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     Welcome to the 18th issue of Express Additions!
     In this issue, we finish off our semi spell user
conversions by bringing you the Magent. Then, to
round things out, we bring you the Pathfinder, a brand
new semi spell user profession focusing on the realm
of Mentalism and the great outdoors.
     Enjoy!
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NEEEEEWWWWW PRRRRROFESSIONSOFESSIONSOFESSIONSOFESSIONSOFESSIONS

In this issue, we bring you the Magent and Pathfinder.
The Magent is converted from RMFRP to RMC for
your enjoyment. The Pathfinder is a brand new
profession. One that I hope you will enjoy immensely!

MAGENT

Magents are Semi spell users who combine the realm of
Mentalism with the realm of Arms. Their base spells
deal with information gathering, subterfuge, and
performing stealthy missions.

MAGENT SPELL LISTS

The Magent has six base lists. However, unless the GM
is using the option from Express Additions #6 that
allows for a Semi spell user to have six base lists, the
Magent may only select five of the given spell lists as his
Base Spell Lists. The remaining spell list will then be
treated as if it were an Open Spell List for the Magent,
meaning that the Magent may only learn it to tenth
level, just like other Open Spell Lists. The full
descriptions of these spell lists begin on page 4.

Assassination Mastery: Enhancing the caster’s ability
to perform missions.

Disguise Mastery: Changing the caster’s appearance.

Escapes: Allowing the caster to get free from various
types of bonds.

Gathering Secrets: Gathering information in
various forms.

Misdirections: Redirecting target(s) senses to cause
confusion and misconceptions.

Poison Mastery: Working with and resisting poisons.

Prime Stats: Reasoning and Presence

SKILL COSTS

sllikS statS tnegaM rednifhtaP

romrAnignirevuenaM

rehtaeLtfoS tS/gA */2 */1

rehtaeLdigiR tS/gA */2 */2

niahC tS/gA */4 */3

etalP tS/gA */5 */4

sllikSnopaeW

**degdEdednaH-enO gA/tS/tS 7/3 7/3

**gnihsurCdednaH-enO gA/tS/tS 4 9/3

**dednaH-owT gA/tS/tS 6 6

**elissiM tS/gA/gA 7 6

**nworhT tS/gA/gA 8 6

**smrAeloP gA/tS/tS 9 9

sllikSlareneG

gnibmilC gA 7/3 5/2

gnimmiwS gA 6/2 5/2

**gnidiR gA/mE 6/2 6/2

sparTmrasiD gA/nI 5/2 4

skcoLkciP gA/nI 5/2 4

ediH&klatS DSrogA 5/1 5/1

noitpecreP eR/nI 6/2 5/1

sllikSlacigaM

**stsiLllepS nIromE */4 */4

senuR nI/mE 4 4

sdnaW&sevatS nI/mE 5 6

gnilennahC nI 51 51

**sllepSdetceriD gA 6 6

sllikSlaicepS

hsubmA — 6/3 9/3

**scitsiugniL — */3 */3

**sevoMlanerdA DS/rP 7/2 5/2

esnefeDlanerdA — 02 02

**strAlaitraM seirav 3 4

tnempoleveDydoB oC 7/3 7/2

)lanoitpO(.veDPP — 5 5

setisiuqeRemirP rP/eR DS/rP
,sllikscificeps,laudividniotnidezilaicepsebtsuM-**

.egaugnalro,erol,tsillleps,nopaew1sahcus
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PATHFINDER

The Pathfinder is a semi-spell user of the realm of
Mentalism. The Pathfinder focuses on spells that aid him
in traversing the wilderness and surviving long periods
away from civilization.

PATHFINDER SPELL LISTS

The Pathfinder has six base lists. However, unless the GM is
using the option from Express Additions #6 that allows for a
Semi spell user to have six base lists, the Pathfinder may only
select five of the given spell lists as his Base Spell Lists. The
remaining spell list will then be treated as if it were an Open
Spell List for the Pathfinder, meaning that the Pathfinder may
only learn it to tenth level, just like other Open Spell Lists. The
full descriptions of these spell lists begin on page 10.

Healing: Allows the caster to repair damage to his
own body.

Path Finding: Discovering and gathering information
about paths and creating new paths.

Pathfinder’s Arms: Allows the caster to make weapons
using what nature provides as well as enhances his
combat capabilities.

Pathfinder’s Movement: Moving in the wilderness,
crossing barriers and moving with stealth.

Sensing: Enhances the caster’s sensing capabilities.

Survival Mastery: Finding food, water, and shelter in
the wilderness.

Prime Requisites: Presence and Self Discipline

SECONDARY SKILL DEVELOPMENT COST TABLE

llikS tatS tnegaM rednifhtaP llikS tatS tnegaM rednifhtaP
scitaborcA uQ/gA 5/2 4/2 noitatideM DS/rP 6/2 4/2

gnitcA mE/rP 5/2 6/2 cisuM mE/gA 6/2 6/2
gnilaeHlaminA eR/mE 6/2 5/1 noitagivaN nI/eR 6/2 3/1

gnivaC eR/DS 6/3 5/1 gnikaeps-cilbuP rP/mE 5/2 6/2
snoitrotnoC DS/gA 6/2 5/2 yretsam-epoR gA/eM 4/2 5/2

yrekooC eR/nI 6/2 4/2 gniwoR tS/DS 6/2 5/2
gnitfarC mE/gA 6/2 6/2 gniliaS nI/mE 6/2 5/2

ecnaD nI/gA 6/2 6/3 noitcudeS rP/mE 5/2 8/3
ycamolpiD nI/rP 7/2 7/2 gnilangiS DS/eM 4/2 5/1

gniviD gA/DS 6/3 5/2 gnigniS nI/rP 6/2 6/2
gnipuD mE/rP 5/1 8/3 gniikS DS/gA 7/3 6/2

noitacifislaF eR/DS 5/1 6 gnihtimS gA/tS 6/2 7/2
diAtsriF mE/DS 4/2 4/1 yretsam-llepS seiraV 5/3 5/3
gnihctelF DS/gA 6/3 5/1 gnizag-ratS eM/nI 6/2 4/2
gnigaroF eM/nI 6/2 3/1 gnivrac-enotS gA/DS 6/2 6/2

yznerF DS/mE 6/2 5/2 esiwteertS rP/nI 5/1 8/3
gnilbmaG rP/eM 4/2 8/3 gniudbuS uQ/gA 5/2 4

gnidreH rP/mE 7/3 7/2 gnikcarT eR/nI 6/2 4/1
gnitsuoJ gA/tS 8/3 9/3 gnidarT mE/eR 4/2 5/3

gnikrow-rehtaeL eR/gA 5/2 5/2 gnidliub-parT mE/eR 4/2 5/1
lareneG:eroL ER/eM 3/1 3/1 yrekcirT uQ/rP 5/1 6/2
lacigaM:eroL eR/eM 4/2 6/3 gnilbmuT DS/gA 6/2 4/2
erucsbO:eroL eR/eM 6/2 7/3 gnihctaw-rehtaeW mE/nI 5/1 5/1

lacinhceT:eroL eR/eM 6/2 7/3 gnivrac-dooW mE/gA 6/2 4/2
scitamehtaM eM/eR 5/2 6/2

