Arcane Rites.


A problem I have found in my Campaign is that due to the open format of the of the Spell Design System, immensely powerful Spells can be created by Players, the Spells have high Drain Codes, but are powerful regardless. 


Now several options are available to the GM the harshest is to ban the Spell outright, which on occasion is necessary, but can be a demoralizing to the player and ruin a possible Story Element.


So I have developed a new Type of Spell, which allows the creation of very powerful Magical Effects, but requires far more time in development and casting, includes a special effect and adds a Ritual Game Effect to common Spells.


I call these Spells Rites, as not to confuse them with Ritual Sorcery (Although many of these Rites can be utilized in Ritual Sorcery).


The main advantage of this system is that it allows a GM to declare a specific Spell a Rite, making the player really work for the spell and controlling the Spell once it is created.





Rite Creation.


Authors Note: As a side note I originally created this system because a Player who runs a Fourth Grade Initiate, wanted to write a spell which would regenerate a lost hand.  He didn’t want to get a Cyber Replacement and due to the fact that the hand had been removed via a Petrification Spell couldn’t be replaced with a Cloned limb.





The Spells Formulae took Months to Write, required he spent a lot of time in Libraries researching, and traveled to the far corners of the Americas and Far East to collect the Ritual Components required for both the Spells Creation and its Casting.


It required some ornate Antique Jade Boxes from China, specific Diamonds, Paranatural Animal Parts. I.e. Blood from a Megalodon, due to its Regeneration ability, all in all a large adventure was created from the Rites Creation, in which the Magician had to hire the other players (Through a anonymous Fixer).





Creating the Rite:


Creating the Rite Acts in the same way as basic Spell Design, with the following alterations.  In all stages of the Rite Design the GM can alter or modify the process as he sees fit.





Inspiration: Same as MITS P47.





Design: The Design rules are basically the same, however the Sorcerer can only enlist Elemental Aid from a Greater Form Elemental, the Base Target Number is X4 the Force of the Rite (Not X2) minus half the Magicians Magic Attribute, (With Modifiers due to additional research time as below).


The Spell takes Force X the Base Time, so for example an M Spell normally takes a base time of 18 Days, however an M Rite would have a Base Time of Force X 18 Days, a Rite has a minimum Base Time of the normal maximum Base Time for a regular Spell.





Example: Warlock is creating a 4M Rite, a normal M Spell has a base time of 18 Days, the Rite has a Base time of 4 X 18 Days or 72 Days, and regardless of how successful Warlocks Magic Theory Test is will take no less than 18 Days.

















Rite Modifiers.


The Design Target Number can be reduced through additional time taken in Research, this works by the Designer spending time in Libraries, his Hermetic Library/Medicine Lodge and similar places of learning, the GM should make a point of having the Designer Research related non-magical sources, the Designer must spent Force Hours per Day in study, to fulfill this Modifier.





Research Time.	Modifiers.


+ 1 Week:		-1 Design TN.


+ Force Weeks:		-2 Design TN.


+ 1 Month:		-3 Design TN.


+ Force Months:	-5 Design TN.


+ 1 Year:		-8 Design TN.








Using the Formula: As per MITS P47.





Inventing the Rite: As per MITS P47: The Designer decides on the Rites Category, The Rite’s Type, Range, Target Number, Duration, Force Resistance and its Drain Code, with the following modifiers.





Rite Category: This is exactly the same as normal Spell Categories, however there are two additional Categories applying to Rites those of Vitomantic and Necromancy.


Vitomantic Rites: Are Rites that deal exclusively with the manipulation of living life-forces beyond the ability or scope of conventional Healing magicks.    


Necromantic Rites: Deal with the manipulation of unnatural Forces, commonly those associated with Death.





Rite Type: Again the same, however they are affected by Rite specific additions to the basic Spell Design List  (I.e. Additional Modifiers for Astral Spells, Creation. Etc.).


Range: As per normal Spell Design.


Target number: The Rites Target Number is double the Base Target Number, of a normal Spell, this is modified by Duration Modifiers & Ritual Components, incorporated later on.





Example: Warlock is designing  a Spell that affects an Attribute adversely, the Target number would normally be 10 minus the Targets Essence, but the Rite is 20 minus the Targets Essence.





Duration: As per the normal Spell Design Rules, except that Permanent Rites take Hours not Turns to become Permanent.


Force: As per normal Spell Design.


Spell Resistance: Again as per Normal Spell Design Rules, although this can be modified by conditions detailed later on.


The Drain Code: This is factored as per a normal Spell, however the base Drain begins at 


D, any Drain Modifiers are applied as Over-Drain (Functioning in the same manner as Over-Damage) to a of 4 Levels (10 Additional Blocks of Drain), at which point any Drain modifiers are applied to the Drain Target.  A Rites Drain Code can be modified (See Below), however it may never drop to less than half its starting staging (So for example a Rite with a Drain of D+2 Levels of Over-Drain or 12 Blocks of Drain, cannot be reduced below an S Drain or 6 Blocks).





Example: Swift is designing a Restoration Spell which will regrow his Hand,  the GM rules that due to the fact it affects the Body in a very powerful way it is a Rite.


Swift decides the Rite will be Force 3 and is of the Healing Category.  


Swift Rolls his Intelligence of 6, plus a Magic Theory of  7, TN# 3, he rolls 4 successes, easily gaining the inspiration, he then goes to Design the Spell, the Target Number is the Force X3= 12, minus half his Magic Attribute, which due to his Initiate Grade of 4 is 8, so the Target Number is 12-4=8.   Swift decides to spend  3 Months researching the Rite, bringing the Design Target Number down to a final 8-4=4.


 


After this time he rolls his Magic Theory of 7, plus 1 Dice from his Sorcery Library of 9, rolling 8 Dice, he rolls 5 successes succeeding in designing the Rite, and compares his successes to the Base Time.


Swifts Base Time for Designing the Rite is Force X 60 Days (The Base Drain is automatically a D), plus the Research Time of 3 months or 84 Days, totaling 3X60=180, Divided by his Successes of 5=36 Days + his Research Time=120 Days.





The Rites Category is Health, its Type is Physical, its Range is Touch, the Rites Target Number is 20 - Essence, its Duration is Permanent, it is a Drastic Physical Change so takes 20 Hours to become Permanent, he has already decided that the Rite is Force 3, the Rite has no Resistance Test , due to it being beneficial. 


Its Casting TN# is 20-Essence, its Drain Code is Deadly, plus being a Physical Spell +1 DL, it has a Permanent Effect +1 DL, is Touch Required -1 DL and has a Bonus Game Effect, which the GM decides is Very Complex +2 DL, the Rite adds up to an F(/2)/D+3OD.





Rite Base Target Number Modifier.


Needless to say a Rites Target Number to Cast starts off extremely high, however the difference between Rites and Spells is that they take longer to cast, often requiring that they be cast in a specific location and require Ritual Components.





Casting Time.


This governs the base time to Cast the Rite, all Rites take a minimum of Force Minutes, additional time taken in casting reduces the Target Number.





Casting Time.			Modifier.


  +1 Hour:				-1 TN/-1 DL.


  +Force Hours;				-2 TN/-2 DL.


  +X2 Force Hours.			-3 TN/-3 DL.


  +Force Days:				-4 TN/-4 DL.


  +X2 Force Days:			-5 TN/-5 DL.


  +Force Weeks:			-6 TN/-6 DL.


  +Force Months. (Up to one year).	-7 TN/-7 DL.


  +1 Year.				-8 TN/-8 DL.




















Ritual Components.


This also affects the TN# to Cast the Rite, all Rites require at least one Ritual Component costing at least Force X 1000Y, additional and exotic materials further reduce the Target Number further.


Ritual Components can also include Karma utilized as a set requirement each time the Rite is cast.





Ritual Components.					Modifier.


  Per Unit of 1000Y:					-1 TN or -1 DL.


  Per Unit of Exotic (Rare or very Expensive


  Components, minimum 100’000Y):			-1 TN/-2 DL.


  Karmic Sacrifice (Per Point):			-1 TN/-1 DL.








Time and Location Modifier.


Both the Base Target Number and Drain are affected by the place in which the Rite is Cast, and the Time at which it is Cast, all Rites must be Cast from within a Magical Tradition Specific Symbol, such as a Hermetic Circle, Medicine Lodge, Voudoon Honfour. Etc., of the Same Rating as the Rites Force.


This is a specific requirement and confers no bonus, however what can be written into the Rites Design are further Strictures that demand a specific Location of the Rites Casting and a Time at which the Rite must begin.





Casting Location.


This is a specific Location at which the Rite must be Cast, the more strict the Location the higher the Bonus:  I.e.: The Rite must be Cast in the Wilderness gets a -2 to the Casting Target Number and reduces the Drain by 2 Levels, a Mountain Top (Far more Dangerous to get to) gets -4 to the Casting TN# and a -4 Drain Levels.





Casting Location.						Modifier.


  Anywhere.							None.


  Specific Location 


  (I.e. Within a certain building, specific Forest. Etc.)		-1 TN/-1 DL.


  Hazardous Location 


  (I.e. Mountain Top, Toxic Dump. Etc.)				-2 TN/-2 DL.


  Specific Site 


  (Certain Room within a Building, a Landmark. Etc.)		-3 TN/-3 DL.


  Exact Site 


  (A Place exact according to Magical Theory, 


  Longitude, Latitude. Etc.)					-4 TN/-4 DL.



































Time of Casting.


This is the Time at which the Rite must begin, this can be simply at Night, under a Full Moon or exactly on the Midnight of the Summer Solstice.





Time of Casting.						Modifier.


  Anytime.							None.


  Specific Period 


  (I.e. Day or Night, Noon, Dusk. Etc.).				-1 TN/-1 DL.


  Specific Time


  (Rite must begin at exactly 12 Midnight, Full Moon. Etc.)	-2 TN/-2 DL.


  Specific Day (Must begin on a Monday. Etc.).			-3 TN/-3 DL.


  Specific Week 


  (Rite can only begin on the second week of April. Etc.).	-4 TN/-4 DL.


  Specific Year (Rite can only start in 2062. Etc.).		-5 TN/-5 DL.


  Exact Event or Time. 


  (Rite can only begin at the beginning of a rare 


  Astrological Alignment, Solar Eclipse. Etc.).			-6 TN/-6 DL.


Note: As stated above this is only when the Rite must begin, once it has started it does not     matter if another time period begins, such as a Rite that must begin at Night, once started


can continue into the next day.








Area of Effect/Range.


Rites have differing rules governing ‘Area of Effect’ which in turn raise the Casting Target Number and Drain Target/Level, basically Rites can have Greater Area Effect, most of the Rite Rules are not applicable to normal Spell Design and should under no circumstance be allowed for normal Spell Design. (So no Mile Radius Instant Non-Rite Hellblasts or if so, don’t say I didn’t warn you).


Under the same category are extended Range Modifiers, however these only affect Detection and Transportation Manipulation Spells.





AoE/Range (For Detection and Transportation Manipulations).


  Area/Range.						Modifier.


  Normal Area of Effect/Normal Range.			None.


  Magic X 2 Meters/Magic X 5 Meters.			+2 TN/+1 DL.


  Magic X 5 Meters/Magic X 10 Meters.			+3 TN/+2 DL.


  Magic X 10 meters/Magic X 50 Meters.		+4 TN/+3 DL.


  Magic X 50 Meters/Magic X 100 Meters.		+5 TN/+4 DL.


  Magic X 100 Meters/Magic Miles.			+6 TN/+5 DL.


  1 Mile Radius/Magic X 10 Miles.			+8 TN/+6 DL.


  Magic Miles/Magic X 100 Miles.			+10 TN/+8 DL








Visible Casting Effects.


