
CLARIFICATIONS AND MODIFICATIONS 

FOR 

"WHAT PRICE GLORY!" 

Page 1 : Modification of Initial FP & HtK Determination -

Constitution 

18 

17 

16 

15 

13-14 

Page 8: Addition 

8-12 

5-7 

4 

3 

HtK FP 

+6 +8 

+5 +7 

+4 +6 

+3 +5 

+2 +4 
+l +3 

0 +2 

-1 +l 

-2 +l. 

If a character is required to lose more fatigue points than he has remaining, 

the difference is made up with Hits-to-Kill (HtK), and the character is knocked 

unconscious for l to 12 time steps (see time table). 

Page 14: Melee Weapons 

Addition: 1) Any weapon with Rel Length of 7 or less can only be used 
-

against a target in an adjacent Hex (unless Thrown; see the Missile Section). 

Any weapon of 8 or greater may strike a target two hexes away as long as nothing 
occupies one of the three adjacent, facing hexes. 

Optional: 2) The order in which hits are determined is in order of Relative 

Length, Higher to Lower. If this is used, the Statement on Page 19 that says all 

blows are simultaneous is ignored. If any blow inflicts 50% or more FP or HtK on 

a .character, that character may do nothing other than step back one hex for the 

rest of that Melee Round. So for example, if one character attacks with a dagger, 

he must 'survive• attacks by any longer weapon before he may strike. 



Page 15: Monster to-Hit 
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Clarification: For hits by monsters with tenacles, tails, and sucker mouths: 

Die rolls greater than or equal to N2 do FP damage to the defender. Die rolls less 

than N2 but greater than or equal to Nl cause the character being hit to lose 

Melee Points · (MP) equal to the damage die roll. These Melee Points are expended 

by the character before he can perform any further action (it is just a one-time 

loss). 

Page 19: Example of Sequence of Movement in Melee 

Arnd and Byzt are dueling. Assume that each have·6 Melee Points (MP); foils 

as Weapons (extremely l ight); and have a speed of 3. Note from the formula on 

Page 18 that each hex they move will cost 2 MP (MP cost per hex moved = MP total/ 

speed). Assume that they are in adjacent hexes when this example starts, and that 

it starts at the Combat Phase at the end of Byzt's Melee Round and the beginning 

of Arnd's. (Note that Byzt gets to spend a full 6 MP this combat phase, and that 

Arnd gets to move before Byzt.) During the first Combat Phase Arnd parries (2 MP) 

and Byzt takes and rolls for 2 norman swings (3 MP each). Now Arnd chooses not to 

move. So it is now another Combat Phase: the start of a new Melee Round for Byzt,· 

while Arnd has 4 MP left in his Melee Round. Also, since Arnd did not move, his 

parry still applies this phase (because it is still part of the same Melee Round 

for Arnd). Arnd spends 3 MP on a normal attack and saves l MP for a better swfng 

next round. Byzt parries (2 MP). During his Movement. Phase, Byzt turns to the 

right (l MP), moves l hex (2 MP), and turns back to the left (l MP). Note that 

Byzt won't get a parry defense for the next phase because he moved. However, 

Arnd and Byzt are one hex apart; so no Melee Combat is possible as the foil has 

a 'Rel Length' of 5. So (on a whim), Arnd trys to throw his foil {Thrown Lite 

Weapon, Type l Missile Weapon); expends 2 MP to prepare, l to aim, 1 to 1fire1, 

and one more to draw a dagger from his belt. (Not�, instead he could have done 

nothing in that Combat Phase, stepped forward in his Movement Phase, and attacked 

in the next Combat Phase; rather than throwing the foil.) And so it continues . . . • . . .  



Pages 22-24: Apology 
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The Special-Critical-Hit Tables are rather inconsistent. Use them as best 

as possible. We got a little carried away with the topic (to say the least). 

Page 42: Psychic Ability 

· Correction: A 12-sided die should be rolled, rather than a 20-sided die to 

determine Psychic Ability. 

Page 48: 

Modifies to Saving .Die Roll: 3) Against Type VI (Mental Deception) Spells: 
A 01> f'f> /t.O 0 "fn.t'•'-'- . 

Change to: Add Wisdom -17 (Note that the A6G Fatigue P 15/20-effect is 

the same, it is just a little clearer.) 

Page 49: Saving Throws 

Oopswereallyscrewedthisupbad: The example is badly messed up; two of the 

tables given do not correspond to the table just above. 

The last paragraph should read: Assuming that he is never physically 

awakened (no loud noises, nobody shaking him, etc.) :  The Saving Throw Time Table 

(at the top of this page) is now consulted. It ind·icates that for a type Vr spell, 

a check should be made in l Melee Round. So, after 1 Melee Round, Krol gets to 

roll the die again with the same modifiers. If he rolls above 11, he will wake up; 

if he does not roll his Saving Throw, he remains a�leep. The Time Table indicates 

that his next opportunity to check 2 Melee Rounds after he fell asleep, if he 

fails . . • . . . . .  (the rest is correct). 

Page 60: 

A) Mental Spell List 

Change: The Concentration Spells (intelligence, wisdom, and dexterity) are 
I 

spell Type Vi r. 
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Page 60 (continued: 

B) Spell Descriptions; Explanations 

1) Caveat: Due to the fact that there is a large number of spells, with many 

variables, it was impossible to play-test them thoroughly. For that reason, it may 

be that some of the variables just make a spell too weak (or too powerful). I have 

tried to correct the worst in this errata, but feel free to modify as you see fit. 

2) Explanation: Many of the spells refer to the 11target11• This always means 

the person (or thing) at which the spell is cast.· It may even be the caster himself, 

if he is casting some spell at himself. If the target.is supposed to make a Saving 

Throw to see if the spell takes effect, he/she (the target) must roll the Saving 

Throw regardless of whether he/she willingly wants the spell to succeed or not. 

Pages 74-75: Binding Spells 

Certification: The force for the 'bind' and 'unbind' spells should be in units 

of pounds. 

Note: I am working on some way to make these spells much more 'playable' than 

the way they are now.· However, it is proving to be very difficult. (Maybe one of 

you have a brilliant idea that you would like to share?) 

Page 76: 

8) Magnetic/Anti-Magnetic. 

Clarification: The units of weight should be pounds. 

Page 77: 

1 ) Raise Demons 

Modification: Summoned Demons will remain one time step for every 2 Ef 

allocated·to Duration. 

Page 79: 

2) Telepathy 

Modification: The Change of Successful Transmission is 5% per Ef allocated to 

to Intensity. 
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Page 82 : 

A) Body Weight 

Modification: . Lasts one time step per Ef allocation to Duration. 

B) Detect Life 

Modification: 5% per Ef (instead of 2%). 

C) Detect Magic 

Modification:  5% chance per Ef (instead of 2%). 

D) Locate Objects 

Modification : 5% chance per Ef (instead of 1%). 

E) Probe Minds 

Modification: 5% chance per Ef (instead of 1%). 

F) See Invisible 

Addition : Lasts l time step per 2 Ef allocated to Duration. 

Page 83: 

A) Concentration 

Modification: This is a Type Vir spell. It does not last according ·to Ef 

allocated to Intensity. Rather, it lasts until it recovers via Saving Throws 

(see Page 49). 

B) Mind B-iir 

Modificati�n :  Will last one time step for every 2 Ef allocated to Duration 

(instead of 4). · 

Page 90: 

Miracle Attempt 

Modifications: The Jast sentence should read: These modifiers are the same 

as those listed for concentration for magical spell castive (see Page 40). So the 

table should be: 

l m. r. 

2 m.r. 

5 m.r. 

l minute 

2 minutes 

+2 

+3 

+4 

+5 

+6 
etc. etc. 

(i.e., it is +5 higher than the present table shows) 
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Page 91 : 

Bonus/Penalty Table 

Modification: This table has been modified. (In addition, this table applies 

to an Experience - see errata below). 

Wisdom 

3-5 

6-7 

8 

9-1 2 

13-14 

15 

1 6  

1 7  

1 8  

1 9 ·  

etc. 