7#AEnidnuofebnacgnipuD&ycamolpiD;3#AEnidnuofebnacgnitfarC=*
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MMMMMAGENTAGENTAGENTAGENTAGENT B B B B BASEASEASEASEASE L L L L LISTSISTSISTSISTSISTS

leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ItcejbOdelaecnoC tcejbo1 lvl/nim01 hcuot P
)2 ystaPydutS tegrat1 rh84 '01 I
)3 IkcattAdemiA-lleW retsac seirav fles U
)4 hsubmAnepO retsac seirav fles U
)5 IgnitegraT retsac seirav fles U
)6 IecnedivEetaerC seirav -- '01 P
)7 IItcejbOdelaecnoC tcejbo1 lvl/nim01 hcuot P
)8 IIkcattAdemiA-lleW retsac seirav fles U
)9 IIhsubmAnepO retsac seirav fles U
)01 IIgnitegraT retsac seirav fles U
)11 *snoitcaeRgninthgiL retsac -- fles U
)21 IIecnedivEetaerC seirav -- '01 P
)31 IIIkcattAdemiA-lleW retsac seirav fles U
)41 IIIhsubmAnepO retsac seirav fles U
)51 IIIgnitegraT retsac seirav fles U
)61 eurTtcejbOdelaecnoC tcejbo1 lvl/nim01 hcuot P
)71 mitciVydutS tegrat1 seirav '05 I
)81 IIIecnedivEetaerC seirav -- '01 P
)91 eurTkcattAdemiA-lleW retsac seirav fles U
)02 kcattAgniyalS retsac lvl/nim1 fles U
)52 eurThsubmAnepO retsac seirav fles U
)03 eurTgnitegraT retsac seirav fles U
)05 eurTkcattAgniyalS retsac lvl/nim1 fles U

ASSASSINATION MASTERY

1. Conceal Object I — Target object (no larger than a
dagger) is camouflaged to appear as part of the caster’s
clothing or skin. This is an illusion to all senses
(including feel), and can be detected as an illusion. The
object will remain concealed until taken from the
location, or the duration expires.

2. Study Patsy — [RR Mod: -50] When this spell is cast on a
person, it remains active for 24 hours. After 24 hours has
passed (but before another 24 hours has passed), the
caster must cast this spell again on the same person.
During the time the spell is active, it is recording
information concerning the activities of the person. When
the spell is cast the second time, the information about
those activities is revealed to the caster. This information
is used for spells later on this list and spells on other lists
(see the Misdirections and Disguise Mastery spell lists).
The caster can only have one “patsy” studied at a time.

3. Well-Aimed Attack I — The next attack made by the
caster (within one minute of casting this spell), receives
a bonus of +25.

4. Open Ambush I — If the next attack made by the caster
(within one minute of casting this spell) gets a “flank” or
“rear” bonus, he may use his Ambush skill with a bonus
of +1 (even if the target is aware of the caster).

5. Targeting I — After this spell is cast (within one
minute of casting this spell), the caster may fire a
missile weapon at a non-moving target (or at a target
that is moving predictably). The roll to resolve any
resulting critical may be modified up or down by 1 (as
if using the Ambush skill).

6. Create Evidence I — Caster may cast this spell to
create one piece of physical evidence (non-mobile)
that implicates the currently studied patsy (see Study
Patsy). This could include a fingerprint, a footprint,
etc (but must be something that cannot normally be
moved from the scene of the crime). The evidence
should be treated as circumstantial (i.e., a good alibi
may get the patsy off the hook).

7. Concealed Object II — As Concealed Object I, except
will affect an object up to a sword in size.

8. Well-Aimed Attack II — As Well-Aimed Attack I,
except bonus is +50.

9. Open Ambush II — As Open Ambush I, except the
modification is +2.

10. Targeting II — As Targeting I, except the
modification is +2.

11. Lightning Reactions — Caster gets a bonus of +10 to
his initiative roll(s) this round.

12. Create Evidence II — As Create Evidence I, except
two pieces of evidence are created; one piece of
evidence is incriminating (i.e., patsy will need more
than a good alibi).

13. Well-Aimed Attack III — As Well-Aimed Attack I,
except bonus is +75.

14. Open Ambush III — As Open Ambush I, except the
modification is +3.

15. Targeting III — As Targeting I, except the
modification is +3.

16. Concealed Object True — As Concealed Object I,
except object may be of any size (so long as the largest
dimension of the object is smaller than the caster).

17. Study Victim — As Study Patsy, except the
information it gathers is required for use with the
Slaying Attack spells later on this list.

18. Create Evidence III — As Create Evidence I,
except three pieces of evidence are created; two of
which are incriminating.

19. Well-aimed Attack True — As Well-Aimed Attack I,
except bonus is +100.

20. Slaying Attack — The next attack made (within one
minute of casting this spell) against the currently
Studied victim (see the 17th level spell on this list) will
be resolved as a slaying attack. The attack must occur
before the duration of this spell is up.

25. Open Ambush True — As Open Ambush I, except the
modification is +5.

30. Targeting True — As Targeting I, except the
modification is +5.

50. Slaying Attack True — As Slaying Attack, except all
attacks made against the victim will be resolved as
slaying attacks (for the duration of the spell).
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leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 esiugsiDydutS retsac -- '005 I
)2 ruomalGthgiL tcejbo1 lvl/yad1 hcuot P
)3 IedacaF retsac lvl/ruoh1 fles P
)4 nissassAwodahS retsac seirav fles P
)5 dniKleefsiM o retsac C fles P
)6 IIedacaF retsac lvl/ruoh1 fles P
)7 IesiugsiD retsac lvl/nim01 fles U
)8 nissassAnwonknU retsac seirav fles P
)9 IIIedacaF retsac lvl/ruoh1 fles P
)01 IIesiugsiD retsac lvl/nim01 fles U
)11 ognillaCleefsiM retsac C fles P
)21 eugnoTdniM tegrat1+retsac C '02 mF
)31 IIIesiugsiD retsac lvl/nim01 fles U
)41 VedacaF retsac lvl/ruoh1 fles P
)51 orewoPleefsiM retsac C fles P
)61 VIesiugsiD retsac lvl/nim01 fles U
)71 ecneserpnU retsac C fles P
)81 nissassAeslaF retsac seirav fles P
)91 VesiugsiD retsac lvl/nim01 fles U
)02 oleefsiM retsac C fles P
)52 tcetednoN retsac C fles P
)03 oeurTleefsiM retsac lvl/nim01 fles P
)05 yretsaMesiugsiD retsac seirav fles U

DISGUISE MASTERY

1. Study Disguise — Caster studies a person for use with
disguise spells later on this list. The caster can only
have as many disguises studied as he has levels.

2. Light Glamour — Changes the visual appearance of
one object. The target of the spell must be no larger
than 10 pounds per level of the caster.

3. Facade I — Caster has a limited illusion on himself that
allows him to look like any humanoid race within 20%
of his own size. The illusion moves as the caster moves.

4. Shadow Assassin — All deeds performed (while this
spell is active) are “shadowed” to divination spells. For
the purposes of a divination spell, the information
gained about the caster will be shrouded in shadows.
For example, a Death’s Memory cast on the scene of a
murder might reveal a shadowy figure performing the
deeds (but no details about the identity of the figure).

5. Misfeel Kind — For the purposes of mental or magical
detections, the caster appears to be of any race he chooses
(racial type must be selected at the time of casting).

