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INTRODUCTION

The Rolemaster Companion Iv (RMCIV) is the fourth of a
collection of optional rules and spell lists for the Rolemaster
fantasy role playing system. Optional is the key word here; a
Gamemaster shouid carefilly examine each section of material
before using it in his world or campaign. This material runs the
gamut from play aids that simply make the standard game mechan-
ics easter to handle to very high powered spells and optional rules.
Most GMs should not and will notuse everything in RMCIV: there
is just too big a diversity in style and power fevel. Carefully
examine each section of material before using it in your world or
campaign.

The RMCIV includes a wide variety of material because differ-
ent role players want different things from a role playing system.
Some GMs run a low powered tightly structyred 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. Atthe 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 itand extend it and wish that
there were more 75th level spells. Most GMs fall in between these
two extremnes; they will use some of the matetial, ignore some of
it, and modify the rest, The thing to keep in mind is that this i a
commercial product. As a company, ICE has to appeal to a large
audience and provide material that can be used by moast of the
custorners that use our systems,

Players should keep the above discussion in mind when reading
RMCIV; 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 his world — not the players. The GM
should always be the authority in any role playing session that
involves his world. The manner in which a GM interprets, modi-
fies, excludes, or includes rules and guidelines is entirely are up to
him (or her). This is true for the standard rules as well as a set of
optional rules, such as RMCIV. A Gamemaster should never feel

" that the rules are an ctched-in-concrete, unbreakable, unbendable,

absolutely fixed system: they are provided to helpthe GM develop,
Mmanage, and run his world,

On the other hand, the Gamemaster has an obligation to his
piayers to make clear what the physical laws of his world entail
{ie., the game mechanics). As efficiently as possible, the GM
should indicate what rules and guidelines are being used and which
ones have been modified or changed. To help a GM achieve these
goals, Section 10.0 provides a complete Options Checklist cover-
ingall of the options presented in Rolemaster and the Companions.,

In addition, a GM must strive {0 be consistent in his decisions
and in his interpretations of the rules, Without consistency, the
players will eventually lose trust and confidence in the GM’s
decisions and his game. When this happens a FRP game loses
much of its pleasure and appeal. Both GM and players must
cooperate to have a successful FRP game.

1.1 NOTATION

The material in RMCTV uses the standard notation from the
Rolemaster products: Arms Law fAL), Spell Law (SL), Character
Law & Campuaign Law (CAL.&Cal ), etc. Those products should be
consulted for specific references: for example, the spell lists all use
SL abbreviations and notation in the spell descriptions. Section
10.0uses an abbreviated notation for the Rolemaster Companions:
RLRIL RIN, and RiV.

1.2 DESIGNER NOTES

Rolemaster (ChlL&Cal., AL, SI.. and C&T) is a system that
provides a tight set of core rules for experienced role players, It js
a system that was designed to allow casy modification and expan-
sion by individual GMs so that it would be more appropriate for
each GM’s campaign. Ourdesign philosophy here at ICE s tokeep
the core rules as the base System and to present any “improve-
menis” and expansions in the form of Optionat Rules. This means
that GMs who find the core rules sufficient can ignore the Optional
Rules, while other GMs have a wide selection of variants and
interesting options for their worlds,

Character Law & Campaign Law has a set of these Optional
Rules that were developed between the publication of the original
Character Law and the publication of ChL&CaL., Rolemaster
Companion (1) isasetof Optional Rules developed afier ¢ hL.&Cal;
most of this material was designed by Mark Colborn for his own
game and then developed and published by ICE, Similarly, RMCIt
was primarily designed by Mike Cariyle, Singh Khanna, and Art
Ridley, and then developed by ICE. Rolemaster Companion I
was gathered from a wider variety of sources; ICE and 10 other.
designers,

Rolemaster Companion IV is a collection of optional rulas,
professions, and spell lists from 2 world-wide variety of sources;
you could call RMCIV the Internationai Companion. It has contri-
butions from Sweden, Germany, Italy, Ireland, England, the Channel
Isles, the Peace Corps, and of course the United States — Rolemas-
ter has become a truly international game (there are even transla-
tions in French and German).

The initials given below are used in the Table of Contents o
indicate which authors contributed which sections,

EA Ephraim Ames. ..., (California)
DA Darrin Anderson ... (1llinois)
MB  Martin Blayney ..o {England)
TC Todd Caldwell ... {Wisconsin)
AC  Alessandro Canevese {Ttaly)
IC  Jason Coggins..........._ | veee. {NOTth Carolina)
MCk  Monte Cook ..., {South Dakota)
CC  Carl Cramer & Markus Kaipainen ... (Sweden)
AD  Andrew Durston ... (New Jersey)
DG Des Garrett .o (Ireland)
MH  Maik Henneback ... (Germany)
KK Kevin Knight ... (Kentucky)
SL Simon Matthew LaPennec ... {Channel Islands)
JL Joel Lovell ... (California)
HP  Hywel Phillips ... (England)
TT  Tim Taylor .o (Ohio)
RW' Ryan Workman ... (Ohio)
PC John Geering, Nanette Swane, Mary Sue Sroda,
Anna Gaultney ._........ (Peace Corps in Honduras)

Note: For readability purposes, these rules use the standard
masculine pronouns when 1. ferring to persons aof uncertain
gender. In such cases, these pronouns are intended 1o
convey the meanings: heishe, herthim. ete.
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I 2.0 I
OPTIONAL PROFESSION “LAWS”

2.1 ARCIST

The Arcist is a variant profession of Archmage. The Arcist
combines all three realms of power (Channeling, Essence, and
Mentalism). Like the Archmage, the Arcist harkens back to the
days before magic was divided. The Arcist always operates as a
pure spell user in alt three realms: he is never in a different realm.
The Arcist spell bonus items (adders and multipliers) cost four
times normal.

Note: Warning! This profession can be very powerful. This
profession should only be used if the “Individual Spell
Development™ rules in RMCIHI 4.5 are used..

This profession was designed to use the Individual Spell Devel-
opment method presented in RMCIH/ 4.5, The Arcist “composes™
his “base spell lists™ from all other spells used in the game.
Whenever an Arcist learns a spell (see RMCIHT 4.5), he must assign
the spell to one of his “Arcist Base Lists”. Since alistmay normally
have only one spell at each level, the number of spells that the
Arcist can learn is imited by how many “base lists” he is allowed.

It is highly recommended that the Gamemaster limit the total
number of Arcist Base Lists {eight is recommended). It is also
recommended that the Gamemaster limit the number of spell lists
which the Arcist can “improve” (see RMCIH 4.5) each time he
gains a level (three is recommended).

Example: [f the above recommended limitations are used,
an Arcist can never have more than eight Base Lists (i.e., he
can never learn more than eight spells of the same level). In
addition, an Arcist can never improve move than three Base
Lists each time he advances a level (i.e., all spells they learn
must be assigned to only three of his base lists).

Listed below are several options for use in the composition of
the Arcist’s Base Spell Lists.

Option 1: When an Arcist has enough development points to attain
a spell of a given level the Arcist may choose any spell of the
given level from any spell list to serve as his attained spell. For
example, when an Arcist has spent four development points to
attain a first level spell (consult chart §) the Arcist may choose
any first level spell from any spell list to serve as a first level spell
on one of his Base Spell lists.

Option 2: As Option 1 except the Gamemaster must approve of
every spell chosen,

Option 3: The Gamemaster may set a limit on the total number of
spell lists which the Arcist can choose from

Option 4: The Gamemaster may limit the Arcist’s choices to a
particular set of spell lists.

Option 5: The Gamemaster may forbid the Arcist to choose from
certain spell lists.

L4 ROLEMASTER COMPANION IV |

SPELL DEVELOPMENT COST

Pick
Type Development Points per Spell

A _

B 4%

C _

D g*

E 16/32/64

The Arcist may leave a blank “slot” on his spell list at a cost of
2 Development points per blank *slot.” This is cumulative for
consecutive “slots” (see RMCIIT 4.5).

Weapon Skills: 10; 20; 20; 20; 20; 20

Maneuvering In Armor Magical Skills:

Soft Leather .................. 10 Spell Lists .......See Above

Rigid Leather................ 14 Runes............... PN 2/5

Chain .......corervrvenennn 20 | Staves & Wands,.......... 2/5

Plate ... 20 Channeling ..........ccoo.. 2/5
Directed Spells ............2/6

Special Skills: General Skills:

Ambush ..o 10 Climbing ........ccoveevveeeces 10

Linguistics ......c.ccooeeee, 1% Swimming .....cccceeeceners 5

Adrenal Moves ............... 7 Riding ..ccoeirnsnninicresnins 5

Adrenal Defense............20 Disarm Traps ......c..o..... 12

Martial ArtS .......coec...... 10 Picking Locks ............... 12

Body Development....... 10 Stalk and Hide ................ 8
Perception ......fo.ecc.rnuna. 4

Other Skills: All other skills use the Archmagél development

point costs. P

Level Bonuses: Alllevel bonuses are equal to the Archmage's

level bonuses, ' ’

Prime Requisites; Pr/In/Em




2.2 ASTRAL TRAVELLER

The Astrai Traveller is a hybrid spell user of the Realms of
Essence and Mentalism. He speciatizes in contacting other Di-
mensions, and is capable of ravelling to worlds that normal human
beings cannot reach and survive in.

Note: This profession should only be used in a world svstem
with other planes of existence, especially elemental planes.
The description of this profession does not refer to the
Elemental Companion, but the material in that product can
be used to supplement this treatment of the Astral Traveller,

Theabilities and knowledge of this profession have to be learned
at an early age, therefore background points should be reduced by
1-3 (GM discretion or roll). The training monasteries for Astral
Travellers are often feared by normal folk, as they are often places
of contact with beings from other dimensions — perhaps including
Demons.

Option: An Astral Traveller may be required to choose one main
glement as his focus at first level. The members of the different
“elemental schools™ can be distinguished by the color of their
robes—Red-Fire; White-Ice; Yellow-Light; Black-Dark; Brown-
Earth; Dark Blue-Water; Blue-Air.

ASTRAL TRAVELLER BASE SpELL Lists
Ethereal Mastery (Arcane, RMCI 3.1.4)
Elemental Summons (Arcane, RMCII 10.6.1)

Elemental Travel — Allows one to summon beings and raw
elemental materials from the elemental planes.

Quiter Plane Law — Allows one to travelling the other “planes™;
and deals with the summoning beings from other planes.

Xeno-Lores — Deals with gathering knowledge of other planes
and with communication with the inhabitants of other planes.

Elemental Law — This list is identical to the Magician base lists

thatcorresponds to the element that the Astral Traveller chooses -

as his “focus” (i.e., Fire, Ice, Earth, Water, Light, or Air). If his
focus is Dark, this list is identical to Dark Law (Necromancer
base list).

Other Lists Dealing With the Focus Element — These lists (zero,
one, or two) should be related to the element chosen and should
be decided on by the player and the GM. If the Elemental

Companion is used, we suggest that Closed Elemental spell lists
be chosen (see EC 4.0). If the EC is not used, spell lists can be
chosen from other Rolemaster speil lists: for exarmnple, Mana
Fires for Fire, Metal Lore or Stone Lore for Earth, Light Molding
for Light, etc.

Like the Shaman, the Astral Traveller only chooses 2-4 addi-
tional Base Lists; this depends upon how many lists he chooses that
deal with his focus element (see above).

Weapon Skills: 9; 20; 20; 20; 20: 20

Maneuvering in Armor: Magical Skills:
Soft Leather ...................9 Spell Lists .................... 1/*
Rigid Leather ..................9 Runes ..o, 2/5
Chaift ..cvvverervvmrersiennenn. 10 Staves & Wands .......... 2/5
Plate ......overvvveviienenn 11 Channeling .........c.ceoeooo. 8
Directed Spells ............ 2/6

Special Skills: General Skills:
Ambush ... 9 Climbing ......cccoeeernnn 7
Linguistics .........ovvreens 1/% Swimming ...................... 3
Adrenal Moves .............. 5 Riding .......oooceeriveerrinnnn 3
Adrenat Defense ........... 15 Disarming Traps ............. 8
Martial Arts ....................9 Picking Locks ................. 8
Body Development.........8 Stalk & Hide...................6
: Perception .............cooeen 2

Other skills: Refer to Development Points given below for
those skills unique to the Astral Traveller profession. Al other
skill costs are identical to the Magician’s development point
cost.

Prime Requisites: Em/Pr

Academie Skills: Concentrations Skills:
Xeno-Lores.................. 1/2 All as a Mystic ........ varies
Perception Skills: Magical skills:

Sense Reality Warp ..... 1/2 All as a Mystic ........ varies

Level Bonuses:

Academic Skills ........... +3 Base Spell Casting ....... +2
Concentration Skills .....+2 Directed Spells ............. +1
Magical Skills .............. +1 Social Skills.................. +1
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2.3 HOURI

A Houri is 2 slemi spell user of the Realms of Arms and
Mentalism who specializes in seduction and the manipulation of
members of the opposite seX. Normally, female Houri are alluring
to most humanoid men, while male Houri are alluring to most
humanoid women. However, racial hatred will make this less
likely in certain cases (e.8., Orcs hate Elves, so an Elven Houri
would have a hard time seducing 2 Orc).

The Houri is a variant profession of Bard.

Lores (Bard Base)
Glamours (Witch Base)
Controiling Songs (Bard Base)

Houri Base SpeLL LisTs

Alluring Ways
Kisses
. Additional Base Lists: Normally a Houri may choose one more
base list from the ones below. The rest are treated as open lists

for the Houri,

Houri's Change
Influences

Mind Mastery (Closed Mentalism)
Mind Subversion (Evil Ment.)

Weapon Skills: 3/9.6,7,.7,7,13
S - - Academic Skills: Evaluation Skills:
Maneuvering in Armor:. | Magical Skills: All Skills at Bard's cost P BT
Soft Leather ...coomeeeese 2/* Spell Lists [ETDTURROORONY - o or 2/5. whichever is higher
Rigid Leather ...oooomienns 2/* RUNES 11vveevrerenrerermecesnseess I
CDAIN 1eoecorrerenmnmarseeenss 3 Staves and Wands........... 6 General Skills: Linguistic Skills:
PLALE .oevresrennersreresrmsnssarns 9 Channeling ......ccoewmevener 13 All Skills at Bard’s cost All Skills at Bard’s cost
Directed Spells ..o 10 or 2/5, whichever is higher or 1/5, whichever is bigher
Special Skills: General Skills: Subterfuge Skills: Social Skills:
ATADUSD oo remermrcrrneeses 3 ClmbINg ..eoovermessresne 9 PN T QY ) DIplOMACY ..vvveneeresserees 13
Linguistics ___________________ 1/* Sw|mmlng ___________________ 217 Camouflage 2/4 Duping ......................... 12
Adrenal Moves ........... 27 RAAINE vovvreenersrenmensrmrenes 27 DISEUISE ceracnrmeneensrnrereens 1/3 Gambling ..o...ocorersireeens 13
Adrenal Defense ........... 15 Disarming Traps c.eoee 0 Falsification ..........c.es: 2/5 Interrogation......
Martial ALES covvereerrernrns 3 Picking LOCKS evvereereeens 6 Pick Pockets wveeoneenere: 1/5 Leadership ........
Body Development e 309 Stalk and Hide .......... 2/3 THCKETY conveeereesserssenmens 13 Seduction ......oueeees
Perception ......ocesns 211 Level Bonuses:
Other Skills: Referto Development Point Costs given to the Social_ Sl_dlls TR . Magical Skills covveiiinns +1
right for those skills unique to the Houri pr{)fegsion‘ All other Linguistic Skills ..ovnveeee +2 Perception Skills woveee 1
okill costs are identical to the Bard’s development point costs. Base Spell Casting -......+1 Subterfuge Skills .......... +1
Prime Requisites: Pr/Me Deadly SIS ......oorore- +1 J
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2.4 ENCHANTER

- The Enchanter is a hybrid spell user who combines the realms
of Essence and Mentalism. He usually attempts to dominate and
subvert his foes through the use of subtle enchantment. An
Enchantér is second only (o the Illusionist in the use of illusions.
Enchanters and Enchantresses are normally charming and seduc-
tive,

ENCHANTER Base SpeLL Lists

Enchanting Law Hlusion Law
Spirit Mastery (Closed Essence) Allurement (Arcane)
Command Words (Magus Base) Mind Visions (Seer Base)

Calm Spirits (Closed Channeling)
Like the Shaman, the Enchanter chooses 3 additional Base Lists.

Weapon Skills: 9, 20, 20, 20, 20, 20

Maneuvering in Armor: Magical Skills:
Soft Leather..........o..... 6/* Spell Lists .................... 1/*
Rigid Leather ............... T* Runes ... 2/5
Chaint ..o, 8/* Staves & Wands ........., /5
Plate ..ocvvvcccirinncrnninnnnn, 9% Channelling .........cccrer. 8
. Directed Spells ............ 213

Special Skills: General Skills:
Ambush ..o 6 Chimbing.....cccocnmrreicenn 7
Linguistics ....ccocevoenenvn 1/ Swimming ......ooceeeeeneenn 3
Adrenal Moves ............... 5 Ride .o 4
Adrenat Defence ........... 15 Disarm Trap...coceeceeeens 8
Martial Atts ..........coveueene 6 Pick Locks ...coeevnienne. 8
Body Development ......... 8 Stalk/Hide ......coccceeeee .3
Perception ......cccoeeeen 2

Other Skills: Refer to the Development Point Costs given
below for those skills unique to the Enchanter profession. All
other skill costs are identical to the Mystic’s DP cost.

Prime Requisites: Pr/Em

2.5 LEADER

A Leader is a non spell user who specializes in leadership,
warfare, and tactical skill. Leaders are often found commanding
groups in combat. In some cultures, Leaders are greatly revered.
The Leader is a variant profession of Fighter,

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

Maneuvering in Armor:
Soft Leather ................ 1/*
Rigid Leather............... 1/*

Magical Skills:
Spell Lists .....cccvv..ei.n. 10
Runes ..o 5

Chain .....ccoocerrvrvinrvnns 2/ Staves and Wands........... 7
Plate ..o 2/ Channeling ...................20
Directed Spells .............20
Special Skills: (reneral Skills:
Ambush ..., 4 Climbing ...........cccco...... 4
Linguistics ........oecvenee. 2/* Swimming ......co.cceeennnnee. 3
Adrenal Moves ............... 3 Riding .......ccovvivirens 2/4
Adrenal Defense ...........20 Disarming Traps .............3

Martial Arts __...............3/7
Body Deveilopment...... 1/4

Picking Locks ................. 3
Stalk and Hide ............. 2/6
Perception............cn 173

Other Skills: Refer to Development Point Costs given below
for those skills unique to the Leader profession. All other skilt
cosis are 6 or the cost for a Fighter, whichever is lower.

Prime Requisites: P:/Co

Academic Skills: General Skills;
Administration.............. 1/3 Advertising .................. 2/5
Architecture.............co... 2/5 Smithing ......ccou.e....... 2/6
Drafting ...........coerirveninn 215 Tactical Games............ 1/2
Engineering ................. 2/4

Heraldry..........cc.......... 1/4 Linguistic Skills:

Mapping ......cccoovvnenn 2/4

- Military Org. ........... 1/2/2

Mining ........oociveanee . 249

Lip Reading ................2/6
Propaganda .................. 1/3
Public Speaking............ 1/3

Play Instrument #1 ......2/4 Signalling .....oovevvrernnn. 2/4

Arms Law Combat ....... +2

Navigation .........c.e...... 2/5 Trading .......oooovvvnee . 2/5
Academic Skills: Athletic Skills: Phil /Rel. Doctrine ....... 1/5
Anthropology .............. 1/4 Dance.....cvvvvererconnnn. 1/3 Racial History .............. 1/5 Magical Skills:
Demon Lofe ...ccocveneen 2/5 Siege Engineering ... 1/2/2 Divination ................... 2/7
Poison Lore ....c.ccecven. 173 Deadly Skills: Tactics coovvviiiinen 1/2/2 PP Development ........... 10
Trading Lore................. 1/4 Use/Remove Poison ....2/4 Weather-watching ....... 2/6
Combat Skills: Concentration Skills; Perception Skills: Social Skills:
Grappling Hook ..............5 Body Damage Stab. .....3/6 Detecting Traps ........... 1/4 Diplomacy .......ccoeuene.e. 1/5
Missile Artillery ..........4/7 Dowsing ....occceeeeerenn, 37 Read Tracks ................. 1/4 Interrogation ................ 2/6
General Skills: Linguistic Skills: Time Sense ................. 1/4 Leadership ................ 1/2
CoOKETY vvvvevvvanrineerenns 1/5 Propaganda................ 1/5 Level Bonuses:

Athletic Skills...............

Play [nstrument #2 ......3/5 Singing .....covovevevvrennn 173 Body Development ...... +2 Academic Skills ........... +1
Play Instrument #3 .........3 Trading ....cccoeecviinen.. 2/6 Social Skills........cocee... 42 Perception Skills .......... +1
Social Skills: o | Subterfuge Skills:
Duping .....o.overevnrenrenns 1/3 Bribery .....ccoovvveirervenns 1/4
Seduction .......cceerenenen. 1/2 Pick Pockets ...oooiiiinnn. 3
Others as Warlock Others as Illusionist
Perception Skitls:
Lie Perception ............. 1/3 Others as Magician
Level Bonuses:
Academic Skills ........... +1 Base Spells ..o 42
Magic Skills .....ocoovovneeee +2 Linguistic Skills ...........+2
Social Skills........evverern +2 Subterfuge Skills .......... +1
| ROLEMASTER COMPANION IV 7 |




I 3.0
OPTIONAL ARMS “LAWS”

3.1 MOVEMENT PACE
ANOMALIES

Use of the Pace Chart (RM 7.2.1) to determine movement may,
on occasion, genetate unrealistic results, The problem seems to lie
in the assignment of maneuver difficulties for differing rates.
Under the present system, characters will be reluctant to move
faster than 2x speed (an “easy” maneuver) in order to maximize
movement; any greater speed will usually result in considerably
less ground covered because it becomes harder.

In a real life situation, a runner would have no qualms about
travelling at 5x speed on level ground; and in fact would covera
considerably greater distance than at 2x speed. In other words, 5x
pace does not seem to warrant a “hard” maneuver difficulty when
executed on an ideal surface. The difficulty would be altered by
other terrain, of course: e.g., sand, rough rock, vegetation, etc.)

Let us consider the case of an average man (Qu-50) on a flat
running surface. At 1x (no difficulty) or 2x (“easy” difficulty)

under the present system he would have little problem achieving

full movement or very near to it (80% at 2x movernent) with an
average roll (i.e.,50). This changes dramatically for the worse the
faster the character moves, as seen in the chart below (assumes a
zero Agility bonus).

Pace  Maneuver Rolls Rolis Rolls  Expected
Mult. Difficuity “10" “50”  “100”  Resulis
1x none 50 50 50 50
1.5x  routine 60' 75 82 75
2% easy 60" 80’ 100 100"
3x light - 75 105 150" 150¢
4x medium 20 o0 160 200

Sx hard 12 50 175 250

Note especially the odd behavior in the Rolls “10” and Rolls
“50” columns as the PC attempts to move faster. but rotls average
or worse. When using the standard pace difficulties, players
without high Agility bonuses never move faster than 3x speed and
seldom faster than 2x.

A GM that wishes to remedy this situation can use the following
difficulty assignments:

« 1.5x and 2x speeds are resolved as Routine maneuvers
« 3x and 4x speeds are Egsy mansuvers
« 3x speed is a Light maneuver.

Pace  Maneuver Rolls Rolls Rolls Expected
Mult. Difficulty “10” “50"*  “100*  Resulls
Ix noxe 50 50° 50 50
1.5x  routine 60' 75 g2 75

2x routine 80’ 100r 110 100
x easy 90 120 150’ 150°
4x easy 1200 160 200 2000
5x light 128 178 250 250
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3.2 MORALE

When dealing with large numbers of combatants and casualties,
considerations of morale become increasingly important. Rarely
will a military unit fight to the last man. Usually the morale of the
unit will break fong before then, forcing a retreat. If sufficiently
panicked, the unit may be routed or even destroyed as a coherent
entity.

Under these guidelines, every military unit has a Morale Thresh-
old which is equivalent to the percentage casualties the unit has
sustained. To determine the Morale Threshold simply divide the
number of casualties (dead and seriously wounded) sustained by
the unit’s full-strength complement {i.c., how many combatants in
the unit) and multiply by 100. The resultant percentage is the
chance that the unit in question will break,

Morale Threshold =
(casualties = full-strength complement) x 1080

When the GM determines that a particular unit must undergo a
Morale Check (either due to casualties, position, or some other
detriment), make a 1-100 roll:

» If the roll is less than 0, the unit suffers a complete breakdown of |
its cohesiveness as a military unit, usually leading to Surrender.’

« If the roll is less than (0.5 x Morale Threshold), the unit Routes,
{i.e.,runs away in a panic). Troops unable to run away surrender.

s Ifthe roll is less than the Morale Threshold, the Morale of the unit’

'

breaks, prompting a Retreat. Troops unable to retreat surrender,

« Ifthe rolt is greater than or equal to the Morale Threshold, the uni’
continues fighting.

MoORALE CHECK MODIFIERS :
A morale check dice roll is modified by the quality of !he"
military unit:

Levied Troops.....ocvceeninirennne..
Green Troops e
Militia
; Nomal ...cccereecvimeiricieieees
Veterans ....cocceeeeeeeecceccrnenn
Elite Troops .o.ooveeerevescinercacanns
GUATS ..o
Elite Guards

;
b
H
]

RALLYING

Troops with abroken Morale (or those who have routed) mayba ]
rallied by a visible leader. Only troops within earshot of the leads
may be rallied. Rallying requires a successful Leadership roll and--
takes at least a minute. Troops with a broken Morale are Hard |
(-10) to Rally, while routed troops are Extremely Hard (- 30}
Rallied troops may once again fight normally

Morale Checks are caused by excessive losses, bad posmo
hopeless situations, etc. As such, the GM must determine when
Morale Check is to be applied. Player characters are never affec
by a Morale Check, except that they might get left in the lurchb;
retreating troops. -

c

|

é.



Example: After a particularly vicious melee the GM an-
nounces that hoth sides of the battle must take a Morale
Check. The Emporer’s defendery fan Elite Guard uni } now
numbers only 42 out of 125 original troops (83 casualties).
Their Morale Threshold is 837125 x 100 = 66%. Since Elite
Guardshave amorale Check modifier of +50, the Emperor's
Defenders need only roff a 16 or higher 1o continue the
barile,

The recently raised Army of Lord Stvfon (Levied Troops)
has taken 95 casualties out of a total of 300 men. Their
Morale Threshold is 95/500 x 100 = 19%. However, Levied
Troops receive a -30 modifier to the Morale Check Die Roll.
soad9or greater must be rolled in order for them to continue
the fight. Rofling a 39 or less would indicate that the Army
had been routed (9 is less than half of 19) and rolling 30 or
lesswould indicare that the Army melts away due to massive
desertion. Ifthe Army should break, Lord Styfon and his sub-
commanders would have to race around ral fving hroken
froups until once again able to attack.

3.3 MOVING MANEUVER
FUMBLES

Some Gamemasters crave more variability in the results of
maneuver fumbles; i.e., more than just having low rolls on the
Maneuver/Movement Table cause damage (sec AL. Table 8.2.2 and
ChL Table 15.3.1). The “Stress” and “Shock™ critical tahles
(RMCIIT 12.5-12.6) provide u way 1o generate variable fumble
results.

GMs may cither roll the designated criticals instead of or in
additton to the normal damage indicated on the Maneuver/Move-
ment Table.

Example: The -201 result on the Routine table is “Fail
down. +2 hits. Youare out 3 rads.” Referring ter the same
result on the table beiow gives a result of: “A Stress.” The
GM may either use the ‘A’ severity Stress critical instead of
or in addition ro the “Fall down " resulr.

MANEUVER FUMBLE CHART
Very Extremely Sheer
Routine Easy Light Medium Hard Hard Hard Folly Absurd
-201 A Stress A Stress B Stress B Stress C Stress D Stress E Siress E Stress —
A Shock A Shock B Shock B Shock CShock D Shock E Shock
M to-151 e A Stress A Stress B Siress B Stress C Stress D Stress E Stress E Stress
A Stress A Shock A Shock B Shock B Shock C Shock D Shock E Shock
150t -101 — — A Stress B Stress B Stress B Stress C Stress D Stress E Stress
A Shock B Shock B Shock C Shock D Shock
-100 10 -51 s e = A Stress B Stress B Stress B Stress C Stresy D Stress
A Shock B Shock B Shock C Shock
5010 26 — . == = A Stress B Stress B Stress B Stress  C Stress
_ A Shock B Shock B Shock
25100 -— — = — — A Stress B Stress B Stress B Stress
A Shock B Shock
M to20 o — — — — - A Stress B Stress B Stress
A Shock
21 to 40 == — = — —- — — A Stress B Stress
A Shock
41 10 55 - s — — — — e A Stress A Stress
A Shock
5610 65 — — = — — — -— = A Stress
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ADDITION TO THE MANEUVER/MOVEMENT TABLE (CHL 13.3.1)

PHENOMENAL VIRTUALLY
TRIVIAL! INSANE {PRETERNATURAL) IMPOSSIBLE
-2m Fail to act Fall smashes upper body to a pulp. Fall breaks every bone in body. SPLAT!
200 151 10 Fatl crushes skull. Tall drives legs up into abdomen. making | Fall smashes every bone in body,
" to - life difficul. You mity speak {2 mds)
30 Fall breaks neck leading to paralysis Fall crushes bruincase. Full eviscerates you,
-150 to -101 ("E' ST, ‘E’ SH).
kil Fall down. Smash Several veriebrae  : Full paralyzes you from the neck down. Fall pulps skull like an overripe melon,
-100 to -51 resulting in a year long coma ' {"E° ST, 'E SH) Messy.
(E° ST, "D SID. :
]
to -26 T ! Fall breaks buth arms and neck. Qut - Fall smashes backbone. | year-long coma | Fall breaks yvour neck, which
-50 0- 180 rounds. +50 hit. (*D" 8T, "C* SH).  {"E° ST, "D’ 5H) paralyzes vou. (*E” ST, "E" SID)
Q0 Fall knocks you out tor 24 rounds. Fall. Broken neck, arms., and legs. Fall smashes vertehrac. 3 year coma
¥
-25t0 0 Both arms are broken. +30 hits, +70hits. Our 360 mds (*D° ST, D' SHY | ('E’ 8T, 'E’ §HD)
{-C" ST, *B” SII.
100 Fall down. +23 hits. Broken leg. -75. Fall knocks you out 30 rnds. Both arms Fall. All broken up aboutil. You are in
011020 Oul 12 rounds. (*B” ST, *B’ SH). broken. +30 hits. -50. (')’ ST, *C” SH) acoma for L year ('E" 8T, D' SH)
100 Fall. +2{} hits. Break arm. -25. Out Fall. Knocked out 18 mds. Both arms Fall dislocates neck vertebra. Knocked
2110 40 9 rounds. ('B* ST. A’ SH). broken. +40 hits. 20, (°C" ST, ‘B’ SH) | out 480 rds. 80 hits. ')’ ST. D" SHj
100 Fall down. + 10 hits. Armn slightly Fall. Broken leg. +25 hits, -75. Fall. Both amms broken. Ou 60 rds,
411055 fractured. Out 6 rounds. B’ 5T}, Out 12 mds. (‘'B” ST. *B’ 5H) +60 hits. -60. ‘D’ $T, *C" SI)
L0} Fall knocks you out for 30 rounds. Fall breaks arm. +20 hits. -10). Fall. Both arms fractured. Out 20 mds.
b6 to 65 +10 hits. A ST, "A” SH). Cut ¥ mds. ("B 8T, *A" §H) +45 hits, -20. ('C" ST. "B” $H)
0] Fall. Sprain ankle and tear hgament. Full. Broken leg. Out 6 mds. -50. ; Fall breaks leg. Out 18 mds, -75.
6610 75 " 25, +10 hits. 'A" ST. A’ SH). +15 hits. 'B” ST, 'A" §H) {+30 hits. OB ST, "B SH)
41 Fall. +¥ hits. Qut 2 rounds. (*A° 5T). Fall. Fractured arm. Out 3 mds. B 317 ' Fall. Broken leg. Out 9 mds. -50.
76 to 85 +20 hits. {*'B' ST, *A" SH)
120} Freexe for 2 rounds. Fall. Knacked out for 30 mds. +10 hits. Fall. Broken arm. Out 6 mds., -25.
86 to 95 {*A" ST.*A" SH) +10hits. B’ 8T, A" SH)
120 Fail to act. Fall. Sprained ankle. +10 hits. -10. Fall. Fractured arm. Knucked out (or
96 to 105
0 AT 8T,*AT §H) 3mds. B 8T)
130 i3 | Fall. +10 hits. Ow 2 mds. ¢*A° 5T) Fall knocks you out 45 rnds. +15 hils,
106 to 115 CATST,"ATSH)
140 10 Fall. +5 hits. Out 1 rnd. (*A”° ST} Fall sprains ankle and 1ears ligament.
116 to 125 +15hits. 25, (‘AT ST. " A" 81D
150 20 Freeze for 3 mds. Fall. Sprained ankle. - 10 +{0 hits.
126 t0 135 CA ST, *A’ SID
136 to 145 160 30 | Frecze for 2 mds. Fall, +15 hits. KO 3 mds. "A° §T)
, : |
146 to 155 170y 40 Fail to act . Fall. + 10 hits. KO 2 mds. (CA°ST)
156 tg 165 150 50 s  Fall. +5 hits. KO 1 rd. ¢'A° ST)
166 to 185 190 &0 T Fail to act,
186 to 225 200 70 30 5
226 10 275 200 B S0 2
27610 325 200 LY 70 50
326 to 375 200 " Move stuns all foes within 50 100 K}
376+ 200 | Move awes all foes within 100 Move awes all foes within 100' Mave awes all foes within 10§
i
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3.4 NEW DIFFICULTIES FOR
MANEUVERS

The standard Maneuver Table (ChL 13.3.1 & 13.3.2) are more
than adequate for most situations. However, in certain circum-
stances, the tables can benefit from further difficulty ratings. For
instance, an Absurd maneuver is terribly difficult for most charac-
ters, but is not too daunting for a character with a +150 skill bonus.

Individuals with extremely large bonuses are not challenged by
even the most extreme difficulty on the tables. Since those with
great bonuses are essentially “super-human,” there should be
difficulties simulating tasks beyond the normal abilities of hu-
mans, which will be challenging for heroes. This seclion provides
some difficulty rating harder than Absurd. In addition, several
difficulty ratings easier than Rouline are presented.

» Insane mancuvers are those marginally bevond the abilities of
humans (A Book of World Records might be useful here). An
example would be someone (rying ta run a mile in under three
minutes., 50 seconds. Insane Static Actions are modified

by -100.

Phenomenal {or Preternatural) maneuvers are well beyond
what is ordinarily possible for human beings. For example,
outrunning 2 horse over a distance is impossible for humans, but
not for superhumans. Preternatural or Phenomenal Static Ac-
tions are modified by - 150.

Virtually Impossible maneuvers are those that even super-
beings will find difficult. Climbing a sheer. smoath cliff-face
might be considered Virtually Impossible. Virtually Impossible
Static Actions are moditied by -200.

Impossible mancuvers aren’t even rolled, they automatically
fail.

« Mundane maneuvers. on the other hand, require no rell because
they always are successful. Crawling is an example of a
Mundane task.

Trivial maneuvers are normally considered Mundane, but be-
cause of a crisis situation (like combal) a maneuver roll 1
required by the GM. Getting up from a chair, walking across the
room. and opening the door would be censidered a Trivial
maneuver only in a crisis (i.¢., the building is on fire), otherwise
suchan action would be considered Mundine (no roll necessary,
automatically successful). Trivial Actions are modified by +50.

SUMMARY OF Static MANEUVER Mobs

Mundane: ...Ne roll Extremely Hard: ... -30
Trivial: ... +50  Sheer Folly: ..................... -50
Routine: ... +30  Absurd: ... 70
Easy: w4200 Insane: -100¢
Light: +1¢  Phenomenal (Preternatural): .....-150
Medium: ............... O Virtoally Impossible: ...............-200
Hard -10 Impossible: ... No Roll Possible

NOTES ON THE ADDITION TO THE MANEUVER/
MOVEMENT TABLE
» The parenthetical references to Stress (ST) and Shock (SH)
criticals are for use with Moving Maneuver Fumbles material in
Section 3.3.
» “Awed” foes are stunned and will not attack the character who
made the maneuver that “awes™ them.

3.5 RMCI INITIATIVE SYSTEM
REVISITED

This section discusses the use of the RMC/ initiative system
(RMCI 6.7) and some problems that arise when using it. It also
presents a Maneuver Tnitiative Chart that provides an expanded
listing of the activity and initiative point requircments of a variety
of maneuvers.

The RMCl initiative system takes the place of the multiple phase
ordering in the normal RM system. During each combat round, a
combatant has Activity (measured in % of a round) and Time
(measured in terms of the Initiative Point (IP) cost of an action).

Of course, the maximum activity for a normal person is 100%,
and after a combatant uses 100% of his activity for a round. he can
take no further action even if he has initiative points left. The
maximum number of IPs (i.e., time) in a normal round is 200.
During a round, as the IP total counts down from 200 to 0, cach
player takes actions that use up his activity for the round and that
require a cerntain number of [Ps to accomplish.

Option: Instead of using a open-ended roll plus the Qu stat as each
combatant’s initiative score, a GM may wish to use an /nitiutive
Stat plus an open ended roll. An initianive stat is a combatant’s
Qu stat plus his total Qu bonus. This enables truly speedy
characters with large Qu bonuses and normal high end quickness
stats to be noticeably different from someone with the same stat
and enly normal bonuses.

PROBLEMS AREAS
The original description of the RMCY initiative system was not
¢lear on a couple of points. This section attempts to clarify some
ot these problem areas.

Instantaneous Spells — Instantaneous spells require 0% activity,
but this does not mean a combatant gets to cast an infinite number
of instantaneous spells 50 in a round. There must be at lcast 50
initiative points (1Ps) between the castings of any two spells by the
same spell caster. Tn addition, the action that the instantaneous
spell enables a combatant to accomplish will more than likely take
up a certain percentage of his activity arnd may require IPs. Spells
such as Shicld, Stun Relief, etc, takes 0% activily and O IPs. A spell
such as Leap (0% activity) still involves physical movement and
usually an an orientation roll — which require activity (%) and
time (IPs). All decisions subject to the GM's discretion.

Example: A Instanmtaneous Spell Incident — YAFO the
mage is facing a Dwarf named Thor Hiney {of the now late
and not so great Hiney brothers fame ). YAFO has already
moved and attempted an action for ¢ turan (he tried to atiune
ioafallen mage’ s dropped staff). Since it has been well over
SO0 IPs since YAFQ s last spell, he wants to cast an insianta-
neous spell “leap” to escape before being attacked by Thor,

Using the guidelines in the RMCI Section 6.7 rules and
Maneuver Initiative Table, it seems for ¢ moment that the
mage will be able 1o get away with it. It seems that the 1P
regiirements for an inxtantaneous spell should be increased
to prevent mages from attacking then leaping away hefore
they can be attacked in turn. Then the GM realizes thar 0%
activity and 0 1Ps for an instanianeous spell isn’t u problem
—the action the spell enahles the caster 1o preformwill often
require activity and [Ps.
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The GM rules that YAF Q' s leap requires a quick orienta-
tion roll first (10% activity, 20 1Ps); unless he decides to
chance leaping with limited information (imagine the possi-
hilities of what could be fanded on in the midst of a battle).
In addition, the GM rules the actual physical movement of
the leap and landing reguires { % activity and 2 IPs for every
10 feet leaped. So, YAFO starts to leap but ole Thor spiats
him before he gets off the ground.

However, it stillwould only have required 0% activity and
0 1Ps to cast Bladeturn or Shield. Even this doesn’t creaie
unfair tactics for mages - imagine two attackers on YAFO:
YAFO taking action at initiative niumber 126, Thor striking
at 118, und the Dwarf s older brother (Big Red Hiney)
striking at90. YAFQ cancast Bladeturnl and defend himself
against Thor, but Big Red strikes at 90 before YAFO can cast
another Bladeturn I at 76 (YAL'O must wait 50 IPs between
spells).

Combat Attunement: In certain circumstances a character may
wish to atlempt 1o attune an item while in a combat situation.
Below are some modifiers based upon the situation; the modifiers
are cumulative. The % activity required reflects how much
attention is being focused on the attunement. The less attention
focused on attuning, the greater the penalty to attune, but the better
the chances of still being able to complete another action after-
wards.

Note; Artuning in combar always takes 100 1Ps; this is done
toallow for that “last ditch attempt” to grab an item and use
it the same vound (a real cliffhanger). If a GM doesn’t find
this “realistic,” just modify the IP costs.

Familiarity with item (seen it used frequently) .....+0 to +25

In Combat: 100 1P & 100% activity ..ocveeervvviveeceeneennn -10
[n Combat: 100 [P & 75% activily .cccveeee v e, -25
In Combat: 100 IP & 25% activity .ccoovevvine v -50

UstnG THE MANEUVER INITIATIVE CHART

Once you are familiar with the Maneuver Initiative Chart,
combat resolution can pretty much speed right along, But at firse,
figuring out initialive totals and the actions allowed, may require
a little adding and subtracting. Remember, you don’t have to add
and subtract every little detail of a combat round for every
combatant. Often, il you use it just to see who attacks or moves
first, it works better than the old non initiative point method, and
faster, because the combat environment is more clearly defined.
You will alse find that when a player has his character doing
semething seriously complex, youcan determine with ease exactly
what he is able to do and not do within the 200 IP round, and at what
point each part of his action happens.

Warning: As you can see from the chart, the time required
fo cast a spell has been reduced dramatically. This makes
magic much more powerful. For a campaign world such as
Shadow World this can greatly enhances the abilities of your
average mage.
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MANEUVER INITIATIVE CHART

% Activity

IPs  Action per Round

25 | Rapid Dismount from a moving object 20%

25 | Successful Quick-Draw of a weapon 20%

40 | Drawing a Weapon 25%
(30) | Instantaneous Spell or Psion (See Note 1) 0%
30 | Firing one shot of a SM Weapon 50%

50 | Careful Dismount 25%

50 | Mounting an animal or vehicle 25%

50 | Controlling a trotting animal 20%

50 | Controlling a running animal 50%

50 | Swimming and Climbing 100%

50 | Opportunity Action 25%

75 | Controlled Drop to the ground 50%

75 | Hiding 100%

75 | Stalking 75%

75 | Prone to Kneeling 50%

75 | Kneeling to Standing 25%

75 | Half Parry 0%
100 | Orientation 25%
100 | Concentration on spells 50%
100 | Perceiving a stunned foe (other than opponent)| 25%
100 | Adrenal Move preparation / recovery 20%
100 | Full Parry 75%
100 | Attacking — missile or melee 75%
10-100 Casting Class I spells or Psions (Note 1) 50%
100 | Casting Class II spelis or Psions (Note 1) 75%
150 | Casting Class Il spells or Psions (Note 1) 100%
450 | Casting Class IV spells or Psions (Note 1) 100%
100 | Multiple Attacks within one round 100%
100/rof | Firing up to max. rate of SM Wp. (Note 2) 75%
100/hjr | Applying First Aid {100 per hit/rnd bleeding) |100%
125 | Acrobatics or Tumbling 100%
150 | Lock Picking: RM  (SM=GM’s Decision) 100%:
150/AT | Donning Armor (Doffing takes 1/2 as long)  [100%
300 | Scanning for 15 sec., -75 mod. (SM) 100%
600 | Scanming for 30 sec., -50 mod. (SM) 100%
1200 | Ful 60 sec. scan, +0 mod. (SM) 100%

Note 1 — Imbedded spelis (such as those stored, staff, ring, rod,
cte.) are normally Class I spells (unless they are instantaneous).

Instantaneous spelis arc considered 1o take 0% Activity and 0 1P,
but 50 IPs between castings. The actual effect of the spell may
require [Ps and % activity (see 2xample in this section).

Class I speils take 10 IPs/spell level to cast, up to a maximurn of
140 TPs.

Class IV spells are spells with a level higher than the caster.

Note 2 — Since Space Master weapons have varying rates of fire
(rof), assume that it will take 100 IPs to fire up to the max rate of
the weapon, with each firing requiring an 1P interval equal ro 100/
max rof. Firing at the maximum rate for a weapon will always take
75% of activity.

Movement — To determine the % activity and IPs required for
movement, use the following formula:

% activity = 100 x Distancc Moved
+ (Movement Rate x Pace Multiplier)

IPs = 2 x (% activity required for the movernent)




3.6 ATTACKING TO SUBDUE

The standard Relemaster combat system is very realistic pro-
vided your goal is the complete annihilation of your opponent.
Sometimes, however, the characters or the NPCs want to take an
opponent alive. With the normal system, you must swing and hope
torollanon-fatal critical. You cannot attack specifically to subdue
without specifically developing the secondary skill. subdue. With
the guidelines in this section, you can attack with subdual as your
intent rather than killing.

When attacking to subdue, certain conditions and results apply:
» The offensive bonus of the attacker is modified by at least -20

(GM discretion). This modifier represents a more cautious

method of attack.

* When a successful artack is made, the attacker may decreuse the
effect of any critical to coincide with his wishes. In addition, the
location of the strike maty be changed. Please note, the critical
may not increasc in effectiveness. In other words, the hits and
penalties delivered may not increase. They may only remain
constant or decrease in severity.

« Particular results such as death or paralyzation may be changed
to unconsciousness or temporary paralysis.

+ Not all types of criticals may be modified. Certain types of
criticals are toe crude and random for the necessary accuracy of
an attack to subdue. One would find it difficult, for example, to
strike with precision with a lightning bolt. The critical type list
below is divided into two sections: types of criticals which can
subdue and types of criticals which cannot subdue. If a subdue
type critical is delivered, it may be modified as outlined above.
Any non-subdue type critical results are resolved normally.

= [faresultof 100 is rolled, the full effect is given. This represents
an accidental kill.

Option: Allow the critical resulf to be only decreased up to an
amount equal to half (round up) of the attacker’s OB reduction.
A “66" result may not be chosen. For example, if the standard
-20 reduction is used, the critical result can only be decreased by
up to 10.

Subdue Criticals Non-Subdue Criticals
Slash Tiny
Puncture Unbalancing
Crush Heat / Burn
Grappling Cold
M.A Striking [mpact
M.A. Sweeps and Throws Electricity
Stun Slaying
Stress Holy
Pierce (S5) Physical Alteration
Disruption
Radiation
Plasma
Acid
Depression
Shrapnel/Automatic (SM)
Blast ($5)

Note: SM = Space Master; S8 = Star Strike.

3.7 STALK & HIDE VS
PERCEPTION

This optional rule uses the Resistance Roll Table (SL 15.5) to
determine if a character perceives another character that is irying
to hide or stalk.
= Use the perceiver’s [ (perception skill bortus + any mods) + 5 ) as

the attack level.

+ Usc the “sneaker’s”™ [ (Hide/Stalk skill bonus = any mods) + 5
as the target level.

The RR table indicates the number that the “sneaker™ must roll
over i order 1o not be perceived.

3.8 BREAKING “150”
REVISITED

This guideline can be used when an attack roll exceeds the 150
mark or any other limiting number {i.c.. due 10 an animal’s attack
size or a martial artist’s attack rank).

Subtract 150 (or the limiting number) from the extremely high
attack roll and apply the resuit ihe table again.

Example: A roll of 235 is made on ¢ broadsword attack
aggainst AT 10. The target takes a 22ES as the maximum
resultanda 7AS. The 7AS isthe result of a85 anack roliiie.,
235 -150).
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3.9 SHIELD BASHES

As suggested in the optional rules section of Arms Law (9.6),a
shield can be used as a weapon — this section contains some
optional rules concerning shield bashes. Skill with “shield bash”
is a weapon skill developed as a 1-hand crushing weapon, usually
with a Buckler or Normal Shield. Shield bash skill must be
developed separately for each type of shield, but all shields are
treated as similar weapons (ChL 13.1.1) for the purposes of shield
bashes.

Shield bash attacks are resolved on the AL Attack Table 11.1.6
(i.e., the Ram/Butt/Bash/Knock Down/Slug Attack Table). Any
fumbles are resolved on the Hand Arms (1-Hand) column; see the
Shield Chart for shield bash fumble ranges. Normally a shield bash
does a small bash attack, although a Gamemaster may wish to
increasc this for very heavy attackers or very light defenders (see
Option 1).

The normal rules for two weapon use (AL 5.1) apply as follows:
» The combatant using a Shield Bash skill must take the -20 off-

hand penalty unless he uses the shield in his on-hand, or the

shield is part of a two-weapon combo (RMCH 7.0), or he is
ambidextrous.

« If a character wants to make a weapon attack and a shield bash,
he may only apply half of his shield DB (see Option 3 for an
exception). In addition, this reduced shield DB must be used
against the target of the shield bash attack.

» Both attacks must be directed at the same target {see Option 3 for
an exception).

« When declaring actions, a character must still declare how much
of his OB is used for parrying. This parry bonus must he applied
against the target of the attacks. The rule of subtracting the OB
parry amount from the OB of both weapons (i.e., weapon attack
and shield bash attack) still applies.

Option 1: The maximum Bash attack allowed is dependent on the
weight of the character attacking and the type of shield being
used,

SHIELD BASH ATTACK SIZE
PC MASS Shield Bash
(ibs) (kg) Attack Size *
55t0 165 1bs 25t 75 kg Small
166 to 330 ths 76to 150 kg Medium
3310660 1bs 151 to 300 kg Large
601+ Ibs 301+ kg Huge
* __ Sjze is limited by shield type, sec Shield Chart.

Example: Chakan Walla is a Greater Mahendo' sai (a giant
Wookie-like creature) and weighs 1050 Ihs. When he uses
his “door” (wall) shield, he cando up to Huge Bash attacks.

Option 2: The maximum shield size that can be easily used fora
shield bash depends on the character’s St stat bonus. If the banus
is less than the minimum the character incurs a penalty (o his
shield bash OB. See the Shield Chart for these moditications.

Example: Elessa the Lay Healer just lost a shicld and needs
a new one. The only one nearby is Kelly the Here's Wall
shield. Elessa’ s St bonus is only +15 so she would subtract
-40) from her Shield Bash OB when using Kelly's shield.

/‘(‘:ﬂ)

Option 3: To receive ashield s full DB against the targetof a shield
bash attack, a character must use at least a certain amount of his
OB to parry. This armount increases as the shield size increases.
The smaller shields require less of the OB to be used for parrying
because of their maneuverable. See the Shield Chart for two sets
of suggested OB parry requirements (Option 3a and 3b).

Example: {Option 3aj Jean Paul the Rogue has a +580 OB
with his 20010 target shield. He may attackat a +75 OB and
use +5 to parry and gain the full +20 shield DB. Chakan
Walla has a +80 OB with his immense wall shield. He may
attack at @ +60 OB and use +20 to parrv and gain the +30
DB from the shield.

Option 4: The Gamemaster may allow players to put spikes
hooks, razors and such on their shields o gain secondan
puncture orslash criticals of areduced level. However, if ashield
bash attack results in a fumbie, the fumbler takes normal fumbi
results and an ‘A’ critical of the appropriate type.

Example: Anvil the Dwarf has a spike on his target shield.
If he delivers a *C’, ‘I, or 'E" critical from a shield bash
artack, the target also takes a Puncture critical of o fess
severity levels.

Option 5: A GM may wish to allow a character to make his shieli
bash attack and his weapon attack against different targets. Th
following restrictions apply:

« The targets must be within a 90" angle of one another.

« The target of the weapon attack must be in front of the attacke
and the target of the shield bash must be on the shield side of th
attacker (on the flank or towards the front).

« The OB of the weapon attack is modified by -20 and the OBe
the shield bash is halved.

SHIELD CHART
Shield DB Maximum MIN. PARRY ¥ ST STAT BONUS

Shield Melee / Fumble Bash Option Option -25to 0to 11 to 2l to

Type Missile Range Size * 3a 3b -1 10 20 30 3+
Target 20710 3 Small 5 10 -20 — — — =
Normal 20/20 4 Medium 10 20 -40 -20 = = =

Full 25725 6 Large 15 30 -60 -40 -20 = =

Wall in/40 8 Huge 20 40 -80 -60 -40 -20 —_

* __ This maximum limits Bash Size based upen weight as outlined in Option 1.
+ — This is the minimum OB parry required to get the full shield DB, sec Option 3.
+ — This is the shield bash OB penalty bused upon shield type and St stat bonus, see Option 2.
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3.10 AN ACTIVITY POINT
BASED TURN SEQUENCE

If this optional turn sequence system is used, each character has
anumber of “activity points™ (APs) to allocate each round. Eve-
tything that he does (e.g., swing a sword, draw a weapon, dis-
mount, make a maneuver, etc.) will use some of these activity
points. An Action Cost Chartis provided 1o show how many points
are required for specific actions.

Note: A “round” in this system is not the 10 second round
af normal Rolemaster. It has a more a more nebulous
duration due to the nature of the system. The approximate
durgtion of @ round is 25-30 seconds — as an approxima-
tion, use [0% normal RM activity percentages equals 4
Activity Points (i.e., 40 APs is equivalent to one round).

Note: These points can be varied by a GM to fit his own sense
of realism. If « GM thinks that a certain action requires too
many APs (i.e., too much time), he can change the AP
requirement for that action.

AVAILABLE ACTIVITY POINTS (3.10.1)

Each combatant must calculate his Total Activity Points (TAPs)
at the beginning of each encounter (not at the beginning of each
round). The GM must decide when an encounter starts and ends.
A combalant’s TAP total is the number of Activity Points that
combatant has for each round of combat.

A combatant’s TAP consists of the sum of three factors:

1) A base of 100 APs.
2) APs equal to a fuck rolt — 1-10 APs (1D10).

3) APs cqual to the combatant’s Total Quickness stat bonus.
TAP = 100 + 1D10 + Total Qu Stat Bonus

Example: Kien, a Grey EIf. has a Qu stat of 93 (Qu stat
honus = +13, smoothed stat honus from RMCI4.4). Thus his
Qu stat honus is +23 (he gets an additional +10 racial Qu
bonus). At the beginning of an encounter, he rolis his luck
roll,an ‘8. Thus his TAP is 13] = 100 + 8 + 23. This the
APs he has available for each round of the current encoun-
ter. At the next encounter he will roll again. The GM must
decide when an encounter starts and ends.

Option 1: A GM may wish to change the base points used to
caleulate the TAPs. 100 1s used the base for this systcm because
a lower base would be atfected more by one’s Quickness stat
bonus. For example, if the base was made 30 pts per round, the
Quickness bonus would affect it by approximately 70%
(35+50x100). This would make it extremely unfair for slower
characters, since very quick characters would have almost an-
other full round to act. On the other hand, if the base were set too
high, ane’s Quickness would be of little use.

Option 2: A GM may wish to have each combatant make a new
luck roll and recalculate his TAP every round.

Option 3: A GM may wish to change the luck roll from 1D10 to
1D20 (or even 1D30).

KEEPING TRACK OF ACTIVITY
IN A ROUND (3.10.2)

Basically, the idea in this system is for each character to keep
track of when (in terms of APs) his next action will be resolved.
The GM keeps track of the passage of time ({i.e., how many APs
have passed during around). Then, each action is resalved as the
passage ot time rcaches the proper point.

For thesc purposes, the GM and players need to keep track of a
number of different factors:

RCAT — To control activity during a round. the GM must keep
track of the Round’s Current Action Total (RCATY. The RCAT
indicates how much time (i.e.. APs) has already passed during
the current round.

NAT (one for each combatant) — Each combatant must keeptrack
ofhis Next Action Total (NAT). His NAT indicates at what point
in the round his next action will occur.

CTAP (one for each combatant) — Each combatant must keep
track of his Current Total Action Points (CTAP). His CTAP
indicates how many APs he has left for the current round.

TAP (one for each combatant) — As mentioned in Section 3.10.1,
each combatant must calculate his Total Action Points (TAP).
His TAP indicates how many APs he has for any given round.

Note: This process may seem complicated when initially
read, bui it is simple to use.

Beginning an Encounter — At the beginning of an encounter, all
combatants must calculate their TAPs and all NATSs start at zero.
At the beginning of an encounter, a combatant must mmmediately
declares his firstaction. Atthis point, his NAT is set equal the AP
cost of that action. In addition, his CTAP is decreased by the AP
cost of the action.
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ACTION COST CHART

MEeLEE ATTacK AP Cost §

THroWN ATTACK AP CosT §

SreLL Casting AP Cost

Min Min Min
AP AP AP AP AP AP
Weapon Cost Cost Weapon Cost Cost Action Cost Cost
Dagger 30 15 Bola 32 25 Instantaneous Spell 1 1
Falchion 37 25 Dagger 15 10 Prepare Class [ Spell 15 10
Hand Axe 3 24 Hand Axe 20 15 Prepare Class I1 Spell 40 30
Main Gauche 3o 21 Javelin 27 20 Prepare Class 1II Spell 70 60
Scimitar 33 22 Spear 30 21 Recovery 20+1vl/2 15
Rapier 34 25 Rock 15 10
Broadsword 15 25 Movement AP Cost T
Shortsword Y 21 MiscELLANEOUS AP Cost Distance Moved AP Cost
Bare Fist 78 12 Min 1/4 RM Maovement Rate 10
Club (Norm) 35 23 N Cﬁ; Cﬁ; ;/2 RM Movement R‘j’te 20
Warhammer 34 24 /4 RM Movement Rate 30
Mace 31 24 Draw Weapon § 0.5wc 0.4 we Full RM Movement Rate 40
Morming Star 38 27 WP- to Other Hand § 5 4 General Formula:
Whip 18 30 DISITIOUI}K = 20 15 AP Cost =
Battle Axe 40 29 Rapid Dismount * 10 8 40 x | # ot ft moved +
Flail 41 10 Mount Up * 40 30 (Movement Rate x pace multiplier)]
Controlled Drop * 20 15
e i 30 Hiding ’ 40 40 AP RepucTioN DUE TO STAT
Quarterstaff 30 15 = BONUSES
2-Handed Sword 38 28 f,;zl:mtg nceling § 0.25 1;1(; X 01-2 Stat T p
: e to Kneeling b
]I:/[o(::t:;il Lance o Specga; Knee]ing 0 Standing § 10 3 Bonus Reduction
Spear 35 2% Orientation 10 10 50+ 7+ (1 per +10)
M.A. Strikes 25 o | Adrenal Move Prep. 8 8 40-49 6
M.A. Sw&Th 25 20 Sp.cll Concentration (.5 mr = 30-39
Climbing 0.2 mr = 20-29 4
MissiLk Atrack AP Cosrt § Swimming 0.5 mr — 15-19 3
Min Riding mr of Animal - 10-14 2
AP AP Disarm Trap * (variable) % 0.8 05-09 1
Weapon Cost Cost Fat an Herb § (variable) x 0.8 less than 05 0
Short Bow 10 8 we = weapon AP cost Note: For every point that the Normal
Composite Bow 12 9 mr = normal RM movement rate AP cost 1s reduced, the combatant re-
Long Bow 14 10 Note: For other activities see RMC1 6.2 ceives a -5 penalty (only -1 for base
Light Crossbow 10 o | and 70, and multiply the % activity figure | 2 ack spell):
Heavy Crossbow 12 10 by 40 APs. The minimum AP cost is then ‘:pplj:a.l?.lf Stats:
. " ” e Hiy.
Sling 20 15 S +  Power Point stat.
RELOADING AP CosT * t — Swength.
. § — Quickness.
Min
AP . AP
Weapon Cost Cost
Short Bow 24 20
Composite Bow 28 23
Long Bow 32 26
Light Crossbow 60 45
Heavy Crossbow 80 65
Sling 20 15
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If a combatant is unable to take action at the beginning of an
encounter (e.g., is asleep or surprised}, he may only use APs after
he has been enabled 1o take actions (e.g., s awakened or becomes
aware of the situation). If a combatant later becomes able to take
actions, his CTAP is equal to his TAP minus the RCAT (i.e., he has
already used APs equal to the time that has already passed during
the current round) and he declares an action, his NAT 15 set to
equal the RCAT plus the AP cost of the action declared.

