Drain| 1blade Irnd/lvl  touch
15— Lessr Serpents Strike 1blade Irnd/vl  touch
16— LifeForceDrainll 1blade Irnd/vl  touch
17—EssenceStrike 1blade Irnd/lvl  touch
18—MentalismStrike 1blade 1rnd/lvl  touch
19— ChannelingStrike 1 blade Irnd/Ivl  touch
20— ChaoticStrikeV 1 blade Irnd/lvl  touch
25— SerpentsStrike 1 blade 1rnd/lvl  touch
0 —LifeForceDrainlll 1 blade 1 rnd/Ivl touch
50— Gredter SarpentsStrike . 1 blade IrmdIvl  touch

1—Chactic Strike | (F) This spell is cast on a blade; when the blade
delivers its next critical dtrike, the target receives an "A" Physica
Alteration critical in addition to the normal critical.

2—L essr Skeletal Strike (F) As Chaotic Strike | except an additional
"A" impact critical is delivered.

3—Les=r Poison Strike (F) Allows the caster to make a blade poison-
ous. When the blade ddliversiits next criticd strike that gives "hits/rnd”,
the target must resist the poison. The poison affects one of the target's
temporary stats; reducing that stat by 1 point/round until the total reduc-
tionreaches 1 point/1% failureor until thepoisonisneutralized. If the stat
is reduced to zero, the target is dead. Roll 1D10 to determine which stat
the poison affects: 1) CO, 2) SD, 3) AG, 4) ME, 5) RE, 6) ST, 7) QU, 8)
PR, 9) IN, 10) EM.

4—Chactic Strikel1 (F) As Chaotic Srike | except the critical isa"B"
Physica Alteration criticdl.

5—Vamperic Strikel (F) AsLesser Poison Strikeexcept thetarget takes
1D10 concussion hits each round aslong asthe target iswithin 100 of the
blade In order to stay within this range the blade will drag itself towards
thetarget at 10/md. Any target killed by aVamperic Srikewespon hasa
1%/Ivl chance of becoming a Vampire.

6—Skeletal Strike (F) AsLesser Skeletal Strike except the critical isa
"C" impact criticdl.

7—Poison Strike (F) AsLesser Poison Strike except two temporary stats
are reduced at the same time. If a at is rolled twice, then that stat is
reduced by 2 every round.

8—Vamperic Strikell (F) AsVamperic Srikel except that the "draining
range" is 300 and the weapon's movement is increased to 25'/rnd. The
chance of becoming avampire increases to 2%/vl.
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9—Chactic Strike I 11 (F) AsChaotic Srike | except thecritical isa"C"
Physical Alteration critical.

10—Greater Poison Strike (F) AsLesser Poison Strike except 3 tempo-

rary stats are reduced at the sametime. If astat is rolled twice, then stat
loses 2 points/rnd; and if the stat is rolled three times then stat loses 3
points/rnd;

11—Vamperic Strike l11 (F) As Vamperic Strike | except the "draining
range” is 500" and the weapon's movement is increased to 50/Ivl. The
chance of becoming a vampire increases to 3%/Ivl.

12—Greater Skeletal Strike (F) As Lesser Skeletal Strike except the
critical isa"E" impact critical.

13—Chaotic StrikelV (F) As Chaotic Strikel except thecritical isa"D"
Physical Alteration critical.

14—Life Force Drain | (F) As Vamperic Strike | except that it drains
"Life Essence" at arate of 1 point/round. The chance of becoming a
vampire increases to 4%/Ivl.

15—L esser Serpents Strike (F) When the blade delivers its next critical
strike, thewounds may not be healed through normal means: bleeding will
not stop, concussion hitswill not heal, broken boneswill not set and mend,
etc. Herbs and magic will heal heal such awound.

16—Life Force Drain |1 (F) AsLife Force Drain | except the drainis 2
points/round. The chance of becoming a vampire increases to 5%/1vl.
17—Essence Strike (F) Whenthebladedeliversitsnext critical strike, the
target will lose al Essence PPs for 24 hours. Hybrid spell users with
Essence as one of their realms, -lose half of their PPs and may not cast
Essence spdls for 24 hours.

18—Mentalism Strike (F) Whenthebladedeliversitsnext critical strike,
thetarget will lose dl Mentalism PPsfor 24 hours. Hybrid spell userswith
Mentalism as one of their realms, lose half of their PPs and may not cast
Mentalism spdllsfor 24 hours.

19—Channdling Strike (F) When the blade delivers its next critica
strike, the target will lose all Channeling PPs for 24 hours. Hybrid spell
userswith Channeling asoneof their realms, lose half of their PPsand may
not cast Channeling spellsfor 24 hours.

20—Chactic Strike V (F) AsChactic Strike| except thecritical isa"D"
Physical Alteration critical.

25—Serpents Strike (F) As Lesser Serpents Strike except only magic
will cure this would. Herbs and normal healing have no effect.

30—Life Force Drain 111 (F) As Life Force Drain | except the drain is
3 points/round. The chance of becoming a vampire increases to 6%/1vl.

50—Greater Serpents Strike (F) AsLesser Serpents Strike except there
is no known cure.

8.22 CHAOS MASTERY (Chactic Lord Base)

This s perhaps one of the most dangerous spell lists ever devised. The
act of "creating chaos' should only be attempted in a controlled environ-
ment or perhaps as alast resort in a hazardous situation. Created chaos
grows by consuming everything in its path; everything it touches is
dissolved and serves to make the chaos larger. Each round created chaos
iscapablecfincreasingit'ssizeby al'R(i.e, anincreaseof anareof 1'R,
not 1' toitstotal radius). There are severd waysto halt and/or control this
growth:

1) Letitrunlose onceit has obtained sufficient size (GM discretion),
it will melt/dissolve its way down into the magma zone of the
planet. There theinternal heat of the lavalmagmawill consume the
chaos faster than the chaos can consume the magma; after the chaos
istotally consumed, the magma rushes forth and fills crater created
by the chaos, creating amagmalake. A new problem, but one that
will dowly solidify in a couple of centuries.

Chaos is heavier than water and sinksrapidly. Gravity doeshave
an effect on chaos; soit tendsto "flow" down hill, taking the path of
least resistance (like ariver or atornado).
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2) There has been some success in stabilizing the chaos (i.e., it stops
growing) by neutralizing al of its Essence, Channeling and Mental -
ism (e.g., by using Unessence, Unmentalism and Unchanneling). If
itisstahilized, asuccessful Stone/Earth spell can substitute stonefor
100 cu’ of thechaos (GM may requirethe useof Spell Mastery skill).
However, if the chaos successfully resists this spell, it immediately
beginsto grow again. Chaosresists at 10th level, with every 100 cu’
of chaosgiving it anadditional +1 bonus. Sorcerershavehad similar
success with Solid Destruction True.

3) The creation of a "magical vortex" has aso been successful in
combating growing chaos; but thisleaves another problem perhaps
even greater then the chaos problem. A magical vortex is crested by
super-saturating an areawith more Essence than the areacan safely
handle. The number of PPs required varies, but is on the order of
100,000 PPs discharged in an area varying in radius from 10 to 1
mile depending upon the local "strength of the fabric of space”). A
magic vortex acts as vacuum cleaner (i.e., tornado, hurricane, ec.)
on dl power within its area of effect.

4) The spelson this list are designed to control chaos.

NOTE 1: Due to the potential damage of chaos, the mere presence ofa
Chagtic Lord is often enough to cause warring factions to make temporary
peace in order toface the Chaotic Lord as a unitedfront. There are safe
havensfor Chaotic Lords, but not many. It has been rumored that the
Assassin's Guild have given these Lords top target priority.

NOTE 2. Chaos is raw elemental material, mixed with free floating
Essence, Channeling and Mentalismpower. It hasno internal matrix, so
giving itan actual internal structure (GM discretion) may serve to stop its
growth.

NOTE 3. Some items do survive engulfment by chaos; these items are
almost always artifacts.

NOTE 4: "' denotes that this spell does not require the caster to spent
power points to utilize this spell.

Areaof _
Effect Duration  Range

=

2— ChaosPresence* « 10R/VI — Sdf
3—

4—

5— DissolveChaos 1R Imin/vi(C) 10
6—

7_

8—

9

10—CreateChaos 1R — 10
11—

12—Control Chaos Chaos 1 min/vl (C) 10
13—

14—

15—DiminishChaos Chaos P 10
16—Master Chaos Chaos 1 min/vl 10
17—

18—

19—

20—ManipulateChaos Chaos 24 hours 10
25— Master Chaos True Chaos 1 hr/lvl 10
30— Expel Chaos Chaos P 10
50— ChaosMastery Chaos 24 hours 10

2—Chaos Presence (U*e) Allows the caster to immediately become
aware of al chaos within a 10'R/Ivl.

5—Dissolve Chaos (F) Allowsthe caster to dissolve a 1'R area.of chaos
every round that he concentrates. The chaos continues to grow &t arate of
a 1'R areaper round, o basically this creates a stand off.
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10—CreateChaos(FE) Allowsthecaster tocreateal 'R sphereof chaos.
Unless controlled immediately the begins growing at arate of 1' R per
round. It dissolves everything in it's path. The chaos does damage
determined by plasmaball table, with all criticals being Acid criticals.
12—Control Chaos (F) Allowsthe caster to stop the growth of the chaos
for 1 min/lvl aslong as he maintains concentration.

15—Diminish Chaos (F) AsDissolve Chaos except chaos stops growing
and thus is condensed back to nothingness at a 1'R area per round.
16—Mager Chaos (F) As Control Chaos except caster doesnot need to
concentrate.

20—Manipulate Chaos (F) Allows the caster to handle and manipulate
chaos material, limiting damage to 1D10 hits a turn. Caster can shape
chaos into an inanimate, non-intelligent, magical object. The chaos
materid isextremely difficult towork with. Itshardnessisvariableis (roll
1D10+ 1); itsmagical bonusis+[1D100 (open-ended) divided 5]; and it
radiates the most prevalent emotion/mental state of the caster at thetime
the object is shaped. This spell will manipulate enough materia to create
amagicad dagger of its equivalent in weight. A GM may wish to give
powerful "dispelling” spellsand fields achance of causing achaos object
torevert to itsbase state of uncontrolled chaos. A chaos object also serves
as a power stahilizer (i.e., the wielder of object never drops below his
intrinsic power points). If thecaster castsaspdl| that reduceshisPPsbelow
hisintrinsic PPs, the chaos object draws power from the caster's concus-
son hits: the caster takes 1D10 hits and his PPsreturn to hisintrinsic PP
total (i.e, his PP tota ignoring any spell multiplier). For example:
Korwind, who wields a chaos object, has an intrinsic PP tota of 9.
Anytime Korwind's PP total drop below 9 points, he will take 1D10
concussion hits and his PP total will be restored to 9.

25—Mager ChaosTrue(F) AsMaster Chaosexceptdurationis 1 hr/lvl.

30—Expd Chaos (F) AsDiminish Chaos except the rate of condensing
isten 1'R areas per round.

50—ChaosMagtery (F) AsManipulate Chaosexcept the chaos item acts
as a power gtabilizer for the wielder's PP total as increased by a spel

multiplier.

8.23 CHAOTIC ARMOR (Chagotic Lord Base)

NOTE 1. When a Chaotic Lord "learns’ spellsfrom this list, they are
normally "taught" only the next higher Chaotic Armor #, Control Chaotic
Armor#, andMaster Chaotic Armor# spells. Thus, instead of learning the
list with normal B, D, and E picks, a GM may wish to require separate
picksfor each set of "#" spells (e.g., 1st pick isfor the spells at 1st, 2nd,
and 7th level, 2ndpick isfor 5th, 6th and l1th, 3rdpickisfor Sth, 10th,
and 15th, etc.).
NOTE 2: Itispossible to usea Control Chaotic Armor # spell to control
atrange someoneelse'sChaoticArmor withanumber lessthan "#'. (e.g.,
a Chaotic Lord who at taken utilization of Chaotic Armor U, can have his
Chaotic Armor controlled by his "master" who would could use Control
Chaotic Armor I11., IV, V, or VI)
NOTE 3: When taking Physical Alteration Criticals, the Chaotic Lord
continues to take them at a rate of 1 per round until the percentage of
change equals or exceeds 100%.
EXAMPLE: A Chaotic Lord begins the transformation rite, he
rolls a06 on the "A" saverity column which yields nothing; next
round herolls a67 which yields aneck strike, 90% change, target
isstunned next round, fightsat -10, +6 hits. The Chaotic Lord must
roll again next round and rolls an 83 which yields asde wound, a
100% change, foe is stunned for 2 rounds, add +20 to your next
action, +9 hits. The Chaotic Lord has successfully made the
transformation 90% + 100% = 190% and may stop ralling "A"
criticals. The Chaotic Lord is il stunned for two rounds; the
Demon being bound hasa+20for it'snext action; the Chaotic Lord
has aneck wound of 6 hits and asde wound of 9 hits. Each round
that the Chaotic Lord takesan"A" critical, hedso suffers 1D10hits
(seespdl #1 onthislist) which inthisexample, yields20 points. In
addition. The Chaotic Lord was aso required to take 1D10 damage
for 4 additiond rounds after taking "A" criticas yidding 23 hits;
for ahit total of 58.
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NOTE 4: When a Chaotic Lord increases the number of his Chaotic

Armor, they shed the old, lower numbered armor and "put on" the new,
higher numbered armor. To shed the old armor, reverse the process of
initially getting the armor. After optional rest and healing, the process of
"putting on" the new armor can be started. This can be very dangerous!
Once stripped of Chaotic Armor, all benefitsfrom it are lost. Once the
Demon hasbeen released, it travelsback to it'shomeplane where it must
remainfor 1 dayfor every day that it was on this plane.

Areaof
Effect Duration Range

1— ChaoticArmor | 1 target P 10
2— Control Chagtic Armor | * C.Armor 24 hrs 10
3—
4—

5— ChaoticArmor || 1 target P 10
6— Control Chaotic Armor Il * C.Armor 24hrs 10
7— Master Chaotic Armor | * C. Armor P 10
8—

9— ChaoticArmor 11 1 target P 10
10— Control ChaoticArmor [l *  C. Armor 24 hrs 10
11— Master Chaotic Armor Il * C. Armor P 10
12—

13—ChadticArmor |V 1 target P 10
14— Control ChaoticArmorIV*  C. Armor 24 hrs 10
15— Master Chaotic Armor 111 * C. Armor P 10
16—

17— ChaoticArmorV 1 target P 10
18— Control Chaotic Armor V * C.Armor 24 hrs 10
19—

20— Master Chaotic Armor |V * C. Armor P 10
25— ChaoticArmor VI 1 target P 10
30— Control ChaoticArmorVI*  C. Armor 24 hrs 10
50— Master Chaotic Armor V * C. Armor P 10
70— Master Chaotic Armor V1 * C. Armor P 10

1—ChacticArmor | (FM) Allowsthe caster to bind atype 1 Demoninto
the target's skin and thus transform it into a suit of sentient armor. The
armor isactually thetypel Demon "bonded" tothe outer skin of thetarget.
The transformation requires that a cumulative 100% or better result be
obtained by rolling on the "A" column of the Physical Alteration Critical
Strike Table found in Section 12.0. Each round until a cumulative 100%
change has been obtained, the target sufferstheresults of an "A" Physical
Alteration critical and 1D10 concussion hits. He dso receives 1D10 hits
each round for 1D10 rounds after the transformation is completed. If the
target survivesthis process, his skin istransformed into aharden, mobile,
extremely flexible layer of living armor. The Demon gives the target to
following benefits: AT 3, +20 to DB, an additiona 35 hits, a +10
movement bonus or a base movement rate of 90, +20 to initiative
determinants, and one random trait from the Chaotic Table that follows
thisspell list. If the Demon is not Controlled or Mastered; the wearer may
make a'hard" maneuver roll (modified level and by average bonuses for
ST and SD) tocontrol hisown body each and every round. If theresult (not
thefail) is"70" or higher, the wearer may function normally. If the result
is"40-60", thewearer isparalyzed. If the wearer doesnot attempt control
or if his result is "30" or less, the Demon will attack the closest living
cresture. Demonhas|Q of 7-25 (i.e, aME and RE averagefor the GM to
use for determining the "cleverness' of its actions).

2—Control Chaotic Armor | (FM*) Allows the cagter to totally control
atype 1 Demon (the chance of non-control is the 2%).

5—Chactic Armor 11 (FM) As Chaotic Armor | except atype [l Demon
is bonded, and the target benefits are as follows; AT 4, +30 to DB, an
additiond 60 hits, a+10 movement bonus or abase movement rate of 110
(may not fast sprint or dash), +30 to initiative determinants, and one
random trait from the random Chaotic Table. During the bonding process,
the target uses the "B" column on the Physical Alteration Critical Strike
Table; and takes 2D10 hits when required ingtead of | D1 O and takes the
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hits for 2D10 rounds after bonding. It is a 'very hard' maneuver for the
wearer to control his body if the Demon is not Controlled or Mastered.
Demon has an 1Q of 13-40 (ME and RE averaged).

6—Control Chaotic Armor Il (FM*) As Control Chaotic Armor |
except controls type 11 Demon and chance of non-control is 4%.
7—Magter Chaoctic Armor | (FM*) As Control ChaoticArmor /except
control is permanent.

9—ChaoticArmor |11 (FM) AsChaoticArmor | exceptatypelll Demon
is bonded, and the target benefits are as follows: AT 4, +50 to DB, an
additional 90 hits, a+20 movement bonus or abase movement rate of 130
(may not dash), +50 to initiative determinants, and one random trait from
therandom Chaotic Table. During thebonding process, thetarget usesthe
"C" column on the Physical Alteration Critical Strike Table; and takes
3D10 hits when required instead of 1D10 and takes the hits for 3D10
rounds after bonding. It is a 'extremely hard' maneuver for the wearer to
control his body if the Demon is ot Controlled or Mastered. Demon has
an 1Q of 23-50 (ME and RE averaged).

10—Control Chaotic Armor Il (FM*) As Control Chaotic Armor |
except controls type |11 Demon and chance of non-control is 6%.
11—Master Chaotic Armor |1 (FM*) As Control Chaotic Armor H
except control is permanent.

13—Chaotic Armor 1V (FM) As Chaotic Armor | except a type Il
Demonisbonded, and thetarget benefits are asfollows: AT 4, +60to DB,
an additional 120 hits, a+40 movement bonus or abase movement rate of
160, +60 to initiative determinants, and onerandom trait from the random
Chaotic Table. During thebonding process, thetarget usesthe"D" column
onthePhysical Alteration Critical Srike Table; and takes4D 10 hitswhen
required instead of | DI Oand take the hits for 4D 10 rounds after bonding.
It is a 'sheer folly' maneuver for the wearer to control his body if the
Demonisnot Controlledor Mastered. Demonhasan |Q of 60-86 (ME and
RE averaged).

14—Control Chactic Armor 1V (FM*) As Control Chaotic Armor |
except controls type IV Demon and chance of non-contral is 8%.

15—Mader Chaotic Armor 111 (FM*) As Control Chaotic Armor 111
except contral is permanent.

17—Chaotic Armor V (FM) As ChaoticArmor | except atypelll Demon
is bonded, and the target benefits are as follows: AT 11, +50 to DB, an
additional 300 hits, a +20 movement bonus or abase movement rate of
100 (may not dash), +50 to initiative determinants, and one random trait
from the random Chaotic Table. During the bonding process, the target
uses the "E" column on the Physical Alteration Critical Strike Table; and
takes 5D10 hitswhen required instead of 1D10 and take the hitsfor 5D10
rounds after bonding. It is a ‘absurd’ maneuver for the wearer to control
his body if the Demon is not Controlled or Mastered. If the Demon wins
control during around, the Demon will attempt to dominate other living
creatures until they comply with the Demons desire or they are destroyed.
Demon has an 1Q of 80-98 (ME and RE averaged).

18—Control Chactic Armor V (FM*) As Control Chaotic Armor |
except controls type V Demon and chance of non-control is 10%.
20—Madger Chaotic Armor 1V (FM*) As Control Chaotic Armor [V
except control is permanent.

25—Chaotic Armor VI (FM) As Chaotic Armor | except a type Il
Demonisbonded, and thetarget benefitsareasfollows: AT 12, +60to DB,
an additional 250 hits, a+50 movement bonus or abase movement rate of
150, +60 to initiative determinants, and one random trait from the random
Chaotic Table. During thebonding process, thetarget usesthe"E' column
on the Physical Alteration Critical Srike Tableand takes 6D10 hits when
required instead of 1D10 and take the hits for 6D10 rounds after bonding.
Itisa'absurd' maneuver for the wearer to control hisbody if the Demon
is not Controlled or Mastered. Demon has an 1Q of 3565 (ME and RE
averaged).

30—Contra Chaotic Armor VI (FM*) As Control Chaotic Armor 1
except controls type VI Demon and chance of non-control is 12%.
50—Masgter Chactic Armor V (FM*) As Control Chaotic Armor V
except control is permanent.

70—Mager Chaotic Armor VI (FM*) As Control Chaotic Armor VI
except control is permanent.
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8.24 THE CHAOTIC TABLE

ROLL 1D6 TO DETERMINE THE CHART

1) Stat/Resistance Bonuses Chart

2) Gift Chart

3) Geas Chart

4) Skill Determination Chart

5) Skill Category Determination Chart
6) Anatomy Chart

STAT/RESISTANCE BONUSES CHART

ROLL 1D20
(also roll on PlugMinus Chartfor each Sat/Resistance result)

1—Roll Again on this Chart 10—Intuition
2—Congtitution 11—Empathy

3—Sdf Discipline 12—Power Points
4—Agility 13—EssenceRR

5—Memory 14—Channeling RR
6—Reasoning 15—Mentalisn RR
7—Strength 16—Poison RR
8—Quickness 17—DiseaeRR
9—Presence 18—Radll Again on this Chart

19—Rall Again on this Chart and once on the Geas Chart
20—Roll Twice on this Chart and once on the Geas Chart

PLUS/MINUS CHART

ROLL 1D20
1) -5/lvl 5) -Ulvl 9) -10 13)+15
2) -4/l 6) -25 10) -5 14) +20
3)-3/1vl 7)-20 11)+5 15) +25
4)-2/Ivl 8)-15 12)+10 16) +l/Ivl
17) +2IM

18) +3/Ivl and roll once on the Geas Chart
19) +4/lvl and roll once on the Geas Chart
20) +5/lvl and roll twice on the Geas Chart

GIFT CHART
ROLL 1D100

1—Accederated Mending (Character's injuries heal twice as quickly
asnormal.)

2—Acute Hearing (Character's acute hearing enables him to perceive,
isolate and understand any sound; range is 100 for open aress or 25
when listening through solid objects.)

3—Acute Smell (Character's sense of smell enables him to perceive
and di stinguish odors up to 100 upwind, 2000 downwind, and 500
in still air. Should he track something based on experience with its
odor, he has a+25 bonus.)

4—Aggression (+10 bonus on base attack or elemental spell rolls.)

5—Ar chetype (The character normally has 2x normal power points. If
he is using apower point multiplier, the bonus increases 1 level;
eg., x2tox3, €c..)

6—Archmage Abilities (Character has abilities similar to an Arch-
mage; his spell list acquisition development point costs are now the
same as any one hybrid spell users; his original base lists do not
change, but he may now make spell picks as ahybrid, but for all
three realms.)

7—Armored Skin (roll 2D10 for Armor Type.)

8—Aura (+1 power point per level.)
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9—Bane (Character may select one creature type, subject to the GM
approval, against which al his criticals will be "daying".)

10—Blessed (Character enjoys the favor of a particular god, demi-god,
angel, etc.; aso he gets the disfavor of that beings enemies)

11—Breathe Weapon (1 use per day—1'R—Range 20')

12—Danger Sense (GM may warn of genera danger on aroll less
than or equal to the character's IN mod.)

13—Dark Temptation (Character is tempted to the "Dark Side", he
learns one evil spell list to 50th level. GM controls details.)

14—Destiny Sense (Character knows the direction which will lead to a
desired objective.)

15—Aqgility Focus (Dev. Pis. Doubled for AG.)

16—Congtitution Focus (Dev. Pts. Doubled for CO.)

17—Memory Focus (Dev. Pts. Doubled for ME.)

18—Reasoning Focus (Dev. Pts. Doubled for RE.)

19—Sdf Discipline Focus (Dev. Pts. Doubled for SD.)

20—Differing Eyes (Character's eyes are of different color. Character
has the capability to close his eyes and concentrate for around in
order to reorient his vision o that he can see invisible objects, but
not visible organic objects. To return to normal vision, he must
reverse the process.)

21—Directed Weapons Master (One sdlected category of weapons
yields 3 skill ranks for every 2 skill ranks developed. All other
weapon development coats are increased by 50%.)

22—Disarm Skill (Character may intentionally attempt to disarm an
opponent. Procedure—subtract enemy's OB from character's OB;
add open-ended roll; if 201+, enemy must roll RR vs character's
level or lose his weapon.)

23—Eloquence (Character requires one less round of preparation than
normal to cast aspell. It still takes 1 round to cast the spell.)

24—Enchanting Quality (Character has an enchanted quality about
himself and is naturally proficient with spells. Character start
knowing one spdll ligt up to the level equivaent to onepick by a
character of his profession. If Character is anon-spell user or a
semi-spell user, his spell list development costs are hdf of normal..)

25—Enticing Eyes (Character possesses apair of enticing, sparkling
eyes which provide him with acharismatic air. Adds +15 bonus for
al actionsinvolving leadership or influence: eg., public speaking,
seduction, "charm” spells, "hold" spells, etc.)

26—Ethereal Sight (Character may seeinvisible or ethered items if
he concentrates.)

27—Exceptionally Enchanted (Character is exceptionally enchanted.
Character has a +50 RR bonus versus spells from one reaim (roll:
01-40 = Essence; 41-70 = Channeling; 71-00 = Mentalism) and a
+25 bonus when casting such spells or attempting to understand and
use inscriptions and items whose power is based on that realm.)

28—Eye of the Tiger (Character may prepare as for the adrend move
"Strength" except that his chance of successis his level + (SD mod
+ EM mod)/2. If he succeeds, his OB and DB are modified by +15
for the next round..)

29—Favored (Liked by avery high ranking noble. May be arelative.)

30—Hammerhand (Hands hit as maces when using martial art strikes;
treat as a"mace’ weapon kata with no penalty.)

31—Immovable Will (Immune to fear and charm attacks. Segp
attacks are halved for attack level and duration.)

32—Firewalker (Immune to fire once per day for 10 mir/ivl.)

33—Power-taker (Increase PPsby 1 eachtime aspdl iscast with
character as the target; total PPs may not exceed normal maximum.)

34—Infravison (Character possess ability to see sources of heat up to
100 away, 0 long asit isdark.)

35—Innate Magician (Character may designate 1 spell list onwhich
he never needs to make an Extraordinary Spell Failureroll.)

36—Invincible (Character is unaffected by stun results.)

37—Chaney (Invisibility once per day.)
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38—Beman (Leaping range doubled.)

39—L eg Spring (Character's legs have atremendous "spring” and
gains +10 bonus for dl leaping maneuvers. A vertical jump of up to
4, agtanding jump of up to 8, or arunning jump of up to 20'is
routine. Character's handjoints share this uniqueness and you
receive the +10 bonus for actions involving picking locks, rowing,
or pulling on things with their hands: i.e., tugging on a rope or
firing a non-mechanica bow.)

40—L ightning Reactions (Character has lightning reactions which
gives +5 DB, +5 OB, and +20 for determining imitative and +25 for
quickdraw of weapons)

41—L ight Sesper (Character may make perception rolls to wake and
take action immediately from normal deep.)

42— ore (May learn Arcane spdl ligts asif they were hisbase list.)

43— ucky (May add (+5 x 1D20) to any roll once per day; decide
before making theroll.)

44— ucky (Once per day you get to reroll onedierall.)

45— ung Capacity (Character's tremendous lung capacity enables
him to hold his breath for up to 5 minutes without damage. In
addition, the Character has twice the endurance he normally would
have)

46—Mana Reading (10% chance of determining each ability of a
magic item; roll each characterigtic.)

47—Mana Sensing (Character's necks hairs prickle around a great
power source, enchanted locations, etc.)

48—Martial Art Training (A non-monk character may train in
martial arts, adrenal moves, and defense at monks cost. Monk and
Warrior Monk characters have no penalty when using wesgpon
kata.)

49—Mager Tactician (Has open-ended chance equal to hisIN mod to
receive information directly from the GM concerning an immediate
tactica Situation.)

50—Mind Over Matter (Adrenal Moves skill bonuses modified by +5
x 1D20; roll each time one of the bonuses is used.)

51—Mind Over Matter (Adrenal Defense skill bonus modified by +5
x 1D10; roll each time bonus is used.)

52—Mover (Base movement rate is doubled.)

53—Multiple Limbs (Character has 1D4 extra limbs, character
choice)

54—Natural Archer (All negative range modifiers are halved.)

55—Natural Assassin (Ambush skill development cost are halved.)

56—Natural Facility with Armor (All armor development cost are
halved.)

57—Natural Physique (Body development cost is halved and racia
maximum is increased by 50%.)

58—Natural Weapons Mager (Character may develop skill ranksin
one similar weapons category; all weapons in that category may use
that skill rank for their OBs,)

59—Neutral Body Odor (Character's body odor is a peculiar neutral
odor which cannot be smelled and masks the odor of anything
within 5

60—Awareness (Never Surprised.)

61—Nimble Skeleton (Character nimble skeleton alows a +20 bonus
when making moving maneuvers.)

62—Outdoorsman (Character gets +50 to dl foraging, fire starting,
and locate shelter rolls while outdoors. He receives +20 to al
tracking, trapping and stalk/hide rolls while outdoors.)

63—Power (Character knowsany 1 spdll list to 50th level. May be
from any redm or profession.)

64—Portage Skill (Encumbrance pendties are haved.)

65—Psonic (Character has an additiona set of power points base on
his PR gt to use with the lists in Space Master (if not available,
reroll); the list may be developed as if the Character were a* Semi-

telepath.)
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66—Quick Concentration (Character's exceptiona ability to quickly
concentrate and focus on matters enables him to prepare actions
[i.e, spels, bow attacks, etc.] one round quicker than normal.)

67—Quick Sride (Character has quick but quiet stride: gives +20
bonus when attempting to move silently [i.e., stalking]; and alows
you to ambush anyone who you can strike from behind, with a +2
ambush skill rank bonus; and gives you a+20 bonus for balancing
maneuvers.)

68—Regener ative Power (Hed 1 hit/round.)

69—Resliency (Reduce hits taken from any attack by 1D10.)

70—Resliency (Reduce hits taken from any attack by 1D20.)

71—Resiliency (Reduce any critical taken by one severity level.)

72—Resiliency (Reduce any critical taken by two severity levels)

73—Resliency (Reduce hits taken from any magical attack by 1D 10))

74—Resliency (Reduce hits taken from any magical attack by 1D20.)

75|—R§d)liency (Reduce any physical critical taken by one severity
evel,

76—Resiliency (Reduce any physical critical taken by two severity
levels)

77—Resiliency (Reduce hits taken from any physical attack by 1D10.)

78—Resiliency (Reduce hits taken from any physical attack by 1D20.)

79—|R§si)liency (Reduce any physical critical taken by one severity
evel.

80|—Reelsil)iency (Reduce any physical critical taken by two severity
evds,

81—Resistance (+25 bonus for RRsfor any 1 realm.)

82—Scope Skills (Radii and "number of targets' are doubled.)

83—Shape Change (Aeria and land animal shapes.)

84—Shape Change (Aerid animal shape.)

85—Shape Change (Land animal shape.)

86—Shape Change (Random.)

87—Spatial Skills (Range factors of al character's spels are doubled;
"sdf become "touch" and "touch" becomes 5.)

88—Spdl Invincibility (Not affected by 1 level dls)

89—Spdl Invincibility (Not affected by Ist-2nd level spells)

90—Spits Contains Acid (1D100 potency; usegble |/day; ddliversan
"A" acid criticals)

91—Subconscious Prepar ation (Readies weapons and bows 1 round
quicker than normal.)

92—Survival Ingtinct (When using entire OB to parry, the OB is
modified by an additional +25.)

93—Tasgte Bad (75% chance monster will spit you out; i.e., he may
take one bite, but he won't eat you.)

94—Temporal Skills (Durations of al character's spells are doubled;
concentration spell are not effected in any way.)

95—Tolerance (Character may take 150% of totd hit points before
becoming unconscious,)

96—Null Factor (Undetectable by Magic.)

97—Unnatural Stamina (May run at up to 3x norma movement rate
and spend only 1 exhaustion point every 60 rounds.)

98—Unusually Strong (Character is unusually strong and has a+20
strength stat bonus [in addition to normal bonus]. This bonus is due
to character's great tature: the maximum size for one of hisrace.

99—Withstand Pain (Character has an exceptional inner reserve
which allows him to withstand pain and adds +3 to each body
development skill rank roll.)

100—Wings (Character can use wings to fly; flying rate is equal to
normal Base Movement Rate with the "Mod Due to Stride"
subtracted instead of added.)
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GEAS CHART
ROLL 1D100

1—Abnormal szed body part (Roll on Plus/Minus Chart to get the
percent of size change and roll on random Anatomy Chart to
determine which part of the body is changed.)

2—Aged (-10 ptsto 1 random potential and -5 to all others.)
3—Aged (-15 ptsto 1 random potential and -5 to al others.)
4—Aged (-15 ptsto 1 random potential and -10 to all others.)
5—Aged (-20 ptsto 1 random potential and -5 to al others.)
6—Aged (-20 ptsto 1 random potential and -10 to al others.)
7—Aged (-20 ptsto 1 random potential and -15 to dl others)
8—Aged (-25 ptsto 1 random potentid and -5 to al others))
9—Aged (-25 ptsto 1 random potential and -10 to al others.)
10—Aged (-25 ptsto 1 random potential and -15 to al others.)
11—Aged (-25 ptsto 1 random potential and -20 to al others.)
12—Aged (-30 ptsto 1 random potential and -5 to all others.)
13—Aged (-30 ptsto 1 random potential and -10to al others.)
14—Aged (-30 ptsto 1 random potential and -15 to dl others.)
15—Aged (-30 ptsto 1 random potentia and -20 to dl others.)
16—Aged (-30 ptsto 1 random potential and -25 to all others.)

17—Animal Hatred (One particular type of anima or beast has a
hatred of the character and will attack him at first sght. Anima has
+25 OB when attacking character due to the hatred.)

18—Attracts Elementals (Add +30 to elemental attacks against
character.)

19—Aura of Power (Character is surrounded by avisible glow of
magical energy. Even if the Character is invisible the"aura" is
vigble The "aurd' isbright red.)

20—Bad Reputation (People know you on sight; 1D100% chance.)
21—Battle Fatigue (After combat, must deep 1D4 hours.)
22—Body damaged (Roll on Anatomy Chart.)
23—Cannibal.

24—Non-parry (Can't parry.)

25—Non-read (Can't read.)

26—l lliterate (Can't read or write.)

27—Stone-like One (Can't swim.)

28—Sasher (Can't use crushing weapons.)

29— ead Feet (Can't use dash pace multiplier.)
30—Krusher (Can't use edged weapons.)

31— ead Legs (Can't use fast sprint or dash pace multiplier.)
32—Pyrophobe (Can't use or handle fire.)

33—Mdeer (Can't use ranged weapons.)
34—Non-defender (Can't use shields))

35—Faz (Can't use thrown wegpons.)

36—Small Armsman (Can't use two handed wesapons.)
37—Non-write (Can't write.)

38—Coward (50% chance of fleeing from danger.)
39—Deafness (1 ear -D100 to hearing perception rolls.)
40—Deafness (Both ears -D100 to hearing perception ralls.)

41—Chronic Disease (Character must roll once at the beginning of
each week to see if the disease flares up: 01-10 indicates the
disease has struck and the Character is at [-5 x 1D20] for 1 week.
During this time, the Character Appearance and temporary Presence
are a half value)

42—Cold sensitivity ([-5 x 1D2Q] to all skillswhen "cald"; based
upon standard climate of GM's world.)

43—Coalorblindness (Roll 1D4: 1-blue-greens; 2-red-greens; 3-totd;
4-yellow-orange.)

44—Colored hair (Bright blue, White and purple splotches, etc.)
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45—Colored skin (Bright red, Yellow gtripes)

46—Darkblindness (Can't see in the dark.)

47—Dark sensitivity ([-5 x 1D20] to dl skillswhile in "darkness'.)

48—Overweight (Double average body weight for height.)

49—Dwarfism (Reduce size by [1D10 x 10%], reroll zero.)

50—Wimp (Exhaustion rates doubled.)

51—Farsighted (can't seethings close up.)

52—Fear of Darkness (Character is inflicted with a peculiar fear of
dark, enclosed spaces which occasiondly flares up. Whenever he
enters such a situation he must roll aRR [no bonus] versus a 1¢
level attack. If he fails, he will panic and pass into acomafor 1D10
hours. For example, he is fine outside on adark night, but when he
enters adark cave complex he must roll. Say he succeeds, but
someone lights a torch whose flame then goes out; he must roll
again.)

53—Flashback (Character is plagued by aterrifying childhood
experience that affects the character during combat. After the first
round of each combat, the character rolls; 01-10 indicate the
flashback strikes leaving the character curled up on the ground,
sniveling and shivering for 1D10 rounds.)

54—Friend Sayer (Instead of following normal attack spell failure
procedures, the attack spell is cagt on the nearest friend or associate
within range.)

55—Giantism (Increase size by 1D10 times 10%, reroll zero.)

56—Heat Sensitivity ([-5 x 1D20] to al skills when "hot"; based upon
standard climate of GM's world.)

57—Heavy Seeper (May not be awakened "even magicaly" during
the first hour of dumber.)

58—Hemophilia (All bleeding, hits'round, is doubled.)

59—Hunted by (1D100% chance of involvement per week. Roll 1D6;
1-sngle person; 2-severd people [2-20]; 3-smdl group [21-100];
4-medium sze group [101-1000]; 5-large size group [1001-5000;
6-very large size group [5001+].)

60— nsensitivity to burns (No stun from burn [hot or cold] damage;
but bleeding damage, hitsround, from all criticas is doubled.)

61—I nsengitivity to cuts (No stun from dash criticds, but bleeding
damage, hits/round, from al criticas is doubled.)

62—l nsengitivity to pain (No stun from criticals; but bleeding
damage, hits/round, from all criticals is doubled.)

63— nsengitivity to touch (No stun from dash criticals; but bleeding
damage, hits/round, from al criticas is doubled.)

64— ightblindness (Can't sse inthe light.)

65—L ight sengitivity (-5 x 1D20 to all skills while in bright light.)
66—L ightning-phobe (Character is frighten of lightning and thunder
and will be incapacitated if caught in athunderstorm; in such a

case, the character will be at -50 if under partial cover or will drop,
freeze, and be immobile if outside and exposed to the elements.)

67—Nearsighted (Can't see thingsin the distance.)

68—Animal Hater (Never rides animals.)

69—Fearless (Never runs from a fight.)

70—M etalphobe (Never wears any meta items.)

71—Diseaseprone (No resistance to disease)

72—Poisonprone (No resistance to poison.)

73—Overpowering Strength (Anytime character conscioudy applies
his strength he must make a RR versus a 1¢ level attack (use SD
dtat bonus) or the Character will apply al of his strength involuntar-
ily. For example, you should develop a conscioudy limp hand-
shake, for any conscious application of your grip might crush the
hand of the one you greet.)

74—Physical Investments (Any time the character casts a spell that is
over 8th leve the character takes 5 hits.)