6. Facade II — As Facade I, except one extra sense is added.
7. Disguise I — Caster physically changes to take on the

form and visual appearance of any one studied person.
This is strictly a physical change. The caster must
already have cast a Study Disguise on this person.

8. Unknown Assassin — As Shadow Assassin, except
absolutely no information about the caster will be
revealed. For example, a Death’s Memory cast on the
scene of a murder might show the victim collapsing
with a knife in his chest (but no sign of the assassin).

9. Facade III — As Facade I, except two extra senses
are added.

10. Disguise II — As Disguise I, except caster also takes on
the vocal characteristics (i.e., he sounds like the person).

11. Misfeel Calling — As Misfeel Kind, except caster
appears to be of any profession he chooses.

12. Mind Tongue — aster may mentally speak with one
target; to the target it will seem as if they are
communicating normally (i.e., verbally).

13. Disguise III — As Disguise II, except caster also takes
on the obvious mannerisms of the person. For example,
if the person was left-handed, the caster is left-handed; if
the person has a limp, the caster will have a limp.

14. Facade V — As Facade I, except all senses are included.
15. Misfeel Power — As Misfeel Kind, except caster

appears to be of any level he chooses (ranging from
first level to twice his actual level).

16. Disguise VI — As Disguise III, except caster also takes
on subtle mannerisms of the person. This makes him
virtually undetectable to all but the closest of associates.

17. Unpresence — As Misfeel Kind, except caster appears
to have no presence (for presence detecting spells).

18. False Assassin — As Shadow Assassin, except all deeds
performed while this spell is active will appear as if the
currently studied patsy is performing them (see Study
Patsy on Assassination Mastery).

19. Disguise V — As Disguise IV, except even very subtle
mannerisms are gained.

20. Misfeel — As all of the Misfeel spells on this list at
the same time.

25. Nondetect — Caster and objects on his person
cannot be detected by any Detect... spells.

30. Misfeel True — As Misfeel, except caster need not
concentrate.

50. Disguise Mastery — Caster may use any lower level
spell on this list, one per round.

Special Note

Spells marked with an “o” next to their name on
the table require no PP expenditure to use.
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leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 erolkcoL kcol1 -- hcuot I
)2 IkcolnU kcol1 -- hcuot U
)3 gagnU seirav -- hcuot U
)4 ImetIevaeL tcejbo1 -- '05 U
)5 IIkcolnU kcol1 -- hcuot U
)6 eitnU seirav -- hcuot U
)7 rooDgnoLroniM retsac -- fles U
)8 IIIkcolnU kcol1 -- hcuot U
)9 dnibnU seirav -- hcuot U
)01 IgnivaeL retsac -- fles U
)11 gnissaP retsac lvl/nim1 fles U
)21 rooDgnoLmetI tcejbo1 -- '05 U
)31 VIkcolnU kcol1 -- hcuot U
)41 IrooDgnoL retsac -- fles U
)51 eurTdnibnU seirav -- hcuot U
)61 IIgnivaeL retsac -- fles U
)71
)81 gninettalF retsac lvl/nim01 fles U
)91 IIrooDgnoL retsac -- fles U
)02 eurtgnissaP retsac lvl/nim1 fles U
)52 latroP '3x'6x'3 lvl/dnr1 hcuot U
)03 eurTkcolnU lvl/R'5 -- fles U
)05 ItropeleT retsac -- fles U

ESCAPES

1. Locklore — Gives the caster a special +20 bonus for picking
the lock analyzed. If the caster describes the information
gained from this spell to another person, that person will
get a special +10 bonus to picking the lock analyzed.

2. Unlock I — This spell has a 30% chance of opening
any non-magical lock. If the lock is not unlocked, there
is a 10% chance that any traps associated with it are set
off. Rolls are open-ended, and the sophistication of the
lock may modify the roll.

3. Ungag — Any minor covering on the head of the caster
made of organic material is loosened. This includes
any gags or blindfolds.

4. Leave Item — Caster “teleports” a single, inanimate
object to a point up to 100' away from its current
location. There can be no intervening barriers in a
direct line between the target and the point (for these
purposes, a barrier is anything the object could not
physically go through). The object has a maximum
weight limit of 1 pound per level of the caster.

5. Unlock II — As Unlock I, except has a 50% chance of
opening the lock (and an 8% chance of setting off traps).

6. Untie — Any ropes (or similar bindings) that are
binding the caster are untied. Note that this spell will
suffer the standard penalty for the caster not having a
free hand (if the caster’s hands have been tied).

7. Minor Long Door — Caster is teleported to a point up to
50' away. The caster can pass through objects by
specifying the exact distance and direction to be traveled.
If the arrival point coincides with solid or liquid material,
the caster does not move. Instead, he is stunned for 1-10
rounds (the PPs are still spent for this spell).

8. Unlock III — As Unlock I, except has a 70% chance of
opening the lock (and a 6% chance of setting off traps).

9. Unbind — Each lock/shackle binding the caster has a
75% chance of opening (modified by the
sophistication of the lock).

10. Leaving I — The caster teleports to a location up to
100' away. There can be no intervening barriers
between the caster and the point. A barrier is defined as
anything the caster could not physically go through
(e.g., a closed door is a barrier, a pit is not).

11. Passing — Caster can pass through any inanimate
material at the rate of 5' per minute.

12. Long Door Item I — As Leave Item, except the object
can pass through barriers by specifying exact direction
and distance. If the arrival point coincides with solid or
liquid material, the object does not move (though the
caster loses the PPs for the spell).

13. Unlock IV — As Unlock I, except has a 90% chance of
opening the lock (and a 4% chance of setting off traps).

14. Long Door I — As Minor Long Door, except caster can
move100'.

15. Unbind True — As Unbind, except will also work on
fixed shackles (i.e., those that have been rivetted shut).

16. Leaving II — As Leaving I, except caster can move 200'.
18. Flattening — Caster is flattened on his side until he

has only two dimensions. Thus, he can slide through
cracks (and cannot be seen from the side).

19. Long Door II — As Minor Long Door, except caster
can move 200'.

20. Passing True — As Passing, except rate is 10' per minute.
25. Portal — Opens a 3' x 6' x 3' portal in any solid surface.

At the end of the duration, the surface is returned to its
previous state. If anyone is in the area of effect when the
spell effect ends, he is forced back to his opint of entry.

30. Unlock True — As Unlock III, except affects all locks
in the area of effect.

50. Teleport I — As Minor Long Door, except movement
range is 10 miles per level. This can be very risky depending
on the caster’s familiarity with the destination’s locale. The
following chances for failure exist: Never seen the place (but
has had described) = 50%; been briefly (one hour or less) =
25%; Studied (been in for 24 hours) = 10%; Studied
carefully (7 days) = 1%; Lived in (for at least one year) =
0.01%. The amount of error is then determined by making
a d100 (open-ended) to determine the number of feet
(determine the direction of error randomly).

Special Notes

Each lock and trap is rated according to the difficulty
in unlocking/disarming it. The standard difficulty
modifiers apply: Routine (+30), Easy (+20), Light
(+10), Medium (0), Hard (-10), Very Hard (-20),
Extremely Hard (-30), Sheer Folly (-50), Absurd (at
least -70). Some suggested difficulty modifiers are:
Simple Shackle Lock (Easy), Padlock (Medium to
Hard), Tumbler Luck (Hard to Extremely Hard),
Double Key Tumbler (Sheer Folly).