Updating the RCAT — At the beginning of around and after each
actionis resolved. the RCAT is increased to equal the lowest non-
zero NAT(s) of all of the combatants (i.e., the time is advanced to
the next action to be resclved). The declared action of the
combatant with the lowest non-zero NAT is then resolved. If
several non-zero NATSs are equal and lowest, thosc actions are
resolved simultancously.

Updatinga NAT — Whenever the RCAT reaches a combatant’s

NAT., several things happen:

» The combatant’s declared action is resolved.

+ The combatant declares a new action,

« If the combatant’s CTAP is greater than or equal (o the action’s
AP cosi (1.e., the combatant has enough activity for the round to
perform the action), the combatant’s NAT is increased by the AP
costof the newly declared action and the combatant’s CTAP is
decreased by the AP cost of the action.

« If the combatant’s CTAP is less than the action’s AP cost, the
combatant’s NAT becomes zero (i.e., the combatant can take no
further action this round) and his CTAP becomes equal to the
action’s AP minus his old CTAP (i.e., the CTAP is used to keep
track of how many APs will be required to complete the action
during the next round).

Ending a Round — A round ends when all NATs are equal to
Ze10.

Beginning the Next Round — The RCAT is set to zero. Each
combatantsets his NAT to equal his CTAP, and then sets his CTAP
toequal his original TAP. Then the round begins by updating the
RCAT.

Example: A Mugician, named Kavin, is sitting in a tree near
d forest path. A group of Orcs carrving shorthows are
walking along the path toward him; they are unaware of
Kavin, but he sees them. The GM begins the encounter and
everyone determines their TAPs. Kavin hasa 108 TAP; the
Ores have 103, 104, und 130).

Kavin, heing a smart Animist, begins preparing Sleep VIl
(a Class Il spell for him, costing 60 APs}. So Kavin starts
withaNAT of 60 and a CTAP of 48 (108-60). Since the Orcs
are unaware of Kavin, they can not take any action {other
than walking along) and their CTAPs and NATs are not
calculated yet.

The RCAT is updated to 60 (the lowest NAT) and Kavin
casts his spell— the Qre with a 104 TAP falls asleep. Kavin
must chose “recover from spefl casting” as his next action
(22APs), 50 his NAT becomes 82 and his CTAP is 26 {48-22},

The other two Orcs are now aware of an attack, so their
CTAPs are 43 (103-60) and 70 (130-60). Both Qres decide
to fire their shorthows at Kavin (35 APs), so their NATs
become 95 and 95 (60+35 ) and their CTAPs become 08 (43-
35)and 35 (70-35).

Next, the RCAT is updated to the lowest non-zero NAT,
which is Kavin's 82. le decides to cast another Sleep VII
spell (80 APs), but he only has a CTAP of 26. Thus, his NAT
becomes zero and his CTAP becomes 34 (60-26). This CTAP
keeps track of how many APs he must use next round 10
complete this action.

The RCAT is updated 10 the lowest non-zevo NAT, which
is 95, the NAT of each of the Orcs; so they both fire
simultaneously. They resolve their attacks, but only give
Kavin afew concussion hits. They both decide to fire again
(35 APsj, s0 one Orc's NAT becomes 130 and his CTAP
becomes zero. The other Orc doesn’t have enough APs left
to fire this round this CTAP is only 8), so kis NAT is ser to
zevo and his CTAP becomes 27 (35-8) to keep track of how
much activity the bow shot will require next round.

The RCAT is updated to the lowest non-zero NAT of 130,
so the Orc fires again and misses Kavin the Lucky. The Orc
decides that “the third time's the charm” and declares his
action is to fire again. However, he is out of APs 50 his NAT
becomes zero and his CTAP is set o 35 (35-0) to keep track
of how much activity the bow shot will require next round.

The round now ends because all NATs are zero.

Now we begin the next round by setting the RCAT 10 zero.
Then each NAT is set equal to the combatanr’ s CTAP: 34 for
Kavin, 27 for one Orc, and 35 for the other. Their CTAPs
hecome equal to their TAPs: 108, 103, and 130. Now the
RCAT is updated to begin the round. One Ore will attack
first, then Kavin, then the second Orc.

ACTION COSTS (3.10.3)

The AP costs for most actions are summarized on the Action
Cost Chart. This section presents explanations and guidelines for
handling a variety of actions.

MoOVEMENT
Assuming thataround in this system is 25-30 seconds long, then
a combatant could move 2.5x his normal RM movement rate
during a round in this system. So lets assume the following AP
costs for certain standard movement:

Distance Moved AP Cost
1/4 RM Movement Rate 10
1/2 RM Movement Rate 20
3/4 RM Movement Rate 30
Full RM Movement Rate 40
A general formula would be:
AP Cost =

40 x [ # of flmoved + (Movement Rate x pace multiplier) |

Example: Helcar, a Thief, has @ movement rate of 84 (this
means 84'irnd at a watking pacej. He is positioned behind
arock 30" away from a huge Troll (a good place to bef). He
wishes 1o sneak up on the Troll and ambush it. His TAP is
127 (100+25+2). Since he wants to sneak up on the Troll his
pace multiplier will be at 1/2. The AP cost of moving 30’ is
2857 =40 x {307+ (84 x 112 }], which rounds up o aAP cost
of 29. AGM can use rounded figures and the chart above —
30 is 3/ds of 42 so the AP cost is 30,

In a tactical situation where the movement of various foes may
conflict, a GM may wish to have everyone use 5 or 10 AP actions
for movement.
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CASTING SPELLS

Casting speils requires time. All spells have a preparation time
(except instantaneous ones) that requires APs. At the end of this
preparation time the spell is cast and will take affect immediately.
After a spell is cast, the caster must chose a Recover From Speli
action that costs: 20 + (spell level + 2) APs {round up).

Each normal round of spell duration is equivalent to 40 APs of
a round in this system.

AP Cost ReEpucTion DUE 10 STAT BONUSES
The AP cost for some actions can be reduced by high stat
bonuses. See the “Stat Effect on AP Cost” section of the Action

Cost Chart for this AP cost reduction, The AP cost for an action

can never be reduced below the Minimum AP cost for that action.
An actions preformed at less than the normal AP cost suffer a -

5 penalty for every point that the AP cost is reduced below normal:

for base attack spells this is only - | per point of reduction.

* The Quicknesy stat helps reduce the AP cost of such actions as
tiring a bow, drawing a weapon, and throwing a weapon.

* The Agility stathelps reduce the AP cost of such actions as loading
a bow, disarming a trap, climbing, etc.

* The Sirengeh stat helps reduce the AP cost of making a melee
attack with a particular weapon (referred to as weapon cost) —
this reduction does have fixed limits (i.c., a person can only move
s0 fast).

* The Power Point star corresponding the realm of the speil (i.e.,
In for Channeling, £m for Essence, Pr for Mentaiism) will
reduce the number of APs required to prepare aspell. A high PP
stutindicates a more in depth knowledge of how spells work for
a particular realm — leading to more efficiency in casting spells
(i.e., a reduced casting time, APs).

Example: Dana decides to make an artack with his dagger.
Thisisnormaily a 30 AP costaction, bt Dana has a Siren gth
of 99 for a + 20 stat bonws. This stat bonus allows a AP cost
reduction of 2, so Dana may use an AP cost of 30, 29 or 28
Jor hisdagger attack (his choice)— his dageer atrack would
suffer a OB penaitv of -0, -5, or <10 respectively.

HANDLING SPECIAL SITUATIONS
(3.10.4)

This section discusses some of the most common situations that
arise when this system is used. Of course, special situations will
arise that are not covered specifically by this system: just use the
same approach taken in this section and you will not have many
problems

PARRYING
Each time a combatant declares a melee attack action, he must
state his percentage of OB on offense and on defense (i.e.. how
much he is parrying with).

Move AND PARRY
A combatant may declare a move and parry action; in which
case, his pace multiplier is *1/2” but he may usc up to half his OB
1o parry with.
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MOVEMENT DURING SPELL PREPARATION
A character may split the time required for spell preparation into
two half-AP actions. However, the only action allowed between
the two half preparation is a 5 AP movement action.

OPPORTUNITY ACTION
A character may delay an action that has a immediate effect and
that he has already expended the APs for (e.g.. firing an arrow,
casting a prepared speil, etc.). When his normal NAT arrives, he
merely states that his action is on opportunity action. As the RCAT
increascs after this, his CTAP is reduced by the same amount until
he decides to have his action take effect.

CANCELING AN ACTION
A character may cancel an action at anytime, but he loses half of
the APs remaining to be used for the canceled action:

* Action i$ canceled and the RCAT is updated ta equal the time at
which the action is to be canceled. No NATs can be skipped.

* The canceler recovers half of the unused APs allocated to his
cancelled action — he sets his CTAP equal to his old CTAP plus
half of his NAT minus the RCAT:

New CTAP = OId CTAP + [ (NAT - RCAT) =2 ] L

« Finally, the canceler declares his new action and updates his fa
CTAP and NAT normaully. ret

kxample: Dang the Eif is preparing o spell (60 AP yand has
@ CTAP of 30 and a NAT of 80 (50 he started the action at
RCAT of 20). However, at RCAT 35 vne of the Ores Dana
is fighting declares a how atrack wirth a NAT of 70. Dana
panics and cancels his action at RCAT 40 — allowed
because, there are no other actions (NATs) between RCATs
35 and 40, Dana’s CTAP becomes 50 = 30 + [(80-40)+ 2],
thus he loses half of the APs remaining for the spell prepa-
ration. Dana now declares a 10 AP movement ( 114 novmal
maovement rate) planning to duck behind a tree. His CTAP
becomes 40 (50-10) and his NAT becomes SO (40+10).

SPEED AND HastE
Each normal round of Speed or Haste will increase a character's
CTAP by 20-40 APs (GM discretion). We suggest 20 APs fory W
low powered campaign and 40 APs for a high-powered campaign },

3.11 A REVISED COMBAT
SEQUENCE

In some ways the normal RM combat sequence (AL 3.1) can ik §
limiting on player actions and intentions. The order of event e
segregales certain actions and makes other actions predictable i
One can always expect spells before missile fire and one can no
move away from missile fire until after it happens. One can ng N
continue moving afterattacking (unless it is done in the next round ;//
nor can ene attack and then move. Herein is presented a revise =
combat seyuence designed to promote a more free-flowing combaf
style and to allow some maneuvers not possible with the standar
system.



The revised combat sequence is ordered as such —
1. Roll for Skill-Effects
2. Make “Snap” Perception Rolls
3. Declaration of Actions
4

. First Half-Round
a. Spell Point
b. Movement
¢. Action Point

5. Second Half-Round
a. Spell Point
b. Movement
¢. Action Point

6. End of Combat Round

ROLL FOR SKILL EFFECTS (3.11.1)

Atthe beginning of the round, any character who was previously
preparing a skill such as an Adrenal Move, Frenzy, Contral
Lycanthropy or Meditation (Ki) rolls to determine success or
failure. This allows the character to determine actions based on the
results of these rolls.

MAKE “SNAP” PERCEPTION ROLLS
(3.11.2)

At this point any character wheo is uncertain of the combat
situation may declare he is making a “snap” perception roll. This
roll is taken at the -20 penalty for being in melee; only -10if only
under missile fire: The character also takes a -20 penalty to his total
initiative for that round. This allows characters to determine who
is up or down, who is stunned or isn’1 actively parrying. who may
be Frenzying or Adrenal “Sped.”

DECLARATION OF ACTIONS (3.11.3)

Characters now declare actions in reverse order of initiative,
Several different sorts of actions maybe declared for an upcoming
round. These can be broken down into three categories:
= static action
* half move and a action
+ full move with/without action

STATIC ACTION
A static action is one that takes little or no movement during the
combal round (i.e., no movement is declared other than facing
changes). The following are some examples of static actions
which can be declared.
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Skill Use (Non-Combat) — A character can declare that he will
be preforming a skill action during the round. Examples of
suitable skills include First Aid (on self or others), Rope Mastery,
Full Perceptions (with no minus), Read Runes or Attunement. The
Gamemaster should decide whether the skill use will take one or
several rounds to complete and stale whether any penalties are
involved. Rolling for completion of the skill use occurs at the end
of the round (5. End of Turn). One may move up to half of one’s
base movement rate depending on the skill being used.

Spell Prep / Frenzy Prep / Lycanthropy Prep — This case is
similarto the previous except the roll for the completion of the skill
occurs during the next round. One may move up half one’s base
movement rate during the round. If in a combat situation, the
combatant may use his/her Qu DB as well as parry athalf OB. A
Gamemaster may rule the certain combat results may disrupt or
penalize the skill use.

Normal Attack Action — Anattack action includes spell casting,
melee combat, missile and thrown attacks. Spells are normally
cast at the First Half Spell Point but may be held to the Second Half
Spell Point. Altacks (melce, missile or thrown) occur at the First
Half Action Point but also may be held until the Second Half
Action Point. One declares no movement except changes of facing
(and these should be specified and are done during the Mavement
phase). 1f a character is taking two attacks then the attacks should
be divided between the First and Second Half Action Points with
the player or Gamemaster specifying the order. Characters taking
three or more attacks should divide them as evenly as possible
between the Action Points.

Example: Anna Ashford is taking two attacks with her hand
axes and is also a “Trained Regular Footman™ allowing her
an additional Rank 1 Sweep as well. The Gamemaster has
Anna take one hand axe attack and the sweep attack at the
first Action Point and the second hand axe atiack al the
second Action PoiRt.

Reload/rearm — Reload/frearm is completed at the end of the
First Half Action Point. One may move up to half one’s base
movement rate during the turn. Drawing one weapon is a 1/2
action and one may attuck al the second Action Point at a -20.
Drawing a second weapon in a tum is completed at the end of the
round and adds another -30 to the first weapon’s OB (a Gamemas-
ter may wish to make excepts for small weapons. two-weapon
combinalions).

AcTioN & HaLr Move / Harr Move & AcTION

The characterinvolved declares an action (usually a spell cast or
melee attack) followed by a half move or a half move followed
by an action. The distance of the movement invalved is half the
base movement multiplied the pace multiple specified by the
player and allowed by the Gamemaster. The first action/move is
resolved in the First Half-Round and then a maneuver roll must be
made to complete the second movefaction in the Second Half-
Round. The base difficulty of the maneuver roll depends on the
pace multiplier of the character during the round (sec the Move &
Action Difficulty Chart). Actions may include melee attack,
thrown attack, missile attack or spel] casting.

Example 1: Lilah the Archer wishes to pursue an Elk before
shaoting it. She declares a 2x half movement and will then
fire her bow. Her base rate is 75" and sa she moves (112 x 757
x 2 =) 75 in the first half of the round. Since her pace
multiplier is 2x, she must make a Light maneuver to deter-
mine any detriment to her OB when she shoots the Elk.
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Example 2: Leofric the Immortal wishes to strike an oppo-
nent and then pursue another. He declares an attack and
then a 1x half movement. Leofric rolls for the attack in the
first half of the round. Since his pace multiplier is {x, he then
rolls an Easy maneuver to determine how much of half his
base rate he can move in the second half of the round.

FuLL MOVE WITH/WITHOUT ACTION

The character involved declares a full move during the round
which can include an action at either the First Half or Second Half
Action Point. The character can move up to as many multiples of
his base movement rate as the situation or the Gamemaster will
allow. At the appropriate action peint in the round, the character
makes a maneuver roll to determine the effectiveness of the action
he wishes to take. The difficulty of the action is dependent on his
pace multiplier {see the Move & Action Difficulty Chart). In this
case the action may include a spell cast, an attack or a mancuver
such as an Acrobatic leap, « Tumble, a Pick Pocket or a grab.

Example: Sinzes the Conjurer is walking (1x) down a city
street. He spois his lifelong enemy just ahead of him. Sinnes
declares he is going to run (3x)up to the man and Shock Bolt
him as he passes by. The Gamemaster marks off Sinnes’
movement for the first half of the round and determines the
range to his target. Sinnes then rolls a Hard maneuver to
determine any detriment to his spell casting or directed
spells skill. After resolving the Shock Bolt, the Gamemaster
marks off Sinnes” movement for the second half of the round.
(Note: This example assumes Sinnes’ Shock Bolt is either
instantaneous or from an iten.)

-

MOVE & ACTION DIFFICULTY CHART

Movement 1/2 Move Full Move Hol
Rate & Action & Action .
actio
uplo 1X Easy Light ingn
up to 2X Light Medium pena
up to 3X Medium Hard an ac
up to 4X Hard Very Hard Ly
upto 5X Very Hard Extremely Hard g’
¢
th
NOTES ON ACTIONS ha
Move & Action Maneuvers — Required maneuver rolls fo (}’
a

“Move & Action” situations is appropriate to the situation; char

acters on foot make a Maneuvering in Armor or an AG roll, ridet g ceq)

make a Riding roll (and the horse an MM roll if necessany
swimmers make a Swimming roll, fliers make a Flying roll.

0X t
accele

Canceling an Action — Canceling a declared action resultsinth Onec
loss of that half round of action and any new actions (if the secon an opj
half of the round is available) are attempted at a -50 during th Hacte
round. Any new action must be redeclared before the beginnit of 1,

of the Second Half Round.

would

Example: Don Carlos declares that he isattacking Grodthe With a
Orc. Before Don Carlos can attack, Grod passes out due to Initiat
blood loss. Don Carlos aborts his attack and declares heis get an
attacking Grod s brother Grid. Don Carlos take a -50 to ks Secon
OB 1o attack Grid, Exs

tots
init,



Holding an Action — A character may declare he is Holding his
action. The character may take no new action (except for continu-
ing movement or defense), other than make a perception roll (no
penalty), for the First Half round. Howeverthe character may take

- anaction at any initiative puint in the Second Haif round withouat
L having to make a maneuver roll,

Example: Don Carlos and Grod the Orc are still arit. Don
Carlos declares he is holding his action for the first half of
the round. As luck would have it, Grid passes out in the first
half round. Don Carlos redeclares an anock on Grod the
Orc.thethird of the triplets, and does such in the second hailf
of the round with no penalty.

Acceleration: Onc can accelerate up to 2 movement categoriex
(0X 1o 2X, 1X to 3X, etc...) if taking a half move. One can
accelerate up to 4 categories {1X to 5X....)if 1aking a full move,
One can decelerate up (o 3 categories in a round unless stopped by
an opponent or obstacle.

Haste and Speed — A character who is acting at twice the speed
of normal due to Haste or Speed spells, Adrenal Speed or an item
would be able to declare twice as many actions. The person acts
with an +50 Initiative bonus for the normal first action and a -50
Initiative bonus for the extra action, Normatly, a hasted character
get an action declaration for the First Half round and one for the

* Second Half round.

Example: Skarim is Hasted during this combat round. His
total unmodified initiative is 90. Skarim would act ar
initiative 140 and again at initiative 40 during the round.

FIRST HALF ROUND (3.11.4)

The first half of the combat round consists of three parts; the
spell point, movement and the action point. During the spell point
characters make any rolls for spells which were prepped in previ-
ous rounds, instantaneous spells declared this round, or any de-
vices being used, read or drunk., During movement any characters
which have declared movement do such. During the action point
any declared combat actions (melee, missile or thrown attack) or
maneuvers (acrobatics, tumbling, yado, disarming, etc.) are re-
salved. During this time all cancelations of actions are declared
and at the end any character holding or canceling an action may
redeclare.

SECOND HALF ROUND (3.11.5)

The second haif of the combat round proceeds exactly as does
the first half; spell point, movement and the action point. The spell
pointincludes any delayed or heid spells or newly cast instantane-
ous or zero round prep spells. Movement covers new and continu-
ing movement as well as results of the first half round’s actions
{e.g.. Unbalancing crits whichmove a character). The action point
covers second or last attacks, held or declared attacks, and finish-
ing mareuvers to full moves.

END OF COMBAT ROUND (3.11.6)

Atthis point ali bookkeeping for the combat round is compieted.
Any skill rolls necessary are made by those characters involved in
a static skill action.
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I 4.0 I
OPTIONAL SPELL “LAWS”

4.1 UNIQUE SPELLS

[n ecach particular campaign, a GM should feel free to muke
spetls, spell lists, and spellcasting unique and special for his world
or specific areas in his world. As a general rule, a GM should try
to avoid making the spells more or less powerful; unless that fits
his world and he is prepared for it. This will help maintain the
balance of the original spell system, so that any additional weak-
nesses or strengths coming from the unique spell modifications
should even out.

Two spellcasters may have the same list as far as the spell levels
and spell names are concerned, but the lists could be very different
inactuality. This will make the world more interesting and unique.
Most players will tell you that such contributions by the GM make
the game more interesting and easier and more enjoyable to role
play in.

An example of a unique use of spells and spell guidelines is
presented in Cleric’s Law (RMC/ 4.19). n this material, Clerics
are allowed to have spell lists that fit their deities’ spheres of
influence in a specific campaign world. The examples in this
section show how spells and spell casting can be molded o a
specific campaign world.

Example 1: [a a particular world. the GM decides that the
Muavician professiem should deal with only with elements (he
may even chunge their profession’ s name to Element Lord or
something). That works well with the base lists, but what
about the open and closed lists? Well, many lists can be
described as “elemental” in nature such as Spell Wall {the
caster is enshrouded in fiery, chill, wispy, eic. force that
proteces himfrom spells), Detecting Ways (caster “tunesin”
with the earth to pain knowledge), ete. Gate Mastery could
be significantly changed so that creatures summoned would
not be normal ereatures, but their elemental equivalent that
would be composed of a specific element and would inflict an
additional critical of the appropriate element(e.g., if the GM
would normally decide that a giant frog would come with the
stmmons, it would be a fiery frog, a cold frog, etc.). The
demonic gate spells would summaon either elemental demons

or clementals. This would make certain lists more powerfud.,

hut than the GM mivht decide to balance things by ruling

that these “Element Lords” cannot gain spells from lists
such us Rune Mastery, Spirit Mastery and Spell Reins
hecause of their decidedly un-elemental nature.

Example 2: This example examines another variation of
making a unique Gate Mastery list. Suppose a certain group
of spellcasters possessed a group of "“body altering” lists
like Shapechanging Ways (Arcane, RMCI 317} and also
had the Gate Mastery list. The GM could change Gate
Mastery 1o go along with their “body altering” lists—Gate
Mastery spelis would not summon creatures butwould allow
the caster to create them using his own body. These spells
would enable the caster to take matter from his own body
without doing hint harm and create the desived creature out
of that “protoplasm.” He could devore a number of his own
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conrcussion hils to the protoplasm and then the creature
wolld determine their hits fromthat (e . take the creature’s
leveltimes the number of hits the caster devoted). The caster
would not have those hits until the creature was dispelled
and the mutter taken back. No harm would come to the
caster i the creatire took damage. This could very well
make the creatures much move powerful, but the caster
would be devoting his own flesh to make them powerful.
Demonic Gate spells would be handled in a similar manner,
The name of such a list could be changed to “Creature
Creations.”

Example 3: Mystics in a certain world might be thought of
as undercaver agents” and so their spells have been
developed so that they can be cast secretly—f.e., one is not
able tell such a Mystic is casting a spell by looking at him.
They would require no ESF roll to cast a spell without a free
hand.

Certain Clerics could be flambovant spellcasters and
receive an extra +10 spell roll bonuy when they have hoth
hands free and raise them toward tie heavens ar clasp them
together as if praving.

Example 4: Arnother arvea a GM may want to “flesh out” is
what spells look like when thev are cast. For help in what
spells look like, a GM can ook to some of the fantastic
Jantasy art that is availahlie.

Example 5: Still another area u GM maywant to ' flesh out”
is what it feels like to be healed magically and what is the
difference (if any) between Healing and Luy Healing. In the
author's world, Healing is pleasant for the subject and
painful for the Healer while Lavy Healing is done with
scalpels and heat for major wounds and is guire patnful for
the subject.

4.2 PP UNDERCASTING

PP undercasting is an extremely risky form of spell casting ~
the spell caster uses less than the required PPs when attemptingt
cast a spell. This sitnation requires an ESF roll (see SL 10.9). Th
shortfall in PPs is equivalent to one level of ESIY overcasting (se
SL 10.9.2). However, when the ESF roll 1s made the ESF modifi
cation due to a lack of PPs is doubled.

Example: Morag the Lay Healer is in desperate straights,
she needs to cast a Stun Relief I, a fourth level spell, but only
has 2 power points left. A shortfall of 2 PPs is equivalent to
atwolevel overcast - an ESF mod af 25. Thus, the two level
PP undercast Movag is attempting has a 25 * 2 = 30 ESF
mod.

Option 1: When calculating the spet] failure total from any faily
PP undercasting ESF, a GM may choose to triple either b
standard or the doubled ESF modification.

Option 2; A Gamemaster may also wish to incorporate physic
damage as well (e.g., perhaps by requining that the PP undercy
ter take a Stress critical).

Tl
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4.3 RITUAL MAGIC
REVISITED

One very important point in the Ritual Magic System in RMC1{f
4.3 was not covered — whai is the minimum time required for a
ritual?

The ritual casting of a speil with a level above the caster’s level
takes at least four hours. For spells with a level less than or equal
1o the caster’s, the minimum required time is:

Phowr + (normal casting and preparation time in hoirs )

Thus, in terms of normal SL casting time requirements, the
following minimum times apply:

Spell Class Minimum Ritual Casting Time
[ 2 hours
Il 3 hours
1H 4 hours

Example: A /0th leve! caster could cast st-4th level ritual
spells in a minimum of 2 hours, Sth-7th in a minimum or 3
hours, 8th-10th in a minimum of 4 howrs, and [Tth-14thina
minimum of 4 howrs. Of course, spells above [4ih level
would require o number of hours equal 1o the (spell level -
caster's level). see RMCIHIT 4.3,

4.4 ADDITIONAL BASE LISTS

Many of the RMCIT and RMCIH semi spell users, have access to
6 ormore base lists. Ifa GM wishes to give all semi spell users the
same options, he can use the material in this section.

Each semi spell user wilt access to at least nine Base Lists, They
choose six of these as their Normal Base Lists and have access to
the unchosen ones as Open Lists.

Ranger — Standard 5 81 lists +
Sense Mastery (Closed Mentalism) Guardian Ways (Special)
Way of the Navigater (Arcane) Animal Mastery (Druid Base)

Bard — Standard 5 SL Lists +
Lesser Hliusions (Open Essence) Recreations (Sage Base)
Beguiling Ways (Montebanc Base) Weave Tuale {Sage Base)
Monk — Standard 5 SL Lists +
Combat Enhancement (Beastmasier Base)
Shielding Ways (Paladin Base)
Deadly Dances (Dervish Base, rename “Combat Ways™)
Arm's Way (Paladin Base, no spells at 1v1.10, 20. 50
Delver — Standard 3 RMCI Lists +
Appraisal (Montebanc Base)
Noble Armor (Noble Warrior Base)
Noble Weapons (Noble Warrior Base)
Chaotic Weaporn (Chaotic Lord Base)

Nightblade — Standard 5 RMCT Lists +
Sense Control (Mentalist Base) Escaping Ways (Sleuth Base)
Self-Healing (Open Mentalism) Evasions (Monk Base)
Beastmaster — Standard 6 RMCI! Lists +
Sense Through Others (Seer Base)
Nature's Wavs {(Druid Base)
Weather Ways (Open Channeling)
Warrior Mage ~— Standard 6 RMCH Lists +
Body Renewal (Monk Base) Evasions (Monk Base)
fflusions (Open Mentalism)
Dervish — Standard 6 RMCH Lists +
Spellbreaker (Paladin Base) Haly Warrior (Paladin Base)
Damage Resisiance (Open Mentalism)
Crafter — Standard 6 RMCI Lists +
Solid Manipulation (Closed Mentalism)
Gas Maripulation (Closed Mentalism)
Liguid Maripulation (Closed Mentalism)
Noble Warrior — Standard RMC/HT Lists +
May chose one of his optional lists as his sixth base st and
three more of his optional lists 10 be treated as open lists,
Chaotic Lord — Standard RMCIH Lists +
May chose one of his optional lists as his sixth base list and
three more of his optional lists to be treated as open lists.
Macabre — Standard 5 RMCIH Lists +
Doom’s Law (Warlock Base)  Dark Lore (Evil Cleric Base)
Mind Destruction {Sorcerer Base) Curses (Evil Cleric Base)
Montebanc — Standard 5 RMCII] Lists +
Lyscaping Ways (Sleuth Base) Distractions (Nightblade Base)
Telekinesis (Closed Ment.) Mind Mastery (Closed Ment,)
Moon Mage — Siandard RMCII Lists +
May chose one of his optional lists as his sixth base list and
three more of his optional lists 10 be treated as open lists.
Slenth — Standard RMCHI Lists +
Locating Ways (Closed Channeling)

Mending Wavy (Arcane)
Bladerunes (Arcane)
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4.5 SPELL CATALYSTS

As an optional rule 1o make spellcasting more intricate (and
maybe more like spells of myth and fiction), a GM can allow some
substances to make certain spells work more effectively — thereby
functioning as “spell catalysts.” Depending on the GM, a spell
catalyst can bc common or Tare, and can effect either a large
number of spells or it can be very specific. The effects of a spell
catalyst can also be quite varied, and there are many options for the
GM tfo choose from. Spell catalysts should be destroyed (i.e.. used
up) when used.

Option 1: Choose a very general spell group for a catalyst, but
make that catalyst rather expensive or hard to obtain. Effects for
using a spell catalyst using this option should be moderate —
something along the lines of a +10 bonus to spell rolis, or 50%
additional range or duration, etc.

"Example: Make a vigl of holy water a catalyst for all
Channeling spells. but make it expensive perhaps 10-20
ap per vial. Make gems worth over 20 GP a catalyst for all
Essence spells. Make a fairly rare herb a catalyst for all
Mentalism speils, but give ita " Difficulty of Finding™ rating
of 7-8.

Option 2: Choose catalysts thal are not quite a3 expensive or rare,
but make them far more specific. This option will require a lol
of work on the GM’s part, but it will help “flesh out™ and
individualize his magic system. Allowing fairly easily obtained
substances to be used as catalysts requires that their effects be
light — perhaps a +5 spell roll bonus. a 1 PP reduction in cost
{with a minimum of 1), a 25% increase in range or duration, or
something along those lines.

Example: {se ¢ number of specific herbs ( “Difficulty of
Finding” hetween 4-5) for many of the different healing
spells. Use holy water for clevical “Bless” spells, sulfur for
fire spells. animal hide or hatr for Beastmaster spells, etc.

Option 3: A catalyst for spells can be for a generat group of spells.
as in Option 1, but it is extremely difficult to obtuin. The price
(if it can be purchased) should be at least 200 GP, and should be
very hard to find. [t may even call for a complete adventurc in
and of itself to obtain. The effects of these catalysts should be
substantial, such as a doubling or even tripling of range of the
spells. cutting the PP cost in half, etc.

b ) 1394

[24  ROLEMASTER COMPANION IV |

Example: The Diamor is a special magical crystal that will
ereatly increase the effectiveness any “Information” spell
and “grows” like a plant but is only found in the cavern aof
the Wyvern Lords...

Option 4: As Option 3 above, but make the catalysts specific to

a small group of spells as in Option 2 above.

Option 5: AsOptions 1,2,and/or 3 above. combining the catalysts

types. Of course, this option requires the most work on the GM’s
part.
Example: There may be a special waood that s fairly rare
that will serve as a moderately powerful catalyst for all
spells of the Channeling realm (Option 1), but for the reafly
daring there is also a specific catalyst for “Repulsions”
spells that is very potent {Option 3 }—of course that catalyst
is a vampires tooth ...

Option 6; As Option 1 above, but the catalyst is not destroyed

when used, and can be used over and vver—the effects may need
to be reduced, as in Option 2, if you think this is too powerful.
These catalysts could be called spell foci, and could be used in
conjunction with other catalysts. As an additional option, these
foci could be used also (or instead) for helping in magical skills
such as Reading Runes, Attunement, Power Perception. etc. A
+3 bonus for such skills is recommended.

Example: Such catalysts could include a silver holy s yrmbol
for Channeling spellcasters, a wand of a certain magical
waood for Essence users. and a Focus Crystal (costing about
30 GP) for Mentalists.

Option 7: As Option 6 ahove, except instcad of receiving a bonus

for having a focus, a spellcaster suffers penalties for not having
a proper focus. A caster who has lost, forgot, broke, eaten or
otherwise been separated from his focus should suffer a penalty
such as a - 10 for all spell and/or skill rolls, a 25% decrease in
duration or range, or an cxtra 2-3 PP cost for each spell.

This focus requirement would not apply il a spell user ha
trained specifically not to need a focus — requiring an exin
development point cost. Perhaps an additional 25% of e
original DP cost to learn the spell list: with a minimum of 1
additional development point.

Such an option will certainly have casters guarding their foe
closely, especially since learning not to use a focus will prove o
very expensive in development points, Ot course, itshouldn’tbe
that hard to get a new one, unless you are on adesert island, at the
157th level of a dungeon, floating through the void, etc.

-




4.6 CHANNELING POWER
POINTS

This section presents a variation of the racial power points
guidelines in RMCIT 3.1 (Option 1}). However, this variation
involves PPs for all Channeling users — a Channeler’s Learned
PPs are determined by his devotion and service to his religion.

When a user of the Channeling realm reaches a new level, the
Gamemaster should decide the Channeler’s quality of “religious
pecformance™ since he last advanced a level, This quality rating

«Should be: very bad, bad, mediocre, good, very good, or excep-
tional. To determine the number of Learned PPs, roll on the
corresponding column of the Channelin g Power Point Chart.

The dice roll column on this chart is determined by the god's

degree of overt participation and interest in the affairs of his
followers;

Cencerned God is concerned with his followers activities,
Detached God is not concemed with day-to-day events.
Isolated God rarely consciously intervenes,

Toral PPs

Total PPs for Pure C, hanneling Spell Users =
(Base PP + Learned PP x {1 + In Bonus + 50
Towal PPs for Hybrid Channeling-Essence Spell Users =
(Base PP + Leamed PP) x [1 + {In Bonus + Em Bonus) + 100)

Total PPs for Hybrid € hanneling-Mentalism Spelt Users =
(Base PP + Learned PP) x {1+ (In Bonus + Pr Bonus) + 1001

CHANNELING POWER POINT CHART

Dioo ROLL QUALITY RATING
God's Involvement I II IIr v Y VI
Concerned  Detached  lsoluted Very Bad Bad Mediocre Good Very Goad Exceptional
l — — Death Death Death Expulsion Reroll 11 Reroll 111
23 1 —_ Deuth Death Expulsion Spec - Spec - Spec -
4-6 2 — Death Expulsion Spec - Stat Det Stat Det l PP, 30% -
7-10 3-5 13 Expuiston Spec - Stat Det Quest V 1 PP, 30 - 1 PP
11-25 6-15 4-10 Spec - Stat Det Quest IV 1 PP, 309 - 1PP 1 PP, x In
26-40 16-35 1128 Spec - Qucst i1 1 PP, 30% - 1 PP I PP, xIn 2 PP
41-65 36-65 26-65 Stat Det Sacr. 1 PP | PP 1PP, xIn 2pp 2 PP, Spec +
66 66 o6 | PP 2PP, x1In 2 PP, Spec + 2PP. +11in 3 PP, Spec + Reroll VII
£7-89 67-85 67-90 Quest IT i PP, 30% - 1PP, xIn 2PP 2 PP Spec + 3PP
90-94 86-98 91-99 Sacr 1 PP I PP 2PP 2PP, 30% + 3prp 3 PP. Spec +
95-97 99 100 1 PP, 30% - 2 PP 2 PP, 30% + 2PP.xIn 3PP, x1In 3PP, +1In
98-% 100 — 1 PP 2 PP, 30% + 2PP.xIn 2 PP, Spec + JPP, +11In Reroll V11
100 — = 2PP 2 PP, Spec + lpp 3PP,xTn Reroll VI Gate, Reroll VII

QUALITY RATING VII (roll D10) —

14 = 3PP, +2In; 3.7 = 4 PP, Spec+: 8-9 = 6 PP, Spec +;

10 = D4+6 PP, Spec +

KEY —
Death: The caster is killed by a sudden burst of arcane power,

Expulsion: The custer is an outcast from his reli gion, he cannot use any
follower by another religion,

another roll should be allowed after a period of atonement.

“§° PP: The caster learns “#" PPs,

GM deems appropriate.

Reroll “¥"; Reroll for a Quality Rating of “#".

Channeling Spells until he is “forgiven™ or until he is accepted us a

Spec -z The caster suffers some ill effect for his bad behavior. This may be a curse, a mutation, or whatever is fitting 1o the god (GM discretion).
The caster does not learn any new PPs, another roll should be allowed after a period of atonement,

Stat Det: The caster has to make a stat deterioration roll on column 9-10 for a randomly determined stat. The caster does not learn any new PPs,

Quest “#": The caster has to fulfill some quest forhis rcligion; if he succeeds, he is allowed a roll on the column labeled “#".
Sacr “#"” PP: The caster has to make a sacrifice (expense and type of sacrifice depends on god) before he leamns “#” PP,
“#" PP, 30% 1: The caster learns “#" PPs, then the GM rolls for sonte special gift or geas,

“#” PP, x In: The caster leams “#” PPs and is allowed an additional Stat G
“#" PP, Spex +: The caster learns “#" PPs and &ets some sort of gift from his god. This may be a magic item, 4 special abilitv, or whatever the

ain Roll for his In (counting results from 1-4 as 5),

“#' PP, +1(or +2) In: The caster learns “#” PPs and his temporary and potential In stats are raised by | {or 2).

Gate, Reroll VII: As the 50th Iyl spell on the Channels List (Cleric Base) and reroll for a Quality Rating of VII,
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4.7 LEARNING ESSENCE
SPELLS

In some fantasy literature and certain FRP game systems, a
mage has to “lcarn™ his spells in two ways — firsi, he must grasp
the basic principle of the spell and second, before each casting of
the spell, he has to memorize the exact words of the spell. The
standard RM spell system only requires the first of these two ways
to learn spells. If a GM wish to institute the second requircment
(i.e., memorization of the spell), the material in this section can be
used.

In order to cast an Essence spell, the “wording” of the spell must
have been memorized or it can be read (e.g., from a book or a
scrolly.  After the spell is cast it disappears from the caster’s
memory, 50 it must be rememorized to be castable it again. A spell
user can memorize a spell multiple times in order to be able to cast
it several times without stopping to memorize it again.

Note: These guidelines can be useful for GMs that feel that

Essence users are more powerful than Channelling users

and Mentalism users.

The following restrictions apply:

= Hybrid spell users of Essence and another reatm have to memo-
rize their Base List spells and their Essence spells.

« Arcane Lists do not have 1o be memorized,

+ The total number of levels of spells that a spell user can memorize
is limited by the spell user’s Maximum Power Level or MPL) is
determined by the following formulac:

Pure Essence Users ........ level> x [ 4+ (Me Bonus + [2.5)]
Hybrid Spell Users ........... level* x [ 2 + (Me Bonus = 25) |
Semi-spell users ..o, level” x | 1 + (Me Bonus + 50) |
ATchmages ....cccoveeiniinnnn, level® x [ 1 + (Mc Bonus + 50) |

« Spells may be memorized anytime, but the time is required is
based upon the spell level and spell class (SL 6.2). Spells of a
higher level than the memorizer are “class 57 spells for these
purposes.

Memorization Time in Minutes =
spell level = spell class 1 1 - (Em Bonus + 50) |

Option 1: Allow the casting of unmemorized spells with an
ESF modificarion equal to the “spell class” times 10,

Option 2: A GM may wish to extend this requirement to Mental-
ism spells: and, perhaps, even to Channeling spells.

Option 3: Drop PP requirements and allow the memorization of
spells only after an 8 hour resting period. Warning: this is pretty
radical and may disturb play balance.
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4.8 INDIVIDUAL SPELL
DEVELOPMENT REVISITED

The individual spell development system in RMCHI 4.5 does
not include development cost for Arcane spells. The chart below
provides some suggestied costs.

Pick Arch-
Type Pure Hybrid Semi Non mage
A O — = S5x —
B g* o* 16# = 4%
C o o o Bx s
b 12% 10* 32* — B*
E 20/40/50 18/36/50 40/45/50 — 16/32/50

4.9 MULTIPLE SPELL LIST
DEVELOPMENT

This rules variation allows a spell user to learn multiple spell
lists at the same time (i.e., develop several lists with less than 20
DPs). A charactercan only allocate DPs towards as many speil lists
as the character has base Power Points (not including level multi-
pliers and background options such as * Archtype” or *Aura’). Of
course, this a spell user must still have access to the appropriate
materials required to study and learn the lists (GM discretion).

Note: This optional rule can lead to characters learning a
whole lot of tists. It is only recommended for hich powered
campaigns (or perhaps for unlucky PCs).

Option 1: The player may add the appropriate stat bonus to the
buase chance to leamn the list.

Option 2: If using RMCI's smoothed stat table, the base Power
Points can be rounded off (2.g., 2.4 rounds te 2 and 2.5 rounds to
3).

Example: Anderas the Healer hus 98 In, so he has a stat
bonus of 21 and 2.6 power points per level. Thus Anderas
can tearn 3 spell lists per level. He puts 5 DPs in to each of
three lists giving Anderas a 40% (5 % 5 + 2]) chance of
success for each list.

4.10 ONE ROLL SPELL
RESOLUTION

The system presented in this section uses only one modified roll
to resolve spell casting, This system replaces all rules concerning
extraordinary spell failures, base spell attacks, spell failures, and
resistance rolls.

Note: This system is a radical departure from standard RM.
A GM should examine this material very carefully before
using it in his campaign.

Base Spell Attack Procedure —Toresolve a base spell attack, the
attacker rells an open ended attack roll and adds all applicable
attacker modifiers and all applicable target and situation modi-
fiers. If the result (the auack roll} is greater than 100, the attack
succeeds: otherwise, it fails.

Spell Failure — If the attack roll is less than 101, the spell is
assumed to have failed. An open-ended roll is then made and
maodified by (101 - attack roll)— this is the spell failure roll. This
modified roll is applied to the appropriate spell failure table. For
example, an artack roll of 86 means that the spell failure roll ha
a modification of 15 (101-86).



Resistance Rolls — Resistance rolls are not used in this system.
All RR modifiers are subtracted from the attack roll instead.
Thus 2 -20 RR mod means that that attacker has a +20 attack roll
modification.

Spell Effects Based on RRs — For those spells with effects based
onhow much a RR failed by, treat the amount rolled over 100 as
the amount failed by (i.e., use attack rofl minus 100).

Non-Attack Spells — Non-attack spells still require an attack roll,
but the modifiers based on range and voluntary target status
usually insure that such spells will succeed.

Standard Base Spell Attack Modifiers — Modifiers that affect
Base Attack Rolls in the standard RM system should have their
effects doubled. Thus a spell shield that used to subtract ten from
a base attack roll now subtracts twenty.

Objects— Objects normally have zeroresistance, but magical and
special objects will resist with a level equal to their bonus. Thus
a+J object resists at fifth level, thatis with a modification of +23,
Objects without bonuses resist with a level based on the strength
of the enchantment and the GMs judgement. Nonmagical ob-
jects with bonuses have a resistance equal to their bonus.

Modifiers — Only one modifier under each subject (») is used.

TARGET MODIFIERS
{“+" is good for the attacker, “-" is good for the target)

+ Target’s level as a skill bonus (i.e., -5 for 1st 10 levels, -2 for
2nd 10 levels, etc.)

* Target’s PP stat bonus (Ess: Em, Ment: Pr, Chan. In, Hybrids:
average applicable stat bonuses)

* Target's racial RR modification .................ovecureveennrnen... -Var
* Applicable bonuses from protective items & spells .......... Var
* Any applicable special bONUSES .........vuvecceeerrrreeren Var
* Attack spell’s realm differs from Target’s realm ...............-10
¢ WG GATEL covvveoree et s s, +50
* Target is unconscious or asleep .........coo.oovuvveeerererennnn, +30
* Target is stationary ..........ccoccoooviviiieeceee e +10
* Target is SUMPTiSed .........oovovcereeereecenrent e ces e 420
» Target actively resists (75% of the round’s activity) ......... -25
* Target's level is greater than attacker’s level..................... -10
* Modifications due to armor worn by target:
Armor Ess Chan Ment
Leather breastplateftunic -5 — —
Full leather -10 -5 —
Metal breastplate -15 -20 —
Full metal armor -20 -25 -25
* Modifications due to helmet worn by target:
Helmet Ess Chan Ment
Leather helmet —one — -10
Metal helmet, open -5 -5 -13
Metal helmet, closed -10 -10 -20
+ Modifications due to shield carried by target:
Shield Ess Chan Ment
Wood/Leather shield -5 — —
Metal shield -5 -15 -5

ATTACKER MODIFIERS
{“+" is good for the attacker, “-"

+ Basic attacker bonus ...................ooooooo..

-" is good for the target)

450

* Attacker’s level as a skill bonus (.e., +5 for Ist 10 levels, +2

for 2nd 10 levels, etc.)

* Attacker’s PP stat bonus (Ess: Em, Ment: Pr, Chan: In,

Hybrids: average applicable stat bonuses)

+ Attacker’s level bonus for base spell attacks

* If attacker’s racial RR modifier for the spell’s realm is
negative, it is added; if it is positive, it is ignored. This can

never be a positive modifier.

* Armor modifications (see SL 10.9.2); these can be reduced by
Transcend Armor skill, This can never be a positive modifier.

* Applicable bonuses from items ...........oooovvvcvurosoo) Var
* Any applicable special bonuses ..........cooooevveriooo Var
* Attacker does not gesticulate (no free hand)
Mentalism e sess et e e ey = 1 ()
Channeling...........ocoverecmvenesoneeneereesseoens oo <20
ESSENCe .o.covvetitecte e 30
* Attacker does not speak
Mentalism .........coieeceerinieeececeee s -10
Essence L U O OO SRUORRURTR . |
Channelmg—30
* Spell level is over attacker’s level ... _{5
More than five levels too high..........cocc...co.ooo 25
More than ten levels too high ... 35
More than fifteen levels t00 high ....e.eocvveeeseooo 270
More than twenty levels too high SRRSO I ) ||
» Attacker under missile attack .............o.cooooooeerve 210
* Attacker in close combat ......vveeeeovooeeeeeees oo 20)
* Antacker under half Bits ..v.v.c..eeeseineee oo =20
= Antacker stunned.............coooocooeriin. =50

Note: Spell Mastery can hegate some of the standard ESF
modifications above (see 5L 10.9).

SITUATION MODIFIERS
("+" is good for the attacker, " is good for the tarpet)

* Range modifier:

tOUCh .ot OUCH e 430
O-107 1ot (0-30M) e +10
10°-507 oo (3-15M) oo D)
50°-1007 ... (15-30M) coooveeeeeeece 2 10
100°-300" .. (30-100M) e 220
> 3007 it (2 10O oo =30
* Attacker sees targer poorly ........ooeeeeesoovenensooo -10
Attacker cannot see target ...............ooeeeeereeevvovonn 20
Only approximate location kKnown .............cooeveo.oon. 30
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5.0 I,
OPTIONAL SKILLS/STATS “LAWS”

5.1 EXTENDED STAT GAINS

In published RM adventures very powerful characters often
have stats above 101, maybe even above 110. These stats are
explained by assuming a special bonus on the stat roll for very
enchanted races or special events or magic items of great might.

If a GM wishes, he can use the following extension to the Stat
Gain Table (CAL 15.1.2) as another explanation for very high stats
and as a stat improving possibility for PCs. This extension applies
1o any stat that has its temporary value equal to its potential value.

+ The Gamemaster may wish to increase the required St bonus for
these effects for the ‘off-arm’ of non-ambidextrous characters.
Thus a character might need a +40 or +80 Stbonus to achieve the
same effects as a +30 or +60 bonus for the normal weapon hand.
The skill for using a two-handed weapon in one hand is in the
“one-handed edged” or “one-handed concussion’ category, but
treat one-hand and two-hand use of the same weapon as similar,
Forexample, skill with a flail can be developed as a “one-handed
concussion” skill for use in one hand, and this skill is similar to
two-handed skill with a flail.

Temporary Potential
Roll Stat Change Stat Change
01-04 drops normally (2-8 pts}) none
05-95 none none
96-99 none +1
100 +1 +2

DAMAGE MULTIPLIERS FOR HIGH ST

Option: Only 4 character’s prime requisite stats can be increased
through the use of this cxtension.

5.2 HIGH STRENGTH
ABILITIES

RMCIl provides for some special abilities for stats when they
increase over the normal 101 maximum. This section provides for
similar effects, but specifically considers very high St bonuses and
their relation to combat situations.

Characters with very high St bonuses should have measurably
greater effect when wietding standard weapons and should be able
1o wield larger than normal sized weapons (e.g., use a two-handed
weapon in one hand). These factors can be represented by either
using damage multiplicrs or by using a larger weapon table in
place of a corresponding smaller one.
= A character with a +30 or greater St bonus and “great stature™

(e.g., the author uses 9' tall or above) may either use a normal

one-handed weapon with 1.5x normal concussion hit damage or

or he may use a normally two-handed weapon in one-hand with
no penalty.  When wielding a two-handed weapon with two
hands, such acharacter does 1.5x% normal concussion hit damage.

« A character with a+30 or greater St bonus and normal stature may
wield a two-handed weapon with no penalty in one hand but does
only 3/4x times normal concussion hit damage.

« The character with a +60 or greater St bonus and “'great stature”
may either use a normal one-handed weapon with 2x normal
concussion hit damage or or he may use a normally two-handed
weapon in one-hand with no penalty and deliver 1.5x normal
concussion hit damage. When wielding a two-handed weapon
with two hands, such a character does 2x normal concussion hit
damage.

» An character with a +60 or greater St bonus and normal stature
will do 1.5x normal damage with cither one-handed or a two-
handed weapon wielded normally a7 1.25x normal concussion
hit damage with a two-handed weapon wiclded in one hand.
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Weapon Type & 2 +30 > +60
# of hands used Stature St Bonus St Bonus
1-H used in 1 hand MNormal 1.0x 1.5x
1-H used in 1 hand Large 1.5x 2.0x
2-H used in 1 hand Normal 0.75x 1.25x
2-H used in 1 hand Large 1.0x 1.5x%
2-H used in 2 hands Normal 1.0x 1.5x
2-H used in 2 hands Large 1.5x 2.0x




5.3 MEDITATION AS A
SINGLE SKILL

RMCH presents the Meditation skill as several different sub-
skills (Death, Sleep, Healing, etc.) each of which has a separate
development point-cost, This section is for those who only want
touse the single Meditation skill as described in ChL, but wish to
use the new professions from RMCT and RMCII. Note that many
of the costs are taken directly from ChL, while others are based on
the multiple Meditation costs from RMCI,

MEDITATION SKILL COSTS
Alchemist.....2/4 Druid ............. 1/4 Ranger........... 2/4
Animist .........1/3  Fighter.. 3/7 Rogue....... 3/6
Archmage .....1/5 Healer...........1/2  Runemaster ... 2/4
Astrologer ... 12 H.W.Monk ...2/5  Sage............... 1/4
Barbarian ......3/7  Illusionist ....., 2/4  Scholar .......... 2/4
Bard ............2/4  Lay Healer ....1/4  Seer .......ce.... 1/2
Beastmaster ..2/6  Magician .......1/5 Shaman ......... 1/2
Burglar.........3/6  Mentalist .......1/4  Sorcerer......... 2/4
Cleric ............ 112 Monk ............. 1/5  Thief........... 3/6
Conjurer ........ 2/4  Mystic ........... 1/3  Trader........... 3/6
Crystal Mage 1/5  Necromancer.1/4  Warlock.........2/4
Darcer .......... 3/7 Nightblade....3/6  Warrior Mage 2/6
Delver ........... 2/4  Non-Prof. ....2/6 W.Monk ....... 2/4
Dervish ......... 2/6  Paladin .......... 2/4  Witch............. 2/4

3.4 MAINTAINING ADRENALS

Adrenal Moves as defined in ChL only last for one round (Speed,
Strength, and Quick-Draw) or for one action (Balance, Leaping
and Landing). This option rule allows a character using Adrenal
Speedor Adrenal Strength to attempt to continue the effect beyond
one round of duration. This requires a new roll each subsequent
round to see if the Adrenal move continues: this roll is 13100 plus
the Adrenal skill bonus. The modified roll must be more than (90
+ 10 x # mds), see the chart below.

The ‘recovery penalty’ (normally -20 the round after the adrenal
move is finished) is also modified based on how rounds the
Adrenal move is maintained. This penalty is: -10 - (10 x # rnds),
see the chart below. This penalty applies the round after the
Adrenal Move ends and decreased by 10 each round after that.

Example: Kellendil the Warrior Mage has just finished four
combat rounds of Adrenal Speed. On thefifthround Kellendil
roils 132 for his attempt to continue his Adrenal Speed, this
is less than 141, 50 he fails. Thus, on round 5, he suffers a
-Y)penaity, which decreases to 40 onround 6, -30 onround
7,-20onround 8, -10 on round 9, and disappears on round
10

Standard Option 1
Roand | Success Penalty Success Penalty
# On Rnd After On Rnd After
1 100+ -20 100+ -20
2 111+ -30 121+ -40
3 121+ -40 141+ -60
4 131+ -50 61+ -80
Celc, ete. etc. etc. etc.

Option 1: The success roll modification and the recovery penalty
increase by 20 instead of by 10 (see chart above).

Option 2: A Gamemaster may wish to have a player roll a Stress
Critical if a character continues an Adrenal Move for a large
number of consecutive of rounds. The Gamemaster may wish to
do this after the Adrenal Move is finished or during the Adrenal
Move.

Example: Kurin the Bold is in his fifth round of Adrenal
Strength. The Gamemaster has Kurin's player roll an ‘A’
stress critical at the end of that round and may increase the
penaity toa ‘B’ or *C’ in successive rounds.

9.5 MODIFIED FRENZY

Adrenal Speed and Haste spells can increase the number of
attacks a character can make, while Adrenal Strength or magic
items can increase the damage a character does. This leads some
GMs and players use these approaches rather than the Frenzy skill,
This is especially true in a campaign where there are high offensive
bonuses and most combatants parry often.

Under the optional rules in this section, Frenzy is redefined. A
frenzied character can only take the offensive or defensive action
allowed by his state due to combat damage (see the chart below).
The rationale here is that the nature of Frenzy allows the character
to shake off a “stun” result and press on, but the impact effect of a
“must parry” result causes the character to momentarily hesitate
(and parry or dodge).

Note: Hopefuily, this modification will make plavers con-
sider Frenzy a skill rather than a disadvantage and may
allow Bashkars to progress beyond first level.

Combat Offensive Defensive

State Bonus Bonus

normal OB + 30 0*

stunned 0.5 x (OB + 30) 0*

must parry 0 OB -30

stunned, no parry 0 1/2 (0B -30)
* — magic only (potions, armor, etc...)

Note that Qu is never part of a frenzied character’s DB. The
rationale here is that a character in combat is always involved in
some amount of dodging and ducking, thus using his Qu DB, A
frenzied character does not think of ducking and weaving and thus
does not use his Qu DB.

Option 1: Instead of the normal +30 offensive bonus for Frenzy,
add the Qu DB value to the character’s OB instead. This
represents applying his Quickness to all out attacking.

Option 2: If a frenzied character has a shield, allow him to attack
with the shield (i.c., to use a shield bash attack). However, only
allow the shield’s DB modification if the frenzied character
“must parry.”
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5.6 USING SPELL MASTERY
FOR RESEARCH

This section presents a way for a character to use Spell Mastery
skill ranks to modily specific spell parameters. The ranks are
expended on the “research™ necessary to develop a madified
spell{s). Thereafter the character can cast the modified spell(s)
without further expenditure of ranks.

Any aspect of a spell {subject to Gamemaster approval) can be
maodified by expending the appropriate number of Spell Mastery
skill ranks.  Appropriate parameters include: range, duration,
number of turgets, damage done, radii of eftect, time of ellfect, a
bonus 1o BAR roll, reduced preparation time. reduced casting time,
ele.

When allocating Development Points for anew level. a charac-
ter must specily how many ranks of Spell Mastery he is develop-
ing, what spell (or spell list) is being modificd, and what aspect the
researcher wishes (o chunge, The GM must then cither veto the
maodification or set acost of research tnterms of Spell Mastery skill
ranks.

Option 1: The Gamemaster may allow modilication of one spell

i a list to affect all similar spells in that list.

KExumple: {faldring the Mage researches a modified Sleep
Vospell thut miay be cast with an additional +3 modification
0 ltx BAR rofl. The GM rules that this borus applies to Sleep
VI, Sleep X aud sar o

Option 2: The Gamemaster may allow a character o simultane-
ously rescarch modifications to spells on several unreluted lists
(i.c.. the Tanks of Spell Mastery for cach one could be developed
simultancously). The rationale here is: if warriors can train with
several different weapons simultaneously, then a mage can
research rescarch several spell modifications simultancously.

Example: Smegole the Slimey Sorceror' s player puts DPs
inter researehing modifications to spells on three different
lists: 2 rankys towards reducing casting times on the Flesh
Destruction lise, D rank wowards vaporizing liguids in con-
fuiners o the Liquid Destraction st and 1 rank ro increas-
ine ‘Shicld” size on the Shickd Muastery list. Smegole is
brving four ranks of Spell Mastery in 3 1ists and thus pavs
245 st fistb ¥ 2 2nd fixt) + 2 i drd lise) = T Developnient
Poiiits in all.

EXAMPLES
Below we present some examples of modified spelis and the
number ol ranks required torescarch each one. These examples are
drawn from the author’s campaign and a GM should Teet free o
modify or prohibit them.

AllL Spetls — Twao runks ol Spell Mastery to eliminate one round
of preparation reguired for a spell or related group of spells. One
rank of Spell Mastery 1o add a +5 bonus to the BAR of a spell.
Shield (Open Lissence) — One rank to increase the shicld (rom
+2510 DB o +30 (two ranks for +34, three for +37 four for +39,
and live for +30y.

Limb Pain (Sorceror Basey— Tworanks to specify exactly which
limb is affected: the neck is not alfowed: only arms, legs, and tails.
Wallof Fire (Magician Base) — One rank to expand the spell arca
of effect from 10°x10" to 20°x 1(F, Two ranks 1o incrcase the
severity of the eriticud from an “A” o a "B
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Extension, Ranging (Open Essence) — Twao ranks to combine
hoth effects into one spell which affects the next spell cast. Aside:
Typically followed by a Stun Cloud from the Mage who first
developed this modification.

Elemental ‘Bolt® Spells (various) — One rank to increase the
concussion hit damage done to 1.23x normal, tworanks to increase
the concussion hit damage done to 1.5x normal, and so on
{maximum of 3x}.

Leaping (Open Fssence) — Two ranks to develop u reversed
version, “Dropping”. which can be used upon Aying or similarly
elevated creatures. Target drops 20" or moves sideways 500
(randem direction) if the RR is fuiled, with the appropriate conse-
quences for intervening terrain (treat as a fall and use the Fall
Crush Attack Table, A7 F1.2.1).