% Bonus 

-30 

-20 

-10  

0 

+5 

+10 

+15 

+20 

+25 

+30 

etc. 

Note: This will change the numbers in the example on Page 91. 

Page 96: Hold Miracle 

Modification: 11 . .... for 1-6 time-steps per 20,000 experience points", 

instead of 11 • • • • •  for 1 -6 minutes/20,000 experience points". 

Page 99: Experience Bonus Table 

Modification in Missile Column : Add a 1+lAcc1 for the 1 8-35 die roll and for 

the 91 -93 die roll. 



Page 101 : 
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Addition: All earned experience is multiplied by a % Bonus or Penalty 

depending on the P/C's characteristics; the important characteristics corres

ponding to each type of experience are: 

Fighting {Melee) Strength 

Missile 

Magic 

Good/Evil 

Healing 

Thievery 

The modification to Experience will be: 

Characteristic Value 

3-5 

6-7 

8 

9-12 

13-14 

15 

16 

17 

18 

19 

etc. 

Dexterity 

Intelligence 

Wisdom 

Intell .igence 

Dexterity 

% Bonus 

-30% 

-20% 

-10% 

0% 

+5% 

+10% 

+15% 

+20% 

+25% 

+30% 

etc. 
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MISCELLANEOUS ADDITIONS 

(The following rules were suggested by Vince Laurent.) 

ADJUSTMENTS TO ABILITIES DUE TO CHARACTER'S STRENGTH 

Strength Damage Mod. Critical Hi ts Bash Bonus Enc. 

3 -3 l of 6 9? N2 -5 -50% 

4 -2 1 of 6 87 N2 -4 -40% 
5 -1 l of 6 77 N2 -3 -30% 

6 -1 l of 6 67N2 -2 -20% 

7-8 0 1 of 6 67N2 -1 -10% 

9-11 0 1 of 6 6? N2 0 0 

12-13 0 1-2 of 6 67 N2 0 +5% 

14 0 l-3 of 6 5�N2 0 +10% 

15 +1 1-4 of 6 57N2 0 +20% 

16 +l 1-5 of 6 47N2 +1 +30% 

17 +2 AUTO 4 :;- N2 +l +50% 

18 +3 AUTO 37N2 +1 +100% 

19 +4 AUTO 27N2 +2 +200% 

20 +4 AUTO 1 ::i-N2 +2 +300% 

Explanation: 

a) Damage Mod: This modifier is applied to all damage inflicted by the 

character when a hit is obtained with a weapon (non-missile} that is medium, heavy, 

or extra heavy. 

b) Critical Hits: This changes a character's probability to inflict a 

'critical hit' in two ways. First, if he rolls an unmodified '20', he normally 

then must roll a 1 (on a 6-sided die). However for example, if he had a strength 

of 16, then he only needs a 1 through 5 on a 6-sided die. Secondly, Page 21 of the 

rules states that a critical hit is obtained when the to-Hit die roll is at least 6 

greater than the needed to-Hit number (N2). Now for example, a character with a 

strength of 16 would only need at least 4 greater than N2 to inflict a critical hit. 

c) Bash Bonus: This modifies the bash rules on Page 15. The chart above 

gives modifiers to the die roll for any bash attempt. 

d) Enc.: This gives a modifier to the weight a character may carry (see 

Encumbrance on next page). 
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ENCUMBRANCE 

This is a rating of how much a character can carry. It is measured in terms 

of weight (pounds). 

A character's basic amount is equal to his weight with any modifiers given 

for his strength (in the table on previous page). 

EFFECTS DUE TO ENCUMBRANCE 

Less than 10% Speed +3 

10% - 19% Speed +2 

20% - 29% Speed +l 

30% - 49% No Effect 

50% - 59% Lose l FP per 1/4 hour 

60% - 69% Lose l FP per 4 minutes 

70% - 79% Lose l FP per minute 

80% - 89% Lose l FP per 5 Melee Rounds 

90% - 99% Lose l FP per 2 M.R. 

100% - 150% Lose l FP per M.R. 

150%+ Not Allowed 

A character cannot carry or wear items totaling 50% or more of his basic amount 

if his FP is equal to 0. 

Weights (Approximate - Modify as necessary) 

Each Coin (gold piece, for example) 0. l 

Weapon: Extra Light l 

Light 5 

Medium 10 

Heavy 20 

Extra Heavy 40 

Armor: Class 0-1 0 

Class 2 5 

Class 3 10 

Class 4 20 

Class 5-6 30 

Class 7-8 50 

Cl ass 9 70 

Cl ass 10 50 
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In addition, every item carried or worn should be included by adding its weight in 

pounds. If the weight is unevenly distributed or awkward, its weight should be 

multiplied by 2 to 5 when it is included. 
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SORCERY 

Sorcery is an art that has combined mulitple practisces for evil means and 
ends. In the beginning, sorcery wa� spaT'se, and only used by a Few 
separate u�.ers who combined arcane al'tcz such as magic, demonoleigy, 
alchemy, w>tchcraft, .etc. A ·few usere successful and pc:ssed the knowledge. 
After many milliena it came into its o�n, spurred to greater heights by 
great sore M' ors. Sore ery, un 1 i ke magi t, does not tap into the cas teT', but 
uses natur�l energies found in the local plane. The sorcerer acts as a 
conduit. In acting as a conduit there is a chance thet damage can be 
sustained. Sorcery is more of an individual art than a discipline that 
can be studied in a prochrial manner, theT'efor �orcerors tend to be 
lonei-s, ant: their sol'ceries can differ, or be unique. .Also, a·cting a�. a 
conduit, tlie sorceroT' is temporarily diminsihed; he looses CON point-: .. 

The innate evil of! sorcel'y stems From th� use of! humans to power the 
sorceries. They can be sacraficed, or their life energies drained to 
initiate 01· sustain sorcery. Entry level sorcerors typically perform 
i-itual san·afice to perform a sorcery. High level practionie1·s can 
extract huruan essences, and even store these essences for later sorcerous 
end <excep{; as noted). 

SORCERY LEVCLS 

Each Sorceror has a Sorcery LEVEL, and SORCERY ENERGY < SE). The L�VEl 
refers to �he expertise of the sorcerer, and the SE refeT's to the strength 
at which the sorcery is measured. SE has a potency rated 1 ·-8. l'he energy 
allocated by the sorcerer is simply declared. l\s SE:: is used, it is 
depleted, hnd will be totally replenished at the next sunset. Most 
sorceries depletes SE by 1 .  Thel'efor a caster can only create a s  many 
sorceries >n a day as h� has SE, except when those that re�uire a higher 
SE are Cbst. A sorcerer canot e·Ffec t seircerous dur.::ot ion beyond his own 
SE, except in one special circum�tance <�ee below>. 

With each Sorcery cast <successful or not), the caster's C8N is reduced by 
1. When CON=2 the caster is rendel'ed t.rn•:onsc ious. l he caster cannot cast 
if his ·sit1.1tation will place his CON<O. <This would cause death. > 

The sorcer(lr's SE is used to calculate the potency of the sorceries mc:de. 
The more powerful the sorcel'or, the longer the ef!llects of the sorcery. 
When it is detel'mined that the sorcery can proceed, the probability oF 
success i�. determined by calculating the perscribed formula, and rolli�g 



the T'esult, or less on a d20. IF A NATURAL 1 IS ROLLED, the efFects of 
the sorcery wi l l  last 1d4 SE l onger than p r o c l aimed by the sorceror. 
<This p ert�ins to non-permanent sorcer jes. > 

Review the chart b e l ow: 