Rites as discussed below, give off a significant and noticeable Astral Signature when Cast, however some Rites go one further actually giving off Magical Effects in the physical World.


Usually the greater power the Rite the greater the visual effect (Although not always), in game terms the Visual Effect determines how easy it is for outside agencies to track the Rite while it is being Cast and in the case of the more powerful Rites once they have been Cast.








Visible Effects generate a Level 1Background Count (Level 2 for Rites with Enormous Visible Effects) (For various periods of time depending on the level of the Rite), this Background Count affects all other operations in the Rites vicinity (The Visible Effects area of Effect) but does not benefit the Rites Caster otherwise.


The most significant effect of a Visible Effect is that it makes the Rite even easier to Astrally and Physically trace (On top of the existing Negative Concealment Rating that all Rites have). Visible Effects are split into four levels of severity:





Minor Effects: Affect an area around the Lead Caster for Magic Attribute X Meters, these effects include prismatic colour displays around the Caster, howling winds. Etc. the effects last for the duration of the Casting and raise the Background Count by 1 for that time. 





Major Effects: Are the next stage up, these include similar effects as the Minor Effects but affecting an area of the Casters Magic X 100 Meters, the effects can also be physical changes to the surrounding terrain, animals or even people (I.e. All Four legged animals walk upright for the duration of the Rite, all the surrounding trees assume human characteristics or the immediate ground becomes glass like).


Major Effects generate a Level 1 Background Count and all effects last for Casters Magic X 10 Minutes. 





Enormous Effects:  Are just as they suggest, Effects that cause the very sky and ground to shake. These Effects are pretty unmistakable, often visible from miles away, Enormous Effects cover an Area of Magic X Miles, these Effects are always physical and big.


I.e. The Sky boils and rolls, often changing colour, the ground could shake, large scale physical changes could be seen in the land (crops being blighted, the landscape actually changing to another type of terrain, Forest to desert for example).


The Effects last for Magic X Hours and generate a Background Count of 2.





Damaging Effects: Many Rites have strange Ritual Components, some even requiring Life Force, Karma. Etc., such requirements do not fulfill this Visible Effect.


This Effect causes physical Wounds to the Caster, Ritual Team and anyone else within its Area of Effect (This Effect cannot be used with the Enormous Effect, for obvious reasons), the severity of the Wounds affects the Modifier.


The Wounds do not have to spontaneously appear on the participants, some Native American Rites could require ritual scarification (In the same way as the Sun Dance).


It should be noted that these Wounds are taken in addition to any Drain suffered.





Visible Effect.    	Duration.		AoE.		B/C. 	Modifier.


Minor Effect:	   	Rites Duration.		Magic.		 1.	-1 TN/-1 DL.


Major Effect:	   	Magic X 10 Minutes.	Magic X 100.	 1.	-1 TN/-2 DL.


Enormous Effect:  	Magic X Hours.		Magic X  Miles. 2.	-2 TN/-3 DT. 


Damaging Effect:  	As Above.		As Above.	 -	-.


Light Stun:	   	-.			_.		 -.	-1 TN/-1 DL.


Moderate Stun:	  	-.			_.		-	-2 TN/-2 DL.


Serious Stun:	   	-.			_.		-.	-3 TN/-3 DL.


Deadly Stun:	   	-.			_.		-.	-4 TN/-4 DL.


Light Wound:	   	-.			_.		-.	-2 TN/-2 DL.


Moderate Wound: 	-.			_.		-.	-3 TN/-3 DL.


Serious Wound:		-.			_.		-.	-4 TN/-4 DL.











Special Effects.


A further benefit of Rites over conventional Spells, are Special Effects that can be incorporated into its Design. 





Dual Nature:  The Rite affects both the Astral (Etheric) and Physical Planes simultaneously, this works according to the Rites category.


Example: A Dual Natured Combat Rite would inflict damage to both physical and Astral targets or two sets of damage to a Dual Being,  whereabouts a Dual Detection Spell would grant simultaneous information concerning the Astral and Physical Locations at which it was aimed.





Hardening:  This Effect changes the nature of a Barriers integrity to that of Hardened Armour in the same way as a vehicle or Critter.


  


Increased Damage: The Rites Damaging capability is increased outside of the confines of its Drain, the Rites Force plus its Damage Bonus affect a Target, whereabouts the Drain is taken only on the force +set modifiers.  Should Elemental effects be involved the effect can be purchased separately for each effect.





Lesser Resistance:  A Target of the Rite has its natural defenses lowered against the Rites Effects, an example would be a Influence Rite with 3 levels of Lesser Resistance cast against a Target with a Willpower of 6, in this case they would only be able to roll 3 dice.


This Special Effect has no effect upon magical resistance from Spells,  Spell Defense or similar Paranatural abilities, Penetrating Force is required. 





Naval Damage:  The Rites Damage is converted to affect Naval Targets (According to P Rigger III), this also has the effect of causing massive damage to conventional targets or vehicles. 





Penetrating Force:  This effect specifically attacks magical defense, per level reduces the Force/Rating of protective Spells/Powers/Foci or reduces Magically Defensive Dice Pools.





Structural Damage:  Similar to Naval Damage, however this Special Effect targets inanimate Structures or Armour, per Level taken reduces any Barrier or Armour Rating (Apart from those of Naval Vessels) by half the Rites Force (After which Damage is factored).    





Special Effect.					Modifier.


Dual Nature:						+6 TN/+4 DL.


Hardening:						+6 TN/+4 DL.


Increased Damage: 					+2 TN/+1 DL per Level.


Lesser Resistance:					+2 TN/+1 DL per Level.	


Naval Damage:						+6 TN/+6 DL.


Penetrating Force:					+2 TN/+1 DL per Level.


Structural Damage: 					+6 TN/+6 DL.




















Example: Swifts Restoration Rite has a Casting Target Number of 20-Essence, Swift thinks this is a little excessive so he opts (When Designing the Rite) to include a longer Casting Time and Ritual Components.


The Rite already takes a Base Time of 3 (Force) Minutes to Cast and requires one Unit of Ritual Components, he opts that this Component is some Radical Fossilized Wood.





He opts to have the Rite taking X2 Force Hours, equaling 6 Hours and includes 6 additional Ritual Components, two of which are considered Exotic (An Antique Jade Box and the Blood from a Megalodon) granting a 9 to its Base Casting Target Number, bringing the Target Number down to 20-9=11, the Target Number is 11-Essence (Minimum 2).


He then looks at the Time and place of Casting, Swift thinks it would be useful to be able to Cast the Rite at any time and in any place, so he merely has to Cast it from within a Hermetic Circle of equal Rating (3), so no modifier there.





Factoring Drain.


Rites are similar to a cross between Sorcery and Enchantment, needless to say their Drain is high, but as well as the existing Modifiers, certain exclusive Modifiers exist.


The Base Target Number Modifier Tables also has Drain Level Modifiers, for each additional unit of time or Ritual Component taken reduces the final drain accordingly, of course the player & GM must decide whether the Rite will become too cumbersome should it be given too much time or Ritual Components. 


However a Rite that requires massive amounts of Time and the Gathering of many Ritual Components could make an Epic Adventure in itself.  As noted in the above Tables, Casting the Rite at Specific Places or Times also affects the Drain Level. 


When applying modifiers to the Drain the Rites Designer can opt to reduce either the Drain Level or any Drain Target Numbers. 





Bonding Cost: However like Enchantment the Rite requires that it be Bonded in the same way as a Foci, it Costs Force X5 Karma to Bond a Rite.





Final Example: Swift’s Rite has a Drain of F(/2)/D+3OD, he has added the X2 Hours and Ritual Component modifiers, in addition to the adjustments to the casting TN# they also modify the Drain Level, by a –7 DLs.


This could reduce the Drain Code to F(/2)/M however the minimum he can reduce this to is F(/2)/S (Base 13 Blocks /2 =6 Blocks or a Serious Drain), to Bond the Rite he must pay 15 Points of Karma.





The Rite of Regrowth (Major).


The Rite allows the Caster to regrow a Limb, at the GMs discretion this Rite can also replace Hair, Chipped teeth Etc.


Type: Physical.				Target: 11-Essence (Minimum 2).


Range: Touch.				Drain: F(/2)/S.


Duration: Permanent (20 Hours).	Place of Casting: Anywhere.


Casting  Time: 6 Hours.			Time of Casting: Anytime. 


Karma Cost: Force X 5.			Ritual Components: 2 Units of general Ritual Material, 1 Unit of Radicalized Fossilized Wood, 1 Unit of Fresh Megalodon Blood, 1 Antique Chinese Jade Box.  	


				





Note: Any existing Spell can be converted into a Rite, should the Sorcerer already know the Spell he gains the usual -2 Modifier to his Design Target Number and reduces the Base Design Time by one Quarter.


Many GMs and players may see no point in converting existing spells, who wants a Combat Spell that takes hours or days to Cast, but Spells of a Sustained or Permanent Nature may benefit, especially with the inclusion of Special Effects.





Rites and Enchantment.


Rites, as with any other Spell, can be incorporated into Enchantments, in fact many Rites require specifically enchanted Objects to function at all, however some special considerations must be taken into account when involving Enchantments and Rites.





Casting Foci: Any Foci which aids the Casting of a Rite (Specific Spell Foci, Fetish Foci. Etc.), must be made exclusively for the Rite, also Foci used for the Casting of conventional Spells will not work for the Casting of Rites (Or vise versa).


Spell Category Foci will not aid in the casting of Rites nor can Rite Category Foci be made (Due to the Rites individual nature).  Only Specific Rite Foci or Specific Rite Fetish Foci can be made, Power and Centering Foci can be used as normal.





Spell Locks: Require a special mention, these Foci allow a Magician to Lock a Sustainable Spell into a physical object, Sustainable Rites can be Spell Locked, but require the following considerations.


Rite Spell Locks must be constructed form scratch (Virgin Telesma), after which they can only be used for the Spell Locking of Rites, they must also have at least One Unit of Orichalcum in their Design (Over and above any normally used), Rite Spell Locks are vulnerable to Astral Attack in the same way as conventional Foci.


Finally Rite Spell locks require Rating X2 Karma for the Initial Bonding Cost and Force X2 for Final Bonding.





Rites and Metamagic.


Any Magician who can use Sorcery can cast Rites , however as always Initiates can use Metamagic to Enhance or Ease the Casting of such powerful Magic.


Also the Rules governing such things as Quickening and Anchoring are slightly more difficult, than conventional Spell Casting.





Centering: In order to use Centering in conjunction with a Rite the Initiate must attune their Metamagic, this requires a quick period of practicing the Centering Skill before hand taking 10% of the Rites Casting time.  The Initiate must re-attune their Metamagic to conventional magic’s taking a number of Rounds as per the Rites Force.    





Centering works by allowing the Caster to Gather the Astral Energies of a Magical Operation over a period of time via the use of a Skill, essentially it Centers the Aura of the Magician to the Magical Operation making it easier to Cast or Resist the Effects of Drain.


Centering Works in exactly the same way for Rites, and is often necessary (Many Rites still have staggering Drain), all Rites take longer periods of time to Cast, but still (In most cases) only require one Casting Roll, so (Subject to the GMs discretion) Centering can only be rolled once.








Quickening: Quickening allows a Magician to lock a Sustainable Spell into an Astral Circuit (Thus dispensing with the need for a vulnerable Spell lock), the same applies for the Quickening of Rites, however a Magician can only Quicken a Rite of Force up to half his Magic Attribute.  To Quicken a Rite costs double the usual amount of Karma.





Dispelling: Due to the large amounts of Astral Energy involved in the Designing and Casting of Rites, and their links to Enchantments Rites are especially difficult to Dispell, therefore Rites have a rating of twice their Force to Dispell.





