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WELCOME

Welcometo the newest realm companion book for the
Rolemaster Sandard System. Beforeyou diveright into
the book we' d liketo give the standard words of caution
and warning where appropriate.

Thiscompanionissimilar to the other companionsin that
itis“theme’ oriented. That is, everything within this book
centers around the single theme of Mentadlism magic. How-
ever, if any of the concepts presented in this book are not
appropriateto your game, do not usethem! Do not presume
what iswritten upon these pagesislaw. Inseed think of it as
atext from which you will learn how to incorporete certain
new conceptsintoyour game. Itisentirely possiblethat what
you learn here will contradict the things that you want to
pursue in your game. Remember that when anything isin
doubt, you (the GM) and your game and players take
precedence—not the rules.

Everything within the Mentalism Companion is op-
tional (the professions, thenew spdll lists, etc.). AsaGM,
you must study all of what is presented hereand decideif
theconceptsareappropriatetoyour gamingworld. Adopt-
ing certain portions of this book into your game could
changethepower balanceinyour game. Y ou (asthe GM)
must decide if thisis good or bad for your game.

Although this book is theme oriented, there is no
reason why select partsof it cannot beused individually.
For example, you may want to use the rules on spell
concentration, but not allow the new professions. This
will have no serious effect on game balance. Remember
that in the end, the GM (not the players) must decide to
use (or not use) the material presented herein.

Players should keep the above discussion in mind
when reading the Mentalism Companion. The GM may
decide that parts of this book are not appropriate for his
or her game. Pressuring the GM to adopt pieces of this
tome that he does not want might not only result in a
fracturing of adelicate game balance, but could weaken
or undermine his concepts for the world he has created.
There may be things about his world you don’t know
about that could be drastically affected by them. On the
other hand, the GM has an obligation to his playersto
make clear what the physical laws of his world entail
(i.e., the game mechanics).

A GM mugt strive to be consistent in hisdecisionsand
in hisinterpretations of the rules (thisincludes decisions
about which rules to include and which to exclude).
Without consistency, theplayerswill eventually losetrust
and confidenceintheGM’ sdecisionsand hisgame. When
thishappens, agamelosesmuch of itspl easureand appeal .

Note: For purposes of readahility, this book uses
standard masculine pronounswhen referring to per-
sons of uncertain gender. In such cases, these pro-
nouns are intended to convey the meanings. he/she,
him/her, etc.

NOTATION
The Mentalism Compani on uses the standard notation
from the other products in the RMSS, Arms Law, Spdll
Law, Role-master Sandard Rules, etc. Those products
should be consulted for specific references (e.g., the spell
listsall usethe Spell Law abbreviationsand notationinthe
spell descriptions).

AuTHOR NOTES

In the taverns of Cambridge, stories of epic heroism,
darkestvillainy, andgoodhumor arerecounted, futureplots
are discussed, and counter-plots are prepared. |n the sum-
mer of 1996, one such conversation turned to the future of
Rolemaster; and so was born the Mentalism Companion.

Nicholasforged a partnership with Eran to co-author
the book using the I nternet to span the distance between
Britainand Australia. A proposal wasduly submitted to
ICE and work began in earnest. By Christmas of 1997,
the first draft was complete, and before the end of the
winter, the first draft passed to ICE.

Andnow thefinal product restsinyour hands. Wehope
you enjoy readingit. Wehopeit will saveyou agresat deal
of long and hard research on various esoteric topics. And
most of all, we hope that you will find rules and source
material in thiswork that will enhance your games.

Thisbook would beamuch lesser work wereit not for
theunstinting effortsof the* Inner Circle” of David Bate,
Dave Prince, Sean Miller and Laura Trauth. Each of
them (and others) contributed not insignificant efforts
towards this final product.

The rules in this work have been playtested by an dlite
cadreof gamemastersscattered around theworld. Wewould
like to pay tribute to Michadl Bott, Robert Brott, Steve
Danidlson, Steve DeBaun, Randy Campbell, Tim Dugger,
Cliff Hammerschmidt, Jay Howell, Wyatt Lavigne, Olivier
Mordle, Patrick Pummer, Gary Renaud, and Ben Wilson.

The comments of our fellow authors in the Guild of
Freelance Writers and the challenging questions posed
by themembersof the Rolemaster Internet Mailing Lists
have assisted in strengthening this work.

Special Thanks (from Nicholas)—I would like to thank
Aidan O'Lynn for introducing me to Rolemaster and
Andrew Davies for showing me how to be a successful
Rolemaster gamemadter. | would aso like to thank my
playersin my present campaign: Owen “Neville’ Agley,
David“Colwyn” Bate, Stephen*” Aran” Gregory, Anthony
“Taeryc” Grocock, Sean “Thomas’ Miller, Chris“Tord’
Oshorne, Dave “Hdthor” Prince; and from yesteryesar,
Richard Harris, Gavin Lewis, Declan Logue, Gareth
McAleese, and L edey Rantell (for many enjoyable
gaming sessons).

Special Thanks (from Eran)—I would like to
thank the gentlemen of my gaming group, par-
ticularly our gamemaster Scott, who re-intro-
duced meto thejoys of good fantasy gaming.
| attempted to contributeto thisbook from the
perspective of an experienced
gamer with minimal
Rolemaster practice, aim-
ing to input from my years
of gamemastering experi-
ence. It was aniceideain
principle, but was much
harder than
| hadexpected. Thank good-
ness for Nicholas! His
Herculean effortssaved the
day, and onceagain, hede-
serves the vast mgjority of
the credit for this book.
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Sections
INTRODUCTION
Introduction
_ This section contains an introduction to the concepts  abilitiesregarding personal confrontationsare consider-
Overview held within the realm of Mentalism. ableindeed... for, it isthe Mentalism user who seeksto
Mentalism & fulfil the destiny of his own mind.”
Psionics

In reviewing the spells and professions available to

1.1
OVERVIEW

Mentalism—what exactly isit?

This is often a confusing question to Rolemaster
players and Gamemasters alike. After all, the nature of
the other realms is straightforward—Channeling is the
drawing of power from a deity by the devout believer,
Essenceis the manipulation of the power within every-
body and everything of a given world, Arcane is the
perilous control of the raw magic from the beginning of
Time, and Armsistraining in the mundane skills of the
world. So, why all the conflicting opinions about Men-
talism?

Many people consider it to bethefantasy equivaent of
modern-day and future Psionics. Others think of it as
purely a combination of Channeling and Essence. Still
othersbdlieveit is neither of the above options.

Where does Mentalism really stand amidst all this
confusion and differences of opinion?

In readlity, it's a little bit of al of the above. The
introduction to Mentalism in Spell Law describes stu-
dents of thisrealm of power as: “ ... able to channel the
power of the Essence through their own mental corri-
dors; thus, manipulating and bending the reality that
surrounds them. In a sense, they act as very minute
imitations of the deities above, giving power not to
clerics, but retaining it and directing its manipulation.
Mentalism users are masters of the Essence within
themselves.”

The difference between a Mentalism user and an
Essence user (for example) isthat Mentalismisamuch
more subtle magic— not for thosewho cravethe“flashy
displays of power” one can expect from a Magician.
Mentalism is a personal and individual power, rarely
ableto effect morethan the caster or one or two subjects.
Unlike the Cleric, the power is not granted at the whim
of a perhaps capricious deity for devout belief and
obedience to religious tenets, but depends rather on the
Mentalism user’ sconfidencein himself. Thismakesthe
outlook of aMentalism user quite different from that of
spell users of different realms.

However, thisisnot to say that aMentalismuser isany
less powerful (or dangerous) than students of other
realms of magical power. Quite the contrary. It just
means that their magical proficienciesliein adifferent
area to the others, and as a consequence, thisrequires a
different style when it comes to the productive and
effective use of their spells. While apowerful Magician
can cause much devastation and death with their spells,
an equally powerful Mentalist could control the mind of
the Magician overtly or by subtle manipulation for good
or ill—an ahility to be respected, if not feared.

Againto Spell Law:

“Nonetheless, the power of the Mentalism user can
reach great heights. They are the masters of thought,
gatherers of presence and inner strength. Even though
their focusis generally limited to singular targets, their

Mentalism users, one is immediately struck with the
similaritiesthey share. All require strength of mind and
will-power. They tend to focus on “personal” magics,
and have accessto only alimited number and variety of
spells of mass destruction and “firepower.” It is the
difference between Sherlock Holmes solving acrimeby
meticulous observation, careful questioning, quiet re-
flection and occasional stealth, and a SWAT team who
(inthe end) “solve’ the crime by going in with al guns
blazing!

For those players and Gamemasters who enjoy play-
ing amore cerebral style of character, as opposed to the
brute force (and massive ignorance) of the muscle-
bound barbarian fighter, a Mentalism spell user is the
perfect choice. They offer plenty of opportunitiesfor the
character to engage in detective work, logical thinking,
subtle manipulations, Machiavellian plots and dramas,
and sometimes charismatic leadership. For the Game-
master, they provide excellent possibilities for cold-
blooded ns, wise sagesto offer advice and learn-
ingwhichcangently direct thestory intomorepromising
avenuesand devilish“behind thescenes’ antagonistsfor
use against brash and bold characters.

In closing, both players and GMs should be aware of
all theexciting possibilitiesthat the Realm of Mentalism
offersto increase the enjoyment of their campaign, and
should also be morecautiousabout taking Mentalismfor
granted!

1.2
MENTALISM & PSIONICS

Upon introduction to the Mentalism-based profes-
sions, most new Rolemaster players instantly equate
them with Psionics as encountered in most other role
playing games. It takes awhile to redlise that thereis a
difference between the two, primarily for reasons of
game system and flavour reasons. Often, then, the ques-
tion arises: “What exactly isthe difference between the
two?’

To answer that question requires some background to
the RMSS game mechanics, specificaly the rationale
behind the spell and magic use systemsin place. Most
magic ultimately flowsfrom someform of manipulation
of the flows of Essence, and in that respect, Mentalism
is no different to the other two reams. It isjust in its
implementation that the obvious (and necessary) differ-
ences begin to become apparent. Most of Rolemaster’s
rule systems rely on creating an effect of balance. For
many professions, spell lists and talents, there often
seems to be either an opposite, or at least an attempt to
create abalancing version of it. Thismeansthat thereis
both variety and flexibility within the RMSS which
allows for greater creativity when populating a given
worldwithinteresting people, creaturesand magicitems.

Because Mentalism is a personal form of Essence
manipulation (i.e., magic), it complements the other



three spell using realms in a way that mental Psionics
could never do. Psionics has always been considered a
“mental” power, as opposed to a“magica” power, and
assuchdoesnotfit neatly intotheba anceof Rolemaster’s
“Realms’ of magic. In addition, psionics always seems
toelicit afeeling of modern-day or futuristic genres, and
Rolemaster is, at heart, a fantasy genre. That entails
certain assumptions about the “universe” in which the
characters reside, including the existence of spells and
counterspells, magical artifactsand creatures of amagi-
cal naturethat arenot normally associated witha“ mental
psionics’ setting.

Magical artifacts necessitate the ability to transfer
magical energiesfromasource(typically aspell user) to
adevice, that can continue to operate without the direct
influence of the aforementioned spell user. Psionics
normally assumesthat any special effectscreated, whether
on creature or device, requires some form of ongoing
power or control input from the source. In addition,
many magics are brought into being as a result of a
summoning or creation of power or creature from an
alternative dimension, whereas psionics usually entails
modifying what is already available“at the scene.” For
example, amagicianmay summonaFlameBoltfromthe
Elemental Plane of Fire and direct it at his target,
whereas a Psionic would excite the surrounding air
molecules (via some form of psychokinesis) to heat up
very rapidly inthedirection of histarget. The end result
isthe same, but the methods of achieving it are substan-
tialy different.

Rolemaster players and GMs should make a con-
scious effort to clarify their perceptions of the differ-
ences between Mentalism and Psionics. Whileiit is not
inconceivablethat aRolemaster character may encoun-
ter true psionics, it is important to be aware of these
differences as they effect the world setting with which
the characters are interacting. In the end, a Mentalism-
based character is of a spell casting profession, and
should be subject to all the game-specific effects this
brings about.

1.3 %€
CHANGES FROM
PREVIOUS EDITIONS

The purpose of this section isto briefly describe the
changes to the realm of Mentalism from previous edi-
tions of Rolemaster.

The Seer is reintroduced as a pure spell user of the
realm of Mentalism, but the spell listshave been reorga-
nized and revised to better reflect the special informa-
tion-gathering abilities of the archetypal seer. Three of
the original spell lists, namely True Sight, True Percep-
tion and Mind Visions, have been collapsed into two
spell lists: Far Visions(incorporating the Sght and Long
Sensesetsof spells) and Mind Visions(adding Presence
and Finding spells to the mind-reading spells). New
spellshave been added and existing spellsrevised onthe
Past Visions, Future Visions and Vision Borrowing
(formerly Sense Through Others) spell lists giving the
Seer scrying and long-term divination abilities. The
Scrying Guard andGuarded Sight spell lists(fromtheold
Rolemaster Companion 1) havebeenrevisedintermsof

content and play-balance to produce the Seer’s final
base list of Vision Guard.

TheAstrologer isreintroduced asahybrid spell user
of the realms of Mentalism and Channeling. In previ-
ous editions of Rolemaster, the Astrologer was a
second-rate Seer and a third-rate Mentalist. The As-
trologer has been revised to transform the profession
into afirst-rate astrologer. Key to thistransformation
has been the replacement of the Time's Bridge spell
list with the Starlore spell list which provides the
profession with magical assistance in the casting and
interpretati on of horoscopes. TheVisionBehind spells
formerly on Time' s Bridge have been displaced tothe
Holy Vision spell list and revised for compatibility
with the Seer equivaents. Spells have been added to
the Holy Vision spell list to provide the Astrologer
with text-understanding abilities. The Way of the
Voice list has been revised with many new spells to
enhance the Astrologer’s oratory and to extend the
range of mental control spells available. The Far
Voicespell list now incorporates mental communica
tion and voi ce projection spells. New spellshavebeen
added to the Starsense and Starlights spell lists.

The Enchanter is a new hybrid spell user of the
realms of Mentalism and Essence. In Rolemaster
Companion |V, therewasanllusionist variant profes-
sion also called the Enchanter. The new Enchanter is
amaster of mental illusions and of mental manipula
tion, and hasnoinheritancefrom professionsextantin
previous editions of Rolemaster.

The Armsmaster isintroduced as a semi spell user
of the realm of Mentalism. The Armsmaster is an
extensive revision of the Noble Warrior profession
(from Rolemaster Companion111) andthe ArmsMas-
ter profession (from Rolemaster Companion VI1). The
NobleWeaponsand Noble Armor spell listshavebeen
rebuiltintermsof RMSSgame-balanceastheWeapon
Mastery and the Armor Mastery spell lists respec-
tively. The Martial Law spell list from the Arms
Master has also been properly balanced. A new spell
list, Battle Law, incorporates some aspects of the old
Commands spell list and the original Battle Law list
from Spell User’ sCompanion. TheFortressLaw spell
list withitsemphasison mentally-powered temporary
stronghold and camp defenses replaces the old En-
campments. Warrior’ s Law providesthe Armsmaster
with important survival abilities.

In the planning of Mentalism Companion, all of the
Mentalism professionsintroduced in previous editions
of Rolemaster were considered for reconstruction as
RMSS professions. Five of those old professions were
deemed to capture valuable character concepts which
should not beomitted fromtheRMSS. However ineach
casethe character concept could be expressed in terms
of one or two appropriate spell lists. The character
conceptswere revised into Lifestyletraining packages
andthespell listswereextensively revised and bal anced
for RMSS The Beastmaster, Houri and Sage profes-
sions have become the Beastmaster, Houri and Sage
training packages respectively. The Dream Lord pro-
fession was fissioned into two distinct and mutually
exclusive training packages, the Dream Traveller for
usewith mystical dreasmworlds, and the Dreamweaver
for manipulating real dreams.

Sections
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Sections
=2 THE MENTALISM ARCHETYPES
Th
Mentans.:} Withintherealm of Mentalism, therearecurrently 12 Healer and the Seer each have their own strengths and
Archetypes professions (including the new and revised onesintro-  wesknesses. A Mentalist ismost effectivewhen dealing
Pure Spell duced in this companion) available for use. They are: with living intelligent beings (Humans, Elves, etc...)
Users Pure Spell User: Mentalist, Lay Healer, Seer, and hence, would most likely befoundin alocationwith

Alchemist (Mentalism)

Hybrid Spell User: Mystic, Healer, Warlock,
Astrologer, Enchanter

Semi-Spell User: Bard, Magent, Armsmaster

Note: The Zen Monk is discussed in the Martial
Arts Companion and thereader isreferred to that
work for further details.

The purpose of this section is to examine each of the
above professionsin detail, in order to better understand
their strengths and weaknesses, as well as to offer
suggestions that players and Gamemasters can use to
better understand and play aMentalism realm character.
Asmentionedintheintroduction, many Rolemaster fans
till equate M entalism with Psionics, hencethey may not
understand the“ truth” behind their profession of choice.

PURE SPELL USERS

The primary Pure spell users of Mentalism are the
Mentalist and the Lay Healer, and now the Seer can be
added to the list (courtesy of this companion). Each
profession offers adifferent perspective on their realm.
Obvioudly, the Mentalist is just what their name sug-
gests—a user of Mental spellstypically aimed at mind
control, mental communication, mental awareness/per-
ception of other beings, etc. However, theLay Hedler is
very different in capability to a Mentalist. Their spells
deal amost exclusively withthehealing, diagnosing and
regenerating of wounds and injuries, as well as the
creation of prosthetics. Finally, the Seer deals with the
gathering of information, focusing their concentration
upon magical energies to revea what is hidden in the
past, the present and the future, and in the depths of the
minds of others, aswell asto obscure such information
from the curiosity of others.

While each Mentalism profession is very different,
they all have onethingin common: they rely on strength
of will and presenceto achievetheir goals. After all, one
cannot imagine a weak-willed Mentalist, a squeamish
Lay Healer or atimid Seer. Self-confidence and force of
will are both vital assetsto their profession, or else they
would not havethe* courage of their convictions’ to do
thethingsthey do. A Mentalist must havemental strength
and resilience to withstand the horrors they may con-
front. It would be an exceptionally poor example of a
Mentalistif they were* scared of theboogiemonster” or
lacked the self-confidence to withstand the unknown
horrors of peoples subconscious. To probe the mists of
time requires a distinct level of courage as does the
sharing of the senses or memories of others or the
enhancing of one's own perceptions, for the acquired
knowledge is often not to one’ s liking.

Asthreedivergent professions, the Mentalist, theL ay

areasonable population. On the other hand, the Undead
Hunters Club is unlikely to have many Mentalist mem-
bers, as they tend to be somewhat ineffective against
creatures with no mind or consciousness.

RMSR states that “typical” TPs for Mentalists are:
Cloistered Academic, Loremaster, Merchantand Zea ot.
The latter two of these four TPs are very people-
oriented—even amoderately skilled Mentalist could be
quitesuccessful at thoseoccupations. Thetwo academic
TPs are simply indicative of a Mentalist’s search (or
thirst) for knowledge—something very common to
people of great mental discipline. The self-confidence
and mental powers of the Mentalist would also be of
great benefit to those who choose the occupations of
Advisor and Vizier (both of thesetraining packagesare
in Castles & Ruins) in the service of nobles and other
leaders. Self-serving Mentalists might easily become
the true powers in the land. Skillful use of spells for
mental communication could easily enable Mentalists
to direct city-wide organisations whether it be for ne-
farious criminal activities or legitimate policing and
espionage services. High-level Mentalists could (with
careful planning and co-operation) provide advanced
cultures with long-range and almost instant communi-
cations allowing monarchs to administer their territo-
riesmoreeffectively and respond with greater readiness
to the threats of the barbarian hordes.

Lay Healers are a different proposal to the average
Mentalist, as their strength draws from their ability to
mentally sensetheinternal damageand suffering of their
patient, and by sheer force of will, speed up the natural
healing processesdramati cally—thereby effectingacure
or relief for their “ patient.” A competent Lay Healer
would be most welcome in amost any place with a
gathering of people, as sickness, illness and injury is
common in life, particularly in amedieval/fantasy type
of setting. However, aL ay Healer could not afford to be
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squeamish at thesight of blood or injury! They would not
last longif they were. Inthe sameway that werely onthe
small numbers of men and women who provide the
health care for our modern day lives (doctors, nurses,
paramedics, surgeons, etc.), aRolemaster society would
come to rely on their Lay Healers, particularly if the
availability of alocal Cleric or Healer was non-existent.
By that very fact, most Lay Healers must realise they
hold a great bargaining tool over their fellow beings. It
isprobablethat somewould not beoverly adtruisticinthe
use of their talents, leading to a position of great power
and unpopularity within their society.

A Lay Healer is most useful in a situation where
people are under threat from physical injury or health
risks. Any self-respecting military force (and many
adventuring parties) would consider the availability of
Lay Hedlersasessential asthe proper equipping of their
troops with good weapons and armor. In addition, Lay
Healers offer one additional benefit that can sometimes
makethehealing-based Channeling professions(suchas
Clerics) less desirable: their powers do not rely on their
faithtoaparticular religiouspersuasion. Therearemany
situationswherethisfact would bemost advantageousto
the organisation/s served by Lay Headlers. As agenera
rule, religious professions have an agendato propagate
that may not always mesh with the aims and desires of
the organisation of which they form a part. However,
obviously this does not mean that Lay Heders are
exempt from following any religious faith—just that
their powers do not rely on the whims of asupernatural
agency. As for Lay Heder TPs, the typical ones are
Cloistered Academic (the “research” medico type),
L oremaster (the“ expert” on the topic of health, disease
and the physical body), Merchant (useful assistance in
the “plying” of their mercantile activities) and a Zealot
(the equivalent to a“religiously motivated” fanatic who
has healing skills). With the inclusion of the new TPs
introduced within this new Companion (the Physician),
the opportunities for appropriate and interesting varia-
tions on the Lay Healer are even greater.

Most importantly, by thejudiciousand intelligent use
of aTP with this profession, the player has an excellent
opportunity to create a character of great personality,
rather than the typically bland way in which many view
this profession. A Lay Hedler is neither anon-religious
Cleric nor awalking first aid kit! They areaunique and
fascinating opportunity for role playing of a complex
and exciting individual.

Although the Seer is the weakest of the Mentalism
profession in terms of their abilities to directly affect
othersfor good or ill, the supremacy of theprofessionin
thefield of gathering information grantsthe Seer aplace
among the mighty in any world. Little can be hidden
from Seerswho are prepared to use every meansat their
disposal to reved the truth ... a secret conference in a
remote forest glade is observed through the senses of a
fox, walls and closed doors enclosing atreasury are no
barriers to enhanced vision, memories are drawn from
the weak of will, images from the past evoked to recall
history’s misdeeds, and the possihilities of the future
glimpsed in vision and symbolism. Conversely, with
intelligence, with alchemical defences, and most easily
withaloyal Seer, defensesagainst such probing can aso
bemaintained, all owingtheresourceful toshieldthoughts,

words and deeds.

The information Seers can provide make them valu-
ableresources to any leader, even if they must exercise
caution when interpreting thefuture, for few liketo hear
of ill omensand dark daysahead, and themessenger may
suffer aruler’swrath for an unwelcome message. Less
ambitious Seers may dispense learning and wisdom as
neutral oracles, bemusing all, or may simply dabble as
fortune tellers and diviners, leaving the greater threads
of destiny for otherstounravel. Inadditiontothetraining
packagesconsidered appropriatefor Mentalists, Fortune
tellers and Oracles are clearly suitable for Seers. The
deeper mysteries of the subconscious as explored by the
Dreamweaver would also provide a fresh avenue of
understanding, and thelearning of the Sagewould bean
invaluable asset in explaining the unexplained. Those
Seerswhosewarningsand prophecieshavebeenignored
might find refugein aretreat fromtheworld asaHermit.

Thereisafourth purespell using professionwithinthe
realm of Mentalism, namely the Mentalism-based Al-
chemist. Asageneral rule, the Alchemist professionsare
only available as an NPC profession, unless your GM
approves their use for his or her game. The Mentalism
Alchemist will be discussed here for compl eteness but
the reader is referred to the Treasure Companion for
further information.

The primary ability of Mentalism Alchemists is to
create magical items through the intense focus of their
will upon magical energiestoimbuepermanent enchant-
ment to otherwise mundane objects. The harnessing of
such magical energies provides such Alchemists with
greater control over their own minds, bodies and their
surroundings. An understanding of magicsfor weapons
and armor leadsto personal abilitiesin precision attacks
and defence. Similarly the ability to build items grants
abilities to destroy mundane items. Additional spells
further the pursuit of knowledge and the mai ntenance of
thewholeness of the body through healing magic. Typi-
cal training packages would include the Crafter (from
RMSR) and theArtificier, the Engineer, the Inventor and
the Magic Crafter (from Castles & Ruins).

2.2
HYBRID SPELL USERS

This second major branch of Mentalism professions
brings us the Healer, the Mystic, the Warlock, the
Astrologer, and the Enchanter. Hybrid professionsarea
mixture of two or more Realms, often having certain
advantages not available to those who only possess
access to asingle realm. However, this a'so means that
they usually suffer from certain weaknesses not nor-
mally afflicting their Pure counterparts. The Healer and
the Mystic are already standard professionsavailablein
the RMSScorerules and the Warlock wasintroduced in
the Channeling Companion, but the Astrologer and the
Enchanter are new professions available from this com-
panion. Hence, most of the discussion of the Hybrid
professions in this section will be of the two already
available before therelease of thiswork, with the reader
referred to the descriptions of the two new professions
located elsewhere in this book.

Sections
21,22
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Users
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The Healer may just be one of the most unusual
professions available within the Rolemaster game. To
beableto, and, willingto“absorb” another’ sillnessand/
or injury into one’' sown body, and then heal oneself via
magic implies both an incredible amount of self disci-
pline (one of the prime stats of the profession) and an
unerring sense of self confidence in one's own abilities
to successfully cure these afflictions (thanks to one of
their other prime stats— Presence). Add in the factor of
luck (from Intuition), and you have anindividua whois
either supremely brave and self sacrificing or suicidal,
crazy and masochistic (or perhaps even al of these)!

Healersareastudy in self control and bodily strength,
asthey must be abl eto withstand the pain and discomfort
caused by another’s injury or disease, until their own
unique magical abilities allow them to cure themselves
of the affliction. That means great physical endurance
and strength of will, often the only two factors that
determine whether a injured person lives or dies. Our
entirehistory isfull of talesof theincrediblebravery and
courageof thoserareindividual sthat survived ahorrify-
ing accident or attack that would havekilled anyoneel se,
and how after much suffering, they survived, recovered
and re-entered into society. Thistype of individual isa
classic example of the mentality and strength of the
Healer profession. Onewoul d al so expect the number of
Healersto befairly rarein average fantasy society, due
to the high requirements of their profession (in terms of
three prime stats).

Thetypical TPsof aHealer are: Cloistered Academic
(one more interested in the study of health, life and the
physical body), the Loremaster (astudent of the subject
of health, but more hands-on than a Cloistered Aca-
demic) and the Merchant (as with the Lay Healer, the
ability to heal can be a great business bargaining tool,
and perhaps it is healing that a Healer merchant is
selling). Many consider the Heal er to be one of the most
stereotypical and uninteresting professions available in
the RMSS game. However, by concentrating on the
motivations of the character, rather than the combat and
spell capabilities it has in comparison to other profes-
sions, a player can redly enjoy the opportunity the
Healer offersthem. Just don’t plan on them being terri-
bly gung-ho combat types, asthat is not their forte.

The Mystic is a somewhat more subtle profession,
relying more on misdirection and modification than
obvious physical abilities. A classic Mystic would be a
gypsy or con man, as their skills are of more benefit
withinapopulation. A loner mystic who did not enjoy or
desire the proximity of other beings would either be
fairly rare, or in the middle of committing acrime! The
Mystic’ sbasespell listsareamost intriguing sel ection of
powers, offering great opportunities for stealth,
subterferge and confusion. A Mystic spy, thief or even
street magician would be a very capable and confident
individual. However, the obvious weakness they suffer
isthat they arenot particularly suited to alifeof physical
combat. Their armor and weapon skills are among the
weakest of all the professions, with the exception of the
Essence based occupations.

Asfor their typical TPs, the Con Man, Merchant and
Performer wouldbevery obviousand appropriatechoices,
whiletheDiplomat, L oremaster, Philosopher and Zeal ot
wouldall benefitinoneformor another fromtheabilities
a Mystic possesses. Finally, the Cloistered Academic
would probably be chosen because their magical abili-
ties could offer many fascinating opportunities for the
study of various physical and mental subjects.

The Warlock bridges the realms of Channeling and
Mentalism, with arelatively even division of base lists
between the two realms. Unlike the other professions
described in the section, the particular strengths of the
Warlock may mean that it isan inappropriate choicefor
player characters in some settings. The Warlock draws
his power to curse, the physically harm, and the subvert
faith of hisopponentsfrom therealm of Channeling. His
power to meddle with fate, to terrify and command
others by his very presence, and to reshape his body, is
drawn from the realm of Mentalism. The necessary
focus demanded by Mentalism provides some slight
comfort for his opponents—many of his spells only
affect singletargets. In atwist to the traditional Mental-
ism requirement that a character believe in himself to
wield Mentalism powers, the opponents must believein
the Warlock’s abilities to succumb to the terror of his
presence. Acquiring the necessary reputation to be able
to ingtill such fear is atask for the Warlock.

The Warlock will probably be most interested in
furthering his own goals and objectives. This agenda
may be pursued overtly or through subtle manipul ation.
The Manipulator and the Warlock training packages
(from the Arcane Companion) are suitable Lifestyle
choices. For thosewho desireto gain predictive abilities
(so that they may more effectively manipulate fate to
their own ends) they may study as Oracles.

The Astrologer is described later in thiswork, and so
instead we will focus on the training packages that best
express the distinct aspects of this profession. The For-
tune teller and the Oracle underpin the amateur and
professional approaches to astrology as a divinatory
tool. The Astronomer is another natural choice for As-
trologers devoting their lives to the recording of the
celestial movements. Any of theacademictraining pack-
ageswould suit thosewho are concerned with the theory
of the art, seeking confirmation of new astrological
associationsthrough historical records. Skill ininterpre-
tation might lead to a position of influence at court,
transforming thediviner intoatrusted Advisor or Vizier.

The Enchanter is also described later in this work,
bothin professional termsand astheimplementor of the
third philosophy of Rolemaster “illusions’, the mental
illusion or seeming. In terms of training packages, the
fascination with themind could easily lead to the pursuit
of knowledge expressed in an academic vocation or
lifestyle. The Enchanter’s powers of persuasion might
lead to alife of intrigue, as Diplomat, Advisor, Antago-
nist or machiavellian Political. Perhaps the Enchanter
might become corrupted by power as a Manipulator, or
forsake society to ponder the illusion of reality in phi-
losophy as a Hermit. Some might pursue more esoteric
directions, devel oping and extending someof their pow-
ersasaHouri or Dreamweaver.



2.3
SEMI SPELL USERS

The third category of Mentalism based professions
arethe Semis: theBard, theM agent and the Armsmaster.
Thesethree professions offer plenty of exciting abilities
toanenthusiastic player or Gamemaster, asthey arevery
flexible in the range of skills and spell lists they can
access. However, the obvious weakness they possessis
that they are supreme in power and scope of very little,
unlessit directly relates to their profession (i.e., Bards
are talented musicians and lore collectors, Magents are
skilled with subterfuge and stealth and Armsmastersare
skilled in war). Their spells are (in general) an order of
magnitude weaker than the Pure and Hybrid casters, and
their combat skills are weaker than afull Arms profes-
sion. A Semi spell user will rarely possessthe magical or
combat power of a non-spell user, instead relying on
their strengths in a small field, and their flexibility of
skills.

In a RMSS setting, a Bard should not be thought of
purely as a wandering musical encyclopedia, available
to entertain themasses, and answer questionsof loreand
history. Instead, they should be played as very curious
students of life, keen to learn more about what makes
both people and the world tick. A Bard is often an
excellent choice for a player wanting maximum access
toall partsof society. Eventherichest peoplesneed, nay
crave, entertainment, and who better to provideit than a
skilled Bard? Exactly the same can be said for the
poorest of folk, or even one' senemies. A Bard can often
go undisguised where no others could, and as a conse-
guence, can gain access to both information and people
(or creatures) that no one el se can without huge amounts
of magical and/or physical effort and time. This obvi-
ously makes a Bard an excellent choice for a spy!

Thetypical TPslisted for a Bard should not surprise
anyone. Whether itistheinformation and lore gathering
fascination of the Cloi stered and Crusading Academicas
well asthe Loremaster, or the social skillsrequired by a
ConMan, Diplomat, Performer, Troubadour or Jester, or
the ability to incite the masses via sheer charisma as a
Zealot, the Bard is idedlly suited to any of these TPs.
Finally, theSailor and Mariner TPsaremoreintunewith
the “old man of the sea’” who knows all about his first
love, and loves to pass on his knowledge to those
younger and | esswiseabout the many moodsand hidden
secrets of the mighty waters.

The Magent is dramatically different from the Bard,
and can be best described as your archetypal spy or
assassin-type profession. However, that is no reason to
lock a character into a stereotype, as the Magent offers
many opportunities for role playing an exciting and
intriguing profession. As can be seen from a quick
review of their base spell lists, their speciality isgather-
ing information (via stealth and subterfuge), and either
assassinating their victims and/or escaping capture.

They are reasonably skilled with one weapon and
armor type, thereby offering decent combat capabilities
(preferably in asituation of their choosing, to maximise
those advantages), and their spells are most useful in
aiding in the completion of their mission, rather than a

broad spectrum of magics to cover all situations. A
skilled Magent would be very much in demand for their
abilitiesasaspy/assassin, most likely beingwell paid by
various different political and financial factions within
society. The Ninjaof Japanese culturewould be consid-
ered our real world’ sequivalent of aMagent, evendown
to the “mystical” abilities which history and ignorance
has attributed to them. However, there is no reason to
assumethat your average Magent isjust acard-carrying
member of thelocal Assassins Guild. They couldjust as
easily be elite member of a religious or political
organisation that usestheir powersfor reasonsof justice,
right and good. It all depends on their personal outlook
on life.

The typical TPs of a Magent are also of no great
surprise. The City Guard, Detective, Spy and Zealot are
all fairly obvious choices. However, the two Academic
types and the Diplomat are all occupations that would
take advantage of aMagent’ s ability to get information
in as secretive amanner aspossible, usually inadanger-
ous situation. The Cut Purseisjust an extension of the
need to gather information and resources in a difficult
position, cut off fromthenormal lineof supply. Afterall,
if your Magent is on a mission and needs to steal the
secret papers from a King's courier, without blatantly
mugging him, then what better way than to pick his
pockets or subtly steal his purse. Finaly, the Performer
isan excellent cover for aMagent to adopt when endeav-
ouring to enter the enemy’s domicile.

The Armsmaster represents the epitome of military
life, whether it be upon thebattl efield, manning aborder
outpost, leading apatrol into hostileterritory or guarding
the safety of aliege lord. What is less obvious is that
regardless of the setting, the Armsmaster should adhere
tothemartial virtues, whether thesebechivalricideal sof
medieval knights, the soldiers’ principles (“Courage In
Battle,” “ Protection of thelnnocent,” and“ L oyalty tothe
King") or thesimpler esprit de corpsand comradeship of
ahardened mercenary. The Gamemaster and the player
should discuss the implementation of this concept of
honour and the associated rules of behaviour within the
framework of the Gamemaster’s setting and intended
story. As the Armsmaster derives his abilities from
within himself, rather from adivine source asisthe case
with the Paladin, adherence to one’'s honour isavolun-
tary act and some Armsmasters might live outside the
code. Dependent on the nature of the breach with the
honour system, the Armsmaster might easily find him-
self court-martialed and relieved of military responsibil-
ity. The sanctions available to the Armsmaster’s erst-
while superiors will depend on the setting. In all cases,
those who lead men to war should remember that they
must earn the respect of their subordinates.

The typical TPs for an Armsmaster are combat-ori-
ented: City Guard, Knight, Mercenary, Soldier and
Weapons Master. Characters with a maritime tradition
should consider a naval career as a Sailor or Mariner.
Special circumstances might seean Armsmaster train as
abattlefield Physician or a Scout.

Hopefully thissectionwill provide Gamemastersand
players with some fresh ideas with which to revitalise
their conception of the Mentalism professions.

Section 2.3
Semi Spell

Users
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3.0

tion, every utterance spoken by acharacter, every nuance
and flourish of the Gamemaster isanalyzed by theplayers
on behalf of their characters and used as a basis for the
actions and reactions of the player characters. Skillsand
spellsexist withinthe game mechanicswhich enabletheir
possessors to breach the normal boundaries of space and
time and in so doing acquire information which would
otherwise be unavailable to the characters. In particular,
the Seer and to alesser extent the Astrologer, are profes-
sions which specialize in such techniques.

Specia abilities, whether it be great prowess with
weapons, exceptional stealth or arcane knowledge, pro-
videplayerswith theopportunitiesto acquirestory share
for their characters. Moreover players will often seek
opportunities for their characters to employ such abili-
ties. The difference between such abilities and the eso-
tericinformation-gathering capabilitiesisthat theformer
caninfluencethe story (by overcoming an obstaclewith
an ease that surprisesthe Gamemaster) but the latter can
reveal the story initsentirety when the abilitiesare used
to their maximum potential by resourceful individuals.
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E THE NATURE OF TIME
Theo?l ﬁ t’ﬁi Informationisthelifeblood of thestory. Every descrip- Player character omniscienceisanextremely undesir-

able outcome of introducing esoteric information gath-
ering abilities. Some Gamemasters, who understand the
potential problems posed by divination and rel ated tech-
niques, prohibit players from choosing Seer or Astrolo-
ger charactersand restrict accesstotheremai ning sources
of such abilities. Others allow the professions but im-
pose severe limitations on the effectiveness of the abili-
ties and render the techniques exceedingly dangerous
physically, mentally or spiritually to the characters.
Some players may relish the challenge of such dangers.
Many will becomedisenchanted with abilitieswhichare
relatively ineffective in gathering the desired informa-
tion, especialy if the risks are great.

The aim of this section and Sections 11, 12 and 13 is
to assist the Gamemaster in determining theinformation
obtai nable using the appropriate methods and establish-
ing abal ance between the need to provide adequate story
shareandtheneedtolimit player character knowledgein
both the visible and actual scope of the story.

3.1:
FREE WILL VERSUS
PREDESTINATION

It has become commonplace in recent times to de-
scribethe art of the Gamemaster in terms of itssimilari-
tiesto storytelling. The analogy breaks down when the
degree of authorial control over thefuture of thestory is
examined. The storyteller has complete control over the
unfolding of the story with each character and event
predestined. The Gamemaster has some control over the
story’s future but the players through their characters
will decide the detail of the story and may well exert
influence onthe broader themesand strands of the story.
This lesser degree of control impacts upon the game
whenever acharacter employsadivinatory skill or spell
to predict some aspect of thefuture of the story. Assum-
ing the skill or spell is“successful,” the Gamemaster is
compelled to issue a prediction, and as the gift of
prescience is not normally possessed by the Gamemas-
ter, the prediction is at best an informed guess.

Thekey issueisthenwhat level of commitment tothe
future devel opment of the story isentailed by the predic-
tion, or more succinctly, will the prediction come to
pass? If there is no commitment by the Gamemaster to
the validity of the prediction, then divination is a point-
lessactivity withinthe setting becauseit lacks utility. As
a consequence, divination would be very unlikely to
develop significantly in the cultures of the setting. Such
disciplines require some “successes’ in order to attract
adherentsand maintain credibility with theremainder of
the populace.

The other extremeisfor the Gamemaster to invest the
prediction with the force of inexorable fate, by subtle or
overt manipulation of thestory. Of course, thetrue mean-
ing of the predictionwill be shrouded in aveil of symbol-
ismandambiguity allowingthedivinertomisinterpret the
prediction and restoring some story control to the Game-
master. This level of commitment may encourage the
development of divination to ahigh art within the setting,




yet theinexorability of fatewill haveits own effectsupon
the societies in terms of fatalistic philosophies, religions
denying theindividua’s (or even the deity’s) possession
of free will, and perhaps afear of diviners.

Some of the more popular mythologies used in the
construction of settingstendtowardsthisextreme. Norse
myth is littered with the corpses of heroes who have
failed to heed the pessimistic interpretations of ominous
dreams, preferring instead more optimistic interpreta-
tions, and as a consequence, take some course of action
which leads to a grisly death. In Graeco-Roman myth
and literature, the protagonists are at the mercy of the
gods and the Fates. Divination, in its original Latin
context, is concerned with discovering the will of the
gods. Those unfortunate enough to see the future would
find their predictions dismissed as nonsense by others
(thus ensuring that the prediction came to pass) and be
unable themselves to prevent the destinies preordained
by the Fates.

Although destiny is portrayed as inescapable within
Graeco-Roman myth creating a better “story” for the
audienceto appreciate, the culturesof theearly Mediter-
ranean considered fate to be dire, but not alwaysimpla-
cable. Through expiation and sacrificetothegods, itwas
sometimes possible to prevent or at least ameliorate the
destiny. The gods were, however, capricious.

For settingswherethe Gamemaster wishestoinclude
thisdegree of predestination, itisrecommended that the
Seer and Astrologer professionsbeunavailableto player
characters and that most, if not all, other sources of
foretelling be also restricted to non-player characters.
Thisisto prevent the Gamemaster from being forced to
provide story commitment to predictions instigated by
the players. Itissimilarly recommended that the Game-
master limit the number of omens, prophecies and the
likethat directly affect the player characters and can be
effected by the player characters. While many players
are as obstinate and unheeding as any Norse hero, there
aremorewho will do their utmost to prevent or forestall
adestiny if they detect such manipulation by the Game-
master. Resourceful players need only find one loose
thread to unravel the weave of Fate.

Between these two extremes lies a middle ground
wherein divination, Seers, and Astrologers can add an
exciting new dimension to the game and the story. The
critical distinction is to alow divination to reveal a
future, but not necessarily thefuture. Thistransformsthe
visualization of the future from apre-ordained outcome
to an infinity of potential outcomes, branching at a
myriad of choice points. Actions and inaction in the
present, by the individual and occasionally by super-
natural agencies, and the element of chance, determine
which future comesto pass. The diviner’ stask becomes
two-fold: to predict the most probable future and to
determine what actions or inactions are necessary to
promote or prevent a given future.

Thereare precedentsfor freewill against preordained
destiny in both fantasy literature and historical cultures.
In The Lord of the Rings, which has influenced both
fantasy literature and fantasy role playing, Galadriel
saysthat her Mirror “ showsmany things, andnot all have
yet come to pass. Some never come to be, unless those
that behold the visions turn aside from their path to
prevent them.” In ancient Mesopotamia, the celestial
omens, that were catalogued and interpreted by the

proto-astrologers of the time for the royal court, were
considered to be indicative rather than deterministic of
future events. It was believed that the presaged events
could be ameliorated or prevented by ritual means. The
omenswere used asabasisfor rational actionsto evade
misfortunes.

Thismiddleground requiresthe Gamemaster to invest
some story commitment to the results of divinations, but
does not require the Gamemaster to manipulate the story
in order to ensure the predicted outcome. Instead the
Gamemaster must determine what is a probable future
based on his knowledge of the story and the game world
andhisbest guessof player character intentions. All things
being equal and with no unusual actions being taken by
(non-)player characters, then the prediction should (prob-
ably) come to pass in broad terms, although the exact
detailswill be decided by chance. The commitment isnot
final as (non-) player character actions or other events or
random chance could combineto nullify thepredictionin
wholeor in part. Asthe characterswill often beinterested
inpreventingafuturerather than predictingthefuture, this
flexibility should be appreciated by both Gamemasters
and players. More details on handling divination will be
found in Section 13.

3.2
TIME TRAVEL

In Mentalism Companion, the future consists of a
myriad potentialities. Each decision in the present col-
lapses aninfinity of possibilitiesto asingle present, and
simultaneously createsanew infinity of possibilities. As
the future becomes the present, so does the present
becomethe part of thepast, alinear immutable sequence
of events stretching back to the game world' s creation
and perhaps beyond.

One of the deliberate design decisions of this Com-
panionwasto devel op atheory of timeandtranstemporal
techniques(for revealing the past, present and thefuture)
that would not require time travel asthe only means by
whichsuchtranstemporal techniquescould beexplained.
The rationale for this design decision was twofold.
Firstly, any transtemporal techniquewhich, for instance,
allowsacharacter to view the past by sending hispsyche
or astral projection backwardsin time becomes suscep-
tibleto all the paradoxesthat await physical timetravel-
lers. Itisonly necessary for someone or somethinginthe
past to be ableto detect atemporal intrusiontotrigger an
avalanche of paradoxes. Secondly, permitting astral or
psychic timetravel createsthe necessity of defining the
effectsof physical timetravel (therationaleswhy itisor
isn't allowed).

It would not have been difficult to produce spell lists
relating to time travel. It is much harder to develop a
consistent temporal framework which prevents, or oth-
erwisecopeswith, theparadoxesof timetravel. Thevery
inclusion of such spell lists, regardlessof therestrictions
placed on their availability, would have eliminated the
mystery and peril of time travel. Such spell lists would
also have seriously weakened, if not destroyed, overall
game balance.

In campaigns where time travel isto play apart, itis
recommended that it betheresult of uniqueoccurrences,
such asmagicritualsgoneawry, unstable magical gates,
divine or demonic intervention.
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Section 3.3 3 . 3
Do CONCEPTS AND

DEFINITIONS

Divination, initsbroadest sense, encompasses
more than the historical Mediterranean idea of
discoveringthewill of thegods. Divinationisthe
alleged art of foretelling the future through the
useof natural, psychological or other techniques.

Fantasy literature and the influence of severa
generations of role playing games has corrupted
the terminology of divination to better suit the
purposes of authors, game designers,
Gamemastersand players. Thislinguistic driftis
so firmly entrenched in the genre that attempting
toreverseitisafutileexercise. Instead withinthe
context of Mentalism Companion, the differ-
ences in terminology will be rendered explicit
and discussionsinvolving such terminology will

always clarify which meaning is intended.

A proper definition of theterm Divination hasal ready
been given. Within Rolemaster, the skill of Divination
(located in the Power Awareness category, see RMSR
A1-20) enables the possessor not only to attempt to
foretell the future, but also to scan the past and the
present using the same technique. It would berelatively
easy tosubdividetheDivination skill intothreeskillsper
techniquewithadistinct skill for the past, thepresent and
the future. However this subdivision is unnecessary
becausethekey aspectsinvolvedintheuseof thevariety
of techniques encompassed by the Divination skill are
the preparations of diviner and querent, the ritualistic
performing of the technique, the symbolism of the re-
sultsof areading, and theinterpretation of thedivinatory
symbols. The querent is the person who has posed a
question concerning thefuture (or present or past) to the
diviner. None of these aspects are atered by the “di-
viner” probing the past or the present instead of attempt-
ing to predict the future. Indeed many divinatory tech-
niquesrequirethediviner to probe past eventsand reveal
the hidden motives of othersin the present where these
have a bearing on the querent’s future. A divination
which purely concerns the past or the present is merely
an extension of the existing methods.

Thedivision of theDivination skill by technique, such
that characters must devel op each technique separately,
is sound as each method possesses its own and often
large body of lore and symbology, and demands a
distinct mindset from its practitioners.

On the other hand, the equivalent spells, including
those introduced in this volume and those existing in
other Rolemaster spell compendia, areexplicitly limited
to probing either the past, the present or the future. This
limitation is counter-balanced by the greater specificity
and (sometimes!) better accuracy of theresults obtained
through the spells.

For the purposes of this Companion, the esoteric arts
of exploring beyond the normal temporal boundaries
will be classified and defined as follows: Evocation,
Scrying, and Divination.

3.3.1 - EVOCATION

Evocation covers the skills and spells which enable
the practitioner to reveal past eventsand occurrencesin
the lives of beings, and in the histories of places and
objects. Thisincludesthe use of the Divination skill for
scanning the past and the various Vision Behind, Past
Visions, Retrocognition and related spells. It does not
include spells to probe the memories and other experi-
ences of sentient beings and other creatures. Evocation
isdiscussed fully in Section 11.

3.3.2 » SCRYING

Scrying covers the skills and spells which enable the
practitioner to reveal unknown quantities and qualities
inthe present, perceiving the actions of beingsor events
in both near and distant locations. Thisincludesthe use
of the Divination skill for scanning the present aswell as
Scrying spells. Scrying and related techniques for en-
hancing perceptions of the present by borrowing the
senses of others or moving one’'s own senses are dis-
cussed fully in Section 12.

“Scrying” is atechnique for predicting the future by
interpreting the apparent images perceived in areflect-
ing surface. This scrying will be discussed in the next
section.

3.3.3 - DIVINATION

Divination encompasses the skills and spells which
enable the practitioner to foretell the future. This in-
cludes the skill of Divination and the various Anticipa-
tions, Intuitions, Augury, and Divinationsspellsamongst
others. Divination will be discussed fully in Section 13.



3.4
THE MANTIC ARTS

This section discusses the various aspects of the
mantic arts.

3.4.1 - CLASSIFICATIONS
OF THE MANTIC ARTS

The arts of divination are manifold and various prac-
ticescan befoundthroughout theworldinboth historical
and contemporary cultures. The diverse skills can be
classified according to two different schemes.

The first scheme divides divination into inductive
practices, interpretive practices, and intuitive practices.
Inductive divination assumes a procedure, freed from
mundane manipulation, which yields an unambiguous
prediction. Using inductive divination, any diviner who
followsthe procedurecorrectly should arrive at the same
prediction.

Attheother extreme, intuitivedivination assumesthat
the diviner possesses the ability to communicate with
supernatural agencies(suchasspiritsor gods). Thisstyle
is associated with the oracles of ancient Greece and
variousNorth American Indiantribeswherethediviners
employed drugs, trances and meditative techniques to
become “ possessed” by a divinatory agency.

| nterpretativedivination assumesthat thediviner com-
bines the use of the correct procedure with a gift of
insightintotheappropriatemeaningsof theresultsof the
procedure. Most divinatory disciplines fall into this
intermediate class

The second schemefor classifying divinatory skillsis
toconsider theoriginof thesigns, intermsof being either
characteristic of the querent, obtained from the casting
of lots or other random elements, or arising in nature.
Thisschemewill be used inthe next three subsectionsto
classify avariety of mantic arts. The conversion of the
techniques into appropriate game mechanics and sug-
gestions for interpretations of possible readings will be
found in Section 13, unless otherwise stated.

3.4.2 - PREDICTION
FROM WITHIN

In these techniques, the diviner either utilises very
personal attributes of the querent and interprets the
meanings of these attributes or taps inherent powers
within himself.

DowsiNnG

Strangely in RMSR, the skill of Dowsing has been
addedtotheTechnical Trade« Professional category and
has been limited to allowing the practitioner to discover
underground water sources. Dowsing is properly one of
thedivinatory artsand can be used to discover morethan
underground water. For dowsing outdoors, the dowser
needs either apair of metal divining rodsor a'Y -shaped
twig, and a sample of the material that is to be sought.
The dowser then walks over the search area holding the
rods or twig, concentrating upon the substance to be
located, and noting the positions where a reaction with
the rods or the twig occurs.

A variant is to use a pendulum for dowsing. This

techniqueis called radiesthesia, and enablesthe diviner
tosearchfor thesubstance of interest over adetailed map
of the search area. Radiesthesia is also employed to
locatethe sourcesof ailmentsinthebody of apatient (the
diviner holds the pendulum over the patient’ s body and
readsthe pendulum’ sgyrations) and to ascertain the sex
of unborn children. Themovementsof thependulumare
specific to each individual and the careful diviner will
catalogue its movements against known substances.
Some diviners can employ radiesthesia to answer spe-
cific questions, others can search for people or objects.

ONEIROMANCY
Oneiromancy isdivination through the interpretation
of dreams. Sleep and dreams are so fundamenta to
human cultures, with dreams serving many purposes
other than foretelling the future, that an entire section
(see Section 16) has been devoted to the subject.

SCRYING

Scryingisagenerictermfor divination by gazing into
a reflector, and derives its hold over the imagination
from the haunting qualities of reflected images. The
reflector of choice has varied with culture. The
Babylonians sought visions in liquids contained in sa-
cred bowls, the Egyptians gazed into apool of ink inthe
hands, the Greeks |owered mirrorsinto the calm waters
of sacred springs and pools, and according to Arab
tradition, warriors used the polished surfaces of their
swords for scrying. The most popular scrying devices
from the Middle Ages onwards have been mirrors
(catoptromancy)and crystal balls (crystallomancy).

Crystallomancy has a greater degree of almost ritual
preparation than any of the other techniques (excepting
ancient oneiromancy) in this class of methods. Some
crystallomancersbelievethat the crystal ball should rest
upon a circular and ornate table (called the lamen)
flanked by two candlesticks, itself standing within a
magic circle. Both thelamen and the circleare supposed
to be inscribed with arcane symbols. Less occultly-
minded practitioners suggest that a plain black cloth to
prevent reflections in the crystal suffices. The crystal
itself may be of beryl, quartz, or even glass, but must be
unblemished and should be four inches in diameter.

The crystal isalso traditionally only ever touched by
the diviner, and according to custom, should be washed
in amixture of vinegar and water, and dried by avelvet
cloth. In addition to being covered when not in use and
kept away from extreme heat and cold, the crystal must
not be placed in direct sunlight, astradition asserts this
will removethecrystal’ spowers. Moonlight issupposed
to enhance the crystal.

The actual divination should take place in a north-
facing room, with at most two other people at arm’s
length or further away in the room. The amount of light
shouldbebarely sufficient toread by. Thediviner should
empty hismind of all thoughts and gaze upon thecrystal
ball, watching asthe crystal becomesfilled with amilky
color. Thecolorswill changeuntil eventually thecrystal
becomes filled with blackness. The blackness will then
disperse revealing colored clouds, symbolic images or
sometimes sequences of eventsin the crystal.
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Theemphasison heightened concentration and attain-
ing a receptive frame of mind in crystallomancy lends
much credenceto theview that theimages do not appear
withinor uponthescryingdeviceasthecrystallomancers
might suggest. Instead the power of autosuggestion is
such, that tothediviner, thereflecting surface disappears
into a fog upon which the diviner's mind has tricked
itself into perceiving images.

SOMATOMANCY
Somatomancy is body divination, where the diviner
determines various attributes relating to a part of the
body, and interpretsthese characteristicstorevea infor-
mation about the individual’s personality, potentials,
andfuture. Theseartsincludechiromancy (or palmistry)
which considers the shape of the hands and the fingers,
the shape and condition of the fingernails, and the
multitude of lines on the hand, and phrenology which
considersfeatures of the head. Body divination hasbeen
practiced for centuriesin various parts of theworld with
references to palmistry as early as2000 B.C. in ancient
India
Themajor obstacle to implementing somatomancy in
the framework of a fantasy setting is the traditiona
proliferation of nonhuman racesin such campaigns. Itis
impractical to create systems of somatomancy
for each and every possible race as there are
simply too many. Itisalsocompletely unrealis-
tic to use human systems of palmistry and so
forthfor every race, andto do sowould counter-
act any verisimilitudethat converting such sys-
tems into game mechanics would provide.
Somatomancy will not be discussed further in
thiswork.

3.4.3 - PREDICTION AT
RANDOM

In this class of techniques, the diviner pre-
dicts the future through the casting of lots
(whether this be drawing cards from a Tarot
deck or throwing dice) and rel ating the symbol -
ism of the result to the question posed by the
querent.

ASTRAGALOMANCY

Originally astragalomancy involved the
throwing of two astragals, or sheep’s ankle-
bones. Theastragal shad four recognizabl efaces
and so served as precursors of modern dicefor
games of chance and divination. More recog-
nizable six-sided dice coexisted with the as-
tragals. Loaded dice have even been found in
Egyptian tombs!

Thedicewerenormally madeof wood, bone,
orivory, athoughhigher quality materialswere
believed to enhance the divinatory potency.
The diviner draws acircle on atable or on the
ground, concentrates upon the question, and
then caststwo or three dice into the circle. The
numbers on each die which lands within the
circlearetotaled; dicelanding outsidethecircle
areignored. Theresult isthen interpreted.

| CHING

Thel Ching, “Classic of Changes’, isattributed to the
legendary figure of Fu Hsi, a Chinese emperor of the
third millennium BC. It was streamlined by the king
Wen Wang and further atered by his son, the Duke of
Chou, in 1100 BC. Its pedigree wasfurther enhanced by
its interpretation by the sage Confucius.

A traditional consultation involves the use of fifty
yarrow sticks. The sticks are divided into random piles
and then counted. The numbers derived from repeated
countingsallow thediviner to determinewhich hexagram
(six-sided figure) to consult in the Book of Changes.
Each of the sixty-four possible hexagrams has one or
more associated sayings from which an advisory mes-
sage can be surmised. A more modern technique to
generate the hexagram is to cast three coins instead,
tossing the coinssix timesin al to obtain the six lines of
the hexagram.

Effectiveuse of thel Ching demandsanintensiveand
intuitive grasp of how to relate the mottoes of the
hexagrams to the needs of the querent. The saying are
very obscureand explainingthemtoalevel whichwould
render them usable with the context of a role playing
game is beyond the scope of thiswork.




TAROT AND CARTOMANCY

The origins of the Tarot are shrouded in the mists of
time. The enigma of its origin has added a further
mystique to the shadowy symbolism of the richly pat-
terned deck which has drawn generations of divinersto
the study of the cards. More details on the Tarot will be
found in Section 15.

Cartomancy is a related technique which uses the
modern standard deck of 52 cards asthe agent of divina-
tion. Modern playing cards have evolved from the Tarot
deck, with tradition asserting that thiswasto prevent the
Tarot deck from being used in frivolous card games or
gambling. The techniques and the card symbolism are
also derived from the Tarot originals.

3.4.4 - PREDICTION FROM
NATURE

This class of techniques involves the observation of
naturally occurring signs (such as meteorological and
astronomical phenomena) or the contrivance of signs
fromnature(such asthemovement of sacrificial smoke).

ASTROLOGY

Astrology is the art of observing and interpreting
celestial phenomena involving the sun, the moon, the
planetsandthestars. Theearliest formsof protoastrology
can befound in the Mesopotamian civilizations. Astrol-
ogy has survived the centuries, accreting new symbol-
ogy and being reinterpreted as it was adopted by differ-
ent cultures. Astrology is so central to the Astrologer
profession that afull sectionisdevotedtoit (see Section
14).

AUGURY

Augury is the art of interpreting omens and is nor-
mally associated with attemptsto reveal the divine will
through observation of animate nature. Augury was a
priestly duty which was performed at the conclusion of
proper ritual and sacrifice. Mesopotamian priestswoul d
observethe path of thesacrificial smokeand theflight of
birds to determine whether the omens were good or ill.
L ater theterm “ consulting the auspices’ would cometo
mean divination by interpretation of the flight of birds.

Another branch of augury is haruspication which is
divination using the liver and entrails of sacrificed ani-
mals. Haruspication is normally founded on beliefs
about the importance of portions of anatomy with every
aspect of the organ being charted, catalogued and inter-
preted in an analogous fashion to the various forms of
somatomancy.

In Uganda, the Nyoror use theintestines of achicken
for medical divination. Thechickeniscut open carefully
so that the intestines are not damaged. If the internal
organs are found to be in good condition, this augurs
well. If not, the portents are mixed. Spots on the organs,
swellings and abnormal positions augur ill. If there are
no spotsandtheintestinesareinthenormal positions, the
patient will recover.

Cowrie shells are also used with predictions being
made on the basis of the manner in which the shellsfall
ontheground. A diviner can also ask the shell aspecific
question and then hold it to his ear to listen for the
response.

Given the difficulty of collecting a complete set of
interpretations for the arts of augury, the reader will
hopefully forgive the authors for not translating augury
into game mechanics.

T ASSEOGRAPHY

Tasseography, or reading of tea leaves, probably
began with the ancient Chinese. They obtained omens
from the insides of bells, and handl el ess teacups (when
turned upside down) are very similar in shape to the
bells. The patterns of the tealeaves came eventually to
have divinatory significance. Other cultures have used
other beverages, reading fortunes in the lees of wine or
coffee grounds or in the heads of beers.

In tasseography, the querent drinks the beverage,
leaving sufficient liquid at the bottom of thecupto allow
the tea leaves (or whatever) to swirl. Customarily the
querent swirls the leaves three times clockwise while
holding the cup in the left hand, ensuring the liquid
reaches up to the rim, and then emptying the residual
liquidintoasaucer by inverting thecup. Thediviner then
turnsthe cup the right way up, holding the cup with the
handle facing him, and commences the reading. The
diviner considersthe number of leaves deposited on the
cup, and looks for patterns in the leaves. The sizes,
clarity, proportions, and relative positioning of the pat-
terns to one another and to areas of the cup are all
examined by the diviner before interpreting the com-
plete reading.
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4.0
HOW TO USE

THIS BOOK WITH RMSS

This Section provides notes about how to use the
Mentalism Companion with the rest of the Rolemaster
Sandard System.

4.1
ROLEMASTER
STANDARD RULES

Listed below arethe specific changesand additionsto
theRolemaster Sandard Rulesthat should beused when
incorporating the Mentalism Companion. If aparticular
ruleisnot listed below, thenall normal rules apply when
using the Mentalism Companion.

4.1.1 - PROFESSIONS

There are four new professions presented in this
volume. There is how one more Pure spell user of the
realm of Mentalism, one more Hybrid spell user of the
realms of Mentalism and Channeling, one more Hybrid
spell user of the realms of Mentalism and Essence, and
one more Semi spell user of the realm of Mentalism.

Seer—The Seer is a Pure spell user who has concen-
trated on spells which gain information through the
useof mental spells. Their spellsdeal with evokingthe
past, scrying the present and divining the future, as
well as the control and modification of the senses.

Astrologer—The Astrologer is a Hybrid spell user of
therealmsof Channeling and Mentalism. Their spells
deal with detection, communing, precognition and
communication, and many are only (fully) usable
under the light of the stars.

Enchanter—TheEnchanter isaHybrid spell user of the
realms of Essence and Mentalism. They have concen-
trated on spells of misdirection and manipulation
which directly affect the minds of humanoids, beasts,
animals and other sentients.

Armsmaster—The Armsmaster is a Semi spell user
who combines the realms of Mentalism and Arms.
Their base spells deal with all aspects of military life,
improving their personal skill at arms, survival capa-
bilities, and assisting with military organization, on
and off the battlefield.

4.1.2 - SKILLS

This section summarizes the new skills which are
added and/or changed in this volume.

CHANGES TO COMMUNICATIONS
SKiLL CATEGORY
The Communication category is converted from a
single category to acategory group divided into catego-
ries relating to language family or subfamilies. Further
maodifications are made to the various Language skills.
See Section 10.1 for details.

ADDITIONS TO
Lore e MacicaL SkiLL CATEGORY

Divination L ore—Thisskill providesabonustorecall-
ing the meaning of a given divinatory result using
standard or specialized systemsof interpretation. This
skill must be devel oped separately for each method of
divination. {Me}

Dream L ore—Thisskill providesabonusto attemptsto
interpret dreams within the framework of a given
culture, using personal, cultural and archetypal con-
tent as the basis for comprehension. This skill also
encompasses knowledge concerning dream incuba-
tionand other ritual sassociated with sleep and dreams
for that particular culture. {In}

Dreamworld Lore—This skill provides a bonus to
recognizing, navigating and understanding the
Dreamworld. It provides knowledge on the inhabit-
ants, geography, natural laws and so forth of this
mystical plane. {In}

ADDITIONS TO POWER ®* M ANIPULATION
SKiLL CATEGORY

This category has two new skills: Mental Control
(Assault) and Mental Control (Defense). Theseskillsare
used in conjuction with the new rules presented in
Section 7.2 (for mental attacksand defenses). Asthisset
of rulesisvery optional, all the relevant details will be
found in Section 7.2.

ADDITIONS TO TECHNICAL/TRADE
ProrFessiONAL SkiLL CATEGORY
Sanity Healing—Thisskill providesabonusto attempts
to recognize and treat various forms of mental disor-
der. This skill must be developed separately for each
race. { Em}



4.1.3 - OPTIONAL

APPEARANCE RULES
In Section 16.1 of the Rolemaster Sandard Rules, a
character’s potential Appearance stat is calculated ac-
cording to the following formula:
Potential Appearance = Potential Presence —25 +
5d10

with results of greater than 99 being treated as 100,
and results less than 02 being treated as 01.

Although thisformulais admirably simple, it allows
acharacter’ s Presence stat to “ over”-determine the Ap-
pearance value to the extent that any spell user (Pure,
Semi, or Hybrid) with Mentalism as one of itsrealm (or
with Arcaneasitsrealm) will probably have avery high
(if not the maximum) Appearance. All of these profes-
sions will have temporary Presence stats of at least 90
(and even higher potential stats. With 5d10 diceto roll,
thefinal result will center around the median (27) and so
it will only require marginally above average rolls to
achieve very high Appearances. While one character
with an Appearance of 100 is not a major problem,
multiple characters quickly stretches credibility beyond
breaking point.

The following alternative formulais suggested:

Potential Appearance =
d100 (not open-ended) + 3 * Pr stat bonus

withresultsabove 99 treated as 100, and resul tsbel ow
02 treated as 01.

This alternative formula allows a high Presence to
influence (but not dictate) Appearance to produce strik-
ing or memorable visages without always being very
handsome.

4.2
SPELL LAW

Thetwo mostimportant system changesintroduced
areto optionally replace the combination of the Base
Spell Casting table and the Resistance Roll table with
the Mental Combat rules for spells of sub-type “m,”
andtolimit thedurationof concentration spellsthrough
the Spell Concentration rules.

The spell lists provided in Section 9.0 of Spell Law
are now completely obsolescent and are replaced by
thenew spell listsfor the Astrologer and the Seer to be
found in Section 17.

Mentalism Companion also providesfor anew set
of training package spell lists. Training package spell
listsareanew category of spell listswithinthe RMSS,
All training package spell lists are classified as Re-
stricted skills unlessthe character is currently associ-
ated with the training package that awards the spell
list. Notethat “ associated with™ hasnofirmdefinition.
The Gamemaster should judge whether it is reason-
ablefor the character to still have normal accessto the

spellsor not. Asan example, suppose the character was
amariner and had received the Sea Mastery and Sailing
Mastery spell liststhrough the Mariner training package.
If that character decided to retire from the sea to be
landlord of arural tavern, he would probably no longer
havethe necessary accessto learn new spellsfrom those
spell lists (and the skills would shift to a Restricted
classification).

All training package spell lists are part of the Spell
Group (and will receive any bonuses appropriate to that
group). Therearetwo new categoriesthat must beadded
to the Spell Group to accommodate these new spells:
Spellse Own Realm Training Packageand Spellse Other
Realm Training Package. The cost to develop skillsin
these categories are as follows:

SPELLS - OWN REALM

TRAINING PACKAGE
A4 ... for pure and hybrid spell users
B/6/6 ....ooveeeiiee e for semi spell users
8/8/8 ... for non spell users

SPELLS - OTHER REALM

TRAINING PACKAGE
8/8.. for pure and hybrid spell users
12/22 . for semi spell users
16/16...ceiieeeeee e for non spell users
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4.3
GAMEMASTER LAW

The Section on I nsanity (Section 9) expands upon the
discussion presented in Gamemaster Law Section 11 on

diseases and poisons.

Je 4 4v
ESSENCE COMPANION

Essence Companion subdividesthe realm of Essence
into fivedistinct schools of magic. It issuggestedinthat
volume that the base spell lists of normal hybrid spell
usersal so besubject to therulespertainingtotheschools
of magic. Itisrecommended that thebase spell listsof the
Enchanter profession should not be subject totheserules
owing to the high degree of Mentalism influence on
those spell lists.

Some material on Learning and Spell Research is
included in Essence Companion and thismaterial canbe
used for the relm of Mentalism amost as is. Some
minor modifications are detailed in Section 7.3.

The Ritual Magic rules presented in Essence Com-
panion are not used for Mentalism spell users, instead a
distinct version for Mentalism ritual magic is presented
in Section 7.4.

4.5
OTHER COMPANIONS

The new rules for Spell Concentration apply to all
spells with durations of C or time(C) in the Arcane
Companion, the Treasure Companion, the Martial Arts
Companion, and the Channeling Companion. Similarly
the new rules for Mental Combat (if adopted) apply
equally to all spells of subtype “m” in these volumes.

4.6
TALENT LAW

Mentalism Companion presents a number of new
additional Talents and Flaws corresponding to rules
options in this volume. The cost and Talent Law cat-
egory for each new talent and flaw isenclosed in square
brackets.

NeEw MENTALISM TALENTS

Dominant—TFor the possessor of thistalent, the Mental
Control (Assault) skill isimproved by one classifica-
tiondegree(i.e,, if classified as Restricted, it becomes
Normal; if classifiedasNormal, it becomesEveryman,;
if classified asEveryman it becomes Occupational). If
the skill already has an Occupational classification,
this talent has no effect. [Specia Training Talent; 20
points]

Dream Free—The possessor of this talent is so inti-
mately tied to the real world that he cannot enter the
dream world in any way. [Mystical Taent; 10 points]

Dream Walker—By concentrating for one round, the
character with this talent may enter the dream world
while still awake. [Mystical Talent; 15 points]

Excellent Linguist—The character with thistalent may
choose one language family in which al of the lan-
guages are classified as Everyman (note that lan-
guages normally classifed as Restricted become clas-
sified asNormal and languages normally classified as
Everyman become classified as Occupational). [ Spe-
cial Training Talent; 15 points]

Excellent Memory—The character with this talent is
ableto retain far more of any material that he hasread
than normal people retain. This results in a specid
bonusnumber of DPsequal tothesum of thecharacter’s
Reasoning and Memory stat bonusesthat may only be
spent on skillsin the Lore group. [Mental Talent; 20
points]

Great Concentration—Y ou haveagreater than normal
capacity to concentrate on your spells, it just comes
easy toyou. Doublethe character’ sbase concentration
time (see Section 7.1) and award a specia bonus of
+10 to al Spell Concentration maneuvers. [Mental
Talent; 15 points]

Mental Agility—For spellswith asub-typeof “m,” you
getaspecial bonusof +10toall BARs. Inaddition, you
gain aspecial bonusof +10to all RRsversus spells of
sub-type“m.” Y ou also gainsaspecial bonusof +20to
al Spell Casting Static Maneuvers involving spells
with a sub-type of “m.” [Mystical Taent; 25 points]

Mind’ sEye—Thepossessor of thistalent gainsaspecial
bonusof +30tohisMental Control (Assault) skill if he
makes eye contact with a target. [Mental Taent; 15
points]

Neutral Aura—Y our magical auraappearsso ordinary
to detection spells that it is difficult to pick you out
from a crowd. You gain a special bonus of +15 to all
RRsversus spellswhich attempt to identify you magi-
cally (i.e., Scrying, Finding spells, etc.). Notethat this
spell gives no bonuses versus Presence (or similar)
spells which detect that an aura is present. It is only
effectiveagainst spellswhichtry to“homein” onyour
specific aura. [Mystical Talent; 10 points]

Person Placement—You have a +50 bonus to any
maneuver for the purpose of remembering people’s
namesand remembering where and when you last met
them. [Mental Talent; 5 points]

Person Recognition—You have a +50 bonus to any
maneuver for the purpose of remembering people’s
names and matching them to their faces. [Menta
Talent; 3 points)

Pier cing Eyes—When casting spellswith a sub-type of
“m,” the target receives a special modification of -15
to hisRR. [Mystical Talent; 7 points]

Strong Willed—The character gainsa special bonus of
+10 to the Mental Control (Assault) skill. [Mental
Talent; 10 points]



Sweet Dreams—When you are asleep your subcon-
scious mind works to protect you. Y ou gain a special
bonus of +10 to all RRs versus all spells of subclass
“m” when sleeping and a special bonusof +25to0 RRs
versus spells which manipulate dreams. [Mystical
Talent; 20 points]

True Dreamer—When the possessor of this talent en-
tersthe dream world, they retain all of their skillsand
abilities from the rea world. [Mystical Talent; 15
points]

New MENTALISM FLAWS

Dream Escape—When presented with apotentially life
threatening situation or on succumbing to extreme
terror (i.e. failsaFear ResistanceRoll) the possessor of
this flaw will flee into the dream world leaving a
“zombie-like” body behind. [Mental Flaw; -7 points]

ExcessiveConcentr ation—Sometimesyou concentrate
so hard on aspell that nothing can break you out. Y ou
must successfully makea Spell Concentration maneu-
ver to end any spell with aduration of C. Thismaneu-
ver suffersaspecial modification of -1 for each round
already spent in concentration on the spell. [Mental
Flaw; -15 points]

False Dreamer—The character does not believein the
existenceof adreamworld. Thisbelief isso strongthat
he can never control hisdream self and gainsaspecial
bonusof +50to all RRsfor spellsrelating to thedream
self (i.e., Dream Empower ment, etc.) [Mental Flaw; -
10 points]

Open Book—Y our mind is an open book. You are no
easier toinfluenceor control thananyoneel sebut your
thoughtsjust leak out. Y ou receive aspecial modifier
of -50 to RRs versus spells of sub-type “m” that
attempt to dig information out of your mind (e.g.,
Telepathy). [Special Flaw; -10 points]

Tongue Tied—The character just cannot master other
languages. All languages except his native language
are classified as Restricted and he can never develop
more than 5 ranks in any language except his native
language. [Specia Flaw; -20 points]

Uncontrolled Dreamer—There is a 5% chance per
sleep period that youwill dlipintothedreamworld and
be subject to its vagaries. [Mental Flaw; -10 points]

Unusual Aura—Many people have commented that
your magical auraisunusual and unique. It makesyou
easy to spot magically. This trandates into a special
modifier of -15to RRsversusmagical attemptstofind
you as an individual. Note that this gives no penalty
versus Presence (and similar) spellswhich detect that
an auraispresent (only spells, such asFinding, which
try and find specific aura). [Special Flaw; -15 points]

Weak Concentration—Y ou have aworse than normal
capacity to concentrate on your spells, it just seems
harder for you. Halve the character’ s base concentra-
tion time (see Section 7.1) and apply a special -10
penalty to all Spell Concentration maneuvers. [Mental
Flaw; -15 points]

Weak Dreams—Y our subconsciousmind goesto sleep
asdeeply asyou do by night. While asleep you havea
special penalty of -1 to RRs versus al spells of sub-
type“m” and aspecia penalty of -25to RRsversusall
spells that manipulate dreams. [Mental Flaw; -15
points]

Weak Mind—While you can operate normally with
respect to concentration, you often get headaches and
nosebleeds after extended periods. After you finish
concentrating on any task that required concentration
to complete, there is a chance you will get a serious
headache and/or nosebleed. The chanceisequal to 1%
per round spent in concentration on the activity. This
results in a special modification of -10 to all maneu-
vers for the next hour. In addition, all spellsthat you
cast inthe next hour will requireaSpell Casting Static
Maneuver. [Mental Flaw; -10 points]

Weak Will—The possessor of this flaw has a specia
modification of -10to hisMental Defenceskill. [Men-
tal Flaw; -10 points]

4.7
RACES AND CULTURES
BOOKS

Thematerial presentedin Section 11.1 may beusedin
preference to the suggestions in the various Races and
Cultures volumes.

Spells with duration of C or time(C) to be found on
racia training package spell lists are affected by the
Spell Concentration rules.

4.8
OTHER BOOKS

All other books in the RMSS that have not been
specifically mentioned above are unaffected by the ma-
terial in this volume.

Sections
4.6,4.7,4.8

Talent Law

Races and
Cultures
Books

Other Books

MENTALISM
COMPANION
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This section contains a one-page de-
scription for each character profession.

ProrEssioN ENTRIES
Thefollowinginformationisprovided
for each profession:
1) Profession Name: The name of the
profession is at the top of the page.

2) Introductory Paragraph: A short
paragraph describing the profession.
When appropriate, some literary ex-
amples of the profession are given.

3) Prime Stats: Listed here arethetwo
(or three) prime stats. These stats must
have a starting Temporary value of at
least 90.

4) Special Notes: Listed here are any
special skill bonuses or other notes that
are applicable to the profession.

5) Spell Lists: Listed here are summa-
riesof thebaseliststhat areavailableto
the profession. In addition, alisting of
the other commonly availablespell lists
isgiven.

6) Profession Bonuses: Listed hereare
the bonuses that this profession getsin
specific skill areas. These bonuses
modify the indicated skill category(s)
bonus(es).

7) Skillsand Skill Categories: Listed
herearethestandard skill category costs.
Aftertheskill category costs, alist of the
skills that classified as Everyman, Oc-
cupational, and Restricted (see Section
15.2intheRMSR) for theprofessionare
given. See Section 15.2 (in the RMSR)
for afull discussion of Everyman, Oc-
cupational, and Restricted skill catego-

ries (and their associated DP costs).

8) Spell Development: Listed here are the

devel opment point costsfor devel oping skill
for certain spell lists at various ranks. The
numbersin parenthesesaretherangesfor the
rank(s) being developed.

MENTALISM 9) Training Packages: Listed hereareall of thetraining
COMPANION

packages and how many development points each
costs. Some training packages areindicated astypical
for the profession. Some packages are not normally
available to this profession (though the GM may
decide to alow them).



Seersare theinformation gathering specialists. Seers
arePurespell usersof Mentalismwho haveconcentrated
on spells which gain information through the use of
mental spells. Their spells deal with evoking the past,
scrying the present and divining the future, and the
control and modification of the sensesof themselvesand
others.

Master Augustinesighed. Thecardsforetold death
and destruction throughout the Principalities, just
as his dreams had earlier shown pilgrims whose
arrival would doomthedesert cities. Unlesssome-
one or something prevented thisevil fate.... It was
timetoleavetherosegarden, timetointerferewith
destiny.

Prime Stats. Self Discipline and Presence

SEER SPELL LisTs
The Seer has six base lists. The full description of all
the spells on these lists can be found later in this book.
Far Visions: modifying the caster's own senses.
Future Visions: precognition and divining the future.
Mind Visions: mental detection, lie detection and mind
probes.
Past Visions: evoking the past of persons, places and
objectsin visions.
Vision Borrowing: scrying and sharing the senses of
others.
Vision Guard: defenses against evocation, scrying and
divinations.

ProFEssION BoNUSES
Awareness Group ........ +15 Power Point Develop. ...... +5
Lore Group .......cccveunee. +10 Self Control ......cccceevvee. +5
Power Awareness .......... +5  Spell Group ....cocvvevveenene +5
Power Manipulation ...... +5

SKILLS AND SkiLL CATEGORIES

Armor Heavy ............. 7/7/7 Outdoor Animal ................. 3
Armor Light................ 4/4/4  Outdoor Environmental ... 3/7
Armor Medium.......... 6/6/6 Power Awareness............ 2/6
Artistic Active .............. 2/4  Power Manipulation ...... 4/10
Artistic Passive.............. 2/4  Power Point Dev. ............... 4
Athletic Brawn ................ 5 ScienceBasicC ... 1/4
Athletic Endurance........... 3 Science Specidized....... 6/14
Athletic Gymnastic....... 3/9 Sef Control ......ccceeevueennene 3
Awareness Perceptions.. 3/6  Special Attacks................. 14
Awareness Searching.... 1/4  Special Defenses ...... 25[18]
Awareness Senses........ 2/4  Subterfuge Attack............. 15
Body Development ........ 12 Subterfuge Mechanics........ 7
Combat Maneuvers........ 14 Subterfuge Stedlth .............. 6
Communications........ VU1 TechGenerd .........cc...... 37
Crafts ..o.ovveerererrerene 4/10 Tech Professiond ............... 8
Directed Spell ............... 2/7 TechVocationd ............ 5/12
Influences .......cccoeeeuee. 2/6 Urban........cccoeeevnnncennns 3/5
Lore Generd ................. 1/2 Weapon Category #1.......... 6
Lore Magicd ................ 1/5 Weapon Category #2........ 15
Lore Obscure................. 2/5 Weapon Category #3........ 20
Lore Technical .............. 2/4  Weapon Category #4......... 20

Martid ArtsCombat Man. . 6 Weapon Category #5......... 20
Martiad Arts Strikes........... 3 Wesapon Category #6......... 20

Martial Arts Sweeps.......... 3 Weapon Category #7 ........ 20
The wegpon categories are; 1-H Concussion, 1-H Edged, 2-Handed,
Missle, Missile Artillery, Pole Arms, and Thrown. The player should
assign one of the categories to each of the weapon categories above.

Note: Cogt in bracketsfor Specid Defenseisonly to be used if the Martial
Arts Companion isbeing used in thegame. In addition, the Martid Arts
Combat Maneuvers skill category should only be used if the gamemaster
has gpproved the Martial Arts Companion for usein hisgame.
Everyman Skills: Artifact Lore, History, Divination

Lore, Lie Perception, Stargazing, Time Sense
Occupational Skills: Divination, Meditation
Restricted Skills: Channeling

SpeLL DEVELOPMENT
Baselist (&ll) .....ooonn.... 3/3/3 Closed list (1-5) ............ 4/4/4
Openlist (1-10) ........ 4/4/4  Closed list (6-10)........... 4414
Open list (11-15) ....... 4/4/4 Closed list (11-15)........ 4/4/4
Open list (16-20) ....... 4/4/4 Closed list (16-20)........ 4/4/4

Openlist (21+) ........... 6/6/6 Closed list (21+) .............. 8/8
TRAINING PACKAGES

Adventurer ..........ccceenee. 33 Highwayman ..........cccceu... 32
Amateur Mage................ 26 Hunter.......cocevvvvreneene 42
Anima Friend................ 37 Knight...oooooeovereierieine, 67
ASSASSIN ..o 63 Loremaster........cccoevveeriene 18
Berserker......cocoeeeieene. 57 Martia Artist ... 38
Burglar ......cccoeveeeeeiiennnnn 34 Mercenery .....ccceeeeeveennn. 62
City Guard ..........coevenee. 33 Merchant .......ccovereenne. 18
Cloistered Academic ..... 20 Performer......c.ccoveeeneene. 22

Philosopher ........cccooeveunee. 26

157 1] Lo 22
Crusading Academic ..... 27 SCOUL....corereiereeerieneeeneenes 29
CUt PUrSe ...coooveveiinee 36 Shaman Priest.......ccccenee. 30
Detective.....cccovvevrenenne. 22 Soldier ....coceeevevinenieienne 42
Diplomat ......c.ccceeeruenenne. 20 SPY i 36
DOCLON ... 26 Traveler ... 26
EXplOrer ..o 35 Wanderer ......cccocevveneenne 30
Guardian .......c.ccceevreenene 54 Weapon Master .............. 164
Herbalist .......coccoeveneee 26 Zealot ....coooevveei 28

MENTALISM
COMPANION




Section 5.2
Astrologer

5.0

ASTROLOGER

Astrologers are Hybrid spell users who combine the
realms of Channeling and Mentalism. They have con-
centrated on spells which pertain to gathering informa-
tion, and concentrate on observing the movementsof the
celestial bodies. Their spells deal with detection, com-
muning, precognition, and communication, and many
areonly (fully) usable under the light of the stars.

Rylara stood on the battlements of the East Tower,
gazing at the dar-filled sky, mentally tracing the
familiar patternsoftheconstellationsasshewaitedfor
therising of themoons. Sher fl ected onthehoroscope
that shehadearlier castfor thenewbornprinceandthe
incomplete and inaccurate interpretation she had
given to the Council. Let the Regents believe Prince
Joramwould beweak-willed and unhealthy, awilling
tool for their ends, rather than their nemesis. In the
ead, rose the blood-red moon.

Prime Stats. Self Discipline, Intuition, Presence

ASTROLOGER SPELL LisTs
TheAstrologer hassix baselists. Thefull descriptions
of all the spells on these lists can be found later in this
book.
Far Voice: mental communication and voice projection.
Holy Vision: knowledge through communing with dei-
tiesand dreams.
Starlights: light manipulation and light-based attacks.
Sarlore: assistswith casting and interpreting horoscopes.
Starsense: mental detections and modifications of the
caster’s senses.
Way of the Voice: communication, influencing, and
control spells.

ProressioN BoNuses

Awareness Group ........ +10
Lore Generd .................. +5
Lore Magica ................. +5
Power Awareness .......... +5

Power Manipulation ...... +5

Power Point Dev. ............. +5
Outdoor Environmental .... +5
Self Control .........cccuveee. +5
Spell Group .....ccoeeveveneeee. +5

SKILLS AND SkiLL CATEGORIES

Armor Heavy .............
Armor Light ...............
Armor Medium...........
Artistic Active ..............
Artistic Passive ......
Athletic Brawn ................
Athletic Endurance
Athletic Gymnastic

Outdoor Animal ................. 3
Outdoor Environmental ... 2/5
Power Awareness............ 2/6
Power Manipulation ...... 4/10
Power Point Dev. ............... 6
Science Basic .................. 1/4

Science Specialised ....... 6/14
Sdf Contral ...........

Awareness Perceptions.... 3 Special Attacks

Awareness Searching.... 2/6  Specia Defenses ...... 25[18]
Awareness Senses......... 2/5 Subterfuge Attack.............. 15
Body Development ........ 15 Subterfuge Mechanics........ 7
Combat Maneuvers........ 18 Subterfuge Stedlth .............. 6
Communications........ 1/1/1 Tech Trade Generdl ......... 37
Crafts ....coceeevvreecrinnene 4/10 Tech Trade Professiondl ..... 8
Directed Spélls ............. 2/7 Tech Trade Vocational .. 5/12
Influences .............. Urban ..., 3
Lore Genera Weapon Category 1............ 9
Lore Magica ................ 2/5 Weapon Category 2.......... 20
Lore Obscure................. 2/7 Weapon Category 3.......... 20
Lore Technical .............. 2/6 Weapon Category 4.......... 20
Martid ArtsCombat Man. 12 Weapon Category 5.......... 20
Martial Arts Strikes........... Weapon Category 6.......... 20
Martia Arts Sweeps Weapon Category 7 .......... 20

The weapon categories are: 1-H Concussion, 1-H Edged, 2-Handed,
Misde, Missile Artillery, Pole Arms, and Thrown. The player should
assign one of the categories to each of the weapon categories above.
Note: Cogt in bracketsfor Specid Defenseisonly to be used if the Martial
Arts Companion isbeing used in the game. In addition, the Martia Arts
Combat Maneuvers skill category should only be used if the gamemeaster
has gpproved the Martial Arts Companion for usein hisgame.
Everyman Skills: BasicMath, Channeling, DirectionSense,
Divination, Divination Lore, Meditation, Time Sense
Occupational Skills: Astronomy, Star-gazing, Westher
Watching

Restricted Skills: None

SpELL DEVELOPMENT

Baselist (al) .............. 3/3/3 Closed list (1-5) ............ 4/4/4
Openlist (2-10) ......... 4/4/4 Closed list (6-10) .......... 6/6/6
Open list (11-15) ....... 6/6/6 Closed list (11-15)........... 8/8
Open list (16-20) .......... 8/8 Closed list (16-20)........ 10/10
Openlist (21+) ....c.cueee. 12 Closed list (21+) ...cceoeueeeee 25
TRAINING PACKAGES
Adventurer ..........cccoeeeene 37 Highwayman .................... 33
Amateur Mage................ 28 Hunter......ccocovevveevieninnenne 44
Animal Friend................ 37 Knight...cooooieiiciee 76
Assassin

Burglar ......ccooveeeineninne
City Guard ........ccceuenee.
Cloistered Academic ..... 20

Sailor 22

Crusading Academic ..... 28
Cut Purse
Detective
Diplomat
Doctor .........




Enchanters are hybrid spell users of the readms of
Essenceand Mentalism. They haveconcentrated on spells
of misdirection and manipulationwhich directly affect the
minds of humanoids, beasts, animals and other sentients.
Their base spellsdeal with inducing hallucinations (men-
tal illusions), mind control, and memory manipulation.

Arizel had taken the wrong turning in the Maze. The
threearmed and desper atefootpadswhoweremoving
tosurround her wereproof of that. Persuadingthemto
let her pass unmolested woul d take more than wor ds.
Withaflash of ingpiration, Arizd wovethe seeming of
a dank sulfurous mig rising from the ground in the
minds of her assailants. Pausing to ensure all three
were in the grip of her hallucinations, Arizel quietly
walked past her woul d-beassailantsand proceeded to
her midnight assignation.

Prime Stats: Self Discipline, Empathy, Presence

ENCHANTER SPELL LisTs
The Enchanter has six base lists. The full description of
the spells on these lists can be found later in this book.

Seeming Defenses: conceament from the senses of
others

Seeming Enhancement: adding senses and enabling
seemings to affect nonhumanoids

Seeming Law: basic menta illusions.

Seeming M astery: mind control and emotional manipu-
lation.

Seeming Memories: mind probes, memory manipula-
tion, and ability sharing.

Seeming Projection: causing sensory deprivation and
illusionary injuries.

ProrFession BoNUSES

Awareness Group .......... +5 PF Development............... +5
Communications............ +5 Sdf Control ..o +5
Influence.........ccccoeueueee. +10 Spell Group .....cccoeeeeereenee +5
Power Awareness .......... +5 Subterfuge Stedlth ............ +5

Power Manipulation. ..... +5

SKiILLS AND SkiLL CATEGORIES

Armor Heavy ............. 7/7/7 Outdoor Animal ................. 3
Armor Light............... 4/4/4  Outdoor Environmentad ...... 3
Armor Medium.......... 6/6/6 Power Awareness............ 2/5
Artigtic Active .............. /4 Power Manipulation ...... 4/10
Artigtic Passive.............. 2/5 Power Point Dev. ............... 6
Athletic Braw .................. 7 ScienceBasiC ........ccceuee 1/4
Athletic Endurance........... 3 Science Specidised ....... 6/14
Athletic Gymnastic.......... 3 Sdf Control .....ccocveeeveneee 5
Awareness Perceptions. 3/7 Specia Attacks................. 15
Awareness Searching.... 2/7 Special Defenses ...... 25[18]
Awareness Senses......... 2/7 Subterfuge Attack.............. 16
Body Development ........ 15 Subterfuge Mechanics........ 8
Combat Maneuvers........ 18 Subterfuge Stedlth ........... 3/6
Communications........ VU1 Tech Trade Generd ......... 37
CraftS .o 4/10 Tech Trade Professiondl ..... 8
Directed Spells ................ 4 Tech Trade Vocational .. 5/12
Influence.........ccceeevuneee. V4 Urban.....cviciiine 2/4
Lore Generd ................. 1/3 Weapon Category 1............ 9
Lore Magicd ................ 2/5 Weapon Category 2.......... 20
Lore Obscure. ................ 3/7 Weapon Category 3.......... 20
Lore Technica .............. 2/6 Weapon Category 4 .......... 20
Martial Arts Combat Man. 12 Weapon Category 5.......... 20

Martial Arts Strikes ......... 6 Weapon Category 6.......... 20
Martial Arts Sweeps........ 6 Weapon Category 7 .......... 20

The weapon categories are: 1-H Concussion, 1-H Edged, 2-Handed,

Misdle, Missile Artillery, Pole Arms, and Thrown. The player

should assign one of the categories to each of the weapon categories

above.

Note: Costin bracketsfor Specid Defenseisonly to beused if the

Martial Arts Companion isbeing used in the game. In addition, the

Martia Arts Combat Maneuvers skill category should only be used if the

gamemeaster has approved the Martial Arts Companion for usein his

game.

Everyman Skills: Meditation, Time Sense, Lie Percep-
tion, Spell Mastery, Hypnosis

Occupational Skills: none

Restricted Skills: none

SpeLL DEVELOPMENT

Baselist (Al) .............. 3/3/3 Closed list (1-5) ............ 4/4/4

Openlist (1-10) ......... 4/4/4 Closed list (6-10) .......... 6/6/6

Openlist (11-15) ....... 6/6/6 Closed list (11-15)........... 8/8

Open list (16-20) .......... 8/8 Closed list (16-20)....... 10/10

Openlist (21+) ....cccvueee. 12 Closed list (21+) ..ccovveneeee 25
TRAINING PACKAGES

Adventurer ..o 37 Highwayman .........ccccce.... 36

Amateur Mage................ 28 Hunter.......oooocvviiinines 43

Anima Friend................ 34 Knight....oooeevereieneinine 76

ASSASSIN ..o 62 Loremaster........cccoceveeriene 22

Berserker......ccoevvevvennene. 76 Martia Artist.....ccccveeene 52

Burglar ......ccoeeevveeiiennnnn 37 Mercenery .....ccccceeveveenene. 73

City Guard ..........oeveuee 39 Merchant .......cccoveveenne. 18

Cloistered Academic ..... 22 Performer

ConMan .....coocevveireenenn 20

Crafter oo 24  Salor

Crusading Academic ..... 28 Scout

CUt PUrse .....cooevvvevreenenn 28

Detective......coovveeruenenne. 23 Soldier

Diplomat ......c.ccceeeruenenne. 19 SPY s

Section 5.3

Enchanter




MENTALISM
COMPANION

Armsmasters are semi spell users of the realm of
Mentdism. They will befoundin many milieux, serving
as household knights, mercenary commanders, army or
naval officers, or in elite “specia forces” They will
rarely, if ever, becommon soldiersor sailors. Their base
spellsdeal withall aspectsof military life,improvingtheir
personal skill at armsand surviva capabilities, and assist-
ing with military organization, on and off the battlefield.

Thomas surveyed the enemy troops fromhisvan-
tage point. The enemy outnumbered his own
forcesthreeto one, but themajority appearedill-
equipped levies. If thelevieswere deprived of the
leader ship of their officersand the support of the
mercenaries, their rout was inevitable. Concen-
trating onthe minds of hisunder officers, Thomas
relayed the new battle plan to his subordinates.
Better tacticsand better soldierswould defeat the
greater numbers of the rebels once again.