Elemental Summons (Magician,Base} — Two ranks to aliow an
clemental summoned e be Mastered (via the custing of the
appropriate Mastery spell) to a person other than the caster.

5.7 SKILLS FOR VERY OLD
CHARACTERS

The system presented in this scetion ussumes thar a character
who has lived a thousand years before becoming an active adven-
turcr has more skill and experience than a 20 year old human. Itis
assumed that such a character has picked up “protessional and
general knowledge.”™ This system is intended to be used with the
normal level system by acareful GM and his players. This material
will normally only be used forcharacter gencration. bul itmay also
be used if there are long (at least 100 years) gaps in a character's
career.

AUTOMATIC SKILL DEVELOPMENT
(5.7.1)

Certuin skills are developed regardless of character activity or
inactivity solong as they are not torally alien to the character. (c.g.,
Weather Watching to a cave-dweller; Seduction 1o ahermit, ete.).

Fach of these skills will develop to Rank 1), then stop. Linguis-
tics is an exception: a language can develops up to 20 ranks.

# Years/
Skill Skill Rank
Linguistics (Ranks 1-10) * 10}
Linguistics (Ranks 11-20) * 250
Weather Watching 25
Anthropology * 1K)
Racial History * 1(K)
Perception 250
Lie Perception 250
Seduction 250
Philasophy/Religinus Doctrine 5060
* — These skills develop only in the applicable culiure(s)
inhabited during the time period of the development,
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VOLUNTARY SKILL DEVELOPMENT
(5.7.2)

Acharacter may choose to develop cortain otherskills. The toral
number of ranks that can be developed voluntarily are:

# Years # of Ranks (round up)
21-50 1 rank for every 3 years over 20)
51-500 10+ 1 rank for every 5 vears over 50

S01-1000 100 + 1 rank for every 10 vears over 500
1001+ 150 + 1 rank for every 20 years over 1000

Example: A 43 vear old starting characier could develop 9
ranks nsing ihis method: 26 ranks for a 130 vear old; 80
ranks for a 400 year old . 120 ranks for a 700 vear old: 160
ranks for a 1200 vear old.

Lvir on NuMBER 0F RANKS DEVELOPED
Using this system (automatic and volurrtary skill development),
the maximum number of ranks that a PC can develop in any one
skill is:
Max # Ranks (for one skill) = (lotal # ranks deveioped) + 10

SPECIFIC DEVELOPMENT RESTRICTIONS
Inorder to develop the skills that Tall into the ol lowing groups,
certain requirements that must be sarisfied
* General: These skills can be developed by anyone, given correct
climate and situation (e.g., common sense says thal o desert-
dweiler cannot learn 1o ski or swim very easily).
* Travek: These skills can be developed on exiensive VOYUECS.
*Cultural: These skills can be developed in an appropriate culture
{e.8., you cunnot pet Streciwise in a lorest),
* Job: These skills cun he developed by practicing a specific
profession,
*Special: These skills can be developed only hy certain races or
under special conditions .
Note that the skills are onfy laasely grouped, mainly for
convenicnee than for o rigid svstem.

(GENERAL SKILLS

Adrenal Balance Leadership Second Aid
Anthropology Lie Perception Seduction
Appraisal Linguistics Singing
Athletic Gures Lip Reading Skating

- Basic Math Loading Skiing
Brawling M. Arts Rk 1 tonly)  Stur-Gaving
Cookery Midwitery sStunned Muncuvers
Dance Perception Surfing

: Drug Tolerunce Phil/Rel. Doctrine  Swimming
Duping Play Instrument Tactical Games
First Aid Poetic Improvisation  Tale Telling
Foraging Public Speaking Trading
Gambling Racial History Weather Watching
Jumping Rope Mastery

TraviL Skinis

Boat Pilt Driving Rowing
Diplomacy Nuvigation Saiting
Direction Sense Riding

2
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CULTURAL SKILLS

Administration Lore Scnse Ambush
Begging Heraldry Skinning
Bribery Mapping Strectwise
Climbing Meditation Serounge

Jon SkiLLs
Adrenal Quick-Diraw  Herding
Armor Evaluation Horticulture
Cralting Metal Evaluation
Diagnastics

Smithing
Stone Crall
Wood Cralt

SprCIAlL SKILLS

ACTODALCS oo (Acrial Creatures)

FIVING oo (Acrial Creatures)
CUVING e (Cave-dwellers)
Control Lycanthropy ... (Lycanthropes)
Power Perception ..o (magicul races)
Sense Reality Warp {magical races)
Spatial Location Awureness ... (if blind)

+ other skills for odd races and sitnations

TIME SENSE (5.7.3)

A character’s Time Sense skill bonus should deteriorate with
age. For example, a month is nothing to a two-thousand year old
Elf: he could probably sit for a year and hardly notice,

The penalty should be decided by the GM, hut we suggest:

(toal # ranks) = 2 frotal # ranky as defined in 5.7.2)
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5.8 MAGICAL LANGUAGES

RMCI Section 2.4 suggests a number of magical languages
appropriate for use with the Magic Languages skill. This section
presents another set of magical languages closely tied to the RM
spell using professions and SL’s realms and spells.

Professional Languages — Each spell using profession {(e.g..
Magician, Healer, Mystic, etc.) has a magical language which is
used to teach and write its base spells and to perform rituals and
ceremonies. That magical language is unique to that profession,
but may be superficially similarto that of other professions within
the same realm. Thus there is a language of Magicians in which
the Mage’s base spells are written, which is similar but not the
same as the language that Tllusionist base spells are written in.
Although some professions “share” base lists {e.g., the Combat
Enhancement list for Beastmasters and Warrior Mages), each
profession is taught the concepts and execution of its list inits own
unique professional language. The names of the languages may be
similar in derivation totheprofessionsio which they are associated.

Open and Closed Spell List Languages — There is also one
magical language for the Open lists of each realm and one for the
Closed lists of each reaim. Fach of these six languages is similar
to the other languages in the same realm.

Learning a Magical Language when Learning a Spell List —
When learning a spell list, a spell user also leamns the language
associate with the list to a rank equal to the maximum spell level
being leamed. Learning the language io this fashion does not cost
any additional development points and is assumed to be part of the
magical training the spell user receives.
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Example: A Magician learns Light Law to 10thlevel. Atthe
same time he automatically learns the language of Mugi-
cians {if he doesn’t already know i1) to [0 ranks. A Warrior
Mage learns a Closed Mentalist {ist to Sthlevel. e learns
the language of Closed Mentalism to 5 ranks.

Learning a Magical Language without Learning a Corre-
sponding Spell List: A character can expend development points
to learn any magical language, subject to materials being uvailable
and Gamemaster approval.

Similar Skills: If the similar skills guidelines in RMCI 4.1 are
being used, the following similarities apply:

Similar Language { same realm only)
Language Open Closed Base*  Hybrid+
Open — 112 /4 1/8
Closed 1/2 — 1/2 1/4
Base * 1/4 1/2 /4 178
Hybrid T 1/8 1/4 /8 —
* _ There is one *Base” {i.e.. professional) magical language foreach

profession.

+ — A Hybrid ‘Basc’ (i.e., professional] magical language is similar
10 the open, closed, and Base languages of both associated realms.
For these purposes, treat an Archmage as a Hybrid of all three

realms.

Runes: If a character knows the magical language of a spell ina
rune to a rank greater than or equal to the level of the spell, he car
determine what the spell is. This does notallow himtouse the rure
__ he must still make a normal “Use Runes” roll (ChL 3.7.3)
Being able 1o determine what spell is ina rune does give the reade
a +20 bonus for his “Use Runes™ roll (ChL Table 15.3.4).
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3.9 ATWO WEAPON COMBO
OPTION

Thissection presents a different way of handling the RMCH Two
Weapon Combo (TWC) skill. This variant deals with skill devel-
opment and similarity, not with the actual use of the skiil.

DeveLoPING Two WEaPoN ComBO SKILL
*First, a character must separately develop normal Weapon skill
ranks for each weapon in the hand that will be used in the Two
Weapon Combo (ChL 13.1.4).
*Then, TWC skill must be developed 1o represent the user’s ability

to use the two weapons together in melee as outlined in RMCIJ
7.0,

+ TWC skill must be developed separately for each weapon
combination. Using the same two weapons in different hands
counts as a different Combo.

+ Add up the normal fumbie ranges for the two weapons in a
Combo. This represents the TWC skill rank needed to obtain full
proficiency using the two weapons together in combination. If
a character’s skill rank in TWC for two weapons is less than
tequired (i.e., the fumblc range sum), then the character’s OB for
each weapon is only a fraction of normal when used in the
Combo. The fraction is equal to the TWC skill rank divided by
the the sum of the fumble ranges:

TWC OB for Deficit Ranks = Normal OB x

{TWC rank + (Wp #1 fumble range + Wp. #2 fumble range}]
Note: The TWC OB for a weapon may never exceed its
normal, one-hand use OB.

Note: Using this option, theve is no penalty for using Two
Weapon Combo with one weapon.

Example: Frankie the Fighter is learnin gtouse T'woWeapon
Combo (TWC) with a broadsword in his right hand and a
shortsword in his left hand. He has a +50 bonus Jor a
broadsword in his right hand and a +20 bonus Jor a
shortsword in his left hand. He also has four ranks of TWC
(Broadsword-RH—Shortsword-LH). However, the sum of

DEVELOPMENT POINT COST FOR TWC
Alchemist.......20  Druid .............. 14 Ranger..........3/7
{ Animist .......... 14 Fighter ........... 2/5  Rouge..... 3/
Archmage .....20  Healer............. 20 Runemaster ..., 20
fl Asmologer .20 H. W. Monk ..2/6 SAFE v, 16
| Bubarian .27 Ulusionist .....20  Scholar ..........12
QB 4 LayHealer.. 15 Scer... . ... 17
 Beastmaster ..3/7 Magician ........ 200 Shaman........... 14
Buglar.......3/7  Mentalist .......15  Sorcercr......... 20
B Ceric....... 13 Monk ... 4 Thief......... 39
Conjurer......20  Mystic ........20  Trader......... 3
W Cystal Mage .16 Necromancer .20 Warlock .......... 19
O Dancer .....3/8  Nighiblade.....3  Warrior Mage 3/7
 Delver........ 12 No Prof. ... 36 W.Monk ... 3
.39 Paladin ..., 36 Witch............ 20
RMCHI & RMCIV ProFESSIONS

Bounty Hunter2/6  Craftsman ......... 4 Macabre.......... 14
Bashkar........2/5  Crafter ............ 4 Montebanc ......, 3
Al other RMCHE & RMCIV professions pay their normal DP

B cost for Twe Weapon Combo,

the fumble ratings for the two weapons s five (bs: 3, 55: 2);
therefore, when using both weapons together in pombat,
Frankie's TWC OB for each weapon is only 4i5ths of his
normal OB for each weapon — +40 with the broudswaord
and +16 with the shortsword.

Option L: A GM may rule that TWC skill ranks for a Combo may
not be developed beyond the fumble range sum for the two
weapons involved; e.g., one couldn’t have more than 5 skill
ranks with a broadsword——shortsword combination.

Option 2: If a character's OB with one (or both) of the weapons in
# Combo is negative, then the reciprocal of the TWC fraction can
be used to modify the OR(s). e.g., “4/5” would become “5/4™ to
modity a negative OB,

SiMiLAR TWC SKiLLs
Figuring similarity (RMCI7 4.1) for two weapon combinations
is fairly straightforward. Using the chart below to determine the
number of stmilar skill ranks of TWC that apply. '

SAME weapons; opposite hands ... 172
one sarne weapon & one similar weapon; correct hands . 172
one same weapan & one similar weapon: opp. hands ............ 1/4
one same weapon, correct hand & one non-similar weaporn ... 1/4
both similar weapons; correct hands ... 1/4
both similar weapons; opp. hands ... 1/8
one same weapon, opp. hand & non-similar weapon ......... ... 1/8
one similar weupon, correct hand & non-similar Weapon.,...... 1/8
one similar weapon, opp. hand & non-similar Weapon .............. 0

both non-similar weapons

Note: If two categories apply use the one with the pest
results.

Example: Frankie the Fighter (see earlier example) is
battling some goblins and he accidently drops his broad-
sword and kicks it ten feet behind him. Fortunatel v, hanging
on the wall is a shortsword, which he quickly grabs (with his
right hand). Now, Frankie decides thut he WARES to ise these
two shortswords together. This new “s8-RH—ss-LH” combo
Jits into twu categories of similarity with  his already
developed “bs-RH—ss-LH" TWC skill The categories are
“one same weapon & one similar weapon; corvect hands™
and “one same weapon & one similar Weapon; opposite
hands.”  The first category is used because it is has the
greatest similariry, 12,

Since Frankie has four TWC ranks in *bs-REH— ss-LIHT,
his “ss-RH—ss-LH" TWC skill rank is 2. The furmble range
sum for the two weapans is four. Thevefore, Frankie re-
ceives half (2/4 = 0.5} his normal OB when using the two
shoriswords together in combat. This works out to + 1 for
the shortsword in his left hand ( half of +20). He has no skifl
developed for using a shortsword in his right hund, bur he
still has a +25 OB (half of his +50 bs OB} because a
shortsword is similar to a broadsword. So his TWC OB for
the ss-RH is +13 (half of +25). So when Frankie atlaeks the
goblins with the two shortswords he receives a +3 Jor for
the sword in his right hand and a + | O for the sword in his left
hand,
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5.10 ADRENAL DEFENSE
WITH EQUIPMENT

The material in this section deals with using Adrenal Defense
with armor and large weapons — you might call it “An Orniental
Approach.” This material will allow certain characters to effec-
tively use light armor and large weapons with Adrenal Defense and
Martial Arts (the situation in many past Oriental cultures).

ARMORED ADRENAL DEFENSE (——) {Special/DB)

Armored Adrenal Defense (AADef) is u specialized, relaxed
form of Adrenal Defense. AADef is handled just like Adrenal
Defense (Chl. 3.8), but the following armor effects:

s AADef must be developed separately for each of the armor
groups: soft leather (ATs 5-8), rigid leather (ATs 9-12), chain
{ATs 13-16), and plate (ATs 17-20).

« The AADef skill bonus is reduced by the Armor’s Quickness
Penalty and by its Maneuver Madification (see C'af. 3.4). lorthe
purposes of a character’s DB, the Anmor’s Quickness Penalty
will reduce either the AADef bonus or the Qu bonus, not both.,

» All attacks made while using AADef are reduced by the armor’s
Missile Attack Penalty (Chi. 3.4).

Skill DP Cost: As Adrenal Defense.

Wearon Bucer (5t/5t/Ag) (OB)

Normally. the use of large objects in conjunction with Adrenal
Defensc (and AADef) is limited to the weapons kata of Martial
Artists (Chl 3.8). This skill involves meleeing with a weapon(s)
bigger than a dagger (perhaps with a shield) while using Adrenal
Defense or AADef,

« Weapons Bugei is a type of Martial Arts skill (in addition to MA
Strikes and MA Sweeps and Throws), with a maximum result of
105 for Rank 1 attacks, 120 for Rank 11 attacks, 135 for Rank 111
attacks, and 150 for Rank IV attacks. The attack table corre-
sponding to one of the weapon(s) involved is used (attacker’s
choice). Only one attack 1s made even it the attacker is using two
weapons; the other weapon may be used as a shield.

» Weapons Bugei must be developed separately for each type of
weapon, weapon/weapon, or weapon/shield combination.

« When not using Adrenal Def or AADef, the use of Weapons
Bugei is really hindered by the slower movements involved; so
the skill rank bonus is halved (i.e., “similar” weapon use).

« For the same weapon, Weapon Bugei and Weapon skill have a
reciprocal similarity of 1/4.

» When using AADef skill and Weapons Bugei with a“shield”, the
defensive valuc of any shield used is reduced: a weapon hasa +5
bonus 1f used as a shicld, target and normal shields only have a
+10 bonus, full shiclds only have a +15 bonus, and wall shields
may not be used at all.

Skill DP Cost: As Martial Arts.

Option 1: A GM may wish torestrict AADef to leatherarmoronly.

Option 2: A GM may wish to restrict Weapon Bugei to certain
Martial Arts type weapons.

Option 3: A GM may wish to restrict the use of AADef and
Weapon Bugei to certain races and cultures.
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5.11 NEW SKILLS

Bopy RiGirry (SD) (Static Action) (MCk) ¢

This skill is a type of Adrenal move that allows a character €
make his body become very rigid. A preparation round is requit 1
before the round that the character will become rigid, with @
actions in the preparation round at a penalty of 20% (as an adre 8§
move).

At the end of the preparation round the character rolls 1-!
{open-ended), adds applicable bonuses from Chl Table 153
and then adds his skill rank bonus. A roll of 101+ indicates thal M
is successful, and in the following round all attacks the chara (£
15 aware of can be “resisted.” A resisted attack has any ¢ri R
roll{s) reduced by a number less than or equal to the characs T
Body Rigidity skill rank. L:

This skill can also be used when using a martial arts attack o si:
inanimate object (e.g.. a wall). A successful roll indicates thai a ]
attack can be made without the character taking any damage & Sk
breaking his hand or foot).

Skill DP Cost: As Adrenal Defense.

CRAFTING SKILLS (Ag/SD) (Static Action) (DA/M.
These skills are additions o the list of crafting skills foun Tal
RMCIT7.0. M;

Brewer: A maker of alcoholic beverages. Tre
Fire Starter: Is the ability to start a fire by rubbing sticks togtaﬂ[.‘al
Giem Cutter: A cutter and polisher of gems. :‘;‘
Jeweler: A maker of fine jewclry (rings, necklaces, ete.) Ski



EXPERTISE (—) (Special) (MCK)

Thisskill allows acharacter who already has skill with aweapon
to become an “expert” in using that weapon. — thus lowering his
chance of fumbling. For every skill rank a character has in
expertise with a specific weapon, his fumble range for that weapon
is reduced by one, o a minimum of one. This skill must be
developed separately for each weapon,

This skill can also be developed for each specific spell. but the
spell failure range is reduced by one for each skill rank, to a
minimum of ore, Expertise skill ranks can also be used to reduce
ESF modifications. This skill must be developed separately for
¢ach spell,

Option: A GM can allow Expertise skill to apply to a whole spell
list rather than a specific spell.
Skill DP Cost: As the largest Weapon skill cost for weapon

Expertise. As Spell Mastery for spell expertise.

SHIELD BasH (5t/St/Ag) (OB) (AD)
Skill with a shield bash™ attack (AL 9.6 and RMCIV 3.9 1s
 reated as a weapon skill, Shield bash skill must be developed
separately for each type of shield, but all shields are treated as
similar weapons (ChL 13.1.1) for the purposes of shield bashes.

8kill DP Cost: As One-Handed Crushing Weapon skill.

SeeLt. TRICKERY (Pr/Qu) (Maneuver) (MCk)

The skill bonus for Spell Trickery is used for attempts Lo cast
spellssecretly, with very subdued or hidden gestures and very little
sourd, There is a+10 modifter when casting a Mentalism spell and
a-10 penalty when casting an Essence spell.

Skill DP Cost: As Spell Mastery.

SummoninG (Em/Me) (Static Action) (MCk)

This skill helps a character casting a summaoning spell that has
avarible number of results (e.g.. Demonic Gate spells, Conjuring
Circle spells, the Summons and Gate Mastery lists, etc.). A roll of
101+ after adding or subtracting any modifiers the GM sees fit to
assign means that the character summons the desired creature.
Skill DP Cost: As Circle Lore,

Tackuing (Ag/St) (OB) (DA)

Tackling is a martial arts skill equivalent to MA Striking and
MA Sweeps and throws, except that the Ram/Butt/... Attack Table
(AL 11.1.6) is used. Skill must be developed separately for MA
Ranks I-[V just as the other MAs are developed (sce ChL 3.8).
Treat Rank [ a5 a Small attack, Rank II as Medium, Rank IIT as
| Large, and Rank 1V as Huge: but. the attack sizc is limited by the
szeof the MA attacker. Thus, anormal sized man can only make
aRank I or 4 Rank 1 (Medium) MA Tackling aitack.

8kifl DP Cost: As Martial Arts.

WRESTLING (Ag/St) (OB) (DA)

Wrestling is a martial arts skill equivalent to MA Striking and
MA Sweeps and throws, except that the Grapple/Grasp/... Attack
Table (AL 11.1.4) is used. Skill must be developed separately for
MARanks [-1V just as the other MAs are developed (see Chl 3.8).
Treat Rank [ as a Small ateack, Rank IT as Medium, Rank QII as
Lerge, and Rank IV as Huge: but, the attack size is limited by the
size of the MA attacker. Thus, a normal sized man can only make
ARank T or a Rank IT {Medium) MA Wrestling atrack.
8kill DP Cost: As Martiat Arts.

5.12 MOLDING SKILLS

A GM should not feel restricted to use all of the RM skills, and
he should not feel hesitant to make up his own skills — he should
mold the skills available to fit his own campaign,

NEw SkiLL Groups (SL)

Suppose a GM wants to run a nature-oriented campaign. This
section presents a group of seven related “nature” skills thata GM
Can use to run a nature-oriented campaign. A GM can base the DP
costs on the background and culture of the character:

Animists, Rangers, Druids, ctc. ... 1/3

Wilderness Background
Rural Background .................... 2/6
Urban Background ... 3n

Other cultural and racial factors may also apply: e.g., in his
world, a GM may give a +25 bonus to Elves for these skills.
Nature Sense (Em/Re) (Static Action) — A skill that helps sense

what is happening in an area by the “actions” of nature.

Nature Observance {Me/Re) (Static Action) — A skill that helps
find out what has happened recently in a specific area {and when
it happened). Terrain and climate must be taken into account
when this skill is used. E.g., 4 jungle will wipe out all trace of a
fight after a few weeks; but on a mountain, drag and fall marks
may be apparent months later.

Botany (Io/Re) (Static Action) — A skill that helps determine
whether or not plants were grown naturally or if they were
artificially grown. Also heips to determine if plants were
planted for a reuson, e.g.. 10 hide, protect, or mark something.

Plant Enhancing (In/Ag) (Static Action) — A skill that helps
enhance a plants poison, healing, or food potential. Also can be
used to decrease effectiveness. For full effect, skill must be used
at least once per week until plant is mature.

Plant Control {Em/Ag) (Static Action) — A skill that helps
control (speed up or slow) a plant’s growing, flowering, seeding,
cte. It does not not affect photosynthesis. For full effect, skill
must be used at least once per week.

Plant Molding (Em/Ag) (Static Action) — A skill that helps make
aplant grow in the pattern or shape the skill user desires. For ful]
effect, skill must be used at least once per week until plant is
mature.

Plant Mix (Re/Ag) (Static Action) — A skill that helps control
control and modify a plant breeding patterns. It can be ysed for
cross-breeding and other sorts of genctic modifications. For full
eftect, skill must be used at least once per month for 2 or 3
sedasons (until plant germinates).

MobniryiNG EXISTING SKILLS (PC)

Some GMs feel that the RM system mukes learning languages
tooeasy (from arealism point of view). The U.S. Foreign Service)
uses the following lanugage ability rating (FS1):

(' — No ability in language at all.

| — Able to communicate basic CORCEPLS in poor grammatical
phrases and with a lousy accent,

2 — Ability to communicate an general topics with inaccurate
but understandable grammar, and with a poor, but understand-
able accent.

3 — Near perfect grammar, ability to converse on almost “ny
topic, accent and flow are improved but still shakey.

4 — Perfect grammar, but accent and flow are still foreign.

5 — perfect grammar, flow and accent (native speaker level).
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In a world where learning a language becomes progressively
more difficult the better one gets {e.g., our world), the following
DP costs can be used:

Skill Ranks FSI Rating RM Rating
1 0 1
2 1 2
3 2 4
10 3 5
[ 4 7
30 5 10

5.13 LEVEL BONUSES FOR
NON-STANDARD SKILLS

In RM several skills (depending on how they are used) donot use
the standard +5/+2/+1 bonus perrank system. These skills include:
Ambush, Linguistics, Magical Languages and Spell Mastery (see
Section 5.6). This section deals with how to apply level bonuses
to these skills.

This variation can be somewhat powerful — high level Bards
will have a large number of languages, Mages will have many
modified spells and magical languages, Nightblades will have
many ranks of ambush, ete. This represents the diversity of
specialists in a field and makes the level bonus quite a bit more
important.

LANGUAGE SKILLS
For the language skills, a character who is involved in regular
study or a multi-lingual environment may receive his “Linguistic
Skills" level honus in language ranks each time he advances a new
level. These ranks are in addition to any ranks achieved through
use of development points or other means.

Example: Tyarn the Troubadour reaches 3rd level, Asa
Burd, he has a +3 per level Linguistic bonus. Since he spent
several months with Alla-Akabar’s Beduains, the Game-
master allows Tvarn's plaver to assign the +3 bonus as 3
ranks in spoken Beduoin.

AMBUSH
If a character has at least one normal skill rank in Ambush, he
can have additional ranks of ambush based on his level and his
Deadly Skills level bonus:

Additionai Ambush Ranks =
(level x Deadly Skills level bonus ) + 5 [round up]

Example: Kurin is a warrior who is 8th level and has a +1
per level Deadly skill bonus. He has 2 additional ranks of
Ambush (2 =(8x1)+35)

SPELL MASTERY
Section 5.6 presents a system for using Spell Mastery skill ranks
to research spell parameter modifications. Inthis case,acharacter’s
“Magical Skills™ level bonus can used for additional ranks of Spell
Mastery:

Magical Skills
Level Bonus Ranks of Spell Mastery
+1 1 rank every 3 levels (3rd, 6th, 9th, etc.)
+2 I rank every 2 levels (2nd, 4th, 6th, ete.}
+3 1 rank every level (1st, 2nd, 3rd, etc.)
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5.14 NEW USES FOR
OLD SKILLS

SymeoL Lore (MCk)

For the purposes of this optional rule, this skill could be called
“Rune/Symbol/Glyph Lore” oreven “Design Lore.” We will refer
to “Runes” in this description, but the tetm also applies to Symbols
and Glyphs. If your campaign requires spell users to memorize
their spells from “spellbooks”, the writing in those books are not
the same as Rune “designs.” Instead, each enruned spell has its
own “design’” that corresponds to its power inherent. This design
is unique for each spell, but it is the same for the rune, symbol, and
glyph for that spell.

A character does not automatically know the designs for the
spells he can cast. For each rank of Symbol Lore, a character
“learns” one spell’s design; but the spell’s level can not exceed the
learner’s Symbol Lore skill rank.

In order to enrune a spell, the spell user must know the spell’s
design and he must cast the required Rune spell {or Symbol spel
or Glyph spell}.

The character does not have to know how to cast a spell in order
to learn its design (he does need to have a sample to study). Thi
knowledge can give the +20) “knows what the spell 1s” bonus for
a “Use Runes” roll (ChL 3.7.3).

Option 1: Characters can “learn”™ a design by “practicing”™ (Chl

13.5.3) for a number of days equal to the spell's level.
Option 2: Each Symbol Lore skill rank allows a characterto leam

a number of designs whose total levels does not exceed 10; eg

increasing askill rank from 6 to 7 would allow a character tolean

a lst, a 2nd, and a 7th level design; or two 2nds and a 6th; et
Option 3: A spell user knows the designs of all of the spells t

he knows and that have a tevel less than or equal to his Symbd

Lore skill rank.

SpELL MASTERY (MCK)

Speli Mastery can be used to allow a spell user to modify a giva
spell beyond its normal parameters — but, it costs more PPs ifth
spell is made more powerful. For example, a Lightning Bolt th
is spell mastered to “fork™ so that it strikes two targets might o
15 PPs rather than the normal 10. Similarly, a spell would costls
PPs if the spell is made less powerful (e.g., a Firebolt used tolig
acigarette might cost 1 PP rather than 6). The GM must arbitrari
decide what the PP cost for the modified spell will be.

[f this option is used, a GM may want to remove the reguireme
that this skill be developed separately for each spell.

Staves & Wanps (JL)

Normally, a character only get to attempt to atlune to an i
once per level gained afier the first attunement is atternpted. !
using this optional rule, spell users get to try attunement forex
item once forevery Staves & Wands skill rank gained after theft
attunement is attempted. If acharacter goes up a level and doesn
gain a skill rank in Staves & Wands, he may still make a
attunement attempt per item.

This means that if a spelt user goes up alevel and gains twost
ranks in Staves & Wands, he may make two attunement atten

C

th\

p—

on an item that he has already tried to attune to.
Section 3.5 gives modifications to attunement attempts x
formed while in a combat situation.
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OPTIONAL

6.1 SELECTABLE
BACKGROUND OPTIONS

What follows is a new method of aflowing players to select
background options during the generation of characters. It allows
foracombination of both random rolled options as well as player-
selected options.

+ Each background option available to a race is worth 100 points
to use on the following tubles (e.g., a common man has 600
points to spend while a High-elf has but 300 points),

*Arandom roll o any of the tables from ChL or RMCs f & [ costs
100 points,

*Disadvantages are worth negative points and add to the point total
available to spend.

Note: Gamemasters should be very careful about the use or
misuse of disadvantages. A rule of thumb is to not allow
mare disadvantages than you can keep track af. Items can
be randomly rofled or pre-made via this system. but again
should be inspected by the Gamemaster. Some options can
not be bought, only rolled randomly. while others are worth
much more or less than 100 points (1 background option)
representing their relutive worth 1o the plaver.

Note: The point values suggested are ones based on the
interest in selecting those particular options in the author’' s
campaign. The Gamemaster may wish to raise or lower
costs as he sees fil or remaove certain items Jrom the lists all
fogether.

Option: For a Jow-powered campaign, a GM may wish to double
| thebackground option costs given, butstill allow normal random
rolls on the appropriate charts for 100 points.

SET OPTIONS CATEGORY (6.1 1)
See ChL Table 15.7.3 (p. 90, 2nd Ed.) for a full explanation of
the following options.

CHARACTER DEVELOPMENT “LAWS”

SPECIAL ABILITIES CATEGORY
(6.1.2)

See ChL Table 15.7.3 for a full ex

planation of the following

options.
Roll  Advantage Drawback Cost
01-05 neutrai body odor 10 per temp > 80° 50
06-10 high voice raining — can’t speak 75
11-15 smell/tracking nosebleeds 75
16-20 IR vision need 10 hry sleep 75
21-25 voice (+15) thunderstorms 75
26-30 empathy — animal attack by other 100
31-35 hearing Lst hr sleep 75
36-40 judge of angles - 50
41-45 nimble, +20 MM walk > 5 hrs 150
46-50 eyes (+15) spasms 100
51-55 good hands,legs Joint lock 100
56-60 holding breath allergic pine 73
61-65 concentrate ambush/disengage 100
66 eyes — see invisible reorient 100
§7-70 lightning reactions missile weapons 125
71-75 43 to body dev. discase 01-02 125
76-80  +20 throw limb coliapse 125
Z1-8B5 silent stride rain, no hear 125
86-90 high St RR on objects 125
91-95  lycanthropy - 150
96-97 +40 RR 0 realm allergic to realm 125
98-99  gpell proficient glows red 150
100 +50RR, +25 cast realm  dread fear of dark 150

Note: See Chl. Table 15.7.3 for a full explanation.

¥ Option Con OTHER TABLES FROM CHL (6.1.3)
- - ; There are three other categories in ChL T 7.3 ie

1 415 ina sef:ondary fiklll {one per §k111) 30 Items, Special Status and Spegcia] chalth. A ?:r:fic:i Zo?;] OSrE) zilcdl:
2 +l0in a primary skill (one per skill) 50 of these tables costs 100 ps.

3 +1spell adder 60 The Special Status category may be broken down further by the
4 one language 10 rank 10 spoken & written 50 Gamemaster if he so desires while the other two categories are
5 +lonone stat, temp and potential 50 covered later in Section 6.].6.

6 +1on three stats, temp and potential 100

7 +Zonone stat, temp and potential 100

8  Sranks in 2 random or GM’s choice skiil 75
- Note: #1 & #2 can only be chosen once per skill. #5 was

added for completeness.
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RMCI: SKILL AT MAGIC (6.1.5)
The following chart covers costs for the “Skill at Magic™ chart
on p. 50-51 of RMCI.. See that chart for a full explanation of the
following options.

RMCI: SKILL AT ARMS (6.1.4)
The foltowing chart covers costs for the *Skill at Arms™ chart on
p. 50 of RMCI.. See that chart for a full explanation of the
following options.

A random roll on this chart costs 100 pts,
Note: A GM may wish to limit each PC to one or two choices
from this chart.

Note: For this chart and the “Skill at Magic” chart, the
results for dice rolls of O1-10 {those which can be described
as disadvantages) are dealt with later in Section 6.1.7.

A random roll on this chart costs 100 pts.
Note: A GM may wish to limit each PC to one or two choices
from this chart.

Note: For this chart and the “Skill at Armys” chart, the
results for dice rolls af 01-10 (those which can be described
as disadvantages) are dealt with later in Section 6.1.7.

Roll Benefit Cost Roll Benefit Cost
11 martial arts as Monk/Warrior Menk 100 i transcendence, no armor ESF 200
12 archer, +25% ranges 100 12 aggression, +10 base or elem. spells 100
13 subtle, +25 stalk/hide 150 13 resistance, 425 RR 1 realm 100
14 +25 adrenals 150 14 power, 1 list to 50th 200
15 +25 ride 100 15 eloguence, 1 less preparation 150
16 knighted 75 16 item lore, +25 attunement 100
17 armor dev. 1/2 cost 100 17 runic training, +25 rancs 100
18 increased stamina 75 18 Elvish training, +25 meditate 100
19  weapons master {] similar group) 100 19 aura, 1 extra PP per level 100
20 ambush 1/2 cost 1K) 20 concentration spelis continue 100
21 1/2 cost body dev., +50% race limit 150 21 Archmage type list picks 100
22 hammerhand, hands hit as maces 100 22 ethereal sight 75
23 fucky, modify all rolls by +/- 5 100 23 mana sensing 75
24 3 per 2 ranks on weapons, +30% cost others 75 24 visions, on touch of items 75
25 disarming skill, OB vs OB, vl vs Ivl 75 25 lore, arcane lists as base 100
26 immune to charm/fear 125 26 mentor 75
27 lakes 150% hits before unconscious 100 27 equipper {alchemst) 75
28 heal at 2x rate 100 28 mana reading on items 100
20 resist magic 3x Ivl, no device use 50 29 archetype, normal 2x PP 200
30 animal friend 5 30 1 tist no ESF, no overcast 150
31 tactician, on In bonus 75 31  psionic, Space Master semi-telepath 100
32 quick prep 75 32 spatial skills, range doubled 100
33 trained footman, Rank 1 sweep per rnd 150 33 temporal skills, duration doubled 100
34 danger sense 100 34 scope skills, radii & targets doubled 100
35  light sleeper 100 35 shapechanger 200
36 look of eagles 75 36 bane, crits slaying to one creature 75
37  eyeof tiger 100 37  cure, can cure one sort of curse 75
38 outdoorsman 150 K1) herbalist, recognize herbs — +50 cook, forage 125
39  portage 1/2 cost 75 39 destiny sense 75
40 favored by nobie or such 10 40-89 +15 stat modification 100 *
41 blessed by a god 150 90-99 +20 stat modification 200+
42 judge of weapons 75 100 +25 stat modification 300*
43 survival instinct 100 * __ stats involved are Me, Re, Pr, In, Em.

44-89 +15 bonus to stat 100 *

90-99 +20 bonus to stat 200 *

100 +25 bonus to stat 300 *

* __ stats involved are St, Qu, Co, Ag, SD.
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ITEMS AND MONEY (6'1 6) LIGHTNESS PROPERTIES
Here things become a little more complex — with several
options open to a Gamemaster and his players. % Weight Reduction Cost
Option 1: A random item/monies roll from the Character Law 2000 1eoereiesieeseerseres et 20
“Special Wealth” or the Creatures & Treasures random item/ 30% 66
monies gemeration costs 1) points, The items from C&T are A% s
generated by randomly selecting a starting column (Very Poor., B T PR 100
Poor, Normal, Rich or Very Rich). SO et 150
Option 2: A random roll on the C& T charts but the starting column GO v e 200
determines the cost: TV et 250
Column Itern Money BOD oo, 300
Very Poor 75 25 MAGICAL BONUS PROPERTIES
Poor 100 50 COST
N.ormal = = Bonus Weapon Armor (ieneral
Rich 150 100
Very Rich 175 125 +5 e A0, SO 60
Option 3 (Items only): When using this option. a player can create O BO s N l()Q
an ilem with properties that he chooses. The cost of an item is HS L U 140 150
caleutated by summing the costs of all of the properties of the +20 2000 i, 250 300
item as provided in this section. See SI. Section 9.0 and RM +25 e, L T — o
Section 7.3 for descriptions of exact properties. * — Normally items of this IvI or beyond are not available
Note: The cost of u specific properties is roughly based Hpon
10 points times the level of the Alchemist required to place NON-MAGICAL BONUS PROPERTIES
the property into the jtem. Bonus All Ttems
SPELL-ORIENTED PROPERTIES L SR 20
FIO e 60
Type of Spell Item Cost +15 100
WA ..o 40) +20 1560
ROG 1ttt 30 F25 e 20
SHAEE vt 120
) S 60 MISCELLANEQOUS MAGIC PROPERTIES
Daily LT e e e 8() Potion Level Cost
Daily T oo 100 o 30
DAY V o 140 12 o 60
Dily TOue oo, 250 T 90
CONSEANE ... 300 Uodh o ] 20
Spell Level Caost Lo et 150
F e T/ 10 T et 200
) 50 L2200 e 500
3 e et et e 70 Spell Bonus Item — Adder Cost
4 el S 60
5 LD e S 100
67 — F3 ettt 150
5 Bl oo, 200 o 500
- T et * e5 o mmmmmmmmmmm—m .
Intelligence Cost Spell Bonus Item — Multiplier Cost
Empathy (Spell Levels 1) ..o, 20 Xl _
Low Intelligence (Spell Levels [-2) oo, 30 X7 . 150
Medium Intelligence (Spell Levels 1-5) .....o........... 70 X3 mmm— 560
High Intelligence (Spell Leveis 1-100 ..o, 120 XA mmmmmmmmmmm—m—— T
Very High Intelligence (Spell Levels 1-20) .......... 300 XS o =
* — Gamemaster’s discretion as to whether or not spells of * — Normally items of this vl or beyond are not available
these levels are availablc. ‘
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6.2 SPICING UP PC/NPC
BACKGROUNDS

This section provides two play aids to allow the Gamemaster to
spice up a campaign, PC development, NPC development, or
history. The first chart, the Random Events Chart, is a quick way
todetermine events which may have occurred in a PC’s or NPC's
history. 1t is also useful for generating events for a long period of
campaign down time or for speeding up the generation of events
for a long voyage or trip. The second chart, the Factor Chart, is a
quick way to determine whether a character has any equipment or
weapons with a magical or natura) bonus,

USING THE RANDOM EVENTS CHART
(6.2.1)

The Random Events Chart can help a Gamemaster generate
events in a character's past. Itis also useful for generating events
when a PC or group of PCs rest or retire for a period of time. This
chart provides ideas that a Gamemaster can expand upon into a
narrative.

The item and money categories refer (o those specified in
Creatures & Treasures. The Gamemaster should feel free 1o vary,
expound upon or discard any results he/she dislikes or feels js
inadequatc.

RANDOM EVENTS CHART

Roll Event

Roll Event

-100 & less Jailed (d100 years)

991098  Run afoul of/hunted by evil deity
97t095  Run afoul offhunted by evil magic user
94 1092 Cursed/branded/marked

911089  Death of friend/close relative

881086 Make major enemy

851083 Lose major magic item

421080  Lose major amount of money
W77 Major wound —- permanent disability
761074 Major mental illness/aberration

-Bto 71 Major illness — stat deterioration
01067  Accused of/committed major crime

-66 Roll again, add/subtract 66 and take both results

65063  Friend/frelative commits major ¢rime
621060  Academic/trainin gfexperimental error
-3%1057  Thrown out of guild/society

-561054  Run afoul evil cult

=53t051  Minor accident/injury

-S0t0 48 Lose minor magic item

471044  Lose minor amount of money
431040  Accident/in jury to friend/relative
-391036  Out with society

351032 Involved in Natural Disaster

311028 Minor Miness

271024 Lose ajob

-B3t020  Run afoul bandits/thieves

191016  Lose mundane item

A5t012  Accused/commitied minor crime {misdemeanor)
111008  Went hungry/starved
07w 04 Political goof/out of favor

D100  Fail against local monsler/menace
01004  Social faux pax
051025  Life is boring

- Bt035  Offered guild/societal membership
%1045  Gain “very poor” item

461055  Gain “very poot” monetary sum

5610 60  Help solve minor crime
61 to 65 Discoverfexplore ruins
66 Roll again, add/subtract 66 and use both resuits

67t071  Mundane award/recognition
72t076  Gain “poor” item

77w 81  Gain “poor” monetary sum
821086  Make minor influential friend
871091  Friend/relative successful
921096  Gain job opportunity

9710 101  Travel to different country

102 t0 106 Good health (extra stat gain roll for SD, St, Co,
Quor Ag)

10710 111 In pood with society

11210 116  Gain “normal” item

1710 121  Gain “normal” monetary sum

12210 126 Marked by a deity

12710 131 View different realm/plane

13210 136 Slay major monster/menace

137to 141 Save important personage

1420 146  Make major friend/ally

14710 151  Gain “rich” item

152 t0 156 Gain “rich™ monetary sum

15710 161 Offered admittance to special/secret socicty

162 to 166 Magical endowment (extra stat gain roll for Pr,
in, Em, Me or Re)

167 to 171 Influenced/quested by a deity

17210176 Help solve major crime

177t0 181 Major award/recognition/title

18210 186  Prevent natura! disaster

187 to 189  Travel to different realm/plane

19010 192 Gain “very rich” item

193 t0 195 Gain “very rich” monetary sum

196 t0 197 Meet a deity

198 t0 199  Friends with a deity

2004+ Deified
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USING THE FACTOR CHART (6.2.2)

The Factors Chart is a simple way to ailow a (Gamemaster to
determine whether a character {PC ot NPC') has weapons or items
which have a natural or magical bonus. Eachrollon the chart (see
below) gives a number of positive, negative or positive magical
bonuses which can be applied to equipment possessed by the
character in question.

« Each “+ factor” represents a +5 non-magical bonus which can be
applied to an item (up 1o a presel bonus maximum). Alterna-
tively, the factor can represent a 20% lighter item (up to a preset
minimum normal weight).

« A “ factor” represents itemns of worse than normal make (e_g.,
stone, wood, or bronze weapons).

« A “M+ factor” represents a magical bonus which can be applied
as described.

Option: The factor total given by the roll can be combined and
assigned to asingle itemup o a limit set by the Gamemaster. A
maximumof a+15 bonus or40% weight assignedtoa single item
can be set by the Gamemasier.

Use of the chart and the progress of standard adventuring
parties has shown that one roll tor every four experience levels
(ot fraction thereof) is appropriate for a relatively low powered
game. Gamemasters may wish to upscale this based upon the
availability of bonus items in a particular campaign world.

Example: A player is rolling up the background for a high
level Fighter NPC. For the factor roll the player rolls 113
total (97 + 16). This gives a total of +7 Narural Factors or
+5 Natural Factors and +1 Magical Factor to apply to the
NPCs items. The player decides to take a +5 magical suit
of armor, two +1) nen-magical weapons and o +5 non-
magical saddle for riding.
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FACTOR CHART
Roll Result
-26- one “- factor” per 25
-25 10 +04 no “factors”™
+05 1o +25 one "+ factor”
+26 to +50 two “+ factors” J
+51 to 475 three “+ factors™ J
+76 to +50 four “+ factors™ i
+91 10 +95 five *+ factors™ a
+96to +125 five =+ factors™ and (either
two “+ factors” ar +1 M+ factor™) IS;
+126+ five “+ factors™ and (either two Oj
“+ factors™ or one "M+ factor’™) per 23 (;
@
A DETAILED EXAMPLE (6.2.3)
Na'tiean the Valfen warrior is making a long jourtiey 1o nis Jfe

homeland and then to rejoin his friends. The Gamemaster divides
the journey into eight sections; by land, by sea, up river,overfand, 81

at home. overland, down river, by sea back 1o his friends. The an
Gamemaster makes eight rolls on the Random Events Chart and  S€
gets the following results. ::Iw
Na’tiean’s Journey :
Section Roll  Result mo
By land &8 FriendiRelative Successful To
By sea 37 Gain "Very Poor™ Item
Up river 78 Gain “Poor” Monetary Sum She
Overland 79 Major Wound or Permanent :M
Disability ’e‘;‘:
At home 16 Life is Boring eng.
Overland 48 Gain “Very Poor” Monetary Sum £00.

Gain "Poor” ltem A

Mundane AwardiRecognition upri
Iyt
With these results in hand the Gamemaster weaves a tale [ neea

Down river 73
Retwrn by sea 69

Na'tiean. to co
them
To Dyrisa by horse: Y

Your jowrney starts ouf quietly. The weather iy guru':l and 3 panoq
make good time up the coast road. Youfigure you have a very o smits
chance of catching a vessel at Dyrisa than at the fishing villagew ey
left. Onthe second day, you happen upond group of warriorsupt yppry
the road headed novth. 3

The group is lead by a short grizeled rrreascuelar man namd gge en
Grishnak Short-foe whom you recognize as an old friend. Grigh Steepy
nak and Na'tiean served with the same mercenary compfeald,
several years past, participating in the wars with the Kif. Grisid
is a doughty fighter who takes offense to comments about his ok To th
the’s a Half-dwarf). . Yo

He is leading a group of fellow mercenaries (he has bed#'eff”
somewhat successful and now leads a couple of squads) nnrrhﬁ"'ﬂ )
land to Slartan. The group is of abour 15 and inclides sevel nd cc
Vulfen {surprisingly, Grishnak liked your work ethic) who g A
knowledge your presence. He claims there iswork there in the hig?
sponsored by the Church of Manwe (and others). SomekEPro¢
related 10 a new religious group in the south and some bl Hofa

activity thereahouls. :

'3
€
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This bothers you a bit and you suggest that the Church is
probably kot and bothered over nothing and there is probably
raught 10 be done. Grishnak shrugs and says well they've paid
initially so I' ve got to at least go there and see. You wish him well
and ride further north.

To Slartan by sea:
L You have no problems arriving at Dyrisa, a port and summer
home of the royal fumilv. You spend the eve booking passage
- further northward on a small merchani vessel leaving the next day.
The ship, although small and poor-looking, is sturdy and the crew
- ask few questions.
The vovage starts quietly as the weather holds. Winter has not
gripped this area as of yer. 4 days into the trip vou awake in a
 torrible mood. That day a small band of pirates makes the mistake
b oftrying to take the vessel. Throwing yourselfonto their small boat
E (losing most of the pirates overboard in the process) you rapidiy
b annihilate the rest of the pirates (about 6 in all).
| Thecaprain and crew . once over the shock of the attack and the
Jerocityof its repulsion, are much grateful. Though they have little,
the captatn offers you two things: he refunds your passage and
pvesyoua gift. The gift is a long thin silver rod (about 112" round
 andbinches iong) with a crest at the top. The captain tells vou that
E several fimes a day if the rod is placed inte a drink and the crest
L luraed once clockwise the drink can be cooled to freezing if one
desires.
B Therestaf the journey is quiet and the crew tends to avoid vou

more than before.

To the hills by river:
. You arrive at the port of Shalluhilfan at the terminus of the
Shaliah river which bisects Starran the Elven kingdom. The town
8 od surroundings is normally a quiel ared frequented by locals
F bowever there seems to be fuir number of foreigners abour. Before
B kaving you do notice several emissaries of the Church of Manwe
§ mpaged in the purchase of a fair amount of supplies. Campaign
| Joods. you think to yourself.
| Atad worried you leave early to commandeer a barge for the
L spriver fourney (easier in the beginning stages than by road). You
| rylo evict two merchani-types on the first barge, but they seem ta
meed to leave soon and offer vou money as well as the barge-men
k0 continue the journey. They give you 50 sp and you try to ignore
 them.
E You do notice though thet they both seem to be tradesmen
} beaded northwards.  One is a smith and has a fair amount of
| witking gear with him and the other is some sort of wood worker.
E They seem anxious to arrive Jor there seems 1o be work available
 poriver.,
e Youeventually disembark and parallel the river northward 1o
R end The merchants are left fur behind as the hills become
W eeper and sharper. Sights become familiar and the weather gets
k tolder as the altitude rises.

E T the well by path:
& Toueventuaily reach the river's source and depart deeper into
g deforestand hills. You are disturbed to find increasing signs that
b breigners have been exploring and trampling about the area. You
ﬁnd campsites not weeks old, dropped items and garbage.
g About @ day away from the Well vou come across a group
feomped in a dell near a stream. You move forward and quietly
{Wpproach the edge of the foliage. There seems to be 8-10 odd men,
pdllof 2 military posture but some are knights and the rest squires.

The group seems to fairly well armed and supplied. They are
Jairly dirty and their conversation indicates that they've been
about for a while yet haven't found what they seek (the tribe’s
maglics hide the Well well. . ). Theywear tabards of light blwe with
a golden eagle, the symbol of Manwe. Thev talk disparagingly of
most everything: the land, the weather, their job. their higher-ups
and mostly of those “dirty motherless drow and wolves.” A group
of angry young men that someone has instilled a hate in.

You grit your teeth and decide that the Well has 10 be toid und
the defenses strengthened. Youtry to move off but Sute has deemed
there be battle this day. A knight returning from the stream
hlunders into your path. Words are exchan ged, they become angry
and wrn to insuits. A red haze fills the air as the tension raises
hackles. One thing leads to another and steel is drawn.

Steel and blood arc through the air. You use the forest and their
inexperience to your advantage. Seconds pass like minutes and
soon the sounds echo away except for your own laboured breath-
ing. They are all dead or dying but you are no better off. Your own
blood mingles with theirs on the forest floor, Your gary axe
growing heavy. Staggering through the wndergrowth, you find
your horse and pull yourself onto it despite the agony.

Your horse wanders through the forest for an elernity, guided
wore hy instinct than by your hand. Time flys as you pass in and
out of consciousness. Night falls and vou never realize the horse
passing the final wards of darkness and confusion. Strong hands
lift you from the saddle and carry vou to warmth and healing.

Layover at the well:

You awaken in a bed in a room that seems familiar though
smaller than before. You are home and being tended 0 hy the
Tenders of the Well. They tell vou that you were delivious, Your
story fragmented yet trackers have found the battle site and alf are
indeed dead. The Web meets atthis moment to decide what to meke
of the news. You feel tired and sore but your body is whole. They
recommend more rest but it can wait you say.

You gather the Tome and wait by the Hall of Well where the Web
meets, The council is done and the Hall empties. Your mother
remains watting. No words are said except vour descri ption of the
Tome and her quiet thanks. Youleave and catch up with the others
of the Council. There is talk of a traitor within the Clans. You
demand to be involved in the hunt for such a soul. They agree and
proceed 1o the Halls of Prophecy.

I the dark of the Hall the Shamans cast their SpIrits to the void,
searching for guidance. A face, a man, a Dark Eif is indicted.
Several and you rush from the Halls through the Citade!. The drow
is found and the truth wrung out. He is a trader, one of few
entrusted with the paths to the well. and sold the Well for gold to
the Church of Manwe. He is dragged off and never seen again,

You rest and gather energy while the Well gathers itself.
Guerillas and stalkers will be sent to waylay or delay the other
knights. Others will come south to “dissuade’ the leaders of the
campaign. Others appraach You to join in, but you refuse citing
ather needs and goals. This day and the next go gquictly as vour
recovery speeds. You decide to leave the next day before dawn.

Back to the river by land:

You rise early, gather gear and head atong @ path out of the
Well. A solitary figure stands along the path, your mother. A gain
nawords pass but she hands youa smaii pale grey pouch, some sort
of newly tanned skin, containing a few coins, The amount is small
(3 GP) but the meaning is greater. Neither look back as Yeru ricle
aul.
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The journey is tension-filled as you move through the woods
expecting other groups along the way. You see none and hear no
battle but do come across one campsite the men massacred as they
slept.

Evenmually you reach the source of the Shallah and continue
south.
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Back to the sea by river:

The trail south is cold and quiet, winter bearing down upon the
region with the force of a hammer’s blow. Your movement s
undisturbed except for one chance encounter.

One morning a heavyfrast is laid upon the landscape. Up early
youcresta smafl hill and come uponafrightening yet beautiful site.
11 is the scene of a small battle, perhaps only yesterday, and all
upon the field arc covered by the glittering ice.

As youmove through the remains youmake aterrible discovery.
Maos! of the remains are of Knights and soldiers of Manwe but their
opponents are known 1o you. Grishnak and his fellow warriors lie
scattered about the field. Some chance encounter or word caused
conflict and Grishnak’s men ook down fully twice their number
before they too were slain. Perhaps the Vulfen in the group were
the cause.

You ponder Grishnak's body, lain across a heap of stain foes—
he lived up to his name, you remember his words to you several
vears ago. “Na'tiean me hoy..if I ever die on you, and I'm not
saving Iwill, vou know. But if 1 do. make sure you take my hoots.
o twant o see no motherless Kif padding about inmy finery.”
Youremember he had afondness for fine shoes and his current pair
are no exception, soft supple hide. silent hard soles, buttony up
each side. The mud and water come off easily.

You leave Grishnak piled atop all the dead surrounded by his
warriors (with or without boots is your cheice). The rest of the trip
is quiet and cold. You arrive in Shallahilfan and book passage
further south.

Ta Sip by ship:

By comparison to the past month or so, the last two weeks of
your journey is restful and relaxing. You shake off the lingering
effects of your wounds received in the northand work yourself buck
into fighting shape.

The only incident of note is that after several days, you finally
decide 1o convince a couple of young rowdy Norse types that you
can drink much more than they canand proceed to do so. They are
quite abashed and apologetic (especially after afew growls). One
of the two gives you a small leather thonged pendant of a small
sifver drinking horn and tells you to pass it on to the next person
vou find who can drink more than you. "Its. .urBLECH. .raa-
dition!” ke bellows. You take the thing to get rid of them.

Time passes and finally the harbor of Sip comes into view. You
breathe a sigh of relief and disembark as soon as you can.
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6.3 STARTING LANGUAGE
RANKS

Character Law suggests the number of starting languages for
members of particular races. but there is no mention of what
starting ranks should be assigned. This section presents a Charac-
ter Education Chart that gives a PC’s relative level of education
and the rank of languages known at full education level.

A Gamemaster may also wish to give those whoreach “College’
or “Graduate Studies™ of education a chance to learn additiond
languages above their starting quota.

A Gamemaster may also assign a particular level of teaching o
acharacter based on his or her background and the world constru
{(e.g., the Shard Plains tribesmen have no written tongue onlys
crude pictorial language so any starting PC tribesman can have n
written language level above 3).

CHARACTER EDUCATIONAL CHART

D100 Equivalent Language Ranks
Roll Education (Spoken / Written)
01-05 1ltiterate s
06-10 Grade Schoo! 5/3
11-50 2 yrs High School 7/3
51.90 4 yrs High School 747 }
91-95 College 9/9 I
96+ Graduate Studies 10/10 i
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6.4 QUICK NPC GENERATION

The following section contains some tables and hints to allow a
Gamemaster to quickly develop the level and profession of ran-
domly encountered NPCs. Included are:

+ A Quick Level and Skill Bonus Chart that includes sections for
generating wealth, armor type and Quickness.
* A Quick Profession Chart including all professions included in

ChL, RMCI, and RMC{{ and almost 100 hundred non-adventur-

ing professions.

Gamemasters should free to fold, spindle and mutilate these
tables as desired for their uses they are by no means definitive, A
Gamemaster may certainly wish to alter the percentage chance of
a particular profession of adventurer being encountered.

Note: The leveis and skill bonuses are given for a fairly low
powered game. A GM of a more high powered game should
just extrapolate from the dara given.

QUICK LEVEL AND SKILL BONUS CHART

APPROXIMATE LEVELS AND SKILL BONUSES

“Warriors” “Spell Users”™
Approx. Power Base Directed
Roll  Quality Level OB Hits OB Hits Points  Spell Bonus Spell Bonus
M-40 Poor 1 40 35 10 20 2 3 10
41-59  Average 2 50 50 15 25 4 6 20
60-74  Fair 3 65 60 20 30 6 9 30
75-84  Good 4 80 70 25 35 8 12 40
8595 Very Good 5 95 80 30 40 10 15 50
9699  Excellent 6 110 90 35 30 12 18 60
100 Unique .

* - Unique: GM chooses or reroll and add the results to level 6 as a base.

APPROXIMATE AT, QU, DB, AND WEALTH

Roll Armor Type Qu/DB Wealth +
01-30 | or skin 50/0 Very Poor
3140 5 7515 Poor
41-50 6

51-60 9 90/10 Normal
61-70 10

71-80 13 95/ 15 Rich
81-85 14 97 /20

86-50 17 100 /25 Very Rich
91-95 18 101 /30

%-100 Special Special or 102 /35 Special

1 —The wealth categories match those in Creatures & Treasures.
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SUB-CHART 2 — WARRIORS

QUICK PROFESSION CHART
First Roll Sub-Chart to use for Second Roll
01-30 Professional Sub-Chart 1
31-50 Warrior .......... Sub-Chart 2
51-70 Semi-Spell User ........ Sub-Chart 3
71-78 Essence User ............. Sub-Chart 4
79-86 Channeling User ....... Sub-Chart 5
87-94 Mentalism User ... Sub-Chart 6
95-99 Hybrid Spell User ..... Sub-Chart 7
100 Arch-Mage
SUB-CHART 1 — PRQFESSIONALS
Roll Occupation Roll Occupation
01 Barber 51  Saddler
02 Billcter 52  Tanner
03 Book Maker 53  Tooler
04  Calligrapher 54 Painter
05 Candle Maker §5  Musician (Strings)
06 Ceramics Maker 56  Musician (Brass)
07 Cooper 57  Musician {Winds}
08 Counselor 58  Ropemaker
09  Cntic 59  Sculptor
10 Crocheter 60  Skinner
11 Dyer 61  Armorer
12 Embalmer 62  Blacksmith
13 Embroider 63  Bronze Smith
14 Enameler 64  Copper Smith
15 Furner 65  Ercher
16 Glassblower 66  Fircmaker
17 Guide 67  Foundry worker
1% Kanitter 68 Gold Smith
19 Lawyer 69  Iron Smith
20 Masseuse 70 Silver Smith
21 Messenger 71 Tin Smith
22 Miller 72 Weapon Smith
23 Net Maker 73 Brick Maker
24 Paper Maker 74 Gem Cutter
25 Potter 7% Mason
26 Quilter 76 Stone Carver
27  Roofer 77  Stone Cutter
28 Sailmaker 78  Carpenter
29 Scribe 79  Cartwright
30 Seneschal 80  Buildingwright
31 Spinner 81 Lumbherer
32 Steward 82 Shipwright
33 Tailor 83  Wheelwright
34 Taxidermist 84  Woodcarver
35  lrapper 85  Architect
36 Tube Hollower 36 Boat Pilot
37 Upholsterer 87  Drafisman
38 Valet 8%  Engincer
39 Weaver 8¢  Herald
40 Wicker worker 90  Mapmaker
41 Advertiser 91  Mechanic
42 Baker 92 Dredger
43 Brewer 93 QOpen Pit Miner
44 Curer 94 Quarryer
45 Distiller 95 Tuneller
46 Poisoner 96  Navigator
47  Vintner 97  Historian
48  Fletcher 98  Animal Handler
49  Gardener 99  Loader
30 Cobbler 100 Special

Rolt Profession
01-10 Barbarian
11-25 Burglar

26-65 Fighter

66-75 Rogue

76-90 Thief

91-100  Warrior Monk

SUB-CHART 3 — SEMI-SPELI. USERS

Roll Profession
01-10 Beastmaster
11-25 Paladin

26-40 Warrior Mage
41-50 Monk

51-65 Bard

66-75 Delver

T6-90 Nightblude

91-100  Ranger

SUB-CHART 4 - ESSENCE SPELL USERS

Roll Profession
01-40 Magician
41-50 Musionist
5170 Alchemist
71-80 Dark Mage
81-50 Conjurer

91-100  Runemaster
SUB-CHART 5 — CHANNELING SPELL USERS

Roll Profession
01-10 Shaman
11-25 Animist
20-65 Cleric
66-85 Durk Cleric
86-100 Healer

SUB-CHART 6 — MENTALISM SPELL USERS

Roll Profession
O1-3(} Lay Healer
31-60 Mentalist
61-80 Seer

31-100  Evil Mentalist
SUB-CHART 7 — HYBRID SPELL USERS

Roll Profession
01-15 Necromancer
16-30 Warlock
31-45 Witch
46-60 Astrologer
61-80 Mystic

81-100 Sorceror
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I 7.0
OPTIONAL MISCELLANEOUS “LAWS”

7.1 ALIGNMENT

Alignment is not well defined in RM. its left up to the GM and
his world system. This section presents material regarding the
consequences of “wrong” behavior — e.g., il a character is
“Goad”, what happens when he takes an “Evil” action. Remem-
ber, thesc guidelines won’t work forevery world, they are intended
to provide an example of how a GM can institute an alignment
system into his campaign,

GrourinG IDEALS
The first thing that a GM should do is to outline what it means
tobe Good or Evil {and consequently Neutral) in his world systent.
What are the ideas that form the basis of Good? And Evil? Ideas,
not actions — only general concepts.