If a spell (e.g., Unlock I) is used to attempt to
unlock/disarm a device, the chance of the spell
successfully operating the lock is modified by half
of the modifier given above.
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leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IypoC seirav )C(lvl/nim1 seirav U
)2 netsiL retsac )C(lvl/dnr1 lvl/'01 U
)3 IetacilpuD seirav )C(.nim1 hcuot P
)4 rekraMyrosneS retsac P hcuot U
)5 IIypoC seirav )C(lvl/nim1 seirav U
)6 IesneSraF retsac )C(lvl/nim1 lvl/'01 U
)7 IecnedivEetacoL retsac -- lvl/'005 I
)8 hctaW retsac )C(lvl/dnr1 lvl/'01 U
)9 IIetacilpuD seirav )C(.nim1 hcuot P
)01 IIIypoC seirav )C(lvl/nim1 seirav U
)11 IIesneSraF retsac )C(lvl/nim1 lvl/'01 U
)21 thgisdooW retsac C fles U
)31 IIecnedivEetacoL retsac -- lvl/'005 I
)41 IIIetacilpuD seirav )C(.nim1 hcuot P
)51 VIypoC seirav )C(lvl/nim1 seirav U
)61 IesneSraFretaerG retsac )C(lvl/nim1 lvl/'01 U
)71 thgisenotS retsac C fles U
)81 IIIecnedivEetacoL retsac -- lvl/'005 I
)91 IIesneSraFretaerG retsac )C(lvl/nim1 lvl/'01 U
)02 thgisnorI retsac C fles U
)52 IesneSraFgnoL retsac )C(lvl/nim1 lvl/'001 U
)03 VypoC seirav )C(lvl/nim1 seirav U
)05 eurTypoC seirav lvl/nim1 seirav U

GATHERING SECRETS

1. Copy I — This spell copies a document that the caster
is examining. The caster merely concentrates and
touches the document with one hand and a blank
sheet with his other hand. The copy is not exact (i.e.,
not a forgery). Note that the caster does not have to
be able to read the document. Alternatively, this spell
can transcribe (in black and white) one scene that he
is viewing onto a page. The process occurs at the rate
of 1 minute per page or scene.

2. Listen — The caster can pick a point up to 10' away
and he will hear as if he were at that point (there can
be intervening barriers such as walls).

3. Duplicate I — This spell makes a hardened clay copy
of a small, 3-dimensional object (up to 6" x 6" x 6").
This spell requires that the caster have enough clay to
make the copy (at a one to one scale). The clay must
start off soft (the spell will harden it). This process
requires one minute of concentration.

4. Sensory Marker — One location is “marked” so that
the caster can find it again later with a Far Sense spell.
The marker is automatically located when the caster
casts a Far Sense spell (if the marker is within the
range of the Far Sense spell). A marker can be placed
on any inanimate object. The caster can only have as
many markers as he has levels.

5. Copy II — As Copy I, except copies 1 page/scene
every 4 rounds.

6. Far Sense I — Caster may designate any one of his
senses to be used at a “marked” location within range
(see Sensory Marker). The caster can use his normal
Perception skills/abilities he has at the time (e.g., if he
is currently under the effects of Nightvision, he will
have Nightvision at the marked location). The remote
sensory point may be rotated to face any direction.

While he is sensing at the marked location, the caster
must remain immobile and concentrate.

7. Locate Evidence I — After casting this spell, the caster
will know what (if any) evidence exists within the range
with would implicate the currently studied patsy if
found at the scene of the crime (see Study Patsy on the
Assassination Mastery list). The evidence (if any exists)
will be circumstantial, but will imply that the patsy was
at the scene when a crime occurred. This spell provides
only the direction, distance, and description of the piece
of evidence. It does not provide any details as to why
the patsy will be implicated by this evidence.

8. Watch — As Listen, except caster sees from the fixed
point (it can rotate).

9. Duplicate II — As Duplicate I, except will work on
objects up to 3' x 3' x 3' in size.

10. Copy III — As Copy I, except copies 1 page/scene
per 2 rounds.

11. Far Sense II — As Far Sense I, except caster may
designate up to two senses at the marked location.

12. Woodsight — Caster can see though wood (up to
1" per level).

13. Locate Evidence II — As Locate Evidence I, except two
pieces of evidence are located and the evidence will be
incriminating (i.e., not just circumstantial).

14. Duplicate III — As Duplicate I, except will work on
objects up to 6' x 6' x 6' in size.

15. Copy IV — As Copy I, except copies 1 page/scene
per round.

16. Greater Far Sense I — As Far Sense I, except caster
can move while the spell is active (though he must
maintain concentration).

17. Stonesight — As Woodsight, except caster sees
through stone.

18. Locate Evidence III — As Locate Evidence I, except
three pieces of evidence are located and the evidence will
“prove” that the patsy is guilty.

19. Greater Far Sense II — As Far Sense II, except caster
can move while the spell is active (though he must
maintain concentration).

20. Ironsight — As Woodsight, except caster can see
through iron (or steel).

25. Long Far Sense I — As Far Sense I, except for range.
30. Copy V — As Copy I, except copies 2 page/scene per round.
50. Copy True — As Copy I, except will copy any bound

volume onto a equal number of pages (not necessarily
bound). Also, the caster
need not examine the
material (he simply casts
the spell and then he can
leave the spell running).
The spell will copy pages at
the rate of 5 pages per
round (and will even copy
color images).
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MISDIRECTIONS

1. False Credentials — [RR Mod: -20] Target will think
that the caster has the proper credentials for the current
situation (this could include passwords or documents).

2. Unseen I — One object (e.g., 1 garment, 1 naked body,
or 1 weapon) is made invisible. The object will remain
invisible until 24 hours pass, or the object is struck by a
violent blow (being hit by a weapon, falling, etc.), or
the object makes a violent move (i.e., an attack).

3. Eyewitness III — [RR Mod: -20] Up to three targets
will incorrectly identify the caster as someone else (all
three will describe the caster in the same fashion).

4. Cloaking III — [RR Mod: - 50] The caster is invisible
to the targets of this spell. Others see the caster
normally. If the caster makes an obvious action (e.g.,
talking, moving an object, etc.), the target may make
another RR (the GM may deem it appropriate to apply
modifiers based upon the action the caster takes). If
the caster attacks the target, he may make another RR
with a special +50 modifier. If the caster begins to
concentrate, he can extend the duration of this spell
indefinitely (as long as he can concentrate).

5. Misleading I — The target’s perception is skewed for
the duration of the spell. All maneuvers involving the
Perception skill receive a special modification of -10
(this applies to orientation rolls as well).

6. Unseen II — As Unseen I, except affects two objects.
7. Cloaking V — As Cloaking III, except affects 5 targets.
8. Eyewitness V — As Eyewitness III, except affects 5 targets.
9. Cloaking Sphere I — [RR Mod: -50] As Cloaking III, except

every target in the area of effect must make a RR (one BAR
per round for all targets). Once a target makes a successful
RR, he need not make another against this spell.

10. Misleading III — As Misleading I, except the modifier
is -30.

11. Cloaking X — As Cloaking III, except affects 10 targets.

12. Displacement I — Caster appears to be offset from
where he really is. All attacks have no effect 10% of the
time (no normal RRs). Each time a foe misses him, the
chance of “no effect” for that foe goes down by 5%.