Prime Stats: Agility and Presence

ARMSMASTER SPELL LisTs
The Armsmaster has six base spell lists. The full
descriptionsof all the spellsontheselistscan befound
later in this book.
Armor Mastery: temporary enhancementstocaster’'s
personal armor and shield.
Battle Law: military organization, communication
and battlefield command.
FortressLaw: protectionsfor camps and strongholds.
Martial Law: personal and troop movement spells.

Warrior’sLaw: minor self healing and survival spells.
Weapon Mastery: temporary enhancementsto caster’s

personal weapon.

ProressioN BoNuses

Armor Group ............... +10 Combat Maneuvers ........ +10
Athletic Group ............... +5 Influence......ccccoeevvvrinen. +5
Body Development ...... +10 Weapon Group ............... +10
SKILLS AND SKiLL CATEGORIES
Armor Heavy ............. 4/4/4  Outdoor Animal .............. 2/6
Armor Light............... 1/1/1 Outdoor Environmental ... 2/6
Armor Medium........... 3/3/3 Power Awareness............... 4
Artigtic Active .............. 2/5 Power Manipulation ...... 6/12
Artistic Passive.............. 2/5 PP Development................. 8
Athletic Brawn ............. 3/7 Science BasiC ........cccnee. 2/5
Athletic Endur. ............. 2/6 Science Specidised ............ 8
Athletic Gymnastic ....... 3/6 Sdf Contral .......ccceveneee 217
Awareness Perceptions 5/14  Special Attacks................ 2/8
Awareness Searching.... 2/6  Specia Defenses ...... 40[30]
Awareness Senses......... 3/7 Subterfuge Attack............... 8
Body Development ..... 4/10 Subterfuge Mechanics........ 6
Combat Maneuvers..... 4/10 Subterfuge Stedlth .............. 4
Communications........ 3/3/3 TechGenerd ... 317
CraftS .o 4/10 Tech Prof ......ccooeevvveeenene 8
Directed Spells .............. 15 TechVOC ...ccoviiveeenne. 5/12
Influence.......cccceeverennns U5 Urban......eeineerenne, 4
LoreGenerd ................. 1/3 Wesapon Category 1......... 2/5
Lore Magica ................ 3/9 Weapon Category 2......... 3/9
Lore Obscure................. 3/9 Weapon Category 3....... 4/10
Lore Technicd .............. 2/6 Weapon Category 4............ 4
Martial Arts Combat Man.6 Weapon Category 5............ 4
Martia Arts Strikes ...... 3/9 Weapon Category 6............ 4
Martial Arts Sweeps ..... 3/9  Weapon Category 7 ............ 6

The weapon categories are: 1-H Concussion, 1-H Edged, 2-Handed,
Misde, Missile Artillery, Pole Arms, and Thrown. The player should
assign one of the categories to each of the weapon categories above.

Note: Cogt in bracketsfor Specid Defenseisonly to be used if the Martial
Arts Companion isbeing used in the game. In addition, the Martia Arts
Combat Maneuvers skill category should only be used if the gamemeaster
has gpproved the Martial Arts Companion for usein hisgame.

Everyman Skills: Tactics, Siege Engineering
Occupational Skills: Military Organization
Restricted Skills: Channeling

SpELL DEVELOPMENT

Baselist (dl) .............. 6/6/6 Closed list (1-5) ........... 10/10
Open list (1-10) ............ 8/8 Closed list (6-10) .............. 12
Openlist (11-15) ........... 12 Closed list (11-15) ............ 25
Open list (16-20) ........... 18 Closed list (16-20) ............ 40
Openlist (21+) ...cccvueenee 25 Closed list (21+4) ...cvevenvnee 60
TRAINING PACKAGES

Awareness Group ........ +15 Power Point Develop. ...... +5
Adventurer ..........cccoeeeeene 31 Highwayman .................... 25
Amateur Mage ............... 35 Hunter......coccovvvviercnne 36
Anima Friend................ 32 Knight...cocooeieniieeeene 38
ASSESSIN ..o

Berserker.......coocvevvernneee

Burglar ......ccoovveeieene.

City Guard

Cloistered Academic ..... 28 Performer.......ccccoveeeeene. 28
ConMan .....cceoeveevreenene 24 Philosopher .......cccveeeneene 37
Crafter oo 24 SAlOr ..o 20
Crusading Academic ..... 24 SCOUL.....covvireireeierinieeeenene 26
Cut PUrse ....ccccovveeereenn 35 Shaman Priest.......cccce.e... 32
Detective......cccoveveenne. 28 Soldier .....ccccovevrenieinine 24
Diplomat .......coeevrereneen 28 SPY e 34
DOCLOY ..o 26 Traveler ....ccoceenvinnene 25
Explorer ......ccooveeeneenne. 32 Wanderer ......ccoceeveeennnne. 31
Guardian .........ccoevereenne 40 Weapon Master ................ 52
Herbalist .....ccccoovveiinnnee 23 Zedot .o 26



5.5
VISION GUARD

This section contains a series of special notes
for the Seer base list Vision Guard.

1) For thepurposesof thislist, a“ subject” isdefined
asabeing, place, or object. Withregard to places,
only localized areas may be protected (thus, one
grove may be protected, but not an entire forest;
one house or a castle, but not an entire village,
town, or city). Also, the spellscannot proetect an
abstract entity (thus, the spells will protect a
specific member of theroyal line, but would not
protect against effects targetting the entire line).

2) If any of the spellson thislistis“pierced” by
a scryer, the spell is dispelled. Attempts to
pierce the various spells on this list should be
resolved as described in Section 11.5.

5.6
STARLORE

This section contains a series of specia notes
for the Astrologer base list Starlore.

1) Thisspell list assumesthat heavenly bodies (eg.,
theSun, theplanets, theMoon) insomeway andto
some extent influence the persondities and the
lives of thinking beings on a given world. If the
Gamemaster does not consider thisassumption to
bevalid for hisworld, he should replace this spell
listwith FutureVisions(normally aSeer baselist).

2) The Ephemeris spelswill only provide informa-
tion on those celestia bodies deemed relevant by
the astrological system used by the spell user.

3) The Interpret Progression spells provide dis-
closures or predictions concerning a specific
timeperiod. Whenthetimeperiodinquestionis
in the past, the Gamemaster may provide more
accurate detail (as his discretion).

4) See Section 14 for a complete discussion of
astrology within the game and within the story.

25.7:
ENCHANTER BASE
LISTS

This section contains a series of special notes
for the Enchanter base lists.

¥

SeEEMING DEFENSES

1) Thespellsonthislist will affect any target with at
least rudimentary intelligence.

2) The spdllson thislist are not Invisibility spells,
and noneof thenormal rulesfor invisibility apply
(e.g., the“cloaked” being does not become vis-
ibleafter making an attack or upon being struck).

SEEMING ENHANCEMENT

1) The target(s) of Seeming spells may make an
additional RR if perceptud information gained
from unaffected senses suggest that something is
amiss, or if thefeedback fromthespell (inresponse
to an unexpected action) iswholly in appropriate.

2) All the sensations are purely mental and will
only be perceived in the mind of the target(s)
who fail their RRs.

3) Unless enchaned by an appropriate spel (i.e, Ani-
mal Seeming, Plant Seeming, etc.), the Seeming
spdlsonthislig will only affect humanoid targets
(eg., Humans, Elves, Dwarves, Orcs, Centaurs,
€tc.) but not animds, plants, demons, undeed, etc.

4) It is permissable to attempt to “stack” multiple
enhancements(e.g., Beast Seeming, Far Seeming
I, and Dual Seeming) on a Seeming or Overlay
spell. However, the caster must successfully cast
all of thespeIswithinoneminuteof thefirst spell.

SEEMING Law

1) The target(s) of Overlay spells may make an
additiona RR if perceptud information gained
from unaffected senses suggest that something is
amiss, or if thefeedback fromthespdl|l (inresponse
to an unexpected action) iswhally in appropriate.

2) All the sensations are purely mental and will
only be perceived in the mind of the target(s)
who fail their RRs.

3) Unlessenchaned by an appropriate spell fromthe
Seeming Enhancement spell list, the Overlay or
Seeming spellsonthislist will only affect human-
oid targets (e.g., Humans, Elves, Dwarves, Orcs,
Centaurs, etc.) but not animals, plants, demons,
undead, etc.

4) If more than one option can be added to a Seeming
orOverlayspdl, thesameoptioncanbechosenmore
than once. For example, with a Seeming 111, two
options are available; the range could be doubled
onceto 200" and then doubled again to 400

SEEMING MEMORIES

1) Tap Skill spellscannot tap the Body Deve opment
or Power Point Development skills of atarget.

2) The person whose skills are “tapped” by the
caster doesnot losethetapped skill (theskill is
simply copied into the mind of the caster).

3) WhenusingtheTap kill | spell, thecaster must
possess adequate sensory and speech organsto
communicate in the language of the target.

4) Unless the target is an exact duplicate of the
caster (or viseversa), all tapped skillswill suffer
apenalty of -15if they require physical coordi-
nation and reflexes (-30 if the caster's race is
different thant the target’s; -45 if the target is
vastly different than the caster, e.g., a Human
tapping a Centaur).

5) agivenpersoncannot bethetarget of agivencaster's
Remove Experience, Copy Experience, and Inplant
Experience spdl more than once per leve.

5.8

ARMSMASTER BASE
LISTS

This section contains a series of specia notes
for the Armsmaster base lists.

ARMOR MASTERY

1) The caster may only possess one it of “Persond
Armor” atatime. If thecagter wishesto” change’ his
persona armor to another suit of armor, he must
bresk thebond between himsdlf and hisother armor.
Thisresultsinthecaster operaingataspecid pendty
of -30todl actions (however, hemay immediately
cregteanew set of “persond armor”).

2) Enchanted Shield spells may not be combined
with Shield spells; nor are they cumulative with
each other or with any bonuses inherent to the
shield. Likewise, Enchanted Armor spellsarenct
cumulativewith each other; nor arethey cumula
tivewith any other bonusesinherenttothearmor.

3) Mystical Leather |, Mystical Leather 11, Mys-
tical Chain, and Mystical Plate may only
enchance non-magical garments.

4) Only onetheFortress Armor, Elemental Armor,

or Chivalrous Armor spells may be operative on
thecaster’ spersonal armor at any giventime. The
temporary enchantmentsprovidedby thesespells
are not cumulative with similar enchantments
which may be embedded into the caster’s per-
sonal armor (through normal achemical rules).
5) Greavesand helmscreated through spellsonthis
list may not bethetargetsof any spellsor effects.

FORTRESs L Aw

1) Seal Breach, Mantlet, Palisade, and Bastion spells
are impassable (until destroyed or terminated)
fromtheoutsdetotheingdeonly. Attacksandexit
may gill bemadefromtheins detotheoutside. All
defensescreated by thesespellsmustrestonasolid
surface. All attacksagainst thesebarriersshouldbe
made againgt AT 20 (with a+0 DB).

3) The Barrier spells may have their shielding
polarities set in one of three ways (chosen at
time of casting):

a. keep something out.
b. keep something in.
c. keepssomethinginifitisinandoutif itisout.

4) Thestated areasof effect for Barrier spellsare
maxims, and the Barrier may be shapedinto a
sphereof thegiven radius centered onthepoint
touched at time of casting.

6) Withtheexception of theMantlet and Mantlet True
pdls, the pdison thislist are designed to aid the
el user in defending afortress. The key issueis
what conditutesa“fortress’ for thelegitimateuseof
thesegpdlls. A “fortress’ shouldbedeemedtobeany
Sructure (temporary or permanent) in which the
gpell user hastaken residence, and which he either
“owns’ or hasbeen entrusted withitsdefenseby the
rightful owner. Appropriatestructureswhichmay be
defended should include castles, towers, forts,
temples, camps, ships, etc. The definition of “own-
ership” of aparticular structure may vary according
tothespecific culturesinagiven setting, and should
be assessed by the Gamemader.

5.9
TRAINING PACKAGE
LISTS

This section contains a series of special notes
for the training package spell lists.

ANIMAL BONDING

1) Animal Bonding may only be cast on living
creatures of animal intelligence or less.

2) When a cager has multiple bonded animds, dl
bondedanima swill suppressany naturd ingtinctsof
antipathy towardsother bondedani ma sof thecaster.

3) Spellsabove second level onthislist will only
effect the caster’s own bonded animals.

4) All Bond Extension spells are not cumulative
with each other.

5) Whereaspdl| has"varies’ asitslistedrange, unless
otherwiseexplicitly sated, therangeof thespell is
the current bond range of the cagter.

6) An anima can only be bonded to one cagter a a
time. If an Anima Bonding spell is cast on a
creature that is aready bonded to a cagter, the
animal getsaspecid RRmodificationof +25.1fthe
spell isdtill successful, theoriginal bondisbroken
(though the anima will not be bonded to the new
cagter; the spell must be cast again for thisoccur).

7) A Bondingspell canbemagicaly detected by Detect
Bonding or the appropriate Detect Realm spdlls.

8) See Section 12.3 for further details.



The standard rulesfor Training Packages apply to all
Training Packages presented here. For convenience, the
key to the Training Package Entriesis repeated here.

Four of the following Training Packages are labeled
Lifestyle, but they reflect training gained from the vari-
ousschoolsof magic. If acharacter wishesto chooseone
of theseLifestyleTraining Packages, the GM should still
allow themto choose any other Lifestyle Training Pack-
age if they so desire. This is because these Training
Packagesreflect the knowledge they would have gained
asabasisfor learning spell casting, and should not limit
the caster from other Lifestyle Training Packages like
Demonologist.

TRAINING PACKAGE ENTRIES
Each training package gives a character one or more
of the following benefits/disadvantages. In addition,
each training package costs a number of development
points (based upon the character’ s profession)

Timeto Acquire: Thisistheamount of timethe character
needstotrain beforegaining the benefitsof the package.
Thistime should be modified by a percentage equal to
triple the character’ s SD bonus (expressed as a percent-
age).

For starting characters, total the amount of time
spent in training packages and add it to the normal
starting age to determine the starting age of the
character (See Section 17.1in RMSR).

Starting M oney: Some occupations (or lifestyles) have
more or less starting money than others. Most pack-
ages list a modification to the “normal” starting
money. This includes the starting type of coins (sil-
ver, gold, bronze, etc.). For example, if the normal
starting money is 10 silver, the Adventurer package
would have 10 silver plus d10 (open-ended) silver.

Note: Thereisonenotationuniguetothepackages:
d10 (open-ended). Thismeansroll d10; if theresult
is1to9, keepthereault; iftheresultisa 10, roll d10
againand add itto 9; continue until a 10isnot the
result.

If the training package is developed after the Ap-
prentice level, the starting money does not apply.
Whengenerating startingmoney, either theGM should
make therolls; or the player can simply take 51 (for
each d100 roll) or 6 (for each d10 rall).

Special: The GM should make ad100 roll (open-ended)
for each item, adding the number in parenthesis after
the item (the items should be rolled for in the order
that they are presented). If the result is over 100, the
character gains the special item or quirk. After suc-
cessfully gaining oneitem, thechancesof gainingany
further itemsishalved (i.e. thenumber in parenthesis
is halved). After successfully gaining another item,
the next chanceis halved again (repeating each time
anitemisgained). If noitemsaregained, thelast item
on the list is automatically gained (if the GM is
unavailable to roll, the player should take the last
item). If the package is developed after Apprentice
level, the benefits gained here may be inappropriate
(GM’ s discretion).

6.0
THE TRAINING PACKAGES

Note: The GM may chooseto allow every char-
acter who develops a training package to have
the last item in the list (even if previous items
were gained).

Skill and Skill Category Ranks: All packages give
some skill ranks and/or skill category ranks to the
character. Theseskill ranksrepresent special training
that comeswiththeoccupation or lifestyle. Occasion-
aly,thepackagewill list Weapon/Attack. Thismeans
that the character can choose either a weapon skill
rank or martial artsskill rank. In addition, aTraining
Package cannot raise a skill rank above 10th rank.

Training Package Spell Lists: Certain training pack-
agesgiveranksintraining packagespell Lists. Train-
ing package spell lists are anew category of skillsin
the RMSS. All training package spell lists are classi-
fied as Restricted skills unless the character is cur-
rently associated withthetraining packagethat awards
ranksinthat spell list. Notethat “ associated with” has
no firm definition. The GM should judge whether is
it reasonable for the character to still have normal
access to the spells or not.

All training package spell lists are part of the Spell
group (and will receive any profession bonuses ap-
propriatetothat group). Therearetwo new categories
that must be added to the Spell group to accomodate
these new spells: Spellse Own Realm Training Pack-
age and Spells+ Other Realm Training Package. The
costtodevel op Spellse Own Realm Training Package
is8/8/8 for non-spell users, 4/4/4 for pureand hybrid
spell users, and 6/6/6 for semi-spell users. Thecost to
develop Spellse Other Realm Training Packageis 16/
16 for non-spell users, 8/8 for pure and hybrid spell
users, and 12/12 for semi-spell users.

Stat Gains: Some Training Packages allow the charac-
ter to make extra stat gain rolls. This section shows
which stats get the extrarolls.

Background Options: You may spend a background
option to decrease the cost of atraining package for
the Apprenticeship Development period only.

Professional Qualifiers: Thisis a set of requirements
that, if the character possessesall of therequirements
prior to purchasing the training package, the charac-
ter pays a lesser cost for the training package. The
discount to the normal cost is shown after the quali-
fier.

Lifestyle Skills: Normally, a training package cannot
raise a skill above tenth rank. However, if askill is
designated as a Lifestyle skill, the training package
ignores this limit and instead may raise the skill as
high as fifteen ranks.

Cost by Profession: This section shows how much the
Training Package costs (in development points) for
each profession. The professions are grouped by the
books they were published in (starting with the pro-
fessionsin the RMSR, then Arcane Companion, then
Treasure Companion, then Martial Arts Companion,
then Essence Companion, then Channeling Compan-
ion, then Mentalism Companion, then Black Ops,
then Pulp Adventures).



6.1
BEASTMASTER (L)

A natural affinity withanimal senablestheBeastmaster
to befriend creatures of the wilds. This friendship is
deepened by magic to an amost symbiotic relationship,
where each partner pledges|oyalty and assistanceto the
other. Beastmasters will sometimes beiill at easein the
company of members of their own race, preferring the
honesty of their animal companions.

Gregan chewed the warm flesh lustily; the juices
ran down his chin and glistened upon his hands.
The bear Rrgghu cracked the long bone of a leg,
and crushed it noisily in her jaws. It had been a
magnificent hunt; the sweat had not yet cooled on
Gregan's body. But the flight of the deer had
brought them closeto the baron’ spark. Too close
for Gregan. Hecould smell the stink of woodsmoke
in the air. If he met the baron, the baron would
want to makewordswith him. Thebaron madetoo
many words; words made Gregan's ears buzz.
When they had eaten their fill, they would with-
draw with their kill....

(=

Timeto Acquire: 124 months
Starting Money: normal

Special:
Superior weather-resistant clothing ...........c.ccccoeeee. 50
A loyal animal friend—ariding beast

(e.g., horse, camdl, etc., GM chaice) ................. 60
Acquainted with other loners

of the local Wilderness..........ccovveernneccvnennns 60
A loyal animal friend—a hunting animal

(e.g., wolf, tiger, lion etc., GM choice) ............. 50
Cloak (+5 to Hiding outdoors) ........c.cccceverenienienenne 40
Boots (+5t0 Stalking) ......cccceeveeveeirieeecece e 40

A loyal animal friend—aflying creature
(e.g., hawk, falcon, owl etc., GM choice) ......... 30

Close friends with alocal wildernessloner ............. 30
Weather-resistant clothing ..........ccocvoveienciencnenene 0
Category or Skill
# of Ranks
Athletic « Endurance skill category ........ccocceeeveennene. 2
choice of upto 2 sKills......cceeeereiiiiiiennn, 2 (total)
Lore e General skill Category ......ccovvveveveeieeeeieeeenens 2
FaUNALOre ..o 2
FIOrALOre ..o 2
Outdoor « Animal skill category ..........ccceveeerenerrenenn. 4
Animal Handling ........ccocevinenininene e 2
Animal Healing ........ccooeveniiiiiieee e 2
choice of Animal Training and/or Mastery 2 (total)
choice of one sKill ........ccovevirirnie s 2
Outdoor « Environmental skill category ........ccceve... 2
choice of UPto 2 SKillS ..o 2 (total)
Animal Bonding spell list ... 3
Spells+ Own Realm TP skill category ........ccccceeue.e. 0
Animal Bonding spell list .......cccooveievececieieenne 3
Subterfuge ¢ Stealth skill category ......ccceevveveevenenee. 1
[ [T 1 o SR 1
SEAKING e 1

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains. Empathy

e #4,
b

v
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ANiMist ..o,

Mentalist

Arcanist

Wizard .....coooovvvvveienne

Channeling Alchemist ... 43 Mentalism Alchemist ....... 45
Essence Alchemist ......... 45

Taoist MonkK ...........c....... 37 Zen MOonK ......coeevevreiieninns 37
Runemage .........ccceevenenne. 44 Warrior Mage ... 37
ManaMolder ................. 44

Priest ...oocoevevneeinrienn 45 Warlock .............

SUMMONEY .....cevrreeennn 43 Mythic ...............

SEEN i 46 Enchanter ........cccoveenne
ASLrologer .......ceeveenee 44 Armsmaster

Academic (Modern)... 110*
Fighter (Modern) ....... 100*
Layman (Modern) ........ 04*

Scientist (Modern) ........ 109*
Technician (Modern) .... 104*
Thief (Modern) ............. 103*

Rogue (Modem).............. 99*  Warrior Monk (Modern) .. 104*
Academic (Pulp) .......... 52t  Warrior Monk (Pulp) ...... 46t
Fighter (Pulp) .............. 43t Heder (PUlp) ..coovevveveenenene 49
Layman (Pulp .............. 461 Mystic (PUIP) ..ccvevereenenene 46
Noble Savage............... 40t Sorcerer (PUlp) ...ccovvverenene 49
Rogue (Pulp) ................ 421 Bard (PUlp) oo 43
Technician (Pulp).......... 461 Monk (PUIp) ...ccvvverierenene 43
Thief (PUlp) oo 451 Ranger (PUlp) ....cccovverennne 35

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.

Section 6.1

Beastmaster
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Section 6.2
Charlatan (L)

MENTALISM
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Je 6.2 0
CHARLATAN (L)

Misdirection, authentic-seeming tomes, mystica imple-
ments, and a glib tongue are the Charlatan’s best toolsin
prisinggoldfromthegullibleandthegreedy. Toonepatron,
the Charlatan may claim to have uncovered the secrets of
transmutation, to another theformulafor eternal youth, but
to both he will explain his need for monies in order to
acquire the exotic ingredients and perform the necessary
experiments... And once hisprey is adequately fleeced, he
will fleebeforehischicanery isdiscovered. Somefew have
added scraps of magic to their repertoire of deception,
enhancing both trickery and credibility aswell asmasking
their trueintent from real masters of magic.

Mygreatest success?UndoubtedlythatisLadyFariday.
| appeared at her manor asafamed itinerant healer.
It just so happend that she had wakened that morning
witha dreadful rash on her face, and amild sweating
fever. Gravely, | examined her, and at length an-
nounced that she had contracted the dreaded pit-face
plague, which would leave her skina pocky ruin. The
lady despaired, for shewasvery beautiful, and snvore
mehalf her fortuneif | could saveher. Two dayslater,
| ownedhalf her fortune,andall her gratitude. Canyou
guesshow? You see, | never cured the disease at all:
| causedit.... | wasthehuntsmanwho, oneweekprior,
had sold her cook some mildly poisoned game. Her
face was never in danger at all. And to this day she
recommends meto her friends.

Timeto Acquire: 102 months

Starting Money: normal + d10 (open-ended)
Special:

Desired reputation in the current

TOWN OF CILY .ot 40
Wanted for fraud and chicanery
INANOLhEr CItY ..ocveecicieeeecc s 60
Fake identification (+30 nm to DUping) ........c..c...... 40
Disguise kit (+10 nmM t0 DiSgUISE) ....cevrvvrevrerreeenne 30
Fake identification (+15 nm to Duping) ...........c...... 40
A nobleor influentid patronin anearby city ............... 20
Tools of the trade (alchemical gear,
fake mystical tOmMES ELC.) ...vcvvveveeveereececeeee 0
)
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Category or Skill

# of Ranks
Artistic » Active sKill Calegory ......c.ccovvveveveneieneens 1
ACHNG et 1
Awareness ¢ Searching skill category ..........cceeueee. 1
Lie Perception .......ccoccevevevecerieieeeeese e 1
Influence sKill Category ......coceveieveeecirece e 4
D18 o oo 4
Lore » General skill category ........ccvevrenecenecnnene, 1
choice of one sKill .......cceeeveeveeirrcer e 1
Spellse Own Realm TP skill category ..., 0
Charades Spell list ....ccceveveveicceceeeeec e, 3
Subterfuge « Mechanics skill category ........c.ccoevnenee. 1
D1 o 011 = 2
Subterfuge « Stealth skill category .........cccevevrenne 2
THCKENY oo 1

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains: none

CosT BY PROFESSION

(@11 TN 34
ANIMISE oo 33
Mentalist ......cccooveiienne 35
Arcanist .....ccoeereevrernenne 34
Wizard ......cocovvevinennnne 34
Channeling Alchemist ... 34
Essence Alchemist ......... 35
Taoist MONK .......coccnneee. 31 ZenMorK .....ccooevereeevennnn. 31
Runemage..........cccceeuenee. 33 Warrior Mage .......ccceenee. 31
ManaMolder ................. 33
[ 1= 34
SUMMONEY ......ccceeuveeeene 36
SEEl e 34
Astrologer ......cccevereenene 35
Academic (Modern)... 100*  Scientist (Modern) ........ 100*
Fighter (Modern) ......... 96* Technician (Modern) ...... 96*
Layman (Modern) ....... 96* Thief (Modern) ............... 93*
Rogue (Modern) .......... 94*  Warrior Monk (Modern) .. 96*
Academic (Pulp) .......... 42t  Warrior Monk (Pulp) ...... 3971
Fighter (PUlp) .............. 39t Heder (PUlp) ..o 40
Layman (Pulp .............. 39t Mystic (PUIP) oo 32
Noble Savage............... 421 Sorcerer (PUlp) ...covevevenee 39
Rogue (PUlp) ......ccoee.. 36T Bard (PUlp) ..ceovververiienne 33
Technician (Pulp) ........ 38t Monk (PUIp) «.covvvercenne 36
Thief (PUP) .coovveevrinene 36T Ranger (PUlp) ....ccccvvvenee 34

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only alowed to develop this training package
if the GM is not running a No Magic campaign in the genre.



6.3 5
DREAM TRAVELLER (1)

To the uninitiated, sleep is merely relief from the
troubles of the waking world, and bodily rest. To the
Dream Traveller, sleep is the doorway into the dream
world, aworld as dangerous asthe mundaneworld, with
its own inexplicable physical laws and mind-bending
unreality. Of all themortal wayfarersinthedreamrealm,
the Dream Traveller ismost ableto explorein safety, by
using magic to strengthen the dream-self with the abili-
tiesof theother world; othersareunprotected against the
anarchy of dreams.

Remember, my girl, inthedreamrealmthingsare
seldomwhat the seem. You can’t take anything for
granted. Events have meaning. Colors have sig-
nificance. Time follows no rules, and Nature's
lawsdon'’t alwaysapply. —What you see asa staff
might actually be a snake; what you see a snake
might actually be a spear. Things may fall up; a
girl might be a ghoul, and a ghoul might be your
friend. Confusing? Indeed so. And then of course
some things might be exactly what they seem: in
the words of a famous Dream Traveller, “ Some-
times a cigar isjust a cigar.” You have to keep
your wits about you.

Timeto Acquire: 122 months

Starting Money: normal
Special:
Book (+20 to Dream World LOre) .......c.cccveevreennnne. 40
Secret knowledge of the real world* ............cc........ 30
Secret knowledge of the red world' sfuture® ............. 30
Familiarity with a sanctuary

inthe Dream World .........cccocvveviennienenencneenn
Friends with adream world entity ...........ccocoevenenee.
Enemies with adream world entity
Book (+10to Dream World LOre) ........ccccevveereerenen.
*: Secret knowledge relating to the real world may be gained
whenever the character visits the dream world analogue of area
location, and may relate to the past, the present or the future. The
interpretation of the relevance (if any) of dream world events and
symbology to the real world is amatter for the character to reflect
upon.

Category or Skill

# of Ranks

Awareness ¢ Perceptions skill category ........c.cccveneee 0
ALEINESS ... 2

Awareness * Senses skill category .......ccceeveervereennne 2
TIME SENSE....eeiiieee s 2
Reality AWareness .......cccoevevevieveeeeiesieeesesesnens 1

Lore s Magical skill Category .......cceoevvvevierivriennrnnns 4
Dream LOre .......oooceeiiiieeee e 2
Dream WOorld LOF€.......cccovvverenieneeieeeeeeeienie s 4

Self Control skill CategOry ......ccooevereeieieeeeirere e 2
Healing TranCe.......ccccovvieveneievieseeeeeeeee e 2
Y= o ] 7= o] o 2
SIEEP TIANCE ..ovvveceeeece e 2

Spells+ Own Realm TP skill category ........ccccoevuenee. 0
Dream Travel spell list.....cccoeviinninnineeeee 3

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains. none

CosT BY PROFESSION

Fighter ......cccooeviieieenne 46 Lay Hedler.......ccooeieennne 36
Thief oo 43 Hedler ... 34
RoOgUE.....coieeeeene 2210 I \V/ AVES (o 38
Warrior Monk ................ 44 SOrCEFES .oooovrerrireirereenenens 42
Layman ......cccveereeniennnne 38 Ranger .....cccocvivniniiniinienns 36
Magician ........cccceceveenee. 41 Paladin.....coccoiiiiiiiiee 39
Husionist ......c.ccoeveenenee 38 MONK ..o 38
(@11 o 42 Dabbler ... 35
ANIMISE oo 42 Bard ... 32
Mentalist .......ccooeeeveenee. 36 Magent ......coceveieviinienine 36
Arcanist .....ccccoevveeverennen 34 ChaotiC ....cccvvvreererrercrene 43
Wizard .....cooooeveinininnns 34 Magehunter ........ccoceeeeene. 31
Channeling Alchemist ... 42 Mentalism Alchemist ....... 36
Essence Alchemist ......... 41

Taoist MONnK ........cccenee. 38 ZenMorK ......cccceverrerennne. 37
Runemage............cccoeenee. 40 Warrior Mage ......cccoueveeene 35
ManaMolder ................. 40

Priest ..o 42 WarlocK ......coveviennicene 40
SUMMONEY ......coeeerennee 44 MYhIiC .o 36
SEEl 31 Enchanter ... 38
Astrologer ......cccevereenene 38 Armsmaster ..........cccceeeene. 39
Academic (Modern)... 176*  Scientist (Modern) ........ 148*
Fighter (Modern) ....... 273* Technician (Modern) .... 166*
Layman (Modern)....... 184* Thief (Modemn)............. 243*
Rogue (Modern) ........ 213*  Warrior Monk (Modern) . 271*
Academic (Pulp) .......... 58t Warrior Monk (Pulp) ...... 6971
Fighter (Pulp) .....ccc.cu.. 721 Heder (PUlp) ..o 44
Layman (PUlp .............. 541 Mystic (PUIp) .c.cooveevrennnnne 48
Noble Savage............... 72t Sorcerer (PUlp) .ccevvvnenee 51
Rogue (PUlp) .....ccccveneee 60T Bard (PUlp) ..ccovovrerrcreenne 40
Technician (Pulp).......... 461 Monk (PUlp) ...cevererrerenne 53
Thief (PUlp) .coovvvvvnene 66T Ranger (PUlp) ....cccccvvenenee. 50

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only alowed to develop this training package
if the GM is not running a No Magic campaign in the genre.
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Dream
Traveller (L)

MENTALISM
COMPANION




Section 6.4
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6.4
DREAMWEAVER (L)

The Dreamweaver has specidized in tapping the
power of the mind through dreams, being able to select
and manipulate dreams, whether for divination, wish
fulfilment, or to increase creativity. He also possesses
almost total control of his sleeping pattern. With prepa-
ration, he can influence the dreams of others, inducing
daydreams of pleasant aspect or nightmares of hellish
terror as he chooses.

| see. You wish to know the dreams of the king? A
strange ambition, and yet an enlightened one: the
king dreamsasoft asthenext man, andwhat aman
dreams might tell you much of him. And yet, | feel
it my duty to warn you: a king has more than his
shareof worries, and perhaps morethan hisshare
of nightmares as well. Especially this king. Such
dreamscould proveunpleasant. Andyet, if youare
certain thisiswhat youwish, | amcertain | could
satisfy your curiosity....

Timeto Acquire: 124 months
Starting Money: normal

Special:
d10 stored daydream patterns® ...........ccoceeeveeneee 50
d10 stored normal dream patterns
(not NIghtMares)* .......cccveeveeverevesene e seeens 50
d5 stored nightmare patterns® .........cccccveeeveeene 20
d10 stored dreamer patterns of family/associates
(GM ChOICE) ... 20
Book on dreams (+10 to Dream Lore) ................ 0

*: The content of all stored dreams requires GM approval.
Category or Skill

# of Ranks
Artistic « Active skill CALEJONY ......ooovrerriereirieiees 2
Artistic » Passive skill category ........ccooeevevereecenennene 2
Awareness * Perceptions skill category ..................... 0
ALEIMNESS ..o 1
Awareness » Senses skill category .......cvovvvvvvrerennne 1
TIMESENSE ...cvvieee e 2
Lore s Magical skill Category .........ceoverrenerenennenn 3
Dream LOre.......cooooeeienieeeeeeeeeeeeesiee s 3
Self Control skill Category ........ccooveererereneseseseenens 2
MEDITBLION ...t 3
SIEEP TIaNCE ..ot 3
Spells+ Own Realm TP skill category .......cccceevenenee. 0
Dream Law spell list ..o 2
Dream Lore spell list ......ccocoeeviiiiineieiccee 2

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains: none

CosT BY PROFESSION

Fighter .o, 42
Thief oo, 40
Rogue......cccoeeririiiene 38
Warrior MonkK ................ 40
Layman .......ccoeevvnreennne 37
Magician ......c.cccceereeeenes 40
Husionist .......ccccovveinnee. 38
Cleric .o 39
ANIMIst ..o 39
Mentalist ......cccoovvvinnne 34
Arcanist .......ccoceeeenenens 35
Wizard .....ooovivrecie, 35
Channeling Alchemist ... 39
Essence Alchemist ......... 40
Taoist MoK ................... 36
Runemage..........ccceeuene. 39
ManaMolder ................. 39
[ 1= 39
SUMMONEY ..o 42
SEEN i 31
Astrologer ......ccceeereenene 38
Academic (Modern) ... 169*
Fighter (Modern) ....... 226*
Layman (Modern) ...... 172*
Rogue (Modem)............... 38*
Academic (Pulp) .......... 56t
Fighter (Pulp) .............. 6271
Layman (Pulp .............. 5271
Noble Savage................ 63t
Rogue (PUlp) .....cccvu.e. 551
Technician (Pulp) ......... 471
Thief (PUlp) .cocvevevrenee 591

Lay Hedler .....c.ccoevvuennnne 34
Healer ....ccvvveevreeeeens 32
MYSHC ..o 37
0] (0= (= SO 39
RaNger ......cocevvrecneeecee 34
Paladin.....ccccoooeovrenrnnns 36
MONK ..o 36
Dabbler ... 34
[SF: 1o [ 31
Magent ......ccocvvriniinienene 34
ChaotiC .....cceevereene 43
Magehunter ...........cceunee. 32
Mentalism Alchemist ....... 34
Zen MONK ....ccovieeiiieenne 35
Warrior Mage ........ccceenne. 34
WarlocK .....ccevveeeireninnnnns 39
MYLhIC .o 34
Enchanter .........ccccooevenenee. 37
Armsmaster .........ccoeeeene 36
Scientist (Modern)........ 152*
Technician (Modern) .... 162*
Thief (Modern) ............. 208*
Warrior Monk (Moderm) .. 223*
Warrior Monk (Pulp) ...... 60t
Healer (PUIP) ....cocvvvreennene 40
Mystic (PUlp) .....ccceoereennneee 45
Sorcerer (PUlp) ...ccccveeeeee. 48
Bard (PUlp) ..ccooveveeiriciene 40
Monk (PUIp) .....ccovvreenneee 48
Ranger (PUlp) ...cccccevvvennnee 47

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only alowed to develop this training package
if the GM is not running a No Magic campaign in the genre.




6.5
FORTUNE TELLER (V)

Often self-taught, some Fortune tellers earn their
living from reassuring the anxious about the future, to
othersit isapastime with which to entertain their jaded
friends. Success in prediction is as much due to an
eloquent flow of wordsand understanding thequerent as
to any true ability.

Some come out of desperation, and some out of
hopel essness. Some come in greed or in lust or
amibition. Others cometo me on awhim, or upon
the pricking of anintuition. They all claimto want
the same thing: the knowledge of their future. But
| know better than that. Of coursel read themtheir
fortunes, but that’ sseldomwhat they need. Togive
themwhat theytruly need, you havetol ook deeper,
and not into the future, but into their heart. You
see, it's reading the customer that makes up the
greatest part of my art; reading the bonesislike
breathing.

Timeto Acquire: 40 months

Starting Money: normal

Special:
Knowledge of unexplained portent/prophecy
concerning a person or place........covveeveereevennne. 60
A gift from a satisfied querent (worth 2d10 sp) ...40
A gift from a satisfied querent (worth 5d10 sp) ... 30
Divinatory apparatus: e.g., a set of Tarot cards,

acrystal ball, etc. (+10 nm, Divinations)....... 30

Astrological almanacs covering fiveyears........... 40
Friends with important person
(e.g., magistrate, priest, guildmaster) ............. 40

Divinatory apparatus either set of Tarot cards,
crystal ball etc, or an astrological almanac

covering one year (GM choice) ..........ccceeennee. 0
Category or Skill
# of Ranks
Artistic » Active skill category .........ccoceeoeveieeierennne 1
Tale Telling or Poetic Improvisation................... 1
Awareness ¢ Searching skill category .......cccceevveneene 1
Lie Perception......ccccceeeeeeeeesese e 1
Influence sKill CALEQOTY ......ccoverervereererieerieereereiees 2
DUPING .ottt 2
Lores Magical skill category .........ccoevvereicieeienicnnene 1
DIviNation LOre .....cccoeevvveiveiininneseeseese e 1
Power Awareness skill category ........cvevvvvereereereennns 3
DIVINGLIONS ..o 3

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains. none

Channeling Alchemist ... 20

Essence Alchemist ......... 18
Taoist Monk ................... 24
Runemage...........ccccueuee. 18
ManaMolder ................. 18
[ 1S 20
SUMMONEYS .....cveeeevennee. 22
SEEN e 19
ASLrologer .......ceeveenee 20

Academic (Modern)..... 86*
Fighter (Modern) ....... 197*
Layman (Modern) ...... 107*

Rogue (Modern) .......... 166*
Academic (Pulp) .......... 31*
Fighter (Pulp) .............. 53t
Layman (Pulp .............. 351
Noble Savage................ 5471
Rogue (PuUlp) ......c.c....... 46t
Technician (Pulp).......... 247
Thief (PUlp) .covvvvnene 447

Zen MONK ...c.ocvrerveeverineenes 24
Warrior Mage ........cccceueee 20
WarlocK .....ccoovveincnncnne 20
MYhiC ..o 26
Enchanter ........cccooeveenee. 18
Armsmaster ........ccocceeene. 25
Scientist (Modern) .......... 61*
Technician (Modern) ...... 73*
Thief (Modern) ............. 154*

Warrior Monk (Modern) .. 197*
Warrior Monk (Pulp) ...... 537

Healer (PUlp) ....ccvveeneneee 27
Mystic (PUIP) ....cvevereenenne 25
Sorcerer (PUlp) .ccovveeeenene. 27
Bard (PUlp) ...coooveerieinee 27
Monk (PUIP) ...ooveeevereenenne 31
Ranger (PUlp) ...ccccooveeeueneee 38

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

t: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.

Section 6.5

Fortune Teller

M)

MENTALISM
COMPANION




Section 6.6
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6.6
HERMIT (L)

Retreating from civilization, the Hermit leads a soli-
tary life of unremitting hardship. He makes hisabodein
the wastes, whether it bein the frozen mountains, under
the blazing desert sun or on bleak isand haunts. Dis-
tanced from the distractions of mundanelife, the Hermit
searches for spiritual or philosophical enlightenment.

Theidand wassmall and bare, but our chart noted
a spring somewhere upon its crown. | went ashore
with the crew, and found the spring easily. | also
found, much to my astonishment, abarehovel inthe
lee of the crest, and a very talkative old shrub of a
man clad in sailor’ sgarb and skins. | think he said
his name was brother Codmi, though his speech
was strange and old-fashioned and difficult to un-
derstand. He lives there alone, and functions as a
kind of holy man and healer for thelocal fishermen.
He keeps the spring clear for the sailors, and in
return they bring him favors of food and supply....

Timeto Acquire: 130 months
Starting Money: normal or none (GM discretion)

Special:
Bound by avow (e.g., chastity, poverty €tc) ............. 40
One week’ sworth of preserved foodstuffs.............. 50
2d10 silver pieces

(contributions from wanderers) .........cc.cceevvernnne 50
A fine gift from a passerby

(worth 10d10 silver pieces) ......ccooevvrererenerienenn 20
An animal companion (GM choice) ...........ccceeenene 40
Respected/feared/avoided by local populace

(GM diSCretion) .....ccceeeeeeeeeere e see s 40
Respected by anotable in the region

(anoble, awizard, €tC.) ......cccovevrivriereiererenens 20

Nothing particularly special (GM choice) ................. 0

Category or Skill
# of Ranks
Awareness ¢ Perception skill category .........cccvenene 0

AlLEINESS ..ot 1
Awareness * Senses skill category .......ccceeveeeereennne 1
TIME SENSE . 1
Body Development skill category .......cccceevevvienennns 1
Lore e General sKill Category .....cccevvevveerieriesiesiesnnnnns 2
REJION LOMe ..o 3
Philosophy or Religion .........ccccceevennennenneenn 2
choice of upto 2 sKillS......ccoevireieieneee 2 (tota)
Outdoor  Environmental skill category ...........c....... 4
0Tz o 1 0o 2
SUNVIVEL ..o 2
Weather WatChing ........cccoeveereienennenneseeeee 2
Self Control sKill Category .......c.cccveevenrerririeeee 2
choice of upto 3 sKillS....cccovvririiiiineee 3 (total)

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains: Self Discipline, Constitution

Cost BY PROFESSION

Fighter

Thief .........

Rogue

Warrior Monk

Layman

Magician ......c.cccceereeennes 42 Paladin......cooooiiiiiiie 33
MONK .o 33
Dabbler ... 33
Bard ... 33
Magent ......ccooviviniinienene 32
ChaotiC ......ccovereeerieine 38
Magehunter ...........cceunee. 28

Channeling Alchemist ... 38 Mentalism Alchemist ....... 38

Essence Alchemist ......... 42

Taoist MONK .........ccc.ee. 33 ZenMonK .....ccoveeiiiinne 32

Runemage..........cccceeuene. 42 Warrior Mage .......cccoeuenene 33

ManaMolder ................. 42

Priest .o 41 WarlocK ....oceveeeeiieenne 40

SUMMONEY ..o 42 MYLhiC .o 32

SEEl i 36 Enchanter ........ccceevnennee 39

Astrologer .......cccveneenene 36 Armsmaster .........cccceene. 33

Academic (Modern)....... 42 Scientist (Modern) ............ 38

Fighter (Modern) ........... 32 Technician (Modern) ........ 32

Layman (Modern) .......... 32 Thief (Modern) ................. 32

Rogue (Modern) ............ 32  Warrior Monk (Modern) .. 30

Academic (Pulp) ............ 42  Warrior Monk (Pulp) ........ 30

Fighter (PUlp) ....ccocvnnee. 32 Heder (PUlp) oo 36

Layman (PUlp .....ccccc.ce.e. 32 Mystic (PUlp) .cooveereeeenne 39

Noble Savage.................. 31 Sorcerer (PUlp) ...ccccvvvnee. 41

Rogue (PUlp) ....c.cvevneneee 32 Bard (PUIp) .o

Technician (Pulp) ........... 32 Monk (Pulp)

Thief (PUlp) .oocceveieinee 32 Ranger (PUlp) ..ccocovvvenenee. 29



6.7
HOURI (L)

Sometimes courtesan, sometimes mistress, the Houri
is the foremost practitioner of seduction and a skilled
manipulator of all, but most especially members of the
opposite sex. With sorcerous arts, the Houri can beguile
eventhemost cold hearted, enhancing innate beauty and
adopting the appearance of others, yet the rose is not
without its thorn, for the kiss of a Houri can undo even
the mighty.

| first saw her as| entered the ballroom. She had
arrived directly before me, elegant, in a beaded,
silken gown. Her prey was a young rich gallant
who was visiting from the Continent. When he
greeted her at the door every eye was upon them:
every man drawn by her grace; every woman
transfixed by his presence. When they danced, it
was poetry; when they laughed, it was music. Not
asoul intheroomwas uneffected by their passion.
That night has been called the greatest mutual
seduction in the history of the kingdom. Six trea-
tises of courtly behavior and numer ous romances
and “ eye-witness’ accounts were spawned in its
wake. Unquestionably the best, “ The Duel of the
Houris,” can befound in any fashionable library
in the kingdom.

Timeto Acquire: 108 months
Starting Money: normal

High-quality, fashionable clothing .................... 50
Jewelry (gift worth 10d10 Sp) ...c.cevvveevcevievinnnn, 50
Gift from former lover (worth 5d10sp) ............. 50
Contactsin high society (oneregion) ................ 40
Friends with a person of importance ................. 30
Jealousrival (equal or higher status) ................. 30
Spurned ex-lover (now an enemy) ........c.ccceeeeeee 20
Special token from former lover...........cccoeeveeenee. 0
Category or Skill
# of Ranks
Artistic « Active skill category ........ccoveveveveeeenenenn. 2
choiceof upto 2 sKillS.....ccocvveverecieee, 2(total)
Awareness ¢ Searching skill category .......ccccoevveenne 1
Lie Perception ... 1
Influence skill Category .......ccocvveiiiinenerereeeee 3
SEAUCHION .. 3
one other SKill .......cccovveviiiniire e 1
Spells+ Own Realm TP skill category .......cccceevenenee. 0
Houri’s Beguilement spell list .......cccooovvevevenennee. 2
Houri’ s Kisses spell 1ist ..o 2
Subterfuge « Mechanics skill category ..........ccccu...... 1
DISQUISE ..o 2
Urban sKill Category ......ccccvvveievieienenieseveesesee e 1
(@041 ox (] oo [ 1

Professional Qualifier: none
Lifestyle Skills: hone
Stat Gains: Presence

(1= [ 36
ANIMISt ..o 37
Mentalist .......cccevveereneen. 36
Arcanist .......coeeeeveveennnn. 36
Wizard .....ccoveevveeiveiene. 36
Channeling Alchemist ... 36
Essence Alchemist ......... 36
Taoist Monk ................... 36
Runemage .........ccceevenee 36
ManaMolder ................. 36
[ (1= 36
SUMMONES .....cvveeurennee. 36
SEEl s 35
ASLrologer .......ovevveenee 36

Academic (Modern)... 125*
Fighter (Modern) ....... 123*
Layman (Modern) ...... 123
Rogue (Modern) ........ 121*

Academic (Pulp) .......... 48t
Fighter (Pulp) .............. 46t
Layman (Pulp .............. 467
Noble Savage................ 60t
Rogue (Pulp) ................ a4t
Technician (Pulp)......... 4571
Thief (Pulp) ...cccoveveneee 45t

Dabbler .......ccovvviieiirne 32
Bard .....cooveiieeee 32
Magent ......ccoceeeeveeiininnne 30
ChaotiC .....coeeveirerieicrees 37
Magehunter ...........cceuenee. 36

Zen MonK .....coceeveveiunennen. 36
Warrior Mage ........cccccune. 36
WarlocK ......coeeeevrevieirennenns 32
MYhIiC ..o 31
Enchanter .......cccoceevveenene 33
Armsmaster ........cccceveeuneen. 36

Scientist (Modern) ........ 125*
Technician (Modern) .... 122*
Thief (Modern) ............. 120*
Warrior Monk (Modern) . 123*

Warrior Monk (Pulp) ...... 46t

Healer (PUlp) ....ccceovvvneeee 42
Mystic (PUIP) ....ceerereerenne 37
Sorcerer (PUlp) ..coovveeeneee. 41
Bard (PUlp) ...coooeveeierennee 39
Monk (PUIP) .c.oovevenereenennne 43
Ranger (PUlp) ....ccccoveevenene 42

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.
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6.8
MARINER (L)

Whileacommon sailor may find himsdlf at seathanksto
the blandishments and occasional force of the press-gang,
the Mariner has chosen alife on the ocean wave. Y ears of
hard training in the skills of seamanship and the arts of
navigationtransform youthful midshipmeninto competent
sailing masters, ship’'s mates and naval officers, who with
luck, ability, favour and perhaps hard cash, will one day
command their own ship.

When you live upon the sea, sheisyour everything.
Sheisyour mother; sheisyour foe. Shewill test you.
Sheis your lover, and your nemesis. She is your
goddess. Respect her and learnfromher. Listento
her lessons, and remember them. Learning the
ropesand ranksisanother matter, and involvesan
entirely different kind of respect....

Timeto Acquire: 144 months
Starting Money: normal

Special:
Navigational instruments, e.g., a sextant, astrolabe,
compass (+10 nm to Navigation) .........c.ccceveeeene 40
Spyglass (+10 nm to sight-based
distance AWareness) ........ccceeveeeveveseseseesiennns 50
Detailed chart of alocal maritimeregion ................ 60
Detailed chart of adistant maritimeregion ............. 40
Chart (not detailed) of the known seas..................... 40
Close friends with another seafarer
of equal rank ..o 40
Close friends with another seafarer
of higher rank .........ccooveevivieccecn e 30
Navigational instruments
(+20 Nm to Navigation) ........c.cccevererererenerieenn 20
Spyglass (+20 to sight-based Awareness) ............... 20
Navigational instruments
(e.g., asextant, astrolabe, compass etc.) .............. 0
Category or Skill
# of Ranks
Athletic « Endurance skill category ........ccoceevevvenenene. 2
choice of Swimming and/or Rowing ......... 2 (total)
Athletic « Gymnastics skill category .......cccceeveeennee. 1
ClimDING ..o 1
Crafting sKill CaLEJONY .....ceveieeerereeeeere e 0
ROPE MBSLENY ...t 1
D 1o [ 1
Influence skill CaEgOrY .....cccvvvvvvvvereerereeeee, 1
(=20 (< 0 ] o SR 1
Lore » General sKill Category .......ccovevvveverenrenennene 2
choice of upto 2 sKills......cceeeereriiiiiienen, 2 (total)
Outdoor « Environment skill category .........c.ccoceveeeee. 2
choice of Star-gazing and/or Weather Watching..1
Spells+ Own Realm TP skill category .......cccceeeenenee. 0
Sailing Mastery spell list .....ccoooveevvvvvinnvereene 2
SeaMastery spell list ... 2
Technical Trade « General skill category .................. 2
SAIING ceeeeeee s 3
Tech Trade « Vocational skill category ........cccuee..... 0
BOat PilOL ..o 1
Cartography ....ccccceeeeeevesese e 1
NaVIGALTON......ceiveieeereeie e 1

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains. none

Rogue......ccooevririiiene 40
Warrior MonkK ................ 40
Layman .......ccoeeevvnreennne 41
Magician ......c.cccceereeennes 39
Husionist ......cccocevvvinnee. 39
ClENC o 38
ANIMIst ..o 37
Mentalist ......ccccovvcinnne 39
Arcanist .......ccoceeeenenens 39
Wizard .....ccoevviiieeiienns 39 Magehunter ........cceeuee. 37
Channeling Alchemist ... 40 Mentalism Alchemist ....... 39
Essence Alchemist ......... 40
Taoist MONK ... 38 ZenMonK ......ccooeeereiinnne 38
Runemage..........ccceeuene. 39 Warrior Mage .......ccceenee. 39
ManaMolder ................. 39
Priest .cccoooveeeieeecen 39 Warlock ......cccovvvvnieeienne 38
SUMMONEY .....cevveeerenenn 39 MYLhIC .o 38
SEEl e 39 Enchanter .......ccccceeenenee. 38
Astrologer ......ccccveneenene 38 Armsmaster ... 38
Academic (Modern)... 128*  Scientist (Modern) ........ 127*
Fighter (Modern) ....... 124*  Technician (Modern) .... 124*
Layman (Modern) ...... 124*  Thief (Modern)............. 123
Rogue (Modern) ........ 123*  Warrior Monk (Modern) 123*
Academic (Pulp) .......... 50t Warrior Monk (Pulp) ...... 46t
Fighter (PUlp) .............. 47t Heder (PUIp) ..ccovvvvreceenene 40
Layman (Pulp .............. 471 Mystic (PUIP) ..coovevereenenne 40
Noble Savage................ 51t Sorcerer (PUlp) ....coeenenee 40
Rogue (PUlp) ......cccvee.. 461 Bard (PUlP) .cooveveeeieiciene 42
Technician (Pulp).......... 471 Monk (PUIp) ...coeveeviierenne 12
Thief (PUlp) ...cocveveeee. 461 Ranger (PUlp) ..ccoevvevenne 41

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.



-6.9 ¢ Cost BY PrROFESSION Section 6.9
Fighter .oovveeiciee 56
ORACLE (L) Thief . pe Oradle (1)
Trainedinthedivinatory artsandinhistory, theOracle's  ROGUE..ocoovvscoiiivnincss 46
impartial adviceissought by thegreat and thelowly from \(Varrrrl]c;LMonk """""""" gg
near and far to pierce the veil and reveal the future. Maaygi dan . o5
Ambiguous prophecies, obtained by esoteric methods, jjjygonis ................... 23
must be interpreted by the querent, thus ensuring the  Cleric ...........ooccoccoc... 28
Oracl€'slegendary accuracy. LT = S 28
Hewas a small man, of middle years and without Mentalist ..o 28
outward sign of importance. But when he entered AICaNISt .o 25
the hall, his simple sandals slapping on the tiles, WIzard ... 25
my king stood and bowed beforehim. | knewat that Channeling Alchemist ... 28
moment that wehad foundthe Oracle, andthat our Essence Alchemist ......... 25
journey was complete. | learned later thatithad  1a5ig Monk.............. 33 ZENMOMK oo 33
only just begun. RUNEMAGE ..o, 25 Warrior Mage .....cccoveeeneee 30
Timeto Acquire: 83 months ManaMolder ................. 25
Starting Money: normal [ 1= 28 Warlock .....ccccvereereeerirenens 28
Special: SUMMONEY ... 28 MYhiC ..o 37
Knowiledge of unexplained portent/prophecy SO o 26 ENCRANE o 26
CoNCerning a person or Place” .........cooouwrruenane. 50  AStrologer ... 28 ArMSMAStEr .ovoevererrereen, 35
Book (+10 nm to Dream Lore and Divination Lore)60  p ajemic (Modern)... 145¢  Scientist (Modern ....... 115+
Divinatory apparatus either set of Tarot cards or Fighter (Modern) ....... 385¢ Technician (Modern) ... 144*
crystal ball etc. (+10 nonmagical, bonus to Layman (Modern)....... 187* Thief (Modern).............. 295
Divir]ations) (GM choi cg) ..... PR —— 40  Rogue (Moder) ........ 283* Warrior Monk (Modern) 355*
Astrological almanacs covering five years.............. 40 Academic (PUIp) ... 57t Warrior Monk (Pulp) ..... 86t
Knows a secret about an important person Fighter (PUID) ..o 92t Healer (PUID) ..oovvrverrre 36
inthelocal region® .........ccccovveveennnceicnennens 40 Layman (PUlp) ............ 53t Mystic (PUIP) covvvveerereereeee 35
Knows a secret about a person of importance Noble Savage................ 96t  Sorcerer (PUIP) ...coeeenen. 36
from beyond the local region* ..........c.ccocveveennn. 30  Rogue (PUlp)....cccouenne. 72t Bard (PUIP) oo 41
Divinatory apparatus: set of Tarot cards, crystal ball, Technician (Pulp) ......... 37t Monk (PUlp) ..eoceeereerecenenes 47
etc. (+20 nonmagical, bonus to Divinations).....30  Thief (Pulp) ......c....c..... 741 Ranger (PUlp) ...ccccoevvvnenee. 57
Astrological almanacs covering ten years ............... 30  *:Thisprofession cannot normally develop thistraining package
Access to library/collection of historical, divinatory, because it is inappropriate to the genre of the profesion.
or astrological records .........cooeererenenereneenens 20  f: Thisprofessionisonly allowed to develop this training package
An astrological almanac covering one year ............... 0  iftheGM isnot running aNo Magic campaign in the genre.
*: Knowledge of secrets should either relate to a query about some
matter that the notable has made to the Oracle (in which case the
Oracle will have knowledge of the query and the result of the
divination), or it could take the form of astrological data about
some matter which the notable believes to be correct.
Category or Skill
# of Ranks
Artistic « Active skill category .........ccocvveveereeceennnnn. 2
choice of Tale Telling or Poetic Improvisation ....2
Lore e General sKill Category .......ccoceeerereeieeienienennne 3
choice of up to 2 history/culture skills....... 3 (total)
Lores Magical skill category .......ccceveveveevrevieieenenns 2
Choice of Dream Lore or Divination Lore............ 2
Power Awareness skill category ........ccoevvvrvrereerennens 3 ; :
DiIVINGHON ..evveeeeecve ettt 3 . !
Spells» Own Realm, Open skill category* ............... 0 \ : COMPANION

choice of Future Visions or Starlore spell lists.....2
*: This spell list may be developed as aBase List if appropriate.
Professional Qualifier: none
Lifestyle Skills: none
Stat Gains. Presence

&Y




Section 6.10
Physician (L)

MENTALISM
COMPANION

7 6.10 =
PHYSICIAN (L)

A professional healer, highly trained in the diagnosis
and treatment of injury and illness, the Physician will
normally be bound by vows and duties towards the
patients. Competence is not without its price, and only
the wealthy will easily afford the services of the Physi-
cian. Some Physiciansmay beempl oyed on apermanent
basis by noble families becoming trusted confidants,
whileotherswill set upindependent medical practicesin
the cities.

Rich? So | am. But mark you thereisno shamein
that. My prices are fair, and even low by the
standards of the city. My patients pay me gladly!
— ask you, what is more valuable than one's
health? Who will not pay handsomely for that
single, priceless commodity? Go to, you can't
criticize me for being rich. You might as well
criticize the priests for being holy!

Timeto Acquire: 147 months

Starting Money: normal + d10 (open-ended)
Special:

Superior medical kit (+20 nm to First Aid) ............. 40
Book (+10 nm to Diagnosisor First Aid) ................ 50
Book (+10 nm to Second Aid or Surgery) ............... 40

Friends with person of importance in local region ..30

Owed afavour by person of importance
iN1OCal regION ...c.ccveieiieee e 30
Medical supplies (value 2d10 gp) ......coceeverereereeneenee 20
Prepared medications..........ccccccveveveneneseveceeeenn, 10
Vow (moral obligation to patients) .........ccccceeervennene. 0
Category or Skill
# of Ranks
Loree Technical skill category ........cccvveveevvecercernnnne 1
HErD LOM€ v 1
POISON LOME....oveeeeeeeeeeees e 1
Science/Analytic « Specialized skill category ........... 0
AlIChEMY ..o 2
ANGLOMY it 2
Spells+ Own Realm TP skill category .......cccceevenenee. 0
Medical Law Spell liSt.....ccooevveereiiecneeieee 2
PhysSicks Spell TSt ....cocvieieeeeeeeeee e 2
Technical Trade « General skill category .................. 3
FIrSt Al v 3
Using Prepared Herbs ... vcceciceceene, 2
Technical/Trade ¢ Professional skill category ........... 0
[D]F=0 0101 1 [ox S 2
SECONA A 2
SUMGENY ettt 2
Technical/Trade « Vocational skill category ............. 0
Preparing Herbs ... 1

[ 1Y 0] 010 = SR 1
MIAWITENY oo 1

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains. none

CosT BY PROFESSION

Fighter

Thief .........

Rogue

Warrior Monk

Layman

Magician ......c.cccceereeeenes 52

Husionist .......ccccovveinnee. 52

Cleric .o 52

ANIMIst ..o 52

Mentalist ......cccoovvvinnne 52

Arcanist .......ccoceeeenenens 52

Wizard .....cooeeviiiceiienns 52 Magehunter .........cccoeeuee. 57
Channeling Alchemist ... 52 Mentalism Alchemist ....... 52
Essence Alchemist ......... 48

Taoist MoK ................... 57 ZenMonK ......coooeoeieennne 57
Runemage .........cccoevenenne. 52 Warrior Mage .........cc........ 57
ManaMolder ................. 52

Priest ..o 52 Warlock

SUMMONEY .....covveerrnenn 52 Mythic

SEEN e 52 Enchanter

Astrologer ......cccceereenene 52 Armsmaster

Academic (Modern)... 133*  Scientist (Modern) ........ 129*
Fighter (Modern) ....... 140* Technician (Modern) .... 134*
Layman (Modern) ...... 135*  Thief (Modern)............. 140*
Rogue (Modern) ........ 140* Warrior Monk (Modern) 140*
Academic (Pulp) .......... 561 Warrior Monk (Pulp) ...... 63t
Fighter (PUlp) .............. 63t Heder (PUlp) ..ocovvveeeenene 46
Layman (Pulp .............. 581 Mystic (PUIP) .c.oovvvereecenne 46
Noble Savage................ 82t Sorcerer (PUIp) ....cevennee 46
Rogue (PUlp) ......cccvee.. 63t Bard (PUlp) ..ccoverveieienne 54
Technician (Pulp)............. 58t  Monk (Pulp)

54

Thief (PUlp) .covveveriinee 63t  Ranger (Pulp)

54

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.
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Je 6.11 =
PROTEGE (L)
Thesoleor star pupil of alearned spell user, the Protege
gains deep knowledge of a chosen area of magic, and a
thorough understanding of the magica arts. Days spentin
learning arerepaid later with servicesrendered in assisting
the mentor in his research and goas. Even if student
surpasses master, or later rgjectstheideal sespoused by the
mentor tofollow another path, thislong nurturingwill shape
and moldthe Protege sworld-view and lifestylefor therest
of hiscareer.

When | first met master Grimaud and his pupil, |
thought the boy was his son, or perhaps hisyounger
brother; | would haveguessedthemtwinsiftheir ages
had been commensurate. They wore the same style
gown, cut their hair the same way, walked the same,
spokethesame, hel dthesameopinions, andevencast
their spellsinthe same signal manner. | would have
laughed (I assure you, | almost did) but the boy
showedsuchformidableapprehensionofhismaster’s
art asto betruly remarkable. Heistruly gifted. The
boy will proveanother Grimaud before you know it.
Withluck hemight evenimproveupontheoriginal....

Timeto Acquire: 105 months
Starting Money: normal
Special:*

Friends with an aly of mentor
A powerful enemy/rival ........ccccoovvevvevveenieninsesenen

Book (+10 nm to aspecific lore skill) ..o 50
Potion (one dose, 5th level spell) ... 50
Daily | item (3rd level spell) ... 40
Secret Knowledge......ccoveveeeecevece e 30
Spell adder (1) c.ovvvveveeeeeeeeee e 40
Spell adder (£2) .oovvveveeeeeceee s 20
Lifelong obligation to mentor* ............cccevvvvennneene 0
Notes (*)

1. Thelast “benefit” should ALWAY S be taken.

2. Secret knowledge can range from knowledge of the powers/locations of
an artifact/person/herbl/etc., to aspecid el researched by the mentor. The
exact naturewill depend on the focus of the mentor and the apprentice.

3. The powerful enemy(s) could be either an enemy of the mentor whois
hostile to the apprentice (by association) or could be the mentor himself
(if the gpprentice has renounced theidedl s that the mentor serves).

4. The equipment can be considered to be either gifts from the
mentor or items acquired while performing tasks for the mentor.

Category or Skill

# of Ranks
Lore General sKill Category ......ccooevvevvrienieseeiesninens 2
choiceof upto 2 sKillS....ccovevevieeciiienes 2(total)
Lore s Magical skill Category .......ccevevvrverivrivriennrnnns 3
choiceof Upto 2 SKillS.....ccvvvieiicie 3 (total)
Power Awareness skill Category .........ccoevererereereenes 2
choiceof upto 2 sKills.....ooeeeeieiiine 2 (total)
Power Manipulation skill category .........ccccevveieinnnne 0
Spell Mastery inone spell list* .......ccccoevvevvennnee, 2
choice of one other sKill ..., 2
Spells+ Own Realm TP skill category ........cccceevuenee. 0
choice of 2 or 3 spell lists* ......ccoevvrvenenne. 6 (total)
Notes (*)

1. The spell lists available should be chosen with GM consent. The
Spell Mastery skills should be assigned to the lists learned with this
package to represent the special focus on those spells.

2. Spdll lists should usually be chosen from those normally
available to the character. Access should not be given to Training
Package Spell Lists which are attached to specific training
packages.

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains: realm stat

CosT BY PROFESSION

Fighter ..o 73 Lay Heder.....ccooveeennne. 34
Thi€f .o 68 Hedler ... 34
Rogue......cccovvevereiienene 61 MySiC.oooiiieireeecieiine 34
Warrior Monk ................ 68 SOrcerer .....covvvvevevieeienns 34
Layman ......ccceeveereennne. 50 Ranger .....cccceevieniienens 46
Magician ......c.cceevrvennnen 31 Paladin....ciieieiiieee 47
IHusionist .......ccccevevveneee. 31 MONK .o 43
CleNC oo 34 Dabbler......oeeveeevveeiienns 40
ANiMIst ..o, 34 Bard....eceveveieieieiiens 40
Mentalist ......c.coeevevennene. 34 Magent ....ccoceveevenninnens 43
ArCanist ......coeeevviereenns 30 ChaotiC ...ccoevvereeireieiene, 38
Wizard .....ccccoevvveeenee 30 Magehunter .........ccceuenee. 39
Channeling Alchemist ... 34 Mentalism Alchemist ....... 34
Essence Alchemist ......... 31

Taoist MonkK ..........c..... 43 Zen MOonK ....cvvveviiiieieene 43
Runemage..........ccccceuenee. 31 Warior Mage ........cc...... 40
ManaMalder ................. 30

[ (1= 34 WarlocK ....ccccevevvvnrieninnns 34
SUMMONEY .....covevrrenen 34 MYhiC .o 46
SEE i 32 Enchanter .......cccccoeeenee. 34
Astrologer ......c.cccvenienens 34 Armsmaster ... 44

Academic (Modern) ... 313*
Fighter (Modern) ....... 580*
Layman (Modern)...... 358*
Rogue (Modern) ........ 460*

Scientist (Modern)........ 272*
Technician (Modern) ... 301*
Thief (Modern) ............. 538*
Warrior Monk (Modern) 532*

Academic (Pulp) .......... 76t  Warrior Monk (Pulp) .... 120t
Fighter (Pulp) ............ 129t Heder (PUIp) .c.covvvevcvnnnee. 52
Layman (Pulp) ............. 85T Mystic (PUIP) ..o 52
Noble Savage.............. 13617 Sorcerer (PUIp) ....ccccveevnee. 52
Rogue (PuUlp) .............. 105t Bard (PUlp) ..ccveveveveieineee 70
Technician (Pulp).......... 641 Monk (PUp) oo 78
Thief (PUlp) ...coveveve. 1211 Ranger (PUlp) «.ooevereeerne. 82

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

t: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.
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6.12
SAGE (L)

The Sage is the consummate scholar, with an unpar-
aleled enthusiasm for learning, who acquires and as-
similates knowledge from many sources, and can, by
dint of specia training, discern much from a simple
examination of an object, whether it be commonplace or
magical. Many Sages dedicate their livesto the preser-
vation of knowledge, and will be found copying manu-
scriptsin libraries or recording scraps of knowledge for
posterity in their journals.

What? Soeak up! ... Oh, sage. Yesthat’ sme. Come
in! | thought you said page. | wasgoingto box you
ontheear if youtold meto runan errand. I'mtoo
old for that sort of thing....

Timeto Acquire: 171 months
Starting Money: normal

Special:

Accessto alibrary or other collection of manuscripts 70
Book (+10t0 ONEIOrE) ...cevvvvvvcieriereerieereeeeeeeene 50
BoOK (+10t0 ONEIOrE) ....ceeveeceirieierieie e 50
Friends with alibrary curator or archivist ............... 50

Book (+10 to one specific Genera or Obscure Lore) 40
Knowledge of an artifact (history, powers,

and/or location; GM choiCe) .........ccceeeeieveeneennn. 40
Knowledge of a secret about the local region

(GM diSCretion) .....coeeveeereeereeees e 30
Consulted by one or more personages

of importance in local region...........cccccceveeennens 20
Writing implementsand ajournal ............cccceeveueee. 0

T
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Category or Skill

# of Ranks
Crafts SKill CALEJOrY .....cvvveririririeereese e 0
choice of Scribing or Calligraphy .........cccoeennee. 2
Lore e General sKill Category .......cccceververeenenenieneneens 4
choiceof upto 4 skills.....ccoeeeevereecrennne. 4 (total)
Lore s Magical skill category .......ccooevvrvenierienienennens 3
choiceof upto 2 skills....cccoevveveeeecenne, 3 (total)
Lore » Obscure skill category .........cccoereereerieennenes 2
choice of one sKill .......cceeeveeveeirrcer e 2
Loree Technical skill category .........cccoveveiiinicncnane 2
choiceof upto 2 sKkills.....cccevecveveicinnne. 2 (total)
Science/Analytical « Basic skill category .................. 2
choice of one sKill ..o, 2
Science/Analytical « Specialized skill category ........ 0
choice of one sKill .......cceeeveeveeieeee e 2
Spellse Own Realm TP skill category ........c.ccoceeeeeee. 0
Delving Ways spell list.......cccoeveveieveieciniienns 3
Knowledge Mastery spell list .....cccovevveeeviennnnnns 3

Professional Qualifier: none
Lifestyle Skills: none
Stat Gains: Memory

CosT BY PROFESSION

Fighter ..o 62 Lay Heder.....cccoovevenene. 42
Thief e 60 Heder ..o 42
Rogue.....ccccoevvvveeviieae, 58 MyStiC..cooiireiiieecieienne 42
Warrior Mork ................ 62  SOICEref ....covvvveeieerierienienns 42
Layman .....cccceeeeeercennne 53 Ranger .....ccocvvvviviniiininnns 49
Magician .......c.coevevrennen 40 Pdadin.....ccoeviieinieenns 49
Iusionist ......ccceeereeenee. 40 MONK ..ooeieiieeeeee 49
ClENC e 42 Dabbler ... 48
ANMist ..o 42 Bard ..o 44
Mentalist ......ccooeeeerieenes 42 Magent .....ccoceenvereiennene 49
ArCanist ......cccoeeveeniennns 40 ChaotiC ....coevvrereririeeine 46
Wizard .....ccooooviieenenns 40 Magehunter ........ccoeeennene 438
Channeling Alchemist ... 42 Mentalism Alchemist ....... 42
Essence Alchemist ......... 38

Taoist MonkK ................... 49 ZenMOnK ....ccovveeiiieennne 49
Runemage. .........ccceevenenne. 40 Warrior Mage .......ccceeuee 48
ManaMolder ................. 40

Priest ..o 42 WarlocK .....ccooveiiennieinns 12
SUMMONEY .....cvvveeerrnenn 42 MYhiC .o 49
SEEN s 38 Enchanter ........cccceevenee 12
ASLrologer .......cevveenee 40 Armsmaster ........cccceeeenne 49
Academic (Modern)... 218* Scientist (Modern) ........ 200*
Fighter (Modern) ....... 288* Technician (Modern) .... 218*
Layman (Modern) ...... 230* Thief (Modern) ............. 270*
Rogue (Modern) ........ 252*  Warrior Monk (Modern) 288*
Academic (Pulp) .......... 671 Warrior Monk (Pulp) ...... 86t
Fighter (Pulp) .............. 86T Heder (PUlp) ..covvveeenenee 51
Layman (Pulp .............. 70T Mystic (PUIP) ..o 51
Noble Savage................ 91t  Sorcerer (PUIp) ....cvvvrennee. 51
Rogue (Pulp) ................ 79t Bard (PUlp) .ooovveeeeiene
Technician (Pulp).......... 65T Monk (PUIp) oo
Thief (PUlp) ...ccoevvnnee 82t Ranger (Pulp)

*: This profession cannot normally develop this training package
because it isinappropriate to the genre of the profesion.

T: This profession is only allowed to develop this training package
if the GM is not running a No Magic campaign in the genre.
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MENTALISM MAGIC AND

RITUAL

Thissectionaddsextrarulesfor handling spells, ritual
magicandlearning magic. Thefirst option, namely Spell
Concentration, should beconsidered amandatory exten-
sion to RMSS and will affect all realms of magic. The
second set of optional rules, namely Mental Combat,
should beconsidered avery optional rulesaddition—the
remainder of this volume does not assume the Mental
Combat rulesarein use. Theremaining sectionsonritual
magi c and thelearning of magic providecomplementary
material on these subjectsfor therealm of Mentalismto
that presented in Essence Companion and Channeling
Companion.

7.1
SPELL CONCENTRATION

To concentrate in the mundane world is to focus all
one’' sattention and mental ability upon asingleactivity.
A smith forging a sword in his workshop, a scribe
carefully copying amanuscript, a scout hidden ready to
ambush an enemy patrol areall concentrating upon their
work. Some have the ability to immerse themselves
completelyinagivenactivity, oblivioustotheir environ-
ment unless some stimulusimpinges upon them. Others
fidget continually, distracted by each and every distur-
bance. Some can split their attention between engaging
intheactivity of interest and responding tointerruptions,
others are only able to focus on one pursuit at a time.
Some can switch their concentration between activities
with ease, others are hard pressed to renew their single-
minded focus after an interruption.

In Rolemaster, concentration is a term principally
associated with the marshaling and utilization of magi-
cal energiesby focused will. A caster will usually spend
sometimein deep concentration to prepare hismind for
thearduoustask of spell casting, whether it beto remem-
ber the correct gestures and incantations, to achieve the
correct mental state, or torededicatehislifeto hispatron
deity. Spell preparation requires fully 90% of a caster’s
activity and represents almost total concentration by the
caster.

7.1.1 - DURATION (C) AND
CONCENTRATION
SPELLS

Certain spellsrequirethe caster to devote someof his
attention to their maintenance after asuccessful casting,
and thismanifestsitself asaconcentration componentin
the duration parameter of these spells. These are called
“duration(C)” spells. This can be explained in terms of
thedesired effect requiring adelicate balance of magical
energieswhose patternissofragilethat only continuous
attention of the caster’s will can maintain it. The other
category of spells have a set duration but require the
caster to concentrate in order to manifest the desired

effect. These are called “ Concentration” spells. In the
case of such spells, the magical energiesform atempo-
rary but stable pattern which can persist without further
attention until it disperses naturally. To achieve the
desired effect, the caster must stimulate the energies
with hiswill, and oncethat will isrel eased, the energies
resume their quiescent state. By considering spells as
patterns of magical energy, it isalso possibleto explain
the need to concentrate in order to cancel aspell prema-
turely ... the concentration here represents the caster
bending hiswill to disrupt apattern of energiestorestore
the status quo.

Concentration for the purpose of controlling magical
energies differs from mundane concentration in that a
caster need only devote half of his attention (namely
50% of his activity at any given time) to thistask. This
is sufficient to prevent the caster from preparing other
spells simultaneously, and also to prevent the caster
from casting most other spells owing to the same por-
tions of the caster's brain being involved with both
aspects of magical energy manipulation. These restric-
tions do not apply to those fortunate enough to possess
the Subconscious Discipline background option or tal-
ent. However, magical concentration issimilar in other
respects, in that different persons can concentrate for
differing periods, interruptionscantill break thecaster's
concentration, and so forth. Moreover, magical concen-
tration must impose a significant mental strain upon a
mortal frame, and so maintaining that will-power over
more than short periods will challenge even the most
resolute individual .

In Rolemaster, Self Discipline is the measure of a
character’s ability to concentrate and to focus upon a
task, and is an appropriate indicator of the intrinsic
ability of a character to concentrate upon controlling
magical energies. Innate ability in this area can be
increased through practice and training, reflected by
characters developing the Spell Concentration skill.

The Spell Concentration skill provides a bonus to
extending concentration upon a spell, to maintaining
concentrationinthefaceof distractionsof variouskinds,
and to regaining the correct state of mind for resuming
concentrationuponaspell. The Spell Concentration skill
would normally begrouped inthe Self Control category.
Theskill isclassified asRestricted for all Non spell user
professions, Normal for Semi spell user professions, and
Everymanfor all Pureand Hybrid spell user professions.

Thebase concentration timeisthenumber of continu-
ous rounds that a caster may concentrate upon a given
spell before requiring a Spell Concentration maneuver
(assuming no attempted interruptions). When a caster
successfully casts a spell requiring concentration, then
the act of successfully casting the spell will place the
caster into the right frame of mind to concentrate upon
the spell, removing the need for aniinitial Spell Concen-
tration maneuver.
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Section 7.1
Spell

Concentration

MENTALISM
COMPANION

The definition of the base concentration time (measure
in rounds) for a character will be:

SD + #ranksin spell concentration

Note that the minimum time is one round. A Spell
Concentration maneuver should be required of a caster
whenever:

* he wishes to extend his attention on a given spell by
another unit of base concentration time;

* he wishes to resume concentration upon a specific
spell;

* he wishes to maintain concentration in the face of
interruptions.

Appropriate eventswhich might break acaster’ scon-
centration could include the following:

* an unexpected sensory stimulus (e.g., aloud sound)

* aphysical prod

» sustaining awound (any strike doing at | east one point
of concussion hit damage)

* attempting to resist a spell

* engagingin mental communications, when not concen-
trating on spells to enable or assist this activity

* acall of nature

Note: A Spell Concentration maneuver is not
requiredto break concentrationonaspell. A el
Concentration maneuver is also not required for
the purposes of concentrating to cancel a spell.

There are anumber of methods by which a caster can
assist his concentration on spells, such as meditative
trances, appropriate herbs, tranquil environments, and
not splitting attention between spell concentration and
other activities.

SPELL CONCENTRATION
STATIC MANEUVER CHART

-26 down: Spectacular Failure
A sudden splitting headachebreaksyour concentrationon
thespell. All Spell Concentration maneuverswithin the next
ten minutes will be at -50. Warriors haveit easy ....

-25t0 +04: Absolute Failure
You lose concentration on your spell as a wave of menta
wearinessovercomesyou. Y our next Spell Concentrationmaneu-
ver, if within the next ten minutes, will beat -20. Tekeabregk ....

05to 75: Failure
You should have paid more attention to those mental
exercises during your apprenticeship. Too bad, you are
distracted and lose concentration on your spell.

UM 66: Unusual Event
A sudden insight diverts your attention. You lose your
concentration, and in your dismay, theinsight disappears back
intoyour subconscious. However, dl futureattemptsto concen-
trate with this specific spell will gain aspecia bonus of +15.

76-90: Partial Success
Y our control over themagical energiesisdlipping. If youdo
nothing this round other than attempt to maintain concentra-
tion, roll again on thistable, otherwiseyou lose concentration.

91-110: Near Success
Y our control over the magical energiesis fragile. Focus
your attention on the task at hand. Roll again on this table
with a special bonus of +10.

UM 100: Unusual Success
Y ou have full mastery of your concentration lock on this
spell. If the spell hasduration (C), you can movein and out
of concentration for the remainder of the duration without
making Spell Concentration maneuvers. If the spell has
duration of Concentration, you automatically makeyour next
Spell Concentration maneuver.

111-175: Success
Your mind is easily up to the strain of maintaining
concentration on this spell.

176 up: Absolute Success
Thelong hours of mental exercises serve you in good stead
asyou retain concentration on your spell. Add +20 to your next
Spell Concentration maneuver withthisspell (non-cumulative).

Modifiers:

+ Spell Concentration skill bonus

+ number of ranksin spell list

For every 1% extra activity spent (to amaximum of +50)......... +1
If in@ameditatiVe tranCe .........ovvvevererrrsers s +20
Dependent on sUrrouNdings .........co.eeevveeeenereeenenenenns +201t0 -30

Per unit of base concentration time

already spent onthe spell .........ccccvvevnneee
For each “interruption” successfully ignored
I “StAtled” .o -20
If physically struck (strike doing concussion hits) ................. -20
If physically struck (-10 for an ‘A’ critical

strikeis suffered, -20if a“ B’ €tC.) ..coeeeerereccnenne -10to-50
Notes:

1. A Spell Concentration maneuver takes 0% activity.

2. Regardless of the result on thistable, the period of concentra-
tion cannot be longer for duration (C) spells than the duration.

3. If concentration islost on aduration (C) spell, the caster may
attempt to resume concentration in the next round.

4. If concentration is lost on a Concentration spell, the spell
ends.




JE 7.2 X
RITUAL MAGIC

7.2.1 - AN INTRODUCTION TO

MENTALISM RITUALS

In the early days of magic, all spell effects were
created by means of rituals. Later the rituals became
codified into the familiar spell lists, and owing to their
speed and reliability, the spell listsnow form the bulk of
spell casting. Rituals continue to be used for unique
effects which have yet to be codified into spell lists.

Intherealm of Essence, theritudistsdividetheir rituals
into alarge number of classesdepending on the effect and
define diverse influences and distractions for each class.
Thisisin keeping with the general tendency of Essence
spell usersto classify and categorize each potential use of
raw essence. Such areductionist approach is not the way
of Mentalism. TheMentalism spell user considershimself
asanintegra part of theworld and the magical matrices,
and so manipulation of hisown auracan effect thewhole.
This holistic approach seeking alwaysto unify is charac-
teristic of the Mentalism worldview. For a Mentalism
ritualist, rituals are therefore classified according to the
intended target, whether it be the caster, another sentient
being, a nonsentient animal, an inanimate object, or the
surroundings.

As Mentalism is a magic based in the mind of the
individual caster, the cultivation of the appropriate
mindset is critical. The individualistic nature of the
realmalso meansthat itisextremely rarefor Mentalism-
based ritual sto involve more than one person. However
withthe only truelimit on suchritualsbeing the caster’s
mind, some very unique effects are possible.

Thisis not to say that herbs, crystals and other para-
phernalia have no place in Mentalism rituals. Their
purpose is very different. An Essence user utilizes the
intrinsic magic of the influence, a Channeling user

sacrifices the influence to demonstrate piety and sub-
mission to a higher spiritual being, a Mentalism user
employsits physical properties merely asan aid in the
attainment of thecorrect stateof mind. Herbal relaxants,
focusing crystals and self hypnosis are the standard
routes in achieving focus.

7.2.2 - USING MENTALISM
RITUALS

There arefive classes of ritual magic in the Mental-
ism realm:

Sdlf: This class covers dl rituals that will affect the
ritualist;

Other intelligent mind(s): Thisclasscoversal rituals
that will affect sentient beings. (Intelligence must be
defined by the Gamemaster);

Animal mind(s): Thisclass coversall rituals that will
affect creatures with animal intelligence (including
sentient plants);

Inanimate object(s): This class covers all changes to
inanimate objectsincludingritual sfor alchemical and
item creation effects;

Surroundings: This class of rituals covers modifica-
tions and investigation of the ritualist’'s very sur-
roundings (i.e., gasto air).

CALCULATING RITUAL LEVEL

Thefirst step in assigning aritual level isto identify
whether the desired effect already existson aspell list.
When employing ritual magic to achieve an effect
which existson an extant spell list, thelevel of the spell
isthelevel of theritual.

However, when employing ritual magic to achievea
unique effect not available on an existing spell list, itis
necessary to assign alevel to theritua. The base level
for theritual should be 10 and should be modified by the
factors shown below.

TROZEN

Section 7.2
Ritual Magic

MENTALISM
COMPANION




Section 7.2 Duration: The ritud’s level should increase as the
Ritua Magic  "tual’s effect duration increases (as detailed below). RESEARCH DIFFICULTY CHART

UP 10 10 MINULES ...ttt -5 Caster’sLeve -
0] (o 00 3o T | 0 Ritual Level Difficulty
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UP O L d@Y s R I TN T Easy
UP O LWEBK oo ST [ Moderate
UPTO L MONEN oo F20 | 1405 oo, Hard
Permanent .........cccoveeiinneniee e +25 B0 =10 oo Complex

Class: Theritual level will beaffected by theclassofthe | -11t0-15......ccccveevveiccvisee Very Complex

ritual. “ Self” ritualsaretheeasiest (asthemindshouldbe | -16 Or [€SS .........ccocvveereieeierieesieseeins Absurd

in concert with the body). “Inanimate” rituals and the

“Surroundings” rituals are the most difficult. Itisat thisjuncturethat the caster will discover if there
TS | P -5 are any unusual additions to the ritual beyond forming
OLNEN ..o 0  the correct mindset (subject to the GM's discretion).
ANIMAL . +5  These may include particular locations, items which
INBNIMELE ....oo oot +10  mustbeincontact withthecaster' sauraduring theritual
SUITOUNGINGS ..o ses e eeeeseene +10  Or auspicious times. These additions are only really

appropriate for unique rituals. Those which are often
performed, or either mimic an existing spell or are
similar to an existing spell should not require such
additional components.

Range: Thedistancebetweentheritualist (at thepoint of
completion of the ritual) and the target to be affected
affectsthe level of theritual. Therangeis measured in
terms of the relationship to the caster. The Gamemaster
should fedl free to alter these modifiersif the nature of PERFORMING THE RITUAL

the ritual effect is such taht the caster should not be It now only remainsto perform theritual. The overall
penalized for the distance. An example would beinfor-  procedure involves the caster firstly preparing his mind
mational rituals to locate an object or person (in such in the correct state, by use of meditation, and then
rituals, the description or degree of familiarity withthe pyildi ng up the magical patterns within his mind in
object/person would be more appropriateasamodifier).  concert with any other parts of the ritual (generally a

Visible during the wholeritua ............ccccvvevirenen. 0  verbal component to express the mental picture).
Not visible, but known well .........ccccceevvevevnnnnene +5 Todeterminethedifficulty of theritual maneuver and
(more than 5 vists of aday or morein the last year) the base duration, the following chart should be con-
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Not visible, but has been described..................... +15
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a caster can know one specific ritual for each skill rank

inMagic Ritual. The Gamemaster should determine the
MENTALISM details of all therituals known by characters.
COMPANION Working out the details of a specific ritual isatime
consuming process. The time taken should be deter-
mined from the Spell Research Table (see above) using
the following modifiers to determine the difficulty.




In moredetail, the caster must first attempt aMedi-
tation maneuver (with aHard difficulty). Thismaneu-
ver suffersaspecia penalty equal to theritual level. It
is in making this maneuver that the paraphernalia
associated with Mentalism ritual s are employed. The
ritualist can gain abonusto this meditation by the use
of meditation aids. The Gamemaster should assign a
bonus, usually between 0 and +20 depending on how
well practiced the ritualist isin using the aids. Some
possible meditational aids are shown below.

A particular crystal that the caster staresinto

Burning herbs or incense and breathing the smoke

Exercises to relax the body

Origami or other repetitive hand movements

Repetitive chants or mantras

Theresult of thisM editation maneuver will modify
the maneuver for the ritual (see the modifiers shown
on the chart below).

Once in the trance, the ritual begins. The ritualist
will need to make another meditation maneuver every
two hours (if theritual takes longer than two hours).

Note: Theritualist must contribute the level of
the ritual in Power Points the moment that the
ritual begins.

If the ritual has more than one caster, one of the
castersisdefined astheprimary caster, towhom all of
the above rules apply (and only he must have re-
searchedtheritual). Thesecondary caster(s) needonly
make a single Meditation maneuver using the above
procedure and expend power points (each participant
may contribute any number of PPsto thetotal, but all
participants must contribute at least one PP). They do
not need to make any subsequent rolls as they are
locked into the primary caster. Being the secondary
caster in such a ritual gives a +50 bonus in future
attemptstoresearchthat ritual. If any secondary caster
failsto achieveat least aNear Successon the Medita-
tion maneuver, he ruins the ritual and the ritual must
begin again (all preparation must be done again and
more maneuver rolls made).

At theend of theritual, ad100 roll (open-ended) is
made on the table below adding the ritualist’s Magic
Ritua skill and any appropriate modifiers below the
table.

MAGIC RITUAL
STATIC MANEUVER CHART

-26 down Spectacular Failure
All participantsin the ritual lose their minds, their bodies
aredrooling vegetables(all temporary mental statsarereduced
to1).

-25- 04 Absolute Failure
Total failure. All participants suffer the effects of Mind
Erosion True (see the Mind Erosion spell list) on all mental
stats.

05-75 Failure
All magic is sucked out of the participants (no PPs are
availableto the castersfor 1 week per level of theritual). All
participants suffer aMind Erosion | (see the Presence spell
list).

66 Unusual Event
The ritual goes awry. While the participants are not
seriously injured the outcomeisnot at all what wasintended.
The Gamemaster should determine an appropriate effect.

76-90 Partial Success
All participants loose PPs for one hour per level of the
ritual. Theritual can betried again after arest.

100 Unusual Success
Theritual works exactly as planned. Owing to a unusual
burst of energy the participants feel refreshed and find that
only half the PPs they expected to use have been used.

91-110 Near Success
A very near success. The PPs committed are lost but the
ritualist can start from the beginning.

111-175 Success

The ritual works: However everyone is exhausted and
needs afull sleep period to recover.

176 Up Absolute Success
Theritual worksasplanned and theritualist gainsan extra
+5toany futureattemptsto cast thisritual asherealizeswhat
has just happened.

Modifiersfor Power Points:
For using 2x the minimum PPs
For using 3x the minimum PPs

Modifiersfor Time:

For each level of difficulty increaseintime ................... +5

For each level of difficulty decreaseintime.................. -25
Modifiersfor Multiple Casters:

For each ritualist byond the first ..........c.coovvereciiinienene. +5
Modifiersfor Meditation:

Spectacular failure ........cooeeveveciese s -50

ADSOIUtE FAIIUre.....c.evc s -25

FaIIUME ... -15

Partial SUCCESS ......ccvvvereireeeeeririee st eesae e seeseeneas -5
INEBI SUCCESS ....vvivireineeiirie sttt neas 0

(For specia results the Gamemaster should assign a suitable
modifier)
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7.3
LEARNING
MENTALISM MAGIC

Thissection exploressometheoriesof how spell users
might learn Mentalism magic.

7.3.1 - THE ORIGINS
OF THE SPELL LISTS

Mentalism rituals demanded long periods of intense
concentrationfromtheaspiringritualist. Failuretomain-
tain the concentration would ruin the ritual, and could
often endanger thelife or mind of the caster. Some more
cautious early Mentalism users realized that practicing
the attainment and maintenance of the required mental
states without actively attempting aritual was a useful
exercise. The exerciseswere pursued with vigor and the
would-be ritualists made much progress in entering the
correct state of mind more rapidly, and maintaining the
statefor longer. For some, thiswasthe only result of the
exercise, and they returned to the study of ritual magic
with renewed confidence. Othersignored the siren song
of ritual magic and continued the exercises, despite the
unspoken chiding and implicit accusationsof cowardice
by their colleagues.

It was perhaps the bravest decision in the history of
Mentalism magic.

The would-be ritualist continued the exercises, gain-
ing ever greater mastery in transcending the mundane
limits of the mind. Where once an hour of deep medita-
tion aided by the crutch of continuous finger exercises,
the fumes of incense, the chanting of a mantra, gazing
into a crystal or some other focus had been required, a
minute or less of ameditation with asnap of thefingers,
asniff of incense, or anequally brief useof another focus
now sufficed. The defining moment of the Realm of
Mentalism was at hand.

It is not known who first spontaneously entered the
basic Mentalism mind-frame without prior meditation
and without any crutch for mental focus. Like every
Mentalism user since, thefirst true Mentalism spell user
gloried in theliberation from the trappings and crutches
of the physical world. Like every Mentalism user since,
the mental channels surged with pent-up energies need-
ing only afocused will to shapethem into the patterns of
spells. Unlike the modern Mentalism spell user, who
studiesthetheoretical patternsrepresenting the spellsof
the extant spell lists, the earliest spell usersimprovised
the first true spells by experimentally converting the
ritualistic equivalences, sometimes with fatal conse-
guences.

The careful trandation of the Mentalism rituals into
true spells organized in cohesivelistswas apainstaking
and often disappointing process as some effects could
not be safely converted. Nevertheless the spell lists
comprising the Open and Closed Mentalism sets were
eventually created, aswere, induecourse, thedistinctive
spell lists of the Mentalism professions and the special-
ized lifestyles.

Thegreater usefulnessof Mentalismritualsin accom-
plishing unique and novel effects combined with the
highly individualistic nature of the Mentalism spell
researchers has prevented a profusion of Open and
Closed spell lists from being developed for the ream.

The focus has concentrated on the creation of spells
which explore a specific aspect of the potential of the
mortal mind, and the results of such researches have
almost always been zealously guarded secrets of par-
ticular professions and mystical orders.

7.3.2 - TECHNIQUES
OF TEACHING

Contemporary Mentalism users may learn their
spell listsfrom anumber of sources, including tomes,
mentors, aguild, or even self-teaching. A substantial
fraction of Mentalism training is the devel opment of
the necessary self-confidence and powers of concen-
tration to cast spells. Much of the “teaching” isthere-
fore the cultivation of the appropriate motivation and
isatask for the student rather than the teacher. Asa
result, most Mentalism spell userswill actually learn
the complete set of theoretical patterns for available
spell listsaspart of their apprenticeship. Thisdoesnot
mean that abeginning Mentalist can cast themightiest
of spells! The theoretical patterns are not the actual
patterns used in casting—each mind is unique and
only through the accumulation of experience and
insight can the rote patterns be adapted for invocation
by agiven spell user. However, an adequately trained
Mentalism spell user should compl ete his apprentice-
ship with atheoretical knowledge of all hisbaselists
and in the case of pure and hybrid spell users, a
theoretical knowledge of most, if not all, of the rel-
evant Open and Closed spell lists.