Example: One could associate the idea of Good with the
idea of kindness, order, and uniformiry. Then Evil could be
associated with the exact opposites, so that everything that
is cruel, disordered, and disordering is evil. Violence is
potentialfy evil, within these assumptions, because it’ s basic
purpose (s o subverting the existing order, i.e., vou want
what's healthy and alive to become injured or dead. Along
the same lines, it is evil to want something that's dead to
hecome “alive” (e Undead creation is Evil, but Lifeg ving
is Good because it is intended to restore the broken order!).

MaaGic
Strictly connected to the “ideals™ considerations above is the
ahignment of spells. Assuming that spells do act in conjunction
withthe inner part of the caster’s personality, they should influence
and be influenced by the caster’s ideas and behavior. So. with the
groupings of ideals in mind, the GM should quickly look at the
Spell lists used in his world and classify euch spell list as: White
Magic (Good). Grey Magic (Neutral), or Dark Magic (Evil). Soat
this point, you should have White, Grey. und Dark spell lists for

Channeling, Essence, and Mentalism,

Example: Under the “ideals™ af the earlier example. a list
like Spirit Mustery iy intended to defeat a character withons
blood and pain {i.c.. i a kindly fashion), so, it is a White
Magic spell lise. Spell lists in which the majority of spells are
based on pain and suffering should be Dark Magic spell lists.

CHANNELING AND SINS

+ The Channeling Realm is special because its power comes from
| “Beities” — it’s aquestion of Religion. The GM should design the
- religions of his world. The easiest way to outline a Religion is 1o
. decide on the alignment of the religion and what worshippers
. should nor to do. If a worshipper does something he isn 't supposed
i todo, he has performed a sin, Sins can be further subdivided into
. Minor Sins and Major Sins.

Example: A fHealer of the “Good Order of the Healers of
Yavanna™ must be of Good alignment. He performs a
Minor Sin” if ke a) eats meat, b} learns a Grey Magic or
DarkMagic spell fist, ¢ ) kills or harms someone when he has
a“correct” reason, or d)curesan Enemy' s worshipper. e
performsina “Mujor Sin” ifhe: ajuses a Dark Magic spell,
b) kitls or harms sumeone withour a “correct” reason. c}
refuses to heal someone without a “correct” reason,

Sin Level — A pure_ hybrid, or semi spell userof Channeling must
keep track of his Sin Level (Sil.). A SiL is increased by onc for
each Minor Sin performed and by two for each Major Sin per-
formed.

The only way to lower 4 Sil. is for the sinner to cast Prayer
{Ceremonies list) for a period of time equal to five minutes times
the level of the sinner — this lowers the sinner’s SiL by one (i.e.,
one level of Sin is forgiven). A character that can not cast such a
spell mustseek out « Channeling spell user of his own religion that
can cast the Frayer spell; then the two of them can “pray” together.

When a spell user of Channeling with a SiL. greater than zero
attempts (o cast a Channeling spell, he must make an ESF roll with
a modification equal to five times his SiL.

Alignment and Religion — Normally, alignment is secondary 1o
“sin definitions™ in a religion’s affairs. But alignment becomes
very important when a character wishes to change religions (e.g.,
he becomes disillusioned, disgusted or disappointed by his reli-
gion),

Changing religions is automatic if the old religion and the new
religion have the same alignment (i.e.. vou choosc a religion with
similar convictions). However, if you want to worship a god with
an alignment different from your own, you have to change your
alignment! A character’s subconscious is normally very resistant
to such a change.

To complete such an alignment shift, a character has to win a
“willto will” contest (RMC{ 5.1y against his subconscious” Wil
which is assumed to be equal to 100 minus the character's Sil.. A
character cannot try to convince himself more than once a day.
Note that the higher the SiL., the easier the shift.

A SiL of 100 automatically causes an instant alignment shift —
i.e., from Good or Evil to Neutral, neutral to Good or Evil,

SELF-ESTEEM: ESSENCE AND MENTALISM

This section assumes that the act of casting a spell requires a
considerable amount of self-confidence and conviction. Pure and
semi spell users of Essence and Mentalism, Essence-Mentalism
hybrid spell users, and the Archmage start play with a Good,
Neutral, or Evil alignment. So, we have Dark [Tlusionists, White
Seers. Grey Mystics, Dark Magicians, Dark Mentatists, etc. In
general, we call such spell users, “lay spell wusers.”

Self Esteem Level — Lay spell users have an index of their
mortality called: Self Esteem Level (SeL.). It can he negative, null
or positive. Negative SeL shows thal the character {Neutral or
Goad) is approaching the Evil side of the world. Positive Sel.
shows that the character (Neutral or Evil) is approaching the Good
side of the world. A null SeL shows that the character is perfectly
in line with his alignment.

Each time that a Good character casts a Dark Magicspell (aspell
of a Dark Magic spelllist), his Sel. decreases by 2. When he learny
a Dark Magic spell list, his SeL decreases by 5,

Each time that a Neutral character casts 3 Dark Magic spell, his
SeL decreases by 1. while it increases by [ when he casts a White
Magic spell. When he learns a Dark Magic spell list, his SeL
decreascs hy 2. When he learns a White Magic spell list, his Sel
increases by 2.

Each time that a Dark character casts a White Magic spell, his
SeL increases by 2. When he learns a White Magic spelt list it
increases by 5.
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When a Lay spell user has a Sel. greater than 4 or less than -4,
he must make an ESF roll when attempting to cast an Essence of
Mentatism spell. The ESF modification is equal to the absolute
value of his SeL divided by 3 (round oft).

Whenever a character warits to move his Sel. towards zero, he
must have a“willto will contest (RMCI5.1) withhis subconscious
(will of 100 - SeL). This process takes an uninterrupted hour for
every five experience levels that the character has.  If successful,
the character may move his ScL 5 towards Zero.

A SeL of 100 automatically causes an instant alignment shift —
i.e.. from Good or Evil to Neutral, neutral to Good or Evil.

. Non SpELL USERS

For non spell users, the GM should make a list of general Good
and Evil acts — based on the ideals above, but not bounded to a
particular religion.

When a non spell user starts play, he must choose his Alignment
Degree (AID). a number from 1 to 100. AlDs greater than 70
indicate Good alignment, while AIDs less than 31 indicate Evil
alignment (3 1-70 indicates Neutral).

Whenever a Good character wants to perform an Evil act, he
must roll D100 and add his Will. 1f the result is greater than his
AID. he may act normally and his ALD is decreased by one.
Otherwise, the character is in a crisis and gets a -25 to all related
actions other than defending himself. Further development of the
situation may allow him to make another roll.

Whencver a neutral character performs a Goaod action add 3 to
his AID, and lower it by 3 for an Evil action.

Whenever an Evil character wants 10 perform an Good act, he
mmust roll D100 and subtract his Will. If the result is less than his
AID, he may act normally and his AID is incrcased by one.
Otherwise, the character is in a crists and gets a -25 1o all related
actions other than defending himself. Further development of the
situation may allow him to make another roll.

In this case the Will determination does not take in account the
RR racial bonuses!

Example: Tegher the Fighter s Good, but his friends in the
group are neutral. When the group see a party of peaceful
Dwarves. his friends decide to ambush them. Tegher wants
to join in the ambush, bur he fails his will vs will contest and
must either stand by or fight witha -25 penalty. The Dwarves
are tough, and Tegher's best friend is severely injured. So
the GM alfows Tegher to make another will vs will roll with
a +10 bonus for the situation. Tegher makes this roll and
joins the combat with his AID lowered by one.
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7.2 EQUIPMENT PRICING

RM Sections 7.3.2-7.34 in ChL&Cal. present guidelines tor
computing the prices of various magic items and special items.
Those guidelines are based upon the limitations inherent in the
standard SL magic item creation guidelines (5L 9.2). However,
certain powerful items and artifacts du not have to adhere to those
limitations — they can be created using special ceremonies,
rituals, special equipment, special spells, spell mastery. elc. For
high powered games where such artifacts have a “price”, this
section presents exiensions to the RM 7.3 pricing guidelines. See
also RMCI 5.3 for more high-powered item pricing guidelines.

Macic Bonusks Basep oN ITEm TYPE
This material extends the Base Cost Multipliers (BCM) for an
item’s magical bonus (RM 7.3.3). The Base Cost Multiplier is
determined by the item's magical bonus and its “type.” Anitem’s
type is based upon the Alchemist spell (57.13.5) needed to enchan
the bonus: Weapon, Armor. General, or Special; a “Special” item
requires a non-standard enchantment.

Magical ITEM TYPE
Bonus Weapon  Armor General  Special
+3 15% 20x 30x 40x
+10 50x 60x 90x 120x
+15 135x 180x 240x 300x
+20 400x 500x% 700x 1000x

Example: In the stundard RM pricing system, a +15 mace
would have @ BOM of 200x; in this system, the BCM is only
135x. However for a +15 lockpick kit, the BCM is increased
from 200x 10 240x.

SpECIAL CRAFTING AND DESIGN BONUSES

Superior Crafting (Base Cost Multiplier: 5x}— If a GM decides
that the creator of a non-spell item was especially skilled at his
craft, he can allow an additional +5 non-magic bonus in addition
to any bonus due to magic or to material (i.e., non-magic materiat).

Superior Design (Base Cost Multiplier: 2x) — If a GM decides
that a non-spell item is especially well designed, he can allow an
additional +5 non-magic bonus in addition to any bonus due to
magic or to material {i.e., non-magic material). Superior designis
usually only available in certain cultures, and only for a few very
specific items in each culture (¢.g., Elven bows, Dwarven chaig-
mail, etc.).

Example: A very fine long bow is made of Dir Wood (+10
honus. BCM: 20x); in addition, it is of special Elven design
and was personaily made by the Elven master crafter, Dang
Panad. The GM rules that the bow has a +20 (10+5+5} non- :
magic bonus and a BCM of 27 = 20+5+2. ‘

GeNERAL Cost MULTIPLIERS
Ttem of different realm from Enchanters ... —
Ttem has DEen USE v vorve i I
Item has already been enchanted .....coooieieiens '
Armor, Staff or larger Size, and Books ..o
Weapon, Rod or Crown Sized, and Scrolls ...,

Dagger. Wand, Garment, or Tiara Sized ...ooo.eo.. WX Ei
Brooch, Bracelet, or Amulet Sized ..o NS
Ring, Necklace, or Gem Sized ... S L‘,
1

M
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SeeLL Bonus Costs
Standard Optional
Spell Bonus Cost Cost +
+1 Spell Adder +50 +50
+2 Spell Adder +100 +1(X)
+3 Spell Adder +200 +200
+ Spell Adder +400 +500
+5 Spell Adder +800 +1000
+6 Spell Adder +2000 +2000
+7 Spell Adder +5000 +5000
+8 Spell Adder +10000 +10000
+1{ Spell Adder +20000 +20000
+12 Spell Adder +40000 +40000
+15 Spelt Adder +30000 +80000
x2 Multiplier +200 +200
x3 Multiplier +400) +1000
4 Multiplier +800 +5000
x5 Multiplier +2000 +20000
6 Multiplier +80000 +80000
1 — The optional cost given above are for GMs who feel
that the standard spell bonus costs are too cheap.

INTELLIGENCE CoST MULTIPLIERS
Empathy (Cost Muitiplicr: 5x) — Allows wiclder to cast imbed-
ded st level spells without a Staves & Wands roll,

Low Intelligence {Cost Multiplier: (0x)— Allows wielder to cast
mbedded 1st-2nd level spells without a Staves & Wands roll.
Medium Intelligence (Cost Multiplier: 20x)— Allows wielder 1o
tast imbedded 1st-5th level spells without a Staves & Wands

woll. Optional increased Cost Multiplior: 40x.

High Intelligence (Cost Multiplier: 50x) — Atlows wielder to cast
imbedded 1st-10th level spells without a Staves & Wands roll.
Optional increased Cost Multiplier: 100x.

Very High Intelligence (Cost Multiplier: 200x)— Allows wielder
to cast imbedded 1st-20th level spells without a Staves & Wands
roll. Optional increased Cost Multiplier: 600x.

Artifact Level Intelligence (Cost Multiplier: 17100x) — Allows
wielder to cast imbedded st-35th level spells without Staves &
Wands roll,

Legendary Artifact Level Intelligence — Allows wielder to cast
imbedded 1st-50th level spells without a Staves & Wands roll.
This level of inteltigence cannot normally be imbedded. Items
have been known to develop this level of intelligence by them-
selves after being imbedded with a lower intelli gence. Alterna-

tively, this can be the resuit of an accidental random occurrence
during the creation process.

ALTERNATIVE METHOD FOR
GENERATING AN ITEM's WILL
An intelligent item can be given a Will equal to;

Will = Open ended DO - 50
+ {10 x maximum imbedded spell level)

ALTERNATIVE METHOD FOR
GENERATING AN ITEM’s PURPOSE

Many intelligent items have purposes — i.e., basic objectives.
This can be something basic, like having fumous wielders; or
something significant, like exterminating all Elves. The creator
has some control over the purpose of the items he creates items, but
the more intelligent items have a fair share of free will. So.a GM
may wish to roll on the following chart to determine the purposes
of certain items; the roll can be modified by the maximum
imbedded spell level for the item. If a modified. roll is 96+ it is
treated as being “open-ended.”

Roll Purpose
1-40 No specific purpose. Some minor personality
factors might be present.
41-95 Has the poals intended by crearor. Some minor
personality factors might be present.

96-100  Item has a personality perversion, like a passion
for slaying blonde women or burning people alive.
Otherwise as creator desired.

101-140  Ttem has a personality flaw, like a passion for
fame, blonde owners, or burning things. Otherwise
as creator desired.

141-160  Item has a randomly determined purpose similar
to the intended purpose.

161-180  Item has a randomly determined purpose agree-
able to the creator.

181-200  ltem has a randomly determined purpose different
from the intended purpose.

201-230  Item has a purpose exactly opposite to the
intended purpose.

231-240  Item has a randomly determined purpose opposed
10 the intended purpose.

> 241 As originaily intended, but carries a subconscious

drive to make its possessor unhappy or meet a
fateful end.
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7 3 ITEM QUALITY BASED
ON SKILL

The material in this section can be used if a GM wants skill to be
amajor factor in the creation of an item, This system assumes that
an experienced weapon-smith should be able to make a much
better sword out of a given lump of steel than some tin-pot armorer
who doesn’'t know one end of an anvil from the other — lucky
flukes not withstanding.

Note: Thix system can result in higher than normal bonuses
Jfor items.

To determine an item’s bonus, the “maker” first makes a
“creation skill roll” equal to an open-ended D100 rolt pluos his skill
bonus for making the item.

Creation Skill Roll =
Open-ended D100 + maker’s skill bonus - Balancing Factor

The appropriate skill depends upon the item being made; it is
usually a Smithing or a Crafting skill. The Balancing Factor is a
fixed number reflecting the power and magic item level of a
campaign. We suggest -90 for a low-power campaign, -60 for a
medium-power campaign, -30 for a high-power campaign, and +(}
for 4 very-high-power campaign.

The normal bonus of an item is modificd by two facrors:
Maodified Item Bonus = Normal Bonus

+ [(Creation Skill Roll + 100) x (Normal Bonus + 3)]
+ {Creation Skill Roll + 30) [round off]

Example: [x o high-power campaign. Miraj the smith isa
master craftsman with a smithing skill of + 110 with Mithril.
She produces a Mithrit rapier with @ Normal Bonus of +20,
and makes a D100 roll of 92. Thus. ker Creation Skill Roll
is 172 =92+ 110-30. Sothe irem’s bonusis: 33 = 32.61
= 20+6.85+3.73

= 2O04[(I 72100052055 +( 1 7230},

BREAKAGE FacTOR
Superior crafltsmen may also increase an item’s breakage tactor
— we suggest:
Modified Breakage Factor =
Normal BF + (Creation Skill Roll = 10)
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Example: In the example abaove the rapier’ s normal break-
age factor is 100+, 50 the Modified Breakage Facior is 17+
= (1004 (17210,

PrICE MODIFIERS
Due 1o the value of his time, facilities, and material used,:
superior craftsmen often increases the price items that he maks
In addition to normal price modifiers, we suggest the followin
price modifier:

Item Bonus Modified
Modification Price
45 normal cost x item bonus modification x |
+6-10 normal cost X item bonus modification x !
+11-15 normal cost x item bonus modification x 4
Z+16 normal cost x item bonus maodification x §

Example: In the example above the rapier's item bonys
modification is +/13, so the modified price s equal to: the
normal cost x 52 (= 13 x 4).

7.4 USES OF STRESS
CRITICALS

The RMCiF Stress Critical Table 2.5 is very useful in sever
cammon situations that arise in arole playing game. A GM shod
keep this table in mind when a character takes an action
involves stress and strain. Some examiples are consecutive rou
use of Haste/Speed (e.g, through the use of spells. devices, potin
Adrenal Speed, etc.). spell failure, bungled magical rituals, ek

Example: Kellendil is in his third consecutive round of
using Haste/Speed spells. The Gamemaster rolls an "4
strexs critical on Kellendil. In the fourth round, if anothe
Haste is used, the GM might rofl a ‘B’ crit.

Example: Cassie the Sorceress is about 1o be eaten byg
huge Drake. She badly fuils an ESF casting with her lag
remaining PPs. The Gamemaster decides to applv a ‘T
stress critical (and possibty a Depression oritical as welljas
well as the spell fuilure and whatever the Drake may de,




7.5 RATIONS & LIFE STATUS

This section presents a system and a Chart to be used when
E characters are starving and/or dying of thirst. When the chart is
used, three markers (coins, chits, etc.) arc required for each
b character. These mark the character’s current status with regards
o Water and Food deprivation as well as overall Life Status.
 Markers are placed in the boxes and move in either direction along
the tracks, depending on whether rations are consumed or not.
Each character’s “Water” marker, “Food” marker, and “Life
Status” marker are placed in the appropriate box on their respective
 Indices. They start in the “Start Here” and “A-100%" boxes.
Whenever characters must eat or drink, the chart is consulted and
markers are moved:
 +[f rations are eaten/drunk, the “Food” and “Water” markers move
ane box closer to the “Start Here™ position,
o If rations are not consumed, markers are moved toward the
| “Dead” position.
+Consuming ‘‘half rations™ keeps the markers in their current box.
'IfaFood or Water marker crosses a 1 (2, 3, etc.) Life Level” gap,
| the “Life Status™ marker is moved accordingly, either toward
“A-100%" (when rations are consumed) or “DEAD” (when
| rations are not consumed). A percentage within a Life Status box
is used to determine how much of a character’s skill bonus is still
usable at that Life Status level. A maximum of one Life Status
i level can be regained in a given day.
b1 Some terrain and environments alter the basic requirement of one
- ration of both food and water per day:

mountainous, roUgh .....c.ccovveerreene. double requirements
extremely hot ................. additional water ration required
extremely cold......ovneeins additional food ration required

L Option: The Life Levels lost or gained on the “Food™ and “Water”
. indices may be treated as the Life Levels mentioned in RMCIf
. 6.1, In such a case the Life Status Index would not be used.

Example: Cato is attempting to cross the Vasty Deserr.
Near the midpoint of his journey he runs out of food and
water. His normal daily needs are for one ration of both food
andwater. Since the desert is extremely hot, Cato needs and
additional water ration; for a total of 2 water rations and |
food ration required per day. For each ration missed,
Cate’s “Water” and “Food" markers are moved down their
respective tracks towards the “"Dead" position. One day in
such a situation would result in Cato's “Water” marker
being moved 2 boxes and his “Food” marker 1 box to the
right. A gap on the water index reading “I Life Level” was
crossed by the “Water” marker, 50 this results in the “Life
Status™ marker also being moved one box to the right to “B-
$0%." Cato may only use 90% of any ability due 10 his
weakened condition,

Example: Continuing the above example through the next
day would find poor Cato down 2 “Food” boxes and 4
“Warer” boxes. Cato has lost 2 Life Levels due to thirst.
From Life Status “B-90%" Cato’s “'Life Status” marker is
maved I box 1o the right resulting in Life Status "C-80%.”
Cato may only use 80% of any ability now. This decline will
continue until Cato either finds water or dies.

Example: Tressyl is trekking through a mountain pass in
winter. In an avalanche caused by a particularly severe
snowstorm he lost all his supplies save his tinder, flint, and
dagger. Using the above items, water is not a problem, but
Jood is. Tressyl requires double normal Rations, plus and
additional Food Ration per day (i.e., 2 Water Rations and 3
Food Rations per day needed). By melting snow, he meets
fis requirements for Water and so the “Water Mdex”
marker is in the “Start Here™ position. He has not eaten in
7 days, so he is 21 boxes down on the “Food Index.” A total
of 1+1+1+1+1+1 =6 Life Levels have beenlost onthe “Life
Status Index.” Tressyl’s “Life Status” marker is inthe “F-
50%" box. It will take a minimum of 21 Food Rations eaten
over seven days to return to “Start Here” and “A-100%" .

LIFE STATUS INDICES CHART

Water Index

Start ! 1 2 4 7
Here Life Life Life Life Life
Level Level Levels Levels Levels
Food Index
i |5 1 ] [
a 5 s
1 1 1 2 2 3
Life Life Life Life Life Life |DEAD
Level Level Level Levels Levels Levels
$| Life Status Index
Al B C D E F G H I J K L M N O P Q R
[100%| 90% | B0% | 70% | 60% | 50% | 40% | 30% {20% [10% | 1% { 1% | 0% | 0% | 0% | 0% | 0% {DEAD
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7.6 OMENS & PHENOMENA

Interesting effects can be achieved within a campaign with the
use of natural phenomena. The effects can be as simplistic as
people interpreting natural events as omens, or can be as complex
as the potency and availability of spells being effected by events in
the natural world.

OMENS (7.6.1)

Omens are easily introduced into a GM's world system. When
people are superstitious. obvious events like eclipses, comelts,
storms, etc. can be interpreted as signs of good orill. A GM can
also make omens much more specific. For example, 2 GM ¢an
make a certain bird a sacred animal — if it is seen flying east to
west, it is a good omen; if it is seen flying west to east, it implics
disaster. This can alfect gameplay on alarge scale: e.g., Lord Drac
will not send his troops into battle after his Astrologer sees that the
two moons are in dircct alignment. Tt can alse affcct gameplay on
a smaller scale: e.g.. Tesoro the Cleric sees 4 white mouse enter a
building, so he knows it is probably a stgn from the gods that it is
a safe structure. Clerics, Astrologers, Shamans, Witches and
possibly Barbarians should be most identified with the knowledge
of omens.

OMEN LORE — A NEW SKILL

A GM can include a secondary skill, Onien Lore, that can be
bought with the same skill cost as Divination. This skill would act
like other lore skills, giving a character knowledge about omens
and their interpretations.  Omen interpretation should never be
completely exact and specific information should rarely be re-
vealed — for example, Lord Drac knows something bad may
happen to his armies, but he has no idea what. If using this skill,
the GM should take the time to make a detailed set of omens or at
lcast omen guidelines, making omens in his world fairly accurate
(at least 80% ol the time).

SAaMPLE SET OF DOMEN GUIDELINES

East oo e Orderty
WS vt s st s e Chaotic
INOITR L e reen Evil
SOUTH L Good
White or light colored animal ... Good
Black or dark colored animal ... Evil
Event seen in the sky ........... Effects the world on a grand scale
Event seen on or near

the ground ... Effects the world on a small scale
Omen seen going into or behind

something else .. Beginning of something

Omen seen coming out of
something else ..o Ending or death of something

Example: A black bird seen coming out of a tree in the east
and flving inio the sky towards the west. This may mean thar
something evil Iy becoming disorganized and is falling
apart, signalling its death and that it will effect much of the
warld. Alternativelv, it could mean something completely

different,
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NATURAL PHENOMENA (7.6.2)

Natural phenomena directly effecting player characters and the
restofthe world should be handled even more carefully, with much
preparation on the part of the GM. An example of the effects of
natural phenomena already exists in RM, that being the Moon
Mage of RMCII. In the same way thal the phases of the moon can
ctfect those spellcasters, other phenomena can effect other. or
perhaps all character professions. All of the rules should be drawn
up for specific situations and specific effects.

SimpLIsTIC EXAMPLE

Inacertain world, everyone is born under a certain celestial sign
{like our Zodiac), and every vear each sign is dominant over the
others for one month — giving anyone born under that sign certain
privileges and powers. This can be translated into game turns g
an additional +3 luck bonus, or even a +5 to all actions during tha
time. The GM may decide to have things work both ways, and
whun a person’s opposing celestial sign was dominant, he would
be penalized (-5 toall rolls, etc.). This can be easily handled by the
GM, but he should be careful that the bonuses and penalties are nof
s great as to throw anything out of balance,

MODERATELY CoOMPLEX ExampLE

In another world (or the same world, theoretically), naturd
events can directly effect the three realms of magic. An eventin
the sky can effect how well Mentalism works. events in or on th
ground effect Essence, but Channeling remains stable.

For example, a meteor storm in the sky would increase the flgw
of Mentalism for the next week, allowing all who cast spells from
that realm to add +10 to all spell rolls. Aliernatively, if the even
is more dramatic (GM discretion), PP cost can be reduced for
Mentalism spells by 25% to 504%. Similar effects can happenk
Essence users if a startling event happens on the ground (o
possibly in a large body of water), such as a tremor, an carthquake,
a volcano crupting, etc. Of course, if an event takes place in bott
elements, such as a meteor falling from the sky and landing on the
earth, both realms may be cffected.

Effects usually last a week. All Mentalists who view a sky even
are effected, while 41l Essence users within a 1 to 50 mile radiusd
anearthbound event are effected (depends on the size of the even)
To balance things, a GM may wish to apply penaltics for a weg
after the effect wears off — an affected character has a penaly
equal to the bonus he received (e.g., either - 10 to spell rolls orab?
cost of 25% to 509% more).

Viry CompLEX ExamrLi

In yet another world, there are three suns: a red sun, a blue su
and a white sun. These suns move, and depending on which si
is where in the sky in relution to the other two, certain spells 2
maore effective and some are not effective at all. Such effects ca
add variety and new challenges for the players, and can make
GM’s world even more interesting.

Normally, 4 sun configuration lasts about | week beforei
changes. A GM can decide whether the configurations appearh
order or randomly.

Below i1s a list of the various combinations that appear in
skies above the world and the effects they have on magic. "W
mcans thaf sun is in that position and towards the west. “E” rean
that the sun is in that position and towards the west.



Effective Not Effective
Highest Centered Lowest Spells Spells

Red(E) Blee  White(W)  Teleportation  Mental Influence
Red(E)  White  Blue(W) Elemental Informational
BluefE)  White  Red(W) Healing Nlusions
White(E) Red Blue{W) Destructive Phy. Enhance.
White(k)  Blue Rediw) Defensive Nature
Red{W) Blue  While(E) Nature Defensive
Red(W)  White  Blue(k) Phy. Enhance. Destructive
Blue(W) White Red(Ti} [Iusions Healing
White{W)  Red Bluc(E) Informational Elemental
White(W)  Blue RediE)  Mental Influence  Teleportation

*When the red and white suns eclipse, Symbolic spells (runes.
circles, symbols, words of pawer. eic) ure more effective, and all
other spells are not.

* When (he blue and white suns or the blue and red suns eclipse,
summoning spells and interdimensional travel spells are most
effective and all other spells are not.

'When all three suns eclipse, Arcane spells are more effective, and

. other spells do not function at all.

+When a spell type is effective — ranges, durations and areas of
effect are increased by 50% and PP costs are only 75% of

+ normal and an additional +5 is added to all speHl rolls.

#When a type is not effective - ranges, durations and areas of
* effect are decreased by 509 and PP costs are 150% of normal
- and an additional - 10 is added to all spell rolls,

E-Ifas;pell that 1s effective for a time 1s cast within an Earthnode,
 the range. duration and arca of effect ure five times greater than
normal and there is no PP cost,

UNNATURAL PHENOMENA —
SUPERNATURAL WEATHER (7.6.3)

A GM may wish 10 introduce “unnatural phenomena™ into his
world. Such phenomena are handled in the same fashion as natural
henomena. but they usually spring from amagical or supernatural
source. Thus, they can often be stopped or at least slowed down.

As examples of such phenomena, this section presents several
instances of “supernatural weather,”

lack Rain — A foul, acidic. and dangerous form of weather,
- Black rain comes during normal-looking storms, but its effects
arenotthat of normal rain. Any living thing exposed to black rain
will take an *A’ Acid critical for every minute exposed. Black
tain usually only lasts for 3- 12 minutes, and it is said that it only
F ocours as an aftermath to the opening of a gate or portal 1o a
demonic plane in the immediate arca. This usually happens (-
10days after the gute opening, but only occasional ly (3% chance
per gate). Such a gate can easily taint the delicate balance of an
world 28 well as ity ity stability and purity.
Beading Shower — This type of supematural weather is usually
the result of fervent prayer to a “good™ deity and is resuits as a
reward for 4 good deed. This sparkling, silvery rain heals all it
touches, cleans objects, removes taints, etc. Any living being
exposed to & “sending shower" is healed of 1- 10 concussion hits
and receives an additional RR versus any poison or disease in
heir system.  Plants will become vibrant and fruitful — no
maiter what their previous condition was. Objects are cleaned
ind shiny.

Blue Lightning — Thought to be a very good omen when seen
from a distance. this lightning does not have to occur with a
storm; but there is always at least a cloud for it to come through.
Blue lightning always strikes a target. It is the retribution of
some god on a wayward or offending follower. It is always
flambayant and impressive if seen froma distance, but it can deal
death to those it strikes, Treatitasa+2000B Lightning Bolr that
inflicts an additional *Holy” critical,

Firestorms -—— A rare and destructive storm. this is one of the
greatest fears of farmers and common people. Ttonly lasts for 1-
8 minutes, but every other round anything exposed 1o it (includ-
ing buildings, trees, elc.) is subject to an unmodified Firebolt.
Obviously, many fires are started by this type of storm: but,
thankfully, rain usually follows (stopping the majority of
firestorm-caused blazes). Firestorms are thought tobe caused by
adimensional crossover of the material plane with another plane
(possibly the elemental plane of fire).

Tcestorms — Akin to firestorms, these storms are somewhal less
dangerous, but can be deadly nonctheless. These storms are also
referred to as “icicle storms™ because they consist of a shower of
ice (like hail) particles that arc 1" 10 8" long and very sharp.
Anyone caught out of shelter in such weather wiil be subject to
[-3 dagger attacks (+0-99 OBs, random) as they are hit by these
“icicles” which have been falling through the atmosphere build-
ing up tremendous speeds, Ieestorms are thought to simply be
freaks of nature.  Usually 1 out of 100 hailstorms will be
icestorms.

Powerstorm — These incredibly rare evens probably have
something to do with Essence flows or carthnodes. I will appedr
much like a thunderstorm accompanied by an overabundant
amount of lightning. Waves of Essence roll over the land,
spinning into magical cyclones, most of this will not he visible
to those without abilities to perceive such things.

A powerstorm can also cause very random and uncontrollable
events. Magical portals may open, magical items may be altered
ordrained. Creatures and objects may be destroyed, ransported
to or fromthe area and they can be altered in any number of ways.
The exactdetails must be determined by the GM and they should
always be different,

Aspell user of the Lissence realm can try tohave a “will to will”
{RMCI5.1)battle with the storm. Ifhe wins. he can ahsorbpower
from the storm in the form of temporary PPs (1- 100 open cnded).
If he fails, he will be drained of all PPs for | week,

(rodwinds — An cxcess amount of “godpower” exists in the
universe, even more than the gods can wicld {(gadpower is the
unique power that gods alone can wield, the power that makes
them gods). Very rarely, this excess power will wash over an
area in the form ol a powerful wind. Any Channeling user in that
area will temporarily gain 1-30 PP from such a wind {they will
last until they are used), but anyone clse must make an RR or be
knocked overand take an* A° Unbalancing critical. These winds
last but a moment.  Often one person or object will be the
recipient of 4 randor Channeling spell (e.g.. u bealing spell,
lifegiving, blessing, cte.).
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Mindstorm — This 15 a very rare but powerful storm, much like
a powerstorm or the godwinds. Mental energy is continually
being emitted by all sentient creatures, whether they are Mental-
ists or not. This energy usually is scattered out into the universe,
never heard from again. But sometimes, this energy will coa-
lesce into a swirling mass of mental energy {(invisible 10 the
humnan eye, of course), which grows larger and larger as more
and more energy is given off around it. Finally, this energy will
hegin to move about the surface of the world.

Each thinking creaturc caught withina mindstorm {there is no
sheller against such a storm) is subject to a “C* Shock critical. In
addition. there is a 10% chance that each such creature will be
subject to a random spel! from the Mind Erosion, Mind Subver-
sion, Mind Death, or Mind Disease spell lists (Evil Mentalist
basc). RRs apply to all effects. A Mentalism spell user can
absorb PPs the same manner as an Bssence spell user in a
powerstorm (see ahove).

7.7 POWDER & STEEL —
FIREARMS FOR FRP

This section contains some background material, new skills, and
weapons tables to allow a quick and dirty simulation of the age of
powder and steel within the RM system. The material requires the
use of several Space Master altack tables and includes muzzle and
breech loading pistols, rifles, carbines, and cannon. For a more
detailed presentation of these Lypes of firearms, refer to ICE’s
Campaign Classic, Pirafes.

Note: As a change of pace variation for one evening's
guming, the wuthor threw together some Information (o run
a scenario sel in what would be the equivalent of Earth's
{4th century. Tired of bashing PCs with swords it was
decided to try pistols and rifles instead.

The generic Cuvalry chargcters were armed with Sabre.
Lance, a Revolver, and a metal Helmet and Breasiplate (AT
{7, The generic Infuntry characters were agrmed with
hreech-loading Rifles and Pistols, a Grenade or two, and a
uniform with {letmet and Chain Mail shirt (AT 13).

FIREARM WEAPON SKILLS
Several new Weapon skill categories (ChL 3.5) are includedt
coverthe use of firearms. Fora RM character with access to proper
training and knowledge. the DP cost for each is equal to his larges

Weapon skill DP cost,

Infantry Brawling (St/St/Ag) (OB) — This skill covers fighting
with both bayonet and rifle butt when ammo runs out. The R¥
DP cost is equal 1o the character’s Jargest Weapon skill DPcost:

Handling infantry Brawling is fairly simple — a characte
may use the bayonet or the buit of an appropriate weapon. Tk
bayonet attack uses the AL Spear Attack Table 8.7.4. whife th
butt artack uses the AL Club Attack Table 8.4.2.

Powder Missile Weapons (Ag/St)(OB}—This skill covers usin
Pisiols, Rifles, and Shotguns. The RM DP costis 10 for nonspel
users, 12 for semni spell users, and 15 for all of the others.

Rifles and Pistols use the SM Small Projectile Attack Tabk
15.1. Shotguns use the SM Shotgun Attack Table 15.2,

Powder Thrown Weapons (Ag/St) (OB) — This skill coversiy
nse of hand grenades. The RM DP costis 10 for non spell user
12 for semi spell users. and 15 for all of the others.

Grenade throws can use the SM mechanisms (SM P i4.8a
the following procedure. The thrower makes athrowing skillrd,
to see if the grenade gets to the target (100+ indicates succesfp
the Gamemaster then rolls a D100: (¢1-10 a Dud, 11-50 explods
next round: 51-100 explodes this round. Grenade explosio
used the SM Grenade Attack Table 15.3, but use the SL lmpas
Critical Strike Table chart.

Powder Missile Artillery (In/Ag) (OB) — This skill covers i
use, maintenance, and firing of cannons, mortars and howitzen
The RM DP cost is 10 for non spell users, 12 for semi spell user
and 15 for all of the others.

Cannon can use either the old Tech Law Autoratic Handbel
Projectile Attack Table 5.74 (Shrapnel crits for results over 13
or the SM Blaster Attack Table 15.5 (Puncture crits undes 14
Shrapnel over 135).

Note: When using SM attack iables, use the standard lirmits -
for “ Maximum Results for Mark 8 on the tahles (do nof use
the lintits based on RM ATs). Black powder firearms are ol
as powerful as SM firearms.

FIREARMS CHARACTERISTICS CHART
Weapon Type of Reload Rateof Fumble Range (ft) / Range Mod.
Type Reload Time Fire Range PB SR MR LR Table Used
Pistol Muzzle 3 i 3 10/+10 50/— 100/-40  250/-80 Smi Proj Mk.3
Breech 1 1 5 10/+10 50/~ 100/-40  250/-80 Smi Proj Mk.2
Revolver 1T 1% 5 10/+10 50/~ 100/-40  250/-80 Sml Proj Mk.1
Rifle Muzzle 3 1 3 20/+20 250/- 750/-40  1500/-80 [ Sml Proj Mk.4
Breech | 1 7 204420 250/ 750/-40  1500/-80 | Sml Proj Mk.4
Shotgun Murzzle 3 1 5 10/+20 TA- 150/-40  225/-80 Shotgun
Breech 1 1 7 10/+20 75/ 150/-40  225/-80 Shotgun
Cannen Muzzle 6 ] 3 30/430 600/— 1500/ 40 30O0K)/-80) | Blaster or AHPi |
Breech 3 1 5 30/+30 600/ 1500/-40  3000/-80 | Blasier or AHProj
* __ Actually a 6 round revolver; T — Per shot; 1 — Can also fire 2 at -30 each or reload 1 and fire 1 at -50. |
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Option: For cultures and regions where knowledge and training for
these new skills is available, s GM may wish to decrease the DP
costs for these skills. We suggest that each character get four
new Weapon skill costs that are €quai to the character’s largest
Weapon skill DP cost. Then the character can assign his 10 skil]
costs 1o his 10 Weapon categories (i.e.. the 6 standard ones and
the 4 new ones) in the standard fashion (ChL 3.5).

Tue Wearons
Four types of projectile firing weapons were defined: Pistols,
Rifles, Shotguns, and Cunnon. There are also three reloading
classes: muzzle loaders, breech loaders. and revolvers, Specific
wedpon characteristics are defined on the Firearms Characteristics
Chart and the Quick Reload Penalty chart.

Quick RELOADS
Like bows in Arms Law, there were penalties associated with
irying to reload a weapon in less time than is normally required,
The following chart presents those penalties for the firearms in this
section.

QUICK RELOAD PENALTY CHART
Number of Reload Rounds

Item 6 5 4 3 2 1 0

Pistol, m 0 0 1} (} 25 500 —
Pistol, b 0 0 0 0 0 0 -50
Pistol, r 0 0 0 O ] Q -50
Rifle, m 0 0 0 0 -25 .50 —
Rifle, b 0 0 0 0 0] 0 -50

Shotgun, m 0 0 ) 0 25 250 —
Shotgun, b 0 (} 0 0 0 0 -50
Cannon, m ¥ 25 50 750 — _—

Cannon, b ) 0 0 0 500 -1 —
m — muzzle loader; b — breech loader; r — revolver,

7.8 EXHAUSTION POINTS

Character Law suggests that a character’s Constitution stat be
used for theirexhaustion point total. Gamemasters may wishtouse
one or more of the options presented in this section. These options
vary the namber of exhaustion points based on Co, race, and the
athletic prowess of the character involved.

Option 1: Exhaustion Points are figured with the Character's

Constitution bonus taken into account, much like CONCUssion
hits, Thus:

Exhaustion Points =
Costat x [I + {Co stat bonus + 100) | fround upj

Example: Grond the Troll has a 96 Costatanda +20Co stat
bonus. His exhaustion point total is 108 = Wl +(20=
100) ] = 108,

Option 2: Those professions with an Athletic Skills level honus
(RMCII Table 11.6) often have significant higher levels of
regular physical training and thus should have a higher endur-
ance. Their exhaustion point totais should have an extra factor
based on level and Athletic Skill level bonus. Thus:

Exhaustion Points =
Costat + (Athletic Skill level bonus x level}

Example: Grondisu ighter and getsa +2 per level Athletic:
Skills level banus. At Jourth level he would have 98 = 90 +
(2 x4) exhaustion points,

Option 3: In certain situations such as a frantic dash to a dropping
portcullis or a long chase across a prairie, the Gamemaster may
wish to modify available exhaustion puintsto include 4 bonus for
an applicable skill. Two such skills from RMCIt are Sprinting
and Distance Running. Tnsuch cases, the skill rank bonus (only,
not level or stat bonus) is added to the exhaustion point total.
Thus:

Exhaustion Points =
Costat + (Skiil Rank Bonus for an Applicable skill}

Example: Grond wishes 1o chase a Squad of Warg-moynted
Ore cavalry across the plains. He has 5 ranky (+25 bonus)
in Distance Running and the Gamemaster decides the skiff
isappropriate for this sort of chase. Grond would have 115
= 90 + 25 exhaustion JHHRLS.

Option 4; Combine any of Options 1, 2, andjor 3. If all three are

combined:

Exhaustion Points =
| Costat + (Athletic Skill level bonus x level)
+ {Skill Rank Bonus for an Applicable skili) §
x |1+ (Co stat bonus + 100) ] freund up/
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I C.0 I
SPELL LISTS

8.1 ASTRAL TRAVELLER
BASE LISTS

OUTER PLANE LAW
(Astral Traveller Base) (81 1)

Area of
Effect Duration  Range

I—=Gale Presence LOO'R — self
2—Summon 1 1 alien 1 md/Ivl 10

3—Alarm self 12 hours sclf
4—Alien Presence LOO'R — self
5—Summon V 1 abien | md/Ivl 10

6—Planar Link 0.1"x0. 1" — 10

T—Disguise self | hour selfl
8—Survival self 1 hour self
9—Summon X t alien 1 md/ivl 1

10—Ptane Travel 1 sclf — self
11—Mass Disguise 10°R 1 hour self
12—Plane Scale 1 object | day/lv] touch
13— Disguise True self 1 day self
14—Alien Form self 1 hour sclf
15—Mass Survival 1R 1 hour self
16—Plang Travel I1 self — self
17—Survival True self 1 day self
18—Lord Summon | alien 1 md/lvl 10

19—Alien Form True self 1 day self
20— ate T x4 S min a

25—Traveller self 1 md/lvl self
30—Retuming * self — self
50—Gate True x4 P 100

1—Gate Presence (I) Caster is aware of any gates/links to other planes
in his range.

2—Summon 1{FM) Summons a | s1 level being from any plane. The type
and homeplane of the being has to be specified by the caster. He may
Summeon a specific person if he know the “true name” of that being. 1f the
Summened being is ill-tempered. he may control when he concentrates.
A GM may wish to give the being a RR every minute to resist being
controlled.

3—Alarm (I} if the caster is abuut 10 enter a plane that would physically
harm him in some way (e.g., extreme lemperatures, no oxygen, ete.), this
speth will give him a mental warning.

4—Alien Presence (1) Caster is aware of any being from another planc of
existence within his range.

S—Summon V (FM) As Summon [, except heing may be up to Sthlevel.
G—Planar Link (FM} Caster establishes a small link to another plane. No
being or object may pass through this link. it is used for mental contact only
(e.g., by using the various Mind Tongue spells}.

7—Disguise (E) This limited illusion, causes the caster to appear to be a
member of a sentient/thinking race that inhabits the plane of his choice. He
may not resemblc a specific individual, but he may choose any race that
he has seen before,
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8—Survival (D) As Alarm, cxecpt caster's metabolism s altered 1w
accommodate the life-conditions of the alien plane. [f these conditions are
very different from those of the caster’s homeplane, they may require an
Alien Form spell in order to survive them.

9—Summon X (FM) As Summon I exceptbeing may be up to 10th fevel,
10—Plane Travel | (F) Caster travels to another planc of cxistence. He
may specify the plane, but his armival location is completely random., There
is a special chance of failure in this spell, especially when the caster visits
the plane for the first time:  Never seen = 10%:; Been Briefly (| hr) =
5%; Studied (24 hr) =2%; Studied carefully (1 week) = 0.2%: [.ived
in (1 year) = no chance of failure.

11—Mass Disguise (P) As Disguise. exceptit alfeels everyone in the ares
of effect. If an affected 1arget moves mare than 10" away (rom caster. the
spell ceases to affect him; this applies even if the target moves back inte
the area.

12—-Plane Scale (1) Caster links part of his mind to a target ohject. This
object will reflect the Elemental Planc that the caster occupies by means
of colors. patterns, ctc. (e.g.. the Plane of Fire is reflected by a red color,
the plane of the dead with an angelic symbol, ete.),

13—Disguise True {D) As Disguise, except for duration.

14—Alien Form True (F) As Disguise. except caster takeson all physical
characteristics of the alicns.

15—Mass Survival (D) As Survival, it affects everyone in the area of
effect. If an affected target moves more than 10 away from caster, the spel]
ceases toaffect him: this applics even it the target moves back into the area,
16—Plane Travel I1 (F} As Plane Travel I, exceptcaster may specily the
target plane and the destination point on that plane. Chances for failure are
as for Teleport 1, except when the roll for failure 1s less than or cqual o
1/10th of the normal failure chance (e.g., 5 or less if the normal chance is
50%5); in which case, the caster dees not just miss the destination point, he
misses the entire plane and pets to some other random plane.
17—Survival True (D) As Survival, except for duration.

18—Lord Summon (FM) As Summon I, except being may be up 10 201k,
19—Alien Form True (P} As Alien Form, except for duration.
20—Gate (F} Caster opens a Gate to another plane. The arrival location
is completely random. The Caster may close the Gate at any time during
the spetl’s duration. If the Gate is still open at the end of its duration, roll
D10 to see what happens (all modifiers mentioned are cumulative);

1-4:  The Gate shrinks. disappearing completely afier 3 mds.

5-7:  The Gate shrinks, leaving a small link (see Plarnar Link). No
more rolls are made.

H:  The Gate moves 1-50" in a random direction, sending all inits

way to the target plane - then, it disappears.

G: As 8§ ahove, but after the move, roll again (apply a +1 Modifier

until the Gate shrinks or disappears).

10:  The Gate grows to a ball with a D]0+10' Diameter then it
shrinks again to normal size. roll again after one round (apply
a +1 Muaodifier until the Gate shrinks/disappears).

A bewng/ereature [rom another plane uses the gate 1o visit the
plane in which the pate was created (i.e., usually the Prime
Plane). The Door collapses after he uses it. Roll anencounter for
Enchanted Arca with a +30 modification (see C&7 4.2).
25—Traveller {F) Caster may use Plane Travel I once every round for
duration of this spell.

30—Returning (F*) Caster retumns to a “prepared, previously sclected”
ptace on his homeplane.

50—Gate True (F} As Gare, except caster may close a Gate or createa
Gate with a permanent duration.

11+

!



ELEMENTAL TRAVEL
(Astral Traveller Base) (81 2)
Note: See Notes in Section 8.1.3.

Area of
Effect Duration  Range

|—Detect Main Link 1O0°R — self
2—Resist Main self 1 min/lvl self
3—Detect Elemental Link LOOR — self
4—Resist Element self I min/lvl self
5-—Main Armor self 1 min/lvl self
6—Dismiss 1 ohject — 30
T—Main Survival selt 1 hour self
§—Elemental Armor self I min/lvl self
9—Main Travel self self
10—Main Survival True self 1 day

[1—Main Form self 1 hour self
|2—FEiemental Survivai self 1 hour sell
13---Main Travel True self = self
{4—FElemental Travel self — self
15—Main Form True self b day self
l6—Elememal Survival True self | day sell
17—Elemental Form sell 1 hour self
18—Main Gate 7'x4' 5 min 1y
19—Elemental Travel True self - self
20—Elemental Gatc 754 5 min Ly
25—Elemental Form True self 1 day self |
30—Main Gate True x4 P 100
50—Elemental Gate True 7 x4 P e

1—Detect Main Link (I) Caster detects any Galtes or minor links to the
Elemental Plane of his “Main Element” (see above).

1—Resist Main (D) Caster is totally protected from his Main Element in
its normal form, he gets a+10 Bonus on RRs against it and attacks made
against him with i receive a - 10,

3—Detect Elemental Link (1) As Derect Main Link, except Caster may
specify gates/links to any one Elemental Plane.

4—Resist Element (D)) As Resist Main, except may apply (o any one
¢lement.

5—Main Armor (D) As Resist Main. except bonus is 20,

—Dismiss (FF) Target object is transported to a random location on the
Elemental Plane of caster’s Main Element. If the object is held by
someone, it gets a RR based on the holder’s level; otherwise its RR is based
upon its bonuses and/or special capabilitics.

7—Main Survival (D) As Resist Main, except caster cannat be harmed
in any way his Main Element; he is even able to breathe it. Elemental
Attacks with it have only a Chance of hurting the caster, if they inflict
Impact Crits. Even in this casc. they are melified by -50 and the normal
Elemental Crits are ignored,
$—Elemental Armor (D) As Main Armor, except may apply 10 any one
Element.
9—Main Travel (F) Caster iravels 1o a random localion on the Elemenlal
Plane of caster’s Main Element.
10—Main Survival True (D) As Main Survival, except for Duration.
11—Main Form (E) Caster takes the form of a lesser Elemental of his
Main Element.
12— Elemental Survival (D) As Main Survival. except may apply to any
one element.
13—Main Travel True (Fy As Muin Travel, except caster may specify
the location (accuracy as Teleport on the Closed Essence list. Lofty
Bridge).
14—Elemental Travel{F) As Main Travel, exceptlocation can be on any
Eiemental Plane chosen by the caster.
15—Main Form True (E) As Main Form, cxcept for Duration,
16—Elemental Survival True (F) As Elemental Survival. except for
Duration,
17—Elemental Form (E) As Main Form.except caster may tike the form
of any one elemental,
18—Main Gate (F) Caster vpens a Gate between his current plane and the
Elemental Plane of his Main Element. Tf he 1s on his Main Element plane
the Gate may be opened tothe caster’s“Prime Plane™. The Gatc is only one
way , and the arrival location is completely random. [fhe is within Range,
the Caster may close the Gate at any time during the spell's duration, If the
Ciate Js still open at the end of its duration, roll D10 10 see what happens
(all modifiers mentioned are cumulative):
1-4: The Gate shrinks. disappearing complciely after 3 rmds.
5-7:  The Gatc shrinks, leaving a smalblink (see Plaaar Link in8.1 .21,
No more rolls are made.
& The Gate maves |-50 in a random direction, sending all in its
way to the target plane — then, it disappears.
9: As 8 above, but after the move, roll again (apply a +1 Modifier
until the Gate shrinks or disappears).
10: The Gate grows 1o a ball with a DI10+[0" Diameter then it
shrinks again 1o normal size. roll again after one round (apply
4 +1 Modificr until the Gate shrinks or disappears).
IT+: A being/creature from another planc uscs the gate (o visit the
plane in which the gate was created (i.c., usually the Prime
Plane). The Door collapses after he uses it. Roll an encounter for
Enchanted Area with a +50 modification (see C&T 4.2).

19—Elemental Travel True {(F) As Elemcntal Travel. except caster may
specify the location (accuracy as Telepent an the Clised Essence list,
Lofty Bridge).

20—Elemental Gate {F) As Main Gate, except any Elemental Plane may
be chosen.

25—Flemental Form True (E) As lemenral Form, except for duration.
30—Main Gate True (F) As Main Gaie, except Caster can specify
destination location (accuracy as Tefeport on the Closed Essence list,
Lofty Bridge). Alternatively, this spell can be used to close a Gate or
decrease the size of a Gate that is larger than 7°x4',

S50—Elemental Gate True (F) As Elemental Gate, except Caster can
specily destination location (accuracy as Teleport on the Closed Essence
list, Lofly Bridge). Altematively, this spell can be used to close u Gale or
decrease the size of a Gate that is larger than 7' x4'.
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ELEMENTAL SUMMONS
{Astrat Traveller Base) (81 3)

Note: Each Astral Traveller should chose his “Main Element” (ie.,
Elemental “Color” ) upon reaching Ist Ivl (see Section 2.2}. An Astral
Traveller's capahitities with his “Main Element' are increased consid-
erably.

Note: The spell levels used on this list are used for the spells using the
normal 6 SL elements: heat, cold, light, water, air, and earih. Other
Elements. or mixtures of the existing ones (see EC), are more difftcult 1o
use. Therefore, for a spell involving a element other than the 6 normal
ones, one of the following maodifications te the spell’s level should be
applied:

Compounds

{Fog, Lava, fce, or any EC compound element) ...........Level + 2
Plasma (or Vacid, see FC) e Level + 5
Nether (or any other EC Complex Flement) ... Level +10

Area of
Effect Duration Range

I—Main Summon 11 I target 1 md/Ivi(C)  10'/1vi
2—Main Summon V 1 target 1 md/ivKC)y  10'/1vl
3— Elemental Summon 11 Itarget 1 mdAvl(C) 10Ylvl
4—Elemental Summon V ltarget | md/Ivi(C)y 10Vl
5—Flemental Master V 1 target 1 hr/lvl 5'fivl
6~ Main Summon X | target | mdAvliiC)y 10/1v]
7—Main Link Px1e — 10
§—Elemental Master X 1 arget 1 hrftvl S
9 Main Summon XV 1 targei | md/tvl{Cy  10AVI
|0—Elemental Summon X I target 1 md/IvI(Cy  10/1vl
11—Elemental Link 1"x1" = 143
12—Elemental Master XV | target 1 hr/lvl S5'11vi
13—Main Conflagration 1 target — touch
14—Elemental Summon XY ltarget 1 mdiviiC) 101Vl
15— Lord Main Summon 1 1arget | md/ivl(CY  10'1v]
| 6—Elemental Conflagration 1 target — touch
17— Lord Elemental Master | target 1 hr/lvl 5ivl
18—Gate Main 7 x4’ S min 30
19—L.ord Elemental Summaon L target 1 mdAviiC) 1071
20 Elemental Gate x4 $ min 3
25—Mass Conflagration 30°R — self
30—Gate Main True 7' x4 P 100°
S50—Elemental Gate Truc T x4 P 100°

1—Main Summon II (F) Summeons a 2nd level elemental being from
caster's the planc of the caster’s Main Element. There must be a suurce for
the elemental matertal within L0, The Caster chooses the type of
elemental being. He may Summon a specific elemental being if he know
the “true name ™ of that being. If the Summoned being is ill-tempered, he
may controb when he concentrates. A GMinay wishtogive the being aRR
every minule 1o resist being controlled.

2—Main Summeon Y (F) As Main Summon ff, exceptihe elemental being
may be up 1o 5th level.

3—FElemental Summon 1 (F) As Main Summon 11, except the elemental
being can be from any Elemental Plane.

4—Elemental Summon V (F) As Elemental Summon I, except the
elemental being may be up to 5th level.

5—Elemental Master V (M) As Elemental Summon V', excepl caster can
control the elemental without concentration; the elemental will obey
caster until he dies, until he releases them, or until he gets out of range. At
any one time, the caster cannot master more levels of elemental beings
than his own level times 5. Intelligent elemental beings will geta RR once
a week.
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6—Main Summon X (F) As Main Summon i, except the elemental being
may be up to 10th level.

7—Main Link (E) Caster creates (or closes) a small “Wormhole™ from
some place on the plane of his Main Element. Roll D100, if the result is
50+, Elemental Material will “flow™ out of this hole; if the result is 75+,
everyone in front of the hole will take a +30 Bolt attack corresponding 1o
that elernent.

8—FElemental Master X (M) As Elemenial Master V, except the elemen-
tal being may be up to L0th level.

9—Main Summon XV (F) As Elemental Summon 11, except the elemen-
tal being may be up 1o 15th level.

10—Elemental Summon X (F) As Elemenial Summon {{, except the
elemental being may be up to 10th level.

11—Elemental Link (E) As Main Link, except the link can be to any
Elemental Plane.

12—Elemental Master XV (M) As FElemental Master V, except the
elemental being may be up to 15th level.

13—Main Conflagration {F) Target takes an elemental crit correspond-
ingtothe caster’s Main Element. The severity is determined by the amount
of the target’s RR failure: 2 0=noeffect; 1-10="A", 11-20="B";
21-30='C"; 3140="'D"; 41+="E".

14—Elemental Summon XV (F) As Elemental Summon I{, excepl
elemental being may be up to 15th level.

15—Lord Main Summon (F} As Main Summon I, except elemental
being may be up to 20th level.
16—Elemental Conflagration (E) As Main Conflagration, exceptcaster
chooses the critical’s elemental type.
17—Lord Elemental Master (M) As Elemental Master V, except the
elemental being may be up to 20th level.
18—Gate Main (F} Caster opens aGate between his current plane and the
Elemental Plane of his Main Element (location is random). If he is on his
Main Element plane the Gate may be opened to the caster’s “Prime
Plane”(location is random). Roll D10, if the result is 50+, Elemental
Material will “flow” out of the Gate from the plane of the caster’s Main
Element plane — the higher the roll, the faster the flow. There is a 1-10%
chance each round that some elemental being “flows™ through the gate
with the material. The chance is based upon the GM’s concept for the
elemental planes. If he is within Range. the Caster may close the Gate at
any time during the spell’s duration. IF the Gate iy still open at the end of
its duration, roll DX {} 1o see what happens (all medifiers mentioned are
cumulative):
1-4:  The Gaie shrinks, disappearing completely after 3 mds.
5-7: TheGate shrinks, leaving a small link (see Planar Link in8.1.2).
No more rolls are made.
8 The Gate moves 1-50' in a random direction, sending all in its
way to the target plane — then, it disappears.
91 As 8 abave, but after the move, roll again (apply a +! Modifier
until the Gate shrinks or disappears).
10:  The Gate grows to a ball with a D10+10" Diameter then it
shrinks again to normat size. roll again after one round (apply
a +1 Modifier until the Gate shrinks/disappears).
1H+: A being/ereature from another plane uses the gate to visit the
plane in which the gate was created {i.c., usually the Prime
Plane). The Door collapses after he uses it. Roll an encounter for
an Enchanted Area, +50 mod. (C&T 4.2).