1. SE = 1, SoT'cery lasts Me lee Rounds <Mn>, 1-8 

2. SE = 2, SoT'cery lasts Minutes, 2·-8 

3. SE = 3, Sorcery l asts Hours, 2·-12 

4. SE = 4, Sorcery lasts Daysi 3-··18 

5. SE = 5, Sol'cery l asts Weeks, 2·-24 

6. SE -- 61 SoT'cery lasts Months, 4 - 16, as long as i t·s LE to h3s SE 

7. SE = 7, Sorcery l asts Years, 2-10 

a. SE = a, Sorcery l asts Decades, 2-S 

9. BOUNS, Sor e et'y l asts 1 Century 

10. BONUS, �{ore et'y l asts 1-4 Centuries 

11. BOUNS, SorceT'y l asts 4-12 Centuries 

12. BOUNS, SorceT'y l asts Forever 

A sorcerer can on l y  e F �ect a nonperman�nt sorcery LESS THAN OR EGUAL TO 
his SE. l t  is assumed that the L 1  sorcerer has the sorcerous powers of 
the lowest magnitude, wheras the L 4  soT'ceror has the hi.ghest and strongest 
soT'ceries. Each sorcerer must progress u p  to , and beyond the highest S:. 
for the level to be considered a cantidate For the next l evel. 
<E x p er ienct• has yet to be defined but sho u l d  consid�r the number or 
sorceries }earned or deve l o p ed; the number cast; the strengths cast; 
points awa)·ded for loss of CON points; r e l �tion to EV I L  points; compl exitv 
or originality of sorceries as EXOT I C  MATERIALS; 1/1d�O casts; lNl and 
W I S ;  and normal OBJECTIVE/TASK e ic pet' ience p ts. Ho1.11€'ver, he can d E:C Jan� 
the length of time he chooses. <HANDLE' MAXIMUM T I ME A1' M I N I MUM SE LEVELS> 

Each LEVEL has an 
p r obab l e  list o F  

their disposC}l. > 
has an associ�ted 

the Judge n1ust 

There are JV LEVELS to SORCERY, I V  being the highest. 
associated probability of success, as w e l l as a 
SORCERIES. <Higher LEVELS can have a l l  loweT' LEVELS at 
Each LEVEL has a catagory of sorceT'ies. Each LEVEL a l s.o 
SE RATING. There are guidelines to th• SE RAT I NG, but 
determine what is reasonable Por his wor ld and game. 

1. LEVEL l : SE = 1-2 

2. LEVEL 1 1  SE' = 2-4 
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3. LEVEL >l.I SE = 4·-6 

4. LEVEL l I./ SE -· 6--8 

Each LEVEL will have at least the MINIMUM rati n g ,  and �t most the MAXIMUM 
rating. �ach Sorceror will have exp�rience combined with his native INl 
and WIS t� determine his a s c ent in sorc ery. It is up to the Judge to 
determine if any one sorc eror can make the next L�VEL, and if all 
sorc ererie� must be knawn. 

SORCERY SU<:CESS 

Sore er i e s  p erilormed b 1,1 Li, L2, and L3, have a 25'Y., SOX, 7!:•'Y. o F 
s u c c e s sfully being cast, For any individual sorc ery. If a parti c u lar roll 

'fails that sorc ery cannot be attempted again until 2-24 hours for L1, 1·-12 
hours for L21 and 1 -6 hours flor L3, have passed. Hou•ever, any other 
sorcery car1 be attempte:d in the mean time. 

Bonus modi�i ers can be through concentration, which means that <gamewise> 
no other <1Ctivity can be pursued <talking ,  moving ,  etc. > .  This i �  a fo1'm 
of meditat>on. For each minute oF conc.entration, ther€· is a :5% bonu-:., up 
to 90. L4 sorc erers are the only one to ge:t to the automatic 100% s ucc.ess 
rate. 

NOTE: All sorceries, 
the sorceror. If 

unless otherwise noted, can be terminated at will by 
the sorc eror ditt>s1 the sorc et''.J will last unt:i.l its 

duration. 

NOTE: Sor(eries <at any level) are onJy impacted by DISPELL M�GlC by 
Magic Users above SOK Experi ence Points; by magical cr eatul'e� with 
partic ular wards; or by those artifact� manu.Pactured For spe ci.Pic purposes 
of nulli.Py>ng sorcery. CA note on DISPC:.LL MAGIC: This is vary poteTtt and 
T'are spell. It is not easily mastered, and neveT' taught. Would you 111ant 
to teach at1other magic usel' a spell that could rendet' you 01agic useless?> 

EXEC UTION 

The actual exec ution o.P the attempted $OT'c ery is: 

1. The sore er or dee lares the LEVEL of SORCERY. 

2. A d4 dje i s  cast to determine iP the attempt can b e  made. <No die 
cast > � the sorc eT'or i s  LEVEL rv, it is automatic. Consult 
peT'c ent. fol' each LEVEL a s  25;., 50'Y., 75%, 1 00%. Thi$ r€'Flects that 
sol'c ernr has s u c c es s.Pully made all the preparatiuns to make 
sorc eri,!. 

3. The individual sorc ery i s  named. 

4. The SE is d e clared. <It must b e  less than 01" eq_ual to his SE. > 

is 
the 
the 
the 
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5. The SO'!"C er OT', s SE and CON are lowe1·ed blJ 1. IF THE SORCEROR uses THE 
LIFE ENERGY OF ANOTHER LIVING BElNG TO FUE L  THE SORCE�Y, THEF<E'. IS NO 
LOSS OF CON. 

6. The CAYAGORY, or LEVEL coeficient is rolled then multiplied by the 
listed character attribute. The result, or lower, must be then rolled 
on a d�?O. If! made, the attempt is successful. 

7. The tal·get, AS APPROPIRATE, makes � SAVING THROW a� listed next to the 
sorcery. For Ll Sorcerors, use d8; L2 Sorcerors, use d6; L3 3orcerors 
use d4 1 L4 Sorcerors, roll charact�r attribute or le�s on d20. 

8. If the target save�, no effect takes place. 

9. If the target fails to save, the e.Prect is measured. Roll the 
approp>rate dice from the chart above to determin� non -perman�nt CNP> 
effect�. <All permanent sorceries are marked ·(p) on sorcery listing; 
a 1 1  otli ers are NP. > 

10. Upon f<.d lul'e, there is a 1 %-4'Y. chance that something went wrong in the 
sorcer�i. Ll Sorcerors have a 4%1 L2 a 3%, L3 a 2%, and L4 a 1%. Roll 
the percentile to determine if the sorcery went haywire. A po$itive 
resuit has the effects ld4: 

I. 1 - no e.PPect 

I I. 2 

I I I. 3 

IV. 4 

Sorcerer looses 1d6 HtK and 1d6 CON 

Sorcerer looses 1d6 INT and. 1d6 WIS 

Ro 1 1  a d6: 

i. 1 - BACKFIRE, the soT'cery e:-f.Pects the caster instead o.P the 
target 

ii. 2, 3, 4 - no e.PFects; 

i i i . 5 - so,.. c er or r end e,.. e d u n c on s c i o us 2-12 i n 1 d 4 u n i ts < 1 =:MR, 
2=MINUTES, 3=HOURS, 4=DAYS> 

iv. 6 - SPECIAL: ROLL ANOTHEk d6, if a 11111 :is ro 1 1  ed, 
Sorcerer is absoT'bed into the material plane 

v. 2,3,4 - No effects 

vi. 

vii. 

5 SoT'ceror looses one LEVEL of SORCERY 

6 The sorcerer's physical 
soT'cerous powers merge into 
confined to a T'adius of 1d4: 

being, litie's 
an amphorous 

energies, 
state end 

the 

and 
al'e 

i. 1 - The immediate room or outside area no greater than 100' 
radius. 
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ii. 2 The entire r esidence o r  area no greater than 1000' r adius. 

iii. The residence and 200', or 2000' r adii in the open. 

iv. 4 1-100 miles radii. 