MENTALISM TOMES

A Mentalismtomeisabook or amanuscript which
containsthe knowledge necessary to learn someor all
of aspell list of therealm of Mentalism. Thetomewiill
contain information on thekey principlesof aparticu-
lar spell list and the specific theoretical patterns of
someor all of thespells. Thetomeswill almost always
assume a priori that the prospective practitioner has
already mastered the necessary mindset for unassisted
spell casting, much to the consternation of spell users
fromother realmswho areinvariably thwartedintheir
effortsto utilizesuchtomestolearn Mentalism magic.

Tomes are normally used by learned spell usersto
record their knowledgefor posterity and asateaching
aid to assist in the education of apprentices. Tomes
will generally be the property of agiven spell user or
of a given guild, and will not be found in mundane
libraries or in the emporia of booksellers. Tomes
relating to base and other specialized spell lists will
rarely be loaned even to trusted apprentices.

The size (in pages) of a given tome can be found
by the following formula:

2d10 +5
+ 1 page per each spell from 1st-5th level described
+ 2 pages per each spell from 6th-10th level described
+ 3 pages per each spell from 11th-15th level described
+ 4 pages per each spell from 16th-20th level described
+ 5 pages per each spell above 20th level described.

Option: If the learning rules from the Essence
Companion are being used, the tome quality
shouldresultinaspecial modifier of -15to+10
to the Learning Static Maneuver.



MENTORS

Most Mentalism spell users are trained by a mentor.
Thementor will almost alwaysbeamember of the same
profession and will normally be of significantly higher
level than the student. Some mentorswill only train one
student at a time, others will train severa students
simultaneously. Some will train the student by intense
philosophical debates, others will swear by aparticular
concentration aid, and still others will just hand the
apprentice aset of tomes and expect the aspirant to “ get
onwith it.”

The Protégé training package represents the lifestyle
choiceof Mentalism spell userswho havestudied deeply
with agiven mentor, and whose outlook on life has been
profoundly shaped by their training. For the Protégé, the
apprenticeship period represents a period of obedience
to the dictates of the mentor in return for board, lodging,
and tuition. Afterwards, the Protégé will be forever
indebted to the mentor, and this obligation could entail
sharing wealth with the mentor, promoting the mentor’s
reputation or aiding the mentor in times of need. The
detailsshould beworked out by the Gamemaster and the
player.

Option: Ifthelearning rulesfromthe Essence Com-
panionarebeingused, any student wholearnsaspell
list under a mentor should gain a special bonus of
+10to the Learning Satic Maneuver.

GuiLbs

Sometimeslike-minded Mentalism spel | userswill band
together to further common goals. The whole is often
greater than the sum of the parts, and the resulting organi-
zation will have access to greater resources and security
thanany individual. The organization may formaguildfor
the tuition of apprentices in the secrets of a particular
profession. Membership is usualy for life, and members
will beoath-boundto provideassistancetofellow members
and to follow the strictures of the guild.

Of the Mentalism professions, the most likely candi-
datesto form such organizationsare the semi-spell users
and the healing professions. These professions are the
least concerned with metaphysical debates (and so are
lesslikely to disagreeon pointsof principle) and havethe
most to gain from organization and formal training. In
many situations, the guild will be incorporated within
another moremundaneguild. Forinstance, Armsmasters
may be trained in a distinct faculty of an empire’s war
college; Lay healers and Healers may be found in posi-
tions of power and responsibility within hospitals or
physician’s guilds; Bards are likely to be trained in
separate institutions as opposed to the rough and ready
education gained by traveling minstrels and common
actors; Magents may be part of, or distinct from, the
underworlds of large cities, but their operatives will
quickly insinuatethemsel vesbeyond thehometerritory.

SELF-TEACHING

Itispossibletolearn Mentalism magic without theaid
of ateacher or book. Itisnot atrivia undertaking, but if
awould-bespell user isawareof thegeneral natureof the
spell list to be developed and has already acquired the
ability to achievethe basic mindsets, thetask isfeasible.
Oncethefirst spell onagiven spell list hasbeen learned,
theremaining spellsmay bedevel oped with greater ease
asthetask isoneof extrapolation. Theprincipal obstacle
islearning thefirst spell onahitherto unknown spell list.

Option: Ifthecharacter hasonlyadescriptionof the
spell and its effects or has only ever witnessed the
spdll, thecharacter receivesaspecial modifier of -50
to the Learning Satic Maneuver (from the Essence
Companion). If the character has previoudy suc-
cessfully used ritual magic to achieve the effects of
the desired spell, then the character only suffersa -
25 modifier to the Learning Satic Maneuver.

Thedevelopment of later spellsonthespecificlistare
subject toa-15modifier if the character hassuccessfully
achieved the desired effect using ritual magic, and at a-
25 modifier otherwise.
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8.0

the system. Newcomers to Rolemaster are often bewil-
dered by illusionsbeing modelled astemporary creations
of reality rather than as mental phenomenaasisthe case
with other role playing games. Another model of illusions
doesexist and the purpose of thissectionisto describethe
twophilosophiesdescribingillusionsandassociated spells.

8.1:
THE MIRROR
OF REALITY

The first philosophy is to model illusions as the
creation of temporary reality, and this is the standard
interpretation of illusionsin Rolemaster. To distinguish
theseillusions from the illusions modelled by the other
philosophies, the term standard illusion will be used.
Unlessotherwise stated, the discussion concerning stan-
dard illusions applies to Phantasm spells. (The reader
can find further discussions of the standard interpreta-
tionin Spell Law (Section 7.1.27) and Gamemaster Law
(Section 10.2).)

Standard illusions do not affect the mind of a viewer
directly, but rather affect the reality which is then per-
ceived by theviewer. Standard illusions are spell-created
manifestations of light and energy that mimic the five
sensory characteristics (sight, sound, taste, touch, smell)
of the object or entity that the spell user wishesto portray.
Although these manifestations are not actually aversion
of the object or entity in question, they are physical
creationsand as such, cannot be disbelieved. Theillusion
passively tricksthe viewer into believing that the visual,
auditory, and other sensory manifestations are real.

A reflectionof anobjectinamirrorisarea worldexample
of thisprinciple. Thereflection isnot thered object, but the
light condtitutingthereflectionisreal light and assuch affects
the viewer's eyes in the norma way. Given a sufficiently
perfect mirror,itisimpossibletotell if theobjectinthemirror
isareflection or the real object without recourse to another
senseother than sight. Thesuspected object canbeprovento
be a reflection by atempting to touch it. However the
reflected object does not disappear once it is known to be
merely areflection. Instead it remainsuntil themirror (or the
origind object) isremoved.

Likewise, Rolemaster standard illusions cannot be
merely disbelieved. If a spell user creates an illusion of
an object, a suspicious viewer must verify with some
other sense (or by magical means) that the object is
illusionary rather than real. The illusionary object will
also not disappear, merely because a viewer has per-
ceived its true nature (the illusion must be cancelled,
dispelled or the spell duration must expire).

It is therefore a natural consequence of the above
definitionthat thelllusionistisapurespd |l user profession
of the realm of Essence. Essence users draw energy,
neither from themselves (like Mentalism users) nor from
adeity (like Channeling users) but from theworld around
them. In Rolemaster, this makes Essence users good at
manipulating matter and energy, generaly in larger and
flashier ways than Mentalism or Channeling users. Thus

Sections
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areato generate the necessary sensory phenomenain the
observer, creating the “perfect mirror” of an object or
entity, visualized by the spell user at the time of spell
casting. The illuson need not mimic a rea object or
entity—the spell user is only limited by his ability to
visualisetheimagesof hisimagination. TheManaMolder
(introduced in Essence Companion) uses the same prin-
ciplesto create objects, servants and so forth, sacrificing
diversity in creative range for durability.

Powerful Illusionists can render the observer’'s task
moredifficult by adding additional sensory informationto
theillusion. This causestheillusion to look, sound, fed,
smell, and even taste likethereal object or entity whichit
mimics. In some cases, the only way such things can be
revedled asillusionsis by waiting for the duration of the
spell to end, casting some sort of Detect Essenceor Dispel
Essencespell, or by using askill such asPower Perception
to detect that agreat deal of magicisin the area.

An examplewill reinforce the understanding of stan-
dardillusions, and preparethe way for the other models.

A standard Illusionist castsan Illusion spell to createa
“bridge.” The size of the bridge is limited by the area of
effect of the spell. Theillusionary bridgeisvisibleto any
beingwho happenstolook intheright direction. It reflects
lightjustlikeareal bridge. If thelllusionist hasadded afeel
mirage to theillusion, when someone touches the bridge,
itwill feel likewood or stone. If someoneisbrave enough
to step ontothebridge, then hewill feel thewood or stone
under hisfeet. If heiscareful, very light and lucky, thefeel
aspect may last long enough for him to cross the bridge.
His companions would see him cross the bridge. If a
companion tried the same feat, but through unluck, care-
lessness or greater encumbrance, overwhelmed the feel
mirage, the companion would immediately cease to feel
the wood or stone under his feet, would fall through the
bridge, and plummet to his death.

It should be remembered that the range at which a
given sensory aspect of an illusion can be perceived is
limited only by the capabilities of the observer in the
givenenvironment. Theareaof effect limitsonly thesize
of theillusion.

Summing up, standard illusions are spells which tem-
porarily create visual and other sensory manifestations.
Thespell user affectsthe observer inacompletely passive
fashion. The spell iscast, theillusionary object iscreated,
and possible observers may or may not perceiveit.

8.2
THE MIND'S EYE

The other philosophy considersillusionsto be purely
mental phenomenawhich directly affect the brain of the
chosen target(s). The mativation behind the develop-
ment of this philosophy was a conviction that standard
illusionsdid not properly addressthetraditional illusion-
ary phenomenato be found in mythology and literature.

To avoid the confusion that would otherwise have
arisen, a new terminology has been created to describe
thevery different effectsof thesemental illusions: cloaks,
projections, overlays, and seemings.




A “cloak” is a mental illusion which will cause the
affected target(s) to fail to perceive a chosen object,
entity, etc. Itisanillusion of absencewhich removesthe
information concerning the concealed object or entity
from oneor more processing centers(concerned withthe
chosen senses) in the brain(s) of the target(s). One
subtlety, which applies both to the visual Cloak spells
and the Cloaking (Open Mentalism) spell list, concerns
what the targets see in place of a concealed being. The
conceal ed beingisnot invisiblewhich meansan affected
target cannot see through the concealed being. The
answer must be that the target’'s brain interpolates a
background. If thetarget hasviewed theareaprior to the
conceal ed being moving into the area, apreviousimage
from short-term memory isreused. |f thetarget hasnever
seen the area before, the target’s mind will invent a
reasonable image which will not stand up to intense
scrutiny (i.e., concentrated use of Awareness skills) but
will be swiftly readjusted as soon asthe concealed being
moves out of the way.

An example will clarify this subtlety further.

A party of adventurers enter a dragon’s cave. The
deepingdragon hasbeentemporarily Cloakedtovisionby
an aly, and isresting on its hoard. The adventurers can
only really seethe periphery of thetreasure hoard, and so
their minds interpolate the rest of the hoard. One of the
greedier adventurers is sure that the hoard will contain
goldenweaponsfromtheRoya Armory of theL ost Realm
and looks closely for any sign of such items. His mind
inventsalargegoldensword. Thedragonshiftsand hesees
that actualy there is a begjewelled mithril torc at that
position. The greedy adventurer is allowed another RR.
His companions (who did not force their minds to invent
the detail of asword) merely havethetrue view added to
their existing perceptionsin asel f-consistent fashion; they
merely didn’t notice the mithril torc at first glance.

A “projection” is a mentd illuson which causes the
affected target(s) to believe himsdf to be afflicted with an
imaginary injury. Oneclassof projectionsdeprivethetarget
of al sensory input from a given sense; these spellstempo-
rarily shut down therel evant processing centersof thebrain.
A second class of projections, namely the Wound spells,
causethetarget tobdlievetha hehas sustained somespecific
injury; these spdllsaffect thepain center of the brain and add
the necessary visua and other information directly to the
Sensory processing centers. Such projectionscannot actualy
harmthetarget, but they caninducetemporary unconscious-
ness. On regaining consciousness, the target’ smind will be
freed from the grip of the hdlucination.

Although “cloaks’ and “projections” directly affect
the mind of a target, both sets of spells may be used
against any target with at least arudimentary mind. The
specificity of the effects counterbalances their general
applicability.

An*“overlay” isamental illusion which altershow an
actual object, entity or placeis perceived inthe mind of
the target(s). The object, entity or place retainsitsbasic
nature, so arusty knife can appear asasilver dagger but
not as a book. An overlay spells acts to transform the
information within a sensory processing center regard-
ing the actual object etc such that the object is perceived
by the target as the spell user desires.

A “seeming” is a menta illusion which causes the
affected target(s) to perceive an object, entity or place
which is not real. The object, entity or place is a pure
hallucination; a “seeming” spell acts upon the sensory

processing centers of the brain to add to, subtract from, or
otherwisetransformtheinformation suchthat theaffected
target perceives what is desired by the spell user.

As both Overlay and Seeming spells can create an
infinite variety of hallucinations employing acombina
tion of senses, they normally only affect humanoid
targets. These spellscan affect targetsother than human-
oids if they are preceded with the appropriate catalyst
spell from the Seeming Enhancement spell.

Overlay and Seeming spells continuoudly interact with
the affected targets. Thisis usually accomplished by the
spell user concentrating upon the specific spell to adjust
thehallucination so that it remains plausible regardless of
theactionsof theaffectedtarget. Thespell user canchoose
instead to set a limited number of reactions to possible
actions of the affected target to the halucination in ad-
vance. For example, Aran the Enchanter has successfully
cast a Seeming upon a desert nomad. The nomad is now
convinced that avultureiscircling hiscamp overhead. At
the time of casting, Aran decided to set up a number of
variations, one of which will causetheimaginary vulture
to gain dtitude should the nomad notch an arrow to his
deadly recurvebow, and another will causetheimaginary
vultureto dodge out of theway if anarrow isloosedinits
direction. Unfortunatel y thedesert nomad actually chooses
to cast a long-range elemental bolt at the vulture. The
Seeming spell has no preprogrammed response to this
unexpected action, and the vulture flies through the bolt
unharmed. If Aran is lucky, perhaps the nomad will
consider this event to be evidence that the vulture is of
supernatural origin and immune to such attacks. In this
case, theevent islikely to trigger disbelief and terminate
the hallucination.

All of thevariousmental illusionsactively engagethe
minds of the chosen targets. As a consequence, these
spells can be resisted by the targets (i.e., an RR is
permitted). If the target fails to resist, the illusionary
effect is real within the confines of the target’s mind.
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Targets who successfully resist and bystanders who
were not targeted will not be affected by these spells.
Moreover, even targets who initially succumb are a-
lowed opportunities to snap out of the hallucination if
unaffected senses provide information which is incon-
sistent with the hallucination or the hallucination be-
comes implausible (as in the case of Aran and the
nomad).

Gamemasters should note that thisis neither an invi-
tation to characters to develop an extreme solipsist
philosophy (uttering “1 don’t believeit” at every oppor-
tunity), nor carteblancheto spell userstogeneratewildly
implausible mental illusions. In general, peoplein fan-
tasy settings will be more willing to ascribe the won-
drousto magical, supernatural or miracul ous causes, but
even their credulity can be stretched beyond its limits.
Those limits will depend on the nature of the
Gamemaster’s setting.

The most effective means of explaining some other
pertinent features of the spell user’s arsenal of mental
illusionsisto reconsider the bridge example:

Aran, the Enchanter of the previous example, isin a
place of concealment, quietly observing agroup of four
soldiers approaching theriver. He decidesto induce the
hallucination of abridge spanning theriver intheminds
of thesoldiers. (Thereisnolimit onthesizeof thebridge
that he can create in an observer’ s mind.) He notes that
one of the soldiers is accompanied by a pet bird and
hopes that this is not a wizard's familiar or a bonded
animal. He castsfirst aDual Seeming spell and follows
this with a Seeming X spell. He chooses the options of
adding sound and feel aspects, three additional targets,
doubling the duration and increasing the range to 800'.
The soldiers fail to resist the spell and on looking
towardstheriver they observewhat appearstobeasmall
bridge. (The pet bird is unaffected by the Seeming and
observes nothing) They hurry towards the supposed
bridge and are surprised to seethat it is of new construc-
tion.

One of the soldiersdecidesrashly to crossthe bridge.
Fortunately Aran has suitably prepared for this eventu-
ality and hisDual Seeming spell clicksin, allowing him
to providedistinct perceptual streamsto therash soldier
and his more cautious companions; this enhancement is
required becausethetwo groups of soldierswill interact
withthe Seemingin qualitatively different fashions. The
rash soldier can see the other side of the bridge directly
ahead, can fed the wooden planks under his feet, and
hears the other soldiers discussing how they will report
thisdiscovery ontheir returntotheoutpost. Inreality, the
soldier isalready falling but for him the Seeming spell is
masking the sensation of falling, similarly masking the
sounds of the rushing air, and replacing the view of the
river with the desired sight. His companions see their
comrade walking confidently acrossthe bridge. The pet
bird however seesthe rash soldier step into mid-air and
immediately fall. It squawksin alarm.

The unfortunate soldier plunges into the river, swal-
lowing somewater involuntarily as hishead goes below
the surface. The taste of the water is inconsistent with
crossing the bridge and triggers his disbelief. He resur-
faces, spluttering somewhat, and swimstowardsthenear
bank, while his comrades try to calm their pet. If they
look in the direction of the bridge, they would see their
companion standing on the other end of the bridge and
might wonder why he has failed to step off the bridge.
The subject of the Seeming spell wasthe bridge, not the
soldier. Thus Aran cannot project the visual subcompo-
nent (of the soldier beyond the bridge.)

Therather wet and bedraggled soldier clambersupthe
river bank and squel ches towards his companions. One
of the soldiers turns at the sound and sees his comrade
both standing dry on the bridge and dripping wet on the
bank. Hisdisbelief istriggered and the bridge disappears
from hisview. He swears.

Aran, seeing his victim has survived apparently un-
scathed, grimly cancels his spell and prepares to escape
the wrath of the soldiers.

One fina point concerns the classification of the
Enchanter asahybrid spell user of the Realmsof Essence
and Mentalism rather than a pure Mentalism spell user.
Althoughall of the Enchanter’ sspellsarefirmly basedin
mental concepts, the ability of the Enchanter to simulta-
neously affect multiple targets and over long distances
reguiresaccessto more magical power thanisjustifiable
for a pure Mentalism spell user.

Summing up, the mental illusions of the Enchanter
actively affect the minds of selected observers, and as
purely mental phenomena, may be resisted.

: 8.3 ¢
CONCLUSIONS

Two distinct model s of illusions have been presented.
The distinctions amongst the models can be elegantly
shown by considering the perception to be athree-phase
process:

1. A redlity exists;

2. The redlity is detected by appropriate sense organs
which send signalsrepresenting it to an entity’ sbrain;

3. Thebraininterpretsthe signals and givesthem mean-
ing within the world view of the being.

Standard illusions effect the first phasein that reality
is altered. Mental illusions effect the third phase by
interfering with sensory signal interpretation.

The choice of which model or models of illusionary
spellsto include rests as ever with the Gamemaster.




9.0

THE FRAGILE MIND

Insanity is adisease of the mind, which can affect all
aspects of a person’s life from their thinking and their
moodstotheir interactionsand rel ationshipswith others.

In earlier times, insanity was deemed to be a sign of
divine vengeance against an individual, a sign of de-
monic possession, or theresult of malevolent sorcery. In
more modern times, the origins of insanity have been
ascribed to a combination of factors including genetic
predisposition, biochemical imbal ancesinthebrain, and
an accumulation of stressful events and emotional con-
flictsin theindividua’slife.

In Rolemaster, insanity can betheresult of genetic or
environmental factors (normally modeled by the appro-
priate flaw in acharacter’ sbackground), or the result of
a character's failure to resist a mind-affecting spell
(especially the spells from the Evil Mentalist base list
Mind Diseases).

Demonic possession can of coursereally occur within
the game. When a character is possessed by an unintel-
ligent demon, the consequent chaotic and destructive
behavior may lead to injury or death, but the symptoms
will be so blatant that exorcism will be the obvious
remedy. Anintelligent demon who succeedsin possess-
ing a character will be much more careful to keep
aberrant behavior to aminimum sothat it can achieveits
diabolical agenda without detection.

The aim of this section isto provide some guidelines
and game mechanics for handling insanity induced by
serious trauma. A classification of mental disorders
based on severity, aswell asrole playing and mechanics
suggestions for a selection of mental illnesses is also
provided. Thefinal part of this section will explain the
concept of the Sanity statistic, and provide game me-
chanicsto reflect the loss and recovery of sanity.

% 9.1 28
TYPES OF INSANITY

A simple system of classifying mental illnessesisto
consider the severity of theillnessin terms of its effect
upon theindividual’ s personality and relationshipswith
others. Ilinesses can then be classified as psychoses or
NEeuroses.

A psychosisisamajor mental illnesswhichwill often
involve severe symptoms such as hallucinations, delu-
sions, and defectsinthinking and judgment. Thesufferer
of a psychosis will sometimes be unable to function in
normal society. Evenmoreunfortunate, thesufferer may
not even realizethat heisafflicted withamental illness.

A neurosisisaless seriousillness. The sufferer may
have bouts of anxiety or depression, or be unable to
function fully in norma society. The persondity is
relatively undamaged, and the sufferer either realizesor
can be persuaded of the reality of the illness. Neuroses
are easier to cure than psychoses.

However, remember that what isconsideredinsaneor
aberrant behavior in one culture may be considered
normal or acceptable behavior in another or aharmless
quirk or eccentricity elsewhere.

9.1.1 - NEUROSES
Thereader should refer to Gamemaster Law (Section
11) for lists of sample neuroses.

ANXIETY DISORDERS AND PHOBIAS

An anxiety disorder can be the result of some child-
hood trauma or other experience. The character will
haveanirrational fear of asituation or anobject (usually
associated with the bad experience), and on being
confronted with the situation or fear, will suffer from
pal pitations, sweating, trembling or dizziness(-10to all
actions) until he can escape from the source of his
anxiety. Thecharacter will attempt toavoid such sources
and may literally flee.

A phobiaisan intense fear or dread which is associ-
ated with a specific situation or object. The character
will becomeanxious(asabove) eventhinking or talking
about the source of the phobia. If confronted with the
source of the phobia, the character must make an RR
versusa 10th level attack. If thisRR fails, the character
will be paralyzed with terror for 1 round per 10 failure.
In any event, the character will be severely anxious
(e.g., -25 to al actions) while in the presence of the
source of the phobia.

DEePRESSION AND M ANIAS

Thesufferersof depression areaffected by anoppres-
sivemood of sadnessand hopel essness. Thecharacter’s
decisions and thinking will be overly pessimistic, and
the character will show little interest in and no enjoy-
ment of pastimes that had formerly amused him. In
serious cases, this melancholic attitude may extend to
life-threatening situations (e.g., the character may fail
to parry melee attacks, fail to resist mental spells, act
carelesdly in dangerous environments, etc.). The char-
acter will tire easily (double Exhaustion Point expendi-
ture) and will sleep poorly (i.e., halve Power Point and
healing recovery during sleep).

Mania, on the other hand, is an irrational euphoria.
The character will have an overly optimistic attitude to
life, brimming with unjustified self-confidence, which
will lead the character to take risks. The character will
be rash, swift in word and deed (e.g., always acting in
the Snap phase, usinginsufficient preparationfor spells,
etc.).

In both cases, the bouts of depression or mania may
last for daysbeforethesufferer returnstoamorenormal
emotional level.

OBsessions AND COMPUL SIONS

An obsessive disorder is characterized by the seem-
inginvasion of the sufferer’ smind by recurrent images,
thoughts or words. Some normal event may trigger a
recurrent fantasy inthe character’ smind, or the charac-
ter will be plagued with interminable mental discus-
sions on the mundane event. At any time when the
character isnot actively and mentally engaged in some
task, there is a 15% chance that the character will be
ruminating on the obsession.
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With acompulsive disorder, the sufferer is plagued by
theurgeto repeatedly perform an action, eventhoughitis
unnecessary or senseless. Once a character is gripped by
acompulsion, hewill suffer rising anxiety until the urge
issated by performing theaction (-1toall actionsfor each
minute of delay). The character will continue to perform
the action, regardless of its consequences, until he man-
agesto assert hissdlf-control (i.e., roll greater than 100 on
an open-ended d100 roll adding triple the Self Discipline
bonus).

Obsessions will often lead to compulsive behavior,
afflicting the sufferer with an obsessive-compulsive
disorder.

Example: Neville of Bickerton developed an ob-
sessive-compulsive disorder regarding hisweap-
ons after his mind was damaged in an attempt to
make him believe in magic. Whenever he isre-
minded of swords, he becomes obsessed with try-
ing to remember if the edge of his sword is sharp
and without notches. He then has the compulsion
to sharpen the sword even though the weapon is
perfectly fine. He has ruined several weapons
through excessive sharpening.

PARAPHILIAS

Paraphilias are sexual deviations. The character may
either succumb to the deviation only when temptation
presentsitself or may actively seek out opportunitiesto
indulge in the deviation. The character will find it
difficult toresist temptation (i.e., roll d100, open-ended,
and add triple the Self Discipline bonus). Dependent
upon the nature of the paraphilia, the character’ s habits
may be a source of amusement for his peers, acausefor
social ostracism, or a cause for secular and/or religious
hostility.

PERSONALITY DISORDERS

There are many different varieties of personality dis-
order. Some examples include: explosive personality,
asthnic personality, and impulse control.

In explosive personality disorder, the individual will
react violently, even (and especially) to minor frustra-
tions, attempting to assault othersin sudden fits of rage.

In asthenic personality disorder, theindividual will be
unable to make decisions or assume responsibility (-50
toall Leadership and associated social skills), relyingon
others to decide for him.

In disorders of impulse control, the individual lacks
the ability to resist temptations, even though the desires
may be harmful to the individual or others. Examples
include compulsive gambling, pyromania, and/or klep-
tomania.

Inall of these disorders, the character may attempt to
withstand the urge (i.e., roll d100, open-ended, and add
triple the Self Discipline bonus).

9.1.2 - PSYCHOSES
Thereader should refer to Gamemaster Law (Section
11), for lists of sample psychoses.

HysTERIA

Hysteria can come in two major forms. The first
involves the temporary paralysis of a limb, temporary
loss of a sense, or an increased sensitivity to pain, in
responseto a (potentially imminent) stressful situation.
An dternative form of hysteriainvolvesthe individual
suffering temporary amnesia in response to a trauma,
blotting the bad experience (and surrounding events)
from memory. |n some circumstances, the amnesiamay
be total, and the character will wander off, adopting a
new identity. If found and treated, the character will
rarely, if ever, recall what occurred to him in his other
identity.

M ANIc-DePRESSIVE DISORDER
In manic-depressive psychosis, theindividual cycles
between bouts of depression and mania, interspersed
with periods of normalcy. Each bout may last for weeks,
and the highs and |ows are much more pronounced than
in either depression or manic disorders.

MuLTIPLE PERSONALITY DISORDER

In multiple personality disorder, the individua has
two or more separate and distinct personalities, of which
only onewill bein conscious control of the body at any
given moment. In game mechanics terms, the player
must develop distinct sets of role traits, interests, and
aptitudesfor each personality, and may need to generate
skills sets for each personality.

PARANOIA
In paranoia, the sufferer will believe that others are
conspiring, persecuting or seeking to harm him, without
justification. The character will be continuously suspi-
cious, perceiving evidence in the most innocent actions
of hostile intent, and this will often cause negative
reactions in others.

SCHIZOPHRENIA

For thesufferer, schizophreniacanmeandelusions, hallu-
cinations, incoherence and losing touch with redlity.

In game terms, achoice needsto be made with regard
towhichtypeof schizophreniathelucklesscharacter has
developed.

In hebephrenic schizophrenia, the character will be
incoherent in speech and thinking (reduce all communi-
cationsskillsby fiveranks) and will respondinappropri-
ately in emotional situations (i.e., joy when sadnessand
grief should be the prevalent mood).

In catatonic schizophrenia, the character will remain
motionlessat random (or in responseto stress), possibly
for hours.

In paranoid schizophrenia, the character will suffer
delusions of grandeur and persecution.



9.2
INSANITY IN THE GAME

Itisdl very well to say that mental illness can &fflict a
character astheresult of traumaor aseriesof stressful events
in the character’s life, but it is unclear as to when it is
appropriate for the character to develop adisorder. Indeed
most charactersare unlikely to have an appropriate mental
flaw in their explicit background. Those that do possess
such flaws will aready be suffering from the disorder.

One suggestion is to allow players to take a mental
flaw at character creation, but not require the disorder to
bealready manifested at the start of play. Thenwhenever
the Gamemaster deemsit appropriate, the mental illness
could develop as aresult of eventsin the story.

The above suggestion is not however sufficient to
handlethegeneral caseof atraumatized character, and so
aconsistent set of rulesis needed.

It is essential to quantify the sanity of a particular
individual. Todothis, anartificia stat, Sanity, needstobe
calculated. As Self Discipline representstheindividua’s
control over thebody and general willpower, and Presence
represents menta courage, self esteem, and control over
the mind, it is appropriate that these stats determine a
character’s Sanity stat.A character’s Sanity stat is gener-
ated by adding the character’s potential Self Discipline
and Presencestatstogether, and dividing theresultingtotal
by two (round up). This generates an artificial stat inthe
range 1 to 100. The appropriate bonus for the Sanity stat
should be determined from the Basic Stat Bonus Table
(RMSR, T-2.1).

The cdculated Sanity dat is a maximum. Sanity can be
reduced through traumatic eventsand regained through magi-
cd or normd cures, but can never exceed the origind vaue.

Thereareanumber of circumstanceswhich poseapoten-
tial threet to a character’s sanity. These include prolonged
stress (et least three months), traumain terms of dehiliteting
injuries, torture, or abuse, and traumain terms of witnessing
death or crippling injury to friends or relatives. Terrors,
regardless of whether the source is afrightening event or a
fearsome beadt, can trigger anxiety disordersand phobias. It
is ds0 possible that characters may encounter creatures or
beingswhich are so different to the normal dimensionsthat
any characters who perceive them will have the horrifying
images forever etched within their memories. In addition,
there are anumber of magica eventswhich can aso posea
threat to mental hedlth. Two of these relate to divination
magic, namely thevis onsproduced by evocation magic (see
Section 11.6) and Intuitions spells (see Section 13.3). In
evocation magic, therisk isthat the caster will evokeimages
that terrify or horrify him, or will accidentally cause himto
relive traumatic experiences. With Intuitions spdls, the risk
is that the prediction will show the caster or a close friend
auffering seriousinjury or death, and the cagter isunable to
prevent the event from occurring. A find mentaly perilous
situation occurs when a character has been compdled by
magic to act or believein away that isdien to them, but the
magicissufficiently subtlethat the character doesnot redlize
he has been the victim of magic. When the character is
rel eased fromthe spell, theresulting interna conflict may be
very hazardousto mental stability.

In the event of any of the above situations occurring
during play, the player should roll d100 (open-ended)
and add three times the Sanity stat bonus. Look up the
result on the Mental Stability Chart (below).

MENTAL STABILITY CHART

-26 down Spectacular Failure
'Y our mind cannot copewith the stresses. L ose 2d10 pointsof
Sanity. There is a 10% chance that you have developed a
psychosis. If youdon't developapsychosis, thereisa25% chance
that you have developed aneurosis. Retire while you still can.

-25 - 04 Absolute Failure
Y our mindisseverely strained by thetrauma. L osed10 points
of Sanity. Thereisa5% chancethat you have have developed a
psychosis. If youdon't developapsychosis, thereisal0%chance
that you have developed aneurosis. Count yoursdlf lucky.

05 - 75 Failure
They are not paying you enough for this. Lose d5 points of
Sanity. Thereisal0% chancethat youhavedevel opedaneurosis.

66 Unusual Event
Theexperienceappearstohavenoeffect uponyou. However
your psyche has devel oped the equivalent of ahairlinefracture.
All smilar traumaswill suffer apermanent -10 pendty (until a
result of Success or greater is achieved on this chart).

76 - 90 Partial Success
Your mind is strained by the trauma. Lose d5-2 points of
Sanity. There is a 5% chance that you have developed a
neurosis. If youdon’tdevelopaneurosis, thereisa10%chance
that you have developed atic. Tell me about your childhood.

100 Unusual Success
'Y our mindfacesthetrauma, andin coping, your subconscious
strengthens itself. Y ou recover d10 Sanity, and may make al
futurerollson thistable with aspecia +20 modifier (until either
anAbsoluteFailureresult or Spectacul ar Fail ureresultisachieved).

91 - 110 Near Success

Y ou cope with the trauma this time. Y our subconscious
mind is weakened though. L ose d5-2 points of Sanity.

111 - 175 Success
Your mind withstands the trauma. Do not become over-
confident. Thenext timeyou might bereducedtoadroolingidiot.

176 up Absolute Success
Your mind withstands the trauma, and your psyche is
strengthened by facing the trauma squarely. Recover d5
pointsof Sanity, and may makefuturerollsonthistablewith
a special modifier of +10 (until a result worse than Partial
Success is achieved).

Modifiers
+ three times Sanity stat bonus
mental CONFLICE ... +0
trauma (to a close friend) envisioned by
evocation or divination MAagIC ......c.eeeeereererereereerereenens +0

trauma (to self) envisioned by evocation

Or divination MagIC.......cvrvrvereirenieerreeees e
witness to severeinjury of aclosefriend........c.c.ccceeevveenene. -
witness to death of aclosefriend ..........cccocoevniininiienne.
personal experience of asevereinjury ........cccccveeecenenn
for failing a Fear/Terror/Horror RR by 25 or less
for failing a Fear/Terror/Horror RR by 26t0 50................
for failing a Fear/Terror/Horror RR by 51t0 75 ...............
for failing a Fear/Terror/Horror RR by 76 to 100
for failing a Fear/Terror/Horror RR by 101 or more ........ -40
for every three months of continuOus Stress ...........c.cuee.. -5
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Section 9.2 Example: Lord Neville of

Insanity in Bickerton hasa SD stat of
the Game 84 and a Pr stat of 86,
yielding a Sanity stat of 85

and a Sanity stat bonus of

+4. Neville does not be-
lieve in the existence of
magic. Unfortunately for
him, his companions not
only believe in magic but
are skilled practitioners,
and they are tired of lis-
tening to his attempts to
rationalize  magical
events. One of his com-
panions, Aran, knows a
spell which can cause the
target to believe one fact
temporarily. The spell is
duly cast, and Nevillesuc-
cumbs. For several hours,
Neville believes with ab-
solutecertainty that magicisreal. Thespell wears

off during the night, and Neville returns to his MODIFIERS FOR SANITY HEALING
disbelief in magic. He however remembers his

temporary belief. In view of the stress, the Game- Modifiers:

master callsfor aroll ontheMental Stabilitytable. Mild NEUIOSIS ....ooveeeereereeseeeeeieeese e +0
Theplayer rolls67, adds 12 for threetimes Sanity NEUFOSIS <..oooorvvrarisssesseesssesssssse s -10
stat bonus, for a final result of 77. A Partial PSYChOSIS ...t -20
Success means the character loses d5-2 Sanity Each year target has suffered the affliction.......-10
points(theplayer rolls4, subtracts2, givingaloss

of 2 Sanity points) and there is a chance of a

neurosis. Theplayer rolls3ond100and Nevilleis Certain results on Sanity Healing maneuvers will

duly afflicted with a neurosisof the Gamemaster’s restore Sanity points

choice.

If aresult indicates the character loses d5-2 Sanity SANITY GAINED CHART
points, and the player rolls 1 or 2, no Sanity pointsare | partigl Success..........ovooeeererresee 1 point of Sanity
lost. If aresult indicatesthat the character devel opsatic, Near Success 2 points of Sanity
thismeansthat thecharacter will suffer frominvoluntary Success .. 5 noints of Sanit
jerking of muscles on the face, neck or head. The ICCESS ..nvrereereeresietesesesieseeseseenas points o ity

Unusual SUCCESS........coeeueruernenn 10 points of Sanity

Gamemaster should choose an appropriate neurosis or : )
psychosis. Absolute Success............... All lost points of Sanity

Theuseof thetablecannot reduce acharacter’ s Sanity Note: This skill should be classified as Restricted

stat below zero. Upon reaching zero, the character auto- for all professionsin a fantasy genre owing to the

matically develops a neurosis or an existing neurosis lack of real understanding of the workings of the
worsensinto apsychosis. Further bad resultsonthetable mind.

will automatically add further mental disorders.
It should be noted that spellsinducing mental illnesses
(such asthose from the Mind Diseases spell list) do not
require Mental Stability rolls (as they directly induce
madness).
MENTALISM Insanity can be cured by therapy or by magic healing.
COMPANION Similarly, Sanity can also berecovered by spell or skill.

A Mind Diseases Cures will restore 5d10 Sanity
pointswithin the normal recovery period of the spell. A
Mind Disease Cures True spell or the Brain Restorative
spell will restore all lost Sanity points.

A new skill, Sanity Healing, can restore lost Sanity
points and treat mental disorders (this skill should be
classified as Restricted in all genres except for modern).
Use the following modifiers for all Sanity Healing ma-
neuvers.




10.0

LANGUAGE AND LORE

Communication is a vital aspect of both the game
mechanicsandthestory of many roleplaying games, and
Rolemaster isno exception. The corerules presented in
the Rolemaster Standard Rules Appendix A-1.12 cover
the basics needed to allow communication amongst
beings from divergent races and cultures.

This section will reconsider languages in terms of
their development, their relationships and their struc-
ture, and present rules options for incorporating this
material. It should be noted that there are so many open
research questions in linguistics and that it would be
impossible to produce a consistent yet simple frame-
work which handles all of the exceptional cases. The
rules presented here are necessarily a compromise be-
tween realism and playability.

What is alanguage? A language can be defined as a
system of vocal symbols used by a social group to
communicate. This section will not deal with codes,
ciphers, signals or computer languages nor will it deal
with instinctive communications such asanimals’ scent
markersor coloring. It will deal with the normal spoken
and written languages used by sentient creatures.

10.1:
HISTORICAL LANGUAGE
DEVELOPMENT

According to anthropological research, language is
believed to have devel oped after theearly hominidssplit
from the apes. It was at about thistime that agrowthin
the brain capacity of hominids and changesin thethroat
and larynx coincided with a greater degree of commu-
nity, in the archaeological finds.

Some researchers have trained apes, notably chim-
panzees, to communicateusing signlanguage. Thechim-
panzees have been shown to learn vocabulary but it is
uncertain whether they have grasped the notions of
grammar. The other primates lack the vocal apparatus
for human speech. It has been suggested that it is highly
unlikely that humans should be the only species to
develop spoken language, further that it is highly suspi-
ciousthat none of the other primates have devel oped the
apparatus for speech. The suspicion is that our remote
ancestors eliminated any primate species able to com-
pete with the hominidsin the arena of speech.

The early hominids probably started from the same
level of protolanguage where objectshad labels. Gradu-
ally they associated sound labels (words) with the ob-
jects and abstractions. Thisis believed to have allowed
agreater degreeof cooperationamongtheseearly peoples.
Such cooperation allows tribes to survive in margina
terrain such as arctic tundra

There is no evidence of a written language at this
period in human prehistory and so all of thisis specula
tion. The earliest attempts at written language are be-
lieved to be the ancient cave paintings, found at many
locations around the world. These are believed to have
mystic or religioussignificance beyond just the pictorial
representation of the symbol drawn.

Truewritten language was not devel oped until much
later, and it is probable that much of the truly early
writing has not survived. Writings from Sumeria (such
as The Epic of Gilgamesh) are probably amongst the
oldest extant.

Religions and myth attribute the origin of languages
todivineintervention. For example, the Bibledescribes
all men as speaking asingletongue until theinhabitants
of Babd attempted to build a tower to heaven. God
punished them for their arrogance by causing them to
speak forever inamyriad of different tonguessothat the
builders plans would be permanently frustrated.

10.2 =¢
THE SPREAD
OF LANGUAGE

Once a language has developed, it will not stop
developing. No two speakersof agiven language speak
exactly alike, and soitisunsurprising that communities
develop variations on the given language, dialects,
which are particular to their region but still understood
by speakers of the same language from different re-
gions. Over time, these dialects may separate into
distinct related languages.

Historically such changes have been the result of the
migrations of thetribesinto new territories, sometimes
intermarrying with people from the new territories, the
result of conquest where the conquerors have imposed
their language, or the result of geographical isolation,
where communities are isolated from other groups and
the setsof communitiesdrift apart. InHellenistictimes,
the so-called koine (“common language”), which was
actually the Athenian dialect of Greek, replaced the
dialects of the other city-states entirely (due to the
preeminence of Athens).

Languages are classified (and periodically reclassi-
fied!) into groupings based on their similarities and
relationships to common ancestors. This grouping is
called alanguage family, and is often sub-divided into
branches or subfamilies to show closer relationships.
Languagefamiliesarethemselvescollectedintoa“ phy-
lum” where each family is descended from some very
ancient ancestor tongue.

For instance, the “ Germanic” languages form alan-
guage family comprising five distinct sub-familiesin
termsof mutual intelligibility, namely English, Frisian,
Netherlandic-German, Insular Scandinavian, and Con-
tinental Scandinavian. TheNetherlandic-Germanbranch
includes Dutch, German, Yiddish and Afrikaans. Insu-
lar Scandinavianincludes|celandic and Faeroese. Con-
tinental Scandinavian includes Norwegian, Swedish
and Danish. The “Germanic” language family is only
one of theninesurviving familiesof the Indo-European
phylum (the other six European branches include the
Romance languages, the Slavic languages, the Cdltic
languages, the Baltic languages, Greek, and Albanian).

Some languages do not permit classification such as
the Basgue language, and the dead languages of Etruria
and Sumeria. These languages which cannot be related
to any other language are called language isolates. The
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related languages have failed to survive in any form,
leaving the isolate as the sole survivor of the language
family. In many regions of the world, tribal languages
aregradually dying out asthe would-be native speakers
transfer their allegiance to the international languages
and fail to pass on thetribal language to their children.

10.3
THE EFFECTS OF MAGIC
AND TECHNOLOGY

If aworld contains magic, this will effect language
development. The level of the effect will be in direct
proportion to the level of available magic.

For settingswithlittletonomagic(i.e., few spell users
of whom most only have access to spells of up to 5th
level), the effect will be negligible and the historical
pattern can be used. The only change will be the exist-
ence of additional vocabulary to describe the rare but
demonstrable magical effects.

For settings with medium levels of magical power,
(i.e., oneor two spell usersin most sizablevillageswith
access to spells of up to 10th level, and other rarer
individualswithgreater abilities), theexistenceof people
with the ability to memorize texts perfectly, to under-
stand archaic tomes, to travel with greater safety or
communicate over long distanceswould act to slow the
effect of linguistic drift transforming dialects into dis-
tinct languages.

For settings with high magical power levels, (i.e., all
thosenot covered already), theeffect will beto seriously
dow down the linguistic drift as long-range magical
communication networks become feasible, transporta-
tion spells allow rapid travel over great distances and
across geographical barriers, and magical assistance
with language learning becomesreadily available. This
will lead to a pool of people who will pass on the
‘official’ version of the language to the less widely-
traveled.

Theexistence of long-lived or immortal racessuch as
the Dwarves, the Elvesor the variousfey raceswill also
act to limit language change as they will maintain older
dialects.

Technology has had a similar effect of stabilizing
languages. The invention of the printing press led to a
standardi zation of spellinginthemajor worldlanguages.
Mass media communication such as newspapers, radio
and television deliver standard written and speech dia-
lects to communities that would in earlier eras have
suffered linguistic drift owing to geographical disper-
sion. Indeed many languages, notably North American
Indian, African, and Oceanic tongues, are in danger of
extinction due to the preeminence of the ex-colonial
tongues. Thereis some evidence already to suggest that
even amongst languages such as English, the barrage of
mass media is weakening the dialects, rendering the
language more uniform. This process is likely to con-
tinue for the foreseeable future with the number of
distinct languages shrinking, and the surviving lan-
guages continuing to grow by borrowing words from
other tongues and creating new words to represent new
advances in science and technology.

10.4
ASPECTS OF LANGUAGE

A fully developed language has many aspects, but
amongst the most important are phonetics, grammar,
and lexicon.

Phonetics covers the range of speech sounds used
by agiven language. Every language uses a different
subset of the vocal and auditory range available to
humans. The so-called tonal languages use differ-
ences in pitch to indicate different meanings for the
same speech sound (or phoneme). For simplicity,
phonetic differenceswill beignoredintheselanguage
rules.

Grammar istheknowledgeof how tousealanguage
to produce valid sentences, in terms of syntax (the
relationship between words in a sentence) and mor-
phology (theinternal grammatical structure of words;
i.e., agreement of verbs and nounds, tenses, numbers,
€tc.).

The lexicon is the complete set of al wordsin a
given language. Vocabulary is the subset of the lexi-
con known by a given spesaker. In this discussion,
vocabulary will beassumed to mean only thosewords
known and sufficiently well-understood to use cor-
rectly. It has been estimated that the average native
speaker only uses five thousand words regularly.

Related languageswill share much of their phonet-
ics and grammar, and there will be many “cognate’
words with similar, often identical, meanings and
marginal spelling changes. Asthelanguagesdiverge,
thedifferenceswill becomemore pronounced (pardon
the pun), and mutual intelligibility will eventually be
lost entirely.



105
COMMUNICATIONS
SKILL, GROUP

To reflect the realism of language families and the
distinction between the grammar and vocabul ary known
by alanguage speaker, it is necessary to restructure the
Communications skill category asthe Communications
skill group (in much the same fashion as the Weapons
skill group and the Spells skill group).

L ANGUAGE FAMILIES

Within the Communications skill group, therewill be
a distinct category for each group of languages in the
setting. The Gamemaster must decide at which level in
the hierarchy of languages to impose the category dis-
tinctions. It is recommended that either a conservative
approach be adopted, confining categories to language
sub-families(e.g., if classifying the* Germanic” family,
Netherlandic-German would be a separate category to
Continental Scandinavian), or amoreliberal approachin
allowing categoriesto embrace an entire language fam-
ily within the phylum (e.g., the Netherlandic-German
branch and The Continental Scandinavian branch of
languages would be included in the Germanic category
whichwould be distinct from the Slavic or the Romance
categories). Theconservativeapproach should beadopted
for use in historical or modern-day genres, the libera
approach is safe for fantasy settingswhere the language
tree is usually much less complex. Under no circum-
stances should an entire phylum be classified asasingle
category.

Within each category, each language will have a
separateskill for the spoken form and thewrittenform of
the language.

A language will be descended from a root language
(that is generaly not in “active” use, if used at al).
Usually, root languages are classified as Restricted (as
they arenot in common usage by any culture). However,
knowledge of aroot language hel pstremendously when
learning “ descendant” languages.

If a root language is known (i.e., developed), all
descendant languages improve their skill classification
by one step (i.e., Restricted becomes Normal, Normal
becomes Everyman, Everyman becomes Occupational,
etc.). However, this improvement only applies to lan-
guagesthat are currently developed to alower rank than
theroot language (though subsequent devel opment may
raise the language above the root language; in this case
the classification returns to its normal status).

The category ranksin agiven language category will
represent the grammar known by agiven character. This
reguires the somewhat inaccurate assumption that all
languages within a category share the same grammar.
The skill rank in a given language a so represents the
character’s (spoken or written) vocabulary with that
language. As a rough guide, each rank corresponds to
1000 words which the character can use (except for the
first two ranks). The levels of language proficiency
represented by the various numbers of ranksisshownin
the following chart.

Clearly by combining the two proficienciesit is pos-
sibleto determinethelevel of proficiency of any charac-
ter in agiven language. The skill bonus should be used
as described in the Rolemaster Sandard Rules (Appen-
dix A-1.12) to resolve communications actions involv-
ing characters with different ranks in a language. A
successinthemaneuver will allow both characterstouse
the higher category and skill rank for the duration.

Abstract concepts cannot be properly expressed
7 Abstract concepts can be expressed.

8 Archaic and dialect constructions can be
understood, but not used

9 Archaic and dialect constructions can be used

provided the necessary vocabulary is possessed

10+ No additional benefit

Rank Grammar Vocabulary
0 Knows nothing of how to use the language No vocabulary
1 Isaware that rules exist but cannot use them Can recognise words as from the language
2 Can use one or two simple rules to form short phrases ~ Has about 1,000 words on simple topics
3 Can use afew rulesto form simple sentences Has 3,000 words on everyday topics
4 Can distinguish between events now (present tense) Has 4,000 words on everyday topics
and at other times (other tenses) with difficulty
5 Can distinguish between events now (present tense) Has 5,000 words on everyday topics
and at other times (other tenses) effectively
6 Can form complex sentences of afactual nature.

10 Sufficient knowledge to express any idea or concept

Has 6,000 words on amixture of everyday topics
and professionally relevant technical subjects

Has 7,000 words including increasingly
more technical words

Has 8,000 words including a full vocabulary
for his profession

has 9,000 words including some archaic
and dialect words

has 10,000 words including many
obscure and archaic words

Increasing mastery of vocabulary.
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If two characters wish to converse and do not share a
common language, but do share acategory, they should
each makeamaneuver using their bonusinthelanguage
(i.e., Category bonus-15). Success meansthat they can
communicate as if they had three ranks of the desired
language. Further maneuver rolls will be required at
regular intervals to maintain this limited communica-
tion.

If two characters wish to communicate and do not
share alanguage or a category, some means other than
normal communication should be used.

CHANGES TO L 1P READING

Theability toread and correctly interpret the shapesof
thelipsclearly dependsuponthelanguagebeing spoken.
The Gamemaster can adopt a conservative approach
requiring a separate Lip Reading skill for each distinct
language within a skill category or a more liberal ap-
proach requiring only one Lip Reading skill per skill
category.

SPECIAL L ANGUAGES

Over the years, many trades and professions have
developed secret or specialized means of communica
tion either because of the technical nature of their work
(e.g., the “jargon” of computer programming) or for
increased security (e.g., thieves cant or the criminal
dlang of the 1920s and 1930s (see Pulp Adventures)). In
thereal world, such“languages’ arelittlemorethan sets
of vocabulary or artificial dialects added to an existing
language. As such, the Gamemaster should normally
insist that |earning such a dialect requires the character
to increase the number of skill ranks in the parent
language by one or two ranks to represent the accumu-
lation of the specialized vocabulary.

Sometimes complete languages will be created artifi-
ciadly (e.g., Esperanto). The esoteric languages of mys-
tical or criminal organizationsareaso afirmfavoritein
the fantasy genre. In such cases, the Gamemaster must
decide whether the artificial language is sufficiently
different to warrant the creation of its own distinct
language “family” category or whether it can be in-
cluded as a separate language skill within an existing
category.

MAGICAL LANGUAGES
Themagical languages(asdescribedin Essence Com-
panion, Section 7.2.2) should be considered a distinct
category. For the purposes of determining any special
benefitsfrom their usein spell casting, only the number
of skill ranks should be considered.

SIGNALING
The Signaling skill should bemovedtotheTechnical/
Trade« Vocational skill category asit isnot abona-fide
linguistic skill.

CHANGES TO EXISTING
PROFESSIONS AND TRAINING PACKAGES

The modifications to existing professions are rela-
tively minor. In particular, the Devel opment Point cost
for Communications skillsisunchanged. If aprofession
has a professional bonus to the old Communications
group, this should be treated as applying to the whole
CommunicationsGroup (inanidentical fashiontoWeap-
ons Group bonuses). L anguages which have Everyman,
Occupational or Restricted classifications, aretreatedin
exactly the same way as previoudly. In training pack-
ages, wherethe Communicationsskill category receives
abonus, this bonus should be applied to asingle appro-
priate language family category. Where languages are
assigned skill ranks, they should only be applied to
languages in the language family whose category has
been increased.

M ODIFICATIONS TO EXISTING SPELLS
There are a number of spells within Spell Law and
other books in the RMSSwhich deal with communica-
tionand understanding of languages. Theonly modifica-
tion required isto treat spells which temporarily award
“Rank X" in agiven language as awarding X category
and X skill ranks.

EFFECTS ON THE
NoMENIST ScHooL oF EsseENCE

The changes outlined above have no effect on the
Nomenist School (see Essence Companion, Section
6.5). In particular, category ranksare not included inthe
calculation of a Nomenist's skill ranks in the Primal
Tongue as category ranks do not encapsulate words or
sounds of power.

Note: Inthefirst printing of Essence Companion,
the formula was incorrectly presented. It should
read:
Number of Skill Ranksin Primal Tongue =

(# ranks spoken of tier 1 languages (x1) +

# ranks spoken of tier 2 languages (x2) +

# ranks spoken of tier 3 languages (x3) + etc.) / 10




10.6
LEARNING LANGUAGES

In the lifetime of a character there are three periods
when languages may be learned, namely Adolescence,
Apprenticeship and during play.

In the Adolescence period, a character should only
develop ranks in his native language and the native
language family category. This guideline should be
waived if the character’ sfamily or homeenvironmentis
truly bilingual . Hobby ranks may be developed in other
languages provided there is a sufficient background
reason (i.e., hisvillage, while human, was on the eaves
of an elven forest, near adwarven mine, or on the border
with another kingdom, etc.).

During the apprenticeship period (the development
period prior to the character actually entering play), the
character will develop some combination of training
packages and skills. Again the Gamemaster should col-
laborate with the player to determine which languages
would havebeenavailableto himduring thisphaseof the
character’slife (e.g., if the player chooses the Diplomat
training package for his character, the character could
reasonably devel op thelanguages of the placestowhich
he was assigned, and probably would be required to do
this).

During play, it may transpirethat the characterstravel
beyond the region with which they are familiar, finding
themselves in a region where they share no common
language with the natives. The characterswill probably
need to learn thelocal language. It isrecommended that
the time needed to raise alanguage from rank X to rank
X+1 take X+1 days. These days are full days spent
learning the language (apart from eating and sleeping).
M editation should not be allowed to increasethisrate as
only so much information can be assimilated in agiven
period, although it will allow the character to undertake
other activities. If the language is in a new language
family to the character, the skill category will need to be
developed aswell. Skill category rank devel opment will
follow the same time progression as skill ranks.

Example: Maire is shipwrecked on the coast of
Kiresh, wherethe only language the natives know
is Nasarine. This is in the same category as
Marrain, a language she already knows. So by
spending one full day learning Nasarine, she will
reach rank 1, after 2 further days she will reach
rank 2, etc. If Nasarinewasin adifferent language
family category, Mairewould have needed 2 days
toreachrank1inboth categoryandlanguage. She
could then choose to devel op just the language or
to develop both.

The above discussion assumesthat no magical means
of assistanceisused, such astheLearn Language spells.
These spells assist the character in reducing the time
taken to learn a language and the Development Point
expenditure necessary.

Example: Returning to the example of Maireand
her efforts to learn Nasarine, Maire needs three
days and 2 DPs to learn the first two ranks of
Nasarine. If shehasaccesstotheLearn Language
Il spell, she can double her rate of learning and
halve the DP expenditure. In order to acquire
thosetwo ranks, shemust cast Learn Languagell,
and maintain concentration as she learns (using
whatever training resources are available). Soto
learn those two ranks would normally require
three days, but while the spell isin operation, the
learning rate is doubled, and so only a day and a
half must bedevotedtolearning. Notethat thiswill
require Maire to spend twelve hours concentrat-
ing upon the spell. As the Spell Concentration
rulesexist to simulate mental fatigue and distrac-
tions, it is very likely that Maire will require
multiple recastings of the spell to meet the learn-
ing time requirement.

When using theserulesin play, it is necessary for the
Gamemaster to consider whether the character can have
access to the improved language skill before alevel is
advanced and the development points spent. To aid
enjoyment of the game and better represent thelearning
aongtheway, itissuggested that the enhanced language
skill be madeimmediately available, but the points must
be allocated at the next level of development. Because
thereisalimit of 3 ranks per level, this should be borne
in mind as a practical limit to the speed of language
learning (i.e., acharacter canlearnthreeranksof agiven
language in play at second level, but must expend the
points on advancing to third level to buy the ranks, and
afourth rank may not be purchased until the character
reaches fourth level).

10.7
STARTING LANGUAGES

The starting languages allocated in the Rolemaster
Sandard Rulesand Racesand Culturesare based onthe
assumption that all of the races intermingle and it is
useful for charactersto be ableto communicatein other
languages.

In many settings, including modern and historical
settings, this assumption is invalid. In addressing the
aternative linguistic ability, two characteristics of a
cultureor race should be considered, namely thelevel of
language development and the level of contact with
other languages.

It is practical to divide cultures into four levels of
language devel opment:
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Oral tradition: The spoken language is totally domi-
nant. Itisprobablethat if writing existsat all, it will be
intheform of simple pictograms and limited to afew
key individuals (e.g., high priest, shaman etc.).

Semi-Literate: Inthese culturesthe spoken languageis
still dominant, but there exists an agreed al phabet and
written form for the language. The number of people
able to read and write is larger but is till a small
fraction of the population.

Literate: These cultures still mainly use the spoken
language for everyday business, but writing is used
and accepted asameans of recording important infor-
mation by all; with even those who cannot write being
aware of its value. The groups of people able to read
and write is likely to include clergy, nobles (except
perhaps the gentry), and high-ranking craftsmen.

Highly Literate: In these cultures, the existence of
printing or other means of producing written material
has shifted the balance towards the written form. In
such cultures, being unableto read or writeisrare and
may be considered a disadvantage or social stigma.

It is possible to identify five levels of linguistic con-
tact.

Isolated: For some reason (i.e., palitics, terrain, or
magic), thiscultureisalmost completely isolated from
therest of theworld. Members of this culture may not
be even aware that other cultures exist.

Distant: This culture is situated so far away from any
other culture (notethis could bewithin ahuge empire,
not just along distance away) that visitors who speak
other languagesarearareevent. They will beaware of
other languages but will expect people to use theirs.

Near: Thiscultureisnear to at least one other different
culture. Visitors from the other culture(s) are reason-
ably common but no one from the other culture actu-
ally livesinthelocality. For tradeand diplomacy some
individuals will know another language.

Close: Thiscultureiswithinafew daystravel of another
culture. Travel to and from the regions of the foriegn
culture is common and inter-marriage is accepted.
Unlessthere are other strong reasons, afair number of
people will know some of their neighbor’ s language.

Cosmopolitan: The culture is a mixture of many cul-
tures with many languages spoken. It would be ex-
pected that individuals would know multiple lan-
guages to be able to communicate in them.

The table below lists the Adolescence languages for
these culturesin all combinations. To usethistable, the
Gamemaster should determine the type of culture and
cross reference on the table. The ranks listed are only
those given automatically. Hobby ranks used to learn
languagescan bein other languagesnot shown below. If
using the Language Families option, GMs should grant
PCs some free category ranks in their native language
family. Thenumber of ranksshould bethegreater of the
number of ranks spoken or written in the character's
native language.

The situation will arise where using this table will
significantly reduce the number of language ranks for
some cultures. It may then be appropriate to add some
extra Adolescence ranks in culturaly specific skills to
represent the additional time available to the child who
is not learning the other languages. It is recommended
that these skills should be in the Crafts, Influence, or
L ore categories and that at most 1/2 of the difference be
awarded. A particularly generous Gamemaster might
simply add the difference in ranks to the Hobby ranks
available for the race.

Example: In the Rolemaster Sandard Rules, the
Mariner culture has Own language 8/6, other 18/
6 and other 2 8/6. The Gamemaster determines
thatthecultureisactually Literate/Near andthere-
fore has own 8/6 and other 1 6/4. Thisisadrop of
(42-23) = 19ranks. TheGamemaster decidesthat
the time not spent learning other languages was
spent listening to stories about their glorious
heritage and awards three additional ranks in
each of culturelore, region lore and history. The
Gamemaster considersthat nineranksextraisall
that is needed so that the culture is neither
advantaged or disadvantaged relativetoitsorigi-
nal.

In the table there are always three pairs of numbers
(paired for spoken/written) as three languages is the
most that any race or culture can learnin thisfashion. It
should alsobenotedthat only Cosmopolitan culturescan
learnlanguagesoutsidetheir own family category at this
stage. For any culture the GM should determine which
languagesare Other 1 and Other 2 (asappropriatefor the
gameworld).

LANGUAGE DEVELOPMENT CHART
Semi Highly

Contact Oral Literate Literate Literate
| solated

Oown 8/0 8/4 8/6 8/8

Other1 0/0 0/0 0/0 0/0

Other 2 0/0 0/0 0/0 0/0
Distant

Oown 8/0 8/4 8/6 8/8

Other 1 4/0 4/0 412 4/4

Other 2 0/0 0/0 0/0 0/0
Near

Oown 8/0 8/4 8/6 8/8

Other1 6/0 6/2 6/4 6/6

Other 2 0/0 0/0 0/0 4/0
Close

Oown 8/0 8/4 8/6 8/8

Other 1 8/0 8/4 8/6 8/6

Other 2 0/0 0/0 0/0 412
Cosmopolitan

Oown 8/0 8/4 8/6 8/8

Other 1 8/0 8/4 8/6 8/8

Other 2 4/0 4/2 6/4 6/6




10.8
"LORE" SPELLS

There are many spells in the Rolemaster Sandard
System that can aid, or replace, a character’s existing
knowledge or skills. This brief section describes the
various processes that these spells employ.

A cautionary noteisinorder, asnot all suchspellshave
“Lore” in their name and conversely there are many
spellswith “Lore” in their name which do not fall into
this category. As an example, Death’s Lore (from the
Bard's Item Lore spell list), which gives the caster a
vision of how someone died, is properly an evocation
spell. Only in very rare circumstances would anyone
develop a particular skill covering the nature of and
events surrounding a particular death.

10.1 - LORE SPELL METHODS

A lore spell may utilize one of the following three
methods to achieve its effect: contacts, inspiration and
information.

CoNTACTS

All Channeling lore spells (understandably) use this
method. Their descriptions say that as long as the spell
casting works, and, of course, is not blocked by other
forces, the appropriate information is gained.

These spells work quite simply by contacting the
worshipper’ sdeity, or morelikely, for lower level spells,
a representative thereof (angel, spirit etc.). Given this
source, the GM can modify the information received
somewhat according to the caster’s piety, etc., and can
embellish and color it with the symbology of the faith.
Not all deities will be willing to communicate in clear
answers.

If aworshipper’ slinesof communicationtotheir deity
are cut for whatever reason, these types of lore spells
should not work.

I NSPIRATION

Spells working through this method use the caster’s
existing knowledge. They aid the caster in correlating
and reasoning based upon that knowledge thus giving a
greater chance to succeed in the maneuver, but no out-
right guarantee of success.

An example specific to a certain topic is the Magent
base spell Poison Lore. This allows a Poison Lore ma-
neuver witha+25bonus. Moregeneric, arethespellslike
Correlation from the Closed Mentalism list Mind Mas-
tery which, for one maneuver, raise the caster’ s Reason-
ing stat bonus, and hence any skills the depend upon it.

| NFORMATION

These spells have information and experience en-
coded with them that become available to the caster
when the spell is cast. These spells also usually give a
bonusto a skill roll.

The Armsmaster baselist Battle Law containssevera
spells of this nature (e.g., Battlelore which gives the
caster +25 to a History (Battles) maneuver, or Tactics
which gives +25 to a Tactics maneuver). It is easy to
imagine this list containing a database of battles and
generations of Armsmasters’ experiencesand best prac-
tice with each lore spell drawing upon the information
relevant to the current situation.

In unusual circumstances, although these spells may
still becast, their resultsmay beirrelevant, misleading or
evendangerous. For example, if an Armsmaster istrans-
ported to a different dimension Battlelore would be
unaffected, but of coursewould only help when discuss-
ing battles in the history of his home culture; use of
Tacticsin asmall unit could lead to the Armsmaster’s
group being completely wiped out because it knew
nothing about theoppositions' automaticfirearms; Lead-
ership, however, would be unaffected by differencesin
technology, but could be seriously compromised by
differencesin cultural values.

10.2 - OTHER SIMILAR SPELLS

A number of spells (usually with Lorein their name)
may appear to directly enhance aparticular skill but are
actually an indirect enhancement due to some form of
scrying. Themost popular of theseisprobably Locklore
which is doubly confusing because aLore « Technical
skill of the same nameal so exists. Thisspell will beused
as an example of how to interpret these in general.

The Lock Lore skill allows one to recognize or guess
thetypeof lock fromitsvisiblecharacterigtics. It involves
thetheory of how manipulating the variousleversand so
forthwill causethelock to open, and an ideaof thelayout
of those mechanismsinside the lock. An extremely good
roll may evenresultintherecognition of theworkmanship
if the character had encountered it previously. A success-
ful Lock Loreskill roll gives+40to an attempt to pick that
lock. However merdly describingthemechanismtosome-
one else will only give them +10 to pick it (see Picking
Locks skill RMSR Appendix A-1.29.)

TheLocklore spell, however, will only givethe caster
a lower value of +20 to pick the lock, but still +10 if
described to someone else. Thisisbecausethe Locklore
spell is scrying the interior of the given lock to try to
determine the nature of the mechanism. It will give the
caster an idea of the layout of the mechanism but it will
be up to the caster to imagine how it is supposed to
operate (i.e., the spell does not impart any theory to the
caster). If thiswere atrue lore spell, (as defined in this
section), it would be able to access such theoretical
knowledge.
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11.0

EVOKING THE PAST

Evocation denotes the use of divinatory skills and
spellstorevea the past, interms of significant eventsin
the history of beings, places and objects. When em-
ployed successfully and intelligently, evocation can
provide characters with substantial information regard-
ingthepast which servestoilluminatethe* backstory” of
current events. Such knowledge of prior eventscan help
to explain the motivations of characters in the present
and potentially assist in predicting future actions.

Evocation can potentially be used as a shortcut to
unraveling any mystery. A trained practitioner could
evokethe past at the location of amurder or other crime
and reveal theidentity of the criminal or gain sufficient
other information to locate the offender in the present.
Thus, acarefully paced mystery story, with subtle clues
demanding Holmesian levels of deduction, could be
reduced to asingle stage of pursuit and final confronta-
tion. Indeed given sufficient Seers, Astrologers, and
other spell users, crime could potentially becomeinfea
sible, due to the ease of determining the perpetrators

Thekey is“potentialy.” Theaim of thischapter isto
provide a balanced view on the effectiveness of evoca
tion, and techniques which characters can employ to
limit the disclosure of information by evocation. Some
control measures will also be given to enable the
Gamemaster to discourage overuse and abuse of evoca
tion.

Je11.1 =
EVOCATION BY SKILL

Divinatory techniquescan beemployed solely to seek
answers hidden in the past. As the past is immutable,
evocation of the past using divination is an easier task
than using divination to predict the future. The substitu-
tion of asingle fixed past for an ever-changing infinity
of potential futures enables the diviner to range further
into the past in search of knowledge.

Nevertheless evocation using the Divination skill is
the least informative means of scanning the past. The
ability to usethe same preparations, the samerituas, the
samebody of lorefor thepast aswell asthefuturehasthe
conseguence of couching the evocation in the same
symbolic and ambiguouslanguage. The answer must be
interpreted in the same fashion as any other reading.
Thus, the descriptions of the mantic arts (in Section 3)
and the associated game mechanics and potential read-
ings (provided in Section 13 and elsewhere) are all
applicable.

Thereareseverd issuesthat should concernthe Game-
master when handling thisform of evocation within the
story. Although thisform of evocation hasareduced risk
of causing unwanted alterations to the visible scope of
the story, do not assume this is an easy skill for a
Gamemaster to handle.

In addition to the issues discussed in Section 13, the
Gamemaster should consider firstly what knowledgeis
actually being sought (asopposedto thequestionthat the
diviner player character hasactually posed). Theevoca
tionwill normally involvea“Who,” “What,” “Where,”

“When,” “Why,” or “How” question about an event,
place or being. In many cases, the Gamemaster will
know the full details surrounding the topic of interest
(especialy if the matter is, has been, or will beintegral
to the story). In some cases, the query will be tangential
to the story or concern some topic in which the Game-
master has not invested creative resources. When this
occurs, the Gamemaster must be ready to improvise an
answer that is consistent with the story, and whenever
the answer is not critical to the story, improvising such
detail isthe best course. Occasionally the answer to an
evocation may have ramifications for the story and the
ramifications may differ depending upon that answer.
The Gamemaster should consider the possible answers,
and only make astory commitment if heiscertain of his
choice. The Gamemaster should not allow the playersto
force hasty decisions. Instead the symbolism of the
evocation method should be used to provide an ambigu-
ous reading with multiple possible interpretations. By
using cryptic and ambiguous readings, the Gamemaster
can delay thefina decision and story commitment until
amore appropriate time such as after the session.

As the past is immutable, the story commitment
involved is irreversible once made, and so the Game-
master should make a note of the newly created detail,
however insignificant it may appear at the current mo-
ment. Such details may allow the Gamemaster to flesh
out other aspects of the gameworld. For example, the
discovery by evocation of the origins of a magical
weapon couldinspirethecreation of anow defunct guild
with its goals, history and legacies. The characters may
encounter other items created by theguild and recognize
the similarities in construction or inherit the guild’'s
nemesis merely through possession of the weapon.

It may seem strange to determine the answer to the
evocation before ascertaining whether the Divination
maneuver has been successful. The rationaleissimple:
the players having decided that the matter is important
will continueto persevereintryingto icit theinforma-
tion until either the characters are apparently successful
or the matter is shown or decided to be unimportant. If
the divining proves a fruitless avenue of investigation,
other methods will be tried sooner or later. Thus the
Gamemaster will need to be able to provide an answer
eventually.

The second major issue is to limit the amount of
informationwhichtheevocationreveals. Itisnot enough
toveil thereveation in cryptic and ambiguous symbol-
ogy. Thecompleteanswer should only berevealedonan
Absolute or Unusua Success result of a Divination
maneuver. All lesser degrees of successshould omit one
ortwokey details, incorrectly emphasi ze someaspect, or
include some irrelevancy. As success shades towards
failure, readings should become steadily more inaccu-
rate until eventually the reading is utterly wrong or
utterly random. The diviner may or may not recognize
that the reading cannot be relied upon for accuracy.
Evocation of the past istherefore probably only reliable
for the relatively recent past.

In terms of modifiers specific to evoking the past, the
following list is applicable to al divination techniques
(except for Astrology; see Section 14).



MODIFIERS FOR
EVOCATIVE DIVINATION
Timeinto the Past Modifier Difficulty
12 hours ....cocoeeevennienenen 30 e Routine
1day .o F20 Easy
TWEEK e 10 Light
2WeeKS ... FO Medium
1month .oooeeiniiiieins =10 e Hard
3 months Very Hard
6 months Extremely Hard
LYEar oo Sheer Folly
10 YEArS .coceeeeieeeeneens =10 e, Absurd
30 YEA'S. ..o Above Absurd
S50 YEAS...ooovrveiriecrene Above Absurd
100 years Above Absurd

Other Modifiers:

For each additional century inthepast ............... -10
Mgajor influencing factor upon the past .............. +10
Minor influencing factor upon the past ............... -10

For example, Colwyn the Seer has stumbled upon a
forgotten and ruined temple. His companions have de-
termined that another group has disturbed the ruins.
Colwyn decidestodivinetheir identity. Astheintrusion
occurred eleven days previously, the Divination skill is
classified as a Medium maneuver. If Colwyn wished to
divine the cause of the abandonment of the temple, an
event which occurred some 470 years previously, the
Divination maneuver would be classified as an Above
Absurd maneuver with a penalty of -140 (fractions of a
century being rounded up).

J:11.2
EVOCATION BY SPELL

In contrast to evocation by Divination skill, evocation
using Vision Behind, Past Vision, Retrocognition, and
similar spells provides the caster with visions of events
inthe past. The evoked visions are factual and concrete,
devoid of the symbolism and ambiguity of divination.
There are two theories explaining the workings of such
spells: temporal projection and memory reconstruction.

11.2.1 - TEMPORAL
PROJECTION

Inthetemporal projectiontheory, theevocation spells
enable the caster to send his psychic awareness back-
wardsintimeto an event in the past. Higher level spells
enablethecaster totravel further back andto utilizemore
of his senseswhilein the past.

The major difficulty with this theory is the potential
paradoxeswhich such projection can now provoke. The
spellsdo not allow the caster to act in the past, merely to
observe. However, thisisin itself sufficiently danger-
ous. It is a fundamental precept of magic that a
countermagic must exist for each and every magic. Itis
not unreasonabl ethereforeto assumethat spellscouldbe
developed to detect the caster’s psychic awareness and
perhaps attack the caster's astral form. Even if such
spells have not been researched by mortal mages, it
would be sufficient for Demons, Spiritsor certain types

of Undead to be able to detect the astral projections.
Indeed it would be very hard in such casesto justify the
absence of such abilities. Then any intrusion into the
past, if detected by such beings, could alter the past and
create a paradox situation.

Forinstance, Colwynhasdivinedthat theruinedtemple
was destroyed by a magic ritual gone awry. He uses a
Vision Behind spell to travel into the past to observe the
details of the catastrophe. His psychic awareness arrives
astherebel priestspreparetobegintheir ritual. A demonic
familiar observeshisarrival and warnsthepriestswho are
understandably reluctant to allow an unknown influence
toobserveand possibly disturbtheir ddlicateritua. While
they debatetheissue, agroup of other priestsrushintothe
sanctumand prevent theritual frombeginning. Thetemple
is saved from destruction... paradox.

Further paradoxesand difficultiesarisefor the Game-
master when the future is taken into consideration.
Charactersin the present may perform deeds of signifi-
cance which may interest diviners in the future. In
addition to having unwanted observers snooping on
events as they happen, any detection of such future
activity compel sthe Gamemaster to determineonceand
for al how many observers are present. Given that the
future of agameworld could be measured in millennia,
millionsof years, aconseven, the specter of timebecom-
ing filled with diviners at key junctures in history be-
comes an unattractive certainty.

Thus, we do not believe that temporal projectionisa
safe (easy to use, balanced, or recommended) mecha
nism to explain the workings of evocation spells.

11.2.2 - MEMORY
RECONSTRUCTION

The memory reconstruction theory is consistent with
all existing and newly introduced evocation magic. It is
also free from the potential of paradox and permits
evocation magic to be potent without being omniscient.
Thus, it isused asthe “theoretical” justification for the
remainder of this section.

The memory reconstruction theory assumes the exist-
enceof amagical fiel dwhich pervadesthegameworldand
this field imbues every being, every object, and every
place with their own individua and unique aura. Every
event that occursinthelifeof abeing, duringtheexistence
of an object, and in the presence of aplaceisrecorded in
the aurafor eternity. The auraisthe memory of the past.

Evocation is then a process of triggering thisaurato
reconstruct in themind of the diviner what occurred at a
given time in the past. Older memories are harder to
evokefromthe aurathan morerecent memoriesbecause
thelatter arerecordedin“layers’ abovetheformer. The
evocation spellsmust passthrough many layersto reach
thememoriesof thedistant past. Significant eventsinthe
history of abeing, object or placeare etched morefirmly
in the auraand are more accessibl e to evocation regard-
less of the age of the memory.

The evoked memories are observed “through a glass
darkly,” preventing the caster from using all his sensory
capabilities to observe the reconstruction. Often the
caster can betrickedinto perceiving theoutward appear-
ance as opposed to the inner reality of an event. In this
way, casters may learn what others would wish them to
believe rather than the truth
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11.3
USING
EVOCATION SPELLS

Archaeologists, historians, and detectives amongst
others would find evocation magic to be incredibly
useful in their chosen careers. The ability to evoke the
memory of previous eras would solve the mysteries of
history. The ability to evoke the memories recorded at
crime scenes could render detecting crime acompl etely
accurate science.

Asever, the task for the Gamemaster isto permit the
use of thispotent capability without allowing thismagic
to destroy the story. Evocation magic demands story
commitment from the Gamemaster whenever it is em-
ployed by acharacter. Themagicaccurately reconstructs
events that occurred in the history of a being, place or
object. The Gamemaster cannot use symbolism or ambi-
guity toconceal information or delay story commitment;
instead the events must be described as they happened.

Naturally the Gamemaster should pause for a little
while to gather his thoughts and decide upon the most
appropriate sequence of eventswhich isconsistent with
the story and compatible with his aims for future story
progression. Only then should the vision be presented.

The situation might look rather bleak for the unpre-
pared Gamemaster. In reality it'snot, and thefirst level
of story protection comesfrominherent (and very delib-
erate) limitationsin the spells.

Evocation magic can be divided into two main types:
spells alowing the caster to key into specific time
periods (notably the Past Vision and Vision Behind
spells) and spells which grant the caster a vision of a
random significant event in the history of the target
(notably Retrocognition, Item Vision, Location Vision,
and Person Vision spells). There are also a handful of
support spells to enhance the effectiveness of any of
these spells.

According to the theory of memory reconstruction,
significant eventsare etched more deeply inthememory
auraand are more accessible to evocation magic. How-
ever, thetheory discussessignificanceintermsof impor-
tance to the being, object or location. Thus, when faced
with providingavisionof arandom significant event, the
Gamemaster should consider the nature of thetarget and
what events would be considered “significant” to that
target.

Example: Colwyn the Seer cast an Item Vision
spell onthesword of Sr Thomas(an Armsmaster).
Sgnificant eventsinthehistory of theswordwould
include its forging, its bonding as the Personal
Weapon of Sr Thomas, the combat in which its
blade was notched by the outlaw, etc. If, however
Colwyn cast a Person Vision spell on Sr Thomas,
significant events would include his achievement
of knighthood, his acceptance of the Crusader’s
oaths, his victory over the pirates, his chastise-
ment of an arrogant Paladin, and so forth. A
Location Vision spell in a forest grove might
include the combat of Sr Thomas and the outlaw,
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but isjust aslikely to reveal the sprouting of the
first saplingsinthegrove, anaffliction of thetrees,
the subsequent healing of the diseased trees by
Elven animists, and an ancient druidic ceremony.

It should be noted that the Item Vision spells on the
Bard base spell list of Item Lore provide the most
significant event in the “item’s” history.

Thus, the randomness coupled with the keying of the
significance to the target represents salvation for the
Gamemaster. It would however be unfair and unwiseto
never provideavisionwhichisrelevant totheobjectives
of the caster. Unfair, because randomness should result
in useful visions occasionally. Unwise, because player
characterswill sometimesseizeuponirrel evancies, head-
ing off on wild goose chases and leaving the real story
behind. When using such spells, it can be appropriate to
simulatetherandomnessby ad100roll (open-ended) on
behalf of the character. High results might result in a
relevant or useful vision, and low results might give a
truly arbitrary vision.

The Vision Behind and Past Vision spells are at first
glance under much tighter character control. Neverthe-
less the spells do have intrinsic limitations.

Firstly, the spells are limited in terms of the senses
which the vision can manifest. Spells on the Delving
spell list, the Item Vision spells of the Bard, and
Retrocognition spells should be limited to the visual
senseonly. Under no circumstances, shouldthecaster be
allowed to use Spell Mastery to enabl e other sensesto be
used or to enhance the senses through the use of other
spells. (Thejustification by the memory reconstruction
theory is that the vision is being directly input to the
caster’s brain and so bypasses the actual sensory or-
gans.)

TheVision Behind and other spellsonthePast Visions
and Holy Vision spell lists are more powerful in that
visual “and” auditory senses can be employed. How-
ever, the only enhancements that should be allowed are
those specified in the spell descriptions. Game balance
and theintegrity of the gameworld will be compromised
if the Gamemaster allows characters to employ Spell
Mastery to use esoteric senses or to combine sense
enhancement spells(e.g., Nightsight, SeeInvisible, etc.)
with Vision Behind and similar spells. Such dangerous
enhancementswill negate all mundane methods of con-
cealing actions from the scrutiny of curious Seers, As-
trologers and others.

In all cases, the character should make Observation
maneuvers to notice details in the vision.

Also, inaddition to restricting the evocationsto speci-
fied senses and normal sensory abilities, the Gamemas-
ter should consider how the location of the point of
evocation on atarget will affect theavailable manifesta-
tion.

A simple example will illustrate thisissue. Consider
Maire the Astrologer who isinterested in the history of
adower chest. If she casts Vision Behind spellswith the
chest lid closed, the visions might show where the chest
hasresided during its history and who has approached it
over theyears. Itwill not show itemsbeing placed within
or being removed from the chest. If she casts Vision
Behind spells with the chest opened, she will evoke
visions of the items being placed within and removed
from the chest. There will also be long periods of

darkness when the lid is closed and nothing can be
discerned in the evocations of such periods.

Thislimitation is most useful when dedling with items.

The third limitation is that Vision Behind and Past
Vision spells have an inherent temporal imprecision in
pinpointing events. Unlucky characters can miss inter-
esting eventsquiteeasily especially withthehigher level
spells. This problem can be circumvented by repeated
usesof evocation spellsor restarting sequencesby “lock-
ing” into the events using Vision Hold or Past Hold
spells. The power point expenditure can easily become
extravagant.

The fourth and final limitation is the need to concen-
trate upon the spellsto continue the evocation. Although
the higher level spells have very high maximum dura-
tionsfor thevisions, the Spell Concentrationrulesshould
prevent these maxima from ever being reached. Re-
peated evocation should be permitted.

In terms of game mechanics, evocation can therefore
be prevented from becoming too powerful through limi-
tations in the allowable senses, the precision of visions
and reduced actua vision durations.

11.4::
DECEIVING
EVOCATION SPELLS

The limitations discussed in the previous section
assist in restricting the effectiveness of evocation. At
first glance, they do not actually suggest methods by
which characters can conceal activities from future in-
quisitors. However a careful study will reveal that evo-
cation spells can be deceived. Moreover the same tech-
niques to avert unwanted scrutiny at the time will often
be equally adept in confusing magical evocation.

Thekey to deceiving evocation magicisto remember
that the aurasrecord apparent reality and the manifesta-
tionof therecorded memoriesisonly possiblein selected
and unenhanced senses. The diviner will not be able to
penetrate through the apparent reality to the actual real-
ity using magical means. The diviner will be pitting his
awarenessskillsand reasoning abilitiesagainst the prepa-
rations and caution of the target.

To demonstrate some of the useful techniques, let us
consider Halthor (aMagent), who hasbeen contracted to
acquire some confidential documents from the home of
apowerful guildmaster. It isknown that the guildmaster
has one Seer on his payroll.

Halthor decides to attempt his burglary at night,
dressesin suitably dark clothing, and disguises himself.
By using the cover of darkness, he will be nearly invis-
ible to any evocation because the seer is limited to
normal vision. Of course, anon-human Seer with natural
Nightvisionwill beunaffected. Thedisguisewill conceal
his identity from non-human diviners and in areas that
areilluminated. If thedisguiseispoor, thenthe Seer may
recognize him. A disguising spell or a shapeshifting
spell would provideaperfectidentity. If theGamemaster
allowstheuse of Power Perception, aSeer might beable
to determine that a spell was active, but the Seer would
be unable to “ see through” the spell.

A good disguise and stealthy movement will stretch
the Observation skills of the diviner but if the cloaked
figure of Halthor is revealed in an evocation, such
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precautions will be for naught if the diviner can trace
Halthor’ smovements. If athief isbeing pursued through
the streets, it is critically important to lose the pursuit
either by disappearing into the crowds or taking unex-
pected routes. Similarly outlaws will try to cover their
tracksin order to escaperangersand other outdoorsmen.
It isequally vital to break the trail to prevent a diviner
fromsimply following the shadowed figure either back-
wards or forwards through time. Halthor must prevent
any diviner from being able to trace him back to his
hideaway either at the time of preparation for the bur-
glary or after his successful getaway. The visions at
those pointsin time would reveal Halthor’ s identity.

Useful methodsof breaking an evocationtrail include
unusua movementssuch asflight, swimming underwa-
ter, or any of the various movement spells. These meth-
ods can be undone if the diviner is prepared to make
exhaustive scansto regain the trail or if the diviner can
deducetheintended destination of the quarry. Breaking
the trail should be combined with a change in appear-
ance asthis may confuse the pursuersif they randomly
locate the quarry’ sreemergence. They may fail toiden-
tify the quarry.

Invisibility and Unseen spells are also effective in
concealing a character from evocation magic. The abil-
ity to perceive invisible targetsis explicitly disallowed
(unlessperceivinginvisibility isanatural abilty of some
race in the Gamemaster’s world). Unfortunately for
Halthor, Cloaking spells are only effective against real
observers, becausethey only remove sensory input from
the minds of selected potential observers, rather than
temporarily atering redlity in a given radius. Thus,
Cloaked persons will still be recorded in the auras of
objects, locations and beings.

The utility of illusion magic depends upon which
philosophy is used within the game. Standard illusions
temporarily alter reality, and for the duration of the
illusion, it isthe altered reality which isrecorded in the
auras. Wary diviners may detect the illusion through
evoking times before and after the illusion’ s duration.

For exampl e, the Lady Rowena, an occasional adven-
turess, is always careful to cast an illusion of a (small)
pavilion and to preserve her modesty by changing her
clotheswithinthe confinesof theillusionary pavilion. If
a curious sprite should cast a Vision Behind spell at a
point outsidethe confinesof theillusionary pavilion, the
sprite will see Rowena enter the pavilion in bloodied
hunting garb, and emerge in fresh traveling clothes. If
the Vision Behind is cast within the area of theillusion
and assuming there is (or was) sufficient illumination,
the sprite’ s curiosity will be satisfied but Rowena may
find she has acquired another unwelcome suitor.

Mental illusions only affect the minds of selected
targets. They leave no record even in the auras of the
affected targets. However the unlikely behavior occa
sionally manifested by thetargetsof mental illusionscan
hint at the use of such spells.

If adiviner canacquireanitemwhichwasformerly in
the possession of thequarry, itisusually asimple matter
of going sufficiently far back into theaurasto reveal the
desired information. Even if Halthor is careful not to
leaveany of hisequipment behind, adetermined diviner
could use the description of Halthor’s clothing to scry

for them in the present. Most diviners will not be suffi-
ciently desperate or powerful to locate items on such
flimsy knowledge. If Halthor isbeing truly paranoid, he
should destroy any item that might potentially have been
captured in an aura at the crime scene.

11.5
COUNTERMAGIC

If a particular set of spells proves to be effective at
either the strategic or the tactical level, then magical
countermeasures will eventually be developed to miti-
gate or eliminate the advantages conferred through the
use of the original spells. Seers and Magents have
developed countermagic to thwart the use of evocation
magic.

The counterspells are Shadow Past, Unknown Past,
and False Past (on the Seer baselist Vision Guard) and
Shadow Assassin, Unknown Assassin, and False Assas-
sin (on the Magent base list Disguise Mastery). These
spellstemporarily interfere with the recording of reality
into nearby auras. Each casting of oneof thesespellswill
provide interference for a duration, but the distorted
recording is (almost) permanently etched into the aura.

The Shadow Past and Shadow Assassin spells shroud
the protected subject in shadow, effectively reducingthe
recording to an outline without detail. The Unknown
Past and Unknown Assassin spells prevent any details
about the protected subject from beingrecorded (i.e., the
subject cannot be perceived in evocation visions). The
False Past and False Assassin spells alter the recording
process such that another being is recorded as perform-
ing the actions. In al cases, these spells only protect
against evocation.

The Magent spellsarelimited to protecting the caster
whereas the Seer can choose who or what is to be
protected from evocation magic.

The interference produced by these spells is almost
permanently etchedintheauras. Itispossibleto remove
the distortions restoring the auras so that evocation
reveals the actual recording. The countermagics can be
theorized as adding and interleaving false memories
within the true memory of the aurabut without being so
powerful as to prevent the real events also being re-
corded.

It might seem that such spells ought to be really
permanent, given the potential threat that unrestricted
evocation can pose to the story. In fact, permanence
would pose an even greater threat to the story as both
Magents and Seers could prevent anyone from ever
discovering the true sequence of events, and both False
Assassin and False Past would be used to pervert the
course of justice. It would be al too easy for player
characters to get away with murder....

Elsewhere, spells will be described which interfere
with scrying and divination. These spells (mainly from
the Vision Guard spell list) can aso be themselves
countered. The processinvolved for evocation, scrying,
and divination is called “piercing.”




11.5.1 - DIVINATION AND
PIERCING COUNTERMAGICS

Before diving into the mechanics of piercing, some
terminology is needed.

In what follows, the being, object or place which is
being protected is called the “Subject.” The character
attempting to scry the present, divinethefutureor evoke
the past of agiven Subject will be called the “ Diviner.”
Thedefensivespell whichisshieldingthe Subject will be
called the “Guard,” and the caster of the Guard will be
called the “ Protector.”

Prior to making an attempt to pierce a Guard, the
Diviner must suspect that some Guard spell isdefending
the Subject. Diviners must have reason to suspect that
something is wrong with their scrying, divination or
evocation before they may attempt to detect a Guard.

Assuming a Guard is suspected to be active, the
Diviner must make an RR against the level of the
Protector (or thelevel of the Guard spell if the Gamemas-
ter prefers). ThisRRismadeat -20if the Diviner isaSeer
or Astrologer, and at -50for all other Diviners. If theRR
is successful, the Diviner will know whether a Guard
protectsthe Subject (aswell asthe nature of the Guard).
If the RR fails, the Diviner isunaware of the Guard and
his information-gathering will be hindered as appropri-
ate by the respective Guard spell. Note he might believe
someother causeisresponsiblefor hampering hisspells
or skills. A Diviner may attempt to detect any given
Guard only once (per level of experience), and each
active Guard must be detected separately.

Assuming aGuard has been detected, the Diviner may
chooseto piercethat Guard by focusing hisconcentration
further into hisinformation-gathering spell (or skill). This
isresolved by having the Guard spell make an RR (at the
Protector’ slevel or the Guard' s level if the Gamemaster
prefers) againgt the Diviner's level. The Guard’'s RR is
modified by +0 if the Diviner is a Seer, by +10 if the
Divinerisan Astrologer and by +20for all other Diviners.
If the RR issuccessful, the Guard will continueto protect
the Subject (and hinder the Diviner appropriately), al-
though the Diviner will know to treat any information
gained “with apinch of salt.” If the RR fails, the Diviner
has pi erced the Guard, leaving the Subject unprotected by
that Guard. Each active Guard must bepierced separately,
and the Diviner may only attempt to pierce any such
Guard once (per level of experience).

EXAMPLE

Thisexampleisgiven in terms of evocation magic—
it should be stressed that the same mechanics are to be
used to “pierce” scrying and divination defenses.

Colwyn (an 8th level Seer) decidesthat to protect his
privacy fromtheinordinately curious, hewill cast Shadow
Past upon himself one evening.

Sometime later, Renar (a 13th level Astrologer) is
hired to find out what happened at a certain place on the
previous night. He casts Vision Behind |11 and beginsto
scan the past, and in the course of the vision, ashadowy
figureisrevealed at the scene. Being atrained Astrolo-
ger, he suspects some form of Vision Guard spell, and
concentrateshismindtoresist theself-cloaking nature of
any Guard spell.

TheGuard (Shadow Past) “ attacks” at Colwyn’ slevel
(8th). Renar needs 38 or higher from the RR Table to

identify the spell. The base RR roll isa 65, but 20 must
be subtracted because of the nature of the Guard spell,
yieldinganet result of 45. Luckily, heonly neededtoroll
abovea38. Herealizesthat aShadow Past spell hasbeen
used to protect the unknown person. If Mahadl (an 11th
level Mentalist) attempts asimilar undertaking with an
identical roll of 65, Mahael’s lack of knowledge of the
intricacies of such spells (reflected in the -50 modifier)
would result in Mahael failing to identify the Guard.
Mahael would be convinced that the unknown person
wasusing illusion or similar magic to cloak hisidentity.

Renar decidesto attempt to pierce the Shadow Past spell
and so concentrates his mind even further upon the Vision
Behind spell, using hisforce of will to revea thetrue past.
The Shadow Past spell must defend itself (as 8th level)
againgt Renar’ s13thleve “attack.” FromtheRR Table, the
Shadow Past spell needs 62 or more to survive. The
Gamemaster rolls 51 for the Shadow Past spell, adds 10 to
theroll (becauseRenar asan Astrologer isnot fully familiar
withthearcanaof another profession’ sspell lists), yielding
a net result of 61. Renar pierces the Shadow Past pell,
rending it utterly, and views the now unprotected past.
Hopefully Colwyn was not tempted to any indiscretion in
the bedroom of the Duke' s beautiful daughter.

11.6
THE RISKS OF
EVOCATION

Careless use of evocation magic can potentially pose
twodangerstothecaster. Thefirstisauraresonance. The
second isthe reconstruction of perilousvisions. Both of
these dangersmay beadded to the game at the discretion
of the Gamemaster.

11.6.1 - PERILOUS VISIONS

No vision revea ed through evocation can physically
injuretheobserver. For example, ablindinglight will not
blind the caster. The reconstruction of the past bypasses
the caster’ ssenseorgansand isdirectly visualizedin his
mind. Of course, if theblindingilluminationismorethan
momentary, the light will prevent anything else being
seen.

Casters should not become blasé about evocation
because sometimes the visions will be very unpleasant
and may cause mental anguish or injury to unprepared or
weak-willed individuals. The nature of the effect will
depend on what flaws, if any, exist in the caster’ s sense
of self and willpower. A squeamish individual who
stumbles upon images of the dying and the wounded in
abattlefield hospital may feel faint at the conclusion of
the spell (if he does not prematurely end the spell). A
caster with aphobiamay beterrified if confronted by the
object of the phobia in the vision. Visions evoking
images of the unearthly planes or equally horrifying
perceptionsmay producelingering and disturbing memo-
ries which repeatedly impinge upon the individual in
both dreams and wakefulness. The only cure may beto
erase the memories.