Shielding: Shielding against Rites is treated in the same way as for any other Spell,


although this Metatalent can be affected by specific Effects available to Rites.


Masking: In the case of Rites being utilized against Masking this is treated in the same way as for Spells. A magician using Masking to conceal a Rite treats any TN#s as per double the Rites Force. 





Anchoring: Anchoring allows the Caster to secure any Duration Spell, with links (For the purpose of Activation, deactivation. Etc.), into an Astral Circuit, this is treated in exactly the same way for Rites as it is for Quickening.


A Caster can only Anchor a Rite with a Force equal to half his Magic Attribute, and the total Anchoring Karma Cost is doubled.





Rites and Astral Space.


As with all Magical operations the Casting of a Rite involves the build up and release of Astral Energies, which can be seen from Astral Space.  Rites require very large amounts of Energy and therefore are extremely visible from the Astral, for the purposes of concealment Rites are considered to have a Negative Concealment rating equal to half their Force, for anybody attempting to find it. 


Rites with Visible Effect are even easier to Astrally Sense each Level (Minor to Enormous) grants a further -1 to Perception TN#s, Damaging Effects add a further -1.


Once the Rite has been Cast, it is treated in the same way as a conventional Spell.





Example: Swift knows that an Aztlaner Mage is attempting to Cast Wrath of The Gods (See Below), within a close proximity to him, he Astrally Perceives allowing his Astral Senses to home in on the Rites significant Astral Energy.


He Rolls his Perception of 6, against a TN of 8 (The GM rules that he can initially Sense something, but it could be anywhere around him), the TN is then reduced by half the Rites Force which is 6, (Rounding Down): -3, so the TN is 5, he gets 3 successes, allowing him to sense that the Rite is both very near to him and due to the magnitude of the Energy involved almost complete.


Swift returns to his physical senses, Casts a Flight Spell and rises into the air to see a 60 Meter area below him engulfed in Magical Hellfire, only 20 Meters from where he was stood.





Example Rites.


>>>>Okay here’s the lowdown, I received this file on an Encrypted Data Frame, heavily Guarded by two Attack/Defense Frames running parallel, no indication of origin or any introductory note or message.


You’ve all wondered what the big boys can throw around apart from High Initiate Grades, Orders. Etc.  Because I know only the basics being a Mundane turning this over to Devil Watcher who knows about this stuff<<<<<


>>>>Captain Chaos .Transmitted EST Time 04-06-58<<<<





>>>>Rites have existed for a long time, in fact many of those among who follow the Arts may have already used them, essentially in lay-mans terms a Rite is a form of Ritualized Spell, that can achieve greater effects and duration, but at a higher cost.


Ordinarily the Drain for the effects described would kill the most experienced of Mage, but Rites utilize a process similar to Enchantment and Centering to offset the staggering difficulty and Drain, the downside is that Rites are as their name suggests Rituals, they take longer to cast than your conventional Spell, require Components, specific Times at which they must be Cast and even exact places.<<<<





>>>>No this does not mean Rites must be Cast via Ritual Sorcery, (Although they can be), but all the tenets of the Rite must be adhered to or it fails, all tenets of the Rite are part of the initial design, so any components involved are not to ease the Casting but are part of the Rites very Formulae.


Included below are sample Rites (Unfortunately no Formulae were transmitted) to give you all an idea, for those of you interested in writing your own, the process requires a specialization of standard Sorcery Spell Design<<<<


---Devil Watcher--





Combat.





The Wrath of The Gods.


Spell Design.


Base Target Number: Targets Body X 2.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anywhere: No Modifier.


Range: Greater Area-Effect: (Magic X 10 Meters) +4 TN.


Special Effects: Increased Damage +3 (+6 TN). 


Base Drain: D.	 Base Damage: Variable.


Drain Level Modifiers: Physical Spell +1DL, Greater Area of Effect +3 DL,


Increased Damage +3 (+3 DL), Elemental Effect (Fire) +1 DL.


Modified Drain: F(/2)/D+8 OD.


Modified Damage: Force +3/Variable. 





Rite Modifiers.


Additional Casting Time: None.


Exotic Ritual Components: 1 


(Fresh Ash from a recently dead man, within Force Days) –1 TN/-2 DL.


Visible Effects: Caster gains a bright Aura of Flame (Astrally and Physically): Minor Effect, Temperature rises by Rites Force X 5 Degrees over an area of Magic X 100 Meters (Caster is not immune to the heat): Major Effect. (Background Count Increase +2 for Magic X 10 Minutes): -3 TN/-3 DL.


Place of Casting: Anywhere: None.


Time of Casting: Anytime: No Modifier.


Final Casting TN: Targets Body X 2–7 (Minimum 2).


Final Drain: F(/2)/D+3 OD.


Description: This is a more powerful version of Hellblast, essentially the same, causing greater Damage and having a far Greater Area of Effect: Magic X 10 Meters, the Rite requires a large number of Ritual Components, including expensive Exotic Components, each costing 20’000Y per Unit.


The Rite can be Cast from any place (The same as a conventional Combat Spell), but takes a number of Minutes X Force, instead of Rounds.





Type: Combat.			Range: LOS.			Duration: Instant.


Target: 2 X Targets Body -7. 	Drain: F(/2)/D+3 OD.		Damage: F+3/Variable.	


Time of Casting: Anytime.	Place of Casting: Anywhere.			


Casting Time: 5 Minutes + Force Minutes. 


	





Detection.





Astral Sight.


Spell Design.


Base Target Number: 6 X 2=12.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Under Moonlight.


Range: Limited.


Special Effects: Bonus Game Effect (Very Complex) +2 TN. 


Base Drain: D.


Drain Level Modifiers: Bonus Game Effect (Very Complex) +4 DL, Sustained Spell +1DL, Detection Spell Modifier -1 DL,  Limited Range -1 DL, Voluntary Subject -1 DL, Limited Range -1 DL, Touch Required -1 DL.


Modified Drain: F(/2)/D.





Rite Modifiers.


Additional Casting Time: 1 Hour -1 TN/-1 DL.


Exotic Ritual Components: (The Rite requires a specially cut Quartz Crystal, this must be Enchanted by the Caster: TN# 8) -1 TN/-2 DL.


Visible Effects: (Minor) Subject is surrounded by a Sphere of Moonlight -1 TN/-1 DL. 


Place of Casting: Anywhere.


Time of Casting: Under Moonlight -1 TN/-1 DL.


Final Casting TN: 8.


Final Drain: F(/2)/M (Minimum Drain Achievable).


Description: Astral Sight allows an extremely potent ability, the ability for a person to perceive the Astral Plane, it must be Cast under Moonlight, involving a especially Enchanted Quartz Crystal, the Rite requires the Subject be sat within the Casters Hermetic Circle (Or equivalent) for the entire Hour, after which the Crystal is bound to the Subject, the Caster must Touch the Subject. Once the Rite has commenced the Subject is surrounded by a sphere of Moonlight.





The Subject can see an Area of the Astral Plane equal to the Casters Successes, immediately adjacent, further more the Subject can see Astral Entities with a Perception Roll of 4, Projecting Magicians and other more complex forms have a TN# 5, Background Count and other Astral Obstacles add further Penalties (GMs Discretion).





Type: Detection.		Range: Touch.		Duration: Sustained.


Target: 8. 			Drain: F(/2)/M.	Damage: N/A.	


Time of Casting: Under Moonlight.			Place of Casting: Anywhere.


Casting Time: 1 Hour.		 			





The Rite of All Sight.


Spell Design.


Base Target Number: 4 X2 =8.


Base Casting Time: Force X Minutes. 


Place of Casting: Must be Cast from a High Place (Hill-Top, Skyscraper).


Time of Casting: Upon the Hour.


Range: Greater Area-Effect: (Magic X Miles) +10 TN.


Special Effects:  Penetrating Force Level: 3 (+6 TN).


Base Drain: D.


Drain Level Modifiers: Sustained Spell +1DL, Greater Area of Effect +8 DL, 


Works on Non-Living Target +1 DL*, Detection Spell Modifier -1 DL, Penetrating Force Level: 3 (+3 DL).


Modified TN: 24.


Modified Drain: F(/2)+2 D +10 OD.





Rite Modifiers.


Additional Casting Time: Force X2 Hours -3 TN/-3 DL.


Ritual Components: Natural Pure Water (12 Liters/6 Units) -6 TN.  


Exotic Ritual Components: 2 (An Ornate Urn made of Alchemetic


Silver (Reusable, Costs 100’000Y) -2 TN/-4 DL.


Visible Effects: For the Duration of the Casting and Sustained Effect the Caster is oblivious 


to his surrounding and stimuli, only actual wounding can relive him or her, although they can be knocked unconscious (Damaging Effect Deadly Stun) -4 TN/-4 DL. 


Place of Casting: A High Vantage point -1 TN/-1 DL.


Time of Casting: Upon the Hour -2 TN/-2 DL.


Final Casting TN: 6.


Final Drain: F(/2)/D  (Minimum Drain Achievable).


Description: Essentially an extremely powerful version of Clairvoyance, the Rite extends through walls and Inanimate Obstacles, the Rite requires the Caster climb to a relatively high place (At least 50 Feet Up), the Caster must draw his Circle (Of whatever Tradition).





The Caster then Casts the Rite over a period of Hours X twice the Rites Force beginning exactly upon the hour.  While doing so the Caster must pour  Liters of Purified Water (Must be gained from a pure natural source), into a especially Enchanted Urn. 


Once complete the Casters Vision will open to allow him to view anything within a Radius of Magic X Miles.  Technological and Magical Barriers have their Ratings reduced by 3 in terms of blocking/resisting the Rites observation.





Type: 	Detection.	Range: Magic X Miles.		Duration: Sustained. 


Target: 6. 		Drain: F(/2)/D.			Damage: N/A.	


Time of Casting: Upon the Hour.			Place of Casting: A High Place.


Casting Time: Force X 2 Hours.		 	


	


























Illusion.





Astral Stealth.


Spell Design.


Base Target Number: Perception X2.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anywhere.


Range: Touch.


Special Effects: Dual Natured (+6 TN).  


Base Drain: D.


Drain Level Modifiers: Sustained Spell +1DL, Touch Required -1 DL.


Illusion Spell Modifier -1 DL, Touch Required -1 DL, Voluntary Subject - 1 DL, 


Dual Natured +4 DL.


Modified TN: Perception X2 +6. 


Modified Drain: F(/2)/D +1 OD.





Rite Modifiers.


Additional Casting Time: None.


Ritual Components: 10 Units (Radical Sand and Owls Feathers: 1000Y) -10 TN.


Exotic Ritual Components: 1 (Specially Crafted Cloak, must have Radical Coal, Silver 


and Iron: Costs 50’000Y) -1 TN/ -2 DL.


Visible Effects: None. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Final Casting TN: Perception X2 -5.


Final Drain: F(/2)/S.


Description: This Rite allows the Caster to become Invisible within both the Physical World and the Astral Plane, the Rite acts on the Physical in the same way as a normal Invisibility Spell, however it also functions on the Astral Plane, unfortunately as it must be a Mana Spell to function on both Planes it cannot obscure the Caster from Machines and Technology.





The Caster activates the Rite by donning a especially made cloak incorporated Radicalised Elements associated with the Night, he then (Standing within his Circle or Similar) casts Alchemetic Sand and Owl Feathers, along the Symbol.





Type: Illusion.			Range: Touch. 		Duration: Sustained. 


Target: Perception X2 -5. 	Drain: F(/2)/S.		Damage: N/A.	


Time of Casting: Anytime.				Place of Casting: Anywhere.