19—Lord Elemental Summon (F) As Elemental Summon [I, except
elemental being may be up to 20th level.

20—Elemental Gate (E) As Gate Main, except caster may choose the
elemental plane.

25—Mass Conflagration (E) As Main Conflugration, except it affects
everyone in the area of effect (except the caster).

30-—Gate Main True (E) As Gate Main, except for duration and range,

50—Elemental Gate True (E) As Elemenial Gate, except for duration
and range.



XENO-LORES {Astral Traveller Basa) (8.1 4)

Note: The various knowledge spells on this list are neither cumuiative
with each other. nor are they cumulative with any normal skill the caster

has developed. However, they may be used with the complementary skill
rules (RMCIH 4 4)

Area of

Effect Duration  Range
| —Presence « * — C 10'A1vl
2—Speech | Wy C self
3—Stone Lore 1 stone - touch
4—Plant Lore 1 plant — touch
5—Mind Tongue | 100" C self
6—Animal Lore | anmimal — wuch
T—Speech 11 10 C self
E—Knowledge t self — self
9—Mind Tengue 11 10 C self
I0—Xeno-lores [ self I visit sell
11—Sentient Lore 1 being — touch
12—Dimension Lore | self P self
[3—Knowledge 1 self — self
14—Xeno-Lores 11 self [ visit self
15—Speech I wy C self
l6—Dimension Lore 11 self P sclf
17—Knowledge 1T setf — self
18—Mind Tongue III Lo C self
19—Xeno-Lores 111 self b visit self
H—Dimension Lore 111 self P self
25—Knowledge Truc self — self
30—Xeno Lores True self | visit self
50—Dhmension Lore True self P self

1—Presence (I) Caster 1s aware of the presence of all sentient/thinking
beings within his range.

2—8peech | {P) Caster is able to communicate basic ideas in a specific
language (hungry  thirsty, bathroom, peace, elc.); equivalent to skill rank
2 However, the caster has to be biologically able to use that language (e.p .
ifwould be quite ditficult for a humanoid being to use asign language that
incorporates 8 arms, 7 tails, and several other odd appendagesy; an Alien
form spell (on Outer Plane Law list) can be useful for overcoming this
testriction.

3—5tone Lore (I) Caster leamns the nature and history of any 1 picce of
unliving, solid, non-intelligent material.

4—Plant Lore (1} Caster learns the nature and history of any living thing
with “plant-intelligence.”

5—Mind Tongue (P) As Speeck I, except caster speaks directly to the
mind of any | being. He does nat need 10 know the language of the being,
the words "translate themselves”™.

6—Animal Lore (I) Caster leans the nature and history of any 1 being
with “animal-intclligence.”

7—Speech 11 (P) As Speech I, except caster can communicate in more
complex concepts, although there is a goud chance of misinterpretations.
8—Knowledge I (I) For one question/topic, caster has the equivalent of
skill rank 5 (+25 bonus, no stats apply) in the appropriate lore/knowledge
skill (see RMCH Table 11.5, p. 1G1).

9—Mind Tongue [1{P) As Mind Tongue I. except caster can communi-
cate in more complex concepts, although there is a good chance of
misinterpretations.

10—Xena-Lores I (I) Caster may use one of his lore/knowledge skills
(see RMCi Table 11.5, p. 101) as the corresponding Xeno-Lore skill for
the plane/dimension he currently occupies. The spell lasts as long as the
casier remains in the plane/dimension. He may not have more than 3
Keno-Lore spells operating simultaneously.

11—Sentient Lore ([) Caster leams the nature and history of any |

sentient/thinking being.

12—Dimension Lore I{1) As Xeno-Lores I, except effect is permanent
(untilcanceled). Dimension Lore spells do count against the maximum of
5 Xeno-Lore spells — but, acaster may only have ? Dimension Lore spells
active al any onc time.

13—Knowledge 11 () As Knowledyge | except the bonus is a +50 (ie., 10
skill ranks}.

14—Xeno-Lores 1L (I) As Xeno-Lores I, except the caster may use two
of his lore/knowledge skills as Xeno-Lores.

15—Speech [IT (P) As Speech I, except caster is reasonably fluent in the
language. Caster’s accent is imperfect, but there is only a slight chance of
misinterpretation.

16—Diimension Lore L (1) As Dimension Love |, except the caster may
use two of his lore/knowledge skills as Xeno-Lores.

17—Knowledge I11 (I) As Knowledge I, cxcept the bonus is +70 {i.e., 20
skill ranks),

18—Mind Tongue I (P) As Mind Tongue !, except caster is reasonably
fluent in the language. Caster's accent is imperfect, but there is only a
slight chance of misinterpretation.

19—Xeno-Lores I (1) As Xeno-Lores J, except caster may use three of
his lore/knowledge skills as Xeno-Lores.

20—Dimension Lore I (I) As Dimension Lore {, except the caster may
use three of his lore/knowledge skills as Xeno-Lores.

25—Knowledge True (I} As Knowledye |, except the bonus is +80 (i.e..
30 skill ranks).

30-—Xeno-Lores True (1} As Xeno-Lores /. exceptthe caster may use five
of his lore/knowledge skills as Xeno-Lores.

$0—Dimension Lore True (1) As Dimension Lore I except the caster
may use five of his lore/knowledge skills as Xeno-Lores,
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8.2 HOURI BASE LISTS
KISSES {Houri Base) (8.21)

Note: [f the caster of u "Kiss” spell actually kisses a receptive target (as
defined in8.2.2). his RR receives a special -30 modification in addition to
normal mods If the casrer of a "Kiss” spell merely touches the target,
there is no special RR mod.

Area of

Effect Duration Range
1—Kiss of Pain * | target — touch
2—Kiss of Stunning * I target [ rnd/5% failure  touch
3
4-—Kiss of Fire * I targel — touch
5—Kiss of Weakness * Ltarget 1 hi/10% failure  touch
6—Kiss of Sleeping * I target 1 he/10% failure  touch
T—Kiss of Slavery * ltarget | hr/lQ% failure  touch
8—Kisy of Blinding * liarget 1 hi/10% failure  touch
9—Kiss of Agony * I target = touch
10 Kiss of Linking * ltarget 1 hr/10% failure  touch
11+ Kiss of Paralysis # trarget | md/5% failure  touch
12-- Kiss of Coma * | target 1 he/10% failure  touch
. e Ulhgnpe ¥ |l target | hr/10% failure  touch
[4-—Kiss of T onnent * I target — touch
15—Kiss of Amnesia * Parger | day/109 failure touch
20—Kiss of Death * I target — touch
25—Kiss of Infancy * Puasrget | he/10% failure  touch
30—Blown Kiss * | target — 100
5(1- -Kiss of Draining * I target — touch

1—Kiss of Pain {M*) The target loses takes 20% of his total (ot current)
hits and is stunned for one round.
2—Kiss of Stunning (M*) Target is stunned,
4—Kiss of Firc (M*) As Kisy of Pain. except that target takes 40% of his
hits.
5—Kiss of Weakness (M*) Targets Strength is reduced to 1,
f—Kiss of Sleeping (M*) Target {alls into a deep sleep.
7—Kiss of Slavery (M*) Target must obey the caster in all things that are
not completely alien to him.

“ast of Blinding (M*) The target is blind.
9—Kiss of Agony (M*) As Kiss of Pain, except that the target takes 60%
of his hits.
10—Kiss of Linking (M*) The target is mentally linked to the caster and
either might be in conurol of either body, depending on the outcome of a
conlest of Wills,
L1—Kiss of Paralysis (M*) The target is paralyzed.
12—Kiss of Coma {M*) The rarget is in a coma.
13—Kiss of Change (M*) Targetis “changed” into a frog (ur a toad). This
spell can be canceled if the 1arget is kissed by a “‘royalty™ of the opposite
sex. A GM should feel free to modify this spell to fis into his campaign.
14—Kiss of Torment (M*) As Kisy of Puin, except that target takes 90%
of his hits.
15—Kiss of Amnesia (M*) Target is an amnesiac, remembering of his
past for the duration of the spell.
20—Kiss of Death (M*) As Kiss of Pain, except that the target 1s dead.
25—Kiss of Infancy (M*) Target regresses to infantile state.
30—Blown Kiss {M*) If a Kiss spell is cast immediately after this spell
its range is 100°. This still requires a cooperative target for the -30 RR
madification.
50—Kiss of Draining (M*) As Kiss of Pain, except that target is drained
afhis “life force™ as in Absolution. This life force is absorbed by the caster.
healing all of her wounds and restoring her “Mana™ to the fullest.
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|NFLUENCES (Houri Base) (822)

Area of

Effect Duration Range
1—Charm Man [ target 1 hour/lvl 130
2—Quarrels 11 | target I min/S% failure (06
3—Confusion | target I md/5% failure 100
4— -Suggestion I target v 1y
S—Impotence | target | week/S% failure 1007
f—Hold Man | target C Y
7—Master of Man I target 10 min/lvl SG
B—Jealousy 1 target I day/5% failure 100"
9-—True Charm 1 target 1 hour/lv] 100
10—Quarrels VI ltarget 1 min/3% failure 100
t— ]
12—Impotence True | target P 1KY
13—True Hold I turget C 100
14—Hate I target P day/5% failure 100
15—Antipathy | target 1 day/lvl touch
20—Lovesick Man 1 arget 1 day/lvl 100
25—Quarrels True Ltarget/lvl 1 min/5% fail. 1Y
30—Hate True I target P (%Y
50-—Antipathy Truc | target p touch

1—Charm Man (M) Target believes caster is a good friend,

2—Quarrels IIT (M) Three targets who are near each other ¢and all within
the range) begin to quarrel with one another. If they had reason to 4lislike
each other before this spell, this might cause them to start 10 fight.

3—Confusion (M) Target is incapabile ol making decisions.

4—>5uggestion (M) Targer will follow a single suggcsted act that is not

completely alien to him.

S—Impotence (M) Target is totally impotent.

6—Hold Man (M} Target is held to 25% of normal action,
7—Master of Man (M) Target obeys caster as in Suggestion.
extremely jealous of a person chosen by caster,

9—True Charm (M) As Charm Man, but will atfect any sentient
creature.

10—Quarrels VI (M) As Quarrels I1], except affects 6 largets,
12—Impotence True (M) As Impotence, except for duration.

13—True Hold (M) As Hold Man, except that it will affect any sentient
creature.

14—Hate (M) As Jealousy. except that the emotion is hate.

15—Antipathy (M) A “antipathy™ effcet is cast on an object. making :

sentient/thinking beings want to keep away frem it

20—Lovesick Man (M) The targel 15 in love with the caster and will
“waste away” if denied his loved one: he will lose | pt of termiporary Co
edch day they aren’t together, going imo a coma if il reaches vero,
25—uarrels True (M} As Quarrels [H, except it affects ! target/lvl.
30—Hate True (M} As Hate, cxcept duration is permanent.
S0—Antipathy True (M) As Antipathy. except for duration.



ALLURING WAYS (Houri Base) (8.2.3)

Note: In the spell descriptions on this list, the caster is assumed to be
fermale and the targel is assumed to be male. However, the target "Man N
is defined as any creature that would find the spell caster {i.e. the Houri)
attractive. Thix obviously ineludes most humanoid males, but some might
not he affected. Beside the obvious exceptions, some racial prejudices
have o be tuken into account. E.g.. Elves will not he very interested tn
Goblins, but Draeons often lust for human princesses (heaven knows
why ).

Area of

Effect Duration  Range
|-—Attention * | target — 100
2—Glibness * t rarget LG min self
3 Enthrall Men 111 | target C 30
4 Seduce * 1 target = sclf
5—Silver Tongue * I target 10 min self
6—Afiraction * 1 target I md 0¥
F—FEcstasy | target 1 rd/5% failure touch
& Great Attention * 1 target i rnd 1060
Y—Transter Charm 1 target P 1y
|0—Enthrall Men X | target C k)
11—Seduce Men { target special 1y

12— Love Spell
13— Youth

14 —-Sympathy
15—S5educe Ferna

1 target | day/5% failure 100°
| target | month/lvl  self
| target I day/lv] touch
1 targel 10 min/l¥] self

20—Seduction True * | target — selfl
25—Love True 1 target r 100y
30—S8ympathy True | 1arpet P touch
50—True Youth 1 tarpet P touch

I—Attention (M*) The target’s atiention will tocus on caster.
2—Glibness (P*) Regardless of wether the caster is lying or not. she
appears to believe everything she says {for the purposes of lie perception
skili, spells, ete.).

3—Enthrall Men IIT {M) The caster enthralls 3 men with her [Towing
speech, making them forget their surroundings. They will continue to
listent as fong as she keeps the words coming.

4—Seduce (P*)y Caster gets a +23 bonus to her seduction skill.
5—Silver Tongue (M*) Allows the caster to lic so well that alistener will
believe anything that 1sn'1 obviously out of touch with observed reality.
6—Attraction (M*) The target will try to approach the caster untii they
are no more than 3 feet apart.

T—Ecstasy (M) Target iy in seventh heaven (i.e., extreme ecstasy/joy].
For the duration of the spell, he is at 50% of normal activity. Later, he will
have a tendency to “come back for more.”

§—Great Allention (M*) The altention of everyone in the radius will
focus on the caster.

3—Transfer Charm (M} A Charmed being, transfers his adoration to a
person chosen by the caster.

10—Enthrall Men X (M) As Enthrali 1, except that up to 10 targets can
he affected.

11—Seduce Men (M) A target is “seduced” and will, if properly manipu-
lated, do what the caster wishes. The spell lasts as long as the caster does
a0trepel/reject the victim too harshly. The RR against this spell is directly
influenced by the victims “Chastity/Virtue™ as well as the circumstances
_uf the oecasion. As an alternative approach, treal this spell as a double-
\slfength Seduce spell that gives +50 bonus to the caster’s seduction skill,
12—Love Spell (M) The target will fall in love with someane chasen by
the caster.

13—Youth {F) The caster appears 1o be any age desired.

l+—Sympathy (M) A “sympathy” effect is cast on an ohject, making
sentient/thinking beings want to be near it.

15—Seduce Female (M*) The caster may seduce another “female”
without penalties. Any humanoid target under the effects of this spell may
also be affected by the “Men’ spells on this list that nermally only aftect
male targets. Scduction andd/or “Men™ spell etfects end when this spell
expires.

20—Seduction True (M*) As Seducrion, except that any sentient being
of the opposite sex may be seduced.

25—Love True (M) As Love Spell, except for duration.
30—Sympathy True (M) As Symparhy, cxcept for duration.
50—True Youth (F) The target has two years of his age “removed” (Le..
rejuvenation), If the spell fails, the target is killed and his total true age
refurns immediately. The spell may be cast repeatedly and effects are
cumulative; however, cach time it is cast on the same target. the unmodi-
fied failure chance increases by | {(cumulative separately for each caster-
target combination).

HOURI'S CHANGE (Houri Base) (8.2.4)

Area of
Effect Duration  Range
| —Study 1 target — 3oy
2—Face Shitting True selt 1 hr/lvl self
3-—Glamour self 10 min/lv] self
4—Change To Kind self 10 min/lvl selfl
S5—Misfeel Kind = scif C sell
6—Glunour True self 10 min/lvl sell’
T—Misfeel Calling = self C self
8—FEnhance [ self 10 min/lvl self
9 Dream Girl self 10 min/ivl self
10—Change Sex self 1 month/Iv! self
1 l—Misleel Power» self C selt
|2—Enhance 11 self 10 min/lvl self
I3 - Unpresence selt’ C self
14—Enhance TII self 190 min/lvl self
15—Misfeel ¢ i self C self
20—+E ord Enhance self 1) min/lvl self
25—Misfeel True self 10 min/lvl self
30-—Change Sex True self I month/Ivl  1ouch
50—Holy Presence self C self

1,2,5,7.1 1,13,15,25,50 — As the spelks by the same names on the Mystic
base Hst. Mysticdl Change.

3—Glamour (F) The caster can enhance her facial features, giving heran
Appearance of 100,

4—Change to Kind (F) The caster can alter her entire body 10 the form
of another humaneid race within 20% ol her own mass. This can’t be used
1o assume the form of a specific person,

6—Glamour True (F) The caster can enhance her tactal features, giving
her an Appearance of 102.

8—Enhance I (F) The caster ¢can enhance her facial features, piving her
an additional +5 to her Appearance bonus,

9—Dream {rirl (PM) Caster “changes” intoa form that is for appearances
purposes the “ideal mate” of one target studied. The target gets a RR that
represents his resistance to being studied in this manner. No range
modifiers apply.

10—Change Sex (F) Caster changes 1o become a member of the opposite
sex in terms of all physical factors,

12—Enhance II (F) Ax Enhance 1, except bonus is +10).
14—Enhance IIL {F) As Enhance 1, except bonus is +15.

20—Lord Enhance (F} As Enhance L except bonus s +20,
30—Change Sex True (P) As Change Sex, excepl that the custer becomes
a true member of the opposiie sex (le.. genetizs, personality. and zll
psychological factors ate alxo changed).
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8.3 ENCHANTER BASE LISTS
|LLUS|ON LAW (Enchanter Base) (831)

Area of
Effect Duration  Range

1—Light/Sound Mirage 'R 1¢ min/Ivi 100
2—SmellfTase Mirage 10°R 10 min/lv1 1000
3 —Hlusion 1 10°R 1 min/lv} 100¢
4—Glamour | | target 1 min/lvl 1007
S—Feel/Presence Mirage R 10 min/lvl 104
6—Phantasm | 1O'R | min/lvl 100
T—usion 111 10'R I min/lvl 100
8—Glamour [1 1 target I min/ivl 100
4-—Phantasm [l 10°R 1 min/lvl 100"
10—Waiting [Nusion 11 10°R 24 hrs 106¢
1 1—Glamour 11 1 target 1 min/lv] 100
12— Waiting Glamour [1 1 target 24 hrs 1Y
1 3—Waiting Phantasm Il 1O'R 24 hrs 1o
l4—Illusion V 1O'R 1 min/lvl 100"
13- Glamour V | target I minfivl 100’
16— Phantasm LI 'R | minflv] 100
17- Wating llusien 11 10°R 24 hrs 1000
18 -Waiting Phantasm fl1 10°R 24 hrs 1007
19—fllusion X ("R } min/lvl 100
20-—CGilamour X 1 target 1 min/lvl 100
25~—Phan§usm \%4 10°R 1 min/lvl 100
W—Glamour True 1 target Permanent 100°
50—lusion True 10°R Permancnt 100

1,2 — As the spells of the same name on the Open Essence list, Lesser
Husiens.

4,8.11,12,15,20,30 — As Spells of the same name on the Witch Basc List,
Glamours.

3,7.9,10,13,14,16.17,18,19,25,50 — As spells of the same name on the
[usiomst Base list, [Husion Mastery.

5 Feel/Presence Mirage (E) As either Feel Mirage fonthe Feel-Taste-
Smelt list (lusionist base) or Presence Mirage on the Mind Sense
Molding list (fllusionist base).

ENCHANT'NG LAW {Enchanter Base) (832)

Area of

Effect Duration  Range
1—S1udy 1 larget = JHY
2—Change Size self 10 min/lvi self
3—Face Shifiing True self 1 hour/lv sell
4—Invisibility (’R) Twrget 24 hrsorVo touch
5—Facade self 10 min/lvl sclf
6—Change to Kind self 10 min/Ivl self
7—Misfeel Kind = self C self
8—Impersonate Facade self 10 min/lvl selt
9—Misfeel Calling » self C self
10— Impersonate Voice self 10 Min/lv! self
{ |l—Mind Tongue selt C 20
12—Change 10 min/lvi self
13—Misfeel Power » self C self
14—Shadow Enchanter self I minflvl 100y
15—
16—Nondetect self C self
17—Reduce Power Emanations 1 item 10 minflvl  touch
|8—True Change self 10 min/ivl self
19—
20—Misfec! self C self
25—Unpresence self C setl
3J0—Misfeel Tru self 10 min/lvl self
30—True Form self 10 min/lvl sell

1,3,6,7.9,11,12,13,18,20,25,30 — As spells of the same name on the
Mystic Base list, Mystical Change.

4,16 — As spells of he same name on the Mystic Base list Hiding.
2,5.50 — As spells of the same name on the Nightblade Base list,
Phantom's Face.

8,10 — As spells of the same name on the lusionist Base list Guises.
14—Shadow Enchanter (F) As Shadow Mystic on the Mystic Base list,
Hiding.

17 — As the Spell of the same name on the Musionist Base List, Mind
Sense Molding.
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8.4 MISCELLANEOUS
BASE LISTS

ARACHNEMANCY
{Evil Magician Base) (841)
Note: This list could alse be an Evil Cleric Base List.

Note: The spiders mentioned in this list are taken from C&T, but a GM
should frel free to suhstinue ather creatures of @ “spidery” nature such
as: fadebacks, Jemstings falso from C&T), Aracats, or Multi-spiders
(from C&T I} — match appropriate spell levels with appropriate crea-
ture levels.

Area of

Effect Duration  Range
|—Spider Familiar | target P touch
2—Web Movement I target |0 min/lvl touch
3I—Minar Web 1 target 5 min/lvl Sy
4—Charm Spider 1 spider L0 min/lvl 100
3--Spider Climh 1 target tO minflvl  touch

6—Poison Resistance [l
T—Lesser Spider Summons
8—Major Web
Y—Unpoison

L 1arget — touch
I spider | minfivl 1y
2 targets 5 min/lvl S0

1 target P touch

[0—Spider Control 1 spider 1 min/lvl OO
11—Spider Strength 1 target 10 minflvi  teuch
12—Poison Injection 1 target tOmin/lvl  touch
13—Gr. Spider Summons I spider | min/lvl 10

[4—Ls. Spider Shapechange self 10 min/lvl self

[5—Web Truc vares 5 min/lvl 100"
16—Wceb Cocoon i spider [0 min/lvl 100"
17—Spider Bolt | target I round 100
18—Ceilingwalking t target 10 min/lvl  touch
19—Major Spider Summons | spider 1 min/ivl 1
20—Spider Plague 10°R 1 min/lvl {£0)
15—0Gr. Spider Shapechange sell 10 min/lvl self
30—Spider Mastery S0°R 1 min/lvl self
50— Arachnemastery self i md/lvl varies

I—Spider Familiar (M) As Famuliur on the Gate Mastery list, except 2
normal spider will be obtained as a familiar: there is a 1 0% chance perlevel
of the caster that it will be poisonous.

1—Web Movement (L) Allows targel to move along the webs of giant
spiders easily. Webs will not stick 1o the caster and he will be able tomaove
freely through a “web” spell.

3—Minor Web {F) There are two ways of using this spell. The first 1s
offensive — web strands shoot out of the caster’s index finger at one
target. [f the target fails an RR, the amount of his body that is covered in
the web is equal to the percent of failure. For example, if a target fails his
RR by 25, 25% of his body is covered in webs. The portion of the body that
iscovered must be determined randomly by the GM. If a limb or limbs are
covered, they cannot be used. Breaking the web requires a “very hard’
static maneuver (madified by Strength bonus).

Thesecond way of using this spell is for the caster to use the web sirands
tomove {ropes to climb, swing from, etc.}. Each round of the duration, a
10'strand cun be produced that will support 200 Ibs. Onc end will be sticky
sothal it will stick to ceilings and walls; the rest of the strand will not be
wicky so it may be climbed, tied, etc. Alternatively, the strand produced
ana previous round may be extended by another 10", This second option
cmot be used offensively (the strands are loo weak to take that much
strain}.

Charm Spider (M) This spell will work on any arachnid-type
weature. The target will think of the caster as a friend. This spell will also
dlow the caster to speak the language of spiders (Arachmis).

S—S_ pider Climb (L) Target may move along (at half walking pace) any
solid surface angled up to 9° so long as he maintains at least 3 of his four
{imbs in contact with the surface.

6—Poison Resistance I1 (H) Target gets two additional RRs versus any
poison.

7—Lesser Spider Summons (FM) Caster will Summon a lesser great
spider that will obey his wishes when he concentraics.

8—Major Web (F) As Minor Web, except caster can “web” two separate
largets or two targets together or one larget to a non-mobile object (ohject
gets no RR). The breaking maneuver is ‘extremely hard®. As in Minor
Web, the sccond, non-offensive option can be chosen with up to two
strands or one 20’ strand produced each round.

9—Unpoison (H) Castercan remove one poison completely (romatarget.
10—Spider Control (M} As Charm Spider, except target will obey one
Stggestion per round.

11-—Spider Strength (F} Target gains an additional +53 Strength bonus
for every two levels of the caster {round down), maximum bonus of +50.
12—Poison Injection (F) Allows either the bite or the touch oi'the custer
to be able to inject a 8th level muscle poison when a critical 1s inflicted.
This spell will lastuntil used or until the duration ix over, whichever comes
first.

13—Greater Spider Summons (FM) As Lesser Spider Sunmmions, ¢x-
cept a greater great spider is Summoned.

14—Lesser Spider Shapechange (F) Caster can take the form and have
all of the abilities of a lesser great spider.

15—Weh True (F) As Mujor Web, excepl up 1o one target tor ever two
tevels of the caster can be webbed or webbed together or haif of that
number can be webbed to non-mobile objects.

16—Weh Cocoon (F) Completely cncases target in webbing. Breaking
the cocoon reguites 4 -20 “absurd’ static maneuver (modified by Strength
bonus).

1'7—Spider Bolt (F) Hundreds of normal-sized, poisonous spiders arc
shot from the caster’s palm ina stream or bolt. Roll an attack using the Fire
Bolt attack table: ignore normal damage. but any critical result indicates
that the target is “hit™ by the bolt. If the target 1s “hit”, ¢ither the GM can
roll 10-100 spider attacks on the target. or (preferably) the target must
make 10 RRs vy, poison . The GM can determine the poison’s level, orhe
can use a reduction poison with a level equal 1o the caster’s divided by §,
round down. The spiders will disappear after after the attack is made.
18-—Ceilingwalking (U} As Spider Climb, cxcept only once hmb need be
in contact with the surface and any angled surface. even ceilings, can be
moved along at full movement rate.

19—Major Spider Summons (FM) As Lesser Spider Summons, cxcept
a major great spider is Summoned.

20—Spider Plague (F) Summons hundreds of normal-sized, poisonous
spiders that swarm over a IR area and can move into a new (PR area
cach round. Anyone in the area of effect must make five RRs vs. poison
each round. The GM can determine the level poison, or he can usc a level
2 reduction poison.

25—Greater Spider Shapechange (F) As Lesser Spider Shapechange.
except caster takes the form of a greater great spider

30—Spider Mastery (M) As Spider Controd, except all spiders in the
radius can be controlled.

S0—Arachnemancy (F) Caster can use one spell from this list each
round. All spiders who see the caster will regard him as master and obey
him.
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FOUL CHANGES | (evi Magician Base) {8.4.2)

Note: This list could also be an Evil Cleric ar Evil Mentalist Base list.

Naote: These spellsare inherently evil. No “good” character canuse them
without evensually becoming evil — i.e., Detect Evil spells will “detect”
his person, he will feel more and more prone to committing evil acls, eic,
Once a caster of anv alignment begins casting these spells on himself, he
will hegin feeling his hody stowly changing. Appearance will drop by !
point per week, When his appearance reaches 1, the caster has a demonic
visage, with wrey scaly skin, a red forked tongue. small horns, clawed
hands, ete.

Note; The major difference between these spells and the spells of Foul
Changes H is that the spefls on this list generally deal with changes rather
thaw additions to the caster’ s hody. The changed parts still take damage.

Area of
Effect Duration  Range
1--Body Preparation « self varies self
2—Talon Fingers 1 ¥ self 1 min/lv] self
3—Shifting Defense * self 1 min/lvl self
4— Viper Jaw 1 ¥ self 1 min/lvl self
S—Malleahle Body self 1 min/lvl sell
6—Bat Wings * self 10 min/ivl self
7—-Talon Fingers 11 * self 1 min/lvl self
§—Major Malleable Body self 1 min/lvl self
9—Viper Jaw 11 * sclf | min/ivl self
10—Snake Arms * self | minflvl self
11—Mortal Form sclf L0 min/lvl self
12—Dcmon Form self’ 1 min/lvl self
13—Talon Fingers LI * self b min/flvl self
|4—Shifting Defense True * self | minflvl self
15— Viper Jaw III ¥ self 1 minflvl self
16—Snuke Fingers * self 1 min/lvi self
17—Talon Fingers True * self 1 min/lvi self
18—Mortal Form True self 10 minftvl self
19—Viper Jaw True * self I min/lvl self
20—Snake Hair * self I min/lvl self
E%Dcm(m Form True self 1 min/ivl self
30—Gorgon Eyes ) self I min/lvl self
50— -Foul Changes True self | mdlvlor P self

I—Body Preparation (Ur) Prepares the caster’s body for the rigors of
any of the other spells on this list. IT this speil is not cast immediatcly
before one of these spells 18 cast, the caster will take D10 hits and an *A°
Disruption eritical for each level of the spell.

2—Talon Fingers I (F*) Fingers on one of caster’s hands become sharp,
like talons. Caster can make a Small Claw attack with an OB equal to [his
directed spell bonus minus the result from a roll on the *General” column
of the §1. Base Attack Roll Table 15.1]. This result is subtracted because
the higher rolls on that table result in negative numbers, so subtracting
thern will make those results bonuses instead of penalties).

3—Shifting Defense (D*) Allows caster to make his body somewhat
malleable and tlexible o aveid attacks. This spell gives the caster an
additional Defensive Bonus equal to [+10 plus his Agility bonus|.
4—Viper Jaw | (F*)y As Talon Fingers I, except attack is a Small Bite
attack (caster’s mouth becomes larger and fills with razor-like teeth).
5—Malleable Rody (F) Caster’s body becomes very malleable. Caster
can stretch any part of his body up to three times its normal length. Parts
of the body for the purposes of this spell are torso, arms, fingers, legs, and
neck so (hat a person could stretch his legs. torso. arms and fingers each
three times their normal length to reach very high, ete. Since the caster’s
by is so mallcable, Grapple attacks can be made with stretched hody
parts as an octepus would with its entacles, Caster can miake a Small
Grappie attack as outlined for Talon Fingers I
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6—Bat Wings (F*) Changes caster’s arms into huge bat-like wings (15
wingspan) that he can use to fly at a rate of 75'/md.

T—Talon Fingers I (F*) As Talon Fingers I, except attack is a Medium
(law attack with an additional +10 bonus.

8—Major Malleable Body (F) As Maileahle Bodv, exceptbody parts can
be stretched up to six times their normal length and attack is a Medium
Grapple attack.

9—Viper Jaw II (F*) As Viper Jaw [, excepl attack is a Medium Bite
attack with an additional +20 bonus or an additional mouth can be created
next to the caster’s normal mouth; the two mouths can each attack make
a Small Bite attack as outlined in Viper Jaw [ (both attacks must be apainst
the same opponent).

10—Snake Arms {F*) Caster’s arms become paisonous snakes that can
cach bite with a +70 Medium Bite attack that injects a Sth level circutatory
poison if a critical is achieved.

11—Mortal Form (F) A limited iliusion that makes the caster look like
(to spells and normal vision) a normal human {or whatever race he was
originally). This spell is useful 10 casters who have hud their appearance
altered by the long-term use of this list, and to non-humans such as
Demons, etc. This spell will only make the caster appear as he did before
his appearance was changed by this list. If used by a non-human it will not
let him appear as a specific human. It will also not conceal changes from
specific spells from this list already cast.

12—Demuon Form (F) As Maortal Form, except that this spell makes the
caster look like a Demon. No specific demon form can be chosen, andno
special abilities are pained through this spell.

13--~Talon Fingers I11 (F*) As Talon Fingers I, except attack is a Large
Claw attack with an additional +20 bonus.

14—5hifting Defense True (D*) As Shifting Defense, except caster's
additional Defensive Bonus is equal te [+25 p/us his Agility Bonus|.
15—Yiper Jaw 111 (F*} As Viper Jaw 1. cxcept that attack may be one
Large bite attack with an additienal +30 bonus or three Small Bite attacks
(i.e., from three mouths).

16—Snake Fingers (F*) As Srake Arms, exceplt the fingers of one hand
also become snakes, so one +70 Medium Bite attack and four +70 Small
Bite attacks can be made cach round.

17—Talon Fingers True (F¥) As Talon Fingers 1, except attack is a Huge
Claw attack with an additional +30} honus.

18—Mortal Form True (F) As Mortal Form, excepi it will allow the
caster toappear as any specific humanoid {or a member of race if he is non-
humanoid) that he has seen and concentrated on for at least one minute.
19—Viper Jaw True (F¥*) As Viper Jaw [7, except that attick may be one
Huge bite attack with an additional +40) bonus or four Small Bite aftacks
(i.e., from tour mouths).

20—Snake Hair (F*) As Snake Arms, except that the wop of the caster's
head is covered with snakes {as a Gorgon). Each round, caster can make
a number of +70 Small Bite attacks cqual to his level divided by four
(round up).

25—Demon Form I'rue {F) As Demon Form, except that a specific
demon type can be chosen and the caster may receive some (GM
discretion) of the Demon’s abilities.

30—Gorgon Eyes (F) All who mect the caster’s gaze must make an RR
or be tumed W stone for {D10 min/5% failure). Only one target can be
effected each round.

50—Foul Changes True (F) Caster can castiny one spell on this listeach
round or this spell can be cast in order 10 make the effects of any spell on
this list a permanent change to the caster’s body.
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FOUL CHANGES I (Evil Magician Base) (843)

Note: This list could also be an Evil Cleric or Evil Mentalist Base fist.

Note: These spells are inherentiy evil. No “good” character can use them
without eventually becoming evil — i.e., Detect Evil spells will “detect”
his person, he will feel more and more prone to committing evil acts, etc.
Once a caster of uny alignment begins casting these spells on himself, ke
will begin feeling his hady slowly changing. Appearance witl drop by !
point per week. When his appearance reaches 1, the caster has a demonic
visage, with grey scaly skin, a red forked tongue. small horns, clawed
hands, etc.

Note: The major difference between these spells and the spells of Foul
Changes ! is that the spells on this list generally deal with additions to the
caster's hady. These additions come from the planes of the Demons and
are made of the same protoplasm that Demonic physical bodies come
4 fom. These additional body parts still take damage.

Area of
Effect Duration Range

1—Body Preparation » self varies self
2—Minor Body Switch * self | min/lvl self
3—Demon’s Wings * self 1 min/lv] self
4—Spider Legs * self 1 min/lvl self
5—Extra Limb * self 1 min/lvl self
6—FEye Spy self 1 minylvl self
7—Spine * self 1 md/lvl self (100"
B—Tongue Ties * self = 10
9-—Major Body Switch * self 1 min/lvl self
10—Tentacles * self 1 min/lvl seif
11—Mortal Form self 10 min/lvi self
12—Spine 11 * self 1 md/lv] self (100}
13—Demon Form self 10 min/tvl self
14—Regeneration self — self
15—Ethereal Arm * self 1 min/lvi self
16—Poison Spine * self 1 md/vl self (1007
17—Multi-tentacies * self 1 min/lvl self
18—

19—Spine [IT * self 1 md/lv] self (1007
20—Demonic Assistant setf | rnd/lv] self
25-—Demon Form Truc self 10 min/lvl self
30—Rapid Regeneration self — self
50—Foul Changes True self I rnd/lvi or P self

1—Body Preparation (U*) As Body Preparation on the Foul Changes I
list.
}Minor Bedy Switch (F*) Moves one small part of the caster’s body
lo another location on his body. For ¢xamplc, an eyc could be moved to
i e tip of a finger to look down a small hole, a finger could be moved to
@ awnisttountie a rope bond, ctc. This spell can only move a small body part
sch as a finger, eye, or mouth.
}—Demon’s Wings (F*) Caster grows large (20° wingspan) demonic
wings. Caster can fly at a rate of 75'/round. Weight equal to the caster’s
normal carmying capacity can be carried while flying.
+Spider legs (F*) Causes cight long, spider like legs to grow quickly
B aitof the caster's sides. These legs can be up 1o 20 long, raising the caster
15'in the air when they are used for walking. They maove at the caster’s
tormal movement rate, but can easily navigate giant webs, walk through
water, mud, and similar substances. [fthis spellis cast as a 7th level spell,
te legs can also be used to walk on ceilings and walls.

S—~FExtra Limb (F*)} Caster grows an extra arm or leg. This limb will
function as a normal limb in all respects and will form wherever on the
caster’s body that he would like it. An extra leg will add +20 to any
balancing maneuvers and will make the caster 20% more likely (o stay on
his feet as he will be much sturdier and stable. It will not slow the caster
down when he is moving. An extra arm can use a shield, wield a weapon
{with half of caster's normal GB), or be used 1o cast spells, grab objects,
etc. The caster may find problems finding clothes that will fit around this
extra limb, and will most Iikely have to rip a hole in them. If the caster is
wearing armor, he’ll just have to be creative.

6—Eye Spy (F) One of the caster's cyes grows tiny bat-like wings and is
able to fly away from the caster’s bedy (ATL.DB:100). The caster has
complete control of the eye and is able 10 see through it. The eye does not
have a range, but flies at a rate of 50'/round and if it is not back to the caster
by the time the duration runs out, it will wither and die, and the caster will
be left with only one eye, taking will take 3-30 hits of damage from the
loss. If the eye 1akes damage, the caster takes the damage too.
7—Spine (F*¥) Creates a 6" spine somewhere on the caster’s body:
suggested arcas would be on the forearm, chest, forehead, backhand or
palm (if the hand is not needed to grasp anything). As outlined in Talon
Fingers{ onthe Foul Changes Hist (i.e., OB =dirccicd spell bonus — result
from a BAR), the spine can be used for a Medium Horn attack with an
additional +10 bonus. The spine can also be fired once (then its gone) as
a Light Crosshow attack with an additional +2(} bonus (use the same
standard madifiers as the Hom attack).

8—Tongue Ties (F*) Caster is able to spit out of his mouth 3' long tongue-
like projectile that makes a Medium Grapple attack (OB as for Spine) as
it wraps around the limbs, head, etc. of the target. Caster is able to spit one
tongue tie for every three levels he has, but all must be spat out in the same
round.
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9—Major Body Switch (F*) As Minor Body Swiich, except any part of
the caster's body can be moved to a different location on his body.
Examples are: moving an arm to another place where it will be more useful
in a given situation or moving the head, a hand, the face, etc.
10—Tentacles (F*) Two black tentacles grow from the caster’s sides.
Each tentacle is 10" long and can be used to make a Large Grapple attack
with an additional +20 bonus (OB as for Spine). Each tentacle has a
Strength of 100.

11—Mortal Form (F) As Mortal Form on the Foul Changes 1 list.
12—Spine [1 (F*) As Spine, cxcept that two spines are created; they can
be used for separate attacks or as a Large Hom attack withan additional
+20 bonus.

13— Demon Form (F) As Demon Form on the Foul Changes 1 list.
14—Regeneralion (F} Allows caster torcgenerate any lost body part over
a period of 2-20 days. The new hody part will be fully functional, but will
be demonic in appearance. It may have minor additional capabilitics
(GM's option). Suggested capabilitics are increased Strength or a Small
Claw attack (if it is a arm or leg) or a hetter AT for the regenerated part or
elc.

15——Ethereal Arm (F#) An additional arm grows [rom the caster’s tarse
identical in size and shape 1o his normal arms; but this arm is invisible and
intangible on this planc. The arm can feel and interact with things on the
“Ethercat Planes” (and thus it would be very heipful to have the ability of
ethereal sight to go along with this spell). It passes through all substances
on this plane. If three more PP arc expended (treat as an additional
instantaneous 3rd level spell), the hand on the arm can take on solid form
and can graspftouch objects (and can be scen) on this plane while the arm
remains non-solid. Thus. a caster could reach through a wall and then
make his hand selid to do some desired task (e.g., trip a lock, make a
martial arts attack, explore. etc.). A GM must decile what happens if the
caster intangibly reaches into someone’s body and grabs the victim’s heart
with a solid hand. We suggest that the GM prohibit this or at least make
such an action do serious injury to the caster.

16—Poison Spine (F¥) As Spine, except the spinc is coated with 4
cirdulatory poisen that has a level equal 1o half the caster’s level (round
down).

17—Multi-tentacles (F*} As Tearactes, except that the number of ten-
tacles is equal 1o lhe caster’s level divided by four (round down).
19—Spine IT1 (F*) As Spine, except that three spines are created; they can
be used for scparate attacks or a5 a Huge Horn attack with an additional
+30 benus.

20—Demonic Assistant {F) A minor demon is conjured and it inhabilx
the caster’s body. A small Ilemonic face will appear on the caster’s body
somewhere (chest, shoulder, check). There is also a possibly that it will
have two small arms as well. This minor Demon will cast spells as 1he
caster does, so for each spell the caster casts, the demon will cast an
identical one. simultancously. The demon will use up the caster’s PPs for
these spells. The Demon can do nothing but cast spells. and can only
mimic what the easter does — it cannot cast spells on its own. (A GM may
wish 10 have the Demon make rude comments now and then.)
25—Demon Form True (F) As Demon Form True on the Foul Changes
I list.

30—Rapid Regeneration (F) As Regeneration, exceptthe new body part
grows in 2-20 rounds.

50—¥oul Changes True{F}Caster can castany one spell onthis list each
round or this spell can be cast in order to make the effects of any spell on
this list (cxcept Tongue Ties. Regeneration or Rapid Regeneration) a
permancnl change to the caster’s body.
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ENRICHMENT (animist ancror Druid Base) (844)

Area of

Effect Duration  Range
1—Determine Fertility SR 1 min/lviKCy 100
2—Enrich Soil 110 | season 10
3~—Cultivation 10°x100 1 planting 1
4—Sowing 107 x Y 1 planting o
5—Propagation 10 x 10 1 scason 1r
6—Enrich Soil True 10°x1071v] 1 season 10°1vl
7—Cultivation True 10" x10'71v] 1 season 10'1v1
&—Sowing True 107 % 10" kvl 1 season 1071vl
9—Animal Fertility I animal | breeding 1y
10—Disease Resistance HYx 1Y 1 week/lvi L
1 1—Propagatton Truc 107107 Ivk 1 season 10 1v]
12— Cure Plant Discase 10 x 1y P Wy
13—Cure Amimal Disease I animal P 10
14-—Remove Infestation 10°x107v1 | day/ivl 10
| 5—Animal Fertility Truc I animal/lvl | breeding 1071V
20—Restore Plants 10° %10 P 1y
25—Restore Animal 1 animal P 0
30—Harvest 10°x101v1 — 1071vl
50—Enrichmem Mastery caster I md/lvl self

1—Determine Fertility (I) Caster knows how fertile soil, plants, and
animals are and whether they need any enrichment. Caster can examing 2 '
different 5°R arca cach round
2—Enrich Soil (H) Enriches barren or depleted soil, turning it into arable |
Jand.

3—Cultivation (¥) Prepares soil for seeding.

4—Sowing (F} Distributes seed evenly for maximum growth i
5—Propagation (H) Causcs crops 1o hecome fertilized; they will grow
with vigor, bearing healthy fruit. Ensures large crop yicld. ‘
6-—Enrich Soil True (H) As Errich Soil, except for Area of Effect and !

Range :
7—Cultivation True (F) As Cultivation, except for Area of Effect and |
Range i

8—Sowing True (F) As Sowing, cxeept for Area of Effect and Range
9— Animal Fertility (H) Removes barrenness and ensures conception. ;
10—Disease Resistance (H} All within Areu of Effect get an additional '
RR vy disease.

11—Propagation True (H) As Propagation, except for Area of Effect |
and Range. ;
12—Cure Plant Disease (H) Removes blighis or diseases (RR) fromall *
crops within the Area of Effect . ;
13—Cure Animal Disease (H) Removes diseases (RR) from one animal :
14—Remove Infestation (P) Removes all insect infestation in Areasf
Effect. d
15—Animal Fertility True (H) As Anima! Fertility. except for Areaef
Eftect and Range.

20—Restore Plants (H) Restores damage done to plants due to drought
disedse, insects, &fc,
25—Restore Animal (H) Caster rcstores one animal with non-fatl
damage into a healthy and vigorous state.
30—Harvest (F) Gathers up the desired crop and places it in a specified ;©
location (must be within Area of Effect). 3
Sh—Enrichment Mastery (U} Caster can use any one lower level spel
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8.5 OPEN AND
CLOSED LISTS

PLEASURES {Open List for All Realms) (851)

Area of

Effect Duration Range
|—Entcrtain 1R I mdflvl 1
2—Relaxation 1 target I min/lvl 1)
3—Laugh 1target | md/10% failure 1Y
4—Pleasure 1 1 target 1 min/lvl touch
5—Dance | target 1 md/10% failure 10
6—Daydream | turget 1 min/lvl touch
7—Magic Targets varies 1 min/lvl 500
8—Tasad varies 1 hrflvl or ¥V 30
9—Kingdom Come varies 1 hrflvlor V 1y
10——Pleasurc 11 ] target 1 minflvl touch
1i—Mass Pleasure 1 I target/lvl | min/lvi 25
12—Fencing Partner varics 10 min/lvl 1y
13—Grand Tasad varies { hr/lvlor V 100°
14—Mass Daydreams 1 target/lvl 10 minAivl 25
15—Entertain True ['R/lv] [ rnd/vl ST
16—Recall Pleasure 1 Larget varies touch
17— Pleasure II{ | target 1 minftvi touch
18-—Mass Laugh | argetvl 1 md/10% failure 25
|9—Mass Dance | target/lvl | md/10% failure 25
20—Mass Pleasure 11 1 target/Ivl 1 min/lvl 25
25—Pleasure 1V 1 target 1 min/lv] touch
30—Mass Pleasure 111 { target/lv] 1 min/lvl 25
50—True Pleasure 1 target 10 min/lvl touch

I—Entertain (MF) Causes small objects to float, to temperarily disap-
pear, [0 appear to be something else, etc. The effects cun last only as long
as the duration; they are mostly illusionary in nature (i.e., noreal changes
are made). Qoe target watching must make an RR or be thoroughly
entertained.

3—Relaxation (M) Causes onc targel 1o relax. This will not effect
someone much unless they want Lo relax.

3—Laugh {M) Causes une target to laugh uncontrollably. Target is
limited to 50% of normal activity.

4—Pleasure 1 (M) Affects the target’s pleasure center so that he feels
pleasure and acts accordingly. Note that this spell has an addiction factor
of 2 (like an herb),

$_Dance (M) Causes onc target to dance flamboyantly. Target can do
nothing but defend himself and dance. 1f there is a dangerous area nearby
{e.g.. afirepit, the edge of a clift, ete.). the turget must make an additional
RR modified by +10 or dance into that area.

6—Daydream (M) Target has one pleasurable daydream of a non-
informational nature.

7—Magic Targets (F) Creates magical sphercs of energy that can range
from 2 1o 2" in diameter; one can be created each round that the caster
concentrates. Their movement can be controlled if the caster concentrates.
They are very useful for target practice (AT1,DB:1-50 random). Il one is
hit, it disappear with a “*pop”* noise,

8—Tasad (F) Creates a magical energy “ball” and two “mallets:” with
whichlwe players can play a game of physical prowess. The game consists
of irying to hit the ball past an opponent and into a ' goal ™ arca, Maneuver
rolls modified by Athletic Games skill bonuses can be made to determine
the winner. The ball and mallets Jast up 1o an hout/lvl or until the game is
over, which ever comes first.

9—Kingdom Come {F) Creates a magical energy 2'x2' gamegrid and
magical gamepieces. These pieces can represent soldiers, royalty, mon-
sters, spelleasters, or any combination thereof. The game is played
somewhat like chess, as the winner is the one who takes over the kingdom
(eliminates his opponent’s pieces). The caster can make the pieces move
and even appear to fight (according to the rules of the game). Those
playing simply tell the caster what pieces they want moved. Last up to an
hour/lvl or until the game is aver. which ever comes first.
10—Pleasure H (M) As Pleasure I, except iwice as much pleasure is felt.
This spell has an addiction facior of 4.

11—Mass Pleasure I{M) As Pleasure I, except the maximum number of
targets is equal to the caster’s level.

12—Fencing Partner (FM) Creates an illusionary Fighier witha weapon
of the caster’s choice. 1t can be used to practice swordplay and has the skill
of a 10th level Fighter, but it can inflict no harm upon anyone. it is not
intelligent. but it can fight without the concenteation of the caster (i.e., the
caster does not have to know swordplay to make this illusion an appropri-
ate fencing partner).

13—Grand Tasad (F) As Tasad, except the number of mallets is equal
to twice the caster’s level and the game can be played individually or with
teams.

14—Mass Daydreams (M) As Davdreams, except the maximum number
of targets is equal to the caster’s level and the duration is longer.
15—Eniertain True (MF) As Enteriain, except for the area of effect and
range.

16—Recall Pleasure (M} Target recalls a pleasurable expericnee from
the past in exact detail; he actually “re-lives” the cvent,

17—Pleasure [11 (M) As Pleasure 1, excepl three limes as much pleasure
is felt, The addiction factor is 6.

18—Mass Laugh (M) As Laugh, except the maximum number of targets
is equal to the caster’s level.

19—Mass Dance (M) As Dance, except the maximum number of targets
is equal 10 the caster’s level.

20—Mass Pleasure I1 (M) Ax Pleasure ff, except the maximum number
of targets is equal to the caster’s level.

25—Pleasure 1V (M) As Pleasure I, except four times as much pleasure
is felt. The addiction factor is 8.

30—Mass Pleasure 1T (M) As Pleasure NI except the maximum
number of targets is equal to the caster’s level.

50—True Pleasure (M) Target cxperiences the most pleasure possible.
The addiction factor is 25. There iy a4 percentage chance equal to [100
minus the target's Constitution], that the target will have a heart attack and
die from the effects of this spell.
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MIND’S GRIP (open Mentaist) (8.5.2)

Area of
Effect Duration  Range
1—Stonegrip self 1 min/lvl self
2——Fargrip 11 vuries I min/vi 10
3—Ilrongrip self 1 min/lv] self
4—Far Stonegrip [l varies 1 min/lvl 1y
S—Fargrip V varies 1 min/ivl 25
6—Steelgrip self | min/lv! sclf
J—Far Irongrip 11 varies 1 min/lvl Lo
g—Fargrip X varies i min/lvl 50
9—Far Stonegrip V varies 1 min/lv] 25
10—Muoving Grip 11 varies 1 min/lvl 100
11—Far Steelgrip 11 varics 1 min/lvl 10
12—Fargrip XV varies 1 min/lvl 75
13—Far Irongrip V varies 1 min/ivl 25
14—True Grip self’ 1 min/ivi self
| 5—Far Stonegrip X varies 1 min/vl S0
16—-Fargrip XX varies 1 min/lvl 100°
17—Moving Grip V varies 1 min/lvi 25
|8——Far Sweelgrip V varies 1 min/lvl 25
19—Far Irongrip X varies 1 min/lvl SU
20— Far Stonegrip XV varies 1 min/lvl 75
25—Lord Fargrip varies | min/lvl 5'1vi
30—Moving Gnp True vares 1 min/lvl 50
50—True Fargrip varies 1 min/lvi Sl

I—Stonegrip (F) Strengthens caster’s grip. If this spell is cast while the
caster is wielding a weapon, the weapon’s fumble range is reduced by one
(ivaminimum of one). Alternatively, he may make a Small Grapplé attack
during melce (OB is equal 1o any unarmed combat skill bonus, ¢.g., MA
Sirikes. MA Sw&Th, wrestling, etc,). No normal damage is delivered, but
if a critical is obtained, the caster may “grip” the target; the location of the
grip is: 01-25 Left Arm. 26-50 Right Arm; 31-70 Right Leg: 71-90 Left
Leg; 91-100 Neck). Victim may make a ‘medium’ maneuver modified by
his St bonus to escape. 1f the neck is gripped. the victim will go uncon-
scious in (Cof5) rounds: he will die in \hree times as many rounds,

23— Fargrip U {F) As Stonegrip, except that, when the caster concen-
trates. the “grip” can be made by an “invisible magical force™ to a range
of 10, The attack’s OB is: [caster’s Directed Spells OB with this spell
minus the result from a BAR roll]. Only a “light” mancuver is required to
break the grip. This spell only reduces fumble range when the caster is
using a hand-held weapon in his own hand. All Far ...grip spelis on this
list are similar for Directed Speil skill purposes.

3—Irongrip (F) As Stonegrip, cxcept a “hard” maneuver is required 10
break the prip, a neck-gripped victim will go unconscious in (Co/7)
rounds, and he will die in three times as many rounds. A weapon's fumble
range can be lowered by 2 (to a minimum of 1).

4—TFar Stonegrip II (F) As Fargrip {1, except a *medium” mancuver is
required fo break the grip.

5—Fargrip V (F) As Furgrip {l, except for range.

6—Steelgrip (F) As Sronegrip. excepta 'very hard® maneuver is required

1o break the grip. a ncck-gripped victim will go unconscious in (Co/!(})

counds. and he will die in three times as many rounds. A weapon's fumble

,, range can be lowered by 3 (1o a minimum of 1).

\\1 7—Far Irongrip H(F) As Fargripll except the effects of fromgrip apply.

$—Fargrip X (V) As Fargrip . except for range.

9—Far Stonegrip V (F) As Far Stonegrip 11, except for rangc.
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10—Moving Grip I (F) Caster can hold a weupon or manipulate an
object withhisranged “grip.” Forthe purposes of this spell, treat the “grip”
to be as strony as the caster’s normal grip, and can use half of his Agility
bonus. OBs, and other skills. For example, the caster could “grip” 2
weapon 10’ away and attack with it using half of his normal OB with that
weapon, Also useful for pulling levers. untying ropcs, elc.

11—Far Steelgrip IT (F) As Fargrip 11, except the etfects of Steelgrip
apply.

12—Fargrip XV (F) As Fargrip 11, except for range.

13—Far Irongrip V (F) As Far lrongrip H, except forrange.
14—True Grip (F) As Stonegrip, except thatitis a ‘sheer folly’

mancuver to break the grip. A neck-gripped victim will go uncon-
scious in (Cof20) rounds, and die in three times as many rounds. A
weapon’s fumble range is lowered to 1.

15—Far Stoncgrip X (K As Far Stonegrip I, except for range.
16—Fargrip XX (F) As Fargrip {f. cxcept for range.

17—Moving Grip V (F) As Maving Grip 1. cxcept tor range.
18-—Far Steelgrip V (K) As Far Steelgrip 11, except for range.
19—¥ar Irongrip X (F) As Far Irangrip I, cxcept for range.
20—Far Stonegrip XV (F) As Far Stonegrip H, cxeept for range.
25— 1.ord Fargrip (F) As Fargrip I{, except the range is cqual to the five
limes the caster’s level in feet.

30—Maoving Grip True (F) As Moving Grip 1, except range 1s 50" and
the caster’s fall OB may be used.

50—True Fargrip (F) As Lord Fargrip. except the eftects of True Grp

apply.
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WEAPON ALTERATIONS
(Open Essence) (853)

Note: The term, “Blade” , as used in this list is a relative rerm and can
apply to any weapon.

Note: While this list enables a spell user 1o create temporary magical
wedpons, it was not meant 1o supplement the Alchemist base lists.

Note: While this list is listed as an Open Essence list, a GM may also wish
to make it available as a Closed Channeling list and a Closed Merialism
list.

Area of

Effect Duration  Range
|—Empowerment | I weapon | min/level  touch
2—Blade Change 1 weapon 1 minflevel touch
3—Combinc * 1 weapon varies teuch
4—Empowerment ([ I 'weapon 1 minflevel  touch
5—Major Blade Change I weapon | minflevel  touch
6—~Armor Change lLarmor |0 minflevel touch
T—Empowerment I11 I weapon | minflevel  touch
8—True Power [ | weapon 1 day/lv] touch
9—Dulil Blade | weapon P 1
10—Empowerment [V I weapon | min/flevel  touch
11i—True Power il 1 weapon 1 day/lvl touch
12—Elcment Blade I'weapon | min/level  touch
13—Empowerment V 1 weapon 1 min/level touch
i4—Break Blade | weapon P 10
15—True Power 111 | weapon 1 day/Ivl touch
16—Hurl Weapon 1 weapon 1 attack touch
I7—Permanent Change varies 1 day/Ivl touch
18—Weapen Burst | weapon 1 attack touch
19—
20—Elcment Blade True | weapon | minflevel  touch
25—True Power IV 1 weapon 1 day/lv] touch
30—Fuse Weapons varies I minflvl  touch
50—True Power V 1 weapon 1 day/lvl touch

1—Empowerment I (F) Gives one weapon a +5 magical bonus. Not
cumulative with any already-existing magical or non-magical bonuses
lincluding other Empowerment and True Power spells).

Z—Blade Change (F) Changes onc weapon into another similar weapon
{CAL 13.1.1) for all combat purposes. For example, a one-handed edped
weapon into another one-handed edged weapon (a4 short sword into a
broadsword). Any bonuses or powers that the weapon has are transferred
in the change. GM's discretion must apply in order for weapon-like
objects (meatcleavers. butterknives, etc) to be effected by this spell. At the
end of the spell’s duration, the weapon changes back into its original form.
3—Combine (F*) Starting the next round, the caster may preparc/cast
twe spells from this list simultancously. The preparation/casting is based
upon the higher levei spell.

4—Empowerment II (F} As Empowerment I, except it may give two
weapons +3 bonuses or one weapon 4 +10 bonus.

$—Major Blade Change (F) As Blade Change, cxcept that any weapon
or weapon-like object can be changed inte any other type of weapon. For
example, a dagger can be changed into a warhammer.

é—Armor Change (F) As Blade Chuange, except that any type of armor
wn be changed into another type of approximately the same amount of
covering: for these purposes, the grouping are ATs 5.9.13,17: ATs
6.10,14,18; ATs 7,11,15,19; und ATs 8,12,16,20. For example, a leather
ferkin could be made into a plate breastplate. Shields and helms can also
be altered via this spell.

7—Empowerment L1 (F) As Empowerment 1, except it may give three
weapons +3 bonuses or one weapon a + 10 or one weapon a +10bonus and
one weapon a +5 bonus.

8—True Power I (F) As Empowerment I, except for duration.
9—Dull Blade (¥) Causes any weapon with a non-magical bonus to lose
that bonus, until it is reforged: a process that requires cquipment, facilities,
and 10% of the time of the original creation process.
10—Empowerment 1V (F) As Empowerment I, except the total bo-
nuses can not exceed +20. '

11—True Power 11 (F) As Empowerment {{, except for duration.
12—Flement Blade (E) Empowers a weapon with the “basic elemental
force” of the caster’s choice (e.g., fire. cold, light, etc.). In addition 10 a
normal critical, the weapon will inflict an additional critical based upon
the element's type (e.g.. heat. cold, clectricity, ete.). The severity of the
elemental critical is one degree less than that of the normal critical (ane rojl
only).

B3—Empowerment V (F) As Empowerment HJ, excepl the total bonuses
can not exceed +25,

14—Break Blade (F) “Breaks™ any one weapon. Magic weapons get an
RR equivalent to the minimum leve! of the Alchemist required to make the
weapon,

15—True Power III (F) As Empowerment 1, except for duration.
16—Hurl Weapon (F) Draws alt of the power and physical mass out of

a magic weapon and gathers it together into a sphere of concentrated
cnergy. This mass can be used as a Firebafl with a 500" range. “Madest”
weapons will have enough power for a x2 Firehai! (radius and eoncussion
hit damagc), “Potent’ items act as x3 Fireballs, “Most Potent” items act
as x4 Fireballs. and “Artifacts” items act as x5 Fireballs. The weapon is
iurever destroyed; this spell is usually used as a “last-ditch™ effort.
17—Permanent Change (F) Increascs the duration (to | day/lvl) of a
Blade Change or Armor Change spell cast immediately afier this spell.
18—Weapon Burst (F) All withina 10°R (excluding the caster) take the
damage inflicted by the caster’s next altuck, regardless of their AT or
Defensive Bonus. They all get RRs, of course.