Such perilous visions should be a rare occurrence
unless characters are deliberately seeking out such hor-
rors. See Section 9.3 for guidelines on how to handle
such situations.
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11.6.2 - AURA RESONANCE

Inevokingthepast, thecaster isactivatingthememory
auraand reconstructing theimpressions made by beings
upon the aura in the past. Each being’'s own aura will
have left its imprint upon the aura of the source of the
evocation. If any of the beings are still alive when the
evocation spell is cast, the triggering of their imprint
might induce a response in their actual aura. This is
known as “aura resonance.” Sometimes this resonance
will be perceived by thebeing asashiver downthespine,
a prickling at the nape of the neck, a cold sweat, or
whatever isappropriatefor thebeing’ srace. If thebeing
later meets the caster, a subconscious intuition may
induceafeeling of dgjavu (that thebeing and caster have
met previously) or may predispose the being to treat the
caster with mild amiability, caution or hostility.

Therearetwomainfactorswhich affect thechancesof
aura resonance being perceived. Thefirst isthe current
distance between the subject of an evocation and the
caster. The greater the separation, the less likely reso-
nance will occur. The second is the difference in time
between the present and the past reconstructed by evoca-
tion. As time passes, individuals mature and age, and
their auras change to reflect this. Evocations of the
distant past aremuchlesslikely toinduceresonancethan
evocations of the recent past.

For every being who appears in an evocation vision
and who is still alive at the time of casting, the
Gamemaster should roll d100 (open-ended high) and
modify the result asfollows:

+ Triple the Intuition stat bonus of the being in the vision
+ target’s level

- caster’slevel

+/- varies dependent on the distance (see below)

+/- varies dependent on how far back in time the event

happenend (see below)
Distance Mod Time
10 or less +30 up to 1 minute
up to 100 +20 up to 10 minutes
up to 1000' +10 up to 1 hour
up to 1 mile +0 up to 1 day
up to 10 miles -10 up to 1 week
up to 100 miles -20 up to 1 month
up to 1,000 miles -30 upto 1year
up to 5,000 miles -40 up to 10 years
up to 10,000 miles -50 up to 100 years
above 10000 miles -60 up to 1000 years
different plane -70 above 1000 years

If the final total is 101 or more, the target perceives
aura resonance.

Example: A 12th level Lizardman Seer istrying
to determine who abandoned a rowing boat and
whether they represent athreat to hisunit. He casts
a Mision Behind spell and evokes a vision of eight
weary humans dragging the damaged boat and
their supplies off the beach. He notes that one of
thehumansiscarrying a shield bearing the symbol
of a hated Paladin order.

The Gamemaster rolls on behalf of each of the
eight humans to see if aura resonance occurs. In
the case of the Paladin, Taeryc von Neustadt, he

rolls 90, and adds 8 for the Paladin’s level, adds
30 for the Paladin’s Intuition stat bonus, and
subtracts 12 for the Seer’slevel, +20 because the
party is currently 12 miles away, and a further
+10 becausethe evocationisreconstructing events
two days old. The final total is 86. Taeryc does
not notice the aura resonance.

Assuming theauraresonanceisdetected, thissubcon-
scious warning will only modify the target’s behavior
towardsthe caster if they meet. The longer between the
warning signal and the actual encounter, the less likely
that the target’s subconscious will affect the target’'s
behavior. To determine if the subconscious warning is
remembered, the Gamemaster should roll d100 (open-
ended high) and add the following modifiers:

+/- Double the target’ s Intuition stat bonus
+/— The target’s Memory stat bonus

+/- varies depending upon the time between the
evocation warning and when the target “ meets’ the
caster (see below)
.......................................................... under 1 minute
up to 10 minutes
up to 30 minutes
............. up to 1 hour
.............................................................. up to 3 hours
.............................................................. up to 6 hours
........... up to 1 day
up to 1 week
............................................................. up to 1 month
................................................................ up to1year

If the final total is 101 or more, the target’s subcon-
scious will associate the resonance warning with the
caster. The manifestation of this subconscious warning
in terms of behavioral predispositions is at the
Gamemaster’s discretion.

Je11.7 =
CONCLUDING REMARKS

This section has attempted to describe techniques to
limit the power of evocation within the story in a bal-
anced fashion. While Gamemasters will doubtless be
relieved, players may be somewhat discouraged at this
reduction in effectiveness. Players should take heart
from the tremendous amount of information which can
still be gained through evocation, and naturally should
remember to use the restrictions to protect their own
characters.

Gamemastersand playersshoul d notethat thescarcity
of Seers, Astrologers and other practitioners of evoca
tion, and the risks of employing them, will mean most
interesting events (such as crime) will not be subjected
to this scrutiny. Only really important matters will be
subjectedtofull-scaleinvestigations(usual ly conducted
by non-player characters). Similarly, most individuals
will not know how to protect themsel vesfromevocation;
such knowledge will be the province of diviners, spies,
and the top echelon of criminals. In the latter circum-
stances, the battle of witsbetween thediviner-sleuth and
his quarry can become an intricate story in and of itself.




INIATNIA

Scrying, according to the definition, coversthe skills
and spells which enable the practitioner to reveal un-
known quantitiesand qualitiesin the present, perceiving
the actions of beings or events in both near and distant
locations. In itself, scrying is a potent information-
gathering method. In conjunction with related abilities
such as sense sharing, thisclass of techniquesrepresents
aformidablearsenal for espionage, investigation, explo-
ration, and many other purposes.

These techniques rarely force the Gamemaster into
premature story commitments (such asfregquently occurs
with evocation or divination). Ontheother hand, they can
compd the Gamemaster to dter the visible scope of the
story in terms of increasing the size of the gameworld
region about which the characters can personally obtain
reliableinformation. The charactersareno longer limited
by their normal sensory ranges, relying on either rumors,
messengers, and other travel ersto bring newsfromdistant
parts, or having to actually journey to such exotic locales
themsalves to determine what is currently happening.
Instead the characters can spend rainy daysinthewarmth
of inns, taverns, or homes while they send their percep-
tions outward. Aeria views of areas of interest can be
gained from the perceptions of birdsin flight. The safety
and whereabouts of friends and allies can be assessed by
scrying; the plans and movements of enemies can be
similarly observed and eva uated.

Onceagain, thepotential existsfor theplayersthrough
their characters, to eliminatetheel ement of theunknown
in the story. The aim of this section is to explain what
information may reasonably be acquired by scrying and
sense sharing, and to describe limitations and counter-
measures to maintain the challenge of the unknown
within the story.

12,1 86
SCRYING BY SKILL

TheDivination skill can beemployedtodeterminethe
answersto questions solely concerned with the present.
Scrying the present through divination is easier than
divining the future but is neither easier nor harder than
evoking thepast. Thedifficultieswhich beset thediviner
as he probes deeper into the past or the future are
replaced in scrying with increased difficulty in propor-
tiontotherangeof the subject to bescried. Asisthecase
with evocation, the Divination skill istheleast informa-
tive method for scrying, being subject to all the normal
procedures, game mechanics, and potential readings
described in Section 3 and Section 13.

Scrying and related techniques can create problems
which the Gamemaster must address when handling
their use within the story and the game.

The Gamemaster must firstly consider the question
posed by the would-be scryer both in terms of the actual
wording of the question and the knowledge sought by the
player through the character. “ Pure” scrying should only
concern itself with factual questions solely related to the
present. Sometimes questions will be posed that are
phrased such that they also relate to the past or the future.
In such cases, the appropriate modifiers with regard to
time (for evocationand/or divination) should al sobeused.

SCRYING THE PRESENT

NS/ AN IS

Scrying is often employed when the characters wish
todiscover information about aplace, anitem, or abeing
without devoting time or other resources to visiting,
acquiring or encountering the subject and without ex-
posing themselvesto physical risks. Assumingthe play-
ersareontheright track, the scrying should beonatopic
whichisrelevanttothestory. If itisnot, the Gamemaster
may or may not have material prepared for the eventu-
aity and improvisation of the relevant detailsis called
for. These details may or may not have future ramifica-
tionsfor thestory (andthiswill depend onhow likely the
details are to change in the future). Often the details
(such as the number of guards protecting a merchant
caravan) will change quite dramatically by thetimethe
player charactersbecomephysically involved. Thus, the
future story commitment implied by the result of a
scrying may be minimal.

Scrying on topics which are directly relevant to the
story isnaturally moretroublesomefor the Gamemaster.
Insuch situations, the playersareusing scrying asanaid
to decision making, and successful scrying will (at the
minimum) reveal interestinginformation (usually weak-
ening the full impact of one of the Gamemaster’s sur-
prises) or changethefuturestory progression. Thelatter
may occur when a scrying attempt reveals alocation or
other key information relating to a character or group
goal. The players may instantly decide to pursue this
information and the charactershead directly towardsthe
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goal. Thiscan short-circuit amajor portion of the story.
Worseyet, theGamemaster may beunpreparedtohandle
the godl at thistime.

An example: Sir Thomas and a company of knights
have arrived too late to prevent the raiding of another
merchant caravan by the infamous desert outlaw Nasir
al-Azrad. Sir Thomas swearsan oath that if he but knew
wheretheknavewas, hewould pursue Nasir to the brink
of hell and beyond. Somewhat foolishly, Colwyn at-
tempts to use his tarot cards to scry for the current
location of the outlaw. A successful scrying reveal sthat
Nasir is “at home.” Emboldened by this success (and
abetted by the player’ srun of lucky dicerolls), Colwyn
proceeds to scry out the nature of Nasir's base and its
approximate location. After listening to the results, Sir
Thomas leads his force directly towards the cave com-
plex. It's going to be a busy weekend for the
Gamemaster—he was not expecting to need Nasir's
base for at |east another four sessions.

In the example above, the Gamemaster outsmarted
himself by revealing afixedlocationfor theoutlaw. One
strategy (which would certainly have delayed the dam-
aging revelation) would have been to decide that Nasir
wasactually traveling inthe desert, and reveal this. This
would have been much harder to pinpoint and lesslikely
to trigger an instant pursuit. By the time, the crusaders
reach that location, Nasir should be safely elsewhere.

This strategy will not thwart players who ensure that
their characters ask the correct questions. The only
solutionistodiverttheplayer characterswith other more
pressing needs or dangers, and in so doing, buy thetime
toundertakethenecessary “ out-of-session” preparation.

The information reveal ed through scrying should be
shrouded in ambiguous symbology. The amount of
information to be revealed by the Gamemaster should
depend on the degree of success (or lack thereof) in the
Divination maneuver (as described in Section 11 for
evocation attempts). Countermagic (such as the spells
available on the Seer base spell list Vision Guard) will
also interfere with the results of the skill.

In terms of modifiers specific to scrying the present,
the following list is applicable to all divination tech-
niques (except Astrology, see Section 14).

MODIFIERS FOR

SCRYING DIVINATION
Distance between
Scryer and Subject Mod. Difficulty
10 +30  Routine
100 +20 Easy
1,000 +10  Light
1mile +0 Medium
10 miles -10  Hard
50 miles -20  Very Hard
100 miles -30  Extremely Hard
500 miles -50  Sheer Folly
1,000 miles -70  Absurd
5,000 miles -80  Above Absurd
10,000 miles -90  Above Absurd
unlimited, sasmeplane  -100  Above Absurd

12.2
SENSE MOVING

Therearethree broad classes of “scrying” -type spells
(namely detection spells), sense projection spells, and
remote sensing spells, which all involve the scanning of
alocaeor an areain the present.

Detect spellsarethemost familiar to Gamemaster and
player aike, and have the shortest range of any of the
spells which move the caster’s “senses.” Normally the
caster will lack a natural sensory ability to perceive
magic, evil, etc. TheDetect spellsareunusual inthat they
also provide the sense with which the caster scans the
areas of interest. Thelimited range and various magical
countermeasures prevent most of these spellsfrom pro-
viding too much information to the characters. By clas-
sifying such spells as “scrying,” the Detect Enemies
spells of the Paladin can potentialy be thwarted by the
set of anti-scrying measures incorporated in the Vision
Guard spell list. A Scrying Misdirection spell could
cause a Paladin to believe an enemy was at a different
location, a Cloud Scrying spell could cause a Detect
Enemiesspell to omit thelocation, number or type of the
detected enemies, and aFalse Scrying spell could com-
pletely misrepresent thereal state of affairs. The Game-
master should examinethe exact spell description of the
detection spell in question and suitably alter thedetected
information depending upon the anti-scrying measure
being employed.

Sensory projection spellsaremuch closer totraditional
expectations of “scrying” magic. This category of spells
involves Conveyance spellswherethe caster’ sawareness
leaves his body and travels to a location of interest to
observe events at that location, and Long Sense and
Observe spellswherethe caster temporarily rel ocatesone
or more senses to a different location. These spells are
incredibly useful because they enable characters to send
their senses to perform magica reconnaissance of un-
known, guarded, or enclosed locationsrather than risking
ascouting mission. Their mostimportant advantageisthat
they can be employed in situations where the characters
are almost completely ignorant of a given region.

For example, a party of adventurers find itself ma-
rooned on atropical island. After anight’srest, Colwyn
usesascrying devicewithaConveyance spell to scanthe
island for coastal villages and other signs of habitation.
Colwyn locates the general whereabouts of one village
and the party setsoff inthe hopeof finding aship totake
themtothecrusades. So muchfor terraincognito andthe
hidden mysteries of unexplored lands....

Fortunately, sensory projection doeshavelimitations.
With the exception of the Long Sense spells from the
Arcane Vision spell list, all Conveyance, Observe, and
other Long Sense spellslimit the caster’ s perceptionsto
the normal ranges of sight, hearing and so forth, and the
caster may not combine the sensory projection with
senseenhancement spells(suchasNightvision, Sy Ears,
Illusionsight, etc.). This restriction enables disguises,
invisibility, standard and sensory illusions, darkness,
fog, loud soundsand such to hamper the effectiveness of
sensory projection just as they would the perceptions of
an observer who was physically present at the location
(and indeed much as these precautions will hamper
evocation). Cloaking spellsand mental illusionswill not
affect the scryer asit isusualy impossible to locate the



scryer as atarget for the spell. The Gamemaster should
not allow Spell Mastery to be used to add additional
senses or permit sensory enhancement in conjunction
with scrying magic.

With spellswhich requirethe caster to movethe sense
to the desired location (namely Long Sense spells), the
caster should not be allowed to observe the world while
moving the sense. Thisrestrictionisrelaxed slightly for
Conveyance spells and does not affect Observe or simi-
lar spells which instantaneously relocate the senseto a
fixed location.

Thisrestriction is subtle and powerful. In preventing
the caster from making observations while moving his
sense(s) or awareness at high velocity, the caster is
prevented from observing interesting features en route
andreacting accordingly. Thecaster isthuscompelledto
select adirection and movein that direction blindly for
atime. Of course, without external markers with which
to measurethe distancetravelled, the caster must rely on
hisown internal clock, represented in mechanics by the
Time Sense skill (to measure the times and distances
involved). The longer the caster travels without “ drop-
ping into real space,” the greater the likelihood of over-
shooting (or undershooting) the destination.

It is recommended that the following modifiers be
applied to the Time Sense skill when used to measure
times during these spells.

MODIFIERS FOR TIME SENSE
Timeto Target Location Modifier
Oneround Or 1€SS .......cceevererereec e +30
Up tothreerounds.........c.ccoeeereneeneeneeseeneeeenns +20
UP tO ONE MINULE ... +10
Up tofive MINUEES........ooe e +0
Up toten MIiNULES .......cceeeereeeeereeeeere e -10
Up to twenty MinUEES ........cccoeeereerenereneneenee -20
Up to thirty MinULES ........cccceeeeerierenerereeeee -30
UP O ONENOUN ..o -50
UP tOtWO NOUIS ... -70
No external referents..........cccoeevevnennennenne -40

With the exceptions of the results of Unusua or
Absolute Success, the caster will always overshoot or
undershoot. The percentage error can be determined as
shown below.

PERCENTAGE ERROR
Time Sense Maneuver Result Error
Spectacular Failure.........ccccceevevvevenennn +/- 75%
Absolute Failure .......cccocveveeeceeecieceeiene +/- 50%
Failure or Unusual Event ...........ccceeeuennen. +/- 25%
NEAI SUCCESS .....veeeeveeireicrie et +/- 10%
Partial SUCCESS.......ceeeueiiriecie e +/- 5%
SUCCESS ..ot ieeeetes st sres s s sbessaeenee s +/- 1%

The direction of the error is at the discretion of the
Gamemaster.

Returning to the example of the marooned adventur-
ers, Colwyn's player decides that using five-minute
burstsof high-speed Conveyanceinterspersedwithland-
mark finding and reorientation has a reasonable chance

of locating settlements. Colwyn’s player makesaTime
Sense maneuver roll (at a-40 modifier) for each burst.
Unsurprisingly, Colwyn never moves his sensesin five
mile jumps, and spends much of his observation time
relocating the coast. The locating of the single village
wasjust lucky. An attempt to relocate the village a day
later (using Conveyance) fails completely. Colwyn’'s
player decidesthat aninvestment in devel opment points
to buy more skill ranksin Time Sense would be wise.

Oneaspect not covered in the descriptions of the sensory
projection gpdlsiswhat happensontermination of thespell.
Inall cases, thereturn of theawarenessor sensetothenormal
confinesof thebody should require somereorientation. The
erswhile caster should betreated as* sunned” for theround
following theend of asensory projection spell. If thespdll is
terminated abruptly (by afailed Spell Concentration maneu-
ver or dispelling magic), theeffectswill bemore severe. For
Long Sense, Observeand similar spells, the caster should be
treated as stunned for d10 rounds.

If a Conveyance spell is prematurely terminated be-
forethecaster can return hisawarenessto hisbody, there
isan immediate risk of psychic dissolution. The caster
must make a Fear RR with the level of the attack equal
tothedistance (in miles) betweenthecaster’ sawareness
and the caster’s body (with a minimum attack level of
one). If the caster fails the RR (the terror of death), the
caster’ sawarenesswill dissipateand thebody will suffer
brain death. If the caster survives being frightened to
death, his awareness must retreat to the body at afixed
rate, and the time to return should be treated as an
overstay duration (for the purposes of the Resistance
Roll discussed in the spell description).

If the Gamemaster allowsthe Power Perception skill,
characters may make aHard (-20) maneuver using this
skill to notice the magical fluctuations associated with
an observer using any sensory projection spell.

The Scrying spells require the caster to be able to
uniquely identify or nametheintended subject. If thecaster
isunabletoidentify the subject, the scrying will attempt to
“lock onto” the nearest Similar target within range. If there
isno appropriate Similar target within the range, the spell
will smply fail. If the scryer only has adescription of the
subjectandif thedescriptionisinaccurate(e.g., of aMagent
inheavy disguise), thescryingwill misstheintendedtarget.
Scrying spells may only have one subject per casting,
requiring arecast if the spell goes astray.

Although closed doors, shuttered windowsand similar
mundane precautions will not stop a Scrying spell from
locking onto atarget being or location, darkness, standard
illusions, invisibility (and so forth) will reduce theinfor-
mation which the scryer can obtain as all such spellsare
grictly limitedto (someof) thecaster’ snormal unenhanced
senses. The use of Power Perception or Detect/Feel
Scrying spells can dert a subject to the scrying attempt.

All three categories of scrying magic can be stopped
or hampered by a number of counterspells. Structures
can beprotected permanently using antiscryingwardings
(asfound on the Structure Wardings and the Perimeter
Warding spell listsinCastles& Ruins). If ascrying spell
failstoresist oneof thesewards, thespell isimmediately
terminated. The antiscrying measures on the Vision
Guard spell list have a much shorter and temporary
duration, but can beusedto protect any potential subject.
Thereader isreferred to that list for specific detailsand
reminded that these spells can themselvesbe pierced (as
described in Section 11.5).
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12.3
SENSE BORROWING

Sense borrowing or (more often) sense sharingisnot
atypeof scrying magic. Because of this, sense borrow-
ing is not subject to “anti-scrying” effects. For those
with access to such magic and creatures with useful
sensory ahilities, it can be a very valuable source of
information concerning the present, and so it is appro-
priate to discussit in this chapter.

The human race can be proud of its senses, yet many
members of the animal kingdom have superior capa-
bilities in one or more senses. Some animals have
natural senseswhich humans can only possessthrough
the surrogate of advanced technology.

In Rolemaster, magic can allow characters access to
the sensory capabilities of animals, whether it be by the
Vision Borrowing spellsof the Seer, communicationand
sense sharing with Bonded animals or familiars, or
shapechanging to adesired animal form. Themotivation
behind the use of such magic will often be to gather
informati onwhichwould otherwisebeunavailabletothe
character. Few Gamemasters will be expert biologists
and so will frequently be compelled to rely on general
knowledge of agiven animal’s sensory abilities, or will
succumb to the most common mistake: describing the
animal’ s perceptions as if it was a human being.

Thissectionaimsto assist the Gamemaster by provid-
ing a sample of the range of anima senses including
some which humans lack, followed by a discussion of
how to use this material within the context of animal
behavior and the constraints of the various classes of
spells. Itwould beimpossibleto providecompl etedetail s
of all the myriad speciesto befoundin any givenworld.
Instead, each classof animal sisdiscussedingenera (and
interesting members are highlighted).

12.3.1 - SIGHT

The sense of sight can be characterized by anumber
of factors, including eyetype, therange of the spectrum
of light whichisdetected by theeye, and eyeplacement.
Eyetypescanrangefromsimplephotosensitiveregions
(able only to detect the presence or absence of light) to
organic “pinhole cameras’ (able to provide poor im-
ages of ascene) to organic eyeswith lenses (providing
adjustablefocusand sharpimages). All vertebratesand
many invertebrates have lenses in their eyes.

Dependent ontheir environmental niche, many crea-
tures see different wavelengths of light from humans,
ranginginto both theinfrared and ultraviol et portionsof
the spectrum. Animals also differ in their ability (or
inability) to distinguish color.

Eyeplacement differsaccording towhether aparticular
creatureispredator or prey. Predatorshaveforwardfacing
eyes, with the binocular vision giving depth perception
and advantagesin chasingdownfleeing prey. Predatorsdo
not need to concern themselveswith other animal s snesk-
ing up onthem. Prey haveeyeson each sideof theheadin
order to provide 360° vision without the need to move the
head (and potentially attracting the notice of a predator).

INSECTS
I nsects see the world with the aid of compound eyes,
with each facet gathering a small portion of the field of
vision. Insectoid vision has amuch poorer resolution as

a consequence and has poor focusing action but this is
unlikely toinconveniencetheinsect assignificant objects
to an insect will appear near and large. Compound eyes
have the advantages of equal clarity over thewhole field
of visionand better motiondetection. Thedefinitionof the
final image depends on the number of facets which are
combined in amatrix of overlapping pointsof light, from
a mere nine (in the case of some underground worker
ants), to fivethousand in abee' seye, to thirty thousand in
adragonfly’s eye. The last would have the quality of a
grainy photograph. Fliesand other daytimeinsectslivein
ahigh speedworld and so possessahigher “flicker fusion”
rate than humans. This rate determines the frequency at
whichthefield of view isupdated andisessential for rapid
detection of visual stimuli and consequent instinctive
reactions (making fly sweatting a difficult task).

M ost speciesof spidershaveeight eyes, buttheeyesare
not equally valuable. Two of the eyes serve the spider by
creating a picture. The remaining side eyes are much
simpler and function asdetectorsof peripheral movement
whichguidethemain eyestowardsprey or potential mate.

Bees have a different set of pigments in their eyes,
namely green, blueand ultraviolet. Theworld according
tothe beeisaworld of very different huesto humans, a
world without any shade of red. Somelight is polarized
asit travel sthrough theatmaosphere, and thislight can be
detected by beesallowingthemto navigateusing thesun
on cloudy days by comparing the received pattern with
the stored reference map to locate the hidden sun.

FisH

In the depths of the ocean, the only light isblue and so
theeyesof deep-seaanimalsaretunedto utilizesuchlight
(unlikeland-based animals). Inriversand lakes, thewater
is often colored green by algae or brown by decaying
vegetation. Freshwater fish havetheir eyestunedtored as
aresult. Some specieschangetheir color biasduring their
lifecycle of migration from rivers to the open sea.

Amongst the best eyesin the oceansarethose belonging
to the squids, the octopi and the sharks. The squids and
octopi can equa human vision and have no blind spot (but
arelimited to monochromeimages). Sharks' eyes, in addi-
tion to being attuned to the sea, are some ten times more
sengitiveto light than human eyes. A valuable asset indeed
to one of the most feared predators of the dimly lit waters.

AMPHIBIANS & REPTILES

Oneof thefew advantagesof being cold-bloodedisan
improvement of vision as the ambient temperature de-
creases. At low light levels such as late evening and
night, heat will affect the pigment cellsinthe eyesto an
equal extent aslight. The body heat of mammals inter-
fereswith their vision.

The eyes of primitive vertebrates (such as frogs—a
favored wizardly familiar) do significant processing of
what isseen forwarding only theresultsto the brain. For
example, the frog's eyes respond to moving edges as
well as performing pattern matching on objects of par-
ticular sizes (such as flies). Its brain is responsible for
identifying dangerous or unpalatable insects and pre-
venting such insects from being deemed prey. Motion-
less insects are effectively invisible to the frog. The
sensitivity of afrog’ seyesto blueisanatural adaptation
toitsnormal watery environment (frighten afrog and it
will instinctively leap for the nearest patch of blueinthe
expectation that thiswill be the safe haven of water).



BirDs

Birdsarejustly renowned for their acutevision. This
is due to their possession of no less than five different
pigments in their eyes (compared to the human three)
and “oil drop” filters with which to narrow the band of
wavel engthsto amanageable number. Thisallowsbirds
to discern from great altitudes the subtle characteristic
hues of favored plants and trees, the distinctive and
betraying coloration of landbound animals, or even fish
swimming rashly close to the water’s surface.

Many birds of prey have an additional advantage. On
noticing afeature of interest intheir field of vision, they
can enhance that portion, raising its magnification sev-
era timesmuchlikeatel ephotolensonamodern camera
(at the expense of the remainder of their view). If the
interesting object proves to be potential prey, then the
bird can swoop down from the skies, its approach prob-
ably unnoticed by the unheeding animal. Of course, the
greater cruising height that such vision affords will
enable the hunter to survey much more territory.

MAMMALS

Amongst the mammals, the various species of pri-
mates are possibly the most favored with regard to
vision. Evolution has bequeathed primate eyes with
three pigments(blue, green, and yellow/green/red) com-
pared to the mere two pigments available to dogs, cats,
squirrels, and most other mammals (causing such less
favored mammals severe difficulties in distinguishing
between red and green shades). Likewise most other
mammal's have poor focus.

Nocturnal mammals (such as cats) have even poorer
color vision (because of alow density of color-detecting
cells), but asthey approach an object, their perception of
its color improves. Their eyes are better adapted for the
night (absorbing half as much light as human eyes) and
the irises contract during the day to prevent saturation
from the higher light levels.

12.3.2 - HEARING

Human ears, like those belonging to other animal
speci es, enablesoundsto bedistinguished andtheir sources
to belocated. However the human ear is deaf to much of
therangeof frequenciesemployed by theanimal kingdom
and isfurther disadvantaged underwater.

A useful rule of thumb with regard to the range of
frequenciesthat can beheard by agivenanimal isto consider
itssgze. In generd, larger animals hear lower frequencies,
whereassmall animashear higher frequencies. Thisheuris-
ticisnotrigid, asanimal smust concentrateonthefrequencies
necessary for surviva in their ecologica niche.

INSECTS

Instead of ears, insects possess tympanal organs in
seemingly unlikely placesontheir bodies. Thesestretched
membranes can be found for instance on the front walk-
ing legsof cricketsand the belliesof cicadas. Insectsare
sensitized to their own survival frequencies.

Spiders have hairs which are tuned to perceive air
movements with the size of the hairs determining the
frequency detected. Somehousespi dershavebeenknown
to come out of hiding when music is played in aroom
(thoughthisdoesnotindicatealoveof music). Thenotes
which captivate these spiders have been incorrectly
recognized as the sound of wings.

FisH

Therivers, seasand oceansof theworld arefilled with
sound. Water is a better medium than air for the propa
gation of sound. Fisharewell adaptedtothelow frequen-
cies common to the waters.

In place of ears, fish possess latera line detectors
which serve to detect water movements. These are
arranged along the body such that each organ receivesa
marginaly different impression of a disturbancein the
water. Such arrangementsallow the source of the move-
ment to be located. Water currents or the fish's own
movements can mask other sounds.

Lateral line detectors allow shoaling fish to maintain
their position relative to the other members of the shoal.
Sharks, as might be expected, possess very sensitive
lateral line organs, able to detect the water movements
generated by the muscles of swimming fish.

AMPHIBIANS & REPTILES

If the vision of the more primitive vertebratesisrather
limited, their hearing isequally restricted. Frogs can hear
thesoundsof other frogs, variouspredators, and very little
else. Those additional detectable sounds are doubtless
also surviva frequencies or legacies of ancestral threats.
The spadefoot toad, a desert dwelling species, lies dor-
mant in burrows under the soil whiletheweather isdry. It
emerges to make the most of wet weather whenever it
hears the low frequency sound of falling rain.

BirDs

Birds are suspected to use infrasound as an aid to
navigation. Infrasound is the term given to very low
frequencies below the range of human hearing. Such
sounds can be used to provide birds with both weather
prediction and auditory maps of territories of interest.
The mountains, the seas, and the deserts all produce
recoghizably different patterns of sound which can be
detected at adistance. Thesandsof thedesert signal their
presence with a resonant hum; the high winds passing
over the mountains reveal the great peaks to those who
can hear. Infrasound is a contributing factor to the
success of the great avian seasonal migrations

Another common companion to wizard and adven-
turer is the owl. The large eyes of the owl provide
excellent vision for nocturnal hunting, but the ears
provide hearing which equals or excedes human capa-
bilities. The barn owl not only can determine whether a
sound originates from itsleft or right but also the height
of the source. The latter feat is made possible because
one earholeishigher than the other causing soundsfrom
differing heights to arrive at dlightly different times.
Much of itsbrain capacity isused for sound mapping (a
worthwhile investment for the owl).

MAMMALS

All mammals have similar ears to humans, and in
many cases (such as dogs) have superior hearing. Dogs
can hear frequencies twice as high as the upper limit of
human hearing.

Desert animals have extremely acute hearing, with
low frequency sounds being greatly amplified by their
ears. Such amplification is necessary as the lack of
sufficient vegetation to provide shade and cover com-
pels these hardy mammalsto forage in the cooler night
when the stealthy and perceptive owls and snakes hunt.
Elsewhere, other mammals such as goats, deer, rabbits
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andthelike have developedtall flexible earswhich they
can readily moveto concentrate their hearing on sounds
which might signal danger.

Mice and other rodents communicate using ultra-
sound, high frequencies above the upper limit of human
hearing. Such sounds have avery low penetrating range
with an inch of soil serving to shield a burrow’s occu-
pants from the ears of the curious and the hostile.
Similarly, much elephant communication is conducted
intheinfrasound band with thelow frequenciescarrying
important messages between the separated animals of
the herd.

Theinsectivorous batshave perfected their hearingin
combination with sound generation as ameans of echo-
location (like sonar). Bats scan ahead, emitting ultra-
sound pulses at a rate of about ten per second, easily
sufficient to detect amidge at over fifty feet. Onlocating
a target, their pulse emission increases up to fifty per
second and further increases to two hundred in the last
secondsof akill. Thelower frequenciesprovidedistance
information regarding the surroundings, the higher fre-
guencies bounce off very small objects such as prey
insects, and the use of multiple frequencies suppliesthe
bat with fine detail. Some insects (such as tiger moths)
retaliate by issuing their own ultrasound challenge to
warn off the bat or disrupt its sonar. Some bats even use
echo-location to fish. The ultrasound pulses do not
penetrate the water but they do revea the betraying
ripples generated by swimming fish.

Thecallsand haunting songsof thewhal esarelegend-
ary and are rendered possible by excellent hearing at-
tuned to the low frequencies which travel well in the
underwater world. The songs of the humpback whale
can be heard over many miles, the calls of thefin whale
and the blue whal e can be heard over hundreds of miles.
Water varies in temperature, pressure and salinity, and
thewhalesexploit thesegradientsto channel their sounds
for long distance communication.

The waters in which river dolphins make their home
arevery muddy. Sightisarelatively usel esssenseinsuch
an environment, and their eyeshave almost disappeared
as a consequence of adaptation. Instead they employ
ultrasound astheir principal sense, firing burstsof sound
at multiplesimultaneousfrequenciesto detect and locate
choi cefish. Theultrasound burstspassthroughthe softer
tissues of fish but are stopped by the swim bladder and
bones. Dol phins and sperm whal es have been known to
use ultrasound as a weapon, stunning or killing target
fish by disrupting their tissues with blasts of sound.
Sharks have been killed by the ultrasound attacks of
gangs of determined dolphins.

12.3.3 - SMELL AND TASTE

The senses of smell and taste are often difficult to
distinguishwith many species. Theability to detect both
airborne and dissolved chemicals is important to most
animalsliving on or near the ground.

INSECTS
Insects normally have taste sensors on their feet, and
smell by attuning their antennae to scents in the air.
Mosquitoes are particularly sensitive to carbon dioxide
emissions produced by animals exhaling.

Smell is the only means by which the social insects
can successfully organize their nests. Termites add a
scent to each piece of mud used in the construction of a
new mound, and thisscent servesto guide other termites
tothegrowing nest. Onceconstructed, themoundwill be
permeated by the scents of the queen, causing the work-
ersto feed and groom her, and preventing them (while
the scents persist) from developing their own ovaries.

Scentisused asadanger signal by bees. Intheprocess
of stinging, beesreleaseascent which, if thebeeisclose
to the hive, will cause bees to pour out of the hive to
surround the hapless animal. If the bee is far from the
hive, the alarm scent will cause other beesto fleefor the
shelter of the hive.

There is safety in numbers, and the social insects
adhereto this motto by leaving trailsfor other members
of their nesttofollow. Army antsarean extremeexample
asthey deposit achemical trail wherever they go. Most
other ants only make a trail when they have located a
substantial sourceof food, and deposit their scent asthey
return from the food site to the home nest. The trail is
followed andreinforced by other antswhich preventsthe
scent dissipating.

FisH, REPTILES & BIRDS

Fish have separate organsfor the senses of smell and
taste, but thetaste budsare not confined to the mouths of
fish. The body of the catfish, for instance, is practically
covered with taste buds (perhaps providing a justifica
tionfor theareaof effect of Taste Mirage spells). Sharks
can locate injured prey from the scent of the blood at
thousands of feet.

The snake uses its forked tongue to gather scent
particles from the air and then tastes the particles on a
membrane in the roof of its mouth. The Jacobson's
Organ (as it is called) is used by reptiles to detect
potential food.

Birds havetaste buds only on their tongues and smell
by sniffing their tongues. In general, the senses of taste
and smell arevery poorly developedin birds (relativeto
mammals). Thereare of coursenotableexceptions(such
asthe kiwi which uses its nose to detect buried food or
the turkey vulture which can detect and locate a freshly
killed carcass across miles of forest).

MamMALS

In the mammalian world, scent is used in hunting,
foraging, finding mates, detecting enemiesand marking
one's territory. Skunks, polecats, and martens even
defend themselves with their scent by loosing aspray at
their foes.

With the exception of the fastidious humans, mam-
mals flaunt their smells and possess glands to produce
their scentsor add the chemi calsto their waste products.
Territorial marking allows the holder of a territory to
detect intruders and warns intruders to either travel
onward or properly challenge theincumbent, helping to
reduce the number of fruitless skirmishes for both.

For grazing animal s such as deer and antel ope, smell
provides an early warning of predators and these herbi-
voreswill regularly interrupt their feedingto sniff theair.

Thesensesof smell and tastein humansarerelatively
underdevel oped. Fortunately sel ective breeding hasim-
proved the generally excellent noses of dogs, culminat-
ing in the bloodhound whose nose is almost a million



times more sensitive to scents than its master’s. When
given an item containing the scent of ahuman whoisto
betracked, the bloodhound’ snose may be overwhelmed
by theodor. It may take aslong ashalf an hour beforethe
scent has dissipated enough so that the dog can track
using theresultant odor gradient. Other cluessuch asthe
scent of vegetation crushed by thefleeing quarry aid the
hound. I dentical twinscan sometimesconfusetheother-
wise unerring nose of the bloodhound as bodily odor is
mostly inheritedand only marginally affected by lifestyle
and diet.

12.3.4 - OTHER SENSES

ToucH

For most animals, the sense of touch is relatively
simple. The scorpion employs its sense of touch to
determinethesuitability of asitefor itseggsby checking
the consistency of the sand using a pair of “combs’
located beneath its body.

Note that many insects (and some reptiles) combine
their sense of touch with another sense (usually either
hearing or taste). Thus, previously mentioned notes on
these senses might apply.

HEeAT SeEnse

A number of species have evolved sensory organs
capable of perceiving heat. Many insects such as fleas
are sensitive to heat. The vampire bat detects the body
heat of its victimswith apatch of heat sensitive skin on
itsface which isisolated from the bat’ s own body heat.

Some snakes have heat sensitive facia areas. In pit
vipers, these are contained in alarge pit on each side of
the face. In boas, the cells are located in rows of pits
along their jaws. Although these snakes are very sensi-
tive to heat (being able to detect objects fractions of a
degree warmer than the surroundings), the resultant
infrared images are of poor resolution compared to the
snake' s ordinary vision.

AIR DETECTORS

Air currents that may seem to be gentle zephyrs to
larger creatures can pose serious problems or facilitate
movement dependent on their strength and direction.
Spiders and scorpions have hairs on their legs and
pincersrespectively todetect air currentssothat they can
compensate correctly.

Bees judge their flying speed by how far their anten-
nae are bent outwards by rushing air and alter their wing
movementsaccordingly. Locustsalsohavehairsontheir
head for finer speed control. Birds have tiny hair-like
feathers called filoplumes which lie alongside each
contour feather. Through the filoplumes, the birds per-
ceivethe position of their contour feathersand senseair
currents.

M AGNETIC SENSE
The ability to sense magnetic fields can beavaluable
aid to navigation. Young birds employ their magnetic
sense to orient an internal compass on the sun and the

stars. Asthey mature, they rely on their senses of sight,
of hearing and their internal maps to navigate, except
when poor visibility requires them to resort to their
magnetic sense.

Whales employ a magnetic sense to navigate around
the oceans. The mysterious strandings occur when their
magnetic sense becomes confused with unfamiliar lo-
calized anomalies. The less-widely traveled dolphins
and porpoises seem to be more familiar with the mag-
netic oddities of their environment (and rarely find
themselvesin difficulty).

ELECTRIC SENSE

As animals move, breathe, and think, electrical im-
pulses are generated in the body. A number of aquatic
species (notably sharks and rays) have evolved sensory
organsto detect such electricity, enabling them to detect
the breathing of stationary prey. This sense may allow
them to perceive other fish as somewhat distorted im-
ages of hearts, gillsand other active muscles. Therange
isonly afew feet and so this senseismost advantageous
in murky water or against closely hidden prey.

Electricfish generatean electric field surrounding the
fish and its neighborhood. Obstacles such as other fish
distort thefield. The electric fish can also reveal its sex,
age and emotional stateto other electric fish through the
electricfield.
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12.3.5 - LIMITATIONS ON
SENSE BORROWING

The three principal mechanisms for borrowing the
senses of an animal are: the Vision Borrowing spell list
of the Seer, the Sense Through Bonded spell on the
Animal Bonding spell list, and various sense sharing
techniques for use with normal and true familiars. The
mechanisms differ in flexibility and control over the
perception ininverse proportion. A Seer can borrow the
senses of any creature within range yet has no mental
control over the target and so only observes what the
creatureisinterested in observing. A character who has
bonded to an animal can only share the senses of his
animal(s), but the character can make suggestionsto the
Bonded animal viamental communication. An Essence
spell user with a normal familiar can aways share the
familiar’ ssensesand cancompl etely control thefamiliar’' s
actions. Those Essence spell users with true familiars
can have the familiar interpret what it sees. The differ-
ences between Bonded animals and familiars will be
clarified below.

In handling sense borrowing (particularly with spells
from the Vision Borrowing spell list), the Gamemaster
should remember that animal behavior and intelligence
arejust asimportant asthe sensory capabilities. Animals
possess senses to ensure their own survival, not to
provide long-range, unpaid scouts for cautious spell
users. What is of interest to the animal may hold no
interest for the caster and vice versa. Moreover, the
animal will have its own agenda, whether it be seeking
amate, hunting prey or avoiding predators. A Seer may
be observing a midnight meeting of conspirators in a
moonlit forest glade through the senses of afox, only to
missthe most interesting exchanges asthefox espiesan
unfortunate mouse and pursues its prey beyond the
glade. Bonded animals, although morecognizant of their
human partner’ sinterests, haveonly animal intelligence
and thus animal instincts will often modify the Bonded
animal’ s behavior.

The spell user can only observe what the animal
chooses to observe. In addition, any sense-borrowing
spell users are limited by the perceptive faculties of the
creature. Theremoteobserver issharing the sensory data
received by the creature’s sensory organs, rather than
moving his own point of perception to the creature’s
location. Thesquid can only seemonochromeimagesso
the borrower will share amonochromeimage; frogs can
only hear a few frequencies so the borrower will only
hear sounds at those frequencies.

[llusions can alter what a creature perceives or thinks
it perceives. Standard illusions alter the surroundings of
the creature and so a borrower will perceive the altered
reality. However, mental illusions affect the brain of the
creature bypassing the sensory organs, and so the bor-
rower will perceivethetruereality rather than the hallu-
cinations being experienced by the creature. If the bor-
rower and the creature are conversing (mentally or
otherwise), the discrepancy in perceptions caused by
mental illusions will normally be revealed quickly and
thevictimof themental illusionshouldbeallowedanRR
to bresk free from theillusion.

The borrower’ s understanding of the shared sensory
information isnormally limited to the perceptive facul-
ties that he himself possesses. Thus, if a human Seer

borrows the electric sense of a shark, the information
will be utter gibberish and the mismatch in senses will
induce an extreme headache. However if the Seer has
access to the Comprehend Borrowed Sense spell, this
spell will “trandate” the information from the shark’s
electric sense into a comprehensible format for the
Seer’'s mind. Characters with access to the Animal
Bonding spell list lack a spell to trandate mismatched
senses and so may only usefully share matched senses
from a Bonded animal.

Characters who are perceiving the world through the
senses of a true familiar will normally form a shared
consciousness such that the familiar interprets its per-
ceptions for the benefit of the mage. In other circum-
stances (or with normal familiars), the mage must at-
tempt a Situational Awareness (Familiar) maneuver to
understand theinformation fromthefamiliar’ ssenses. It
is suggested that the following modifiers be applied to
the maneuver to represent the mismatch in senses.

MODIFIERS FOR SENSORY MISMATCH
—SITUATIONAL AWARENESS (FAMILIAR)

(Modifiers are cumulative)
NO MISMELCH ..o +0

Same sense but familiar has poorer ability ....... -10
(e.g., fewer color pigmentsin eye,
weaker sound amplification in ear, etc.)

Same sense but familiar has better ability ......... -20
(e.g., more color pigmentsin eye,
greater sound amplification in ear, etc.)

Same sense but familiar has different range .....-20

(e.g., different range of audible
frequencies, visible wavelengths, etc.)

Same sense but different location ..................... -20
(e.g., forward facing eyes versus
side facing eyes, etc.)

Same sense but different type of organ.............. -30
(e.g., hearing sense as insect’ s tympanal
membrane or fish’s lateral line detector
as opposed to mammalian ear)

Unmatched SENSE........coevveeeiritiecee e -50

Regardless of the spell used to share the senses of
another, the caster is effectively in a trance while con-
centrating on such spells, and isunaware of hisimmedi-
ate surroundings.

These spells are very effectivein transmitting sensa-
tions to the borrower, sometimes too effective. At the
conclusion of a sense borrowing spell, the caster will
often suffer residual effectsin terms of lingering sensa-
tions. The Seer who borrowed the senses of the mouse-
hunting fox may have the aftertaste of mouse in his
mouth. Cautious casterswill only borrow the minimum
number of senses, and will often abandon aspell prema-
turely if the animal pauses to feed (as it is too easy to
develop either a craving or an aversion for a particular
food). The perceptionsfrom other senses can be equally
distressing and perilous.



12.4
ANIMAL BONDING
VERSUS FAMILIARS

The Mentalism Companion introduces the Animal
Bonding spell list which represents the specia abilities
of the Beastmaster Lifestyle training package. In Es-
sence Companion, the concepts of thefamiliarsand true
familiars are explored. Gamemasters comparing the
Beastmaster material with the familiar material will
notice a number of differences, and might incorrectly
infer that the Beastmaster (with his Bonded animals) is
more powerful than the magewith histruefamiliar. The
purpose of thissection isto examinethedifferencesand
reassure the Gamemaster that both are balanced with
respect to each other.

A magecan only ever haveasinglefamiliar, and even
true familiars are limited to 10% of the caster’s mass.
This limitation deliberately and explicitly prevents the
mage from acquiring an animal which would be effec-
tivein combat. The bonding process between mage and
familiar takes place over a week. The mage will bein
shock for two weeks (and at a hefty penalty to all
activity) if the familiar dies.

In contrast, aBeastmaster can have up to one Bonded
animal for every rank he has developed in the spell list
(with a maximum equal to the Beastmaster’s current
level) and there is no size limitation on the Bonded
animals. Thus, ahigh-level character withthe Beastmaster
training package could have a veritable menagerie of
animals, al of which could beeffectiveincombat?Well,
yes, but size isn’t everything. The care and feeding of
multiple Bonded animals will demand more of the
character’ stimeand resources. Each Bonded animal isa
dependent and the death of any onewill push the charac-
ter into shock. This shock will be worsened if multiple
Bonded animalsdiewithin ashort period. If the number
of animalsinthemenagerieisnot initself ahindranceto
entry to civilized settlements, large animals, especially
predators, may be sufficient causefor city guardsto bar
the group’s entry. In some cultures, the ownership of
certain animal species, suchasbirdsof prey, isrestricted
by social class. The Beastmaster newly arrived from the
wilderness may be declared a criminal!

Although the Bonding process is faster for
Beastmasters and their animals, the animals receive an
RR against theprocessif they fear, dislike, or distrust the
caster. The caster may only attempt the bonding spell
once per level with any given animal.

TheBeastmaster offerstheanimal apact of friendship
and mutual assistance. The mage offers the would-be
familiar friendship, increased intelligence and under-
standing of the world, and access to special magical
abilities. He" agrees’ to assist the beast in the matters of
food and care as well.

Thus, while the true familiar may eventually hold deep
philosophical debateswithitsmage-partner, Bondedanimas
remain animals with anima intelligence and only mildly
modified animal behavior. Beastmasgters should expect to
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spend lots of their time in conversations concerning food,
water, shelter, potentia mateswith their Bonded animals, or
theanimaswill “sulk” in retaiation for being ignored. The
Bonded animals will normally be willing to help the
Beastmagter but, unless carefully instructed otherwise, may
end up doing more harm than good by acting on their own
initiative. Patience, forbearance, and vigilance are essentia
attributesfor aBeastmadter. It should also benoted thet there
isno meansof compelling aBonded animal to act according
to the Beastmadter’ swishes; the Beastmaster must convince
theBondedanimal toaccedetohiswishes. Incontrast, amage
need only concentrate to control afamiliar.

Asfor afinal balancing factor, any spell user of the
realm of Essence (including hybrids) could acquire a
familiar or a true familiar simply by expending the
development points to learn either the Gate Mastery,
Familiar Mastery or Dark Summons spell lists. On the
other hand, the Animal Bonding spell list isonly acces-
sible to characterswho have adopted the lifestyle of the
Beastmaster. This lifestyle choice naturaly precludes
any other Lifestyle training package and represents a
considerabl e dedicationto theanimal world. Remember
that when the character leaves the training package (to
pursue another Lifestyle), the spell lists becomesclassi-
fied as Restricted.
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presents formidable obstacles to the Gamemaster who
wishes to balance the opportunities for the divining
character to obtain story share against the necessity to
[imit the information concerning the future direction of
the story which is made available to the players. This
sectionwill discussgeneral guidelinesand specificgame
mechanics for handling divination (whether by skill,
spell, or other means), provide tables of readings and
interpretationsfor three of the mantic arts, and conclude
with anumber of control measurestoreinin playerswho
arerelying on divination as a crutch.

3.1
USING DIVINATION
IN THE STORY

For the Gamemaster, maintaining the distinction be-
tween the visible scope and the actual scope of the story,
and retaining theflexibility to adjust thefuturedirection
of thestory, arecritical aspectsof story control and good
Gamemastering. Divination, inal itsforms, canimperil
those aspects.

For the players, the use of divination represents a
mechanism by which their characters can increase the
visible scope of the story, ascertain the nature of threats
and simulate the results of responses to those threatsin
safety, and compel the Gamemaster to provide story
commitment to the results of adivination (if the charac-
ters follow through on their putative actions).

The needs of the Gamemaster and the wishes of the
playersare potentially in conflict. Asever, thekey word
is“potentialy.”

In what follows, it is assumed that divination can
reveal a future but not necessarily the future (as dis-
cussed in Section 3.1). This assumption alleviates the
need for story manipulation to ensurethat agiven future
comesto pass, and minimi zestheonusonthe Gamemaster
to determine in precise detail what will happen if a
character performssomeaction. Instead the Gamemaster
must consider only the probablefutureinbroad termsfor
a given divination (the details can be improvised as
required). It is this future which the Gamemaster will
have to support with some measure of story commit-
ment. If the player characters follow through on their
intended actions, if random chance does not cause un-
usual events (by lucky or unlucky diceroalls), and if non-
player charactersor other agenciesdo not intervene, the
future predicted by the divination should come to pass.
This level of expected story commitment does entail a
certain amount of care on the Gamemaster’s part when
offering readings.

However if theplayer charactersfail tofollow through
on their intended actions, the future may or may not
come to pass. If the players or the Gamemaster are
blessed with lucky dice rolls or cursed with a run of
unlucky rolls, random chancemay forestal | the predicted
future and usher in a much less probable future. If the

Sections
DIVINING THE FUTURE
th?;&{ﬂ% Divination, in the sense of foretelling the future, Gamemaster considers that non-player characters or

other powers in the setting will take exception to the
player character’'s intentions or that the plans of such
beings will accidentally or deliberately impinge upon
the player characters, the intervention of such entities
may again be sufficient to alter the future. These other
forcesmay be completely unknowntotheplayer charac-
tersand vice versa.

The Gamemaster should warnthe playersthat aprob-
able future predicted by divination is not guaranteed to
be the actual future. Moreover, the Gamemaster should
not explain why predictions fail to come to pass to
players. Such questions are too often veiled attemptsto
dicitinformation relating to theactual scopeof thestory
from the Gamemaster.

Inhandlingalmost all of thedivinationtechniquesand
spells (except Anticipations-type spells and Intuitions
spells), there are a number of guidelines which the
Gamemaster should follow:

Normally the Gamemaster will be presented with a
question whichisrelevant to the story or the characters.
In such circumstances, the Gamemaster will understand
themotivationsbehindthedivinationrequest. The Game-
master should firstly consider what knowledge is being
sought by the player character (whichisnot alwayswhat
has actually been asked) and determine what the correct
answer to the real question should be (e.g., what isthe
probabl e future given some action of the characters?).

Once the correct answer has been determined, the
Gamemaster should consider the question that has actu-
aly been posed, skewing his response to match any
ambiguity, sloppiness, or bias in the question. In con-
structing the reading, the symbolic language of the
particular divination method should beemployed to veil
and obscurethe meaning. Unlessthe Gamemaster wants
to ensurethat thereading iscorrectly interpreted (i.e., to
direct the players back to the main plotlines of the story
or to warn them off some insanely dangerous course of
action), the reading should always be ambiguous.

Sometimes a player will attempt a divination for
which the Gamemaster cannot reasonably produce a
satisfactory answer. Thiscan occur whenever the player
character islooking too far ahead into thefuture or at an
aspect of the story that the Gamemaster has yet to flesh
out. In addition, sometimes the Gamemaster will not
even understand the motivations behind the divination
attempt. In such circumstances (assuming the maneuver
or spell is successful), the tables of divinatory readings
and interpretations could be consulted until the
Gamemaster is suitably inspired. The result of the read-
ing and the associated question should be noted by the
Gamemaster for possible later incorporation within the
story.

Inall cases, the Gamemaster should inform the player
of the divining character privately and verbally. This
introduces the possibility of deliberate or accidental
misinterpretation of the reading.



J:13.2
PREDICTIONS BY SKILL
Most attempts to predict the future in the game by

amateur diviners will involve the use of the Divination

skill. A description of how historical and contemporary
practitioners employ a selection of the mantic arts was
presented in Section 3.4. Thissection will convert some
of those techniquesinto game mechanicsin termsof the

General Divination Maneuver Chart and sets of plau-

sible interpretations for various results.

In general, the various techniques have associated
procedureswhich practitionersshouldfollow, whether it
bethe sacrifice of an animal for haruspication, the Tarot
reader’ s preparatory contemplation, or the almost caba-
listic rituals of the crystallomancer. Such methods are
also time-consuming and are normally inappropriatefor
snap decisionsin the midst of abattle. The Gamemaster
should ensure that all the appropriate bonuses and pen-
alties are applied to the Divination maneuver (see be-
low).

The average player cannot be expected to know the
symbolism and the lore associated with the chosen
divinatory technique, yet thecharacter would know what
meaning was associ ated with agiven Tarot card, cast of
the astragals, or tea leaf picture. To reflect this, it is
recommended that a new skill “Divination Lore” be
added to the Lore « Magical category.

This addition would seem to undermine the entire
symbolicapproachto divinationthat hasbeen advocated
throughout Mentalism Companion. The skill should
only beused to recall the meaning of aconstituent of the
divinatory reading, not to interpret the whole reading.
This limitation should force players to use their brains
not their dice.

Example: Colwyn attempts a divination on the
question* Will wehaveasafejourney?” Hedraws
the Eight of Swords card from his Tarot deck.
Colwyn’s player has a limited knowledge of the
Tarot and hasensured that Colwyn has devel oped
Divination Lore (Tarot). A successful Divination
Lore maneuver, and the Gamemaster informs
Colwyn’splayer that the Eight of Snvordsforetells
bad luck and entrapment. The interpretation of
thismeaning in relation to the specific questionis
up to the player. (For the interested, the meaning
could indicate being captured by pirates, trapped
in an anchorage by storms or marooned on a
jungle-clad island.)

A separate Divination Lore maneuver should be re-
quired for each symbol whose meaningisto berecalled.

13.2.1 - THE DIVINATION TABLE

GENERAL DIVINATION
MANEUVER CHART

-26 down Spectacular Failure
Disaster strikes. In your attempt at divination, you dam-
age your apparatus through carelessness (e.g., tear a card,
dropthecrystal, loseadie, etc.) and thereadingisruined. All
future attempts at Divination will suffer a special modifica-
tion of -50 until the apparatusis repaired or replaced.

-25- 04 Absolute Failure
Y ouwork theapparatusand produce areading whichyou
are certain is absolutely correct. Your confidence is mis-
placed asthereading iscompletely wrong or utterly random
(GM discretion). Knowing the techniquesis not enough....

05-75 Failure
Y ouwork theapparatusand produceareading. Y ou know
the reading is a random result devoid of any meaning.
Perhapsthe querent will be satisfied with atrusty rendition of
“Y ou will meet adark handsome stranger?’

66 Unusual Event
Y ou work the apparatus and obtain a reading which you
intuitively know is absolutely correct. Unfortunately the
answer does not relate to your conscious question—your
subconscious mind asked a different question!

76-90 Partial Success
Y ou have some flair with divination and your reading is
quiteperceptive. Itisonly 50% accurate (theother 50% of the
reading comprises incorrect or random elements at GM
discretion) and you don’t know which half is correct.

100 Unusual Success
Y ou span the gulfs of time and space and obtain areading
which is 100% accurate. Y ou are so attuned to the whispers
of fate that you even understand the meaning of the reading.
But will anyone believe you, Cassandra?

91-110 Near Success
With time, you might become an accomplished diviner.
Y our reading is 75% accurate (the other 25% of the reading
comprises incorrect or random elements at GM discretion)
and you don’t know which portions are correct.

111-175 Success
Y ou have almost mastered thetechnique. Y our reading is
90% accurate (the remaining 10% of the reading comprises
incorrect or random elements at GM discretion) and you
don’t know which portions are incorrect.

176 Up Absolute Success
Your reading is 100% accurate. All you have to do is
interpret it correctly. Hopefully the querent is paying you
well. Now how about those L ottery numbers, Nostradamus?
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MODIFIERS TO DIVINATIONS

Moadifiers: Divining the Past (Evoking)

Timeinto Past Difficulty M odifier
12 hours .....cceveeeveneeeennes Routine .......ccooeovveneicnenenne. +30
o = Basy ..o +20
TWeeK .o Light oo +10
2WeekS ..o Medium ... +0
Imonth ...ooeeviiniieeee Hard ..o -10
3months.......cccooeveenenne. Very Hard ... -20
6 months........cccoeveenenne Extremely Hard ................... -30
1year oo Sheer FOIlY ..o -50
10 YearS...ccoeeveeerieeines ADSUM ... -70
30YearS. ..o Above Absurd...........ccoune. -80
50 Years.....coveerenennnn Above Absurd...........ccou... -90
100 YEAX'S ...cvrveveeririreenns Above Absurd..........ocuu... -100
for each additional century inthepast ................. -10
Factor impactswhole culture ...........ccccvevvvieienne +10
Factor impacts only a group of people.................. +0
Factor impacts only asingle person ..........ccce...... -10
Moaodifiers: Divining the Present (Scrying)
Scryer and Subject Difficulty M odifier
HTOR = = ROULINE ..o +30
IO OR (== S EaSY .o +20
1,000 feet ....ocoveerrerecennns Light ..o +10
Imile e, Medium .....ccoeeeriereeiiennes +0
10 miles.....cocvrvevirieee Hard ....coeeiecciceccenen -10
50 Miles....cccovvevireinene Very Hard .....ccoooeviieiinn, -20
100 mMileS....ccoevvrerrennnen Extremely Hard ................... -30
500 miles......ccccevvveenene Sheer FOIlY vevvvieieee, -50
1,000 miles.......ccccverunee ABSUrd ... -70
5,000 Mil€S......covvvrrrvnnae Above Absurd...........cccevnee. -80
10,000 miles........cccruee.. Above Absurd...........cccoevnee. -90
more than 10,000 miles .... Above Absurd................... -100
Moadifiers: Divining the Future (Divining)
Timeinto Future Difficulty M odifier
10 MINUEES....cveereencnee RoULINg .....ccovriieeeeene +30
30 minutes.........cooeeeee. Basy ..o +20
1hour ..o Light oo +10
6hours ..o Medium ... +0
12 hours ...ccoeveeeeveeieencnes Hard ..o -10
o Very Hard .....cocooeeiceine -20
TWeEK .o Extremely Hard ................... -30
Imonth ..o Sheer FOIlY .oovieiiee -50
6 months.........cccoeveenene ADSUN ..o -70
1year o Above Absurd...........cco....... -80
Syears...einennene Above Absurd...........ccc....... -90
10 YEArS ..c.oveeeeerieieienn Above Absurd.................... -100
for each additional decade into the future............. -10
Factor impacts whole culture............cccceevevevenee -30
Factor impacts only a group of people.................. 50
Factor impacts only asingle person...........c.c........ -70
Preparation Modifiers
Reader has cleared mind

of extraneous thoughts ............ccceveereiercieniencne +0
Reader hasfailed to clear mind

of extraneous thoughts* ...........cccoeevirnininnene -20

Reader has prepared for divination by a period of
meditation modify dependent on success of
Meditation maneuver as follows:

Spectacular Failure...........cooeveviieieicieeeee -50
Absolute Failure .........ccouveeeeeeiiceeeee e -30
FalUre oo -20
Partial SUCCESS......c..oecveeeeeeieeireccee et -10
NEar SUCCESS .....coeeerieeeieee e +0
SUCCESS ...eeeteee et ettt e e e et e +10
ADSOIULE SUCCESS.......veeiiveereecteicreectee e +20

(For special resultsthe GM should
assign a suitable modifier)
* : includes making a Divination maneuver on this same
or related topic in the last 24 hours.

Question Modifiers

Well-posed qUESLION .......ccceveereeeeeeeeece e +10
[11-posed QUESION ......cccvveeeriereeeeeeeeee e -10
Difficult to ansSwer* .........ccocevvevnieneieneeneenene -30

* : Question cannot be easily answered using the symbolism
of the technique

Prior Subject Knowledge M odifiers

No prior knowledge of Subject ..........cocecevennnee -40
Limited prior knowledge* ........c.cccovvevenncnnnnes -20
Some prior Knowledge ........ccovveereininninennene +0
Familiar with the Subject ..o +10
Very familiar with the Subject ..o +20

* 1 A verbal description of abeing, location or item

T : Met the being, seen the place or item once

¥ : Visited place, acquainted with being, examined item
§ : Studied Subject

Complexity of Method M odifiers
Attempting to €elicit only 1 piece

of INfOrMation ........cccvevvennensie e +10
Attempting to elicit 2 pieces of information ....... +5
Attempting to elicit 3 pieces of information ....... +0

(e.g., athree card tarot spread)
Attempting to elicit four or more pieces of

information................ -5 for each item after the third
(e.g., a21 card spread would have a-90 modifier!)
Miscellaneous M odifiers

“attuned” to divinatory apparatus once................ +0
“attuned” to divinatory apparatusregularly ...... +10
never “attuned” to divinatory apparatus............. -20
apparatus contaminated by another aura............ -40

(e.g., crystal exposed to sunlight,
Tarot deck used by another reader, etc.)
quality of apparatus.........ccccceeveevrereerennnn +20t0-20
(e.g., hand painted Tarot deck, jewel dice,
to vellum scraps with card symbols noted
upon them etc.)

apparatus has been used for trivial questions..... -20
apparatus has been used for gambling ............... -40
Special Dowsing M odifiers

dowsing fOr Water ........cccceveveeveeeneciene e +20
dowsing for other substances..........cc.ccoceeevevnenen. +0
dowsing without a sample of the substance

(2= LRIV = o -20

dowsing for an item or person...........ccceeeeenene -30




13.2.2 - ASTRAGALOMANCY

Astragalomancy (asdescribedin Section 3.4.) involves
thethrowing of either two or threesix-sided dicewithonly
the dice landing within the circle being counted. Follow
the procedures below to simulate an Astragalomancy
reading. These procedures should only be followed after
the diviner has successfully made a Divination manever.
Failure of the Divination maneuver resultsin no reading
(or ameaning that is completely unclear).

Notethat you smply chooseto havetheplayer roll two or
three six-sided dice. However, the advantage of not doing so
is tha the systems presented below present a buffer of
informationthat the GM canusefor dramatic presentation. If
theplayer actualy “tosses” somedice, the GM must manipu-
latethefacesto givethereading that hewants (for thestory).
Usethemethodsbel ow givesasimulationthat canbeusedin
amuch more dramatic way.

Whenusing either method, if all thedicefall outsidethe
circle, the diviner may make one further divination at-
tempt. If thisalso fails, al Divination maneuvers for the
next day will suffer a penalty of -50.

AsTrRAGALOMANCY Using Two Dice

First Roll (2d10)*

2-7: Both diceland withinthecircle—roll two six-sided
dice or choose areading from 2 to 12.

8-10: One die lands within the circle, the other lands
outside—roll one six-sided die or choose a reading
from1to 6

11+:; Both dice land outside the circle—no reading.

* . Subtract the number of ranks the diviner has in
Divination (Astragalomancy).

Result Meaning of Reading
S Commonsense
2 e Fortune
K OO S Wisdom
Ao Patience
LG JP S No
G J R Yes
T e bbb Caution
B s Foolishness
D e Possihility
JO e Doubt
5 OO RR Belief
12 s Certainty

ASTRAGALOMANCY UsiNG THREE Dice

First Roll (3d10)*

2-9: All three dice land inside the circle: roll three six-
sided dice or choose areading from 3 to 18.

10-11: Twodicelandinsidethecircleand onefallsoutside
the circle but upon the table: roll two six-sided dice or
choose areading from 2 to 12 but do not place al your
trust in the reading.

12-13: Twodiceland insidethecircle but onefdlsoutside
the circle and onto the floor: roll two six-sided dice or
choose areading from 2 to 12—future misfortunes are
indicated

14-15: Onedielandsinsidethecircleand the other twofall
outsidethecirclebut uponthetable: roll onesix-sideddie
or choose areading from 1 to 6—future misfortunesare
indicated

MENTALISM
COMPANION




16-17: Onedielandsinsidethecircle, onelandsoutside
the circle, and one falls onto the floor: roll one six-
sided die or choose a reading from 1 to 6—future
misfortunes are indicated

18-19: One die landsinside the circle and the other two
fall outside the circle and onto the floor : roll one six-
sided die or choose areading from 1 to 6—the querent
will be beset by great misfortune

20+: All the dice land outside the circle: No reading

* : Subtract the number of ranks the diviner has in

Divination (Astragalomancy).

Result Meaning of Reading
L No reading
2 e ————————— No reading
3 An unexpected but pleasant surprise
Ao Disappointment or misfortune
B An unexpected fulfillment of awish
B e Material loss and misfortune
T s Setbacks and scandal
B Enemies and injustice
1S I Love, marriage and reconciliations
10....... Births, domestic happiness and promotions
i Partings and illness
12 e Fortunate tidings
13 Grief and sorrow
14 Friendships strengthened or created
15 s Temptations
16 e Safe journeys
S Changes
18 Success and happinessin all things

13.2.3 - CRYSTALLOMANCY
AND SCRYING

Threetypes of readings may be obtained through the use
of crystallomancy: images of colored cloudsin the crystd,
symbolicimages or sequences of events. Follow the proce-
dures detailed below to smulate a crystallomancy reading.
These procedures should only be followed after the diviner
has successfully made a Divination manever. Failure of the
Divination maneuver resultsin noreading (or ameaning that
iscompletely unclear).

First, roll d100 and add the number of ranksthediviner
hasin Divination(Crystallomancy). Theresult will tell you
whether thediviner seescloudsor symbols(and how many
of each). Thenroll d10 ontheappropriatetabletodetermine
exactly what the image is. After determining what the
image is, the Gamemaster should determine where in the
crystal the image appears (roll on the appropriate table
below to determine the location).

Note that the Gamemaster should feel free to substi-
tuteany imagethat hedeemsappropriate (and assign any
meaning he deems appropriate). The lists below are
given as examples.

HOW MANY IMAGES
d100* Result
0L =25 e 1 Cloud Image
25 =50 i 1 Symbolic Image
L R S 2 Cloud Images
B4 —T75 e 2 Symbolic Images
T6 =85 3 Cloud Images
86 =95 3 Symbolic Images
96— 98 4 Cloud Images
99 —100.....ccirrrrrereererreereenenns 4 Symbolic Images

* : Add the number of ranks the diviner hasin
Divination(Crystallomancy).

MEANINGS OF CLOUD IMAGES

Cloud Color Meaning
White Clouds................. Good fortune
Black Clouds .................. Misfortunes
Violet Clouds.......c.oeeeirerieinenns Ease
Green Clouds.........coevveevrienienne Safety
Blue Clouds .......ccccoevvevvieceseiennn Joy
Red Clouds ........ccocevvierieennns Danger
Orange Clouds........cccccevvvennnee Sorrow
8 e Yellow Clouds..........c..... Difficulty
Rising Clouds ........... Positive answer
Falling Clouds ......... Negative answer

MEANINGS OF SYMBOLIC IMAGES

d10 Symbol Meaning
1o ANCNOF <. Hope
2 Bird oo A message
3 Crown.....ccccoeeeeeene Glory or responsibility

Longevity
8 SKUll . Wisdom or death
9 e Snake ..o, Health or temptation
10 s SWOIAS ..o Quarrels

(For more symbols see the tasseography table)

MEANING OF EVENTS
IN THE CRYSTAL
d100 L ocation (and M eaning)
01 — 25Front: Image relates to the present or future
26—50....ccccirinn Back: Image relates to the past
B1—75 s Right: Image is symbolic
76—100.....cccomierennns Left: Imageis not symbolic




13.2.4 - TASSEOGRAPHY SYMBOL IN THE READING fgcgolgss
In constructing arandom reading using tasseography, a
roll should be made to determine how many symbolsare | g100  Symbol M eaning Efeg:ﬁilons
present. Each symbol should be randomly rolled or se- | 0104  Ant ... Success through perseverance y =
lected from an appropriate symbol table and afurther roll 05-08 A series of minor anxieties Predictions
shouldb e m.adem determineif thesymbol hasany special 0912 BEE ..o Social success by Spells
characterlst_lqs Theseproceduresshouldonly befo_llovyed 1316 Bell ... Unexpected news—good if near to rim
after the d|y| ner has su.C(_:eﬁs_fuIIy made a Divination | =~ = =7 bad if near to bottom
manever. Fal I ureof the Divinationmaneuver resultsinno 1720 Candle Assigtance from others or
reading (or ameaning that iscompletely unclear). | = = T T the pursuit of knowledge
21-24 Cal.ooooeeieeeeeeeeen Treachery or quarrels
NUMBER OF SYMBOLS 2528  Chermi€S....ccoeeeiieeeeeeeeeseeeeeies A romance
410 Number of Symboalsin the Reading ;93:22 (SIawAn unknoyvnfoe
) F=To o< SO Perils and conspiracies
i No symbols and hence no reading 3740 DOG oo Friends but a friend in need
24 e One symbol if near or at the bottom
BB e Two symbols a-44  Eish Successin all things
T8 e Three symbols U548 FIAQ oo Danger
O e Fqur symbols 4952 Gae... .. An opportunity
L0 s Five symbols 5356  Heat ... Love and marriage
57-60  HOUSE ....coviieieceeeieeee e Security
SPECIAL CHARACTERISTICS 6164  Knife ..o Broken relationships
410 Characteristic Meaning 65-68 Lines . If straight and clear, travel and progress;
. . otherwise uncertainty and failure
R Effect will bemajor B9T2  OWl oo Scandals and failure
2 Sl T Effec _W”I beminor 7376 RiNG.ccoovveirrereririens Completion or marriage
3 TranpaAENt .o Resingisvery likely to ocour T7-80  ROSE ...ooieeetieeeeeeee e Popularity
4. Blurred .......ccocveieneee Reading is unlikely to occur 81-84 Shoe ... Improving circumstances
5 v NETIMOFCUD v Conoarmstnepresent || o 66 Gl tOn oo IIl health
o ImmBQI aefuture 8992  SPOON .ceereiiieeeeee e Generosity
6 Neer bottom of ap........ Concems the distant future 93-96 Triangle....ccocenererennene Pointing up is a pleasant
7 ... Near or pointing .........ccccee.ee. Concgrns querent or is surprise, pointing down is
towards handle of cup  approaching the querent unpl easant
8 ...... Near or pointing away .............. Concerns querent or 97-100 Whed ............... If complete, indicates success,
from handle of cup isleaving the querent if broken, indicates failure
9. At bottom of cup .....coevrieerene. Grave misfortune
10 .... Rall twice on thistableand
reroll if results are inconsistent PREDICTIONSBY SPELLS

. W g y Therearethreebr(_)a_d classesof predictivegpellsinthe
= W [// = RMSS name!y. Anticipate-type spells, Intuitions-type
) spells, and Divination-type spells. Each of these types
will be discussed separately.
Of al the predictive spells, the Anticipate type of
spells posethe least difficulty to the Gamemaster. Such
spells can be considered to be a heightening of the
caster’ s danger sense assisting him in the avoidance of
specific attacks by predicting the direction of imminent
attacks. The caster subconsciously moves or flinches MENTALISM
just before the attack connects. COMPANION
Therelated Anticipation-typespelIsaresimilarly only
usablein atactical situation. The spell description states
that “This results in the caster being able to declare his
statement of intent for the round after hearing what the
target has decided to do.” This meansthat the player of
the diviner character isinformed by the Gamemaster at
the start of the next round of the intended actions of the
target for that round. The target may still change the
actual actions that he undertakes but the penalties for
canceling actions must beincurred. Note the target may




still act before the caster if the target has a higher
initiative result but the caster will still know what the
target intends to do.

The Intuitions-type spells are designed for usein the
“operational” environment (something dlightly larger
thantactical, but still not strategic). Their longer range of
prediction coupled with the fact that the caster gains a
vision of what will probably happen in the very near
futureif hetakesaspecified action can make such spells
troublesome for the Gamemaster.

Thefirstissueisfor the Gamemaster to decidewhat is
the most probable future given the specified action is
performed by the caster. Becase the length of time
predicted by thelntuitionsspellsismeasured in minutes,
quantifying the most probable future can seem to be an
impossible task (there are simply too many different
waysthefuture can comeout in that time). Moreover, as
the caster will probably not perform the specified action
anyway, such effort would be wasted. The solutionisto
decide (in broad terms) what would probably happen,
using the assumption that all participantswill be neither
lucky nor unlucky (i.e., asif all maneuversthat require
dice rolls get an average set of dice results). Event
seguences requiring good or bad fortune (or involving
unexpected decisions by the protagonists) will never be
revealed in the visions of Intuitions spells.

The Gamemaster should also remember that the ad-
jective “most” does not mean that the selected futureis
51% or more likely to come to pass. For example,
imaginethat thereisabag of tiles. Thereare 100tiles; 22
of them are blank and the other 78 are each unique. The
most likely tileto pull out of the bag isablank one (even
though thereisonly a22% chance of that). Thereisonly
a 1% chance of drawing any other (uniquetile), so the
most likely result is that you will draw ablank tile.

Having decided upon the broad shape of the potential
future, the Gamemaster should improvise some details
withwhichtoembellishit. The Gamemaster shouldthen
describe the vision to the player of the diviner character
privately. The vision should be described in realistic
terms rather than symbolic terms and in terms of the
caster’ s expected vision and hearing capabilitiesfor the
future time-frame of interest. Thus, if the caster will
probably have Nightvision cast, then the vision should
reveal what the caster would probably see within the
range of the Nightvistion spell. Otherwise, if the caster
will probably be unable to see during the time-frame of
interest, the “vision” should lack a visual component.
The Gamemaster may add other senses (such assmell or
taste) to the “vision” at his discretion (to increase the
realism). By making the vision so redlistic (rather than
attempting to conceal information by using symbolism),
the Gamemaster can better simulate the descriptions of
foresight in literature and myth. Although the players
can gain more information from redlistic visions, the
divining character runstherisk of seeing himself or his
allies suffer injury or death. Such visions can be pro-
foundly disturbing for the character and may induce
mental stress, nightmares, or trigger insanity (see Sec-
tion 9.3).

The Intuitions-type spells predict the most probable
futureif the caster undertakes an action. However, what
would happen if the caster casts a low-level Intuitions
spell to see what would happen when he casts a high-
level Intuitions spell (thereby negating the necessity of
casting the high-level spell)? To keep from opening this
can of worms, it is much better to adopt the following
principle (this principle should be applied to all evoca
tion, scrying, or divination, by skills or spells):

No divination attempt can reveal the result of any
other divination attempt (or itself).

TheDivinations-typespellsareclosestin naturetothe
Divination skill. With these spells, the caster must pos-
sess the appropriate apparatus (a set of Tarot cards,
astragals, runestones, or whatever). The spell either
directsthecaster to produceagivenreading (guiding the
caster in selecting the cards) or causes the apparatus to
produce the reading (guiding the throw of the astragals,
the patterns of the tea leaves), and the reading is ex-
pressedintermsof the symboliclanguage of the particu-
lar technique. While this spell removes the need for the
caster to possess a highly developed Divination skill,
interpreting thereading may demand significant Divina-
tion Lore and player imagination. One notable differ-
ence between the spellsand the skill isthe statement that
“Thepredictionwill beaccurate 25% of thetimeplus1%
per level of the caster” when produced by aDivinations
spell. This entails some degree of story commitment
upon the part of the Gamemaster but has been included
toreflect the higher accuracy which should be available
through magic. In Section 13.1, it was noted that player
character actions, unusual events or external agencies
could derail apredicted future. Onemethod of underpin-
ning the prediction with some story commitment with-
out engaging in overt story manipulation is for the
Gamemaster to limit the number of unusual events or
reactions from non-player characters which might dis-
rupt the prediction. For example, roll a d100, open-
ended for each NPC or sentient outside force that might
influence the outcome of the event. If the result islow,
the NPC will not interfer with the previously predicted
outcome (otherwise, a random element has been intro-
duced that invalidates the prediction). The player char-
acters may negate the prediction through their own
actions anyway.

13.4
OTHER FORMS
OF DIVINATION

Thepredictivemethodsrepresented by the Divination
skill (and related spells) are only a fraction of the
divinatory possibilities which the Gamemaster can in-
cludewithinthestory. Fortunately the other phenomena
are much less likely to be instigated by the player
characters, and may be introduced at appropriate story
junctures by the Gamemaster.




13.4.1 - PREMONITIONS

The mildest and most common form is doubtless the
premonition. These unfocused sensations normally oc-
cur whileacharacter isawake, and may foretell fortunate
events or mortal danger. Premonitions of good-fortune
may find expression in carefree happiness or seemingly
unjustified optimism and sel f-confidence. Premonitions
of peril or ill-fortune may rangefrom asense of forebod-
ing to visceral terror. The event indicated by the premo-
nition will normally be unclear to the characters. The
Gamemaster should usestory presentationto convey the
premonition to the players. Characters with Danger
Sense (or similar talents) will be frequent recipients of
premonitions, other less-gifted characters will receive
premonitions at the whim of the Gamemaster.

13.4.2 - PRECOGNITIONS

Pecognitions are more precise and more visual than
premonitions. They normally occur instatesof reverieor
indreams. However, therecipient will normally believe
himself to be fully awake and alert during the experi-
ence. Theeventsin aprecognition appear indistinguish-
ablefrom real eventsbut are actually only precursors of
future events.

An example of this phenomenaisthe Vardogr (com-
monly experienced in Norway). Events are prefigured
with sounds; for example, footsteps will be heard some
timebeforesomeonearrives, doorswill beheardto open
or close before anyone has passed through, etc. Such
eerie phenomena could beincorporated within the story
in modest amounts to add atouch of theinexplicableto
the game.

13.4.3 - OMENS

In earlier ages, the soothsayers interpreted happen-
ingsin the natural world and seemingly prosaic actions
withominoussignificance. Someof theseportentspassed
into the folklore of the ordinary people (becoming re-
duced in stature to superstitions).

Walking underneath a ladder is considered by the
superstitiousto bring bad luck. The origin of this super-
stition can be dated back to the Egyptian god Osirisand
the Persian god Mithras, both of which ascended into
heaven by means of ladders. The association of ladders
with deities|ed to taboos concerning ladders on the part
of the believers lest the gods become angered. The
enthusiastic worship of Mithras by the Roman legionar-
ies doubtless led to the spread of this taboo throughout
the empire ensuring its survival to the present day.

Anold German saying claimsthat aspider seeninthe
morning bringsillnessand sorrow whereasaspider seen
inthe evening isaharbinger of health and good fortune.
InIreland, aburning coal falling out of thefire onto the
hearth foretells avisitor.

Omensvary from cultureto culturewith themeanings
changing sometimes at every border. A black cat cross-
ing one's path is unlucky in the United States but lucky
inthe United Kingdom. Sometypical omensof good and
bad fortune can be found in the list below.

Goob OMENS
 Batsflying at twilight
« A four-leafed clover
< Burning your fingernail parings(stopsthem being used
for hostile “ sympathetic” magic!)
« Looking at the new moon over your right shoulder
« Carrying arabbit’s foot
« A strange dog following you home
* A peapod containing nine peas
» Hanging a horseshoe outside your house

ILL OMENS
« Emptying ashes after dark
* Giving away awedding present
« Bringing white lilac or hawthorn into a house
« Looking at the new moon over your left shoulder
* Mending a garment while wearing it
* Meeting a gravedigger
* A picture falling or amirror breaking
* Breaking your glass while proposing a toast

As wdll as such smple omens of good or bad luck,
Gamemastersmay wishtoforetell futureeventsinthelives
of the characters through unusual natural phenomena or
animal behavior. Such omensarebestintroduced by incor-
porating them seamlesdy within the normal presentation.

Example A party of adventurers, temporarily
serving as caravan guards, are waiting idly upon
the merchants to complete their transactions so
that the convoy can return to the road. A flock of
wildgeesetakesflight, risingintotheclouded skies.
Afalconswoopsdownuponthegeese, catchingone
unfortunate bird and scattering the others. The
adventurersareinterrupted fromtheir ornithologi-
cal musingsbythemerchantswhoarenowreadyto
leave. The caravans and the outriders move on-
ward to the next market town. The Gamemaster
smiles ... the ambush will occur in three days of
game time when the caravan turns for home.

13.4.4 - PROPHECIES AND
ORACLES

Inthegrandest sense, prophecy isthedivineinspiration of
amorta by adeity (or other powerful spiritud being). The
normal techniquesof divination (aspresentedinthissection)
neither seektoinitiatenor serveasconduitsfor suchinterven-
tion. Similarly, the norma guidelines concerning the possi-
bilities of derailing potential futuresdo not gpply. Prophets,
evenif silenced, can sway the massesto hope, to fear, raise
faith, or cause upheavasin cultureswhich forever dter the
affected societies. Prophecy has the potentia for world-
shattering consequencesand asingle prophecy will oftenbe
aufficient to fuel acampaign for years. Be careful.

Some religions have incorporated deities of prophecy
within their pantheons, and the shrines have become cen-
tersof religiousdivination. In classical Greece, thepriests
of Apolloinvokedthat deity for propheciesconcerningthe
requests of worshippers. The oracle, normally a virgin
priestess, would enter an altered state of consciousnessby
amixtureof ritual and drugs, speaking gibberishwhichwas
supposed to bethevoiceof Apollo. The priestswould then
interpret the voice of Apollo and issue a prediction.
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1352Ct1ignss The ambiguity of the oracles is well-established in 13 S
199, history. Herodotus recordsthat Croesus, King of Lydia, -
136 being unable to come to a decision, sought oracular DI \/ [NATION
Other Forms wisdom. At the time, there were six oracles in Greece,
of Divinaion  and sp Croesussent messengerstoeachwithinstructions COUNTE RMAGIC
Divination  t0 ask the oracleto predict his actions on the same day, Unsurprisingly anumber of countermagics (most can
Countermagic ~ exactly one hundred days after the messengers set off. (tj)e ]:e(l)ungdon the Vision G_ualard s_pell list) have bezg
AFndWord  Theaccuracy of thereply of theOracleat Delphi encour-  d€veloped to protect potential subjects from unwant

aged him to ask about his planned attack upon Persia,
ruled at that time by Cyrusthe Great. He was informed
that if hecrossedtheHalysRiver (theborder betweenthe
two kingdoms), he would destroy a great empire. The
emboldened king attacked and destroyed his own em-
pire.

Inthe context of thegame, oraclesmay be Channeling
spell users (employing Commune-style spells to ascer-
tainthewill of thegods); inwhich casethedonationsare
likely to be exorbitant. In some settings, the oraclesmay
bepriestsusingtheir knowledgeof theworld and caution
to tailor readings to the querent’ s desires.

13.4.5 - COLD READINGS

“ With howmuch easebelievewewhat wewish”
—Dryden

Cold reading is the art of asking provocative ques-
tions, of ng theclient’ sreactions, and thentelling
the client what he wantsto hear. Cold reading has been
practiced for centuries by charlatans who have made a
livelihood from the anxieties of their clients for the
future.

No skill at divining is required, although familiarity
with the principles and procedures will lend an air of
credibility to the consultation and mask the psychologi-
cal analysis of the querent.

Thecoldreader startswork assoon astheclient enters
theroom, looking at the whole person, considering such
aspects as body shape (fat or thin), clothing and espe-
cialy footwear and body posture. Does afemale client
stick out her breast or curl her shouldersto hideit? Does
amale client stick out his stomach or his chest? The
reader looks at the face last seeking signs of happiness,
unhappiness, tension, or worry.

Three assumptions concerning human nature under-
pincoldreading: most peopleunwittingly advertisetheir
social class, wealth, and background through dress,
mannerisms, and gestures; most people hear what they
want to hear as opposed to what is actually said; and
people are more alike than they are unlike. A combina-
tion of careful observation and interpretation coupled
with stock phrases allow the reader to detect the topics
which elicit an eager nod or an unconscious twitch and
should be pursued and ignorethosewhich do not interest
the client. The reader mutters ganeralities concerning
romance, fortune or health, and the client tailors them.

Charlatanry canbeaval uableelementinthedivinatory
framework of the story, especialy in low-magic set-
tings, in both preparing the way for instances of rea
divination and accentuating the magical or quasidivine
nature of true divination. In some cases, if a client
acceptsthe“reading” of acharlatan, theinfluence of the
reading upon the client’s subconscious may cause the
divination to cometo pass. Thus, afraudulent prophecy
can become real if the targets believe....

divination by skill or spell.

The Detect and Feel Divinations spellsin themselves
only warn a caster of an attempted divination, but the
Divination Analysis spell will reveal the identity and
current location of the inquisitive diviner, enabling a
spell user to send allies to persuade the diviner of the
virtues of ignorance and disinterest.

TheFalseAnticipationsspel | canmislead thecaster of
any Anticipate or Anticipations spell. It is often com-
mented that the Anticipate Missile and Anticipate Blow
spells (which provides a +50 bonus to the caster’s
Defensive Bonus) are superior to the Turn Missile and
Turn Blade spells (which only provide a+20 bonus for
the same Power Point expenditure). The seeming dispar-
ity disappearswhenthe Anticipatespellsareused tofend
off the attack of afoe shielded by a False Anticipations
spell. Thespecia bonusisnot only negated but the caster
actually weakens his defensive posture (possibly fa
taly).

The remaining counterspells (namely Conceal Fate,
Cloud Portent, False Portent, and Outside the Weave),
alow a spell user to cloak a potential subject from
divination, obscure the readings obtained by divinersor
evenfalsify thereadings. Inthecaseof FalsePortent, the
player of the character who casts the spell should not
only inform the Gamemaster of thedesired falsereading
but should al so provide the Gamemaster with the neces-
sary symbolismfor expressingthereadingin at |east one
divinatory technique. Thiswill assist the Gamemaster in
tailoring symbolism for that player in the future.

All of these countermagics can be pierced using the
procedure described in Section 11.5.

13.6
A FINAL WORD

Although divination can be one of the most difficult
aspects of the game, the guidelines presented in this
chapter should assist the Gamemaster in surmounting
the problems. The final piece of advice is not to worry
about the theory overmuch, and carry on with
Gamemastering and the story. You will be pleasantly
surprised; even the most hastily improvised divination
can come to pass with a few dice rolls and the usual
muddling through of the player characters. Then, asthe
players relate the actual events to the reading, the un-
planned connections will be self-evident to them, and
they will bejustly astonished at your masterful control of
the story.




ASTROLOGY

Astrology is a very complicated topic. The material
presented in this section is an attempt to address this
topic within the terms of simulating Astrology within a
role playing game.

5141
AN INTRODUCTION
TO ASTROLOGY

To some, the Astrologer profession (as presented in
previous versions of Rolemaster) has always seemed to
lack aproper professional identity in previouseditionsof
Rolemaster. There waslittlein the original base lists of
the profession to suggest any real association with the
doctrines of astrology. The only connection with the
stars was to prohibit the use of certain spells unless the
caster was outside on a clear night when the stars were
visible. Whilesuch spellshavebeenretained and revised
in the new incarnation of the Astrologer, it has been
decided to link one entire spell list to the practice of
astrology for the purposes of divining.

This decision has an immediate impact upon the
introduction of the Astrologer profession into the set-
ting. If the revised profession isto be used (as written),
and to serveauseful function within the setting, thenthe
Gamemaster is required to allow the celestial bodiesto
have some mystical influence upon the lives of sentient
beingsin the gameworld. In short, the predictions made
by astrology must have somereal or believed validity in
the setting, otherwise the devel opment of the profession
would be vastly different.

Whilethevalidity of astrology inthereal world might
be questioned, it is not difficulty to imagine alternate
worldswherethecelestial bodiesdoforetell or influence
the shape of the future. Many peoplein prior erasand in
the contemporary world have believed or do believein
the utility of astrology.

Assuming the Gamemaster is amenable to introduc-
ing astrology within the setting, the effective use of the
revised Astrologer profession demands some knowl-
edge of real astrology (far above and beyond what may
begleaned fromthehoroscopecolumnsindaily newspa-
pers). The purpose of thissectionisto describethemain
types of astrology, give an overview of its history, and
define and explain the key principles of Occidental
astrology . Having prepared thefoundation, youwill also
find guidelines on how to create an unique astrological
framework for your own setting and provide acomplete
example in terms of traditional (western) astrology.
Finally, this section will describe the required game
mechanicsfor using astrology withinthestory andrelate
astrology to other topicsin this volume.

Ui 1402 0
A HISTORY OF
ASTROLOGY

Theastral omens of the ancient Mesopotamian divin-
ers represent the precursor of astrology. The omen
literaturewas codified by the start of the 1st Millennium
BC and gradually spread outside the Middle East to
Egypt, Greece, and India. Buddhist missionaries were
responsible for bringing the doctrines to China, Japan
and other parts of Asia.

The most fundamental period in the devel opment of
astrology was the Hellenistic era (from the 3rd Century
BCtothe3rd Century AD). Babyloniandivinersheganto
employ planetary positions and other celestial omens at
themoment of birth or supposed conceptionto predict the
future life of an individual (as opposed to the king or the
nation). In Egypt, a mathematical mapping between the
universe and the human individual was defined, dividing
the apparent orbital circleof the Suninto thetwelvesigns
of the Zodiac and associating each zodiacal arc with a
given planet. Each sign was attributed to various aspects
of thehuman character in an arbitrary fashion (according
to prevalent mystical speculations), and the planetary
influences combined the characteristics of the ruling
Greek deity for a given planet and the Mesopotamian
omens. Claudius Ptolemaeus (more commonly called
Ptolemy) of Alexandriacompleted the rationalization of
the astrological phenomena by AD 180 and with a few
refinements and additions, western astrological theory
has remained relatively unchanged in two millennia.

With the collapse of the western Roman empire,
astrology disappeared from western Europe until the
start of the Middle Ages (most due to the lack of Latin
astronomical tables).

However, astrology survived because of its earlier
transmission to Indiaand Iran. In India, the astrologers
revised the Greek astrology to make it more applicable
to the Indian caste system and societal values, and
proceeded to increase the complexity of the system by
subdividing the zodiacal signs and introducing imagi-
nary planets (amongst other innovations). In Iran, the
major innovation wasto devel op atheory of astrological
history by applying horoscopesto thewriting of history
of both the past and the future.

The Islamic cultures of the 8th and 9th CenturiesAD
adapted astrological theories from Greek, Indian, and
Iranian sources. Islamic astrology’ s major contribution
was to emphasize “favorable” and “unfavorable” indi-
cations (rather than categorical predictions). Astrology
was attacked by the theol ogiansfor denying both divine
intervention and human free will. Under a sustained
assault, it swiftly declined in the 13th Century.

Trandations of the Arabic texts found their way into
western Europe (via Spain) and formed the basis for
mediaeval astrology. Christian theol ogianswere divided
on the question of whether the prophetic claimsof astrol-
ogy ran counter to the divine will of the Creator. Never-
theless, some of the mediaeval and early Renaissance
popes were amongst its most ardent supporters. In the
15th and 16th Centuries, trandations of origina Greek
treatisesservedtorestoreastrology toitsHellenisticroots.
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Sections With the advent of the Copernican revolution in  vivestoday in the calculation of the birth chart and the
141,143 astronomy and Newtonian physics, astrology lost its  “progression” of the birth chart to predict trends in an
A History of intellectual support and wasrelegated to theprovinceof  individual’s life during a particular year. At its most
Astrology charlatansandfortune-tellers. Thediscovery of theouter  dogmatic, genethlial ogy requiresamechanisticuniverse
Astrology in planets of Uranus, Neptune, and Pluto, which were whereall eventsare dictated by astrological influences.
Action invisible to the unaided eye, compelled astrology to “General” astrology studies the correspondence be-
develop theories incorporating the supposed influences  tween the significant celestial events (such as eclipses,
of the distant planets. Despite the inability of astrology  planetary conjunctions, etc.) to nations and races.
to provideitself with atheoretical foundationwhichcan  Catarchic astrol ogy determineswhether the astrological
be proved correct by scientific investigation, modern influenceswill be favorable or unfavorableif a specific
western astrology has a large following among the courseof actionisundertaken at agiventime. Interroga-
general public (even with only superficial understand-  tory or horary astrology provides answersto aclient’s
ing). question based on the celestial configuration at thetime

of the query being posed.

14.3 - 14.3.2 - THE BASIC
ASTROLOGY IN ACTION HOROSCOPE
Thissection containsguidelineson how astrology can The most fundamental horoscope is the birth chart
work in arole playing game (based in somefashion on  which maps the heavensfor aparticular time and place,
the way it is supposed to work in the real world). themoment of birth of aspecificindividual. To simulate
asimplified system of astrology in game mechanics, itis
14.3.1 - TYPES OF ASTROLOGY necessary to understand in broad terms how a real
The basic purpose of astrology was to inform the ~horoscopewould be calculated.
individual of the future courseof hislifebased uponthe ~Theastrologerfirstdrawsacircle, and drawsasmaller
planetary and zodiacal positions at the moment of birth ~ ircleinsidethis. Thecircumferenceisthendividedinto
or conception. This branch, called genethlialogy, sur-  twelveequal segments. Theastrologer then producesan
Aspect gridwhich isessentially amatrix with the names
G AaVEN (or symbols) of the astrological “planets’ (which in-
,\\ﬂ"r"* g cludes the Sun and the Moon) in the top row and the
b leftmost column (see the sample diagram below).