13. Eyewitness X — As Eyewitness III, except affects 10 targets.
14. Cloaking Sphere II — As Cloaking Sphere I, except

for area of effect.
15. Misleading V — As Misleading I, except the

modifier is -50.
16. Cloaking XX — As Cloaking III, except affects 20 targets.
18. Mass Eyewitness — As Eyewitness III, except affects 1

target per level of the caster.
19. Cloaking Sphere III — As Cloaking Sphere I, except

for area of effect.
20. Misleading True — As Misleading I, except the

modifier is -100.
25. Displacement II — As Displacement I, except base

chance of missing is 20%.
30. True Cloaking — As Cloaking I, except the caster can

affect as many targets as he has levels and the range is
only limited to the caster’s field of vision.

50. Eyewitness True — [RR Mod: -50] As Eyewitness III,
except affects everyone who sees the caster.

Special Notes

1) Many of these spells affect a target(s) perception
of a situation. The duration for the spell is how
long they will incorrectly perceive the situation. At
the end of the duration, if the situation has ended,
the target will remember the situation incorrectly
(as that was how he perceived it).

2) If the caster has a currently studied patsy (see
the Study Patsy spell on the Assassination Mastery
list), all Eyewitness spells may cause the targets to
perceive the caster
as the patsy (the
caster can choose
whether to be
seen as the patsy
or not).
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POISON MASTERY

1. Poison Lore — The caster knows what type of
poison(s) are needed to achieve a particular effect. The
GM may deem it appropriate to give the caster a
bonus of +25 to his Poison Lore skill.

2. Poison Resistance I — For the duration of the spell,
the caster gets an additional RR versus poison(s).

3. Apply Poison I — This spell causes one dose of a
poison to adhere to an inanimate solid surface. The
poison will wear off normally.

4. Work Poison V — This spell magically prepares a
poison (up to 5th level in potency). This spell normally
requires d100 minutes of concentration before
completion. Note that the caster must have the poison
in its raw form before casting this spell (i.e., the spell
does not “create” the poison; it merely prepares it).

5. Poison Analysis — Caster may analyze a poison to
determine exact effects and what antidotes are necessary.

6. Delay Poison — For the duration of this spell, all
effects from a single poison are cancelled. Note that the
poison will still be in the caster and take effect
normally after the duration (though he may cast the
spell again to continue to delay the effects).

7. Transfer Poison I — Caster can transfer a single dose
of a poison from any target that he is touching into
himself. For example, if a companion has been struck
by a poison arrow, the caster can touch the companion
and transfer the poison into himself (where he can
delay the effects, or neutralize it).

8. Apply Poison II — As Apply Poison I, except affects two
doses (though they can be applied to different surfaces).

9. Neutralize Poison — If the caster concentrates, this spell
has a 50% chance of neutralizing a poison inside himself
(modfied by the potency of the poison). In any case, it
delays the effects of the poison for the duration of the spell.

10. Work Poison X — As Work Poison V, except affects
poisons up to 10th level of potency.

11. Venom — The caster can convert any poison that he is
touching into a venom. The poison will now be effective
when introduced into the victim’s blood stream
(regardless of its normal method of affecting the target).

12. Apply Poison III — As Apply Poison II, except affects
up to three doses.

13. Neutralize Poison True — As Neutralize Poison,
except chance of neutralizing is 100% (modified by the
potency of the poison).

14. Transfer Poison II — Caster can transfer a single
dose of a poison from any target he is touching to any
other target that he is touching.

15. Venom’s Touch — This spell allows the caster to coat
the target’s hands with a poison. The target is
unaffected by the poison.

16. Work Poison True — As Work Poison V, except affects
any poison.

17. Apply Poison IV — As Apply Poison II, except affects
up to four doses.

18. Contact Poison — As Venom, except converts the
poison into a contact poison (a poison that affects its
victim upon contact with the victim’s skin—regardless
of its normal method of affecting the target).

19. Transfer Poison III — The caster can transfer a single
does of a poison in any target he is touching into any
other target within range of the spell.

20. Venom’s Breath — The caster can ingest a single dose
of a poison. For the duration of this spell, he will be
unaffected by the poison. Anytime before the duration
expires, the caster can attempt to transfer the poison to
a single target. The target must be no further away
than 5' and the caster’s mouth must be capable of
delivering the poison (either through a kiss, a whisper,
spitting, etc.). The target gets an RR to avoid the effects
of this spell (in addition to the RR for the poison).

25. Venom’s Glare — As Venom’s Breath, except the caster
can transfer the poison to any single target within the
range. The caster must be able to cast an obvious, evil
glare at the target. The target gets an RR to resist the
effects of this spell (in addition to the RR for the poison).

30. Venom’s Cloud — The caster can disperse a poison
into a misty cloud. The size of the mist is 1' radius per
dose of the poison used. The poison will linger in the
area normally until the duration of the spell expires
(i.e., the mist will be subject to wind, etc.). When the
duration expires, the poison disperses.

50. Venom’s Sight — As Venom’s Glare, except for the range.

Special Notes

Any spell on this list that requires the caster to
touch a poison automatically gives the caster
immunity to the effects of the poison for the
duration of the spell.
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HEALING

1. Heal – Caster heals 1d10 hits of damage.
2. Clotting – The caster can stop the bleeding on a wound

that is bleeding at a rate of 1 hit per round. The target
may not move for an hour or the bleeding will restart.

3. Stun Relief – The target is relieved of one round of
accumulated stun.

4. Heal III – As Heal, except that 3d10 hits are healed.
5. Cut Repair – The caster can stop bleeding from one

wound that is bleeding at a rate of 1 hit per round.
6. Lesser Fracture Repair – The caster can accelerate the

healing of one simple fracture (not compound fractures,
shatters, joint damage, etc.). Recovery time is 24 hours.

7. Minor Motive Repair – The caster can repair (not
replace or regrow) one damaged muscle or tendon.
Recovery time is 24 hours.

8. Cut Repair III – As Cut Repair, except that it stops 3
points of bleeding.

9. Stun Relief III – As Stun Relief, except it relieves 3
rounds of stun.

10. Heal V – As Heal, except that 5d10 hits are healed.
11. Repair Vessel – As Cut Repair III, except that it will

heal a wound that is bleeding up to 5 hits per round.
12. Lesser Nerve/Organ Repair – The caster can repair

(not replace or regrow) minor nerve or organ damage
(except brain). Recovery time is 1d10 days.

13. Self Keeping – Upon receiving a death blow, the caster
goes into a state of suspended animation, until he is
cured or his brain is destroyed.

14. Greater Fracture Repair – As Lesser Fracture Repair,
except that it can also repair compound fractures and
shattered bones. Recovery time is 24 hours.

15. Major Motive Repair – As Minor Motive Repair,
except that it can regrow missing or destroyed muscles
or tendons. Recovery time is 24 hours.

16. Stun Relief V – As Stun Relief III, except that 5 rounds
of stun are removed.

17. Heal X – As Heal I, except that 10d10 hits are healed.
18. Repair Vessel True – As Repair Vessel, except that any

amount of bleeding is stopped and healed.
19. Greater Nerve/Organ Repair – As Lesser Nerve/Organ

Repair, except that it repairs major damage.
20. Heal True – As Heal V, except all hit damage is healed.
25. Regenerate Limb – Caster will regenerate missing limbs

over the course of 10-100 days (depending upon how
much of limb is actually missing). This requires the caster
to spend a minimum of 2 hours per day concentrating on
this spell until the limb is fully regrown.