75—Plagued by Random Pain (Whenever character rolls 66, heis at -
30 for an hour.)
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76—Plagued by Random Paralyss (Whenever the character rolls
open-ended high or low, they suffer random paralysis which lasts
for 1 hour. Determine location of paralysis from Anatomy Chart.)

77—Poor Control (Roll non-attack spell failures as attack spell
failures. Add an additiona +10to al spdl failureralls)

78—Poisonous Saliva (Roll 1D10 for level of poison.)

79—Poisonous Touch (Roll 1D10 for level of poison.)

80—Prgudice (Deep irrational hatred for members of one race.)

81—Psychotic Temper (Character has a (40 - SD mod)% chance of
responding to an insult or an offense with akilling rage.)

82—Sleepiness (Y our peculiar need for deep requires 10 hours rest
each day and you are at -5 for each hour short of that figure (e.g.,
Character isat -10 if they only get 8 hours deep.)

83—Nar cophile (Should Character walk more than 5 hours without
resting for at least two hours the Character has problems staying
awake. At the beginning of each hour and thereafter the Character
must roll and any result of 01-25, causes both of the Character's
armsto fall "adegp": the arms become useless for 1D10 hours.)

84—Spdl rangesare halved (And 5' becomes touch and touch
become sdif.)

85—Sterile (May not have children.)

86—Stoned Breath (Anyone that the character breathes on is turned to
stone once per day; aRR is allowed; each target must roll only once
per day..)

87—Stoned Looks (Anyone that looks at the character and fails their
RR is turned to stone; each target must roll only once per day.)

88—Stoned Touch (Any person who touches the character and fails
their RR is turned to stone; each target must roll only once per day.)

89—Super ditious (Morae is influenced by encountering a "bad
omen": -10x 1D10for 1D10 days.)

90—Takes double crit damage (From [Roll 1D4]: 1-animas attacks;
2-dlementd attacks; 3-magica attacks; 4-melee weapons.)

91—T akes double damage (From [rall 1D6]: 1-crushing attacks;
2-dementd attacks; 3-fdls 4-fire attacks; 5-puncture attacks;
6-dash attacks.)

92—L ightweight (Spells require double normal PPs)

93—Terrible Fearlessness (Character has a[40-SD mod] % chance of
charging heedless into any combat Situation.)

A—Trophy (Takes ears, scalps, eyes, tongue, etc. from victims.)

95—Unlucky (Roll 1D10:1-open-ended range decreased to 97-00;
2-open-ended range decreased to 98-00; 3-open-ended range
decreased to 99-00; 4-open-ended range decreased to 00; 5-fumble
range increased by +1; 6-fumble range increased by +2; 7-fumble
range increased by +3; 8-fumble range increased by +4; 9-fumble
range increased by +5; 10-rdl again.)

96—Watched by (1D100% of involvement during a session [Roll
1D6]: 1-dngle person; 2-severd people [2-20]; 3-small group
[21-100.]; 4-medium size group [101-1000]; 5-large size group
[1001-5000]; 6-very large size group [5001+].)

97—Weakened Bones (1D50% chance of breskage when under
sress))

98—Wings (Character has apair of wings but cannot fly or glide.)

99—Wraith (Character has the disfavor of a particular god, demi-god,
Demon etc.)

100—Rall twice on thistable.

The Chaotic Table

SKILL DETERMINATION CHART
ROLL 1D4

1—Devoaid of talent with one skill (skill ranks may never be developed
for that skill).

2—Naturd talent with one skill (skill ranks developed for that skill are
doubled).

3—One skill bonus has a specia modifier (roll on Plus/Minus Chart to
determine the modifier).

4—Unnatura talent with one skill (skill ranks developed for that skill
are halved, round up).

SKILL CATEGORY DETERMINATION CHART
ROLL 1D4

1—Devoid of talent with one skill category (skill ranks may never be
developed for skills in that category).

2—Natural talent with one skill category (skill ranks developed for
skillsin that category are doubled).

3—The bonuses for the skills in one category have a special modifier
(roll on PlugMinus Chart to determine the modifier).

4—Unnatural talent with one skill category (skill ranks developed for
skills in that category are halved, round up).

ANATOMY CHART

ROLL 1DI100
01-02 Ankle
03-04 Arm 51-52  Leg
0506 Badance 5354 Lips
07  Bladder 5  Liver
08  Body Hair 56-57 Lower Arm (elbow down)
0910 Bran 58-59 Lower Leg (caf down)
11-12  Chesk 6061 Lung
13-14  Collar Bone 62  Mammary Glands
1516 Ear 63-64 Neck
1718 Elbow 6566 Nose
1920 Eye 67-68 Rib
21-22  Facid Hair 69-70 Sight
23-24  Feding 71-72  Shoulder Blade
25-26 Finger 73-74  Shoulder Joint
27-28  Foot 7576  Skull
29  Gal Bladder 77-78 Olfactory Organ
30  Gonads 79  Slen
31-32  Groin 8081  Sternum
3334 Hand 82-83 Stomach
3536 Head Hair 84-85 Tall
37-38  Hearing 86-87 Tall Bone
3940 Heart 8389 Tade
41-42  Hip 9091 Teeth
43 Integtine 92-93 Throat
44-45  Jaw %95 Toe
46  Kidneys 96-97 Tongue
47-48 Knee 98  VoiceBox
4950 Knee Cap 99-100 Wrist
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8.3 MOON MAGE BASE LISTS

8.31 MOON MADNESS (Moon Mage Base)

NOTE: Mood Swing and Mood Setting spells effects vary depending
upon the exact type of "mood"” being, established. In most cases, this will
yield apositive or negative modificationfor most given action, depending
upon whether the action corresponds to the mood (+) or opposesiit (-). It
is recommended that the modification be +5/-5for every 3 levels of the
caster (round down). Hence a 7th level Moon Mage would adjust his
target's overall performance with a +10 or -10 modifier, (e.g., the mood,
"frightened”, in a combat situation would give a target a -10 modification
if he stays tofight and a +10 if heflees.)
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Effect Duration  Range

1—Mood Swing 1 target 1 rnd/Ivi 50
2—Mood Setting 1 target 1rnd/Ivl 50
3—Suicidal | 1 target 1rnd 50
4—MoodSwingl| 2 targets 1 rnd/lvl 50
5—Mood Setting 11 2 targets 1 rnd/Ivl 50
6—Suicidd Il 2 targets 1rnd 50
7— Mood Swing HI 3 targets 1 rnd/Ivl 50
8—Mood Setting 11 3 targets 1 rnd/Ivi 50
9—Suicida HI 3 targets 1rnd 50
10— Mood Swing IV 4 targets 1 rnd/vl 50
11— Mood Setting 1V 4 targets 1 rnd/Ivl 50
12— Suicidal IV 4 targets 1rnd 50
13—Mood SwingV 5 targets 1 rnd/Ivl 50
14—Mood SettingV 5 targets 1 rnd/Ivl 50
15— Suicidd V 5 targets 1rnd 50
16— Mood Swing VI 6 targets 1 rnd/Ivi 50
17—Mood Setting VI 6 targets 1 rnd/Ivi 50
18— Suicida VI 6 targets 1rnd 50
19—

20— Mood Swing True varies 1 rnd/Ivl 50
25— Mood Setting True varies 1 rnd/Ivi 50
30—Suicida True varies 1rnd 50
50—Lunacy varies varies 100

1—Mood Swing | (M) Reverse the "primary mood" of the target. For
example: if the targets is filled with rage, he becomes very cam; if the
target is overcomed with grief, he becomes overjoyed; hate reverses to
love; fear reverse to courage; c.

2—Mood Setting | (M) As Mood Swing | except caster can choose the
mood, (e.g., grief, shame, bashfulness, dirty, sad, glad, hungry, thristy,
joy, etc.).

3—Suicidal I (M) Influencesthe target to attempt suicide. To be affected
the target must not only fail his normal RR, but he must fail an additional
RR modified by SD. If affected, thetarget will usually make ancritical roll
against themselves; and this is normally only an "A" Puncture critical.
4—Mood Swing Il (F) AsMood Swing | except 2 targets are affected.
5—Mood Setting 11 (F) AsMood Setting | except 2 targets are affected.
6—Suicidal Il (F) As Suicidal | except 2 targets are affected.
7—Mood Swing 111 (F) AsMood Swing | except 3 targets are affected.
8—Mood Setting 111 (F) AsMood Setting | except 3 targets are affected.
9—Suicidal I11 (F) As Suicidal | except 3 targets are affected.
10—Mood Swing 1V (F) AsMood Swing | except 4 targets are affected.

11—Mood Setting IV (F) AsMood Setting | except 4 targets are affected.
12—Suicidal 1V (F) As Suicidal 1 except 4 targets are affected.
13—Mood Swing V (F) AsMood Swing | except 5 targets are affected.
14—Mood Setting V (F) AsMood Setting 1 except 5 targets are affected.
15—Suicidal V (F) As Suicidal | except 5 targets are affected.
16—Mood Swing VI (F) AsMood Swing 1 except 6 targets are affected.
17—Moad Setting VI (F) AsMood Setting | except 6 targets are affected.
18—Suicidal VI (F) As Suicida | except 6 targets are affected.
20—Mood Swing True (F) As Mood Swing | except 1 target/3 Ivls that
the caster has obtained are affected.

25—Mood Setting True (F) AsMood Setting | except 1 target/3 Ivisthat
the caster has obtained are affected.

30—Suicidal True (F) AsSuicidal 1 except 1 target/3 I;visthat the caster
has obtained are affected.

50—L unacy (F) At night during the proper power phase of the moon (full
moon for light based Moon Mages; haf moon for grey based Moon
Mages, new moon for dark based Moon Mages), 1 target/Ivl will "chan-
nel" al of their PPs (1 PP/round each) to the caster (i.e., for the moon god/
goddess). Any target failing his RR by 50 or more will experience a
permanent 10% decrease in total PPs; this can be considered "burn out"
or perhaps the god/goddess direct intervention.
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8.3 MOON MASTERY (Moon Mage Base)

NOTE 1. Thisspell listisadverserly affected by themoonandit'sphases.
There are three basic type of Moon Mastery (each Moon Mage has one
type of Moon Mastery) with modifiers based upon the phase of the moon:

Light Grey Dark

Full Moon x| X.25 X0
3/4 Moon X.75 x.5 x.25
Half Moon X.5 x| x.5
1/4 Moon x.25 x.5 X.75
New Moon X0 x.25 x|

NOTE 2: A spell user's"moon of power" isthe phase of the moon during
which the modification aboveis "XI": light based: full; grey based: half;
dark based: new

NOTE 3. Theduration, range, and effects of spells marked with "t" are
modified based upon type of Moon Mastery and phase of the moon (see
above). For example, Moon Glow, cast by a light based 10th level Moon
Mage under afull moon (x.5), will givex2 power for 10 hours; but, the
same spell cast cast by the same Moon Mage during a half moonwill only
yield xI powerfor 5 hours.

NOTE 4: These spells only work when the caster is outside at night and
themoonis "up”

Areacf

Effect Duration  Range
1— Moon Shadet 1 target 10min/lvl  touch
2— Moon Shinet 1 target 10min/lvl  touch
3—Moon Litet 10R 10min/lvl  touch
4— Moon Batht 1 target 10min/lvl  touch
5— Moon Wort t 1 target Imin/lvl  touch
6— Moon Beam (100) t 1 target 100
7—Moon Eyet 1 target Imin/lvl  touch
8 — Moon Dropst 10R Irnd 100
9—
10— Moon Glow t X2 power Ihr/lvi f
11— MoonLightningt 1 target 100
12—
13— Moon Beam (300) t 1 target 300
14— Moon Gladet 1 target Irnd 10
15— MoonStruck t 1 target P 100
16— Moon Maddnesst 1 target I min/lvl 100
17— Moon Beam (500) t 1 target 500
18— MoonBlindt 1 target 10 min/lvl 100
19— Moon Lightning (300) t 1 target 100
20— Moon Stonett 1 moon stone 24 hours  touch
25 — Moon Child t Newborn Child P touch
30— Moon Quake t 50R/IvI Imd touch
50— Moon Maident 1 Moon Maiden 1 md/lvl

1—Moon Shade (It) Target can see inthe dark asiif it was daylight.
2—Moon Shine (Uf) Allows the cadter to enchant a beverage: 5 ounces
per power point used in the el (limited to [PP/Ivl). This spell does not
cregte the beverage or container. For every ounce drunk, the drinker
receives a+3 RR bonus (magical, poison, and disease) and a-3 OB bonus.
3—Moon Lite (Ft) Illluminates a 10R area with moon light. The
enchantment may be placed on an object will move as the object moves.
4—Moon Bath (Ft) Target hedls 1 hit per minute if outside under the
moon.
5—Moon Wort (FMt) Enchant 1 dose of amoon herb called Moon Wort.
ﬁfter el.nchantment, egting or drinking the herb makes the imbiber speak
onestly.
6—Moon Beam (100') (Et) A bolt of "moon essence” is shot from the
pam of the cagter; atacks are resolved using the Shock Bolt Attack Table
(SL 1041), with criticals as follows: light based: fire criticds; grey based:
impact criticas, dark based: cold criticals.
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7—Moon Eye (Fit) Allows the target to see objects that are affected by
moon essence. The object will gppear to be surrounded by amagical field/
auraasfollows: light based: divery; greybased: grey; darkbased: black.
8—Moon Drops (Ft) Allows the caster to create a small, sudden sorm
of "moon drops’ (i.e,, hail stones), giving each target in the area an "A"
impact critical.

10—Moon Glow (Ft) Givesthe caster doublenormal intrinsic PPsfor the
duration of this spel. This modification is not cumulative with PP
multipling items.

11—Moon Lightning (Ft) As Moon Beam except that the Lightning Bolt
Attack Table (SL 1045) is used.

13—Moon Beam (300) (Ft) AsMoon Beam (100") except range is 300.
14—Moon Glade (Ft) Allows the target to travel dong "moon glades’
(divery reflection of moon light on the surface of water); this spel is
basically alimited teleport. In one round, target may move up to 1 mile/
level in a draight line dong a waterylicy surface. If the route encounters
solid materid (eg., land, a boat, a bird, etc.) or an area not outside and
under the moon, the target will stop 5' from that point.

15—Moon Struck (FMt) This spdl may only be cast if the phase of the
moon is the caster's "moon of power” (i.e,, the modifier is "xI"). The
target will go on an eating and drinking spree for severa hours. When the
moon reeches its highest point in the sky, the target will go running wildly
into any open area under the moon. The target will continue to run about
until totally exhausted, a which point he will fall into adeep deep.
16—Moon Maddness (FMt) Target is enraged and becomes aberserker;
use "frenzy" guidelines.

17—Moon Beam (500) (Ft) AsMoon Beam (100') except range is 500

18—Moon Blind (FMt) During the day or when the moon is"down" or
if not outside, the target is totally blind. Otherwise, the target's sight and
perception varies based upon the phase of the moon and the caster's type
(i.e, a night whenthemoon is"up”, using the modifiersin the"NOTE 1"
for this ligt, the effect is. xO = totaly blind, x.25 = can see with a +20
perception bonus, x.5 = can see with a+40 perception bonus, X.75 = can
e with a +60 perception bonus, or x| = can see with a +80 perception
bonus).

19—Moon Lightning (300) (Ft) AsMoon Lightning (100") except range
is 300.

20—Moon Stone (Ft) This spell enchants an appropriate stone, rock, or
gem (GM discretion); dlowingittoact assagpdl adder (+1/5 vl of caster)
and as a PP storer (1 PP/IvI of caster); this will vary depending upon the
phese of the moon and the caster's type. For example, a moon stone
enchanted under ahalf moon by a20th level grey based spell caster isa+4
spell adder/20 PP storer- enchanted under anew or full moon, itisonly a
+1 spell adder/5 PP storer; and under a 1/4 or 3/4 moon, it is a+2 spell
adder/IOPP gorer. A moon stone glows very dightly under the caster's
moon of power. Each Moon Mage may only have one Moon Stone
enchanted at any one time.

25—Moon Child (Ft) Blessssand initiatesanewborn child intotheranks
of amoon society of el casters (normally, the only way one can become
amoon based spell caster). A child so blessed hasanatural tendency to use
this gpdl list and suffers no ESF when casting spells on this list. The child
aso has a+5 bonus for al magicd, poison, and disease RRs.

30—Moon Quake (Ft) Causes a very minor earthquake which could
cause shoddy congiruction to collgpse this can be very terrifying. This is
approximately 55 on the Richter scale.
50—Moon Maiden (Ft) Allows the caster to summons a very minor
moon goddess (base chance of summoning = .5%/lvl of cagter); detallsare
dependent on the GM's world system.
EXAMPLE: She will arrive driving two moon steeds (color is
based on the caster' smoon of power) pulling her chariot. Everyone
of her alignment will gain a +30 bonus as long as they remain
withinview of her. Shewill fight for the caster (1000B, 25DB, 150
hits,ATl).In addition tophysically attacking, she will use one spell
on thislist each round. Ifshe iskilled during the duration ofthis
spell, the caster will never be able to cast this spell again and all
spellson thislist will become ESF (+25) and all spellson thislist
will require twice normal PPs to cast.
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8.33 METAMORPHOSE (Moon Mage Base)

NOTE 1 Thespellson thislist can duplicatephysical, mental, spiritand
power forms, but they cannot duplicate mannerism and memory.
NOTE 2: Full effect for each Metamorphosis spell above 9th level
requires one hour per type of change desired (e.g., ifa Metamorphosis
involves Bio-Metamorphosis, P si-Metamorphosis, and Spirit-Metamor-
phosis, the complete Metamor phosis would require three hours). During
thisperiod the target must remain is a state of meditation or sleep. Ifthe
target is distrubed and "awakened" before the required time is over, he
will assume his natural form gradually within an hour and he takes a
Physical Alteration critical whose degree of severity is based upon the
number of hours of Metamorphosis not completed (i.e., the target of a
Metamorphosis interrupted 1-60 minutes before completion would take
an "A" Crit; 61-120 minutes would deliver a "B" Crit; etc.). Every 15
minutes after the intial critical due to interruption, the target takes
another Physical Alteration critical one degree less severity than the
previouscritical; thisprocesscontinuesuntil an "A" critical istaken. For
example, ifa target is "awakened" during the 1st hr ofa Metamorphosis
which requires 3 hrs, the target takesa "C" PA. Crit, 15 min. later he
takesa "B" PA. Crit, and 15 min. later he takesan "A" PA. Crit.
NOTES: Any non-magical attempt to "awaken" a target out of Metamor-
phosisisan ‘extremely hard' static maneuver. Magical attempts should
treat the target as ifhe were in a coma.

NOTE4: The Metamorphosisspellscreateacocoon” aroundthetarget.
It takes a weapon or a 'hard’ static maneuver (modified by ST bonus) to
break it.

NOTE 5: When theMetamor phosisiscomplete, thetargethasno PPs, has
no exhaustion points, is extremely hungry, and is thirsty. The target must
make a 'hard' static maneuver (modified by SD bonus) to try to do any
activity besides eating, drinking, and then sleeping.

NOTE 6: The Metamorphosis target will gain those abilities that are
natural to theform they Metamor phose into. However, magical abilities
are not gained. For example; if the target is Metamorphosed into a
Dragon, he canfly (most likely not very well initially) and he will have the
size and physical combat abilities of the Dragon; but the target will not
have the Dragon's magical breathe weapon.

NOTE 7: All mass changes greater than x2 but less than x4 the target's
mass require the target to take a "D" Physical Alteration crit. All mass
changesgreater thanx4 themassrequirean "E" Physical Alteration crit.
NOTE 8: All power changes greater than x2 but less than x4 thetarget's
mass require the target to take a "D" Physical Alteration crit. All power
changesgreater thanx4 the massrequirean "E" Physical Alteration crit.
=N
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Effect Duration  Range
1—BirthSign 1 target — touch
2—
3—Bio-MetamorphosisTyping 1 target — 50
4—
5—Psi-MetamorphosisTyping 1 target — 50
6— Spirit-MetamorphosisTyping 1 target — 50
7—
8— Power-MetamorphosisTyping 1 target — 50
90—
10—Bio-Metamorphosis ltarget  1lday/lvl  touch
11—
12—Psi-Metamorphosis ltarget  1day/lvl  touch
13—
14—Spirit-Metamorphosis ltarget  1day/lvl touch
15—
16—Power-Metamorphosis ltarget  1day/lvl  touch
17—
18—Bio-MetamorphosisTrue ltarget 1 wkilvl touch
19—
20—Psi-MetamorphosisTrue ltaget 1 wk/lvl touch
25— Spirit-MetamorphosisTrue  1target 1 wkl/lvl touch
30—Power-MetamorphosisTrue 1 target 1 wk/lvl touch
50— MetamorphosisTrue 1 target P touch

1—Birth Sign (1) Allowsthecagter tolearnif thetarget hasfavorablebirth
sign for Metamorphosis spell useage. Roll 1D100:
175 not alikely candidate.
76-90  can handle 1s+—10th Ivl Metamorphosis spells
91-95  can handle 19—20th Ivl Metamorphosis spells
9697  can handle 1¢—25th lvl Metamorphosis pells
989  can handle 138—30th Ivl Metamorphosis pdlls
100 can handle 1¢—50th Ivl Metamorphosis spells
3—Bio-Metamorphosis Typing (1) Allows the caster to andyze a
physical form which he may use later when Bio-Metamorphosing.
5—Ps-Metamorphosis Typing () Allowsthe caster to analyzeamental
form/pattern which he may use later when P si-Metamor phosing.
6—Spirit-Metamorphosis Typing (I) Allows the caster to analyze a
spiritua form (eg., the life essence, vivacity or soul pattern of the target)
which he may use later when Spirit-Metamorphosing.
8—Power-Metamor phosis Typing () Allows the caster to anadlyze a
power form (eg., how the target handles Essence, Channeling, Mental-
ism, etc.) which he may use later when Power-Metamor phosing.
10—Bio-Metamorphoss (F) Target's body is metamorphosed into a
physica form which caster has previoudy Bio-Metamorphosis Typed.
12—Pd-Metamor phods (F) Target'smental pattern ismetamorphosed
or changed into amental pattern which caster has previoudy Psi-Meta-
morphosis Typed.
14—Spirit-Metamor phosis (F) Target's spiritua pattern is metamor-
phosed or changed into a spiritual pattern which caster has previoudy
Spirit-Metamorphosis  Typed.
16—Power-Metamorphosis (F) Target's power pattern is metamor-
phosed or changed into a power pattern which caster has previoudy
Power-Metamorphosis  Typed.
18—Bio-Metamorphosis True (F) AsBio-Metamorphosis except dura
tionis 1 week/Ivl.
20—Psi-Metamor phosis True (F) As Psi-Metamorphosis except dura-
tionis 1 week/Ivl.
25—Spirit-Metamorphoss True (F) As Spirit-Metamorphosis except
durationis 1 week/Ivl.
30—Power -M etamor phosisTrue(F) AsPower -Metamor phosi sexcept
duration is 1 week/Ivl.
50—Metamor phoss True(F) The duration of a st of Metamorphosis
dis(i.e, Bio-, Ps-, Spirit-, and Power-) is permanent.
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8.4 NOBLE WARRIOR BASE LISTS

841 NOBLE ARMOR (Noble Warrior Base)

NOTE 1: Only one spell fromthislist may be active on a given individual

and his set ofarmor.

NOTE 2 Shield Blow spells are only useful against melee and missile

attacks that the target is aware of. Ifthe caster is ambushed or attacked
fromtherear or unable to get the shield in position to intercept the blow
(e.g., shield wedged in a opening, an opponent has a hold of the shield,

Noble Warrior Base Spell Lists

etc.), the Shield Blow spell is of no use.
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Effect Duration  Range
1—Shidd* 1 satof armor 1 min/lvl df
2—ArmoringCloth cloth Imin/lvl  touch
3
4— ArmoringL eather 1 stofarmor 1min/lvi  touch
5— ShiddBlow | 1 shield I min/lvl sdf
6—ArmoringChain 1saetofarmor 1min/llvl  touch
8—ArmoringPlae 1 sgtofarmor 1min/lvl  touch
9
10— Shidd Blow I 1 shidd I min/lvl sdf
11—Mystical Cloth cloth Imin/lvl  touch
12—ArmoringRobes cloth Imin/lvl  touch
13—
14—Mystical Leather 1lsatofamor 1min/lvl  touch
15— Shield Blow 111 1 shied I min/ivl sdf
16—
17—Mystical Chain 1 satofarmor 1min/llvl  touch
18—
19— Shield Blow IV 1 shield 1 min/ivl sdf
20—Mystical Plate 1 stofamor 1min/lvl  touch
25— Shiedd Blow True 1 shield I min/lvl f
30—Mystical Armor 1 stofamor 1min/llvl  touch
50—Mystical Armor True 1 setof armor 1 min/lvl  touch

1—Shidd (F*) Crestes an invisible force shield in front of the caster; it
subtracts 25 from melee and missile attacks and functions as a normal
shield.

2—Armoring Clath (F) Allows the cagter to increase the armor protec-
tionof AT 1 or AT 2 by +4 in armor type (i.e., AT 1 would become AT
5and AT 2would become AT 6). Armor/clothing so enchanted istreated
asif it were the lower AT for determination of armor penalties.
4—Armoring Leather (F) AsArmoring Cloth except that |eather armor
(ATs 5-12) may be improved by +4 or cloth armor (ATs 1-2) may be
improvedby +8(i.e.,, AT 1 wouldbecomeAT 9, AT 11 would becomeAT
15, etc).

5—Shield Blow T (F) Allowsthe caster to use his shield to automatically
intercept the next attack (melee or missile) that delivers a critical; the
attack may not be from the rear. The critica strike will be changed to
reflect this (e.g., a neck strike would be changed to a shield arm strike,
€tc.).

6—Armoring Chain (F) As Armoring Cloth except that chain armor
(ATs 13-16) may be improved by +4 or leather armor may be improved
by +8 (i.e., AT 7 would become AT 15, AT 11 would become AT 19, AT
14 would become AT 18, etc.).

8—Armoring Plate (F) As Armoring Leather except soft leather armor
isimproved by +12.

10—Shield Blow Il (F) As Shield Blow | except critical is lowered one
level init's severity (i.e, "E' crit ="D" crit, "D" crit = "C" crit, "C" crit
="B" crit, "B" crit = "A" and "A" criticals are ignored).

11—Mystical Cloth (F) As Armoring Cloth except dl critica strikes
made against this armor are reduced one level in severity (i.e, "E' crit=

"D" crit, "D" crit = "C" crit, "C" crit = "B" crit, "B" crit ="A" and "A"

criticals are ignored).

12—Armoring Robes (F) Allows the cagter to creaste armor out of

ordinary cloth (e.g., robe, cloak, etc.). Givesthecloth+1 AT for every two

levels of the caster.

14—Mystical Leather (F) AsArmoringLeather except dl critica strikes
made against this armor are reduced one level in severity.

15—Shield Blow 111 (F) As Shield Blow | except critical is lowered two
levelsin it's severity (i.e,, "E" crit="C" crit, "D" crit ="B" crit, "C" crit

="A" crit and "B" and "A" criticals are ignored). This spell has no effect

if the caster uses the large or super-large critical tables.

17—Mystical Chain (F) As Armoring Chain except al critica strikes
made againgt this armor are reduced one leve in severity.

19—Shield Blow IV (F) AsShieldBlowl 1 except critical islowered three
levelsin it's severity (i.e, "E" crit = "B" crit, "D" crit ="A" critand "C",
"B" and "A" criticals are ignored).

20—Mygtical Plate(F) AsArmoring Plateexcept al critical strikesmade
againgt this armor are reduced one level in severity.

25—Shield Blow True (F) As Shield Blow I11 except criticd is lowered
four levelsin it's severity (i.e,, "E' crit ="A" crit, and "D", "C", "B" and

"A" criticals are ignored).

30—Mystical Armor (F) As Mystical Plate except al melee and missile

criticas are reduced two levels. This spell has no effect if the caster uses
the large or super-large critical tables.

50—Mystical Armor True (F) AsMystical Armor except all melee and

missilecriticals are reduced three levels (i.e, "E" crit="B" crit, "D" crit
="A" and "C", "B" and "A" criticals are ignored).
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842 NOBLE WEAPONS (Noble Warrior Base)

NOTE 1. Only one spellfrom this list may be active on a given weapon.
NOTE 2: A GM may wish to restrict the use of certain spells on thislist.
He may also wish to allow these spells to be used only on non-magic
Weapons.

Areaof
Effect  Duration Range
1—WegponsGrace lwespon  1rnd/Ivl touch
2—ParryWespon lweapon  1rnd/lvl touch
3—HiddenStrike 1 weapon Irnd/lvl  touch
4—Singing Strike 1 weapon 1rnd/lvl  touch
5— Multiple Strikel| 1 weapon Irnd/Ivl  touch
6—Lesser Strike 1 weapon Irnd/Ivl  touch
7— Lesser Hammer Strike lweapon  1rnd/lvl touch
8— Lesser Elemental Weapon lwegpon 1rnd/lvl  touch
9— Multiple Strikelll lweapon 1rndlvl  touch
10— Lesser NobleWegpon lwegpon 1rnd/lvl  touch
11— Greater Hammer Strike lwegpon  1rnd/lvl  touch
12—Elemental Poison lweapon  1rnd/lvl  touch
13—Greater Strike l1weapon  1rnd/lvl  touch
14---MultipleStrikel V lwegpon  1rnd/lvl touch
15— Greater Elemental Weapon l1weapon  1rnd/lvl  touch
16—DancingWeapon lwegpon 1rnd/lvl  touch
17— FearWesapon l1weapon 1rnd/lvl  touch
18— First StrikeWeapon* 1weapon 1rndlvl  touch
19— Multiple Strike True 1wegpon 1rndlvl  touch
20— Greater NobleWesapon lweapon 1rnd/lvl  touch
25— Shield Severer lweapon 1rnd/lvl  touch
30— Elemental Weapon True lwegpon 1rnd/lvl  touch
50— NobleWespon True lwegpon 1rnd/lvl  touch

1—WeaponsGrace (F) Givesuptoa+2/level bonustowielder'sOB; PP
costis 1 PP per +2 bonus.

2—Parry Weapon (F) Increases the portion of OB put into parrying by
50% (eg., if wielder puts 30 from his 70 OB into parrying, his DB is
actualy increased by 45).

3—Hidden Strike (F) Weapon's next critica strike roll is modified by

+5. Any result over 100 is treated as 100.

4—Singing Strike (F) This blade fills the air with song of courage and
greater glory. Those "dlies’ within 10'R of the blade are immune to fear

effects and those outside of the 10'R but within hearing range receive a
+10 to al RRs versus fear effects.

5—MultipleStrikell (F) Allowstheweapontwo attackseach round; but
the OB for each attack isdecreased by 40% of the OB or by 30 (which ever
isless).

6—L esser Strike (F) For the next critical, this spell increases the severity

by 1 leve; a'nocrit' result istill a'no crit', and an 'E' critis till an 'E,

(i.e, "A" crit="B" crit; "B" crit = "C" crit; etc.)

7T—Lesser Hammer Strike (F) Doubles the amount of concussion
damage the weapon does on its next strike that delivers concussion hits.

8—L essr Elemental Weapon (E) When the weapon delivers its next
critical dtrike, it will deliver an "A" elemental critical in addition to the
normal critical; caster choses elemental type (eg., fire elementd yields
heat criticals; ice elementa yields cold criticas; water elemental yields
impact critical; etc.).

9—Multiple Strike 111 (F) As Multiple Strike 11 except it alows the
weapon three attacks each round; but the OB for each attack is decreased

by 50% of the OB or by 40 (which ever is less).

10—Leser Noble Weapon (F) Gives the wielder +25 to initiative,
delivers double concussion damage, and dl "E" criticals obtained have a
10% chance of severing alimb provided that that the critical isaarm, leg,

or neck strike.

57

11—Greater Hammer Strike (F) Triples the amount of concussion
damage the weapon does.

12—Elemental Poison (F) If the next crit that is obtained causes "hity/
rnd" and the victim fails his RR (modified by CO bonus), he is consumed
by an elemental poison (caster chooses fire, ice, water, etc.) that Slowly
consumes hisbody. The victim takes 1D10 "elementa" hits per round for
1 rnd/1% failure. If the "dlementa" hit total reaches thevictim's concus-
sion hit total + Congtitution, the body is consumed by the elemental
poison: eg., fire elemental poison causes the body to literally go up in
smoke; ice elemental poison turnsthe body into aliving ice statue; water
elementd poison turns the body into apool of water; etc. The only know
cures are: the caster may ‘cancel’ the poison or the"dementd” hits may
be cured as they are taken at half normal rate (e.g., curing 10 norma hits
would only cure5"elementa" hits) or an opposite"elementa” poisoncan
be applied (GM discretion).

13—Greater Strike (F) As Lesser Strike except critica severity is
increased two levels; and if the weapon does concuss on damage but does
not score acritical, an "A" crit is delivered.

14—Multiple Strike 1V (F) As Multiple Strike 11 except it dlows the
wegpon four attacks each round; but the OB for each attack is decressed
by 60% of the OB or by 50 (which ever is less).

15—Greater Elemental Weapon (E) As Lesser Elemental Weapon
except delivers "B" critical in addition to the normal critical obtained.

16—Dancing Weapon (F) Allows the weapon to leave the hand of its
wielder and attack (on it's own) an opponent within 50' (it moves 50' per
round). The dancing weapon has an +50 OB when attacking on it's own.
The caster must be able to see the dancing weapon and itstarget in order
for the weapon to attack.

17—Fear Weapon (F) Any one desiring to confront the wielder of this
wegpon must first overcome a 10R sphere of ‘fear' surrounding the
wielder. All individuals must make RR each round they are within the
10R. Those who fail their RR will flee from wielder of wegpon for 1 min/
5% failure.

18—Firgt Strike Weapon (F*) Doubles the wielder's normd initiative
number.

19—Multiple Strike True (F) AsMultiple Strike 11 except it dlows the
wegpon five attacks each round; but the OB for each attack is decreasad
by 70% of the OB or by 60 (which ever is less).

20—Greater Noble Weapon (F) As Lesser Noble Weapon except adds
+50 to initiative, delivers 3x concussion damage, and severing chanceis
30% for "E" criticals, 20% for "D" criticals and 10% for "C" criticals.
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25—Shidd Cleaver (F) Any shield strike has a 50% chance of immedi-
ately severing the shield into two parts; the target's shield am is dso
severed, doing an additional 15 concussion hits and 6 hits/rnd. Magic
shields may make RRs.

30—Elemental Weapon True (E) As Lesser Elemental Weapon except
the elementa weapon deliversa"C" critical.

50—Naoble Weapon True (F) AsGreater Noble Weapon except initiative
number is doubled, ddivers 4x concussion damage, and the severing
chance is 50% for "E" criticals, 40% for "D" criticals, 30% for "C"
criticals, 20% for "B" criticals and 10% for "A" criticals.
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8.5 SLEUTH BASE LISTS

8.51 ANALYSES (SleuthBase)

Areacf _

Effect Duration  Range
1—Food& Drink Anadlysis 1 portion 6"
2—TextAnalysisl of Imin/ivi(C) odf
3—Drug/PoisonAnadysis 1 portion 1
4—SpeechAnalysisl f 1 min/lvi(C) sdf
5—TextAndyssl| of Imin/Ivi(C) <df
6—Power Analysis 1 target 10
7— SpeechAnalysisl| f Imin/ivi(C)  of
8—Text Andysisll| of Iminivi(C) «df
9—Metd Andysis 1 piece 10
10—Delving 1litem touch
11— SpeechAnalysislll of Imin/ivi(C) odf
12—CodeAnalysis caster Imin/ivi(C) sdf
13—LiquidAnalyss 1liquid 10
14—SolidAnalysis 1 solid 10
15—GasAnalysis lgas 10
16—
17—ChannelingAndysis 1 sl 100
18—
19—MentalismAnalysis 1 el — 100
20—EssenceAnalysis 1spdl 100
25—DegthAnalysis odf — touch
0—MicroscopicAnalysis f Imin/Ivi(C) df
50—Analysis of 1rmd/Ivi(C) oAf

25,89,10,13,15,25,50—As the gpds of the same names on the Open
Essence spdll ligt, Delving Ways.

1—Food & Drink Analysis (1) Allows caster to learn the origins, purity,
and generd worth of one portion of food or drink. Any impurity will be
discovered; only itstype (bacteria, poison, dirt, excrement, chemicdl, etc.)
will be indicated.

3—Drug/Poison Analysis (1) As Food and Drink Analysis except one
drug/poison (if any) in the portion is analyzed; caster will also learn the
antidote (if any) aswell asthe drug/poison's potency (i.e, leve).
4—Specch Analysis| (1) As TextAnalysis| except caster can understand,
but not speak, one spoken language.

6—Power Analysis (1) One item, person, or place may be examined to
determineif it haspower, which realm the power isfrom, and abasic idea
of the power's origin and nature.

7T—Speech Analysis || (1) As Text Analysis H except caster can under-
stand, but not spesk, one spoken language.

11—Spech Analysis 11 (I) As Text Analysis |11 except caster can
understand, but not speak, one spoken language.

12—Code Analysis (1) As Text Analysis |11 except texts written in code
are fully comprehended.

14—Sdlid Analysis (I) AsMetal Analysis except a solid is examined.
17—Channding Analysis (I) As Spell Analysis on the Open Essence
el ligt, Delving, except only a Channeling spell may be analyzed.
19—Mentalism Analysis (1) As Spell Analysis on the Open Essence spell
lig, Delving, except only aMentaism spel may be anayzed.
20—Essnce Analysis (1) As Spell Analysis on the Open Essence spell
ligt, Delving, except only an Essence spell may be andyzed.
30—Microscopic Analysis (1,U) Allows caster's next spell to pick up
information a"microsoopic’ scde The GM must determine what infor-
mation thisis capable of determining in his world.
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8.52 SLEUTH'S SENSES (Sleuth Base)

Areaof

Effect Duration Range
| --Detect Drugs 10R of
2—DetectCrime varies df
3—DetectEvasions 1being 1 min/lvi(C) df
4—DetectEmotions 1 being 1 min/lvi(C) sdf
5—Tade sif 1 min/lvl sf
6— Detect Poison 10R of
7— Detect Good 1 being/object 100
8—DetectMotive 1 being 1 min/lvi(C) of
9—Touch f 1 min/lvl df
10— DetectEvil 1 being/object 100
11—DetectDisguise 1being 10
12—DetectLie 1 being 1 min/lvl f
13—Scent df 1 min/lvl f
14—DetectLaw 1 being/object 100
15—Slyears «f 1 min/lvl «Af
16—Detect Chaos 1 being/object 100
17—SdeVision of 1 min/lvl sdf
18—NightVision «f 1 min/lvl sf
19—Detectlllusion sf 1 min/lvi(C) 100
20— DetectInvisible of 1 min/ivi(C) 100
25— Detective'sEar «Af I min/lvi(C) 100/l
30—Detective'skye «f 1 min/lvi(C)  100/vI
50— SenseTrue df 1 rnd/Ivl sdf

1—Detect Drugs (P) Allows cagter to perceive any drugsin a 10R.
2—Detect Crime (P) Allows cagter to determine if a "crime" is being
committed within his field of vision/hearing.

3—Detect Evasions (P) Allows caster to senseif aperson heistalking to
isbeing evasive.

4—Detect Emotions (P) Allows caster to sense target's dominant emo-
tion.

5—Tagte (P) Cadter gains an extremely acute sense of taste.

6—Detect Poison (P) Allows caster to detect any poison in a 10R.
7—Detect Good (P) Cagter can tell if a person or thing is "Good" in
alignment.