The astrologer then determinesthelocation, date and
exact time of birth for the client for whom the chart is
being constructed. If the exact time is not known, then
noon isassumed (but thiswill result in many details on
the chart being inaccurate or unobtainable).

The Ascendant and the Midheaven must now be
calculated for the specified location, time and day. The

o Ascendant (or Rising) Signisthezodiacal signrisingon
w the eastern horizon at the moment of birth (and is
Cf-, traditionally placed on the line segment marked A, see
‘{_‘ below). Given the Ascendant, the other signs follow
~ counterclockwise round the chart. The inner circle can
Z now be divided up into the twelve Houses with the first
house occupying the first segment after the Ascendant
(the houses are like the little boxes formed by the two
concentric circles divided by the twelve lines. Each
House represents a specific aspect of the subject’ s life.
TheMidheavenis, ingenera terms,
|P|anet | |Sun | |Moon | |Mercury | |Venus | |Mars | |Jupiter | |Saturn | the Overheaq pol nt_ in the. sky at t,he
moment of birth. Itisthesign that sits
|Square | |N0ne | |C0njuncti0n| |Sexti|e | |Sexti|e | |Sexti|e | right on top of the chart (see below).
- - - Normally, the local birth-time is
[rrine |[savare |[Quincunx ||Quincunx [[None || converted to a standard time such as
[None  |[None  |[None  |[squae | Greenwich Mean Time. This time is
then converted into sidereal time(i.e.,
[sedile |[sexile |[sextile || theactual period takenfor the Earthto
— . rotate once on its axis). The sidereal
Mars lconjum“onl lT”ne l time at the place of birthisthen calcu-
Jupiter Trine lated, and a specia table (called an
ephemeris; whichtabulatesthe Ascen-
Saturn
|Ascendant | |Qui ncunx | |Trine | |Trine | |Quincunx | |Square | |Square | |Qui ncunx |

|Midheaven| |Trine

| |None | |Quincunx | |Trine

| |Opposition| |Opposition| |S@(ti|e |




dant and the Midheaven for given latitudes
andtimesinagivenyear) isthen consultedto
read off the results.

The astrologer now consults the ephem-
eris to read off the positions of each of the
astrological planets with respect to the zo-
diacal signson the birth date. Further calcu-
lations are needed if the precise position of
each “planet” at the exact time of birthisto
be used.

zodiacal signs and the houses should be
marked on the chart (see above). Then, the
positionsof theplanetsshouldalsobemarked
(by placing them in houses in appropriate
locations that match their positions at the
time of birth). The next step isto determine
the Aspectsbetweenthevariousplanets. The
Aspect is the angle between two planetary
positions(and certain anglessuch as 90, 180,
120, 60 degrees etc., are considered impor-
tant in increasing or decreasing the charac-
teristicsimplied by the planetary positions).
The actual angle can be several degrees off
the exact value and still be counted as a
conjunction, an opposition, etc. The birth
chart must now be interpreted.

14.3.3 - PROGRESSIONS
AND SYNASTRY

To determine future trendsin a subject’s
life, the astrologer will “progress’ a birth
chart. A traditional method used isthe“day-
for-a-year” method wherein the positions of the planets
of the planets on the day after birth aretaken to relateto
theconditionsduring theyear after birth, thepositionson
the twentieth day after birth to the twentieth year after
birth, and so forth.

Theprogressed|ocationsof theAscendant, Midheaven
andtheastrological planetsmust becal culated, and these
arerecorded on an astrological chart. The aspects made
between the progressed planets and the planets at birth,
and the aspects made amongst the progressed planets
must be calculated. Asthe Moon moves faster than any
of the other celestial bodiesin the astrological universe,
calculating its position is bit more complicated (its
position must be cal culated for each month intheyear of
interest and any aspects noted). The last stage is to
consult an ephemeristo determinewhether any planet on
any day of the year of interest falls on the same degree
occupied by any planet in the original birth chart. The
wealth of information must now be interpreted.

Synastry deals with the relationships between indi-
viduals and attempts to forecast whether business part-
nerships, marriages and other alliances will be success-
ful based on the astrological influences. The astrologer
will first construct birth charts for each individual in-
volved, andwill then comparethechartstodeterminethe
correspondence between the Ascending and Sun Signs
of theindividuals, and to discover any aspects between
the planetsin the respective charts. It isalso possible to
progress the charts to predict the future trends in the
relationship.
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14.4 =
AN ASTROLOGICAL
TOOLKIT

Astrology is world-specific, relating the positions of
significant celestial bodies to the inhabitants of agiven
world. If we postulate a future where mankind builds
coloniesontheother worldsof thissolar system, thenthe
astrologers of the future will have to develop systems
relating the planetary influencesto the new astrological
centers, such as defining the influence of the Earth-
Moonsystemupontheinhabitantsof Mars. Itisprobable
that extraterrestrial and extrasolar colonies will leave
astrology behind as another outdated superstition of the
homeworld.

For the Gamemaster, the planetary dependence of
astrology is even more problematic. The setting will
often be a fantasy world of the Gamemaster's own
devising or a published setting and this may or may not
have afully devel oped cosmology, describing the num-
ber of visible suns, planets. and moons. Unless the
Gamemaster isusing ahistorical Earth setting, theastro-
logical system will haveto consider different constella-
tions and different planets.

There are three ways of surmounting this difficulty.
The easiest method is to arrange that the astronomical
details of the setting are broadly similar to Earth, and to
use the example astrological system presented in the
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next section asis. It is sensible to alter the names of the
planetsandthe zodiacal signsto protect theinnocence of
theplayers. Thenext methodisviablewhenthesetting’s
astronomical detailsare somewhat different such asone
less planet or an extra moon, say. In such cases, the
example system can be modified as appropriate, by
shuffling planetary influences to the extra moon or
deleting the influences of a specific solar planet. It
involves some additional effort by the Gamemaster but
therewardsof amoreindividualized and intricatesetting
may make such efforts worthwhile.

The final method is to build a complete astrological
system from scratch. This represents a considerable
effort on the part of the Gamemaster and should not be
undertaken lightly. The Gamemaster must first deter-
minethe number of suns, the number of moons orbiting
theworld and the number of visible planets. It isrecom-
mended that the number of astrologically significant
bodiesbhekept aslow aspossibleto reducethe associated
complexity. Each celestia body should be associated
with characteristics that should become the primary
astrological attributes of the celestial body. Next the
Gamemaster should divide the planetary orbit into a
number of equally sized segmentswith aconstellationin
each segment, to produce the equivalent Zodiac for the
setting. Similarly the Gamemaster must determinewhich
portions of the human or nonhuman condition are sub-
ject to astrological influence and then produce a table
describing planetary influence with respect to the posi-
tions of the planets with respect to the replacement
Zodiac and Houses. Finally, the Gamemaster must de-
cide how the planetsinteract with each other in terms of
significant aspects.

Such bold Gamemasters are free to exploit the ex-
ample presented in the next section for ideas. They may
find that consulting complete astrological textbooks on
Western, Oriental, or more esoteric systems may pro-
vide useful information and inspiration.

14.5
AN EXAMPLE SYSTEM OF
ASTROLOGY

Asan example astrological system, asimplified sys-
tem based on traditional western astrology will now be
presented. The Chinese and Indian systems are too
complex and too steeped in philosophy to be easily
translated into game mechanics (and thus are not ad-
dressed here). To convert western astrology into RMSS
mechanics, many of the more intricate details and eso-
teric symbolism have been sacrificed to improve play-
ability. Aficionados of astrology should therefore be
warned to expect only a presentation of the basic ele-
ments.

14.5.1 - SUN SIGNS

The most well-known component of western astrol-
ogy aretheZodiacal Signsthemselves. Most peoplewill
know their Sun Sign, whichisthezodiacal signinwhich
the sun falls at the time of birth. For each zodiacal sign,
the dual attributes found in individuals born under the
sign are concisely summarized below: The sun sign
period is given in brackets.

Aries (21 Marchto 20 April)—Arians are independent,
dynamic, brave, direct and above all urgent. They can
also be selfish, impulsive, impatient, satirical and
unsubtle.

Taurus (21 April to 21 May)—Taureans are practical,
reliable, enduring, persistent, strong-willed, and lov-
ing comfort. They can also be possessive, boring,
inflexible, stubborn, and resentful.

Gemini (22 May to 22 June)—Geminians are intellec-
tual, versatile, lively, talkative, and logical. They can
also be inconsistent, cunning, overly inquisitive, and
superficial.

Cancer (23 Juneto 23 July)—Cancerians are sensitive,
sympathetic, maternal/paternal, cautious, tenacious,
and shrewd. They can also be over-emotional, moody,
and manipulative.

Leo (24 July to 23 August)—L eosare optimistic, gener-
ous, powerful, magnanimous, and dramatic. They can
also be dogmatic, pompous, extravagant, and con-
ceited.

Virgo (24 August to 23 September)—Virgoans are
meticulous, analytical, humane, and modest. They can
aso beinsular, fussy, fastidious, and anxious.

L ibra(24 September to 23 October)—Libransarecharm-
ing, romantic, diplomatic, andidealistic. They canalso
be fickle, indecisive, gullible, and frivolous.

Scor pio (24 October to 22 November)—Scorpios are
intenseand emotional, imaginative, subtle, and persis-
tent. They canalso bejealous, stubborn, secretive, and
uncompromising.

Sagittarius (23 November to 22 December)—
Sagittariansareoptimistic, sincere, open-minded, free-
ranging, and questing for new challenges. They can
also be tactless, extremists, irresponsible, and capri-
cious.

Capricorn (23 Decemberto 19 January)—Capricornians
are reliable, ambitious, prudent, disciplined, and hu-
morous. They can aso be pessimistic, conventional,
inhibited, and mean.

Aquarius (20 January to 19 February)—Aquarians are
friendly, original, loyal, independent, and intellectual .
They can aso be eccentric, contrary, detached, and
opinionated.

Pisces(20February to 20 March)—Pisceansarehumble,
unworldly, sensitive, intuitive, and impressionable.
They can also be careless, impractical, indecisive, and
lacking in purpose.

The more esoteric symbolism mapping the zodiacal
signsto the elements, the masculine and feminine prin-
ciples, and theories concerning theruling planetsand so
forth of the signsare omitted (to reducethe complexity).

14.5.2 - THE HOUSES

In western astrology, the human conditionisdivided
into twelve categories known as the Houses. Zodiacal
Signs and planets which fall within the position of a
given House as represented on a birth chart will influ-
encethat portionof theindividual’ slife. Each Housewill
be briefly described:

First House—This covers the personality, identity,
health, appearance, and outlook.



Second House—This covers possessions and the
individual’ sattitude towards such worldly goods, and
emotionsin general

Third House—This covers the family, education, and
short journeys. It is also associated with the mind.

Fourth House—This covers the beginning and end of
life, thehome, theland, and theindividual’ sprivatelife.

Fifth House—This covers creativity, children, plea
sures, enterprises, speculation, and love affairs.

Sixth House—This covers work, attitudes to subordi-
nates such as servants and vassals, and the physical
health of the individual.

Seventh House—This covers relationships, including
marriage and business partnerships.

Eighth House—Thiscovesbirth, sex, and death; itisalso
associated with crime and large financial enterprises.

Ninth House—This covers intellectual and physical
exploration (in terms of distant travels), and is also
associated with the conscience and dreams.

Tenth House—Thisisassociated with ambitions, public
life, social status, and responsibilitiesoutsidethehome.

Eleventh House—This is associated with friendships,
acquaintances, intellectual pleasures, and hopes.

Twelfth House—This is associated with the subcon-
scious and the hidden secrets of the individual.

Although not one of the Houses, the Midheaven,
which may or may not be in exact alignment with the
Tenth House, representsthose aspectsof anindividual’s
life over which the individual has little or no control.

14.5.3 - THE PLANETS

Traditionalywesternastrology hasnumbered seven*plan-
ets’ asthekey agtrologicd influences. The* planets’ include
the Sun, the Moon, Mercury, Venus, Mars, Jupiter and
Saturn, andtheinfluenceof each planet” intheSignsandthe
Houses will now be summarized (with each house shown
bel ow eachplanet). Theouter worldsof Uranus, Neptuneand
Pluto will not beincluded (for purposes of smplicity).

THE SuN
It is the source of life, and associated with dignity,
health, and |eadership.
Keywords. Power, vitality, and self-expression
The Sun through the Houses:
1. Inward-looking, with the potential for selfishness

2. Ambitious for material gains with possibility of
avarice

3. A lively mind and eager to communicate

4. Happiness in home and family life with risk of
conservative attitudes

5. Creativity and enjoyment.

6. Good health

7. Friends and enemies, and successful partnerships

8. Aninterest in the occult and mysticism in general

9. Highideals and distant travels

10. A desire for success and status

11. Clear-cut objectives and success in group activities
12. Withdrawal from the world.

For informationonthe SunintheZodiac Signsconsult
Section 14.5.1.

Section 14.5

THE MooN
It is the mirror of life, and associated with cycles,
habits, fertility, home and family.

An Example
System of

Keywords: Response, instinct, and fluctuation Astrology

TheMoon Through The Houses:

1. Imagination, moodiness and changeability

2. Fluctuations in income and persuasiveness

3. Restlessness and curiosity

4. Strong interests in the family and ancestry

5. Creativity in cycles, and fondness of children
6. A desire to serve, and occasional illness

7. Popular, changeable and indecisive

8. A desirefor security with risk of preoccupeation with
death

9. Philosophical.
10. Fleeting or long-lasting fame

11. Membership of societies, and many friends and
some enemies

12. Discomfort in strange environments, and desire
for seclusion
TheMoon in the Signs:

Aries. Selfish, impetuous, sincere, enthusiastic and
prone to accidents

Taurus: Loyal, stubborn, timidity and favorable
finances

Gemini: Perceptive, versatile, and indecisive
Cancer: Possessive, totally devoted, and sensitive

Leo: Honesty, affectionate with risks of conceit and
over-indulgence

Virgo: Insecure, timid and meticulous attention to detall

Libra: Sociable, courteous, indecisive, and seeking
approval of others

Scorpio: Determination with risksof pride and jealousy

Sagittarius: Optimism, independence, naiveté and
acute judgment

Capricorn: Inhibitions, prudence, gloominess and
austerity

Agquarius: Unconventional, detached, and originality

Pisces. Sentimental, gentle, impractical, and self-
indulgence

MERCURY
It is the messenger, and is associated with reason,
logic, dexterity and emotion.

Keywords: Communication (mental and physical)

Mercury through the Houses:

1. Self-conscious and intellectual energy

2. Over-commitment in financial matters

3. Communication and education

4. Thrift and family values

5. Emphasis on romance and pleasure

6. Anxious concerning day-to-day problems

7. Emphasis on partnerships and relationships

8. Perception of hidden motives

9. Always new possihilities for advancing learning
10. Emphasis on status

11. Emphasis on responsibilities for societies and groups
12. Guardedness and insecurity

MENTALISM
COMPANION
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Mercury in the Signs:

Aries: Quick-thinking, inventive, impulsiveness and
insufficient planning

Taurus; Assimilation of facts, practicality, refine-
ment, and inertia

Gemini: Perceptive, versatile, persistent, but some-
times superficial

Cancer: Intuitive, imaginative, tenacious opinions,
and looking to the past

Leo: Broad-mindedness, responsible, with risk of
rudeness and inattention to detail

Virgo: Analytical, skepticism, hyper-criticality and
pedantry

Libra: Diplomatic, seeking compromise, possibly
weak-willed

Scorpio: Incisiveness, shrewdness, and potential
fascination with darkness and the underworld

Sagittarius; Honesty, bluntness, a constant need for
mental stimulus

Capricorn: Rational and serious, aspirations for
specific objectives

Aquarius: Good judge of human nature, but eccentric
and erratic in decision-making

Pisces. Impressionable, forgetfulness, and secrecy.

VENUS
It is the goddess of love, and associated with love,
partnerships, pleasures, possessions, and morality.

Keywords: Harmony and unison

Venusthrough the Houses:

1. Great charm and beauty, but may like to be spoiled.
2. Valuing possessions and talents.

3. Valuing friendship and family relationships

4. Domestic comfort and strong ethics

5. Many love affairs

6. Good health

7. Harmony and happiness in family, finances or
public life

8. Valuing life and sensuality

9. Valuing enthusiasm, and a propensity for travel

10. Valuing status, and successin career.

11. Valuing friendship, but risk of over-idealismin
group situations

12. Valuing seclusion, and possibility of secret love
affairs

Venusin the Signs:

Aries. Magnetism, idealism, and impulsivenessin
finances

Taurus; Faithful, sensual, possessive and loving luxury

Gemini: Generosity, flirtatious, inconsistent and
speculativein trade

Cancer: Ingtincts to nurture and to cherish, tendency
to prudence in finance

Leo: Lavish, romantic, with risks of jealousy and
claustrophobia

Virgo: Inhibited, with a sound business sense

Libra: Attractive and gracious; in love with loveitself

Scorpio: Loyalty and passion; risk of self-indulgence

Sagittarius. Idealism and adventurous; dislike of
commitments

Capricorn: Reserve and pride; sacrificein love for
other advancement

Aquarius. Detachment inlove, though helpful to others
Pisces. Ruled by the emotions, generous to a fault

MARs
It is the warrior, and associated with competition,
action, aggression, construction and initiative.
Keywords. Energy and initiative
Marsthrough the Houses:
1. Self-assertive, competitive, accident-prone
2. Ambitious for material wealth, and a big spender
3. Restlessness, risk-taking, debates and arguments
4. A need for domestic security
5. Impulsive, falling in and out of love.

6. A conscientious worker expecting equal efforts
from others

7. Induces strong reactions from others

8. Importance of money, life, love and death
9. Desire for physical and mental exploration
10. Ambition to be the best, and ruthlessness

11. Helpful to friends, friendships will be easily made
and lost

12. Secret energy, limited or restricted, rebellion

Marsin the Signs:

Aries: Didlike of routine; prone to accidents through
haste

Taurus: Obstinate, temper slow to rouse but difficult
to control

Gemini: Variety, changesin vocation, failure to finish
through impatience

Cancer: Ambitious, tenacious, protective, with risk of
tension

Leo: Courageous, dramatic; over-enthusiastic,
bombastic

Virgo: Perfectionist, ambitious, but risk of frustration
and needing direction

Libra: Fluctuationsin energy; paradox in meansto
ends

Scorpio: Deep emotions, tending to cruelty if
thwarted

Sagittarius: Outrageous, skepticism, burning the
candle from both ends

Capricorn: Sustained effort, attracted to power,
dominating objective

Aquarius: Impulsive, unpredictable, and pioneering

Pisces: Didike of physical action, indecision, self-
sacrifice

JUPITER

It is the prophet, and associated with benevolence,

growth, prosperity and distant travel.

Keywords: Expansion

Jupiter through the Houses:

1. Extreme good fortunein life

2. Fortunate in material matters

3. Good relationships with siblings and students

4. A paterfamilias; good relationships with parents



5. Pleasure, speculation; danger of love of gambling

6. Usually lucky, contented

7. Tendencies to extremism in extravagance, over-
optimism

8. Discerning; the possibility of inheritance

9. Tolerance of others

10. Self-reliance, aleader with risk of being overbear-
ing

11. High aspirations and many friends

12. Successful intellectual efforts conducted in
seclusion

Jupiter in the Signs:

Aries: Sdlf-sufficient, risks of bullying and extrava-
gance

Taurus: A love of good living, risk of self-indulgence
and dissipation

Gemini: Temperamental, crafty, superficial

Cancer: Kindness, generosity, changeable in impor-
tant opinions

Leo: Helpful, dramatic, exuberant and arrogant

Virgo: Conscientious, skeptical, risks of conceit and
carelessness

Libra: Hospitable, sympathy, but can be indolent and
is hopel ess without others

Scorpio: Shrewd, strong-willed, perseverance,
uncompromising, suspicious

Sagittarius: Optimism, intellectual, recklessness,
gambling

Capricorn: Dedication, resourceful, orthodox, with
risk of bigotry and self-righteousness

Aquarius: Philanthropic, revolutionary, unpredictable,
tactless, superficial friendships.

Pisces. Compassionate, benevolence, impressionable,
tendency towards self-sacrifice.

SATURN
It isthe lawgiver, and is associated with responsibil-
ity, ambition, truth and experience.
Keywords: Limitation
Saturn through the Houses:
1. Inhibition throughout the personality. 111-health

2. Money earned only through hard work. Anxiety
over wedlth

3. Fear of the unknown

4. Unhappy home life; anxiety about age

5. Potential for infertility; anxiety about self-expres-
sion

6. A conscientious worker; need to prove oneself

7. Difficultiesin relationships

8. Anxieties about love, financia responsibilities

9. Frustration in travel and concerns about new ideas

10. Ambitions and power; possible ruthlessness or
corruption

11. Anxieties concerning friendships
12. Isolation; private sorrows and unhappiness

Saturn in the Signs: Section 14.5

Aries: Alternating strength and weakness. Need for
tact and cooperation

Taurus: Methodical, cautious; dour, lethargy. Need to
reassess values

Gemini: Systematic, adaptable; bitter, skeptical. Need
for spontaneity

Cancer: Shrewdness, ambition; pessimism, suspicion.
Need to show true emotions

Leo: Honor, authority; haughtiness, megalomania.
Need to enjoy life more

Virgo: Precise, prudent; obsessive, severe. Needs to
learn what is really important

Libra: Patient, impartial, spirituality; intolerance,
insincerity. Needs tolerance

Scorpio: Purposeful, subtle; secretive, brooding.
Needs to forgive and forget

Sagittarius: Dignified, fearless; tactless, cynicism.
Needs to be less self-righteous

Capricorn: Disciplined, responsible; salfishness,
arrogance. Needs to relax

Aquarius; Original, independent; indifference,
obstinacy. Needs to be grateful

Pisces. Humility, sympathy; lack of hope or courage,
moodiness. Needs to maintain agrip on reality.

14.5.4 THE ASPECTS

The Aspects are specific angular distances between
the astrological planets. If the birth time is known
exactly aspects should also be calculated between the
planetsand the Ascendant and Midheaven. Many angles
have been considered significant inthe history of astrol-
ogy but only the six most important will be considered
here. Each aspect hasagiven“orb” which representsthe
number of degreesby whichtherelationship candeviate
from the exact aspect, yet still qualify as an aspect.
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CONJUNCTIONS

Exact aspect: 0 degrees; orb 8 degrees

Planets in the same sign act to concentrate their
influence, either positively or negatively. Conjunctions
are traditionally considered to be neutral aspects.

OPPOSITIONS

Exact aspect: 180 degrees; orb 8 degrees

Planets in opposition accentuate polarities in the
individual’s life and personality, and oppositions are
traditionally considered “bad” aspects.

SQUARES
Exact aspect: 90 degrees; orb 8 degrees
Squareswill indicatetensionsinthecharacter, but this
may add strengthtotheindividual’ spersonality. Squares
aretraditionally considered “bad” aspects.

MENTALISM
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TRINES
Exact aspect: 120 degrees; orb 8 degrees
Trines have a helpful effect on strong characters
emphasizing positive traits but may spoil the weak-
willed. Trines are traditionally considered “good’ as-
pects. Anexcessof trineswasinterpreted by theancients
as an indication of evil.




SEXTILES

Exact aspect: 60 degrees; orb 5 degrees

Sextiles can al so serve to emphasize the positive and
the pleasant, offering opportunities rather than guaran-
teed satisfaction. Sextiles are traditionally considered
“good aspects’.

QUINCUNX OR INCONJUNCTS

Exact aspect: 150 degrees; orb 3 degrees

The quincunx is an unpredictable and unorthodox
aspect linking together signs which have nothing in
common. Thismay indicate the need to reorganize parts
of the self.

OTHER ASPECTS

A host of other aspects (such as the sesquiquadrates
(135 degrees), the semi-squares (45 degrees), the semi-
sextiles (30 degrees), and the now largely ignored semi-
decile, decile, quintile, and bi-quintile) exist but these
will all be omitted from this discussion (to keep things
relatively simple).

Owing to space constraints, the exact meanings of
particular aspectswith reference to specific planetswill
be omitted

14.5.5 - PROGRESSIONS

Inaprogressed chart, thewestern astrol oger notesthe
aspects made between the new locations of the planets
and their origina positionsin the chart created from the
birth date and employsthisinformation to predict trends
in a given month or year. To assist the Gamemaster in
building progressed charts, capsule definitions of the
influences of the progressed aspects will be given. The
definitions will refer to conjunctions, and should be
modified positively for trines and sextiles, and nega-
tively for oppositions and squares. The quincunx aspect
may beimprovised if desired.

Aspects made between a progressed planet and itself
will emphasize the planet’s influence. The progressed
planet making theaspect will exert thegreater influence,
but the prediction will bethe samein broad termsand so
each progression will be listed only once.

Sun Progressed to the Moon—An important period and
atime for magjor changesin life

Sun Progressed to Mercury—A timefor minor changes
inlife

Sun Progressed to Venus—I ndicates marriage, romance
and improved socia life

Sun Progressed to Mars—A period of hard work, good
health, but danger of accidents

Sun Progressedto Jupiter—A timeof advancesin career
and finances, with the risk of over-confidence

Sun Progressed to Saturn—A critical period with in-
creased responsibilities and burdens.

Mercury Progressed to Venus—A period in which new
interests will be developed

Mercury Progressed to Mars—A period of additional
mental energy, impulsiveness and optimism

Mercury Progressed to Jupiter—A period of good deci-
sion-making, study and exploration

Mercury Progressed to Saturn—A period of responsi-
bility, depression and stress

Venus Progressed to Mars—A period for sudden ro-
mance, hasty decisions and impulsiveness

Venus Progressed to Jupiter—A period of happiness,
social and financial success, and phil osophical/artistic
insight

Venus Progressed to Saturn—A relationship with an
older person, financial hardship and avarice.

Mars Progressed to Jupiter—A period of new enter-
prise, potential extravagance and impulsiveness

Mars Progressed to Saturn—A period in which new
planswill beblocked, and atime of possibleill-health,
mental and physical.

Moon Progressed to the Sun—Changes and advance-
ments. Ambitions realized but risk of ill-health

Moon Progressed to Mercury—An opportune time for
new interests, travel and homelife

Moon Progressed to Venus—A time of socia success,
love and emotions.

Moon Progressed to Mars—A time of new energy,
seeking outlets, and vulnerability to accidents and
danger

Moon Progressed to Jupiter—A period of opportunity,
financial success, and safe travel

Moon Progressed to Saturn—A period of depression,
ill-health andinauspi ciousfor beginning new projects.

TheprogressionstotheAscendant and theMidheaven
will be omitted for simplicity. The progressed aspects
between Jupiter and Saturn are rare and the influences
areover along period, and so arenot significant in game
terms.

14.5.6 - SYNASTRY

In western astrology, there are three levels of indica-
torsused in synastry (to assesstheviability of apartner-
ship and rel ationship) and these require acomplete birth
chart for each individual.

Thefirst level of indicator assesses whether therela
tionshipwill besuccessful. Thisinvolvescheckingthree
correspondences on the charts:

1. IsA’s Sun Sign the same as B’ s Ascending Sign?

2. Is A’s Sun Sign also the sign of the Seventh House
in B’s chart?

3.IsA’s Sun in the same sign as B’s Midheaven?

If the answers are positive, the immediate success of
the relationship is predicted.

The second level of indicator assesses the tone or
overall compatibility of the relationship. Thisinvolves
checking the aspect made by the Sun in one chart to the
Ascendant in the other chart:

« |f the Sun and Ascendant are in the same sign,
similarity in behavior and persondity isindicated.

« If the Sun and Ascendant are in opposition, this
indicates close rapport.

« If the Sun and Ascendant are in square aspect, this
indicates tension.

« If the Sun and Ascendant are in trine or sextile
aspect, the relationship will be pleasant but dull.

« If the Sun and Ascendant are in consecutive signs

(Aries and Taurus), then the subjects lack common

ground.



« If the Sun and Ascendant are in quincunx aspect,
thisis a negative indicator.

The third level of indicator involves calculating the
aspects made by planets in one chart to planets in
another, and assessesthefiner pointsof therelationship.
The materia on the planetary influences and on the
aspects can al be used.

14.5.7 - REDUCING THE
COMPLEXITY

Eveninthisconciseand ruthlessly s mplified account of
western astrology, it is probable that many Gamemasters
will fed overwhelmed by the detail and wonder how they
will ever be ableto handle the remaining complexity. The
following further simplifications are recommended for
those fedling overwhelmed:

1: In birth charts, ignore aspects completely, and only
consider the planetsin the houses and the signs.

2: In progressed charts, only use conjunctions,
oppositions and trine aspects.

3: In synastric interpretations, ignore the planetary
aspects.

Once the Gamemaster is comfortable with areduced set
of details, additiona complexity can be added gradudly.

14.6
INTERPRETING &
CASTING HOROSCOPES

Astrology, like any of the other mantic arts described
in this book, can (and will) require some level of story
commitment from the Gamemaster with regard to the
validity of the predictions, and so all of the advicegiven
in Section 13 is applicable. As ever, thisbook assumes
that the future of the story is not preordained (or to use
an astrological cliché “the stars impel; they do not
compel”).

That said, there are a number of key differences in
astrological divination from the other mantic arts, and
these must be reflected in the story and the game me-
chanics.

Adtrology isananaytical formof divination. Givenvadid
information concerningthesubject, therequired astrol ogical
data, and a knowledge of the astrological symbolism, the
readingisca culated and theresult interpreted. Other mantic
arts require the diviner to achieve the appropriate menta
state, understand the querent, pose the correct question and
arelimitedinaccuracy asthediviner attemptsto read further
into the past or the present. To an adtrologer, a prediction
concerning ten yearsinto thefutureisno moredifficult than
aprediction concerning thetrendsof thenext month, aslong
astheastrol oger hasaccesstotheplanetary positionsfor both
periods.

Producing an astrological prediction in terms of the
game mechanics adheres to the following process. A
spell user with accessto the Starlorespell list can usethe
spellsonthat list to assist in the creation and interpreta-
tion of the horoscope.

The spell user requires three pieces of information con-
cerning thesubject whosehoroscopeisto becrested, namely
thedateof birth, thetimeof birth, and thelocation of birth. If
only thefirg is known, the horascope will not include the

Ascending Sign and the position of the Houses, and the
interpretation will be limited in terms of information. If the
provided date of birth isincorrect, the entire horoscope will
be incorrect. If either of the provided time of hirth and
location are incorrect, the Ascending Sign and the House
positionswill beincorrect, and the horoscope' svdidity will
be compromised. (Seethe Astrological Divination Maneu-
ver Chart for modifiers). If the date of birth isunknown, no
horoscope can be congtructed. The Determine Birth Place
and Determine Birth Time spells can be used to acquire
accurate birth datafor agivenindividua (but notetherange
isonly 10.

Assuming the spell user has complete birth data, the
character must consult an ephemeris for the appropriate
time period and determine the positions of the Ascendant
andMidheaven. A Very Hard (-20) Basic Math maneuver
should berequired to makethe correct calculations. If the
spell user does not have access to the appropriate astro-
nomical observations recorded in an ephemeris (or other
almanac), aDeter mine House/Sun Sign spell will provide
thereguired positionsand eliminatetheneedfor theBasic
Math maneuver.

The ephemeris must now be consulted for the plan-
etary positions on the birth date. If the spell user lacks
access to such information, an Ephemeris spell will
provide the correct positions. Note that modifiers are
presented below for incorrect or miscalculated astro-
logical positions.

Torandomly generate the positions of the Ascendant
and the planetsin the zodiacal signs, thefollowingtable
can be used:

Roall Zodiac Sign
01-08 ...t e Aries
09-16 ... Taurus
L7-24 oo Gemini
25-32 Cancer
33140 s Leo
Q148 ..o Virgo
AO-56 ..o s Libra
ST-64 ..o Scorpio
B5-72 ..o Sagittarius
T3-80 oo Capricorn
8L-88 ... Aquarius
89-96 ... Pisces
O7-00 oot e Reroll

A real ephemeris would give a result in terms of a
locationwithinthesign exact to the nearest minute (one-
sixtieth of onedegree). For the purposes of Rolemaster,
itissufficient tolocatethe Ascendant or aplanettobeing
somewhere within asign. The lack of precision makes
calculating aspects much easier and allows the Game-
master more leeway in terms of ambiguity and elimi-
nates much bookkeeping.

A Medium Drafting maneuver should now be re-
quired to draw the basic chart, followed by a further
Hard (-10) Basic Math maneuver to calculate the as-
pects, and followed by a second Medium Drafting
maneuver to correctly mark all therelevant aspects. The
Draw Chart and Cal culate Aspects spelswill eliminate
the need for these maneuvers.

The Gamemaster should draw a circle, divide it into
twelve segments and record the information so far deter-
mined. Thisbecomescritical when aspectsmust betaken
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into consideration (asthe Gamemaster needsto calculate
the aspects). The abstract planet location rescues the
Gamemaster from using a protractor to determine the
angles. Instead the Gamemaster must only count the
number of signsthat must be passed through to reach one
planet fromanother (for each pair of planets) to determine
if aparticular aspectislikely. Finaly, hemay usethethird
columnof thefollowingtabletorandomly determineif the
aspect actualy occurs. The Gamemaster may of course
decide that no aspect occurs.

ASPECT DETERMINATION CHART

Aspect
Conjunction................
Opposition....

Probability

The character must now attempt a Divination maneu-
ver to interpret the horoscope and may use Divination
Lore (Astrology) to recall the specific meanings of the
astrological symbols and so forth. The character could
opt to employ an Interpret Natal Chart spell to achieve
afaster interpretation. In both cases, the interpretation
should normally be partialy veiled in astrological lan-
guage. For progressions and synastries, the birth charts
must first be constructed, and the new planetary posi-
tionsand so forth must be cal culated asabove. Againthe
Starlore spell list provides short-cut spells (in terms of
Interpret Progression and Interpret Synastry spells).

76-90 Partial Success
Y ou manageto obtain 50% of theinformation that you can
possibly obtain (based on the available birth data). Y oufail to
correlate the remaining influences correctly (or at al). If the
birth dataiis incorrect, the information obtained isincorrect.

100 Unusual Success
'Y oumanageto obtain 100% of theinformationthat you can
possibly obtain based on the available birth data. If the birth
dataisinaccurate, youdiscover whichinformationisincorrect.
If you made amistake in horoscope construction, you realize
and correct the error, and obtain the desired information.

91-110 Near Success
Y oumanageto obtain 75% of theinformationthat you can
possibly obtain based on the available birth data. Y ou fail to
correlate the remaining influences correctly (or at al). If the
birth dataisincorrect, the information obtained isincorrect.

111-175 Success
Y oumanageto obtain 90% of theinformationthat you can
possibly obtain based on the available birth data. Y ou fail to
correlate the remaining influences correctly (or at al). If the
birth dataisincorrect, the information obtained isincorrect.

176 Up Absolute Success
'Y ou manageto obtain 100% of theinformation that you can
possibly obtain based on the available birth data. If you madea
mistake in horoscope construction, you realize and correct the
error, and obtain thedesired information. It would beashameif
the birth datawas inaccurate after all that hard work....

ASTROLOGICAL DIVINATION
MANEUVER CHART

-26 down Spectacular Failure
If youknow you areworking fromincompleteinformation,
youknow that thishoroscopeiscompletely invalid and should
be ignored. Otherwise you believe completely in the validity
of thereading (which istotally wrong and/or utterly random).

-25- 04 Absolute Failure
If youknow you areworking fromincompleteinformation,
you know that the horoscope should beignored (as only 10%
of theinformationisvalid). Otherwise, youbelievecompletely
inthe validity of thereading (only 10% of theinformation is
valid, therestiswrong and/or random at the GM’ sdiscretion).

05-75 Failure
If youknow you areworking fromincompleteinformation,
you know to treat the horoscope with caution (as only 25% of
theinformationisvalid). Otherwise, youbelievecompletelyin
the validity of the reading (only 25% of the information is
vaid, therestiswrong and/or random at the GM’ sdiscretion).

66 Unusual Event

If you are working from incomplete birth data, you gain
one(and only one) pieceof information fromthechart which
you know to be correct. Caution suggeststhat you ignorethe
remainder of the horoscope. If you areworking from inaccu-
rate data, you realize which data is wrong. If you made an
error, you realize your error and should start again. In al
other circumstances, you produce a horoscope which pro-
vides 50% of the desired information. (the remaining details
are random or do not make sense to you).

MODIFIERS

Birth Data Unknownsor I naccuracies

Correct date, time and location of birth ............ +0
Correct date, but inaccurate or

unknown time or location of birth.................... -40
Incorrect date, but within

one month of correct date.........ccceeevvvvecveenen.. -70
Incorrect date, more than

one month away from correct date................. -100

(Only one of these madifiers should be applied)

Hor oscope Construction Errors
Incorrect calculation of Ascendant

and/or Midheaven .........cccocvvneneinncnecnienns -30
Incorrect calculation of planetary positions.....-30
Incorrect drawing of basic chart....................... -20
Incorrect calculation of aspects........ccocvvcvrenene -30

(These modifiers are cumulative)

Withtheexception of theHorary of spells, the Starlore
spell list achieves by magic what a mundane spell user
can achieve by skill and astronomical knowledge. It
might seemwasteful for aprofessiontodevelopvirtually
an entire spell list for tasks which can be achieved by
nonmagical means. The Starlore spellshavetwo advan-
tages over nonmagical means: thefirst is speed, and the
second is correctness. Attempting to construct a natal
chart by hand is an extremely time-consuming process
which will take professional astrologers between one
and two hours to compl ete. Progressions and synastries
takelonger. The Starlore spells can do the samework in
afew minutes. The Starlore spellsal so perform each task
with complete accuracy, although if the data to be
processed by the spell isincorrect, theresultswill still be
wrong. A spell-assisted horoscope is more likely to be
accuratewithinthelimitsof theastrological systemthan
amundane horoscope.



TheHorary spdlsarethe Astrologer’ sequivaent of the
Seer’s Divinations spells, and should be treated as pre-
scribed in the guiddines of Section 13.3. However the
Horary spells should provide less detail than a full horo-
scope and should only provide alimited prediction on the
favorableor unfavorableastrological influencesduring the
time-frame checked by the spell. For lower-level Horary
spdls, the Gamemaster should either determine or ran-
domly generate one or two astrological influencesthat are
pertinent to the type of query. For the higher-level Horary
spdlls, it isappropriate to determine or otherwise generate
one astrologica influence per significant fraction of the
time period. Such influences could beassimpleasagiven
planet isin agiven sign; more complex appropriate influ-
encesmight include an aspect between two planetsintheir
respective signs. Alternatively, the Gamemaster may elect
toindicatefavorableand unfavorabl etimeswiththehigher-
level spells, rather than providing multipleinfluences. Itis
neither necessary nor appropriate for a Horary spell to
require the Gamemeaster to produce acomplete horoscope.
The Gamemagter’s attention should focus on what story
commitment is involved, and how best to express the
prediction in astrological symbolism.

For full natal chartsand so forth, the amount of effort
involved in producing the entire horoscope can seem
daunting. There are a number of strategies which can
ease the burden (see below).

1. Precomputation: For non-player characters who will
loom large in the story and whaose birth data will become
availabletoaplayer character spdll user, thefirst strategy is
to precomputethe birth chart as part of thenormal prepara-
tionforthegame. Insomecases, itwill besensibletousethe
cregtion of the natal chart to generate the character’'s
personality. It is always advisable to precompute the birth
chart of aplayer character spell user (even if the character
does not yet know his complete and accurate birth data).

2.Rever seEngineering: Inadditionto precomputation,
asecond strategy isto “reverse engineer” the horoscope
based on the known personality of the character in
question. By searching thetables, it should berelatively
easy for the Gamemaster to determine the locations of
the planets and so on to describe the character. For this
to be successful, it isnecessary to have arelatively well
fleshed out personality for the character in question.

3. Triage: The third strategy is only to work out the
necessary planetary positions and aspects required to
encapsul ate the desired meaning, and to randomly gen-
erate the remaining information using the tables. This
transfers the workload for finding the “needle in the
haystack” onto the shoulders of the player characters.
Thisinformation overload will help to obscure the pre-
diction or analysis, keeping the players on their toes.

4. Minimization: The moon or moonswill traverse the
signsof theZodiac at amuch higher ratethantheplanets.
Infact, in aprogressed chart, the positions of the planets
andthesunwill bethe samefor anentireyear. TheMoon
will however change by fourteen degrees every month
(or half a sign’s worth in some direction). Once the
Gamemaster hasgenerated aprogressed chart for agiven
individual for one month of a given year, the progres-
sionsfor theremaining monthsrequireonly theMoon to
be moved around and the lunar aspects recal cul ated.

The Gamemaster should maintain arecord of the horo-
scopes as the playerswill certainly have their own notes.

14.7
THE LIMITATIONS
OF ASTROLOGY

Much hasbeen saidin previous sectionsabout theuse
of countermagic to thwart divination of various kinds.
TheVision Guard spell list and other scattered defenses
cannot protect against astrol ogical divination. Suchspells
protect an individual, an item or a place, but astrology
does not directly attempt to predict the future of such
subjects. Astrology attemptsto predict the astrological
influences at given times and given locations. These
influences may impel behavior and eventsintheworld,
but cannot compel the future.

Thisisthefirstlimit uponastrology. Other manticarts
provide predictions that are more personally attuned to
theintended subject and hencemorelikely tobeaccurate
in specifics. Moreover asastrology calculates the influ-
ences, two different astrologers working with the same
information and the same methods should arrive at the
same conclusions. A king's persona astrologer can
informhisliegelord of what theinfluencesimpel andthe
king can confound his enemies by acting contrary or
differently to the influences. The Roman emperor,
Augustus, wasafirm believer in astrology, having been
informed by an astrol oger named Nigidiusthat hewould
be “master of the world,” and actually published his
natal chart. At the time, it was believed that the death-
date could be calculated from the chart. Shortly after-
wards, heissued alaw limiting the practice of astrology
to prevent mal contents conspiring to assassinate him at
times predicted to be dangerous.

The second limit is the need for reliable birth data.
Even an inaccuracy of four minutesin the time of birth
will alter the Ascending Sign sufficiently to render the
horoscope wildly inaccurate.

Even if the birth data is correct, the horoscope is
correctly constructed, and the subject does not deliber-
ately attempt to void the prediction, the horoscope could
still fail to represent the real astrological influencesfor
two reasons. Firstly the astrological theory could be
incomplete. Other unknown celestial bodies may exist
which have an influence upon earthly events. Secondly
the astrological system could beincorrect. Significance
has been attached to heavenly bodies and geometrical
arrangements over the centuries by a combination of
mythol ogical associ ations, i ntuition, guesswork and stud-
ies of the horoscopes of prominent individuals. A few
erroneous assumptions or atypical individuals could
easily introduce serious flaws into an astrological sys-
tem weakening the accuracy of its predictions. This
represents the third and final limit on astrological accu-
racy within the story.

There are of course other astronomical phenomena
such ascomets, lunar eclipses, and solar eclipses, which
may beastrologically significantinagiven setting. Asit
may not be possibleto calculate their occurrence within
a given settings, such events will often be seen as
portents of great disasters. Theinclusion of such events
in the story should be a conscious and deliberate act by
the Gamemaster rather than a chance roll, and such
happenings should be used by the Gamemaster to signal
pivotal changesin the world.
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15.0

THE TAROT

15.1
AN INTRODUCTION
TO THE TAROT

TheTarot hasbeen usedfor divinationfor centuries. The
cards of the Tarot and the associated esoteric body of lore
havebeenreinterpreted many times. Thereisneither agree-
ment nor evidence to locate an origin for the Tarot. It has
beenvarioudly ascribed tothe Romany peoples, theancient
Egyptians, the Greeks, the preChrigtian religions of Eu-
rope, the Jewish Qabbalitic tradition, and even Indian and
Chinese sources. History recordsthat in 1378, “ordinary”
playing cards were banned by the town council of
Regensburg, and that in 1397, the common peopleof Paris
werebanned fromusing playing cardson ordinary working
days. In 1415, the Duke of Milan commissioned a set of
hand-painted Tarot cards for his own use. The spread of
playing cards and Tarot decks was accelerated through
Europe by the printing press. The Tarot cards received
scholarly examination by occult writersfromtheend of the
eighteenth century onwards.

The Tarot deck consists of seventy-eight cards in total,
arrangedinto four suitsof fourteen cardseach, known asthe
Minor Arcana, and twenty-two cards with their own sym-
balictitle and image, known asthe Mgor Arcana. Asnone
of the Tarot cards are double-headed, it ispossiblefor them
to belaid upside down, and sotraditionally each card hasan
upright and areversed meaning. Divinaion using the Tarot
involves the random selection of cards from the deck, the
arrangement of the selected cardsin apattern (or “ spread”),
and the interpretation of the chosen cards singly and in
combination with respect to the querent’ s question. Before
proceeding further, it is necessary to discuss the traditiond
meaningsof thevariouscards. Themeaningspresented here
should not be trested as definative, there are as many
interpretations as there are Tarot readers.

/2 15.2 5
THE MAJOR ARCANA

TheMagjor Arcanapossessthe greater accumul ation of
esoteric lore and symbolism of the Tarot. Twenty-twoin

all, thecardshavebeen associated with the progress of the
individua throughlifefromtheinnocenceof thenewborn
(i.e., The Foal) to the completion (i.e., The World). The
first eleven are associated with the outward-looking per-
spective of the first half of life; the second half are
associated with inner development and contemplation
(thelast half of life).

THE FooL

The Fooal isthe unnumbered card of the deck. It repre-
sents the unexpected and the spirit of chaos, symbolizing
innocence, potentias, chalengesandnew beginnings. Risks
should be taken without fear, and the unexpected can be
expected.
Reversed: Itwarnsof folly and madness, andtheneedfor

thought before action.

THE MAGICIAN
At only one step from the Fool, the Magician is
entertainer and trickster, with appearances often mis-
leading. It symbolizes new beginnings and progress
towards success, a sense of purpose, willpower and
initiative, and decisions to be made with confidence.

Reversed: It warns against hesitation, trickery and de-
ception, and urges one to confront the real world.

THE HiGH PRIESTESS
TheHighPriestessrepresantsintuition, non-rationd thought
and knowledge, mystic ahilities, the unconscious mind, and
therevelation of secrets. Inaman’ sreading, it cansymbolize
the most important woman in his life. It urges reliance on
ingtincts.
Reversed: Itwarnsagainst over-emationalismandirrational-
ity. Plans should be delayed owing to hidden foes and
obstacles.

THE EMPRESS
The Empressrepresentsthefertility principle and the

Earth Mother. It suggests abundance, security, domestic

comfort, childbirth and motherhood.

Reversed: It represents poverty, insecurity, domestic prob-
lems, over-protection, and setbacks in career or relation-
ships.

THE EMPEROR
The Emperor is a male symbol representing worldly

success, ambitions achieved, and the triumph of will. A

fortunate card for men, it represents a dominant male

influenceforwomenortheir achievement of successthrough
force.

Reversed: It warns against weakness, submission, the
abuse of power and the failure to achieve worldly
ambitions.

THE HiGH PRrIEST
The High Priest symbolizes spiritual power, a wise
advisor, the influence of faith, and the acquisition of
insight and knowledge. It can represent a mentor.

Reversed: 1t warns of poor advice, lies, crisesin faith and
belief systems, and the need to make one’' sown rules.



THE LOVERS
TheLoverssymbolizesstrong emotions, affairs of the
heart, andtheconflict betweenthedesiresof thefleshand
the spirit. It suggests|love, ahappy relationship, and the
need to decide based on the true desire rather than duty.
Reversed: It warns of unhappy love affairs, separations
and the wrong decisions regarding rel ationships.

THE CHARIOT
The Chariot symbolizes victory and conquest over
great odds, and the driving force of destiny. It suggests
movement and travel, optimism, and success through
self-reliance and self-motivation.

Reversed: It warns of arrogance, temper, ruthlessness,
and of travel plansthat go awry.

JusTicE
Justice symbolizesboth the need for sound judgement
and for balance, mercy and punishment. It suggests
successinlegal affairsand other decisions, harmony, the
righting of awrong.
Reversed: It warnsof harshinjustice, ill judgement, and
adverse decisions.

THE HERMIT
The Hermit symbolizes a drawing apart from the
world for re-evaluation. It represents caution, experi-
ence, age, the need for counsel, and prudent actions.

Reversed: It warns against impatience and obstinacy,
and of loneliness. It suggests a refusal to listen to
advice from older and wiser folk.

THE WHEEL OF FORTUNE
TheWheel of Fortuneisasymbol of thevanity of man
and of earthly power. It suggests the advent of change,
with destiny and blind chance bringing good fortune and
an end to current difficulties.

Reversed: It warns of ill fortune, unpleasant surprises,
and a period of adversity.

STRENGTH

This card symbolizes situations of adversity which if
approached with resolution and courage will be over-
come. Strength and courage will battle with and triumph
over hatred and evil. Il health will give way to good
health.
Reversed: It warns of cowardice and of defeat by unfair

means.

THE HANGED M AN
TheHanged Man symbolizesareversal of the expected,
representing risk and sacrifice, and the entry into the inner
sdf for enlightenment. It can suggest a need to accept
circumstances and may prefigureilliness.
Reversed: It suggests aselfish refusal to believethereis
more to life, and warns of adesire for martyrdom.

DeaTH
The Death card suggests transformation and achange
whichisfor thebetter. It can represent harshfate, amajor
changein life, and occasionally death.
Reversed: It signifies enforced change and destruction
without renewal.

TEMPERANCE
This card represents moderation in al things, the
careful control of volatile factors which leads to a
successful conclusions, self-control and harmony.

Reversed: It warns of quarrels, competing interests and
alack of harmony.

THE DeviL
Thiscard symbolizesthetyranny of materialism, lust,
power and greed. It can suggest an immovable obstacle
or overwhelming force which may only be worked
around, disaster and unbreakable bonds.
Reversed: It symbolizes the beginning of freedom and
the escape from addictions and baser impul ses.

THE TOWER
TheTower symbolizesruinand calamity, theshattering of
hopes and high ambitions, the destruction of anarrow view
of theworld, and the inability to stand against divine will.

Reversed: It suggests ruin brought needlessly upon the
individual, and may portend false imprisonment and
oppression.

THE StAR
TheStar symbolizesinsght and hopefor thefuture, enlight-
enment in new directions. It presages good hedth and the
recaipt of giftswhich may be spiritud rather than materid.
Reversed: It suggeststension, pessimism, and anunwill-
ingness to see new horizons.

THE MooN
TheMoon symbolizesthetimeof theirrational mind,
suggesting deceptions that may be perceived and over-
come through intuition alone. This card portends suc-
cessin clandestine love affairs.

Reversed: It represents dangers, lies and hidden en-
emies, and warns against fearing theirrational.

THE SuN
TheSunsymboalizesglory and achievement. It suggestsjoy,
pleasure and good hedth, and illuminationin every sense.
Reversed: It suggests afailure, setbacks along the path
to achievement, or afleeting success.
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JUDGEMENT
Thiscard symbolizesatimeof evaluation. It suggests
worthy goals have been accomplished, the start of a
period of peace and tranquility, and a new beginning.
Reversed: It suggestsregretsand remorse, lost opportu-
nities, the fear of death and illness and an unwilling-
nessto accept change or makedecisionswhen needed.

THE WORLD
The World symbolizes the completion of any task,
and therewards of success. It representsfulfillment and
the moving into a new cycle.
Rever sed: It portendssuccesswhichisyet tobeachieved,
and at worst, ultimate failure rather then ultimate
success, the inability to ascend to a higher cycle.

15.3
THE MINOR ARCANA

TheMinor Arcanacomprisesfifty-six cardsarranged
in the four Tarot suits: Wands, Swords, Cups and Pen-
tacles. Each comprisesten numbered cardsfrom Aceto
Ten, andfour Court cards(Knave(Page), Knight, Queen,
King). The cards of the Minor Arcana have a different
meaning when reversed—thisis normally an opposing
or an extreme version of the upright meaning.

15.3.1 - THE SUIT OF WANDS

The Suit of Wands relates to the mind, the world of
ideas, and the intellect. The suit is associated with the
element of Fire and the spring.

Ace orF WANDS
This card indicates inspiration and the beginning of
enterprises and business relationships.
Reversed: Itindicatesrestlessness, changefor change's
sake, and alack of self-confidence.

Two oF WANDS
This card indicates a successful and prosperous part-
nership or a meeting of minds.
Reversed: It portendsdisagreementsin existing partner-
ships and arguments.

THREE oF WANDS
Thiscard signifiesgood fortuneinthenear future, but
the querent must remain patient a little longer.
Reversed: Efforts are hindered by pride, arrogance and
self-deceit.

Four oF WaNDs
This card represents prosperity and the harvest (of
projects, material or spiritual achievements). It may also
indicate a change to one’'s home.
Reversed: It signifies pointlessness, disappointment,
and unfulfilled expectations.

Five oF WANDS
This card represents challenges, competitions and
opportunities to prove the querent’ s abilities.

Reversed: It portends quarrels and misunderstandings.

Six oF WANDS
Thiscardforetell ssuccessin any project, with greater
rewards than expected for the bold of spirit.
Reversed: It signifiesanxiety for the future and delayed
triumph.

SevVEN oF WANDS
Adversity isforetold by thiscard, but theobstaclescan
be overcome by the determined and the resol ute.
Reversed: The card foretdlls indecision and doubts at the
critical moment, whichmakedefeat certainunlessresisted.

EiGHT oF WANDS
This card symbolizes swiftness, in travel, communi-
cations, and in resolving difficulties.
Reversed: It symbolizes delays and rash actions, and
misinterpreted messages.

NiNE oF WANDS
This card symbolizes stability and strength, which
will allow the querent to be steadfast against opposition
and succeed in the fullness of time.
Reversed: It represents stubbornness, unyielding, un-
compromising and wrong-mindedness.

TeN oF WANDS
Thiscardsignifiesheavy burdenslaid uponthequerent.
Thetasks, if completed, may exact a high penalty from
the querent.
Reversed: It represents hidden enemies and others who
seek only to use the querent’ s willingness.

KNAVE oF WANDS
The Knave suggests atraveler, adaptable, enthusias-
tic, but impulsive and with a short attention span.
Reversed: The Knaveisacomplainer, faithlessin love,
and a messenger of ill tidings.

KNIGHT oF WANDS
The Knight is generous, in love, friendship and war,
swift in all emotions.
Reversed: TheKnightisjealousand belligerent, seeking
conflict.

QueeN oF WANDS
The Queen is creative, active, and accustomed to
organizing, reponsibility, and authority.
Reversed: TheQueenispossessive, tyrannical, vengeful
and ill-tempered.

KiNnG oF WANDS
TheKingismature, strong, and honorable, combining
compassion with justice.
Reversed: The King is aggressive, intolerant, and big-
oted, ruled by baser passions.

15.3.2 - THE SUIT OF CUPS

The Suit of Cupsrelatesto love, sex, marriage, fertil-
ity and the emotions. The suit is associated with the
element of Water and the summer.

Acke or Cuprs
This card symbolizes the beginnings of love, as ro-
mance, marriage, betrothal, or birth.
Reversed: It representstheend of love, andthebitterness
and despair in affairs of the heart.



Two oF Cups
This card symbolizes commitment, with love and un-
derstanding between acouple. In lessemotiona circum-
stances, it foretells cooperation and mutual friendship.

Reversed: It symbolizesseparation, infiddlity and betrayal.

THREE OF Cups
This card represents celebrations, in terms of parties,
meetings, happy reunions, weddings and christenings.
Reversed: It represents promiscuity and wild passions,
and eternal trianglesin love.

Four orF Cups
This card warns against boredom and satiation from
an excess of joy or love.
Reversed: It signifiesan excessin purely physical plea
sures to hide from the fear of loneliness.

Five oF Cups
This card represents sorrow through the loss of a
relationship, but possibilities of new happiness.
Reversed: The card foretells that an unhappy time will
soon end and losses will be recovered with interest.

Six oF Cups
This card represents memory with old acquaintances
returning, prior initiativescomingtofruition, or dgjavu.
Reversed: It warns of nostalgia, the inability or unwill-
ingness to change, and reopened wounds.

SeVEN oF Cups
Thecard heral dschoices, withmany optionsopentothe
guerent. Choose wisely and look beyond appearances.
Reversed: It warns of false hopes, wrong choices and
inaction.

EiGHT oF CupPs
The card foretells the querent must seek his destiny
elsewhere following the wishes of the heart.

Reversed: Thecard signifiesaflight from problemsand
theabandonment of security for an unattai nabledream.

NiNE oF Cups
This card foretells pleasure, happiness, health, popu-
larity and social gatherings.
Reversed: It suggestsvanity, complacency and carel ess-
ness.

TeN oF Cups
Thiscard symbolizes contentment, lasting peace, and
happiness within the family.
Reversed: It foretellsrivalry where once was happiness,
and the weakening of the bonds of family and friend-
ship.

KNAVE oF Cups
TheKnaveisthoughtful and caring, vulnerableandin
need of attention.

Reversed: The Knaveis spoilt and petulant, manipulat-
ing the feelings of others.

KNIGHT oF Cups
The Knight is faithful in love and friendship, of a
poetic temperament, and a bringer of opportunities.
Reversed: TheKnightisfalseinlove, abreaker of hearts,
and of an idle disposition.

QuEEN oF CupPs
TheQueenissympathetic, sociable, and imaginative,
being honest and loyal to those whom she loves.
Reversed: The Queen is deceitful, vain and immoral,
demanding attention.

KiNG oF Cups
The King is sensuous and sociable, intelligent and
intuitive. A patron of the arts, he is generous and com-
fort-loving.
Reversed: TheKingiscunning and hot-tempered, easily
insulted or hurt.

15.3.3 - THE SUIT OF SWORDS
The Suit of Swords relates to activity, strife and the

forging of order from chaos. The suit is associated with
the element of Air and the winter.

AcE oF SWORDS
The card symbolizesthe attainment of goals, withthe
force of intellect and courage triumphing over any ob-
stacle.

Reversed: Thecardforetellsabuse, injustice, maliceand
mental trickery.

Two oF SwoRrbs
The card represents steadfast friendship in adversity,
the balance between opposites and the possibility of a
duel.
Reversed: The card foretells betrayal by atrusted aly
and imminent trouble.

THREE OF SWORDS
The card represents the ending of a relationship and
the clearing of paths. It can indicate surgery in the near
future.

Reversed: The card warns of confusion and worries.
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Section 153 Four oF Sworbs
The Minor The card makes atime of recuperation and temporary
Arcana respite from struggles.

Reversed: It foretellsillness, confinement, enforced rest
or exile.

Five oF SworDs
The card signifiesdefeat and loss, where continuing a
course of action will lead to even greater failures.
Reversed: It foretells arefusal to surrender when al is
lost, and may indicate afuneral.

Six oF SWoRrbs
The card represents travel, and flight from danger,
with immediate difficulties being resolved.
Reversed: It warns of delays, partial success, and igno-
rance of the next direction to take.

SEVEN OF SWORDS
The card suggests cunning and even dishonesty are
necessary to defeat an enemy or overcome an obstacle.
Reversed: It warns of theft and lies. The querent should
guard his possessions and keep his own counsel.

EiGHT oF SwoRrDs
The card foretells bad luck and entrapment. Patience
is necessary.
Reversed: It warns of frustrations and problems wors-
ened by the querent’ s own actions.

NINE OF SWORDS
The card represents cruelty, warning of sleepless
nights, suffering, slander and spite.
Reversed: The querent will refuse help and feel over-
whelmed by suffering.

TEN OF SWORDS
Thiscard portendsruin and disaster, betrayal, lossand
graveill fortune.
Reversed: Thetime of adversity will continue for some
time yet.

KNAVE OF SWORDS
The Knave is intelligent and quick-witted, eager to
learn and able to transform circumstancesto his advan-
tage.
Reversed: TheKnaveisguileful, aspy or slanderer, who
manipulates others for his own ends.

KNIGHT OF SWORDS
The Knight is eloquent and charismatic, impetuous,
swift in deed, insight and movement.
Reversed: The Knight is quarrelsome and secretive.
Seeming honesty covers treachery and falsehood.

QUEEN OF SWORDS
TheQueenisindependent; cleverandcamincrises. The
Queen ishighly perceptive seeing much that is hidden.
Reversed: The Queenishitter and jealous; aharshjudge
of others.

KING oF SWORDS
The King is wise, rational, restrained in displaying
emotions, and apt to seek intellectual diversions.
Reversed: The King is suspicious, a master of intrigue
and deception.

15.3.4.- THE SUIT OF PENTACLES

The Suit of Pentacles relates to wealth, finance and
land. Thesuitisassociated with theelement of Earthand
the autumn.

AcCE OF PENTACLES
This card represents the foundation of material pros-
perity, suggesting windfallsand lucky gainsuponwhich
stability can be built.
Reversed: It is indicative of greed and insecurity, and
warns of unwise speculation.

Two oF PENTACLES
This card suggests ajuggling of resources, with care-
ful management being sufficient to avoid difficulties.
Reversed: It indicates recklessness with regard to finan-
cial matters and gambling leading to possible bank-
ruptcy.

THREE OF PENTACLES
This card symbolizes material achievement through
the application of skill and talent, and may foreshadow
envy from friend and foe aike.
Reversed: It symbolizes talent wasted and an over-
cautious approach.

Four orF PENTACLES
This card symbolizes secure and stable wealth and
pOSsessions.
Reversed: It indicates a miser , envious of others and
consumed by avarice.

Five oF PENTACLES
Thecard symbolizespoverty andfinancial ruinfor the
querent and for others, with fresh opportunities to re-
build elsewhere.
Reversed: It foretells an avoidable bankruptcy or other
loss, and the need for a change in attitudes.



Six oF PENTACLES
The card foreshadows that the querent will benefit
from the financial support of others.
Reversed: It prefigures a sgquandering of material re-
sources and loss of possessions.

SEVEN OF PENTACLES
This card suggests slow but steady growth through
careful planning.
Reversed: It signifiesidleness and vain efforts.

EIGHT OF PENTACLES
Thiscard symbolizeslearning, and achievement of goas
through the acquisition of new knowledge and skills.
Reversed: It indicates impatience and a desire for swift
success at any cost.

NINE OF PENTACLES
Thiscard foretellscomfort achieved through prosper-
ity and shrewd administration of resources.
Reversed: Itindicatesdebtsor comfort obtained fromthe
hardship of others.

TEN OF PENTACLES
The card symbolizes wealth and family honor, and
may foreshadow an inheritance.
Reversed: It prefiguresfamily disputes over money and
outdated traditions.

KNAVE OF PENTACLES
The Knaveiscareful and sensible, thrifty concerning
money and having afirm sense of duty in other matters.

Reversed: The Knaveis awastrel and a scrounger.

KNIGHT oF PENTACLES
TheKnight isconventional, practical, and honorable.
Responsibility isaccepted with steadfast determination.

Reversed: The Knight is boring and unimaginative,
smug in his position and attitudes.

QUEEN OF PENTACLES
The Queenisasensible matron combining generosity
with aliking for luxury.
Reversed: The Queen is possessive and miserly, dislik-
ing change.

KING OF PENTACLES
The King is practical and successful. He remains
unpretentious despite his possessions and is slow to
anger.
Reversed: The King is stupid and unimaginative. He
may be bribed but will make a tough foe.

Je 15400
USING THE TAROT
WITHIN THE GAME

For an aspiring Tarot practitioner, the next step in
using the Tarot cardsisto consider how to combine the
individual card meanings in the divinatory patterns
known as spreads. The Gamemaster has a much more
arduous task—creating the reading in response to a
specific question posed by the player of a divining
character. Of course, the Gamemaster could just provide
aglib answer e.g., “the reading is auspicious, the cards
predict temporary setbacks followed by eventual suc-
cess.” Such answers should be a last resort to be used
only when the Gamemaster cannot find a suitable com-
bination of actual cards which symbolizesthe intended
meaning. Providing adivination in terms of actual card
names not only adds verisimilitude and flavor to the
story, but aso allows the Gamemaster to utilise the
ambiguity of the symbolism and compels players to
work to decipher the meaning.

A Tarot card table is provided at the end of this
section, and this can be used to randomly roll individual
card results. The numbersin square brackets[] refer to
therequiredresult of ad100roll to obtainaspecific card.
Naturally if the card has already been picked, then a
reroll isrequired. Thetable assumesthe complete Tarot
deck isbeing used. The Gamemaster should choose the
cards which appear in a reading, using the table to
interject random cards when a Divination maneuver or
spell is only partialy successful. The table may also
serveasasourceof inspirationfor plotting future events
and microstories in the lives of the characters.

In terms of the story, there are four aspects of Tarot
reading which are germane to the creation of areading:
preparation, the choice of cards, the choice of spread to
use, and special meanings to ascribe to the cards.

PREPARATION

It is a tenet of the Tarot that the diviner must attune
himsalf to the cards, keeping them with him at al times,
meditating upon their mysteriesand studying thelore. The
deck should bewrapped in silk or stored in awooden box.
Thediviner should betheonly personto read thedeck, and
the cards should not be consulted for trivial reasonsasthis
may causethemtoreveal unpleasanttidings. If otherstouch
the cards without the diviner's permission or treat them
with disrespect, the deck will lose its power. The Game-
master should note the use and care of the cards and apply
the appropriate modifiers from the Genera Divination
Chart to any Divination maneuver.

THE CHolce oF CARDS
Inusing the Tarot, thecharacter will either be seeking
agenera reading concerning an overall impression of
the querent’ slife and future events or aspecific reading
which answersaquestion. (Notethediviner can usethe
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Tarot to ask questionson hisown behalf). Depending on
the nature of the reading, the diviner will select some or
all of thedeck, clearing hismind of extraneousthoughts,
andthe querent will shufflethe selected cards (reversing
some), and then will lay out the cards for the diviner to
interpret.

The Gamemaster should decide based onthenature of
the query which cards to consider using in a reading.
Unless the Gamemaster has studied the previous sec-
tions carefully, it is likely that searching through all
seventy-eight cards will be atime consuming and frus-
trating affair. Instead the Gamemaster should only con-
sider portions of the deck such asthe Major Arcanaor a
single Suit in creating a reading. If the divination con-
cerns the personality of the caster, the use of the Mgjor
Arcanais indicated, whereas if the divination is more
“fortune-telling” (per se), the Minor Arcanaisappropri-
ate. For specific questionsrelating to an areaof lifesuch
asprosperity or lovethentherelevant Minor Arcanasuit
(Pentacles or Cupsin thisexample) should be used. The
Gamemaster may choose to describe which selection of
the deck isused in recounting the divination but such an
addition should only add extra realism.

THE CHOICE OF SPREAD

Related to the selection of the cardsisthe choiceof the
“spread.” In performing areading, a Tarot practitioner
selectsaspread which has sufficient slotsto provide the
desired information and then interprets the combina-
tions of cards. In creating a reading, the Gamemaster
should avoid the useof complex spreadsinvolving many
cards. Encapsulating the intended meaning in complex
spreads is much harder than interpreting a complex
spread. Complex spreads require moretimeto construct
asmany more cards must be sel ected to refl ect aspects of
the meaning and the adjacencies of the various cards
must be considered. The more cardsinvolved, the more
information that the Gamemaster has to provide, the
greater potential story commitment resulting from a
successful divination. The smaller the spread, the easier
to construct, and the fewer hostages to fortune. Of
coursg, if the divination is using only a very restricted
subset of the deck or the query isvery specific, asingle
card may be sufficient to capture the meaning.

The simplest usable spread involves only three cards
arrangedinthepattern: 12 3. Thiscan beusedto provide
ageneral reading of thequerent with card 1indicating an
important event or circumstances in the querent’ s past,
card 2 reflecting the current status of the querent in the
present, and card 3 indicating how the querent will fare
inthefuture. The spread can be adapted to only consider
the future: card 1 indicates a future event, card 2 indi-
cates the querent’s reaction to the event, and card 3
indicates the querent’s actions to the future event. If
using this spread to evoke the past, asuitablereinterpre-
tation of the spread to determine the key aspects of an
event would use card 1 to indicate who or what caused
the event to occur, card 2 to indicate why the event
occurred, and card 3 to indicate how the event came to
pass. Dependent on the nature of the question and the
information sought by the diviner, the Gamemaster
should adapt the meanings of the dots in addition to
reinterpreting the capsulemeaningsof thecardstofit the
needs of the response.

Two more complex spreads are the Cross Spread
(which involves six cards) and the Horseshoe Spread
(which involves seven cards). Both of these spreads are
useful in deciding upon courses of action. Thelayout of
the cards and the meaning of the positions are shown
below

The Cross Spread

3

Card 1: the past and influence of the past upon the
question

Card 2: obstaclesin the querent’s path

Card 3: influences working in the querent’ s favor

Card 4: the near future

Card 5: the long-term future

Card 6: the eventual outcome in the querent’slife

The Hor seshoe Spread

Card 1: the past

Card 2: the present

Card 3: hidden influences

Card 4: obstacles to overcome
Card 5: the attitudes of others
Card 6: what the querent should do
Card 7: the outcome

The next spread (the Calendar Spread or Horoscope
Spread) should not be used to provide “off-the-cuff”
spontaneous readings for divination attemptswithin the
game (asit involves thirteen cards). Instead it could be
used asaset-piece, say areading provided by apowerful
NPC diviner which the player characters must interpret
to save the kingdom, or as a means of randomly gener-
ating future eventsin the next year of a character’slife.
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When used to foretell eventsin a querent’s life, the
center card (Card 0) will bethesignificator representing
thequerent, andtheother cardswill represent thequerent’s
future throughout the next twelve monthsfollowing the
reading. When used in thisfashion, the patternis called
the Calendar Spread.

The pattern can also be used as a horoscope to inves-
tigate all aspects of the querent’s life. In this case, the
positions have the following meanings.

Card 0: general influences

Card 1. personality of querent

Card 2: money, possessions, and material concerns
Card 3: short journeys, siblings and learning

Card 4: home life and childhood

Card 5: romance, leisure, and children

Card 6: work, habits, and health

Card 7: partnerships and rel ationships

Card 8: sexuality, inheritance and investments
Card 9: distant travels, philosophy, and religion
Card 10: career and status

Card 11: friends, social life, and hopes for the future
Card 12: secrets and hidden enemies

Other Spreads

Many other spreads such as the Celtic Cross (using
eleven cards) and the Fan Spread (using twenty-one
cards) exist but using these is an unreasonabl e expecta
tion within the constraints of the game.

SpeciAL MEANINGS
In some spreads, cards are chosen as significators to
represent the querent or occasionally another person of
importance in the querent’s life or future. Such
significators should be chosen to match the person in
terms of gender, complexion and personality where
possible. A concise mapping of the significators is as
follows:
« For afair-haired young woman, use the Queen of
Cups
« For afair-haired mature woman, use the Queen of
Pentacles
« For adark and dangerous woman, use the Queen of
Wands

* For adark and sad woman, use the Queen of Swords

« For afair young man or any manin love, use the
Knight of Cups

« For awealthy young man, use the Knight of Pen-
tacles

« For adark young man, use the Knight of Wands

« For a dangerous young man, use the Knave of
Wands

« For afair mature man, use the King of Cups
« For awealthy mature man, use the King of Pentacles

« For amature man in aposition of power, use the
King of Swords

« For adark and dangerous man, use the King of Wands

There are anumber of other special meanings which
are not captured by the card summaries of the previous
sections. In particular, when the entire deck has been
used to providethereading, theratio of Mgjor Arcanato
Minor Arcana cards determines whether the querent’s
destiny isin the hands of inexorable Fate or whether the
guerentisin control of hisowndestiny. Too many Major
Arcana cards and the querent will be subject to the
whims of fate, too many Minor Arcana cards and the
querent isresponsible for his own fate.

Adventuring diviners tend to be interested in such
questions as “When will an event occur?’, “Where is
the nearest inhabited human settlement?’, “How many
enemieswill we face?’. Shown below are afew sets of
special meaningsfor handling such questions (assuming
the Divination maneuver issuccessful!). In handling the
timing of events, the appropriate cards are the Ace to
Ten cards of the Minor Arcana suits. The last such card
laid in a reading should represent the expected time of
the event. The suits have the following meanings:
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Wands = weeks
Pentacles = years

Thusthe Ace of Swordsrefersto an event which will
occur in approximately one month from the time of the
reading.

In handling direction and distance, asimilar rule can
be used, except the number of the card refers to either
miles (or days) of travel. One arrangement for assigning
compass directions to the suitsis as follows:

Swords = North Wands = East
Cups = South Pentacles = West

Note in this system, the deck can only revea direc-
tionsin terms of cardinal points of the compass.

A final useful system ascribes professional classesto
Minor Arcana suits.

Cups = Channeling spell users

Wands = Essence spell users or Arcane spell users
Swords = Non-spell users

Pentacles = Mentalism spell users

Onefinal remark that should be made on the subject
of constructing readings is that players (through their
characters) can occasionally make the Gamemaster’s
task easier by suggesting appropriate systemsfor certain
types of question (for example, relating Minor Arcana
cardstothelettersof theal phabet when using Divination
to name an enemy). I n such cases, the Gamemaster need
only try to fit the answer he intends to provide to the
player characters system. Of courseif the player char-
acters have not alowed for the Gamemaster’ s response
intheir system, the reading may be profoundly mislead-
ing.

Cups = days
Swords = months

TAROT CARD TABLE
[00] The Fool [40] Fiveof Cups
[01] TheMagician [41] Six of Cups
[02] TheHigh Priestess [42] Seven of Cups
[03] The Empress [43] Eight of Cups
[04] The Emperor [44] Nine of Cups
[05] TheHigh Priest [45] Ten of Cups
[06] TheLovers [46] Knave of Cups
[07] The Chariot [47] Knight of Cups
[08] Justice [48] Queen of Cups
[09] TheHermit [49] King of Cups
[10] TheWheel of Fortune [50] Ace of Swords
[11] Strength [51] Two of Swords
[12] TheHanged Man [52] Three of Swords
[13] Death [53] Four of Swords
[14] Temperance [54] Fiveof Swords
[15] The Devil [55] Six of Swords
[16] The Tower [56] Seven of Swords
[17] The Star [57] Eight of Swords
[18] TheMoon [58] Nine of Swords
[19] The Sun [59] Ten of Swords
[20] Judgement [60] Knave of Swords
[21] TheWorld [61] Knight of Swords
[22] Aceof Wands [62] Queen of Swords
[23] Two of Wands [63] King of Swords
[24] Three of Wands [64] Aceof Pentacles
[25] Four of Wands [65] Two of Pentacles
[26] Five of Wands [66] Three of Pentacles
[27] Six of Wands [67] Four of Pentacles
[28] Seven of Wands [68] Five of Pentacles
[29] Eight of Wands [69] Six of Pentacles
[30] Nine of Wands [70] Seven of Pentacles
[31] Ten of Wands [71] Eight of Pentacles
[32] Knave of Wands [72] Nine of Pentacles
[33] Knight of Wands [73] Ten of Pentacles
[34] Queen of Wands [74] Knave of Pentacles
[35] King of Wands [75] Knight of Pentacles
[36] Aceof Cups [76] Queen of Pentacles
[37] Two of Cups [77] King of Pentacles
[38] Three of Cups [78-99] Reroll
[39] Four of Cups
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DREAMS

Ever since man has been ableto articulate hisdreams
(and throughout the world), dreams have held a special
fascination for the human race, shaping the lives of
individuals and forming a vital part of many cultures.
These enigmatic experiences, though often poorly re-
called by the waking mind, have at times been ascribed
supernatural origins as messages, warnings and influ-
ences from divine and demonic agencies reaching the
mortal through the unguarded portals of the sleeping
mind. Priests and soothsayers have attempted to inter-
pret the hidden meanings of dreamsto divinethe future.
Inthemodern era, psychol ogistshaveconstructed el abo-
ratetheorieslinking dreamsto the buried workingsof the
subconscious, with dream interpretation being arevela-
tion of the inner self.

This section will discuss the beliefs of historical and
tribal culturesrelating to dreams (to indicate the diver-
sity and commonality of thetraditions). Thisisfollowed
by a sketch of some psychological theories relating to
dreams. Also covered are the physiological aspects of
deep and dreaming (describing the different types of
dreams). Included next are explanations on how to
effectively incorporate dreams within the story and the
framework of the game mechanics. Finally, a presenta-
tion on an alternative perspectiveon dreams, namely the
Dreamworld is given (a valued component of many
fantasy settings).

-16.1
BELIEFS AND THEORIES
ABOUT DREAMS

This section discusses common and historical beliefs
and theories about dreams.

16.1.1 - ANCIENT CULTURES

The Babylonians considered dreams to be divided
into two types, “good” dreams which were of divine
originand “bad” dreamswhich were of demonic origin.
It wastheresponsihility of the priestsof Mamu (goddess
of dreams) to prevent bad dreamsfrombecomingreality.

TheAssyriansbelieved that dreamswereomens(e.g.,
agift of anempty pot in adream foreshadowing poverty,
agift of afilled goblet presaged children and fame). For
them, “bad” dreams demanded deeds and the exorcism
of the* demon,” which if accomplished would eliminate
the problem. The Epic of Gilgamesh, dating from 2000
BC isthe earliest known account of a series of dreams.

The Egyptiansconsidered real things, not perceivable
by the waking mind, to be the basis of dreams. Part of
their dream mythos has been preserved on papyrus
scrolls, including the distinction between “good” and
“bad” dreams (incantations to protect against the influ-
ences of the latter), descriptions of dreams and their
interpretations. Onescroll interpretsadream about saw-
ing wood as foretelling the death of an enemy and a
dream wherein the dreamer’s teeth are falling out as
indicating that the dreamer’s relatives plot his death.
They divided dreams into three principal types, dreams
of warning (often of illness) and revelation, dreamsin
which the gods demanded the dreamer to perform ac-

tions, and dreamsinduced by ritual. Like other cultures,
the Egyptians employed ritual techniques to attempt to
invokedreamsfromtheir gods, “incubating” thedreams
by deeping on “dream beds’ in shrines, sometimes
fasting or consuming herbal concoctions in advance to
further assist the process.

The Greeks continued thetraditions of distinguishing
between “good” and“bad” dreamsand of dreamincuba-
tion for healing. The petitioner would purify and dedi-
cate himself to the god for two days before entering the
temple, abstaining from sex, eating meat, fish or fowl
and drinking only water. A sacrifice to the god was
demanded beforethe petitioner would beledto sleepon
the skin of a sacrificed animal. It is suspected that the
priests (dressed as gods) would treat the petitioner dur-
ing hissleep. Inthemorning, apriest wouldinterpret the
dreams.

In addition, dreams were also believed to contain
warnings and prophecies from the gods. The Greek
soothsayer Artemidorous Dal dianus(of the2nd Century
AD) produced a book on dreams and their prophetic
interpretationsentitled Oneirocritica(* oneiros’ isGreek
for“adream”). Hestudied dreamer and dream, inquiring
in great detail into the condition, occupation, and back-
ground of the dreamer, and using this information to
shape the interpretation. The Oneirocritica survived the
centuries and with the advent of cheap printing would
appear in readily available editions (of variable fidelity
totheoriginal) whenever dreaminterpretation wasfash-
ionable.

Despite the prevailing beliefs in dream healing and
dream divination, some Greek philosophersheld differ-
ent (and very modern) opinions. Aristotle attributed
dreams to sensory impressions (reduced in the sleeping
state) and hence susceptible to emotional and subjective
distortions. Platowrote, “ Thereexistsin every oneof us,
evenin somereputed most respectable, aterrible, fierce,
and lawlessbrood of desireswhichit seemsarereveded
in dreams’.

Dream incubation and divination were also practiced
elsewhere. For example, the Japanese emperors would
visit a Shinto temple at Usa on the idand of Kyushu to
incubate dreams when faced with palitical problems. In
ancient India, dream interpretation was highly valued. A
chapter of the AtharvaV eda(circa1000 BC) wasdevoted
to dreams, and it notes that the time at which a dream
occurs during the night isindicative of when the predic-
tion will come true: dreams before dawn will come true
sooner than those experienced earlier in the night.

16.1.2 - TRIBAL CULTURES

Thediversebeliefsof theworld’ stribal culturesoffer
a number of interesting perspectives on the nature of
dreams.

Some cultures, such as the Patani Malay people and
the Eskimo of the Hudson Bay, teach that the “soul”
leaves the body during sleep and enters a special
dreamworld. As a consequence, they believe it is ex-
tremely dangerousto wake a sleeper dueto therisk that
the“soul” might belost in thelimbo of the dreamworld,
and for the Tajal people of Luzon, such an action will
merit serious punishment.
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Elsewhere, dream events are believed to beidentica
with redlity. In Borneo, if aman dreamsthat hiswifeis
an adulteress, he may send her back to her father. An
attempt was made on the life of amissionary by aZulu,
who reportedly had dreamed that the missionary had
shot at him. Similarly afriendship wasterminated when
onetribesman of aParaguayan Indiantribedreamed that
the other intended harm.

Many Indian tribes of North America believe that
dreams are revelations of the dreamer’s secret desires
and in some cases (such as the Iroquois, and other
peoplesin other regions of the world) demand immedi-
ate fulfilment. A Jesuit priest of the early 18th Century
reported that one Iroquois Indian, having dreamed that
tenfriendsdoveintoaholeintheice of afrozenlakeand
emerged from a different hole, informed his friends.
Only nineactually survived the execution of thefeat. On
the other hand, the Huron tribe hold that the soul’s
desires are satisfied by expression within dreams.

Contactwith other culturescan alter thedream mythos
of tribal cultures. The Elgonyi of Kenya had, prior to
their contact with the Europeans, paid great attention to
their “big” dreams, whose interpretation guided their
important decisions. But as an old medicine man ex-
plained to Carl Jung, the Elgonyi no longer needed their
dreamsbecausethewhitemanwho ruled theworld knew
everything.

The Senoi tribe of the mountainousjungles of Malay-
siahavean el aborate phil osophy based upon dreamsand
their interpretation. The belligerent neighbouring tribes
even consider the Senoi to possess magic asaresult. For
the Senoi, dreamsdi ctate both thetiming and theconduct
of every important event in their lives. Anthropol ogists
report asociety where personal aggression and violence
are virtualy unknown with the source of the stability
believed to be the dream control and interpretation
techniques taught to every member, including toddlers.

Thefirst principleof their dream control isthat danger
must be confronted and conquered, and in doing so they
overcomefears. A childwhoreportsadreaminwhichhe
flees from an animal will be instructed to attempt to
recreate the dream during his next sleep. This time the
child must stand his ground and attack the animal. He
may call upon the help of dream friendsiif required, but
must not flee.

The second principleallowsthe dreamer to transform
frightening experiencesinto uplifting ones by “advanc-
ing towards pleasure.” Theterror of falling becomesthe
freedom of flying. The doctrine explicitly encourages
sexual satisfaction within dreams, regardless of the
nature of the desires, viewing the dream images as
elements of the self which must be integrated.

The third and final major principle, of achieving a
positive outcome, is to spur the dreamer into changing
adversity into benefit. Thus, if one dreams of being
wounded by afoe, one should not dwell on the fact or
severity of the injury, but rather that the foe has weak-
ened himself by using up his strength.

The Senoi techniques, inaddition to the historical and
contemporary traditions of others, have migrated into
the western world and are being applied by various
experimentalists and “New Age” mystics.

16.1.3 - PSYCHOLOGICAL
THEORIES

Sigmund Freud firmly considered dreamsto form “the
roya road to the unconscious.” His assertion was that
dreams reflected the waking experiences of the dreamer,
theorizingboth ajustificationfor and asystemof interpre-
tation, which formed part of his techniques of psycho-
analysis. Freud divided the human personality into three
facets: the id (representing the childish, primitive and
ingtinctiveaspectswhichpursuethe* pleasureprinciple”),
the ego (representing the conscious, self-invoking logic,
and judgement ininteractionswith theworld, adhering to
the “reality principle’; and supposed to restrain the id),
and the superego (concerned with morality, and abovethe
ego and the id). He hypothesised that during seep, the
repression and censorship of the ego and the superego
wererelaxed, |eaving the sleeping mind under the control
of theid.

According to his theories, dreams were manifesta-
tionsof thedesiresandimpul sesof theuninhibitedid. He
held that dreams had two levels of content, latent and
manifest content. Therepressed desiresof theidformthe
|atent content. Thedetail sof thedream form themanifest
content. Freud considered the manifest content to be
generated from memories (of childhood and infancy
forgotten by the conscious mind but still stored within
theunconsciousmind), fragmentsof theprecedingday’s
experiences (known as the day residues), and physi-
ological stimuli. Accordingto Freudiantheory, themani-
fest content represents a symbolic language for the
expression of the latent content with the enigmatic
dreamimagery serving to prolong theliberation of theid
and veiling the nature of the wishes from the other
portions of the psyche once the deeper awakes (and the
sleeping memories come under the scrutiny of the ego
and superego).

Theanalyst’ sinterpretation of dreamsisfurther com-
plicated by theorized concealment of the latent content
by transposition and ambiguity in the dreaming process
(followed by elaboration and rationalization by the con-
sciousmindwhen reporting dreams). Therecommended
procedurefor enabling the analyst to rel ate and interpret
the dream was to encourage the patient to undertake an
exercisein free association concerning the dream which
in conjunction with other knowledge concerning the
patient would provide the analyst with the requisite
information to understand the patient.

Freud' s theories have caused significant controversy
since his earliest publications, and many psychiatrists
and psychologists disagree with some (or all) of his
work. The very fact that his research was the result of
observationsof hishighly neurotic patientsrather than a
representative sampl eof thegeneral population hasbeen
suggested asthe cause of thecentral preoccupationswith
sex and aggression in his explanations of the human
psyche.

Alfred Adler (aone-time disciple of Freud) posited a
theory of “individual psychology” wherein the indi-
vidual was supposed to be driven by adesirefor power,
moving from the inferiority complex arising from the
child’s lack of control to the superior position of the
adult. Inthistheory, theambitionsof theindividual were
reflected in dreams.



Carl Jung, another sometimediscipleof Freud, agreed
that dreamsinvolved asymboliclanguage, but disagreed
on the source of the symbolism and the purpose of
dreaming. To Jung, the unconscious could be divided
into the personal unconscious (consisting of partial re-
membrances of ideas and thoughts), and the collective
unconscious (comprising “racial memories,” indepen-
dent of culture, present in each individual). The collec-
tive unconscious contained anumber of universal arche-
types, each symbolising some portion of the psyche,
including the horse (the wild and untamable animal
aspect such as the unconscious mind), the mother (in-
stinct, the womb, and nature), the shadow (the
unrecognised and ignored portion of the dreamer—
ignored because the dreamer dislikes what that portion
represents), and themandalaor magiccircle (theself and
its quest for unity and completion). The archetypes
constitute the symbology of dreams.

Dreaming, rather than being complementary to wak-
ing experience as supposed by Freud, was held to be
compensatory by Jung, balancing thetraitsof thedreamer
that were underutilised in the course of waking life.
M oreover the dreaming processisconsidered acontinu-
ous process throughout the day and the night which
normally only surfaces during sleep. Thewaking life of
thedreamer may beadversely affected whenever aspects
of the personality are denied in waking behaviour.

In Jungian therapy, the failure of dreamsto direct the
dreamer’s attention to the ignored aspects and modify
the dreamer’ s waking behaviour manifestsitself in bad
moods and later other symptomsinwaking. Only at this
stage, dream interpretation is called for with the analyst
considering not asingle dream but a series of dreams so
that repetitiveelementssymbolising theareasof concern
become evident.

The Gestalt therapy (developed by Fritz Perls) aimed
at integrating thealienated aspectsof thepersonality into
a healthy and harmonious whole. An extension of the
therapy considered dreams to be projections of the
personality with aspectsof thepsycheand viewsrelating
to oneself and others (ignored or denied by the waking
mind) becoming symbolized in the detailed dream con-
tent. As such content came purely from within the self,
no universal language of symbology could exist within
this theory.

7:16.2 ¢
THE NATURE OF SLEEP
AND DREAMS

Thissection discussesthe nature of sleep and dreams.

16.2.1 - THE NATURE OF SLEEP

Sleep can be analytically defined asanormal, readily
reversible, recurrent and spontaneous shift to a state of
decreased and less efficient responsiveness to external
stimuli relative to the state of wakefulness. It may be
considered an active process combining “ bodily repair”
with “brain repair,” where the latter may consist of
cerebral stimulation and the integration of experiences
andlearningfromthepreviousday withintheindividual’s

memory. This“definition” avoids acommitment to any
one of the psychological theories and in its tentative
wording reflects the uncertainties within the scientific
community.

Inan average human lifetime, sometwenty yearswill
be spent in a state of sleep. The duration and the fre-
quency of that sleep varies with age. A newborn infant
may spend as much as sixteen hours per day in sleep,
with each period of sleep followed by a period of
wakefulness (each measured in hours). As the child
reaches his first and second birthday (and beyond), the
total amount of time spent in sleep will decrease to
between nine and twelve hours. Fortunately for thelong
suffering parents, this will aso be accompanied by a
shift from multiple sleep periods to a single continuous
nocturnal period of sleep. These trends will be firmly
established in older children (reflecting both maturity
and societal pressuresto be active in the day and rest at
night). Adults will normally sleep for between six and MENTALISM
nine hours per night, with seven and a half hours being COMPANION
the probable norm. The decrease of total sleep continues
slowly throughout lifewith six hoursof total sleepbeing
reported in the elderly. The elderly also may returnto a
pattern of nocturnal sleep and daytime naps, possibly a
consequence of the absence of motivationsfor continu-
ous sleep such asthe need to go to work at agiven time
and so forth.




INn1953, physiologistsEugene A serinsky and Nathaniel
Kleitman discovered the sequence of variationsin sleep
quality and the distinction between REM (Random Eye
Movement) sleep and NREM (Non Random Eye Move-
ment) sleep. REM sleep (sometimes called paradoxical
deep) is so called because of the intermittent bursts of
rapid eyemovements, but hasanumber of other interest-
ing characteristics such as increased heart and respira-
tion rate, blood pressure, and significantly higher brain
activity relativeto other sleep. Althoughthereisperiodic
twitching of facial muscles and extremities, the body as
awholeiseffectively paralyzed. Thisisbelievedtobea
defense against accidental injury arising from spontane-
ous and sudden movements that might otherwise occur,
because during REM sleep the brain dreams....

NREM sdleep (or orthodox sleep) is an apparently
restful state conducive to the recuperative functions
normally associated with sleep. NREM sleep increases
if sleep occurs after physical exercise and if the indi-
vidual isin recovery deep after a prolonged length of
wakefulness. During the deepest substage of NREM
deep, bodily tissues are repaired with the aid of growth
hormone. Body movements are not inhibited in NREM
deep.

Contrary to myth and expectation, somnambulism
(dleep walking) occursin deep NREM sleep and appar-
ently has no connection with any remembered dreams.
Similarly somniloguy (or sleep talking) is mostly a
feature of light NREM sleep and also appears uncon-
nected to dreams with appropriate content.

Dreamingisafeatureof REM sleep but can al so occur
in NREM sleep. REM dream periods last between five
and fifteen minutes, and REM dreams are vivid and full
of action. TheNREM counterpartsaremuch briefer, and
are characterised with less drama, and more shadowy
and blurred imagery.

The dleep pattern of anormal adult can be described
as adhering to the following cycle of four stages. In the
first stage, the sleeper relaxes with the conscious mind
drifting in and out of deep. In the second stage, the
deeper has entered avery light sleep and can be awak-
ened by dight stimuli. In the third stage, the sleeper is
much morerelaxed and only loud noisesor other serious
disturbances will awaken him. Together these stages
usually require twenty minutes. Thefourth stageisdeep
NREM deep and is the period of bodily repair. The
seguence of stagesreversesitself but instead of waking
up on reaching the first stage the first period of REM
deepisentered. Thusthe cycleis 1-2-3-4-3-2-1(REM)
and reaching the first REM period takes 70-90 minutes
onaverage. Thecyclewill thenrepeat completely at least
once and possibly twice. The remaining two or three
cycleswill omit the deeper NREM stages and alternate
between REM sleep and second stage NREM sleep. The
length of the REM periods will increase as the night
progresses.

Sleep and dreaming are important for the continued
physical and mental health of humans and animals. Full
dleep deprivation leads to severe physical debilitation
and eventual death. Partial sleep deprivation and selec-
tive deep deprivation also have adverse effects. For
obviousreasons, most of the scientific research hasbeen
undertaken on animals.

In partial sleep deprivation, such as when the indi-
vidual must surviveonthreehoursrather thanthenormal
period and hence has less than normal REM sleep, the
body compensates on return to normal routines by in-
creasing the amount of REM sleep as a rebound which
happens every night until the quota of REM dleep is
recovered. (A rebound also occurs when NREM fourth
stage sleep is logt, but this only happens on the first
recovery period.) This sort of deprivation and selective
deprivation of REM during normal sleeping periodshas
been shown in animals to impair learning and other
cognitivetasks, increase their sexuality and aggressive-
ness, and heightenthe central nervoussystem’ ssensitiv-
ity to auditory stimuli and electrical shocks.

Total sleep deprivation induces irritability, blurred
vision, slurring of speech, and memory lapses. Halluci-
nations (visual and tactile) and bizarre behaviour will
occur after five to ten days of complete lack of sleep.
Intellectual activity is impaired with tasks requiring
timely responses being most affected, and other tasks
suffering from errorsof omission asthebody slipsinand
out of the momentary refuge of microsleep.

16.2.2 - TYPES OF DREAMS

Dreams serve many purposes, and can be classified
into a number of distinct types. The categories are not
mutually exclusive and so dreams can often find mem-
bership in more than one category. The classification
adopted in the Mentalism Companion is eclectic and
gives equal weight to the dream categories, without
judgement on the validity of the theories and current
world-views underpinning them.