30. Nerve/Organ Regeneration – This spell works in
conjunction with Self Keeping to regenerate any organs or
nerves (except for the brain) that are completely destroyed.

50. Regeneration True – As Nerve/Organ Regeneration, except
all damage (except brain) is regenerated in 10-100 days.

Note 1: Stun Relief removes 1 or more rounds of
stun from the total number that is affecting the
target. This does not allow the character to have 1 or
more rounds of normal action before the stun
resumes, it removes the worst stuns from the overall
duration and the rest still apply immediately.
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PATH FINDING

1. Compass – Caster knows which direction is
magnetic north.

2. Path Tale – Caster acquires visual image of any user(s)
of a given path, up to 1 hour in the past per level of
caster. The vision is centered on the same point of the
path that the caster is occupying.

3. Clear Path – As the caster walks the path, the leading
edge of the radius will clear the path of minor
obstructions, even if overgrown. At the end of the
duration, everything is returned to how it was originally.

4. Hazard Sense – Caster is able to detect any danger (e.g.
trap, ambush, natural danger, etc.) within the radius.
Caster is not aware of the nature of the danger or how
far away it is, only that it exists, and the general
direction that it is in.

5. Path Finding I – Caster learns the location(s) of any
path(s) within 1 mile. This spell reveals the nearest
point on the path, but not its course.

6. Path Sight I – Caster may send his point of vision
down any one path within 10’. He is able to move his
point of vision along the path for up to 10 miles. His
vision may move at a rate of 50 mph (75’/rnd). He is
able to stop and rotate his point of vision at any spot
along the path, but it cannot leave the path.

7. Destination Sense – Caster must spend one minute
concentrating on a goal/destination. Afterwards, for the
duration of the spell, the caster will, when concentrating,
know in which direction that goal or destination is in and
feel a pull towards it. The goal or destination must be a
person, place, or thing that the caster is very familiar with.
The following chances for failing exist: Never seen goal
(only described) = 50%; been briefly (1 hr) = 25%; Studied
(24 hr) = 10%; Studied carefully (1 week) =1%; Lived in (1
yr) = .01 %. Failure means that the caster either cannot find
the goal or that he heads in a completely wrong direction.

8. Make Path – As the caster moves, the leading edge of the
radius of this spell will open a trail before him, wide enough
for a single person. Like the spell, Clear Path, this spell will
move small obstacles from the path, or go around them.
At the end of the duration, the path will close up, reverting
to the form it had prior to being touched by this spell.

9. Path Finding V – As Path Finding I, except that the
spell will locate all paths within a 5 miles radius.

10. Bridge – Caster creates a smoky crystalline bridge up to
10’ wide by 50’ long over an obstacle like a river or a chasm.
This bridge will support up to 100 lbs of weight per level of
the caster. It dissolves when its duration expires.

11. Greater Hazard Sense – As Hazard Sense, except that
the caster also learns distance and general nature (e.g.
natural danger, trap, ambush) of the danger.

12. Greater Path Tale – As Path Tale, except that the
caster also hears any noises or sounds made at the
same time as the visions.

13. Path Finding X – As Path Finding I, except that it
finds all paths within 10 miles.

14. Greater Make Path – As Make Path, except that the
path can be up to 10’ wide if the caster desires it.

15. Path Sight II – As Path Sight, except that maximum
distance that a caster may send him point of vision is
100 miles, and his point of vision will travel at a rate of
100 mph (150’/rnd).

16. Destination Sense True – As Destination Sense, except
that the caster need not concentrate to know the
direction or feel the pull of his goal or destination.

17. Path Finding XV – As Path Finding I, except that it
finds all paths within 15 miles.

18. Hazard Sense True – As Greater Hazard Sense, except
that the caster also knows the exact nature of the
danger (e.g. quicksand, or an ambush by 12 orcs, etc.)

19. Bridge True – As Bridge, except for the overall
distance that the bridge may span and the duration of
the bridge.

20. Path Finding True – As Path Finding I, except that it
finds all paths within 1 mile per level of the caster.

25. Make Path True – As Greater Make Path, except that
the duration of the path is permanent.

30. Path Sight True – As Greater Path Sight, except the
maximum distance for the caster to move his point of
vision is the end of the path being followed, and the
speed at which he may move his point of vision is 200
mph (300’/rnd).

50. Path Master – Caster is able to use any one lower level
spell from this list each round.
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PATHFINDER’S ARMS

1. Pathfinder’s Arms I – Allows the caster to attune to a
suitable piece wood and to shape it, over the course of
8 hours, into a proper melee weapon. This creates a
bond between the caster and his weapon that hardens
and strengthens the wood as long the caster is holding
it. This has the effect of allowing the weapon, if in the
form of a weapon normally made of metal, to be used
without any sort of material based penalty. If the
weapon is one normally made of wood, then it gains a
+10 non-magical bonus from the strengthening caused
by this spell. If the weapon would normally do Slash
criticals, it does Crush criticals instead. The caster may
only have one of these weapons at a time.

2. Hammer Strike – For the duration, any attack that delivers
hits will do an addition +1 hit per level of the caster.

3. Organic Weapons I – With proper materials the caster
may create 1 short bow, 1/2 long bow, 1/3 composite bow
or cross-bow, 1 spear or javelin, 2 arrows or bolts, 1/3 of
a shield, 1 weapon haft, etc. The process takes 1 hour. The
weapon’s basic OB modifier is -5 (non-magical). The spell
may be cast additional times to either finish a partially
completed item and/or to increase the weapon’s OB
modifier by +5 per casting (to a maximum of +5).
Remember: the weapon’s OB modifier is not magical.

4. Armored Critical – Caster is treated as if he were
wearing a helm and greaves for the purpose of
conditional damage received from criticals.

5. Pathfinder’s Arms II – This spell enchants the weapon,
from Pathfinder’s Arms I, so that it has a +5 magical
bonus, but only for the caster.

6. Savage Critical – Add +5 to all critical rolls made,
within the duration, by the caster.

7. Unbalancing Strike I – For the duration, any attack
that delivers a critical will also deliver an Unbalancing

critical of one severity less than the original critical. The
same roll is used for both criticals.

8. Pathfinder’s Arms III – As Pathfinder’s Arms II, except
that the weapon’s magical bonus is raised to +10.

9. Organic Weapons II – As Organic Weapons I, except
that the basic OB modifier is 0 and it may be increased
to a maximum of +10.

10. Multi-Strike – The caster can make 2 attacks each round
for the duration. Each attack receives a -50 modifier.

11. Nature’s Impact I – For the duration, any attack that
delivers a critical will also deliver an Impact critical of
one severity less than the original critical. The same roll
is used for both criticals.

12. Unbalancing Strike II – As Unbalancing Strike I,
except that the critical is of equal severity.

13. Hammer Strike True – As Hammer Strike, except that
it does an additional +2 hits per level of the caster.

14. Armored Critical II – As Armored Critical, except
that the caster is always considered to be wearing the
best possible armor against conditional damage
regardless of his actual armor worn.

15. Pathfinder’s Arms IV – As Pathfinder’s Arms II, except
that the weapon’s magical bonus is raised to +15.

16. Organic Weapons III – As Organic Weapons I, except
that the basic OB modifier is +5 and it may be
increased to a maximum of +15.