20—Flement Blade True (E) As Flenent Blude, except the severity of
the elemental critical is equal to that of the normal critical (one rotl only}.
25—True Power IV (F) As Empowerment 1V, except for duration.
30—Fuse Weapoas (F) Combines two magic weapons and their speciat
abilities (but not the bonus) into ane weapon of the caster’s choice. For
example, if a +10 Orc-slaying jongsword and a +5 battleaxe that inflicts
extra cold crits are combined, the resulting weapon would be +10 (the
greater of the two bonuses) and the weapon would be Orc-slaying and
would inflict additional cold crits. The finished produci could be either a
battleaxc or a longsword. in this case, caster’s choice, More than two
weapons cannot be combined.

50—True Power ¥ (F) As Empowerment v, except for duration.
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COUNTERSPELLS {Closed Essence) (85.4)

Note: All spetls on this list are difficult’ (-50) to cancel or dispel.

Area of

Effect Duration  Range
1—
2
3—Counterspell 1 1 target 1 hr/lvl touch
-
5—Spelitrap ! 1 target 1 hr/lvl touch
6——Counterspell Il 1 tarpet 1 hrflvl touch
7
8—Counterspell 1V | rarget 1 hr/ivi touch
9—Spelltrap 111 | target 1 hr/lvi touch
10—Counterspell ¥ 1 target 1 hr/lvl touch
L1—Spelltrap V | target 1 hr/tvl touch
12-—Counterspell VIII 1 target | hrflvl touch
i3—Reverse Essence * 1 spell C 1
14— Reverse Channeling * 1 spell C 10
15-—Reverse Mentalism * 1 spell C 1
16—Spelltrap X | target 1 hr/lvl touch
17—
18— Counterspell XV 1 target 1 hir/ivi touch
19—Spelirap XV | target 1 hr/lvl touch
20-Reversc Effect * | target C 1y
25— Lond Counterspell i target 1 hrfivl touch
30— Anti-magic Aura 1 target P touch
35—Lord Spelltrap { target i heflv] touch
40—Counterspell True | target 1 hr/ivl touch
50—Spelitrap Truc 1 target 1 hr/lvl touch

3—Counterspell 1 (F) When casting this spell on a target. the caster must
specity one Ist level spell to be “counterspelled.” If the exact spell
speciticd is later cast on that target, that spell will fail automatically (roll
for spell failure on the appropriale table), and this counterspell will be
canceled. At any one time, a targel can only have a limited number of
Counterspells active — the total number of spell levels being counter-
spelled can not exceed the targel's level (c.g., each Counterspell I counts
as | spell level, cach Coumerspell 11 counts as 3 spell levels. ete.).

5—Speiltrap L {F) As Cannterspel! 7, except if the specified spell is cast
on the targel. that spell can either be refleeted back on the caster or it can
e cancelled and it will rigger a first level spell stored within the target via
this spell. The caster must choose which option he will use when he casts
the spell. If the “trigger” option is chosen, the PPs must be expended for

the “stored” spell.
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t—Counterspell I11 (F) As Counterspell I, except that three levels of
spells can be countered. This can be a specific 3rd level spell or a specilic
2nd and a specific 1st or three specific 1st"s. Note that the three st level
spells can be the same spell, so that if the spell is cast on the target
repeatedly it can be countered more than once.
$—Counterspell 1V (¥) As Counterspell {11, except affects 4 Ivls.
9—Spelitrap 1L (F) As Spellrrap 1, except three spell levels can be
trapped. This can be a specific 4rd level spell or a specific 2nd and a
specific 1st or three specific 1sUs.
10—Counterspell ¥V (F) As Cnum«;mpe![ 11, except 5 lvls can be
countered.
11—Spelitrap V (F) As Spellerap 11, excepl 5 Ivls can be trapped.
12—Counterspell VIIL(F) As Counterspell {11, except cight spell levels
can be countered.
13—Reverse Essence (F¥) As Cancel Essence on the Dispelling Ways
list (Closed Fssence). except if the spell fails its RR. the effcct will be
reversed (if possible). Far example, elemental atiack speils will heal hits
and wounds, Hold spells will Hasre the target, Curses will Biess, ete. The
exact naturs of the reverse is up to the GM. If therc is no appropriate
reverse effcct, the spell is merely cancelled.
14—Reverse Channeling (F*) As Reverse Essence, but Channcling
spells are reversed.
15—Reverse Mentalism (F*) As Reverse Essence, bul Mentalism spells
are reversed.
16—Spelltrap X (F) As Spellirap I, except that 10 lvls can be trapped.
183—Counterspetl XV (I} As Counterspell J cxeept fifteen spell levels
can be countered.
19—Spelltrap XV (F) As Spelltrap V, except that 15 Ivls can be trapped.
20—Reverse Effect (F*) As Reverse Essenee, cxcept any spell can be
reversed.
25—TLord Counterspell (F) As Counterspetl H, except lwenty spell
levels can be countered.
30—Anti-magic Aura (F) This speli allows the casier 10 crealc an aur
of “anti-magic™ around an ebject, device, or arca. Any substance which
has been so enchanted has a Counterspell effect against any one type of
spells {e.g.. 'scTying spells™, “fire spells”. “delving spells”, cte. ) — GMs:
Don't let this become too broad). The maximum area of effect 1s 1(}cubic
feet, and only one such spell can be caston & single object. Large objects
can have the same spell immunity if several spells arc cast in succession,
35—Lord Spelltrap {F) As Spelitrap /], excepl 20 Tvls can be trapped.
40—Counterspell True (F) As Counterspell i, exceptany one spellcan
be countered, regardless of level.
50—Spelitrap True (F) As Speltrrap IH, except any ane spell can be

trapped, regardless of level. IT' the spell is reflected back upon the caster.

it wil! be doubled in power and damage.
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8.6 ARCANE LISTS
AC'D LAW {Arcane List) (8.61)

Note: This list assumes the use af the Acid Critical Strike Table 122 from
RMCIHIT. However, f RMCIH is not available, that erivical table and a GM
still wanty to use this Tist, the Hear Critical Strike Table can be used,
modifving the dumage descriptions te reflect an acid demage rather than
feal damage,

Note: Although this list is organized like a Magician' s base elemental List,
acid should rot be treated as a separate element.

Area of

Effect Duration  Range
|—Work With Acids self 10 minflvl self
2—Corrode Leather varies 1 rnd/1vl (C) 1
3—Corrode Wood varies 1 md/lvl (C) 10
4—Cormrode Stone varies P mdfIvl (D) 10
5—Corrode Metal varies b rnd/lv] (C) 1)
f—Protection From Acid 1 target 1 min/lvl touch
T—Acid Bolt | rarget — 100
8—Acid Mass SR 1 min/lvl 100
9—Acid Weapon 1 weapon 1 min/lvl touch
t—Acid Bali 10°R = 100
t1—Acid Bolt (3(4)) 1 target — IO
12—Contrel Acid Mass 1 mass 1 mirylv] 100
13—Acidic Armor I target 1 min/lvl touch
14—Waiting Acid SR 24 hrs 100
15—Corrode Magic varies 1 rndfvl (C) 10
16—Acid Balt 111 varics 3 rnds 100
17—Acid Bolt (500 1 target — 500"
18—Acid Ball (20°'R) 20°R — 10}
19—Comer Acid Bolt 1 target — 300
20-—Trad of Acid varies — 00
25—Following Acid I target — 3008
3(—Acid Storm 100°R 1 rnd/Ivl 2000
50—Acid Mastery sell 1 md/tv] self

1—Work Acids (F) Allows caster to work with acids safely if be has the
proper equipment.

2—Corrode Leather (F) Corrodes | cu'flv] of non-magical lcather and/
arcloth ax if exposed to acid; rate is | cu’/rnd. This spell will also effect
magical leather/cleth if it fails its RR.

Y—Corrode Wood (F) As Corrode Wood, except it affects non-magical
wood.

4—Corrode Stone (F) Corrodes 0.5 cu’/lvl of non-magical stone as if
exposed toacid; rate is 0).5 cu’/md. This spell will also effect magical stone
if it fails its RR.

5—LCorrode Metal {F} As Corrode Stone. except it affects non-magical
metal.

t—Protection From Acid (D} Target is immune to naturat acid and
modifies spells dealing with acid by 15 (+15 to RRs and -15 to EARs).
T—Acid Bolt (E) A bolt of powerful acid is shot from the caster’s hand.
Use the Firebolt attack table with Acid criticals.

B—Acid Mass {F) Creatcs a 5'R bubbling layer of acid that will coat an
wea. Any living creature in that area will take a *B” Acid crit each round.
The acid will cat through wood (005" /md) and stone and metal {0.25"/rmd).
Itwill continue to eat through all objects {e.g., MMoors, walls, ete.) until the
duration runs out.

—Acid Weapon (E) Causes a weapon to be coated with acid (but
protects it from acid damage). In addition to normal criticals delivered, it
willinflicts an Acid critical of one degree of severity less than the normal
witical {one roll}y.

10—Acid Ball (E)Y A 1" hall of acid is shot {from the palm of the caster, it
axplodes to affect a 1R area; results are determined on the Fireball table
with Acid criticals.
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11—Acid Bolt (300" (E} As Acid Boii, cxcept for range.

12—Control Acid Mass (F) Allows caster to concentrate and control an
Arid Mass, making it move up to 10'/md across a surface. The acid mass
cannot fly and its corrosion rate will not increase. The acid mass can travel
to attack opponents if they are touching the surface (ffoor, wall, etc) that
the acid mass is covering {*B’ criticals). The mass must maintain its 5'R
shape.

13—Acidic Armor (F) As Protection From Acid, except the modifier is
+25and all who touch the target take an * A” Acid criticals (a small amount
of acid coats the targer).

14—Waiting Acid (E) As Acid Mays. but the effect can be delayed up to
24 hours; triggered by time, sound, violent action; cte.

15—Corrode Magic (F) As Corrode Metal. any magic object that fails a
RR can be affected.

L6—Acid Bolt LHIE{E) As Acid Boli, except three acid bolts are [ired from
the caster’s hand, at a rate of one per round.

17—Acid Bolt (500"} (E) As Acid Bolr, cxcept range is 500/,

18—Acid Ball (20°R) (E) As Acid Ball, except radivs is 20°R.
19—Corner Acid Bolt (E) As Corner Lightning Bolt on Light Law
(Magician Base), except an Acid Balr is shot.

20—Triad of Acid (E) As Triad of Water on Water Law (Magician Base).
except Acld Belts are shot.

25—Following Acid (E) As Following Lightning Bolt on Light Law
{Magician Base), except an Acid Bolt is shot.

30—Acid Storm (E) Causes a I00'R arca to be engulfed in acid. All
beings within take a *(” Acid critical. All materials are corroded at the
rates specificd in the lower level Carrode spells.

50—Acid Mastery (F) Caster may use any one lower level spel! (on this
list) each round and is completely immune to acid.
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SONIC LAW (Arcane List} (8.6.2)

Area of

Effect Duration  Range
1—Minor Vibration | target C 100°
2—Quiet | I'R I minfivi 100
3—Sudden Sound I target — 100°
4—Soundwall I 200200 10 min/lvl 50
5—38ilence (10') 10°R I min/lvl 1o
6—Sonic Bolt (1007 1 target — 100
7—Sound Centrol {50') S0°R C self
8—Wall of Sonics Wx1'x1" 1 minflvl 10
9—Major Vibration | target cC 100°

10—Soundwall V Sx(20°x200 1) min/lv] 500

11—Quict V 3x(1'R) I min/lv] 100°
12—Silence (1007 100'R ] min/lvi' 1008
13—Sonic Bolt (3007 1 target — 3000
14—Sonic Blade i blade 1 rmd/Ivi touch
15—Sonic Prison 10°x10°x10° 10 min/lvl 100
16-—Sound Control (1(’R/lvl)  varics C self
17—Triad of Sonics varies — 100
18—Waiting Sonics 10°R 24 hrs 100¥
19—Mass Soundwalls varies 10 min/lvl S0
20—Senic Slayer 1 target = S0
25—Sound to Marter varics 1 mdAvl (Cy 100
30—Sound to Energy varies 1 mdivl (C) 100
30—Soundmaster self | md/1v1 varies

2.,4,5,10,11,19— Asihe spells of the same names on the Open Channcling
list, Sound’s Way.

3,7,12,16 — As the spells of the same names on the Illusionist Basc list,
Sound Molding.

I—Minor Vibration (F) Crcaics sound waves that cause one target to
begin to vibrate. If it is a fragile object, it may break (RR). Ifitis an object
held by a being, the being must make an RR (each round) or fumble it. If
it is a being, it must make an RR {each round) or take an "A" Unbalance
critical.

6—Sonic Bolt (K) A balt of intense sound (sonic energy) is shot from the
palm of the caster. Resolve the attack on the Ice Bolt attack table with
Shock criticals (RMCII 12.6), if RMCH s unavailable, use Electricity
criticals.

8—Wall of Sonics (E) Creates a 10°x10°x1" wall of sound encrgy. All
passing through it take a ‘C” Shock critical (RMCHI 12.6), i\l RMCH is
unavailable, use Electricity criticals (no RR).

9 Major Vibration (F) As Minor Vibration, except no RRs are given to
Iragile objects and beings holding objects have a RR modification of -30.
A being effected by this spell takes a *B* Unbalance critical.

13-—Sonic Bolt (300" (E) As Sonic Bolt, except range is 300",
14—Sonic Blade (E) Creates a blade of sonic energy that can be wielded
hy the caster. It 1s incredibly thin and can cut through many substances
{magical substances get an RR). It acts as a +20 broadsword, and attacks
all foes as AT 1. The OB for wiclding it is a Directed Spells skill bonus,
not a weapon skill.

15—Sonic Prison (E} As Wall of Sonics, except a hollow cube of sonic
energy is created, trapping all within the area not making an RR (based on
Qu).

17—Triad of Sonics (E) As Triad of Warer on Water Law (Magician
Basc). excepl Sonic Bolts are shot.
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18—Waiting Sonics (F) All within the radius will be cffected as in
Sudden Sound (Illusionist base: Sound Molding), but cffect can be delayad
by up to 24 heurs. Spell can be triggered by lime, movernent, sound, et

20—Sonic Slayer (F) A beam of ultrasonic energy is shot from the hand
of the caster, it automatically strikes its target. Damage is based on RR
failurc: 01-50 ‘E’ Disruption critical (RMCIIT 12.7); 51+ death.
25—Sound to Matter (F) This powerful spell tums current sounds
around the caster into matter, as the caster concentrates. The material
created will be the durability of hard stone (or softer if the caster wishes),
hut can be of any shape or form that the caster dictates. The matter willbe
non-magical and the items created will be normal. The more sound, the
more matter the caster can create during the duration, subject to the
discretion of the GM. For example. a hammer striking a wall might be
enough noise to create a sword, but significantly more noise (i.c., louder
arkl more sustained, like a jackhammer or a 500 member choir) might be
needed to make a bridge. Material created will last for 1 hour/lvl bevond
the end of the spell’s duration.

30—Sound te Energy (F) Similar to Saund to Matter, this spell changes
sound into something else, but in this case il is energy on the visible
spectrum — i.e., light. A loud shout might be enough to create enough
light 1 equal a Sudden Light spell (Light Law, Magician Base list), while
normal conversation could sustain an equivalent (o a Light spell, A very
loud noise might produce the effects of a Lightning Bolt. Normally, only
one “effect” can be achieved per round., and it all depends on the amount
of sound around the caster. The GM must be very careful not to let thisspell
and Sound to Matter unbalance game play.

50—Soundmaster (F) Caster may use any one 20th level or less spell (o
this list) each round.
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I 0.0 I
INDIVIDUAL SPELLS

If a GM is using the Individual Spell Development rules in
RMCIIT 4.5, these spells can be easily worked into any campaign.
Alternatively, any of them can be placed into an existing list or used
as alternates or replacements for existing spells. Other spells are
unigue and stand on their own.

FRESHEN — Realm: Esscnce

— List: None — Class: Force

— Range: Touch — Level: | — Duration: Permanent
Removes dirt, dust, sweat, blood, etc. from the body of one

target. Eliminates body odor. Cleans, but does not repair clothing

and/or armer, Does not clean inanimate objects other than worn

clothing,

STONE BOLT — Realm: Essence
— List: Earth Law — Class: Elemental
— Range: 100" — Level: 6 (11,16,17y — Duration: —

A bolt of rock and earth is shot from the palm of the caster,
Results are determined on the Ice Bolt Table, with all cold criticals
being treated as additional Impact criticals. If this spell is used,
similar spells could also be used with longer ranges at 11th level
(Stone Bolt 300" and 17th level (Stone Bolt 500) and even a spell
at 16thlevel called “Triad of Stone,” with the same rules as a** Triad
of Water,” (Water Law, Magician Base) with stone bolts rather
than water bolts.

WARDROBE — Realm: Essence
— List:None — Class: Passive
— Range: 10' — Level: 7 — Duration: Permanent

Changes target’s clothing into another type of clothing (no
armor) that the caster is familiar with (e.g., a work smock and
sandals into a banquet dress and glass slippers). Costume (worth-
less) jewelry can be created as well. Target must be wearing
clothes; any clothes changed must be worn when the spell is cast.

MINOR IMPROBABILITY — Realm: Channeling
— List: Chaotic Mastery — Class: Force
— Range: ¥ — Level: 7 — Duration: Varies

This spell is intended for use by Chaotic Lords (RMCHI 2,2.3),
With this spell the caster causes something to happen that is
entirely improbable, such as a brand new rope breaking, someone
tripping when there is nothing to trip epon, etc. Due to the nature
of chaos, upon which this spell is based, the event will tend to take
orderly objects and break them down into chaos, rather than the
reverse. So this spell will never repair broken objects, turn a gas
tosolid. etc. The effects of this spell should be very minor, dealing
with objects that weigh no more than 10 pounds as a general rule.
The events should also be improbable, not impossible, While the
caster can specify a general target and a basic intent (to cause weal
or woe), the exact improbable event is up to the GM.

CHAOS BOLT — Realm: Channeling
— List: Chaotic Mastery — Class: Elemental
— Range: 100° — Level: 8 (13, 18) — Duration: —

This spell is also intended for use by Chaotic Lords (RMCII
2.2.3). This spell fires a bolt of chaos (which soon after dissolves
onits own) out of the caster’s palm. The attack is resolved on the
Plasma Bolt Attack Table (RMCIII 13.1) substituting physical
atieration criticals or acid criticals (both in RMCIII, GM must
decide which to use) rather than plasma criticals. An additional
pair of spells identical to this spell but with longer ranges are
“Chaos Bolt 300" and “Chaos Bolt 500" at 13th and 13th levels
respectively.

CLEAVE EARTH — Realm: Essence
— List: Earth Law — Class: Elemental
— Range: 100' — Level: 8 — Duration: 1 min/level

This spell causes a chasm to open up in the earth. The chasm is
1" deep/level, 1/2' wide/level, and 2' long/level. This spel] can also
close up such chasms (if they are of the same size or smaller than
a chasm the caster could create with this spell), If something is
caughtin aclosing chasm, they will take a +50 Huge Crush attack.

TELEPORT BEACON — Realm: Essence / Mentalism
— List: Lofty Bridge / True Perception — (lass: Utility
— Range: varies — Level: 10 — Duration: 1 hr/level

This spell creates a shining golden orb that sends out mental
signals allowing someone (i, anyone mentally thinking about it)
1o cast a teleport spell taking them 1o that location without erzor,
even if they have never been to or even seen the area before. Note
that this spell does not give the power of teleportation nor does it
increase any spell ranges,

BLACK TENTACLES — Realm: Essence / Channeling

— List: (Dark) Summons / Gate Mastery — Class: Force

— Range: 25' — Level;: 12 — Duration: 1 md/level
Conjures one black tentacle for every four levels of the caster.

These tentacles are each 10" long and come up from the ground

together in a mass from the target point chosen by the caster. They

drip a dark acidic substance. Anyone within 10" of the target point

is subject to a +80 Large Grapple attack. Anyone who is held by

tentacles also takes an ‘A’ acid critical due to their coating. Each

tentacle can take 30 hits (ignores criticals} before it is destroyed.

[ROLEMASTER COMPANION IV__ 73]




MAJOR IMPROBABILITY — Realm: Channeling
— List: Chaotic Mastery — Class: Force
— Range: 5¢’' — Level: 14 — Duration: Varics

As Minor improbability, except for the longer range and the fact
that 2 more significant improbable event can happen. This event
can effect objects up to 100 pounds and can even effect magical
abjects (they geta RR, however). Magical weapons can be broken,
boulders can be made to fall, the wheels of a chariot can be made
to all fall off. and other such improbable events can be initiated.

COMMUNIQUE — Realm: Essence — List: None
— Class: Force and Information — Range: | mi/lvl
— Level: 20 — Duration: | min/Ivi(C)

This spell causes the an image of the casters head, enshrouded
in energy, to appear at some location known to him or to a person
known to him if they are within range. The caster will not receive
the location of a person if he does not already know it, but the spell
will function. The caster may also be able to figure out the target’s
location becausc he is able to see (and of course, hear) through the
image of his head, wherever it appears. The main purpose of this
spell is to communicate and carry on a conversation with whom-
ever is within specch range of the image. Spells cannot be cast
through the image either way . although language spells will work.
The spel! 1asts until the duration or the conversation is over.

EYE TARGETING — Realm: Essence
— List: Spell Enhancement — Class: Utiliry
—- Range: self — Level: 20 — Duration: | md/level

This patent spell allows the next elemental spell cast {within the
duration) by the caster to emanate from the caster’s eye rather than
his hand. The effect of this is, simply, whatever the caster looks at
{if within the normal range of the spel}), he can attack. One half of
the caster’s perception skill bonus is added 1o the attack roll (but
rot his directed spells bonus).

SEJANUS’S SPELL OF DUPLICATION
— Realm: Essence
— List: Physical Enhancement — Class: Force
— Range: scll — Level: 20 — Duration: | day/level

This spell atlows the casterto create a duplicate ol himself. This
duplicate will laok, sound. and detect (for purposes of spelis)
exactly like the caster himsell. 1t will also act like the caster would
{itthinks onits ownand has free will). butitis controlled by the GM
unless the caster concentrates. He will have a mental link with the
duplicate as tong as it is within 1 mile. The duplicate will have 1/
4 (round down) of the levels, hits, skill bonuses, etc. of the caster.
Their physical attributes will be identical. Spell failure for this
spell will mean that the duplicate is created. but it cannot be
controlied by the caster, and the duplicate will be diametrically
opposed inoutlook and alignment fo (and will hate} the caster. The
spell user may only have one duplicate inexistence atany one time.

RAY OF BANISHMENT — Realm: Essence
— List: None — Class: Force
-— Range: 25— Level: 25 — Duration: Permanent

This powerful spell shoots a beam of power out of the caster’s
hand that sends the target back to a place it would call “home.™ For
ademon. this would be another plane, but for a human, it would be
his house in his hometown, his castle. etc. This is up to the GM’s
discretion. For purposes of this spell, every being should have a
“home’ or~lair” or at least a spot that it frequents. This place could
be far away, or it could be ncarby.
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SPELL OF CHALLENGE Realm: Essence
-— List: Spirit Mastery — Class: Mental
— Range: 100' — Level: 25 Duration: | day/level

Allows the caster toissue fortha challenge to a number of targets
equal to his level divided by four {round down, all targets must be
within range and face the same challenge) to combat or contest
with him within the duration of the spell. The nature and location
of the combat or contest must be stated within the challenge
honestly. All targets can either accept the challenge (and then
make no RR and must meet the conditions of the challenge
normally) or decline the challenge (so then they do make an RR}.
If the RR is attempted and failed, the target must meet the condition
of the challenge and further is at a -10 to all actions during the
challenge. If the RR is attempted and succeeds, the spell has no
effect. If a target must meet the challenge, treat him as though
under a Quest spell (Spirit Mastery, 11th level, Closed Essence).
Note that by casting this spell, the caster places himself under a
Quest as well 10 take part in the challenge.

TRUE EYE TARGETING — Realm: Essence
— List: Spell Enhancement — Class: Utility
— Range: self — Level: 30 — Duration: 1 md/level
As Eye Targeting (20th level) except that the character’s full
perception skill bonus is added to the attack roll.

MAJOR DUPLICATION — Realm: Essence
— List; Physical Enhancement — Class: Force
— Range: self — Level: 30 — Duration: 1 day/level
As Sejanus’s Spell of Duplication, except the duplicate has /2
of the level, hits, skill bonuses, etc. of the caster.

CRYSTAL ENCASEMENT — Realm: Essence

— List: Crystal Mage List or None — Class: Force

— Range: [ — Level: 30 — Dur: Until Dispelled
Target is encased in a block of solid, transparent crystal. Heis

in suspended animation and the crystal 1s invulnerable (but not

immovable). When the spell is dispelled, the crystal shatiers

giving an ‘A’ Puncture critical to all within 10" (unless it is

dispelled by the caster). The crystal shards then melt into worthless

black lumps.

DARK WIND — Realm: Essence / Channeling
— List: Darkness / None — Class: Elemental
— Range: {00' — Level: 30 — Duration: Variable
Allows the caster to create a 10" diameter cioud of whirling.
black vapor which may be directed at any target within its range.
This magical vortex travels at a rate of 200°/round (5o it can reach
any possible target within 1/2 of a round). Creatures in its path
must make two RRs, Failing the first, they are knocked down,
suffer an “E” Impact critical, and are swept away with the wind.
Failing the second RR, a victim is blinded for 2-12 minutes. The
Dark Wind can attack only each target within its range once. The
spell ends when they are no unattacked targets in range, if there is
no one within range, or if it is dispelled.

TRUE DUPLICATION — Realm: Essence
— List: Physical Enhancement — Class: Force
— Range: self — Level: 50 — Duration: | day/level
As Sejanus’s Spell of Duplication, except that the duplicate’s
levels, hits, skill bonuscs, ete. are 3/47s of the caster’s.
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DUPLICATE OTHER — Realm: Essence / Channeling
1 — List: Summons / Gate Mastery — Class: Force
| — Range: 10" — Level: 50 —— Duration: | hour/level

As Major Duplication, except a target is duplicated. Caster can

{ decide if the duplicate will be exactly like the original. or will be
1 the target’s exact opposite as far as outlook and alignment go. If

they are opposites, the duplicate will not rest until the original is
destroyed.

IMPOSSIBILITY — Realm: Channeling

1 — List: Chaotic Mastery — Class: Force

— Range: 100" — Level: 50 — Duration: Varies

As Minor Improbability, except the range is much greater and
the spell effects can be much more significant and far-reaching.
Also, the effects can be completely impossible, rather than just
improbahte. Buildings can be swallowed up by the ground. a
magical sword can be reverted back to its original ore, a person can
grow a pew limh, an object or heing can be summoned/banished
from/to another place, etc, The more impossible and/or creative

§ the effect, the hetter.

NEGATIVE ILLUSIONS — Realm: Essence / Ment.
— List: Nlusions / None — Class: Mental
— Range: 100" — Level: Varies — Dur: 1 min/level
This spell can he a number of different levels, corresponding to

1 thespell Phantasm (1llusion Mastery, lllusionist Base list). Itdoes

simply the opposite of a normal phantasm—it makes a person
believe that something that exists, does not exist. Added senses
tzke that sensc away (e.g., a “feel™ illusion makes the object or
person unable to be felt until it suffers one hard blow, a *sound™

illusion makes it impossible to hear, etc). Note that this is a mind
effecting spell (i.c., the object or person is really there all the time)
so all who could sense it get an RR (unlike normal illusion spells).
Note also that it will work on only one target, so if a person is 10 be
made to disappear, a spell level high enough to offer cnough
options to cover all of his equipment, clothes, etc must be used or
the spell must he cast several times.

OMNIPRESENT NAME — Realm: Any
— List: None — Class: Force
— Range: Untimited — Level: 60 — Dur; Permanent

It is the powerful magics within this spell that force people to
speak the name of a powerful mage in hushed tones or (more
wisely) not at all. When this spell is in effect. there is a percentage
chance that the caster will know the name and location of the
speaker: the % chance is equal to 1/2 (round up) the caster's level
minuy the speaker’s level.

ENHANCEMENT — Realm: Any
— List: Physical Enhancement, etc. — Class: Force
— Range: Touch — Level: 75 — Duration: Permanent
This spell increases both the temporary and potential statistic of
the target. The lower the stat, the more it will be increased by this
spell. If the statistic is below 50, it is increased by 1-30. For stats
between 51-73, the increase will be 1-20. between 76-90, the
increase will be 1-10, between 90- 100, the increase will be 1-6,
over 100 and the increase is 1-3. This spell will only work on cach
statof an individual once, unless itis cast by a god or similar being.
A GM may wish to make the duration of this speil — 1 day/level
or I week/level.
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I 10.0
ROLEMASTER OPTIONS CHECKLIST

This checklist assumes the "core" Rolemaster rules are in use:

RM  Rolemaster (ChL&Cal p6-31) ..o, 1.0-7.0
ChL  Characrer Law ... 1.0-12.0
SL Spell Law JLO-9.0 & 11.0-14.0
AL Arms Law & Claw Law ... 1.0-80 & 11.0-13.0

Campaign Law consists only of options for a GM to use in
developing his campaign world — so we will not include Cal.
options in this checklist. Similarly, the material in C&T and C&T
11 will only be listed in general terms and in terms of new races.

For the purposes of this list the Rofemaster Companion abbre-
viations wiil be further abbreviated to: R7, RII, RII, and RiV.

The following codes are included to give you an idea of our
impressions of some of the options:

COTE RUIES .ttt e see e Core
Highly Recommended .......o.ocoooooiovviiiroieiee A
Recommended .........coooeueieeeeiioeeeeiveo oo B
Recommended but adds complexity .......ccooeevven. o B¢

Its up to you, not for everyone

Its up to you, adds a whole lot of complexity
Recommended if all or most RMCH skills are used
For High-powered campaign, be careful

M

ROLEMASTER (ChL&CalL p. 6-31)

7 1 Healing, Injuries, and Death, ChL p. 8-13

AL-1001, 27 Healing Guidelines ....ococooveee v
Ri-5.6,58-59  Additional Poisons & Rotten Things .

RI-5.7. 60 Additional Herbs ...
RI-92,78-80 "Medical” Considerations for Childbirth ..............C0)
Ril-0.1, 20 Lite Levels ... ccneisneiie o

Rilf-7.3.43 Death Options — Traumatic Injuries .
Options A GM miy use these guidelines to mold
the deadtiness of his campaign
RIII-7.3.43 Brain Damage Guidelines .......coocoovivvivin, B3
RIV-7.4, 50 Using Stress Criticals for Various Actions .............C03
RIV-1.5, 51 Rations/Life Status (Starving&Drowning) ............ ca
Option H ORI 6.1 s used, wgnore “Life Status" ... A

' 7.2 Movement, Encumbrance,

& Exhaustion, ChL p. 14-16

Al-T7 2,21 Movement ..o O
RIV-3.1,8 Movement Pace Anomalies ..o
RIV-T.8, 35 Exhaustion Points (ExhPs) ...

Option | ExhPs modified by Co bonus... . e ]

Option 2 ExhPs modified b_\, Athletic Skllls level bonu\

Option 3 ExhPs madified by skill bonus if applicable

Option4  Any combinations of options [.2.3 .

7.3 Equipment and Commerce, ChL p. 17-21

C&1-3.0, 64-82 Treasures (examine case-by-case) ......ceeerceeeeeeen. B
C&T 1-14.0-15.0, 60-89  Treasures (examine case-by-casc) .......... BO
Rill-6.2,36-38 Arcane Artifacts and Lems .......cooeeeeeiiieeeees e ca
RI-5.1,52-53  [tems with [ntelligence and Will ... cA
Deriving Mentad Stals and Wills .............. )
Will Contests ... 3
Purpase and Alignment | in!

Sampie Artifacts ...
RI-10,1, 80-81 Package Deals for Goods [FOTOOTRUOOORUSU < 118

RIF-6.1. 36 Quick Treasure GCI‘JCH[IUH rrrrreeeesnssensraasisenaesnnees . COI
RIV-T7.2, 48-49 Extensions 10 Equipment Pricing ... c

RM Charts, p. 9-31

76 __ROLEMASTER COMPANION IV |

CHARACTER LAW
2.0 Stats, ChL p. 36-39

ChlL Stat Bonuses from Muitiple Stats
13.2.1, 80 Average the stats themselves .....................
14.1.2, 84 Average the stat bonuses ..............
14.1.3.84  Average the race stat bonuses ......

ChL-132.3 81 Stat Reduction Due to Old Age..

Chi-13.2.4, 81 Extra Stat Gain Rolls .......

RIV-5.1, 28 Extended Stat Gains
Optian This only applies to prime requisite stats ...
Chl. Alternative Stat Generation Methods
134.1,82  Roll 10temp, 10 pot. Then assign,
14.1.1. 84 Roll 3 sets of 10. Assign 2 set to temp/pot
RI-4.22, 47 Elves and Self Discipline
The Sneaky EIf Approach (several GM decisions)
The "Lack of Focus Approsch” (several GM decisions) ...
Ri-4.4. 49 Stat Bonuscs
A TLanear DISIIDUTON ovoveov oo
AN SRmontba RS S B nRany b

R{-4.8,51-52  Very High Stats
Option 1 Extended Stat Bonuses & Power Points .
Option 2 Extended Stat Bonuses & Power Points .

Special Skills ...............
RII-5.3,32-34 Inate Stat Abilities.

RIV-5.2.28 High Strength ABIHIES vovveverieeee e,
RIMI-5.1,31 Quickies Stat Generation .........ccocooeeeeeriveeeec s,
RI1-5.2.31 "Mods Only” Development ..o,
RI1-54, 35 Luck ..

COprion 1 Stat bonus dpphed bv (]M to m'my snm[lom

Option 2 Lucky Breaks to avoid dcath blows (Luck=10).

Option 3 Lucky Breaks to avoid death blows (Luck+3) ...

Option 4 Somctimes, stat bonus used as a skill modifier
RII-5.6, 35 Eloquence (Mental Quickness) ...,
RiIf-3.7, 35 Simple Potential Generation ..............co.oooeeceinnns

3.1-3.2 Skill Ranks and
Development, ChL p. 40-41

ChL Weapon Skills for Similar Wtdpons
{21079 Halve totad skill rank boias ..
14.1.5. 87  Halve total skill rank ..

ChL-15.2.3,79 Similar Weapnns Table ...

Chl Riding Skills for Similar Animais
13.1.2, 80 Halve otal skill rank bonus
13.1.2, 80 Halve rotal skill rank .............

R
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SL-10.8, 31 DPs for Restricted Spell Lists ................ see Spell Lists
Ril-4.5, 30 Individual Spell Dev. ..............o.ccoceeenn s€ Spell Lists
RIV-4.9,26 Multiple Spell Lists Dev. ... see Spell Lists
Rif-4.1,15 General Similar Skills

Option 1 "Base” rank is increased by similar skitly ...,

Optien 2 "Base” rank is not increased by similar skills .

Option 3 Opt 2. but similar skill ranks are nor recorded .. .

Optiond  Opt 1. but similar skill ranks are cummulative ... HO
RI-4.3 47 Sccondary Skill Acquisition Options

Option 1 Free skill ranks

Option 2 Opt 1, but 10-20 [ree DPs |

QOption 3 20-30% extra DPs cach development level ...

Option 4 I practice rank per 2ndary skill per hall-level .

Chi-13.1.3, 80 Skill for Weapon Use in "Oft” Hand ...
Chi-13.4.2, 82 Hobbies: 5-Tor4-20r 3-3 ..o,

Ril-42,15 General vs. Specific Skill Development
Srandard  Standard penalties for very specific info
Optional Increased penalties for info. ...
Ri-43,1 Restricting Skills
Option | GM restricts skills on a "world” basis
Option 2 GM restricts skills on a "colture” bas
. Option 3 GiM restricts skills on a "source™ basis
. Ril-4.416-17  Complementary Skills
¢ Siandard  Suceess gives +13 bonus ..
Option 1 Success gives hatf of the mmp ‘skl“ 5 bonm
Option 2 Opt 1. but gives "half skill rank bonus”
Onption 3 Success lowers ditficulty
Option 4 Bonus is +15x(% result from M/M Table).
Option 3 Opt 1 or 2. but with mod. as in Opt § ...
! Ril-4.5, 17 Intra Skills (see also 817 p. 101)
Option | "Buse” rank is increased by similar skills ...
Option 2 "Buse” rank is not increased by similar skills
Option 3 Opt 2, but similar skill ranks are not recorded ..
Option 4 Opt 1, but simdar skill ranks are cummulative |
fi1-4.7, 17 Universal Rapid Skill Development ...
RII-11.4,97 Lore Table .o
RII-5.5, 35 L.vl Intensive Combat Skill Rank Bonuses ... HIT
Option Minimum +2 bonuos per skill rank ... A
1 RIV-5.7,30-31 Skills for Very Old Characters ..vviinivoniiinns B0
3.3 Resolving Actions and
] Maneuvers, ChlL p. 43-46
1 AL-7.1, 20 Maneuvering . Core

RI-5.22, 18-19 Methods for Rcs()lwng Mowng Maneuvers
Standurd RM "All or Nothing" resolution ..
Standard RM "Percentage” result..
"Over 100%" results for “super-human™ efforts
Using the Static Action Table for moving maneuvers .
Opt. mods for the Static Action Table (R/-11.1)
Alternative Static Action Table (CiL 1576 & RIF-11.2)

fiv-33.9

Ril-5.23, 19 Methexds for Resolving Static Mancuvers
Standard RM "Grreater Than 100" resolution
Partial success for "Over 1007 results ...
"Over 100" results tor "super-human” efforts ...
Opt. mods for the Static Action Table (Rf-11.1
Ahternative Static Action Tuble (CARL 15.76 & Rif-11.

Moving Mancuver Fumbles ... B

; MV-34, 10-11 New Difficulties for Maneuvers ...,
Chl-14.3.1, 96  Alternative Static Maneuver Table . ....oevveeeveeee . BO
(hL-14.3.3,96 Hiding and Stalking vs. Perception ............cooee.ee. . AQ
V-39, 13 Stalk & Hide Vs. Perceplion ... B3
fi-5.1, 18 Handling Fear ..

Standard A static mancuver ln ncgdlc "1cdr

Optien 1 Use Ope 1 for "awe" ..o

Qptivn 2 Use Allernative Static Activn Table .
524,19 Handling Technical Skills ... ... O
; fil-5.24, 19 Handling Research Skills ..o Q)
hi-3.24, 197 Handling Xeno Skills ..., Cca

3.4-3.8 The Skills, ChL p. 46-55

Chl-13.2.2, 80 Stat Bonuses for Spell Gain Rolls ..
Chi-14.1.4, 84 Secondary Skills & D.P. Cost Table ..

M Acrobatics

3 Cuving

1 Dance

3 First Aid

O Frenzy

T Leather-working
O Music

~} Rope-mastery
1 Seduction

M Skiing

O Star-gazing

O Tracking

3 Trickery

3 Wood-carving

RI-4.3,47-48
3 Animal ‘[raining

£} Acting

2 Contortions
3 Diving

7 Fletching

7 Gumbling

7 Mathematics
M Navigation
O Rowing

0 Signaling

7 Smithing

0 Stone-carving
M Trading

3 Tumbling

New Secondary SKills oo,

3 Appraisal

T Chemistry (Alchemy) 3 Crafting

7 Diplomacy

I Heraldry

" Ki (Meditation)
3 Tactical Games

RII-7.0,23-43  New Secondary Skill

3 AM: Quick Draw
9 Animal Handling
B Amor Evaluation
1 Begging

¥ Disarming
3 lai

2 Lip Reading
“ Tactics

8 Advanced Math
A Anthropology
& Astronomy

M Biochemistry

3 Body Damage Stabilization

M Bribery

M Control Lycanthrogy
Diagnostics

1 Disarm Foe. Armed
@ Divination

& Dragon Lore

1 Duping

% Fauna Lore

| Grappling Hook

A Horticulture
Vluggling

7 Lie Perception

A Lock Lore

& Machanition

@ Medit., Healing

# Metal Evaluation
8 Military Qrganization
) Mimery

B Mnemonics

¥ Physics

M Play Instruments

3 Poison Percep.

1 PP Development

M Racial History

@ Region Lore

M Serounge

A Camouflage

™ Demon/Devil Lore
3 Dircction Scnse

# Disguise

& Dowsing

T Driving

3 Engineering

8 Flora Lore

3 Herb Lere

A Hostile Environments
17 Jumping

@ Loading

@ Magical Rital

A1 Medit.. Cleuansing
@ Medit., Sleep

A1 Metal Lore

M Mimicry

9 Mining

A Painting

A Pick Pockets

#] Poetic Improv.

® Pole Vaulting

M Power Projection
3 Rappelling,

7 Sanity Healing Lore
A Second Aid

7 Sense Ambush/Assassination

3 Set Traps

T Skinning

M Sprinting

A Siene Lore

M Surfing

8 Symbot Lore

3 Tightrope Walking
A Transcend Armor

® Two Weapon Combo
0 Warding Lore
RiI-4.2, 26

[ Alchemical

A Clerical
™ InlMuence

B Sitent Kill

A8

YYa
" Anmmi lldmllmg
7 Cookery

1 Falsificativn

™1 Foraging

M Herding,

T Meditation

1 Public-speaking
7 Sailing

M Singing

17 Spell-mastery

7 Suhduing

M Trap-building

71 Weather-watching

Cr
3 Athletic Games

7 Gimmuickry

I Interrogation
M Reverse Stroke
I Yado

@ Adverrising

1 Architecture

D Beast Mastery

"1 Boat Pitot

71 Brawlhing,

M Circle Lore

A Detect Traps

1 Disarm Foe, Unarmed
1 Distance Running
@ Dralting

M Drug Tolerance
3 Facrie Lore

™ Flying/Gliding

M Hide ltem

#t Hypnosis

M Lancing

A Locate Secret Opening
7 Mapping,

A Medi,, Death

M Medit., Trance

# Midwifery

B Missile Artillery
@ Phil /Rel. Doctrine
@ Planetology

@ Poison Lorc

1 Power Perception
17 Propaganda

@ Read Tracks

@ Sculpting

M Siege Engineer

M Sense Reality Warp
B Skating

B Spacial Location Awareness

7 Stilt Walking
Streetwise

Surgery

® Tale Telling

@ Time Sense

M Tumbling Attack

A Use/Remove Paison
# Weapan Evaluation

3 Alteration
M Druidical/Matural
3 Informational

A Stone Fvalualion

T Stunned Maneuvering
71 Surveitlance

@ Targeting Skill

F1 Trading 1.ore

M Tumbling Evasion

® Ventriloguism

A Xeno-Lores

Ritual Magic Skills (see Casting Spells)

M Auxiliary
1 Elemental
| Summoning/Possession

£C-3.4,22-23  Element Based SKHIS ...coovoovicooriieoeeeeen) cn
F Elemental Physics

@ Elemental Lore

13 Evaluate Elemental Tiem
3 Elem. Banishment, Opt 2

7 Elem. Banishment. Opt |
3 Elem. Banishment, Opt 3
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RI-24,78 Magical Languages (see Casting Spells) ... co
Note: Spell Casting options will vary for specific languages.

3 Aionion 7 Aisthasis O Anathema 7 Asebeia

3 Aster O Chaos 0 Conscious. O Earthblood

) Eirenay 1 Gnosis M Graphay O Hudatos

3 Ihyama D Truaric 0 Kubeia O Logos

71 Parapatce 3 Peira 1 Pneumatikos O Porneia

7 Purosis 0 Qadosh 3 Skotia 3 Soma

3 Spoudaze 3 Thanatos O Totem I Xzulou

RIV-5.8,32 Magical Languages .....

Note: These guidelines should he used with RI-2.4, 7-8.
(0 Base (Professional) Languages 11 Open & Closed Languages

RIV-5.10,34  Adrepal Defense Skills w/ Equipment ...........cverers CO
(3 Armored Adrenal Defense 0 Weapon Bugei
Option | AADef restricted to leather armor only
Option 2~ Weapon Bugei restricted to certain MA weapons ..
Option 3 Skills restricted to certain races and cultures ...

RIV-5.11, 34-35 New Secondary Skills
3 Body Rigidity O Crafting Skiils
7 Shield Bash 3 Spell Trickery
O Tackling 3 Wrestling

O Omen Law (RIV-7.6, 47) — see Campaign Material

O Summaoning

RIV-5.12,34  Nature SKills ....occoooviiiimeminiinensenniees e o
71 Botany [1 Nature Sense M Nature Observance

3 Plant Enhancing O Plant Control O Plant Molding

3 Plant Mix

RIV-1.7, 54 Firearm Weapon SKills ... ca
Note: See also Campaign Material.

0 Infantry Brawling 3 Powder Missile Weapons

8 Powder Thrown Weapons O Powder Missile Artillery
AL-9.6,25 Shield Bash .....c.cimverniimvcmiss s cesssssanerreens BO
RI-4.9, 52 Using MERP Language Skill Ranks ... e BO
RIV-5.12, 35-36 More Restricted Language Ratings ..o ca
RI-3.1,12 Power Point Development ................. see SL-6.0 below
RI-7.0,28 Directed Spells Skill for Area Spells ..o
RiI-7.0,28 Similar Directed Spells Skill ...
Ril7.0,30 Perception Skill for 7 Individual Senses

Option | No General Perceplion .....c.oeecoicieniieens

Option 2 General Perception allowed with a -30 mod.....
RiI-1.0,39 Spell Mastery for Exiending Parameters ....
RII-1.0,39 Spell Mastery Requires Concentration ................... €3
RIV-55, 29 Using Spell Mastery for Rescarch

Option 1 Effects can apply to "similar” spells

Option 2 Simultaneous spell mastery development....
RIV-5.14,36  Increased PP usage for Spell Mastery ...co.covsivoeor. CT3
RIT-7.G,40 Normal Bonuses for Stunned Mancuvering ............ HO
RIE-7.0. 40 Separate Unarmed & Armed Subduing Skill .......... 113
RI-7.0,40 Separate Subduing Skill for Creaturcs ....

RI{-7.0.40 Specialized Surgery SKills ..covninieenionn
RI{-7.0,41 Targeting Skill for Non-directed Spells oovvierneeeen..
RII-7.0,41 Transcend Armor

Option 1 Skill is applicable to carried ohjects

Option 2 Separate skill required for each realm ......
Option 3 Skill is only applicable for Channeling ................. ;
RII-7.0,42 Two Weapon Combo using 2-Handed Weapons

Option 1 Not Allowed .................. B

Option2  Minimum strength bonuses required ..HO
Option3  Penalties for not meeting minimum St bonus .....
RIV-5.9,33 A Two Weapon Combo Option

Option 1 TWC skill is limited by fumble range sum .

Option 2 Reciprocal mod. for negative OBs
RII-710, 30 Increase DP Cost for Xeno-Lores Skill .....occooiviviene
RIN-41,22 DP for Individual Great Commands .......oeesvirimnnes
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RII-74,44 Linguistic Addendum
RIV-53,29 Meditation as a Single Skill
RIV-5.4,29 Maintaining Adrenals

Option!  Increased Recovery Penaliies

Option2  Physical damage for extended use of Adreanls fin)
RIV-3.5,29 Modified Frenzy ....... d

Option 1 Use Qu for frenzy OB instead of +30

Option 2 Shield bash required unless "must parry” applies ....
RIV-514,29  Symbol Lore for Runes/Symbols/Glyphs ....

Option ! Practice for learning "designs ...

Option 2 Designs learned hased npon rank developed

Option 3 Designs learned based upon skill rank ...
RIV-5.14,29  Auunement Attempts Based on Skill Ranks ...
4.0 Professions, ChL p.56-58
SL-40.0 Spell USErs ..o e Care
ChL-13.3.1, 81 Additional Capabilities for Martial Artists .............AJ
Chl-13.3.2, 82 Animists as Herb Specialists ... BO
Chi-142.1, R8 A "Nu Profession” Profession
Ri-4.1,41-44 71 Paladin (Semi-Chan)

71 Burglar {Mon}
[ High Warrior Monk (Non)
1 Nightblade (Semi-M)

RIF-2.0,4-9

1 Scholar (Non)

O Beastmaster (Semi-E)

(1 Paladin, Opt. 1 {Semi-C}

O Warrior Mage (Semi-E}

O Necromancer (Hybrid-C-E)
M Witch (Hybrid-C-E)

03 Sage (Pure-M)

3 Shaman (Pure-C)

RIN-2.0.4-16

7 Assassin (Non)

7 Farmer (Non)

M Craftsman (Nom)

3 Gypsy {Non)

3 Warrior (Non)

O Noble Warrior (Semi-M)
1 Macabre (Hybrid-Semi)
O Moon Mage (Semi-C) 3 Steuth (Semi-C)

O The "Professional” {Special) M Crystal Mage (Hyhrid-E-C) |
7 Magus (Pure-E or Pure-C o Hybrid-E-C)

3 Dream Lord {Hybrid-E-M or Hybrid-C-M)

T} Navigator Member (sce RIHI-T.1, 41)
3 Coven Member {see RIII-7.1, 41-42)
EC-3.0,14-21

3 Elemental Enchanter (Pure)

O Elemental Summoner {Pure)

O Mystical Elementalist (Pure)

3 Barbarian (Non)

O Archmage (special)

3 Delver (Scmi-E)

7 Dancer (Non)

O Trader {(Non)

O Dervish (Semi-C)

O Paladin, Opt. 2 (Semi-C)
O Warrior Mage (Semi-M)
M Warlock (Hybrid-C-M)
O Conjuror (Pure M)

¥ Runemaster (Pure-E)

71 Rounty Hunter (Non)
3 Bashkar (Nom)

7 Duelist (Non)

A Cavalier (Non)

1 Sailor (Non)

O Crafter (Semi-Any}

M Chaotic Lord (Semi-C)
0O Montebanc {(Semi-M)

3 Elemental Channeler (Pure)
O Elemental Healer (Pure)

0 High Elementalist (Purc)

3 Evil Elementalist (Hybrid)

O Elemental Chanter (Hybrid) 3 Elememtal Physician (Hybrid)
O Elemental Hunter (Semi} O Elemental Warrior (Semi}
[ Rogue Elementalist (Serni)

RIV-2.0,4-7 3 Arcist (special) Opti7 Opt27 Opt3T Opedrd Optanl
1 Astral Traveller (Hybid-E-M) O Houri (Semi-M)
1 Enchanter (Hybrid-E-M) 3 Leader (Non)

RII-2.7,10-11  Changing Character Professions ...

Option{ 90 stat in prime requisite required ............ a
Option | Average the old and new DP costs ....... a
Option 2 Opt 1 {or more than two professions 3
Option 3 Maintain seperate professions and EPs . J
Option4  Opt 3, but with one EP total, EP + (# prof.) a
Option 3 Opt 3, but with one EP total, DP + (# prof.} )
Option 6 Opt 3, but old profession is "frozen” perm. . 0
Option 7 Opt 6, but vld proflession may be “unfrozen ul
Option 8 Opt 6, but old profession "fades away” ul
Option 9 Level limits on changing professions ... 0
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5.0 Experience and Advancing Levels,
ChL p. 59-61

Chi-15.4.2. 63 Experience Points
Spell Paints...........
Religions Points ..
Essence Points -
Chi-14.2.4,92 More Experience Point Suggestions
Critical POInts .....c.coocceirins
Kill Points......
Maneuver Point
Spell Points...........
Chi-13.5.1, 83 Partial Skill Acquisition at Half-level ... B

Chi-13.5.2, 83 Additional Requirements for Skill Acquisition
Meditation Period ... ...
Practive & Studying ...
Eguipment & Facilities for Practice .

Material & Facilities for Studying ,‘-,C’I

Chi-13.5.3, 83 Practice for 1 Skill Rank each Half-level ............... B3
Chi-14.2.2, 88 Level Bonuses for Professions & Table ...l BO
Ri-4.7.51 Variable Level Bonuses
RII-2.6, 10 Expanded Level Bonuses ...
RI-2.6,10 Variable Expanded Level Bonuses

Option U Free shifting of level bonuses ............... ..HO

Option 2 Using a background opt. to shift Ivl bonuses . .cn
RIV-5.13,36  Level Bonuses for Non-Standard Skills .. B«
RIf-2.8, L1 "Out of Play" Characlers ... eressess o enncens CCF

6.0 Race and Culture, p. 64-66

ChL-6.1, 64 73 Comem. Men 3 High Men 3 Hali-elves

3 Wood Elves M High Elves M Fair Elves O Dwarves

7 Halflings 7 Lesser Orcs 3 Greater Orcs O Trodls
C&7-24.63,52-59,94 0O Dwelfs O Gremlins

T Nixics 7 Pysk 3 Sylphs O Tylweth

0 House Spirit (7 Leprechaun O Pech O Fosse-Grim
3 Nymphs 0 Satyrs 3 Undines [ Yaai

O Cyclops O Forest Giants O Hill Giants 7 Stone Giants
0 Fire Ciianty O Frost Giants 1 Waier Giants 3 Mountain Giants
M Cloud Giants 0 Stomm Giants O Forest Trolls O Hill Trolls

13 Stone Trolls O Cave Trolls 0 Snow Trolls 0 Mountain Trolls
A War Trolls I Orges O Titans A Gnolls

3 Gnomes 0 Goblins J Hobgoblins 0 Kobolds

0 Troglodyles O Centaurs O Garks 7 Hira'razhir
0 Wiyva 0 Maazhat O Mermen O Neanderthals
13 Sea-Kral O Sohleugir [ Sstoi‘isslythi 0 Vulfen

C&T H-11.0&18.0, 50-55&95 M Avinarcs A Cherubim

1 Dragonians {71 Minoths O Nycamerith J Plynos

O Quishadi 1 Rancids 7 Shuikmar 1 Sibbicai

0 Scrav 1 Sea Trolls A Urlec 3 Zrax

3 Green Gratar A Yellow Gratar 1 Black Gratar 3 Grey Gratar
7 Red Gratar 71 Black Orcs 13 Serug Ores O Vard Ores

A Bult Centavrs 1 Deer Centaurs

[ Lizard Centaurs

M Lion Centaurs

[} Scorpion Centaurs

RI-4.21, 45-46 [ Tallfellow Halflings

0 Bear Tribes 1 Durk Tribes [ Nerthmen

0 Mixed Men O Grey Elves M Dark Elves
7 Half-elves A 7 Half-clves B O Half-clves C
7 Half-elves E 1 Half-elves F 1 Half-dwarves
0 Half-ogres 71 Half-trolls 3 Great Men
E£C-5.0, 64-68

0 EIf Crosshreeds. 22 Elements __

3 Spuder Centaurs

T Stout Halflings
A Arcuc Men

7 Aquatic Elves
T Half-elves D>
™3 ITalf-ores

1 Human Crossbreeds, 22 Blements

0 Pure Elemental Beings, 22 Elements

7.0 Background & Special Abilities, ChL p. 68
ChL-7.2,68 Starting Money:
Chi-13.1.4, 80 AmbBIdeXITY .oioiinmimesnricieirnnn e
ChL-14.2.3, 88 Background Options & Table .......ocoomrreeeriieceens
ChL-14.2.6,94 Height, Weight, and Size & Table
RI-6.42,66-67 Weight for Human Forms ..............

RI-4.6, 51 Adolescence Skill Ranks
Option | Extra adolescence skill ranks based on culture B0
Option 2 All adolescence skill ranks based on culture
Option 3  Combine Options 1 & 2
RI-43,47 Secondary Skill Acquisition Options
Option 1 Free skill ranks during initial development
Option2  Opt |, butfree DPs .o
RI-4.5,48-51  Background Options
Option 0 One roll per background option used
Option 1  Three rolls per two background option used
Option 2 A free roll for a "01-10" roll..............
Option 3 Roll and then decide section ta use ... HO
Option4  Reroll all results if total result is undesired . HO
Qption 5 2 or 3 background options to choose a result JHO
Option 6 One roll per two hackground option used .... .Co
RI-T2,42 Social Standing e ca
Option Profession restrictions based on social standing ..... .0
RIV-6.1,37-40 Selectable Background Options ..... HO

Option
RIV6.3, 44

Duouble provided costs ..ooevennnne.
Starting Language Ranks .........ocoeeee

8.0 Keeping Track of a Character, ChL p. 69-70
11.0 Non-Player Characters, ChL p. 76-77

R{-9.1,78 Sibling Generation

RI-10.2,81-82 Level vs, Bonus Summary reernnn OO
RIFF28, 11 "Qut of Play" Characters ... sce 6.0 above
15.0 Tables and Play-aids, ChL p. 38-101
RI-10.3,82-90 The Qabbals ..o ca

SPELL LAW

3.0 Realms of Power, SL p. 6

Chi-14.2.5, 94 Professions vs. Realms of Power
Variable Realms for Certain Professions (GM Approval) ..
Monks/Buards — Charltonian View (Essence-based)
Monks/Bards — Amthorian View (Mentalism-based) ...
Monks/Bards — Bath allowed

RiI-2.5,10 Realm Variability for Semi Spell Users ....

EC-2.0-3.0,7-15

Elemental Realms of Power (se¢ below) ... 0

Option 1 One realm of power for each element ... ’
Option 2 Only one "elemental " realm of power ...
Option 3 No "elemental” realm of power
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5.0 Spell Lists, SL p. 8-10

ChL-13.2.2 80 Stat Bonuscs for Spell Gain Rolls ..o  AO
SE-10.2,29 Spell List Availability oo ca
SL-10.5. 30 Evil Spell User Base Lists

Option | From evil, open. clused, & "realm prof.” ..

Option 2 From evil & “one other pure spett user”
RIV-4.4 23 Additional Base Lists for Semi Spell Users ............BO
SL-10.8.31 Leamning Spells

RII-4.5, 30 Individuat Spell Development
RiV-4.8, 26  Individual Spell Development Revisited ...
RIV-49 26 Multiple Spell Lists Development
Uption 1 Stat bonuses apply .. cs
Option 2 Round oft PP/lv] for hsl Imu[ pmposes

RI-2.1.3-4 Arcane Magic ..
Option | Variabie cffects tor chmlng Arune I|sll.

Option 2 Fixed effect for lgaming Arcanc lists .. N
Option 3 Mixed Options 1&2 (or learning Aluuue 1 B3
Qption 4 Vanable cifects for leaming Arcane lists .. ‘
Option 5 Variable effects for learning Arcane lists ..

RI-231,6-7 Base Spell Lists

Option | 1-1 Additional base lists (upen/closed) .
Cption 2 1-4 Additional base hsts (open/closed/base}
Option 3 Opt. 2, but with double DP cost
RI-2.32.7 Resirictions for Channeling Spell Users ... (o]
Option 1 NG armor restricions ...,
Optinn 2 Reduce BSE armor mods. by 30-904% ..
EC-3.00. 14-15  Lcarning Elemental Spell Lists ...
Option | One realm of power for each element ...