Th� influence of this disenbodied sorcerous powers is up to 
'"'u(.9e. Guidelines whe.n a party passes through would be 1d4: 
Raridom sor ceT'ies and random targets; 2 = PaT·ty attacked; 
Hexation; 4 = 5% chance oP possession. 

the 
1 :: 

The SORCERlES would be gT'ouped logically for each and every sor&eroT'. 
More than likely, they would "special; ze11 in some a-r.e.:.:. l would cnvis.ion 
that only the oldest and most powerful of sorcerers would have sorceries 
from va't'it•us groups. For example, there are sorcer ies thc:st deal with the 
physical e11'fironment and the weather; �·lements and materials; contrc1l oF 
supernaturf1l fot'ces; life ·Forces, e-nergies, and physical attributes; 
space/time1 the control oF monsters and demons. lo master a sorcery t�kes 
time; the more time spent the gre-ater the chance o f  "developing o r  
creating" <1nother sorcery. Each mastel·y gives further insight into the 
"group. 11 For example: A sorcerer that has only bec·n studying and 
r esear chin!! for 100 years will not receive the insight into summoning 
demons if his sorceries tend towards chemistry, exotic mater ials, �tc. 
<Most sorc�·r o r s  in WPG i-W are LII and focus on LIFE/FORCES AND ATTRtBUTcS 
o r  PHYSICAL ENVIRONMENT AND CONTROL. 

1. LEVEL l 25'Y.; Success : 104; SE=t -2; .Save 1d8 

i. DOMINATION <WIS vs MR> The $OT'cero r  completely 
ta,·get for the calculated length of time. 
self-destructive behavio r .  The target can opt to 
entails another saving throw a11d the expenditure of: 

dominates the 
This includes 
T'esist. ·rhis 
1 CON po int. 

ii. FAMILIAR<P> <INT) 

Th<' SoT'cer o r  chooses, o r  cl"eates a Familiar. 

Thr sorceror can create a familiar, or make an exi�ting animal, or 
comf:>onation o f  animals, a f.z;miliar. 'T'he INT, WIS, MR, e;T"eo from 
2-�. The sorcerer will also be able to effectively communicate 
with the fami 1 iar. Typ ica 1 a1·e cat/bat, snak e/ba t1 at-achn id/cat. 
<Fwnilial's that fltJ are a plus.) 

iii. POTJONS 2�'%<P> <INT> 

iv. FORMULATE ELEMENT<P> <INT> 

So1·ceror can Por mulate an eleme·nt; 
'"'ud9es discretion. 

known o r  unknown, with the 
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v. CH�MISTRY<P> <INT> 

So\·c er or can make ch emi str ies, at the Judges discretion, ty pi cc:; l lt.1 
gu>ded by logic and imagination. 

vi. PRYOTECHNIGUES <INT> 

Thc•se can be used to distract, illumanate, or do damage at J.dO, it 
hit. There must be some �orm oP catalyst to do th i s  <as some 
material or energy source>. 

v i i. AL1CR CHARACTER ATTRIBUTE <CON v.._ CON> 

v i i i .  

This will reduce a character's attri bute by -1d6, not to b e  lower 
th�n 0. The sorceror can dir�ct t h e  loss to a catagory, �nd then 
a roll is made to determine the speci�ic attribute. PHYSICAL 
<STR, CON, DEX, CHR>, MENTAL (INT, WI$, MRL 

SUMMON ELEMENTAL 

Suroruon and control an elemental being as per t h e  mc:;g i c  tables. 

ix.  REl\D MAGIC 

AlJaws t h e  sorceror to �ead t h e  magic script. 

x. PAU1ISTRY 

Th� sorcerer can read a h uman's palm. 
pr�·dicting 1 d 1 2  h ouT's into t h e  
pr�·dicting demise. 

He has .:: 
fluture, e;nd 

SO'Y. 
25% 

ch .c:nce 
c h ance 

x i .  DIVINE 

AlJows t h e  sorcerer to locate Qbjects or beings by true names. 

xii. PREDICT WEATHER 

xii i .  

Tht• sorcerer can predict w i t h  100% accuracy the we�ther pattern in 
2-�4 hours; 75% accuracy i n  24-48 hours; 50% i n  48-60 h ours; and 
25�1. th erea.Pter. 

PREDICT ACTION/REACTION 

Th(• sorcerer can employ th i s  tc1 determ ine t h e  immediate �ctions, 
or 'T'eact ions of a living b e i ng. This is 95% accurate. f·or 
ex.:1mple: Mynard t h e  Mean's tower is breached by adventurers. The 
strongest is Rud ya'T'd t h e  Rude. MynaT'd employs this sorce1·y and 
th�n pretends to suT'runder to the g�oup's w i sh es .  H i s  sorcery 
tells him that all membe'T's drop their guard. T h i s  then gives 
Ma�nard t h e  init iative to attack. 
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2. LEVEL i I 50%; Success : 1D6; SE::.:2·-4; Save 1d6 

i . TONGUES C I NT > 

ii. EXrnACT LIFE ENERGY 

iii. 

The sorceror uses this sorcery to extract the liFe Forces and 
ent•rgies from a living being. It is typically used as a power 
source to fuel other sorceries or act a source of potential 
ent•r g y. The energies drained are a function of the sr:: attained. 
This adversely efPects the target as a loss oP CON. 1he Formula 
is: 

i. Target-CON = <1CON per SE)+ DURAlION/2 

If this sorcery is cast at 2SE, and the DURATION i� rolled 
MIN!JTES, then the target loOS€"S (2CON>·H2CON>==4 CON points. 
lo�� of 4CON happens equally over the DURATION <1CON/MINUTt>. 

at 4 
1·h is 

iv. DIR�CT LIFE ENERGY 

.us�d in conjunction with the EXTRACT LIFE ENERGY sorcery, this 
directs the life Poree energies to be used as the sorceror w ishes. 
If this does not accompany the EXTRACT LIFE ENERGY sorcery, the 
life force is absorbed into the enviroment. The drained CON 
poSnts can be added to any other sorcery to increase its strength 
or duration. This DIRECTION takes place Por the alloted DURATION. 
The implication is a low SE must be tot•lly prepared to use it or 
lo%� it. 

Th� faster the liPe energies of a target are drained, the g�eater 
the chance that it cannot be �hanneled properly, therefor lost to 
th� sorcerer. Therefor this sorcery is best used in an controled 
environment, r ather than as an of·f-ensive attack. Also, the victim 
can 'l"egain lost CON points i.P the DURATION is long enough. This 
is a great advantage for th� sorcerer as he can tap a continous 
source o.P energy. 

The- percent loss of EACH CON point -for DURATION is as follow<:.: 

i. MELEE ROUND: 75z· 

ii. MINUTES : 50% 

iii. HOURS: 25'Y. 

iv. DAYS: 10'Y. 

v. YEARS: 0% 

vi. DECADES: O'Y. 

VICTIMS WILL REGAIN LOST CON AS PER WHAT PRICE GLORY RULES. 
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v. BEWITCH <WIS v s  MR> 

Th� target wi l l  be deceived into be lieving what the sorceror 
wau t. s. 

vi. ANlMAL CONTROL <WIS> 

Cau attempt to control any anin1al whose INT i-s: LESS than the 
ca�. �.er s. 

vii. FEt\11 <INT vs MR> 

As jn Fear spell 

viii. DElC::CT LIE <WIS> 

Catt deteT'mine if! target i.s l ying. 

ix. DEH::CT MAGIC, SORCERY, MIRACLE <WIS) 

Cat1 detect if MAGIC, SORCERY, M!f<ACLE has taken p l ace, taking 
p l <1ce, or wi 11 take p l ace. Ther·e is a 257. chance that the 
su(cessful sorcery can determine exact l y  what was/is/wi l l  be c�st. 
Roll a d4, a "1" determin�s taht the sorceror has dete�mined 
en(•ugh oil the nature oil the ma�ics, sorceries, or mirac les, to 
ac{:1Jal l y  employ the ALTER MAGTC aspect o F  the DEFLECT/ALTE:.R MAGIC 
sorcerory. T'ime frame is measured as time effect. 