Casting Time: Anytime.	 			


	


























Greater Mask.


Spell Design.


Base Target Number: Intelligence X2.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Midday or Midnight.


Range: Greater Area of Effect (Magic X 100 Meters) +6 TN.


Special Effects:  None.


Base Drain: D.


Drain Level Modifiers: Sustained Spell +1DL, Greater Area of Effect (Magic X 100


Meters) +5 DL, Physical Spell +1 DL, Illusion Spell Modifier -1 DL.


Modified TN: Intelligence X2 +4.


Modified Drain: F(/2)D +6 OD.





Rite Modifiers.


Additional Casting Time: Force X2 Hours -3 TN/-3 DL.


Ritual Components: 4 Units (-4 TN).


Exotic Ritual Components: 1 (An Anchoring Stone, woven with 3 units of Orichalcum 


Costs 500’000Y) -1 TN/-2 DL.


Visible Effects: None. 


Place of Casting: Anywhere.


Time of Casting: Midday or Midnight -2 TN/-2DL.


Final Casting TN: Intelligence X2 -4.


Final Drain: F(/2)/S.


Description: Greater Mask enshrouds an Area of Force Miles with a Physical Illusion of the Casters choice, it will Mask Buildings, landmarks, small land-masses (Hills. Etc.).


The Spell acts in every other way as a conventional Physical illusion.





Type: 	Illusion.		Range: Magic X 100 Meters. 	Duration: Sustained. 


Target: Intelligence X 2 -4. 	Drain: F(/2)/S.			Damage: N/A.	


Time of Casting: Midday or Midnight.		Place of Casting: Anywhere.


Casting Time: Force X 2 Hours. 			


	





Health.





Rite of Regrowth (Greater).


Spell Design.


Base Target Number: 20 -Essence.


Base Casting Time: Force X Minutes. 


Place of Casting: Specific Healing Environment: 


(Hospital, Medicine Lodge. Etc.).


Time of Casting: Dusk.


Range: Touch.


Special Effects: None.  


Base Drain: D.


Drain Level Modifiers: Physical Spell +1DL, Touch Required -1 DL, Permanent Effect: +1 DL, Spell Affects Attribute +1 DL, Touch Required: -1 DL, Voluntary Spell: -1 DL, Bonus Game Effects: +2 TN/+4 DL (Extremely Complex).


Modified Drain: F(/2)/D +4 OD.





Rite Modifiers.


Additional Casting Time: Force X2 Hours -3 TN/-3 DL.


Ritual Components: 1 Unit (-1 TN).


Exotic Ritual Components: X2 (GMs Discretion) -2 TN/-4 DL.


Visible Effects: (Minor) The affected appendage is Cocooned in a Fleshy mass for the Duration of the Rite. -1 TN/-1 DL.


Place of Casting: Specific Healing Environment: 


(Hospital, Medicine Lodge. Etc.) -1 TN/-1 DL.


Time of Casting: Dusk -2 TN/-2 DL.


Final Casting TN: 10- Essence.


Final Drain: F(/2)/S.


Description: This Spell is a more advanced form of the Regrowth Rite (Major), however it differs in that it allows the Caster to Regrow Functional Organs (All except the Brain), such as Eyes, Ears, The Heart, Kidneys, Etc.





Type: Health.			Range: Touch. 		Duration: Permanent (20 Hours). 


Target: 10 -Essence. 		Drain: F(/2)/S.		Damage: N/A.	


Time of Casting: Dusk.	Place of Casting: Healing Environment.


Casting Time: Force X 2 hours.			


	





Manipulation: General.





Greater Barrier.


Spell Design.


Base Target Number: 6 X2=12.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Range: Limited.


Special Effects:  Dual Natured.


Base Drain: D.


Drain Level Modifiers: Greater AoE (Magic X 100 Meters) +6 TN/+5 DL, Physical Spell 


+1 DL, Sustained Spell +1 DL, Dual Natured +6 TN/+4 DL, Limited Range -1 DL.


Modified TN: 24.


Modified Drain: F(/2)/D +10 OD.





Rite Modifiers.


Additional Casting Time: Force Hours X2 -3 TN/-3 DL.


Ritual Components: X12/X2; 14 Units (-12 TN/-2 DL).


Exotic Ritual Components: A Focal Object (See Below) & Karma -2 TN/-4 DL.


Visible Effects: (Major) Recognizable Astral Template -2 TN/ -2 DL. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Final Casting TN: 5.


Final Drain: F(/2)/S.


Description: This Rite allows the Caster to create a huge physical barrier, effectively allowing the protection of great numbers of people or more structural objects such as buildings or large vehicles.  The common application of this rite is to Spell Lock or Quicken it to a place or object, however in any Casting the following conditions must be met.





The Rite requires a 20’000Y Focal Object be created, this object (Which can really be anything) which must then be used in each and every Casting.  The Object requires Karma equal to the Rites Force to construct and is a direct link to the Caster should it be captured, the Object offers no Magical aid to the Caster other than allowing the Rite to function.  Should the Focal be destroyed then it can be replaced at half the Karma cost. During Casting an additional 14’000Y Units of Components are expended in establishing the Barrier, once successfully Cast the Rite has the following effects. 





Firstly the Rite although Physical acts as an Astral Barrier (When active) in the same way as a Hermetic Circle, with an Astral Barrier Rating equal to half the Rites Force.


The down side is that the Rite is extremely visible in Astral Space, so much so that any Astral observer can spot it without need for a perception roll and a simple Magic Theory Test TN# 3 reveals that it is a big barrier.  The Rite actually resembles a huge Astral template of the Casting Magicians Hermetic Circle, Medicine Lodge. Etc. which could reveal crucial information to an interested party.  The Rite can be Masked through external means. 


(I.e. Another Rite, Initiate Metatalents or Spirit Powers).





Type: Manipulation.		Range: Limited. 		Duration: Sustained. 


Target: 5. 			Drain: F(/2)/S.			Threshold: Half Force.	


Time of Casting: Anytime.	Place of Casting: Anywhere.	


Casting Time: Force Hours X2


	





Manipulation: Environmental.





Purify Toxins.


Spell Design.


Base Target Number: 2 +1 per Meter Diameter Purified + Power of the Pollution/Toxin.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Once a Year.


Range: Special Area*.


Special Effects:  Dual Nature.


Base Drain: D.


Drain Level Modifiers: Physical Spell +1 DL, Permanent Effect +1 DL, Area Effect (Special*) +1 DL, Bonus Game Effects (Complex): +1 TN/+2 DL, Dual Nature +6 TN/


+4 DL.


Modified TN: 2 +1 per Meter Diameter Purified + Power of the Pollution/Toxin +7.


Modified Drain: F(/2)/D +9 OD.





Rite Modifiers.


Additional Casting Time: Force X Days -4 TN/-4 DL.


Ritual Components: X4 (-4 TN).


Exotic Ritual Components: (Casters Blood - See Visible Effect) -0. 


Visible Effects: (Minor/Damaging) The Rite requires a sacrifice of the Casters Blood (Equivalent to a Moderate Wound), however this also reduces the Casters Body by half the Rites Force (Minimum 1), for the Rites Duration and Force Days afterward) -4 TN/ -4 DL.


Place of Casting: Anywhere.


Time of Casting: Once a Year -4 TN/ -4 DL.


Final Casting TN: 2 +1 per Meter Diameter Purified + Power of the Pollution/Toxin -5.


Final Drain: F(/2)/S.


Description: This Rite can be Cast upon an Area of Toxic or Poisoned Land, it can be Cast on one Area only once a year (So if the Rite fails the first time, it cannot be repeated for a year).  The Rite requires the Caster find a relatively untainted area, he starts the Ritual by cutting his hand and allowing the Blood to trickle, then fall onto the Poisoned Soil or Water, 


after which the Caster remains there for Force Days, fasting (A process which reduces the Casters Body for a period afterward).





He must use 4’000Y of Ritual components connected to the Earth or Water (Players Discretion), and weave the Magical Energies into the Area, should the Rite be successful it will purify the area (Determined at the time of Casting), this purification is both Earthly and Astral and unless further Toxins are dumped, will allow the Regrowth of Foliage.





The AoE is determined by the Caster (Which in turn determines the Casting TN#), the maximum area can be no more than the Casters Magic in Meters, however should the aid of a Greater Form Spirit connected to the Earth or Water (Which ever is appropriate), the Spirits Force is added to this AoE.


Should a Toxic Spirit be present it must make a Force (+Spirit Energy (If Free)) test against the Force of the Rite X2, failure and it is banished from the area permanently.


There is nothing to prevent the Spirit from disrupting the Rite during its Casting.





Type: Manipulation.	Range: Designated AoE. 	Duration: Permanent (20 Hours). Target: 2 +1 per Meter Diameter Purified + Power of the Pollution/Toxin -5. 	


Drain: F(/2)/S.		Time of Casting: Once a year (Per Area).			


Place of Casting: Anywhere.				Casting Time: 	Force X Days	 Karma Cost: Force X5.


	





Pressure Sphere.


Spell Design.


Base Target Number: ORR X2.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Range: Touch.


Special Effects: Hardening.  


Base Drain: D.


Drain Level Modifiers: Hardening +4 DL, Bonus Game Effect (Complex) +1 DL, Physical Rite +1 DL, Sustained Effect +1 DL, Restricted Target (Inanimate Objects) -1 DL, Touch 


-1 DL.


Modified TN: ORR X2 +6.


Modified Drain: F(/2)/D +5OD.





Rite Modifiers.


Additional Casting Time: Force Hours -2 TN/-2 DL.


Ritual Components: X10 (Special Inks used during inscription) -10 TN.


Exotic Ritual Components: 1 (Specific Runes must be inscribed during the Casting upon the Object/Vessel) -1 TN/-2 DL.


Visible Effects: None. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Final Casting TN: ORR X2 -7.


Final Drain: F(/2)/D +1OD.


Description: This practical Rite allows technology to transcend its normal limitations in terms of withstanding oceanic pressure.  It can only be cast upon technology already specified for such tasks (A JIM Suit, Submersible. Etc.), preparation for the Rite requires the technology be inscribed with Runes (Magic Theory Test TN# =Rites Force), requiring 10 Units of Alchemetic Inks.


This process takes the Rites Force in hours, with a Threshold of half the Objects Body (Or Half Hull + Bulwark for Naval Class Vessels).  Each point of Force adds an additional 500 Meters of Maximum Depth, also providing the diver(s) with its Force V any Depth related debilitating effects. The Absolute Depth to which the Object can descend is X4 its normal Maximum.


Additional Casting Successes have the added bonus of granting +1 Vehicular Armor for the Rites Duration (Or +1 Bulwark per 2 Successes for Naval Class Vessels).


 


Type:  Manipulation.		Range: Touch. 	Duration: Sustained. 


Target: ORR X2 -7.		Drain: F(/2)/D +1 OD.	


Threshold: ½ Objects Body (Or Half Hull + Bulwark for Naval Class Vessels)


Time of Casting: Anytime.	Place of Casting: Anywhere.


Casting Time: Force Hours.	Karma Cost: Force X5.


	





Promote Growth.


Spell Design.


Base Target Number: Variable (See table).


Base Casting Time: Force X Minutes. 


Place of Casting: A Non Toxic Area.


Time of Casting: Anytime.


Range: Variable (See Description).


Special Effects:  None.


Base Drain: D.


Drain Level Modifiers: Physical Spell +1 DL, Touch Required -1DL, Permanent Effect +1 DL,  Area Effect (Variable see below) +2 TN/+1 DL, Bonus Game Effect (Involved) +1 TN/+2 DL.


Modified TN: Variable +3.