PsvcHoLocicAL DREams

Thepsychological category containsthe” safety-valve”
dreams, the compensatory dreams and the recurrent
dreams which are the subject of the various schools of
analysis.

“Safety-valve’ dreams are exercises in wish fulfill-
ment, expressing the hidden desires of the unconscious
mind which are repressed in normal waking life. The
dream allows behaviour that is unacceptable in normal
waking life and acts as arelease for pent-up drives and
aggression. Shrouded in symbolism to conceal the true
objects of desire, these dreams are brief and difficult to
understand.

Compensatory dreams act (according to Jung) to
bal ance the psyche, with the dreamer finding himself in
situations and exhibiting personality traits far removed
and opposite to the dreamer’s normal persona. One of
Jung’'s own dreams, that of the Customs Inspector,
included the ghostly apparition of a peevish Imperial
Austrian customs official who was described within the
dream as one of those who couldn’t die properly. Jung
interpreted thisportion of thedream asbeing compensa-
tory, in that the customs official represented his mentor
(Freud) and wasindicative of the expression of aneedto
bemore objectiveand robust in hisattitude to Freud and
Freud' s theories.

A subset of compensatory dreams, known as contrary
dreams, occur as temporary balances to a personality
overwhelmed with joy, sadness, grief or anger. Thus, a
dreamer may experiencedreamsof sadnessat aperiod of
extreme happinessin hislife, and vice versa



Recurrent, repetitive, and sequential dreams are con-
ceived asexpressionsof hidden problems. Over aperiod
of days, weeks, even perhaps years, the dreamer will
experience a sequence of dreams containing repeated
elements upon a given theme. The sequence may be
likened to episodes in a story, or may juxtapose the
repeated elements in widely differing circumstances.
The sequence may reflect changes in the dreamer’s
circumstances and how he views himsef. If the se-
guence is frightening, it may hearken to childhood
terrors and events. The dreams may sometimes hint at
solutions to the problems they represent.

FACTUAL AND
PHysioLoGicaL DREAMS

Factual dreams concern objectsand personsinevery-
day life, without symbolism, and may serve to absorb
and integrate daily experiences. A variation of these are
vigilant dreams which may incorporate various stimuli
from the dreamer’s surroundings, and serve as a re-
minder of tasks that the dreamer should complete. One
such dream, experienced by a psychologist, was of a
garden door banging in the wind. On awakening, she
checked the door, and found it securely fixed open. She
hypothesi sed that the dream had been amental reminder
to ensure the door was locked.

Similarly, the momentary and long-term physiologi-
cal needs of the body may dlip into dreaming, as may
physical sensations. This is known as physiologicaly
dreams. A dreamer may bejolted awake during or at the
conclusionof suchdreams. Thephysicianandresearcher
of dreams, Alfred Maury, awakened one night with the
memory of being tried by a French revolutionary tribu-
nal, questioned, condemned, and guillotined. Part of his
bed had fallen on the back of his neck.

CREATIVE AND
ProBLEM SoLvING DReAMS

Dreams have served as catalysts for creativity and
problem-solving in many poets, artists, scientists and
scholars. In each case, the dreamer had spent sometime
reflecting upon the topics before retiring to sleep and
experiencing dreams upon the subject matter.

Some famous examples of such dreams include the
poet Samuel Taylor Coleridge, who dozed off one after-
noon, having just read thewords, “Here the khan Kubla
commanded a palace to be built.” He awakened some
threehourslater with sometwo to three hundred lines of
poetry in hishead. Hepennedfifty-four linesof the poem
Kubla Khan before being interrupted by a visitor. Re-
turning to work an hour later he found his original
inspiration had vanished. Robert L ouisStevenson attrib-
uted many of his literary achievements to an active
collaboration between his dreaming and waking mind,
claiming an ability to dream in sequence, picking up a
story where it had left off the night before. He aso
claimed that he could dream up stories on demand when
he needed a salable work.

Thechemist Friedrich August Kekulevon Stradovitz,
unable to fathom the structure of the benzene molecule
despite months of study, dreamed one night of atoms
forming into a scornful snake eating its own tail, and so

discovered the molecul€' s ring structure. Niels Bohr's
dream of horsesat arace, wherethe horseswereallowed
to change lanes provided they maintained their distance
but were disqualified if they ran aong the lines of chalk
dust marking thelane. On awakening, heinterpreted this
“rule of the track” to symbolise the answer to his ques-
tions regarding the existence and stability of the ele-
ments, and eventually formulated quantum theory.

ANXIETY DREAMS,
PrRecoGNITIVE DREAMS
AND NIGHTMARES

Dreamsconcerning eventsinthefutureare sometimes
ascribed to paranormal abilities, magical abilities, or
supernatural agencies. Their content may also be the
expression of subliminal clues perceived by the senses,
ignored by the conscious mind, but processed by the
unconsciousmindand manifestedindreams. Thedreams
may also reflect deeply rooted fears.

Warning dreams may serve to aert the dreamer to
danger and may foretell “ death.” Death does not always
signify mortality; it may rather symbolise endings and
beginnings in the stages of the dreamer. It may also
symbolise change in relationships, both in terms of the
dreamer’ s feelings towards others or vice versa.

Anxiety dreams usually have as their source some
knowledge unrecognised by the waking mind. Some-
times these dreams may act as unconscious warnings
from the body of imminent ill health.

Nightmares are anxiety dreams taken to extremesin
which the fears and terrors experienced are primeval
phobias. Their purpose appearsto be exercise the “fight
or flight” response so that the individual can make the
correct response in the face of avery specific danger.

Calpurnia dreamed that her husband, Julius Caesar,
would dieinthe Senate. Hewas unwilling to bewarethe
Ides of March and was assassinated by Brutus. His
successor Augustus was saved from assassination by
heeding a dream warning, and was so taken by the
prophetic power of dreams to require that anyone who
dreamt of the State must proclaim such a dream in the
market-place, and would often act on his own dreams.

16.2.3 - SLEEP AND
DREAM CONTROL

The preceding discussions may have given the mis-
leading impression that dreams are an uncontrollable
and untamabl e sending from our unconscious minds. In
reality, it is possible to control sleep and to manipulate
dreams. L ucid dreaming, inwhich the dreamer becomes
consciously awarethat heisdreaming whilestill asleep,
israre, but it has been shown to be alearnable skill.

Beforelucid dreaming can beachieved, itisnecessary
to understand how to control sleep asthe mind and body
must be properly relaxed.

Firstly it is necessary to determine when to go to bed,
based on when it is necessary to awake and arise, and
upon experience of how much sleep is required to be
fully rested in the morning. Retiring at least thirty
minutes before it is actually necessary is preferable.
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Nightmaresareoften blamed on thedigestive process
handling heavy meals eaten shortly before sleep. Food,
thatisliabletoinduceflatulenceor hasahighfat content,
should be avoided in the two hours prior to sleep, and
only fruit or other light foodstuffs should be consumed
before going to bed, if absolutely necessary. Stimulants
such as caffeine will also prolong the time before sleep
isachieved. Alcohol and nicotine should be avoided as
they inhibit both REM dleep and NREM deep, thus
depriving the sleeper of proper bodily and brain repair.
Medications to encourage sleep will provide a bland
dreamless repose.

Theenvironment should bedark, quiet, warmwithout
being stuffy. Background noise can often be masked
through the use of continuous noise. The bed should be
comfortable and provide proper support for the body.
Beforeretiring, some light exercise or awarm bath will
help to reduce tension. Light music, aquiet read and so
forth are aso conducive to relaxation both before and
going to bed. (Television news programs and the like
should be avoided as the content has a tendency to
imprint itself upon the unconscious mind and be regur-
gitated in dreams.)

Once in bed, the traditional techniques of “counting
sheep,” counting backwardsfrom 1000 and other repeti-
tive and fatiguing methods may be employed if sleep
fails to come quickly. An alternative method is to
exercisethebody, say by repeatedly openingandclosing
theeyelids, tiring the muscles, and allowing that fatigue
to trigger sleep.

Although lucid dreams can occur naturally without
prompting or training, effective dream manipulation
requiresanindividual torecall and achieve someunder-
standing of his dreams. Dream recall can be assisted by
the keeping of dream diaries, to record dreams upon
waking before they fade. The order of dreams, their
moods and their times must be recorded as should
external eventsin ordinary life that have occurred and
are expected to occur in the future. Over time, it may be
possible to detect patterns in the dreams. As the diary
progresses, the personal meaning of the various dream
symbols should gradually become clear.

One strategy for lucid dreaming is as follows:

1. Create a comfortable environment for sleep.

2. Be prepared to record the dream in the diary.

3. Choose the topic or subject of the dreaming.

4. Reflect carefully upon the chosen topic during the
day.

5. Describe briefly, whether it be “I must confront my
nightmare...”, “| must decide whether to ...”, “I
want to be a Roman emperor” etc., and if the topic
isadecision, write down the arguments for both
choices.

6. Prepare for sleep (as described above).
7. Read through the notes on the topic.

8. Retire to bed immediately and think only of the
topic.

Achieving lucid dreaming appears to depend on at-
taining the appropriate mindset, either by carrying the
conscious mind into dreaming (counting yourself to
deep “One, I'm dreaming;” “Two, I'm dreaming;”
“Three, I'mdreaming,” until eventually at somestagein
the count you are dreaming and aware of it) or auto-
suggestion for invoking dreams.

In lucid dreams, the dreamer, having recognized that
he is experiencing a dream, can exercise some control
over both the content and course of the dream. Thus, the
attacking animal inthe Senoi nightmare can befaced and
defeated. Interaction with dream figures becomes pos-
sible leading to rapprochement of personality aspects.
The dreamer can stand outside the events of the dream,
as an observer, a critic, and a participant in the further
evolution of the dream. The possibilities within lucid
dreamingfor wishfulfilment (travel toexoticlocalesand
other times say), problem-solving and creativity, and
indeed the resolution of psychological problems are
numerous. In some cases, trained lucid dreamers have
even been able to indicate to dream researchers (by
moving their eyes vertically) when they begin adream.

A noteof cautionisinorder. Controlling all dreaming
isto be avoided. The unconscious mind hasimperatives
that are not fully understood, and it iswiseto allow free
dreaming so that the unconscious can fulfil its own
agenda.

16.3
USING DREAMS
WITHIN THE STORY
AND THE GAME

Thissection discusseshow to usedreamswithinarole
playing story and game.

16.3.1 - THE UNIVERSALITY
OF DREAMS

Dreams are a cultural universal in human societies,
with every people in every era possessing a body of
dream lore, a set of assumptions underpinning that lore,
and techniquesfor using dreams. Dreamsareavalid and
valuable addition to the story regardless of whether the
setting is medieval fantasy, the 20th Century (of Black
Ops and Pulp Adventures) or the far future, and this
section is intended to be broadly applicable to any of
these settings. The lore (or science) of dreamswill alter
with the setting, but there will till be dreams and
dreamers. Different cultureswithin the setting may have
radically different beliefs—in theworld of Pulp Adven-
tures, aNoble Savagemight retainancestral beliefs; oran
Academic might be a practicing Jungian-analyst!

A fantasy or science-fictional setting will oftenincor-
porate non-human races, and thesemay beappropriateas
player characters. The Gamemaster must decide on a
case-by-case basis whether a given non-human race
dreams, but humansarenot theonly speciesof theanimal
kingdom to dream. All mammals (which give birth to
liveyoung) apparently exhibit behaviour consistent with
dreaminginhumans. It hasbeen hypothesised that dream-
ing has been an evolutionary devel opment necessary for
mammalstolearnandforget without expandingthebrain
size excessively. It has been ascertained that reptiles do
not dream. This providesacriterion for determining the
ability of araceto dream. Some fey races recuperate by
spending a scant few hours in meditation needing no
sleep. Unless inappropriate for the setting, such races
might be considered to dream while meditating.




The underlying assumption throughout this sectionis
that dreamsareprimarily mental experiences. In settings
where magic exists, somedreamsmay be the creation of
supernatural agencies or the result of esoteric magic.
Indeed where magic exists, the Gamemaster can incor-
porate ambiguity in the very nature of the dream.

The 18th-Century Italian composer Giuseppe Tartini
once dreamed he made a Faustian compact with the
devil. Hegavehisviolinto Satan who played asonata of
exquisite beauty. Tartini grabbed hisviolin on awaken-
ing and tried in vain to retain the sounds. He then
composed a piece, which he named “The Devil’'s So-
nata,” and which he considered to be his finest work.
Thisisnormally considered aclassicexampleof creative
dreaming. In a magical world, however, a demonic
visitation might have occurred and a Gamemaster could
weave an intricate story around such uncertainty.

Another dream, usually considered to be creative, con-
cernsthe American Assyriologist Hermann Hilprecht. He
wasunabletoidentify two ancient fragments, each bearing
apeculiar inscription. One night he dreamed that he con-
versed with aBabylonian priest who provided the answer:
the two fragments were part of the same piece. Hilprecht
joined them together and deciphered the inscription. In a
magica world, the credulous might consider the dream to
be an actua contact through the unknown dimension of
time. A subtle Gamemaster could use such an incident to
reintroduce the unknown to player characters who have
become complacent in their belief that they understand all
the physical and magica laws of the setting.

Inmodern-day or science-fictiongenres, wheremagicis
unlikely to exist and psionic abilities might also be absent,
precognitivedreamsmay beapparently inappropriate. Anxi-
ety dreams, where the unconscious mind is presenting
conclusionsbased on perceptionsignored or unavailableto
theconsciousmind, remainrelevant. Morepropheticdreams
which draw true conclusions based on information that
even the unconscious mind could not possess are much
harder to judtify. However the Gamemaster can use the
vitriolic attack of Cicero on dreamdivination asarationae
for occasional true precognitive dreams:

“For what person who aims at amark all day will not
fail tohitit?Wesdleep every night, andtherearevery few
onwhichwedo not dream: canwewonder then that what
we dream sometimes comes to pass?’

16.3.2 - THE SOURCES
OF DREAMS

This section discusses the sources of dreams.

NATURAL DREAMS

Dreamsareanormal part of life, yetitisall too easy in
Rolemaster to incorporate dreams within the story only
when a character has employed a Dream spell. The
absence of natural dreams within the story removes one
avenuefor individual character development. Used care-
fully, natural dreams can provide characters with the
verisimilitude of an unconsciousgiving agreater depthto
even the most three dimensional character. Used spar-
ingly, natural dreams can allow the Gamemaster to inti-
mate subtleties within the story.

The difficulty with natural dreams is that normally
even the most vivid dream, recalled with precision on
awakening, will fade swiftly with time, unless actions,

such aswriting down the details of the dream, aretaken.
However players attach importance to all events that
occur inasession, andthusthecharacterswill discussthe
minutiae of the dream in great length on the assumption
that the dream is of direct relevance to the story. (This
assumption will of course be correct if “ natural dreams’
arean unheard of event withinthestory.) Astime passes,
the dreamer’s memory of the dream should blur into
oblivion, and the companionswith whom the dream has
been discussed will also forget. It is this failure of a
character’ s memory that some players may find hard to
stomach, demanding the opportunity to cudgel the
character’ smemory. In suchinstances, the Gamemaster
should feel free to heavily penalise the memory rolls.

Natural dreams should be avoided unless the players
are sufficiently experienced to preserve the distinction
between player and character knowledge, and suffi-
ciently mature to accept redlistic limitations on their
undoubtedly competent characters.

THE DREAM SKILLS

Dreams, whether natural or engendered by magical
means, need interpretation if the dreamer is to under-
stand their true meaning. Althoughitissuggestedin the
RMSR that the Symbol Loreskill (to befound within the
Lore » Magical category) may be used to interpret
dreams, the study of dreamsissufficiently distinct from
the study of magical symbols that a separate skill,
namely Dream Lore, is appropriate.

Some characters may learn how to control, to some
extent, both their sleep and their dreaming. This is
represented inthe game mechanicsby theaddition of the
Dream Control skill to the Self Control category. This
skill should be considered asbeing aRestricted skill and
only available to those with unusual cultural or appren-
ticeship backgrounds. The Dream Control skill can be
reclassified as Normal for characters who take the
Dreamweaver training package.

A successful Dream Control maneuver will allow the
dreamer to have one dream on the specified topic and to
remember the dream upon awakening. A failure may
result in an unremembered dream or avery vivid dream
on some other topic (at the Gamemaster’ s discretion).

When a dreamer attempts to control the topicsin his
dreams he should make a maneuver modified by his
Dream Control skill and the modifiers shown below.
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DREAM TOPIC MODIFIERS
Condition M odifier
Choose dream topiC.....ccecveeeeeererese s e +0
Choose dream topic and type
(creative, compensatory, €tC.) .....cocevveveereeeerenne -10

Topic has been reflected upon during the day .. +10
Topic has been meditated upon during the day . +20
Surroundings are conducive

(“dream incubation bed”) ........cccoceereiriieneenn +10
Dreamer was distracted prior to going to sleep..-20
Surroundings alow extraneous

factors to impinge upon the sleeper ................... -20
For every previous consecutive night

in which the individual has succeeded

in dream control (by skill or spell) .......cccceee.e. -10

If theinitial maneuver is successful, the dreamer may
attempt another Dream Control maneuver to enter lucid
dreaming when the chosen dream begins. Further ma-
neuvers will be necessary to change the dream param-
eters, make controlled physical movements, or swiftly
return to wakefulness. The modifiers are shown on the
following table.

DREAM CONTROL MODIFIERS

Condition M odifier
Affect the “script” in minor ways
(e.g., gaining ability to choose one's actions) ....-10

Affect the “script” in asignificant way

(e.g., adding or removing dream figures)............ -20
Control the “script” completely .......ccoovvvveenene. -30
Make aphysicd movement (moveeyesverticdly) ... -30
WaKEUP ettt enens -30

The Dream Control skill is also useful to mitigate or
eliminatethe effectsof Induce Dreamand | nduce Night-
mare spells, allowing a trained individual to recover
mastery of his dreams without magical defenses.

THE DREAM SPELLS

There are anumber of spell listswithin RMSSwhich
allow the caster to specify a dream topic. However, the
Gamemaster should note (and the player beware) that
those spells do not allow the type of the dream to be
specified nor do they provide interpretations of the
resulting dreams.

The Dreamweaver training package has two associ-
ated spell lists concerned with dreams. While some
artistic license has been used in the design of the spells
to incorporate some fantasy elements, the spells are
broadly consistent with the beliefs and theories de-
scribed earlier in this chapter. The spells refer to the
dream-self/dreamer patterns and dream patterns. The
dream-self is the dreamer’ s unconscious mind, and the
associated dreamer pattern is the equivaent of a con-
sciouspresence. A dream patternisacombination of the
symbolic elements and theinternal script that combines
to form the complete dream.

16.3.3 - THE MAKING AND
INTERPRETATION OF

DREAMS

Inthereal world, dreams need only beinterpreted. In
aroleplaying game, dreamsmust alsobecreated likeany
other element of thestory. The purposeof thissubsection
to assist Gamemasters in the creation of “realistic”
dreams. Players whose characters possess access to the
spell listsof the Dreamweaver should learntheselessons
through experience.

Unlessthedreamistobeanatural occurrence, thenthe
topic of the dream will already have been chosen. The
Gamemaster’ sfirst choice will normally be the type of
the dream that will be experienced. (This choice may
again be preempted by Lucid Dreamspellsor characters
with high Dream Control skill bonuses). This choiceis
critical, asawish-fulfilment dream on agiventopicisa
very different proposition to a divinatory-dream on the
sametopic. The detail and description of the dream may
beidentical in both cases and may influence the actions
of the characters but they represent very different levels
of commitmentsto thefuture unfolding of thestory. The
Gamemaster may choose the dream type randomly,
determine it based on the mood and personality of the
character prior to leep, or in the case of characterswho
employ the realm of Channeling sway the utility of the
dream type dependent on the degree of the character’s
adherence to religious precepts.

The Gamemaster should decide in advance at least
one intended interpretation for the dream and translate
this intent into the symbolic language of dreams. The
elements chosen, whether they be objects, people, crea-
tures, places, events or even the mood of the dream,
should attempt to provide the dream with personal,
cultural and archetypal contextsinwhichthedream may
be interpreted. The persona context may relate to the
background or experiences of the dreamer. The cultural
context should allow a symbolic element to be associ-
ated with the history, current affairs, society, geography
and so forth of the setting. Thearchetypal context would
relate a symbolic element to one of the eternal myths of
theworld. Thus, inamedieval setting, to dream of being
aknight might be an expression of a personal ambition
to advance oneself socialy. In the cultura context, it
might simply be an expression of the greater freedoms
and authority enjoyed by the gentry relative to the
peasantry. Inarchetypal terms, theknight would conjure
thetheme of the holy quest, the dedi cated warrior witha
single goal, the hero. Not all dreams should possess all
three levels of context, and indeed members of more
advanced cultureswill havesignificantly lessarchetypal
content than primitive tribesmen.

In assigning symbols to meanings, the Gamemaster
should make frequent use of visual and verbal puns (a
young womanwho dreamsof travellingtoanisiemay in
fact be dreaming of an impending wedding), and of
contraries where the opposite interpretation is meant
(e.g., for asick man to dream of dying means he will
recover).
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Cheap dream dictionaries offering interpretations for
thousandsof dresmsarereadily available. Theassociations
areoftenobscure. Thisissometimestheresult of trand ating
an association from another (possibly dead) language. For
instance, the Egyptian dream of uncovering one's behind
would beinterpreted astheimminent lossof one’ sparents,
aninterpretation whose sense dependson knowing that the
Egyptian words for buttocks and orphan are very similar.
Suchobscureassociationsarevery effectiveinmaintaining
thechalengefor dreaminterpretersin role playing games.

Thefina step isto weave the elementsinto a cohesive
whole. Intermsof length, adresm may rangefromasingle
sentence (describing asingleaction or aglimpseof ascene)
toavignette of afew hundred words. With theexception of
lucid dreams, the Gamemaster should accurately describe
the dream once. If the player presses for clarification of
details, the Gamemaster may provide further accurate or
inaccurate details. The potentia inaccuracies reflect the
interaction of the conscious mind in elaborating and
rationalising the dream.

On the other hand, lucid dreams are created in a
diaogue between the Gamemaster and the character’s
player. Sometimesthe player will script theentiredream
... Gamemastersmay find rich material in such dreamsto
use later for their own nefarious purposes.

In creating nightmares, the Gamemaster should use the
primeval fears of hogtile strangers, wild beasts, open spaces
without cover, enclosed spaces without exits, faling, dark-
nessand so forthwhich represent theancestral dangersfaced
and which evolution has predisposed us to survive. The
Gamemagter shouldadjust thepresentationtosuittheplayers
and should avoid specific fears (if any) of his players suffer
fromphaobiasor nightmares(unlesheknowswith confidence
how theplayerwill react tothese* redl” fearsand/or phobias).

16.3.4 - THE DANGERS OF

DREAMS

Nightmares, inability to dream, and inability to sleep
have increasingly adverse effects on the psyche and
body of the sufferer.

Theeffectsof nightmareswill vary dependent uponthe
character's reactions. A character who faces up to the
terror enshrined within the nightmare may have made

progresstowardslosing thefear inwakinglife. A charac-
ter who is conquered by fear in a nightmare may have
reinforced the fear within his persondity, which may
unman himinsimilar circumstancesinthereal world. The
nightmare may become arecurrent nocturnal event with
occasiona variations on the theme. Attempts to use
Dream Control skillsandthevariousDreamspellsmay be
prone to subversion as nightmarish elements infect the
desired dreams. The sufferer may be unable to deep
properly or easily, waking through the night. Theselatter
effectswill impact upon the sufferer’ sability to recuper-
ate(intermsof hits, exhaustion points, and power points).
In addition, the Gamemaster could apply pendtiesto all
actions (for failure to recuperate). These pendlties could
be as severe as-10 per period of deep lost.

Dreamlessness, which will often be the result of an
Undreamspell, will prevent the sufferer from successfully
employing the Dream Control and dmost all of the dream
spdlsthat requirethe caster to dream. Of course, it will not
be possible to observe, enter, or induce dreams or night-
mares in the sufferer. Dream Communication spells will
aso beineffective. Locate Dreamer spellswill till func-
tion as they only require the target to be adeep. Once the
sufferer becomes able to dream again, the missing dreams
must be experienced. So for every deep period without
dreams, arecovery deep period will occur with extended
and confusing dreams until the deficit is eliminated. Con-
trolled dreamingintherecovery period (whether by skill or
spell) will be prone to the addition of random elements.

It is by no means clear what adverse effects persistent
dreamlessness has on humansand so no recommendations
will be made. On the other hand, insomnia will have the
immediate effects of preventing norma recuperation (of
hits, exhaustion, power points, and/or maneuver penalties).
Oncethecause of theinsomniaisremoved, thevictimwill
often collapseinto adegp and prolonged recovery deep. In
caseswheretheinability tod eepisprolonged, thecharacter
should make a Disease RR (with the leve of attack being
equdl to the number of days without deep). Failure will
result in the character suffering from the lesser symptoms
of deep deprivation (occasiona memory lapses, durred
speech, blurred vision, irritability and impaired skills. On
thefifth day after succumbing to thelesser symptoms, and
every day thereafter, the player must make a Disease RR
(withthelevd of attack being equal to the number of days
without deep) on behdf of the character. Failure will
trigger the onset of hallucinations and temporary bouts of
insanity. Unless someone is protecting the character very
carefully, injury and desth may occur asaresult of bizarre
behaviour or ahallucination.

Dreams can be a valuable addition to the story, but,
like other special abilities, overzeaous players can le-
verage adis-proportionate story share, depriving others
of participation and enjoyment in the session. What
constitutes abuse through overuse will differ on a case-
by-case basi s, and with some advance planning, micro-
storiesusing dreams can be created involving morethan
one character broadening the story to more players.
Gamemasters are also reminded that directed or con-
trolled dreaming pre-emptsnatural and necessary dreams.
Sooner or later theunconsciouswill retaliate by subvert-
ing Dream spells to change their type, adding random
elementsto Dreamand Lucid Dreams spells, and possi-
bly triggering nightmares. Such measures should be
sufficient to restrain overenthusiastic players.
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16.4
DREAM WORLDS

An aternative and mutually exclusive approach to
handling dreams is to consider them as the portas to
mystical dreamworlds, a component of a number of
popular worksof contemporary fantasy fiction. Of course,
such an approach is only sustainable in a setting which
supports magic. Creating adreamworld can be as ambi-
tiousan undertaking as creating anormal fantasy world,
andtheaim of thissectionisnot to present asample* off-
the-shelf” dreamworld, but rather to draw the reader’s
attention to some crucial dreamworld design decisions
and provide some support in terms of game mechanics.

A Gamemaster must consider the geography of the
dreamworld. Does it mirror the geography of the “rea
world” oranumber of “real worlds.” Doplacesinthereal
world gain dreamworld reflections as people dream in
(and of) them? Do dreamworld locations outlast their
“real world” counterparts or do they also gradually fade
into the dreamstuff? Are distances in the two worlds
identical or not? Are there locationsin the dreamworld
which only exist within the dreamworld and are these
interspersed with the other places? Are the dreamworld
reflections distorted, and if so distorted for good or ill?

Doestimeflow inthesamefashioninthedreamworld?
Istimethe same everywherein thedreamworld, and if a
dreamtraveller returnstothedreamworldwill it betothe
sametimeor to adifferent past or future? Ambiguitiesin
time (combined with reflections of “real world” loca-
tions) may allow dream travel to be used for scrying,
divinatory, and retrocognitive purposes.

Doesthe dreamworld have inhabitants other than the
souls of mortal dreamers? If so, what are their reactions
and interactions with the mortal interlopers?

The most important design decision for the Game-
master isthe balance between “ease of entry to” and the
“dangers of” the dreamworld. Cynicism suggests that
the dreamworld will be at least as dangerous, albeit
perhapsin adifferent fashion, astherea world. A world
without conflict may beapleasant utopia, aliving hell of
tedium, or an evolutionary cul-de-sac; and it will most
certainly be aworld without astory. If conflict existsin
the dreamworld, what happens to those harmed (or
killed) in the dreamworld? Do the wounds carry over
into the real world as actual physical injuries (and
perhaps sudden death)? | s the damage purely mental, in
that physical injuries are transmuted into temporary
losses of mental statistics, power points etc.? If every
sleep period represents a journey into a dangerous
dreamworld, sooner or later adreamer will be*hurt” (or
“killed"). Given a sufficiently large population, some-
onewill “dieintheir sleep” every night. Actionwould be
taken, countermagics would be developed, the
dreamworld would be pacified.

Whiletheabovemight providean enterprising Game-
master with the nucleus for an entire campaign, it is
probably not how most Gamemasters would visualise
the dreamworld. The compromise to retain conflict
without endangering every sleeper isto make full entry
into thedreamworld demand theuseof appropriateskills
or magic. Without the use of such skills or spells, the
dreamer (or perhapsmorecorrectly thedreamer’ s* soul ™)
only partialy enters the dreamworld as a completely
passive observer drifting through the realms of dreams,
and protected by thisstatusfromthedreamworld. (When
using a Dream spell, the dream wanderer remembers
what has been observed upon waking.) The same skills
and spells that enable full entry are also necessary to
empower the dream-wanderer to use“real-world” skills

and magic within the

dreamworldenvironment, and
without them (thedreamwan-
derer would beat themercy of
the inhabitants).

Two skillsand anew train-
ing package (the Dream Trav-
eller) with an associated spell
list (Dream Travel) areintro-
duced to support this
dreamworld approach.




16.5¢
THE DREAM DICTIONARY

The gamemaster may find this chapter to be useful in
generating realistic dreams and in generating random
divinatory readings. In addition to providing accepted
meanings for common dream symbols, an al phabetical
index relating meaning to symbol will be found at the
end of thischapter. Thisindex will be of most useto the
gamemaster who desires to include a specific meaning
withinadreamand needstheappropriatesymbol quickly.

16.5.1 - DICTIONARY OF
DREAM SYMBOLS

Before enumerating the dream symbolsin turn, there
are some general themes concerning dream animals,
colors and materials which should be noted.

For the purposes of the dream dictionary, an animal is
any very low intelligence being. Very different meanings
canresult depending upon whether you dream of seeing, or
interacting with an animal, or whether you dream of being
that animal. At avery basic level, dreaming of being an
animal smplyimpliesawishfor or acknowledgment of, the
common abilitiesassociated with that animal . For instance,
athief may often dream of being adeek, black, cat; ahunter
of being atiger; and asentry of being avicious guard dog.
However some dream animals have more meaning when
interactedwithin acertainway, e.g. adream of shootingan
antelope indicates a fear of persecution. The converse is
also true: adream of being an antelope shot by someone
says that they fear persecution by you. In most cases the
second part of the description can betaken for granted and
will not be explicitly stated in the dictionary. Dream ani-
malsoftenspeak. Thisisnotat al unusual, but beforetaking
the anima’ swords for granted, consider whether the ani-
mal symbolizes something or someone. Their words may
mean something different in that context.

Color, if predominant in adream, unsurprisingly indi-
cates a mood, emotion or disposition. A colored being
tendsto inform more of the emotional state of that being,
whereasacolored item or place can incline moretowards
the disposition or origin. Complicated dreams may color
something in more than one color. Sometimes flecks of
one color running through another appear. In these cases
the more predominant color has the greater significance.
Other times certain portions may be colored differently.
For exampl e, adream of acompanionwithayellow breast
and head, and red handsmay indicatethat hehastreachery
inhisheart and will soon commit someviolent act. Inthis
casethefact that thereisfar moreyellow than red doesnot
mean that the violence of the act will be insignificant.

If adream itemisformed from astrange material, it can
reveal something of thepurpose, useor design of that thing.

Adamantium: Adamantium denotes authority, and the
powers, duties and responsihbilities that come with it.

Air: Thedementdf ar representsinfluencesonthesoul orwill. See
theentrieson breeth, breeze, flying, wind, sorms etc. for detall.

Beach/shore: The shoreline is aplace of rest and recu-
peration, but if the weather or the seadominate the dream
your timeoff may beinterrupted by whatever they signify.

Bees: A dream of swarming bees is a sign that your
problems can be overcome, or goals achieved, but that
they will require teamwork to complete.

Birds: (in genera) To seeaflock of birdsflying pastis
an indication that the local environment will somehow

become more friendly to the dreamer. If the birds are
circling, going nowhere, the opposite islikely.

Seeing asinglebird close up that has beautiful plum-
ageindicatesthat your future partner isclose by. A dull
bird represents cruelty, but some of the corvids have
separate meanings; see the entries for crow, raven or
rook as appropriate. A dreamer who cannot tell the
difference between the corvids should seek expert orni-
thological advice before trying to interpret the dream.
Aninjured bird foretells of sorrow.

Black: Black canbeassociated either with either evil, or
with sadness or depression. It usually needs more con-
text to determine which.

Blue/turquoise: Blue signifies hope that things will
turn out better, or perhaps plans to arrange that things
will improve. A pale blue or turquoise, can sometimes
just indicate curiosity.

Breath: cold, hot, gasping, humid, smell (see Air)

To dream of breathing in hot air indicates evil /
demonic forces are trying to influence you. Breathing
out hot air means that may have aready done so.

Breeze: (seeAir) A gentle breezeindicatesacoming time
for building, changing or enhancing persond rel ationships.

Brown: Brown is related predominantly to honor,
proper behavior, or perhaps just law.

Butterfly: (seedsocaterpillar, transformation) A butterfly
often denotesasoul, but can asoimply acarefree attitude.

Castle: (not tower) A castle often signifies the mind.
Y ou should be able to feel whose mind it represents, if
not it could indicate an identity crisis.

Cat: (small / domestic) Beingacat denotesstedth, agility
and luck. Most other thingsto dowith catsarebad. Seeing
a cat forebodes bad luck unless you drive it away before
waking. If acat scratchesyou, thefruitsof along planned
success may be stolen or disallowed at a stroke. To hear
cats yowling in the night indicates your enemies gather
against you, maybe to perform asummoning, sending or
somekind of ritual. Evennice, clean, friendly catsare bad
news. They justimply anenemy hasalready deceivedyou
and isin your confidence. See also kittens.

Caterpillar: (seedso butterfly, transformation) To dream of
caerpillarsmeansthat thereislittleto begainedintheimmedi-
aefuture To have caterpillars crawling upon you augursthat
there are annoying people of low gatusin your future.
Dreams of being a caterpillar watching butterflies
indicates that you are trying to be or do something that
you are not yet capable of, but given time, the meansto
achieve what you want will come to you. If during the
dream you changeinto a butterfly the means or abilities
are close at hand. (See transformations first though.)

Copper: Copper represents communication and knowl-
edge. A copper ship in adream would signify acourier. A
copper door inacorridor of many doorsmay leadtoalibrary.

Crow: Seeingacrow bodesill. Misfortuneand grief aresure
tofallow. If associated with commerceit usudly represents
a bad ded. Seeing a murder of crows indicates severe
misfortune - usualy agroup is plotting to harm or kill you.

Desert: Thedesartisaplaceof despar andruin. If youdream
of combatinadesartit signifiesthat evenif onecaneventudly
cdl himsdf thewinner, bothwill havelogt muchinthefight.

Dog: (not wolf) Dogs, in general, represent loyalty,
followers, obedience and servitude; with indications of
martial ability depending upon the nature of the dog.
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Many small dogs indicates satisfaction through small
pleasures and also alack of deep thought. Hearing many
barking dogs foretells of bad news, a single baying dog
indicatesalong separation or thedeath of afriend. A rabid
dog may mean that you are suffering from afatal disease.

Dove: The symbol of peace and serenity. Dreams of
trying to catch a dove indicate the wish for aquiet life.

Eagle Theeagleisthemost regd of birds. Virtualy anything
that youpersonaly dotoor withadreameagleisagood omen.
Killing one shows that no problem is too great for you to
overcome; speakingwith oneindi catesrespect frompeoplein
high places. However sharing the experience with someone
eseisindicativethat you will not reach your full potentia or
goal, andjust watching someone e einteract withaneegleis
much worse - opportunities may have been missed or other
people will take the credit and reward for your actions.

Earth/soil: Dreamsabout earth or soil, particularly bare
earthindicatethat (more) careful planning, or something
specific perhaps hinted at by other aspects of thedream,
needs to be done in preparation for a new venture.

Fire: (ashes, burning, embers, flames) Fire is a primal
source of energy, and whilst seeing something burning
may appear disconcerting it actually represents coming
empowerment or activity likely to be beneficial. The
nature of this depends upon what is seen burning. A
burning crown or chain of office may represent political
power or influence. Viewing theashesor embersof afire
still implies benefits, although probably from an unex-
pected source. If you dream of fighting flamesyou may
currently be involved in a well meaning endeavor that
will actually cause you grief, loss or harm.

Forest: Theforest isagood omen for those who know
what they are doing, but abad onefor those who do not.
The crucia knowledge need not be that of awoodsman.
For example, to dream of playing a game that you are
good at in aforest (shortly beforeareal lifetournament)
and winning is a good omen for that tournament, how-
ever if you lose in the dream it could indicate that they
may be using dightly different rules of which you are
unaware. (See aso tree and woods.)

Green: On the emotiona side the phrase “green with
envy” can often be taken literally in dreams, but agreen
originor disposition could merely imply anatural origin
or close association with nature. Dreams of rangersvery
rarely come out with them any color other than green
unless you have been chopping their trees down (see
red.) Light green canindicate patience - awillingnessto
let thingstaketheir natural courseand seewhat happens.

Gold: Gold denotes value. Sheer monetary wealth. A
dream of being invested with a gold chain of office
indicatesthat thetitle of that officecomeswell paid with
many perks, but very little actual power.

Gor ge/canyon: Todream of walking down adeep gorge
or canyon bodes ill of a coming combat that will be
difficult to avoid.

Horse: The horse denotes freedom and most of the
symbology of dream horses derives directly from this.
For example, riding ahorse means controlling or taking
someone else’ sfreedom. Being ahorse ridden by some-
one else alludesto alack of control over one’ s destiny.
Dreams of riding a bucking horse mean that you are
strivingtogain or set free powersthat you cannot control
(acommon one for ritual magic users, this.)

Hurricane: A hurricane portendsasignificant change of
ideas, viewsor beliefs. Being caught up in one may mean
arevelation is coming. Watching one sweep through a
town, village or other habitation may mean that they will
be persuaded into some unexpected action or belief.
Paying attentiontowhich buildingsaremost affected may
indicatethe nature of the change. For exampl e, thechurch
being blown away may indicate ardigious conversion.

I ce: Icerepresentsthresat to theflesh: sickness, diseasg, ill
health and inthe extreme, death. It usually correspondsto
a part of the body. For example, an iced up sword may
indicate an incapacitated weapon arm. However, adream
of icewhereinonedoesnot feel, or somehow banishes, the
coldindicatestheillnesscanbeovercome. A dream about
eating frozen food could signify a poisoning.

Iron: Unlike its real world name sake dream iron is
strongly associated with magic

Kitten: Todream of seeing akittenindicatesthat someoneis
toyingwithyour affections. To play with kittensdenotesyou
will be beset by agreat many small and irritating problems.

Light: (bright, dark, light source) Theelement of lightis
fundamentally connected to knowledge and reasoning.
To dream of alight coming from a something is your
subconscious trying to indicate the answer to a problem
worrying you. Particular attention, not only to the source
of the light, but what liesin shadow between you and it
may requiredtounderstandtheanswer. Seea solightning.
Dreaming of a dimly lit environment indicates that
you still do not have sufficient information. A bright, or
blinding, light that hurts the eyes may mean you are
focusing on asmall or irrelevant piece of information.

Lightning: Lightning hasasimilar meaningtolight, but
is more intense or more imperative. To see lightning
strike an object indicates that the object (or what it
represents) is the key to a puzzle in your waking life.

To be struck by lightning means that you aready
know the answer and you are just too stubborn or stupid
to seeit. To be woken up by adream-lightning strikeis
lucky (since you can immediately remember the dream
and try to work out its meaning!). To dream of being
repeatedly struck by lightning but not waking up indi-
catesthat you really need someoutside help - you should
talk your problems over with someone.

Lion: The lion symbolizes your own strong emotions,
particularly as the driving force behind your actions.
What happenstoitisan omen of what will happenif you
keep acting from the heart without thinking.

Mountains. Beinginamountainousregionisindicative
of testsor challenges. They could beofficia competitions
or duels etc., or may be just eventsthat you must endure
or overcome. Dreaming of visiting a mountain church
could mean atest of faith is coming. The higher up the
mountain, the greater the challenge, and the reward.

Owl: The screech of an owl indicates that death may be
close, but normally only from carel essnessor somefreak
chance event. Be careful for the next few days.

Peacock: The peacock represents diversion and dis-
guise. It is often associated with con men, or boasters
whose money is not where their mouth is.

Purple: No surprises that purple means nobility and
royalty, but bewarethat col oring associated with emotion
may purple adream being if, say they think that they are
performing a “noble” sacrifice. So be careful to distin-
guish noble origin (blood etc.) from noble emations.



Rain: Dreaming of being caught out in a fresh, clear
shower of rain meansthat you will gain sustained energy
and vigor, that, if used to address your personal problems
will produce excellent results. If therainiscold and from
murky clouds, then old problems, unfinished businessand
old secrets may be coming back to haunt you.

Rainbow: A rainbow symbolizesthe passing of the dement
of water (sdfishness) and the coming of air. It indicates that
you may soon learn something of, or come to understand
better, someone whom you currently regard as an acquain-
tance or servant. A deep and lasting relationship may follow.

Raven: A raven indicates a change in fortunes - good to
bad, or bad to good. An unkindness of ravensstill implies
a change but by some other person or group’s doing.

Red: Passion! Anger or sexual.

River: A clear, smooth flowing river foretells of personal
pleasuresand prosperity. Muddy or disturbedwatersindicate
jealousy or conflict. Being stranded by theflood watersof a
river meansyouwill experience someembarrassment, but if
the waters recede, you will be ableto avoid it turning into a
scandal. A dried up river isimpending bad luck.

Rook: The sight of a rook means good fortune is on its
way. A parliament of rooks reveals that some organiza-
tion is about to move in your favor.

Sea: (boat, ship, vessel) There can be two aspects to
dreams of the sea.

Firstly - emptiness indicates frustration and lack of
carnal pleasures, other peoplein the samevessel indicates
continued and stable companionship (thelarger thevessel
the better), whereas ships traveling together in convoy
meansaheightened passion dueto theimminent possibil-
ity of parting. The interpretation of ships passing in the
night is left as an exercise for the reader.

Secondly - the state of the sea indicates financial
stability. A calm sea indicates stable finances, but not
necessarily riches. A stormy sea reveals troubled times
ahead - you should put some money aside for an emer-
gency. Seealsotides.

Shor e: see beach

Silver: Silver isthe metal of speed. A dream of asilver
weapon could indicate the need to take the initiative, or it
could just imply that the weapon is so well made asto be
quick towieldincombat. A silver roadinajourney would
indicate a need to complete that journey quickly.

Snake: A snake can sometimesrepresent sexual fears, but
usualy itisjust plain evil.

Spider: A lot of peopledonot likespidersandtendtoread
nasty elements into their interpretations. This is some-
what unfair as al that the spider usually signifies is
determination.

Steel: Steel denotes accuracy and precision; correctness
and truth.

Stone: Stone reveals that an item has a purely martial
purpose. The cold motive of war for war’ s sake.

Storm: A storm foretellstroublein general, but especialy
misfortune that separates you from your friends or family.

Swan: Being a swan is the epitome of grace. Seeing a
swantellsof finepleasures. A black swanissimilar butthe
source may beillicit.

Swimming: A dream of swimming indicates a need for
sustained personal effort in your relationships. While it
may cost you time and money now, it will pay back later.

Tadpole: (see dso transformation) See the descriptions
under caterpillar and transformation for the paralld of
dreams of being atadpole watching or becoming afrog or
toad. Seeing tadpolesin adream representsimmorality.

Tides: Anincoming tide augurs an upturn in finances, an
ebbing tide, adownturn. Watching the tide go all the way
out implies destitution.

Tiger: Thetiger denotes someone who was stealthy and
cunning, but who is now so rich or powerful that they no
longer need to hide their presence. They are usually dan-
gerous, but not necessarily evil.

Tornado: To be caught up in atornado indicates that well laid
plansmayfail duetoangpparently minor detail beingoverlooked,
or someonefailing to play ther part a thelast minute.

Tower: (not castle) A tower, usudly a sngle lone tower, has
grongtiestomagic. Itspresenceinadreamusudly indicatesthat
somemagic isthe cause of the events symboalized in the dream.

Transfor mation: (of animal setc.) Dreamsof tadpolesturning
intofrogsor toadsand caterpillars changing into butterflies of
themsalvesmay be quiteinnocent, but bewareadream where
thetransformationreversesbeforetheend. Thishas, fromtime
to time, been linked with instances of lycanthropy.

Tree A particular treecan often denote someone sspirit, thehedth
and nature of the tree indicating the State of their spirit. Y ou must
oftenl ook for obscurecharacterigticsof thetreeto determinewhose
spiritit represents. Tobechopping downtressforetdlsof acombat;
fdlingawholeglade, acoming battle. (Seedsoforest andwoods)

Water: Water in dreams is personal and sdlfish. It usualy
represents fulfillment, or lack thereof, sexualy and finan-
cidly. Flowingwater indicatesluck or unluck - eventsoutside
your contral that will impinge on your personal well-being,
the size of the watercourse indicating the severity of the
impact. Treat adream of astreamasasmall river. For various
details seerain, river, sea, swimming and tides.

White: Goodness; Truth; Knowledge; Purity; Piety. White
can mean lots of things, but whatever it isyou are usually
pretty safe with it (unless you are evil, of course.)

Wind: (see Air) A strong wind can represent views or goals,
possi bly from someone closeto you that you respect, or from
society in generdl. If you are battling against the wind those
viewsare opposed to yoursand your eventua successcan be
inferred from the headway you make. If you arebeing carried
by the wind in the direction you wish to go you may soon
receive, or dready bereceiving, helpfrom unknown sources.
Analternativeinterpretationinvolvesstrugglingintothewind
with agroup of companions. Their relative progresses may
reved their commitments to your current goals.

Walf: Awolfinnaturd surroundingsrepresentsahunter of some
kill. Awalfinabuiltupareasymboalizesathief. Thehowl of awolf
inthedistancemeansthat secret plotsarebeingwovenagainstyou.

Wood: (material) An item made of wood indicates some
use in healing or the protection or maintenance of life.

Woods: (location) To be in a wooded grove denotes a
coming changeinfortunes, thedirection of whichisdenoted
by the season. (See also forest and tree.)

Ydlow: Ydlow isinterpreted asapoalluted, or corrupted, white-
thecolor of deception. Something that wantsto appear tobegood
butisnot, eg. cowardice, treechery, lies Thewrong might not be
intentiond though, abright, dleanor shiny ydlow indicatessome
misdirectionor other nonmdiciousintent - eg. awitnessinatria
may begiving evidencehebdievestobetruebecausesomenasty
Mentdisthasbeenplayingwithhismind (again). A murky or dark
ydlow, though, doesimply malice aforethought.
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17.0

PROFESSIONAL BASE SPELL LISTS

This section lists all of the spells associated with the
Mentalism realm. All of the standard rules, restrictions,
and notations from Spell Law are used here. For conve-
nience, the spell description key is repeated here.

THE SPELL
DESCRIPTION KEY

Several types of codes may follow the spell namesin
thelistings: area of effect, duration, range, and type. In
addition, somedescriptionswill explain that aparticular
spell has an RR Modification (shown with the notation
[RRMod: #]). Thissection presentsakey to those codes.

Special Spell Codes

[RR Mod #]—Any RRs against the effects of this spell
are modified by #.

*—|nstantaneous; spell does not require preparation
rounds.

*—Spell does not require power points.

T—Part of aset of spellsthat must bethrownin conjunc-
tion with other spells continuously to be effective (or
fully effective).

Spell Types

E—Elemental spell. These spells use the force of the
spell to manipulate physical elements (heat, cold,
wind, light, water, earth, sound, smell, taste, touch).
These elements (and not the spell) are used to either
create a phenomenathat can affect the physical envi-
ronment of thetarget (e.g., a“wall” spell) or thesense
of the target (e.g., an “illusion” spell). Because the
elements are real, no Resistance Rolls are normally
allowed.

BE—Ball Elemental spell. These are elemental spells
that attack an area with one of the physical elements.

DE—Directed Elemental spell. These are elemental
spells that directly attack a target with one of the
physical elements. Such attacksareresolved on one of
the“bolt” attack tables.

F—Force spell. These spellsinvolve the direct manipu-
lation of matter, energy, theelements, or living beings
through the use of a spell’s force. If the spell has a
target capable of resisting, the caster make an attack
roll on the Spell Law Basic Spell Attack Table 5.1 to
determine the RR modification for the target. Deter-
minethetypeof armor thetargetiswearingandroll on
the appropriate column of the table (using the Other
columnif nothing else applies). After determining the
RR modification, the target makes an RR (on Table
5.10 in Spell Law, using the target’s level and the
attacker’'s level astheindices).

P—Passive spell. These spellsusually only indirectly or
passively affect a target. Thus, if an RR is alowed
(GM’sdiscretion), its purposeis only to determine if
thetarget is aware of the spell. Many detection spells
are of thistype.

U—Ultility spell. These spells only affect the caster, a
willingtarget, or atargetincapableof resistance. Thus,
RRsarenot usually necessary. A willingtarget whois
capable of resisting may still be required to make an
RR (GM’ sdiscretion), butitismodified by -50(i.e., he
mostly likely will not resist successful). Most healing
spells are of thistype.

|—Informational spell. These spells involve gathering
information through means that do not require RRs.

Spell Sub-Types

s—Subconsciousspell. Thesespellsarecapabl eof being
cast (or triggered) by the subconscious. The caster can
always cast a spdll of thistype as anormal spell; and
if heisunconscious (or isasleep or inatrance), aspell
of thistype can be cast by the subconscious as neces-
sary (starting with the highest level spell needed). An
exceptiontothisisthe Sun Relief spell. Thisspell may
(attheoption of the caster) be cast by the subconscious
while the caster is stunned.

m—Mental Attack spell. These spellsaffect thetarget’s
mind and are subject to mental defenses.

Spell Areas of Effect

X tar get(s)—The spell affects x number of targets.

X target(s)/Ilvl—The spell affects a number of targets
equal to the caster’s level times x.

distanceR—Thespell affectsall withinaradiusequal to
distancein size.

distance R / Ivl—The spell affects all within a radius
equal to distance timesthe caster’slevel in size.

area—The spell affectsall within afixed area of effect.
Sometimes area will be specified as a specific target
(eg., 1 herb, 1 limb, etc.).

caster—The spell affects only the caster.

“—"—The spell has no area of effect.

varies—The exact size of the area of effect depends
upon some other aspect of the spell.

Spell Durations
time—The spell has afixed duration equal to time.

C—Concentrationisrequired. Concentration takes50%
of the caster’ snormal activity. The caster cannot cast
any other spells while concentrating.

duration (C)—Concentration is required, except the
period of concentration cannot exceed the duration
given. The caster can stop concentrating and the spell
effect will stop. If the duration has not expired, the
caster can concentrate again and the spell effect will
resume.

P—Permanent. The spell has a permanent effect (in the
sense of creating a “permanent” physical or mental
condition). The effects of permanent spells that ma-
nipulate matter and require concentration will dis-
perse according to the norma physical laws once
concentrationisno longer applied (e.g., afrozen body
of water will melt normally, a bow! of boiling water
will cool). A spell with a permanent duration may be
affect by outside forces.



For example, the spell may be dispelled, cured, or
otherwise disturbed by enchantment, physical force,
etc.

varies—Variable. The exact duration depends upon
some other aspect of the spell.

“—"—Noduration. The effectsof thisspell required no
duration and are applied immediately.

time/ level—The duration is the time multiplied by the
level of the caster.

time/ #fail—Theduration is based upon the difference
between the target’s modified RR and the minimum
roll required to resist the spell (see RMSR Section
23.6). Theduration isegual to this difference divided
by # and then multiplied by time.

Example: 1rnd/10fail would meanthat if the RR
isfailed by 20, the spell would last for 2 rounds.

Spell Ranges

self—Thespell can only be cast upon the caster himself.

touch—The caster must touch the target to create the
effect.

distance—The caster can be no further than distance to
the desired area of effect.

list, sorted by level. Thislisting also showsimportant
spell parameters.

4.Check Box—Besideeach spell inthelistingisacheck
box. Usethisbox to indicate thelevel two which your
character currently knows spells on the list.

5.5pell Level/Name—Thelevel and name of each spell
appearsintwo placeson the page; inthelistingandin
the descriptions. Inall cases, if the name of two spells
arethesame (except for perhapsaroman numeral), the
spells should be treated as the same.

6.Areaof Effect—Thisisthe areaaffected by the spell.
If “varies’ appears here, check the description for the
exact area of effect.

7.Duration—This is the duration that the spell will
remain active. If “varies’ appears here, check the
description for the exact duration.

8.Range—Thisistherangefromthecaster totheareaof
effect. If “varies’ appears here, check the description
for the exact range.

9.Type—Thisisthetype of spell. Thetype of spell will
determine what kind of resistanceroll thetarget of the
spell will get (if any).

distance / Ivl—The distance
totheareaof effect canbeno
further than distance times
the caster’s level.

unlimited—Therearenolimi-
tations placed upon the dis-
tance to the area of effect.

varies—The distance to the
area of effect depends upon
some other aspect of the

spell.

WHAT'S ON A
SPELL LIST

1.Spell List Name—The
name of the spell list ap-
pears in two places on the
page; abovethedescriptions
and above the listing.

2.5pell List Number—Each
spell list is given a unique
identifier that combines its i
classification and the f'ﬁ....l.,..h

equivalent of asection num- et I gt ki e R
ber.

3.Listing—In one of the up-
per corners of the pageisa
listing of al thespellsonthe
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FAR Visions

1. Water sight—Caster can see through 10' per level of water
(evenmurky water) asif itwereday. Someresidual light must
exist for this spell to work.

2. Nightsight—AsWatersight, except caster can seein normal
darkness such as aclear night outdoors. Some residual light
(e.g., starlight, phosphorescent fungus) must exist for this
spell to work.

3. Fogsight—AsWatersight, except caster can seeinfog, mist,
any other precipitation or any gas.

4. Woodsight | |—Caster can see through non-magical wood
(up to 1" thickness per level of experience).

5. Long Ear—Caster’ s point of hearing may be moved inde-
pendently away (upto 10' per level of experience) at arate of
10' per round. Hemust physically beableto gothere(e.g., he
could not send his hearing through walls or closed doors).

6. Observel—Caster can pick apoint (upto 10" away), and he
will be able to see and/or hear from that point. The point is
fixed but can be rotated. There can be intervening barriers
such aswalls.

7. Long Eye—Caster’ spoint of sight may be moved indepen-
dently away (upto 10" per level of experience) at arate of 10’
per round. The point of sight may also be rotated. He must
physically beabletogothere(e.g., hecould not send hissight
through walls or closed doors).

8. Invisiblesight—Caster can see al invisible beings or ob-
jects asif they were not invisible. Note that this means the
invisible object isnot “ detected;” it simply isn't invisibleto
the caster.

9. Stonesight |I—As Woodsight |1, except caster can see
through any non-magical stone.

10. Ironsight 11—As Woodsight 11, except caster can see
through any non-magical iron or steel.

11. Illusionsight II—Caster can see “through” al visual
illusions, phantasms, and glamours.

12. Observe | |—As Observe |, except for the range.

13. Long Sense—As Long Ear, except for the range and the
caster may move any and all senses.

14. Metalsight 11—As Ironsight |1, except caster may see
through any non-magical metal.

15. Utterdarksight—As Nightsight, except caster can see
through magically created darkness (such as those resulting
from Dark or Utterdark spells) or total ordinary darkness
(i.e, noresidual light required).

16. Greater Observe—As Observe |, except 2 points up to
100" away may be observed simultaneously.

17. Observe | I|—As Observe |, except for the range.

18. Wallsight—As Woodsight, except caster can see through
any non-magical wall of any thickness.

19. Waiting Obser ve—AsObservelll, except caster doesnot
have to concentrate until the spell is triggered by some
movement or some sound which could be perceived fromthe
observation point (and after the spell “activates,” the caster
must concentrate on the point or the spell will be dispelled).
If the caster isever morethan 100" per level of experience of
the point selected, the spell is dispelled.

20. Greater Long Sense—As Long Sense, except for the
range.

25. Observe True—As Observe 111, except for the duration
and the caster need not concentrate (he need only glanceand
listen once every three rounds).

30. Sight True—As Woodsight I1, except the caster can see
through al inanimate material. Highly magical materials
might receive an RR (at the GM’s discretion).

50. L ong Sense True—AsLong Sense, except the caster may
move his senses with no limitations on range.
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FAR VIsiONs |
Lvl Name Areaof Effect Duration Range Type }
1. O 1 Watersight caster 10min/lvl  self U
0 2 Nightsight caster 10min/lvl  self U -
I O 3 Fogsight caster 10min/lvl  self U
I O 4 Woodsight Il caster 1 min/lvl (C) self U
j 0 5 LongEar caster C 10/ U 8
0 6 Observel et  C . 10 CUEE
00 7 LongEye caster G 10/vi U ¢
0 8 Invisiblesight caster 10min/lvl  self U
O 9 Stonesightll caster 1 min/lvl (C) self U g
s 00 10 Ironsight Il caster 1 min/lvl (C) self U:%
I O 11 Iusionsight 11 caster 10min/ivl  self U1
0 12 Observell caster C 10/Ivl U #
! 0 13 Long Sense caster C 100/Ivl U _I,-'
0 14 Metasightll caster 1 min/lvl (C) self U
{ O 15 Utterdarksight caster 10min/ivl  self u'I‘II
0 16 Greater Observe caster C 100 U
0 17 Observelll caster C 100/vl U
L O 18 wallsight caster 1 min/lvl (C) self U %
[ 0 19 Waiting Observe caster lday/ivi  self U £
| O 20 GreaterLongSense  caster C 1milvl U &
:t O 25 Observe True caster 1min/lvl 1007/Ivl U %
0 30 Sight True caster 1 min/lvl (C) self U
i 00 50 Long SenseTrue caster C  unlimited U 5)
5  —
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SeeciAL NoTE
See Section 12.2 for more information on Long Sense and
Observe spells
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: FUTURE VISIONS
i_'_ Lvl Name Areaof Effect Duration Range Type
O 1 Intuitionsl caster — self r
0 2 Detect Destiny varies — touch P
O 3 Intuitions|ll caster — self B |
O 4 Anticipate Attack * 1 attack — 1000 U 7
O 5 IntuitionsV caster — self | !-
0 6 Dreaml  caster ldeep sdf |
0 7 Anticipations| * caster — 1000 Pm
0 8 Divinationsl caster lreading self |
.2- O 9 Spel Anticipations| *  caster — 1000 Pm
IE:D 10 Intuitions X caster — self | i
0 11 Dreamll caster 1deep saf 1 |
|!-I; ] 12 DivinationslI caster lreading self |
"-I. £l 13 Anticipations|ll * caster — 1000 Pm
0 14 Destiny Analysis varies — self Pl
f 0 15 Intuitions True caster — self e
E'fm 16 Dream l| caster ldeep sdf | ?
0 17 DivinationsllI| caster lreading self | |
00 18 Spell Anticipations|ll * caster — 1000 Pm
_._" 0 19 AnticipationsV * caster — 1000  Pm !
i 0 20 Lord Dream caster 1sleep self [ |
F 0 25 Ant|C|pat|onsTrue caster — 1000 Pm i:
0 30 Spell Anticipations True *caster — 1000 Pm
i 0 50 Divinations True caster lreading self | 3
2 --:i:.6-;"‘:\'—"-:".'.:_..i'q fE.-'-\.-\_.-JI-\._-'I-F"-l"_- S lan T =

FuTurE ViSiONS

1. Intuitions | —Caster gains a vision of what will probably
happen in the next minute if he takes a specified action.

2. Detect Destiny—Caster can detect whether an unfulfilled
fate, destiny, or wyrd lies upon a person, object, or place.
3. Intuitions I 11—As Intuitions |, except caster gazes 3 min-

utes into the future.

4. Anticipate Attack—The caster can attempt to avoid one
attack, which canbeamissileor ameleeattack or aspell. The
missile, weapon, or enemy spellcaster must be within range
and within the caster’ sfield of vision when this spell is cast.
The caster receivesabonus of +50 to his DB against missile,
melee, and directed elemental attacks; hisnormal DB against
areaelemental attacks, or the enemy spellcaster suffersa-10
to his Base Attack Roll (for al other spell attacks).

5. IntuitionsV—AslIntuitions|, except caster gazes5 minutes
into the future.

6. Dream |—Caster has a dream relating to a topic decided
uponjust beforeretiring. Thisspell can only be used once per
night, the caster must sleep a minimum of one sleep cycle,
and the caster must not be disturbed during the sleep.

7. Anticipations|—Predictsmost probableaction of abeinginthe
next round; specifics are not learned (e.g., attack inmelee, cast a
spdll; but nodetailsontargetsor exactly what spdll) Thisresultsin
thecaster being ableto declarehisstatement of intent for theround
after hearing what the target has decided to do. Note the target is
freeto change his declared action (with the requisite pendties).

8. Divinations|—Thecaster isable (using the culturally specific
apparatus) to make a prediction concerning a person, place, or
object. Using the apparatus to make the prediction will take at
least oneminute per level of the spell. Only one prediction may
be madein any given 24-hour period by the caster (and afailed
spell countstowardsthislimit). The prediction will be accurate
25% of thetime plus 1% per level of the caster (otherwise, the
results are random). The prediction may not concern events
further than one day per level of the cagter into the future. The
predictions will be general, ambiguous and enigmatic. The
interpretation of the predictionsis |eft entirely to the caster.

9. Spell Anticipations|—AsAnticipations|, except if theactionis
to cast agpell, the exact spdll to be cast and thetarget arelearned.

10. Intuitions X—As Intuitions |, except caster gazes 10
minutes into the future.

11. Dream [ |—AsDreaml, except limit is 2 dreams per night
on different topics.

12. Divinations | 1—As Divinations |, except the prediction may
concerneventsupto 1 month per leve of thecaster intothefuture.

13. Anticipations | [ |—As Anticipations |, except caster can
either predict themost probabl eactionsof 3beingsinthenext
round or can predict the most probable actions of one being
over the next three rounds.

14. Destiny Analysis—This provides an analysis of an unful-
filled destiny in terms of who made the prophecy and/or the
source of the destiny, the strength of the destiny, and where
appropriate the oracular riddle (or whatever) which encapsu-
latesthedestiny. The spell doesnot indicate how adestiny may
befulfilled. Notethat thisspell will reveal if agiven prophecy
or divinationisahoax—the strength of thedestiny will insuch
cases depend on the degree to which the victim of the hoax
believesin the divination.

15. Intuitions True—As Intuitions |, except caster gazes 1
minute per level of experience into the future.

16.Dream | 11—AsDreaml, except limitis3 dreamsper night
on different topics.

17. Divinations| 1 1—AsDivinations|11, except the predictions may
concern eventsup to 1 yeer per leve of the caster into the future.
18. Spell Anticipations |11—As Anticipations |11, except if
any of the actionsinvolve spell casting, the spellsto be cast

and the targets are learned.

19. Anticipations V—As Anticipations V, except caster can
either predict themost probableactionsof 5beingsinthenext
round or can predict the most probable actions of one being
over the next five rounds.

20. Lord Dream—As Dream |, except limit is 5 dreams per
night on any combination of topics.

25. AnticipationsTrue—AsAnticipations|, except caster can
predict the most probabl e actions of every being within 100'.

30. Spell Anticipations True—AsAnticipations True, except
if the actions are to cast spells, the spells to be cast and
intended targets are learned.

50.DivinationsTrue—AsDivinationsl, exceptthepredictionmay
concerneventsuptotenyearsper leve of thecaster intothefuture.

SeeciaL NoTEe
See Section 13 for more details on the spells on thislist
and Section 16 for material on dreams.



MIND ViISIONS

1. Seer’s Presence—Caster is aware of the presence of al
thinking/sentient beingswithin hisrange. The caster may opt
to use this spell to become aware of animal presenceswithin
hisrange (for use with spells on the Vision Borrowing spell
list). If the caster wishes to sense animal presences, he must
expend one PP in the casting of this spell.

2. Mind Store—Caster stores the mental pattern of a target
which must first have been detected by Presence. This
pattern can be used with other spells on this list (and other
lists). Thecaster can only haveas many patternsstored asthe
sum of hisMemory and Presence stats (not thebonuses). The
caster can choose to release a pattern at any given time (the
GM should require that a character keep track of all the
patterns he has stored).

3. Seer’s Analysis—Caster learns one of the following con-
cerning atarget: race, profession, or level. The target must
have been located by Presence.

4.Minor Finding—Caster |earnsdirection and distanceto any
unshielded mind for whichhehasamental patternfromMind
Soreor Long Mind Sore, and which iswithin range of this
spell.

5. Thoughts—Caster receives surface thoughts from the tar-
get. If target makes his RR by more than 25 he realizes that
someone is trying to read his thoughts. The caster can
concentrate on a new target each round.

6. Questioning—Target must answer single-concept ques-
tionstruthfully. Questions are asked and answered mentally.
One question may be asked per round.

7. Mind Typing—As Analysis, except caster learns race,
profession, and level of the target.

8. Awareness—As Presence, the caster also gains general
knowledgeof all of thetargets' actions. Inatactical situation,
the caster can declare hisactionsafter |earning one of each of
the targets actions for the round (and when he wants to
perform the action). This does not prevent the target from
changing his action (with the appropriate penalty for chang-
ing his action).

9. Truth |—The caster knows when anyone within the radius
islying.

10. Inner Thoughts—As Thoughts, except caster also learns
reasoning and thought patterns behind surface thoughts.
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MIND VISIONS |
Lvl Name Areaof Effect Duration Range Type%
.0 1 Seer’'sPresencee* 10'R/IVI C self U
0 2 Mind Store* 1 target — 10/lvi Pm
[ O 3 Seer'sAnalysis 1 target — 107/lvl Pm
f 0 4 Minor Finding caster C 100/lvl  Pm
_I 0 5 Thoughts ltgt/rnd  1rnd/vl (C) 1000 Fm 1
O 6 Questioning ltarget 1rnd/Ivli(C) 100 Fm
0 7 MindTyping * 1 target — 10/lvl Pm §
0 8 Awareness* 10'R/IvI C 101vl  Pm
O 9 Truthl 10R C sef  Pm é!-
s 0 10 Inner Thoughts ltarget/rnd 1rnd/lvl (C) 100° Fm
I O 11 AwarenessTrue* 10R/VI © sif  Pm
0 12 Long Mind Store* 1 target — 1007/Ivl Pm
I 0 13 LongMind Typing* 1 target — 100/lvl  Pm _I,-'
I O 14 Findingl caster C  1millvl Pm
1: 0 15 Mind Scan ltarget/rnd 1rnd/lvl (C) self Fm
1 0 16 TruthV 50R C self  Pm
0 17 Long Truth 10R C 10/lvl  Pm
t 0 18 Past Truth lvision Y, self P
{ O 19 FindingV caster C 5mi/lvl Pm
| O 20 Mind Probe 1target/rnd - Irnd/lvl (C) 100 Fm -
O 25 Thought Steal ltarget  1rnd/lvl (C) 100' Fm
0 30 Truth True varies varies varies Pm
0 50 Finding True caster C  unlimited Pm
i T S i e e ﬂ‘,.'wij"

11. Awareness True—As Awareness, except that the caster
learns all actions for the round.

12. Long Mind Store—As Mind Store, except for the range.

13. Long Mind Typing—As Mind Typing, except for the
range.

14. Finding I—As Minor Finding, except for the range.

15. Mind Scan—As Inner Thoughts, except caster can also
scan the target’ s conscious memories at arate of one scene
every round.

16. Truth V—As Truth |, except for the area of effect.

17. Long Truth—As Truth |, except for the range.

18. Past Truth—As Truth I, except when this spell is cast
before any Vision Behind spell, it will detect anyonewho is
lying within the vision.

19. Finding V—As Minor Finding, except for the range.

20. Mind Probe—As Mind Scan, except caster can probe
target’ s subconscious memories (i.e., all experiences).

25. Thought Steal—Caster canremoveonethought or memory
from the target’ s mind each round.

30. Truth True—This can either be cast as Truth V with a
duration of one minute per level or as Long Truth with a
range of 100' per level.

50. Finding True—As Minor Finding, except for the range.

SpeciaL NoTE

Targets of Truth spells (and the other spells of sub-type
“m”) only receive one RR against the spell.
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: PAST VISIONS
{ Lvl Name Areaof Effect Duration Range Type
0 1 Origins lobject — touch | r
. 0O 2 Detect Curse varies — touch |
O 3 VisionBehind | varies varies touch | |
O 4 PowerLore litem — touch 1 7
. 0O 5 VisionGuide 1 spell varies self I !-
« 0 6 Item Visidn 1itaﬁ ;/ariés touch I
~ 0O 7 VisonBehindll varies varies touch |
0 8 Vision Enhancement 1 spell varies self I
0 9 VisionBehind Il varies varies  touch I
IE:D 10 Delving litem — touch | i
-0 11 VisionBehind IV varies varies touch | |
# 0 12 Location Vision 1 location varies  touch | I
"-I. 0 13 Past Store 1 spell varies  self 4
O 14 CurseAnalysis 1curse — touch | |
I{ [ 15 Vision Behind V varies vaies touch | F
0 16 Item Anaysis 1item B 6 ?
0 17 VisionBehind VI varies varies self I |
T [0 18 PersonVision 1 being varies  touch | |
5 00 19 EvokeVision 1litem varies  touch [ |
i' 0 20 VisionHold caster varies self -
E 0 25 VisionBehind VII varies varies touch | *
- 0O 30 VisionBehind VIII varies varies touch |
E 0 50 VisionBehind True varies varies touch | 3
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Past Visions

1. Origins—Givesagenera ideaof theplaceof originof anitem.
2. Detect Cur se—Detectsif acurseisuponaperson, placeor object.
3. Vison Behind |—Caster getsavision of up to 1 minute (per
level of experience) intothepast. Thecaster must select thepoint
in the past to be viewed (and the vision will be accurate within
oneminute). Thevision must be associated with aperson, place
or object touched at thetimeof casting. Thevisionincludessight
and sound. The vision will last up to 1 round (per level of the
caster) if the caster concentrates and remains inactive. Time
passesat arate of oneround of real timefor 10 roundsof vision.
4. Power L ore—Givesthe origins of an item’s power.

5.Vison Guide—Thisspel|l givesthecaster theability toscanthe
past by “feeling the temporal location for significant events.”
This trandates to the caster knowing the approximate time-
frames of significant events, without knowing the nature of the

TROZEN

events. If the caster casts a Vision Behind spell within one
minute of casting this spdll, he will be able to see the specific
events.

6. Item Vision—Gives a vision of a significant event in the
item’s past.

7.Vision Behind I1—AsVision Behind |, except timerangeis
up to 10 minutes per level of the caster (with an accuracy of
+5 minutes) and the trance can last up to 1 minute per level
of the caster.

8. Vision Enhancement—When cast before a Vision Behind
spdll, thisallowsthe caster to perceivethe past using one (and
only one) additional sense (i.e., smell, taste, feel) or touseone
and only one perceptive skill (in addition to the normal vision
and hearing; such asPower Perception or Reality Awareness).

9.Vision Behind | 1l—AsVision Behind |, except timerangeisup
to 1 hour per leve of thecaster (with an accuracy of +30 minutes)
and the trance can last up to 5 minutes per level of the caster.

10. Delving—Gives significant details about an item’s con-
struction and purpose (not specific powers).

11. Vision Behind I V—AsVision Behind |, except timerangeis
upto 1 day per level of the cagter (with an accuracy of +1 hour)
and the trance can last up to 10 minutes per level of the caster.

12. L ocation Vision—AslItemVision, except givesavision of
asignificant event in the past which occurred at the caster’s
current location.

13. Past Store—Caster may cast thisspell whileinaVisionBehind;
it savesan image of aperson, location, or object that can later be
used by another VisonBehind spell (tokey inonthesavedimage).

14. CurseAnalysis—Givesananalysisof theoriginof acurse,
the source of its power, the nature of the curse, and its
effectiveness (i.e., level).

15. Vision Behind V—AsVision Behind |, except timerangeis
up to 1 month per level of the caster (with an accuracy of =1
day) and thetrance can last up to 1 hour per level of the caster.

16. Item Analyss—Gives a complete rundown on an item's
construction, powersand purpose (completenessor specificity of
information may be reduced if theitem is extremely powerful).

17.Vision Behind VI—AsVision Behind |, except timerangeis
upto lyear per level of thecaster (with an accuracy of +1 week)
and the trance can last up to 5 hours per level of the caster.

18. Person Vision—AsItemVision, except givesavision of a
significant event which happened in the target’ s past.

19. Evoke Vison—BYy using an appropriate reflecting medium
(e.0.,apooal, crystd ball, or mirror), thecaster may cast thisspell
beforecastingaVision Behind spell to causethevisiontoappear
inthemedium. Personsother thanthecaster will only receivethe
visual aspects of the vison. Each person other than the caster
will continueto sharethevisionuntil either they stop concentrat-
ing, the caster stops concentrating, or the trance ends.

20. Vision Hold—If the caster has general information con-
cerning an event in the past of a person, place, or object,
casting this spell before a Vision Behind spell will cause the
Vision Behind spell to key in on the event most closely
matching the description. Themore accurate and specificthe
description, the more accurate this spell will be.

25.Vison Behind VII—AsVision Behind |, except timerangeis
upto10yearsperleve of thecaster (withanaccuracy of +1month)
and thetrance can last up to 10 hours per level of the caster.

30.Vison Behind V111—AsVisonBehind VI, except timerange
isup to 100 years per level of the caster (with an accuracy of +1
year), and the trance can last up to 1 day per level of the cagter.

50. Vision Behind True—As Vision Behind VI, except time
range is unlimited (with an accuracy of +10 years), and the
trance can last upto 1 day per level of thecaster. Time passes
at arate of 1 minute of real time for each hour of the vision.

SeeciaL NoTE
See Section 11 for details on handling Vision Behind
spells.



VisioN BORROWING

1. Animal Sight |—Caster may borrow thevisual senseof any
non-intelligent animal within range, thus sharing the visual
perceptionsof theanimal. Theanimal must bewithin sight or
located with aPresence spell or with Mind Sorefollowed by
Finding (for theinitial contact only).

2. Animal Hearing |—As Animal Sght I, except auditory
senseis borrowed.

3. Animal Sense |—As Animal Sght I, except any and all
senses may be borrowed.

4. Sight Merge I—As Animal Sght |, except any being's
visual sense may be borrowed.

5. Hearing Merge |—As Animal Hearing |, except any
being’ s auditory sense may be borrowed.

6. Animal Sight Il |—AsAnimal Sght I, except for the range.

7. Scrying |—The caster may view aperson, item, or location,
seeing what is happening at that very moment at the“ scried”
site. The caster must be able to name the person or location
uniquely (or describethelocation, person, or item uniquely).
The caster must concentrate upon some medium. The scried
target will appear in the medium. If the medium is mobile
(e.g., acrysta ball, amirror), therangeto the scried target is
limited to 100" per level of the caster. If the medium is
immobile (e.g., apool), therangeislimited to 1000’ per level
of thecaster. Thecaster may only seewhat ishappening at the
scried site (no other senses are given) and may only use his
normal visual faculties (no enhancements such asNightsight
or Woodsight are permitted). Unlessthe spell Scrying Share
is used, only the caster will be able to see the vision in the
medium (others who can see the medium will see nothing)
Persons at a scried site may make a Power Perception
maneuver (with a Hard difficulty) to notice that they are
being scried (though only educated persons will know the
cause of thisfeeling).

8. Animal Senselll—AsAnimal Sensel, except for therange.

9. Comprehend Borrowed Sense—If cast before a “sense
borrowing” spell, this enables the caster to understand the
perceptive data received from a sense he himself does not
possess. For example, a human spell caster would cast this
spell on himself before casting Animal Sense on a bat to
understand the information from sharing the bat’s sonar
sense.

10. Sight Mergelll—As Sght Merge |, except for therange.

11. Animal Sight V—AsAnimal Sght I, except for therange.

12. Sensory Mergel—As Animal Sensel, except any and al
senses may be borrowed from any being.

13. Animal SenseV—AsAnimal Sensel, except for therange.
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Lvl Name Areaof Effect Duration Range Type %
.0 1 Animal Sight | caster + 1 tgt C 1000 Pm
00 2 Anima Hearingl  caster + 1tgt C 1000 Pm !
[ O 3 Anima Sensel caster + 1 tgt C 1000 Pm
f 0 4 Sight Mergel caster + 1 tgt C 1000  Pm
_I 0 5 Hearing Mergel caster + 1 tgt C 00 Pm 9§
O 6 Animal Sight Il caster + 1 tgt Cc 3000 Pm
0 7 Scryingl litem C varies Pm |
0 8 Anima Senselll caster + 1 tgt C 3000 Pm
O 9 Comp.Borrowed Sense  caster varies self U ;
s 0 10 Sight Mergelll caster + 1 tgt C 300" Pm
I O 11 Anima SightV caster + 1 tgt C 5000 Pm
0 12 Sensory Mergel caster + 1 tgt C 1000 Pm
I 0 13 Anima SenseV caster + 1 tgt Cc 500" Pm _I,-'
IO 14 scryingll 1item © vaies Pm
1: 0O 15 Sight MergeV caster + 1 tgt C 500 Pm
1 O 16 Anima Sight True caster + 1 tgt C  1millvl Pm
0 17 Scrying Share varies varies varies Pm
t 0 18 Sensory Mergelll  caster + 1 tgt Cc 3000 Pm ¥
{ O 19 Animal SenseTrue caster + 1 tgt C 1mi/lvl Pm .‘l
| O 20 SightMergeTrue  caster + 1tgt C Imi/lvl Pm =
[0 25 Long Sensory Merge caster + 1 tgt C 1mi/lvi Pm %
0 30 Scrying True litem C varies Pm
00 50 Sensory Merge True caster + 1 tgt C  unlimited Pm

- B, '\--'.
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14. Scrying I 1—As Scrying |, except therangelimitationis 1
mileper level of thecaster for amobilemediumand 10 miles
per level for an immobile medium.

15. Sight Merge V—As Sght Merge, except for the range.

16. Animal Sight True—As Animal Sght |, except for the
range.

17. Scrying Share—By casting this on targets (up to a
maximum of 1 target per level of the caster) prior to casting
aScrying spell, thetargetswill be ableto seewhat the scryer
sees while the Scrying spell is active (and the target(s)
remain concentrating). The same caveats that apply to the
scryer apply to al who share the scrying. Note that the size
of the medium may practically limit the number of targets
that can view the medium while the spell is active.

18. Sensory Merge Il 1—As Sensory Merge |, except for the
range.

19. Animal Sense True—As Animal Sense |, except for the
range.

20. Sight Merge True—As Sght Merge |, except for the
range.

25. L ong Sensory M er ge—As Sensory Merge, except for the
range.

30. Scrying True—As Scrying |, except rangeislimited to 10
miles per level of the caster for a mobile medium and 100
miles per level of the caster for an immobile medium.

50. Sensory Merge True—As Sensory Merge, except for the
range.

SeeciAL NoTE
See Section 12.3 for more information on sharing senses
and Section 12.2 for adiscussion of Scrying spells.
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VistoN GUARD

Name Areaof Effect Duration Range Type
Detect Scrying 5R 1 min/lvl (C) 50R PR
Detect Divination 5R 1 min/lvl (C) 50'R P
Cloud Scrying 1 subject 1hriivl  touch Fm |
Conceal Fate 1 subject lhr/lvl  touch Fm®|
Scrying Misdirection 1 subject 1hr/lvl  touch Fm I-
ShadoW Past Tt 1 térgét 7 1 }nin}IvI touch E
False Truth * 1 subject 1min/lvl touch Fm
False Anticipations* 1 subject 1rnd/lvl touch Fm
False Scrying 1 subject 1hr/lvl  touch Fm
Cloud Portent 1 subject 1hr/lvl  touch Fm i
Feel Scrying » caster constant self Pm |
Feel Divination ¢ caster constant  self  Pm I
Unknown Past 1target 1min/lvl touch E |
False Portent 1 subject 1hrivi  touch Fm ¥
Conceal Presence 1 target 1min/lvl touch Fm r
Scrying Analysis 1 scryer — self  Pm
Divination Analysis 1 diviner — self  Pm j
False Past 1 target Imin/lvl touch E ‘:
Concea Memories 1target 1hr/lvl  touch Fm
False Memories 1 target 1rnd/lvl touch Fm
Outside theWeave 1 subject lhr/lvl  touch E

o e S ST
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VisioN GUARD

1. Detect Scrying—Detectsif abeing, item, or placeinthearea
of effect is currently being scried upon. The caster may
concentrate on a different 5'R each round.

2. Detect Divination—Detectsif an attempt is being made to
divinethefutureof abeing, item, or placeintheareaof effect.
The caster may concentrate on a different 5'R each round.

3. Cloud Scrying—Allowsthe caster to cloud the scrying of a
specific subject touched by the caster at thetimeof casting this
spell. If thisspell is successful, the scryer perceiveshisvision
asif through afog, gaining only 50% of the knowledgethat he
would havegainedif unimpeded. Thisprotectionlastsuntil the
duration runs out, the spell is cancelled (or dispelled), or the
defenseis pierced by a scryer (whichever happensfirst).

4. Conceal Fate—Allowsthecaster to conceal onecurseor destiny
which lies upon the subject, rendering the curse or destiny
undetectable by Detect Curse or Detect Degtiny. The curse or
degtiny is il fully active, merely hidden to magical detections.

5. Scrying Misdir ection—Allowsthe cagter to protect the chosen
subject (touched at time of casting), by if successful causing the
scryingtogoawry andlock ontoavery smilar subject (thesmilar
subject must bewithin 10 per leve of the caster a thetime of the
casting of thisspell). Thedecoy subject will appear sosimilar that
the scryer must makeasuccessful Altertnessmaneuver toredize
hismistake. If no suitable decoy exidts, this spdl will fail.

6. Shadow Past—All deedsperformed by thetarget (whilethis
spell isactive) are“shadowed” to appropriate spells. For the
purposes of appropriate spells (e.g., Death’s Memory or
Vision Behind), the information gained about the target will
be shrouded in shadows.

7. False Truth—For theduration of thisspell, if thetarget success
fully resstsany“ information-gathering” or“ mind-reading” spells,
he may portray falsehoods as truths. If the caster of the mind-
reading spell is aware by other means that the target must be
deceiving him, or if theFalse Truth spdll duration endsbeforethe
mind-reading spell’ s duration, the deception will be apparent.

8. FalseAnticipations—Thisspell enablesthetargettomideadthe
caster of any Anticipate or Anticipations spell. In the case of
Anticipationsspdls, thecaster receivesincorrectinformationwith
regard to the target’ sintended actions. In the case of Anticipate
Blow, Anticipate Missile, Anticipate Soell, and Anticipate Attack,
the caster of these pells receives no benefit from casting these
spells (though the spells will be cast successfully, the benefit is
negated by negative penaties gpplied to the positive bonuses).

9. False Scrying—The caster may set a false vision upon the
chosen subject for “would-be” scryers to discover. The false
visonmust befairly s mpleand may not portray scenesor events
longer than the duration of thisspell. Thisspell can be defeated
by piercing or by repeated scrying (i.e., out-lasting the duration
of thisspell), or noting that something unlikely is occurring, or
noting that eventsin the scrying repeat themselves exactly.

10. Cloud Portent—As Cloud Scrying, except the caster can
cloud any form of divinatory magic upon the subject.

11. Feel Scrying—Oncelearned, thisspell allowsthe caster to
know when any scrying attempt is made upon him.

12. Fed Divinations—AsFed Scrying, except alowsthecaster to
know when an attempt to divineinformation about himis made.
14. Unknown Past—As Shadow Past, except absolutely noinfor-
mation about the target will be reveded. For example, aDeath’s
Memory cast on the scene of a murder might show the victim
callgpsing with a knife in his chest (but no sign of the knife-
wielder). Theshrouding may bepierced, otherwiseitispermanent.

15. False Portent—Any attempt to divine information about
the protected subject (touched at timeof casting) will receive
afal sereading, with the elements of the reading specified by
the caster at time of casting.

16. Conceal Presence—Thetarget of thisspell appearstohave
no presence for the duration of this spell, and so may not be
detected by Presence-type spells.

17. Scrying Analysis—Thecaster may usethisspll todeterminethe
location andidentity of ascryer whoseactivitieshavebeen detected
by either Detect Scrying, Fed Scrying, or Power Perception.

18. Divination Analysis—AsScrying Analysis, except determines
the location and identity of adiviner whose activities have been
detected by either Detect Divinations, Fed Divinations, or Power
Perception.

20. FalsePast—A sShadowPagt, except all deedsperformedby the
target (whilethis spell isactive) will gopear asif someonedseis
performingthem. Thefa seactorischosenby thecagter at thetime
of cadting and theeffectivenessof thefa sficationwill depend on
how well the caster can visudizetheintended “fal guy.” Merely
observing someoneis not asgood asany of thefollowing spells:
Sudy Pasty, Impersonation Sudy, or Change Lore.

25. Conceal M emories—Thecaster may usethisspdl| toconced the
memoriesof thetarget from Inner Thoughts, Mind Scan, and Mind
Probespdlsetc. Thecagter may hidememoriesa arateof onescene
per round (with amaximum number of roundsequal tothecagter’s
level). The hidden memoriesare ftill availableto the target.

30. False Memories—As Conceal Memories, except the
caster may replace real memorieswith false memoriesat a
rate of onememory per round. Thetarget hasaccessto both
the true and the false memories.

50. OutsidetheWeave—Thesubject of thisspell isprotected from
al divinatory magic for the duration of the spell. Thisspll lasts
until itiscancelled, dispelled, or theduration runsout (whichever
is sooner), and may not be pierced. Any divinatory magic at-
tempted upon the subject will Smply fail, and any divinatory
magic attempted upon other subjectswherethe protected subject
may directly or indirectly significantly effect the future of the
protected subject will provide answers which do not take the
possibleactionsof theprotected subjectintoaccount. Howeverthe
protected subject may not use divinatory magic of any sort upon
himself or other subjectsfor theduration of thisspell. Thesubject
istruly outsde the weave of fate.

SpeciaL NoTE
See page 25 for notes.



FArR VoicE

1. Star Voice—The caster may mentally speak with another
spell user of the Mentalism realm. They must be able to see
each other or the caster must know the exact location of the
target or the caster must use Focus Voiceto locate the target
(in all cases, the target must be within range).

2. Prepare Voice |—The caster enters a trance-like state to
prepare his mind to be the recipient for a Sar Voice spell,
Mind Voice spell or Mind Tongue spell (off Mind Speech
(Mentalist Base)). While heisunder the effects of thisspell,
an incoming spell belonging to one of the three groups
mentioned above will have its range increased by 10 times.

3. Mind Voice |—As Sar Voice, except the caster may
mentally speak with any one thinking being that he can see.

4. FocusV oice—Whenthisspell iscast, thenext Star Voiceor
Mind Voice spell (cast within one minuteof thisspell) will be
ableto focusin on aspecific person asitstarget (even if the
caster cannot seethetarget). Thetarget must havepreviously
been Mind Stored (see the Starsense spell list).

5. Greater Star Voice—As Sar Voice, except the caster may
speak to another spell user of the Mentalism realm asfar asthe
horizonifitisclear andat night, Inother circumstances, therange
is1000'.

6. Mind Voicelll—AsMind Voicel, except therangeis 300'
and the caster must know exactly where the target is.

7. PrepareVoicel|—AsPrepareVoicel, except therangeis
increased by 20 times.

8.Mind VoiceV—AsMind Voicelll, except therangeis500'.

9. Long Voice |—Caster can cause his voice to be heard at a
point up to 100" away (in amplified tones). If thelocationis
out of sight, the caster must have been there.

10. Mind Voice X—As Mind Voice Il1, except the range is
1000'.

11. PrepareVoicelll—AsPrepare Voicel, except therange
isincreased by 50 times.

12.Waiting V oice—A mental message (of upto 25words) can
be stored and set to be delivered to aperson entering the area
of effect (with a trigger). The triggering area must be no
larger than 10'R and the trigger can be any of the following:
afixed time period (up to 24 hours), specified movements,
specified sounds, touch, or by aspecified person entering the
area (that person must have been Mind Stored by the caster;
see the Starsense spell list).

Fm

U' 8
Fm

U
Fm b

I o ey T — e
-rn.ll..\_--ﬂ'-.‘- e ==t N = i
ASTROLOGER Bast 17.2.1 ,
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Lvl Name Areaof Effect Duration Range Type }
. 0 1 StarVoice* caster +1 tgt C 100
0 2 PrepareVoicel caster C self
[ O 3 MindVoicel * caster +1 tgt C 100
i O 4 FocusVoice caster C self
j 0 5 Greater Star Voice* caster +1 tgt C varies
0 6 MindVoicelll *  caster +1tgt G308
0 7 PrepareVoicell caster C self
0 8 MindVoiceV * caster +1 tgt Cc 500'
O 9 LongVoicel 1 point C 100
s 0 10 MindVoiceX * caster +1 tgt C 1,000
I O 11 PrepareVoicelll caster C self
0 12 Waiting Voice* 10R varies 100’
! 0 13 LongVoicelll 1 point C 300
| 0O 14 Greater Mind Voicel *caster +1 tgt C 1mi
-i: 0 15 Star VoiceTrue caster +1 tgt C varies
0 16 PrepareVoicelV caster C self
0 17 LongVoiceV 1 point C 500
t O 18 Greater Mind VoiceV *caster +1 tgt C 5mi
{ O 19 PrepareVoiceV caster (& self
| O 20 LordVoice 1 point c 10071vl
t_ 0 25 MindVoiceTrue* caster +1tgt C Imi/lvl
0 30 LongVoice True 1 point C Imi/lvl
i 0 50 FarVoice caster +1 tgt C varies
" P, 1
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13.LongVoaicelll—AsLong Voicel, except the point can be
up to 300" away.

14. Greater Mind Voice I—As Mind Voice |1, except the
rangeis 1 mile.

15. Star Voice True—As Star Voice, except the range is 5
milesper level of the caster if thespell iscast onaclear night,
and 1 mile per level of the caster under other conditions.

16. PrepareVoice | V—AsPrepare Voice |, except therange
isincreased by 100 times.

17. Long Voice V—AsLong Voice, except the point can be
up to 500" away.

18. Greater Mind VoiceV—AsGreater Mind Voicel, except
therangeis5 miles.

19. Prepare Voice V—As Prepare Voice |, except range is
increased by 500 times.

20.Lord Voice—AsLong Voicel, except the point can be up
to 100" per level away.

25.Mind Voice True—AsMind Voicelll, except therangeis
1 mile per level of the caster.

30. Long Voice True—AsLong Voicel, except the point can
be up to 1 mile per level away.

50. Far Voice—AsMind Voicelll, except if thetarget of this
spell isanother spell user of the Mentalism realm, the range
isunlimited; otherwise, the range is 5 miles per level of the
caster.

MENTALISM
COMPANION




_..H._‘__'_- LT Tl gt |

Ié" Ty "-.\_l'.__._'.rn-
* ASTROLOGER BAst 17.2.2 T’“X‘O"’A % g EARTS ARE seygy
-~ N7 e
Horwy Vision RX 1%y f Jsop é
TE%xY ~ 7
Lvl Name Areaof Effect Duration Range Type HA H/vf?, 257
0 1 Starpaths caster © f 18 AT b,
. O 2 Literacy | caster Cc sf U V/=‘i dlpzgy S
0 3 Dreaml caster 1deep sdf 14 [ £0e, o0 He
O 4 VisionBehind| varies varies touch | | V= ":é&odlj %, )
. O 5 Literacyll caster C sef U I- AIRE e, L4
R e e e et T LS /
N7/ © .
« 0 6 Dreamsll caster l1desp sdf 2Oy, ! |
' O 7 VisionGuide 1 spell varies  sdf | N b Ey, Ao 3
O 8 Literacy Il caster c slf U e ViZro 2o
0 9 Dreamslll caster l1deep  sef I ceFiIZ ©/y
0O 10 Communel caster C self I r =
O 11 VisionBehind Il varies varies  touch | |
0 12 Literacy IV caster © self U |
"-I.EI 13 Vision Behind I11 varies varies  touch |
0 14 Dreamsl|V caster 1dleep self B |
[0 15 Communelll caster C salf | ;ll 8.Literacy |I11—AsLiteracy|, except the caster hasthereading
level of the average literate man, and may write a a “ninth
0 16 VisionBehind IV varies varies touch | r gradeleve” (equivalent to someone who has completed “ sec-
B0 17 ondary” education or finished acraft or trade apprenticeship).
“© [0 18 VisionBehindV varies varies touch | j For the duration of the spell, the caster has the equivalent of
! 0 19 1 skill rank 6 in the written form of the language.
0 20 VisionBehind VI varies vaiies  touch | | 9 Dreamsll|—AsDreaml, exceptlimitis3dreamsper night
g Bl o5 ¢ : T 5 - ; p o | on different topics.
0 D(r)en;muMstt(relrJ; ggg 1desp  solf | 10. Commune |—Caster receives (usually from his patron
High Prayer P o of | deity) a“yes’ ora“no” answer toaquestiononasingletopic.
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1. Star paths—On aclear night, when starsand/or themoon(s)
are visible, the caster gains perfect directional and distance
sense. For the duration of this spell, he will always know
where heisin relation to known landmarks.

2. Literacy |—Caster is able to read and write very simple
phrases and wordsin a specific language, and possibly under-
standthecontext of very simplepassages. Thecaster musthave
a sample text in the target language. For the duration of the
spell, the caster hasthe equivaent of skill rank 2inthewritten
form of the language.