8—Detect Motive (P) Allows caster to determine the target's motives.
9—Touch (U) Caster gains an extremely acute sense of touch.
10—Detect Evil (P) AsDetect Good except detects "Evil".
11—Detect Disguise (P) Allows cagter to senseif atarget is "disguised”.
12—Detect Lie (P) Allows cagter to tell if atarget is lying.

13—Scent (U) Caster gains an extremely acute sense of smell.
14—Detect Law (P) As Detect Good except detects "Lawful”.
15—Slyears (U) Caster gains an extremely acute sense of hearing.
16—Detect Chaos (P) As Detect Good except detects "Chaotic'.
17—Side Vision (U) Caster has a 300° field of vision.

18—Night Vision (U) Caster can see at night as if it were daylight.
19—Detect Illusion (P) Detectsany illusion; caster can concentrateona
5 radius area each round.

20—Deect Invishble (P) As Detect Illusion except detects invisible
beings and objects; al attacks against something so detected are at -50.

25—Seuth'sEar (U) AsListen onthe Open Essence spdll list, Essence's
Perceptions, except rangeis 100/Ivl and the caster must have been at the
point before.

30—Sleuth's Eye (U) As Seuth's Ear except caster can see from the
point.

50—Sens= True (U) Allowscaster to cast one of the lower level spellson

this list each round.
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8.53 ESCAPING WAY'S (Sleuth Base)

Areacf

Effect Duration  Range
1—Locklore llock touch
2—Unlock Llok 1wl
3—Escapingl of 1rnd f
4—Unlock 1 Llok
5—MagicLock 1 porta Imin/lvl  touch
6—Escapingll of 2 rnds f
7—Traplore 1trap touch
8— Unlock 111 Llok vl
9—Escapinglll df 3rnds sdf
10—Jamming 1 door P 50
11—RemoveBlindfold of «f
12—
13—Unlock 1V Llok 1/l
14—EscapinglV of 4 rounds sf
15—Ungag of f
16—
17—UnlockV Lok 1wl
18—EscapingV of 1 minute f
19—
20—EscapingV| sdf 2 minutes f
25—Escaping VI bonds 3minutes  Af
30— Unlock True 1lock/md  1rndivl  107lvi
50—Escaping True df 4minutes  odf

1,5,7,10—Asthe spdlls of the same names on the Open Essence spdll list,
Unbarring Ways.

1—L ocklore (1) Givesthe caster +20 on picking the lock analyzed, and
+10 to anyone to whom he describes the lock.

2—Unlock | (F) Caster can cause any "mundane’ complexity lock (e.g.,
dliding bolts) he can see (within range) to be unlocked or locked (lock is
just normally unlocked/locked and can be locked/unlocked normally).
3—Escaping | (F) Allows caster to escgpe from cloth bindingsin 1 rnd.
4—Unlock 11 (F) AsLock | except "Routine” to "Medium" complexity
lockscanbelocked and thereisachance suchalock will unlock: Routine
(50%), Easy (40%), Light (30%), Medium (20%).

6—Escaping 11 (f) Allows caster to escgpe from rope bindings in 2
rounds.

7—Traplore (1) AsLocklore except gpplies to disarming traps.
8—Unlock 111 (F) As Lock H except "Routing” to "Extremely Hard"
complexity locks can be unlocked/locked; locking is automatic and the
chance of unlocking is: Routine (70%), Easy (60%), Light (50%), Me-
dium (40%), Hard (30%), Very Hard (20%), Extremely Hard (10%).
9—Escaping I11 (F) Allows caster to escape from leather or wooden
bindingsin 3 rounds

11—Remove Blindfold (F) Removes any "eye covering” from caster's
face.

13—Unlock IV (F) As Lock U except "Routine” to "Sheer Folly"
complexity locks can be unlocked/locked; locking is automatic and the
chance of unlocking is: Routine (80%), Easy (70%), Light (60%), Me-
dium (50%), Hard (40%), Very Hard (30%), Extremey Hard (20%),
Sheer Fally (10%).

14—Escaping IV (F) Allows caster to escape from chain bindings in 4
rounds.

15—Ungag (F) Removes any "mouth covering" from caster's face.
17—Unlock V (F) AsLock U except "Routing" to "Absurd" complexity
locks can be unlocked/locked; locking is automatic and the chance of
unlocking is. Routine (90%), Easy (80%), Light (70%), Medium (60%),
Hard (50%), Very Hard (40%), Extremely Hard (30%), Sheer Folly
(209%6), Absurd (109%).
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18—Escaping V (F) Allows caster to escape form reinforced chain
bindingsin 1 minute.

20—Escaping VI (F) Allows cagter to escape from locked metal bands
(shackles) in 2 minutes.

25—Escaping VII (F) Allows caster to escgpe from solid metal or stone
bondsin 3 minutes.

30—Unlock True(F) AsLockU excent "Routing’ to "Absurd" complex-
ity locks can be unlocked/locked; locking is automatic and the chance of
unlocking is: Routine (95%), Easy (90%), Light (80%), Medium (70%),
Hard (60%), Very Hard (50%), Extremely Hard (40%), Sheer Folly
(30%), Absurd (20%).

50—Escaping True (F) Allows caster to escape any bondsin 4 minutes.
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854 TIME'S SENSE (SleuthBase)

Areacf

Effect ~ Duration Range
1—Origins litem — touch
2—Guess f of
3—Intuitionl of — of
4— CrimeLore Object litem touch
5—VisionBehind f C «f
6— Intuitionlll of — of
7—CrimeLore Person 1being 10
8—Anticipation* 1 being — 100
9—IntuitionV of of
10— Vision Behind (1 hr/lvl) of C of
11—CrimeLore Place llocde — 100
12—VisionGuide of varies odf
13— Padst Store* 1 person/place of
14— Anticipationll * 2 beings 100
15— VisionBehind (1day/Ivl) of C of
16— CrimeLore: Time of — of
17—IntuitionX «f — f
18— Anticipationlll * 3 beings — 100
19—VidonLocation of of
20— Vision Behind (1 mo/lvl) of C «f
25— Vision Behind (1 yr/Ivl) of C odf
30— Spdl Anticipation* 1 being — 100
50---CrimeLore True of 1rdivi  odf

5,10,12,13,15,19,20,25—As the spdlls of the same names on the Seer
Base spdl ligt, Pagt Visions.

13,6,89,14,17,18, 30—As the spells of the same names on the Astrol oger
Base spdl ligt, Time's Bridge.

4—CrimeLore Object (I) Caster knows if item touched was used in a
specified crime.

7—CrimeLore Person (1) Caster knowswhether or not target has been
involved in a specified crime.

11—CrimeLore Place (1) Caster knows if the target location was the
"scene of a specified crime.”

16—Crime Lore Time (1) In conjunction with other "Crime Lore":
spdls, this spdll alows caster to know the approximate time that a
specified crime occurred.

50—CrimeLore True(l) Allows cagter to cagt any oneof the "Crime
Lore" spdlseachround. Thisspell dso enhancesthese other spellssothat
aspecific crime need not be indicated.
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8.6 MAGUS BASE LISTS

8.61 POWER WORDS (Magus Base)

This powerful and versttile spell list contains many of the words of
power utilized in power word magic. As will be noted from the list, the
spells are amogt al concerned with power over the physical world.

Areacf

Effect Duration  Range
1—Shidd* 1 target 1 min/ivl 10
2—Repair 1 object P touch
3—Warp/Jam 1 wooden object P 10
4—Dust 1stone/earthobject P 10
5—Smoke 10R/VI 1 min/lvl 100
6—Light/Ignite 5 (multiple) P 5R/v
7—Glamour 101b/1vl 1day/lvl  10/Ivl
8—Bleed 1 target Y% 100
9—Disrupt 10cu P 10
10—Dance 1 obj/101vis C 5Rilv
11—Animate 1rd/lvl (071l
12— Shatter 1 object 100
13—Bind 1 target 1 hr/lvl 5/Ivl
14—Wither 1 plant target P touch
15—Blast 1 target 100
16— Solidify 100 cu'/Ivl 1 min/lvl 100
17—Unearth/Unstone 1000 cu P 100
18—Lock 1doororcontainer P touch
19—Sail/Blow 1 ship V 100/vl
20—Kill 1 target touch
25— Petrify 1 organic target \ W\
30—Creste 1 object \ 10
50—Stop — 1rnd f

1—Shield (F*) Creates an invisible force shield in front of Caster which
protects like awall shield: it subtracts 30 from melee atacks and 40 from
missile attacks and functions as anormal shield.

2—Repair (F) Caster may mend asingle break in ametal object of 5 Ibs
or less, and multiplebreaks, rips, or shattersinalarger (50 pounds or less)
ceramic, wooden, stone, or cloth object. The object repaired cannot be
magical and all component parts must be present (within a 10 radius).

3—Warp/Jam (F) Thisspell may becast attwolevels: 3and 7. At third
level the spell destroys the form, straightness, and strength of a piece of
wood up to 1 Ib/lvl. At level 7 the Caster may cause a wooden door or
object (10 Ib/vl) to swell and jam (roll severity [-100 ranging from
dightly stuck to unopenable); or the Caster may reduce the inherent
strength of the door or object by 50%.

4—Dusgt (F) The Caster may transform stone, earth, or wood to fine, dry,
powder. The amount the Caster may transform depends on the level at
which he caststhe spell (4=10cu’, 9=100cu, 14=1000cu, 25=100cu’/IvI).
5—Smoke (F) The Caster may create and mani pulate smoke of avolume
upto 10R/Ivl. The Caster may aso manipulate the shape and movement
of the smoke by concentrating. He may vary the density of the smoke from
trandlucent to opague, and may create any color of smoke.
6—Light/Ignite (F) The Caster may simultaneously ignite or extinguish
every common light-giving implement (e.g., candles, torches, fireplaces,
etc.) in the radius. The spell may effect any fire up to bonfire size (5'R).
Caster may cast this spell at lower vl (i.e., 3rd) to ignite one implement.
7—Glamour (E) This illusory spell effects one inanimate object of up to
101Ibs/Ilvl. The spll dtersthelook, feel, and shape of an object concealing
its true nature. If the item is magica then the illusion may disguise the
item'spower level by 1 Ivl/Caster's|vl. If abeing makes a successful RR
againg the illusion he will know that the item is disguised but he will not
discover thetruenature of theitem. If thebeing resistsby 25+ hewill know
the true nature of the object. If the being resists by 50+ theillusion is
dispdlled if the being so desires.
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8—Bleed (F) RR Mod: -20 The Caster may cause aliving target to
bleed (if gpplicable). The target begins to bleed through his skin at arate
of 1 hit point/5% failure each round. The duration of the effect depends on
thedegreetowhichthetarget failed: roll 1 ten-sided die/5% failurefor the
number of rounds the target suffers the loss The Caster may will the
process to stop prematurely. Example: if a target failsby 33, he will lose
7 hitg/rnd for a number of rnds equal to the total rolls of 7 ten-sided dice.

9—Digrupt (F) Turns any 1 inorganic object to fine powder. The tota
volume of the item cannot exceed 10 cu'.

10—Dance (F) The Caster may cause anumber of itemsequal to hislevel/
10to dance around in the areaas if possessed with alife of its own. If cast
on amelee weapon or on an object suitable for bashing, the item(s) may
attack a target with amelee OB equa to (25 + L/vl). The items are
consdered to be wielded by ahuman wielder with AT 8(-20) and (1-10)
hits/lvl. Most criticals, except for knock down results, will have no effect
against adancing weapon.

11—Animate (FE) The Caster may cause an amorphous mass of a
suitableelementa (e.g., earth, stone, fire, water, wind, etc) materia to act
with alife of its own and obey simple commands. The creature's abilities
are determined by the level of the el used to create it: (11)=weak
elemental; (18)=strong elemental.

12—Shatter (F) Can shatter an inorganic object explosively, upto 1 cu'.
All within a5R take an "A" impact critical and holder takesa"C".

13—Bind (F) The target iswrapped in chains of energy. Any attempt to
escape is usually resolved as a spell attack with the chains as the attacker
(RRMod: -20). If the target makes the difficult RR he escapes. If the target
fails the RR he will suffer one impact critical of a severity determined by
hisfailure: (1-10)=A; (11-20)=B; (21-30)=C; (31-40)=D; (41+)=E. Ifthe
attempt to ecape is made utilizing magic (especidly movement or
transport spells, the target must resist three separate criticals (Impact,
Electrical, and Heat) with their severities determined as above.
14—Wither (F) Caster may instantly kill and wither any one plant which
hetouches. Someplantsmay get an RR (e.g., magical, living, large, etc).
15—Blagt (E) A bolt of lightning is shot from the palm of the caster;
results are determined on the Lightning Bolt table.

16—Solidify (FE) The caster may cause fluids or solids to take desired
shape (e.g., smoke staircases, warm water statues, etc) and solidify for the
duration. The materia will have a strength and consistency like wood.
1|7—Unearth/Unstone (F) Disintegrates 1000 cu' of earth, stone, sand,
clay, etc.

18—1 ock (F) A door (or container) can be magically "locked". The spell
may be dispelled, or willed to cease by the original Caster, but the door
(container) is unbreakable by normal means.

19—Sail/Blow (E) The Caster may either assist or impede a vessdl's
progress. The ship's speed is increased or decreased by 1 mph/ivl. If the
Caster chooses he may indtead treat this spl as aWhirlwind (Magician
Base Wind Law level 14).

20—Kill (F) Shatters the heart and the nearby associated large blood
vesds of the target. For dmogt dl living creatures, unconsciousness
occurs immediately after avery brief awareness of terrific pain, followed
by physical deathin 1 round. Interior bleeding occurs at the rate of 50 hit
points'md.

25—Petrify (FE) Caster may cause aliving or organic target to gradually
turn to stone at the rate of 10%/rnd. The Caster may reverse the effect at
any time if heis within range and concentrates. The effect may be smply
dispelled. However, the petrified object receives a+20 RR bonus vs.any
dispelling attempt, and failed attempts are treated as attack spell fumbles.
30—Create (F) The Cagter may duplicate any non-magic object (eg.,
broadsword, table, etc.) which he has seen or designed from a mass of
inorganic component materials not to exceed 1 Ib/lvl. The item created
will be of the same polish, texture, and quality asthe component materias
utilized. The effect is permanent except the item may be normally
dispelled, a which time it will resume the form of the origina materials.
50—Stop (F) The Caster is propelled for one rnd into timeessness. To
him it appearsthat the universe has stopped for theduration of the spell and
he may take any action during that round which he might normally take.
Please note: this spell may not be enhanced in length or range.
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862 RUNES & SYMBOL S (Magus Base)

This list demonstrates the Magus mastery of the common craft of
magica caligraphy (runes) or iconography (symbols). The Magus twin
interest in both runes and symbols also explainswhy the magjority of Magi
are hybrid users in Essence and Channeling, since these are the normal
realms for these arts. In these fields the Magus is the professional artist;
al other magic-userswhodabbleintheseformsare, comparedtohim, like
folk craftsmen.

Areacf
Effect Duration  Range
1—Analysis(Realm) 1 rune or symbol 10
2—Runell 1 rune paper \% touch
3—Symbol/Unsym.| 1 immobilestone P 10
4— Analysis(Danger) 1 rune or symbol 10
5—Runelll 1 rune paper \ touch
6—Anaysis(Spell) 1 rune or symbol 10
7—RuneV 1 rune paper \% touch
8— Symbol/Unsym. 111 limmobilestone P 10
9—RuneVI 1 rune paper \ touch
10— Symbol/Unsym.V 1immobilestone P 10
11—RuneVII 1 rune paper Vv touch
12— Symbol/Unsym. V| 1immobilestone P 10
13—RuneVIlI 1 rune paper Vv touch
14— Symbol/Unsym.VII 1 immobilestone P 10
15—RuneX 1 rune paper Vv touch
16— Symbol/Unsym.VIII 1 immobile stone P 10
17— Anaysis(Caster) 1 rune or symbol 10
18— RuneXV 1 rune paper W touch
19— Symbol/Unsym. X 1immobilestone P 10
20—LordRune 1 rune paper \Y% touch
25— Lord Symbol 1immobilestone P 10
30— Rune of Power 1 rune paper \Y touch
50— Imageof Power pecid V,P touch

1—Anaysis(Realm) (1) The casterimmediately determinestherealm of
any spell contained within either arune or symbol.

2—Runell (F) The caster may inscribe aRunel or aRuneH as Rune 1
on the Open Essence Rune Mastery spdll list.

3—Symbol/Unsymbal | (F) The caster may emplace or remove one
Symbol I inany 1 given non-mobile stone as in Symbol | or Unsymbol | in
the Closed Channeling Symbolic Ways spel list.

4—Analysis (Danger) (1) The caster immediately determines if any 1
given rune or symbol is inherently dangerous to read or trigger (eg., a
Rune of Disembowel ment). Inherently dangerous is defined asthat which,
even when successfully and knowingly activated by abeing, will perform
any sort of attack on the being (e.g., elemental, physical, base attack, etc).
This spell has a 1% chance per level of the "enruned” spell that the rune
will be "set-off."

5—Runelll (F) AsRunel, except it can inscribe Ist-3rd level spels.
6—Analysis(Spell) (1) Thecaster may determine which spell isinscribed
within arune or emplaced within a symbol. He gains the capacity to cast
the rune or activate the symbol as if he had completely succeeded with a
Runesdieroll. This spell hasa 1% chance per level of the "enruned"” spell
that the rune will be "set-off."

7—RuneV (F) AsRunel, except it can inscribe Ist-5th level spells.
8—Symbol/Unsymbol 111 (F) As Symbol/Unsymbol |, except Caster can
emplace or remove Ist-3rd level symbols.

9—Rune VI (F) AsRunel, except it can inscribe Ist-5th level spells.
10—Symbol/Unsymboal V (F) As Symbol/Unsymbol 1, except Caster can
emplace or remove Ist-3rd level symbols.

11—Rune VIl (F) AsRunel, except it can inscribe Ist-7th level spells.
12—Symbol/Unsymbol VI (F) As Symbol/Unsymbol |, except Caster
can emplace or remove Ist-6th level symboals.

13—Rune V111 (F) AsRunel, except it can inscribe |st-8th vl spells.
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14—Symbol/Unsymbal V11 (F) As Symbol/Unsymbol |, except caster
can emplace or remove Ist-7th level symbols.

15—Rune X (F) AsRunel, except it can inscribe 1st-10th vl spells.
16—Symbol/Unsymbol VII1 (F) As Symbol/Unsymbol |, except caster
can emplace or remove |st-8th level symbols.

17—Analysis (Caster) (1) The caster may examineany 1 given rune or
symbol. If the caster has met the original maker of the Rune or Symbol he
will recognize the one who cast therune or symbol spell and learn the age
of the rune or symboal. If the caster has not met the maker of the rune or
symbol, he will learn the Profession of the maker, the maker's level, and
the age of the rune or symbol. This spell has a 1% chance per level of the
"enruned” spdl that the rune will be "set-off."

18—Rune XV (F) AsRunel, except it can inscribe 1st-15th Ivl spells.

19—Symbol/Unsymbol X (F) As Symbol/Unsymbol |, except caster can
emplace or remove 1t-10th level symbols.

20—L ord Rune (F) AsRunel, except it caninscribe Ist-20th vl spdlls

A ' “"
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(F1) As Symbol/Unsymbol |, except
cagter can emplace or remove Ist-20th level symbols. If the GM wishes,
this spell may betreated asal.ordResear ch spell asdescribed in Spell Law
optiona rule 993,

30—Rune of Power (F) Duration: Until theruneis cast the caster may
inscribe arune which stores a number of power points equal to the level
of this spell. The caster may opt to throw this spell at ahigher level if he
iscapable of it and has a sheet of rune paper of sufficient level. Likewise,
the caster, after acquiring this spell, may throw the spell a alower level
to store a smaller number of power points. The power points stored must
be congdered to be of the same redm as the cagter, and they may not be
multiplied in any way when the rune is eventually activated.
50—Image of Power (F) The caster may cast this spell in four different
ways. The spdll may serveasaRune True, permitting thecaster toinscribe
aruneof any level lessthan or equal to hisown level. Secondly, this spell
may betreated asaSymbol True, permitting the caster to emplaceasymbol
of any level lessthan or equa to hisown level. Thelmage may betreated
as Unsymbol True, permitting the caster toremoveany 1 given symbol of
alevd lessthan or equa to hisown level. Finaly, the caster may cast the
Image as a Symbol of Power, which acts as a Rune of Power, except that
the symbol (of course) is permanent and will recharge itsdf every 24
hours.
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8.63 SIGNS OF POWER (Magus Base)

Every spell onthislist, with theexceptions of thetwo Signwatch spells,
inscribes a magical sign on any non-mobile surface as described in the
spell Sgn of Sunning, Leve 11, of the Open Essence Rune Mastery spell
list. Unless stated otherwise, a sign will vanish after one use. A Magus
magica caligraphy isan excellent tool for defending his demesne (or that
of afriend or anyone who is sufficiently wealthy to afford his services).

Areacf .

Effect Duration Range
1—Observation 1 immobile surface P touch
2—
3—Pan 1 immohile surface \% touch
4—
5—Weakness 1 immobile surface \ touch
6—
7—Stunning 1 immobile surface \Y, touch
8—Fesxr 1 immobile surface \ touch
9—Stumbling 1 immobile surface \ touch
10—Transport 1 immobile surface \% touch
11—Hoalding 1 immobile surface Vv touch
12—Signwatch f C 10 mi/lvl
13—Semp 1 immobile surface \Y touch
14—Torment 1 immobile surface \ touch
15—Blinding 1 immobile surface \ touch
16—Ice 1 immobile surface \Y touch
17—Padyss 1 immobile surface \Y touch
18—Hame 1 immobile surface \% touch
19—Force 1 immobile surface \ touch
20—Fatd Channdls 1 immobile surface Vv touch
25—Signwatch f C 100 mi/lvl
30—MassSign 1 immobile surface \ touch
50—Dragon'skye 1 immobile surface \ touch

1—Observation (F) With this spell the Caster may inscribe an Observa-
tion sign, the only permanent sign on this list. Thissign's only function is
to act asapoint of reference and perception for the Signwatch spellsonthis
ligt. The Caster may never havemore of these Signsactive at any onetime
than his level divided by two (round up). But he may cancel a previoudy
inscribed Observation signto permit anew oneto beinscribed somewhere
dse

3—Pain (F) RR Mod-20 This sgn afflicts the target triggering the
sign with Pain, and he takes 25% of his remaining concussion hits for 10
min/10% failure.

5—Weakness (F) As Pain except the target feels weak and drained,
subtracting 20 from all maneuvers and melee for 10 min/10% failure.
7—Stunning (F) As Pain except the target is stunned for 10 min/10%
failure.

8—Fear (F) As Pain except the target will flee the place of the sign for
1 min/5% failure.

9—Stumbling (F) RR Mod-20 The target takes an Unbalancing
critical of aseverity determined by the degreetowhich hefailshisRR: (1-
5)="A"; (6-10="B"; (11-20)="C"; (21-30)="D"; (31+)="E"
10—Trangport (F) Target is teleported to one of the Caster's designated
Observation signs. Note that this spell does not carry an RR subtraction
asdo many of the otherson thisligt.

Magus Base Spell Lists

11—Holding (F) As Pain except the target will be held to 25% of his
normal physical action for 10 min/10% failure.

12—Signwatch (U) Caster's point of seeing and hearing may be moved
to any of his Observation signs within range. The Caster's vision may
rotate around the point of the Observation sign (except that he will not be
able to look backwards through the surface the sign is on if it is opague).
13—Seep (F) As Pain except the target falls into deep from which he
cannot be awakened for 10 min/10% failure.

14—Torment (F) AsPain except the target takes 90% of his remaining
hits for 10 min/10% failure. Thenceforth the target cannot usually be
persuaded to approach the area of the sign ever again unless he succeeds
in making a"Hard" static maneuver roll using Self-Discipline as abonus
modifier.

15—Blinding (F) AsPain except thetarget isblind for 1 hr/10% failure.
16—Ice (F) As Pain except the critical suffered isacold criticdl.
17—Paralysis (F) AsPain except the target is paralyzed for 1 hr/10%
failure.

18—Flame (F) As Sumbling except the critical suffered is a heat critical.
19—Force (F) As Sumbling except the critica suffered is an impact
critical.

20—Fatal Channels(F) RR Mod: -20 Target istreated as if he has
just suffered the effects of an Absolution Pure (Cleric Channels Base Spdll
List leve 20).

25—Signwatch (U) AsSgnwatch above (Ivl 12) except therangeis 100
miles/Ivl.

30—Mass Sign (F) AsPain except any sign may be used; and it will not
be canceled until it has been triggered (perhaps morethan once) by targets
whose combined levels exceed the caster's level.

50—Dragon's Eye (F) As Fatal Channels above except the body of the
target also suffersthree E classcritical sof atype designated by the Caster.

8.64 LINGUISTICS (Magus Base)

The Magus' kill in linguistics in second to none, although the Bards
come close. With his obsesson with words and languages, Magi often
serve as scholars in this field.

Areaof

Effect Duration  Range
1—Study| — C of
2—TextAnalysisl — 1 min/lvl of
3— Learn Languagell — C of
4—Linguisticslll — P «df
5— Study 11 — C «df
6— Learn Languagelll — C f
7—TextAnalysisll — 1 min/ivl «f
8—LinguigicsV — P of
9—Higtory — - touch
10— Study 111 — C odf
11— PassageOrigin — Cc of
12— earnLanguagel V — C of
13—History True — - touch
14— Text Analysislll — 1 min/lvl f
15— Study V — Cc of
16—LinguisticsVII — P odf
17—NatureSpeech — 1 min/lvl of
18—TextAnaysisTrue — 1 min/lvl sf
19— Study True — C «df
20—LinguisticsIX — P df
25—CrypticsTrue — 1 min/Ivl «f
30—Linguistics True — P sf
50— LanguageM aster — P «df
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1—Study | (P) Allowsthe Caster to retain anything he reads or learns as
if he had a photographic memory with total recall.

2—Text Analysis | (Pl) Caster can read text written in an unknown
language, but only understands basic concepts from it. The Caster will
know what language the work is written in, and the author if he was
noteworthy or the Caster has seen his work.

3—Learn Languagell (P) Doublestherate at which the Caster canlearn
alanguage.

4—Linguigtics I11 (P1) If the Caster has a book-length piece of written
material, he may learn the written form of a language to rank 3 by
concentrating on the written material for 24 hours. If the Caster has a
speaker of thelanguage available who knows the languageto at least Skill
Rank 3, the Caster can learn the language (spoken form) to Skill Rank 3
by touching the being and concentrating for 24 hrs. Note: The GM may
wish to limit this and the other Linguistic spells by requiring the caster
allocate one devel opment point (i.e., expend one DP when his next level
is reached) every time this spell is successfully used.

5—Study Il (P) AsStudy |, except Cagter can also read at 2x normal rate.
6—Learn Languagelll (P) AsLearn LanguageIl, except rate is 3x.
7T—Text Analysis Il (Pl) As Text Analysis |, except gives a complete
technical analysis (vocabulary & syntax) but not an understanding of
idioms or jargons, implications, or cultural references.
8—LinguisticsV (Pl) AsLinguistics1l| except the Caster may learn the
language to Skill Rank S.

9—History (1) Gives the area of origin of an item, the race of the being
who made it, and when it was made (within 100 years). Also determines
if the item has any cultural or historical significance but not exactly what
those significances are.

10—Study 111 (P) AsStudy 1, except Caster can read at 3x normd rate.
11—Passage Origin (P) Caster can read a piece and tell if it has been
trand ated; and if sowhat theoriginal language was and possibly theauthor
if he was noteworthy or the Caster has seen his work.

12— earn Language |V (P) AsLearn Languagell, except rate is 4x.
13—Higtory True(I) AsHistory except Caster dso learns what the exact
cultural or historica significances are.

14—Text Analysis I11 (1) As Text Analysis | except everything but
implications are known (e.g., answers to riddles or codes are not known
automatically).

15—Study V (P) As Sudy I1, except Caster can read at 5x normal rate.
16—Linguistics V11 (Pl) AsLinguistics!l except the Caster may learn
the language to Skill Rank 7.

17—Nature Speech (1) Caster can communicate and/or visualize the
thoughts and emotions of any 1 animal, plant, stone, or dead organic
object.

18—Text AnalysisTrue (I) As Text Analysis| except al implications are
known automatically (eg., answers to riddles, cultural references, jar-
gons, technical terms, etc). Coded sections may make aRR against the
Cadter at the level of the writer.

19—Study True (P) As Sudy I, except Caster can read as fast as he can
glance at apage.

20—LinguigticsI X (P1) AsLinguisticsl 1 except the Caster may learnthe
language to Skill Rank 9.

25—Cryptics True () As Text Analysis | except adl implications are
known and al codes are automatically deciphered and explained.
30—Linguigtics True (Pl) As Linguistics 11 except the Caster is not
limited in the Skill Rank he may attain. He may achieve whatever Skill
Rank is represented in the text or the spesker he has available.

50—L anguage Magter (PI) AsLinguistics!i| except the Caster isableto
learn any code or any magical language in this fashion and he may learn
both spoken and written skills from either a text or a spesker of the
language. The Cagter has complete ability to communicate, write, or
compose magical effects in the language (if applicable).
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8.65 COMMAND WORDS (Magus Base)

Magi are perhapsbest known, alongsidetheir powers of writing magic,
as the masters of will and command. This is the power maybe most
awesome to the people around them, who whisper tales that aMagus can
cause you to commit any act, no matter how vile. However, this supersti-
tious regard is generally untrue (except for those who are very powerful),
and simply assures the practitioners of the art a reputation which they do
not refute. Magi vary considerably in specifically which words of com-
mand they master, especialy the so-caled Great Commands (see Section
41). A Magus of deep experience may know severd of the Gresat
Commands in each circle of his art.

Areaof _

Effect Duration  Range
1—Cam 1 target 1 min/lvl 100
2—Truth 1 target C 10
3—Confuse ltarget 1 rd/5% failure 100
4—Fastinate 1 target 10 min/Ivl 50
5— Great Command| 1 target Vv \
6—Forget 1 min/lvl P 50
7—Dream 1 target C 1071l
8—Emote 1 target 1 min/lvl 100
9—Like/Didike ltarget 1 day/5% failure 100
10— Great Command|| 1 target Vv Vv
11—Doubt 1 target P 100
12—L ovelHate ltarget 1 day/5% failure 100
13—Vengeance 1 target Vv 100
14—Invoke 1 being C sf
15— Great Command |l 1 target \% Vv
16—DismisyBanish 1 entity \Y 10/Ivl
17— Shout of Panic* 50 radius 1 rnd/5% failure sdif
18— Shout of Command* vl intargets Vv Vv
19— Shout of Confusion* 50 radius 1 rd/5% failure sdf
20— Great Command 1V 1 target \Y \Y
25— Great CommandV 1 target \Y, \Y
30— Great Command VI 1 target \Y, \Y,
50— Great Command V11 1 target \Y \%

1—Calm (M) Target will take no aggressive/offensive action, and will
fight only if atacked. If the caster cagts this spdll at an dready "camed"
target, the target will fall adeep.

2—Truth (M) Target must answer singleconcept questionstruthfully. He
may roll RRs to bresk the spell again after every question.

3—Confuse (M) Target is incapable of making decisions or initiating
action; he may continue to fight current foes or in self-defense.
4—Fascinate (M) Target believesthat Caster is of the same alighment as
himself, is influential, and is superior to himsdlf in rank, power, and/or
efficiency. Target will usually seek to ingratiate himsdlf to the Cadter.
5—Great Command | (M) One of the Great Command | Spdlls (Com-
mands of the Outer Circle) that the caster "knows' may be used. The
Gamemaster decides which ones are to be used on the basis of culture and
world system. If the Caster knows more than one of the Great Command
| spells, he may sdect which he desiresto cast.

6—Forget (M) Target permanently forgets up to 1 min/Ivl of specified
memories as sdected by the Cadter.

7—Dream (MP) Caster may dictate the dreams of a specific degping
target. If thetarget succeedsinhisRR by 25+, hewakens(unlesssomehow
prevented) and knows what was attempted. |f he succeeds by 50+ he
knows dso who attempted it. This spell may be cast through intervening
obstacles such as floors, ceilings, etc. Magica obstacles get an RR.
8—Emote (M) Caster causes the target to experience any 1 specified
emotion.

9—L ike/Didike (M) Thetarget likes or dislikes aperson, place, or thing
as gpecified by the Cadter. If the target has very strong feelings about the
subject previoudy, the GM may indicate that the target may atempt a
second RR if he fails the first one
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10—Great Command Il (M) As Great Command I, except a Great
Command Il (Command of the Second Circle) iscast.

11—Doubt (M) Target develops avery serious and troublesome doubt
concerning a previoudly accepted fact, action, or idea

12— oveHate (M) RR Mod:-20 AsLike/Dislike above except the
target experiences either devoted love or repulsive hatred toward the
subject. For the duration the intensity of the emotion will be such that the
target will have a difficult time focusing on anything else other than his
loveor hate. Attheend of theduration, the target must make an additional
RR (with a +20 instead of a -20 RR mod) or the effect will become
permanent.

13—Vengeance (M) Target will seek to enact some sort of vengeance
againgt aperson, place, or thing as specified by the Caster. There must be
in the target's mind some concept of the subject having wronged the target
for the spell to be effective. The exact form of the vengeance sought
depends on the character of the target, and the severity of his RR failure
(1 = mild; 50+ = very severe).

14—Invoke (FM) The Caster may summonto himself by nameany entity
regardiessof range, eventotheethereal and other planes. Eachround there
is a 35% chance that the specified entity would hear the summons, and a
15% chance that arandom being may hear. This spell does not command
the entity though the being will be heavily motivated (RR mod: -20) to
cometothe Caster. Thisspell isespecialy designed for, and the GM may
restrict it to, supernatura spiritual entities (e.g., spirits, demons, elemen-
tals, deities, etc).

15—Great Command |11 (M) As Great Command |, except a Great
Command Il (Command of the Third Circle) is cast.
16—Dismiss/Banish (F) RR Mod: -20 Dismisses a spiritua being
(e.g., demon, elemental, appropriate spirits, etc) from the Caster's present
plane for 200-1200 years. In addition the Caster may force the entity to
answer one single concept question truthfully before heisdismissed. Ifthe
demon resists or the spell fumbles, the Caster may be commanded by the
entity. The Caster may attempt a new RR each day to bresk the effect of
his spell failure.

17—Shout of Panic (M*) Targets flee in total panic from the Cagter.
18—Shout of Command (M*) Caster may effect a number of targets up
to his level with a Great Command I.

19—Shout of Confuson (M*) As Confuse above except effects al
within the radius.

20—Great Command 1V (M) As Great Command I, except a Great
Command /V (Command of the Stone Circle) is cast.

25—Great Command V (M) As Great Command |, except a Great
Command V (Command of the Ancient Circle) is cast.

30-Great Command VI (M) As Great Command |, except a Great
Command VI (Command of the Primitive Circle) is cast.

50-Great Command VII (M) As Great Command |, except a Great
Command VII (Command of the Circle of Night) is cast.

Magus Base Spell Lists

866 SPIRIT RUNES (Magus Base)

Perhaps the most peculiar aspect of the Magi is their interest in more
mundane weaponry and armor. The Magi are willing to be less adept in
somemagical skills o that they can be more adept in somephysica skills.
But then again, perhapsthisis not so odd when it is redlized that the Magi
haveaninterestin weapons and other combat items precisely becausethey
canwriteon them. It isthe Magi who have, through the ages, designed the
great enruned itemsof power: runeswords and runestaves, enruned armors
and shields. Theseall obviously bear themarksof theMagi particular art:
the magical word and the magica sign.

While the Spirit Runes of the Magi appear very similar to the Arcane
Bladerunes, they are, in fact, more permanent and powerful (see Section
4.2). However, the making of them requires a much longer grueling
process than common Alchemy. Although a Magus at aparticular level,
through his specid abilities, will be abletomake more powerful itemsthan
an Alchemist of comparable level, the Magus will need to take moretime
to do s0. For example, an Alchemist can make a +20 sword in only 20
weeks (see Alchemy Base Enchanting Ways level 20) and for himitisa
Lord level (20th) process. A Magus using the process described below
may createthe same sword at 16th level, but evenwith thelower level, the
process requires aminimum of 21 weeks (146 days) and amaximum of
nearly 40 weeks (272 days). Inaddition, theMaguswill average 3 failures/
fumbles during the process, adding anywhere from 6 days to over 60.

Areaof
Effect Duration  Range

1—Temper 1item P touch
2— Runeof Striking 1item P touch
3—Runedf Shielding 1item P touch
4—CadlibrateBonuses/Temper 1 item — touch
5—HandRune litem P touch
6 — ldentify Spirit Runes 1item — touch
7—

8— Runeof Parry 1item P touch
9—

10-Minor Spirit Rune 1item P touch
1-

12-

13

14-Erase Rune 1SpiritRune P 10
15-Major Spirit Rune 1item P touch
16-

17-

18-Dismiss Spirit Rune 1SpiritRune P 10
19

20-Lord Spirit Rune 1item P touch
25-Spirit Rune of Might 1item P touch
30-Spirit Rune of the Pde 1item P touch
50-Spirit Rune of Power litem P touch

1—Temper (F) This spell prepares an item to receive Spirit Runes: there
are two "Tolerance Levels' (TL) that may be affected by this spell are:
"Spirit Rune Level" or just "Rune Level"
(the maximum Level of Spirit Rune that can be imbedded)
"Spirit Rune Capacity Level" or just "Capacity Level"
(the total number of Spirit Runes that can be imbedded)

« If an item has one of its Tolerance Levels equal to "B", then casting
Temper once aday for "B+1" days will increase that Tolerance
Leve (not both TLs) to "B+l" and requires "B+I" power points per
day.

« |f the caster fails/fumbles the Temper spell on any of the "B+1"
days, the caster must restart the Tempering process from day 1
(e.g., if on the 19th day for a Tolerance Level increase from 19 to
20 the Caster fails/fumbles his spell roll, the item revertsto aTL of
19, and the Caster must cast the Temper spell each day for 20 days
to obtain the TL of 20).
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« Both Tolerance Levels for an item that has not aready been
tempered starts at 0.

* The level of the Temper spell is considered to be equa to the
Tolerance Level being increased to (e.g., al Temper spells cast for
to raise an item to aTolerance Leve of 20 are considered to be
20th level spells for purposes of power points and spell failure/
fumble).

« The caster may freely aternate between Tempering an item for
Capacity Level or for Rune Level: he need not devote himself to
only one Tolerance Level a atime.

* The days of Tempering need not be consecutive.

« The caster may Temper more than one item each day; however a
given item may only have one Temper spell cast on it each day.

« To actually imbed an individual rune on a Tempered item require
only one minute per level of the rune; however, the Tempering
process may require years.

EXAMPLE: A 10th level Caster is beginning to Temper a untem-

pered item. On one day he casts a Temper spell to raise the Rune
Capacity to one. On another day he casts a second Temper spell to

raise the Rune Level to one. His eventual goal is to make the item
as powerful as possiblefor his level (i.e., being able to hold ten
Spirit Runesofup to tenth level each). To raise the Capacity Level

to two, he must cast a Temper spell on the item on two additional

different days. The same is true ifhe wished to raise the Rune Level

to two. Thisprogression holds true up to the maximum Tolerance
Levelsof 10 each. If the Caster hassucceeded inincreasing both the
item's Tolerance Levels to 9 without ever failing/fumbling a Tem-
per spell, he must cast the Temper spell ten moretimes (on ten more
days) to increase the Rune Capacity to ten, and an additional ten

spellsand daysto increase theRuneLevel to 10. Thewholeprocess
would require 55 daysfor each Tolerance Level (110 days in all)
asfollows: 1+2+3+ 4+ 5+ 6+7+ 8+ 9+ 10=55. Thus, a
Lord level item of Rune Capacity 10 and Rune Level 10 would take
420 days to Temper(i.e., 210 daysfor Rune Capacity and 210 days
forRunelLevel: 1+ 2+ 3+ .. .18 +19+ 20 = 210). Thefollowing
chart summarizes the number ofdays required to Temper an item
for one ofthe two Tolerance levels. Obviously, you must double the
valuesonthischart tofind thenumber of daysrequiredtoraiseboth

Tolerance Levels (not counting additional days require because of
spell  failures/fumbles).