Modified Drain: F(/2)/D +4 OD.





Rite Modifiers.


Additional Casting Time: 1 Hour -1 TN/-1 DL.


Exotic Ritual Components: 2 Units of Herbal Alchemical Radical: -1 TN/-2 DL.


Visible Effects: None. 


Place of Casting: A Non Toxic Area  -1 TN/-2 DL.


Time of Casting: Anytime.


Final Casting TN: Variable (See Table Below).


Final Drain: F(/2)/S.





Description: This chiefly Shamanic Rite allows the Caster to either grow a plant from seed to maturity or to enhance the growth of an existing plant (Often to abnormal sizes).


The Area of Effect is variable and up to the GMs discretion, depending on the size of plant, so Grass could be grown for the Magicians AoE, while a Redwood Tree would take up the AoE by itself.








The Rite requires 2 Units of a specially Enchanted soil (Mineral Radicals) and must be Cast on a plant in a non toxic area, any attempt to do so results in the Rites automatic failure but still incurring Drain.


Plant life from seed can be grown to its adult maturity, which takes a period of time adjudicated by the plants size (See below) divided by the Casters successes.





Alternatively the Caster can take an existing Plant (Or Plants) and alter its existing size, the Casters Successes are divided between reduction in growth time and size, per success allocated to growth doubles the Plants existing size (Initially this would be small for an Area of Grass, but an oak tree on the other hand).





Type: 	Manipulation.		Range: Variable. 	Duration: Permanent. 


Target: See Table. 		Drain: F(/2)/S.		Threshold: ½ Force.	


Time of Casting: Anytime.	Place of Casting: A Non-toxic Area.


Casting Time: 1 Hour.		Karma Cost: Force X5.


	





Promote Growth Table.


Modification: (Growth from Seed).				Target Number.


Grass.									2.


House Plant.								3.


Bush.									4.


Scrubs.									6.


Small Tree.								8.


Large Tree.								10.


Gigantic Tree.								12.





Modification: (Enlarge an Existing Plant).			Target Number.


Grass.									2.


House Plant.								4.


Bush.									6.


Scrubs.									8.


Small Tree.								10.


Large Tree.								12.


Gigantic Tree.								14.


	





Weather Control.


Spell Design.


Base Target Number: 6 X2 =12.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Range: LOS.


Special Effects: Structural Damage.  


Base Drain: D.


Drain Level Modifiers: Greater AoE: (1 Mile) +8 TN/+6 DL, Physical Spell +1 DL, Sustained Spell +1 DL, Permanent Effect +1 DL, Bonus Game Effect +2 DL, Structural Damage +6 TN/+6 DL, Elemental Effects (Lightning and Wind/See below) +0.


Modified TN: 18 +Variable Modifiers (See Table Below).


Modified Drain: F(/2)/+6D +10 OD.


Rite Modifiers.


Additional Casting Time: Force X 2 Hours -2 TN/-2 DL.


Ritual Components: X7/X5: Total: 12 Units (-7 TN/-5 DL).


Exotic Ritual Components: X2 


(A Specifically Enchanted Censer in which the Powders are burned, additionally a Wand, Rod or Staff must be constructed at a cost of 20’000Y for both, however both are reusable)


-2 TN/-4 DL.


Visible Effects: (Major) The Build up of the new Weather Pattern is noticeable on a Perception Test TN# 10 -Force, or TN# for Astral Perception, the Background Count in the immediate area to the Caster also dramatically increases -2 TN/-2 DL. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Final Casting TN: 5 +Variable Modifiers (See Table Below).


Final Drain: F(/2)/+3D.


Description: This Powerful Rite allows the Caster to take existing Weather Patterns and alter them, so a Caster could take a sunny day and turn it into a thunderstorm or vise versa, the Weather is broken up into stages with each stage conferring a + to the initial TN either up or down depending on the weather pattern (It is as difficult to quell a storm as to raise one - 


See Table below).


The Rite is fairly simple to Cast requiring that the Caster be able to clearly see the sky (Cast from the top of a building or the in the wilderness for instance), but requires a great deal of Components.


These Components take the form of various mineral based powders, are fairly simple to come by, costing 100Y per Unit (From a Talismonger) and must be specific to the type of weather created (GMs discretion), the Caster must either Enchant or purchase a Censer and a Wand or Staff symbolic to the Weather.  The Caster initiates the Rite, weaving the threads of the new weather pattern over the course of several hours, during this time perceptive (Or Magically Active) people can see slight but unmistakable changes in the weather (Little powerful gusts of wind for the beginnings of a hurricane. Etc.), this is the Visible Casting Effect. 





The Component Powder must be arranged around the Caster Tradition Symbol, with the Censer burning in the Center (It is not extinguished by the called weather), once the Casting time is satisfied (And the Caster succeeds) the powder is drawn up into the sky to join the weather pattern.  Once the Rite has been successfully cast the Caster has a degree of control over his AoE of weather, the Caster can opt to allow the weather pattern to ‘Do its worst’ or exert control over it, this requires a further Sorcery Test with a TN# of the Rites Force + Casting Successes.





Success and the Caster may have the weather front move to another location within line of sight, using sunny/fine weather to heighten the temperature over a specific area, call Lightning Strikes or direct the Wind (The latter two effects can only be called from Storms or Gales), this control has a Drain of Force/L Stun.


 Lightning Strikes inflict the Rites Force + Casting Successes/S Wounds upon a Target, Wind Gusts strike targets with a Force + Casting Successes in terms of calculating knockdown, the more hostile elements of this Rite are also capable of inflicting Structural Damage to Vehicles or buildings minus the Rites force from Armour or Barrier Ratings.


The Caster can only exert his control over the weather pattern for Magic Attribute Minutes and the Rite imposes a +4 TN to all other activities while the Caster is in control.





Type: Manipulation.		Range: LOS. 		Duration: Permanent. 


Target: 5 +Variable Modifiers (See Table Below). 	Drain: F(/2)/+3D.	


Damage: See Text.		Time of Casting: Anytime.		


Place of Casting: Anywhere.	Casting Time: Force X 2 Hours.		


Weather Pattern.					


Hot.			Wet.					


Calm.			Breezy.					


Warm.			Showers/Snow Fall.


Scorched.		Heavy Rain/Driving Wind.


Drought.		Hail or Thunder Storm/Gales.


Death Valley.		Hurricane.


Note: Each Weather Pattern grants a cumulative +2 TN# from where it begins, should a caster wish to take a Hurricane to a Warm Day, this would incur a +18 modifier.  








Manipulation: Damaging.





The Fires of Huitzilopochtli.


Spell Design.


Base Target Number: 4 X2=8.


Base Casting Time: Force X Minutes. 


Place of Casting: A prepared Bone Circle.


Time of Casting: Anytime.


Range: LOS.


Special Effects:  Power Increase +3 (X4 for each Elemental Effect), Naval Damage, Structural Damage.


Base Drain: D.


Drain Level Modifiers: Greater AoE (1 Mile Radius) +8 TN/+6 DL, Power Increase +3 


(X4 for each Elemental Effect) +24 TN/+12 DL, Naval Damage +6 TN/+6 DL, Structural Damage +6 TN/+6 DL, Physical Spell +1 DL, Damaging Manipulation is Sustained +1 DL, Elemental Effects (X 4) +4 DL.


Modified TN: 52.


Modified Drain: F(/2)/+20D +10 OD.





Rite Modifiers.


Additional Casting Time: Force Hours X2 -3 TN/-3 DL.


Ritual Components: X30/X20: 43 Units (-30 TN/-13 DL).


Exotic Ritual Components: X3 (The Rite must involve the Blood of a Dragon, Meteorite Fragments and Force X Units of True Fire) -3 TN/-6 DL.


Visible Effects: (Enormous) : Sky changes colour, clouds circle, Lightning Strikes, streaks of flame, during the Hours leading to its release, the Fires also render the Caster(s) unconscious at its climax, regardless of Drain (Deadly Stun) -7 TN/-7 DL. 


Place of Casting: A prepared Bone Circle -1 TN/-1 DL.


Time of Casting: Anytime.


Final Casting TN: 8.


Final Drain: F(/2)/D*.


Description: This is another incredibly Powerful Ritual, reputedly developed by the Aztlan Warrior Order The Otontin  The Rite is unbelievably Destructive, possessing four Elemental Effects, however the reason it is probably not brought to bear upon National Enemies is not only the staggering Drain, the 43’000Y that must be paid per Casting, but also the incredibly rare Exotic components required.


The Rite is Cast from a Hermetic Circle or Medicine Lodge within a specifically prepared Bone Circle (Made from the skeletons of the Otontin’s enemies) usually situated upon a Teocalli, the exact ritual is left to the GM, but almost certainly involves Blood Magic to offset the Drain.





The Rite is named after the Aztec God of both War and the Sun, this Rite incorporates both, once cast the Rite causes the sky above the Target to change colour into dark blues and greens, lightning seethes through clouds which begin to circle above the Target, the maelstrom picks up until people on the ground can hardly stand (The Blast Effect), then the clouds center opens releasing a Bolt of Sunlight.





The Bolt is immense in size growing to accommodate the Blast Radius, once it strikes, a Ball of brilliant Orange Sunfire hovers in the center of the effect while the Elemental forces of Fire, Light, Lightning and Blast are simultaneously released over a Mile Radius, needless to say the devastation wrought by this Rite is catastrophic, the most terrible aspect of this Rite is that it can be Sustained. 


* However it can only be Sustained for one quarter the (Lead) Casters Magic in Rounds, after which a +1 level of Over-Drain is applied to the Final Drain.





Type: Manipulation.		Range: LOS. 		Duration: Sustained. 


Target: 8. 			Drain: F(/2)/D.	


Time of Casting: Anytime.	Place of Casting: A specially prepared bone circle.


Casting Time: Anytime.	Karma Cost: Force X10.


Damage: Fire Elemental Effect:  Force +3DN, Blast Force +3/D Stun/Knockdown, Lightning Force +3/D, Light Force +3/D, plus secondary Effects of Ignition, EMP/Short circuits and Blindness.





	


Manipulation: Transportation.





Astral Gateway.


Spell Design.


Base Target Number: 6 X2=12.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Range: Special (Entry into the Metaplanes).


Special Effects:  None.


Base Drain: D.


Drain Level Modifiers: Sustained Spell +1 DL, Bonus Game Effect (Very Complex -Astral Rite, Transportation)  +4 TN/+4 DL, Voluntary Subject -1 DL.


Modified TN: 16.


Modified Drain: F(/2)/D +4OD.





Rite Modifiers.


Additional Casting Time: 1 Hour -1 TN/-1 DL.


Ritual Components: X9/X1: 9 Units (-9 TN/-1 DL).


Exotic Ritual Components: X1 (An Anchoring Stone, a specially hand crafted stone must be made and Radicalised, this stone holds a map significant to the Metaplanes. So the Stone requires an Initiate to be at least present, this costs 100’000Y to be constructed) 


-1 TN/ -2 DL.


Visible Effects: (Minor) Once the Rite has been Cast and is maintained, a sphere of brilliant white light surrounds the Gate in Astral Space -1 TN/ -1DL. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Final Casting TN: 4.


Final Drain: F(/2)/S.


Description: The Rite essentially causes a number of subjects up to the Casters Magic Attribute to Astrally project into the Metaplanes, in the same way as the Free Spirit Power.


The Gateway must be kept open, either by the Caster or an Elemental (In this case a normal Earth Elemental can be used, rather than a Greater Form as is normally required for Rites).





The Rite requires 10’000Y worth of Ritual Components as well as a specially crafted Anchoring Stone, the Stone is placed in the center of a specifically drawn Magic Circle (Tradition Specific, Magic theory Test TN# 8), the Components are then burned in four fires built on the Circles edge.