x. DEFLECT/ALTER MAGIC <INT> 

If succe s s f u l ,  the spe l l  i s  T'endered haT'm less to the sorceroT'. 
Th(·re i s  a lO'Y. chance that this sorcery wi l l  cause the spe l l  to 
hil the sp e l l -caster. If the DETECT MAGIC, SCtRCERY, MIRACLE' 
sorcery was cast and the exatt nature o F  the det�ction was made, 
th�· soT'ceror can a lter the "spe l l. " This is soley up to the .Judges 
di�.cretion, but sho u l d  remain within the conPines of the original 
SP(" l l, sorcel'IJ• OT' miracle. The Judge should .:: l so be careful ot 
stif- ling cT'e.::tive sorcerol's. Exampl e s :  An ALTER CHARACTER 
AT'r!HBUTE sorcery cou l d  be � l tered to increase the tat·get ' s  
at�ribute; a WALL OF IRON s p e l l  c o u l d  be a l terc-d t o  form a "-fALL. or
RUST. Handling miT'ac les are more difficult because of thier 
natul'e1 and the Judge may e l ect to DEFLECT, rather than a l ter. 

xi. ELlXARS<Pi <INT> 

Ca11 make l ongevity, ensl avement., revitialization, disease .::nd c.ur-e 
di �·sease, ward off <as in sec ts, etc. >, love. S1 R, D£:'.X1 or other 
spNiality exliars. 
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x i i . !NFL UENCE I NNATE <CON> 

x i i i . 

Can alter th ings made from earth mater i als to a spec i f i c ends. 
EH1mples aT'e: Bend metal, alter stone, move gr•eenery. 

FORMULATE EXOT I C  MATERIALS <P> <INT> 

Ca11 manufacture spelled materials, as a crystal ball, a sword that 
wo11't break, absorbt i on stones, property altering mc.;terials 
< i . e. , solid to l i q_ u i d) ,  etc. 

x iv. SUMMON M I NOR DEMON 

Cati summon a low class demon a� pel' the DEMON. TABLES. f-or the 
DURATION of the sorcery, the demon i s  at the command of the 
soT'ceror. Upon the moment of expir.:!ti on ·of t h e  durat i o n, the 
demon exper iences Word o F  Recall, and i s  automati cally telepoT'ted 
ba( k t o  its home plane. 

xv. CONTROL
' 

DEMONIC FORCES 

C�:H1 control the demons, or demon Porces as dreams, n ightmare 
stt•rms, etc. The eneT'gy expended depends on the f'OWER r�ting o F  
the· demo n i c  fol'ces. In ADDITION to the CON p o i nt e x pended upon 
th� sorcel'y, t h e  caster must expend additi on�! CON p o i nts to the 
control o F  demon i c  forces as outli ned below. 

i. !=Dreams, N i g h tmares, Poltergh iests. +O CON 

i i . 2=Ethereal to coporeal man;festions. +1 CCIN 

i i i . 3=Minor Demons. +2 CON 

iv. 4=MaJor Demons. +4 CON 

v. S=Demon Lords. +6 CON 

x v i .  SHl'.PE CHANGE 

x v i i . 

Cari alter sh apes. Mass must bf:' relatively close to target'� 0U1n 
maLs, although the s i z e  can be s i gn i P i antly larger or smalle�. 

ENCHANT WEAPON 

A terget weapon may be emparted U1ith a sorcerous ench �ntment. 
Ty1• i cally the enchantment pertains to t h e  n�turc o� the weapon, 
an(: i s  gl'anted at the d i scT'etii.1n of the -Judge. Th i s  ench at1tn1ent 
ma11i fests itself as a brief, but v i sable aura th�t o r i g i nate� from 
tht· caster 's head or hand and reaches out to envelop the target 
we..:1pon. T h e  enchantment is automatic, UNLCSS the ua:·apon is 
ma�!ical, intell i gent, or resistant to magic. In th i s  case, t h e  
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we.:q.1on will get a SAVING throw. 

Enchantments suggested at'e outlined below: 

I.  Weapon "hits" every time; �O/SO on FP/HtK damage. 

I I. Bladed weapon causes would to bleed +1 d4/ld10MR. 

I I I. Blunt weapon bT'eaks bones upon a hit that inflicts HtK d•.-g•. 

IV. WeapQn takes away MP rathe1· that i-P/HtK. 

v. Weapon incT'eases/dect'eases in modifiers. 

i. 

i i. 

) i i. 

iv. 

LEVEL I 

LEVEL I I  

LEVEL I I I  

LEVEL I V  

S E  = 1 -2; <+I-> 1 d4 

SE' = 2-'! ; ( +I -) 1 db 

SE' - 4-b; {+/-) 1dS 

SE -· 6-81 (+/-) 1 d 1 0  

Oepending o n  the SE: 

I F  1-\ 1/d20 I S  ROLLED, THE ENCH�.NTHENT WILL LAST +1d4 f)\JRATION 
STl-:PS LONGER. 

3. LEVEL J I I  75%; Success: 1D12; SE=4-b; Save 1d4 

i. READ M I NDS < I N T  vs MR> 

Mi11ds can be read: 1d4 number of minds at a time. 

ii. TRANSMUTE FLESH <INT vs CON> 

Flr•sh can be turned to stone, glass, metal, wood. 

iii. L I FC::: DRA I N  <S·-P) <CON vs CON) 

Target's HtK is halved. <S-P, or semi-permanent. HtK can only be 
re�! a in e d vi a b onus r o 1 1  s ONLY. ) 

iv. GLAMOUR < I N T  vs W I S> 

Th� physical environment is altered to the sorceror's will in a 
radis e�ual to 3- 1 8  yards for L3, and 1 - 1 00+ C 3d6> �ards for L4. 
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v .  RENDER UNCONSCIOUS < I NT v s  CON> 

Ta1·get is rendered unconscious. L3 rolls ld4: 1=MR, 2=MINU1'ES, 3 
ANH 4=HOURS. L4 ro 1 1  s 1 d6: 1=MR, 2=MINUTES, 3=HOURS, 4=-DAYS, 
5=WtEKS, 6=MONTHS. The target cannot be awoken by any means other 
than those of magical nature <as a potion, a magic spell, etc> , 
BE�ORE t h e  time limit duration. Aft�r the time limit elapses, the 
ta1·get awakes. 

vi. READ ENTRA ILS <WIS> 

So1·ceror can read the past. present, f!utuT'e, as id4 days. An 
add tional CON point enables the sorceroT' to up the TIME ST�P by 
onf· <days, weeks, months, years, dec�des, ce-nturies). The Fc:rther 
aw�y from the present, t h e  less accurat� the reading. 
DAYS=accurate enough; WEEKS=20% loss in acct1raqp MONTHS=- 30X 
lo��; YEARS=SOf. loss; DECADES=70% loss; CENTURI ES=BOf. loss. 

vii. SUMMON MAJOR DEMON <INT) 

viii. 

So\·ceror can summon a maJOT' DEMON fol' the DEMON PLANER REALMS, and 
then ONLY if h e  knows its n�me <all maJOT' demons have names, as 
opposed to minor demons who do not>. Upon a succt·ssflul sorcery. 
th�· sorcel'oT' MUST T'O 11 f!or the CONTROL OF DEMON I C  FORCES. If he 
fa)ls, he cannot control the de:mon: roll 1d4: 1=demon l'eturns to 
deruon planer realm with a 2SX that he takes the sorceroT', 
2-:{=demon attacks sol'ceror, 4=vemon binds the �orceror to worship 
fol· 1 -100 yeaT'<S. I f  the sorceror dies before the Worship Bind is 
dui·1 the sorcerol''s spirit will sent to the maJOl' demon fol' the 
du·1·.:ition o.P t h e  Bind*10. 

lN81ILL ESSENCE < I NT> 

This sorceT'y will take the special properties o P  an obJec.t 
Ca11imate or inamimate> and consolidate them into the desired for• 

or vessel o-F the sor cerol'. Coup 1 ed with FORMULAT"E E XClTIC 
MA·r::RI ALS, an artifact that can activate the instilled essenc.e can 
ma11ufactured. Example: The es;sence of the B.r:silisk that turns 
living beings to stone can be captuT'ed, instilled ittto a 
fo1·01ulated exotic material, salJ .a glass eye, and then used to b11 
th� sorcerer to turn beings to stone <he might l'eplace one of his 
own eyes with the exotic material>. 