DAYS CF TEMPER PER TOLERANCE LEVEL

vl Days vl Days Ivl  Days
1 1 2 3 3 6
10 5 15 6 21
7 28 8 36 9 45
10 55 11 66 12 78
13 91 14 105 15 120
16 136 17 153 18 171
19 190 20 210 21 231
22 253 23 276 24 300
25 325 26 351 27 378
28 406 29 435 30 465
31 49% 32 528 33 561
A 595 35 630 36 666
37 703 38 741 39 780
40 820 41 861 42 903
43 A6 1 990 451035
46 1081 47 1128 481176
491225 501275 511326
52 1378 53 1431 54 1485
5 1540 56 1596 57 1653
58 1711 501770 60 1830
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2—Rune of Striking (F) Each one of these that a Caster places on a
properly tempered weapon raises it's OB by +5. However, as each
additiona (i.e., the Nth) Rune of Sriking is engraved on the weapon, the
level of the Striking Rune which the Caster must engrave increases
according to the following formula: (N x N), so that thefirst such runeis
only 1st level, the 2nd such runeis4th, the 3rd is 9th, the 4this 16, the 5th
is 25, and the 6th is 36, etc. This requires not only the requisite Rune
Capacity in the Temper of theitem and the requisite levels from the Caster;
but dsorequirestheitemtobe TemperedtoaRuneLeve sufficienttohold
the levels of runes required.

3—Rune of Shielding (F) As Runes of Sriking above except the Caster
raisesan item's DB by +5 for each rune engraved. However, if the Caster
is attempting to give anondefensive item aDB bonus (eg., asword), the
level required of the Shielding Runes increases 50%.

4—Calibrate Bonuses'Temper (1) The Caster may determine the
plusses on aweapon or defensiveitem. He dso may determine, if theitem
is an enruned item, what its current Tolerance and Temper levels are.
However, the Caster acquires no further information.

5—Hand Rune (F) Anitem with this engraved rune may be summoned
to either hand of someonewho iswearing or wielding the item. Thiseffect
is so quick that the item may be used in the round the item is summoned
to hand. The wearer or wielder must know that the item has this charac-
teristic. Naturally, the item may not be such an item that is currently worn
around the wearer's body, such as a breastplate.

6—Identify Spirit Runes (1) Caster learns the types and effects of all
runes on an enruned item.

8—Runeof Parry (F) A being wielding an item with this rune may add
+50 to his DB in any round in which he performs only defensive actions
(eg., no attacks, spells, maneuvers, €c).

10-Minor Spirit Rune (F) Caster may implant aMinor Spirit Rune that
he "knows" into a properly Tempered enruned item. The Gamemaster
decides which ones are to be used on the basis of his culture and world
system, and how additional onesare acquired by players (if permitted). If
the Caster knows more than one of the Minor Spirit Rune spells, he may
select which he desires to cast.

14-Erase Rune (F) Caster may attempt to permanently eraseany runeon

an item which is not a Spirit Rune of any type. If the Caster did not
originally engravetheRuneontheitemheiscurrently attemptingtoerase,
the item receives a +30 RR bonus against the Casters attempt.

15-Magjor Spirit Rune (F) AsMinor Spirit Rune above except Caster may

engrave a Major Spirit Rune.

18-Dismiss Spirit Rune (F) As Erase Rune above except Caster may

attempt to (dismiss) remove a Spirit Rune of any type. However the item
receives an RR bonus as in Erase Rune above. If the item succeeds the
Cadter suffers the effects of an Attack pdll failure, adding not only the
level of this spell, but aso the amount by which the item saved against his
dismissal attempt.

20-Lord Spirit Rune (F) AsMinor Spirit Rune above except Caster may
engrave a Lord Spirit Rune.

25-Spirit Rune of Might (F) As Minor Spirit Rune above except Caster

may engrave a Spirit Rune of Might.

30-Spirit Rune of the Pale (F) AsMinor Spirit Rune above except Caster
may engrave a Spirit Rune of the Pale.

50-Spirit Rune of Power (F) AsMinor Spirit Rune above except Caster
may engrave a Spirit Rune of Power.
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871 CRYSTAL POWER (Crystd Mage Base)

NOTE: Use of 11th level or higher spells requires the caster to be
speaking crystal tongue. Spells on this list are non-cumulative.

Areacf .
Effect Duration  Range

1—
2—Crystal Adder | crystal 24 hrs touch
3—Crysta Storel crystal 24 hrs touch
4— LocateMinor Cry. Locality 50'R C 10/Ivl
5— Crystal Matrix | crysta 24 hrs touch
6— Crystal Adder 1 crystal 24 hrs touch
7—Crystal Sorell crystal 24 hrs touch
8—LocateMagjor Cry. Locdity 100R C 100/vl
9—Crystal Matrix |1 crystal 24 hrs touch
10—Crystal Tongue odf 24 hrs df
11—Crystd Storelll crystal 24 hrs touch
12—
13— Crystal Adder Il crystal 24 hrs touch
14—
15— Crygta Matrix 11 crysta 24 hrs touch
16— Crystal StorelV crystal 24 hrs touch
17— Crystal Heart heart 24 hrs df
18—
19— Crystal Adder IV crystal 24 hrs touch
20— Crystd Matrix IV crystd 24 hrs touch
25— Crydtal StoreV crystal 24 hrs touch
30— Crystal Heart True heart 24 hrs f
50— Crystal Matrix V crystal 24 hrs touch

2—Crystal Adder (F) Allows a crystal of the caster's crystal color
alignment to serve as aspell adder (+1). Oncethe crystal adder has been
used once it turns to dust.

3—Crydgal Sorel (F) Allowscaster to storepower pointsinacrystal that
has been treated with Crystal Matrix |. The caster charges the crystal and
this goell stops power leakage.

4—L ocate Minor Crystal Locality (I) Allows caster to locate a minor
crystal locality. Minor crystal locality is an area which serves as a x2
power point multiplier for the caster as long as heisin the locality. Area
is normally loaded with crystd's of the cagter's crystd color aignment.
5—Crysal Matrix | (F) Allowsthecaster to create apower matrix inside
of acrystal. This power matrix allows the caster to store and withdraw the
power fromthecrystal. Crystal Matrix | alowsthecrystal tohold uptoits
essencerating in power. Exceed it's Essence rating and the crystal cracks
and falls to pieces

6—Crydal Adder 11 (F) As Crystal Adder | except adder is +2.
7T—Crygal Sore |l (F) As Crystal Sore | except powers up a Crystal
Matrix II.

8—L ocate Major Crystal Locality (I) AsLocateMinor Crystal Locdlity
exceptitlocatesamajor crystal locality which will serve asx3 power point
multiplier for the caster as long asthe caster isin the locality.
9—Crystal Matrix Il (F) As Crystal Matrix | except alows 2 times the
essence value of the crystal to be stored.

10—Crystal Tongue (U) Allows caster to spesk and understand the
language of magical crystas. All 11th level or higher crystal spells must
be spoken in crysta tongue to work.

11—Crygal Sorelll (F) AsCrystal Sore | except powers up aCrystal
Matrix 111

13—Crygal Adder 111 (F) As Crystal Adder | except adder is +3.
15—Cryga Matrix 11 (F) AsCrystal Matrix1 except allows 3 timesthe
essence value of the crystal to be stored.

16—Crysal StorelV (F) AsCrystal Sore | except powers up a Crystal
Matrix 1V.
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17—Crysal Heart (F) Allows caster to replace his heart with a crystal
heart. It serves as ax2 spel multiplier and cannot be pierced without the
ad of magic. If his original heart is harmed, the caster is harmed.
19—Crystal Adder IV (F) As Crystal Adder | except adder is +4.
20—Crygal Matrix IV (F) As Crystal Matrix| except allows 4 times the
essence value of the crystal to be stored.

25—Crygal SoreV (F) AsCrystal Sore | except powers up a Crystal
Matrix V.

30—Crygal Heart True (F) As Crystal Heart except it isax3 multiplier.

50—Crygtal Matrix V (F) As Crystal Matrix | except alows 5 timesthe
essence value of the crystal to be stored.

872 DEEP EARTH HEALING (Crystad Mage Base)
NOTE 1. # denotes thatfull healing is completein I-10 hrs.
NOTE 2. The GM should set afixed period required to "enchant the

earth"for the healing spells on this list. We suggest: D10 - caster's level
+ level ofthe spell (@ minimumtime of 1 minute).

NOTE 3: All enchanted earth spells require that the caster get his
materials from deep within the earth. The following are the earthen
ingredients that the caster will need:

Deep Earth Dust: Dustfrom cooled molten rock

Deep Earth Clay: Earth material that isplastic and malleable

Deep Earth Qil: Greasy, combustible, liquid earth substances

Deep Earth Mud: Wet, soft, sticky earth material

Degp Earth Water: Water made as by productfrom rockformation

Deep Earth Loam: Mix of clay, oil and dust
NOTE 4: All enchanted healing earths must be stored in earthen pots. If
sealed with deep earth clay that is hardened then the enchantment on the
deep earth materialswill last until the seal isbroken. Thepot must be made
of enchanted deep earth clay that is hardened. (Hardening of deep earth
clay destroys all healing properties that it may have.)
NOTE 5: Deep Earth Clay ispacked into a bleeding wound and thus is
able to stop all bleeding.
NOTE 6: TheHed Earth, Heal Metal andHea Stonespellsdonotreplace
materials lost. (So one cannot take a gold bar, remove a chunk out of it,
then cast Heal Metal and get more gold than he started with. Example:
Sart with 1 cu' ofgold, cast heal metal spell, end with 1 cu' ofgold.)

Areacof

Effect Duration  Range
1—Enchant Earth| leu' 24 hrs touch
2—Hed Earthl 10cu P touch
3— Enchant Earth I 1cu 24 hrs touch
4— Hed Metdl | lcu P touch
5—Hea Stonel lcu P touch
6— Enchant Earth 11 lcu 24 hrs touch
7— Hed Earth 1| 50 cu P touch
8— Enchant Earth IV lcu 24 hrs touch
9— Heal Metd 1l 5cu P touch
10— Hedl Stonell 5cU' P touch
11— Hedl Earth 111 100 cu' 24 hrs touch
12— Enchant Earth lcu 24 hrs touch
13— Hedl Metd 111 10cu P touch
14— Heal Stonelll 10 cu' P touch
15— Enchant Earth VI lcu 24 hrs touch
16— Hedl Earth IV 200 cu' P touch
17— Enchant Earth V11 1cu 24 hrs touch
18— Hed Metd IV 50 cu' P touch
19— Hed StonelV 50 cu' P touch
20— Enchant Earth V111 1lcu 24 hrs touch
25— Hed EarthV 10 cu'/Ivl P touch
30— Hed Metd V 2 cu'/lvl P touch
50— Hed StoneV 2 cu/lvl P touch
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1—Enchant Earth | (HF) Allows caster makehealing salves. Thecaster
may enchanted one of the following:
Deep Earth Dust—Heals |-10 concussion hits.................... 1 dose
Deep Earth Clay—Stops bleeding (#).......coccveeenmeeeneeeneeenn. 1 dose
2—Heal Earth | (H) Allows caster heal 10 cu' of wasted, blasted, or
blighted earth.

3—Enchant Earth Il (HF) Allows caster makehealing salves. Thecaster

may enchanted one of the following:
Deep Earth Dust—Headls 1-10 concussion hits
Deep Earth Clay—Stops bleeding (#) ......cccoveveeen.
—Heals MuSCle damage.........cemernmeeneeesseenseseneees
Deep Earth Oil—Heals 1¢ deg. burn or frost damage ........ 1 dose

4—Heal Metal | (H) Allows caster to hed 1 cu' of rusted, or corroded
metal.

5—Heal Stonel (H) Allows caster to heal 1 cu' of broken, blemished or
cracked stone.

6—Enchant Earth 111 (HF) Allows caster make healing salves. The
caster may enchanted one of the following:

Deep Earth Dust—Heals 1-10 concussion hits ................. 3 doses
Deep Earth Clay—Stops bleeding (#) ....occcooneeeeenn. ...3 doses
—Heals muscle damage ......meeeeeessnnnnnes 2 doses
Deep Earth Oil—Heals 1t deg. burn or frost damage .......2 doses
—Heals 2nd degree burn damage ........coueneeeeennns 1 dose
Deep Earth Mud —Heals minor fracture (#)........ccc.cvveneenn. 1 dose

7—Heal Earth Il (H) Allows caster heal 50 cu' of wasted, blasted, or
blighted earth.
8—Enchant Earth 1V (HF) Allows caster make healing salves. The
caster may enchanted one of the following:
Deep Earth Dust—Heals 1-10 concussion hits ... 4 doses
Deep Earth Clay—Stops bleeding (#) ....oooveeevvereeeessnneeeenns 4 dosss
—Heals muscle damage
Deep Earth Oil—Heals 1<t deg. burn or frost damage .......3 doses

—Heals 2nd degree burn damage.........coouveoneeenneens 2 doses
—Heals 3rd degree bum damage ........eweeeermenreeeennns 1 dose
Deep Earth Mud —Heals minor fracture (#) ... 2 doses
—Heals Mg or fracture (H).....ccoceeeeeereseerrrsesisenens 1 dose

Deep Earth Water—Doubles healing time.........coevneines 1 dose

9—Heal Metal Il (H) Allows caster to hed 5 cu' of rusted, or corroded

metal.

10—Heal Stonell (H) Allows caster to heal 5 cu' of broken, blemished
or cracked stone.

11—Heal Earth 111 (H) Allows caster hedl 100 cu' of wasted, blasted, or
blighted earth.

12—Enchant Earth V (HF) Allows caster make healing saves. The
caster may enchanted one of the following:

Deep Earth Dust—Heals 1-10 concussion hits

Deep Earth Clay—Stops bleeding (#) .occeevveeeeeen.
—Heals muscle damage .

Deep Earth Oil—Hedls 14 deg. burn or frost damage .......4 doses
—Heals 2nd degree burn damage.........coocveeermreennnns 3 doses
—Heals 3rd degree bum damage .........

Deep Earth Mud —Heals minor fracture (#) ...
—Headls maor fracture (#).....ocermeeenns
—Heals shattered bones (#)

Deep Earth Water—Doubles heding time.................

Deep Earth Loam—Heds minor nerve damage (#)............. ! dose
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13—Heal Metal 11 (H) Allowscastertohea 10cu’ of rusted, or corroded
metal.
14—Heal Stonel Il (H) Allowscaster to heal 10 cu' of broken, blemished
or cracked stone.
15—Enchant Earth VI (HF) Allows caster make healing salves. The
caster may enchanted one of the following:
Deep Earth Dust—Heals 1-10 concussion hits
Deep Earth Clay—Stops bleeding (#) ....oocccvvreeeee
—Heals muscle damage ...
Deep Earth Oil—Hedls 1<t deg bum or frost damage ........5 doses

—Heals 2nd degree burn damage........ccoveerveerrreens 4 doses
—Heals 3rd degree burn damage .............. . 3 doses
Deep Earth Mud —Heals minor fracture (#) ..........cooeeveeens 4 doses
—Hedls major fracture (#)......ccoweecrnenenns .3 doses
—Hedls shattered boNes (B).........comreemmereessmsessssereenns 2 doses
Deep Earth Water—Doubles healing time ........ooovvcecennn. 3 doses
Deep Earth Loam—Heals minor nerve damage (#) ........... 2 doses

—Heals major nerve damage (H)............eeeeeeeeeens 1 dose
16—Heal Earth IV (H) Allows caster heal 200 cu' of wasted, blasted, or
blighted earth.
17—Enchant Earth VII (HF) Allows caster make healing salves. The
caster may enchanted one of the following:

Deep Earth Dust—Headls I-10 concussion hits
Deep Earth Clay—Stops bleeding (#) ...ceovvvveeeeees

—Heals muscle damage
Deep Earth Oil—Heals 14 deg. burn or frost damage .......6 doses

—Heals 2nd degree burn damage...........ccuveevierreeneens 5 doses
—Heals 3rd degree burn damage .....coeeeeeemmn: 4 doses
Deep Earth Mud —Heals minor fracture (#) .......ocveeeeverenee 5 doses
—Heas major fracture (H)......ccomeenmevnrenmernneesnernns 4 doses
—Heals shattered bones (#)........cooeenmeeennnns 3 doses

Deep Earth Water—Doubles healing time ... 4 doses
Deep Earth Loam—Heals minor nerve damage (#) ........... 3 doses
—Heds mgjor nerve damage (&) ......ceeveevereerenereerenes 2 doses
—Heals minor organ damage (H).......coewweeemeeeesssenn 1 dose

18—Heal Metal IV (H) Allowscaster to heal 50 cu' of rusted, or corroded
metal.
19—Heal StonelV (H) Allows caster to heal 50 cu' of broken, blemished
or cracked stone.
20—Enchant Earth VIII (HF) Allows caster make healing saves. The
caster may enchanted one of the following:
Deep Earth Dust—Hedls |-10 concussion hits ................. 8 doses
Deep Earth Clay—Stops bleeding () .ovvveeeeeeeeessmmsssesenne 8 doses
—Heds muscle damage .
Deep Earth Oil—Hedls 1<t deg. burn or frost damage .......7 doses

—Heals 2nd degree burn damage.........cconvvunreennnn! 6 doses
—Heals 3rd degree burn damage .........cccveeveerererennens 5 doses

Deep Earth Mud —Heals minor fracture (#) .......cocoeeenenenad 6 doses
—Heals Maor fracture (H)......coceeeeererererenererereresesennens 5 doses
—Heals shattered bONES (H)......coumeeemeeeessmmeeessnseenns 4 doses

Deep Earth Water—Doubles healing time .......ccceceeevveeee 5 dosss

Deep Earth Loam—Heals minor nerve damage (#) ........... 4 doses
—Heals major nerve damage (#) 3 doses
—Hed's minor organ damage (#) ...

—Heals major organ damage (H)........oreereerserreersanns 1 dose

25—Heal Earth V (H) Allows caster hedl 10 cu'/lvl of wasted, blasted,
or blighted earth.

30—Hea Meta V (H) Allows cadter to hed 2 cu’/lvl of rusted, or
corroded metal.

50—Heal StoneV (H) Allowscaster tohed 2 cu/lvi of broken, blemished
or cracked stone.
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8.73 CRYSTAL MAGIC (Crystal Mage Base)

NOTE 1 When the crystal fruit is eaten it dissolves in the body, it is

poisonous to all but the persons protected by Crystal Infusion. For those
that have been protected from crystal poison the fruit purges the body of
all poisonsand heals 10-100 concussion hits. Thecrystal fruit isabout the
size ofa cherry. The crystal fruit has one seed in the middle and that isa
natural crystal of the caster's crystal color alignment of course. Each seed
is of | gold piece value on the open market (the GM may vary this cost).

NOTE 2: Use of l1th level or higher spells requires the caster to be
speaking the crystal tongue.

Areaof
Effect Duration  Range
1—Crystd Infusion sf 24 hrs df
2—Crystal Detection 5'R C f
3—Crystd Analysis 1 crystal — touch
4—Crystal Portal | varies 1 rnd/lvi touch
5—Crystal Location 1 crystal 1 min/lvl sf
6— Crystal Portal 11 varies 1rndIvl  touch
7—Crystal Quest of varies of
8— Crystal Portal 11 varies 1 rnd/Ivl touch
9—Crydtal Location True 1crysd 1 min/lvl «f
10— Crystal Porta IV varies 1 rnd/Ivi touch
11— Crystal Sed 1I"R 1rd touch
12— Crystal Spawn crystal dust 24 hrs touch
13—Crystal Flower 1"R 1rd touch
14— Crystal Porta V varies 1rnd/lvl  touch
15— Crystal Vine 1"R 1rd touch
16— Crystd Portd VI varies 1rmd/Ivl  touch
17— Crystal Bush 1"R 1rd touch
18—Crysta Porta VI varies 1 rd/Ivl touch
19—Crystal Nodules 1I"R 1rd touch
20— Crydtd Portd V111 varies 1 rnd/Ivl touch
25— Crystal Tree 1I"R 1rd touch
30— Crystal Portal True varies 1 rnd/Ivl touch
40— Crydtd Rift d. portal varies f
50— Crysta Life sdf P df

1—Crysal Infusion (F) Allows cagter to prepare his body for the use of
crystal essence/magic. Note that without this protection the use of the
other higher level spdllsonthislist can cause severedamagetothe cagter.
The caster getsan RR vsthe spell level attwiceit'snormal level, (i.e., 3rd
level gpdl acts like a6th level spdl). If the cagter fails their RR then the
following damageistaken: 01-75: Coma(1 to 6 months); 76-90: Mind
Degth (Vegetable); 91-100: Desth. The first time this spdl is cast the
crystal welder color is chosen, normally it will be the color of histeacher,
however, it can be chosen at random by the GM.

2—Crystal Detection (P) Detects any crystal withina5' R/rnd.
3—Crygal Analysis(l) Givesnature and origin of crystal, and when and
how crystal was obtained and worked.

4—Crydal Portal | (F) Opensaporta between two crystals. Porta is3
x 6'x 1, through which anyone can pass. Both crystal's are blackened and
crumble to dust are successful casting of spell.

5—Crystal Location (P) Givesdirectionand distanceto aspecific crystal
within 100/Ivl that caster is familiar with or has had described in detail.
6—Crystal Portal Il (F) Opensaporta betweentwo crystals. Portal is3
X 6'x 10, throughwhich anyonecan pass. Both crystal sareblackened and
crumble to dust are successful casting of pell.

7—Crystal Ques (1) Allows cagter to receive a vision of a quest that
needsto beperformed before qualifying the caster for hisplaceinthe after-
life. The misson is normal taken a the time that the caster can uses this
spell normally (without ESF). Thetask isnormally for aparticular crystal,
with failure resulting in the temporary lost of status for after-life (may try
crystal quest once again next level) and some other penalty may be
determined by the GM. Task must be within the capabilities of the caster.
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8—Crystal Portal 111 (F) Opens aportal between two crystals. Portd is
3 x 6'x 100, through which anyone can pass. Both crystals are blackened
and crumble to dust are successful casting of spell.

9—Crydgal Location True (P) Gives the direction and distance to any
specific crystal that the caster isfamiliar with or hashad described in detail
within 1 mi/lvl.

10—Crydal Portal |V (F) Opens aportal betweentwo crystals. Portal is
3 x 6 x 1 mile, through which anyone can pass. Both crystals are
blackened and crumble to dust are successful cagting of spdl.

11—Crystal Seed (U) Allows the caster to take crystal fragments, and
crystal dust (of the caster's crystal color alignment) and 5 teardrops from
the caster to create acrystal seed.

12—Crydal Spawn (E) Thisisaspecid familiar. The familiar is shaped
as a multifaceted cut crystal of the same crystal color alignment of the
caster. The crystal spawn is created from the 5 teardrops from the caster,

crystal dust of thecaster'scrystal color alignment andthisspell cast 7 times
a day a equal intervals for 7 weeks. Any interruption of this tight
scheduled destroys the spell and all previouswork islost (must start again
from scratch). The crystal spawn is normally setin a piece of jewelry and
is given to a person the caster wishes to spy upon, or protect. The cagter
may have 1 crystal spawn per level. The caster isin constant contact with
thecrystal spawnuntil itisdestroyed, orthecasteriskilled/dies. Thecaster
hasavisual rangeof 1 mileAvl, audio range of 10 miles/Ivl withthe crystal
spawn. Any crystal spawn out of thisrange is felt and only it's direction
isknown. If the crystal spawn is destroyed the caster suffers alosses of
40% of hiscurrent concussion hitsand isat -50 for al actionsfor 1 week.
Note: The crystal spawn is able to get up and move about, 1' per round,
and has a visual range up to 50' and an audio range of 100" (whispers
decrease range down to 10" while someoneyelling increases therange to
200-300feet depending upon the loudness ofthe yelling). Crystal spawn

will not move unless directed by the caster.

13—Crydgal Flower (F) A crystal seedisplanted and 1 teardrop fromthe
caster and this spdll is al that is needed to have the crystal seed beginto
grow. Theseed will grow into amystical crystal flower. It takesonemonth

for the seed to grow into a mature crystal flower and the crystdl flower
bears 1 tear shaped crystal fruit. Oncethe seed has been picked the flower
withers and dies. Flower grows to aheight of 8". See note on crystd fruit.
14—Crydal Portal V (F) Opens aportal between two crystals. Porta is
3 x6'x 10mi, throughwhichanyonecan pass. Both crystalsareblackened
and crumble to dust are successful casting of spell.

15—Crysal Vine (F) A crystal seed is planted and one teardrop from the
caster and the casting of this spell is al that is needed to have the crystal

seed begin to grow. The seed will grow up into amystical crystal vine. It
takestwomonthsfor the seed togrow into amaturecrystd vineanditbears
tear shaped crystal fruit (1D3/vine per month for the length of the growing
season). Attheend of the growing season thevine crumplesand dies. Vine
grows 4-8/month; crystal fruit grow in clusters. See note on crystal fruit.

16—Crydal Portal V1 (F) Opensaporta betweentwo crystals. Portd is
3'x 6 x 50mi, through whi ch anyone can pass. Both crystalsareblackened
and crumble to dust are successful casting of spell.

17—Crystal Bush (F) A crystal seedis planted and one teardrop from the
caster and the casting of this spell is all that is needed to have the crystal
seed begin to grow. The seed will grow up into amystical crystal bush. It
takes six months for the seed to grow into a mature crystal bush and
another six months for the bush to bear it tear shaped crystal fruit (1D6/
bush per month for the length of the growing season). Grows to height of
2-4 feet. If the bush is not cut down at the end of the growing season then
there is 50% chance that the bush will sprout a new bush off of the root
system. Crystal fruit hang singularly on the bush. Seenote on crystd fruit.

18—Crystal Portal V11 (F) Opens aporta between two crystals. Porta
is 3 x 6 x 100 mi, through which anyone can pass. Both crystals are
blackened and crumble to dust are successful casting of spell.

19—Crystal Nodules (F) A crystal seed is planted and one teardrop from
the caster and the casting of this spell isdl that isneeded to havethecrystal

sead begin to grow. The seed will grow up into a mystical crystal bush
which does not bear crystal fruit but has 1D6 crystal nodules on its roots
(similar to potatoes). It takes the crystal hodules bush six monthsto grow
and six months to mature and bear the crystal nodules. The crystal nodule
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has 1D6 crystdsinsdeof it but otherwise, thenoduleisidentica tocrystal
fruit. Once the nodules are dug up, the crystal nodule bush dies.
20—Crydal Portal V111 (F) Opensaporta betweentwo crystas. Portd
is 3 x 6 x 200 mi, through which anyone can pass. Both crystals are
blackened and crumble to dust are successful casting of spell.
25—Crystal Tree(F) A crystal seed isplanted and one teardrop from the
caster and the casting of this gpdl is dl that is needed to have the crystal
seed begin to grow. The seed will grow up into amystical crystal tree. It
takes one year for the seed to grow into amature crystal tree and another
year for the tree to bear it tear shaped crystal fruit (1D6/age of the tree).
Tree grows 1-3 feet in height and 1/4 to 1/2 diameter each year. Crystal
fruit hand singularly. See note on crystal fruit.

30—Crygal Portal True (F) Opensaportal betweentwo crystals. Porta
is 3 x 6' x 300 mi, through which anyone can pass. Both crystds are
blackened and crumble to dust are successful casting of spell.
40—Crydal Rift (U) Causes the cagter's next crystal portal spell cast
within3rndstoopenupto 1 yr/lvl inthepast or future. Thisisrandom (roll
D100, onanevendierall crystal porta opensup in the past and on an odd
die rall crystal portd opens up in the future. Crystals used to form the
portal are burnt out and crumble to blackened dust which is of no use.
50—Crydtal Life (U) Allowsthe caster to stop the aging effect. Caster no
longer ages. Note that if the caster fails to cast Crystal Infusion even for
just one day, the caster will immediately begin aging and al the days,
weeks, months, and/or years that the caster has cheated nature out of will
consume the caster's body. For example, one particular 75th level el
user has al spell casting abilities cancelled for 1 week (spel failure).
Because the cagter is not able to cast the smple 14 level spdl Crysta
Infusion on the next day as this spell must be cast each and every day for
usersof crysta magic, the 30yearsand 7 monthsand 12 daysthat the caster
has not aged are suddenly thrust upon the spell user'sbody. The spell user
has aged 367 months and will most likely die from the severe strain or
extreme age. GMs are encouraged to have the victim's body roll an RR
against heart failurevshisconstitution applying a-1 for each month aged.
In this case the spdll caster has a negative 367.

8.74 DEEP EARTH COMMUNE (Crystal Mage Base)
NOTE: MDE— Minor Deegp Earth spirit; LDE— Lesser Deep Earth
spirit; DE — Deep Earth spirit; GDE — Greater Degp Earth
oirit;  GRDE— Guardian Deep Earth spirit.

Areaof
Effect Duration  Range
1—Guess 1 question — df
2— Intuitionsl f — f
3—Dreaml 1 topic deep sf
4—SummonsMDE Spirit 1 spirit 1 rnd/Ivl «f
5— Intuitionsl|| f — f
6— Spesk With MDE Spirit 1 spirit 1 rnd/Ivl «f
7—IntuitionsV f — f
8—Dreaml| 2 topics deep «f
9— SummonsLDE Spirit 1 spirit 1 rnd/Ivl f
10— DespEarthEmpathy «f 1 rnd/Ivl touch
11— Spesk WithLDE Spirit 1 spirit 1 rnd/Ivl f
12— IntuitionsVII of — of
13— Dreamlll 3 topics deep sf
14— SummonsDE Spirit 1 spirit 1 rnd/Ivl f
15— IntuitionsX f — f
16— Speek With DE Spirit 1 spirit 1 rnd/Ivl «f
17—DreamIV 4 topics deep seif
18— SummonsGDE Spirit 1 spirit 1 rnd/Ivl f
19— IntuitionsTrue self — f
20— Spesk With GDE Spirit 1 spirit 1 rnd/Ivl f
25—DreamTrue 5 topics deep sf
30— Summons GRDE Spirit 1 spirit 1 rnd/Ivl f
50— Spesk With GRDE Spirit 1 spirit 1 rnd/Ivl «f
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1—Guess (I*) When faced with a choice about which he has little or no
information (i.e., which corridor leads outside the quickest); the caster
may throw this pdl and the GM will determine which way he goes
biasing the choice by 25%.

2—Intuitions| (1) Gains vision of what probably will happen if he takes
a specified action, within the next minute.

3—Dream | (1) Caster has a dream relaing to atopic decided uponjust
before retiring.

4—Summons MDE Spirit (FM) Caster may summon 1 Minor Deep
Earth (MDE) spirit. Aslong as caster concentrates the minor deep earth
Spirit must remain with the spell affect area.

5—Intuitions 111 (1) AsIntuitions| except effects next three minutes.
6—Speak With MDE Spirit (FI) Cagter is able to communicate with a
minor deep earth spirit. The minor deep earth spirit will answer dl
questions put to it during the duration of the spell. It will know the right
or correct answer only 10% of the time. The answer will always be in the
form of ariddle and never in a straight forth manner.

T—Intuitions V (1) AsIntuitions | except affects next five minutes.
8—Dream Il (1) AsDream| except limitsis 2 dreamg/night on different
topics.

9—Summons L DE Spirit (1) Caster may summon 1 Lesser Deep Earth
(LDE) spirit. Aslong as caster concentrates the lesser degp earth spirit
must remain within the spell affect area

10—Deep Earth Empathy (I) Caster can understand and/or visualizethe
thoughts and emotions of deep earth.

11—Spesk With LDE Spirit (F) Cagter is able to communicate with a
lesser deep earth spirit. The lesser deep earth spirit will answer dl
questions put to it during the duration of the spell. It will know the right
or correct answer only 25% of the time. The answer will aways be in the
form of ariddle and never in a straight forth manner.

12—Intuitions VII (1) AsIntuitions| except affects next seven minutes.
13—Dream |11 (1) AsDreaml except limitsis 3 dreams/night on different
topics.

14—Summons DE Spirit (1) Caster may summon 1 Deep Earth (DE)
spirit. As long as caster concentrates the deep earth spirit must remain
within the spell affect area

15—Intuitions X (1) As Intuitions | except affects next ten minutes.
16—Speak With DE Spirit (FI) Caster is able to communicate with a
deep earth spirit. The deep earth spirit will answer dl questions put to it
during the duration of the spell. It will know the right or correct answer
only 40% of thetime. The answer will lwaysbeintheformof ariddleand
never in a straight forth manner.

17—Dream |V (I) AsDream| exceptlimitsis4 dreams/night ondifferent
topics.

18—SummonsGDE Spirit (1) Caster may summon 1 Greater DeepEarth
(GDE) spirit. Aslong as caster concentrates the greater deep earth spirit
must remain within the spell affect area

19—IntuitionsTrue (1) AsIntuitions| except caster can predict what will
happen up to one minute/lvl into the future.

20—Speak With GDE Spirit (FI) Caster is able to communicate with a
greater deep earth spirit. The grester deep earth spirit will answer al
questions put to it during the duration of the pell. It will know the right
or correct answer only 65% of the time. The answer will always be in the
form of ariddle and never in a straight forth manner.

25—Dream True (1) As Dream | except limits is 5 dreams/night on
different topics.

30—Summons GRDE Spirit (I) Caster may summon 1 Guardian Degp
Earth (GRDE) spirit. Aslong as caster concentrates the guardian deep
earth spirit must remain within the spell affect area.

50—Spesk With GRDE Spirit (H) Cader is able to communicate with
aguardian deep earth spirit. The guardian deep earth spirit will answer dl
questions put to it during the duration of the spell. It will know the right
or correct answer only 80% of the time. The answer will alwaysbe in the
form of ariddle and never in a straight forth manner.
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8.75 CRYSTAL MASTERY (Crysta Mage Base)

NOTE 1: To use 11th level or higher spellsrequire the caster be speaking
crystal tongue.

NOTE 2. Crystal Strength and Crystal Might spells are non-cumulative.
NOTE 3: Crystal Blade spells are non-cumulative.

Areacf
Effect Duration  Range
1—Crysta Ears of 1 min/lvl f
2— Crystal Strength| of 1 min/lvl sdf
3—Crysta Eyes of 1 min/lvl f
4—Crystal Scdes f 1 min/lvl «f
5— Crystal Strength | of 1 min/lvl f
6— Crysta Shot target — 50
7— Crystal Skin of 1 min/lvl f
8— Crystal Strength True f I min/lvl f
9— Crystal Shot True target — 100
10—Crystd Plate of 1 min/lvl «f
11—Crysta Sight odf 1 min/vl df
12— Crystal Bolt target — 100
13— Crysta Might | f 1 min/lvl f
14—Crystal Repercussion target — 100
15— Crystal Blade metal blade 1 min/lvl  touch
16—Crysta  Might |l df 1 min/lvl f
17—Crystd Bolt True target — 300
18—Crystal Blade |l metal blade 1min/lvl  touch
19 — Crystal Repercussion True target — 300
20—Crysta  Might True odf 1 min/lvl f
25— Crystal Charge Bolt target — 100
30— Crydtd BladeTrue metal blade 1 min/lvl  touch
50— Crystal Charge Bolt True  target — 300

1—Crydal Ears(U) Cagter is attuned to the vibrations of dl the crystas
within 100, thusthe casterisabletolisten in at the crystal remote location
asif hewasthere.

2—Crygal Strength (U) Givesthecaster +5 strength and +5 constitution
bonuses.

3—Crystal Eyes (U) As Crystal Ears except caster gets avisual image.
4—Crystal Scale(U) Part of thecaster's skin becomes ashard asacrystal.
Actsas AT 9, +5 heat resistances, -10 to cold resistances.

5—Crygal Srength 11 (U) Gives the caster +10 strength and +10
congtitution bonuses.

6—Crystal Shot (E) A small crystal (szeof a"BB") isshot fromthepalm
of the caster. Use the Shock Bolt chart and Impact criticals. Downgrade
dlcriticas 1 level ("A" crit=nocrit, "B" crit="A" crit, "C" crit="B" crit,
etc.) Thecrystal shot ishalf of the Size of acrystal seed andisworth 1 half
gold piece.

7T—Crygtal Skin (U) Part of the caster's skin becomes ashard asacrystal.
Acts as AT 13, +5 heat resistances, -10 to cold resistances.

8—Crygal Strength True (U) Gives the caster +15 strength and +15
constitution bonuses.

9—Crystal Shot True (E) As Crystal Shot except range is 100.
10—Crysta Plate (U) Part of the caster's skin becomes as hard as a
crystal. Actsas AT 17, +5 hest resistances, -10 to cold resistances.
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11—Crystal Sight (U) Caster'seyes becomefaceted and caster viewsthe
world through many levels. Invisibleobjects arenow visible, illusionsare
shapes of power, power levels oscillate, and the caster can see dl this
energy/power levels at night as well as in the day. Caster can not see
beyond 50' range, but has 270 degree vision.

12—Crystal Balt (E) A crystd fragment (size of pellet) is shot from the
pam of the caster (use Shock Bolt table). Gives Impact and Stun criticals
of equal severity.

13—Crysal Might | (U) Gives the caster +20 strength and +20
constitution bonuses.

14—Crysa Repercusson (F) When the caster snaps his fingers, he
causes his body to vibrate with high pitch sound energy. The caster then
focusesthisenergy into abeam of sound and directsit at atarget. Any glass
in the path will shatter, delivering a"A" Impact critical to anyone within
the path of the flying glass (about 5' R). The sound beam causes the target
totakea"C" Impact critical and everyone within 10R must make avery
hard orientation roll or they become stunned for 1 rnd due to the sudden
discharge of noise.

15—Crydal Bladel (F) Allows the caster to enchant ametal blade. The
blade has crysta strength, istransparent and is indestructible without the
ad of magic. The blade has an OB of +35.

16—Crystal Might Il (U) Gives the caster +25 strength and +25
constitution bonuses.

17—Crygal Bolt True (E) AsCrystal Bolt except range is 300.
18—Crysal Bladell (F) Allowsthe caster to magically enchant ametal
blade. The blade has crystal strength, is transparent and is indestructible
without the aid of magic. This blade will cut through anything that does
not have amagical aura. Thusal non-magical armor types are treated as
armor type 4.

19—Crygal Repercusson True(F) AsCrystal Repercussion except the
sound beam can attack a target a arange of 300 and anyone with 30' of
the caster must make a sheer folly orientation or become stunned for 1
round.

20—Crygal Might True (U) Gives the caster +30 strength and +30
constitution bonuses.

25—Crysal Charged Bolt (E) As Crystal Bolt except adds a heat and
electric crit of one lower level than the impact and stun criticals, (i.e., an
"A" impact and stun crit = no heat and eectric crit, a"B" impact and stun
crit=a"A" heat and electric crit, etc.)

30—Crysal Blade True (F) Allows the caster to magicaly enchant a
meta blade. Thebladehascrystal strength, istransparent andisindestruc-

tiblewithout the aid of magic. Thisblade will cut through anything. Thus
all non magical armor and magical armor that failsit's RR vsthis 30th Ivl

spell are treated as armor type 4.