Should the Casters Sorcery test be successful a Circular Gateway opens within the Circle. 





Type: Manipulation		Range: Special. 	Duration: Sustained. 


Target: 4. 						Drain: F(/2)/S.		


Threshold: Number of People Transported.		Time of Casting: Anytime.


Place of Casting: Anywhere.				Casting Time: 1 Hour.		 





	


Teleportation (Greater).


Spell Design.


Base Target Number: 6 X2=12


Base Casting Time: Force X Minutes. 


Place of Casting: Must be Cast from within a specially constructed Gateway.


Time of Casting: .


Range: Force X 100 Miles.


Special Effects:  


Base Drain: D.


Drain Level Modifiers: Bonus Game Effect (Very Complex - Transportation Spell/ Modified Casting TN# + 1 Per Person Transported (Up to the Casters Magic Attribute)) +2 TN/+2 DL, 


Greater Range: Force X 100 Miles +10 TN/+8 DL, Voluntary Subject -1 DL. 


Modified TN: 24 + 1 Per Person Transported (Up to the Casters Magic Attribute).


Modified Drain: F(/2)/D +9 OD.





Rite Modifiers.


Additional Casting Time: 1 Hour -1 TN/-1 DL.


Ritual Components: X13/X3: 16 Units (-13 TN/-3 DL).


Exotic Ritual Components: : X1 (A Gateway must be made of precious stone (Marble Etc.), 


costs 1000Y per point of Force -1 TN/-2 DL.


Visible Effects: (Minor/Damaging Effect) Everybody Transported must resist a Force/L/2 Stun, due to disorientation -1TN/-1 DL. 


Place of Casting: Must be Cast from within a specially constructed Gateway -2 TN/-2 DL.


Time of Casting: Anytime.


Final Casting TN: 6 + 1 Per Person Transported (Up to the Casters Magic Attribute).


Final Drain: F(/2)/D.


Description: This is a more powerful version of the conventional Teleportation Spell, instead of Magic miles it can transport the Caster and a number of willing passengers up to his Magic Attribute, for a distance of up to the Rites Force X 100 Miles (The Caster can opt for shorter distances, but at no reduction in drain, although per 50 Miles below the maximum grants a -1 to TN#s).


The Teleportation Rite requires a Gateway to be constructed from wrought stone (16 Units) Costing 16’000Y, plus 1000Y (Per point of Force) of Precious Radicalised Marble, the Gateway can either be an Arch or Circle, the traveling time is Distance divided by the Casters Magic Attribute in minutes, this can be reduced by Casting Successes.





Type: Manipulation.	Range: Magic X 100 Miles. 	Duration: Distance /Magic. 


Target: 6. 						Drain: F(/2)/S.			


Threshold: Number of People Transported.		Time of Casting: Anytime.


Place of Casting: Specifically constructed Gate.	Casting Time: 1 Hour.


	








Vitomancy.





Sentience.


Spell Design.


Base Target Number: Subjects Intelligence X3 +6.


Base Casting Time: Force X Minutes. 


Place of Casting: Ritually prepared area (Force X 1000Y in expended materials).


Time of Casting: The Rite must begin the day after a Full Moon.


Range: Touch.


Special Effects: Lessened Resistance Lvl 3 +6 TN.  


Base Drain: D.


Drain Level Modifiers: Deep Mind Interaction +1 DL, Bonus Game Effect (Very Complex) +4 DL, Permanent Effect +1 DL, Spell Affects Attribute (Intelligence) +1 DL, Touch Required -1 DL, Restricted Target -1 DL, Lessened Resistance Lvl 3 +3 DL.


Modified TN: Subjects Intelligence X3 +12.


Modified Drain: F(/2)D +8 OD.





Rite Modifiers.


Additional Casting Time: Force Hours -2 TN/-2 DL.


Ritual Components: (Force X Units no further Modifier) X5 additional Units -5 TN.


Exotic Ritual Components: Karmic Sacrifice 3 Points -3 TN/-3 DL.


Visible Effects: (Minor) The Subject is enshrouded in a White light, into which strands or threads are woven by the Caster, around the Subjects Mind, the Rite also is extremely taxing upon the Caster inflicting an Automatic Moderate Stun at its conclusion: -3 TN/-3 DL . 


Place of Casting: Ritually Prepared Area -1 TN/ -1 DL.


Time of Casting: The Rite must begin the day after a full moon  -3 TN/-3 DL.


Final Casting TN: Subjects existing Intelligence X 3 -5.


Final Drain: F(/2)/D.


Description: This Rite has many similarities to the Rite of Creation for Allied Spirits, however it allows a Magician to alter the True Pattern of a non-sentient creatures mind into that of a sentient intellect. 


The Rite must be conducted within a specifically sanctified Tradition Symbol (Medicine Lodge, Hermetic Circle. Etc.), the purifying of this area takes Force X Days and the Caster takes a Force/L Stun.


Once done the subject is placed within the Symbol and the Rite commences, the Caster must 


make a number of Sorcery Tests equal to the Subjects original Animal Intelligence, this is an opposed Test resisted by either the Subjects Willpower or in the case of Paranatural 


Creatures its Essence, minus 3 Dice in both cases.


Success and the Subjects animal Intelligence is replaced by 1 Point of Sentient Intelligence, with all of their original instincts and Perception intact, failure to achieve the required successes erases those instincts and the subject is effectively new born.











From that point on the Subject is capable of anything that a Sentient being is able to do (Learning Skills, conversing if they have the means. Etc.), however the Subjects Intelligence can only be increased through the use of a Similar Ritual to the Allied Spirits Ritual of Change.





GMs Note:  The Subject is capable of earning Karma and increasing its abilities as per a Character or NPC, however its Intellect can only be increased through use of the Ritual of Change in exactly the same way as an Allied Spirit.


A Subjects Sentient Intelligence can only be increased to a Maximum Level equal to half its Essence, unless the Increased Racial Maximum Edge is purchased.   





Type: Vitomantic. 		Range: Touch. 		Duration: Permanent (20 Days). 


Target: Subjects Intelligence X 3 -5. 			Drain: F(/2)/D.		


Time of Casting: The Day after a Full Moon.		


Place of Casting: A specifically sanctified area.


Casting Time: Force X Hours.		 		Karma Cost: Force X5.


	





Rejuvenation.


Spell Design.


Base Target Number: 20-Essence + Force.


Base Casting Time: Force X Minutes. 


Place of Casting: A place celebrating youth or childhood.


Time of Casting: Targets Birthday.


Range: Touch.


Special Effects: None.  


Base Drain: D.


Drain Level Modifiers: Physical Spell +1 DL, Bonus Game Effect (Very Complex ) +2 TN/ +2 DL, Dual Natured  +6 TN/+4 DL, Permanent Effect +1 DL, Spell Effects Attribute +2 DL, Limited Range  -1 DL, Voluntary Spell -1 DL.


Modified TN: 28-Essence + Force.


Modified Drain: F(/2)D +8 OD.





Rite Modifiers.


Additional Casting Time: Force Days -4 TN/-4 DL.


Exotic Ritual Components: 1 (2 Items both of significance to the Subject, one from Childhood, the other from adult life) -1 TN/ -2 DL.


Exclusive Exotic Component: (Essence or Condition Monitor): -5 TN/-5 DL.


Visible Effects: (Minor) The Rite places its surrounding area into a state of flux, within the first few days the area appears to age as if entering the winter season, however towards the end the area appears to revitalize (This occurs at the point of Essential donation).


From the Astral Plane the Subject appears to be occupied by three states of themselves, their childhood image, their current state and final aged state: -1 TN/ -1 DL.  


Place of Casting: A place celebrating youth or childhood  -3 TN/ -3 DL


Time of Casting: The Rite must begin upon the Subjects Birthday -3 TN/ -3 DL.


Final Casting TN: 6 +Force - Essence.


Final Drain: F(/2)/D.


Description: This incredibly powerful Rite reduces a Willing Targets Age by its Force X 3, plus 1 per 2 Successes in years.  However it not only takes a long time to Cast and requires very large quantities of Ritual Components, including a special Exotic Component, in that it demands Life-force.





This Life-force can come in two forms either the Caster Sacrifices a Box off his Condition Monitor (Per Casting) or uses Points of Essence equal to its Force plus the Casters Successes (It should be noted that the Essence does not have to be the Casters own), the Rite must begin upon the Subjects Birthday.


The Rite also has a Casting Threshold of Half its Force to succeed.





Type: Vitomantic. 		Range: Touch.		Duration: Permanent (20 Days).  


Target: 6 +Force - Essence.	 			Drain: F(/2)/D.			


Time of Casting: Subjects Birthday.			Threshold: Half Force.


Place of Casting: A Place of youth or Childhood.


Casting Time: Force X Days.		 		Karma Cost: Force X5.


	





Essential Regeneration.


Spell Design.


Base Target Number: 20 -Essence.


Base Casting Time: Force X Minutes. 


Place of Casting: Hospital or Healing Environment.


Time of Casting: At Day Break.


Range: Touch.


Special Effects: None.  


Base Drain: D.


Drain Level Modifiers: Spell Affects Cybered Lifeform +2 DL, Bonus Game Effect 


(Very Complex) +2 TN/ +2 DL, Dual Natured  +6 TN/+4 DL, Permanent Effect +1 DL, 


Spell Effects Attribute +2 DL, Touch  -1 DL, Voluntary Spell -1 DL.


Modified TN: 28 -Essence.


Modified Drain: F(/2)Variable +9 OD.





Rite Modifiers.


Additional Casting Time: Force Hours  -2 TN/ -2 DL.


Ritual Components: X6 (-6 TN).


Exotic Ritual Components: 2 (The Subject must be submerged in a bath of 


Alchemetic Solution. Costs: 50’000Y to make, 5 items of personal significance.)


-2 TN/ -4 DL.


Visible Effects: None. 


Place of Casting: Hospital or Healing Environment -2 TN/-2 DL.


Time of Casting: Day Break -2 TN/-2 DL.


Final Casting TN: 14 -Essence.


Final Drain: F(/2)/ Variable* -1 Staging.


Description: Note: *The Spells Drain Code is calculated in the same way as a Healing Spell, its Code depends on the amount of Essence Regenerated, each Point of Essence is a further Drain Level.


So one point of Essence Regenerated is an L, four points is a D, attempting to Regenerate more than four points of Essence requires a test of Magic Loss and enters Over-Drain.





Description: This incredibly Powerful Ritual allows a Healer to Regenerate a subjects Essence, whether it was lost via an Essence Draining Attack or Cyberware, in the Latter case the Chrome must be completely removed via surgery or the Rite will fail and the Subject takes Damage of Twice the Essence attempted to Recover/D2.








The Rite is elaborate and difficult, it must be set up within a specific Healing Pattern, requiring a Magic Theory Test T# 10 (Relevant Tradition), in a place of Healing (The place must have served its purpose for years equal to the Essence regained), 5 items of special significance to the Subject must be involved.





Finally the Subject must be submerged in a vat of Alchemetic Fluid for the entire duration, in which time the Caster must maintain constant proximity.  The Caster must initiate the Rite at Dawn, and must renew the Sorcery (Same target Number, no further drain) upon each Hour.


The Rite also has a Casting Threshold of Half its Force to succeed.





Type: 	Vitomantic.		Range: Touch. 		Duration: Permanent (20 Days). 


Target: 14 -Essence.	 	Drain: 	F(/2)/ Variable* -1 Staging.	


Threshold: Half Force.	Time of Casting: Dawn.	


Place of Casting: Hospital or Healing Environment.


Casting Time: Force Hours.	Karma Cost: Force X5.