17. Savage Critical II – As Savage Critical, except that
+10 is added to all critical rolls made by the caster.

18. Nature’s Impact II – As Nature’s Impact I, except that
the critical is of equal severity.

19. Multi-Strike II – Caster is able to make 3 attacks per
round with a -50 modifier OR make 2 attacks per
round with a -25 modifier. Caster must decide which
while casting the spell as he may not change back and
forth from one to the other.

20. Pathfinder’s Arms V – As Pathfinder’s Arms II, except
that the weapon’s magical bonus is raised to +20.

25. Organic Weapons IV – As Organic Weapons I, except
that the basic OB modifier is +10 and it may be
increased to a maximum of +20.

30. Lord Pathfinder’s Arms – As Pathfinder’s Arms II,
except that the weapon’s magical bonus is raised to +25.

50. Pathfinder’s Arms True – As Pathfinder’s Arms II,
except that the weapon’s magical bonus is raised to +30.

Note 1: Conditional Damage is damage inflicted by a
critical that is based on the type of armor worn.

Note 2: The Multi-Strike spells require 100%
activity to perform the strikes, regardless of how
many the character actually makes in a round.



13Express Additions  Issue #18

leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *IpmujgnoL retsac - fles U
)2 *gnidnaL retsac - fles U
)3 noitcarT retsac lvl/nim01 fles U
)4 tnemevoMtneliS retsac lvl/nim01 fles U
)5 cinagrOgnigreM retsac lvl/nim1 fles U
)6 gnissaPsselecarT retsac C fles U
)7 bmilCredipS retsac lvl/nim1 fles U
)8 gnigreM retsac lvl/nim1 fles U
)9 IgnissaP retsac lvl/nim1 fles U
)01 gnilC retsac lvl/nim1 fles U
)11 *eurTgnidnaL retsac - fles U
)21 noitcarTretaerG retsac lvl/nim01 fles U
)31 ecarToN retsac C fles U
)41 gnigreMretaerG retsac lvl/nim1 fles U
)51 gnignilCretaerG retsac lvl/nim1 fles U
)61 esneSoN retsac C fles U
)71 IIgnissaP retsac lvl/nim1 fles U
)81
)91 eurTnoitcarT retsac lvl/nim01 fles U
)02 eurTgnigreM retsac lvl/nim1 fles U
)52 eurTgnignilC retsac lvl/nim1 fles U
)03 eurTgnissaP retsac lvl/nim1 fles U
)05 yretsaMtnemevoM retsac lvl/nim1 fles U

PATHFINDER’S MOVEMENT

1. Longjump I – Allows the caster to jump, from any
pace, up to a distance of 50’ and/or a height of 25’. This
spell also includes a safe landing from the jump.

2. Landing – Allows the caster to land safely in a fall of up
to 20’/lvl, and to take that distance off the severity of
any longer falls.

3. Traction – Caster can run on even, unstable surfaces
(i.e. sand, ice, etc.) or uneven surfaces (i.e. rocky, pitted
ground) as they would on a hard, stable surface.

4. Silent Movement – The caster is able to cloak all of his
movements in utter silence. Intentionally making a
noise (i.e. talking) will cancel the spell. This grants a
+50 to appropriate Stealth maneuvers.

5. Merging Organic – Caster can merge into organic
material (live or dead). While merged the caster cannot
move or perceive. When the caster emerges from the
material, he can emerge from any side or face of it.
Caster cannot move “through” any material greater
than his body with plus 2 feet. The caster may exit
before the duration expires and forces him to exit.

6. Traceless Passing – Caster can walk without leaving
any tracks or other visible signs of his passing.

7. Spider Climb – Caster may move along (half BMR –
walking pace) any solid service angled up to 90 degrees
so long as he maintains at least a 3 point contact with
the surface (i.e., both feet and one hand or both hands
and one foot). The GM may require a moving
maneuver roil each round with the difficulty based
upon the type and angle of the surface.

8. Merging – As Merging Organic, except that the caster
may merge with any material.

9. Passing I – Caster may move through up to 1’ of material
per level. It takes 1 round to move through 2’ of material.

10. Cling – As Spider Climb, except that the caster can
move along and cling to any surface, even ceilings.

11. Landing True – As Landing, except that the distance is
50’/lvl of the caster.

12. Greater Traction – As Traction, but the surface may
be at any angle less than 90 degrees.

13. No Trace – Caster can walk without leaving tracks or
other visible signs of their passing.

14. Greater Merging – As Merging, except that the caster
can turn within the material and see out if he is within
6" of the surface.

15. Greater Clinging – As Cling, except that the caster only
needs 2 points of contact and can move up to his BMR

16. No Sense – As No Trace, except that the caster is also
undetectable by sight (treat as identical to Invisibility
from the Open Mentalism spell list, Cloaking), smell and
sound and the spell only lasts as long as he concentrates.

17. Passing II – As Passing I, except that the caster may
move through up to 5’ per level.

19. Traction True – As Greater Traction, but the caster
may also move across surfaces such surfaces as tree
limbs and open water.

20. Merging True – As Greater Merging, except that the
caster may also cast spells upon himself while merged.

25. Clinging True – As Cling, except that the caster only
needs 1 point of contact and he can move up to twice
his BMR (running pace).

30. Passing True – As Passing I, except that the caster may
move through up to 10’ per level.

50. Movement Mastery – Caster may freely use any lower
level spell from this list each round.
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leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *ecneserP lvl/'01 C fleS I
)2 noisivediS fleS lvl/nim01 fleS U
)3 sesneSdevorpmI fleS lvl/nim1 fleS U
)4 thgiSraelC fleS lvl/nim1 fleS U
)5 noisivkraD fleS lvl/nim01 fleS U
)6 IIsesneSdevorpmI fleS lvl/nim1 fleS U
)7 esneSetomeR fleS C fleS U
)8 *ssenerawA R'03 C fleS I
)9 IIthgiSraelC fleS lvl/nim1 fleS U
)01 IIIsesneSdevorpmI fleS lvl/nim1 fleS U
)11 IIesneSetomeR fleS C fleS U
)21 *IIssenerawA lvl/'01 lvl/nim1 fleS I
)31 eurTnoisivkraD fleS lvl/nim01 fleS U
)41 IIIthgiSraelC fleS lvl/nim01 fleS U
)51 thgiSreirraB fleS C fleS U
)61 VIsesneSdevorpmI fleS lvl/nim1 fleS U
)71 IIIesneSetomeR fleS C fleS U
)81 VIthgiSraelC fleS lvl/nim01 fleS U
)91 VsesneSdevorpmI fleS lvl/nim1 fleS U
)02 *eurTssenerawA lvl/'01 lvl/nim01 fleS I
)52 eurTesneSetomeR fleS C fleS U
)03 eurTthgiSreirraB fleS C fleS U
)05 eurTgnisneS fleS lvl/dnr1 fleS F

SENSING

1. Presence – Caster is aware of the presence of all
sentient/thinking being within his range, and their
approximate location within that range.

2. Sidevision – Caster has a 300° field of vision.
3. Improved Senses – Caster gains a +10 on any and all

perception style maneuver (i.e. Perception, Tracking, etc.).
4. Clear Sight – Caster can clearly see up to 50' through

non-solid obstructions such as fog, rain, water, etc.
5. Darkvision – Caster may clearly see up to 20' in total, non-

magical darkness. He can see twice as far as normal in
situations where there is low or little light, and can see
normally in the daylight. For example, if a torch illuminates
a 20' radius, this spell allows the caster to see up to 40'.