50—Crystal Charged Bolt True (E) As Crystal Bolt except adds aheat
and electricity critical of equal severity as the impact and stun criticals.
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8.76 FIERY WAY S (Crysta Mage Base)
NOTE: Heat Armor and Fire Armor spells are non-cumulative.

Areaof )
Effect Duration  Range

1—ResistHeat target 1 min/lvl 10
2—BailLiquid lcu C 10
3—Warm Salid varies 24 hrs 19
4—WoodFires 1R — 1

5—Resist Hest (10)) target 1 min/ivl 10
6— Heat Solid varies 24 hrs 10
7— FireBolt (100) target - 100
8—Heat Armor target 1 min/lvl 10
9— FreBadll (10) 10R — 100
10—Control Fires 1fire 1 min/lvl 10
11— FireBall (20) 20R — 100
12— Heat Armor (10) target 1 min/Ivl 10
13—FireBolt(300) target — 300
14—CircleFlame 10Rx10x6" 1 rnd/lvl 100
15—WaitingHame 10%10%x10" varies 100
16—Metd Fires target 1 rnd/Ivl 100
17—FireArmor target 1 min/lvl 10
18— FireBolt (500 target 500
19—Immolation 5'R 1 rnd/Ivl «f
20—FireArmor True target 1 min/lvl 10
25—FireBoltV varies 5 rds(C) 100
30— StoneFires target 1rnd/vi 100
50— FireArmor Mastery target 1 min/lvl 10

1—Resist Heat (D) Target is totally protected from al natural heat (not
fire), and adds +10 to RRs vs heat and -10 to elementa fire attacks.
2—Bail Liquid (F) 1 cu' of liquid/lvl can be heated to boiling at arate of
1 cu'/rd.

3—Warm Salid (F) Any solid inanimate, non-metal materia (1 cu’/Ivl)
can be warmed to 100°F at arate of 1 cu'/rd.

4—Wood Fires(F) Causesany woodto igniteand bum. All wood ignited
must be within 1' of caster's palm.

5—Ress Heat (10) AsResist Heat except all beings within 10 of target
are protected.

6—Heat Solid (F) Any solidinanimate, non-metal material (1 cu'/Ivl) can
bewarmedto 500°F atarateof 100degreelrd.

7—Fire Balt (100) (E) A bolt of fire is shot from the palm of the cagter;
results are determined on the Fire Bolt Table.

8—Heat Armor As Resist Heat except protects against all natural heat
and modifies spels involving heat by 20.

9—FireBall (10) (E) A 1 bal of fireis shot from the palm of the caster,
it explodes to affect a 10R areg; results are determined on the Fire Ball
Table.

10—Control Fires (F) Caster can control the temperature range of afire
(i.e, extinguish afire, flare it up, €tc).

11—Fire Ball (20) (E) AsFireball (10") except it affectsa20' R area
12—Heat Armor (10) AsHeat Armor except dl beings within 10 of
target are protected.

13—Fire Bolt (300') AsFireBolt (100" except range is 300.
14—Circle Flame (E) Creates an opaque circled wall of fire
(10'Rx10'x6". Anyonethrough it takesan "A" heat critical (No RR). The
circle of flame is centered around the caster and is immobile.
15—Waiting Flame (E) Cregtes acube of flame (10x10%10), it takes 1
complete round for the cube to form and be effective. An "A" critica is
dealt for each round passing through (or in). Cube of flame will burn for
1 rmd/lvl and the effect can be delayed up to 24 hrs; triggered by time,
ound, violent action, €etc.
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16—Metal Fires (F) Causes a metal object to burst into

flames, the object canbeup to 1 Ib/lvl inmass. If the object isonabeing,
it getsaRR and if it fails the being takes ahest criticd of a severity
to be determined by tis location on the being's body.

17—Fire Armor (E) AsResist Heat except fire spells are affected
(fire bolt and fireball). Fire/heet criticas are decreased by one leve
(i-e, "E'sbecome "D"s, "D"s become "C's, "C'sbecome "B"s, "B"s
become "A"s and "A"s are ignored) and al fire/heat concussion hits
are reduced by 1/2

18—Fire Balt (500) (E) AsFireBolt (100') except range is 500.

19—Immolation (E) Cagter'sbody is covered with powerful flames.
He isimmune to al forms of fire. Anyone within 5 suffers an "A"
heat criticd (No RR). Anyone in physical contact suffersa"C" heat
critical. Physical attacks from the caster that deliver acriticd dso
deliver an "A" hesat critica. All items on the cager's person are
immuneto Firefor the duration of this spell, but any materialshetouches
(or walks on, etc) after he immolates must make a RR or be ignited.
20—Fire Armor True As Fire Armor except fire/hest criticds are
decreased by two level ("E's become "C's, "D"s become "B"s, "C's
become"A"sand"B" and " A" criticalsareignored) and dl fire/heat based
concussion hits are reduced by /4.
25—FireBolt V AsFireBolt (100") except five bolts of fire are shot from
the palm of the cagter, at arate of 1 per round.
30—Stone Fires (F) AsMetal Fires except a 300 99 surface as affected
anda"C" critical isgiven eachround passing through (orin) the 3 flames.
50—Fire Armor Magtery AsFire Armor True except target cannot be
harmed by fire based attacks.
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877 BRILLIANCE MAGIC (Crysta Mage Base)
NOTE 1. SelfAura and Aura spell are non-cumulative.

NOTE 2: GM may wish to allow the caster to usethe Sun Critical Chart,
for the Sudden Light spells. "E" crit to those within 1'R ofthe center, "C"
crit to those within 5'R and and "A" crit to everyone else.

Areacf

Effect Duration  Range
1—Blur target 1 min/lvl 10
2—Projected Light 50 10 min/Ivl 25
3— Sdf Aural df 10 min/lvl f
4—Light1 10R 10 min/lvl  touch
5— Sdf Aurall df 10 min/lvl f
6— Lesser Sudden Light 10R - 100
7T— Sdf AuraHI f 10 min/lvl df
8—LightV 50'R 10 min/lvl  touch
9—Aural 5'R 10 min/lvl of
10— Greater SuddenLight 20'R — 100
11—LightX 100R 10min/lvl  touch
12—WaitingLight varies varies 100
13— Auralll 15R 10 min/ivl of
14—BeaconV 5 miles 1min/lvl  touch
15—Light XX 200R 10min/lvl  touch
16— SuddenLight True 50R — 100
17—AuralVv 20R 10 min/lvl of
18—LightStorm varies Iminivl 1 miR/vI
19—AuraTrue 25R 10 min/lvl «f
20— Utter Light 100R Imin/lvl  touch
25—BeaconX 10 miles Imin/lvl  touch
30—LightTrue 10 R/Ivl 10min/lvl  touch
50— Light StormMastery varies Imin/lvl 1 miR/v

1—Blur (F) Causes target to appear Blurred to attackers, subtracting 10
from al attacks.

2—Projected Light (F) Beam of light (like aflashlight) springs from the
cadter's pdm; 50" effective range.

3—Sdf Aura | (F) Causes a bright aura about the caster, making him
appear more powerful and subtracting 5 from al attacks.

4—Light | (F) Lightsa 10 R area about the point touched.

5—Sdf Aurall (F) Causes abright aura about the caster, making him
appear more powerful and subtracting 10 from al attacks.

6—Lessr Sudden Light (F) Causes a 10 R burst of intense light; all
those inside the are stunned 1 rnd/5% failure.

7T—Sdf Auralll (F) Causes abright aura about the caster, making him
appear more powerful and subtracting 15 from al atacks.

8—Light V (F) Lightsa50 R area about the point touched.

9—Aural (F) Causes abright auraabout the caster 5' R, making him and
al beings within the aura to appear more powerful and subtracting 5 from
al attacks.

10—Greater Sudden Light (F) Causes a20' R burst of intense light; all
those indde the are stunned 1 rnd/5% failure.

11—Light X (F) Lightsa 100 R area about the point touched.
12—Waiting Light (F) In conjunction with any light spell can delay the
action of that spell until upto 24 hrspasses OR abeing passes OR acertain
word is spoken, etc.

13—Auralll (F) Causesabright auraabout thecaster 15' R, making him
and dl beings within the aura to appear more powerful and subtracting 5
from dl attacks.

14—Beacon V (F) Ray of light of any color springs from area touched;
canbeupto 5 mileslong.

15—Light XX (F) Lights a200' R area about the point touched.
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16—Sudden Light True (F) Causesa50 R burst of intenselight; all those
inside the are stunned 1 rnd/5% failure.

17—AuralV (F) Causes abright auraabout the caster 20' R, making him
and al beings within the aurato appear more powerful and subtracting 5
from al attacks.

18—L ight Storm (F) Summons forces of nature in afiercelightning with
random lightning strikes. Can be delayed up to 1 hr/lvl after cast.

19—Aura True (F) Causes abright aura about the caster 25' R, making
himand all beingswithinthe aurato appear more powerful and subtracting
5 from dl attacks.

20—Utter Light (F) Lights a 100 R areaabout the point touched and the
light nullifies al magically created darkness.

25—Beacon X (F) Ray of light of any color springs from area touched;
can be up to 10 miles long.

30—Light True (F) Lights a 10 R/lvl area about the point touched.

50—Light Storm Mastery (F) Summons forces of nature in a fierce
lightning and the caster has 50% chance of controlling lightning strikes.
Can be delayed up to 1 hr/Ivl after cast.

8.78 CRYSTAL RUNESTONE (Crystal Mage Base)

NOTE 1 Preparation of Crystal Runestones: There are eight basic
steps in preparing a Crystal Runestonefor it's duties as a magical
instrument.

1—Pick a suitable Crystal Runestone. It should have some bearing on
the individual that will be using it. This could be as simple as using
birth stones or one specific type of Crystal Runestone. In the case of
the Crystal Mage, the determinants for their Crystal Runestone are
color, size, shape and crystal composition of the stone. Crystal
Runestonecanbemadefrom ajewel, gem or any other precious stone/
material.

2—If the Crystal Runestone has aready been cut then this step is
optiond. This gep is to provide any number of polished surfaces
(facets) on the Crystal Runestone for the sole purpose of giving the
crystal rune an unblemished surface in which to be inscribed on.

3—Onceacut gone hasbeen obtained, it must have all residual energies
removed from the surface of the stone. Thisis accomplished either by
the use of the Cleanse spell on the Crystal Runestone spell list or by
avery hard skill roll using the meditation skill, cleanse. This keeps
outside factors from corrupting the Crystal Runestone and limiting it's
usefulness to it's primary user.

4—Thenext gep inpreparing the Crystal Runestoneisproviding itwith
a containment matrix. This is done with the Prime spell off of the
Crystal Runestone spell list. Priming of the Crystal Runestone allows
the placement of many crysta runes without the interference of
overlapping magicsg/energies. If the Crystal Runestone is not primed
the use of any crystal runesonitwill result in the attempted user being
ingulfed in aFire Ball with aOB of 10 per crystal rune on the Crystal
Runestone. The Crystal Runestone is completely destroyed in the
process.

5— Once the Crystal Runestone has been chosen, cut, cleansed and
primed, itisready toreceivecrystal runeswith spell inscribed inthem.
Pick one of the faceted surfaces of the Crystal Runestone which is
going to be the recipient of the crystal rune. Now sdect the desired
Crystal Rune spell from the Crystal Runestone spell list and cast it.
Then pick the spell which going to be inscribed within the crystal rune
and cast it. The crystal rune will gppear on the chosen facet of the
Crystal Runestone.

6—There is a chance that the Crystal Runestone will reject the crystal
rune. The modifiers for this rejection are + 1/lvl of crystal rune spell
and +1 for each crystal rune aready inscribed upon the Crysta
Runestone. A open-ended roll is added to the rejection modifiers and
aroll of +101 indicates that the Crystal Runestone has rejected the
crystal rune. Note: GMs may wish to use the Alchemical Inertia
Factors (AlFs) guidelines described in RMCI, section 3.54 and
section 5.2.
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7—The Crystal Runestone can now be used asif it was rune paper. The
spell inscribed within the Crystal Runestone can be released by a
successful runes skill rall (‘'medium'’ difficulty rune skill roll for it's
creator and 'hard' difficulty rune skill roll for someone who has
received detailed instructions on the specific crystal rune and very
hard difficulty rune skill roll for everyone else). These are generad
guidelines and the GM may feedl free to assign their own modifiers to
suit the individual game situations.

8—Oncethe spel on the Crystal Runestone has been successfully cast
or released, the crystal rune fades from the faceted surface of the
Crystal Runestone.

it

SUMMARY FOR PREPARING AND USING CRYSTAL RUNESTONES
1—Pick suitable Crystal Runestone.
2—Have Crystal Runestone cut (optional).
3—Cleanse the Crystal Runestone to remove unwanted energies.
A—Prime the Crystal Runestone for inscribing of crystal runes.
5—Inscribe crystal runes with desired spell
6—Check for crystal rune rejections.
7—Use of rune skill to cast inscribed spells.
8—Crystal rune fades.

NOTE 2 To use 11th level or higher spells requires the caster to be
speaking in crystal tongue.

Areacf
Effect Duration  Range
1—Cleanse crystal Imin/lvl  touch
2—Prime crystal — touch

3—Decipher Crystal Rune  crystal rune 1rnd/lvl  touch
4—Crysta Runel crysa facet untilcast  touch
5—Crysta RuneEmpathy ~ crystal rune 24 hrs touch
6— Crystal Runell crystal facet until cast  touch

7—Crystal RuneLink 11 crysta rune 24 hrs touch

8— Crystal Runelll crystal facet until cast  touch
9— Deeplnscription| crysta rune 24 hrs touch
10— Crystal RunelV crystal facet until cast touch
11— Crystal RuneWill crystal rune 24 hrs touch
12— Crystal RuneV crystal facet until cast  touch

13— Crystal RuneLink 11l crystal rune 24 hrs touch

14— Crystal RuneVI crystal facet until cast  touch
15— Crystal RuneMind crystal rune 24 hrs touch
16— Crystal RuneVI1I crystal facet until cast  touch
17— Crystd RuneLink IV~ crystal rune 24 hrs touch
18— Crystal Rune V1l crystal facet until cast  touch

19— Deeplnscriptionl| crystal rune 24 hrs touch

20— Crystal RunelX crystal facet until cat touch
25— Crystal Rune X crystal facet until cast  touch
30— Deeplnscriptionlll crystal rune 24 hrs touch
50— Lord Crystal Rune crystal facet until cast  touch

1—Cleanse (F) Crystal runestoneiscleaned of al residua energies, (i.e.,
evil/good taints, old spell patterns that till linger, etc.)

2—Prime (F) Prepares the Crystal Runestone for reception of crystal
runes and other related spells. Priming of the Crystal Runestonealowsthe
placement of many crystal runes without the interference of overlapping
magicsenergies.

3—Decipher Crystal Rune (1) Gives the caster detailed information on
crystal runes, thus allowing the crystal rune to be used. This spell will
decipher 1 crystal rune per round.
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4—Crystal Runel (F) This spel inscribes a spell on atop surface facet
of a crystal rune stone; the crystal rune can then be used to cast the
inscribed spell once (depending upon the rules being used for casting
runes). The caster expendsthe power pointsto cast theinscribed spell and
the power points to cast the crystal rune spell. Crystal Rune | can only
inscribe 1<t level spells. Thecrystal rune stone can bereused. The crystal
rune can be set to affect reader. Once the spell within the crystal rune has
been released the crystal rune "mark” on the faceted face of the Crystal
Runestone fades.

5—Crystal Rune Empathy (F) Gives the Crystal Runestone empathy,
allowing anyone who has attuned themselves to it to use the crystal rune
onit. Thisdoes not give any information on the crystal runes or the spells
inscribe within the crystal runes, thusif the crystal runes are used they are
used blindly without deciphering of the crystal runes. Note that it will be
left up to the GM to decide if the spell has any effect, what the spdll has
effected, if the crystal rune has been "mis-read", or if there should be any
effect to the user, etc.

6—Crygtal Runell (F) AsCrystal Runel, except caster can inscribe 1t-
2nd level spdls.

7—Crystal Rune Link Il (F) Causes the caster's next two crystal rune
spells cast to be linked to one and another. Thefirst crystal rune cast after
the crystal runelink spel isconsidered the primary crystal rune withinthe
link and the second crystal rune spell is considered thelinked crystal rune.
When the primary crystal rune is released/used the linked crystal rune is
immediately released/used (treat it as if it was an instantaneous spell),
(e.g., the caster has cast Crystal RuneLinkH on hisCrystal Runestone. He
then cast Crystal Runell (primary rune) and inscribes Crystal Srength |
and then cast the second crystal rune, Crystal Runel (linked crystal rune)
with Crystal Ears inscribed within it. When the caster makes a successful
rune skill roll on the primary crystal rune the spell inscribed within is
released and then the linked crystal rune is released.)

8—Crydal Runelll (F) AsCrystal Runel, except caster caninscribe 19-
3rd leve sdls.

9—Deep Inscription | (F) Causesthe caster's next Crystal Rune spell to
have multiple uses (two) before the crystal rune fades.

10—Crystal Rune |V (F) As Crystal Runel, except caster can inscribe
Ist-4th level pdlls.

11—Crystal Rune Will (F) Causes the caster's next Crystal Rune to be
voiceactivated. Tovoiceactivatethecrystal runeit'snamemust be spoken
in the crystal magical tongue.

12—Crygal RuneV (F) AsCrystal Runel, except caster caninscribe 1 -
5th level spells.

13—Cryga Rune Link 111 (F) As Crystal Rune Link 1, except two
crystal runes are linked sequentially to the primary crystal rune.
14—Crystal Rune VI (F) As Crystal Rune |, except caster can inscribe
Ist-6th level spélls.

15—Crygal Rune Mind (F) As Crystal Rune Empathy, except the
crystal rune stonewill inform the attuner what spells are inscribed in each
of the crystal runes.

16—Crystal Rune V11 (F) AsCrystal Runel, except caster can inscribe
Ist-7th level spels.

17—Crysal Rune Link 1V (F) As Crystal Rune Link 11, except three
crystal runes are link sequentialy to the primary crystal rune.
18—Crygal RuneVIII (F) AsCrystal Runel, except caster can inscribe
Ist-8th level spdls.

19—Deep Inscription |1 (F) AsDeep Inscription I, except the crystd
rune may be used three times before the crysta rune fades.

20—Crystal Rune IX (F) As Crystal Rune |, except caster can inscribe
Ist-9th level spells.

25—Crystal RuneX (F) AsCrystal Runel, except cagter caninscribe 1s-
[0th level s

30—Desp Inscription 111 (F) As Deep Inscription |, except the crysta
rune may be used four times before the crystal rune fades.

50—L ord Crystal Rune(F) AsCrystal Runel, except cagter can inscribe
Ist-20th level spells.
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8.8 DREAM LORD BASE LISTS

881 DREAM GUARD (Dream Lord Base)

NOTE 1 Dream Guards are type | through type VI demons. They each
have the additional ability of dream state as described on Dream Sate
spell list.

NOTE 2: Dream Guards block the entrance ways of dreamworldsfor the
duration ofthe spell, caster releases it, it dies defending the entrance, or
the caster dies, which ever comesfirst.

NOTE 3: Dream Guards has 5% chances per type of demon of taking over
the caster's body in the event the dream guard was releasedfrom this
magical pact due to the caster's death.

NOTE 4: Dream Guards are basically inside the caster's mind, the true
path to dream worlds; so the caster is always aware of the status of the
dream world entrance.

NOTE S Dream Unlock spells must overcome the resistance of the
Dream Lock spells (at the level Dream Lock spell was cast) to succeed.
Dream Unlock spells must be of equal or greater value to override the
Dream Lock spell (e.g., A Dream Unlock Il spell could unlock a Dream
Lock | or 11 spell but not a Dream Lock |11 or higher spell.) Any attempt
to unlock a higher level dream lock will alert the original caster of the
dream lock that someone or something is amiss at the entrance to that
particular dream world.

NOTE 6: Dream Unlock spells higher in level than the Dream Lock spell
which are being utilized lower the chance ofthe alerting the monitoring
dream guard by 10% per level above the dream lock spell, (e.g., a Dream
Unlock 1V being used to unlock a Dream Lock | would lower the chance
ofbeing detected by 30% (VI-1=3*10%) or 30%.)

Areaof
Effect Duration  Range

]__

2_

3—

4—

5—DreamUnlock | Dream Lock 1 rnd/Ivl «f
6— DreamLock | Dream Travel  1day/lvl of
7— DreamGuard| Dream Travel 1 day/lvl odf
8—

9—DreamUnlock 1 Dream Lock 1 rnd/Ivl of
10— Dream Lock I Dream Travel 1 day/Ivl of
11— Dream Guard | Dream Travel 1 day/Ivl f
]_2_

13— DreamUnlock 11 Dream Lock 1 rnd/Ivl «df
14—DreamLock 111 Dream Travel 1 wki/Ivl of
15— Dream Guard HI Dream Travel 1 wk/Ivl f
16— Dream Unlock |V Dream Lock 1 rnd/Ivi «df
17— Dream Lock IV Dream Travel 1 wk/Ivl «f
18— Dream Guard |V Dream Travel 1 wk/lvl «f
19—

20—DreamUnlock True  Dream Lock 1 rnd/Ivl «f
25— Dream Guard V Dream Travd 1 month/lvl  <df
30— Dream Lock True Dream Travel P df
50—DreamGuard True  Dream Trave 1 month/lvl  <df
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5—Dream Unlock | (U) Allows the caster to unlock alevel one dream
lock for 1 round. If dream lock spell is overcome by 50% then the dream
unlock will go unnoticed.

6—Dream L ock | (FD) Allowsthecastertoplacealevel 1 magical barrier
prohibiting free dream travel into a particular dream world.

7—Dream Guard | (FD) Allows the caster to bind a type | demon to
guard a particular dream world entrance. The dream traveller wishing to
enter the dream world has one round in which to decide to confront the
dream guard or leave. The Dream Guard will not let any pass save hewho
st him there. Combat with the Dream Guard is conducted normally.
9—Dream Unlock 11 (U) As Dream Unlock | except overcomes type |
dream lock with 40% chance of being detected or type I dream lock with
50% chance of being detected.

10—Dream Lock Il (FD) As Dream Lock | except level two magical
lock.

11—Dream Guard Il (FD) As Dream Guard | except binds a type I
demon.

13—Dream Unlock 111 (U) AsDream Unlock | except overcomes type
| dream lock with 30% chance of being detected or type |1 dream lock with
40% chance of being detected or type 11 dream lock with 50% chance of
being detected.

14—Dream Lock |11 (FD) As Dream Lock | except 3rd level magical
lock.

15—Dream Guard |11 (FD) AsDream Guard| except binds atype I
n.

16—Dream Unlock |V (U) AsDream Unlock / except overcomes type
| dream lock with 20% chance of being detected or type |l dream lock with
30% chance of being detected or type I11 dream lock with 40% chance of
being detected or type VI dream lock with 50% chance of being detected.

IlchDream Lock IV (FD) As Dream Lock | except 4th level megical

18—Dream Guard IV (FD) AsDream Guard | except binds atype IV
demon.

20—Dream Unlock True (FD) As Dream Unlock | except may over-
come a dream lock leve of +1/every 5 levels of cagter and chance of
detection is -10% per level of dream Unlock over the Dream Lock
spell.(e.g,, a DreamUnlocklVbeing used to unlock aDreamLock| would
lower the chance of being detected by 30% (1V-1=3*10%) or 30%.)
25—Dream Guard V (FD) As Dream Guard | except binds a type V
demon.

30—Dream Lock True (FD) AsDreamLock| except magical lock level
is+l/every 5 levels of caster.

50—Dream Guard True(FD) AsDreamGuard 1 except bindsatypeVI
demon.
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882 DREAM LAW (Dream Lord Base)

Areaof

Effect Duration  Range

1—Daydream 1 target varies 100
2—Dreaml 1 target varies 100
3—Sesp 1 target 1 rnd/Ivl 50
4—

5—Nightmarel 1target varies 100
6—Dreaml| 1target varies 100
7—Sleepwalking 1 target 1 day/Ivl 100
8—Dreamlll 1 target varies 100
9—Nightmarell 1 target varies 100
10—Undream 1 target 1 day/Ivl 100
11—SeepTrue ltarget/lvl  1rnd/lvl 50
12—Dream|V 1 target varies 100
13— DreamKiller | 1 target varies 100
14—Nightmarelll 1target varies 100
15— DreamDeath 1 target P 100
16—DreamV 1 target varies 100
17— DreamKiller I11 1 target vanes 100

18— DreamFied TRAvl 10 min/10% fail 50
19—NightmarelV 1target varies 100
20— Dream Shifting 1 target varies 100

25— DreamKiller True 1target varies 100

30—NightmareTrue 1target varies 100

50— DreamFiddTrue TRVl P 100

1—Daydream (FM) Target has a daydream relating to a topic decided
uponby thecaster at thetimethespell wascasted. Targetistotally unaware
of what is going on around them (-50 to orientation rolls). The daydream
will not be horrifying, if that result is desired use aNightmare spell.
2—Dream | (FM) Target has adream relating to one topic decided upon
by thecaster a thetimethe spell was casted. The Dream occursduringthe
target's next deep/meditation period. The dream will not be horrifying; if
that result is desired use aNightmare spdll.

3—Seep (FM) Target is placed into amagica deep for the duration of
the spall, after which herevertsinto normal, non-magical degp. Duringthe
meagical degp, hemay only be"awakened" by appropriatemagic, herb, or
extreme pain.

5—Nightmare | (1) The target dreams of important Situations/events
involving him that may occur in the near future. Since every potentia
situation has many possible outcomes, the target will only see one
outcome, the worst possible one. Thus the name "Doom Sayer” has been
attachedto anindividual that has been exposed to thisspell. Thesedreams
manifest themselves as nightmares during the target's next deep/medita-
tion period.
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6—Dream Il (FM) AsDreaml except thedream may involvetwotopics.
7T—Sleepwalking (FM) The target has a 30% chance of getting up and
wandering off during each of hisdeep/meditation periods. If "awakened"
during hisjaunt he will not remember anything and will be completely
confused.

8—Dream |11 (FM) As Dream | except the dream may involve three
topics.

9—Nightmarell (I) AsNightmare | except the target has "nightmares'
during his next two deep/meditation periods.

10—Undream (FD) Target does not dream and may not utilize any
"Dream” spells for the duration of this spell.

11—Seep True (FM) As Seep except affects 1 target/Ivl.

12—Dream |1V (FM) As Dream | except the dream may involve four
topics.

13—Dream Killer | (FM) During the target's next deep/meditation
period, he will encounter and fight to the death a type | Demon in his
dream. Any damagetaken during thedream isactually taken by thetarget
physical body. Note that, unless target has the Dream State spell list, he
will be naked and unarmed against this foe. Target may use any material
at hand and hashis PPsand spdllsavailable. Any woundstaken during the
dream will appear on thetarget's body asthey occur; the target's body will
toss and turn. Until the death duel Is concluded one way or ancther, the
target may only be "awakened" by spellsor herbs. If "awakened" before
the duel isconcluded, the duel will start over again during the target's next
deep/meditation period. Option 1: The GM may wishtoalow thetarget
to have one of his items during the duel. Option 2: The GM may wish to
conclude the duel upon unconsciousness rather than desth.
14—Nightmarel |l (I) AsNightmarel except the target hes " nightmares'
during his next three degp/meditation periods.

15—Dream Desth (FM) Target is cursed and may never dream again
until curse is removed, the caster dies, or the caster cancels the curse.
16—Dream V (FM) As Dream | except the dream may involve five
topics.

17—Dream Killer 111 (FM) As Killer Dream | except the target must
fight atype Il Demon or atype Il Demon. Roll 1D100:1-70 =typell; 71-
100 = type I11.

18—Dream Field (F) Eachroundthat atarget (except cagter) isinthearea
of effect, he must make a RR; if he fails, he will fall adesp and dream
continuously. He may be awakened by appropriate magic, herbs, or
extremepain.

19—NightmarelV (1) AsNightmarel except thetarget has "nightmares'
during his next four deep/meditation periods.

20—Dream Shifting (FM) During the target's next deep/meditation
period, the target's dreams are influenced by dl the dreams of al beings
within 10R/(Ivl of caster). Thedreams areintermingled and very difficult
for the target to comprehend. The GM may wish to make red certain
effects/injuries that result in these types of dreams.

25—Dream Killer True (FM) AsKiller Dream except the target must
fight atype11-VI Demon. Roll 1D100: 1-40 = typelll; 41-70 = type IV;
71-90 = type V; 91-100 = type VI.

30—Nightmare True (I) As Nightmare | except the target has "night-
mares' for anumber of degp/meditation periodsequal tothe caster's level
divided by 2 (round down).

50—Dream Field True (FM) As Dream Field except the duration is
Permanent.
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883 DREAM LORE (Dream Lord Base)

Areaof _

Effect Duration  Range
1—Awaken* 1 target P touch
2—DreamLorel 1 target vanes touch
3—Dream Travel | 1 target lday/lvl  touch
4—
5—DreamPath Dream Travel 3 rnds df
6— Dream Sharel Dream Travel  3rnds df
7—

8— Substancesl 1 target 1day/lvl  touch
9—

10—DreamGate 6'x3'x1" 1 min 10
11—DreamLorell 1 target varies touch
12— Dream Travel 11 1 target 1 wk/Ivl touch
13—

14—

15— Dream ShareV Dream Travel 3 rnds df
16— Substancesl| 1 target 1 wk/Ivl touch
17---

18— _
19—DreamLoreTrue 1 target varies touch
20— DreamTravel True ltaget 1month/lvl touch
25—DreamShare True Dream Travel  3rnds of
30—SubstancesTrue ltarget 1 month/lvl touch
50— Dream Gate True 10x6x1" 10 minutes 10

1—Awaken (US¥) Target is immediately awaken from a dream state.
This spel will not revive someonein acomaunless the comaisthedirect
cause of dream world travel.

2—Dream Lorel (1) Caster learnsgeneral nature and history of 1 dream
aswell asbeing provided with the dreams parameters for futureuse. (eg.,
dream is recurring nightmare of your adventure into the catacombs of
Sirearlliff. I've never been to those catacombs. Ah, but you will go, your
inner-sdif already knows.)

3—Dream Trave | (MF) Allowsthetarget to enter into their dreamsvia
mental transference. Y our character is there in a pseudo-physical form.
You come into the world with only your pseudo-body and your mental
capabilities. Nothing else may be brought into thisworld by means of this
spell. Thisform can bekilled causing thetarget to lose 1 life level intheir
physical form. Loseenough lifelevelsandyou candiefor real. Thebiggest
threat to dream world adventuring is the lack of attention to your real body
(left done long enough it will die from starvation), outside forces il
affect the body (nature forces such as heat, rain, snow, etc), and of course
thethreat of predators (animals, monsters, man, etc). If your real body dies
while you are in adream world you are stuck there and may never return
tothephysica world. Awakenfrom adream travel session and subsequent
return to the same dream world may or may not put you back in the same
position you started in, eft in or never have been in. Dreams are strange
and who really knows how they operate.

5—Dream Path (1) Allows cagter to locate the dream path to any dream
world that has been previousdly dream lored.

6—Dream Share | (U) When Dream Travel is cast within 3 rounds it
allows the cagter to put two targets into the dream world.
8—Subgances| (U) Allows the caster to dow down the metabolism of
the target's body for the duration of the spell. Target's body does not
require nourishment for the duration of the spdl a which time normal
aging process once again takes over. This spell by it's vary nature only
works while the target is in the dream world (the source of nourishment
that keeps the body alive) and consciousness voids this spell.
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10—Dream Gate (F) Allowsthe physical entry into adream world viaa
magica gateway. Physicd itemsmay betransferred intothedreamworlds
provided the following restrictions are applied: 1) High Tech items
converttoeither magical oriented itemsof thesametypeinmagical worlds
or viceversus, (eg., aflamethrower is brought through adream gate into
amagica oriented world. The flamethrower would be converted into a
staff of fireballs with the same number of charges as the flamethrower has
and vice versa for amagical item entering into a technical world.) 2)
Lower tech items may aways be brought over as is. 3) Lower magical
items may always be brought over asis.

11—Dream Lorell (1) AsDreamLorel except caster also learns generd
enchantments/magics of thedreamworld. For example: nomagic, limited
magic (only up to 10th level), normal magic (no restrictions), etc.
12—Dream Trave 11 (MF) As Dream Travel | except durétion is
increased to 1 week/level of caster.

IS—Dream Share V (U) As Dream Share | except alows five targets to
enter into the dream world.

16—Substances || (U) As Substances| except durationisincreasedto 1
week/level of caster.

19—Dream Lore True () AsDreamLorel except aso learns specific
details of dream worlds magical/technical base, (names of spell lists and
Sels, names of tech wegpons, etc.)

20—Dream Travel True (MF) As Dream Travel | except duration is
incressed to 1 month/level of caster.

25—Dream ShareTrue (U) AsDream Sharel except allows 1 targets/
level of the caster to enter into the dream world.

30—Substances True (U) As Substances | except duration is increased
to 1 month/level of caster.

50—Dream Gate True (F) AsDream Gate except duration isincreased
to 10 minutes and the size of the gate is increased to 10x6x1".
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884 DREAM STATE (Dream Lord Base)

NOTE I Items of the dream state that are movedfrom their place of

creation have a ever shifting form. Non-intelligent items remain non-
intelligent, non-living remain non-living, intelligent beings remain intel-
ligent, living remain living, etc.

NOTE 2: Items of one dream state that are moved fromthe place of their

creation will not have bonusesin any other dream world or normal worlds
ofphysical reality. These items will just appear to be shifting masses of

matter. Living beings/beasts which are subject to thiswill indeed feel the
forces of naturepulling at them to put them back in to their natural state
(the state which exists only on the dream world of their creation). The
beingg/beasts will be in agony, being torn apart but not dying. Such an
itemybeing/beast will fade 1 roundafter the spell which was affecting it has
expired.

NOTE 3. "Created" Dream Sate items/objects are basically random.

Normally the caster does not understand the physical laws that are
operating in the dream world. GMs shouldallow the caster to make spell
mastery attempts to obtain those items they wish to create. However, the
itemsform and the method of using it can befamiliar or very unfamiliar.

Areacf
Effect Duration Range

1— Detect Dream State |* 1 target - 20
3— Dream Statel varies 10min/ivi 20
4— DreamPattern DS item/object P touch
5—DreamBeast | typel beast  10min/lvl 100
6—DreamVision target 10 min/lvl  touch
7— DreamFamiliar | type | beast 2 hours 100
8—Dream Statell varies 10min/ivl 20
9— Dream Adaptation | DS item/object 10 min/lvl  touch
10— Dream Companion| 1 being 10min/ivl 100
11— DreamBesast 1 typell beast  10min/lvi 100
12— DreamPattern True DS being/beast P 20
13— DreamFamiliarll type Il beast 2 hours 100
14— Dream Statel |l varies 10min/ivl 20
15— Dream Adaptation|| DS item/object 10 min/lvl  touch
16— Dream Companion|| 1 being 10 min/lvl 100
17— Dream Beast 11 typelll beest  10min/lvl 100
18—

19— Dream Familiar 11 typelllbeasst  2hours 100
20— Dream State True varies 10min/ivl 20
25— DreamBeast True varies 10min/vl 100
30— DreamAdaptationTrue DS item 10 min/lvl  touch
50— DreamMastery True varies P varies

1—Detect Dream State | (I*) Allows the cagter to detect if an itemis
composed of dream state reality.

3—Dream State| (F) Allowsthe caster to create an item or object (non-
living) which has +5 bonus. Bonus is only usesble in the dream world in
which theitem was created. This spell allowsthe caster, who has entered
a dream world through non-physical means, to cregte items that will
function normally within the dream world.

4—Dream Pattern (I) Allows the caster to store patterns of items or
objects made in adream world. Thisalowsthe cagter to recregtetheitem
or object in another dream world or in the physical world. Note that the
object may be duplicated but it may not work asit did in the dream world,
thisit totally up to the GM and his world scheme.

5—Dream Beast | (FM) Allows the caster to summon atype 1 dream
beast. The dream beast will beloyal to caster and obey hiscommands. The
dream beast is non-intelligent. If the dream beast iskilled while under the
influence of this pell the caster suffers an "A" stun crit and operates & -
30 for 1 day.
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6—Dream Vison (U) Allows the cagter to see dl dream date items
clearly and in their trueform. Everything elsethat is not of the dream state
will appear blurry and will operate with negative modifier based upon the
percentage of items that are blurry, (eg., if only oneitem is of the dream
state and the rest are of the normal world then the negative mod could be
-90 to -99 or if the reverse is true than the negative mod could be -01 to -
10)

7—Dream Familiar | (M) Allowsthe caster to attune himself to adream
beest that he has summoned (cdled his dream familiar). The caster must
cast this pell on the dream beast once/day for 1 week (concentrating for
2 hour per day). The caster can then control thefamiliar and view theworld
through its senses by concentrating on it (must be within 50/Iv1). If the
dream familiar iskilled the caster will beat -25 on dl actionsfor 2 weeks.
When the caster leavesthe dream world where hehasattuned to afamiliar,
the bond between the two is severed, the caster and familiar fed an
emptinessand both operateat -10for 1 day. If the caster returnsto adream
world wherehehashad afamiliar and thefamiliar seesthe caster, thebond
between the two must be reestablished but any rolls are modified by +30.
8—Dream Sate |l (F) AsDream State | except the bonus is +10.

9—Dream Adaptation | (F) Allows the caster to create Dream State |
items or objects whose patterns have been stored aDream Pattern spell.
Such an item receives a +5 bonus in the non-dream world or any other
dream world. Thedream item will have the same appearance in thisworld
asitdid inthe dreamworld of itscreation. This spell may aso be used to
alow asummoned type | dreambesast/ familiar to remain dive outside of
it's own dream world.
10—Dream Companion | (FM) Allowsthecaster to summonsa 1stlevel
dream world companion (NPC). Thiscompanionisunder theinfluence of
a"quest" type spell. The dream world companion may or may not like the
idea of being your companion. He will assist and help the cagter in dl
endeavors for the duration of the spell provided he is not endangered. A
dream world companion who isendangered by the caster may makeaRR
at +30 to resist the caster's commands. If the dream world companion is
successful, the spell's influence is broken.
11—Dream Beast || (FM) AsDreamBeast | except atypell dream beest
is summoned.
12—Dream Pattern True (1) AsDream Pattern except workson living
dream state beings and beast.
13—Dream Familiar 11 (FM) As Dream Familiar | except a type n
dream beest is attuned to the caster.
14—Dream Satelll (F) AsDream State | except the bonus is +15.
15—Dream Adaptation |1 (F) As Dream Adaptation | except Dream
State |1 items, objects, type Il dream beasts/familiars or 1 level dream
world companions are affected.
16—Dream Companion I (FM) As Dream Companion | except 2nd
level dream being is summoned.
17—Dream Beas |11 (FM) AsDream Beast | except atype Il dream
beast is summoned.
19—Dream Familiar HI (FM) As Dream Familiar | except atype Il
dream besst is attuned to.
20—Dream State True (F) AsDream State | except the bonusis +5 per
every 4 levels of the caster.
25—Dream Beast True (FM) AsDreamBeast | except atype |V or type
V or type VI beast may be summoned.