	





Alter Life.


Spell Design.


Base Target Number: 6 X2 =12 + Level of Modification Granted (See Table Below).


Base Casting Time: Force X Minutes. 


Place of Casting: Hospital or Healing Environment.


Time of Casting: The Rite must begin at the start of a Full Moon.


Range: Touch.


Special Effects: Dual Nature. 


Base Drain: D.


Drain Level Modifiers: Spell Affects Cybered Lifeform +2 DL, Dual Natured +6 TN/+4 DL, Permanent Effect (Special*)+1 DL, Spell Effects Attribute +1 DL, Touch Required -1 DL, Voluntary Subject -1 DL, Bonus Game Effect +3 TN/+3 DL.


Modified TN: 21 + Level of Modification Granted (See Table Below).


Modified Drain: F(/2)/D +9 OD.





Rite Modifiers.


Additional Casting Time: Force Days -4 TN/-4 DL.


Ritual Components: X7 Units (-7 TN).


Exotic Ritual Components: X2 ((The Subject must be submerged in a Cauldron of Blood 


and Ritual Components, the Solution may be prepared over a period Force X Days before


Casting, the Caster must also engage in a further MetaQuest to a Plane of Life) -2 TN/-2 DL.


Visible Effects: (Minor) From Astral Space the Subject appears to become enshrouded in a Cocoon or chrysalis of Blood -1 TN/-1 DL. 


Place of Casting: Hospital or Healing Environment -1 TN/-1 DL.


Time of Casting: The Rite must begin at the start of a Full Moon -2 TN/-2 DL.


Final Casting TN: 4 +Modification.


Final Drain: F(/2)/S+ Modification.


Note: *The Rites Final TN# and Drain is calculated by the Modification made to the Subject.


Description: This Powerful Rite allows the Caster to Physically Alter a Lifeform, this involves a number of prerequisites even before the Rite starts, the Caster while learning the Rite must engage in a MetaQuest to a hither to unknown Metaplane which seems to signify Life, for a number of Days equal to the Rites Force.


A Broth incorporating the Caster and Subjects Blood, and 5’000Y per Attribute/Ability Point of Components plus 7’000Y of additional Components must be mixed in a Cauldron before the Rite begins.


The Rite involves the Subject being immersed in the Cauldron, no technology can be used to keep the Subject alive, so most Casters use Oxygenate and Nutrition Spells to Sustain the Subject.  The Subject then remains submerged in the solution for Force X3 Days, while the Caster weaves arcane Threads into the Subjects Pattern due to the alteration of not only the Subjects body but also his Aura (To accommodate the Changes) half of the Rite involves the Caster Astrally Perceiving.





The Drain depends on the Alteration caused (See Example Table below), essentially the Rite can allow the caster to create any physical Change to the Subject, from changing their appearance or Sex, adding new or extra limbs, new sensory organs, mutating the Subject or increasing Attributes.


The Permanence of the Changes also depends on the Caster and the Subject, the changes last for a base time of Force Days (From the Rites completion), before the changes unravel and disappear, the Caster can take his successes and per 5 increase the time by one longer period, so 5 equals Force Months, 10 Force Years, alternatively the Subject can pay Karma equal to 3 Times the rating of the change to retain it permanently. (The Caster can opt to do this if the Subject is unwillingly undergoing the Ritual).





Successes not allocated to the Rites Duration, can be used to raise an Attribute/s or grant a new feature an equivalent Attribute, at a rating of 1 per 2 Successes, other Effects are calculated at the GMs discretion.


It is possible to mimic Bioware and static or reflex cyberware (Such as Bone Lacing or Hand Razors), should this be done the character must still reduce his Bio Index by 50% of the Cost (Bio or Essential) to maintain Game Balance, and may not be augmented with a system that does the same task.





Finally it is possible to augment an unborn life-form as long as it is within its second trimester, however both the parents and unborns body resists this change with their Combined Essence.





Type: 	Vitomantic.		Range: Touch. 		Duration: Special *. 


Target: 8. 			Drain: F(/2)/S.		Threshold: Half Force.


Time of Casting: Start of a Full Moon..			


Place of Casting: Hospital or Healing Environment.	Casting Time: Force Days.	


	





Alter Life Drain Table.


Modification.								TN#.	Drain.


Raising or Lowering a Physical Attribute.				+1*.	+1 DL*.


Raising or Lowering a Mental Attribute or Sense.			+2*.	+1 DL*.


Creating a New Minor Physical Feature (Fur, Claws. Etc.).		+2.	+2 DL.	


Creating a New Major Physical Feature (I.e. Chitin Plates, Horns.).	+4.	+4 DL.	


Creating an Alien Feature (Amorphous Skin, Tentacles. Etc.).		+6.	+6 DL.


Creating an extra Limb.							+6.	+6 DL.	


Creating an extra Sensory Organ.					+6.	+6 DL.


Creating an extra Bodily Organ.						+6.	+6 DL.


Creating a New Bodily Organ.						+8.	+8 DL.


Grafting Parts from another Lifeform.					+8.	+8 DL.


Combining Two or More Lifeforms.					+10.	+10 DL.


* Per level of Increase/Decrease.





Necromantic.





Resurrection.


Spell Design.


Base Target Number: 20 -Essence +1 per 24 Hours (X Essence) Dead *.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: The Rite must be Cast at exactly Midnight -3*.


Range: Touch.


Special Effects: Dual Nature +6 TN.   


Base Drain: D.


Drain Level Modifiers: Rite Affects Cybered Lifeform +2 DL, Rite Affects Attribute +1 DL, Bonus Effect (Very Complex) +2 TN/+4 DL, Touch Required -1DT, Dual Natured +6 TN/+4 DL, Permanent Effect +1 DL. 


Modified TN: 20 -Essence +1 per Essence X per 24 Hours Dead * +8.


Modified Drain: F(/2)/+1 (+1 per Day Dead)D +10 OD.





Rite Modifiers.


Additional Casting Time: Force X Hours -2 TN/-2 DL.


Ritual Components: X 4 Units (-4 TN 180’000Y).


Exotic Ritual Components: Karmic Sacrifice X 6 (+1 per Negative Essence) -6 TN/-6 DL.


Visible Effects: (Major) There are no physical aspects to this Rite outside of a Dead body returning to life.


However within the Astral Plane a number of Golden beams extend from the Body into the Heavens, should the Spirit return the strands bind into 1, should the spirit continue its journey the strands unfurl and break: -2 TN/-2 DL. 


Place of Casting: Anywhere.


Time of Casting: Midnight -2 TN/-2 DL.


Final Casting TN: 12 -Essence +1 per 24 Hours (X Essence) Dead *.


Final Drain: F(/2)/(+1 per 24 Hours (X Essence) Dead)D.


Note: * The Target number is increased by the length of time that the subject has been dead, for each period of 24 Hours X the subjects Essence adds +1 to the TN. So Joe Average with an Essence of 6 would receive a +1 per (144 Hours) or 6 days that he had been dead, 


Debbie the Street Samurai with an Essence of 0.5 would get a +1 per 12 hours dead.





Example: Max a pedestrian is walking down the street and gets caught in gang cross fire, fortunately his brother is a seriously powerful Arch-Mage and after paying a terminal visit to the Gangers, decides to bring his baby brother back to life.  His visit to the Gangers took a week (He had to track them down), Max had an Essence of 6 so Big Brothers Casting TN# is 12-6 (Essence) =6 +2 (For the week or 7 days that has elapsed (Rounding Up)) totaling 7.


Another of the Arch-Mages friends Debbie the Samurai gets nailed, 


Arch-Mage pays another visit, (He’s a bit vengeful) which takes another week.


His TN# for returning Debbie to life is 12-Essence = 0.5=12 +14 (+1 per 12 Hours) totaling a TN# of 26, sorry Debbie.





Description: This is possibly the most Powerful Rite currently known, it allows the Caster to return a recently deceased individual to life, the Rite requires 180’000Y in ritual Components, of which an object of personal value to the Subject must be included, it must cast at a specific time and requires a Karmic sacrifice to rebind the Spirit, on behalf of the Caster.  To Resurrect a person requires 6 Karma (Equal to the Subjects maximum Essence), in this state the Subject has 1 point in all his or her Attributes and Skills, plus a number of points equal to the Force of the Rite which can be shared between the Attributes.





Attributes return to their original Unaugmented state at a rate of 1 point per month of rest, any all Cyberware must make a Stress Test with a TN# of twice the Power of the killing damage, any Locked or Anchored Magic is considered lost due to its connection with the living Spirit being severed.


Skills remain at a rating of 1 and must be repurchased at a rate of 1 Karma per level for Active Skills and 2 per level for Knowledge skills, both Skills and attributes cannot be raised to a level above their original ratings.





The Rite must be Cast at exactly the Witching hour, the Rite has a Threshold of half its Force, failure achieve the required successes aborts the process and the Subject is permanently dead.  A roll of all ones has more dire consequences, as the Caster has opened the Body to some Astral Predator (even those without the power of possession).


It should be noted that this rite is extremely visible to Astral Predators, as it opens a conduit from the Place of the Dead to the Living world.


Finally the Subject may not want to return, the Caster should make an opposed Magic Test against the Subjects combined Willpower and Essence, should the Subject win it remains in the place of the dead.





Example: Max.’s Resurrection would have a Casting TN# of 7, the Arch Mage is using a Force 5 Rite (Threshold = 3 Successes) and would require all of the above Components and conditions be met.


To bring him back we have to look at his Attributes, being a pedestrian he has a 3 in all states, the Rite is cast and the Arch Mage establishes a Link, after 10 Hours, he makes a Magic Test (16) against Max’s Willpower and Essence 3+6= TN#9, the Arch Mage succeeds and begins to guide his brothers Spirit back to its body.    


Upon return Max has Attributes and Skills of 1, his Brother reinstates his Intellect (2 points of Force), his Willpower (A further 2 Points) and adds a further point to his Body, the remainder of his Attributes will recover over the coming months.


His Skills are all at a rating of 1 and will Max to expend Karma to recover (remember) them. 


The Rite has a Drain Code of 5(/2)= 3+2 (For the Week Dead) Totaling 5/D. 





Coming back to Debbie, who’s TN# is 26, the Arch-Mage decides to give it a go anyway (He’s got more money, time and Karma than sense), he observes the conditions and opens the conduit. Debbie would require 12 Karma to contact and the Rite would have a Drain Code: 5(/2)=3 +14 (For the Week Dead) Totaling 17/D. 





Type: 	Necromantic.		Range: Touch. 	Duration: Permanent. 


Target: 12 -Essence +1 per 24 Hours (X Essence) Dead. 	


Drain: 	F(/2)/(+1 per 24 Hours (X Essence) Dead)D.


Time of Casting: Midnight.				Place of Casting: Anywhere.


Casting Time: Force X2 Hours.





























Heart of Stone.


Spell Design.


Base Target Number: Body (Unaugmented) + 10-Essence.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Dusk.


Range: Special *.


Special Effects: Dual Natured. 


Base Drain: D.


Drain Level Modifiers: Dual Natured +6 TN/+4 DL, Spell Affects Cybered Lifeform +2 DL, Sustained Spell  +1 DL, Spell Effects Attribute +1 DL, Touch Required -1 DL, Voluntary Subject -1 DL, Bonus Game Effect (Very Complex -Astral Conduit)  +3 TN/+3 DL.


Modified TN: Body (Unaugmented) +19 -Essence.


Modified Drain: F(/2)/D +9 OD.





Rite Modifiers.


Additional Casting Time: Force X Hours -2 TN/ -2 DL.


Ritual Components: X5 (-5 TN).