6. Improved Senses II – As Improved Senses, except that
the bonus is +20.

7. Remote Sense – Caster may move the focal point of a
single sense (such as sight or hearing) at a rate of 5' per
round, up to a maximum distance of 5' per level away
from his location. He may not send his sensing focal
point through barriers (a closed door is a barrier, a pit
or open window is not). The caster must select which
sense to send at the time of casting, and he loses the
use of that sense while this spell is in effect.

8. Awareness – As Presence, except for the shorter range
and that the caster knows the general actions being
taken by those within the range. Caster learns things
like person 20' north of you is casting a spell, but not
which spell nor who it is aimed at.

9. Clear Sight II – As Clear Sight, except that the caster
may see up to 100' clearly.

10. Improved Senses III – As Improved Senses, except that
the bonus is +30.

11. Remote Sense II – As Remote Sense, except that the caster
may move the focal point for his senses at a rate of 10’ per
round and he has a maximum range of 10’ per level.

12. Awareness II – As Awareness, except that the caster
can sense presences in a larger area.

13. Darkvision II – As Darkvision, except that the caster can
see up to 50’, even in magical darkness, and up to 4 times
the normal distance if there is some light, and he can see
normally in daylight.. For example, if a torch illuminates a
20’ radius, this spell allows the caster to see up to 80’.

14. Clear Sight III – As Clear Sight, except for a longer
duration and caster can see a maximum of 150’.

15. Barrier Sight – Caster may see through 1" per level of
non-magical materials.

16. Improved Senses IV – As Improved Senses, except that
the bonus is +40.

17. Remote Sense III – As Remote Sense II, except the
caster may move two senses together at the same time
or he may move one sense and still retain it at his
location as well.

18. Clear Sight IV – As Clear Sight III, except that caster
can see a maximum of 200’.

19. Improved Senses V – As Improved Senses I, except
that the bonus is +50.

20. Awareness True – As Awareness II, except that the
caster knows what the specific actions are going to be.

25. Remote Sense True – As Remote Sense III, except that
the caster can move two senses together and still retain
them in his location as well.

30. Barrier Sight True – As Barrier Sight, except that the
caster may see through up to 1" per level of any material.

50. Sensing True – Caster may freely cast any one lower
level spell from this list at a rate of one spell per round.



15Express Additions  Issue #18

leveL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ecnanetsuSlanretnI retsac yad1 fles U
)2 IgnidniFretaW Rim1 - fles I
)3 IlaminAnruT lamina1 seirav '001 mF
)4 gnitratSeriF R'1 - '1 E
)5 noitacifiruPretaW seirav - hcuot U
)6 noitcetorPs'erutaN tegrat1 lvl/nim1 hcuot D
)7 IgnidniFdooF Rim1 - fles I
)8 VlaminAnruT slamina5 seirav '001 mF
)9 noitacifiruPecnanetsuS seirav P hcuot U
)01 IgnidniFretlehS Rim1 - fles I
)11 IretlehSetaerC tfuc000,1 yad1 '01 U
)21 IIgnidniFretaW Rim01 - fles I
)31 XlaminAnruT slamina01 seirav '001 mF
)41 IIgnidniFdooF Rim01 - fles I
)51 IIgnidniFretlehS Rim01 - fles I
)61 eurT.ruPecnanetsuS seirav P hcuot U
)71 IIretlehSetaerC tfuc000,3 yad1 '01 U
)81 eurTgnidniFretaW lvl/Rim1 - fles I
)91 eurTgnidniFdooF lvl/Rim1 - fles I
)02 eurTgnidniFretlehS lvl/Rim1 - fles I
)52 eurTlaminAnruT lvl/lamina1 seirav '001 mF
)03 eurTretlehSetaerC tfuc000,3 P '01 U
)05 yretsaMlavivruS retsac lvl/nim1 fles U

SURVIVAL WAYS

1. Internal Sustenance – Allows the caster to go without
food or water and not suffer any ill effects (i.e. provides
nutrition and water for 1 day). This spell may not be
used for a number of consecutive days greater than the
casters level. Once the caster stops using this spell, he
cannot use it again for a number of days equal to the
number of consecutive days it was used (i.e. if used for 5
days, then it cannot be used again for another 5 days).

2. Water Finding I – Caster can locate any natural source
of running water, exposed groundwater, etc., exceeding
1 gallon within a 1 mile radius. He will know
approximate size and quality of source.

3. Turn Animal I – Target animal must make a RR or
flee from the caster for 1 round for every 10 points
that it fails the RR.

4. Fire Starting – Allows the caster to set a fire of 1’
radius. Fire will burn as long as there is fuel. A target
within the radius will take an “A” Heat critical during
the round that the fire ignites.

5. Water Purification – Allows the caster to purify a
number of gallons of water equal to his level.

6. Nature’s Protection – Target is protected from any
natural cold or heat (treat as if target were in 70°F
temperature). Target also receives a +20 to all RRs vs.
Heat/Cold; +20 DB vs. elemental cold/ice and fire/heat
attacks. If the target is more than 10’ from the caster at
any time, the spell is cancelled.

7. Food Finding I – Caster learns location, type, and
approximate quantity of edible food (e.g. dead animal
matter, plants, etc.) within the 1 mile radius. The food
source must exceed 1 pound in weight.

8. Turn Animal V – As Turn Animal I, except that it
affects up to 5 animals.

9. Sustenance Purification – This spell neutralizes
abnormal diseases, poisons, and other similar
substances from a one day’s supply of food and/or
water. It will not neutralize a poison or similar
substance that is a natural part of the food (i.e. it will
not neutralize the poison in poison mushrooms).

10. Shelter Finding I –Caster learns the location, type,
and approximate size of any waterproof, covered space
exceeding 125 cubic feet. The shelter must have an
entry (exceeding 2’ R) opening into open air.

11. Create Shelter I – Caster is able to create a cave in the
surrounding terrain, shaped in any shape he wants, so
long as the total volume does not exceed 1,000 cubic
feet. This cave will be stable, and will return to its
natural state at the end of the spell.

12. Water Finding II – As Water Finding I, except for it
having a 10 mile radius.

13. Turn Animal X – As Turn Animal I, except that it
affects up to 10 animals.

14. Food Finding II – As Food Finding I, except for it
having a 10 mile radius.

15. Shelter Finding II – As Shelter Finding I, except for it
having a 10 mile radius.

16. Sustenance Purification True – As Sustenance
Purification, except that it will also remove any natural
poisons or similar substances from foods (i.e. it will
make poison mushroom be edible and not poisonous).

17. Create Shelter II – As Create Shelter I, except that the
total volume of the cave is 3,000 cubic feet.

18. Water Finding True – As Water Finding I, except for it
having a radius equal to 1 mile per level of the caster.

19. Food Finding True – As Food Finding I, except for it
having a radius equal to 1 mile per level of the caster.

20. Shelter Finding True – As Shelter Finding I, except for
it having a radius equal to 1 mile per level of the caster.

25. Turn Animal True – As Turn Animal I, except that it
affects up to 1 animal per level of the caster.

30. Create Shelter True – As Create Shelter II, except that
the duration is permanent.

50. Survival Mastery – Caster may freely cast any one lower
level spell from this list at a rate of one spell per round.