ix. POlGON D I S CHARGE ATTACK <CON vs CON> 

ThSs sorceT'ous POISON ATTACK manifests itself into a physical 
"cltal'ge11 that can stl'ike even al'mored targets. lhere- is the 
in>tial damage From t h e  strike, but even more deadly is the po�ion 
th.cit invades the body. IF the tar get c.::n �ave through the 
dur·ation of the po.ison, then the target lives. However, if the 
ta1·get cannot make the saves, dies. <Refer to the Judge. > 
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This i s  a pu1'p l e  ol'ganic- like dischal'ge eminating from t h e  hand up 
to 30 fleet. "To hit" is ·>-4 for moving targets and +6 for 
st<1tional'y targets. Contact dc::mage is 1d4 Ht�<.. There is no save 
ag<"iinst the Dischal'ge itself, only against t h e  poison. 1 h e  
Di�.charge l eaves a burning gaping wound on t h e  victim. For BAVE. 
vs POISON, rePel' to the judge. 

x. FUYURE VISION <WIS> 

Futul'e Vision � l lows t h e  sorcel'Ol' to see t h e  Puture beginning 
tht• precise time t h at t h e  sol'cery is cast. No matter how long 
duration, the vision wi l l  have an iricreasing p�rcent el'ror as 

at 
the 
the 

vi �. i on pr o c e e d s at 1 O'Y. p er du r a t i on p er i o d . l P th e d u r � t j on is 
HOUf?.S, the second hour h a s  a 10% error margin, t h e  third houl' a 
20%, etc . , until lOO'Y. error occurs at t h e  e l eventh h our. 

ThS<:i difl�el's f!T'om the READ sol'c:eries, as t h e  Vision pert�iras to 
th� casteT' and h i s  immediate enviT'onment and personal Puture, and 
cannot be extended beyond this range. The vision does not take 
p l �ce over a period of time, but is instant l y  transFerred to the 
ca-:.ter's mind and becomes as a memory <since it is a future that 
ha�. " occured, " it becomes th e past. ) This can especia l l y b e  
efl�ective during me l ee, batt le, or adventuring. Once t h e  caster 
kn(•WS what actions an opponent wi l l  take, h e  c�n e�sily counteract 
th�· opponent. I f  t h e  caster sees that he 

·i.,. eaten by e; htjdl"a 
during an adventure, he can avoid the beast b� taking a diFPel'ent 
l'o:.ite, OT' abandoning the adventuT'e. 

Fo-· the purposes of melee, once the sorcery h a s  been cast, he can 
choose not to take any damc:ige, ol' not to be ef!.f!ected blJ ...agics 
CJl•dge's discretion>. Once t h e  E"rT'or zones are entered, the 

ca�ter must take damage in correl ation to t h e  erT'or factol'. For 
ex<imp l e :  Sugtook the SorceT'OT' i s  being staked out bl.I an 
adventuring par·ty. He casts FUTURE VISION For a d urat iot1 o F 3 
da�s. I f  h e  sees melee on the thiT'd day, and chooses to engage 
it, h e  wi l l  take 20% o-f! t h e  damage l'O l l ed. 

xi. OP�N LOCAL PORTAL <INT> 

This sorceT'y opens a p l anet' portal any distance up to 1d4 miles 
t h 1.•t the sorcerer wishes. The portal appears before the sorceT'or, 
and where t h e  portal exits can be seen on t h e  othel' side. An 
ex<1ct l ocation is not necessary to pronounce, but it is. more 
ef·flective if the place is known. It can be approximated c:� "200 

ya1·tls north, 11 or " Beyond those mountians. 11 

Th(• portal wil l  remain ope·n cJS calcu l ated by normal dut·ation 
fa(tors, but can c lose upo� the sorceT'ol''� command. lhis 
sorcerory is good for passage tht'ough very diFficult tel'r�in. 
entry into a fortress, or escape from emnient danger. 1he portal 
is circu lar and about 6' diameter, but can be doubl ed in s i ze Por 
an additional to l l  of 2 CON, and i� only l imited by t h e  caster's 
CON. <A porta l about 96' in diameter would cost an additiona l  1 0  
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CON p oints. 

xii. STt'\CIS <INT vs CON> 

xiii. 

Th>s wi l l  p l ace a target into stasis, comp letely p reservi ng the 
tat·get as if no time passes. Only if the tal'get is living, i s  
th�re a saving throw. The stasis wi l l  l as t  through the duration, 
or at the command of the sorceror. The range of the stasis F i e l d  
i s :  L3 = 1 d 1 0  yard s ;  L 4  =- 2-24- yard s. Ever1,1 l ivit1g being ir1 the 
taq:i et area · must save. Ho111ever, the sorceror can direct the 
st.:;<.:. is s orcery at one individ u .:l l  target i F he s o  chooses. 

ANfMATE <INT> 

This s orcery wi l l  animate an inanimate o bJect. Any s i z e  obJect 
car 1 b e an i mate d , b u t l o g i c mus t. b e u s e d as a g u i d e l i n e as to th e 
nature of the animation. For the nature of the animation, use the 
tait l e  b e l ow, as addiational CON p oints must be expended Por 
contro l .  The natuT'e of the movements is up to the sorceror and 
th(· �udge. lhe animated object wi l l  p erform wh.::t is p hysic� l ly 
p o�.sible, and l o gica l l y  p l ausi b l e. 

i. HUMAN SIZE OR SMALLER: 1 CON per TIME DUR�TlON. 

ii. HUMAN TO LARGE SIZES: 2 CflN per TIME DURATION. 

iii. LARGE TO GIGANTIC: 4 CON p e r  lIME DURATION. 

Thjs s orcery is eFfective for " b l ocking, " or one time movements. 
Only a very p ower f u l  s orceroT' could animate an o bJect and continue 
to control it for comp lex movements. 

xiv. FOHCE FIELD <INT> 

A force fie l d  is generated, and can be "shaped" in an� 9eometr� 
th� caster wishes. Nothing an p enetrate the Poree field , physical 
at\:ocks <even by magic weapons), magic, c lerical attacks, 
p s >onics, or other s o rceries. It usil l  "void" any type oF natural 
or �up ernatural f o rce. 

L3 sorcerors can create a field that has 1d6 s�uare yard s surface 
arh:?1 and L4 s orcerors create 1d12 square yard�. surface area. lhe 
surPace area c.::n be d o u b led for every 2 CON p oints a l l ocated to 
SIZ�, and can last one add itional TIME PERIOD Per each CON point 
a llocated to DURATION. <The s orcerer can choose to incre�se the 
fi(•ld s i z e  aPter the initial sizxe i s  determined. > 

xv. CONTROL MONSTER <INT vs MR> 

This s orcery attem p t s  to gain contr o l  over creatures in the 
Mo\1ster catagory. This s orcery as sumes that the PC/NPC h�s a 
s p (·cia l ity in terato l ogy. If the sorcerer is not a terato l ogist, 
adverse modifers are added <below>. Monsters fa l l  into catagories 
Vi{• their experience, regard less of their s p i ece�;. The ca$ter 
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mu�.t make h i s  INT roll, then the target w i l l  SAVE v s  MR. 
Tyjtically those monsters w i th h i gher INT, or of a magical nature 

w i )l have a h i gher MR, and thereby be h arder to control. 
Re�erence the catagory l i s t  be l ow. 

On(e the sorceror has establ i s hed control of the target, the 
mo11ster will respond to commands FoT' the TIM� PERIOD of the SE, 
ref!ardless oil the d i stance. I.fl d i rect self-destructive con1m�nds 
<it... "Jump off a cl if-fl. 11) ar-e g i ven,.. there is a 25% chance that 
th� monster w i l l  break free of. the sorcerer's control. However, 
no such chance exists For a command as, "De.Pend me against that 
dr-i'lgon. 11 

If the sorcerer's attempt fail�, or the target saves, the mon�ter 
wi)l attack the sorcerer w i thout delay. 