01-50 type VI dream besst

51-85 type V dream beast

86+ type VI dream beast
30—Dream Adaptation True (F) As Dream Adaptation | except may
affect any level dream state item, object, beast or companion.
50—Dream Mastery True (F) AsDream Companion | except the level
of thedream world companionis+1 Ivl forevery 3 levelsof thecasterand
the companion is under "True Quest" restrictionsand will always be loya
to the caster until released. Once released the companion may reect asthe
GM e fits.
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9.0 ARCANE NAVIGATORS
BASE SPELL LIST

WAY OF THE NAVIGATOR

Areacof

Effect Duration Range
1—StarPaths f C f
2—RainPrediction «f — 10 miled/Ivi
3—WaterFinding of — 1000/l
4—Resist Elements «f 10min/Ivl «f
5— Storm Prediction «f — 10 miles/Ivl
6—Peth-Finding of C 1000/l
7—FoodFinding «f — 10007IvI
8—Weather Prediction f — 10 miles/Ivl
9—StarLights [0/IvIR 10 min/lvl  touch
10—WindCdl oneship 10min/Ilvi(C) touch
11— Shdlter Finding f — 10007IvI
12— Westher Pred. (3days) f — 10 miles/Ivi
13—Unfog [0/IVIR 10 min/Ivi(C) touch
14— CamWater [0/IvVIR 10 min/Ivl(C) touch
15— Current Command varies 1hr/lvi(C) 100/l

16— Wesether Pred. (5 days) of — 10omiles/ivl
17— Wind Mastery 50/IvViIR 10 min/lvi(C) sdf
18—Whirlwind 10R C self
19—Clear Skies ImileR 10min/lvi(C) odf
20— Dedtination Sl 1vessH varies(C)  touch

25— Westher Pred. (30 days) f — 10 miled/Ivl
30—L ocating varies 10 min/Ivi(C) 1 mi/lvl
50— Crystal Ship 1vess varies(C) 100

25,8,12,16,17,19,25 —As the spdlls of the same names on the Open
Channeling spell list, Weather Ways.

1—Star Paths (1) Caster (on aclear night, when stars are visible) gains
perfect directional and distance sense; he cannot be logt.

3—Water Finding (I) Caster can locate any natural source of running
water, exposed groundwater, etc. (must exceed 1 gallon); caster aso
learns approximate size and quantity of the source.

4—Ress Elements (D) Protects caster from natural heat up to 200F.,
natural cold down to -20°F., and gives aplus 10to RR vs. heat and cold.
6—Path-finding (1) Caster learnsthe location(s) of any path(s), river(s),
current(s), Gulf Stream(s), etc., within area of effect. Must be used
outdoors.

7—Food Finding (1) Caster leams location, type, and approximate
quantity of edible food—either dead anima matter, or any plant(s); food
source must exceed 1 pound.

9—Star Lights(E) Caster causes the areawithin the radius to glow with
asoft light from the stars. Indoors or out, the full starry sky will bevisible
to those within the radius. If the area outside the spell effect is more
brightly lit than the areawithin the radius, the affected areawill gppear to
be immersed in shadow or fog from the outside.

10—Wind Call (F) Cagter causes a breeze to come forth which will fill
the sails of a ship. Once s, the direction of the breeze will not change.
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11—Shelter Finding () Caster learns location, type, and approximate
size of any water-proof, covered space exceeding 125 cu'; shelter must
have an entryway exceeding 2 radius bordering on open air.
13—Unfog (F) Completely dissipates al fog withinthe Areacof Effect for
the duration of the spell, then natural conditions take over.

14—Calm Water (F) Water within the area of effect is cdmed; wavesare
cut by 30 in the center and less towards the perimeter.

15—Current Command (E) This spell creates a current in a body of
water that can either propd aship faster or impede aship's progress. The
ship's gpeed isincreased or decreased by 1 MPH/Leve of the caster (toa
maximum of 25 MPH).

18—Whirlwind (E) Creates awhirlwind about the cagter; it moves with
the caster and is 10 in radius. No missile attacks can penetrate it and any
movement or melee is cut by 80%.

20—Dedtination Sail (E) The caster may command the body of water to
carry thetarget vessel to a specified known destination, the caster will be
entranced for the duration of thejourney. The vessel's speed isincreased
by 1 mph/leve of the caster. The destination must be aplace whichisin
contact with the water (abank, coad, ec.).

30—L ocating (P) Gives the direction and distance to any specific place
or object with which the caster is familiar or that the caster has had
described in detail to him.

50—Crystal Ship (F) As Destination Sail, except that the caster also
causes any type of naval vessd (of up to 100 tons displacement) to form
from the minerals in the sea and be bound together by magic so that the
ship's hull is rated Strong. This Crystal Ship will function as if fully
crewed, even if only the caster is aboard.




Coven Base Spell Lists

10.0 ARCANE COVEN
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10.2 HOUSEHOLD MAGIC (Arcane Coven Base)

BASE SPELL LISTS Areacf
Effect Duration  Range
1—Cleansing 1 object — 50
10.1 ALLUREMENT (Arcane Coven Base) 2—Airing 10'x10'x10' — 50
3—Dusting 10x10x10 — 50
Areaof 4—Polishing 10x10x10 — 10
Effect Duration  Range 5—Straightening 10x10x10' — 50
1—Presence df 10 min/lvl of 6—Cleaningl 10'x10'x10' — 100
2— Charm Opp. Sex | 1 target 1 hr/lvl 100 7—Repd Smdl Vermin 10'x10'x10' — 10
3—Sdf-Aura «f 10 min/lvl of 8— Cleaning 20'x10'x10' — 200
4—CharmPlant 1 target 1 hr/lvl 100 9—Gathering 100R - 50
5—Seduction 1 target \Y 10 10—Cleaningl| 30'x10x10' — 0
6— Charm Opp. Sex 11 3 targets 1 hr/lvl 100 11—Sterilize 10x10x10 — 10
7—Suggestion 1 target \ 10 12—Repair 1 smdl item P touch
8—CharmAnimal 1 target 1 hr/lvl 100 13—CleaninglV 40x10x10' - 400
9— Charm Same Sex 1 target 1 hr/lvl 100 14— Repd LargeVermin 10x10x10' — 10
10— Charm Opp. SexV 5 targets 1 hr/lvl 100 15—CleaningV 50x10x10 — 500
11—Presence df 10 min/Ivl df 20—CleaningX 100x10x10' — 1000
12—CharmTrue ltarget  Lhrivi = 10 25— Exterminate 10x10x10  — 10
13—GreatAura «f 10 min/lvl 100 - —
14— Charm Opp. Sex VI 7 targets 1 hr/lvl 10 30—CleaningTrue 10'x10'x10/1vl — 100/vl
15—Gess 1 target V 10 50—CleaningMastery f 1 rnd/Ivl of
20— Charm Opp. Sex X 10tergets Lhwilv 10 1—Cleansing (F) Completely cleans one object of the caster's choice.
25— TrueGess 1 target V 10 2—Airing (F) A gentle breeze freshensthe air in area of effect, drying up
30—Alkar self 0minivl sdif moisture and getting rid of al bad smells. Works only if fresh ar is
50— CharmingMastery df 1 rd/Ivl of avalable.

1—Presence (U) Adds 10 to the Presence stat (not the bonus) and 20 to
the Appearance of the caster (to amaximum of 100). The stat increase will
not affect the caster's PPs.

2—Charm Opposite Sex | (M) One humanoid target of the opposite sex
believes the caster is agood friend.

3—Sdf-Aura (F) Causes a bright aura about the caster, making him
appear more powerful and subtracting 10 from dl attacks.

4—Charm Plant (M) As Charm Opposite Sex 1, but 1 sentient plant is
affected.

5—Seduction (M) Caster emotiondly, sensually, and/or sexually ma-
nipulates one humanoid target (emotiona attachment may result).
6—Charm Opposte Sex 111 (M) As Charm Opposite Sex | except up to
3 targets affected.

7—Suggestion (M) Target will follow a single suggested act that is not
completely dien (e.g., suicide, etc.).

8—Charm Animal (M) As Charm Opposite Sex | except 1 animal is
affected.

9—Charm Same Sex (M) As above, but affects humanoid of same sex.
10—Charm Opposte Sex V (M) As Charm Opposite Sex | except 5
targets may be affected.

11—Presence (U) Asabove, but 20 isadded to Presenceand 40 is added
to Appearance (to a maximum of 101).

12—Charm True (M) As Charm Opposite Sex | except affects any
sentient being.

13—Great Aura (F) AsSdlf-Aura except 20 is subtracted from all attacks.
14—Charm Opposite Sex VII (M) As Charm Opposite Sex | except up
to 7 targets affected.

15—Geas (M) Target is given one task, failure results in a penalty
determined by the Gamemaster.

20—Charm Opposte Sex X (M) As Charm Opposite Sex | except but
affects up to 10 targets.

25—True Geas (M) As Geas, but failure results in death.

30—Alkar (F) As Self-Aura, except caster seems like ademi-god and the
subtraction is 30 (-30 from al attacks).

50—Charming Magtery (M) Caster can use one spell/md from thisligt.

3—Dusting (F) Causes dust and grit to swirl together and fly outside.
4—Polishing (F) Polishes al items in area of effect, dso removes
corrosion.

5—Straightening (F) All items in area of effect are "put in their proper
places" Caster determines proper place within area of effect. No item
more than 50 |bs.

6—Cleaning | (F) As any or al aove spells simultaneoudly, plus al
wals, floors, dishes, clothes, windows, etc. are completely cleaned.
Molds, mildew, micro-organisms and vermin remain unaffected.
7—Repel Small Vermin (M) All zero and first level creatures, deter-
mined by the cagter to be pedts, leave the area of effect. First level vermin
get aRR; zero level vermin do not.

8—Cleaning I (F) AsCleaning | except for area of effect and Range.
9—Gathering (F) All pieces of a specific item within area of effect are
gathered together in apile. The pile must be in area of effect.
10—Cleaning I 11 (F) AsCleaning | except for area of effect and Range.
11—Sterilize (M) All zero level creatures (except sentient beings) and
things (including molds and micro-organisms) in area of effect are
instantly dead; no RR. Does not act as a " Cure Disease.”

12—Repair (F) Caster may mend asingle bresk in asmall (dagger-sized
or less) meta object, and multiple bresks, rips, or shettersin alarger (10
Ibs. or less) ceramic, wooden, stone, cloth, or leather object. The object
repaired cannot be magical and all component parts must be present
(within 10R).

13—Cleaning 1V (F) As Cleaning | except for area of effect and Range.
14—Repd LargeVermin (M) All pestsof 3rd L vl orlessmust leave area
of effect. Zero level things do not get aRR.

15—Cleaning V (F) As Cleaning | except for area of effect and Range.
20—Cleaning X (F) As Cleaning | except for area of effect and Range.
25—Exterminate (M) As Sterilize except first level creatures may aso
be affected. First level creatures do get aRR, zero level do not.
30—Cleaning True (F) As Cleaning | except for areaof effect and Range.
50—Cleaning Mastery (F) Caster can use one spell/rnd from this list.
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10.3 BARRIER WAY'S (Arcane Coven Base)

Areacof
Effect Duration Range
1—Knock Lok — touch
2—Lock Llock — 50
3—DetectTraps 5R C 50
4—Wall of Air 10%x10x3 Iminivi(C) 50
5—Traplore ltrap — touch
6— Detect Portals 5R C 50
7—SpringTrap 1trap — 10
8—Wall of Water 10%x10x1' Imin/Ivi(C) 50
9—Jamming 1 door P 10
10—Wesakening 1 door P 10
11— wall of Wood 10'x20x2" Imin/lvi(C) 50
12—MagicLock 1 door 1 min/lvl 10
13— Wall of Earth 10x10'%(3-1") 1minivi(C) 50
14—Undoor 10x10x6" P 10
15—Wwall of Ice 10x10%x(2-1" 1min/vi(C) 50
20— Wall of Stone 10'x10'xI' 1min/vi(C) 50
25—Portd 3X6X(3"/vI) P 10
30— Spell Wall 10x10; plane 1rmd/Ivi(C) 10
50— Wall of Force 10x20x1 Imdivi(C) 10

1—Knock (F) Caster unlocks (80% chance) anon-magically locked door,
lid, etc. by loudly knocking on thelocked item's surface. A GM may wish
to assign the normal difficulty modifiers from the Static Maneuver Table.
2—L ock (F) Caster causes one lock to become locked (the lock isjust
normally locked and can be opened normally).

3—Detect Traps (P) Caster has a 75% chance of detecting any active
traps, caster can concentrate on a 5R area each round. This may be
modified by certain traps (difficulty, accessibility, magical, etc.)
4—Wall of Air (E) Creates a wall of dense churning air; cuts all
movements and attacks through it by 50%.

5—Traplore(l) Givescaster +20 on disarming thetrap analyzed, and +10
to anyone to whom he describes the trap.

6—Detect Portals (P) As Detect Traps, but doors, openings, passages,
etc. are revedled 75% of the time.

7—Spring Trap (F) Caster causes one trap to go off.

8—Wall of Water (E) Crestesawall of water; cuts movement and attacks
through it by 80%.

9—Jamming (F) Causes adoor to expand andjam into itsframe (roll 1 -
100 for severity, ranging from dightly stuck to unopenable).
10—Weakening (F) Reduces the inherent strength of a door by 50%.
11—Wall of Wood (E) Creates a wall of wood; it must rest on a solid
surface. It canbeburned through (50 hitsfor a2R hol€), chopped through
(20 man-rounds), or toppled if one end is not against awall or buttress of
some kind.

12—MagicL ock (F) A door (or container) can bemagically "locked"; the
door can be broken normally or the spell can be dispelled, but otherwise
the door cannot be opened.

13—Wall of Earth (E) As Wall of Wood, except wall isupto 10xI0'%x(3'
atbase, 1' at top) of packed earth; and it can only be dug through (10 man-
rounds at top, 30 man-rounds at base).

14—Undoor (F) Will vaporize anon-magic door up to 10%x10'x6" (if the
door is thicker than 6" it will vaporize the dosest 6").

15 Wall of Ice (E) As Wall of Wood, except wall is up to 10x10%x(2' a
base, 1' at top); it can be melted through (100 hits), chipped through (50
man-rounds), or toppled if not supported.

20—Wall of Stone (E) As Wall of Wood, but it is of stone and can be
chipped through in 200 man-rounds (1'R hole).
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25—Portal (F) Creates an opening up to 3x6, with a depth of 3"/Ivl,
through any inanimate materidl.

30—Spdl Wall (D) Creates a shimmering 10x10' plane. Any spdl
passing through this plane must first make a RR successfully in order to
resolve the gpell effect. The attack level of the RR isthelevel of the caster
of the Spell Wall and the defender level isthe level of caster of the spell
passing through the Spell Wall. If this RR is successful, then the spell
procedure proceeds normally.

50—Wall of Force (E) Crestes transparent barrier that is absolutely
impassable by anyone or anything (GM discretion).

104 BREWING LORE (Arcane Coven Base)
NOTE: All of these Brewing Spells require that the appropriate equip-
ment be availablefor the entire duration.

Areacf
Effect Duration  Range

1—WorkLiquids sdf 24 hours of
2— |dentify Drug 1 sample — 1
3—Brew Alcohol 1cullvl 1 week 10
A—Identify Poison 1 sample — 1
5— Brew Stimulants of 1 hour df
6— Brew Potion| 1ldose 24 hours of
7— Brew Minor Poison odf 1 hr/lvl df
8—Brew Euphoricg/Narcotics ~ df 1 hour odf
9— Brew Healing Drugs df 1 hour sdf
10— Brew Potion Il 1dose 24 hours df
11—BrewHallucinogens of 1 hour of
12—BrewAcids of 1 hrilvl sdf
13—Brew Magjor Poison of 1 hr/lvl «f
14—-BrewPotionV 1dose 24 hours odf
15— Brew Truth Drug of 1 hour «f
16— MagicCauldron| cauldron 1 hr/lvl touch
17— Brew Potion VII 1 dose 24 hours of
18— Brew Antidote of 1 hour sdf
19—MagicCauldronl| cauldron 1 hr/lvl touch
20— Brew Potion X 1ldose 24 hours odf
25— TrueBrewing of 1 hour of
30— Poisons True f 1 hr/lvl df
50— BrewingMastery of 1rndleve  odf

1—Work Liquids (F) Allows caster to work with non-magic liquids.
2—Identify Drug () Caster knowstheorigins, purity, and generd worth
of one drug sample. Any impurity will be known.

3—Brew Alcohol (F) Caster causes some baseto rapidly ferment into an
acoholic beverage (beer, wine, etc.). This spell can also be used to distill
whiskey, brandy, etc .

4—I| dentify Poisons (1) As Identify Drug except a poison is known.
5—Brew Stimulants (U) Allows caster to extract the stimulant essence
from an herb (e.g., Pekoe Teg, Elben's Basket, Zulsendura, etc.).
6—Brew Potion | (F) Allows caster to brew one dose of apotion that can
have afirst level spell imbedded in it.

7—Brew Minor Poison (U) Allowscaster to prepare, handle, and contain
aknown poison of up to tenth level potency (attack level).

8—Brew Euphoric/Nar cotics(U) AsBrew Stimulantsexcept caster may
extract the essence of a euphoric or narcotic herb (eg., Rumareth,
Breldiar, Grapeleaf, Arunya, Brorkwilb, Galenas, ec.).

9—Brew Healing Drug (U) As Brew Simulants, except caster may
extract the essence of an herb that heal s hit points or anal gesics, deconges-
tants, and anaesthetics (e.g., Aloe, Thurl, Arkasu, Silraen, Margath,
Maiana, Caranan, €tc.).

10—Brew Potion |11 (F) AsBrewPotion/except athird level spell orless
may be imbedded in the potion.
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11—Brew Hallucinogens (U) As Brew Stimulants except caster may
extract the essence from an hallucinogenic herb (e.g.,Gort, Hoak-Foerr,
Magic Mushrooms, €tc.)

12—Brew Acids (U) AsBrew Minor Poison, but caster may work with
acids.

13—Brew Mgjor Poison (U) AsBrewMinor Poison except allows caster
to work with poisons up to twentieth level potency.

14—Brew Potion V (F) AsBrew Potion | except afifth level spell or less
may be imbedded in the potion.

15—Brew Truth Drug (U) AsBrew Simulant, but caster brews adrug
which causes the imbiber to tell the whole, naked truth for one hour.
16—Magic Cauldron | (F) Caster may "brew" any spell onthislistat a
rate of 1/hour.

17—Brew Pation VII (F) AsBrew Potion | except a seventh level spell
or less may be imbedded in the potion.

18—Brew Antidote (U) As Brew Stimulants except caster may extract
the Essence of an antidote (e.g., Argsbargies, Eldaana, Menelar, etc.).
19—Magic Cauldron Il (F) AsMagic Cauldron | except two doses/hour
may be brewed.

20—Brew Pation X (F) AsBrew Pation| except atenthlevel spell or less
may be imbedded in the potion.

25—True Brewing (U) As Brew Stimulants except the Essence of any
herb may be extracted by the cagter.

30—Poisons True (U) AsBrew Minor Poisons except caster may work
with any poison.

50—Brewing Mastery (F) Caster can use one spell/round from this list.

S|l

105 HEARTH MAGIC (Arcane Coven Base)

Areaof

Effect Duration  Range
1—FoodPreparation 1 course \Y touch
2—FoodPreservation lration 1 week touch
3—FoodDehydration lration \Y touch
4—Sustenance Purification lration P touch
5—Water Production| lration P 10
6— Food Production| lration P 10
7— Nutrient Conjures lration P 10
8— Water Production| 2 rations P 10
9— Food Productionl| 2 rations P 10
10—Cookery 1 course \Y 10"
11— Water Production|ll 3rations P 10
12— Food Production 11 3rations P 10
13— Food Preserv. True 1 ration/Ivl 1 week 10
14— Food Dehydr. True 1 ration/Ivl \' 10
15— Water ProductionV 5 rations P 10
16— Food ProductionV 5 rations P 10
17— SustenancePurif. True 1 ration/Ivl P 10
18—HerbMastery 1 herb P touch
19—Water ProductionTrue 1 ration/Ivl P 10
20—FoodProductionTrue 1 ration/Ivl \ 10
25— TrueCookery 1 course/lvl V 10
30—Banquet varies 5 min/Ivl 50
50— CookingMastery df 1rnd/Ivl df
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1—Food Preparation (F) Gives cagter +20 to cooking (Cookery Roll)
and +10 to anyone to whom she describes the preparation. Also chills or
warms food to the proper serving temperature.

2—Food Preservation (F) This spell perfectly preserves oneday'sworth
of food (1 ration) for one week. Also instantly "freshens' any dightly
"turned" or spoiled food., eg., wilted lettuce.

3—Food Dehydration (F) This spell removes most of the water from one
day's worth of food, reducing the weight of the food by 809%-90%. The
food will be edible only after water has been added to it (approximately 2
quartsfor 1 ration). Aslong asthefood isdry the food remainsdehydrated
andthe normal spoilagerate (not preserved rate) isdecreased by tentimes.
4—Susgtenance Purification (F) This spell neutralizes abnorma dis-
€ases, poisons, and other similar substancesin one day's worth (1 ration)
of food and/or water. It will not neutralize a poison or similar substance
that is a natural part of the food (i.e. it will not neutrdize the natural
akaloids in certain mushrooms). Specid or magica poisons/diseases
might be allowed aRR.

5—Water Production | (F) Caster can produce sufficient water in any
available receptacle to supply any person for one day (1 ration).
6—Food Production | (F) Caster can produce sufficient food from the
surrounding area to feed one hearty appetite for one day (1 ration). This
food still needs to be prepared.

7—Nutrient Conjures (F) Caster can produce one loaf of waybread that
weighs half of apound and will support one being for one day; the loaf will
lose potency in one month.

8—Water Production Il (F) As Water Production | except produces 2
rations of water.

9—Food Production Il (F) As Food Production | except produces 2
rations of food.

10—Cookery (F/I) Automatically successfully prepares one course of
food, taking only half the normal preparation time. In addition to normal
cooking, caster dso detects spoiled or poisoned food, prepared and/or
neutralized dangerous herbs and food ingredients, or may prepare minor
poisons for insinuation in food.

11—Water Production 111 (F) As Water Production | except produces
3 rations of water.

12—Food Production 111 (F) AsFood Production | except produces 3
rations of food.

13—Food Preservation True (F) As Food Preservation | except pre-
serves 1 retion/level

14—Food Dehydration True (F) As Food Dehydration except dehy-
drates 1 ration/Ivl

15—Water Production V (F) As Water Production | except produces 5
rations of water.

16—Food Production V (F) As Food Production | except produces 5
rations of food.

17—Sugtenance Purification True (F) As Sustenance Purification
except purifies 1 ration/lvl.

18—Herb Mastery (F) Caster can double the potency of any one herb/
spice (growing or dead); spell may be employed but once per herb.
19—Water Production True (F) AsWater Production | except produces
1 ration/Ivl of food.

20—Food Production True (F) As Food Production | except produces
1 ration/Ivl of food.

25—True Cookery (F/l) As Cookery except may prepare 1 course/lvl.

30—Banquet (F) Caster creates a banquet table complete with chairs,

silver eatingware, crystal glasses, pitchers and bowls, and a wondrous
dinner of wines, appetizers, gourmet foods, fruits, and desserts. Thetable
will be initially set with beverages and introductory dishes in place, and
then each course will be served by barely visible spirits as the previous
course is finished. If a sdlection is refused, one different but comparable
will be served. The serving spirits can be requested to bring specid

favorites. At the end of the duration, any leftovers disappear along with the

spirits, table, chairs, cutlery, etc. Thispell can serve up to one person per

two levels of the spell caster.

50—Cooking Magtery (F) Caster can use one spell/round from this ligt.
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10.6 WAX MAGIC (Arcane Coven Base)

NOTE: A GM may wish to make the durations of these spells longer, so
that the candles can befound/purchased and used by characters other
than the creator (e.g., days or weeks instead of hours).

Areaof
Effect Duration  Range
1—Wax Working df 24 hours df
2—WaxLore 1 wax item — touch
3—EnchantWax wax or 1 item \ df
4—WhiteCandle(1st) 1 candle 1 hour df
5— Lesser Wax Fruit (Seep) 1 wax fruit 1 hour sf
6— Grey Candle(smoke) lcandle  2hours seif
7—Brown Candle(2nd) 1 candle 2 hours «f
8—Burgundy Candle(intox.) 1 candle 3hours sf
9— Red Candle (3rd) 1 candle 3 hours sf
10— PoisonWax Fruit 1 wax fruit 4 hours f
11— OrangeCandle(4th) 1candle 4 hours df
12—DunCandle(deep) 1lcandle 5 hours f
13— Yellow Candle(5th) 1 candle 5 hours df
14—WaxMask 1waxmask 6 hours df
15— GreenCandle(6th) 1candle 6 hours df
16— TurquoiseCandle(poison) 1candle 7 hours df
17— Blue Candle(7th) 1 candle 7 hours df
18—WaxDall lwaxdoll  8hours df
19— Purple Candle(8th) 1 candle 8 hours df
20— Black Candle (curse) lcandle  9hours df
25— Silver Candle(10th) lcandle  10hours sf
30—Wax-Shape \% 12 hours df
50— CandleMastery 1candle V df

1—Wax Working (F) Allows caster to work with non-magical wax.

2—Wax Lore (1) Caster can ascertain the exact nature and origin of one
wax item. This includes who made the item.

3—Enchant Wax (F) Allows caster to prepare wax sufficient to enchant
one magical waxen item. In order to cast any Wax Magic spells listed
below, this spell must first be cast on the item.

4—White Candle (F) After casting an Enchant Wax spell on an undyed
candle, the caster may imbed afirst level spell in the candle by casting
White Candle (and the first level spell to be imbedded) on the candle. The
duration is the time required to imbed the spell. The imbedded spell is
released by the burning of the candle and affects dl in the same room or
within 50" if outside . In order to be affected by the magic of the candle,
atarget must beexposed to the burning candle (in the sameroom or within
50 if outside) for a full ten consecutive minutes The target should get a
Perception roll every minute or s, to see if the effects of the candle magic
are being felt. At the end of ten full minutes of exposure, the target(s) is
affected by the magic in the candle; no RR! The casting of one White
Candle spll allowsthe candleto "burn” for 10 minutes. Each additional
casting of White Candle lengthens the burning time of the magic candle
by an additional ten minutes. For example, a White Candle of "Question"
which could burn 30 minutes would cause the caster to use 15 PP = 3 for
Enchant Wax + (4 for White Candle x 3 for 30 minutes) not counting the
casting of the imbedded Question spell. Similarly, aBrown Candle (7th
level) of "Charm Kind" (3rd level) which could burn 60 minutes would
cause the caster to use 45 PP = 3 for Enchant Wax + (7 for Brown Candle
x 6 for 60 minutes) not counting the casting of the imbedded CharmKind
spell.

5—L esser Wax Fruit (Sleep) (F) After casting an Enchant Wax spell, the
caster creates a piece of waxen fruit which looks, tastes, and smells red.
Consumption of the fruit causes the target to fall into adeep deep if aRR
(vs. caster's level) is not made.
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6—Grey Candle (F) As White Candle except with grey wax; the caster
creates a candle which will produce billowing clouds of thick, dense
smoke when the candle is extinguished. The radius of the cloud will

expand 10'/round until the room (or a 50'R) is filled. Winds will rapidly

dissipate the cloud (1 rnd). The cloud completely obscures normal vision
and smells bad.

7—Brown Candle (F) As White Candle except with brown wax; the
caster creates acandle in which a second level spell may be imbedded.

8—Burgundy Candle (F) As Grey Candle except with burgundy wax;

the caster creates a candle which will intoxicate al nearby beings (in the
same room or within 50' if outdoors). This intoxication takes the form of
acumulative +l/rnd to RRs and a -1/rnd to al other activities for each
round spent in the presence of the burning candle, wearing off after afew

hours; the maximum modification is 50. Thus 50 rounds with a burning

burgundy candle produces a +50 modifier to al RRs and a -50 modifier
to dl activities. This candl€'s effects are particularly insidious since the
effects could easily be perceived as thoroughly enjoyable until the target
is unable to safely move!

9—Red Candle (F) As White Candle except with red wax; the caster
creates acandle in which a third level spell may be imbedded.
10—Poison Wax Fruit (F) AsLesser Wax Fruit except victim must make
aRR vs. apoison of the caster's choice; determined upon the formation of
the fruit and the casting of this spell.

11—Orange Candle (F) As White Candle except with orange wax; the
caster creates a candle in which afourth level spell may be imbedded.

12—Dun Candle (F) As Grey Candle except with dun wax; the caster
creates a candle which will cause a deep deep lasting one day.

13—Yédlow Candle (F) As White Candle except with yellow wax; the
cadter cregtes acandle in which afifth level spell may be imbedded.

14—Wax Mask (F) After casting an Enchant Wax spell, the caster may
sculpt awax mask which may or may not resemble someone ese. When
worn the wax mask looks very convincing, adding 50 to Disguising
attempts.

15—Green Candle (F) As White Candle except with green wax; the
caster creates a candle in which a sixth level spell may be imbedded.
16—Turquoise Candle (F) As Grey Candle except with turquoise wax;
the caster creates a candle in which may be imbedded any poison of the
caster's choice; determined upon the formation of the candle.

17—Blue Candle (F) As White Candle except with blue wax; the caster
creates a candle in which a seventh level spell may be imbedded.

18—Wax Dall (F/M) After casting an Enchant Wax spell, the caster
creates a small doll-like wax object, which must contain some bodily
excretion from the target/victim (this may be hair, fingernail clippings,
excrement, saliva, etc.). Thiswax doll is"keyed" tothetarget/victim. No
matter where the target/victim goes, whoever holds the doll may control
thetarget/victim. By concentrating, the possessor of thedoll may causethe
target/victim to follow some Suggestion (as in the spell on the Spirit
Mastery list). Whatever damage befalls the doll dso occursin asimilar
manner to the target/victim (GM discretion). The only hope of the target/
victim (other than waiting for the spell's duration to end) isto have either
aCancel True or aRemove Curse cast on the doll or on the target.
19—Purple Candle (F) As White Candle except with purple wax; the
cagter cregtes acandle in which an eighth level spdl may be imbedded.
20—Black Candle (F) AsWhite Candleexcept with black wax; the caster
cregtes a candle in which a curse may be imbedded. Some curses are
suggested in the Evil Cleric's List "Curses', but with alimit of 20th level.
25—Silver Candle (F) As White Candle except with slvered wax; the
caster creates a candle in which a ninth or tenth level spell may be
imbedded.

30—Wax-Shape (F) As WaxMask except caster may aso fabricate other
body parts, aswell, thus allowing caster to ater her entire body to theform
of another humanoid race; adds 75 to Disguising.

50—Candle Magtery (F) As White Candle except with many waxes; the
caster creates acandlewhich may contain up to one col or/effect (see spells
above) per ten levels of the caster. These different colors may bein swirls,
stripes, layers, etc. for different effects ranging from sequential to simul-
taneous.
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10.7 MENDING WAY S (CovenBase)

NOTE 1 Ifany components are missing, the spells on this list will not
work.

NOTE 2. Spells 1-5 and 14-16 deal with pliable plant and animal

materials. Spells 6 and 17 deal with rigidplant material. Spells 7 and 19
deal with "soft" earthen material. Spells8 and 18 deal with "rigid" animal

material and include shells, exoskeletons, and chitinous materials. Spells
9-13, 20, and 25 deal with "hard" earthen materials. The 30th level spell
"Mending True" would even mend a plastic item, for example.

NOTE 3: All spells apply only to non-living materials.

NOTE 4 This spell list was originally "researched" by a character
looking to make money in a city. Infact, that seems to be this list's real

advantage; almost everyone has an object they want repaired. Perhaps
NPCs who know and use this list professionally might be called "Men-
ders."

Areaof  Dura-
Effect tion Range

1—Mend String and Twine 1 string P  touch
2—MendRope 1rope P touch
3— Mend Parchment and Paper 1 sheet P  touch
4—MendCloth 1item P touch
5—MendL eather litem P touch
6— Mend Wood litem P touch
7— Mend Earth and Ceramics litem P touch
8—Mend Horn/Bone/Antler etc. litem P  touch
9— Mend Bast Metal litem P touch
10— Mend Common Stone and Glass litem P touch
11— Mend PreciousMetd litem P touch
12— Mend Semi-Precious Stone litem P touch
13— Mend Precious Stone litem P touch
14— Mend Magic Parchment/Paper litem P  touch
15— Mend Magic Cloth and Rope 1item P touch
16— MendMagic L eather litem P touch
17—MendMagic Wood 1item P touch
18— Mend Magic Horn/Bone/etc. 1item P touch
19— Mend Magic Earthand Ceramics 1 item P touch
20— Mend Magic Stone and Glass litem P touch
25— MendMagicMetals 1item P touch
30—MendingTrue 1item P touch

50—MendingMastery caster 1 rnd/Ivl(C) f

1—Mend String and Twine (F) Mends multipleripsin apiece of string/
twine. All components must be collected together (i.e, must be within
10R).

2—Mend Rope (F) AsMend String and Twine except mends rope.
3—Mend Parchment and Paper (F) As Mend String and Twine except
mends parchment, paper, vellum, ec.

4—Mend Cloth (F) As Mend String and Twine except mends leather,
hide, skin, etc.

5—Mend Leather (F) AsMend String and Twine except mends leather,
hide, skin, etc.

6—Mend Wood (F) As Mend String and Twine except mends multiple
breaks in non-magica wood.

7—Mend Earth and Ceramics (F) As Mend String and Twine except
mends earth, ceramics, €c.

8—Mend Horn/Bone/Antler/Etc. (F) AsMend String andTwine except
mends hard animal substances.

9—Mend Base Metal (F) AsMend String and Twine except mends iron,
tin, lead, etc.

10—Mend Common Stone and Glass (F) As Mend String and Twine
except mends ordinary stone and glass.
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11—Mend Precious Metal (F) AsMend String and Twine except mends
gold, silver, platinum, etc.

12—Mend Semi-Precious Stone (F) As Mend Sring and Twine except

mends semi-precious stone.

13—Mend Precious Stone (F) As Mend String and Twine except mends

precious stone.

14—Mend Magic Parchment and Paper (F) AsMend Sring and Twine

except mends magic parchment, etc.

15—Mend Magic Cloth (F) As Mend Sring and Twine except mends
cloth, rope, string, etc.

16—Mend Magic Leather (F) AsMend String and Twine except mends
magic leather, hide, etc.

17—Mend Magic Wood (F) As Mend String and Twine except mends
magic wood.

18—Mend Magic Horn/Bone/Antler/etc. (F) As Mend Sring and
Twine except mends magic horn, bone, etc.

19—Mend Magic Earth and Ceramics (F) AsMend String and Twine
except mends magic earth(enware).

20—Mend Magic Stoneand Glass (F) AsMend Sring and Twineexcept
mends magic stone and glass.

25—Mend Magic Metals (F) As Mend String and Twine except mends
magic metal.

30—Mending True (F) Mendsall facetsof any oneitem. All components
must be within a 50R.

50—Mending Magtery (F) Allows caster to cast any of the above sdlls
at arate of /md.
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11.0 ARCANE SPELL LISTS

11.1 PLASMA MASTERY (Arcane Spell List)

NOTE: The spell list, Plasma Mastery, is intendedfor use as an Arcane
list. Alternatively, it could be aBase Magician list which could be learned
at increased cost. None have learned the spells relating to the use of

Plasma to heal or give life; if so, the methods have not yet been revealed.

Plasma is a combination of the six commonly known wieldable elements:
Earth, Wind, and Water combine to give the Plasma its amorphous form;
Fire, Ice, and Light lend power to the Plasma, which shocks and impacts
even as it burns (though it feels cold due to soul-numbing effects)
recipients of attacks with the raw element. Plasma Balls are the most
dangerousformof Ball attack, asthe element isattracted to metal yet able
to seep through chinksin armor as well asreact with it. Plasma Boltsare
able to generate more sheer force and concussion than lightning bolts,
though generally they are not as capable of inflicting lasting damage.

Areacf
Effect Duration  Range

1— Detect Plasmae 10R/VI C sf
2—
3—
4—
5—PlasmaResistance 1 target 1 min/lvl 10
6—
7— Wall of Plasma 10x10'x6' 1 rnd/Ivi 100
8— PlasmaBolt 1 target — 100
9— EldritchWeapon aeweapon  1rnd/lvl touch
10—PlasmaBall 10R — 100
11—PlasmaArmor 1 target 1 min/lvl 10
12— PlasmaBolt (300) 1 target — 300
13— Circleof Plasma 10R 1 rnd/Ivi touch
14—Bind 1 target 1 hr/lvl 5ilvl
15— Beamof Dissolution 1 cu/lvl P 100
16—Alter State 100 cu' P 100
17— PlasmaBall (20R) 20R — 100
18— PlasmaBalt (300 1 target — 500
19—Enshroud 5R 1 rnd/lvi df
20— Triad of Plasma 3 targets — 100
25—NexusGate x4 1 day/Ivl 5
30— ConjurePlasmaBlementd — 1rmd/Ivi(C) 107Ivl
50— Soulfire varies 1 rnd/Ivl f

1—Detect Plasma (P) AsPresence on the Base Mentalist list, Presence,
except only the presence of raw Plasmaor Plasma spellsmay be detected.
5—Plasma Resistance (D) AsResist Light on the Elemental Shields list

(Open Essence) except it protects againgt Plasmaand alows a+5 bonus
versus other elements.

7—Wall of Plasma (E) As Wall of Fire on the Fire Law lig (Base
Magician) except wall is formed of Plasma and criticals are ‘A" (50%) or
'B' (50%) Plasmacrits.

8—Plasma Balt (E) A bolt of Plasma s shot from the palm of the caster;
results are determined on the Plasma Bolt Attack Table 131 (RMCIII).

9—Eldritch Weapon (E) Caster's weapon (must be at least partiadly

metd in order for the Plasmato bind) is enveloped in "Coldfire" and will

inflict Plasma criticals of one degree less severity in addition to normal

criticals when gtriking. Caster may only have one Eldritch weapon in
effect a any one time. Any fumble delivers a'B' Plasma crit to wielder.

10—Plasma Ball (E) A 1 bal of Plasma is shot from the palm of the
cadter; it explodes to affect a 10R areg; results are determined on the
Plasma Ball Attack Table 132 (RMCIII).

11—Plasma Armor (D) As Light Armor on the Elemental Shields list
(Open Essence) except it protects against Plasmaand allows a+10 bonus
versus other elements.

12—Plasma Bolt (E) As above except range is 300.
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13—Circle of Plasma (E) As Circle Aflame on the Fire Law list (Base
Magician) except that critica s inflicted are Plasmacriticals and the caster
may increase the severity of the critical given by one for every additional
13 PP spent on the spell (to amaximum of 'E’).

14—Bind (F) Target is imprisoned in chains of Coldfire. Physica
attempts to escape result in a'C' Plasmacrit if successful or an 'E' Plasma
critif unsuccessful. Magica attemptsto escgperesultinan'H' Plasmacrit
regardless of success or failure (see Plasma Bolt Attack Table 13.1).
15—Beam of Dissolution (F) As Unearth on the Earth Law list (Base
Magician) except the target matter (solid, liquid, or gas) is not destroyed
but is converted equally into its other two states of matter. For example,
if asolid materid istargeted, then half of it is converted to liquid (usually
water) and the other half becomes gas (usudly air). Materias converted
to solid state usually take the form of solid packed earth or sandstone.
16—Alter State (F) As Sone/Earth on the Earth Law list (Base Magi-
cian) except the target matter may be any type of nonmagical matter. The
caster may control the final state of the matter (solid, liquid, or gas) and
aso the kind of matter if a sample is available and the value of the fina
materia is no more than 5 gp/lb. Results are subject to GM approval.
17—Plasma Ball (E) As above except the area of effect isin a 20R.
18—Plasma Boalt (E) As above except the range is 500.