3. Dream |—Caster has a dream relating to a topic decided
upon just before retiring. The caster must sleep for anormal
sleep cycle (minimum of 4 hours) for this spell to work.

4. Vison Behind |—Cagter getsavision of up to 1 minute (per
level of experience) intothepast. Thecaster must select thepoint
inthe past to be viewed (and the vision will be accurate within
oneminute). Thevision must be associ ated with aperson, place
or object touched at thetimeof casting. Thevisionincludessight
and sound. The vision will last up to 1 round (per level of the
caster) if thecaster concentratesandremainsinactive. Thecaster
iseffectively in atrance while concentrating. Time passesat a
rate of oneround of real timefor 10 rounds of vision.

5.Literacy ||—AsLiteracy|, exceptthecaster canread moderately
smplewritings and understand most of the details, but will have
troublewithsubtleconcepts. For thedurationof thespell, thecaster
hastheequivaent of skill rank 4inthewrittenformof thel anguage.

6. Dreams||—AsDreaml, except limitis2 dreams per night
on different topics.

7.Vision Guide—This spell givesthe caster the ability to scan
the past by “feeling the temporal location for significant
events.” Thistrand atesto the caster knowing the approximate
time-frames of significant events, without knowing the nature
of the events. To use this knowledge, the caster must cast a
Vision Behind spell (within one minute of casting this spell).

This spell may be used a maximum of once per day.

11.Vison Behind | 1I—AsVisonBehind I, excepttimerangeisupto
10 minutes per leve of the cagter (with an accuracy of +5 minutes)
and thetrance can last up to 1 minute per leve of the cagter.

12. Literacy 1V—As Literacy |, except the caster may read
relatively complex material and recognize (if not fully under-
stand) the nature of archaic or unusual dialectsand concepts.
For the duration of the spell, the caster has the equivalent of
skill rank 8 in the written form of the language.

13.VisonBehind I l|—AsVisonBehind|, excepttimerangeisup
to 1 hour per leve of thecaster (with an accuracy of +30 minutes)
and thetrance can last up to 5 minutes per level of the caster.

14. Dreams |V—As Dream |, except limit is 4 dreams per
night on different topics.

15. Commune I11—As Commune |, except caster receives
answers to three questions.

16. Vison Behind | V—AsVision Behind |, except timerangeis
up to 1 day per leve of the caster (with an accuracy of +1 hour)
and the trance can |last up to 10 minutes per level of the cater.

18.Vision Behind V—AsVision Behind |, except timerangeis
up to 1 month per level of the caster (with an accuracy of +1
day) and thetrance can last up to 1 hour per level of the caster.

20.Vision Behind VI—AsVision Behind |, except timerangeis
upto lyear per level of thecaster (with an accuracy of +1 week)
and the trance can last up to 5 hours per level of the caster.

25. Commune True—As Commune |, except caster can
receive amore detailed answer (e.g., aname or short phrase)
to aquestion involving only one concept.

30. Dream Mastery—As Dream |, except caster is able to
manipulate hisdreaminalimited way to gain moreinformation
onaspecifictopic. For example, whileheisinthedreasmhecan
ask aquestion (but there is no guarantee it will be answered).

50. High Prayer—Caster receives detailed information from
his deity on a single topic question.

SpeciaL NoTE
See Chapter 16 for material on Dreams and Chapter 11 for
details on handling Vision Behind spells.



STARLIGHTS

1. Projected Light—Beam of light (like aflashlight) springs
fromthe caster’ spalm. Thislight hasa50' effectiverange. If
thecaster closeshisfist, thelight will “turn off” ; when thefist
isopened, thelight will comeback on (solong astheduration
of the spell has not expired).

2. Sdf Aura |—Generates a bright aura about the caster,
making him appear more powerful and subtracting 5 fromall
attacks against him.

3. Light II—Lights either one area of 20'R about the point
touched or lightstwo areas of 10'R about two pointstouched.
If apoint ison amobile object or being, the light will move
with the object/being. Note the total radius which can belit
is20'. See Section 7.1.7 (Spell Law).

4. Light Eruption—[RR Mod: -10] Causes a 10'R sphere of
intense light, all within the radius of effect are stunned for 1
round per 5 failure.

5. Shock Bolt I—A bolt of intense, charged light is shot from
the palm of the caster. The attack is resolved on the Shock
Bolt Attack Table.

6. Self Aurall—As Saf Aural, except subtracts 10 from all
attacks.

7. Flare—A 6" radiusball of light is shot from the palm of the
caster. It will travel to the limit of the range, explode (as a
flare), burnwithabrightlight (asaflare), drift slowly toearth,
andgoout. Anareaof radiusequal totherangeislitif theflare
canrisetoitsfull range. Theflare dropsat 10" per round. If
fired at atarget, resolvetheattack asaShock Bolt that delivers
Heat criticals.

8. Utterlight I—Lights a 10'R area about the point touched
with equivalent illumination to full daylight. It also nullifies
all magically created darknessfor thedurationinthat area. If
the point ison amobile object or being, it will movewiththe
object/being.

9. Self Auralll—AsSdf Aural, except subtracts 15 from all
attacks.

10. Beacon V—A ray of light (any color) springsfrom caster’s
palm. This ray can be up to 5 mileslong.

11. Light VI—AsLight |1, except up to 6 areas can belit with
atotal radius of 60'.

12. Lesser Starbolt—A bolt of intense coherent light (color
chosen by the caster at time of casting, but may not bewhite)
is shot from the caster’ s palm. The attack is resolved on the
FireBolt Attack Table, withthefollowing special rules: If the
bolt hits a reflective surface (such as a mirror or a highly
polished breastplate), the bolt will be harmlessly scattered;
however thereflective surface will be burned/tarnished (los-
ing itsreflectivity until repaired or polished). If the bolt hits
a surface which has the same color as the bolt (a green bolt
strikes the target’ s green robes), the concussion hit damage
delivered by the bolt is halved (round down; e.g., aresult of
5hitsand an ‘A’ critical becomes2 hitsand an ‘A’ critical).

13. WaitingLight I1—AsLight |1, except the caster can delay
the effects of the spell and it can be triggered by one of the
following (decided by caster at timeof casting): elapsed time
(up to 24 hours), specific movements, specific sounds, or
touch.

14. Lord Self Aura—As Salf Aural, except subtracts 20 from
all attacks.

15. Flash—A brilliant flash blinds the target for 1 round per 5
failure.

16. Beacon X—As Beacon V, except the ray can be up to 10
mileslong.

17. Lord Light—AsLight 11, except up to 20 areas can be lit
with atotal radius of 200'.
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STARLIGHTS
Lvl Name Areaof Effect Duration Range Type
.0 1 Projected Light 50" beam 10 min/lvl  self E
O 2 Sdf Aural caster 10 min/lvl  sdlf U
[ O 3 Lightll 20R 10 min/lvl touch E
f 0O 4 Light Eruption 10R — 100 F
50 5 ShockBoaltl 1target — 1000 DE
O 6 SdfAurall caster 10 min/lvl. self U
0O 7 FHare varies 3rnd/lvl 500 DE
0 8 Utterlight I 10R 1min/lvl touch E
O 9 Sdf Auralll caster 10 min/lvl  self U
s 0 10 BeaconV 5miles Imin/lvl  self E
FD 11 Lightvi 60R 10 min/lvl touch E
0 12 Lesser Starbolt 1 target — 3000 DE
I O 13 Waiting Light I 20R 10 min/lvl touch E _i,-'
IO 14 Lord Self Aura caster 10minivl sef U
O 15 Fash 1 target — 100 F
{ 0O 16 Beacon X 10 miles Imin/lvl  self E'S
0 17 LordLight 200R 10 min/lvl touch E
t 0O 18 Utterlight V 50R Imin/lvl touch E ¥
0 19 Greater Starbolt 1 target — 10000 DE 1&
I O 20 sdf AuraTrue caster 10 min/lvl  self u
0O 25 Starfires 1 point C 500 E %
0 30 Starhand 1 point 1 rnd/lvl 6" DE
O 50 StarfiresTrue 1 point Varies Varies DE
il R e -—-'..'l-.r.'__'....::__h.- ";"lr:-"‘_q"'rr'w.{';-:l'ﬂ" o

18. Utterlight V—AsUtterlight I, except up to 5 areas can be
lit with atotal radius of 50'.

19. Greater Starbolt—As Lesser Sarbolt, except the range
is 1,000

20. Self AuraTrue—AsSelf Aural, except subtracts25from
al attacks.

25. Starfires—Focuses starlight or moonlight as a lens that
must be focussed initially on afixed point. After 1 round, it
can be moved at arate of 1' per round. It will burn through
al diameter at arateof 6" per round (for wood), 1" per round
(for stone), or 0.5" per round (in metal). Thisspell cannot be
used effectively incombat (asfoescan easily moveout of the
way). However if used on animmobilefoe, see Sarhand for
damage resol ution process.

30. Starhand—As Sarfires, except therange and focus must
be within 6" from open palm of caster (and caster’sarm is
immune unless he fumbles an attack; see below) and it can
be moved 10' per round. It can be used in melee; striking on
the Fire Bolt Attack table with an OB equal to the caster’s
directed spell skill bonus with Starhand (with a specia
modification of +30 to the attack roll if the caster can touch
the target). If the attack is fumbled (01-02 UM)), the caster
takes an automatic ‘A’ Heat Critical.

50. Starfires True—As Sarfires or Sarhand, except star/
moonlight is not required.

SpeciAL NoOTE
None of the Self Aura spells are cumulative with each
other or with Blur or other Aura spells.

MENTALISM
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Lvl Name Areaof Effect Duration Range Type
0 1 Determine House caster — self I
. O 2 Ephemerisl caster — self |
O 3 Interpret Natal Chart 1 chart imn sodf 1@
0 4 Horaryl caster 1min self -
~ 0O 5 Ephemerislll caster — self | I-
. 0 6 DetermineBirthPlace ltagt  — 10 P
" [0 7 DetermineBirthTime 1 target — 10' P
0 8 Horayll caster 1min self |
0 9 EphemerisV caster — self |
[0 10 Interpret Progression| 1 chart 1min self I i
0 11 Caculate Aspects caster — self | |
tJ 12 Horary Il caster 1min self | I
"-I. 0 13 Ephemeris X caster = self & |
0 14 Draw Chart 1 chart 1min touch E |
[l 15 Interpret Progression |l 1 chart imin s | 8
0 16 Horary IV caster 1min self | r
- 0 17 Ephemeris XV caster = self I
T 0O 18 Interpret Synastry 1 chart/51vls 1min self | j
! 00 19 Lord Ephemeris caster — self (I |
[ 20 Horary V caster 1min self [ |
5 0 25 EphemerisTrue caster — self |
O Horary True caster 1min self |
Starlore caster — self |
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1. Determine House—Determines the Ascendant and
Midheavenfor agiventimeat agivenlocation to an accuracy
of one angular minute (one-sixtieth of adegree), and deter-
mines the Sun Sign for that given time.

2. Ephemeris |—Determines the astrologica positions of al
culturally relevant cel estial bodiesfor agivenlocationonagiven
day upto oneyear into the past or up to oneyear into thefuture.

3. Interpret Natal Chart—Given a birth chart, the caster can
correlate al the astrologically significant information to pro-
vide one of three types of interpretation of the celestial influ-
encesonthepersondescribed by that birthchart. Thecaster can
provide ageneral character analysis of the person in terms of
all areasof life, adetailed anal ysi sof the personfor onespecific
area of life (e.g., hedlth, love, aspirations etc.), or a problem
analysis considering the merits and demerits of that person
with respect to some decision or undertaking. The duration of
thisspell representsthe necessary timefor the caster’ smind to
organize adescription of the interpretation.

4. Horary |—Given aquery concerning adecision, an action, an
event, etc., thecaster can providean assessment of theoutcomeof
querent’ stopicbased uponthecd estid influencesbeginningfrom
thetime at which the query was asked until ten minutes per level
of thecagter intothefuture. Thecaster’ spredictionwill dependon
the nature of the query, but might include whether the outcome
will be positive or negative, the probable outcome, any “trends’
whichwill probably developinthetime-frame. Withlonger time-
frames, the predictionswill fail to notethe lesser trends or minor
events. Only one Horary spell may be cast by the cagter in any
given 24-hour period, and failed spells count towards that limit.
Thepredictionwill beaccurate 25% of thetimeplus 1% per level
of the caster (otherwise, theresultswill berandom). Theduration
of thisspell isthetime required to assessthe cdlestid influences.

5. Ephemeris||1—AsEphemeris|, except can be up to three
yearsinto the past or the future.

6. Determine Birth Place—Caster can determine the exact
location of the target’s birth to the nearest mile.

7. Determine Birth Time—Caster can determine the date of
birth and time of birth of the target to the nearest minute.
8.Horary II—AsHorary I, except the time frame which can
be assessed is 1 hour per level of the caster into the future.
9. Ephemeris V—As Ephemeris |, except can be up to five

years into the past or the future.

10. Inter pret Progression |—Given abirth chart which hasbeen
progressed for asinglemonthinagivenyear (either inthepast or
in the future), the caster can corrdate dl the astrologicaly
sgnificantinformationto provideaninterpretation of thecelestial
influencesupon the person described by the chart over thecourse
of that month. The caster can provide agenerd summary of the
trendsinonespecificareaof lifeover thecourseof that month. The
interpretation will not reved the destination(s) involved nor the
timings of the journeys. The duration of this spdll representsthe
necessary time for the caster’ s mind to organize adescription of
theinterpretation.

11. Calculate Aspects—Allows the cagter to determine al the
agpectsinagiven chart or chartswhich areconsdered relevant in
the cagter’s system of astrology. This will usudly include all
conjunctions, oppositions, squares, trines, quincunx, sextiles, etc.

12.Horarylll—AsHoraryl, except thetimeframewhich can
be assessed is 1 day per level of the caster into the future.

13. Ephemeris X—As Ephemeris |, except can be up to ten
yearsinto the past or the future.

14. Draw Chart—Based on available previously determined
data (e.g., Ascendant, Midheaven, celestial positions), the
caster cantraceout anastrological chart (whichiscompletely
accurate given the available information) onto a suitable
surface. The duration of this spell represents the time taken
for the caster to trace out the chart.

15. Interpret Progression |I—As Interpret Progression I,
except thecaster can either chooseto haveageneral summary
of thetrendsin all areasof lifeinthemonth of interest or can
chooseto have adetailed analysis of one specific areaof life
(e.g., travel). In thelatter case, the interpretation will reveal
events and trends of |esser importance and may disclose the
timings of these events to the nearest day.

16.Horary IV—AsHorary|, except thetimeframewhich can
be assessed is 1 week per level of the caster into the future.

17. Ephemeris XV—As Ephemeris XV, except can be up to
fifteen yearsinto the past or the future.

18. Interpret Synastry—Given a number of birth charts or
progressed birth charts, the caster can correlate the astrol ogi-
caly significant information in terms of correspondences
between or among thebirth charts. Thecaster canthen provide
an analysis of how the persons described by the given charts
will interact with each other based on the celestial influences
exerted upon them either at their births or at a given time. A
synastricinterpretation might (inmany cultures) berequiredto
determineif agiven marriage was astrologically advisable or
to determine the soundness of a business partnership. The
caster can only provide a synastric interpretation for a maxi-
mum of one chart per five levels of the caster (round up). The
duration of this spell represents the necessary time for the
caster’ s mind to organize a description of the interpretation.

19. Lord Ephemeris—As Ephemeris |, except can be up to
twenty years into the past or the future.

20.Horary V—AsHorary |, except thetime framewhich can
be assessed is 1 month per level of the caster into the future.

25. Ephemeris True—As Ephemeris |, except can be up to
two years per level of the caster into the past or the future.

30.Horary True—AsHorary |, except thetime framewhich
canbeassessedis1year per level of thecaster intothefuture.

50. Starlore—As Ephemeris|, except can beup to five years
per level of the caster into the past or the future.

SpeciAL NoTE
See page 25 for notes.



STARSENSE

1. Presence—Caster is aware of the presence of all thinking/
sentient beings within hisrange.

2.L ocation | —Givesthedirection and distanceto any specific
object or place that the caster is familiar with or has had
describedindetail. The object or place must bewithin 100" of
the caster.

3. Star eyes—Thecaster can seeonaclear night (whenthestars
or moonlight isvisible) asif it were day. The range of the
caster’svision is that of normal daylight vision. The caster
must be outdoors for this spell to function.

4. Location |11—As Location |, except the range is 300'.

5. Mind Store—Caster stores the mental pattern of a target
(which must first have been detected by Presence). Thiscan
be used with other spells (both on this list and others). The
caster can only have asmany patternsstored asthe sum of his
Memory and Presence stats (not the bonuses). The caster can
chooseto release apattern at any given time (the GM should
require that a character keep track of all the patterns he has
stored).

6.Minor Finding—Caster learnsdirection and distanceto any
unshielded mind for whichhehasamental patternfromMind
Sore and which iswithin 100" per level of the caster.

7. Location V—As Location |, except the range is 500'.

8. Mind Typing—Caster learnstherace, profession, and level
of atarget. Thetarget must have been located by the Presence
spell.

9. Direction—Caster learns the direction to any unshielded
mind for which he hasamental pattern from Mind Store, and
which iswithin range of this spell.

10. Starhearing—On a clear night (under starlight or moon-
light), the caster attunes himsdlf to the “music of the spheres”
and can hear thefaintest of soundsby merely concentrating his
attention to agiven locale. The caster’ srange of hearingisup
to the horizon. Note the caster must be outdoors for this spell
tofunction, and hecannot concentratehisattentionto areasthat
arenot under thestarlight or moonlight (e.g., withinbuildings,
etc.).

11. Transfer Mind Store—The caster can transfer a copy of
any one Mind Stored pattern to another spell user from the
Mentalism realm (i.e., both casters now have the person
stored). The target of this spell must know the Mind Sore
spell (but he needn’t spend the PPs to cast Mind Store).

12. Awar eness—AsPresence, but the caster also gainsgenera
knowledge of the targets' actions. In atactical situation, the
caster can declare hisactions after learning one of thetargets
actions for the round (and in which “phase” they want to
perform the action). This does not prevent the targets from
changingtheir actions(with theappropriate penalty for chang-
ing their actions).

13. Nighteyes—As Stareyes, except the caster can see on adark
night (no stars visible and no moonlight) asif it were day. The
darkness must be naturally occurring (not from any magica
effects).

14. Greater Location—As Location I, except for the range.

15. Starfinding—AsMinor Finding, except therangeisunlim-
ited if both the caster and the target are outdoors when the
stars are visible.

16. Finding I—As Minor Finding, except for the range.

17. Darkeyes—As Stareyes, except the caster can see in
magically created darkness as if it were day.

18. Greater Direction—As Direction, except for the range.

19.Nighthearing—AsStarhearing, except thecaster isableto
attune himself to the “music of the spheres’ on dark nights
when thereis neither starlight nor moonlight.

20. Lord Location—As Location |, except for the range.
25. Direction True—As Direction, except for the range.
30. Finding True—As Minor Finding, except for the range.
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STARSENSE '
Lvl Name Areaof Effect Duration Range Type%
. 0O 1 Presence* 10R/IVI C self U
0O 2 Locationl 1 target — 100 P -
[ O 3 Stareyes caster 10 min/lvl  self u
f 0 4 Locationlll 1target — 300 P
_I 0 5 Mind Store* 1 target — 10/Ilvl  Pm 1
.6 Minbr Findiﬁg cas{er 5 C . 1007/Ivl Pm .-
00 7 LocationV 1target — 500' P o]
0 8 Mind Typing * 1 target — 10/Ivl  Pm
O 9 Direction caster — 1000/Ivl Pm ;
s 0 10 Starhearing caster 10 min/lvl  self U
I O 11 Transfer Mind Store 1 target - touch Pm
0 12 Awareness* caster C 10/Ilvl Pm
I O 13 Nighteyes caster 10 min/lvl  self U _I,-'
| O 14 Greater Location 1 target = im P
1: 0 15 Starfinding caster C  unlimited Pm
0 16 Findingl caster C 1mi/lvi Pm
0 17 Darkeyes caster 10 min/lvl  self U
t 0 18 Greater Direction caster — 5mi/lvl Pm ¥
I O 19 Nighthearing caster 10minivl  self U 11
| O 20 LordLocation 1 target = 20mi P -
0 25 Direction True caster — unlimited Pm %
0 30 Finding True caster C  unlimited Pm
0 50 Starlocation 1 target varies P %
1 —
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50. Starlocation—AsLocation|, except therangeisunlimited
if boththecaster and thetarget areoutdoorswhilethestarsare
visible. If either the caster or the target (or both) are not
outdoors, the rangeis 1 mile per level of the caster.

SpreciaL NoTE

When using Location spells, the caster must provide an
unambiguous description of the object being sought. This
includes aminimum of: the item’s dimensions (within 10% of
actual size) and at least two other identifying attributes (e.g.,
color, weight, shape, texture, composition, etc.). Often it will
take more than two other attributes to make the description
“unique” (i.e., no other item can possibly match the descrip-
tion). The gamemaster may find the following formulafor
calculating the distance to the horizon useful.
Di . . . _ Io*m
istance to horizon (in miles) = e
D=diameter of planet (in miles), H =
Height above sea-level (n feet), and C =

5280.

Inusing thisformula, the gamemaster
should remember that the height is
the height of the character's eyes
above searlevel, so even if
thefeet are at sealevd,
the eyeswill befiveto six
feet dbove. The
gamemadter should also
remember that the result
of thisformulaisa
maximum distance—
buildings, landscape
features, etc., will dl
block thefield of view.

MENTALISM
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ASTROLOGER Bast 17.2.6

WAY OF THE VOICE

caster © self U

Name Areaof Effect Duration Range Type
Speech | caster C self U
Voice of Caming 1target varies 500 Fm
Question 1 target == 10 Fmd
Voice of Fear 1 target varies 50 Fm#
Speech 11 caster C self U I-
Orate | caster Imin/lvl  sef U
Voice of Paralysis 1target varies self  Fm
Voice of Command 1target varies 500 Fm

[

|

Voice of Beguilement 1 target varies 500 Fm
Calming Oration varies varies 500 Fm
Oratell caster Imin/lvl  sdf U I
Speech IV caster C self U |
Fear Oration varies varies self  Fm |
Paralyzing Oration varies varies 50' Fm :I'
Commanding Oration  varies varies 50 Fm r
Speech V caster C self U
Beguiling Oration varies varies 500 Fm j
Voice of Dominion 1 target 1day/lvl 50 u s
Common Speech caster C self U
Orate True caster Imin/lvl  sef U
Voiceof DominionTr. 1 target P 500 Fm
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WAy oF THE VOICE

1. Speech |—The caster is able to communicate basic ideasin
the language of a specific being (e.g., hungry, thirsty, bath-
room, peace, etc.). For the duration of the spell, the caster has
the equivalent of skill rank 2 (spoken) in the language.

2. Voice of Calming—The target is calmed and cannot take
aggressive (offensive) action, while the caster speaks to the
target (requiring concentration of the caster). After the caster
ceases to speak to the target, the effect will continue for as
many rounds asthe caster has a ready spoken. For example, if
the caster speaks to a target for 3 rounds, the target will be
calmedfor those3roundsplusthefollowing 3rounds. Notethe
target must beableto hear and understandthecaster. Thecaster
may concentrateon thisspell and aSpeech or Common Speech
spell at the sametime.

3. Question—The target must answer a single-concept ques-
tion truthfully (though he must be able to understand the
question).

4. Voice of Fear—As Voice of Calming, except the target will
become afraid of one person (including the caster), object, or
placechosen by thecaster at timeof casting, and will fleeinfear
fromthesourceof that fear at maximum pacefor theduration of
thisspell. Notethat unlessthetargetisrestrained (eveninaminor
way), hewill attempt to run after one round.

5. Speech | |—As Speech |, except the caster can communicate
inmore complex concepts, although thereisagood chance of
misinterpretation. For the duration of the spell, the caster has
the equivalent of skill rank 4 (spoken) in the language.

6. Oratel—For the duration of thisspell, the caster receivesa
specia +10 bonus to al non-magical attempts to persuade
and/or influence people.

7.Voiceof Paralysis—AsVoice of Calming, except thetarget can
take no morethan 10% action each round for the duration of this

.

8. Voice of Command—As Voice of Calming, except the
target will obey any actions suggested by the caster that are
not totally alien to the target (e.g., no suicide commands, no
blinding himself commands, etc.).

9. Speech I11—AsSpeech |, except the caster isreasonably fluent
inthelanguage. Thecaster’ saccentisimperfect, butthereisonly
adight chanceof misinterpretation. For theduration of thespell,
the caster has the equivalent of skill rank 6 (spoken) in the
language.

10. Voice of Beguilement—As Voice of Calming, except the
target will believethat thereasoning andideas put forward by
the caster are correct and valid, and will be unable to doubt
these beliefs for the duration of the spell. After the spell has
ended, the target will continue to believe these ideas until
either persuaded otherwise or presented with irrefutable
evidence to the contrary.

11. Calming Oration—As Voice of Calming, except effects
all within range who can hear and understand the caster.

12. Orate | |—AsOrate |, except the bonusis +20.

13. Speech IV—As Speech |, except the caster speaks the
target language asif hewereanative. For the duration of the
spell, the caster hasthe equivalent of skill rank 8 (spoken) in
the language.

14. Fear Oration—AsVoiceof Fear, except affectsall within
range who can hear and understand the caster.

15. Paralyzing Oration—As Voice of Paralysis, except ef-
fectsall withinrangewho can hear and understand the caster.

16. Commanding Oration—As Voice of Command, except
effects all within range who can hear and understand the
caster.

17. Speech V—As Speech |, except the caster has absolute
fluency inthetarget languageand all closely related dial ects.
For the duration of the spell, the caster has the equivalent of
skill rank 10 (spoken) in the language.

19. Beguiling Oration—As Voice of Beguilement, except
effects all within range who can hear and understand the
caster.

20. Voiceof Dominion—Thetarget will consider thecaster tobe
astaunch aly and friend, and will obey any commandsdirectly
issued by the caster which are not truly dien, and where no
commands have been issued by the caster, thetarget will actin
what he considers to be the caster’s best interests. The caster
must speak aone and without interruption with the target for at
least one minute per leve of the target, both the target and the
caster must be within 50" of each other (and able to see each
other), and the target must be able to hear and understand the
caster (who may concentrate on Speech or Common Speech
spellswhileestablishing hishold over thetarget). Thea legiance
of the target can be prematurely terminated if dispelling magic
isemployedor if thetarget ispresented withirrefutableevidence
that the caster hasbetrayed him or if the caster ordersthe target
to perform atruly dien act.

25. Common Speech—As Speech V, except all who can hear
the caster will hear him in their native language, and the
caster may concentrate on understanding a different lan-
guage each round. Note the caster cannot simultaneously
understand more than one language in any given round
through using this spell.

30. Orate True—As Orate |, except the bonusis +50.

50. Voice of Dominion True—AsVoice of Dominion, except
the caster must speak with thetarget for ten minutesper level
of the target, and the duration of the allegiance is permanent
unless terminated prematurely as described in Voice of Do-
minion.



SeEMING DEFENSES

1. Cloak Sight—[RR Mod=-50] Target makesanRR. Failure
resultsin onebeing ,chosen by the caster, becominginvisible
to the target; others see the protected being normally. If the
protected being makes an obvious action (e.g., talking, mov-
ing an object, etc.), the target may attempt another RR (the
GM may deem it appropriate to apply modifiersto this RR
based upon the action the protected being takes). If the
protected being attacks the target, he may make another RR
with a+50 modifier.

2. Cloak Hearing—[RR Mod = -50] Target makes an RR.
Failure resultsin one being, chosen by the caster, becoming
inaudible to the target; others hear the protected being nor-
mally. If the protected being causes a sound arising from 1'
beyond hisbody, thetarget may attempt another RR (the GM
may deem it appropriate to apply modifiersto this RR based
upon the action the protected being takes). If the protected
being attacks the target (e.g., casting a spell with a verbal
component), he may make another RR with a+50 modifier.

3. Minor Cloak I—[RR Mod = -50] Target makes an RR.
Failure results in one being, chosen by the caster, becoming
invisible and inaudible to the target, as per Cloak Sght and
Cloak Hearing.

4.Cloak Fedl/Taste/Smell—[RR Mod =-50] Target makesan
RR. Failure results in the target becoming unable to feel,
taste, or smell one being, chosen by the caster; others sense
the protected being normally. If the protected being attacks
thetarget (e.g., by physically striking the target with afist),
hemay make another RRwitha+50modifier. Notethat if the
target is attacked by the protected being, he will not know it
(ashecannot feel the attack); hewill still suffer the damage,
but won't know why (though he will get another RR).

5. Lesser Cloak |—AsMinor Cloak | and Cloak Feel/Taste/
Smell, except the target cannot see, hear, smell, taste or feel
the being chosen by the caster.

6. Minor Cloak I11—As Minor Cloak |, except affects three
targets. The caster makes one BAR that applies to al of the
targets.

7. Cloak Presence—[RR Mod = -50] Target makes an RR.
Failure results in the target becoming unable to detect the
mental pattern of one being chosen by the caster through
magical means (or special sense); others may perceive the
protected being normally.

8. Cloak Esoteric—[RR Mod = -50] Target makes an RR.
Failure results in the target becoming unable to detect one
being, chosen by the caster, using unusual senses; others
perceive the protected being normally. Examples of unusual
senses might include sonar, magnetic senses, thelifedetection
ability of undead etc.

9. Lesser Cloak III—As Lesser Cloak I, except affects 3
targets. The caster makes one BAR that appliesto all of the
targets.

10. Greater Cloak |—As Lesser Cloak |, except the target
cannot perceive the being, chosen by the caster, using any
senses possessed by the target.

11. Minor Cloak V—As Minor Cloak I, except affects 5
targets.

12. Sphere of Cloaking |—As Minor Cloak |, except affects
all targets within achosen 10'R. The caster makesone BAR
which isapplied to al of the targets.

13. Lesser Cloak V—As Lesser Cloak I, except affects 5
targets.

14. Greater Cloak |11—As Greater Cloak |, except affectsthree
targets. The caster makes one BAR which is gpplied to dl the
targets.

15. Sphere of Cloaking 111—As either Sohere of Cloaking |
except affectsdl targetswithinachosen 30'R or asLesser Cloak
|, except affectsall targetswithin achosen 10R. In either case,
the caster makesone BAR whichisappliedtoal of thetargets.
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Lvl Name Area Of Effect Duration Range Type
.0 1 Cloak Sight 1 target Imin/lvl 10/Ilvl  Fm
00 2 Cloak Hearing 1 target Imin/lvl 107Ilvl  Fm
I O 3 MinorClosk | 1 target Imin/lvl 10/lvl Fm
f 0 4 Cloak Feel/Taste/Smell 1 target Imin/lvl 10/lvl  Fm
_i 0 5 LesserCloak | 1 target Imin/lvl 10/lvl  Fm 1
O 6 Minor Cloak Il 3 targets Imin/lvl. 10/lvl  Fm |
0 7 Cloak Presence 1target 1min/lvl 10/lvl Fm ¢
0 8 Cloak Esoteric 3 targets Imin/lvl 10/lvl  Fm
O 9 LesserCloak Il 3 targets Imin/lvl 10/lvl  Fm
s 0 10 Greater Cloak | 1target Imin/lvl 107lvl  Fm
I O 11 Minor Cloak vV Stargets  1min/dvl 10/lvl  Fm
0O 12 Sphereof Cloaking | 10R Imin/lvl 10/lvl Fm
I O 13 Lesser Cloak V 5 targets Imin/lvl 10/lvl  Fm
| O 14 Greater Cloak I1I 3targets  1min/vl 10/lvl Fm:
1: O 15 Sphereof Cloaking Il varies Imin/ivl 10/lvl Fm
{ 00 16 Minor Cloak X 10 targets 1min/dvl 107/Ilvl Fm®
0 17 Lesser Cloak X 10 targets Imin/lvl 10/lvl  Fm
t 0O 18 Greater Cloak V 5 targets Imin/lvl 10/lvl Fm %
0 19 Sphereof CloakingV 5 targets Imin/lvl 107Ilvl  Fm 15.
E' O 20 MassMinor Cloak  1target/Ilvl - 1min/lvl varies Fm *
0 25 MasslLesser Cloak  1target/lvi 1 min/lvl varies Fm
0 30 Greater Cloak X 10 targets Imin/lvl 10/lvl  Fm
00 50 MassGreater Cloak 1target/lvi 1 min/lvl

R E [

16. Minor Cloak X—As Minor Cloak I, except affects 10
targets.

17. Lesser Cloak X—As Lesser Cloak I, except affects 10
targets.

18. Greater Cloak V—As Greater Cloak I, except affects 5
targets.

19. Sphere of Cloaking V—As either Sphere of Cloaking I,
except affects all targets within a chosen 50'R or as Lesser
Cloak |, except affects all targets within achosen 30'R, or as
Greater Cloakl, except affectsall targetswithinachosen 10R.
In any case, the caster makes one BAR whichisappliedto all
of thetargets.

20.MassMinor Cloak—AsMinor Cloak |, except affectsone
target per level of the caster and the rangeis only limited to
the caster’ sfield of vision.

25. Mass Lesser Cloak—As Lesser Cloak I, except affects
onetarget per level of the caster and therangeisonly limited
to the caster’ sfield of vision.

30. Greater Cloak X—As
Greater Cloak |, except af -
fectsten targets.

50. Mass Greater Cloak—
AsGreater Cloak I, except
affects one target per level
of the caster and the range
isonly limitedtothecaster's
field of vision.

SpeciaL NoTE
See page 25 for notes.
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J SEEMING ENHANCEMENT
t' Lvl Name Area Of Effect Duration Range Type
0 1 Light Seeming ltarget 1 min/lvl (C) 1000 Fm§
. O 2 Sound Seeming ltarget 1 min/lvl (C) 1000 Fm
O 3 Detect Seeming 1 target == 1000 Pm |
0 4 Smell Seeming ltarget 1min/lvl (C) 100 Fm |
* O 5 Animal Seeming 1 spell varies self U !-
. 0 6 TateSeeming  ltaget L1min/vi(C) 100 Fm
~ [0 7 Unseeming 1 spell P 100 F
0 8 Feel Seeming ltarget 1 min/lvl (C) 100' Fm
O 9 Anayze Seeming 1 spell — 100 F
[0 10 Dua Seeming 1 spell varies self U i
Bo 11 |
0 12 Presence Seeming ltarget 1 min/lvl (C) 100' Fm I
"-I.EI 13 Far Seeming | 1 spell varies sf U |
0 14 Plant Seeming 1 spell varies self Ul
E [] 15 Esoteric Seeming ltarget 1min/vi(C) 100 Fm F
p'! 00 16 Supernatura Seeming 1 spell varies self U r
0o 17
T 0 18 Far Seemingll 1 spell varies self U j
...f 0 19 1
- 20 Multi-Seeming 1 spell varies self u. s
g 0 25 Far Seeminglll 1 spell varies self U -*
0 30 Multi-Seeming True 1 spell varies self U
00 50 Far Seeming True 1 spell varies self U 3
ok e ’ e
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SEEMING ENHANCEMENT

1. Light Seeming—The cagter can creste a visud (dtatic or dy-
namic) imagewhichispercevedinthemind of onetarget for the
duration of this spell. The caster can set up to one conditional
action per level of the cagter in the Seeming spell (this action
requires no concentration by the cagter). This action can be
triggered on agiven action by the target. The caster can concen-
trate and exercise dynamic control over what is perceived in the
target’ smind (thought thetarget must till be within range of the
caster for thisto work).

2. Sound Seeming—As Light Seeming, except the caster can
create a set of sounds.

3. Detect Seeming—Caster candetermineif thetargetisbeing
affected by an Overlay or Seeming spell.

4. Smell Seeming—As Light Seeming, except the caster can
create a set of smells.

5. Animal Seeming—Thisspell will allow the next Overlay or
Seeming spell from either thislist or Seeming Law to be able
to affect animal targets (though the spell must be cast within
one minute of completing this spell).

6. Taste Seeming—As Light Seeming, except the caster can
create a set of tastes.

7. Unseeming—The caster can attempt to stop an Overlay or
Seeming from effecting a given being (note that the Overlay
or Seeming must already be*“ detected” with aDetect Seeming
spell). The Overlay or Seeming spell isallowed aRR (at the
level of its caster or the spell level if theformer isunknown);
if the RR is successful, it continuesto affect the being. If the
RR isfailed, the spell will no longer effect this being, other
targets will continue to be effected.

8. Fed Seeming—As Light Seeming, except the caster can
create a set of tactile sensations.

9. Analyze Seeming—Thecaster can analyze adetected Over -
lay or Seeming spell to determine the nature of the spell in
terms of the hallucination it is generating within the mind of
the affected being. Theanalyzed spell isallowed aRR (at the
level of itscaster or the spell level if the former isunknown);
if the RR is successful, no information is gained.

10. Dual Seeming—Thisspell will alow the caster to cresteup to
two smultaneous streamsof perceptual input when concentrating
on the next Overlay or Seeming spell from either this list or
Seeming Law. When providing two streams, the activity for
concentrating ontheenhanced spell israised to 75%. Notethat the
Overlay or Seeming spell must be cast within one minute of
completing this spell.

12. Presence Seeming—As Light Seeming, except the caster
can create a mental pattern which can be detected by and
interact with appropriate spells or special senses.

13. Far Seeming |—This spell will allow the caster to extend
the range over which he can dynamically concentrate upon
the next Overlay or Seeming spell. Such a spell will have a
rangeof 100" per level of thecaster. Notethat thenext Overlay
or Seeming spell must be cast within one minute of complet-
ing this spell.

14. Plant Seeming—AsAnimal Seeming, except it will enable
the enhanced Overlay or Seeming spell to effect sentient
plants.

15. Esoteric Seeming—As Light Seeming, except the caster
can create a set of sensations appropriate to a given esoteric
sense. Examples of unusual senses would include sonar,
magnetic senses, the life detection ability of undead etc.

16. Supernatural Seeming—As Animal Seeming, except it
will enable the enhanced Overlay or Seeming spell to affect
Elementals, Constructs, Golems, Spirits, Undead, and other
supernatural beings with at least minimal intelligence.

18. Far Seeming |l—As Far Seeming |, except the range for
concentrationisincreasedto 1,000 feet per level of thecaster.

20. Multi-Seeming—As Dual Seeming, except the caster can
supply uptothreesimultaneousdistinct streamsof perceptual
input and the necessary level of concentration (for three
streams) isincreased to 90% activity.

25. Far Seeming | l1—AsFar Seeming |, except therange for
concentration isincreased to one mile per level of the caster.

30. Multi-Seeming True—AsDual Seeming, except thecaster
can supply upto four simultaneousdistinct streamsof percep-
tual input and the necessary level of concentration (for four
streams) isincreased to 100% activity.

50. Far Seeming True—As Far Seeming |, except the range
for concentration is ten miles per level of the caster.

SpeciAL NoTE
See page 25 for notes.



SEEMING L Aw

1. Overlay I1—The caster can alter the visual appearance of an
item, being, or place as perceived inthe mind of onetarget for
theduration of thisspell. The other characteristicsof theitem,
being, or placedo not change. The nature of theitem, place, or
being doesnot change(e.g., abook will remainabook, abridge
will remain a bridge, etc.). The caster can set up to one
conditional action per level of the caster in the Overlay spell
(this action requires no concentration from the caster). The
actionistriggered onagiven action by thetarget with theitem,
being, or place that has been overlaid. By concentrating, the
caster can exercise dynamic control over what isperceived in
the target’s mind with regard to the affected item, being, or
place(thoughthetarget must still bewithinrangeof thecaster).
Thecaster may chooseoneof thefollowing options: a) anextra
sense can beadded to the Overlay (the corresponding Seeming
spell fromthe Seeming Enhancement spell list must beknown),
b) an additional target may be affected, c) the duration can be
doubled, d) therange can bedoubled, or €) an additional item,
being, or place may be altered.

2. Seeming |I1—The caster can create a visua (static or
dynamic) image (e.g., of an item, being, or place) which is
perceived in the mind of one target for the duration of this
spell. The caster can set up to oneconditional action per level
of the caster in the Seeming spell (this action requires no
concentration from the caster). This action istriggered on a
given action by the target. By concentrating, the caster can
exercise dynamic control over what is perceived in the
target’ smind (though the target must still be within range of
the caster). The caster may choose one of the following
options: @) an extra sense can be added to the Seeming (the
corresponding Seeming spell from Seeming Enhancement
spell list must be known), b) an additiona target may be
affected, c) the duration can be doubled, d) the range can be
doubled, or €) an additional image(of anitem, being or place)
can be created.

3. Overlay I11—AsOverlay I, except the caster may choose two
of the options.

4. Seeming 1 1—AsSeeming 1, except any two of theoptionsmay
be chosen.

5. Waiting Overlay [I—As Overlay Il, except it can be
delayed upto 24 hours. At thetimeof casting, the caster must
decide upon the trigger for the spell. The caster can choose
oneof thefollowing asatrigger for the spell: a) time period,
b) specified movement, c) specified sound, d) specified
touch, €) specified smell, f) specified taste, or g) other
specified sensation perceived by the target.

6. Waiting Seeming I1—As Seeming |l, except it can be
delayed upto 24 hours. At thetimeof casting, the caster must
decide upon the trigger for the spell. The caster can choose
oneof thefollowing asatrigger for the spell: a) time period,
b) specified movement, c) specified sound, d) specified
touch, €) specified smell, f) specified taste, or g) other
specified sensation perceived by the target.

7. Overlay V—AsOverlay I11, except four of the options may
be chosen.

8. Seeming V—As Seeming |1, except four of the options may
be chosen.

9. Waiting Overlay |II—As Waiting Overlay |, except the
caster may choose two of the options.

10. Waiting Seeming |l | —AsWaiting Seeming 1, except two
of the options can be chosen.

11. Overlay X—AsOverlay 111, except nineof theoptionsmay
be chosen.

12. Seeming X—As Seeming |1, except nine of the options may
be chosen.
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Lvl Name Area Of Effect Duration Range Type
O 1 Overlayll ltarget 1 min/lvl (C) 100' Fm
0 2 Seemingll ltarget 1 min/lvl (C) 1000 Fm
[ O 3 Overlaylll ltarget 1 min/lvl (C) 100' Fm
f O 4 Seeminglll ltarget 1min/lvl (C) 100° Fm
£ 0 5 Waiting Overlay |1 1target varies 100 Fm 9§
O 6 Waiting Seeming Il 1 target varies 1000 Fm |
0 7 OverlayV ltarget 1 min/lvl (C) 1000 Fm |
0 8 SeemingV ltarget 1 min/lvl (C) 100' Fm
O 9 Waiting Overlay 11 1 target varies 1000 Fm
s 00 10 Waiting Seeminglll 1 target varies 1000 Fm
I O 11 overlay X ltarget 1 min/lvl (C) 1000 Fm
0 12 Seeming X ltarget 1 min/lvl (C) 100' Fm
I O 13 Waiting Overlay V 1 target varies 1000 Fm
| O 14 waitingSeemingV 1 target vaies 1000 Fm:
O 15 Overlay XV ltarget 1 min/lvl (C) 100' Fm
{ 0 16 Seeming XV ltarget 1min/lvl (C) 1000 Fm
0 17 Waiting Overlay X 1 target varies 1000 Fm
t 0O 18 Waiting Seeming X 1 target varies 1000 Fm ¥
O 19 LordOverlay ltarget 1 min/lvl (C) 100 Fm i
BO 20 Lord Seeming ltarget -1min/lvl (C) 1000 Fm *
00 25 LordWaiting Overlay 1 target varies 1000 Fm
0 30 LordWaiting Seeming 1 target varies 1000  Fm
00 50 True Seeming ltarget 1min/lvl (C) 100' Fm
T T e T e e ™ e 'ﬂ"-.- o

13. Waiting Overlay V—AsWaiting Overlay 111, except four
of the options may be chosen.

14. Waiting Seeming V—AsWaiting Seeming I, except four
of the options can be chosen.

15. Overlay XV—As Overlay Ill, except fourteen of the
options may be chosen.

16. Seeming XV—As Seeming |l, except fourteen of the
options may be chosen.

17. Waiting Overlay X—AsWaiting Overlay 11, except nine
of the options may be chosen.

18. Waiting Seeming X—AsWaiting Seeming |1, except nine
of the options can be chosen.

19. Lord Overlay—As Overlay 111, except nineteen of the
options may be chosen.

20. Lord Seeming—As Seeming I, except nineteen of the
options may be chosen.

25. Lord Waiting Overlay—As Waiting Overlay 111, except
nineteen of the options may be chosen.

30. Lord Waiting Seeming—As Waiting Seeming I1, except
nineteen of the options can be chosen.

50. TrueSeeming—Aseither Overlay 111 or Seeming |l except
option per level of the caster may be chosen.

SeeciaL NoTE
See page 25 for notes.
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e ap—— T A ) 6. Obedience |—The target must obey the caster for the
{.._.- B s duration of this spell, as specified in Suggestion |.
o ENCHANTER Basg 17.3.4 7. Certainty—Caster can cause the target to believe, with
[ compl etecertainty, anidea, reasoning, or “fact” implanted by
| S EEMING MASTE RY the caster for the duration of this spell. The target may lose
3 : this belief prematurely if he is presented with irrefutable
o Lvl Name Area df Effect: Duration: Renoe-Tigy evidence of the falsehood of the belief or persuaded of its
0 1 Detect Control 1target — 1000  Pm r falsehood
0 2 Cdml 1target Imin/vli 100" Fm :
00 3 Suggestion| 1 target varies 10 Fm ! 8.Calm I .I —AsCalml, except affects 3 targets.
0 4 Emotionl 1 target 1min/lvi 1000 Fm | 9. Suggestion I11—As Suggestion |, except affects 3 targets
* O 5 Doubt 1 target 1 hr/lvl 100 Fm and the rangeis 20'.
. i = R N ; !- 10. Emotion I11—As Emotion |, except affects 3 targets.
}' g 675 8232; ﬁ?ce ' i ggg 1(1 rr?rl /rII\//IIV I 18 Em 11. Obedience | 1—As Obedience |, except affects 2 targets.
L 0 8 camll |y 3 targets iminivi 100 . Eif 12. Calm V—As Calm |, except affects 5 targets.
.2. O 9 Suggestion Il 3targets varies 200 Fm 13. Suggestion _V—,IAs Suggestion |, except affects 5 targets
O 10 Emotion Il 3targets - 1mindlvl 1000 Fm ; and the range is 30'.
|E: . - ] 14. Emotion V—As Emotion |, except affects 5 targets.
: O 11 Obediencell 2targets  10min/ivi - 100 Fm 15. Obedience I11—As Obedience |, except affects 3 targets
g 12 Cam V_ 5 targets 1 mm/lvl 1000 Fm | and the range is 20'.
.I'I' E ﬁ grjlgc?ti&:r:(i? i g ggg: 1\:2{53\/' 1%% Em | 16. Calm X—As Calm|, except affects 10 targets.
f [ 15 Obediencelll tagets  10minvl 200 Fm F 1;3‘1%2‘3‘\82 X s Slggestion |, except affectsS targets
i .
E'f 0 16 Cam X 10 targets 1 min/lvl 1000  Fm ? 18. Emotion X—As Emation |, except affects 10 targets.
i O 17 SuggestionX 10targets varies 50 Fm & 19 Obedience V—As Obedience |, except affects 5 targets
BD 1o obsiovev  Stages Wminiv 00 Fmll oonerngeisd)
ience targets min/lv I m
F h ; { 20.MassCalm—AsCalml, except affects 1 target per level
¥ O 20 Mass (;alm 7 l target/lrvl 1 mln/lvl 1000 Fm | of the caster.
[ 0 25 MassSuggestion ~ 1targetlvl  vaies 100 Fm i’ 2. MIaSSeISu]ggﬁstion—Astﬁgeﬂion |, except affects 1 target
O 30 MassEmotion ltarget/lvi  1min/ivl 1000 Fm per level of the caster and the range is 100.
i O 50 MassObedience ltarget/lvi 10 min/lvl 100 Fm 3 30. MassEmotion—AsEmotion |, except affects 1 target per
. level of the caster.

{

T A e N " A, ST S R “ 50.MassObedience—AsObedience!, except affects 1 target
per level of the caster and the range is 100'.

SEEMING M ASTERY

1. Detect Control—Detectsif atarget isun-
der the influence of a charm or other mind
control affect (generally speaking, that would
include any spell with a sub-type of “m”).
The mind control spell may resist detection
by making an RR at thelevel of the caster of
the charm spell (or the level of the charm
spell).

2.Calm|—Thetarget of thisspell will takeno
offensive action, and will fight only in self-
defence.

3. Suggestion |—Target will follow asingle
suggested act that is not completely aliento
him (e.g., no suicide suggestions, no blind-
ing himself suggestions, etc.).

4. Emotion |—Causes the target to be af-
fected by any onedesired emotion chosen at
time of casting. Possible emotions include
hate, love, sadness, anger, fear, etc. The

MENTALISM caster may choose the object of theinduced

COMPANION emotion.

5. Doubt—Caster can cause the target to
doubt the truth of one belief or fact chosen
by the caster for the duration of this spell.
Thetarget may regainhisbelief prematurely
if heis presented with irrefutable evidence
of the doubted belief’ struth or persuaded of
its veracity.




SEEMING M EMORIES

1. Relive Experience—Thecaster causesthetargettorelivean
experience chosen by the caster at time of casting. If thetarget
isinarelaxed state of mind, thetarget will bein areverieand
oblivious to his surroundings unless disturbed (loud noise,
physical prod, etc.). If thetargetisactive, thetarget will remain
active but be distracted by momentary flashbacks and the
attempts of his mind to relate the experience to the current
situation (-20 to all actions). This spell will aso provide the
target with a +25 bonus to recalling specific details of the
remembered experience. This bonus is not cumulative with
Force Recall or Recall spells.

2.Memory Cue—The caster can select atopic and obtain one
cueper level of thecaster fromthetarget. Each cuewill relate
to an experience of thetarget with respect to thetopic. These
cues are used asthetriggers for the Relive and Share Expe-
rience spells.

3. Mind Tap—Caster can assess the target’ s ability (in terms
of skill ranks) with regard to one specific skill or spell list
chosen at time of casting.

4. Share Experiencel | —AsRelive Experience, except that a
second target shares the remembering of the experience of
theprincipal target. Thecaster must choosewhichtargetisto
be the principal target at time of casting.

5. Force Recall |—Allows the cagter to improve the target's
memory for the duration of this spell. The caster may chooseto
limit thetopics onwhich theimprovement will be obtained. Any
maneuver involving Memory receives a specid bonus of +10.
This is not cumulative with Force Recall 11, Recall or Reive
Experience spells.

6. Tap Skill —Caster can temporarily tap the language skills
of the target, enabling the caster to use one language at the
level of fluency (spoken and written) of the target. The
language must be chosen at time of casting. For the duration
of thisspell, the caster must usethetarget’ s skill at the given
language, evenif thetarget islessfluent thanthe caster inthe
chosen language.

7. Share Experience |11—As Share Experience I, except
three targets relive the chosen experience.
8. Tap Skill I1—As Tap Skill |, except the caster can tap one

purely mental skill of the target (that would be any skill that
useseither Memory or Reasoning asoneof it’ sstat bonuses).
For theduration, the caster replaces hisskill rank bonuswith
that of thetarget, and recal culatesthe skill bonusfor the skill.

9. Share Experience V—As Share Experiencell, except five
targets relive the chosen experience.

10. Mind Scan—Caster receives surface thoughts from target,
learns the reasoning and the thought patterns behind the
surface thoughts, and may additionally scan the target’s con-
scious memories, at a rate of one scene every round. If the
target makeshisRR by morethan 25, herealizesthat someone
istrying to read histhoughts. The caster can concentrate on a
new target each round.

11. Tap Skill I1—AsTap kill 1, except the caster cantap one
physical (any skill that uses either Strength, Agility, or
Constitution as one of it's stat bonuses, except OB related
skills) or mental skill of thetarget (asdefinedin Tap ill I1).
For theduration, the caster replaces hisskill rank bonuswith
that of thetarget, and recal culatesthe skill bonusfor the skill.

12. Remove Experience—Thecaster can remove onethought
or memory from the target’s mind each round.

13. Tap Skill IV—AsTap Skill 1, except the caster cantap one
combat skill (OB related skill) of thetarget. For the duration,
the caster replaces hisskill rank bonuswith that of thetarget,
and recal cul ates the skill bonus for the skill.

14. Copy Experience—Caster cancopy onethought or memory
from the target into his own mind each round.
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Lvl Name Area Of Effect Duration Range Type 3
. 0 1 ReliveExperience 1 target 1rnd/5fall 100° Fm
0 2 Memory Cue 1 target — 1000 Fm
[ O 3 MindTap 1 target — 1000 Fm
f 0 4 ShareExperiencell  2targets 1rnd/5fail 100 Fm
_i 0 5 ForceRecall 1target 1rnd/Ivi 100" Fm 1
O 6 TapsSkilll caster + 1tgt  1rnd/vl . touch Fm |
00 7 ShareExperiencelll 3targets 1rnd/5fail 1000 Fm ¢
O 8 TapSkillll caster + 1tgt  1rnd/lvl touch Fm
O 9 ShareExperienceV  5Stargets 1rnd/5fail 1000 Fm
s O 10 Mind Scan 1target/rnd 1rnd/lvl (C) 100 Fm
F O 11 Tapskill llI caster + 1tgt 1rnd/Ivl touch Fm
0 12 RemoveExperience 1ltarget 1rnd/llvl (C) 100' Fm
I O 13 Tap Skill IV caster + 1tgt  1rnd/lvl touch Fm
| O 14 CopyExperience  caster + 1tgt 1rnd/lvl (C) touch Fm:
1: O 15 Tap Spell V caster + 1tgt  1rnd/lvl touch Fm
{ 0 16 ForceRecal Il 1target 1rnd/Ivl 100" Fm'
0 17 ShareExperienceX 10targets 1rnd/5fail 1000 Fm
t 0O 18 Mind Probe ltarget/rnd 1rnd/lvl (C) 1000 Fm ¢
O 19 Implant Experience ltarget  1rnd/vl (C) 100 Fm 15.
E' 0 20 Tap Spell X caster + 1tgt- 1rnd/lvl touch Fm -
0 25 Mass Shared Exp. ltarget/lvl 1rnd/5fal 1000 Fm
0 30 Lord Tap Spell caster + 1tgt  1rnd/lvl touch Fm
00 50 Tap Spell True caster + 1tgt  1rnd/lvl touch Fm %
T T e T e e ™ e 'ﬂ"-.- o

15. Tap Spell V—Caster may use one spdll list (chosen at time
of casting) of thetarget accessing the spell knowledgeupto Sth
level or the number of skill ranks possessed by the target
(whichever islower). For the duration of thisspell, thecaster's
knowledgeof thespell listislimitedtotheknowl edgepossessed
by thetarget. The caster must usehisown PPsand must always
make a Spell Casting Static Maneuver, with al appropriate
pendlties taken into consideration. Any failed spells suffer a
specia modification of +50to al spell failureresults(i.e., add
+50to dl spdl failureralls).

16. ForceRecall I l—AsForceRecall |, except any maneuver
Memory receives a special bonus of +25.

17. ShareExperienceX—AsShareExperiencell, exceptten
targets relive the chosen experience.

18. Mind Probe—As Mind Scan, except caster can probe
target’ s subconscious memories (i.e., al experiences).

19. Implant Experience—As Copy Experience, except the
caster can copy one thought or memory from his mind into
the mind of the target.

20. Tap Spell X—AsTap Jell V, except the caster can access
the spell knowledge up to 10th level or the number of skill
ranks possessed by the target (whichever islower).

25. Mass Shared Experience—As Share Experience I,
except one target per level of the caster relive the chosen
experience.

30. Lord Tap Spell—As Tap Spell V, except the caster can
accessthe spell knowledge up to 20th level or the number of
skill ranks possessed by the target (whichever islower).

50. Tap Spell True—As Tap Spell V, except the caster can
accessthe spell knowledge up to 50th level or the number of
skill ranks possessed by the target (whichever islower).

SpeciaL NoTE
See page 25 for notes.
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e T T T, T ) 11. Paralyze—The target is completely paralyzed.
I‘{J T 12. Wound D—AsWound A, except the apparent wound can
: ENCHANTER Bast 17.3.6 beuptoa‘'D’ severity critical.
| 13. Major Hypochondria—AsMinor Hypochondria, except
4 SEEMING PROIECTION the target believes himself to be suffering from alife threat-
{ Lvl Name Area Of Effect Duration Range Type ening disease.
00 1 Distractions 1 target 1rnd/5fail 1000 Fm r 14. Sensory L ossTrue—AsSensory Loss, except thetarget|oses
. O 2 Dumbness 1target 1rnd/5fail 1000 Fm all senses (i.e., receives no sensory input whatsoever) for the
0 3 WoundA ltarget  1rnd/5fal 1000 Fm | duration of this spell.
0O 4 Deafness ltarget  1rnd/Sfaill 1000 Fm@| 15 Wound E—AsWound A, except the apparent wound can
- 0O 5 ParalyzeLimb 1target 1rnd/5fail 100 Fm !- beuptoan‘E’ severity critical.
5 et i T o S T ! 16. Waiting Pr o] ection—Asany oneof thenon-Wound spells
‘# 0 6 WoundB _ ltaget  1rnd/5fal 1000 Fm on thislist below 15th level, except the effect of the projec-
= 7 Minor Hypochondria 1 target 1day/5 fa.'l 100, A tion upon thetarget can bedelayed upto 24 hours. Atthetime
E L. 8 Blindness 1 target 1rnd/Sfal 100, A of casting, the caster must decide upon the trigger for the
U 9 WoundC ltarget  1md/Sfal 1000 - Fm spell. The caster can choose one of the following astriggers
IE: U 10 Sensory Loss 1target 1rmd/5fail 1000 Fm r for this spell: @) time period, b) specified movement, c)
Y0 11 Paayze 1 target 1md5fal 1000 Em | Spec!f!ed sound, d) s.pecn‘ledtouch, €) specified smell, or )
# 0 12 Wound D Ltagel  1mdSfal 100 Fm | specified taste perceived by the target. _
.I'I' [ 13 Magor Hypochondria 1target  1day/S5fal 1000 Fm |  17.ProjectionV—Asany oneof thenon-Woundspellsonthis
0 14 Sensory Loss True ltarget  1rnd/5fal 1000 Fm | list below 15th level, except affects 5 targets. The caster
ED 15 Wound E ltarget  1md/5fal 100 Fm F makes one Base Attack Roll which is applied to all of the
chosen targets.
00 16 Waiting Projection 1target 24hours 1000 Fm ? 18. Waiting Wound—Asany one of the Wound spellson this
0 17 ProjectionV Stargets 1rnd/5fail 100 Fm | list, except the effect of the Wound spell upon the target can
© 0 18 Waiting Wound 1 target 24hours 100 Fm | be delayed up to 24 hours. At the time of casting, the caster
H 0 19 WoundV Stargets 1rnd/5fail 1000 Fm | must decide upon the trigger for the spell. The caster can
i' O 20 Projection X 10targets 1rnd/5fail 1000 Fm | choose one of thefollowing asatrigger for thisspell: a) time
= = = = period, b) specified movement, c) specified sound, d) speci-
E 0 25 Wound X 10targets 1rnd/5fail 1000 Fm * fied touch, €) specified smell, or f) specified taste perceived
- 0 30 MassProjection ltarget/lvl  1rnd/5fail 1000 Fm by the target.
é 0 50 MassWound ltarget/Ivl  1rnd/Sfal 1000 Fm 3 19. Wound V—As any of the Wound spells, except affects 5

- . o
T R S e

SEEMING PROJECTION
1. Distractions—Thetarget suffersaspecial penalty of -30to

targets. The caster makesone BAR whichisappliedto al of
the chosen targets. Separate rolls are made to determine the
nature of the apparent wound on each target.

20. Projection X—AsProjection V, except affects 10 targets.

25. Wound X—As Wound V, except affects 10 targets.

- =
z - AT
e e ST ==t ea

all actions. Lo L
2. Dumbness—The target is rendered unable to speak for the 30. Mass Projection—As Projection V, except affects one
: target per level of the caster.
duration of the spell.

50. MassWound—AsWound V, except affects onetarget per

3. Wound A—Thetarget will believe that he is afflicted with level of the caster.

a wound of a type chosen by the caster (i.e., roll an ‘A”
severity critical on achosen critical strike table). The target

MENTALISM
COMPANION

will perceive al the symptoms of the injury, but will not in
reality suffer theeffects. If asaresult of theinjury, thetarget
falls “unconscious,” the target will pass out due to mental
shock for oneround per level of thecaster. If asaresult of the
injury, the target would “die,” then the target will pass out
from mental shock for one minute per level of the caster.

4. Deafness—Thetarget loseshissense of hearing for theduration
of thisspell.

5. Paralyze Limb—A chosen limb of the target is numb and
useless for the duration of this spell. If thelimbisaleg, the
target loses 40% of his movement. If thelimbisan arm, the
target suffers -40 to melee and missile fire using that arm.

6. Wound B—AsWound A, except theapparent wound can be
uptoa‘B’ severity critical.

7. Minor Hypochondria—For the duration of this spell, the
target will believethat heis suffering from the effects of one
non-life-threatening illness (chosen by the caster).

8. Blindness—The target loses his sense of sight for the
duration of this spell.

9. Wound C—AsWound A, except the apparent wound can be
uptoa‘'C’ severity critical.

10. Sensory L oss—Thetarget |osesone sense (other than sight
or hearing) chosen by the caster at time of casting.

SpeciaL NoTE
These spellswill affect any target with at least a rudimen-
tary mind (i.e., anintelligence of Very Low or greater).
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ARMOR M ASTERY

1. Shield—Creates an invisible force shield in front of the
caster. Thisfunctionsasanormal shield (subtracting 25from
appropriate attacks, etc) except it does not occupy a hand.
This spell cannot be combined with a“real” (i.e., physical)
shield.

2. Blur—Causes target to appear blurred to attackers. This
subtracts 10 from all attacks.

3. Armor Enchantment—Caster enchantsasuit of armor which
is to become his “Persona Armor.” This spell reduces the
Minimum M aneuver Penalty, theM aximumManeuver Penalty,
the Missile Attack Penalty, and the Quickness Pendlty of the
armor by 1 perlevel of thecaster (at thetimeof castingthespell).
If the caster gainsinlevel, and hewishesto reducethe penalties
(toreflect thecaster’ snew level), hemust recast thisspell. None
of thefour modifiersmay bereduced below zerousingthisspell.
These benefitsare only received when the suit of armor isworn
by the owner. For the purposes of this spell, the suit of armor
must be of AT 5 or higher (and does not apply to the caster’s
“natura” AT).

4. Greaves—Createsgreavesof forcewhichprotectthecaster’s
legs and arms. These do not interfere with spellcasting or
maneuvers, nor dothey raisethecaster’ sDefensive Bonusor
Armor Type. For the purposesof critical resolution however,
thecaster should betreated aswearing full greavesprotecting
arms and legs, and material equivalent should be deemed as
whichever of “leather” or “metal” is most beneficial to the
caster for agiven critical. The greaves cannot be combined
with “real” (i.e., physical) greaves.

5.Enchanted Shield |—Thistemporarily enchantsthecaster's
shield conferring a specia bonus of +10 to DB.

6.Enchanted Armor |—Thistemporarily enchantsthecaster’s
Personal Armor conferring a special bonus of +10 to DB.

7. Helm—Creates a helm of force which protects the caster’s
head. Thiswill not interfere with spellcasting or maneuvers,
nor will it raisethe caster’ sDefensive Bonusor Armor Type.
For the purposes of critical resolution however, the caster
should be treated as wearing a full metal helm. The helm
cannot be combined with a“real” (i.e., physical) helm.

8. Don/Doff Armor—Thisspell alowsthe caster to don (put on)
and doff (takeoff) hisPersona Armor inone-fifth of thenormal
time. It will take aminimum of one full round to don or doff
armor using this spell, and for the duration of this spdll, all the
caster’ s activity will be used in donning/doffing the armor.

9.Enchanted Shield I | —Thistemporarily enchantsthecaster’'s
shield conferring a specia bonus of +20 to DB.

10. Mystical Leather |—The caster’sapparel (AT 1 or AT 2) is
temporarily enchanted to protect as AT 8 for the duration of the
spel.

11.Enchanted Armor | |—Thistemporarily enchantsthecaster' s
Personal Armor conferring a special bonus of +20 to DB.

12. FortressArmor |—For theduration of thespell, thecaster’'s
Personal Armor is enchanted such that any concussion hit
damage delivered against the caster ishalved (round up). For
example, if the caster would have otherwise have suffered 5
points of concussion hit damage, this spell would reduceit to
3 points. Note astrike delivering 1 hit is not reduced through
this spell.

13. Enchanted Shield 111—This temporarily enchants the
caster’ s shield conferring a special bonus of +30 to DB.

14. Protect Armor—~For theduration of thisspell, thecaster’s
Personal Armor cannot bedamaged through normal meansor
through sustaining hits or critical strikes. In addition, the
Personal Armor receivesan additional RR (at thelevel of the
caster) against criticals, spells and Armor-slaying items
which may destroy armor. This spell may aso be cast
separately upon the caster’ s shield to provide similar protec-
tion. Notethat thisdoesnot necessarily protect thecaster (just
the armor).
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Lvl Spell Areaof Effect Duration Range Type 3
0 1 Shidd* caster Imin/lvl  self U
0 2 Blur* caster Imin/lvl  sdf U
I O 3 Armor Enchantment 1 suit of armor P touch F
f 0 4 Greaves* caster Imin/lvl self U
_i 00 5 Enchanted Shield | 1 shield Imin/lvl touch U 1
s .6 Enéhanted Armor | 71 suit of armor f il min/l‘vl touch U . ]
0 7 Hdm* caster Imin/lvl  sdf U ¢
[0 8 Don/Doff Armor  1suitof aslmor  varies self U
[0 9 Enchanted Shield Il 1 shield 1min/lvl touch U
s 0 10 Mystica Leather | * apparel 1rnd/vl touch U
|; 0 11 Enchanted Armor Il 1 suit of aslmor 1 min/lvl touch U
[0 12 FortressArmor|* 1suitof aaimor 1rnd/lvl touch U
I [0 13 Enchanted Shield Il 1 shield I1min/lvl touch U _i,-'
I O 14 Protect Armor amor/shield 1 min/lvl touch  U:
1: 0 15 Mystical Leather Il *  apparel 1rnd/lvl touch U
{ 00 16 Enchanted Armor Ill *1 suit of armor1 min/Ivl touch U
o 17
t 00 18 FortressArmor Il * 1suit of armor 1 rnd/lvl touch U %
O 19 1
E' 0 20 Mystica Chain* apparel 1rnd/lvl touch U -
0 25 Elemental Armor* 1suitof aalmor 1rnd/lvl touch U %
0 30 Mystica Plate* apparel 1rnd/vl touch U
0 50 ChivarousArmor* 1suitof armor 1rnd/lvli touch U %
B ™, . .
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15. Mystical L eather |1—Thecaster' sapparel (AT 1or AT 2)
istemporarily enchanted to protect asAT 12 for theduration
of the spell.

16.Enchanted Armor | 11—Thistemporarily enchantsthecaster’s
Personal Armor conferring aspecia bonus of +30 to DB.

18. FortressArmor |1—For theduration of the spell, the cagter’s
Persona Armor isenchanted suchthat any concussonhit damage
delivered againgt the cagter is reduced to a third (round up). For
example, if thecaster woul d haveotherwisehavesuffered 5points
of concussion hit damage, this spell would reduce it to 2 points.
Note agtrike delivering 1 hit is not reduced through this spell.

20. Mydtical Chain—The cagter’ sgppard (AT 1or AT 2) istempo-
rarily enchanted to protect ass AT 16 for the duration of the pell.

25. Elemental Armor —For the duration of the spell, the
caster’s Personal Armor is enchanted so that any elementa
critical strikemade against the caster isreduced by onelevel of
severity. Thusan‘E’ becomesa‘'D’,a’'D’ becomesa’'C',a‘'C’
becomesa‘B’,a‘'B’ becomesan‘A’, and ‘A’ criticalshavea
special modifier of -25 to theroll. This spell isonly effective
against onetypeof Elementa attack (Hesat, Cold, Electricity or
Impact) chosen at time of casting (and will not protect against
Manaor Void criticals from Arcane Companion).

30. Mystical Plate—The caster’s apparel (AT 1 or AT 2) is
temporarily enchanted to protect asAT 20 for the duration of
the spell.

50. Chivalrous Armor—TFor the duration of the spell, the
caster’ s Personal Armor is enchanted such that any mundane
critical strikemadeagainst thecaster isreduced by onelevel of
severity. Thusan‘E’ becomesa‘'D’,a'D’ becomesa‘'C',a‘'C’
becomesa‘B’, a‘B’ becomesan‘A’, and ‘A’ criticalshavea
specia modifier of -25 to therall. This spell isonly effective
against onetype of mundane critical strike attack (e.g., any of
Slash, Puncture, Krush, etc.) chosen at time of casting.

SeeciAL NoTE
See page 25 for notes.
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ARMSMASTER BASE 17.4.2

BATTLE LAW
Name Areaof Effect Duration Range Type
Enlistment 1 target P touch U §
Identification self — sight |
Signaling self 1minivi  sef U |
Battlelore caster varies  slf U &
Mental Command 1target — varies Fm I-
Organization caster varies self U
Battle Awareness | 10/Ivl 1rnd/lvl  sef U
Siege Craft caster varies self U
Tactics caster varies self U
Leadership caster varies self U i
Mental Orders 1target — varies Fm |
Battle Voice 50'R/IvI Imin/lvl  self E I
Mass Mental Comm. 1 target/Ivl — varies Fm |
Battle Perception caster Imin/lvl  self U
Order 1 target/Ivl varies  varies Fm ¥
Battle Commun. caster + 1 tgt C varies Fm r
Steadfast ltarget/lvl  1min/lvl varies U
Mass Mental Orders 1 target/Ivl — varies Fm j
Loyalty 1 target/lvl — varies Fm |
Battle Awareness | 100/1vl Imin/lvl  self u- s
Battle Commun.True  varies C varies Fm
Inspire ltarget/lvl  1min/lvl varies U
Mission 1 target/lvl Varies varies Fm

- . =,
T R S e

o e S ST
e e T ==t ea

BATTLE LAW

1. Enlistment—This spell is used to bond junior officers or
troopsto asuperior officer (to allow the Enlisted target to be
the target of higher level spellson thislist). The caster may
only haveasmany Enlisted troopsat any giventimeashehas
levels, but he may discharge an Enlisted soldier at any time.
Otherwisethe Enlistment lastsuntil the caster or thetargetis
dead. The process takes 1 minute per level of the target.

2. | dentification—Caster learns the exact number of viewed
troops and their general type (e.g., 60% infantry, 20% cav-
alry, 20% archers). Typing is based on visible equipment
(and may not be entirely accurate).

3. Signaling—For theduration of thisspell, the caster receives
aspecial +25 bonus to al Signaling maneuvers. Spell does
not provide the means (flags, trumpets, smoke signals etc).

4. Battlelore—The casting of this spell grants the caster a
special bonus of +25 to his next History (Battles) maneuver
(which must be madewithin one minute of casting thisspell).

5. Mental Command—The caster can mentally send one com-
mand (maximum of oneword per leve of thecaster) toasingle
Enlisted target (withinrangeof thisspell). Thetargetisunder no
compulsion to follow the command, but will know who isthe
sender of the message. Communication is strictly one way.

6. Organization—The casting of this spell grants the caster a
specia bonusof +50tohisnext Military Organization maneuver
(which must be made within one minute of casting this spell).

7. Battle Awar eness |—The cagter is aware of the location of al
living Enlisted targetswithin thearea of effect for the duration of
this spell.

8. Siege Craft—The casting of this spell grants the caster a
specia bonusof +50to hisnext Siege Engineering maneuver
(which must bemadewithin one minute of casting thisspell).

9. Tactics—Thecasting of thisspell grantsthe caster aspecial
bonus of +50 to his next Tactics maneuver (which must be
made within one minute of casting this spell).

10. L eader ship—The casting of this spell grants the caster a
specia bonusof +50to hisnext L eadership maneuver (which
must be made within one minute of casting this spell).

11. Mental Orders—As Mental Command, except the caster
can mentally send aset of commands. The set of commandsis
limited to amaximum of one sentence per level of the caster.

12. BattleV oice—For theduration of the spell, thecaster’ svoice
isamplified so that it can be heard over the din of battlein the
given area. This spell confers no command ability but merely
alowsthe caster to be heard.

13. Mass Mental Command—As Mental Command, except
any or al Enlisted targets can receive the command.

14. Battle Perception—The casting of this spell grants the
caster a specia bonus of +75 to al Situational Awareness
(Combat) maneuvers made during the duration of this spell.

15.Order—Any or dl Enlisted targetsof thecaster canbecompd led
tofollow acommand of thecaster (maximum of oneword per level
of thecaster) whichisnot totdly diento thetargets (i.e, nosuicide
suggestion, but extremely dangerousorders” Chargeand attack the
enemy archersonthehill” can begiven). Notethat thetargetsmust
be able to hear the commiand of the caster.

16. Battle Communication—Caster may mentally communi-
cate with a single Enlisted target within range while both
concentrate. The target will be aware of who is attempting to
communicate. Communication istwo-way, with neither party
being under any compulsion to obey the other.

17. Steadfas—When cast on Enlisted troops, this provides the
targetswithaspecid bonusof +50todl RRsversusfear and charm
attacks(and providesthemwithunshakablemorad efor theduration
of thisspdll). Thiswill rally evenprevioudy routedtroops. Thisspell
doesnot protect the targets againgt Order or Mission spells.

18. Mass Mental Orders—As Mental Orders, except any or
all Enlisted targets can receive the orders.

19. L oyalty—When cast on Enlisted troops, thiswill makethecaster
aware of theindividua Enlisted troops' viewson agiven issue

20.BattleAwar enessl |—AsBattleAwareness|, except thecaster
isadso aware of the generd hedth atus (unwounded, lightly or
serioudy wounded, unconscious, dying) of each Enlisted target
for the duration of the spell.

25. BattleCommunication True—AsBattle Communication,
except the caster may simultaneously mentally contact upto 1
Enlisted target per fivelevelsof thecaster (withinrangeof this
spell). Once established, communication iseffectively amen-
tal conference with all targets able to send and receive.

30.Inspire—Any or al Enlistedtargetsof thecaster will receive
a bonus equal to the level of the caster to al melee attacks,
missile attacks and moving maneuversfor the duration of this
spell. The caster must bealiveand visiblefor thebenefitsto be
received, and thecaster himself doesnot receivethesebenefits.

50. Mission—As Order, except the caster can give a set of
commands (maximum of onesentenceper level of thecaster)
to the Enlisted targets. (This can include “suicide mis-
sions’—"“Defend this position against the enemy until you
have killed all the members of the enemy forces”).

SpeciaL NOTES

1) Casters and recipients of the mental communication spellson
thislist do not needto speak verbally to transmit their messages.
2) The range of the spells (Mental Command, Mental Orders,
Mass Mental Command, Order, Battle Communication, Sead-
fast, MassMental Orders, Loyalty, BattleCommunication True,
and Mission) have a range of “line of sight” if there are no
intervening barriersbetween the caster and thetarget(s), and 10
per level of the caster otherwise. For the purposes of thislist,
intervening beingswill not block “line of sight” (thus commu-
nicationswill be possible even in the press of melee), but such
things as walls, houses, hills etc. will count as an intervening
barrier. It is not necessary for the caster to physicaly see the
targetsof spellsonthislist(i.e., thesespellswill functionat night,
in poor vishility etc.) aslong asthere are no physical barriers.



FORTRESs L aw

1. Status—Allowscaster to determinethe status of afortifica-
tion or campthat isunder siegeor attack (e.g., thecastlewalls
have been breached, but the inner bailey gates are till
holding).

2. Alarm |—Thecaster isalerted if any sentient being entersor
and/or exits(chosen at timeof casting) thearea. Theadlarmmay
besilent (empathic) or audible(volumeof alarm chosenat time
of casting). If set to be audible, the aarm will sound for 1
minute per level of the caster before stopping.

3. Seal Breach |—The caster may sed one breach in the
defences of acamp or fortress by forming an impassible wall
of forceupto 10' by 10'insize. Thiswall canitself bebreached
if it sustains 10 hitsper level of the caster. Otherwiseit must be
dispelled, bypassed, or its duration must expire.

4. Scrying Barrier—This spell prevents all scrying magic
from passing the barrier. Any scrying spell (thisincludesall
informational spells) must makean RR versusthelevel of the
caster (with aspecia modification of -30) or be cancelled. If
the scrying spell makes its RR, it may cross the barrier
unhindered.

5. Element Barrier—This spell preventsall elemental magic
from passing the barrier. Any elemental spell (thisincludes
all spellsof type E,BE and DE) must make an RR versusthe
level of the caster (with a special modification of -30) or be
cancelled. If the elemental spell makesits RR, it may cross
the barrier unhindered.

6. Transport Barrier—This spell prevents all transportation
and gating magic from passing the barrier. Any such spell
(thisincludes Teleport, Long Door, Leaving, etc.) must make
an RR versusthelevel of the caster (with aspecia modifica-
tion of -30) or be cancelled. If the transport spell makes its
RR, it may cross the barrier unhindered.

7. Mantlet—Caster creates a dome of force around a given
point (which may be on a mobile object) to protect an area.
This force shield can sustain 10 hits per level of the caster
before being destroyed. Otherwiseit must bedispelled (or its
duration must expire).

8. Mind Barrier—This spell prevents any sentient being from
passingthebarrier. Any being attempting to crossmust makean
RR versusaMentalism spell attack (at the caster’ slevel) witha
special modification of -30. If thebeing makesitsRR, thebeing
may cross the barrier unhindered.

9. Spell Barrier—Thisspell preventsany spell of one specific
realm (chosen at timeof casting; may not select Arcaneasthe
realm) from passing thebarrier. Any such spell must makean
RR versusthelevel of the caster (with aspecial modification
of -30) or becancelled. If the spell makesitsRR, it may cross
the barrier unhindered. .

10. Palisade—The caster can creste an impassablewall of forcein
any shapedesired (withamaximumlength5' perlevel of thecaster
and height 10'; usudly to surround acamp or fortification). The
Palisadewill protect thearea. ThePalisadecan sustain 20 hitsper
level of the caster before being destroyed. Asthisiseffectively a
wall, attackers may fly over it, tunnel benegth it, or fire missiles
over it. Any attempt to “climb” over it has such maneuvers
modified by -75. Otherwisethe Palisade must bedispelled (or its
duration must expire).

11. Alarm I1—AsAlarm |, except for the area of effect.

12. Seal Breach I11—As Spell Breach 1, except up to three
breaches may be simultaneously sealed, and each wall of
force will be able to sustain 15 hits per level of the caster.

13.ScryingBarrier True—AsScryingBarrier, exceptfor the
area of effect and the duration.

14. Element Barrier True—As Element Barrier, except for
the area of effect and the duration.

15. Bastion—Caster creates an impassable spherical force
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ARMSMASTER BASE 17.4.3

ForTRESS LAw

Areaof Effect Duration Range Type g

Lvl Name
0 1 Status* caster — self
O 2 Alaml* 5'R/Ivl 10 min/lvl  touch
[ O 3 SedBreachl* varies  5min/lvl (C) 50'
f O 4 Scrying Barrier * 5'R/IvI 5 min/lvl (C) touch
£ 0 5 ElementBarrier * 5'R/IvI 5 min/lvl (C) touch
0 6 Transport Barrier * 5R/lvl  5min/lvl (C) touch
0 7 Mantlet* 10R 5 min/lvl (C) touch
0 8 MindBarrier * 5R/lvl  5min/lvl (C) touch
O 9 Spel Barrier * 5R/lvl  5min/lvl (C) touch
s 0 10 Pdisade* varies 5 min/lvl (C) touch
FO 11 Alamin+ 10R/VI  10min/ivl touch
0 12 Sed Breachlll * varies  5min/lvl (C) 50'
I O 13 Scrying Barrier True* 10'R/Ivl 10 min/lvl  touch
| O 14 ElementBarrier True* 10R/IvVl 10 min/lvl touch
0 15 Bastion* 5'R/Ivl sphere 5 min/lvl (C) touch
{ 0 16 Transport Barrier True* 10'R/Ivl 10 min/lvl  touch
0 17 Mantlet True* 1'R/Ivl 10 min/lvl  touch F
t 0 18 Mind Barrier True*  10'R/Ivl 10 min/lvl  touch
0 19 Spell Barrier True* 10'R/IVI 10 min/lvl  touch
I O 20 Alamil* 15'R/Ivl 10 min/lvl  touch
0 25 Seal Breach True* varies 10 min/lvl 50
0 30 Pdisade True* varies 10 min/lvl  touch
0 50 BastionTrue* 20'R/Ivl sphere 10 min/lvl touch
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shield which protects the enclosed volume (such as camp or
fortress). The Bastion therefore protects against aerial and
underground attacks. The Bastion can sustain 20 hits per
level of the caster before being destroyed. Otherwise, the
Bastion must be dispelled (or its duration must expire).

16. Transport Barrier True—As Transport Barrier, except
for the area of effect and the duration.

17. Mantlet True—AsMantlet, except for the areaof effect and
the duration.

18.MindBarrier True—AsMindBarrier, exceptfor thearea
of effect and the duration.

19. Spell Barrier True—AsSpell Barrier, except for thearea
of effect and the duration.

20. Alarm [Il|—As Alarm|, except for the area of effect.

25. Seal Breach True—As Seal Breach |, except up to one
breach per five levels of the caster may be simultaneously
sealed, and each wall may sustain 20 hits per level of the
caster.

30. Palisade True—AsPalisade, except themaximumlength
of thewall is20' per level of thecaster, itsheightis1' per level
of the caster, and it may sustain 50 hitsper level of thecaster.

50. Bastion True—As Bastion, except for the area of effect,
the duration, and the Bastion may now sustain 50 hits per
level of the caster.

SpeciaL NoTE
See page 25 for notes.
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Name Areaof Effect Duration Range Type
Forced March caster 10 min/lvl  self U
Riding caster 10 min/lvl  self U
Swimming | caster 10minivi  self U |
Forced Ride 1 steed 10min/lvl touch U
Silent March caster 10 min/lvl  self u !-
Swimming |1 caster 10 min/lvl  self U
Battle Maneuver caster 10 min/lvl  self u
Silent Ride 1 steed + caster 10 min/lvl touch U
Flight caster 10 min/lvl  self U
Rapid Deployment | * 1 target — 20' U i
Mass Forced March  1target/lvi 10 min/lvl 20’ U |
Mass Riding 1ltarget/lvi 10 min/lvl  20' U I
Mass Swimming | ltarget/lvl 10 min/lvl 20 u s
Mass Forced Ride  1steed/lvl  10min/lvl 20 U
Rapid Deployment 111 * 3 targets — 20 U T
MassSilent March  ltarget/lvl  10minfivi 200 U r
Mass Swimming Il 1target/lvi 10 min/lvl 20 U
MassBattleManeuver 1target/lvl 10 min/lvl  20° U j
Mass Silent Ride varies 10 min/lvl 20 u. 3
Rapid DeploymentV * 5 targets — 20 u o
Mass Flight 1ltarget/lvi 10 min/lvl  20' U -*
Rapid Deployment X * 10 targets — 20 U
Rapid Deploy. True* 1 target/Ivl — 20' U 3
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1. Forced March—This spell alowsthe caster to march (mov-
ing a double normal base rate), with no exhaustion points
spent, for the duration. If he stops, the spell is cancelled.

2.Riding—Thisspell reducesthedifficulty of ridingmaneuvers
by 3 categoriesfor theduration of the spell (e.g., Very Hard (-
20) becomesLight (+10)). If the caster dismounts, the spell is
cancelled.

3. Swimming |—This spell allows the caster to swim at base
movement rate, with no exhaustion points spent, for the
duration. If he stops swimming, the spell is cancelled.

4. Forced Ride—This spell allowsthe caster’ s steed to move
at doubleitsbaserate, with no exhaustion pointsspent, for the
duration. If the steed stops, the spell is cancelled.

5. Silent March—The caster may march a normal speed for the
duration of thisspell without making any sound. Thiswill provide
agpecia bonus of +10 to +50 to any Stalking maneuvers (GM
discretion). If the caster stops marching, the spell is cancelled.

6. Swvimmingll—Thisspell dlowsthecaster toswimat doublehis
norma rate (i.e., asfast ashe can run), with no exhaugtion points
spent, fortheduration. If hestopsswvimming, thespelliscancelled.

7.BattleM aneuver—Thisspell reducesthedifficulty of moving
maneuvershy 3 categoriesfor thedurationof thespell (e.g., Very
Hard (-20) becomesLight (+10)). Thisspdll canonly assistwith
maneuvers made in in the same round as an attack is declared.
8. Sllent Ride—Thecaster’ ssteed may moveat itsbasemoverment
ratefor theduration of thisspell with neither thecaster nor thesteed
meaking any sound. If the caster dismountsthisspell iscancelled.

9. Flight—Thisspell allowsthe caster tofly at arate of 50' per
round (about 3 mph) for theduration of the spell. If the caster
stops flying, the spell is cancelled.

10. Rapid Deployment | —With thisspell acaster canmoveone
target adistanceof 5'per level (of thecaster) instantly. Therecan
beintervening barriersif the caster specifies exact distances. If
thearriva point coincideswithsolid or liquid materia, thetarget

doesnot move; instead, heisstunned d10 rounds(the caster till
expendsthe PPsfor thisspell). A barrier isdefined as anything
thetarget could not physicaly go through without manipulating
an object (e.g., aclosed door isabarrier, apitisnot).

11. Mass Forced March—As Forced March, except caster
can affect one target per level.

12. Mass Riding—As Riding, except caster can affect one
target per level.

13. Mass Swimming |—As Swvimming |, except caster can
affect one target per level.

14. Mass Forced Ride—As Forced Ride, except caster can
affect one steed per level.

15. Rapid Deployment |11—As Rapid Deployment I, except
caster can move 3targetsadistance of 15' per level instantly.

16. Mass Silent March—As Slent March, except caster can
affect one target per level.

17. Mass Swimming | 1—As Svimming |, except caster can
affect one target per level.

18. Mass Battle Maneuver—As Battle Maneuver, except
caster can affect one target per level.

19. MassSilent Ride—AsSlent Ride, except caster can affect
one steed and rider per level.

20. Rapid Deployment V—As Rapid Deployment |, except
caster can move 5 targetsadistance of 25' per level instantly.

25.MassFlight—AsFlight, except caster can affect onetarget
per level.

30. Rapid Deployment X—As Rapid Deployment |, except
caster canmove10targetsadistanceof 50' per level instantly.

50. Rapid Deployment True—As Rapid Deployment I, ex-
cept caster can move 1 target per level of the caster adistance
of 100" per level instantly.

SpeciaL NOTES

1) SeeSection 7.1.12 (Spell Law) for noteson encumbrancelimits
for Rapid Deployment spells. Caster cantransport targetswhose
individual mass does not exceed 150% of the caster’s mass.

2) Most of thespellsonthislist arecancelled whenever the caster
stops performing a specified action whether it be riding,
marching, swimming, or flying. More correctly, the spell is
cancelled whenever the caster stops “travelling” via this
action. Thus, if aM erman decidesto stop swimmingtoagiven
location to fight some enemies, his body will still be making
the necessary swimming motions but he will not be “travel-
ling” anywhere. The Gamemeaster should be harsh with play-
erswho attempt to abusethislist by jogging in placewhilein
combat to maintain Forced Mar ch spells(maybeby imposing
extreme penalties on the OB of the offending character).



W ARRIOR L Aw

1. Nightvision—Caster can see 100" on aclear night asif it were
day. Atleast someresidua light isrequired for thisspell towork.

2.Heat Resistance—Caster isprotected from natural heat upto
170°F (treat as if caster were in 70°F temperature). For
temperatures above 170°F, subtract 100°F to determine the
effective temperature for the caster. Caster also receives +20
toal RRsversus heat spellsand hesat attacks (+20 DB versus
elemental fire and heat attacks).

3. Cold Resistance—Casdter isprotected from natura cold downto
20°F (treat asif cagter werein 70°F temperature). For temperatures
bel ow 20°F, add 50°Ftodeterminetheeffectivetemperaturefor the
cadter. Caster aso receives +20 to dl RRs versus cold spellsand
cold attacks (+20 DB versus elementd cold and cold attacks).

4. Sustain Self—Allowscaster to go without food or water and
not suffer damageasaresult (i.e., providesnutrition and water
foroneday). If thisspell isused for morethan oneday per level
of the caster on atarget, the target will start to suffer minor
penaltiesfromnot eating (acumulative-5toall actionsfor that
day; -10 on the next day; -15 on the next day; etc.).

5. Fagt Clotting—Clots wound to reduce bleeding (i.e., hits per
round) by oneper every four full level sof thecaster aslong ascaster
concentrates or isimmobile. Thusa5th level cagter could reduce
bleeding by one hit per round (a 3 hits per round wound would
becomea2hitsper roundwound), whereasan 8thlevel caster could
reducebl eedingby 2 hitsper round (a3hitsper roundwoundwould
becomea hit per round wound). Regardiessof caster’ sleve, this
spell will dways reduce bleeding by a minimum of one hit per
round. Thiseffectispermanent after 10minutes(if thecaster moves
beforethis, the bleeding will resumeat the previousrate). If caster
isunconscious, the spell will operate without concentration.

6. Landing—Allows caster to land safely in afall up to 20' per
level, andtotakethat distanceoff theseverity of any greater fall.

7. Banish Fatigue—Caster isimmediately refreshed, recover-
ing al Exhaustion Points (up to his usual maximum). In
addition, the caster is also cured of any minor intoxications
(e.g., hangovers, etc.).

8. Stoic Warrior—Rélieves caster of one round's worth of
accumulated stun per fivefull levels of the caster. Thus, an 8th
level caster would be relieved of one round of stun, whereas a
10th level caster would be relieved of two rounds of stun.
Regardless of caster’s level, this spell will aways relieve the
caster of aminimum of oneround’ sworth of accumulated stun.

9. Underwater Breathing—Caster can breathe normally under
water. This spell will not function with any liquid but water.

10.Warrior’ sHealing—For every fivefull level sof thecaster,
the caster will heal one hit per minute of concentration. Thus,
a 10th level caster could heal at arate of 2 hits per minute,
whereas a 15th level caster would heal at arate of 3 hits per
minute. Regardlessof caster’ slevel, thisspell will alwaysheal
aminimum of onehit each minute. If thecaster isunconscious,
thisspell will operatewithout concentration (ending whenthe
caster reaches consciousness).

11. Detect Ambush |—Caster isaware of any being withinthe
area of effect that has hostile intentions towards him. The
hostility must be directed specifically at the caster or the spell
reveals nothing. The being’s hostility must be active (i.e.,
driving the being to perform aggressive actions), not passive
(i.e., hate exists, but no action is planned).

12. Awake—Will awake the caster from any unnatural sleep
(e.9., Seep spdll, sleeping drug etc.). Caster takes one round to
awaken.

13. Poison Resistance—For theduration of thisspell, thecaster
receivesan additional RR against any poison(s), and theeffect
of any poison which does enter or is already present in the
caster’s system is delayed for the duration.

14. Disease Resistance—For the duration of this spell, the
caster receives an additional RR against any disease(s), and
theeffect of any diseasewhich doesenter or isalready present
in the caster’ s system is delayed for the duration.
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Lvl Name Areaof Effect Duration Range Type
.0 1 Nightvision caster 10 min/lvl  self
0 2 Heat Resistance caster 10 min/lvl  self U
[ O 3 ColdResistance caster 10 min/lvl  self U
f 0 4 Sustain Self caster 1 day self U
_i 0 5 FastClotting* caster varies sadf Us
0 6 Landing* caster varies self ]
00 7 BanishFatigue caster — self U
0 8 Stoic Warrior * caster varies self Us
O 9 Underwater Breathing caster 10 min/lvl  self U
s 0 10 Warior'sHealing * caster varies saf  Us
I O 11 Detect Ambushl 50R  10min/lvl (C) self 1
0O 12 Awake* caster — slf  Us
I [0 13 Poison Resistance caster 10 min/lvl  self U _i,-'
|0 14 Disease Resistance caster 10minivl sef U
1: 0 15 Lion'sHeart|* caster Imin/vl  sef U
{ 0 16 Nightvision True caster  10min/vl seff U
0 17 GasBreathing caster 10 min/lvl  self ]
t O 18 Detect Ambushll 100R 10 min/lvl (C) self B
0 19 Feign Death caster Iminivl ~ sdf U 1
I 0 20 Magica Resistance  caster 1minivi  sdf U
0 25 AwakeTrue* caster — slf  Us %
0 30 Lion'sHeartll * caster Imin/vl  sdf U
O 50 Immunity caster 1 day self
T S e Pl i B AT

15. Lion’sHeart |—The caster may ignore the effects of the
first critical strikemadeagainst him. Attheend of thisspell’s
duration, all effects apply normally.

16. Nightvision True—As Nightvision, except range is the
range of normal daylight vision.

17. Gas Breathing—For the duration, the caster can breathe
any gas as normal air.

18. Detect Ambush | |—As Detect Ambush |, except the area
of effect is 100'R.

19. Feign Death—Caster may appear to be dead to dl mundane
andsomemagical meansof detectinglife. Forthedurationof this
spell, the caster will beimmobile, show no responseto stimuli
such asbeing struck, have no discernible pulse, will not appear
to breathe, etc., nor will he possess any signs of mental activity
detectable by Presence spells nor will he be detected by Detect
Life spells. However Detect Mentalism, etc., spellswill detect
active magic. The duration of thisspell isset at time of casting,
and can only beterminated earlier than thisby dispelling magic.

20. Magical Resistance—For the duration of this spell, the
caster receivesaspecial +25bonusto RRsversusspellsfrom
aparticular realm of power, chosen at time of casting. This
spell will not function against the realm of Arcane.