Option 2 Only one "clemental” realm of power ...
Option 3 No "elemental” realm of POWET e A
EC-80. 102  Learning Elemental Spell Lists —

for Non Elemental Spell Users ..o vcercccncncene. G0

6.0 Casting Spells, SL p. 11-12

Chi-3.7.2,52  Using the Spell Failurc Table
for Channeling Burnout ......cccvnecieecieecrnecnen Al

SE-10.9.31 Extraordinary Spell Failure .....ccccovveonerveriisn e BO

RIV-42 22 Power Point Undercasting ..
Option | Triple mods. for spell failure .
Option 2 Physical damage for spell fdllum

Ri-2.4.7-8 Magical Languages (scc also Skl”\) ...................... <

Nute: Options will vary for specific langiges
Option | Reduced PP cost Ter certuin spedls |

Option 2 Bonuses for certain spell attacks . a
Option 3 Increased duration for certain spells ... A
Optien 4 Increased EP from casting centain spells oo a
Option 5 RR mods. for vertain spells ... o
Option 6 Spell failure mods. for certain spells

Rif-3.8,12 Power Point Development
Option()  PP—Base PP+ (PP ranks x stat PP #) ...,

Option 1 PP={BuaxcPP+Leamed PPix (1 +(StutMod- l()())

Option 2 Power Point Exhaustion ...
Option 3 Qpt 2. but soodifiers are doubled ...
Optiond  Opt 2, but modifiers = hall of the % PP used.. (o}
Option 5 Incrcased PP recovery time co

RIV-4.6, 25 Variable Channeling PP Acquisition ...
RIN-4.2, 26-29 Ritual Magic (see also Skills)
RIV-4.3,2% Ritual Magic Revisited
RIV-4.5, 24 Spell Catalysts (Options for GM use) ...
RIV-4.7. 26 TEssence Spell Memorization ...
Option Cast unmemorized spells with ESF mod.

Option 2 Extension o Meant, ar even to Chan. ...
Option 3 No PPs. just memotization after 8 he. rest ..
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8.0 Resolving Spell Effect, SL p. 15-21
SL-103,29

S Spell Attack Variability .....
10.1.1,28  Base Attack Spells ...
10.1.2, 28 Elemental Attack Spells e
10.1.3.28  Spell FAIUreS oo e IO, A

Si& RI Additional Spell Attack Modifications
SL-10.6. 30 Bonuses for extra prep. rounds..

Criticals for Non-attack Situations .........cceoveevvenon A0
..Ca

.B7
..H7

RI-2.33,7  Maods. based on numnber of prep. ruund: )
EC-7.0, 100-102 Modifications for Elemental Spells ....cococoevonnn. ca
EC-8.0. 102 Elemental Attack Tables

Used by Non Elemental Spell Users «......coevenvcrnnn,, C13
EC-9.0, 103-110 Elemental Force Atack Tables . 000
FC-9.2, 104 Additional E.A.R. Maodifications ... N
£C-11.0, 117-119  Interaction Between the Elements..... N

Option | The RR Method ..ooviivenn.

Option2  The Companson Methud .
EC-12.0,120-123  Resolving Cone Attacks ...oooovivivcieinn L B

EC-15.0, 130-134  Prote-Elemental Material Poisoning ...

Oprion | Treat as a conversion poison ...

Option 2 "All or Nothing" approach ......

Option 3 HRs only for living, magic, and special thing

Option4  Residual contact poisoning ...

Option § Dragon blood attack level as Dragon's level ...
RIV-4.10, 26-27 Onc Roll Spell Resolution ...

9.0 Magical Research & ltem Creation, p. 22-27
2, 5° Alchemist Materials List .., (o)

R1-5.3,55-56  Enchanting [tems ...
Lxtended Implantation Costs ............
Additional Enchanted Properties ....................
Modifying the Properties of Implanted Spelis
Trtelligent AUTBULES .o

RI-3.3,56-57  Enchanting Items — Imelligent Auributes ...
Option 1 Imbed entire spell lists ...
Oplion 2 [mbed power points ........cee...

Cption 3 Imbed biases towards someone or something ...
RI-5.4, 57 Estimating Time & Level
Alchemical Requirements ..., 3
R1-5.5,57-58  Special Weapon Characteristics oo arreeovcvn, o
EC-16.2.1, 135-136  Forging Elemental [tems ......cccc.oooevrnvninenn. ., 00
FC-16.2.2-16.2.5, 136-140  Elemental Metals ...oveeeiovcececeeeeae A
RIV-1.3, 50 liem Qualily Based on Forger's Skill ...............C7]

11.0 The Spell Lists, SL p. 33-35

Ri-32,13-14  Changeling Spells.........c.o..

Qption 1 Reversabic by Remove Curse .
Option 2 Reversable by Will vs. Will contest .. ey
Option 3 Raversable by Cancel or Dispel Meatalism . .0
Option 4 Reversable by another Changeling spell . nl
Option 5 Reversuble by death of spell caster .0
RHI-4.2,23-24 Using Spirit Runes ..., ca
RIH-3.8, 38 Using the Replusions List ......ccccccevvrivvveevcennnnnnn, €3
12.0 Channeling Spell Lists, SL p. 37-70
RIV-BS.1, 67 Cpen List A Pleasures
RI-3.51, 28 Closed List T Ceremoniey
ft1-3.55, 31 Closed List T Midwifery
RI-353,29 Special List 7 Guardian Ways
f1-10.64, 86 Healer Base List 7 Lifte Essence Healing
RIV-B.4.4, 66 Animisror Druid Base List 7 Ernrichment
RI-3.2.18-22 Druid Base Lists

7 DruidstafT
A Tree Mastery !

M Druid's Peace
3 Stone Mastery

) Animal Mastery
1 Nature's Form
RI-3.3,23-25

2 Holty Warrior

Paladin Base Lists
3 Spell Breaker
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RIT-10.4, 80-82

71 Exorcism
RIT-9 4, 66-70

T Animal Ways
1 Spirit Mastery
RI-10.3,76-7Y

3 Deadly Dances
A Teledance
RITI-8.2, 46-52

7 Chaotic Armar |
RII1-8.3, 53-55

A Moon Madness

RII1-8.5, 58-59
71 Sleuth’s Senses

13.0 Essence
RIV-B.5.1, 67
RIV-8.5.3, 69
RI-3.52,29

RIV-R.54, 70

RI-3.34, 30

RI-1LGL, 85
RII-10.63, 86

RIV-8.4, (13-66

7 Arachnemanc y
RI-3.8.40-41

1 Material Transpon
7 Delving Law
RIH9.1, 56-34

A Circles of Protection
RIF9.3, 63-66

7 Words of Power

1 Warding Law
kH-10.1,71-73

3 Combat Enhancement
RI-10.2,74-75

I Mind's Touch

Paladin Base Lists
7 Laving On Hands
Shaman Base Lists
I Spirit Healing

T Visions ¢

7 Shielding Ways
O Arm's Way 1«

1 Spirit Summoning

1 Trances *

A Fascmation Dances 1r
M Changing Dances -

Dervish Base Lists

T Travelling Dances
T Communing Dances
Chaotic Lord Base Lists
M Chaotic Weapons © 1 Chaos Mastery |-
Muoon Mage Base Lists
1 Moon Mastery

Sleuth Buse Lists
7 Escaping Ways

Spell Lists, SL p. 71-104

Open List

I Metamorphose

1 Analyses !
A Time's Sense

7 Pleasures b
Open List

Closed List
Closed List

T Weapon Alterations
3 Familiar's Law
7 Coumterspelis

Rif1-8.7, 66-73

3 Crystal Power 7
73 Crystal Mastery &
I Fiery Ways
RII-B.8, 7477

3 Dream Guard

7 Dream Lore
RIV-B.1, 56-59

1 Outer Plane Law
3 Xeno-Lores
RIV-8.3, 62

7 Mlusion Law

Crystal Mage Base Lists (E-C)

A Crystal Magic ¥ 1 Deep Earth Healing,
13 Deep Earth Commune =

01 Brilliance Magic © M Crystal Runcstone
Dream Lord Base Lists (E-M or C-My

7 Dream Law

1 Dream State

Astral Traveller Buse Lists {E-M)

M Elemental Travel ~

17 Elemental Summons |

Enchanter Base Lists (LE-M)

7 Enchanting Law ¢

Arcane Spell Lists

RI-300,10-17

1 Entity Mastery

1 Spell Courdination
RiF-UH1S, B2-84

3 Stone Lore
RIH-11.0, 84-85
RIH-9.0,78

3 Bladerunes
17 Ethereal Mastery
7 Shapechanging Ways

T Earthhlood's Ways
I Mana Fires

17 Spell Triggers
M Wood Shaping

7 Plasma Maslery

T Metal Lure

A Nether Mastery
Arcane Naviguror Base List

Alchemist Basc List
Magician Base List

Mugician Basc List

1 Alchemical Prep.
7 Elemental Summons

O Conveying Ways

17 Way of the Navigator

KIH-10.0, 79-83
7 Allurement

Arcane Coven Base Lists
7 Household Magic

73 Barrier Ways

Fvil Mugician Base Lists

71 Foul Changes | 17 Foul Changes 11

Deiver Base Lists

7 Construcling Ways
1 Mannish Ways {2
Comjuror Base Lists
1 Demon Mastery -

A Symbol lmbedding

1 Circles of Power
M Circles of Summoning

[ Rune lLaw -
3 Glyph Law

Runemaster Base Lists
M Circle Mastery '
M Sigil/Runes Imbedding

71 Sense Fnhancement ¢
71 Movemnent Enhancement

Beastmiaster Base Lists
M Animai Bonding

Warrior Mage Base Lists

1 Brewing Lore
J Wax Magic
RIV-8.6,71-72

7} Hearth Magic
7 Mending Ways

7 Acid Law 1 Sonic Law

Individual and Special Spells

RI-3.6,33-36 0 Spells #1-30 e, O Al

3 4

s

RI37,36-39 0 Spells #1-70 Lo

M #y

LA

Bk

Lk

LT Al

7 Elemental Ways

¥ Highriding -

14.0 Mentalism Spell Lists, SL p. 105-138

RI-3.56, 32
RIV-8.5.1, 67
RIV-8.5.2. 68
RI-10.62, 85
RI-33023:25

7 Phantom's Face
7 Poison Mastery
RIT-9.2, 59-62

0 Recreations

7 Weuve Tale *
RIE-R.1, 4445

A Disguise Mastery
RIN-8.4, 56-57

A Noble Armor

RIV-3.2. 60-61
O Influences

Hybrid Spell Lists, p. 105-138

RIL-8.1, 44-47

0 Animate Dead |
A Commune
RiJ-8.2, 48-52

O Changeling ~
OVisions of Doom

Ril-8.3, 53-55

A Glamours

0 Candie Magic
Kill-8.6, 60-65
JPawer Wards
I Linguistics

Open List

COpeir List

Open List

Seer Base List
Nighthlude Base Lists

[ Phantom Movements

T Adrenal Focus +
Sage Bause Lists

¥ Analysis

3 Absorb Knowledge
Montebane Base 1ists
7 Beguiling Ways *

Naoble Warrior Base Lists

¥ Noble Weapons

Houri Base Lists
T Alluring Ways

I Warding Ways
03 Pleasures £
I Mind's Grip
O Guarded Sight

[

7 Disteactions b

T Lore’s Master
I Mystic Fscapes |
1 Appraisals -

O Kisses
I Houri's Change *

Necromancer Base Lists (C-E)

[T Death Mastery
3 Summon Dead

7 Dark Law
7 Undead Mastery

Warlock Base 1.sts (C-M)

¥ Scrying Guard
AivilEyve

Wire/r Base Lists (C-F)
1 Earth Mastery '

7 Potion Magic

O Boom's Law
M Revenging bLaw

1 Nature's Maslery
7 Conjuring Ways .

Magus Base Lists (E-C or Ess ar Chan}

T Runes & Symbaols
3 Command Words

A Signs of Power
7 Spirit Runes

O #s

3 #s

RIE-4.1,22-23  (rear Commandys
M Commands of the Quter Cirgle. #y

[S S Y |

7 Commands of the Second Circle, #s

™ Commands of the Third Circle, #s _

7 Commands of the Stone Circle. #y

7 Commands of the Ancient Circle. #s

71 Commands of the Primitive Circle, #5
1 Commands of the Circle of the Night, #s

RIN-4.2,23-25  Spivir Runes ...
71 Minor Spirit Runes, #s

7 Major Spirit Runes, #s
T Lord Spirit Runes. #s

3 Spinit Runes of Might, #«

71 Spirit Runcs of the Pule, #s

7 Spirit Runes of Power, #s

RIE-T0, 4142 Arcane Coven Base Spells
71 0On Barricr Ways list, #s

AT AN

1 0n Allurement list, #s

1 On Household Magic list, #s

71 0n Brewing Lore TisL, #s

1 On Wax Magic list, #s

A Final Curse

EC-410,27-63  Flemental Spell Lesis .
T Open Lists, 4.1.1-4.1.15

e T AL

T Closed Lists, 4.2.1-4.2.26

T Base Spell Lists, 4.3.1-4.3.(5
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15.0 Tables, p. 139-153

RII75,44  Using the RMCHI Critical Tables .......cooeevninins co
Ril{-12.1,86  Plasma Critical Table .. HO
RiI-12.2,87  Acid Critical Table ...... B0
RII{-12.3,88  Physical Alteration Critical Table ..ooverenieeicceiiininnns g
RIII-12.4,89  Depression Criticat Table ....... .. CO
RI1-12.5,90  Stress Critical Table ... . B0
RiI-12.6,91  Shock Critical Table .... .B0
RII-12.7.92  Disruption Critical Table .... HO

EC-10.1, 112 Aether/Nexus Critical Table

Option Multi-round orientation rolls ............ ...0d
Option No RRs for physical alteration criticals RPN |
Option Na RRs for reality checks ... a
Option Reatity check effects for successful RRS oo a

EC-10.2,113  Mental Critical Table ...
Option Increased stat reduction effects .

Opticn Additional physical damage ..............

EC-10.3, 115 Time Critical Table ‘0
Option Increased stat reduction effects ..... i
Option Biased temp/pot determinaticn rolls . m)
Option Recording relative drops of temp/pot stats .. m)
Option Additional physical damage .0

EC-104,116  Vibration Critical Table ... c

/&L — >

ARMS LAW & CLAW LAW
3.0 The Tactical Combat Sequence, AL p.7-9

SL-7.0,13 Tactical Considerations .. ...Core
AL-9.1,24 Changing TATZES .o BTI
AL-92,25 Missile Weapons in Melee ..o B
AL-9.3,25 Fire While MOVIng ..o e B
RI-6.2,03 Action Time ReqUIremMents ... ocooceoennennnonns AO
RI-6.7,69-70  An Initiative System... R

RIV-3.5, 11-12 RMCI Initiative System Rewsncd ............ .
RIV-3.10, 15-18 An Activity Point Based Turn Sequence .. ..BO

RIV-3.11, 18-21 A Revised Combat SEqUenCe .....coivimannnnns B
RINE-3.1, 17 Simplified INALVE . oover e Cca
RIN-3.2, 17 Surprise {one roli per "group”) RPN W |
Option 1 No surprise for a group "aware” of their f0es ...oorminrer AT
Option 2 Average the rolls for members of group in
4.0 Defensive Capabilities, AL p. 10-13
AL-9.8,26 Optional Armor Damage Rule .o, BO
5.0 Offensive Capabilities, AL p. 14-16
AL-9.4,25 ReI0ading c.ocovuiiir v cesrene st sens B0
AL-9.6,25 Shield Bash (see also CAL-3.0 Options) .................. BO
RIV-3.6,25 Shield Bashes .ot Bl
AL-9.7,25 Weapon Bonuses for Missile Weapons ..................CO
Option 1 Apply both bonuses ..o .0
Option 2 Apply smaller of two bonuses ...
AL-99,26 Bare Hand AUACKS ......cceevirionneenricr i cnnneenonns A
RI-6.41, 64-66 Throw Weight Bonus ........ocoveveneineee HO
Option | Table — less realistic, but more halanced .CO
Option 2 Formula — more realistic ...
Throw weight bonus cannot be used for parrying
RI-33,17 Self-reloading Weapons ......ccvvveerini s
RIH-3.5, 18-19 Mounted Combat ......oveeniimiiceee
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6.0 Combat Resolution, AL p. 17-19

AlL-94, 25 Chance for Initiative Determination...

AL-9.10, 26 Additional Effects of "Stun" Rounds

RI-6.1,61-63 The Condensed Combat System ...

RI-6.3, 64 Breaking "1530" ..
Option 1 Limit damage to 2x or 3x .....
Option 2 Limit open-ended rolls to 100 over attack rol] . .BO

Option 3 As Option 2, except for criticals .

Option 4 A seperate roll for each critical . HA

Option 5 The same roll for all criticals ....... .BO

RIV-3.8, 13 Breaking "150" Revisited S . .BO
RIH-3.6, 19-21 A Super-Fast Combat SYSteIm ..cooovvinrivirsiiiinsneres ca
12.0 Additional Weapon Statistics, AL p. 31
AlL-12.0, 31 Fantasy Weapons ... ieveerneeinmveesereseoemes oo ca
RIN-3.4,18 New Weapons Table ... ca
13.0 Animal & Monster Statistics, AL p. 32-35
C&T-2.0, 2-63 Crecaturcs (cxamine case-by-case) ......coeeee e, BJ
C&T [1-3.0-13.0,9-59 Creatures (examine case-by-case) ...........CO
RI-7.0,72-76  Creatures (examine case-by-case} ..o C0
RII-62,22 Spirits (cxamning case-by-Case) ........coacveusicvisneeean CO
RIIT-62, 39 Monster Mashing: OBs Based on Level ................ HO
EC-6.0, 69-100 Elemental Creatures (examine case-by-case) .......... ca
EC-16.1,135  Elemental Growth ..o caJ
15.0 Tables, AL p. 38-94 s
RI-6.6, 69 Martial Arts Fumble Tables ... AT

CAMPAIGN MATERIAL

Campaign Law (all) ..o
C&T-4.0), B2-91 ENCOUNLETS covoeiiiieee e e e sansaasens
C&T 17-16.0, 90 ENCOUNLETS ......ovrivemreiiimvimnrisrmsee s s eessssioins
RI-2.2,5-6 Earthnodes .....ooveeevesceneen e s sseeeanein
Ri-25,8-10 The Ethereal Plane & Other Planes
RI-8.0,76-78  City Design...
RI-4.6,17 Regions & Cllmdtca for Foragmg & Lore .. ..o

RII-6.2,20-22  The Spirit World ..o

RIII-1.1,40-42 Arcane Societies ........
Librarians of Imperial Eldea .
The Navigators ...
Covens ..o

EC-2.0,7-13  The Elements.......... -
3 Air M Cold 3 Light 17 Vibration
M Water 1 Gravity 3 Heat M Dark

3 Tnertia 3 Earth I Electrical A Tire

Olce 3 Wind O Plasma 1 Vacid

O Aether A Chaos [ Nether 71 Nexus

1 Spirit 3 Time

EC-13.0, 124-126 Elemcntal TheOTY ...coveeececer e

EC-14.0,127-129 Elemental Planes .......coocoeeinenee
EC-15.0, 130-134
RIV-3.2,8-9  Morale ..
RIV-6.2,4]1-44 ‘;plcmg up PC/NPC Bcu.kgmunds
Using these tables for "events” on a trip or voyage ..
RIV-6.4,45-46 Quick NPC Generation ...........ocooovniieeseeennns
RIV-7.1,47-48 Alignment...
RIV-7.6, 47 Omens & Omen Lore Sklll
RIV-7.1, 52-54 Natural & Unnatural Phenomena

RIV-7.7,54-35 Firearm Weapon SKills .....cooociinieinccccnnnns
Option Base DP coston culture and available training ...

Proto-Elemental Material .........cooooeeines

P S N N




I 11.0 I,
SPELL & SPELL LIST INDEX — A-B

Abandon ....

Abjuration . L I2%
Absolution ..., .49, 55, 62 97
Absolution Pure 49, 82,97
Absorb Knowledge ....ocvcaiinnann. [16¥

Access Set

Ache ..........

Acid Ball

Acid Bolt [II.. .
Acid Bolt ... V71
Acid Law 1v71
Acid Mas V71

Acid Mastery
Acid Storm ...
Acid Weapon
Acidic Armor ...
Additional Equal Critical
Additional Lesser Critica
Additional Spells.......
Additional Stored Spell . 5
Additional Unbalancing Criticals ll124
Adrenal Focus I II TIL 1V,
Adrenal Focus .
Afterthoughts .
Aggravated Thief
Aging I ILIIL IV, V. V1,

VIL X, True ..
Agony .....
Aim True ...
Aim Untrue

[LILTI... 81
Aim Untrue ()rgdmc
Aiming
Air Analysis
Air Link K
AIrSOP s ¥4, 99, IH IH
Air Wing L T1 TIT, True .. (IRG
Aining 79
Airwall
Ajrwall True .

Alert. .
Alert Ward ..
Alien Form .
Alien Form True ...
Alien Presence .
Aligned ...

Alkar ...
Allzrement .
Alluring Ways .
Alter Staie
Amnesia
Amnesia True.

4 i‘.' 1
11142, 11179
. I¥6R1

Analysis (Caster, Danger.

Realm, Spell} ... Hi61
Analysis .76, 119, E30. 140, TI6(}, 11158
Analysis ...
Analysis Tree.
Analyze Mechanism ....

Analyze Symbol ...
Analyze Symbol True .
Anathametize
Animal Bonding

LUHE IV, V. True 171
Animal Bonding H71
Animal Call ... 55. [18, [154
Animal Change ..... W7, 120

Animal Change Truc ... 2
Animal Empathy ... 42,55 118

Animal Facade ..

Animal chhty
Animal Fertility True
Animal Form

56,59, 117, 120
LIvVas
L1ve6
56,39, 117, 120
Animal Form True 56. 59
Animal Growth .. 1154
Animal Lifegiving ..o e g
Animal Lifegiving True . _............. %]
Animal Location .
Animal Lore &
Animal Master L 1L 1L V, X ... 166
Animal Mastery ... 55,118
Amimal Mastery

LHLY ... 42,55, 18,129, 1154
Animal Mastery
Animal Mastery True
Animal Restoration True .
Animal Sense ..
Animal Sight ...
Animal Sleep 1. 11T ........... 55, 118 1154
Animal Speech L. LL. L, V, VI
Animal Staff
Animal Study oo
Animal Summon I, X ..,
Animal Summons

LILIL V. X, True....
Animal Thoughts
Animal Tongues .....

55, 118, 1158

7, 1'1 8. 1054

Animal Way
Animal Ways . g
Animal's Way .. 7
Animate Dead 1, TI, TIT, TV, V,

VI VI VIIL X, True ... 61, 44
Animate Dead
Animate
Animate Rock ..
Animmate Tree ...
Animation _. ..
Animation True ...
ARImists BYC e 3B
Anti-Channels

LILV, VH], X, True ............... 48

Anti-Channels ..
Anticipation
Anticipation [T, IT{, True ..
Anticipations ...
Anticipations
Anticipations 1, II1, v
Anticipations True ..
Anti-magic Aura .
Antipathy
Antipathy True ...
Appraisal Frue .
Appraisals ......
Arach y
Arachnemastery ..
Area Curse True ..
Area Elemental Curses
Arm's way
Armor........
Armor L IL TIL IV ..
Armor Change ...
Armoring Chain, Cloth,

Ieather, Plate. Robes .
Arterial Repair ...
Artitact Personality .
Artificial Body .....
Artificial Flesh ...
Artificial Flesh Truc ...
Assassination ...
Assault ...
Assessment True .

ASTRITA oo 60
Altack Aveidance 108
Atrack

Attention .
Attraction
Audio Arrack .
Audia Control ..,

Aura Blaze .
Aura [IIL IV, True ...
Awake ...

Awake True

Awakening ...

Awareness ...
Awareness True
Awareness Ward ..
Aweful Forest

Balance
Batance I II, 111 ....
Banish Demon

LILTLIV. V. VI e, 1180
Banish Normal, Strong,

Weak Clemental
Banishment
Banishment True ..
Banquet
Banquet Table
Barrier Law

IS 920113, 11144
172, 1173

Barrier Pit e 38, 118D
Barrier Way 11142, [1180
Basic Analysis 13t

Basic Delivery ..
Bat Wings ..
Battle Culm .

Beacon
Beacon V, X...
Beam of Dissolution
Beast Change
Beast Change True
Beast Form ..............
Beast Sraff ...
Beasl Study .
Beastly Tongues ...
Beat
Beauty of Arraer
Befriend
Befriending
Beguile ........
Beguiling Ways
Bending
Bind Demon [, True .
Bind Greater, Lesser, Minor,
Standard Elememal Spirit ...,
Bind .. o
Bio- Metdmurphmm .
Bio-Mctamorphosis True
Bio-Metamorphasis Typing
Birdstaft
Birth Sign
Black Candle ..
Black Channel I, I il.
Black Channels I ...
Black Imprecation .
Black Lore .............
Black Lore Mastery ..
Black Rune
Biack Tentacles ..

Ed46

... 1160, HIR4

Blade Change

Bladebreak ...... 112
Bladerune Research ..........co........... 11
Bladerunes.. - 110

Bladetumn L, [1. 11 ... K1, 108, l[?’ 1180
Bladetuming Organic
Blank Thought .
Blank Thoughts
Blasr ...
Bleed ..
Bleeding
Bleeding ..........
Bleeding Metal
Bless [ 1L 1L, v .
Bless Tales ..
Blessing Analysis
Blight 1, 11, i1 ..
Blind............
Bhind Distance .
Blind Ward ...
Blinding ...
Blindness ..
Blink ...
Blood Disease Cures
Blood Law ...
Blood Mastery
Blood Repair True .
Blood Repairs True
Blood Ways .....
Blown Kiss

l 85 H)? I\l 114
[172, TIRO, 1144, 11172
Blur Vision .
Blurring Dance .
Body Armor ...
Body Controi ...
Body of Mist ...
Body Preparation .
Body Reins ...
Body Renewal ....
Body Shifting
Body Weaponry
Body Wish
Bogs ...
Bail Liquid
Boil Water ...
Boil/Freeze Water ...
Boldets 101 M.,
Rond Greater, Lesser, Misior,
Standard Flemental Spint ....... E46
Bone Break [ IL. 111 IV, True ...
Bone Deuth ...
Bone Law
Bone Lore
Bone Mastery
Bune Regencration .
Bone Regeneration True ...
Bone Trunsplunt ..
Bone Ways ..........
Bowbreak .................
Brain Regeneration
Brain Repair
Break Blude ..
Break Limb
Breexe Call ..
Breezes ..
Brew Amds Alwhul Anndmc
Euphurics/Narcotics,
Hallucinogens, Healing Drugs,
Major Poison, Minor Poison,
Stimulants,
Truth Drug ... 1150, 118
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SPELL & SPELL LIST INDEX — B-C

Brew Potion

LILV.VILX .
Brewing Lore
Brewing Mastery .
Bridge ...
Brilliance ..
Brilliance Magic ...
Broken Hold ...
Brown Candle ..
Brush Fires ...
Bubble True .
Burgundy Candle
Burial .
Bumn ...
Bypass Stored Speil
Bypass Stored Spell IT .

C

Calculage 1,10 NE True .
Calibrate Bunuscx/’Tempcr
Call Bond ..
Call Cold ...
Call Drkfire
Call Familiar ...
Call Flame ...
Call insects ..
Call Rain .. :
Calm e 116, H" 11161
Calm [, L LIV, V, X .45.T18
Calm Song
Calm Song True .

181

Calm Water ...
Calm Water Truc
Calming Tale ...
Camouflage
Camouflage True ..
Cancet Channeling.

Lissence, Mentalism
Cancel Power ..
Cancel True ...
Candle Imbedding 111, 11, TV, V, VI

VIL VHL X, X, Truc ..... 1154, 1155
Candle Lore .. 1154
Candle Magic.... ... 1154
Candle Mastery .
Curtilage Regeneration.
Cartilage Regeneration True ... 52
Cartilage Repair .45, 52,123
Cartilage Repair True
Catatonia —.......
Catatonia True
Cause Cracks .
Ceiling Running
Ceiling Walking .
Ceilingwalking ... S
Ceremoni 128
Change .77, 13, 132,123, 11145, TV62
Change Lote
Change Master ..
Change Master True
Change Sex ...
Change Sex True .. .
Change Size ... 117,123, ]VG] 1v62
Change to Kind ........ 77. 113,132,117,

123, 11145, IVaz2

Change TYPIfE oo ovvees e 7%
Changeling 1. 1L II1 Y1V, V. VI VI
VI IX.X, True .. 1148
Changeling e 1148
Changeling Kind 1, 1L, 1L 1V,

V. VL VIL VI X, X True

. 107, 11145
. 107, 10045

1148

Changeling Kind Mastery ..
Changeling Mastery ..
Changeshape ...

Changing Facade
Changing Lungs .
Changling .......
Channel Opening
Channel Opening True .
Channeting Analysis ...
Channeling Dance [, IL True ..
Channeling Resistance .
Channeling Shield ...
Channeling Strike ...
Ch |

Channels T, 111, ¥, VUL X ..

Chant True ......
Chaos Bolt ..
Chzos Master)
Chaos Mastery ..
Chaos Presence ...
Chaotic Armor

LILIIL IV, ¥, VT
Chaotic AFMOC e
Chaotic Strike T 1L TIL TV, V

Chaotic Weapons ..uemeserseen
Charge Rod.

Staff, Wand oo (), 1154, 1165
Charm Animal ..o 182, NI79

Charm Kind .. 78, 116, 1174, 1182, 11143

Charm Man ..o veeeineeenesceeneen IVED
Charm Opposite Sex
LILV,VILX -A179

Charm Plant L IT79
Charm Power Ward .
Charm Same Sex .
Churm Song
Charm Song True .
Charm Spider
Charm True ..
Charming Mastery ..
Charming Tale
Charriing Tale True ..
Cheating .......
Chill Metal
Chill Solid ..
Chilled Bones
Chilled ...

Circle AﬂamL
Circle Flame ..
Circle Mastery
Circle of Blindn
Circle of Cold
Circte of Dark
Circle of Fire ...
Circle of Nether ..
Circle of Plasma ..
Circles of Power
Circles of Protection
Circles of Summoning
Cleaning 1. 11, 1L, [V,

vV, X. Mastery, True .. .
Cleanse ... E63 1180 73
Cleanse Life Fssence.
Cleansing ...
Clear Skies
Clear Water ..
Clear/Desalinale Water |
Cleave Earth

[84
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Cleaving RUNe ...covineieeesnenienns 1a
Climbing 1 . oo

Cling .......
Cloaking .-
Close Window
Clot 1, I
Clotting Curse ..
Clowing I, IIL V. True .. 43, 51,92, 122
Clotting
Cloud Mastery
Cloud Scrying ...
Cloud Shaping
Cloud Sight ...
Clouds of Dark ...
Clouds of Darknes
Code Analysis ..
Cold Analysis

Cold Ball .. 83,1174
Cold Mastery . .83
Cold Power Wor v 1163
Cold Resistance ....... 48,57, 106

Cold Resistunce True .

Cold True .. .83
Coldarmor . .76
Collapse Lung .. .99
Comd ...ccvenne 116
Coma's Tale .. 1162

Combat Enhancement ...
Combat 1. (1, 1l IV,
¥, VI, True
Combine.....
Coming of Age ...
Command [, 3L I, IV V, VI
Command .....
Command Power Word .
Command Words
Commands of the
Ancient Circle ......ann 1122
Commands of the

Circle of Night e.eiviiievrinnn 11123
Commands of the

Outer Cirelt i 22
Commands of the

Primitive Circle .eeecveerinenn. mz23

Commands of the

Second Circle ....
Commands of the

Stone Circle ..., JL22
Commands of the

Third Circle o eeoeienins 11122
C nal Ways 50
Commune LI True ..
Commune....
Commune ....
Communing Dance
Communing Dance True ...
C ing Dances
Communique ..
Compassion.....
Complex Contingency .
Complex Spell 11 IIL IV, V..,
Complex Spell Store ..............
Concentrated

Type A, B, C. D, E Element . _E28
Concentration 1, [1. IIL, ¥V .

Caoncentration ...

('onceptiun ...... £
C Mastery 123
Concussion's Ways . e 42
Condensation ., 84,113,133
Cnnﬂagration . LIS

Confuse ...
Confusing

Confusion ... 8, 110, 129,
131,123, 1V60
Conjure Plasma Elemenmal ... 1144

Conjuning Circle L I1, 1L IV, V, V114
Conjuring Ways
Consecrate Grounds
Consecration ...
Constant
Constructing Ways ..
Consume
Contact Other Plane ..
Contingency
Counnation [ LI 1V, V, VI
VI, VI IX, X, Mastery .
Contraction ..
Contractions
Contral Acid Mass ..
Control Animai i, 1I, ][l V X
Comtrol Chaos oo
Control Chaotic Ammor
LILILIV, V.V
Control Durk
Contral Dead
LI, Y, VI, X, True ...
Control Demon
LALLM IV, V, VL. 96, 1155, 1159
Control Element I, 1L 11, True ...... E4D
Control Elemental
Guardian, Servant .
Control Fire ..,
Control Fires . .
Control Flighe 1, 11, 111, 1V, True 79
Contral L I, HLL IV, V .80
Control Strong Elemental ...
Control Type A, B, C, D, E
Elemental
Control Type A. B, C, 3,
Elemental Gate ...............

90, 1155, 1165
e 140

1146, 1147

E42, B4}
Control Undead [ 1L 1L IV, V.

VL VI VIIL X, True
Control Weak Elemental
Controlling Song True ...
Controlling SONgs ....eeveereerrenns 128
Converse 1. 1, 11L. V, VI,

VI, X, True
Convert ...
Conveyance ...
Conveyance True
Conveying Ways.
Cookery ..o
Cooking Mastery ..
Cool Suld ............
Comer Acid Bolt .
Comer Darkfire Bolt ..
Comer Fires oo
Corner Lightning Bolt .
Corner Metal Bolt ......
Comering ..........
Cornering [ 111 .
Correlation .......
Correlation True
Correlations [, IL III, True.
Corridor
Corrode Leather, Magic,

Metal, Stone. Wood.
Corrosion -
Counterspetl 1, 1L, [V, V. VIIL KV
True ., . -V
Counlerspe]]s .
Courage ..
Courage Truc
Cracks Call

61,147

1146, 1168, 1169

82,94,98, 112
126, 133, 140, I, 18

[N e W=

Cn

Cr
Cn
Cry
Cry
Cry

Crny
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... 1147
- TH60

Create T)pﬁ A B CDE
Elemental ........oooveioiiii E62
Create Undead

LI IV, VY, True
Creations..........

Crime Lore: Object, Person, Place,

Time, True ...
Cnt Bonus 1, 1L 11, 1Y
Critical Mastery
Critical Negation ..
Cross Window
Crucible I, IL TH. [V ...
Crumble
Cryptics True
Crystal Encasement .
Crystal Hearnt, Heart True,

TONZUE oo,
Crystal Analys Bu\h De!cdmn

Flower. Infusion. Location.

Locatiun True, Nodules. Quest,

Seed, Spawn, Vine................ IiI68
Crystal Blade True, Bolt, Bolt True,

Charge Bolt, Charge Bolt True,

Ears, Eyes. Might True, Plate,

Repercussion, Repercussion True.

Scales, Shot. Shot True, Sight.

Skin. Strength True ... 170
Crystal Lite, Portal True,

Rift. Tree
Crystal Adder 1L N TV .
Crystal Blade 1, IT.............
Crystal Magic ...
Crystal Mastery ..
Crystal Matnx LI HI IV, V
Crystal Might LIT 1170
Crystal Partal 1 1L IIL IV, V,

VI VI VIO ... 1168, 11169
Crystal Power
Crystal Rune Empathy .
Crystal Rune I IL THLL TV, V|

VL VILVIILIX. X ...
Crystal Rune Link L, 11 IV ..
Crystal Rune Mind ...
Crystal Rune Will .
Crystal RuneStone .
Crystal Ship.eo e,
Crystal Store 1, 1L, 1L TV, V
Crystal Strength LT ...
Cultivation .........
Cultivation True .
Cure Animal Disease
Cure Plant Discasc .
Current Command
Curse Analysis ..

. Curse Craft I, 1T, l R
Curse of Back Spasm, Gdb
Ravenous Hunger, Silence,
Unguenchable Thirst ...
Curse of Dake, Shar Bu
Curse Tales ...
Curses
. Curtain Wall ...
Curved Airwal!
Curved Wall ...,
Curved Wall 1L 1
Curved Waterwall ..
Curvewall
Cut Repair
LIO ...
Cut Repair True ...

. 166

43,51,92, 110, 122,126
43,122

Daily

LIL L, W, VIE X, True ... 90, 1165
Damage Resistance......owumeies 106
DANCE it 160, IV67
Dunce Of Beguiling, Binding,

Calming, Fear, Forgetting,

Holding, Mastery, Panic,

Smber . 76
Dance Of Pervor. Fervor True,

High Communion ................... 179

Dance Preparation .
Dancing Weapon ...
Dancing Weapons
Dangersense ..

Dark Absolution _
Dark Blinding .....
Dark Ch 1
Dark Contacts
Dark Control .
Dark I, 11 ...
Dark Law .....
Dark Lore
Dark Lore L L1 11T,
Dark Mastery ..........
Dark Power Word

Dark Slecp, Stunning . .62
Dark 8 s 96
Dark Thoughts

Dark Wind .......
Darkbelt [, 11, 111,
Darken ...........
Darkfire Boltl Il Il
Darkness ..

Darkness

Darkvision ... 75, 91,94, 11,
123, 1135, 1173

Darkvision True .....c.ocoevereniioeennn 91

Dash | ... 173

Dash ..... W77

Daydream JM75, 1Ve?

Lead Spirit Binding [, 11, (11, 1V,

V. VL VIL VIIL IX, True ... 144
Dead Spint Mastery

LI VO VIL X, True .. 1146, 1147
Deadly Dance 111, L. V, True ..... 1177

Deadly Dances ........coooeevennen. 177

Deafen ..o i 87
Death Analysis ....... 76, 140, 1160, 11158
Death Blave ...

Death Cloud ..
Death Master:
Death Mastery ..
Death Power Word ..
[death Prayer ..
Death Quest
Death Troc ..
Death Ward .,
Death's Delving .
Death's Memory ...
Death's Tale.......
Death's Tale True .
Death's Vision
LILIL IV, True ...
Decipher Crystal Rune
Decipher Elemental Glyph
Decipher Glyph ...
Decipher Rune ...
Decipher Rune/Sigil .
Decipher Symbol .
Decipher Ward .
Dedication ..o vevovencrcereenn 2

1150, [151

.73
..E29

Deep Earth Commune ............. 11169
Dcep Earth Empathy ...

Deep Earth Healing ...
Deep Elemental Forge .

Deep Inscripion LI TH L 173
Deep Probe ... . 140
Defender Rune .. LI
Deflect [ IL II1, 1V, True ....... 108, 125

Deflections I, 11, IT1
Deflections Organic .
Dehumidify ..,
Dehumidify True
Dehydrate
Delay I 11, 111, IV, ¥, VI, VIL,
VIIL IX, X, Mastery, True ......

81. 1172, 1180

E39
Delayed Spell Enhancement ...... E39

106

Delving

Delving ..ovevceeneen. 76, 106, 121, E30,
140, Hod), IT158

Delving Law
Delving Ways
Demon Familiar
Demon Form
Demon Form True
Demon Mastery

LILITL TV, V, VI L.
Demon Mastery .......
Demoen Shadow
Demon Summons True
Demon's Wings ...
Demonic Assistant
Demonic Gate L IL I ..o 49
Demonic Possession

LILHLTY e
Demonic Shadows .
Deoxygenation
Desalination .......
Desiceation
Destination Sail
Destroyer
Detect Ambush ............
DNetect Ambush True .
Detect Blessing
Detect Channeling.............. 38, 74, 109

E29, 11145

Detect Chaos, Crime, Disguise.

Drugs, Emotions, Evasions,

Law, Lie, Motive, Poison ...... 1138
Detect Curse ...

159

- 38,47, 60, 106,
121, 1271152

Deteet Death
Detect Detections
Detect Dream State 1.
Detect Earthblood ...
Detect Elemental Energy ..
Detect Elemenial Link ..
Deteet Enemies
Detect Emtity ..

Detect Fssence 38 74, . s
Detect Evil ... 47,74, 109, 11145‘ 1H38
Detect Good . .. 62, 11158
BDetect Huare 47,062,109
Detect Hex 2
Detect Illusion .. 85,91, 111, 119, 1158
Detect Nlusion True
Detect Invisible

Detect Litc
Detect Main Link
Detect Mechanism ..
Detect Mentalism ...

E29, 145
. 118s

Detect Nether ..

Detect Plasma
Detect Ponals .,
Detect Power
Deteet Sight ...
Detect Scrying
Detect Spell ..
Detect Traps .
Detect True ... ..
Detect Undead .
Detect Waiting

Detecting Ways ..
Detection Master,
Detections ..
Detections Holy ..
Detective's Far, Eye
Determine Fertility .
Devil Smoke ........

106,127, I”'] 1145

Dldgnnsl%
Dimension Lure .
Diminish Chaos
Direction ...
Direction True ..
Disarm 1, 11

Discord Power Word ............. Ilh’;
Disease 60
Disease Paritication ..................39

Disease Resistance
Discase Resistance L, [l 11[
Disguise
Disguise Mastery
Disguise True
DisiHusion
Disillusion True ...
Disintegration
Disjunction
Dismiss ...
Dismiss Spirit Rune
Dismiss/Banish .
Drismissal Lo,
Dispel Channeting,

Essence, Mentatism, True ... 80
Dispel Magic
Dispell Power
Dispelling Ways ..
Dispersed Tvpe AVB,C D, F

Element ..
Displacement

LILIL V.Y 8BS, 107, 131, 1144
Disrupt ...,
Disruption ..
Disruption True ,
Dissociation ...
Dissolve Chaos |
Dissolve Normal, Slr()ng,

Weak Elemental
Dristoruons ...
Dristractions ...............
Dodging LIV, Trie.
Dome Wall ...
Dominate Enemy
Doom Imprecation
Doom’'s Law .........
Duor ..

Dmlb]e Crxumls
Doubt ...,
Dragon's Eye ...........
Dream Adaptation I, 1L, True .
Drearn Beast I 11 T, True
Dream (TOmpanion L1
Dream Dance 1, 111 .
Drean Death ..

Drcam Fanulmrl ll ill .

..E28
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Dream Field ...
Dream Fietd True
Dream Gate ...
Dream Gate True
Dream Girl ...
Dream Guard
LU HYO IV, WOTrue s 74
Dream Guard e 11174
Dream 1, 1L L BV, ¥V .
108, 121, E58, lIlﬁ‘) lll7$
1163

Dream Killer L, L, True
Dream Law ........
Dream Lock 1 11, 11, IV, True
Dream Lore 1, 11, True
Dream Lore
Dream Mastery ..
Dream Mastery True
Dream Path ...
Dream Pattern ...
Dream Pattern True ..
Dream Share 1, V, True
Dream Shiftng ...
Dream State 1 1L, [ll True
Dream State oneeeees
Dream Travel 1, 1L, True ..
Pream True . .
Dream Un]mk 1 Il [][ IV lrue 174
Dream Yision [ U1 Troe ..
Dream Yision ...
Dreams True .
Drizele Head ..
Drought .......
Drug/Poison Analysis .
Drnd Symbol ...
Draid’s Peace ..
Druidstaff
Druidstaft True .
Dry Bathing ... -
Duli Blade .o
Dull Mind

LI TV, v, VE VI X L 129
Dun Candle ...
Duplicare {the
Dust Devils ..
Dust ........
Dusting
Dwelling Carse 11 ...

Ear Disruplion
Earth Analysis ..
Earth Calm ...
Earth Elemental
Earth Empathy .
Earth Law aionimacmaniann 82
Earth Master .

..ll‘J

Earth Mastcry .ocovvevinsnrmmmeninnens 82
FEarth Mastery L II53
Earth Mount 1, 1L, 1T, True 1186

Earth Summons.......
Barth to Dust.
Farth to Mud ...

Earth's Door ..

Earth/Mud .

Earth/Stone LR
Earthalarm .. 112

Earthbeast .
Earthbiood (J.nhcr (m\emtmn
Earthblood's Awarcness
Earthblood's Ways .
Earthbones Empathy .

Earthcalm .

Earthcloak ...... L2
Eurthcommune 112
Earthgate ......... 112
Earthgate True It2
Earthguardians .12
Earthjar ....... 1z
Earthkeep ... 2z
Earthmight .. A2
Earthpresence . 111
Harthsense ... L
Earthwall ... .38, 82, 1153, 1180
Earthwall True ......ooooovens 38. 82,1133
Eestasy v - IV6l
Edgerunniny ... .93
Eldritch Weapon .. 1184

Element Blade ..........
Element Blade True .
Element Lore Master
Elemental Absorption ..
Elemental Absorption

L 11, 11§, True
Elemental Area Attack Law ..
Elemental Armor ... V57
Elemental Attack Enhancement E40
Elemental Attack Law
Fl tal Bani
Elemental Chants .......
Elemental Commune
Elemental Contlagration
Elementul Continuation ..

Elemental Control Analysis...........E30
Kl tal Detection E28
Elemental Environment Anal. ....... E30

Elemental Familiar .
Flemental Fires
Elemental Forge,
Forge Mastery, Fumuce
Elemental Form
Elemental Form True .
Elemental Gule ..........
Elemental Crate True ..
Elemental Gates ...
Elemental Glyph Analysis
Elemental Glyphs ...
Elemental Guardian ...
El tal Guardian
Elemental Guardian True ...
Elemental Healing
Flemental Healing
LI 1EL IV, Teue o,
Elemental Item Law ...
Elemental Language Analysis

L IVSTIVSE
LIVAT. V38

- E60
.. E30

Elemental Link ......oocoorernene. IV38
Ele tal Lore E3
Elemental Master V, X, XV ... IV3§

Elemental Mastery ... E34, B33, E36,
E37, E38, E39, E5], E52, ES3. E54,
E47. ESR, E6), Eb1, E62. E63, 1175

El tal Mastery E#

Elemental Mastery True ....... E57, ES8,

E6D. E6l, Eb2, E63

Elemental Mobile Barrier Law .. E61

Elemental Mold Mastery .............. E45
El tal Molding E45
Elemental

Non-Mobile Barrier Law ......E61

Elementat Pattern L, 1L True ..
Elemental Poison ...
Elemental Pooling ..
Elemental Power Analysis ...
Elementa! Protection Law ..

[86
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Elemental Rune Analysis
Elemental Runes ...
Elemental Sensc Mastery .
Elemental Senses ..
Elemental Servant ..
Elemental Shields ..o
Elemental Spirit Binding
Ele¢mental Storm
Elemental Summon

I, V. X, XV e V58
El tal S IV58
Elemental Summoning ...... E62
Elemental Summoning Law ....... E63
El tal Summons

Elemental Survival ........
Elementul Survival True ..
Elemental Symbol Analysis

Entertain ‘TTue
Enthrall Men 111, X
Entily Mastery
Epilepsy
Erase Rune ..
Erosions ......
Escaping T IL TIL TV, V,

VI, VII, Troe ...
Escaping Ways . =
Essence Analysis ...
Essence Concentration

Power Word ..
Essence Hand ...
Essence Imbedding
Essence Resistance ..
Essence Shield ..
Essence Strike ...

Elemental Symbols
Elemental Travel .
Elemental Travel ... .
Elemental Travel True ..o
Elementul Type A, B, C. D, E

Sense I IL LIV ... . B
Elemental Wall Enbancement
Elemental Ward Analysis
Ylemental Wards ......... T— JT.L}
Flemental Ways e
Elemental Weapon True .
Elcphantiasis
Emate ...
Emotions
Empathic Contact ... lII24
Empathy .......coooveene
Empathy Rune ...
Empowerment 1 IL 1L IV, V. IvVee
Enchant Farth 1. 1L TIL IV,

VOVLVIL VI e 1167
Enchant [, 1L LIV, V. VL VIL

VIHL XX, X1 XU
Enchant Wax
Enchunted Rope
Enchunting Law
Enchanting Ways
Enerny Master
Enemy Speech
Enhance 1. IL 11T
Enhance Anack [, 1L 0L IV, V... Fd4l
Enhance Attack Intensity

LILHOL IV, V .. e B4
Enhance P-E Pmmmng l ll IH

IV, V, VI, VIL VIILIX, X LK
Enhance P-E Poisoning Mastery .
Enhance Potency R
Enhanced Elemental Criticals .... E
Enhanced Elemental Duration ...
Enhanced Flemental Potency .....
Enhanced Elemental Radius ...... g
Enhanced Elemental Ranging .... E49
Enhanced Elemental Targeting . ES0
Enhanced Proto-Elemental

Poisoning Eil
Enhancement ...

Enhancement Trug .

Enlarge .. .

Ealarge Pm»er Word e 1183
Enfarge Self .. w17

Enrich Soil ...
Enrich Soil True ..
Enrichment........
Enrichment Mastery
Enshroud
Enterain ...

E e's Perceptions
Etched Rune ..
Ethereal Arm ..
Ethereal Door, Room,
Ethereal Mastery
E\dpnr.mon
Ev
Evil Eye
Evil Eve .
Evil Eye True
Exact ...
Excommunicaton ...
Excommunicativn True ..
Exoveism ...

Exorcism
Expansion ..
Expe! Chaos ..
Extending Dance 11, 1V, V
Estension ...
Extension 1L 1L 1
Exterminate .........
Extinguish Major. Minor
Extra Limb ..
Exira Strong, l ]l llI lV A2
Eye & LCar Regeneration ...
Eve Disruption ...
Eye Spy ........
Evye Targeting, .
Eye/Ear Repuir ...

F
Facade IIL UL W .

85,107
[23.1v62
S92 113,123,178

Facade ..
Face hh:ftmg
Face Shifting True

Fulse Tmage
False Scrying ..
False Sight
Familar's Law 129
Familiar c.o..ooooeerecerne. 80, 96,113,129,
Ji55, 1158, 1166, 1171, [182
Familiar T 17
Famihar Spell Store ..
Familiar True ...
Family Curse 111, ]II True ... [I15
Far Irongrip 11 V. X . .
Far Mind Speech ...
Far Sense 1, 11, 1L IV, V| True
Far Steetgrip 1. V
Far Stonegrip I V, X, XV .
Far Tree Returming
Far Voice ...
Fargrip 11 V, X, XV, XX
Fascination Dance
M V. VIL X, Troe . D8

MO R e e me e e e

jes e el B B B N B TSI
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FI:
Fo
Fo
Fo
Fo
Fo
o
Fo
Fo
Fol
Fo)
Fol
Fol
Fex
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133, 1181

Fascination Dances .
Fasi Spront ...
Fast Sprant 1.
Fast Swim ...
Fatul Inversion

Fear ...... 5

Fear Ward 65
Fear's Sung 128
Feel ........... L7
Feel Mirage 1)L ULV, True ........... 87
Feel Mirage . 5%

Feel Scrying.
Feel Sight
Feel Trigger .
Feel True ...
Feel-Taste-Smell
Feel/Presence Mirage
Fencing Partuer .
Fertility Controt ..
Fetal Rotanion, Vision
Fiery Ways v
Final Cusse oo 4z
Finding ..... A6, 0d, 117,119
Finding True A6,64, 117119
Fine Touch...

Fire Analysis 144, l[Gf)
Fire Armor ... 76,115, 11T
Fire Armor Mastery ..o M7

Fire Armor True ..

Fire Ball ... K2, 115, 1175, 1071

Fire Bolt ... 82,133, 1174, 1171
Fire Bolt V .., nyri
Fire Law 52
Fire Muastery . 82
Fire Nerves

Fire Power Word .
Fire Starting ........
Fire/Toe Blade
Fireblade ...
Furestop ...
Firesterm
First Strike Weapon
Fit Enchunted Malerals, Glass.,

Normal Metal, Waood ..
Flame .
Flare ...
Flatlening
Flesh Destruction ..
Flip 1 11T
Float ...
Floater
Floating Lungs.

Flow Stoppage L ..
Flow Stoppage T .
Flow Swoppage True ...
Flowstop L ULV .
Fluid l)estrumon
Fly v
Fly 111 LtV .
Flying Disk I 11111 ..
Fog...

Fog Call .
Fog of Darkness
Fog True ...
Fogvision ..
Fogvision True .
Foltowing
Following Acid
Following Darkfire Boh ...
Following Fires ., .
Bollowing Llé.hlmnb Bult .
Following Metal Bolt .. .
Food & Drink Anulysi.\

Foud Dehydration ................
Food Dehydration True ..
Food Finding
Food Preparation ..
Food Preservation ...............
Food Preservation True ..
Food Production
LMLV, Trae ...

5%, 178
g

.46, H181
Force Analysis L IL I, 1V, vV, VI,

VI, X ......95, E44, 1146, [155, 1159
Force Analysis True
Force
Force Information 1 I1, TH. IV, V, V1,

VIL X ......95, E44, [146, 1155, 1159
Force Information True
Force Rune
Force Search 111, 1L TV, V, VT,

VIL X ... 95, E44, 1146, 1155, 1159
Force Search True ....o.vevevevccennen. 146
Forget

Forgedd, X, True
Forget ...

Furgemng Snng
Form Master
Foul Chang,
Foul Changes II ......
Foul Changes True
Fracture Repair
Fracture Repur True ...
Free Hand
Freeze ...
Freeze Liquid
Freeze Water ..

Friend Speech ...
Friendslayer ...
Frost/Bum Relief
LILILIV,V, True .
Frozen Time
Fumble ........
Fumble Modification ...
Fury . ...
Fuse Weapon
Future Visions .............corceneennians 121

Garbled Hearing
Crarbled Voice.
Gas Alteration .
{ras Anabysis ...
Gas Destruction

Gas Manipulation ...
Gas to Alr .
Gas-Air.
Gaslungs
Gate ...
Gate Cleaver
(iate Main
Gate Main True ..
Gate Mastery ..
Gate Presence .. .

Gather True .
Guthering ...
Gauge Lock .
Geas .o
Gem Appraisal
Gender Control ...

General Anaesthesia .
General [UIL I IV
General V
Genetic Control
CHve

Glamonr ....oocevvevne .
(ilamour

LILIL V. X, Troe........
Glamours .....eeceneennees
Glare I HIL 1V, V, ¥]
Glibness
Glyph I, 1L LIL 1V, V,

VI, VIL VIIL X, X
Glyph Law
Glyph/Unglyph 1, IL, IIL IV,

V. VL VIL VIIL 1X, X ...E29, E3D
Golden Candlc .
Golden Shl“&:lﬂbh .
Golden Slumbers ...
Golem Spirit True ..
Goodness: Lightblade ...
Gouodness: Repulsions ..,
Gorgon Eyes
Grand Tasad .
Great Allention ...
Great Aura
Great Command L 11 111,

IV, v. VL VIl ..
Great Commands ..
Great Control
Great Crack ..
Great Cracks .
Great Earth Elemental
Great Hammmerstaft .
Great Leap...
Great Merge .
Grear Merge Wood .
Great Merging Organic .

133, 1160, [v6l

1153, 1v62

4404, 54, 57

Grear Resistance True ...... 136, 137, 139
Great Shout .. b
Great Song ... 126
Great Spider Shapechange . l\fm
Great Spider Summons .. Iva3
Greal Stoneheal 121

Great Transferral True ...eeee. e, 139
Great Vacuum 84,99, 133
Greater Animal Production ..............46
Grealer Animal Restoration ..
Grreater Death ...
Greater Demnon Summaon
Greater Demonic Contact ....... 5
Cireater Demonic Gate ... 80, 96 1155
Greater Disease Purification
Cireater Druidstaft
Greater Earthmight . .
Greater Elemental Area Attacks ES]
Greater Elemental Attacks F52
Greater Elemental Items ... .E52
Greater Elemental
Mobile Barriers ..
Greater Elemental
Non-Mobile Barriers ............ E53
Greater Elemental Protection ....E54
Greater Elemental Summoning . ES4
Greater Elemental
Armor, Shicld ...
Greater Elemental
Ball, Bolt, Cone.......
Grreater Elemental
Beast, Being ...
Grreater Elemental Bond,
Entangle. Touch .....E36, E53. E61
Greater Flemental Circle,
Enshroud, Wall........E37, F51, E61
Greater Elemental Cloud/Fog,
Field, Storm ........... E34, E51. E57

.E53

~E35,E52, E6D
E35,E52, E5H

E39. E54, E63

Greater Elemental Immwolation,
Protection, Resistance
................................ E38 E54, E62

Greater Elemental
Weapon ........E36, E52, E6O, 11157

Greater Fthereal Gate ..

Greater Fireblade ...

Greater Hammer Strike

Greater Holy Symbot

Greater Nobie Weapon .

Greater Plant Production .

Greater Potson Purification ...

Greater Poison Sirike

Greater Serpents Strike ..

Greater Server
Flemental ..............

Greater Skeletal Strike .

Greater Spiru

Greater Strike

Greater Sudden Light

Greater Warder Spirit ..

Greater Wispling ...

Green Candle .

Green Tongue ...

Grey Candle ...

Grey Vision ...

Growing Step, Whirl ...

Guarded Sight ...oovuveecreercorenens

(iuardian Attack
LILOLIV, YV, True ... ]

Guurdian Spirit ......

Guardian Ways.

Guardian's Splrn

Guess ..

... 1146

F3§, BS54, E63
1146

.46, 50, 65, IUE
116‘) (1549, T1t69

Guess L ILNLIV.V, VI ES%
Guess True .., EsY
Guilt 97,130
Guitt True ... 2130
Guises 85

Hallucination
Hammerstaft
Hand of Fire ...
Hand of Fire True .
Hand Rune ..
Hard Wind ...
Harden Wall 1 1L L TV W,
VI VI VIIL True .
Harvest

16, 131

V. X
Haste ...
Haste Rune .,
Haste True

L5072, 1177
LC25

Hale Analysis
Hate True .
Heal .
Heal Burn 1,11, 103 ............
Heal Earth 1, IL L, 1V, V
Heal Frostbite L1 ...
Heal Life Cssence
UE YV, VIL X, True ...
Heal Mujor Fracture ..
Heal Metal T, {1 11, IV, V
Heal Miner Fracture ..
Heal Power Word
Heal Stone I 1T, 111, BV ¥
Heal True .
Healing ...
Healing Trance 1, 11111, 1v

 True 170
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Hearing Loss
Heart Regeneration, Repair ..
Hearth Magic .
Heat Armor .,
Heat Inorganic .
Heat Metal ...........
Heat Resistance ...
Heat Resistance True .
Heat Solid .............82, 112, |33, 1I71
Heat Stone .
Heatarmor
Heaviness
Hellfrost
Hellgrounds
Hellscape ..
Hellsea ..
Hellsky ..
Hemophilia.......
Herb Cleansing
Herb Enhancement .
Herb Finding ..........
Herb Finding True .
Herb Lore
Herb Mastery ..
Herb Mastery
Herb Mastery 1L, 1], V, X, True ...... 55
Herb Production ... ITOTOTROT

Herbal Research and Design
Hesitation
Hex ..

Hldden Smke
Hlde Tracks LTI, V, X, XX, True .57
Hiding True
High Intelligence .
High Level Spells
High Personality .
High Prayer ..
Highriding
History ......
History Trug .
Hold .........
Hoald Kind .

Hold Kind 1. 11.

Hold Man .. VoD
Hold True oo 78
Holding ............ 130, 162
Holding Song .. 125
Holding Tale..... 1162

Holy Aura L 1L I IV, V, True...... 126
Holy Avenger ...,
Holy Avenger True.
Holy Bridge
Holy Focus ...
Holy Presence |
Haly Shout ...
Holy Vestment .
Holy Vision ..
Holy Warrior:
Holy Weaponry . ..
Hely/Unholy Water
Homicide
Homonculous
Hopelight ...
Horror
Houri's Change ..
Household Magic ..