19—Enshroud (E) Caster's body is covered by Plasma. This gives the
caster a+30 bonus versus Plasma attacks and he will take half concussion
damage from such attacks. Anyone within 5 suffersan ‘A’ Plasmacritical
(noRR). Anyonein physical contact suffersa'C' Plasmacritica (no RR).
Physical attacks from the caster that deliver acritica aso deliver an'A’
Plasma critical. All of the caster's items are immune to the effects of
Plasma for the duration of the spell but any ignitable/fragile materia he
contacts must make a RR or burn/bresk.

2ft—Triad of Plasma (E) As Triad of Water on the Water Law list (Base
Magician) except Plasma Bolts are shot.

25—NexusGate(F) A Gateisopenedtothe"Elemental Planeof Plasma”,
7 tall by 4" wide. Only creatures small enough pass through may pass,
though unusually powerful creatures (20+ levels) may rip the gate to
enlargethe dimensionsenoughto passthrough. GM discretionisrequired.
30—Conjure Plasma Elemental (F) A Strong Plasma Elementd is
conjured from the Elemental Plane of Plasma. The Elemental's C& T stats
ae Lvl 20, MV100, Spt/10, VF/VF, LILA#, 200 Hits, AT 12(-50),
150HBa(2x)(2D)/130HGr/[Plasma E]«, Berserk (NO). The Elementa
will regenerate hits and damage in direct proportion to any elemental
attack spdll it is hit with, if the attacking spell fails a RR vs. the caster's
level (eg., ifaFirebolt attack does 15D and failsaRR, the Elemental will
regenerate 15 hits and will be heded of a medium or severe wound).

50—Soulfire (E) The caster taps Plasma directly, empowering him with
severd abilitiesfor the duration of the spell: he can utilizeaPlasmabreath
wegpon 3 times/spell as aGreat Drake: either a 130 OB using the Plasma
Bolt Attack Table 13.1 or an area of effect cone of 300 length and 100
base. Due to the supernatural soul-numbing nature of the Plasma he will
drain CO ptsasan Undead in upto a20R (5 CO ptg/rnd, -20to RR); and
hemay useany one of the lower Ivl spells (below vl 25) onthislist (1/rnd).

11.2 NETHER MASTERY (Arcane Spell List)

NOTE 1 Nether is one of the primary elements that make up the
foundation of the worlds. It has at times been mistaken to be as a cold
darkness, but darkness is the opposite of light as heat is the opposite of
cold. Nether is neither cold or darkness. Nether is neither light or heat.
Nether is light and dark and cold and heat. Nether is not air, water, or
earth. Nether is not spirit. Nether is nothingness. The point where light,
dark, cold and heat meet. Nether is very difficult to learn to control and
Ihandle. This spell list requires x3 the normal development point cost to
earn.

NOTE 2: The outer edges of Nether are black and void of color. Whilethe
inner mass of Nether is a black and silvery swirling mass ofchoaticflashes
of bright and intense light and dark; radiating blast of cold and heat which
burn andfreeze all that is within it.
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NOTE 3: Any object which is stuck into a swirling mass of Nether must

make a RR versus being pulledd apart at the point where it enters the
Nether mass. For example, a sword isjabbed into a Nether mass; ifthe

sword failsits RR, it is severed at the point where it meets the outer edge
of the Nether mass. If a person'sarmentersa Nether massand that person

fails his RR, the part of hisarmin the Nether massis separated from the
rest ofthe arm. The arm does not bleed at the point of separation because

the stumps are cauterized.

NOTE 4: Ifan object enters the Nether mass and makes it RR, normal

Nether damage takes place. For example, the person mentioned above
puts his arm into the Nether and makes hisRR, he is not subjected to the
limb separation but he is subjected to the normal affects of the Nether

mass. In thiscaseit would most likely be a Nether Ball attack with criticals
being modified by to afflict only those parts of the body that are actual

exposed to the Nether mass.

Areacf
Effect Duration  Range

1— Detect Nether ¢ 10R/vI C f
2—
3—Nether Sight sdf 1 min/lvl sdf
4—
5— Nether Resistance 1 target 1 min/lvl 10
6—
7— Nether Mass(1'R) 1R 6 rnds 100
8— Nether Summonsl elemental 1rnd/Ivi(C) 20
9— Wall of Nether 10x10'x6' 1 rnd/Ivl 100
10— Nether Bolt (100" target — 100
11—Nether Resistance(10R)  10R 1 min/lvl 100
12— Circleof Nether 10R 1rnd/lvl  touch
13— Nether Ball (10'R) 10R — 100
14— Nether Summonsl| elemental  1rndIvi(C) 20
15— Nether Bolt (300 target — 0
16—Nether Armor target 1 min/lvl 100
17— Nether Mass(5'R) 5R 8 rnds 100
18— Nether Conflagration 1 blade 1 min/lvl 20
19—
20— Nether Ball (20R) 20R — 100
25— Nether Summonsl || elementar  1rndIvi(C) 20
30— Triad Nether Bolt 3 targets — 100
50—NexusGate 10x10xI"  1rnd/Ivi(C) 20

1—Detect Nether (P) AsPresence on the Base Mentalist list, Presence,
except only the presence of raw Nether or spells employing such may be
detected.

3—Nether Sight (U) Allowsthe caster to look into the swirling mass that
composes the Nether. This allows the caster to make out objects with the
Nether mass.

5—Nether Resistance (D) AsResist Light on the Elemental Shields list
(Open Essence) except it protects against Nether.

7—Nether Mass(1'R) (F) Createsa 1'R cloud of Nether matter: delivers
'C' Nether criticalson 1 ¢t and 2nd rounds, a"B" Nether criticalson 3rd and
4th rounds, and "A" Nether criticals on 5th and 6th rounds. One the first
round of creation, any target(s) a the point of creation may make a
'‘Medium' maneuver to avoid contact. It drifts with thewind and affects al
that come in contact with its radius.

Sr-Nether Summons | (FM) Allows the caster to summons a Nether
Elemental. The Nether elemental will obey the caster, for one minute/lvl
(provided the caster concentrates) and then the Nether elemental vanishes
back tothe Nether Plane. Treat asaFire Servant that delivers Plasmacrits.
9—Wall of Nether (E) As Wall ofFire on the Fire Law list except wall
is formed of Nether and criticals are 'A' (50%)or 'B' (50%) Nether crits.
10—Nether Bolt (100') (E) A bolt of Nether is shot from the pam of the
caster; results are determined on the Nether Bolt Attack Table 13.3.
11—Nether Resistance (10'R) As Nether Resistance except it provides
protection for al within 10 of the caster.
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12—Circle of Nether (E) As Circle Aflame on the Fire Law list (Base
Magician) except that criticalsinflicted are Nether criticals and the caster
may increase the severity of the critical given by one for every additiona
13 PP spent on the spell (to amaximum of 'E).

13—Nether Ball (10'R) (E) A 1 ball of Nether is shot from the palm of
the caster, it explodesto affect a 10R ares; results are determined on the
Nether Ball Attack Table 134 (RMCIII).

14—Nether Summons |1 (FM) Allows the caster to summons a Nether
Elemental. Treat as aWeak Fire Elemental that delivers Plasma crits.
15—Nether Bolt (300) As Nether Bolt (100') except range is increased
to 300".

16—Nether Armor (D) As Light Armor on the Elemental Shields list
(Open Essence) except it protects against Nether.

17—Nether Mass(5' R) (FD) AsNether Mass(I 'R) except that theradius
is 5 and the Nether mass duration is increased to 8 rounds. Doing "D"
criticalsfor rounds 1 and 2, "C" criticals for rounds 3 and 4, "B" criticals
for rounds 5 and 6 and finally "A" criticals for rounds 7 and 8.
18—Nether Conflagration (F) Allows caster to envel ope aweapon with
nether matter. When the weapon inflicts any damage, the armor must
make a RR; if it fails, the AT is treated as if it was AT one. After the
duration of the spll, the weapon is completely destroyed. Any fumble
delivers a'B' Nether crit to wielder.

20—Nether Ball (20'R) AsNether Ball except radius is 20R.
25—Nether Summons| |1 (FM) Allows the caster to summons a Nether
Elemental. Treat asaStrong Fire Elemental that deliversNether criticals.
30—Triad Nether Bolt (E) As Triad of Water onthe Water Law list (Base
Magician) except Nether Bolts are shot.

50—NexusGate (F) A Gateisopened to the "Elemental Planeof Nether",
7 tal by 4" wide. Only creatures small enough pass through may pass,
though unusually powerful creatures (20+ levels) may rip the gate to
enlarge the dimensions enough to passthrough. GM discretionisrequired
for this spell.
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A

B

C

D

E

01-05 Tiny bubbles. +0 hits. Fizzle out. +0 hits. +1 hit. +2 hits. +3 hits.
06-10 | + nit +2hits. +3hits. +4hits. Stunned for 1 rnd. +3 hits.
]1 15 Foe loses initiative for next Spin foe. Losesinitiativefor 1 | Unbalancing blast. Foe must Unbalancing blast. Foe must parry | Foeis stunned for 1 rnd. +5 hits.
X md. Scary. md. +4 hits. parry for 1 md. +5 hits. for 1rnd. +6hits
Foe is spun about and loses Unbalancing blast forces foeto | Unbalancing blast forces foe to Irritating burns force foeto parry | Zap stuns foe for 1 rnd. +10 hits.
16-20 initiative for next rnd. +5 hits. | parry for 1 md. +5 hits. parry for 1 rnd. +8 hits. for 1rnd. +10hits.
Unbalancing blast causes foe | Minor burns, Foe must parry Crackling blast causes foe to Glancing blast. Foe must parry for | Strong blast redlsfoe. Stunned for
21-35 | toloinitiative for 2 mds. +8 | for 1 rnd a -10. +10 hits. parry for 1 rnd a -15. +10hits. | 1mdat-20. 1 hit per md. +15 hits.| 1 md. +20 hits.
hits.
Bums force foe to parry 1 md. | Disconcerted foe must parry Blast forces foe to parry for 1 Explosion stuns foefor 1 rnd. 2 Strike leg. Stunned for 2 rnds.
36_45 +10 hits. for 1 rnd and losesinitiativefor | rnd. 1 hit/rnd. +15 hits. hits per rnd. +15 hits. Fights at -20 if no foot covering.
2 rnds. +9 hits +20 hits.
Distrected foe must parry for | Staggering blast stunsfoefor 1 | Sizzling blast stunsfoefor 1 rnd. | Foeis spun about. 2 hits per rnd. Powerful blast. Stunned and
46-50 | 2mds. +15 hits. md and inflicts 1 hit/md. +15 | +15 hits. Add +5 to your next Stunned for 1 rd. +25 hits. unableto parry for 1 rd; dropsall
hits. roll. held objects. +25 hits.
Burn stuns foe for 1 md. +10 | Unbalancing blast causesfoeto | Hard blow stunsfoefor 1 rnd. Foe is forced back 5 feet. Stunned | Forceful blast stuns foe for 1 rnd.
51-55 hits. take 2 hits per md. Stunned for | +12 hits. Add +5 to your next for 2 rnds. 2 hits per rnd. Add +5 | Stunned and unable to parry for 2
1 rnd. +12 hits. roll. to your next roll. rnds. 3 hitsper rnd. +20 hits.
Crackling blast stuns foe for 2 | Back blast spinsfoe; hetakes 2 | Foe s thrown back 5 feet and Hot strike. Foe stunned and unable | Blast floors foe; out for 2 rnds. 2
%‘&) rnds. +15 hits. hits per rnd. All small metal must parry for 2 rnds. +20 hits. toparry for 1 rnd. Fightsat -10. hits per rnd and fights at -10. +25
items on foe's back are melted. +15 hits. hits.
+15hits.
Powerful blow. Foeis stunned | Blow causes delivers 2 hits per | Leg strike; any metal greaves are | Blast to shield arm. If no shield, Precision strike knocks foe down;
and unableto parry for 1 rnd. | rnd. Stunned and unable to destroyed; foe is stunned for 2 arms are useless due to nerve fights & -20 and drops held
61-65 +15 hits. parry 1 md. Fightsat -5. +15 rnas. +15 hits. damage, stunned and unable to objects. +25 hits.
hits. parry for 2 rnds, +15 hits;
otherwise, +20 hits.
Hammer blast shatters foe's Strike shatters weapon Chest strike breaks both arms; Impact ruptures eardrums and kills | Direct hit. Surgical strike blows
shield arm; heis stunned and | shoulder. Stunned for 3rnds. 5 | foeis stunned and down for 3 foeif hehas no helm; ese heisout | head into particles of matter which
66 unable to parry for 3 rnds. +25 | hits per md if metal armor is ds. Fights at -90. for 3 hours. scatter into the wind.
hits. worn. +20 hits.
Blow to back; foeis stunned Back strike. Stunned and Snap breaks both arms; foeis Focused blow takes foe down; out | Blast to shield arm stuns foe for 1
67 70 and unableto parry for 1 rnd | unableto parry for 1 md. stunned and down for 3 rnds. for 2rnds. +20 hits. Add +5 to rnd. If foehas ashield, itis
- and fights a -5 dueto burns. | Fightsat -5. +14 hits. Fights at -90. your next roll. broken; otherwise foe's shoulder
+10 hits. breaks.
Blow to mid-section; foe is Striketo Sde. Stunned 2 rnds Back blow. Foefoe is stunned Quick gtrike bresks shield arm. Numbing blast. Armsare usdess
71 75 stunned and unable to parry and unable to parry next md. 3 | for 3mdsandisunabletoparry | Stunned for 2 rnds. +15 hits. due to nerve damage. Fights at -25.
- for 1 rnd and fights at -10. hits per md. +25 hits. next md. Foe fights at -10 due to
+15hits. nerve damage.
Wesak strike to abdomen. Foe | Blow to feet topples foe. Foe is | Strike knocks foe down. Foeis Blast breaks weapon arm. Foe Awesome chest blast stuns foe for
76'&) is stunned for 3 rnds and down and out for 2 rnds and out for 2 rnds and fights at -15 fightsat -20. Stunned 2 rnds. +15 | 10 rnds and knocks him down.
unable to parry next rnd. +20 | takes 3 hits per rnd. +15 hits. due to internal bleeding. +15 hits. Fights at -30. +30 hits.
hits. hits.
Ripping backstrike breaks ribs | Horizonta strike fracturesribs | Blistering blast seers skin. Foeis | Foe attempts to deflect blast with Side strike rifles through organs.
and snaps cartilage. Foeis and bums skin. Stunned for 2 | stunned for 2 rnds, fights at-25, hands. Poor fool is down for 3 rnds | Foe dies after 6 painful rounds of
81-85 stunned and unable to parry rnds. Fights a -25. 3 hits per and takes 3 hits per md. +20 hits. | and takes 3 hits per md. +25 hits. inactivity. +35 hits.
for 1 rnd and fights at -25. rnd dueto bums. +15 hits.
+15 hits.
Brutal blast knocks foedown. | Calf strike bums muscle. Blast bresks thigh. Foefightsa - | Blast squeezes abdomen. Foedies | Heat wave, backbone is melted and
86-90 | Sunned for 2 mds. Foe fights | Stunned for 3 rnds. Fightsat - | 40 and is stunned for 3 rnds. +20 | in4 mds. +25 hits. foe dies of massive shock in 3
at -50. +15 hits. 50. +25 hits. hits. mds. +35 hits
Crushing strike breaks hip. Temple strike. If foe hashelm, | Strike twists and breaks hip. Foe | Red-hot fragments of jaw drive Shock pulses through foe's
0195 | Foefights & 50 and is he is sent into a permanent tekes 5 hits per md and fights at | into foe's brain. Foediesin 3 rnds. | nervous system. Foe diesin 6 rnds.
stunned for 3 rnds. +25 hits. coma; if not, hedies +30 hits. | -60. +25 hits. +55 hits. +35 hits.
Strike contacts head and neck. | Wedge-shaped strike severs Foe's feet are engulfed. Foe is Foe receives a lungful of plasma. Foe'sbody is apulped, smoking
%_99 If foe hashelm, he isknocked | windpipe. Foediesin 12rnds. | stunned and unable to parry for 9 | Foediesin 1 md. +25 hits. ruin. Add +20 to your next roll.
out; if not, hediesin 3 rnds. +30hits. mas. 6 hits per rnd. Fights at -75.
+25 hits. +25 hits.
Heed grike. If foe hashelm, Blast withersbody below neck. | Sizzling strike blasts through Foe's lungs and heart burn and Unfortunate foeis reduced to a
heis knocked out; if not, he Foe is parayzed permanently both eyes and into brain, killing | implode. +30 hits. Add +25 to your | molten puddle. Fetch a mop.
100 | diesin3mdsduetoshock | from neck down. +40 hits, Add | foe next roll.
and fractures. +30 hits. +10 to your next roll.
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B

C

D
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E

01-05

Only adrop. +0 hits..

Try again. +0 hits.

+1hit.

+2 hits.

+3 hits.

06-10

+l hit.

+2 hits.

+3 hits.

+4 hits.

Foelosesinitiativefor 1 rnd. +4 hits.

11-15

Foeslosssinitiativefor 1 rnd.
+2 hits.

Foe loses initiative for next
rnd. +3 hits. Foe is spun about.

Foeis unbalanced and must parry
next rnd. +4 hits.

Foe is unbalanced and must parry
next rnd. +5 hits.

Foe feels bums. If foe has armor, he
loses 1 rnd of initiative; if not, he
loses 2 rnds. +5 hits.

16-20

Nearby splash gives foe +3
hits, foeloses 1 rnd of
initiative.

Foeloses 1 md of initiative and
takes +4 hits.

Foe is unbalanced and must parry
next md. +5 hits.

Foe is unbalanced and must parry
next rnd. +6 hits.

Foe is unbalanced and must parry
next rnd. +7 hits.

Blast unbalances foe. He loses
1 rnd of initiative. +4 hits.

Foe must parry next rnd. +5
hits.

Light burns. Foe must parry for 1
md. +7 hitsand 1 hit per rnd.

Minor burns. Foe must parry for 2
rnds. +8 hitsand 1 hit per md.

Foe reels from blast. +15 hits and
foeisstunnedfor 1 rnd.

36-45

Foe must parry for 1 rnd. +8
hits.

Blow unbalances foe. +9 hits
and 1 hit per md.

Foe must parry for 2 rnds. +8 hits
and 2 hits per rnd.

Blast stuns foe for 1 rnd and fights
at -10 for 2 rnds. +10 hits.

Foe reels back 10 feet. +20 hits and
foeis stunned for 2 rnds.

46-50

Light burns cause foe to parry
for 1 rnd. +3 hitsand 1 hit per
rnd.

Foe loses 3 rnds of initiative.
+8 hitsand 1 hit per rnd.

Foe is unbalanced and must parry
for 2 rnds. +10 hits. Add +5 to
your next action.

Foe is spun about. +13 hits. Foe
fights at -10 for 2 rnds.

Foe is staggered. +20 hits and 3 hits
per rnd. If foe has non-magical non-
metal weapon, it is destroyed.

51-55

Sizzling but weak blast stuns
foefor 1 md. +6 hits.

Foeis stunned for 1 rnd. +8
hits and 2 hits per md.

Blast stuns foe for 2 rnds. +10
hits. If foe has leg armor, 1 hit
per rnd; if not, 3 hits per rnd.

Blast stuns foe for 2 rnds. If foe
has helm, he take +8 hits and 2 hits
per rnd. If not, he takes + 11 hits
and 4 hits per rnd.

Impact and acid stuns foe for 4 rnds.
Foe takes 3 hits per rnd.

56-60

Foe is unbalanced and forced
to parry for the next 3 rnds.

Foeis stunned for 2 rnds. Foe's
clothing is destroyed.

Blast stuns foe for 2 rnds. +10
hits and all foe's clothing and
leather are destroyed.

Strike to foe's shield arm. If foe
has no shield or metal armor, heis
knocked out for 1 day. +15 hits.

Strike to foe's weapon arm. Foe
drops weapon. Foe fights at -10 and
takes 3 hits per rnd.

61-65

Chest strike. If foe has metal
armor, stunned 3 rnds; if not,
stunned for 4 rnds. +6 hits.

Leg strike. Foe is stunned and
unableto parry for 1 md.
Fights a -5. +9 hits,

Upper leg strike. Foe is stunned
and unableto parry for 1 md.
+10 hits and foe fights at -10.

+10 hits. If foe has abdomen
armor, he takes 2 hits per md; if
not, 5 hits per rnd.

Leg strike, foe is knocked down.
Stunned for 2 rnds. Cannot parry for
1 rnd. +13 hits.

Blast stuns al within 5' of foe
for 1 rnd. Foedropsall heis
holding. Fights at -15. +10
hits.

Foe is stunned 2 rnds. +15 hits.
If foe is wearing organic armor,
itis usdess and he fights at

-15.

Chest strike, if foe has non-
magical, metal armor, it becomes
fused and arms unusable; if not,
knock out for 6 days. +15 hits.

Neck blast knocks foe out. Foe
cannot spesk for 2 months and
takes 4 hits per rnd. +20 hits.

Head gtrike. If foe has helm, it is
destroyed and foe isin acomafor 2
months; if not, foe's brain liquifies
and he dies. +10 to your next roll.

67-70

Back strike. Foe is stunned
and unable to parry for 1 rnd.
+7 hits.

Back strike. Foe is stunned for
2 rnds, cannot parry for 1 rnd,
and fights at -10. +8 hits.

Back blast stuns foe for 3 rnds
and he cannot parry for 1 md.
Fights at -15. +9 hits.

Back blast Foe is down for 1 md
and 3 hits per rnd. Fights at -20.
+10hits.

Back strike. Foe is stunned and
unable to parry for 4 rnds. Minor
shock. Fights at -25. +15 hits.

71-75

Blast stuns foe for 3 rnds. Foe
fights at -5 for 6 rnds. +8 hits.

Shield arm strike. If foe has a
shield, heis stunned for 4 rnds;
if not, aam isuselessand heis
stunned and unable to parry for
2 additional rnds. +10 hits.

Strike to shield arm. If foe has
metal shield, he is stunned for 6
rnds and takes +12 hits; if not,
+15 hits and foe is knocked down
and arm isuseless.

Strike to weapon arm. Arm is
usdless and foeis stunned for 3
rnds. +13 hits.

Shoulder strike shatters foes weapon
arm, muscles and cartilage damage.
Arm isusdess, foeis stunned for 6
md and takes 3 hits per rnd

76-80

Strike to foe's upper chest
stuns him for 2 rnds and he
cannot parry for 1 rnd. +9
hits.

Arm strike bums foe. Stunned
for 2 rnd and takes 2 hits per
md. All cloth on weapon arm is
burnt off and he drops dl he is
holding. +11 hits.

If foe has chest armor, heis
stunned for 6 rnds, takes 2 hits
per rnd, and fights at -5. If not,
foeis knocked out for 3 days due
to shock. +14 hits.

Foe loses the hand on his weapon's
arm. Foe is stunned and unable to
parry for 3 rnds and takes 5 hits

per rnd. Severe Burns. +16 hits.

Chest strike knocks out foe due to
shock, blood loss, and nerve
damage. Foe take 3 hits per md. +18
hits.

81-85

Back blast stuns foe for 2
rnds. He is unable to parry for
3rnds. +12 hits.

Back blast. Foe is stunned and
unable to parry for 3 rnds.
Muscles destroyed. Foe fights
at -15. +13 hits.

Blast to thighs. If foe has leg
armor, 2 hits per rnd and fights at
-20; if not, massive leg damage
(muscle/tissue) and fights a -85.

Lower back strike stuns foe for 20
rnds and adds 3 hits per rnd. +15
hits. Nerve and shock damage.

Foe inhales acid and he loses throat
and lungs. Foe diesin 12 rnds. +20
hits.

86-90

Foe knocked down. If foe has
metal armor legging, he loses
use of legs due to nerve dam-
age; if not, +15 hits and stun-
ned/unable to parry for 4 rnds.

Leg strike. Any organic legging
is dissolved causing 6 hits per
md. Foeis stunned for 4 rnds.
+14 hits.

Lower leg bums, foe loses foot
but wound is sedled. Stunned and
unable to parry for 6 rnds. 3 hit
per md. Fights at -15. +23 hits.

If foe has abdomen armor, it is
destroyed, foeis out, knocked
down, and takes 2 hits per rnd. If
not, foediesin 12 rndsdueto
organ loss

Foe lower body turns to mush. Foe
diesin 9 rnds duetoloss. +20 hits.

91-95

Hip strike. If foe haship
armor, + 10 hits and stunned
for 6 rnds; if not, stunned for
3rndsand at -50 due to shock
and nerve damage .

Head strike. Foeis blinded and
fights at -95. If foe has organic
helm, it is destroyed. If no
helm, 8 hits per md and loses
50% of hair.

Upper leg bums. Foe loses use of
leg due to tissue loss. Stunned
and unable to parry for 7 rnds. 4
hits/rnd. Fights at -20. +25 hits.

If foe has full helm, his eyes are

destroyed and heisin acomafor 2
days. If not, foe diesin 6 rnds due
to massive brain damage. +20 hits.

Side strike melts foes lower body
and internal organs. Foediesin 6
mds. +25 hits.

9%6-99

Neck strike. If foe has neck
armor, stunned for 3 rnds; if
not, stunned 4 rnds and +8
hits. If no head covering,
splash into ear drives insane.

Neck strike destroys foe's
throat. +20 hits. 12 hits per md
and heisinactive for 9 rnds
before dying.

Chest strike destroys foes heart
and lungs. If foe has metal armor,
it is fused to his chest and he dies
in 5 rnds; if not, foe dies
instantly.

Chest strike knocks foe back 10.
Massive nerve damage, foe dies of
fatal shock in 3 rnds. +22 hits.

Chest strike destroys both of foes
lungs. Blast throws foe back 10. Foe
diesin 3 gasping rnds. +30 hits.

100

Blast to head. +15 hits. If
helmed, foe is knocked out &
takes +1 per rnd; if not, foe
drops into comafor 1 month,
-85 to Appearance.

Blow to back of neck parayzes
foe from shoulders down. +20
hits. Foe is very mad.

Foeshead is no longer available
for use. Acid smoke surrounds
the body. +15 to friendly
witnesses for 3 rnds.

Acid vaporizes foe's midsection.
Destroys foe's clothing, armor &
al hewas carrying. Foeiscutin
half and dies. Add +15 to your
next roll.

All that remains of foe is a puddle of
flesh. +20 to your next roll. YAH!




12.3 PHYSICAL ALTERATION CRITI

A

B

C

AL STRIKE TABLE

D

E

0105 |o 0 0 0 0
06-10 |o 0 0 0 +1hit,
11-15 |o 0 0 +1hit. You gain initiative next rmd. +1 hit.
16'20 0 0 +1hit. You gain initiative next md. +1 hit. | Foe reels backward and must parry
next rnd. +2 hits.
0 +1hit. You gain initiative next rnd. +1 | Foe reels backward from hip strike | Chest strike. Foe must parry next
Z.'35 hit. and must parry nextrnd. +2 hits. | rnd. Add +5 to your next action. +3
hits.
+1hit. You gain initiative next md. +1 | Thigh wound. Y our attack stings | Thigh strike. Foe must parry next | Thigh wound. Foe is spun around

hit.

your foe and he must parry next
rnd. +2 hits.

md. Add +5 to your next action.
+3 hits.

and must parry next rnd at -20. +4
hits.

46-50

You gain initiative next rnd.
+1 hit.

Your foe is unsure of what's
going on and must parry next
rnd. +2hits.

Back strike knock foe down. Foe
must parry next rnd. Add +5 to
your next action. +3 hits.

Back wound. Foe is spun around
and must parry next rnd at -20. +4
hits.

Back wound. Foe is stunned next
rnd. +5 hits.

51-55

Chest strike. 50% change.
Your attack stings your foe
and he must parry next rnd.
+2 hits.

Blast leaves foe's chest
smoking. Foe must parry next
rnd. Add +5 to your next
action. +3 hits.

Chest strike. Foe must parry next
rnd at -20. +4 hits.

Chest wound. Foe is stunned next
md. +5 hits.

Chest wound. Foe is stunned next
rnd and fights at -10. +6 hits.

56-60

Leg strike. 60% change. Foe
must parry next rnd. Add +5
to your next action. +3 hits.

Leg wound. 50% change. Foe
is spun around and must parry
next rd at -20. +4 hits.

Thigh wound. Foe is stunned. +5
hits.

Leg wound. Foe is stunned next
rnd and fights at -10. +6 hits.

Strike foe's leg. Foe is stunned and
unable to parry next rnd. Foe fights
at -10. +7 hits.

61-65

Arm strike. 70% change. Foe
must parry next rnd at -20. +4
hits.

Minor arm wound. 60%
change. Foe is stunned next
rnd. +5 hits.

Forearm strike. 50% change. Foe
is stunned next rnd and fights a
-10. +6 hits.

Strike foe's arm. Foe is stunned
and unable to parry next rnd. Foe
fights a -10. +7 hits.

Forearm wound. Foe is stunned for 2
rnds and fights at -15. +8 hits.

Leg bender. 80% change. Foe
is stunned for 2 rnds. Add +20
to your next action. +10 hits.

Wegpon arm strike. 70%
change. Foe is stunned 3 rnds.
Add +20 to your next action.
+12 hits.

Thigh strike. 60% change. Foeis
stunned for 4 rnds. Add +10 to
your next action. +15 hits.

Leg wound. Foe is stunned for 5
rnds. Add +10 to your next action.
+18hits.

Chest gtrike. Foe's lungs arefilled
with smoke and he is overcome and
stunned for 6 rnds and fights at -40.
+20 hits.

67-70

Neck strike. 90% change. Foe
is stunned next rnd and fights
at -10. +6 hits.

Strike foe's neck. 80% change.
Foe is stunned and unable to
parry next md. Foe fights at
-10. +7 hits.

Neck strike. 70% change. Foeis
stunned for two rnds and fights at
-15. +8 hits.

Shoulder strike. 50% change. Foe
is stunned for 3 rnds. Add +20 to
your next action. +9 hits.

Shoulder wound. Foe is stunned and
unable to parry for 2 rnds and fights
at -20. +10 hits.

71-75

Thigh strike. 100% change.
Foe is stunned and unable to
parry next rnd. Foe fights at
-10. +7 hits.

Leg wound. 90% change. Foe
is stunned for 2 rnds and fights
at -15. +8 hits.

Leg wound. 80% change. Foe is
stunned for 3 rnds. Add +20to
your next action. +9 hits.

Leg wound. 60% change. Foeis
stunned and unable to parry for 2
rnds and fights at -20. +10 hits.

Lower leg strike. 50% change. Foe
is stunned and unable to parry for 3
rnds and fights at -25. +11 hits.

76-80

Shield arm strike. 100%
change. Foe is stunned for
two rnds and fights at -15. +8
hits.

Shield arm strike. 100%
change. Foe is stunned for 3
rnds. Add +20 to your next
action. +9 hits.

Shield arm strike. 90% change.
Foe is stunned and unable to
parry for 2 rnds and fights at -20.
+10 hits.

Shield arm strike. 70% change.
Foe is stunned and unable to parry
for 3 rnds and fights at -25. +11
hits.

Weapon arm strike 60% change. Foe
is stunned and unable to parry for 4
rnds and fights at -30. +12 hits.

81-8

Side wound. 100% change.
Foe is stunned for 3 rnds. Add
+20 to your next action. +9
hits.

Side wound. 100% change. Foe
is stunned and unable to parry
for 2 rnds and fights at -20. + 10
hits.

Side wound. 100% change. Foe
is stunned and unable to parry for
3rndsand fightsat -25. + 11 hits.

Stomach strike. 80% change. Foe
is stunned and unable to parry for
4 rnds and fights a -30. +12 hits.

Back wound. 70% change. Foe is
stunned and unable to parry for 5
rnds and fights at -30. You only
needed half amd. +13 hits.

86-90

Nail foe's back. 100%
change. Foeis stunned and
unable to parry for 2 rnds and
fights at -20. +10 hits.

Back of head strike. 100%
change. Foe is stunned and
unable to parry for 3 rnds and
fights at -25. +11 hits.

Hit on back of head. 100%
change. Foe is stunned and
unable to parry for 4 rnds and
fights at -30. +12 hits.

Bruise to kidneys. 90% change.
Foe is stunned and unable to parry
for 5 rnds and fights a -30. You
only needed half amd. +13 hits.

Leg wound. 80% change. Foe is
stunned and unable to parry for 6
rnds and fights at -30. You only
needed half amd. +14 hits.

91-95

Head strike. 100% change.
Foe is stunned and unable to
parry for 3 rnds and fights at -
25. +11 hits.

Hip strike. 100% change. Foe
is stunned and unable to parry
for 4 rnds and fights at -30. +12
hits.

Chest wound. 100% change. Foe
is stunned and unable to parry for
5 rnds and fights at -30. You
only needed half amd. +13 hits.

Side wound. 100% change. Foe is
stunned and unable to parry for 6
nds and fights a -30. You only
needed half a rnd. +14 hits.

Armwound. 90% change. Foe's
arms are struck numb and may not
be used for 7 agonizing rnds. +16
hits.

9%6-99

Zaptothe Heed. 100%
change. Foe is stunned and
unable to parry for 4 rnds and
fights at -30. +12 hits.

Bruise to cheek. 100% change.
Foe is stunned and unable to
parry for 5 rnds and fights at
-30. You only needed half a
rnd. +13 hits.

Neck wound. 100% change. Foe
is stunned and unable to parry for
6 rnds and fights at -30. You
only needed half arnd. + 14 hits.

Back wound. 100% change. Foe is
struck in the back and is brought to
hiskneesfor 7 long rnds. +16 hits.

Chest strike. 100% change. Foe's
heart stops momentarily. It takes 8
rnds before foe can do anything due
to chest pains. +18 hits.

100

Throat bums, 100% change.

Foe is stunned and unable to
parry for 5 rnds and fights at
-30. You only needed haf a

rnd. +13 hits.

Eyewound. 100% change. Foe
isblinded and is at -90 for 2
rnds. Stunned for 6 rnds. +14
hits.

Head strike. 100% change. Foe's
ears are blasted, staggers and
falls prone for 8 long rnds. +15
hits.

Head strike. 100% change. Foe's
brain is frazzled and is unable to
cope with any action for the next 8
rnds. +18 hits.

Head strike. 100% change. Foe's
eyes roll into back of his head. Foe
awakens after 9 rnds and needs to
reorientate (very hard). +20 hits.




12.4 DEPRESSION

A

B

C

CRITICAL STRIKE TABLE

D

E

01_05 0 0 0 0 Stunned for 3 rnds.
06-10 0 0 0 Stunned for 2 rnds. Stunned 3 rnds. Mild depres-
son. -5 to actionsfor 10 min.
0 0 Stunned for 1 rnd. Stunned for 3 rnds. Mild Stunned for 5 rnds. Mild
11-15 depression. -5 to dl actions depression. -5 to dl actionsfor
for 5 minutes. 10 minutes.
0 Stunned for 1 rnd. Stunned for 3 rnds. Mild Stunned for 5 rnds. Mild Disorientated. Mild depression.
16-20 depression. -5 to all actions | depression. -5 to al actions -10to all actionsfor 30
for 5 minutes. for 10 minutes. minutes.
Stunned for 1 rnd. Stunned for 3 rnds. Mild Stunned for 5 rnds. Mild Disorientated. Mild Disorientated. Moderate
21-35 depression. -5 to all actions | depression. -5to all actions | depression. -10to all actions | depression. -15 to all actions
for 5 minutes. for 10 minutes. for 30 minutes. for 1 hour.
Stunned for 3 rnds. Mild | Stunned for 5 rnds. Mild Disorientated. Mild Disorientated. Moderate Disorientated. Moderate
36-45 | depression. -5 to all depression. -5 to al actions | depression. -10to &l actions | depression. -15 to all actions | depression. -15 to all actions
actions for 1 minute. for 5 minutes. for 20 minutes. for 1 hour. for 3 hours.
Stunned for 5 rnds. Mild | Disorientated. Mild Disorientated. Moderate Disorientated. Moderate Disorientated. Moderate
46-5() | depression. -5 to all depression. -10to all depression. -15 to al actions | depression. -15 to all actions | depression. -20 to al actions
actionsfor 1 minute. actions for 20 minutes. for 30 minutes. for 3 hour. for 6 hours.
Disorientated. Mild Disorientated. Moderate Disorientated. Moderate Disorientated. Moderate Disorientated. Severe
5155 depression. -10 to all depression. -15to all depression. -15 to all actions | depression. -20to dl actions | depression. -20to al actions
actions for 5 minutes. actions for 30 minutes. for 1 hour. for 6 hours. for 24 hours.
Disorientated. Moderate | Disorientated. Moderate Disorientated. Moderate Disorientated. Severe Disorientated. Severe
56-60 | depression. -15toall depression. -15to al depression. -20to all actions | depression. -20to all actions | depression. -30to al actions
actions for 10 minutes. actionsfor 1 hour. for 3 hours. for 15 hours. for 1 week.
Disorientated. Moderate | Disorientated. Moderate Disorientated. Severe Disorientated. Severe Severe depression. -30to all
61-65 depression. -15to l depression. -20to depression. -20 to all actions | depression. -30 to dl actions | actionsfor 1 month. Sed.
actions for 30 minutes. actions for 3 hours. for 6 hours. for 24 hours.
Foe falls unconscious. Foe goes into serious Foe's mind goes elsewhere | The shock was too great to Foes mind finds refuge in fina
66 Suicidal depression. 15% | withdrawal from life due to | on an extended vacation. handle and foe's mind surcease of everlasting Degth.
chance/day of a highly an extremely low self- Coma collgpses. Coma. Death if no
suicidal act. esteem catatonia. helm.
Disorientated. Moderate | Disorientated. Severe Disorientated. Severe Severe depression. -30to al | Foe is now manic-depressive
67-70 |depresson. -20to al depression. -20 to all depression. -30 to al actions | actions for 1 week. Enjoy the | for 6 months and is at -35 to al
actionsfor 1 hour. actions for 6 hours. for 24 hours. ride. actions.
Disorientated. Severe Disorientated. Severe Severe depression. -30 to all | Foe is now manic-depressive | Foe is now manic-depressive.
71-75 depression. -20to all depression. -30 to actions | actionsfor 1 week. Bummer. | for 1 month. Lucky. Suicidal. Permanent. 75%/day
actionsfor 3 hours. for 24 hrs starting next rnd. chance of suicide. Pitiful.
Disorientated. Severe Severe depression. -30to | Foe is now manic-depressive | Foe is now manic-depressive. | Mental Trauma. Roll 4 Random
76-80 |depresson. -30to dl all actions for 24 hours. for 1 week. Permanent. It could have been | Insanities. Permanent. Time for
actions for 6 hours. Much sadness here. worse, the looney bin.
Severe depression. -30 to | Foe is now manic- Foe is now manic- Jolting. Roll 3 random Brain Fry. Roll 4 Random
81-85  |dl actionsfor 24 hours. | depressive for 1 week. depressive. Permanent. Life | Insanities. Permanent. Ugly. | Insanities, Foe is a a-50 for all
isnow arollercoaster. actions. Unconscious.
Foe is manic-depressve | Foe is now manic- Jolting. Roll 2 random Suicidal depression. Ceatatonic depresson.
for 1 week. depressive. Permanent. Traumas. Permanent. Permanent. 50%/day of Permanent. Foe curls up to
86-90 Life will continue to have suicide. Foeisnow uncon- | await Death.
its ups and downs. scious.
Foe is manic-depressive. | Mental shock. Roll 1 Suicidal depression. Catatonic depression. Foe decides on a strategic
91-95 Permanent. Not a pretty | random Trauma. Permanent. 25% chance/day | Permanent. Foe attempts to withdrawal from redlity. Coma.
3 sight. Permanent. of outright suicide. get off the Merry-Go-Round
of life.
Mental shock. Roll 1 Suicidal depression. Catatonic. Permanent. Foe | Foe hides in the Darkest Foe stops moving and slowly
06-99 |random Trauma Permanent. 25% chance/ | optsouit. corner of his mind. Coma. sits down, closing his eyes.
Permanent. day of asuicidal action. Degth.
Suicidal depression. Catatonic depression. Severe depression. Too Foe feds life is no longer Foe whimpers once as he fals
00 Permanent. 10% chance/ | Permanent. Foe wraps much for foe to handle. worth living and gives up. to the floor. Degth.
1 day of a suicidal action. | himselfin ahuddleand | Coma Decth.

denys existence.