25. Awake True—As Awake, except thereisno delay and it
can be used with normal sleep and set to be triggered by any
activity (e.g., attack, danger, etc.).

30.Lion’sHeart [ |—AsLionHeart|, except caster canignore
the effects of thefirst two critical strikes made against him.

50. | mmunity—For theduration of thisspell, thecasterisunder the
effectsof Qustain SAf, Heat Resistance, Cold Resistance, Poison
Resistance, and Disease Resistance; except any bonuses granted
from these spellsisequa to +30 (thisappliesto Heat Resistance,
Cold Resistance, Poison Resistance, and Disease Resistance).

SeeciAL NoTE
The caster can only have one Lion’s Heart spell (either
Lion’sHeart | or Lion’sHeart 1) active at any given time.

MENTALISM
COMPANION




. W ap— L T T Ty, Ty ) critical strikewill betreated as“Magic” for the purposes of
IEJ Thta e resolution (note that this is usually only applicable against
5 ARMSMASTER BASE 17.4.6 Large and Super Large creatures).
} 11. InitiativeV1—Caster adds6 to hisinitiativeroll next round.
WEAPON MASTERY 12. Elemental Strike|l—If the caster makesan attack using his
Lvl Spell Areaof Effect Duration Range Type Personal Weapon, in the same round as this spell is cast, and
0 1 Wespon Enchantment 1 weapon P touch F . that attack delivers a critical strike to the opponent, an addi-
© O 2 Initigtivell * caster 1rnd f U tiond elemental critical (usingthesamerall) of twolevelsless
0 3 Weapon Expertisel caster 1minivl sdf U in severity will be delivered. Thus an ‘E’ critical strike will
0 4 Draw Weapon* 1 weapon bk =f UM yieldanadditional *C’ strike, a' D’ will yieldanadditiona ‘B’
0 5 Loya Weapon 1 weapon P touch FE a‘'C’ will yield an additional ‘A’ critical, and ‘A’ and ‘B’
. e i L M T = I_ criticals will yield no extra critical. The type of elemental
}. 0 6 Cleaving Weapon 1 weapon 1min/lvl touch F critical must be chosen at time of casting and may only beone
" O 7 InitiativelV * caster 1rnd salf U of thefollowing: Heat, Cold, Electricity or Impact (Manaand
O 8 Mighty Strikel * 1 weapon 1rnd touch F Void criticals from Arcane Companion may not be chosen).
.i 0O 9 Weapon Expertisell caster Imin/lvl  sef U 13. Recall Weapon—The caster’s Personal Weapon will fly
[0 10 ChivarousBlow | * 1 weapon 1rnd touch F through the air to his outstretched hand at arate of 100' per
I round. Suitable barriers (with no openings that the weapon
0 11 InitiativeVI* caster lrnd of UM can physically fit through) will cause this spell to fail (e.g.,
0 12 Elemental Strikel * 1 weapon 1rnd  touch E I the caster isin awindowless cell with a closed door).
."r b 13 Recall Weapon * 1 weapon vaies 1000 U & 14 protect Weapon—For the duration of thisspell, the caster's
0 14 Protect Weapon lweapon  1rnd/lvl touch F 4 Personal Weapon cannot bebroken normally (i.e., isnot subject
{1 15 ChivalrousBlow Il * 1 weapon 1rnd  touch F ‘I' tothenormal breakagerules). In addition, the Personal Weapon
' . receives an additional RR (at the level of the caster) against
g 1? }’V_f?‘ap;’” E\;(lpl)lerflse LIl cier 1 rlnl n/(;vl g; 8 r criticals, spellsand Weaponslayingitemswhich bresk weapons.
® 0 13 l\;I“igI]htygtrike Il * 1 \(/:veaf)ron 1 md touch - “E j 15. Chivalrous Blow |1 —If the caster makes an attack using
! 0 19 Elementd Strikell * 1 weapon 1rnd touch E his Pergonal Weap(.)n‘ inthe same round "."Sth'SSpdl IS cat,
" 20 ChivalrousBlow Il * 1 weapon e toucht = ‘: any critical strikewill betreated as“Mithril” for the purposes
) f " ] ) of resolution (notethat thisisusually only applicable against
g 0 25 Elemental Strikelll * 1 weapon 1rnd touch E Large and Super Large creatures).
0 30 ChivarousBlow IV * 1 weapon 1rnd touch F 16. Weapon Expertise VI—The caster gains asurer grip on
NemesisWeapon* 1 weapon 1rnd/llvl touch E any weapon wielded during the spell duration, lowering its

g‘l O
a
o

MENTALISM
COMPANION

- . =,
T R S e

k

e e ST g T el

WEeAPON M ASTERY

1. Weapon Enchantment—Caster enchants a melee weapon
which isto become his* Personal Weapon.” This spell grants
the weapon a special bonus equal to +1 per level of the caster
toany attacksmadewiththisweapon. Thecost to cast thisspell
isequal tothelevel of thecaster. If the caster gainsalevel and
he wishes the bonusto be increased, he must recast this spell.
Thewesapon only gainsitsbonusin the handsof itsowner. The
specia bonusiscumulativewith any non-magical bonusesthe
weapon may possess (material, construction, and/or quality)
but not with magical enhancements such as Bladerunes.

2. Initiative | |—Caster adds 2 to hisinitiativeroll next round.

3. Weapon Expertise | —The caster gainsasurer grip on any
weaponwielded duringthespel | duration, loweringitsfumble
range by 1 (to aminimum of 1).

4. Draw Weapon—The caster’ s Personal Weapon leaps into
his hand, negating any penalties for drawing a weapon.

5. Loyal Weapon—Cadter “ties’ hisPersonal Wegpon to himsdf.
Thefumblerange of theweaponwill beraised by +1 per level of
the caster for anyone other than the caster who attemptsto wield
the wesgpon in combat. If the caster gainsin level, and he wishes
the pendlty to beincreased aswell, he must recast this spell.

6. Cleaving Weapon—Allowscaster’ sPersonal Weaponto cut
wood aswell asan axe, break stoneaswell asamattock, or dig
earth aswell asaspade (must bedesignated at timeof casting).

7.Initiativel V—Caster adds4to hisinitiativeroll next round.

8. Mighty Strike |—If the caster makes an attack using his
Personal Wesapon, inthe sameround asthisspell iscast andis
successful in delivering concussion hit damage to his oppo-
nent, the amount of concussion hit damage will be doubled.

9. Weapon Expertisel |—Thecaster gainsasurer grip onany
weaponwielded duringthespel | duration, loweringitsfumble
range by 2 (to aminimum of 1).

10. ChivalrousBlow | —If thecaster makesan attack using his
Personal Weapon, in the same round asthis spell iscast, any

fumble range by 6 (to a minimum of 1).
17.InitiativeVI I |—Caster adds8tohisinitiativeroll next round.

18. Mighty Strike I |—If the caster makes an attack using his
Personal Weapon, in the sameround asthisspell iscast andis
successful in delivering concussion hit damage to his oppo-
nent, the amount of concussion hit damage will be tripled.

19. Elemental Strike II—As Elemental Strike I, except the
critical isonly one lessin severity.

20. ChivalrousBlow I I |—If the caster makes an attack using
his Personal Weapon, in the same round asthis spell is cast,
any critical strike will be treated as“Holy” for the purposes
of resolution (notethat thisisusually only applicable against
Large and Super Large creatures).

25. Elemental Strike I11—As Elemental Strike |, except the
critical is of equal severity.

30. Chivalrous Blow |V—If the caster makes an attack using his
Persona Wegpon, inthesameround asthisspell iscagt, any critica
grikewill betregted as* Saying” for the purposesof resolution (the
cregture type must be chosen at time of cagting; note that thisis
usudly only applicableagaing Large and Super Large cregiures).

50. Nemesis Weapon—As any one of the Mighty Strike,
Elemental Srike, or Chivalrous Blow spells per round (they
may change each round).

SpeciaL NOTES

1) The caster may only possess one “Personal Weapon™ at a
time. If the caster wishesto“ change” hispersonal weaponto
another weapon, he must break the bond between himself
and his other weapon. Thisresultsin the caster operating at
aspecial penalty of -30toall actionsfor oneweek. However,
the caster may immediately create a new persona weapon.

2) With all Mighty Strike, Elemental Strike, and Chivalrous
Blow spells, theattack must be madein the sameround asthe
spell is cast.

3) Mighty Srike, Elemental Srike, and ChivalrousBlowspdlsare
not cumulative with any enchanted abilities of similar effect
(though potentialy differing in power) which may be embed-
ded through norma Alchemy inthe caster’ sPersona Wespon.



ANIMAL BoNDING

1. Animal Bonding—Thisspell alowsthecaster to makeapact of
friendship and mutua aid with one animal. The animal will kill
andevensacrificeitsownlifewillingly tofulfill itsend of thepact.
If either party isever killed, the surviving member will be at -30
toall actionsfor oneweek, -20toall actionsfor oneweek, andthen
at -10 to al actions for one week until the shock wears off. In
addition to the friendship pact, the caster and the bonded animal
canmentally communicatewith each other withinthebondrange
(normally 5'per leve of thecaster). Mentalism-based castersneed
not actually “ speak” their communciation a oud, but non-Mental-
ismcastersand theanimal swill findit necessary tospesk (making
whatever sounds the anima normaly makes, the caster will
understand the croaks, barks, or whatever asif they werespeech).
Thisspell doesnot grant either the caster or the anima the ability
to communicatewith other membersof their partner’ sspecies. A
caster may have up to one bonded animad per every five levels
(round up), but each such bonding requires a separate casting of
thisspell. Thisspell doesnot providethecaster withananimal,and
takes one hour to complete.

2. Detect Bonding—Detectsif any animal intheareaof effect
is currently bonded. Caster may concentrate on a different
5'R each round.

3. Sugtain Bonded—Allows a bonded animd to go without food
and weter for oneday without taking damagefrom lack of “redl”
nutrition.

4. Bond Extension | |—For theduration of thisspell, thebond
range of the caster is extended to 10" per level.

5. Heal Bonded |—Using this spell, the caster can hed the
following injurieson any oneof hisbonded animals: d10 hits per
level of thecagter, ableedingwound that isbleeding nomorethan
1hitforeveryfivefull levelsof caster (i.e,, asixthleve caster could
stopal per round bleedingwound; whileatenthlevel caster could
stopa2 per round bleedingwound), or mildfrogtbiteor burns(one
areaper level of the caster). For the purpose of thisspell, an area
of moderatefrosthite or burn damage countsastwo areasof mild
damage, and an areaof severefrosthite or burn damage countsas
three areas of mild damage.

6. Sense Through Bonded—For theduration of thisspell, caster
canperceivetheworldthroughany or dl of thesensesof any one
of hisbonded animals. The caster islimited in perception by the
limitations of the animal’ s senses (soif the animal hasno color
vision, the caster will not perceive color through the animad’s
eyes). The caster’ sunderstanding of the available sensory data
is further limited to the perceptive faculties that he himself
possesses (i.e, if the caster isborrowing the sonar sense of abat
and does not possess sonar himself, gibberish isreceived).

7. Call Bonded—Caster can call (summon) any one of his
bonded animals which will then try and come to him. The
range of thiscall isten timesthe caster’ s current bond range.

8. Bond Extension I11—For the duration of this spell, the
bond range of the caster is extended to 15' per level.

9. Conceal Bonding—For the duration of this spell, the fact
that thetarget animal isbondedtothecaster isconceal ed from
magical detection.

10. Heal Bonded I1—Using this spell, the caster can hed the
following injuries on any one of his bonded anima's (recovery
time given in parentheses): one damaged muscle (1 hour), one
damaged tendon (1 hour), one sprain (1 hour), any cartilage
damage (1 hour), any one broken bone (1 day), or any one
shattered bone or joint (1 week). This spell can only repair an
injury (it cannot replace abody part).

11. Unbonding—The caster can choose to release any one of his
bonded animalsfromtheBonding. Thebonded animal may resst
thisspdl. If released, the bonded animal may remain friendly to
the caster but may not remainlong in hispresence (depending on
the circumstances and its trestment during the bonded period).

12. Bond Extension |V—For the duration of this spell, the
bond range of the caster is extended to 20" per level.

13. L ocate Bonded—Gives the direction and distance to any
one of the caster’s bonded animals.

15. Heal Bonded I11—Using this spell, the caster can hed the
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Bond Extension X all bonds 1 min/lvl

Heal Bond True 1 animal P

Lvl Name Area of Effect Duration Range Type
. 0 1 Animal Bonding 1 anima P touch Fm
0 2 Detect Bonding 5R Imin/vl 50 P
I O 3 Sustain Bonded 1 animal lday touch U
f 00 4 BondExtension | all bonds 1min/lvl  self U
_i 0 5 Hea Bonded| 1 animal P touch U 1
0 6 SenseThroughBonded 1 animal C varies P |
0 7 Cadl Bonded 1 animal — varies U |
0 8 BondExtension Il all bonds 1min/lvl  self U
O 9 Conceal Bonding 1 animal 10 min/lvl varies E
s 0 10 Hed Bonded Il 1 animal P touch U
I O 11 unbonding 1 animal P vaies U
0 12 Bond Extension IV al bonds Imin/lvl  sdf U
| O 13 Locate Bonded Lanimal C = 1
BOo 14 :
1: 0 15 Heal Bonded Il 1 animal P touch
{ 0 16 BondExtensonV  albonds  1minivl  sif L
0 17 Blood Bond 1 animal 1 min/lvl varies
t 0O 18 i
0 19 Spel Bond 1 animal varies  varies 15.
E' 0 20 CureBond 1 animal P touch :
: !
il
a

Bond Extension True all bonds 1 min/lvi

following injuries on any one of his bonded animals (with the
recovery timegivenin parentheses): one damaged nerve (1 day),
one area of pardyss (1 day), minor organ damage (such asto a
sensory organ; 1day), or major organdamage(1week). Thisspell
can only repair damage (it cannot replace abody part).

16. Bond Extension V—For the duration of this spell, the
bond range of the caster is extended to 25' per level.

17. Blood Bond—TFor theduration of thisspdll, thecagter and oneof his
bonded animas may interchange energy a a rate of up to one
concussionhit per level of the caster or two exhaustion pointsper leve
of the cagter (per round). Thisspell will not dlow either party to gain
moreconcussionhitsor exhaugtion pointsthantheirnormal maximum.

19. Spell Bond—The next spell with afixed duration (i.e., not
instant or concentration) to affect the caster will affect one of
hisbonded animals. Theduration of the spell will behalvedto
reflect the sharing of magica energies. Thus, an Invisibility
spell will last (at most) 12 hours. The bonded animal issubject
to al the normal limitations on spells.

20. CureBond—Using thisspell, thecaster can curethefollowing
onany oneof hisbonded animals: onedisease, onepoison, or one
mentd illness. Any damage dready sustained as aresult of the
disease, poison, or illnessremains.

25. Bond Extension X—For the duration of this spell, the
bond range of the caster is extended to 50’ per level.

30. Heal Bond True—Usingthisspell, the caster can heal any
injury on any oneof hisbonded animal's, including regenera-
tion of body parts. Therecovery timewill vary (d100 hours)
depending onthenatureof theinjury (GM’ sdiscretion). If the
injury issuch that it would prove fatal to the bonded animal
if not immediately healed, the bonded animal will remain
unconsious for the duration of the recovery time (but will be
healed of the damage at the end of the recovery time).

50. Bond Extension True—For the duration of thisspell, the
bond range of the caster is extended to 100" per level.

SeeciAL NoTE
See page 25 for notes.
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BobDY SHIFTING

Name Area of Effect Duration Range Type
Study Plant 1 plant P 100 PR
Study Animal 1lanima P 100 P
Size Shift caster 10minivl  self U |
Study Race 1 being P 100 PH
Study Person 1 being P 100 P I-
Face Shift caster 10 min/lvl  self U
Body Shift caster 10 min/lvl  self U
Study Beast 1 Beast P 100 P
Plant Shift caster 10 min/lvl  self U
Animal Shift | caster 10 min/lvl  self U i
Animal Shift I cater  10min/vl sdf U
Race Shift caster 10 min/lvl  self U I
Partial Shift | caster 10 min/lvl  self U |
Person Shift caster 10 min/lvl  self UH
Beast Shift | caster 10minivl sdf U
Plant Shift True cager  10min/vl sef U r
Partial Shift |l caster 10 min/lvl  self U
Beast Shift 11 caster 10miniivl  sef U j
Animal Shift True caster 10 min/lvl  self u. 3
Race Shift True caster 10 min/lvl  self u 8
Person Shift True caster 10 min/lvl  self U
Beast Shift True caster 10 min/lvl  self U
Shapeshifting True caster 24 hours  self U
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1. Study Plant—Caster studiesand memorizestheform of one
type of plant for use with other spells on thislist.

2. Study Animal—Caster studies and memorizesthe form of
onetype of animal for use with other spells on thislist.

3. SzeShift—Cadter caneither increasehismass(and usudly height)
by 10% or reduce hismass (and usudly height) by 10%per level (to
amaximum of 90%). When increasing, there is no proportiona
increase in drength other than for movement purposes, when
decreasing thereis no proportiona decreesein strength.

4. Study Race—Caster studiesand memorizestheformof one
type of humanoid race for use with other spells on thislist.

5. Study Per son—Caster studies and memorizes the form of
onespecificindividual of agiven humanoidracefor usewith
other spellson thislist.

6. Face Shift—Allowsthecaster to alter thefeaturesof hisface
in his current form. If he has used Study Person on a being,
he can take on that being’s exact facial form.

7. Body Shift—Allowsthe cagter to dter hisbuild in hiscurrent form
(downtoone-hdf anduptodoublecurrent mass). If hehasused Sudy
Person on abeing, he can take on that being’ sexact physicd build.

8. Study Beast—Caster studies and memorizes the form of
one type of magical, mythical, or legendary beast (e.g.,
Dragon, Unicorn, etc.) for use with other spells on thislist.

9. Plant Shift—Caster can shift hisformtothat of any oneplant
he has studied. The caster will ook and feel liketheplant, and
will gain the scent and physical abilities of the plant.

10. Animal Shift |—Caster can shift hisformtothat of any one
land-bound animal he has studied. The caster will look and
feel liketheanimal, and will gainthescent, physical abilities,
and movement abilities of the animal.

11. Animal Shift I1—AsAnimal Shift I, except that the caster
can shift to theform of aflying, gliding, or aquatic animal he
has studied. Caster will gain the flight capabilities and/or
water breathing abilities(increased|ung capacity/gills) of the
studied animal.

12. Race Shift—Caster can shift his form to that of any one
humanoid race he has studied. The caster will look and feel
like a member of that race, and will gain the scent, and
movement abilities associated with that race. Includesflight
capabilities and/or water breathing abilitiesif pertinent.

13. Partial Shift I—Allowsthecaster todter exterior partsof hisbody
suchasskin color, handsto claws (or viceversa), adding/removing
limbsor tails, etc. Caster may only make dterations using compo-
nentsof stored patterns (thus, acaster could only add areptiliantail
if hehad previoudy sored acregture or being with areptilian tail).

14. Per son Shift—AsRace Shift, except that the caster can shift
hisform to that of any one specific individua he has studied.

15.Beast Shift [—Caster canshifthisformtothat of any oneland-
boundlegendary, magical, or mythical beast hehasstudied. The
caster will look and fedl like the beast, and will gain the scent,
physical abilities, and movement abilities of the beast.

16. Plant Shift True—As Plant Shift, except the caster also
gains any perceptive abilities, movement abilities, physical
attacks, and armor type of the studied plant.

17. Partial Shift I|l—AsPartial Shift |, except thecaster can alter
the internas of hisbody (e.g., adjusting his eyes and brain for
infravision, adding gills for underwater breathing, acquiring
superior resistance to poison etc.), and alterations can only be
made using componentsof stored patterns. Thus, acaster would
need an EIf pattern stored, say, toalter hisvisionfor Nightvision.

18.Beast Shift I 1—AsBeast Shift |, except that thecaster canshift
to theform of aflying, gliding, or aguatic beast he has studied.
Caster will gain the flight capabilities and/or water breathing
abilities (increased lung capacity/gills) of the studied beast.

19. Animal Shift True—As either Animal Shift | or Animal
Shift 11, except the caster also gains the perceptive abilities,
physica attacks, and natural armor type of the studied animal.

20. Race Shift True—As Race Shift, except the caster also
gains the perceptive abilities, racial physical abilities, any
natural physical attacks(natural weaponry only ), and natural
armor type of the studied race.

25. Person Shift True—As Person Shift, except the caster aso
gainsthe perceptiveahilities, racial physical abilities, any natu-
ral physical attacks, and natura armor type of the studied
individual’ srace. At GM discretion, thecaster may alsogainany
purely physical talents possessed by thestudiedindividual , and/
or physical stat bonuses and pendties from the race.

30. Beast Shift True—AsBeast Shift | or Beast Shift 11, except
thecaster also gainsthe perceptiveabilities, physical attacks,
and natural armor type of the studied beast.

50. Shapeshifting True—Asany of thel ower level Shift spell sexcept
thecagter canchangeformtoany Sudiedform (by concentratingfor
oneround) & any time during the duration of this spell.

SpeciaL NOTES

1) The caster can only have as many physical and mental
patterns stored as his temporary Memory stat (not stat
bonus). GMsshouldrequireplayersto record which patterns
have been stored. Patterns may be released at any time.

2) Sudy spells take one minute to perform.

3) Spellsproviding physical, movement, or perceptiveabilities
do not providemorethan aminimum of skill intheir use, and
no skill is provided with respect to physical attacks. Caster
must either develop such skills.

4) Wheninagivenform, caster must seek appropriate nourish-
ment for that form. Inaddition, whilethecaster will maintain
his normal menta facilities, his sensory facilities will be
completely replaced by the new form.

5) Shift spellsonly changethecaster’ sform—in particul ar they
do not transform clothes, weapons, armor etc.

6) When masquerading asatypical member of agivenspecies, the
caster’ spersond build and facial featureswill transfer into the
new form, unless Body Shift or Face Shift spellsare employed.
Thus, athintall caster with along nosewhilein Dwarvenform
be till be relatively thin, tall, and possess along nose.



CHARADES

1. Gauge M ark—Allows the caster to gauge what the tastes
of thetarget are (e.g., isheacollector of rarebooks, old maps
or vintage wines, etc.).

2. Item Charade|—The caster causes one target to perceive
the item as the caster wishes. Any and all senses may be
changedastheillusionisall inthetarget’ smind. However the
nature of the item may not be changed (e.g., a book will
remain a book, a map will still be amap).

3. Loquaciousness | —Causes the caster to be more convinc-
ing than normal, providing a +25 bonus to the caster’s next
attempt to influence someone verbally. This bonus lasts for
the whole of the next attempt and may be applied to any
appropriate maneuver (at the GM’ sdiscretion; e.g., Duping,
Seduction etc.).

4. Per sonal Charadel—AslItemCharadel, except allowsthe
caster to completely change how he is physically perceived
by onetarget.

5. Minor Magic Sense—Caster’s skin becomes sensitive to
magic. Whenever aspell iscast on him during the duration of
this spell, his skin will tingle. He will gain no information
about the spell at all, only that he was the target of magic..
Thiswill detect even Passive or Informational spells.

6. CreatureCharadel—AslItemCharadel, except thetarget
will perceive any one animal as any animal of the sametype
(e.g., acat will gtill look like a cat, but it can be any type of
cat of the same basic size).

7.Glibness—Causesthenext liethecaster tell sto befreeof the
normal signs used to detect lies. This results in a special
modification of -25to any non-magical attemptsat lie detec-
tion and a specia bonus of +25 to any RRs versus magical
attempts at lie detection.

8. Mental Charade |—Allows the caster to ater one of the
following to magical/mental detections: hisrace, profession,
or level.

9. Lesser Magic Sense—As Minor Magic Sense, except the
caster’s skin is sengitive enough to detect magic in or on
objects which he touches.

10. Item Charade | |—As Item Charade |, except the caster
can affect 2 targets.

11. Loquaciousness |I—As Loquaciousness |, except the
bonusis +50.

12. Personal Charadell—AsPersonal Charadel, except the
caster can affect 2 targets.

il
LTI

(Il
E"i i
iy
T

I o ey
M i —
[oj = SEpe——

MENTALISM TRAINING PACKAGE 17.5.53

T T T ST T --.""l—

.l'
CHARADES
Lvl Name Area Of Effect Duration Range Type
0 1 GaugeMark target — 10
0 2 Item Charadel 1target Imin/dvl 50 Fm
[ O 3 Loquaciousness| caster varies self U
[ 0 4 Persona Charadel 1 target Imin/lvi 50 Fm
0 5 Minor Magic Sense caster Imin/ivl  sef |
O 6 Creature Charadel 1 target Imin/lvl. 50° Fm .
0 7 Glibness caster 1rnd/lvl  sef U
0 8 Menta Charadel caster Imin/lvl  sdf F
O 9 Lesser Magic Sense caster Imin/lvl  sef |
s 0 10 Item Charadell 2 targets Imin/lvl 50" Fm
I O 11 Loquaciousnessll caster vaies sdf U
0O 12 Persond Charadell  2targets Imin/ivl 50" Fm
I O 13 Cresture Charadell 2 targets Imin/lvi 50 Fm
| O 14 Greater MagicSense  caster Iminfivl  self  I:
0O 15 Mental Charadell caster varies self B
{ 0 16 Item Charadelll 3targets Imindvli 50 Fm
0 17 Loquaciousnessllil caster varies self U
0 18 Personal Charadelll  3targets Imin/lvl 50" Fm ¥
E 0 19 Creature Charadelll  3targets Imin/vi  50° Fm
0 20 Far Magic Sense 5R 1min/lvl 50 |
O 25 Mental Charadelll caster varies 50 Fm
0 30 Item Charade True varies 1min/lvl 50 Fm
0 50 Persona CharadeTr. varies Imin/lvl 50" Fm

--\'I"-l.l

13. Creature Charade I1—As Creature Charade I, except
the caster can affect 2 targets.

14. Greater Magic Sense—As Lesser Magic Sense, except
the caster learns the realm of magic and the direction from
whence the spell came (if appropriate).

15.Mental Charade II—As Mental Charade I, except the
caster can ater two of the following to magical/mental
detections: his level, race, or profession. Alternatively, the
caster can choose only one of the items and double the
duration of this spell.

16. Item Charade | l1—AsItem Charade |, except the caster
can affect 3 targets.

17. Loquaciousness |I1—As Loguaciousness |, except the
bonusis +75.

18. Personal Charade |1|—As Personal Charade |, but the
caster can affect 3 targets.

19. Creature Charade | I |—As Creature Charade |, except
the caster can affect 3 targets.

20. Far Magic Sense—As Greater Magic Sense, except the
caster can choose an area in which to detect. He will detect
any spellscast ontheareaafter thisspell iscast and any magic
items that enter the area (but will not discover any magics
which encompass an area larger than this spell).

25. Mental Charade I11—As Mental Charade |, except the
caster can alter hisrace, profession, and level to magical and
mental detections. Alternatively, thecaster can choosetwo of
the above and double the normal duration; or the caster can
choose only one of the above and triple the normal duration.

30. Item Charade True—As Item Charade |, except the
caster can manipul ate the perceptions of anumber of targets
up to a maximum of caster’s level divided by 5.

50. Personal Charade True—AsPersonal Charadel, except
the caster can manipulate the perceptions of a number of
targets up to a maximum of caster’alevel divided by 5.
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7. Locate Dreamer |—The cagter can locate the chosen target in
terms of both direction and distance. The caster must have
previoudy stored the target’ s dream-sdf pattern, the target must
bead eep, and thetarget must bewithin 100 per level of thecaster
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discretion).

11. Weave Daydream—BY concentrating with this spell, the
caster can create a daydream on any topic he desires with the
level of detail limited by the caster's imagination, and the
duration of the spell limited only by the caster’s ability to
concentrate. Oncethecaster hascompl eted hisweaving, hemust
concentratefor afurther round to storethe parametersfor future

17 Insomnia
18 Mass Daydream

1 target
1 target/lvl

1 day/10fail 50 Fm
1 rnd/Ivl 50 Fm

=
(o]
R

20 Locate Dreamer |11 caster — 1 mi/lvl Pm

1 target/Ivl varies

£
g' Dream Law at time of casting,
: 8. Induce Dream—The caster may induce a dream (not of
0 Lv:IL gpell Areiltc;frgEeIfect Duritlon Rzglge Tgrﬁe. nightmarish aspect) in adeeping target. The caster may elect to
" etherinduceadreamonaspecifictopic(thetarget’ smindsupplies
; g g gg;g g:g;ﬁg;n iggg E Va5r(').$ m | the details) or to use a dream pattern previoudy stored by the
0 4 ObsaveWsakingDream 1target 1miniivi (C) 50 Pm.| S _ _ ,
" [0 5 ObserveSespingDream 1target 1 min/lvl (C) varies Pm 9. Dream Guard_—ThlsspeII_caus%aportlon of thetarget's
a e L M T = I_ subconscious mind to monitor any attempts by others to
}. 0 6 Induce Daydream 1 target varies 500 FEm detect, store, observe, or manipulate the target’ s dream-self
" OO0 7 Locate Dreamer | caster L1 100/Ivl Pm pattern (or his dreams) for the duration of his sleep cycle.
0 8 InduceDream 1 target varies  varies Fm Such spellsmust makean RR versusthelevel of thecaster (if
H-i: 00 9 Dream Guard 1 target sleep 50' U the RR is successful the detection, etc., may proceed nor-
O 10 Induce Nightmare 1 target varies  varies Fm mally). If the RR fails, thetarget’ s subconsciousisalerted to
1 thenature of theincoming spell andit relaysthisinformation
g 0 11 Weave Daydream caster C self U | tothe caster’ s conscious mind (and theincoming spell fails).
0 12 Undream 1 target - 50' Fm The caster of this spell must be awake and within 50' of the
".I. ] 13 Weave Dream caster C salf U target to receive any warnings.
0 14 Locate Dreamer Il caster — 1,0007/Ilvl Pm 10. Induce Nightmar e—As Induce Dream, except the caster
[0 15 Weave Nightmare caster Cc selff U may induce a nightmare (with ramifications at the GM’s
O
g
|
J:! 0
T
2
O

ég mgﬁireﬁ?nare 1 target/Ivl e xg:: Em use (thiscountsasadream stored with the Sore Dream Pattern
ans Dgreamer True cagier . unlimited A8 spell). If the caster’ sconcentration isinterrupted or ends before
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Dream L aw

1. Sleep—The target fals into naturd deep. The first round isa
magica deep (the target cannot be awakened through normal
means).

2. Store Dream Pattern—The caster may store the dream
pattern of adaydream or deeping dream of agiven target for
future use. The caster may only have as many daydream
patterns and as many sleeping dream patterns stored as his
Memory stat (not the stat bonus) and may release a stored
pattern at any giventime. Thecaster’ splayer isresponsiblefor
recording which patternsarestored. Notethat thecaster cannot
be the target of this spell.

3. Store Dreamer Pattern—The caster may store the dream-
sdlf pattern of agiventarget (for usewith spellsonthislist and
ontheDream Lorelist). The caster must also beasleep at time
of casting. The caster may only have as many dream-self
patterns stored as his Memory stat (not stat bonus) and may
release astored pattern at any given time. The caster’ s player
isresponsible for recording which patterns are stored.

4. Observe Waking Dream—The caster can passively share
(by concentrating upon thisspell) any daydreams experienced
by the target during the spell’s duration. He will receive not
only the events of the daydream but the reactions and surface
thoughts which arise as aresult of the daydream.

5. Observe Segping Dream—The caster can passively share (by
concentrating upon this spell) any deeping dreams experienced
by the target during the spell’ sduration.

6. Induce Daydream—The caster may induce adaydreamin
the target’s mind, distracting the target for as long as the
target entertains the daydream (or perhaps as long as the
daydream entertains the target!). The caster may elect to
either inducearandom daydream (allowing thetarget’ smind
to supply the topic and the details), a daydream on a specific
topic (the target’ s mind supplies the details), or a daydream
pattern previously stored by the caster.

the creation is complete, the daydream will also beincomplete.
Note the caster can decideto |leave certain aspects of the dream
to be created spontaneously by themindsof targetsinwhichthe
daydream islater induced.

12. Undream—Thetarget of thisspell will beunableto dream
during his next sleep cycleif hefailsto resist this spell.

13. Weave Dream—As Weave Daydream, except the caster
weaves anormal dream (not a nightmare).

14. Locate Dreamer |11—As Locate Dreamer |, except the
range is 1,000' per level of the caster.

15. Weave Nightmare—As Weave Dream, except the caster
weaves a nightmare.

17. Insomnia—Thetarget of thisspell will beunableto sleep,
and will therefore forfeit any benefits that the lost sleep
would have provided (healing, PP recovery, etc.).

18. Mass Daydream—As Daydream, except affects one
target per level of the caster chosen at time of casting and the
caster may only induce a specific daydream pattern which
will be shared by al the targets.

20. Locate Dreamer 111—As Locate Dreamer |, except the
rangeis 1 mile per level of the caster.

25. MassDream—AsDream, except affectsonetarget per level
of the caster chosen at time of casting and the caster may only
induce a specific dream pattern which will be shared by al the
targets.

30. Mass Nightmare—As Nightmare, except affects one
target per level of the caster chosen at time of casting and the
caster may only induce aspecific dream patternwhichwill be
shared by all the targets.

50. Locate Dreamer True—AsLocate Dreamer |, except the
range is unlimited.

SpeciAL NOTES

1) See Chapter 16 for afuller discussion of dreams.

2) For the Store, Observe, and Induce spellson thislist, either
the caster must be within 50’ of the target (and be ableto see
the target), or the target must have been located using a
Locate Dreamer spell.



DreamM LORE

1. Awaken Self—This subconscioudly activated spell will
awaken the caster from any form of sleep (magical or
nonmagical). The caster will require only one round to come
fully awake. This spell works by assimilating sensory cues
from the caster’ s surroundings and allowing the caster’s sub-
conscioustodetermineif thecaster shouldawakeninresponse.

2. Dream |—Caster has a dream relating to a topic decided
upon just beforeretiring. The caster must sleep for anormal
sleep cycle (minimum of 3 hours) for this spell to work.

3. Seep Control—By cadting thisspell prior toretiring, the caster
can fully control hisnext deep cycle, alowing himtofal adeep
at hisown pace (instantly or gradudly; eveninnoisy or otherwise
disruptiveenvironments) andto set thedurationof thedeepcycle.

4. Store Own Dream Patter n—The cagter may storethe param-
etersof oneof hisown dreamsfor usewith spdlislater onthislist
andontheDreamLaw spell ligt. Thecaster canonly soreasmany
deeping dream patternsequal to hisMemory stat (not stat bonus).
The cagter may release adream pettern a any time. The cagter’s
player isresponsiblefor noting which dream petterns are stored.

5. Dream Communication |—The caster can communicate
via dream-speech with a single target chosen by the caster
prior to retiring. The caster must have previously stored the
target’s Dreamer Pattern. In addition the target must be
adleep, must be ableto dream (i.e., isnot under an Undream
or equivalent spell), and the target’s pattern must not be
concealed (i.e., is not under the effects of a Dream Cloak,
DreamMasqguerade, DreamInvisibility, or equivalent spell).
Thetarget must benofurther than 100’ per level (of thecaster)
distant. The communication istwo-way although recipients
who are not Mentalism spell userswill (at GM’ s discretion)
“talk in their sleep” while conversing.

6. Dream ||—As Dream |, except the limit is 2 dreams per
sleep cycle on different topics.

7. Enter Dreams|—The caster can enter the sleeping dreams
or nightmares of one or more targets chosen at time of casting
prior to retiring. The caster must have previoudly stored each
target's Dreamer Pattern. In addition, each target must be
adeep, must be ableto dream (i.e., isnot under an Undreamor
equivalent spell), and each target’ s pattern must not be con-
cealed (i.e., isnot under the effects of aDream Cloak, Dream
Masquerade, Dream Invisibility, or equivaent spell). The
target(s) must be no further than 100" per level of the caster
away. The caster may only enter the dreams or nightmares of
morethan onetarget if all the desired targets are experiencing
thesamedream or nightmare. Upon entry to atarget’ sdreams,
the caster may choose merely to passively observe or to
interact with the dream and/or dreamer.

8. Lucid Dream |—As Dream |, except the caster has a
“lucid” dream which will initially relate to a topic decided
uponjust beforeretiring. Alternatively the caster may choose
to repeat a stored Dream pattern.

9. Dream Sentry—BY casting thisspell just beforeretiring, the
caster assigns a portion of his subconscious mind to monitor
any attempts by othersto detect, store, observe or manipulate
the caster dream-self pattern or his dreams for the duration of
his deep cycle. Such spells must make an RR versus the
caster’s level. If the RR succeeds, the attempt may proceed
normally. If the RR fails, the caster’s subconsciousis alerted
to the nature of the incoming spell and the attempt fails.

10. Dream |l |—AsDream |, except the limit is 3 dreams per
sleep cycle on different topics.

11. Dream Hedling | | —By cadting thisspell just beforeretiring, the
cadter increeses the rate a which his body hedls during the deep
cydle, regainingtwiceasmany concussonhitsasnormd. Addition-
aly otherinjurieshed at twicenormd rateduring theheding deep.

12. Dream Communication |1—As Dream Communication
I, except for the range.

13. Dream Cloak—BY casting this spell before retiring, the
caster can conceal his dream-self pattern and any dreams he
may experience for the duration of his sleep cycle. This
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DREAM LORE '
Lvl Spell Area of Effect Duration Range Type 3
.0 1 Awaken Sdlf * caster — self Us
0 2 Dreaml caster sleep self |
I O 3 Sleep Control caster Sleep self U
f 0 4 StoreOwnDream Patt.* caster P self Ps
_i 0 5 Dream Commu. | 1target C 100/Ilvl Fms 1
00 6 Dreamll caster sleep self -8
0O 7 Enter Dreams| varies C 100/Ivl Fms §
00 8 Lucid Dream| caster sleep self |
O 9 Dream Sentry caster sleep self F
s 00 10 Dreamlll caster sleep self |
IO 11 DreamHealingll caster deep sdf U
0 12 Dream Comm/| 1 target C 1000/Ivl Fms
I O 13 Dream Cloak caster sleep self E _i,-'
| O 14 Enter Dreamsll varies C  1000/Ivl Fms
1: 0 15 Lord Dreams caster sleep self |
{ 0 16 Lucid Dreamll caster sleep self 18
O 17
t 0O 18 Dream Comm. Ill 1 target C 1 mi/lvl Fms ¥
0 19 Dream Heding 11l caster deep sdf U 'L
E' 0 20 Enter DreamslI| varies C 1 mi/lvl Fms*
0O 25 Lucid Dreamsli| caster sleep | %
0 30 Dream Comm. Tr. 1target C 10 m|/IvI Fms
0O 50 Enter DreamsTrue varies C 10 mi/lvl F
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prevents others from storing the caster’ s dream-self pattern,
observing or storing hisdreams and will cause Dream Com-
munication, Enter Dream, Locate Dreamer, and other spells
which require a detectable dream-self pattern to fail.

14. Enter Dreams |I—As Enter Dreams |, except for the
range.

15. Lord Dreams—As Dream |, except the limit is 5 dreams
per sleep cycle on any combination of topics chosen by the
caster.

16. Lucid Dream | |—AsLucid Dream|, except thelimitis2
“lucid” dreams per sleep cycle on different topics.

18. Dream Communication I11—As Dream Communica-
tion I, except for the range.

19. Dream Healing I11—As Dream Healing |1, except the
caster recoversthreetimes normal concussion hitsand other
injuries heal at three times normal rate.

20. Enter Dreams |I1—As Enter Dreams |, except for the
range.

25. Lucid Dreams|I1—AsLucid Dream|, except thelimitis
3“lucid” dreams per sleep cycle on different topics.

30. Dream Communication True—As Dream Communica-
tion |, except for the range.

50. Enter Dreams True—As Enter Dreams|, except for the
range.

SeeciAL NoTE

The caster may only use one Dream, Lucid Dream, Dream
Communication, Enter Dreams, or DreamHealing spdll inagiven
deep cycle (eq., the cagter cannot use Dreams 111 in combination
withaDreamHealing I spell inthe samedeep cycle). Concisdly,
the difference in role playing terms between a Dream spell and a
Lucid Dreamspell isthat theplayer only sdectsthedreamtopicand
the Gamemaster narratesthe dream for Dream spells, whereasina
Lucid Dreamthepl ayer sdl ectsthedreamtopicfor thecharacter, and
the player and the Gamemagter interact to describe the dream
experience. See Chapter 16 for afuller discussion of dreams.
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DreAM TRAVEL
Lvl Name Area of Effect Duration Range Type
1 Dream Anchor 1 target ldeep touch U &
2 Dream Empowerment | 1 target 10 min/lvl touch Us
3 Dream Spell | ltarget  10min/vl touch Us |
4 Sustain Dreamer 1 target lday/lvl touch Us /|
5 Enter Dream World 1target — 100" Fms !-
6 Exit Dream World 1 target — 100 Fms
7 Dream Empowerment [l 1 target 10 min/lvl touch Us
8 Dream Spell 111 1 target 10 min/lvl touch Us
9 Warn Dreamer 1 target 10 hr/lvl  touch Us
10 Dream Teleport | 1target — 1000 Us i
11 Find Dreamer caster — varies Pms |
12 Dream Spell V 1 target 10 min/lvl touch  Us
13 Dream Empowerment Il 1 target 10 min/lvl touch Us ||
14 Summon Dream Beast 1 target 10 mn/lvl  varies Fms'|
15 Dream Trap 1 target 1hr/10fal 100" Us ¥
16 Summon Dream Being 1 target 10 min/lvl varies Fms r
17 Charm Dream Beast  1target 10 min/lvl 100" Fms
18 Dream Spell X 1 target 10 min/lvl touch Us
19 CharmDreamBeing  1target 10min/lvl  100' Fms |
20 Dream Empowerment Tr. 1 target 10min/lvl touch Us |
25 Mass Dream Teleport 1 target/Ivl — 1000 Us
30 Lord Dream Spell 1target 10 min/lvl touch Us
50 Dream Spell True 1target 10 min/lvl touch Us 3
—l-b. ﬁ;-i-t-‘-:f':_li'!ﬁ'- "-\-__\__:JI-.\__-'I-I"'-I"_- =d _...l.l-_"l"- =

Dream TRAVEL

1. Dream Anchor—When cast on atarget before deep, thisspell
prevents the target’ s dream self from entering or being drawn
intothedreamworldfor theduration of thetarget’ ssleep period.

2. Dream Empower ment |—When cast on a target (either
beforeor after entry to the dreamworld), thisspell allowsthe
target to use his skills and innate abilities at 25% of their
normal valuewithin thedream world (for the duration of this
spell). Thisspell doesnot allow the caster to cast spellswhile
in the dream world. Without an Empowerment spell, a
dream-self persona cannot manipul ate the dream world.

3. Dream Spell |I—For the duration of thisspell, thetargetisable
tocastfirst level spellswhileinthedreamworld. Thisspell canbe
cast either before or after entry to the dream world. Without this
spell, the target’ s spelswill have no effect in the dream world.

4. Sustain Dreamer—Allows the caster to sow down the
metabolism of thetarget’ sreal body for theduration of thespell.
Thetarget’ sbody does not require nourishment for theduration

of the spdll. The spell

only functions while
the target remains in
the dream world.

5. Enter Dream
World—Allows
the caster to draw
the dream self of a
deeping target into
aspecificlocationin
the dream world
chosen at time of
casting. The target
will remain in the
dreamworld for the
durationof hissleep,
unless an Exit

Dream World spell

is employed or the dream-self is prematurely expelled. The
target enters the dream world with only his mental capabili-
ties and the dream-self’s pseudo-body, and needs Dream
spellsand y spells to manipulate the dream world.

6. Exit Dream World—Allows the caster to force atarget’s
dream self out of the dream world. The target will wakenin
one round after being gjected. This spell cannot be used to
gject a creature belonging to the dream world.

7. Dream Empowerment |1—As Dream Empowerment |,
except thetarget can use hisskillsand abilitiesat 50% of their
normal value.

8. Dream Spell I1|—As Dream Spell |, except the target can
cast up to thirrd level spells.

9. Warn Dreamer—When cast on atarget, thisspell will provide
thetarget’ s subconscious mind with awarning of any danger to
thetarget’s physical body for the duration of the spell.

10. Dream Teleport |—The caster may teleport one target to
alocation within the dream world with which the caster is
either familiar or is familiar with its real world equivalent.
Therisk of this spell depends on the caster’ sfamiliarity with
the destination. The following chances for failure exist:
Never seen place (but hashad described) = 50%; Beenbriefly
(onehour or less) = 25%; Studied (beeninfor 24 hours)=10%;
Studied carefully (7 days) = 1 %. In the case of failure, first
determine the direction of the error (roll randomly) The
amount of error isthen determined by making ad100 (open-
ended) roll to determine the distance of the error in feet.

11. Find Dreamer—This spell will inform the caster of the
location in the dream world of the dream-self of a single
chosen target who must be in the dream world at time of
casting and known to the caster.

12. Dream Spell V—As Dream Spell I, except the target can
cast up to fifth level spells.

13. Dream Empower ment | 11—As Dream Empowerment |,
except thetarget canusehisskillsand abilitiesat 75% of their
normal value.

14. Summon Dream Beast—Allows the caster to summon a
dream beast. The dream beast may or may not be friendly
towards the caster, and the caster may or may not be able to
summon aspecific typeor individual dream beast dependent
on the nature of the dream world.

15. Dream Trap—Thetarget’s dream-self will be prevented
from returning to his physical body. The target may make
additional RRsto break freeif the physical body is attacked
or endangered during the duration of this spell.

16. Summon Dream Being—As Summon Dream Beast, ex-
cept thecaster can summon anintelligent denizen of thedream
world.

17. Charm Dream Beast—The target dream beast will
believe the caster isagood friend.

18. Dream Spell X—As Dream Spell |, except the target can
cast up to tenth level spells.

19. Charm Dream Being—As Charm Dream Beast, except
this spell affectsintelligent denizens of the dream world.

20. Dream Empowerment True—As Dream Empower-
ment |, except the target can use his skills and abilities at
100% of their normal value.

25. MassDream Teleport—AsDream Teleport |, except the
caster may teleport up to one target per level of the caster.
30. Lord Dream Spell—As Dream Spell 1, except the target

can cast up to twentieth level spells.

50. Dream Spell True—As Dream Spell I, except the target
can cast up to fiftieth level spells.

SeeciaL NoTE
Normally, the caster can only cast spells from this list
whilein any given dream world. See Section 16.5 for a
discussion of dream worlds.
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HouRrI’s BEGUILEMENT

1. Enhance Beauty |—Adds +20 to the caster’ s Appearance.
This cannot raise the caster’ s Appearance above 100.

2.Analyzel ndividual—Caster learnsdetail sabout thetarget’s
romantic emotional attachments (if any) and sexual prefer-
ences.

3. Seduce |—Adds +25 to any Seduction maneuvers for the
duration of this spell.

4. Silver Tongue—The target will believe everything the
caster says, unless the target has prior (or incontrovertible
evidence) to the contrary.

5. Study I ndividual—Cagter studies and memorizesthe appear-
ance and mannerismsof abeing, for later usein aFace Shifting
True or Change type spell. The caster can only have as many
forms studied as he has levels.

6. Face Shifting True—Allowsthe caster to alter the form of
hisface. If he has used Study Individual, he can take on the
exact facial form.

7. Influencel—Adds +15 to any maneuversusing any skill in
the Influence skill category (except Seduction).

8. Entertain |—The caster receives a +15 bonus to al per-
forming skills (in the Artistic « Active category) for the
duration of this spell.

9. Body Shifting True—As Face Shifting True, except the
caster can alter his build and the shape of his body.

10. Enhance Beauty |1—As Enhance Beauty |, except the
bonus is +40 and the maximum is 101.

11. Racial Change—Caster can ater his entire body to the
form of another humanoid race (no increase in mass). This
spell isinsufficient initself to allow the caster toimpersonate
aspecific being.

12. Entertain |1—As Entertain I, except the bonus is +30.

13. Influence I1—As Influence I, except the bonusis +30.

14. Change Sex—Caster changes to become amember of the
oppositesex intermsof purely physical factors. Thecaster is
sterilefor the duration of thisspell. Thisspell canbeusedin
combination with Racial Change and other spells.
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Lvl Name Area of Effect Duration Range Type g
. 0 1 EnhanceBeauty | caster 10 min/lvl  self U
0 2 Anayzelndividua 1 target — 100 Pm
[ O 3 Seducel caster 10 min/lvl  self U
f 0 4 Silver Tongue 1 target Cc 500 Fm
£ 0 5 Study Individual caster — 10 | 1
0O 6 FaceShifting True caster 1 hr/lvl self U' ks
O 7 Influencel caster 10 min/lvl  sdlf U 8
0 8 Entertainl caster 10 min/lvl  sdlf U
O 9 Body Shifting True caster 1 hr/lvl self U
s 0 10 EnhanceBeauty Il caster 10 min/lvl  self U
I O 11 Racial Change caster 10minlvl seif U
0 12 Entertainll caster 10 min/lvl  self U
I 0 13 Influencell caster 10 min/lvl  sdlf U _i,-'
| O 14 ChangeSex caster 1month/lvl self Ui
0 15 Seduction | caster 10 min/lvl  self U
{ 0 16 Entertainlll caster 10 min/lvl  self U
0 17 Timeless caster 1 month/lvl  self U
t 0 18 Enhance Beauty Il caster 10min/lvl  self U %
0 19 Influencelll cater  10min/ivi sef U 15-
I O 20 EntertainlV caster 10minivi  sdf U -
0 25 Seduction True caster 10 min/lvl  self U %
0 30 Change Sex True caster 1 month/lvl  self U
0 50 TrueYouth caster P self

i

15. Seduction I I—As Seduction |, except the bonusis +50.

16. Entertain | I |—As Entertain |, except the bonus is +45.

17. Timeless—Caster may appear to be any age desired,
chosen at time of casting.

18. Enhance Beauty |11—As Enhance Beauty |, except the
bonusis +40 and the maximum is 103.

19. Influence I11—As Influence |, except the bonus is +45.
20. Entertain |V—As Entertain |, except the bonus is +60.
25. Seduction True—AsSeduction |, except thebonusis+75.

30. Change Sex True—As Change Sex, except the caster
becomes a true member of the opposite sex (i.e., genetics,
personality, and all psychological factors are aso changed,
and the caster may choose whether to be sterile for the
duration (choice must be made at time of casting).

50. True Y outh—Caster hastwo years of hisage“removed”
(i.e., rejuvenation). If the spell fails, the caster is killed and
thetotal true age returnsimmediately. The spell may be cast
repeatedly and effectsare cumulative; however, eachtimeit
iscast on the caster, the unmodified failure chanceincreases
by 1.
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Hourr's Kisses
g Lvl Name Area of Effect Duration Range Type
0 1 Kissof Captivation* 1 target 1hr/10fail touch Fm§#
. O 2 Kissof Pain* 1target — touch Fm
0 3 Kissof Impotence* ltarget  1day/10fail touch Fm |
0 4 Kissof Ecstasy * ltarget 1 min/10fail touch Fm
* O 5 Kissof Fire* 1target — touch Fm
« [0 6 Kissof Sleep* 1 target 1hr/10fail touch Fm
~ [ 7 Kissof Jealousy * ltarget  1lday/10fail touch Fm
0 8 Kissof Agony * 1target — touch Fm
.i O 9 Kissof Weakness* 1 target 1hr/10fail touch Fm
0 10 Minor Kiss* 1 spell varies self U
glj 11 Kissof Blinding * 1target 1hr/10fail touch Fm
0 12 Kissof Torment * 1target — touch Fm I
"-I. £l 13 Kissof Impotence Tr.* 1 target P touch Fm |
0 14 Kissof Endavement* 1target 1day/10fail touch Fm
[0 15 Lesser Kiss* 1 spell varies self U :|' . .
13. Kiss of Impotence True—As Kiss of Impotence, except
O 16 Kissof Hate* ltarget  1day/10fail touch Fm r the duration is permanent.

- 0 17 Kissof Amnesia* ltarget  1day/10fail touch Fm 14. Kiss of Endavement—The target will obey the caster in
© 0 18 Kissof Love* ltarget 1day/10fall touch Fm j any suggested act that isnot completely alientohim (e.g., no
! 0 19 Kissof Coma* ltarget  1day/10fail touch Fm | suicide orders, no blinding himself, etc.).

O 20 Greater Kiss* 1 spell vaies  self U 15 | esser Kiss—AsMinor Kiss, except enablesthenext Kiss

e : - o spell (if cast within 1 minute) to affect a target of any sex
g 0 25 Delayed K'Sf* 1 spell varies  self U belonging to another humanoid race.
R0 Eligvgf}geszth A 11t§r)3elt xg:: tcsﬁcfh FLrJn 16. Kiss of Hate—AsKiss of Jealousy, except the emotionis

hate.

17. Kiss of Amnesia—Thetarget is an amnesiac, remember-
ing nothing of his past for the duration of his spell.

18. Kissof L ove—AsKiss of Jealousy, except the emotionis
love.

19. Kiss of Coma—The target falls into a deep coma.
20. Greater Kiss—As Minor Kiss, except enables the next
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Houri’s Kisses

1. Kiss of Captivation—The target believes the caster is a
good friend.

2. Kiss of Pain—The target loses 20% of his remaining

MENTALISM
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concussion hits.
3. Kiss of Impotence—The target is totally impotent.

4. Kiss of Ecstasy—The target is in “seventh heaven” (i.e.,
extremeecstasy, joy, etc.), and may only spend 50% activity
for theduration of thisspell (i.e., hedoesnot haveafull 100%
activity each round). The pleasure engendered is addictive
and the target may act irrationally or alow himself to be
manipulated to obtain afurther “dose.”

5. Kissof Fire—AsKiss of Pain, except the target 1oses 40%
of hisremaining hits.

6. Kissof Sleep—Thetarget fallsinto adeep natural sleep. The
first d10 rounds are magical (i.e., the target cannot be awak-
ened by normal means).

7. Kiss of Jealousy—The target is extremely jealous of a
person chosen by the caster and will act on this emotion
according to his (the target’ s) nature.

8. Kiss of Agony—As Kiss of Pain, except the target loses
60% of his remaining hits.

9.Kissof Weakness—Thetarget feelsphysically drained. His
Strength stat bonus reduced by 10.

10. Minor Kiss—Enablesthe next Kiss spell (if cast within 1
minute) to affect a target of the same sex and race as the
caster.

11. Kiss of Blinding—The target is blinded.

12. Kissof Torment—AsKissof Pain, except thetarget |oses
90% of hisremaining hits.

Kissspell (if cast within 1 minute) to affect any sentient target
of any sex.

25. Delayed Kiss—Causesthe effect of the next Kiss spell (if
castwithin 1 minute) to bedelayedfor upto 1 minuteper level
of the caster.

30. Blown Kiss—Causes the next Kiss spell (if cast within 1
minute) to have arange of 50'.

50. Kissof Death—AsKissof Coma, except thetarget will die
immediately if he fails his RR by more than -50.

SpeciaL NOTES

1) Kissspells, unless otherwise stated or empowered by one of
Minor Kiss, Lesser Kiss, or Greater Kiss, will only affect
members of the same race as and opposite sex to the caster.

2) If the caster of aKiss spell actually kisses atarget, aspecial
modification of -30 isapplied to the target’ sRR in addition
to normal modifications. It isalso not possibleto claim this
modificationif theKisshasbeen enhanced by the BlownKiss
spell.

3) At the GM’ s discretion, casters may be allowed to “ stack”
Delayed Kiss and/or Blown Kiss with one of Minor Kiss,
Lesser Kiss, or Greater Kiss. Caster must successfully cast
al the desired spells within one minute for this to work.



K NOWLEDGE M ASTERY

1. Afterthoughts—Allows caster virtual totall recall of any
conversation or writing he encountered within a period of
days equal to hislevel.

2. Learn Language | |—Doubles therate at which the caster
canlearnalanguage. Every rank of language developed (i.e.,
DPs spent), resultsin two ranks being learned. It is assumed
that thisspell iscast and in effect whilethelanguageisbeing
learned.

3. Language L ore—Caster learns what language a piece of
text iswritten in, and the author if he was noteworthy or the
caster has seen hiswork previougly.

4. Study |Il—Caster can read at three times the normal rate
(resulting in 3 pages per minute while this spell is active).
5. Recall I—Allows the caster to access his memory asif he
hadtotal recall. Any manuever involving Memory receivesa

special bonus of +25.

6. Manuscript Lore—Caster gains information regarding
one manuscript including type of paper/parchment, type of
binding (if any), type of ink, date of writing/printing, date of
binding (if any), magical or normal, etc. No information will
be provided on the content of the text.

7. Observation | —Caster gainsinsightsor factsby observing
aperson or thing with intense concentration. Givesthe caster
a+50 modification to an appropriate Awareness maneuver.

8. Learn Language I 11—As Learn Language |1, except rate
istripled (and three ranks are gained for every one).

9. Study V—Caster can read at five times the normal rate
(resulting in 5 pages per minute while this spell is active).
10. Correlations|—Caster isableto correlate known factsto
obtain conclusions. Any maneuver involving Reasoning

receives a special bonus of +25.

11. Passage Origin |—Caster can read apiece of text and tell
if itisatrandation: andif so, what the original language was
and possibly theauthor if hewasnoteworthy or the caster has
seen hiswork before.

12. Copy Pages—Thisspell copiesadocument that the caster
isexamining. Thecaster merely concentratesand touchesthe
document with one hand and a blank sheet with his other
hand. Thecopy isexact andinfull color. Notethe caster does
not haveto be ableto read the document. The process occurs
at arate of one page per round.

13. Revitalise Manuscript |—Allows caster to reduce the
effects of time upon a given book, scroll, or parchment (and
similar objects) by oneyear per caster’ slevel. Thisspell will
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Lvl Name Area of Effect Duration Range Type
.0 1 Afterthoughts caster — self
0 2 LearnLanguagell caster C self
I O 3 Languagelore caster — self
PO 4 Studylll caster C self
j 0 5 Recall caster C self U
0O 6 Manuscript Lore caster — 10 |
0 7 Observation| caster C self U
0 8 LearnLanguagelll caster C self ]
O 9 StudyV caster Cc self U ;
s 0O 10 Correlations| caster C self ]
I O 11 PassageOriginl caster = self |
O 12 Copy Pages varies Imin/lvl  touch U
! 00 13 RevitdiseManuscript | 1 manuscript P touch F _I,-'
| O 14 Study X caster C salf U
-i: 0 15 LearnLanguage!V caster C sef U 'h
1 0 16 Recdl Il caster C self U
0 17 Study True caster C self U
t 0 18 Observationll caster C self Uy
{ O 19 PassageOriginll caster — self | t.n.
| O 20 Correlationsll caster C self U
t_ 0O 25 LearnLanguageV caster C self U %
0 30 RevitdiseManuscript |l 1 manuscript P touch F
i 00 50 LearnLanguage X caster C self U g)
1--\'I"_-l.|..|_ [ -—I-._-l.u-___'_"_: o .\'h:'"_q"":-\"'\j:;i' 'ﬂl.-l—- i

alsorepair al damage to the manuscript towardsrestoring it
to its proper condition: including rips, tears, punctures,
stains, crush damage, ink spills, water and heat damage,
cracks, binding problems, etc. It will not replace missing
pages, binding or covers. Magical manuscripts may also be
revitalised though this spell will not restore power or spells
(activeorinactive—itwill restorespel | knowledgeinscribed)
to the manuscript.

14. Study X—Caster can read at ten times the normal rate
(resulting in 10 pages per minute while this spell is active).

15. Learn Language |V—AsLearn Language |1, except rate
isfour timesnormal (andfour ranksaregainedfor every one).

16. Recall |I—As Recall I, except the bonus of +50. Not
cumulative with Recall I.

17. Study True—AsSudy |1, except caster can read asfast as
he can glance at a page.

18. Observation | 1—AsObservation |, except virtually every
detail inevenalargesituationisnoted, and thebonusis+100.
Not cumulative with Observation I.

19. PassageOrigin | |—AsPassageOrigin|, except thecaster
can tell how many times the text has been trandlated, what
languages the text has been through, who the translators
were, and who the original author was.

20. Corréations [ |—As Correlations |, except the bonusis
+50. Not cumulative with Correlations 1.

25. Learn Language V—As Learn Language I, except rate
isfivetimesnormal (andfiveranksaregainedfor every one).

30. Revitalise Manuscript ||—As Revitalise Manuscript I,
except the time reduction isten years per caster’s level.

50. Learn Language X—As Learn Language I, except rate
isten times normal (and ten ranks are gained for every one).
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COMPANION




e ra—— YL T A ) 9. Set Bones—Allows the caster to set any bone or joint
.é" B s (simple or compound fracture, or shatters) in the correct
: MENTALISM TRAINING PACKAGE 17.5.10 position for natural healing. Appropriate support will be
i necessary to ensure the bone or joint stays in place until
g MEDICAL LAW healing iswell underway.
: 10. Suppr ess Poison—Stahilises one poison in the system of
0 Lvll g:{gg Di Areigr Ee:fect Duritlon Rziglge T)l/:)pe. the target. No further damage will occur for the duration of
0. 2 Detect Poison 1target Y 10 = thisspell. Damagealready sustained isnot cured. The poison
; 0 3 Detect Physical Malad 1target e 10 p A must be specified at time of casting. This spell can be used
== "% Incision Y Y 1 targ o 10 minfivi touch sl .I preemptively to prevent theinfection of ahealthy person (this
' O 5 CloseWound 1 target p touch. . I_ L;ﬂilé%l)nanyRRsversusthespeC|f|edp0|sonbe|ngm0d|f|edy
. . O 6 Clean wognd ; 7 1 térgé Ly 10' P 11. Disease Analysis—Caster acquires complete knowledge
. 0 7 Detect Mental Malady 1 target P 10" U of one diesase affecting the target including name, type, and
O 8 SuppressDisease 1 target i1hr/ivi 100 U expected effect(s) of the disease, and cure and necessary
0 9 SetBones 1 target P touch U trestment required. Thespell doesnot givethecaster theskill,
O 10 SuppressPoison 1 target 1 hr/lvl 10' U ; the power or the materials to effect the cure.
. . ] 12. Poison Analysis—Caster acquirescompleteknowledge of
0 11 Disease Analysis 1 target = 10 I one poison effecting the target including name, type, and
0 12 Poison Analysis 1 target — 10 I I expected effect(s) of the poison, and cure and necessary
"-I- B 13 Remove Infection 1target P touch U | treatment required. Thespell doesnot givethecaster theskill,
0 14 AnayzePhys Malady 1 target — 10 = | the power or the materials to effect the cure.
] 15 Resuscitation 1target P touch U ‘I' 13. Remove I nfection—Allows a caster to completely clean
s onewound of any type of natural infection. Thespell will not
0 16 AndyzeMentd _Maledy 1terget rH 10 l r keep an open wound clean and it will be necessary to remove
- 0 17 Loca Anesthesia 1target 10 min/lvl touch Fm the material causing the infection
o .
! g ig BiSeC By Ltaoet Laayilvl.” touctl iy j 14. Analyze Physical Malady—Caster acquires complete
" 20 Biovoyance 1 target Loy touch = =) ‘: knowledge of one physical malady affecting the target in-
g ] i ) _ cluding name, type, exact location and expected effect(s) of
0 25 Phase Surgery ltarget 10 min/ivl (C)touch U the malady, and cure and necessary treatment required. The
0 30 Genera Anesthesia  1target 10min/lvl touch Fm spell does not give the caster the skill, the power, thetoolsor
Resuscitation True 1 target P touch U the materials to effect the cure.
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1. Detect Disease—Caster learns if any illness or disease is
effecting the target. Caster also learns the number of ill-
nesses/diseases, but not their nature.

2. Detect Poison—Caster learnsif any poison is effecting the
target. Caster also learns the number of toxins, but not their
nature.

3. Detect Physical Malady—Caster learns if any physical
malady (i.e., broken bone, sprains, tendon/muscle damage,
internal bleeding etc. but not diseases or poisons) iseffecting
thetarget. Caster also learnsthe number of illnesses/diseases
and a general location of each malady.

4. Incision—Creates clean incision into living material a
predetermined length and depth. Theincision will not bleed
for the duration of the spell.

5. Close Wound—Closes any one wound (leaving only a
small scar). Inthe case of anormal wound (i.e., not caused by
an Incision), the binding should be treated as a sewn wound
(which may reopen under stress).

6. Clean Wound—Removes any foreign material from an
open wound.

7. Detect M ental M alady—Caster learnsif any mental illness
or disease is affecting the target. Caster aso learns the
number of such problems, but not their nature.

8. Suppress Disease—Stops infection/spread of one disease
inthetarget. Nofurther damagewill occur inuninfected areas
of the body for the duration of this spell. Damage already
sustained is not cured. The disease must be specified at time
of casting. Thisspell can beused preemptively to prevent the
infection of ahealthy person (this resultsin any RRs versus
the specified disease being modifiedy by +50).

15. Resuscitation—The caster can revive the target after any
sudden lapse in bodily functions (due to drowning, heart
attack, shock, etc.), but the bodily functions cannot have
lapsed for morethan 1 round per level of thecaster. Thisspell
will restore bodily functionsto normal heart rate, breathing,
etc. Body must have proper attention and the cause of the
lapse must be removed to prevent arecurrence.

16. Analyze Mental Malady—Caster acquires complete
knowledgeof onemental problem affecting thetargetinclud-
ing name, type, and expected effect(s) of themalady, and cure
and necessary treatment required. The spell doesnot givethe
caster the skill, the power or the materials to effect the cure.

17. Local Anesthesia—Completely numbs part or al of a
target’s body for surgical procedures for the duration of the
spell. The target is not rendered unconscious.

18. PreserveBody—Will perfectly preserveabody or portion
thereof (even if the portion is separated from aliving host).
Thetissueis preserved in exactly the same condition it was
in at time of casting.

20. Biovoyance—Gives the caster a mental “still picture” of
theinterior of atarget’ sbody, whichmay beof theentirebody
or aspecificregion. If thepictureisof theentire body, it will
revea broken bones, massive trauma etc, whileif it is of a
specificbodily part, it may show detail at thelevel of blocked
blood vesseal's, damaged muscles etc.

25. Phase Sur ger y—Caster causesthetarget to becometrans-
parent and insubstantial, allowing the caster to imbed his
hands inside the target, without causing any harm, and
perform minor surgery or remove alien objects (caster can
concentrate to make any portion of the target substantial
enough to perform the surgery or procedure). Caster must
still use any required tools or spells. The spell only affects
living tissue.

30. General Anesthesia—As Local Anesthesia, except the
target is rendered deeply unconscious for the duration.

50. Resuscitation True—As Resuscitation, except the lapse
can be up to 1 minute per level of the caster.



MIND SHIFTING

1. Study Mind—Caster gains and stores all mental and
emotional information about target. Thisinformationisonly
accessible viathe higher level spellson thislist.

2. Probe Emotion |—Allows caster to know the general
emotions/outlook of astudied humanoid, either intermsof a
typical member of the race or the specific individual.

3. Probe Emoation |1—Allows caster to know the general emo-
tions/outl ook of astudied sentient plant, animal or beast, either in
termsof atypica member of thespeciesor thespecificindividual.

4. Probe Memory |—Allows caster to know the gender, race,
professonandlevd (if any) of astudiedindividud a timeof Sudy.

5. Probe Memory I1—Allows caster to know the number,
nature, and value of all skills (excluding spell lists; if any)
possessed by a studied individual at time of Study.

6.ProbeMemory |1 |—Allowscaster toknow thenumber, nature,
and levels known of dl spdl lists (if any) and specid mentd
abilities (if any) possessed by anindividud at time of Sudy.

7. Probe Memory True—Caster can consult the conscious
memoriesand experiencesof astudied individual at arate of
one “scene” per round.

8. Emotion Shift | —Caster can mimic the emotions/outl ook
of astudied humanoid, either intermsof atypical member of
the race or the specific individual.

9. Emotion Shift I 1—Caster can mimic the emotions/outlook
of astudied sentient plant, animal or beast, either in terms of
atypical member of the species or the specific individual.

10. Mental Shift |—Caster can mentaly becomethegender, race,
level and/or profession of any Studied raceor individud, and will
register as such by magica detections. Caster retains his own
kills, profession, and racia bonuses. Also, any attribute that the
caster doesnot chooseto shift, hewill retain. For example, amae
Gnomish Shapeshifter (10th level Mentdist) has previoudy
Sudied afemaeWood Elf Ranger (12thlevel), and now electsto
Mental Shift, choosing to shift only raceand profession. Assum-
ing thespdll issuccessful, hewill now detect asamale 10th level
Wood Elf Ranger (and may think like aWood EIf Ranger).

11. Memory Shift |—Caster can draw upon the conscious
memoriesof the Sudied patternin responseto current stimuli.

12. L anguage Shift—Caster can use the studied individual’s
native language to the level of fluency (spoken and written)
of theindividual at time of Study.

13. SKkill Shift |—Caster can use one purely mental skill (askill
that usesany combinationof thefollowing stat bonuses: Memory,
Reasoning, Empathy, Intuition, or Presence) of aSudied indi-
vidua at the skill bonus of that individual at time of Sudy.

14. Skill Shift I11—Caster can use one non-combat (not OB
related) physical or mental skill of aStudied individual at the
skill bonus of that individual at time of Study.

15. Kill Shift 111—Caster can use one combet kill (OB rdlated) of a
Sudiedindividud at theskill bonusof that individudl attimeof Sudy.

16. Mygtical Shift |—Caster may use one el list known by a
Sudied individud to thelevel known by that individud at time of
Sudy. However, the caster must usehisown PPsand must dways
makeaSpd | Cadting SaticM aneuver, withal appropriatependties
takeninto congderation. Shouldthespell casting maneuver fail, the
gpd| failureroll will receive aspecid modification of +50.

18. Language Shift True—Caster can use any language
known by the studied individua to the level of fluency
(spoken and written) of the individual at time of Study.

19. kill Shift | True—As ill Shift |, except the cagter can use up
toonepurdy mentd kill per level fromasingleSudiedindividud.

20. Skill Shift Il True—AsSkill Shift 11, except the caster can
use up to one non-combat physical or mental skill per level
from asingle Studied individual.

25. Skill Shift 111 True—AsSkill Shiftl11, except thecaster canuse
up to one combat kill per level from asingle Sudied individual.

30.Mystical Shift True—AsMystical Shiftl, except thecaster can
useuptoonespel list per level from asingle Sudied individual.
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Lvl Spell Area of Effect Duration Range Type
0 1 Study Mind 1 target P touch Fm
0 2 ProbeEmotion | caster — self U
[ O 3 ProbeEmotionll caster — self U
f 0 4 ProbeMemory | caster — self U
_i 0 5 ProbeMemory Il caster — self u s
Ela .6 ProbeMemoryIII caéter — self U .-
O 7 ProbeMemory True caster Irndivl  self U s
0 8 Emotion Shift | caster 10 min/lvl  self u
O 9 Emotion Shift Il caster 10 min/lvl  self U
s 0 10 Mentd Shiftl caster 10 min/lvl  self U
I 0 11 Memory Shiftl caster 10minivl sef U
0 12 Language Shift caster 10 min/lvl  self U
| 0 13 skill shiftl caster 10 min/lvl  self U_i,-'
I O 14 skill shiftll caster 10 min/lvl  self uU:
1: 0O 15 skill Shiftlil caster 10 min/lvl  self U
{ 0 16 Mystical Shift| caster  10min/ivl seff U
o 17
t 0 18 Language Shift True  caster 10 min/lvl  self Uas
0 19 Skill Shiftl True caster 10 min/lvl  self ) 15.
E' 0O 20 skill shift1l True caster 10 min/lvl  self Us
O 25 Skill Shift 1l True caster 10 min/lvl  self U %
0 30 Mystica Shift True caster 10 min/lvl  self U
0 50 Mindshifting True caster 24 hours  sdf U %
] P, e
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50. Mindshifting True—Asany of thelower level Shift spells
except caster can mind shift to adifferent pattern at any time
during the 24 hours by concentrating for one full round.

SpeciaL NOTES

1) The caster can only have as many physical and mental
patternsstored ashistemporary Memory stat (not stat bonus).
GMss should require players to record which patterns have
been stored. Patterns may be released at any time.

2) The Study Mind spellstakesonefull hour to perform, during
which the caster will be in a deep trance. If the caster is
disturbed, or physical contact with the target is broken
(however briefly), or the target resists the spell, or the Sudy
is otherwise prematurely ended, the spell fails.

3) Whenusing Mind Shift spells, thecaster canelect either to“ run”
in parald with the studied pattern or in submissionto it at time
of cagting. If theformer, the caster can chooseto act or think as
theSudiedindividual wouldor asthecaster would ordinarily act
orthink. Naturally thiscontinual deliberationwill dowthecaster
down, and may be noticeable, and easily fatd in the wrong
situations(i.e., thecaster will only have 90% activity eachround
while doing this). If the latter, then the caster must act or think
(within the limits of the changes wrought by the Mind Shift) as
the Sudied individua would (e.g., alwaysuse aspecific attack-
ing style, pepper his speech with dang terms, etc.).

4) When using Language Shift spells, the caster must possess
adequate sensory and speech organs to communicate. Thus,
thereislittle purpose in shifting to the language of dolphins
if you cannot hear most of their “ speech” nor respond inkind.

5) With Sdill Shift spells, the caster should suffer a-50 penalty to
using thedesignated physical or combat skill wheninthewrong
racia form(i.e., wieldingaDwarvenaxewiththeskill of Thorin
Oakenshieldin human formisvery foolish) and a-25 pendlty if
not in the exact physical form of the Sudied individud (i.e.,
wielding aDwarven axewith the skill of Thorin Oakenshieldin
the form of any other Dwarf isaso non-optimal).

MENTALISM
COMPANION
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PHYSICKS

Title Area of Effect Duration Range Type
Andyze Physick/Poison 1 sample — 10 I
Analgesic Physick 1 dose 1lhr self F
Relieving Physick 1 dose 1hr sif F A
Anesthetic Physick 1 dose lhr self F A
Cleansing Physick 1 dose 1lhr self F I-
Lesser Antidote 1 dose 2hrs self F
Fertility/Infert. Physick 1 dose 2hrs self F
Lesser Disease Curative 1 dose 2hrs self F
Surface Restorative 1 dose 2hrs self F
Blood Clotter 1 dose 2 hrs self F i
Skin Restorative 1 dose 3hrs self F !
Cartilage Restorative 1 dose 3hrs self F I
Cosmetic Restorative 1 dose 3hrs self F |
Muscle Restorative 1 dose 3hrs self F H
Tendon Restorative 1 dose 3hrs  slf  F :|'
Bone Knitter 1 dose 4 hrs self F r
Antidote 1 dose 4 hrs self F
Disease Curative 1 dose 4 hrs self F j
Nerve Restorative 1 dose 4 hrs self S |
Joint Knitter 1 dose 4 hrs self F &
Haemorrhage Curative 1 dose 5hrs self F
Organ Restorative 1 dose 6 hrs self F
Brain Restorative 1 dose 7 hrs self F

o e S ST
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PHYsicks

1. AnalyzePhyd ck/Poison—Allowscadter todeterminefromasample
the nature of amedicine or poison induding origins, purity, generd
value, effect, plustype and antidote (if any) in the case of poisons.

2. Analgesic Physick—Caster produces one dose of amedica-
tion which acts as an analgesic, providing temporary relief
from minor muscular pain (i.e., alowing the beneficiary to
ignore any one penalty of -10 or less due to muscular pain).
The effects will last ten minutes per level of the caster.

3. Relieving Physick—Caster produces one dose of amedica-
tionwhichwill temporarily alleviate one symptom of aminor
ailment or illness (determined at time of casting). Examples
includealleviating the queasinessand vertigo associated with
nausea, aleviating sneezing, rashes, watery eyes etc. associ-
ated with an allergic reaction (because of pollen, animal hair,
etc.), reducing afever by onedegreeper level of thecaster etc.
The effectswill last ten minutes per level of the caster.

4. Anesthetic Physick—Caster produces one dose of a medi-
cationwhich actsasan anesthetic, inducing unconsciousness,
stupor, or insensitivity to pain (rendering the patient unableto
act). The effectswill last ten minutes per level of the caster.

5. Cleansing Physick—Caster produces onedose of amedica-
tion which will reduce the effects of an infection or parasitic
infestation,, killing bacteria, viruses, or parasites on contact.
The effectswill last thirty minutes per level of the caster.

6. L esser Antidote—Caster producesonedoseof anantidotetoone
specific poison (of 10th leve or less). Thespecific poison must be
specifieda timeof casting. Damaged ready sustainedisnot cured.
Thisspell hasitsfailurechanceraised by 1 per leve of thepoison.

7. Fertility/I nfertility Physick—Caster produces one dose of
a medication which will either render the target fertile or
infertile. A fertility medication will ensure conception will
occur, whereas an infertility medication will act as a contra-
ceptive. The effects will last one day per level of the caster.

8. L esser Disease Cur ative—Cagter producesamedicationwhich
will cureany onedisease(of 10thleve orless). Thespecificdisease

must be specified at time of casting. The recovery period isone
day. Damage dready sustained is not cured. This spdll hasits
failure chanceraised by 1 per level of the disease.

9. SurfaceRestor ative—Caster producesamedicationwhich
will heal 3d10 concussion hits.

10. Blood Clotter—Caster produces amedication which will
stop any blood loss from one wound.

11. Skin Restor ative—Caster producesaphysick whichwill hedl
any oneareaof skin damage (scarring, burn, etc.). The recovery
period isup to an hour (depending on the severity of theinjury).

12. Cartilage Restorative—Caster produces a medication
which will repair damaged cartilage. The recovery period is
oneday.

13. Coametic Restor ative—Caster produces a physick which will
hed any hair or nail lassor damage. Therecovery periodisoneday.

14. Muscle Restor ative—Caster produces a physick which
will repair adamaged muscle. The recovery period is up to
10 hours dependent on the severity of the injury.

15. Tendon Restor ative—Caster produces a physick which
will repair adamaged tendon. Therecovery periodisupto 10
hours dependent on the severity of the injury.

16. Bone K nitter—Caster produces a medication which will
repair a damaged, broken (simple or compound fractures) or
shattered bone (but not joints). Therecovery periodisupto 10
days dependent on the severity of the damage (e.g., asmple
fracturewouldtakeoneday, ashattered boneten daysto heal).

17. Antidote—As Lesser Antidote, except the poison can be any
level.

18. Disease Curative—As Lesser Disease Curative, except
the disease can be of any level.

19. Nerve Restor ative—Caster produces a medicine which
repairs a damaged nerve. The recovery period is one day.

20. Joint K nitter—Caster produces a medication which will
repair a damaged, broken (smple or compound fracture) or
shatteredjoint. Therecovery periodisupto 10 daysdependent
ontheseverity of the damage (e.g., achipped joint would take
one day, a shattered joint ten days to hesl).

25. Haemor rhage Cur ative—Caster produces a medication
which will halt any blood loss from one internal injury.

30. Organ Restorative—Caster produces a physick which
will repair any one damaged organ (except the brain). The
recovery periodisup to 10 days dependent on the severity of
theinjury.

50. Brain Restorative—Cadter produces a physick which will
heal any damageto the brain, restoring memory lossand remov-
ing insanity (but not posssession or menta curses). The recovery
period is up to days dependent on the severity of theinjury.

SpeciAL NOTES

1) Each spell allowsthe caster to create one dose of aspecific
medicine or drug (i.e., a physick).

2) Where spellshavevariableeffects, the caster must choosethe
desired effect prior to commencing the creation of the dose.

3) Thecaster must specify how thedoseisto betaken, either ingested
(eaten, drunk,inhaled, etc.) or appliedtothegppropriatebodily part.

4) Thecreated medi cationwill havean Addiction Factor equal
to the level of the spell cast to create the medication.

5) The duration listed represents the time to create the dose.
Once created, the medication will, if kept sealed and away
from extremes of heat or cold, last for one month per level
of the caster before losing its effectiveness.

6) A laboratory and equipment will be needed to utilize these spells.
Thecogt of thislaboratory should beat |east 50 gold pieces (subject
to the Gamemaster’ svision of therole of physicksin hisworld).

7) The cost of herbal and other materials for a given physick
should be at least gone silver piece per level of the relevant
spell. This takes into account the silver-based economy
proposed as a standard in Treasure Companion. High-
quality medicines might be more expensive.

8) Forthosedesiringgreater detail, suggestionsfor suitableingredients
for these medications may be found in Essence Companion.



SAILING M ASTERY

1. Helmsman’s Sextant—Allows caster to know his current
location in the ocean to within +d10 miles. The caster can
also tell which way is north.

2. Helmsman’s Almanac—Allows caster to determine the
height of the tide, whether it is coming in or going out, the
maximum height (or depth) and thetimeit will reach apogee
(or perigee).

3. Helmsman's L eads—Allows the caster to determine the
depth of thewater withinrangeat any point. Theinformation
will include maximum, minimum, and average depth.

4. Nightvision—Caster can see 100' on a clear night asif it
wereday. Atleast someresidual lightisrequiredfor thisspell
to work.

5. Swimming [I—This spell allows the caster to swim at
double hisnormal base movement rate (i.e., asfast ashe can
run), with no exhaustion points spent, for the duration. If he
stops swimming, the spell is cancelled.

6. Forced Row—This spell allowsthe caster to row at double
normal rate, with no exhausti on pointsspent, for theduration.
If he stops rowing, the spell is cancelled.

7. Silent Row—This spell allowsthe caster to make no sound
while rowing at the normal rate for the duration (i.e., there
will be no sound from therowlocksnor from theentry/exit of
the oar into the water). If he stops rowing, the spell is
cancelled.

8. Fogvision—As Nightvision, except caster can see 100' in
any precipitation or gas.

9. Ghost Swim—Thisspell allowsthe caster to makeno sound
while swimming at normal rate, and “camouflages’ the
caster against the water, making him difficult to spot (-50 to
Awarenessmaneuversto noticethecaster). If thecaster stops
swimming, the spell is cancelled.

10. Sailing—For the duration of this spell, the caster receives
aspecial +25 bonusto all Sailing maneuvers.

11. Water Running—Caster may run on water (i.e., move at
double his normal base pace) and will expend exhaustion
points as norma. GMs may require maneuver rolls if the
water is rough.

12. Chartmaker—TFor the duration of this spell, the caster
receives aspecia +25 bonusto all Drafting, Mapping, and/
or Cartography maneuvers.
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SAILING MASTERY
Lvl Spell Area of Effect Duration Range Type %
.0 1 Helmsman's Sextant caster — self |
0 2 Helmsman'sAlmanac caster — self =
[ 0 3 Hemsman'sLeads  10/IvIR C self I
f 0O 4 Nightvision caster 10 min/lvl  self U
_I O 5 Swimmingll caster 10 min/lvl  self u 8
00 6 Forced Row caster 10 min/lvl. self U &
0O 7 Silent Row caster 10 min/lvl  self U f
0 8 Fogvision caster 10 min/lvl  self ]
O 9 Ghost Swim caster 10 min/lvl  self U ;
s 0 10 Sailing caster Imin/ivl  sdf U
I O 11 water Running caster 1minivi  sef U
0 12 Chartmaker caster Imin/vl  sef U
| 0 13 water Survival cstr  1miM st ULF
| O 14 Navigator caster 1min/lvi slf U
1: 0 15 Mariner'sVision caster 10 min/lvl  self U
1 0 16 Pilot caster 1minivl  slf U
0 17 MassSwimmingll  1target/lvli 10 min/lvl 20’ ]
t [0 18 MassForced Row  1target/lvl 10 min/ivl 20 U
I O 19 MassSilent Row ltarget/lvl  10minivi 200 U 11
| O 20 MassGhost Swim  1target/lvl - 10 min/lvl 20’ U.S
O 25 MassWater Running 1target/lvi  1min/lvl 20 U %
0 30 MassWater Survival 1target/lvi  1min/lvl 20’ ]
O 50 The Sailing Master caster 10 min/lvl  self

- B, '\--'.
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13. Water Survival—For the duration of this spell, the caster
can see underwater to a distance of 107Ivl (some residua
light must be available). In addition, the caster may aso
breathe water aswell asair.

14. Navigator—For the duration of this spell, the caster
receives a special +25 bonusto all Navigation maneuvers.
15. Mariner’sVision—AsNightvision and Fogvision, except
the caster’ srange of vision isnormal daylight range (i.e., to

the horizon).

16. Pilot—For the duration of this spell, the caster receives a
special +25 bonusto all Boat Piloting maneuvers.

17. Mass Swimming | |—As Svimming |1, except caster can
affect one target per level.

18. Mass Forced Row—As Forced Row, except caster can
affect one target per level.

19. MassSilent Row—As Silent Row, except caster can affect
onetarget per level.

20. Mass Ghost Swim—As Ghost Svim, except caster can
affect one target per level.

25. MassWater Running—AsWater Running, except caster
can affect one target per level.

30. MassWater Survival—AsWater Survival, except caster
can affect one target per level.

50. The Sailing Master—For the duration of this spell, the
caster receives a special +50 bonusto al Sailing, Drafting,
Mapping, Cartography, Navigation and Boat Pilot maneu-
vers.
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SEA MASTERY

Spell Area of Effect Duration Range Type
Predict Winds 1 mi/lviR = self I _Il
Predict Precipitation 1 mi/lvl R — self |
Predict Storms 1 mi/lvlR — self I
Predict Weather | 1mi/lviR — self -
Clear Fog 107IvIR P self F !-
Cal Fog 10AVIR  10minivl 1000 E
Waveshield special 10min/lvl  self F
Predict Weather 111 3mi/lviR — self |
Weathershield specia 10min/lvl  self F
Command Current | specia C self E i
Clear Fog True 1007V R P of F i
Predict Weather V 5mi/lvi R — self | I
Call Fog True 100/lviR ~ 10min/lvl 100 E'
Stormshield special 10min/lvl  self = |
Command Winds 1miR 10min/lvl  self E &
Predict Weather True 5 mi/lvl R B ] ] r
Command Waves 1miR 10min/ivl  self E |
Command Weather 1miR 10min/lvl  self E ]
Command Storms 1miR varies self E- 8
Command Current V. specia C self E *
Command Wesether Tr. 1 mi/lvl R 10min/lvl 1 mi/lvl  E
Command StormsTr. 1 mi/lvl R varies 1mi/lvl E 3
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SeA M ASTERY

1. Predict Winds—Gives caster a 95% chance of predicting
the time (+15 minutes), direction (within one point on the
compass), and speed of winds (+5 mph) over thenext 24 hour
period in an area designated at time of casting.

2. Predict Precipitation—Gives caster a 95% chance of
predicting the time (15 minutes) and type of precipitation
over the next 24 hour period in an areadesignated at time of
casting.

3. Predict Storms—Gives caster a 95% chance of predicting
the time (+15 minutes) and type of storms over the next 24
hour period in an area designated at time of casting.

4. Predict Weather | —Givescaster a95% chance of predict-
ingthetime (=15 minutes), type, and severity of weather over
the next 24 hour period in an area designated at time of
casting.

5. Clear Fog—All fog or mist in the area is dissipated.

Magically created fog

or mist may receivean
RR (GM’ sdiscretion).
6. Call Fog—Caster
causesfogtoarisethat
obscures al vision in
and through the area.
Normal vision inside
the fog is limited to
approximately 1'. All
missile attacks into or
out of thefogaremodi-
fiedat-10to-50 (GM
discretion).

7. Waveshield—The
area of effect for this
spell is 1' per level
aroundtheboat thatthe

caster iscurrently on. All incoming waves arereduced in size
by up to 1' per level (of the caster). Wave action created as a
result of magic may receive an RR (GM’ s discretion).

8. Predict Weather 111—As Predict Weather |, except the
areaof theforecastis3milesper level of the caster inradius.

9. Weather shield—AsWaveshield, except thisspell protectsthe
ship from al inclement weather (but not winds). Thus fogs,
mists, rain, snow etc., will not affect theship (i.e., norainwill fall
intheprotected area, fogwill remain outsidethe protected ares).
Weather created asaresult of magic may receivean RR (GM’s
discretion).

10. Command Current |—The area of effect for thisspell is
thewater immediately surrounding theboat or ship the caster
ison. For aslong asthe caster concentrates, the speed of the
ship or boat can beincreased by 50' per round (approximately
3 miles per hour).

11. Clear Fog True—As Clear Fog, except for the area.

12. Predict Weather V—AsPredict Weather |, except for the
area.

13. Call Fog True—As Call Fog, except for the area.

14. Stormshield—As Weathershield, except this spell pro-
tects the ship from al inclement weather including storms,
gales, and winds.

15. Command Winds—Caster may control the speed and
directionof thewind. Caster canincreaseor decreasewind speed
by 1 mphtimeshislevel (e.g., assuming the current wind speed
was 20 mph, a 15th level caster could set thewind speed to any
speed between 5mphand 35mph). By directingthewind against
missile attacks, he can cause a-1 modification for each mph of
wind. Note that the caster can aso control the direction of the
flow of gasesand/or clouds. Thecaster may elect to control wind
speedinaspecified areaor to center it upon himself for amobile
radius of effect.

16. Predict Weather True—As Predict Weather V, except
the caster has a 95% chance of predicting the weather over a
period equal tohislevel divided by five (round down) indays.

17. Command Waves—As Waveshield, except the caster
may elect to control thewavesin aspecified areaor to center
it upon himself for amobile radius of effect.

19. Command Weather—As Command Winds, except the
caster may indicate the weather conditionsin the area, modi-
fying wind speeds by +/- 1 mph per level, and setting the
intensity of precipitation, fog, cloud cover, etc. Caster may call
for shiftsin the patterns by concentrating, but any change will
take at least d10 minutes. The caster may €elect to control the
wesather in a specified area or to center it upon himsdlf for a
mobile radius of effect.

20. Command Stor ms—T he caster can summon theforces of
nature in afierce sea storm with wind speeds up to twice his
level, waves of 20'-50', and heavy rain. The storm can be
delayed up to 1 hour per level. After the stormis summoned,
it will dissipate normally. This spell may only be cast at sea
(at least 1 mile away from a coastline).

25. Command Current V—As Command Current |, except
the speed of the ship or boat can be increased by 250" per
round (approximately 15 miles per hour).

30. Command Weather True—As Command Weather,
except for the area of effect and range.

50. Command Storms True—As Command Sorms, except
for the area of effect and range.

SpeciaL NoTE

All weather generating spells cause weather to gradualy
form over a period of d10 minutes. In addition, weather
generating spellswill have no effect when cast in areaswhere
thereareno normally occurring weather patterns (inside ships,
buildings etc.). All weather generating spells on thislist may
only be used when the caster ison alarge body of water (e.g.,
the ocean, asea, alargeinland lake or alargeriver).



ArmsLaw $16.00

RM FRP 1-55806-598-9 ST #5810
Get Critical! Arms Law is about FRP combat—the

kind that leaves shaking and bragging to your friends

about your character’s exploits. If you prefer safe,

ho hum, by the numbers RPG combat, then Arms

Law is not for you/ If you are looking for FRP

combat that leaves your breathless, your

quest ends here.

Arms Law is afantasy combat system
designed to be used with ICE’'s
Rolemaster rules or the RPG rules set of
your choice. Arms Law dlides right into
any other game system quickly and
easily.

What makes Arms Law so specia ?
Criticalsand Fumbles:
¢ From the “Slash” Critical
Table: “You sever his carotid
artery and jugular vein,
leaving him dead after 6
blood-spraying rounds.”
¢ From the “Krush” Critical
Table: “High velocity blow to
his forhead pops his eyes out.
Oh his helm falls off too.”
Arms Law includes 29 individual weapon attack tables, 12 special attack tables, dozens of critical strickes, and fumbles.
Remember...it’s not the bruises that kill! Critical damage is what wastes your enemies.

The Construct Companion

$22.00
RMFRP 1-55806-601-2 ST #5815

Bring out the mad scientist in your character with our
Construct Companion. Whether you're looking for
dependable mechanical mount or henchgolem to carry
your loot, or something alittle larger to batter down a
castle wall, the Construct Companion has you covered.
The companion is the complete guide to creating
artificial entities of all kinds—so start equipping your
lab today!

Cyradon $30.00
GW 1-55806-603-9 ST #4000

The land waits, petrified, deserted, waiting for life to
return. In the centre of the wastelands, lies the wizard' s city;
its streets empty and silent save for the echoing of the wind
and the shifting sand. In the great mesas, high above, the
Gryphons sleep.

Below, in agreat courtyard, there is a strange pattern
carved into the stone. A small jewel is embedded into the
ground. The patterns stream out from that central point.

And one night, the jewel flickersinto life, and thousands of
humans — weary, defeated, starved, and terrified, emerge
into awhole new world.

Westward, beyond the desert, beyond the western moun-
tains, lie lands unexplored for millennia...who lives there now? What will your role and destiny be in this new world?

Cyradon, aworld setting for HARP and Rolemaster.




HARP
ST #3000

Love Rolemaster and want to share it with your
friends? Welcomethe HARP, (High  Adventure
Role Playing) the essence of
Rolemaster, distilled into 96
pages. HARP has everything
you love about Rolemaster;
flexible character creation;
exciting combat, critical hits,
and magic. Fast and fun, HARP
will have your friends up and
running with new characters
and everything they need to
play in about an hour. Even
better, Harp and Rolemaster
are 100% compatible; so hew
and experienced players can sit
down together at the gaming
table on alevel field.
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Martial Law $22.00
ST #3001

Expand your hoizons! Expand your power! Expand you
damage! Martial Law,
the next great book from the HARP line gives you not only
ra expanded combat charts, but new and exciting criticals,
keyed to hit locations! In addition, you will be able to find
new combat styles for your warriors to learn and dazzle their
foes with. Martial Law will be your ultimate fighters' guide.