.49

Hues . 56,59, 107,120
Hurl Weapon. 1vey
Hurling 5, 25, 50 . e 114
Hurling 1 HI (oo 72, 1!4 140

Ice Armor ...
Ice Bolt .

Icewall ..

fcy Touch .
Identify Dirug, Poison ...
Identify Spirit ...........
Identify Spirit Runes
Identify Spirit True
Ignore
Musion T LTV, V, VIL X,

True ........ 86, 109, 1153, [159, IV62
Hlusion Law 1ve2
[lusion Mastery 86
INusi 169
Hlusions I1, 111, ¥, VII, X .14
usionsight ... 119
Illuscry Terrain .. 135

Musory Terrain True
Image of Power .....
Imbed [ IL IIL IV, ¥V, VI,

VIL VIIL X, Troe e o), 1i65
Imbed Symbol

LILIML V. VL VIL X .
Immobility Power Word ..
Immolation ..
Impair 1, 1L, V., X .
Impersonation Facade .
Impersonation Voice ..............
Implant Thought ...
Implosion .......
Impossibility
Impotence ...
Tmpotence True ..
Trprecation .
Indictment
Influences....
Information Processing
Inner Thoughts
Inner Wall ......
Inner Wall 1, 1L, I1I. V, True
Inner Walls .......
Inorganic Skills
Insane ...
Insanity Power
Insscribe
Inscribe Sign ...
Inscribe True
Insomnia......
Insomnia True
Inspiratons 1, 1L IV, V.,

V1L, VIIL IX. X, Mastery .
Inspirations
Instability ...
Instant Herbal Cures .
Intensify Critical 1, 11, 11, 1V ..
Intuition L, III. V, X, True
Intuitions 1, [1) 11E, V.,

VIL X, True ....

K

.50, 108, 121,

llf;‘) 11159, 11169
179

Intuitive Dance I I1I, V, X, True ..
Invert .
Investiture
Invisibility
Invisible ...

77,107, 131, TII44., 1V62
.. 1H25

(88
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Invisible Ways ...
Invisible Wielder ..
Invocation
Invoke
Tnvulnerabhility .
Irongrip
Tronsight
Item Analysis
Ttern Analysis
LI, LV, VI True
Item Assessment .
Item Feel ...
Trterm Lore ..
Ttem Lore .
Item Vision ..

.63, 106, 121

Itemize 131
J

Jamming .... 75, 159, 1RO
Jealousy ... IV60
Jewel and Metal Assessment ... 127
JOIning .o 43, 44, 45, 51, 52,

53,110,122, 123,124
Joining True ...........43, 44, 45 51,52,

53,122,123, 124

Joint Repair
Juint Repair True ...
Jolts LI, V. X ..
Just War

|61 | RPN
Killing Light .
Kingdom Come ...
Kiss of Apony, Amnesia, Bhinding,
Change, Coma, Death,
Draining, Fire, Infancy,
Linking, Pain, Paralysis,
Slavery, Sleeping, Stunning,

Torment, Weakness ............... [87::0]
Kisses V60
Knives of Earth, Wood .................. 134

180
Knowledge 1, I1. III, True . ...1V59

L

Labur Control ... 132
Lactation Control .... . I32
Landmg ... 79, 93, 114, 124, 172, 1175
Landing True 93, 114
Landscape Creation ..........cc..ce.oev.e. 137
Language Lore..... 127, 1161
Language Master..... 11163

18
Ive7

Large Animal Restoration .
Laugh........
Law of Doom ...
Laying On Hands

LILIOLEIV, V. True............... 1181
Laying Om Hands
Lead Metaller ...

Leaplngl L
Learn Language II, 111, IV,

vV, Trae ......... 127, 161, 1162, 1163
Learning of Mins ... 60
Leaving ... .79, 93, 115, 1144
Leaving L II, I e 1175
Leaving True . 115, [1[44

Leprosy ... ... 60

Lesser Animal Production ..
Lesser Cloaking .......
Lesser Construct Spirit
Lesser Demon Summons .
Lesser Demonic Contacr .
Lesser Demonic Gate ...
Lesser Druidstaff
Lesser Elemental Area Attacks..E34
Lesser Elemental Attacks .
Lesser Elemental Items .....
Lesser Elemental

Mobile Barriers
Lesser Elemental

Non-Mabile Barriers ............
Lesser Elemental Protection ...
Lesser Elemental Summoning ....E38
Lesser Elemental

Armor, Shield .........
Lesser Elemental

Ball, Belt, Cone ......
Lesser Elemental Beast,

Being .....ccce.ee. E34, E39, E34, EGl
Lesser Elemental Bond,

Entangle, Touch ...
Lesser Elemental Circle,

Enshroud, Wall .......E37, E53, Ef!
Lesser Elemental Cloud/Fog,

Field, Storm ............ [34. ES1.EST
Lesser Elemental Immalation,

Protection, Resistance

.. E38, E54, EA2

95, 1155
.. 80, 96, 1155

E35, ES2, E60

E35, E52,E58

E36, E53. Eb|

Lescer Elemenlal

Weapon ........E35, E52, E6(), TH57
Lesser Ethercal Gate . 114
Lesser Golem Spirit .. 03
Lesser Hammer Strike ., 1157

Lesser Holy Symbol .
Lesser IMusions ...
Lesser Noble Weapon
Lesser Plant Production
Lesser Poison Strike .
Lesser Serpents Strike ..o,
Lesser Server

Elemental ...............
Lesser Skeletal Strike
Lesser Spider Shapechange .
Lesser Spider Swnmons ...
Lesser Strike
Lesser Sudden Light |
Lesser Traps .....ccocev.e..
Lesser Waiting Gate ..
Lesser Warder ...
Lesser Wax Fruit
Lesser Wispling ..
Leukemia .
Levitation .
Lich ...
Life Analysis
Life E ¢ Healing
Life Force Drain [ I, M .
Life Lore
Life Lore True ....
Life Mastery ......
Life Power Word
Life Typing
Lifegiving,
Lifegiving True
Lifekeeping
Lifestealing I, 11, [V, V,

VL vII, VIIL IX .. . 1144, 145
Light i, 59. 65,83, 107

50,122,14

—_—
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Light Anatysis .............
Light Control _......
Light Control True
Light Eruption ......
Light I, 1L HOIL ¥V, X, X
Light Law ...ocuciiiie
Light Lore I, 11, 1T,
Light Mastery ...
Light Mirage ..
Light Malding ..
Light Power Wors
Light Storm,
Storm Mastery, Trie ..

Light's Way .. il
Light/Dark .. 174
Light/Ignite ... ... 11160
Light/Sound Mirage ... 109. 1159, TV62
Lightarmor ......... 76
Lightning Armer .16
Lightning Bolt ... .83, 86,1175
Lightning Call 41
Lightning Red. .E57
Like/Dhslike ... 11163
Limb Death, Pain 99

Limb Preservation 43, 44,45, 122, 123

Limb Regeneration 11
Limb Running, Walking .. ... 1184
Limbruaning 4054, 57
Limhwalking .40, 54, 57

Limired Shifting .
Lingustics UL, ¥, VI, IX, True ... 11163
LinguiStics vveiesens 5
Liquid Alteration . S—— K ) 4
Liquid Analysis ..... 76, E30, 1160, 11158
Liquid Manipulation...........ce... 112
Liguid-Gias Skills L2
Liquid-Water ...
Listen ...
Listen True ...
Live Wood
Living Change
Living Gauge
Living Womb .......
Local Anaesthesia
Locate Access
Locate Bond ..o
Locate Elemental 1, T, 111, IV,

V. VL VIL VI True .., E29
Locate Familiar ..o..ooovvveevecneiennee, 129
Locate Major,

Minor Crystal Locality .......... 11166
Locate Metal
Locate Window .,
Locate Window True ..
Locating
Locating Ways .
Location .
Location Analysis
Location True

Lack Mastery
Lockbreak ...

Lofty Bridge ..
Lofty Movements
Long Calm .....
Long Control ..

Long Dive ...
Long Door ...
Long Door [ 11 ...
Long Ear, Eye
Long Fires ...
Long Flight Rune
Long Hiding True ...
Long Mind Store .
Long Mind Typing ..
Long Return Rune ..
Long Sense
Long Sense True .
Long Sleep

e 114,124
W79, 115, Hi44

Long Sleep Wax Fruit

Long Truth ..o,

Long Watch True . 139
Long Whisper ...... . 126
Longjump L IL TIL TV ......... 1172, 1173
Look of Disfigure

LILIL IV, V, True ... 151, 1152
Look of Terror

LIL UL, True . 1151, 1152

Loosen Earth | 82,98, 1153
Lord Aging .......

Lord Aim.......c.cccouu.ee. 72
Lord Animal Bonding . n71
Lord Animal Control ... . 1166
Lord Animal Master ..., 1166
Lord Animal Summons .. 1158
Lord Animate Dead ..... 144
Lord Aura....... 63
Lord Balance .. 173
Lord Calm ....., 45,119
Lord Changeling ......... 5 1148
Lord Changeling Kind. 1148
Lord Channels ... 49
Lord Confusion ..... 131
Lerd Control Dead 1147

Lord Centrol Undead 1147
Lord Counterspell , 1V70
Lord Crysral Rune . 173
Lord Dead Spirit Binding 144

Lord Dead Spirit Mastery
Lord Dead Summons ...
Lord Demon Summons
Lord Dream ...........
Lord Dream Vision
Lord Dreams ...
Lord Druidstaff ...

Lord Elemental Master
Lord Elemental Summon .
Lord Enhance ..
Lord Fargrip.
Lord Forget ..
Lord Glyph ...
Laord Glyph/Unglyph .
Lord Guardian Atwack ...
Lord Herb Finding .
Lord Leaving .......
Lord Lifestealing
Lord Location ...,
Lord Main Summon ...
Lord Master Undead
Lord Monster Summons
Lord Persuasion
Lord Potion ...c..cc.co.o.....
Lord Purify Elemental
Lord Purify Spirit
Lord Pyrokinesis .
Lord Research ..
Lord Run

Lord Rune
Lord Rune Paper
Lord Rune/Unrune
Lord Sleep .........
Lord Spell Held .
Lord Spell Trigger .
Lord Spelitrap ....

Lord Spirit Binding ..
Lord Spirit Rune .
Lord Spirit Rure ..,
Lord Spirit Summons ..
Lerd Spirit Tongue ...
Lord Summen ....
Lord Summons ...
Lord Symbol ..o
Lord Symbol/Unsymbol ..
Lord Teleport
Lord Unglyph
Lord Unpresence
Lord Voice
Lord Waiting Glyph ..
Lord Ward/Unwurd
Lord Warding
Lore
Lore Mastery ...
Lore True
Lore's M
Lores

.73, 1166 11161

Lost Experience ........
Lost Experience I, IT ..
Love Spell
Love True
Lovesick Man
Love/Hate.........
Low Intelligence
Low Personality
Lunacy ..o,
Lung Repair ..

Lycanthropy ..
Lying ............

M
Magic Basin ..o, 133
Magic Cauldron L1 .................... 11181
Magic Lock

Magic Resistance .

Magic Targets ...

Magic Stone ... 121
Magical Harden Wall I, [T, True .... E47

Magnetize .......coovecrrooocceenn, ES6
Main Armor, Form, Form True,

Gate, Gate True, Survival,

Survival True, Travel,

Travel True
Main Conflagration .. .
Main Link ...oovvorvris e
Main Summon 1L, V, X, XV ..
Major Allergy
Major Blade Change ...
Major Body Switch _,
Major Duplication ....
Major Ear Repair................
Major Elemental Ammor,

Shield, Weapon .,
Major Elemental

Ball, Bolt, Cone .............. ES2,ES58
Major Elemental

Beast, Being ......ccocvunnes ES54, E6)
Major Elemental Bond, Circle,

Enshroud, Entangle,

Touch, Wail .................. E53, Ebl

...E52, E60

Major Flementat Cloud/Fog,

Field. Storm .................. Es1, E57
Major Elemental Immaolation,

Protection, Resistance ..... E54, E62
Major Eye Repair ... 44,583,124
Major Fracture Repair ..., 45, 52. 123
Major Fracture Repair True 45, 52, 123
Major Golem Spirit
Major Improbability
Major Malleable Body ..
Major Nerve Repair
Major Pain.....
Major Poison .,
Major Server Elemental |,
Major Spider Summons ..
Major Spirit Rune
Mujor Spirit Rune
Major Traps.......
Major Ultrasonic
Major Vessel Repair
Major Vesset Repair 1, 111
Major Vibration
Major Web
Make Alloys
Make Eog .......
Make Rod, Staff, Wand .
Make Steel .....
Make/Work ....
Malaria ...,

98117
.89, 125, 1155

Mana Fires ... 5

Manipulate Chaos .....................

Mannish Distunce, Masiery, Mastery
True, Measure, Probe, Ruler,
Scale, Volume, Volume True ... 140

Mannish Scabe 75
Mannish Ways 140
Mark of Doom

Marriage ..........
Mass Aim Untrue ..
Mass Air Wing ...
Mass Analysis ....
Mass Animal Calming ... 45,118,119
Mass Aura
Mass Balance ..
Mass Bladetumn ..,
Mass Blood Repair . .43
Mass Blur .....
Mass Calm
Mass Cartilage Repair
Mass Change ...
Mass Clotting ..
Mass Coidarmor .
Mass Conflagration .
Mass Confusion ..
Mass Cut Repair
Mass Dance
Mass Darkness .
Mass Daydreams.....
Mass Deafening
Mass Death ...
Mass Deflection
Mass Disguisc ..
Mass Disruption ..
Mass Distraction ..
Mass Earth Mount
Mass Earth to Dust ..
Mass Earthgate .
Mass Enjarge.
Mass Facade [
Mass Feel
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Mass Fire Merves ...
Mass Flow Stoppage ..
Mass Fly
Mass Flying Disk
Muass Gaslungs .
Mass Haste
Muss Haste X
Mass Heatarmor ..
Mass Ignite
Mass Invisibility .
Mass Laugh
Mass Leaving ..
Mass Light
Mass Lightarmor .
Muss Long Door ...
Mass Major Fracture Repair
Mass Merging
Mass Mind Shock ..
Mass Minor Fracture Repair
Mass Misteel
Mass Muscle Repair
Mass Nerve Regeneration ...
Mass Nerve Repair True
Mass Nightvision
Mass Pan ...
Mass Panic
Mass Pleasurc 1, 11, I ..
MMass Powder Stone ...
Mass Production True
Mass Quiet
Mass Repair Trug ...
Mass Repairs True .
Mass Run
Muss Shatter Repair .
Mass Sigil ...
Mass Sign .
Mass Sign .
Mass Silence
Mass Smell/Taste
Mass Soundwalls
Mass Speed ..
Mass Summons
Mass Survival
Muss Telepor .
Mass Teleport True
Mass Tendon Repair .
Mass True Healing |
Mass Undisease
Mass Unminding .
Mass Unpoison
Mass Unseen ...
Mass Utterlight
Mass Vibrations
Mass Vision ...
Mass Water Production
Mass Water Steed .
Mass Waterlungs
Mass Watervision
Mass Word ...
Master Chaws .. .
Master Chaos True .,
Master Chaatic Armor
LILIL IV, ¥, V]
Master Elementa) Servant
Master 11
Master of Kind .
Master of Kind [, I1
Master of Man ...
Master of Movement .
Master of Undead Mastery
Master Strong CBlemental ...

Master Type A, B, C, DL E

Elemental ..o Ea4q
Master Undead T, 1T, I{1, IV,

V.VLE VIL VIL IX ..
Master Warding ...........
Master Weak Elememal ..
Mastery ..o
Material Transport.
Matter Disruption ..
Measure
Mechanism Analysis
Meditation L I11, 1V, V, VI.
Meditation
Mediom Antmal Restoration .
Mediom Intelligence
Medium Personahty ..
Meid Wall
Meld Wall True .
Meld Walls .,
Melt Ice ..
Memary's P.ﬂh .
Mend Bast Mcldl Cloth, Common

Stone and Glass, Earth and

Ceramics. Horn/Bone/Antler etc.,

Leather, Magic Cloth and Rope,

Magic Earth and Ceramics, Magic

Horn/Bone/ete., Magic Leather,

Magic Metals, Magic Parchment/

Paper. Magic Stone and Glass,

Magic Wood, Parchment and

Paper, Precious Metal, Precious

Stone, Rope, Semi-Precious Stone,

String and Twine. Wood ....... 1183
Mending Mastery .. .
Mending True ..
Mending Ways .
Ment./(Chan. Imbedding ..
Mental Grasp
Mentakism Analysis .
Mentalism Resistance .
Mentalism Strike ..,
Mentalist Ear, Eve ...
Mentalist Tongue .
Merge True
Merge True Wood
Merge With Mentalist .
Merge Wood ...
Merging

iga

T
g4
77014, 131 1144

Merging Dance ... L1178
Merging Organic 4[), 54 57
Merging True Organic ..40. 54,57

Meraholize Gas, Liguids, Solids . T178
Metabolize True ...coverviviimvincinnnn 174
Metal Analysiy 76, 1160, 1183, 11158
Mectal Bolt ... 1183
Metal Tloor ..
Menal Edge 1111, V. True .
Metal Fires . 82 115 1183 l[l7l
Metal Fircs Truc
Metal Lore
Metal Mastery ...
Metal Mutation ..
Metal Sensitive
Metal Sight, Speech, Storm ...
Metal Warper.
Metalsight
Metalwall ...
Metalwall True .
Metamorphose .
Metarmorphosis True
Microscopic Analysis .

[90
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Midwifery .
Mind Attack.
Mind Blank E 11, V
Mind Break
Mind Bumm ....
Mind Control ..
Mind Control True ..
Mind Death ...
Mind Death ..
Mind Death I, IL 111, V, True ...
Mind Destruction .........
Mind Disease ...
Mind Disease Cures ...
Mind Disease Cures True..
Mind Disease True ..
Mind Domination ..
Mind Erosion .....
Mind Erosion I, 1, IL1. ¥, True
Mind Invasion ..
Mind Lock .....
Mind Master ..
Mind Mastery .
Mind Merge ..
Mind Merge ....
Mind Passage ...
Mind Probe ...
Mind Resistance ..
Mind Scan ..

Mind Sense Moldmg
Mind Shield
Mind Shock ..
Mind Shout
Mind Slave ...
Mind Slave True .
Mind Speech ...

Mind Speech True ...
Mind Store

Mind Switch
Mind Switch True
Mind Take.............
Mind Tongue ........
Mind Tongue 1, 1L, 111
Mind Tongue True
Mind Typing ............
Mind Typing True ..
Mind Visions ..erserssesserres
Mind Voice
Mind Vaice True .
Mind Walk
Mind's Door ...
Mind's Dowr ....
Mind's Door True ...
Mind’'s Grip
Mind's Lore I 111, V
Mind's Lore True .......
Mind's Song ...
Mind's Touch .
Minor Allergy ..
Minur Body Swiitch ...
Minor Brain Rcpair ...
Minor Construct Sparil ..
Minor Death ...
Minur Death Rune .
Minor Druidstatt ...
Minor Ear Repair
Minor Ear/Nose Repair ...
Minor Elemental Armor,

Shield, Weapon ......
Minor Elemental

Ball, Bolt, Cone ...... E35. E52, ES8

E36, E52. E60

Minor Elemental
Beast, Being ........... E39, E54, End
Minor Elemental Bond,
Entangle, Touch ...
Minor Elemental Circle,
Enshroud, Wall....... E37, ES3. E61
Mingr Elemental Cloud/Fog.
Field, Storm ............ E34 ESI, E37
Minor Elemental Immolation,
Protection, Resistance
.E38, E34, E62
Minor Eye Repait .. s 4453, 124
Minor Fracture Repair ....... 45,52,123
Minor Fracture
Repair True ... 45, 52, 121
Minor Golem Spirit .
Minor Improbability .
Minor lrritation Relief .
Minor Nerve Repair ..
Minor Pain
Minor Poison
Minor Repair............
Minor Sense Contral
Minor Server
Elemental
Minor Spirit Rune .
Minor Spirit Runes
Minor Ultrasonics ...
Minar Vessel Repair .
Minor Vibration
Minor Web ..
M!mges

E36. E53. E6l

Mirror Wdl]
Mircoredless
Mirrarmind......
Miser's Curse ..
Misteel ...........

132010,
123, lIl45. IVGI. Vo2

Mistfeel Calling ........85. 111, 132,123,
111435, IVel, IV6]
85,10, 132,123,
1145, 1V61, [V62
Misteel Power ... 111,132, 123 143
Misfeel Power
ENLV,X ..
Misfecl True ......

Misfeel Kind ............

85, IV6L, 1v62
L85, 13212,
1145, Ival, 162

MistForm o 113
Mold Element 1, T, I IV, True ... E45
Mold Glass .o 124
Muold Metal

Mold Normal Metal .
Mold Solid ... .
Mold Slone
Mold Ward ..
Mold Wood ...
Monk's Bridge .
Monk’s Bridge ...
Monk's Move True ...
Monk's Sense .......
Monksense ..
Monksight
Monster Sumimons

ILV,VIL X, True .. JJISR
Mood Setting

LILIEL IV, V. V] True ... 11153
Mood Swing

LILIL IV, V. VL Tree ... 1153
Moon Madness .
Moon Mastery

T i o e ot b b m e
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Moon Bath, Beam, Blind. Child,
Drops, Eye, Glade, Glow,
Lightmng, Lite, Maddness,
Maiden, Quake, Shade, Shine,
Stone, Struck, Wort ...

Mortal Form ...

Meortal Form True ..

Mote Form ...........

Mountain Heart 1, 11, [I1.

MOVEMENL .....commmcremsinsioronercassens
M. i Fah

Movement Mastery ...
Moaving Grip IL ¥, True
Maoving Ways ..
Mud/Earth _.......
Multi-burn £, 1l, V, VI,

VIL VI X, True ...
Mult-Chant I LTV, YV
Mult-Circle

I OLIV, V., Troe .. [157, 1163
Multi-Glyph I, 1IL 1V, V,

Vi, vl .
Muli-Protection Circle 11 ..

1154, 1155
E28

.. B30, TI64

Multi-Rune [1, 1L TV, Y1, VIL .
Multi-Symbeol 11, 11, 1V,

VL VI e B32,E33
Multi-Task

LILIIL IV, ¥, VI True ... E6O

Multi-tentackes ...
Multi-user complex.
Multi-Ward I1, LI IV, V1, VII ...... E33
Multiple Bolt [1, 11, IV,

V, VL VI, Mastery ..o E41
Multiple Dose .. -
Multiple Dose:
Muluple Spell
Muttiple Spell True .
Multiple Strike [T, L [V, True
Muttiword I, LI Power Word ..
Murder
Muscle Death

Muscle Tore ..
Muscle Mastery

Muscle Regeneration .
Muscle Regeneration True
Must.le Rep.ur

MusLle TMIlbp]dI’ll
Muscle Ways.......
Muscle/Tendon Lore
Muscele/Tendon Repair
Muscle/Tendan Repair True

Music ... L1776
Muster 11142
Mute ... 12z

Mystic Escapes
Muystical Armor. Armor True, Chain,
Cloth, Leather, Plate .............1T56
Mystical Cage 34, 11142
Mystical Chains
Mystical Change .

Nasal Repair
Nature Speech .
MNature's Awareness
Nature's Eye ...
Nature's Form True .
Nature's Forms .....
Nature's Guises

Nature's Law ...
Nature's Lore....
Nature's Movement .
Nature's Protection .
Nature's Way
Natures
Necr y
Negative Tiusions
Nerve & Organ Mastery
WNerve [mpair

LILNLIV, V, True ...
Nerve Law ...
Nerve Lore
Nerve Regeneration ..
Nerve Regeneration True.
Nerve Repair
Nerve Repair True.
Nerve Stun
Nerve/Organ Lore
Nether Armor. Ball, Baolt,

Conflagration, Mass,

Resistance, Sight
Nether Summons 1, 11, 111,
Nether Mastery
Neurosis .. -
Neutralize Cur%e
Neutralize Peison...
Neutralize Poison True ...
Neutralize the Dark
New Blood
New Gate ...
New Tent .
Nexus Gate ..
Night VISIOn ...
Nightmure

LIL 1ML TV, True 1150, 1151, 175
Nightsight ._..
Nightvision ..

115¢

92, l(lf) 125
92, 106, 125

Nightvision Curse _
Nightvision True
No [mage ..
Mo Sense ..
No Sense
No Sense
No Shadows .
No Trace ......
Noble Armor ..
Noble Weapon True ..
Noble Weapons .
Nodeguide
Modestore .
Nondetect ... 131,123, 1\’6j
Normal Elemental Armor,

Shield, Weapon ...... E36, E52, E6O
Normal Elemental Ball,

Bolt, Cone ... ..E35, E52, ES8
Normal Elemental

Beast, Being ... F39, E54, E63
Normal Elemental Bond.

Entangle, Touch ..., E36, E53, E61
Normal Elemental Circle,

Enshroud, Wall.......E37, E53, E6l
Normal Elemental Cloud/Fog,

Feld, Storm ............E34, E5t, E57
Normal Elemental

Immolation, Protection,

Resistance ... E38, E54, E62
Normal Server
Elemental _E38, E54, E63

Normal Wispling ... E3K, E54

Nose Regeneration ..
Numbing

Nutrient Conjures L 1, True ... 46
Nutrient Conjures ..., g1
0

Observation

Ohbservation True .
Obsidian Wall
Offer .......
Oil Fires ..
Omnipresent Name |
Open Canal ..,
Open Prison ..
Open Window ..
Cpen Window True ...
Cpening L. 11
Orange Candle .
Orate 1, II, 10T, IV. True .
Ordination
Organ Law ...
Organ Lore .
Organ Preservation ..
Organ Regeneralion ..

44,53, 1]0 l’4
Organ Regeneration True ............. 136

Organ Repair
Orgun Repair True ..
Organ Transplant .

Organic Skills ..
Organic Weapons L IL ITE TV
Organize Knowledge ...........
Origins .63, 106, 121, 127, 11145, IIH‘J
Origins True ... i 63, 127, 1145
QOutdoor Trap Detection .
Outer Plane Law =
OAYEENAON ceveiereeriees e,

Pain .
Pain Pow:

Panic's Song ..

Parallel Reality .
Paralysis Cures .43, 53
Paralysis Cures True .53
Paralysis . ItIa2
Paralyze I, TH, V

Paranoia
Paranoia True ...
Parry Weapon
Part Watcr
Passage Origin ........
Passage Origin 1, 11..
Passing
Passing Lore
Passing Organic
Passing True
Past Hold ...
Past Store
Past Truth ...

Il(:l

Past Vision ... e 106, 11145
Past Visions., veansanan 121
Past Visions [ LI TV, VL TI6G

Past Visions ...
Path Control ...
Path Mastery ..
Parh Tale ...
Path Trug ...

Path-Finding ...
Pathfinding ..

Perceive Elemental Power 1,11,

OLIV, YV, VL VL True E2Y
Perceive Power .
Permanency .
Permanent ....
Permanent Chunge .
Personal Elemental Curses ..
Personality Slave True .,
Persuasion ... e
Petrifaction
Peinification True
Petrify ...
Phantasm 1, 1L, IT1, 1V, v, Vlll X

......... 74,86, 109, 1153, 1159, 162

Phuntasm True ..o 86
Phantasmal Realily . I38
Phantormn Landing ... 124

Phantom Movements., ... 124
Phantom Step .. USSR V.2
Ph 's Face 123
Phase Store G4

Phasing .
Phabia
Phrase
Physical Conveyance .......
Physical Enhancement
Physical Erosivn
Pilgrimage .
Place Store
Plague
Planar Displacement .,
Planar Link
Plane Scale
Plane Travel 111 ...
Plant Ammation .
Plant Animativn Fruc ...
Plant Change True ...
Plant Conirel T, 11, V
Plant Canirol True .,
Plant Control V . PO | &
Plant Facade .. . ﬁ(y i‘) 117 120, [184
Plant Form .......... 56, 59, 117, 1201 1184
Plant Form True . .36, 59, 1184
Plant Growih ... 54,122, 1154
Plant Growth True .
Plant Location .
Plant Lore
Plant Mastery
Ptam Restore
Plant Study ...
Plant Tongues 42, 34, 58 117, 122, 1154
Plamskin
Plasma Mastery
Plasma Armor, Ball,
Boh, Resistance
Platform I 1L TTE, 1V .
Pleasure [ 1L T, IV ..
Pleasures ...
Preumonia
Poison Analysis ...
Poison Application L, H, 111 .
Poison Injection ..
Poison Lore ...
Poison Mastery ...
Poison Mist .........
Poison Purification ...

. .54, 1154
42 54 1154 1V59
ST L2
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RR Bonus ...

Poison Resistance I, 11, HI
Poison Spine ..
Poison Strike ..
Poison Touch .
Poison Wax Fruit ..
Poisons True
Polishing .....
Pool Type A, B,C, D, E
Element I [TI, V. X
Popping Feet
Portal
Portal True ..
Possess ........
Potion I, IL II1 1V, V,
VL VIL VIILIX. X...
Potion Lore ..
Potion Magic ..
Potion True
Powder Stone .
Powder Stone [, [1. 111..
Power Analysis ...... 76, 140 1160, l[IiS
Pawer Amalysis True ........ 76, 140, 1160
Bower Larcle: . All Seeing, Animate
Dead. Charm, Command, Death,
Dimensional Rift, Force, Healing,
Insanity, Invisibality, Knowledge,
Pain, Passion, Perception, Power
Drain, Power Matrix, Power,
Sleep, Strength Leech, Strength,
Stun, Teleport .
Power Loan ..
Power Lore ..
Power Parasite ...
Power Rune......
Power Typing ..
Power Words ... . |
Power-Metamorphosi 1155
Power-Metamorphosis True ....... ITI55
Power-Metamorphosis Typing ... 1155
Prayer I 11, 111, V
Prayer ...
Prempllatmn ( a]l
Preparation _,
Tuvewe D2ath Strike L
Prepare Shateering Blow ................. 125
Presence v 64,72, 111, 117,
119, 1179, V59
117

Presence
Presence Mirage .
Presence True
Preservation .......
Preserve Edifice ..
Preserve Elemental 1 ILIIL IV ... E.43
Preserve Spirit 1, 1L UL 1V ... 1168
Prime .. ..E63. 110, 1173
Private Wurld .. 118
Production True .. L1360
Prajected Light ... .41, 65, 83, 86,
107. 1174, 11172
.. 1165

Projection Ward .,

Prolongation 138
Propagation .. IVeH
Propagation True IVe6

Prosthetics ..o 124
Pratection I, IL [T, 1V, V ...40, 73, 110
Protection Circle vs.: Animals, Chan.
Attacks, Constructs, Demons,
Dragons, Efreet/Dynn, Elem.
Forces, Elementals, Ess. Attacks,
Evil, Faeries, Gargoyles,
Ment. Attacks, Ment./Chan.,
its, Undead, Were-Creatures
....................................... 1157, 1163

Protection From Acid
Protection from Elemnents ..
Protection Prayer
LILVY, X, Tre ...
Protection/Elements
Protections ...
Protections Sphere [, [I1, V
Protections True
Pseudo-Reality ...
Psi-Metamorphosis .
Psi-M yrphosis True
Psi-Metamorphosis Typing ...
Psychopathy ..
Psychosis .......
Psychosis True
Purification True ..
Purifications.........
Purify Body
Purify Elemental I, I, 111
Purify Spirit L IL I .........
Purple Candle
Pyrokinesis 1, IT, 1V,

Quadruple Criticals ..

Quake ..
Quakes. 121 1184
Quarrel ... 122

Quarrels I1I, V1, True.. . IVE0

Quest .. 78, 1174, 1182
Question .. 63,97, 116, [18, 1I45
Question [ I1I ....

Quickening Sands

Quier I 1L, V

Rain Call .
Rain Prediction .
Rain/Snow
Range Extension
ILTLIV, V., True.
Ranging .......ccoeeve
Rapid Regeneration ..
Rapid Regeneration True
Rapid Response I, 11, 11T,
Rapid Ways ....ceneee
Ray of Banishment
Raze ...
Re-aiming ....
Re-aiming True ..
Ready Merge ......
Ready Merge True ...
Reality Dictator ..
Reanimate ...
Recall ..........
Recall Pleasure

Recall Staff .....

Rechanneling ..

Recharge Temperance . .
Record .....oooeveee e 1159
Recreate Scene IL IV, VI, X ........ 1I59
Recreations ... 1159
Recreations True L1159
Red Candle ... 11182
RedEye oo, E56
Reduce Power Emanations ..., 85, [V62

Regencrate Elemental I, IL HE ... E43
Regenerate Spirit I, H, 111

Regeneration -
Regeneration I [, JIL. V ....42, 53, 123
Regeneration True....................52. 110
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- Resist Main

Regulations ...........cco...
Rejuvenate Vasculature ...
Relaxation ....
Remember ...
Remove Blindfold ..
Remove Curse
Remove Infestation
Remove Stun I, 11, True ...
Renewal Rune .
Renewal True ..
Repair .............
Repair IIIL TV ..
Repel Animals ....
Repel Demon L IL 1M, IV, V. VI | 1180
Repel Large Vermin ..o, 11179
Repel Normal, Strong,

Weak Elemental ..
Repel Small Vermin ..
Repel Undead

L IX, ¥V XIL XV, True ...
Repent .................
Replica Images ...
Reproductive Regeneration .
Repulsions ......
Rereturning ..
Research .

48,127

... 88, 90, E29, E31, E%Z

E33 131, I152, 1154, 11553, 1165
Research Essence .. LW 141

Research Glyph ., .!l64
Research Ment/Chan. a1
Research Word of Power .. 153
Resist Cold ... 76

Resist Disease ..
Resist Element .
Resist Elements
Resist Heat ...
Resist Light ..

Resist Poison
Resist Poisuns ..
Resistance 1, 11, 1I[, V.,
Resistance Rune ..
Resistance True
Resalve ...
Resolve True
Restoration ...
Restoration True .
Restore Animal ...
Restore Life Essence
111, V. VII, X, True
Restore Plants .........
Restore Sentient Tree
Restore Shatter ...
Restore the Tie.
Retributive Strike ...
Retrieve Knowledge ...
Return by Flighe ...
Return by Long Door .
Return Rune ..
Returning ...
Reuniting ..,
Revenging Law ...
Reversal True ...
Reverse Channeling, Effect,
Essence, Mentalism .
Reverse Spells ..
Reverse Winds .

Revitalize Manuscript I, IL 111 ......
Rolling Thunder ...,
Room Curse 1 ...
Room Feel ..

Rune 1, 11, ][l IV V VI, VI,

VILIX, X, XV. 73, 1166, [I6t
RuneLaw ...
RuneMastery
Rune of Cleaving. Flight,

CGireat Cleaving ... 11124
Rune of Parry,

Shiclding, Striking ............... 11165
Rune of Power
Rune of Sharpness
Rune of White/Black ..

Rune Paper

LILILV, VIL X, True ..., 88
Rune/Unrone 111, 111, Ty,

V.VL VIL VIILIX, X .
Runes & Symbols ...
Running Death
Running True .
Rust
Rust True .

Sail/Blow ...
SANCIUATY ..o, 128

Scent True ., .91
Schizophrenia . 130
Schizophrenia True .. . 130
Screens . . Hl 11144

Scrying Bar, Biast, Calling, Comn,
Death, Displacement, Fear, Lore.
Muaze, Misdirection Ll4e

Serying Defense IL 111 1V . 1148

Scrying Guard . I148

Scrying Guardian L 11, UL, True .... [149

Sea Curse ...

Sea Storm

Second Familiar .

Seduce Female
Seduce Men
Seduction ...
Seduction True ...
See Invisible
Seek Sentient Tree
Seck Sentient Trees .. -

Sejanus’s Spell of Duplication ... IVN
Sclective Invisibility .
Self Auru
Self Aura I, T1, T .
Self Cloaking .
Self Healing ...
Self Keeping ..
Setf-Aura
Self-cloaking ...
Self-Keeping ...
Sense Control.
Sense Control 11, 11, [V,
Sense Enhancement ..,
Sense Evil ...
Sense ...
Sense Mastery ...
Sensc Mastery ...
Sense Through Others
Sense True .. s
Sensory Depnmtmn
Sensory Marker ...,

Se
Sel
Sel
Sen
Ser
Sel

Sh;
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Sensory Mcrge WL 120
Sensory Merge True ..
Sensory Gverload
Sentient Lore ...
Serpents Strike
Servant Spirit ..
Shade .
Shadow

Shadow Enchanter .
Shadow Forms ...
Shadow Memalist 1, 1 ...
Shadow Mystic
Shadowless ..
Shadows ...
Shape Stone
Shape Sione True
Shape Stone Tunnei ...
Shape-melt
Shapechanger ...
Shapechanger True .
Shapechanger's Way
Shapechangmg W.ﬂy\ .
Shard Spirir ... P
Sharp Eves
Shatter ...
Shatter Metal ..o
Shatter Repair.........
Shatter Repair True .
Shamner Stone
Shelter Finding ._................... 58, l[I78
Shield ........... 81, 108, I180, 1156, 11160
Shield Blow 1. 11, 1IL 1V, True ... 1156
Shield 1, 1l
Shield Mastery
Shield Rune
Shield Severer ...
Shielding Ways
Shleidmg Wdys Md\lery ............... 1180
Shift .
Shll‘tmg
SRIFtng oo
Shifting Defense ...
Shifting Defense True .
Shifting Shadows ..
Shack A, B, C, D, E
Shock Ball .....41. 65, 83 86 l()’i II74
Shout of Calm ...
Shout of Calming .
Shout of Command .
Shout of Confusion ..
Shout of Panic
Shout True ..
Shrink ..
Shrink Power
Shrink Self .......
Shrinking Step
Shrinking Whirl
Side Vision .
Sidevision L7590, l I 73
Sight Bar, Dlsplacemem, Lore,

Misdirection ...
Sight Guardian I, IT, II, True
Sight Merge ...
Sight Trigger ...
Sight True oo,
Sigil of Blinding, Death, Discord,

Fear, Pain, Paralysis,

Sleep, Stunning .
Sigil/Runes Imbedding .
Sign of Blinding, Fear, Paraly

Sleep, Stunning .....

Ul64
LA 123, 10164
.97, sd

. 127, 11145
127

Signiticance
Significance True .
Signpost
Signs
Signs of Power .
Signwatch . II162
Silence ... 41, 87, 126, 131, I1144, 1V72
Silent Maovement W72
Silent Moves .........
Silent Song
Silent Tale ..
Silver Candle ..
Silver Druidstaff ...
Silver Tangue ...
Singing Strike ...
Sink ..........
Sink Sole..
Skeletal Regeneration ..
Skeletul Regeneration True
Skeletal Strike
Skin Burn L IL, I IV, True ...
Skin Death ...
Skull Repair ...

45,32, 123

Skull Repair True .. 45,52, 123
Sky Call .39
Slave .. 123

Slaying . 1723
Slaying Light 23
Slaying Song ... 125

Sleep....... 116, 122, 11145, 11162, (1175
Sleep Power Word . I (X
Sleep Song .........
Sleep Seng True ...
Sleep Tale

Sleep Tale True .. 162
Sleep True ...... W78
Sleep V, VL VI, 78 1174
Sleep Ward ...... ... 1165

Sleepwatking . AN75

Sleuth’s Senses

Slumber ........ mz22
Slumber Mist e 134
Sly Lars . 75,91, 111, 1173, [1145
Slyears ...

Small Amma! Restoration

Smell Mirage ..........

Smell Mirage True .
Smell Trigger ..
Smell/Taste Mirage
Smelling ..........
Smelling Loss .
Smoke .........
Smokeflash |
Smokey Brealhe I
Snake Arms, hngcrﬁ Halr
Soft Structure Repair ...........
Soft Structure Repair True
Solid Alteration ...
Solid Analysis.....
Solid Destruction ..
Solid Destruction True ..
Salid Door
Solid Door True ..
Solid Form .........
Solid Manipulation ..
Solid Tunnel
Solid Tunnel True
Solidify .
Song II, L, V, True ..o veeeeenee,
Song of Coma,

Mastery, Mastery True ..........
Seng Sounding, Law, Law True ...

125
126

Somic LaW cocnissinneccscensnrrenns IVI2
Sonic Blade,
Bolt, Prison, Slayer V72

Sonic Voice ...
Soul Destruction
Soulfire ..
Sound Control ..

Sound Control ...
Sound Control True
Sound Mirage ......
Sound Molding ...
Sound Projection
Sound to Energy ..
Sound to Matter
Sound Trigger...

Sound's Way

Sound/Light Mirage ...

Sounding ... .41, 76, 126
Soundmaster . S
Soundwall I, v . WAL IVT2
Sowing ... . IVoh
Sowing True . .IV66
Spasm ... .95

Speak Wlt.h MDE LDE,

DE, GDE, GRDE Spirit ......... 11169
Speech Analysis L 1L III .. . II158
Speech L IL NI, Truc ....... 4[. 63, V54

Speed 115
Speed Growth ............ 42, 54, 122, 1184
Speed Growth True ............... 122, 1184
Speed L IL 111, ¥V, X, True 81,91, 115
Speed/Slow Growth ...cccccevrvne, 154

Spell Analysis _.. 76, E30, 140, 1160
Spell Anticipation ..........65, 108, 11159
Spell Anticipation True .......... 108, 121
Spell Anticipations ................

Spell Bending [, 111, True ..
Spell Breaker
Spell Compresston
Spell Coordination.
Spell Defense .....
Spell Deflect [, IT, ITI ..
Spell Dodge I, II
Spell Enhancement 79
Spell Hold I, 11, v, X, True ..
Speil of Challenge
Spell Reins
Spell Resist:
Spell Rune
Spell Shield IT ...
Spell Shield True ...
Spell Signature Feel .
Spell Stare ................. 73, 7R, 116, 1166
Spell Trigger L. [1, 111, True ..
Spell Triggers
Spell Typing

Spell Wall ..
Spell Wall ...
Spellrap I IO, V. X, XV, True .. IV70
Sphere of Force .................... 136, 11142

Spider Bolt, Climb, Control, Familiar,
Mastery, Plague, Strength ...
Spider Climb ..
Spider Legs .
Spike Stones ..
Spin ...
Spine .
Spine IL III .
Spirit Banishing .
Spirit Banishing Trug ..
Spirit Binding
LILILV, VL VIL X ...

1168, 1169

Spirit EXOTCISM oo v 1168
Spirit Healing [, 11, I11, 1V, Truc.... [168
Spirit Healing .....ccccceoeaun.... —
Spirit Mastery 78
Spirit Mastcry

Spirit M
Spirit of Anger, Awe, Calm,
Discord, Fear, Friends. Grief,

Happiness, Harmony ............... 167
Spirit Rune of Might,
Power, the Pale ..o 165

Spirit Rune: Battle, Dance,
Doom, Magic, Mastery,
Summons, Vampire ..

Spirit Runes ..

Spirit Runes ..

Spirit Runes of Might .

Spirit Runes of Power

Spirkt Rusies of the Pale

Spirit Shadow ...

Spirit Summoning ...

Spirit Summons I, 11, [11, V,
VILX, True..........

Spirit Tongue True

Spirit Travel L, [, IIL, IV, True

Spirit-Metamorphusis

Spirit-Metamorphosis Tru

Spirit- Mciamurphm Typing .

Sprain Limb ..

Sprain Repair .

Spring Trap .

Sprnt ........

Sprint L, 111, v ..

Stabilize Elemental I, T1

Stabilize Power Circle

Stabilize Wall ..

SAZFET e iz2

Star Lights, Paths

Star Merge ...

Star Voice ...

Star Voice True

Starfinding ...

Starfires .....

Starfires True

Starhand ...

Starlight .

. 1167

158, 1167
L1169
W70
55
. M55

44,582,122
... ITIBO
S 077
81,1172

Starsense ..
Staying ...
Staying 1, 1L, 1.

Steat . errerer
Stedllng -
Steelgrip .
Stench ..,
Sterilization _.
Sterilize ..
Sl Alr .

76 []hO ]l?ﬂ

e VT3
Stone Door L1E2, 84
Stone Door True .. ... 184
Stone Fires ........... .82, IlS nzi
Stone Lore ... 42, 106, [V59

Stone Lore
Stone Master)
Stene Running, Sight, Speech .,
Stone to Eanh
Stone Tunnet ...

Stone Tunncl True ..
Stone Walking

[ ROLEMASTER COMPANION IV
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Stonef/Earth ...........

Stone/Earth/Mud L1133
Stone/Mud

Stonegrip .. L1Ves
Stoneheal . 21
Swnemeld 121
Stonemold ... 21
Stonerunning 40, 54,57
Stones Throw .. 121
Stonesight ...

Stonespeech .

Sronewalking ..

Stonewali

1153, 1175, (IR0, 1184
Stonewall True ... 38, 82,121,

1153, 1175, 1184

Stop
Store Other's Spell .
Store Scene ..
Storing ...
Storm & Rain Prediction . Bt
Storm Call L.

Storm Prediction
Straightening ..o,
Stream Diversion
Strength ...
Strength !l lll IV o
Strength Lecch Puwer Word
Strike
Strobes .
Study -
Study Fires

Study Form .
Study

LI HL Y, Teoe . 127 1161, 11163
Study s L1230 THES
Stumbling -

Stun Cloud
Stun
Stun Power Word ..
Stun Reliet
Stun Relief 1,101,
V.o Troe .
Stun Song ...
Stun Song True ..
Stun Ward..
Stunning ...
Stunning Tale .
Subjugation .
Submerge Self
Submerge Self True
Substances [, 11, True
Sudden Light
Sudden Light True
Sudden Sound

Suddendark ... 5
Suggestion ......60 T, 116 11621174,

182, (1145, TII7Y, EVOL
Suicidal

LIL L EV. YV, VI True ... 153
Suicide
Summon 1, V. X
Summnion Dead 111, V.,

VIL X, True M6, 1147, [a7
Summon Dead ... 1146
Summon Faerics ... e 133
Summan Mount ... JII82
Summon Spirits True . 167
Summun Type A, B, C, D, E

Elemental .o EG2
S ns 49

Summons Elemental

Guardian, Servant ... 1185
Summons I 1L UL IV, V, VI VI,

VIIL X, XV. True ......... 49, RO, 96
Summons MDE, LDE, DE,

GDE. GRDE Spirit ..o 168

Summons Strong,
Weak Elemental
Sunfire True
Sunfires ...
Sunvision ....
Superior Elemental Armor,
Shicld, Weapon ..................... E60
Superior Elemental

Ball. Bolt, Cone . v ES8
Superior Elemental Beast, Being ...E63
Superior Elemental Bond, Circle,

Enshiroud, Entangle,

Touch, Wall ... Eol
Superior Elermentat

Cloud/Fog. [3eld, Storm ......... E57

Superior Elemental Immolation,
Protection. Resistance ...
Superior Server Elememial .
Surface Ways
Surgery ...

Survival ...

Survival True .
Suspicion _..
Sustain Self ..
Sustenance Purlf

chal_v Pares .

Swim 1, I, HI. e 72,1173
Swimming .... S - B J
Swimming True 54,57

Swing 1, UL, V ..
Symbol Analysi
Symbol Extension ....
Symbol L IL, [I1, ¥V, VI,
VIL VIIL IX, X ...
Symbeol Imbedding
Symbol True
Symbot/Unsymbol |, 1, UL TV, V VI

VILVILIX, X . 32, E33, 11161
Symbolic Ways 47
Sympathy - Ivel

Sympathy True ... .. 1vel

T
Taint Resistance
LILTIL Y e E43, 1168
Tale OFf Death, Fear, lnrg,elfulnesa
Mastery, Panic .. k62

,TV64
L122

Talon Fingers [, I[ [l] T[ue
Tangle Weed
Targeting I TV 1L TV,

v, VI VI VILIX, X, Tne L ES0
Tasad ...
Taste ...
Taste Mirage ...
Taste Mirage True
Tuste/Smell Mirage ...
Tasting
Tear Cloud
Teledance L [1.1V. V, True ..
Teledance .

Telekinesis T IT, TIL True ...... Li4, U074
Telermpathy AM25
Telepathy 12
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Telepathy [, 1L 111, True ............... 1174
Teleport [, IIT, V. X, True.
Teleport Beacon
Teleport Tracking
Teleport Tracking Truc.
Temper oo
TEMPEFANCE revvreriserranseserseorressinens
Temperance 1, [0, 1L, 1V,

V., Mastery, True
Temperature Sphere ..
Tendon Lore ...
Tendon Regeneration
Tendon Regeneration True
Tendon Repair
Tendon Repair 1, 111 True . 44, 52 122
Tentacles AY
Terror of the Abyss 1122
Text Analysis ......... .63
Text Analysis [, T, ITT, True

oo, 76, B30, 1440, {160, 11158, 11163
The Call of the Wild ... 133
The Ritual of Black Eternity ...

Third Familiar.

Thought ....

Thought Steal .. 118, l”D 1145
Thoughts ...... . 120, 11145
Thunderstaff. e

Time Fix ...

Time Freeze Power Word
Time Movement ...
Time Returning
Time Trigger ...
Time's Bridge ...
‘Time's Sense
TK Enhancement .
TK Enhancement ]i'LIL
Tongue Rot
‘Tongue Ties .
Torchtire ..
Torment ....
Total Defleet True .
Total Muscle Regeneration .
Total Recall oo
Total Tendon Regeneration .
Totem Familiar ... 1167
Toueh e, W91, LI [TESS
Touch of Death, Paralyzation.

Sleep, Subdual ...
Touch of Pain [, [1. 111,
Touch of Disruption ..
Touch True..
Town Curse TIT
Traceless Passing
Tracking ...
Tracking True .
Tracks Ahead ..
Tracks Analysis ..
Tracks .........
Tracks Lore .
Traction ...
Traw Erosion 1, 11, 111,
Trait Subversion

LILHLV, X, True...
Trances
Transfer Charm .........coccovnvie e
Transferral
Transferral True .
Transferring Ways.
Transmutation
Transport ...
Trap Mastery
Traplore ...

- 75,140, 1159, IIIH()

Traveller ... [14, IV56
Travelling Dance L 1L 11, True ... 1177
Travelling Dances ... [[77
Tree Door .. 54,122
Tree Door 1, I, True L1184
Tree Mastery
Tree Restore ...
Tree Returming
Trentors .. .
Trad Melal Bolt
Triad Nether Bo]t .
Triad of Acd ........
Triad of Dark
Triad of Flume
Triad of Ice
Triad of Piasma
Triad of Sonics
Triad of Water ...
Triple Criticals .
True Armor
Truc Aura ...

1183

41, l()7 118(]
True Brewing ............. 08!

‘True Change .. ..77 l 52, 121 ivel

True Charm ... 78,116, 1174,

11145, Vel
True Control ... LI37
True Cookery 11181
Truc Duplication .. V74
True Eye Targeling [¥74
True Fargrip .. (V&Y
True Flight . .. 139
True Form 3. Ive2

True Geas ..
True Glumour ...
True Grip
True llealma

Truc Hold .....45, 116, 118, 11145, IVGO
True lnvisnblluy 77,167
True Lock ... 15

True Perception..
True Pleasure ...
True Power 1, 1T, HLL TV V
True Quest .
I'rue Rune ..
‘T'rue Sight ...
True Slecp
True Voice .
True Ward .
True Whirhng
True Youth.
Truename
Truth .......
Treuth LAIL V., True .
Tum Normal, Strong,

Weak Elemental ... ...Fdl
Turquotse Candle
Type A. B, C,D.E

Elemental Analysis . E30
Type A.B,C,D.E

Elemental Communal ... E59
Type A.B,C.D.E

Elemental Commune ......T38, B3¢
Type A.B.C,ILE

Elemental Fires ..o B5%
Type A,B.C.DE

Elemental Gate ... E42, E43
Type A,B.C.D.E

Elemental Gate True ..........,...E
Type A.B,C.D E

Elemental Guardian ............. E&0

T C o — .

Un
Un
L'n:
Ung
Line
Uns

Unt
Uns

Unv
Une
Ltee

Utte
Ulte
Utie:
Utter

Vacy
Vacu
Valo.
Vam,
Vapo
Vein
Vemy
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Ugliness of Om e 0
Utcer Curse
Un-lce ...

Unbalance ..
Unbarring Ways 1
Unchanneling .

Unclotting .........
Uncurse
Uncurse True .
Undead Control True ...
Undead Mastery

Undead Mastery True ...
Underwater Breathing ...
Underwater Movement ...
Undisease
Undoor ...
Undoor I, TLITL, True ...
Undream ..
Unearth ...
Unearth/Unstone ..
Unencumbering ..
Unessence .........
Unfloater ..
Lnfog
Unfog True ..
Ungag
Unglyph Il VI, X |
Unholy Gate ...
Unlock Elementa
Unlock Elemental Gate True
Unlock I, I, I TV, V., True

Unmentalism ..o ... 80
LUnmetal ... 82, 9%, 1153, lI¥3
Unmind 22
Lnminding .o vy

Lonerving Lye

LIV, VIL X, True
Unpain
Unpain True
Unparal ysis .
Unpoison .
Unpoison ..
anowcr

.92, 106, 126
W02 106

Unrain ..
Unseen..
Unseen IL 1LV, X
Unsoul Curse

Unstene ...........
Unsymbu!

LILNL Y, VIL X, True ... 47, 141
Untaint . F«H 168

Unwdrdl ll [lI lV V
VI, VL VILLLX .

Unwater ... Y

Uuer Light m72

Utterdark .. 3, 86, Y4, 1T,
123, 1145, 1175

Utterdurksight

Unerlight .

Utterlight 1 V.,
Ctterlight Majesty ..

Vamperic Strike L. 11, 1L ..
Vaporize Water
Vein Repair
Vein/Artery Repair ..

Vengeance
Ventriloguism ...
Very High Intelligence
Very High Personality
Vessel I ILIT ...
Vestment of War ..
Vibrations .o e
Vibrations L, H, IV, True
Viper Jaw [, IL III, True ..
Vision
Vision Altack
Yision Bchind
Vision Behind True .
Vision Contrel ...
Vision Defense 11, 11, TV .
Vision Guide ......... 65, l'?] 1169, Il[i‘)
Vision l.ocation 121, 1189, 1159
Vision Maze ...
Vision of Doom
[LIL UL IV, True .......... .
Vision of Misforiune
LIL L IV, Troe ..
Vision True
Visions
Yisions of Doom _...
Voice of Command .
Vaice of Summons
Vows/Oaths .........

Waiting Acid
Waiting Awarencss .
Waiting Darkness ...
Waiting Firestorm ..
Wailing Flame ..
Waiting Gale ...
Waiting Glamour 11 111 ....... 1153 IVG"
Waiting Glyph IT, IV, VIL X ......... o4
Waiting Hhusion L1, 11,V X

......... 74, 86. 1091153, TI59, TV62
Waiting Light ...l 41,83, 172
Waiting Phantasm

LILTN ... 74, B6. TIS3, 1159, 1V62
Waiting Record
Waiting Sonics ...
Waiting Sound ...
Waiting Speech .
Waiting Summons
Waiting Tongue ...
Whaiting Voice ..
Waiting Waich
Waiting Word
Waken Slowroots .
Waking Trance
Wall Flip ...
Wall Mastery .
Wall of Air. Earth, Stone,

Water, Wond ...
Wall of Cold ...
Wall of Fire
Wall of Foree
Wall of Ive
Wall of Nether .,
Wall of Plasima ...
Wall of Senics .
Wall of Thomns
Wallrunning
Wallsight ...
Wallwalking . -k
Ward Analysis oo 160
Ward I, T1, TIE, 1V,

V. VLVILVILIX . 132
Ward . 133

Ward Mastery ... 1165
Ward/Unward I IL TIL 1V, V.

VI VIL VIILIX, X
Warding [, T TILLIV. V_ V1,

VI VIIL IX, X .
Warding Law ..........
Warding Truc
Warding Ways ..
Wardrobe ..........

‘Warm Inergani
‘Warm Metal ....
‘Warm Solid .
Warm Stone
Waming ......
Warp Metal ..
‘Warp Metal True
‘Warp Wood ...,
Warp/lam ...
Watch ...
Watch I
Watch True..
Water Analys
Water Bolt
Water Bubble .....
Water Bubble True .
Water Corridor ...
Water Corridor True .
Water Finding .
Water Law ..
Water Mastery
Water Production
LILNILY, True ...
Water Purification .....
Water Steed 1. 11, IIL, True
Water Tunnel |,

Water Tunnel True . .132
Water-Ice....... B3
WaeTTOTM (e e, 113
Waterlungs

Waterrunning
Watersight
Watervision ..
Watervision True
Waterwalking ..
Waterwall ........
Waterwall True

MY 54,87
JIBOR4, 182,132
R84, 112,132
112,132
Wax Doll, Lore,
Mask, Working

Wax Magic . .HI42, [1182
Wax-Shape . (1182
Way of the LTS

Way of the Voice ..
Weak Elemental ..
Weakening ...
Weakness
Weapon Alteration .
Weapon [ H, HE TV
Weapon Alterations ...
Weapon Burst . .
Weapon Ruue[ II II] lV ....... 110,111
Weapon Tuming Organic True ........ 56
Weapon/Armor V ... AR
Weapon/Amor/General VI, VIT._ 138
Weapons Grace ..
Weather Mustery
Weather Mastery True
Weather Prediction ..
Weather Prediction Truc: .
Weather Ways .
Weathering ...

.39, 56, 58, [ll7¥€

.56

Weave Tale
Weave Tale True ..
Weh Cocoon .
Web Movement
Web True
Weigh Decision 1, 1, 111 True .
Weigh Portion ...
Wercwierd .
Whir| of Change. True (7 h'mgc
Whirling Changes. Death. Gate,
Gate True, Merge ........... 177, T17R
Whirlpool .. 8. 112,132
Whirlwind .. 84,113,133, 11178
White Candle
White Lore .
White Lore M:

IR § [ 74

LI178

Willshape ... 1125
Wind Call .. 178
Wind Diift ., L4
Wind Law . vereries B4

Wind Mastery ...
Wind of Flame ..
Wind Ride
Winded
Windriding .
Windrunning .
Windrunning True ...
Windwalking ....
Wither
Withering Hand
Wood Analysis. Shaping M

Sight, Tongue

40,54, [24
1160
134

Wood Controt L 1T V. True ... (184
Wood Fires LES4, I7
Wood Shapmg e 1184
Woodfires LGR2U133 s
Woadsight .. 91, 119, 1173
Woodwall JRURSORNNR 1 OO 1 |7 §
Woodwall True ... 3N, 1184
Word of Calling, Discord.

Sleep, Snning ....coeieeni 75
Word of Command ..
Word of Death .
Word of Fear
Ward of Pain ...
Word of Panic
Word of Return ...
Words of POWEr ..eicemccrene
Work Cloth, Tron, Tewels,
Magic Woued. Normal Mertals,
Organic, Orpanic True. Stone.

Wood ..o BE, 89140
Work Alloy, Fog, Gas,

Laen, Mithril oo 84
Work Alloys, Alloys [11, Fog VI, Taen
¥, Mithril IV . 180

Waork Liquid
Work Liquids .

Waork Stee! 1L H . Rq 140
Work Type
A,B.C,D. E Element.. ..E45

Work With Acids
Wrath

Sz

Wrath of Angels . 130
X

Xeno Lotes True L IV59

Xeno-Lores 1, 11, UL 1v59

Xeno-Lores ... ...T¥59
Y

Yellow Candle ..o, 1182

Yauth L1361V
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