0 125 STRESS CRITICAL STRIKE TABLE
Agony! +10 hits. Badly Oh Pain! +15 hits. -50 on | Racking Pain! +30 hits. -70 | Totaly Paralyzed. +70 hits. +110 hits. You are at -100 to all
sprained back. -35 to al al actions. -5totemp CO | todl actions. -15 to temp -90 to actions after paralyza- | actions and die in 12 rnds. -70
01-05 | manewers. . CO stat. tion is healed. -40 to temp CO | to temp CO &, -20 to
stat. potential CO stat.
+4 hits. Pulled ligaments. | Throbbing pain. +10 hits. | Debilitating Pain. +25 hits. | Crippling Pain from torn Incapacitating Agony. +100
06-10 -10to al physical -40 on dl actions. -3 to -10 to temp CO stat. -60 on | muscle tissue. -30 from temp | hits. Paralyzed (no action). -60
maneuvers. temp CO dtat. everything. Uh Oh. CO stat. -80 to all actions. to temp CO stat, -20 to
potential CO stat.
Sprained muscle-5to al | +7 hits. Ligaments and +19 hits. -50 to all actions -7 | +50 big hits. -30 to every- Crippling Pain. +90 hits. -50
11-15 physical maneuvers for tendons damage. -30to al | to temp CO stat. Nobody thing. -20 off temp CO stat. off temp CO dtat. -15 off
- next 24 hours. maneuvers. forced you. potential CO gtat. -90 to all
actions.
None +5 hits. -10to dl physical | Terrible Agony. +14 hits. Prickly torment +45 hits. -60 | Excruciating Pain. +80 hits. -40
16-20 maneuvers. Ouch!. -40to al actions. -5 totemp | to all actions. -15 to temp CO | off temp CO stat. -10 off
CO dtat. stat. potential CO stat. -80to all
actions.
None +3 hits. -5 to al physical +10 hits. -30to al actions. | +37 hits. -55 to all action. -12 | +73 very red hits. -75 to all
21-35 maneuvers. -3 to temp CO dtat. to temp CO stat. You did it to | actions. -33 to temp CO stat. -7
yourself . to potential CO stat. Agony.
None Pulled amuscle. -5 to all +8 hits. -20 to all actions due | +30 hits. -50 to al action. -8 | +65 hits. -25 point off temp CO
36-45 physical maneuvers for 24 | to stinging pain. to temp CO dtat. Retirement | dtat. -5 off potential CO stat.
hours. ain't al bad. You are & -70 to do anything.
None None Bad Sprain. +5 hits. Pain. Pain lances through your +55 hits. You are a -60. -20 to
50 -10 to physical actions. body. +27 hits damage. -5t0 | your temp CO gat. Time to
46- temp CO stat. -40 to all retire, think about it.
maneuvers.
None None +2 hits. That smarts You are | +24 hits. -1 to temp CO stat. | +50 hits. -18 to temp CO stat.
51-55 a a-5 to physical maneu- -30toaall actions. Not good. | Sprained 1 10 muscles, -55 to
vers, activity.
None None Sprain for the next 24 hours. | +20 hits. Screaming muscles | Lacerating Agony. +45 hits.
56-60 -5 to al physical maneuvers. | leave you -20. -1 totemp CO | -45 on all actions. -14 to temp
Stat. CO dtat.
None None None +15 hits. Splitting pain in +35 hits. -10 to temp CO stat.
61-65 back bestows -15 to all -40to all actions. Scourging
actions. Pain.
None None None +10 hits. Good Job. Youare | Now that really hurt. +28 hits.
66 at -10 on al physical -7 to Temp CO stat. -30to all
maneuvers. actions.
None None None Dull Acheinjoints. +6 hits. +21 hits. -25to all actions -5 to
6/-70 You are at -5 to al physical temp CO stat. Much Pain.
maneuvers.
71-75 None None None +3 hits. Smooth move. -5t0 | Gripping Pangs. +15 hits. -20
- all physical maneuvers. to actions. -2 to temp CO stat.
None None None None +12 hits. Throbbing Pain gives
76-80 -15to dl actions. Not Pretty.
None None None None Sprained muscles and tendons.
81-85 +7 hits. -10to al actions.
None None None None +4 hits. -5 to dl physica
86-90 maneuvers.
None None None None Sore Muscles. +1 hit. -5 to al
91-% actions.
Beneficial Stress. +2 add | None None None None
O06-99 |tohittotd (i.e., body
development). Enjoy.
Very Beneficia Stress. +5 | Beneficial Stress. +5 to None None None
100 .addtohit total (i.e, body | temp CO stat (may not
development). You have | raise Sat above potential).

initiative.




A

12.6 SHOCK CRITICAL STRIKE TABLE

B

C

D

91

E

01-05 | None None None None 1 rnd of stun.

06-10 | Nore None None Stunned for 1 rnd. Stunned for 2 rnds.

11-15 None None Stunned for 1 rnd. Stunned for 1 rnd. rS]{tﬂlufrllned for 3 rnds. Parry at
None Stunned for 1 rnd. Stunned for 1 rnd. Stunned for 2 rnds. Stunned for 4 rnds. Cannot

16-20

parry. -5for 1 hour.

21-35

Stunned for 1 rnd.

Stunned for 1 rnd.

Stunned for 2 rnds. Parry at
half.

Stunned for 3 rnds. Parry at
half.

Stunned for 5 rnds. -10 for 1
hour.

36-45

Stunned for 1 rnd.

Stunned for 2 rnds. Parry
at half.

Stunned for 3 rnds.

Stunned for 4 rnds. Cannot
parry. -5 for 1 hour.

Stunned for 6 rnds. Cannot
parry. -15 for 1 hour.

46-50

Stunned for 2 rnds.

Stunned for 3 rnds.

Stunned for 4 rnds. Cannot
parry. -5 for 1 hour.

Stunned for 5 rnds. Cannot
parry. -10for 1 hour.

Stunned 7 rnds. Cannot parry or
change facing. -20 for 1 hr.

5155

Stunned for 3 rnds. Parry
a half.

Stunned for 4 rnds. Cannot
parry.

Stunned for 5 rnds. Cannot
parry. -10 for 1 hour.

Stunned for 6 rnds. Cannot
parry. -15 for 1 hour.

Stunned 9 rnds. Cannot parry or
change facing. -25 for 24 hrs.

56-60

Stunned for 4 rnds.
Cannot parry.

Stunned for 5 rnds. Cannot
parry. -5 for 20 minutes.

Stunned for 6 rnds. -15 for 1
hour.

Stunned for 8 rnds. Cannot
parry. -20for 1 hour.

Stunned for 12 rnds. Cannot
parry or change facing.
Disorientated. -25 for 3 days.

61-65

Stunned for 5 rnds.
Cannot parry. -5 for 20
minutes.

Stunned for 6 rnds. -5 for 1
hour.

Stunned for 8 rnds. Cannot
parry. -20 for 1 hour.

Stunned for 10 rnds. Cannot
parry or change facing.
Disorientated. -25 for 24
hours.

Stunned for 15 rnds. Cannot
parry or change facing.
Disorientated. -30 for 3 days.

Stunned for 10 rnds.
Cannot parry or change
facing. -25 for 24 hours.

Stunned for 16 rnds.
Cannot parry or change
facing.

Foe dams himself to the
Floor for 4 hits. Coma.

Foe snaps rigid and slowly
falls, the air whistling audibly
from his lips. Coma. Degth if
no helm.

Foe collapses like card house in
a dtiff breeze. Degth.

67-70

Stunned for 7 rnds.
Cannot parry. -10 for 1
hour.

Stunned for 9 rnds. Cannot
parry. -10 for 3 hours.

Stunned for 11 rnds. Cannot
parry or change facing. -20
for 3 hours.

Stunned for 13 rnds. Cannot
parry or change facing.
Disorientated. -30 for 24
hours.

Stunned for 19 rnds. Cannot
parry or change facing.
Disorientated. -35 for 3 days.

7175

Stunned for 8 rnds.
Cannot parry. -15 for 1
hour.

Stunned for 10 rnds.
Cannot parry or change
facing. -20 for 3 hours.

Stunned for 12 rnds. Cannot
parry or change facing.
Disorientated. -25 for 6
hours.

Stunned for 14 rnds. Cannot
parry or change facing.
Disorientated. -35 for 3 days.

Stunned for 25 rnds. Immobi-
lized for 3 rnds. Disorientated.
-40for 1 week.

76-80

Stunned for 9 rnds.
Cannot parry or change
facing. -20 for 3 hours.

Stunned for 11 rnds.
Cannot parry or change
facing. -25 for 3 hours.

Stunned for 13 rnds. Cannot
parry or change facing.
Disorientated. -30 for 24 hrs.

Stunned for 15 rnds. Cannot
parry or change facing.
Disorientated. -40 for 3 days.

Stunned for 30 rnds. Immobi-
lized for 5 rnds. Disorientated.
-50for 1 week.

81-85

Stunned for 10 rnds.
Cannot parry or change
facing. -20 for 6 hours.

Stunned for 12 rnds.

Cannot parry or change
facing. Disorientated. -30
for 24 hours.

Stunned for 14 rnds. Cannot
parry or change facing.
Disorientated. -30 for 2
days.

Stunned for 16 rnds. Cannot
parry or change facing.
Disorientated. -45 for 3 days.

Foe spins about clutching his
head and fdlls. +2 Hits. -60 for
1 week. Unconscious.

86-90

Stunned for 11 rnds.
Cannot parry or change
facing. -25 for 6 hours.

Stunned for 13 rnds.
Cannot parry or change
facing. Disorientated. -35
for 24 hours.

Stunned for 15 rnds. Cannot
parry or change facing.
Disorientated. -35 for 2
days.

Stunned for 17 rnds. Cannot
parry or change facing.
Disorientated. -50 for 3 days.

One last how! punctuates foe's
collgpse. +5 Hits. -75for 1
week. Unconscious.

91-%

Stunned for 12 rnds
Cannot parry or change
facing. Disorientated. -25
for 24 hours.

Stunned for 15 rnds.
Cannot parry or change
facing. Disorientated. -35
for 2 days.

Stunned for 18 rnds. Cannot

parry or change facing.
Disorientated. -40 for 2

days.

Stunned for 21 rnds.
Immobilized 3 rnds. -50for 1
week. +2 hits.

Roll 3 random phobias. +7 hits.
Coma

9%6-9

Stunned for 13 rnds.
Cannot parry or change
facing. Disorientated. -30
for 24 hours.

Stunned for 16 rnds.
Cannot parry or change
facing. Disorientated. -40
for 2 days.

Stunned for 24 rnds.
Immoabilized 2 rnds.
Disorientated. +1 Hit.

Random brain damage. +3
hits. Coma.

Foe crumples in an untidy heap.
Desth.

100

Stunned for 14 rnds.
Cannot parry or change
facing. Disorientated. -35
for 24 hours.

Stunned for 19 rnds.
Immobilized 2 rnds. -45
for 2 days.

When foe awakes he is
mindless drooling idiot. +2
hits. Coma.

Foe stops and remains in last
living position. Pity. Degth.

Foe's eyes glaze as he launches
himself 10 backwards. Death.




92

12.7 DISRUPTION CRITICAL STRIKE TABLE

A

B

C

D

E

01-05

Anear miss. No extra damage.

Glancing blow. +0 hits.

+1 hit

+3 hits.

+4 hits.

06-10

+1 hit.

+3hits.

+4 hits. Add +10 to your next
attack.

You may attack before this oppo-
nent in the next Fire Phase. +5 hits.

+6 hits. Foe loses his next attack op-
portunity.

1115

You may resolve your fire
before this opponent's next
round. +2 hits.

Soft strike to foe's side. You
may fire before this opponent
for the next three mds. +4 hits.

Minor disruption of fog's side.
+7 hits. Foe takes 2 hits per
round.

+6 hits. Foe is stunned for
2 rounds.

+8 hits. Foe is stunned for 2 rounds.

16-20

Foe is stunned next round, and
must parry for the next two
rounds. +3 hits.

Blow to foe's side delivers
+5 hits. Foe must parry next
round at -30.

Blow stuns foe for 3 rounds.
+8 hits.

Minor side wound causes foe to
take 3 hits per round. He is stunned
next round.

Minor disruption gives foe 1 hit per
round. He must parry for 3 rounds.

21-35

Foe must parry next three
rounds. +4 hits. Add +5to
your next attack.

Foe stunned for the next three
rounds. +5 hits, and foe takes
1 hit per round.

Disrupting strike hits foe along
side of chest. Foe stunned and
unable to parry for 2 rounds. Foe
takes 3 hits per round. +9 hits.

Blast to foe's upper leg. +7 hits.
He is stunned and unable to parry
for 3 rounds.

Attack disrupts foe's side. +9 hits.
Foe takes 3 hits per round and is
stunned for 4 rounds.

36-45

Burst muscle in foe's lower
leg. Foe stunned for one round
and receives 1 hit per round.
Move at -50.

Disrupt foe's lower leg.
Foe moves at -50 and takes
4 hits per round. +6 hits.

Major wound to lower leg. Foe
takes 5 hits per round and is
knocked to one knee. He is
stunned for 4 rounds.

Wound foe's groin. Shocked, he is
stunned for 7 rounds and unable
to parry for 4 rounds. +8 hits.

Add +10 to your next attack.

Blow to leg shatters several bones
and shreds muscle. Foe at -70 and
takes 4 hits per round. Add +10 to
your next attack.

46-50

Minor flesh wound along foe's
back. +5 hits. Foe stunned for
two rounds.

Disrupting blast along foe's
lower back. He is stunned and
may not parry for 4 rounds.
+7 hits, takes 1 hit per round.

Blast across foe's back tears skin.
Foe takes 3 hits per round and is
stunned for 5 rounds.

Disruption of foe's fower back
paralyzes him from the waist down.
He is down and out for 20 rounds.
+10 hits.

Minor disruption to foe's lower
back. Foe is stunned and unable to
parry for 5 rounds. He takes 4 hits
per round. +10 hits.

51-55

Minor disrupting strike to foe's
chest. Foeis stunned and
unable to parry for three mds
and receives 3 hits per round.

Blow to foe's chest drops him
to the ground. Foe takes 4 hits
per round and is stunned

for 5 rounds. +8 hits.

Disruption in upper chest drops
foe for 3 rounds. Foe takes 3 hits
per round. +10 hits.

Blast in chest collapses foe's lungs
and breaks ribs. Foe operates at -50
for 4 rounds then slips into a coma.
He dies 6 mds thereafter. +12 hits.

Foe's chest ruptured. He takes 6 hits
per round. In 3 rounds he drops,
and after 3 more, he dies.

56-60

Minor thigh disruption. Foe
knocked down and stunned
for 2 rounds. +5 hits.

Foe takes 3 hits per round.

Energy dissipation shreds foe's
thigh muscle. Foe takes 4 hits
per round. +9 hits. Foe moves
at -50.

Pulverizing blast to foe's upper
thigh. +11 hits. Foefallsand is
stunned for 5 rounds. He takes
5 hits/md and moves at - 75.

Blast in upper leg. Foe falls and
takes 6 hits per round. He is at -90.
Add +10 to your next action.

Major groin injury. Vitals destroyed.
Foe stunned for 14 rounds and
takes 2 hits per round.

61-65

Blast along forearm. +5 hits.
Foe takes 3 hits per round
and is at -25.

Blast to foe's forearm.
Hand useless. +9 hits.
Foe takes 5 hits per round.

Strike rips into foe's forearm.
Arm useless. Foe takes 4 hits per
rnd and operates at -40. +12 hits.

Forearm destroyed. Foe takes
7 hits per round and is stunned
for 5 rounds. He is at -40.

Disrupting strike severs arm above
the elbow. Foe takes 5 hits/rd and
is stunned for 8 mds. He is at -50.

66

Non-weapon shoulder bursts
from inside. Arm useless; will
fall off if foe takes more than
25% activity; stunned no parry
for 6 mds, +10 hits, 5 hits/rnd.

Elbow in foe's weapon arm
disrupted. Joint is destroyed
and arm useless. +10 hits.
Foe stunned and unable to
parry for 10 rounds.

Foe's knee destroyed. He loses
lower leg, and takes 5 hits per
round. Foe drops and is out
for 10 rounds. Afterwards he is
at-70. +25 hits.

Blast to the face destroys foe's
eyes, ears, nose and throat. He
dies after 4 painful rounds.

Burst destroys lungs. Heart
explodes. Foe falls and is inactive
for 3 agonizing rounds before dying.
+20 hits.

67-70

Break foe's collar bone.

+6 hits. Foe is stunned for
4 rounds and may not parry
for two rounds. Foe at -20.

Blow to foe's neck. Foe stunned
for 6 rounds and may not parry
for 3 rounds. Foe operates
at-10. +10 hits.

Blow to collar area. Foe'is
stunned for 12 rounds choking.
He operates at -80. +13 hits.

Massive cellular disruption in foe's
shoulder. +14 hits. Foe stunned
for 6 rounds and operates at -60.

Blast inside shoulder sends arm
flying. Foe stunned and unable to
parry for 12 mds, +22 hits, 6 hits/
md. Add +10 to your next attack.

7175

Disrupt tendons in lower leg.
Foe at -50 and knocked to one
knee. Foe stunned for 3 mds
and takes 2 hits per md.

Muscles burst in foe's calf.
Foe at -50 and receives 5 hits
per round. +11 hits.

Foe's calf muscle destroyed,
tendons disrupted and bone shat-
tered. Foe is at -50; takes 6 hits/
md. Add +10 to your next attack.

Blast destroys foe's foot. He is
at -50 for 5 rounds before passing
out. Foe takes 5 hits per round.

Shuddering blast scraps leg. Bone,
muscle and blood vessels burst.

Foe knocked down, stunned for

6 rnds. He takes 6 hits/md. +24 hits.

76-80

Disrupt foe's bicep. +7 hits,
and 3 hits per round.

Foe at -30 and stunned

for 4 rounds.

Non-weapon arm disrupted.
Foe at -40 and takes 6 hits/md.
He is stunned and unable to
parry for 7 mds. Arm useless.

Non-weaponarmdisruptedand
useless; muscles destroyed; bone
fractured. Stunned for 12 mds;
takes 4 hits/md. +14 hits.

Foe's non-weapon arm explodes
and is messily removed from his
body. Stunned and unable to parry
for 18 rnds, 6 hits/md, +20 hits.

Foe's weapon arm bursts open.
It is destroyed. Foe takes 6 hits
per round, and is stunned

for 36 rounds. +30 hits.

81-85

Strike foe in the side. Internal
bleeding delivers 7 hits per
round. Foe stunned 8 rounds.
Add +10 to your next attack.

Blow to foe's side. +12 hits.
Foe takes 8 hits per round.
He is stunned for 12 rounds
and operates at -40.

Blow to side of lower abdomen.
+15 hits. Internal bleeding causes
6 hits/rd. Foe fights for 24 mds
then dies due to organ failure.

Variety of foe's abdominal organs
explode. He takes 8 hits per round
and is at -80 for 4 rounds before
expiring. +30 Hits.

Foe's backbone shattered by blast.
He falls and dies after 6 quiet
rounds due to massive organ
failure. +40 hits.

86-90

Disrupting blast along foe's
back. Foe takes 4 hits/md and
is stunned for 5 rnds. +8 hits.

Strike to back of foe's head.
The subsequent brain disruption
kills foe instantly. +15 hits.

Shot pulps foe's brain. He dies
instantly. +25 hits. Add +15 to
your next attack.

Shattering blast destroys foe's
kidneys and severs spine. +40 hits.
Foe drops, then dies next round.

Strike disrupts hip joint. Leg is lost.
Foe lapses into unconsciousness,
dying in 6 rounds. +30 hits.

91-95

Blow off foe's ear. +9 hits.
Foe takes 5 hits per round
and hearing is at -50.

Foe stunned for 10 rounds.

Blast disrupts hip, destroying
the joint, +15 hits, stunned for
10 mds before passing out.
Add +20 to your next attack.

Foe's chest explodes from the in-
side. Heart destroyed. Foe drops
then dies next round. +35 hits.

Disgusting strike guts through
opponent. He is disemboweled
and dies instantly. Add +20 to
your next action.

Foe's arm and side destroyed by
disrupting blast. He is stunned
and unable to parry for 8 rounds,
then dies. +35 hits.

96-99

Disrupting strike to middle of
face, stunned and unable to
parry for 12 mds, 5 hits/rd.
Add +5 to your next attack.

Blast blows out side of foe's
head. Foe drops and takes 5 hits
per round for three rounds
before dying.

Blast shatters backbone and
exposes upper chest cavity.
Foe dies instantly. +45 hits.

Back blow sends foe reeling.
Broken in half, foe drops and dies
next round.

Internal explosion sends rib
fragments flying. Foe drops and dies
immediately. Add +20 to all actions
for the next 2 rounds.

100

Strike disrupts foe's neck,
severing his head from the
rest of his body. Foe dies
Immediately, +20 hits.

Head strike destroys brain. Foe
is dead.

Foe's head explodes. He is very
dead, permanently.

Head shot destroys brain in
a gruesome display. Foe's
lifeless, headless body
tossed back 3 meters.

Foe's body ripped apart by cruel
disrupting blast. He is no more.
Good work.




131 PLASMA BOLT ATTACK TABLE

20 19 18 17 ¥ 15 14 13 2 1 10 9 8 7 6 5 4 3 2 1

UM 01-02 F F F F F F F F F F F F F F F F F F F F 01-02 UM
03-10 F F F F F F F F F F F F F F F F O 0 0 O 03-10
11-20 F F F F F F F F 0 0 0 0 0 0 0 0 0 0 0 0 11-20
21-30 O 0O o0 o 0O O o O O O o0 o O O o O 0O O O o 21-30
31-35 1 1 0 O 1 0 o0 O O 0O O o O 0O O oO 0O O 1 0 31-35
36-40 2 2 1 0 2 0 0 O O O o0 o O 0O O o 0O o 2 ©O 36-40
41-45 3 3 3 1 3 3 1 0 1 0 0 0 1 1 0 0 1 1 4A 0 41-45
46-50 4 4 4 3A 3 4 3 1 1 1 1 0 3 2 1 o 3 3 6B 3A 46-50
51-55 4A 5 5 5A 4 5 5 3A 2 2 3 1 4 4 2 1 5 5A 8 5B 51-55
56-60 5A 6A TA T7A 4 7 7 6A 3 3 6 3A 5 5 4 3A 7A B8A 10C 7B 56-60
61-65 5A° 7A B8A 9B 5 8 B8A B8A 4 4 7 6A 7 6 5 6A 9A 11A 12C oC 61-65
66-70 6A 8A 9A 1B 6 9 O9A 11B 4 5 9A O9A 8 8 O6A B8A 11B 14B 13C 11C 66-70
71-75 7TA 8A 10B 12B 7A° 10 11B 12B 5 6 10A 11A 9A 9 B8A 10A 2B 17B 15C 13C 71-75
76-80 7TA. 9B 12B 14B 8A 11A 12B 13B 6 7A 1A 13B 1A 10A 9A 13B 138 19E 1/D 15C 76-80
81-85 88 1B 13B 1B 9A 12A 13B 16C 7 B8A 13B 1B 12A 12A 10A 1B 158 21B 19D 1D 81-85
86-90 8B 11B 14B 1/C 10B 138 15C 17C 8A 10A 15B 17B 13A 13A 12B 18B 16C 23B 21D 19D 86-90
91-95 8B 11B 15C 19C 11B 138 16C 19C 8A 11B 1/B 19C 15A 15B 13B 20B 17C 25C 23D 21D 91-95
96-100 9B 12B 16C 20C 11B 14C 17C 20D 9A 12B 19C 21C 16B 16B 1B 22C 19C 27/C 25D 23D 96-100
101-106 9B 12C 17C 21C 12C 15C 19D 21D 10B 13B 20C 23C 7B 17B 17C 23C 20C 29C 28E 26D 101-105
106110 10C 13C 19C 23D 13C 16D 20D 23D 11B 14C 21C 25D 198 19C 18C 25C 22D 31C 31E 29E 106-110
111-115 11C 14C 20D 24D 14D 16D 21D 25E 11B 15C 23D 26D 20C 20C 21C 2/D 24D 33D 33E 3I1E 111-115
116120 1I1C 15C 21D 25D 15D 17D 23E 26E 12C 16C 24D 27D 2I1C 2I1C 23D 29D 27D 3BD 36E 3HE 116-120
121-125 12C 16D 22D 26E 16D 18D 25E 28E  13C 17D 25D 29E 23C 23D 25D 32D 29E 36D 39%E 37E 121-125
126130 12D 16D 24E 27E 1I7E 19E 26E 29F 13D 18D 27/E 30E 24D 25D 28D 3D 32E 37E 41F 30E 126-130
131-135 12D 1/D 25 29E 18E 20E 27F 30F 14D 19D 28E 31E 26D 27D 30E 37E 3BE 3BE 444F 42F 131-135
136140 13E 18E 26F 30F 19 21F 28F 31F 15E 19E 29F 32F 27E 28E 31E 40E 37F 39F 47F 45F 136-140
141-145 13E 19 28F 31F 20F 22F 30F 33F 15 20E 31F 34F 20E 30E HAE 43E 41F 40F 49F 47F 141-145
146150 13F 20F 30G 322G 21G 23G 31G 3G 15 20F 322G 3HG 31F 3BF 3BG 456G 43G 41G 52G 50G 146-150

UM 100 19G 24G 3HBH 27tH  27H 30H 37H 41H 220G 26G 38H 42H 3BG 38G 42H 50H 51H 494 63H 60H 100 UM

Range 0 — 10 +35 (For A,B,C,D,E use plasma criticals) Use Use Use
%% — 51%0 250 Resut Plasma Cold  Electricity
100 — 200 -40 UM = Unmodified Roll F E A
201' — 300 55 G E B -
301 —up -75 H E C A

£6



20 19 18 17 1 1B 14 13 2 11 10 9 8 7 6 5 4 3 2 1
UM -4 F F F F FF F F F FF F F F F FEF F F F F F 01-04 UM
%08 O O O O o0 O O 1 0 o O A o0 O O O O o0 2 4 0508
2 0 O O O O o O 1 0 0 1 2o 0 O 1 2o 0 1 5 B6A 0912
1316 O 0 0O 1 o0 o0 1 2 O 1 2 3 0 1 2 4A 1 2A 7A 8A 1316
17-20 O 0O 1 2o o0 1 2 4 1 1 3 sA 1 2 3A 7A 2A 4A 8A 1IA 17-20
21-24 0 1 2a aa 1 2 4 5a 1 2 50 6A 2 3A 5A O9A  4A 5A 11A 13A 21-24
25-28 1 2 4A B5A 2 3 5A 6A 2 4A 6A B8A 3A 5A BA 10A 5A 6A 13A 14A 25-28
29-32 2 4A 5A  6A 3 5A 7A 8A 4A 4A TA 9A 5A 6A T7A 13B 6A 8A 14A 16B 29-32
33-36 4 6A 8A 9A 5A 6A 8A OA 5A 5A OA 1B 6A 7A OA 14B 8A O9A 16A 17B 33-36
37-40 5A 8A O9A 10A 6A T7A 9A 1B 6A 6A 10B 128 7A O9A 10B 15B  9A 10B 17B 18B 37-40
41-44 6A OA 10A 1B 7A 9A 10A 12B 7A 7A 11B 138 9A 108 11B 17B 10A 128 18B 20B 41-44
45-48 7A 10A 12A 133 9A 10A 12B 13B 8A 83 138 148 10B 11B 138 188 12B 31B 20B 21C = 4548
49-52 7A 11A 138 14B  10A 11A 13B 14B 8A 9B 14B 168 11B 138 14B 19C 13B 14B 21B 22C 4952
53-56 8A 12A 14B 16B 11A 13A 14B 16B 9B 11B 16B 17C 128 14B 158 21C 14B 168 22C 24C 53-56
57-60 8A 12B 16B 17B 13A 14B 16B 17B 9B 12B 17C 18C 14B 15B 17C 22C 16B 17B 24C 25C 57-60
61-64 9A 148 17B 188 14B 14B 17B 18C 10B 13B 18C 20C 15B 16C 18C 23C 17B 18C 25C 26C 61-64
65-68 10B 14B 18B 19C 14B 15B 18C 20C 10B 14C 20C 21C 1L 17C 19C 25C 18C 20C 25C 28C 65-68
69-72 10B 158 19C 21C 15B 15B 20C 2IC 12B 15C 21C 22C 17C 19C 2IC 26C 20C 21C 27C 29D 69-72
73-76 11B 15B 19C 2IC 15B 16B 2IC 22C 13C 16C 22C 23C 18C 20C 22C 27D 21C 22C 28C 30D 73-76
77-80 12B 17C 21C 22C 16B 17C 22C 23C 14C 18C 23C 24D 19C 21C 24D 29D 22C 24C 29D 32D 77-80
81-84 2B 17C 21C 22C 17C 18C 22C 23C 15C 19C 24D 26D 21C 22D 26D 30D 23C 26C 31D 33D 81-84
85-88 13C 18C 22C 23C  18C 18C 23C 24C  16C 20C 26D 27D 22D 23D 29D 31D 26C 28D 32D 34D 85-88
89-92 13C 15C 21C 25C 18C 18C 23C 25C 17C 21C 28D 29D 24D 24D 31D 34D 28C 30D 34D 35D 89-92
93-95 14C 18D 22D 23D 19C 19C 25D 26D 19D 23D 29D 30E 26D 26D 32D ME 29D 32D 34D 37E 93-95
UM 9697 16D 22D 25D 28E 21D 21D 27D 28E 21D 25E 31E 32E 27E 28E 34E 36E 31E 34E 36E 39E 9697 UM
UM 9899 18E 24E 27E 30E 23E 23E 29E 30E 23E 27E 33E MUE 30E 31E 36E 38E 37E 36E 38E 41E 93-99 UM
UM 100 20F 26F 29F 32F 25F 26F 31F 32F 26F 29F 35F 36F 32F 34F 38F 40F 35F 38F 40F 43F 100 UM
Range: ﬁ- — 51’8 +38 (For A,B,C,D,E use plasma criticals) Use Use
ol- — 100 -5 UM = Unmodified Roll Reiu“ Plaséma C/(ild
101' — 200 -40
20I' — 300 -5
301" — up -75

e
LS



133 NETHER BOLT ATTACK TABLE

20 19 18 17 6 15 14 13 2 11 10 9 8 7 6 5 4 3 2 1

UM 01-02 F F F F F F F F F F F F F F F F F F F F 01-02 UM
03-10 F F F F F F F F F F F F F F F F F F F F 03-10
11-20 F F F F F F F F F F F F F F F F F F F F 11-20
21-30 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 0 21-30
31-35 3 1 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 2 4 1 31-35
36-40 3 3 1 0 3 1 0 0 3 0 0 0 0 0 0 0 2 4  4A 3 36-40
41-45 5A 3 3 1 3 3 2 0 3 3 0 0 4 0 0 0 4A BH5A 6A BA 41-45
46-50 5A° 5A 3 3 5A 3 2 2 5A 3 3 0 4A 4 O 0 5A 6A TA 6A 46-50
51-55 7TA HBA  5A 3 5A 5A 4A 2 5A  5A 3 3 5A. 4A 4 0 6A T7A 8B B8A 51-55
56-60 7o 7A 5A 5A  7A 5A 5A 4A 7A 5A 5A 3 5A 5A 4A 4 6A 8B 9B OB 56-60
61-65 9B 7A TA S5A 7A TA 6A S5A 7A 7A 7A 5A 7A 5A 5A S5A  7A 9B 10B 10B 61-65
66-70 9B 9B TA TA 9B TA TA TA 7TA7TA 8B T7A A TA TA TA 9B 1B 12C 11B 66-70
71-75 1B 9B 9B 7A 9B 9B 8B 8B 7A° 7TA 8 8B 7A°- 7TA 9B 8B 1B 12B 14C 13C 71-75
76-80 11B 11B 9B 9B 1B 9B 8B 8B 8A 8B 10B 10B 9B 9B 11B 10B 13B 14C 16C 15C 76-80
81-85 133 11B 11B 9B 118 11B 1B 1B 9B 8 1B 11B 9B 10B 12B 12C 15C 16C 18C 17C 81-85
86-90 13C 13B 11B 11B 138 11B 12B 12B 1B 10B 11B 12B 1B 12B 13B 14C 16C 1/C 19D 18C 86-90
91-95 13C 13C 138 11B 13C 13B 14C 14C 1B 12B 1B 148 138 12B 14B 15C 16C 17C 19D 20D 91-95
96-100 15C 13C 13 138 13C 13C 14C 1C 13B 14B 14B 15C 13C 14C 15C 17C 17D 18D 20D 21D 96-100
101-106 15C 15C 13C 13C 15C 13C 15C 15C  15B 16C 16C 17C 15C 16C 16C 17D 18D 19D 21E 22D 101-105
106110 16D 15C 15C 13C 15C 15C 15C 16D 15C 16C 18C 19D 15C 16C 17C 18D 19D 20D 22E 23E 106-110
111-115 16D 16D 16D 15C 16D 15C 16D 16D 16C 17C 18D 20D 17C 18C 18D 19D 20D 21E 23E 24E 111-115
116120 16D 16D 17D 16D 16D 16D 16D 17D 16C 17C 18D 20D 18D 19D 20D 21D 21D 22E 24E 25 116-120
121-125 1/D 1/D 18D 1D 16D 16D 1/D 1D 16C 18C 19D 21D 18D 19D 20D 21E 22E 23E 25E 26E 121-125
126130 17D 1/D 18D 18D 17D 17D 18D 18D 17C 18D 19D 21E 19D 20D 21D 23E 24 25E 27E 28E 126-130
131135 18D 18D 19 19 18D 18D 19 20E 18D 19D 20D 22E 20D 21E 23E 24E 26E 27E 29E 30E 131-135
136140 18D 19%E 19 20E 18D 19k 20E 22E 19D 19D 21E 23E 22E 23E 25E 26E 27E 28E 30E 31F 136-140
141-145 19 19 21E 22E 19 20E 21E 22E 20D 21E 22E 24E 24E 25E 27E 28E 28E 29E 31F 32F 141-145
146150 19E 20E 21E 2 20E 21E 22E 23E 22 23E 24E 25E  26E 27E 28E 29E 30E 31F 32F 33F 146-150

UM 100 25E 26F 27F 28F 26F 27F 28F 29F 28F 29F 30F 31F 322G 3G AUG HG 336G 337G 3BG 396G 100 UM

Range 0 — 10 +35 (For AB,C,D,E use Disruption criticals) Use Use
E}ll — ?LOOO' 25? Result Disruption  Stress
101'— 200 40 UM = Unmodified Roll F E A
201'—300 -55 G E B
301 —up -75

$6



134 NETHER BALL ATTACK TABLE

20 19 18 B 15 14 13 2 1 10 9 8 7 6 5 4 3 2 1
UM 01-04 F F F F F F F F F F F F F F F F F F F F 01-04 UM
05-08 0O 0 O O 0O 0O O © 0O 0O 0 O 0O 0 0 O O o 1 1 05-08
09-12 0O 0 O O O 0O O 0O 0O 0 o0 1 O 0 0 1 0O 0 3 4 09-12
1316 O 0o o0 1 O 0 0 1 O 0 1 3 o 0 1 3 0O 1 5A 6A 13-16
17-20 o o 1 3 o o 1 3 0 1 3 4A o 1 3 os5a 1 3 7n 8 17-20
21-24 o 1 3 4a 0 1 3 4A 1 3 4A 5A 1 3 4A 7A 2 4A B8A 10A 21-24
25-28 1 3 4A 5A 1 3 4A B5A 3 4 5A 6A 3 4A TA 8A  4A S5A 10A 12A 25-28
29-32 3 4A 5A  6A 3 4A 5A 6BA 4 4A B6A TA  4A S5A 6A 10A 5A BA  12A 13A 29-32
33-36 4A S5A G6A TA  4A S5A B6A TA 4A 4A TA 8A  S5A BA TA 128 6A 7A 13A 14B 33-36
37-40 5A 6A 7A B8A 5A 6A 7A 8\ 5A S5A 8A 9B 6A T7A B8A 13B  7A 8A 14B 15B 37-40
41-44 GA 7A 8A OA G6A T7A B8A 9B 6A 5A 9B 1B 7A S8A 9B 14B 8A OA 15B 16B 41-44
45-48 6A S8A OA 1B 7A S8A OB 10B 6A 6A 108 11B 8A 9B 108 158 9A 10B 16B 17B 45-48
49-52 7A 9A 10A 11B 8A O9A 10B 11B 7A 7B 11B 128 98 10B 11B 16B 10B 11B 17B 18C 49-52
53-56 7A 9A 11B 12B 9A 10A 11B 12B 7A 88 128 138 108 11B 12B 17C 11B 12B 18C 19C 53-56
57-60 S8A 10A 128 138 10A 11A 12B 138 8B OB 138 14C 11B 12B 13B 18C 12B 13B 19C 20C 57-60
61-64 8\ 10B 138 148 11A 12B 13B 148 8B 10B 14C 15C 12B 13B 14C 19C 13B 14B 20C 21C 61-64
65-68 9A 11B 14B 15B 128 12B 14B 15C 9B 11B 15C 16C 13B 14C 15C 20C 14B 15C 21C 22C 65-68
69-72 9B 11B 15B 16C 12B 13B 15C 16C 9B 12C 16C 17C 14C 15C 16C 21C 15C 16C 21C 23C 69-72
73-76 1B 12B 16C 17C 138 13B 16C 17C 1B 13C 17C 18C 15C 16C 17C 22C 16C 17C 22C 24D 73-76
77-80 10B 12B 16C 17C 138 14B 17C 18C 11C 14C 18C 19C 15C 17C 18C 23D 17C 18C 23D 25D 77-80
81-84 11B 13C 17C 18C 14B 14C 18C 19C 12C 15C 19C 20D 17C 18C 20D 24D  18C 19C 23D 26D 81-84
85-88 11B 13C 17C 18C 14C 15C 18C 19C 13C 16C 20D 21D 18C 18D 22D 25D 19C 21C 25D 27D 8588
89-92 12C 14C 18C 18C 15C 15C 19C 20C 14C 17C 21D 22D 18D 20D 24D 26D 21C 23D 26D 28D 89-92
93-95 12C 14C 18C 18C 15C 15C 19C 20C 15C 18C 23D 24D 21D 21D 26D 27D 23C 25D 27D 29D 93-95
UM 9697 14D 16D 20D 20D 16D 16D 20D 21D 16D 19D 24E 25E 22E 22E 27E 28E 24E 27E 28E 30E 9697 UM
UM 989 16E 18E 21E 22E 18E 18E 22E 23E  18E 21E 26F 27F 24F 24F 29F 30F 26F 29F 30F 32F 98-99 UM
UM 100 18F 20F 22F 24F 20F 20F 24F 25F 23F 28F 20F 30F 26G 26G 31G 32G 28G 31G 3G G 100 UM
Range: 1(} — ég +3% (For A,B,C,D,E use Disruption criticals) Use Use
S - 100 % UM = Unmodified Rol e bergon ST
101'—200" -40
201'—300 -55 G E
301" —up -75
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