Fo�· those Mosters with greater e:<per i ence l evels, the so1·ceror 
mu�t expend �dd i t i onal CON p o ints as shown below. The adverse 

mod i -fl i ers <AM> re Flect the lack of knowledge bq the sorceror o, 
th*· target. A Teratologist would know the l i n€·age, the strengths, 
we<1knesses , etc. , of the ffi(lnster, there.Po�· hc..ve a d i s t i nc t  
advantage i n  control ing it. Although a non-teratologist might 
kn(•W something about a troll. detailed knowledge would give h i m  
better control. 

i .  i=ER< 

i i . 2=ER< 

i i i . 3=ER< 

iv. 4=ER< AM= 

v. 5=ERC 

v i .  6=ER<: 

v i i . 7=ER<: 

v i i i .  8=ER:> 

4. LEVE� )V 1 00%; Success : 1020; SE�6-8; Save AF<d20 

i .  BRAINWASH <INT v s  MR> 

Ta-rget i s  brain washed i n  any n1anner that the s or ceT'OT' w i shes. 
The target i s  complete l y  una�aT'e that h i s  mind has been alteT'ed, 
an(l i s  convi nced that any altera t i on of thought by the brainwash 
i s  h i s  very own thoughts. 



ii. AL'l't::R NATURE <INT vs CON> 
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Cati al ter nature o r  natural ev�nts. Examples are, but .::re not 
liruited to: alter wind speed and direction; change rain; direct 
and a l ter denisty of fog, prolong and shorten weather occurances; 
alter the cycle of p l ants (as cause the trees to die, or crops to 
T' i �·en) . 

iii. DECOMPSE FLESH<?> <CON vs CON> 

Fl�sh decomp oses as rotten. It begins at the l imbs Cd4) and 
advances towards the torso. Within 3-18 MR the entire body will 
be made of decompo sed flesh; death will follow within 2-12 d�ys. 
Th� decompo sition can be s t o p ped by am�ut�tin9 the appendages 
before spreading; the CLERICAL REMOVE CURSE; various magics, and 
s p (•cial potions. 

iv. ANJMATE PEAD <CON> 

Tht• dead can be animated to answer to the sorceror, 
de(:·Q. 

v. TUkN TO UNDEAD <P if SAVE Fai l s >  <CON v s  MR/CON> 

in word and 

If target fails, he wi 1 1  b ec omt< UNDEAD in 1 -4 clays. Orie e UNDEAD, 
he wi l l  be an extension of the s or�eror's wi l l . It can be removed 
or s t o p ped by a CLERICAL MIRACLE . The sorceror can, at will, see 
th,·ough, hear through, and talk through any on� of his undead, one 
at � time� 

vi. CONTROL NATURE <INT,WIS,CON> 

Contl"ol ongoing occul"ances by natuT'e1 
flhods, droughts, swarms, etc. Note: 
or end these events, only control them. 

vii. VH1LENT WEATHER 

as storm�, earthq_uakes. 
This �oT'cPry cannot begin 

Th�· caster can create, at1d cont.reil f!or the sorcerous duration, the 
se J ec ted weatheT' pattern. Depending on the pat tern, the viol ence 
wiJl continue AFTER the duration, but wi l l  begin to diss apate. 
Extra CON is needed, and is stated be l ow .  The weather e��ects can 
be doubled by trip ling the CON expended. 

i. Tornado +lCON 

ii. Cyclone +lCON 

iii. Temp test +lCON 
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iv. Squal +lCON 

v. Malestrom +-2CON 

vi. Thunder Storm +-2CON 

vii. Lightning Storm +3CON 

viii. Hurricane +-SCON 

viii. ENSLAVEMENT <WIS vs INT/WIS/MR> 

Ta�get becomes the sorcerer's slave and is completely compelled to 
do his bidding (sel.P destructive or not>. The target can be 
co�pletely unwilling, but still obeys the caster without question 
or hesitation. 

ix. RENDER COMATOSE<P if SAVE Fails> <INT vs CON> 

Ta·1·9et is rendered and remains in a coma. 
ma� i.cs only. 

x. READ STARS <INT> 

Can be brought out via 

Siruiliar to read entrails execpt that the probab-ility oP accuracy 
is much greater, and the sccipe is on a much grander scale. Not 
onJy can people and worldly events be poled, but also the .Pate of 

pl�nets, star systems, races of peoples, progression of Ages, etc. 
Acc. uracy of the reading: DAVS=acc urate; WEEKS=acc ur.cote; 
MONTHS=accurate; YEARS=5% loss; D�CADES=5% loss; CENTURIEG=·!OX 

lo�s; MILLINEA��OX loss; EPOCH=COX loss; PERIOD=40%; ERA=50% loss. 

xi. SUMMON DEMON LORD <WIS> 

Siruilar to SUMMON MAJOR DEMON. The differences are in the demon's 
poltlers. and the .Pailure matrix. FailuT'e roll 1d4: i=Demor1 Lor·d 
returns to his plane with the sorceror; 2=Demon Lord turns upon 
th� sorceror; 3=Demon Lord binds the Sorcerer to his will; 4=0emon 
Lo,·d uses the soT'ceror's li�e's energies to operate us/in the 
material plane, and the sorcerer becomes the Demon Lord's slave. 
Upon the sorceT'or's death, the Demon Lord returns to his native 
T'e�·:lm. <If the Demon LoT'd stays in the plane, the moT'e activity, 
th� quicker the soT'ceror's life energies ere used. Judge's 
di�-cT'etion. ) 

xii. CIRCLE OF PROTECTION 

Th� caster depicts a speci�ic geometric pattern upon a flat 
suT'�ace. He then sta'(lds within the geometry .:ind c.asts the Ci1·cle 
of Pro tee ti on sore ery. FoT' the: entire duration, h c is imp er vi ous 



x i i i .  
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to any attacks. Phy s ica l ,  cler i ca l ,  magica l, demonic, psionic, 
natur a l ,  or extra-p laner. During th i s  time, the sorceror is free 
to perform other sorceries or activities. However, he must remain 
w i t h i n  t h e  geometry to remain p+otected. T h i s  is especi� l lq 
effective dur in� a natural catac l y sm, or for absol ute protection 
from t h e  summoning o F  a Demon Lord. I F  the Magic Geomet�y i s  
br.:1ken, t h e  soT'cery i s  cance lled and the SOT'cer or i s  subject to 
att�ck. 

LH�:-tTNING STRIKE <INT) 

The target <s> are struck by l i ghtning. id6 target� can be struck 
wU.h 3d6. Damage is d i v i ded among t h e  targets. A s i ng l e  target 
rereives a l l  damage. A l l  damage i s  HtK. Ther.e i s  no save. 1he 
l i ghtning strikes from around t h e  target<s>. For each add i t i ona l 
CON point added, another 1d6 c<.in be added to damage>. If 5 CON �n·e 
added, t h e  damage i s  8d6, or 8-48HtK. 

x iv. STHANGULATION <WIS vs CON> 

3-1�' MR. 1d4 tc:rgets cen be strangled. 
the dead l y  cycle, and the GREEN p o t i o n  

V i ( t i m < s )  are strangled i n  
Di�.pe l l  magic can break 
immeidat e l y  a F ter death 
life-s ustaining e x l iars or 
ea�h effected target by 20%, 
ta�·get can attack. 

can revive <�l ong . with other 
potions>. E.ac;h MF< wi l l  reduce MP F o r  
so that a·Pter !':> MR, n o  e F Fee ted 

x v .  MOl.l.::.CULAR DISRUPTION CP i F  save fa i l s )  <INT v s  CON or SlR) 