Exotic Ritual Components: X5 


(Karma Equal to half Condition Monitor, to lock the Statue) -5 TN/ -5 DL.


Visible Effects: (Minor) An Astral Link between the Statue and the Subject -1 TN/-1 DL. 


Place of Casting: Anywhere.


Time of Casting: Sun Down -1 TN/-1 DL.


Final Casting TN: Body (Unaugmented) +5 -Essence.


Final Drain: F(/2)/D.


Description: This Ritual allows a Caster to construct an Enchanted Statue that can then be Astrally linked to an individual, once successfully joined the statue will absorb any and all Damage inflicted upon the person, until it is itself destroyed.


The Rite requires that the Statue be constructed as per the Virgin Telesma Rules in the MITS (Page: XX), at a cost depending on the Material used (See Table Below) this involves the inclusion of 5 Units of Blood (Organic Radicals) from the Subject, the Statue costs 5 Karma and later Force X3 Karma to bond to the Subject.


The Statue has a Damage Absorption Rating equal to its base Material (From which it is constructed), plus the Rites Force + Sorcery successes, it is also life size (Exactly the same size and basic appearance as the Subject).  





Once Cast the Rite is Sustained (Most often Quickened) upon the subject, when the Subject takes any Physical or debilitating Damage (Not Stun or fatigue) the GM rolls the Rites Force against a TN# equal to the Power of the Attack Halved (Minus any Armor/Spell Protection).


Success and the Damage is transported along the link to the Statue which then absorbs the attacks Power (A running tally is kept by the GM). 


Once this reduces it to a Rating of 0 it is destroyed. 





The subject when attacked must roll his Body with a TN# of the Power of the Attack, this is an open ended Test (Not a Damage Test) requiring one success, should he succeed the subject takes the damage manifesting a Wound which instantly heals up, failure and the subject automatically takes a Stun Wound equal to the Damage Level of the attack.


Should the Subject roll all Ones he automatically takes the damage, the Power of the attack still reduces the Statues Rating.











The GM should also keep a running total of all Deadly Wounds the Subject avoids, once the Statue is destroyed the Subject must roll against Magic Loss (If Magically Active), the subject must also roll his Willpower against a TN# of 6+ number of Deadly Wounds avoided, success and there is no consequence, failure and his or her Condition Monitor is reduced by 1.


Finally the Link and Statue are Astrally Active, the link can be used to trace either the Subject or Statue (Which is why those Magicians who possess this Rite, undergo a MetaQuest to conceal the Link with a Quest Rating of X3 the Rites Force).


The Statue is also a form of Foci, which is always Active and can be used to Ground into the Physical location of the Statue, should this happen half the Damage is shunted back at the Subject.





Type: Necromancy.		Range: Special. 	Duration: Sustained. 


Target: Body (Unaugmented) +5 -Essence. 		Drain: F(/2)/D.	


Threshold: Half Unaugmented Body.			Time of Casting: Dusk.


Place of Casting: Anywhere.				Casting Time: Force Hours.


	





Material.  	Damage Absorption Rating.		Cost Y.


Clay.		Force  + 4 X Casting Successes.		Body(S*) + Successes X 200Y.


Ice		Force  + 6 X Casting Successes.		Body + Successes X 1000Y.


Wood		Force  + 8 X Casting Successes.		Body + Successes X 5000Y.


Soft Metal.	Force  + 10 X Casting Successes.	Body + Successes X 10’000Y.


Hard Metal.	Force  + 12 X Casting Successes.	Body + Successes X 25’000Y.


Soft Stone.	Force  + 15 X Casting Successes.	Body + Successes X 50’000Y.


Hard Stone.	Force  + 20 X Casting Successes.	Body + Successes X 100’000Y.


* (S): Subjects Body Rating.








Soul Jar.


Spell Design.


Base Target Number: 6 X2=12.


Base Casting Time: Force X Minutes. 


Place of Casting: Anywhere.


Time of Casting: Anytime.


Range: Limited.


Special Effects: Lessened Resistance Level 3.  


Base Drain: D.


Drain Level Modifiers: Area Effect +1 DL, Sustained Spell +1 DL, Permanent Effect +1 DL, Damaging Manipulation is Sustained +1 DL*, Bonus Game Effect (Very Complex - Astral Rite) +4 TN/+4 DL, Lessened Resistance +6 TN/+3 DL.


Modified TN:  22.


Modified Drain: F(/2)/+1D +10 OD.





Rite Modifiers.


Additional Casting Time: Force X 2 Hours -3 TN/-3 DL.


Ritual Components: X6/X2: 8 Units (-6 TN/-2 DL).


Exotic Ritual Components: 1 (A specially prepared Container (Pot, Urn. Etc.) must be made by an Enchanter, costing 10’000Y per Point of Force) -1 TN/-2 DL.


Visible Effects: (Major) Astral Echo and Physical Transformation -2 TN/-2 DL.


Place of Casting: Anywhere.


Time of Casting: Anytime.


Final Casting TN: 10.


Final Drain: F(/2)/D +2 OD.


Description: This Diabolical Rite allows a Caster to set up an Astral Trap, which covers Magic X Meters in Astral Space, any Astral Travelers who enter the Area must roll their Magic against the Rites Force, failure and the Victims Soul is trapped inside a specially prepared Container. The Container is constructed from Radicalised Silver with Orichalcum Inscribed into the sides, Costing 100’000Y plus an Enchanters fee, each pot can store only one Soul, with 8000Y of Components expended during the Casting.





In the case of Astrally Projecting individuals once their Essence has dropped to 0 their Physical Body Dies but their Soul remains alive (The GM could get the player to roll against the possibility of Insanity should he have the rules to do so).


Dual Natured Beings roll their Body against the initial attack, failure however comatose’s the body and its Essence drops per hour until its physical Body dies, even Spirits are not safe against this Rite rolling their Force against the attack but are merely imprisoned (Aladdin springs to mind).





However the most abhorrent aspect of the Rite is that it puts its prisoner into a form of hibernation, which occurs once the Victim enters the Container, he immediately takes the Rites Force/S Stun per Round X their Magic/Force until they lose consciousness, while awake the prisoner can attempt to break free (If it is able), the container is also Astrally Present so Spells can be Ground through it.  The uses of the Container are many, firstly they are an excellent if not expensive way of capturing Astral Spies, secondly for those who know how, the Subjects Essence is freely available for use and the Subject is theoretically still alive so the Essence will regenerate.





There is a final use, should the Caster undergo a small Enchantment Ritual he could turn the container into a short term Power Focus, the Ritual takes Victims Essence/Force Hours, has a Drain of Essence/Force/M/2 and requires Force/Essence X2 Karma to Bond.


The Caster can then use the Victims Essence/Force as Magic Dice in exactly the same way as a Power Focus, however every time the Caster does this it inflicts the Rites Force/D/2 Damage resisted by the Victims Willpower, needless to say most do not survive long.   





Type: Necromantic.		Range: Limited. 	Duration: Permanent*. 


Target: 10. 			Drain: F(/2)/D +2 OD.	Threshold: Half Force.


Damage: Force/D/2 Stun (Per Round).			Time of Casting: Anytime.	


Place of Casting: Anywhere.				Casting Time: Force X 2 Hours.


	





>>>>Okay so there you have it, as for where the File came from we still can’t trace, but what I can tell you is that the Denver Nexus has had some shadowy figures attempting to gain access, or guess is that its our friends from South of the Border, a few Corp Decker’s and even an Elf or two.


Anyway this is the kind of stuff you need to know about, especially you newby runners, so I’m throwing the Forum open for a short time.


Anybody who knows about stuff or has heard about it speak up but keep it short, anyone full of drek keep away, this is way to important<<<<<


--Captain Chaos .Transmitted EST Time 04-06-58--

















>>>>>I’m sorry Cap this is a croc of shit, their is no way that anybody could devise Spells of this magnitude. Anyway who’d want to each of these things supposedly costs tens of thousands of Nuyen in Ritual Components and god knows how much time to Cast, I say again no way<<<<<


--Worldly--





>>>>>Yet again we have somebody who thinks in the here and now, what about the rumored Immortal Elves, the Dragons, hell even Free Spirits, what’s the common denominator they’ve all lived for a long time, in fact during a last age of magic.


So isn’t it just conceivable that one of these factions that we know about might have some form of higher magic and looking at it, it isn’t anything spectacular its the incorporation of various magical principles to offset drain<<<<<


--Druid X--





>>>>>What Planet do you come from, not spectacular these things can reputedly give you back your Essence or Level a City Block<<<<<


--Worldly--





>>>>>I’ve seen the aftermath of The Fires of Huitzilopochtli and Weather Control<<<<<


--Hernandez--





>>>>>And I’ve seen the Soul Jar<<<<<


--Mortan--





>>>>>Where<<<<<


--Hippo--





>>>>>In the Yucatan, the Aztlan Warrior Orders first used weather Control to destroy a rebel Convoy with a land slide and then obliterated a Mayan temple and town with the Flames, I was among a patrol in the hills 30 miles north, we watched the skies change, the wind rise and finally Huitzilopochtli himself descended as a ball of the sun.


When we got their the whole area for a mile was ash.<<<<<


--Hernandez--





>>>>>Rumors put it that a Feathered Serpent sympathetic to the Rebels was killed by the Rite, however further speculation suggests the dragon was not the target. Instead the Rebels were allegedly meeting some form of Avatar.<<<<<


--Ro--





>>>>>Would have had to have been something real threatening to the Azzies, the cost financial and in blood is staggering.<<<<<


--Null- Stamp/certified—





>>>>>The Soul Jar was set up as an Astral Defense by a Company in Cairo, they’d had a number of powerful Astral incursions by Runner Magical Talent and Cairo has a problem with unique rogue spirits, especially around the Giza Plateau.<<<<<


--Mortan--





>>>>>Which company<<<<<


--Dog Soldier--











>>>>>I’m still on a retainer to them so I can’t disclose, but its not one of the Triple AAA<<<<<


--Mortan--





>>>>>Couldn’t the Purify Toxins and Plant Growth Rites be what the Californian Farmers and Scottish Druids have used to regenerate their Lands<<<<<


--Salamar--





>>>>>I know a Bear Shaman who claims he can restore a persons Essence, I think I believe him now<<<<<


--Frodo—





>>>>>I think I’ve witnessed the Heart of Stone, Frag I knew it had to be something weird<<<<<


--Ni--





>>>>>And<<<<<


--Dangling by Suspense--





>>>>>There’s this old guy who lives in Pulluyup in Seattle, right in the heart of Gang territory.  Well he’s been around for an age, and ever so often he pisses someone off and gets geeked or rather he doesn’t cause he turns up again as right as rain.


Well I was doing the bodyguard Jig for a Fixer, who was brokering some Tech between the Twisted Sister Gang and the Eye Fivers, anyway all of a sudden right in the middle of the trade, strolls in the old guy.





Now you and I know that nobody breaks a trade, its basic etiquette, but the Geezer strolls up to the Fivers head man a character by the name of Deth and tells him to keep the F*ckin noise down.  Deth just pops him, right between the eyes with his Predator, the old guy just stands their blood streaming down his face and then throws out some fire spell that dawn near toasted everybody present.


Well all shit broke loose, I didn’t believe it then but I reckon the Old Guy must have taken about twenty rounds, the wounds just healed up and he left us to it<<<<<


>>>>>Ni<<<<<





>>>>>Okay boys and girls discussion over, the one thing to remember is that this stuff is out there and has been for a while, but something’s on the  move and these Arcane Rites could start showing up a little more often.


From the way you’ve been speaking it seems that some people on the streets may have some of these things, remember be careful out there<<<<<


>>>>Captain Chaos .Transmitted EST Time 04-06-58<<<<