Th� target's m o l ec u l ar pattern i s  d i sr upted causing the target to 
be torn asunder at t h e  molecular level. T h i s  causes t h e  t�rget to 
cowp letely l os e  its coh erence, and appearent l y  disenti grate. I F  
th� target i s  l iv ing, SAVE vs CON; i F  i nn�te use STR. Lar·ger 
ta1·gets demand a more power f u l  sorcery. For humaniod s ize 
tavget s ,  t h e  sorceror takes the deduction in S� and CC.�N. h o wever, 
fo1· larger targets. h e  must expend add i t i onal SE and CON p o i nts in 
CU\SSES, as bel ou1: 

i. 1 = MINATURE 1SE, 1CON 

ii. 2 = SMALL ANIMALS, BTRDS 1SE, !CON 

i i i . 3 = HUMANS, NORMAL HUMANOIDS 1SE, 1CON 

iv. 4 = ENHANCED STRENGTH FOR CLASS <Bonuses, +!9 STR, 
1CON 

v. 5 = LARGE ANIMALS OR MONSTERS 4SE, 6CON 

etc) :I SE, 

v i .  6 = GIANT ANIMALS, MONSTERS, AND OTHER SUPCR-STRENGTH BEINGS 
6SE, SCON 
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If n o t  e n o u g h  p ower is a l l ocated t o  t h e  t a r g e t ,  t h e  targ e t  is 
t o ta l l y  une Ffected. This causes t h e  sorc�ror to b e  
conservative, a s  h e  must u � u a l l y  overestimate t h e  p ower t o  b e  
a l l ocated. <Examp l e :  SQr u k  t h e  Crimson o p ens a p or ta l  t o  
Sartok t h e  Great's lair s o  t h a t  h e  can s t e e l  t h e  Orb of t h e  
Ear t h .  U p on entering t h e  lair h e  e l located CLASS � t o  
MOLECULAR D I SRUPTION against Sartok. A s  t h e  sorcery t a k e s  
p l ace, it is t o o  weak t o  en v l o p e  Sartok a n d  is dispenced. 
Seeing t h e  p owerful s o r c e r o u s  at tack, Sar t o k  a t ta c k s  b� 
s p itting venom; h e  r o l l s  a 7 on a d 1 2  �or p oison e F fe c t .  7 
d20s are r o l led, 17, 2, 13, 7, 5, 10, 20, fo-r .:: t o t a l  ea F 7'4 
HtK. Saruk t h e  Crimson h � s  28 HtK, and dies midway t h r o u g h  
t h e  3rd MR, b u t  continues to ta·k e  damage ·:1 c1r 7MfL Need l e 5 s  t o  
s a y  h e  s h o u l d  have a l l ocat�d t h e  p ower to C l a s s  6 .  > 

T h is sorcery emana tes from t h e  caster's hand as swift swir l in g  
g r � e n  tentica l s  t h a t  en g u l f  t h e  target. I F  the target SAV�S, t h e  
ten tica l s  cannot p enetrate t h e  target and vani � h . I f  t h e  t a r g e t  
fa > l s its save, t h e  tentic a l s  penetrate and t h e  t � r g e t  disa p p �ars 
in a most pain f! u l  way in 1d4 Mk, For human size or s ma l l er ,  and 
1 d 1 2  for l a r g e r  targets. 

xvi. OPEN PLANER PORTAL 

xvii. 

x viii. 

Acts a s  OPEN LOCAL PORTAL. , b u t  t h e  sorceror c an open a p or t a l  
anu�here o n  h i s  p l ane. 

D I M�NS IONAL WINDOW 

Th i s  sorcery creates a viewing p or tal t o  a n o t h er dimen sion. This 
dimension can then b e  viewed. T h e  Window cen a l s o  b e  moved 
anywhere in t h a t  dimen sion for t h e  duration o P  t h e  sorcery. l his 
v i 0wing i s  one way o n l y  ( th e  'view dimen sion ' i� unaware of t h e  
vi E<t11ing p or ta l > ,  b u t  c a n  b e  made two way b y  a l l  oca t. i n g  another 2 
CON p oints. HoweveT', i t  can tie detected b y  v�r i o u s  magics in t h e  
ta1·get dimen sion. 

OP�N DIMENS I ONAL GATE 

T h {• caster opens a g a t e  to a n o  th e>r < target ) dimension. T h e  
o p rrating parameters for t h e  Gate are t h e  same a s  Local Por t a l .  
Th r· Gate i s  one wa y ,  b u t  can b e  made two way b y  a l  l o cating an 
additional 4 CON p oints. 



CONC ISE L I ST OF SORCER I E S  

1.  LEVEL ) 25X; S u c c e s s  : 104; SE=1-2; Save idS 

i. DOMINATION < W I S  vs MR > 

i i. FAM I L I AR < I N T >  

iii. PO'flONS 257. < I NT > 

iv. FORMULATE ELEMENT < I NT > 

v. CH�MISTRY < I NT > 

vi. PRYDTECHNIQUES < I NT > 

v i i .  ALlER CHARACTER ATTR IBUTE C CON v <:.  CON> 

vi i i .  SUMMON ELEMENT P.L 

ix. REt'\O MAG I C  

x .  PAi .MISTRY 

x i .  D I VINE 

xii. PREDICT WEATHER 

x i i i . PR�DICT AC T I ON/REACTION 

2. LEVEL l !  507.; S u c c e s s  : 106; SE=2-4; Save 1d6 

i .  TONGUES < I NT > 

i i .  EX"fRACT L I FE ENERGY 

iii. D I RCCT L I F E  ENERGY 

iv. BEWITCH < W I S  vs MR > 

v. AN I MAL CONTROL C W I S >  

v i  . FE/\11 C I NT vs MR ) 

v i i . DElCCT L I E  C W I S )  

v i i i .  DETECT MAG I C ,  SORCERY, M I RACLE < t.J I S >  

ix. DEFLECT/ALTER MAG I C  < I NT > 

x. EL ) XARS < I NT > 
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xi. INFLUENCE INNATE <CON> 

xii. FORMULATE EXOTIC MATERIALS <INT> 

xiii. SUMMON MINOR DEMON 

xiv. CONTROL DEMONIC FORCES 

xv. SHt-\PE CHANGE 

xvi. ENCHANT WEAPON 

3. LEVEL )II 75%; Success: 1D12; SE=4-6; Save 1d4 

i. READ MINDS <INT vs MR> 

ii. TRANSMUTE FLESH <INT vs CON> 

iii. LI�C DRAIN <CON vs CON> 

iv. GLAMOUR <INT vs WIS> 

v. ·RENDER UNCONSCIOUS <INT vs CON) 

vi. REnD ENTRAILS <WIS) 

vii. SUMMON MAJOR DEMON <INT vs INT> 

viii. INHl ILL ESSENCE <INT> 

ix. PQ)GON DISCHARGE ATTACK <CON V $  CON> 

x. FUTURE VISION <WIS> 

xi. OPEN LOCAL PORTAL <INT) 

xii. STl\SIS <INT vs CON> 

xiii. ANIMATE <INT> 

xiv. FORCE FIELD <INT> 

xv. CONTROL MONSTER <INT vs MR> 

4. LEVEL JV 100%; Succe$S : 1D20; SE�6-8; Save AF<d20 

i. BRAlNWASH <INT vs MR> 

ii. ALYCR NATURE <INT vs CON) 

iii. DE COMP SE FLESH <CON vs CON> 
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iv. ANTMATE DEAD <CON> 

v. TURN TO UNDEAD <CON vs MR/CON> 

vi. CONTROL NATURE <INT, WIS.CON) 

vii. VIOLENT WEATHER 

viii. ENHLAVEMENT <WIS vs INT/WIS/MR> 

i x. RENDER COMATOSE <INT vs CON) 

x. RE�D STARS CINT> 

xi. SUMMON DEMON LORD <WIS vs INT> 

xii. CIRCLE OF PROTECTION 

xiii. LI<.:HTNING STRIKE <INT> 

xiv. ST�ANGULATION <WIS vs CON> 

xv. MOILCULAR DISRUPTION (INT vs CCIN oT· STR > 

xvi. OPEN PLANER PORTAL <INT> 

xvii. DIMCNSIONAL WINDOW 

xviii. OPFN DIMENSIONAL GATE 
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