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Welcome to the 12th issue of Express Additions!
In this issue, we take a look at an altogether new way

of handling Level Bonuses for characters. We also bring
you an option on layering armors.

And we top off the issue with 3 new professions; the
Archer, the Scout, and the Beastmaster.

Enjoy!
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NEEEEEWWWWW OPTIONSPTIONSPTIONSPTIONSPTIONS

IIIIIRRERRERRERRERREGULARGULARGULARGULARGULAR L L L L LEEEEEVELVELVELVELVEL B B B B BONUSESONUSESONUSESONUSESONUSES

Under the normal core rules, most professions will
get a limited Professional Bonus. Fighters get a +3 per
level to 20th level and then an additional +1 per level for
each level afterwards to each and every combat skill (OB).
Pure and Hybrid spell users get a +1 per level to all spell
casting, but no bonuses to anything else.

Professions like the Bard and the Ranger only get a
+1 per level to combat skills, but no bonuses for any
other skills, such as those that may be important to their
profession. For example, the Bard would likely want a
bonus on his Music skills or his Singing skills, but he does
not receive any such bonuses under the core rules. In fact,
he doesn’t receive any bonuses to his spell casting under
the core rules either.

RMC Character Law also contains at least 2 different
options for Level Bonuses, one based on RM2, and the
other based on RMSS/FRP. However, this option works
by providing specific bonuses to specific categories of
skills, and like the core rules on level bonuses, there is no
flexibility built into the system. No way to generate
unusual characters, like a Fighter who has bonuses to
magical lores due to his background.

That is where this option comes in…

TTTTTHEHEHEHEHE B B B B BASICSASICSASICSASICSASICS

This option is relatively simple. The player is
given 10 Level Bonus points and he gets to assign
them to specific skills of his choice. Of course there
are a few guidelines and rules that must be followed.

• The Player may not assign more than a
+3 per level to any single skill.

• Each Level Bonus applies only to a
single instance of each specific skill
(i.e. a single craft skill, not the all
crafts) except as noted below.

• The Spell List Acquisition skill is
divided into Base Lists, Open Lists,
and Closed Lists for the purpose of
assigning Level Bonuses. The Level
Bonus assigned to each category
applies to all lists within those
categories. Some options may
allow for learning lists outside of
these categories, no Level Bonuses
may be assigned to lists outside
the three categories.
        There are a number of
options regarding spell list
acquisition. Under the core rules,
the level bonuses would essentially
be the Base Spell Casting Bonus for a

list is the caster’s level, but only for pure and
hybrid casters. However that bonus would apply
equally to all spell lists. Under this option, the
level bonus is applied to the type of list only.

 Under other options, the character gets a skill
bonus equal to +1 per rank in the spell list. In
these cases, the level bonus applies to this skill
rank bonus, and thus the character has a
different Base Spell Casting bonus for each list.

• Level Bonuses for OB generating skills (weapons,
martial arts, Directed spells) will have their Level
Bonuses apply to all instances of each specific
skill (i.e. all one-handed edged receive the bonus
if one is applied to that skill listing).

• Once set, level bonuses may not be changed or
moved about for any reason without a GM’s
approval. If a level bonus is allowed to be moved,
all level bonuses for the old skill(s) are lost and
they are applied to the new skill.



3Express Additions  Issue #12

• If a GM allows level bonuses to be moved, then it
is strongly recommended that, in addition to the
strong in-game reasons, it requires an expenditure
of 5 DPs per point of level bonus to be moved (i.e.
changing a level, the GM lets a play shift 2 points
of level bonuses from one skill to another. This
means that the player has to pay 10 DPs to shift
those points, and they do not get shifted until he
pays for them when going up a level).

Note: It is strongly recommended that the player
work reasons for the level bonuses into the
character’s history and back story. This helps, in
the opinion of this author, bring the character to
life and thus makes him more enjoyable to play
because there is a greater investment.

EEEEEXAMPLESXAMPLESXAMPLESXAMPLESXAMPLES

In the following examples, I will be using the
professions and skill list as presented in the RMC/RMX
Character Creation Guidelines found at http://
www.ironcrown.com/index.php?page=igames/CharGen
on the ICE website as the basis for what skills are
selected and used.

EXAMPLE 1: FRAMIL THE HUNTER

Charles decides that he wants to play a character
whose has a background as a hunter. He selects Rogue as
his profession and sets his level bonuses as follows:

Missiles (weapon skill) +3/lvl
Stalk & Hide +2/lvl
Tracking +2/lvl
Perception +1/lvl
Lore: General (Local Area) +1/lvl
Foraging +1/lvl

EXAMPLE 2: TAUS THE WARRIOR MAGE

John decides that he wants to play a warrior mage
type of character. One who is agile and tough and good at
his job. He selects an Elemental Warrior as his profession
and sets his level bonuses as follows:

1-Handed Edged Weapons +2/lvl
Base Spells +2/lvl
Directed Spells +2/lvl
Perception +1/lvl
Body Development +1/lvl
Acrobatics +1/lvl
First Aid +1/lvl

LLLLLAAAAAYERINGYERINGYERINGYERINGYERING A A A A ARMORSRMORSRMORSRMORSRMORS

Recently, on the ICE forums, one of our posters cam
up with a question regarding the wearing of multiple
armors and how that would affect their DB and so forth.

The simplest solution would to be to not allow the
wearing of multiple types of armor, but there are also
creatures that have a natural AT and who might also
wear armor. Therefore, the following can be considered
to be the official rule regarding the wearing of multiple
types of armor:

When a character or creature has multiple Armor
Types (ATs), then its AT shall be considered to be the
higher of the two, and he receives a bonus to DB equal to
twice the lower AT, rounded off to the nearest multiple of 5.

Example 1: Rawg the Troll has a natural AT of
11, and for a coming battle he dons chain armor
(AT 16). For that battle, his AT will be AT 16 and
he will receive a bonus to his DB of +20 (11 x 2 =
22, rounded to nearest multiple of 5 = +20)

Example 2: Pius the Priest knows about some
bandits coming to waylay him. He puts on a
chain shirt (AT 13) under his robes (AT 2). This
gives him an AT 13 and a +5 (2 x 2 = 4, rounded
to nearest multiple of 5 = +5 DB).

In all instances, the modifiers and such given by both
armors are combined; this includes the maneuver
penalties, the quickness penalty, the missile attack penalty,
and the max pace. Natural ATs are considered to have a
zero for all of these penalties and modifiers.

ARMOR BY THE PIECE

If you are using the Armor by the Piece rules from
Combat Companion, things will be slightly different than
in the core rules.

For Natural ARs and armor, you use the highest AR
as the character’s AR, and then just total all of the DB
modifiers, and the maneuver modifiers/penalties.

For layered armors, it works much the same way,
however, you would also give an additional DB modifier
based upon the shirt/cuirass with the lowest AR that is
being worn (if more than one is being worn; this is
referred to as the Under Armor). In such cases, use the
following table to determine the bonus that the Under
Armor, shall provide in addition to all other additional
DB modifiers.

UNDER ARMOR BD MODIFIER

sruF/htolCyvaeH 3+

rehtaeLtfoS 3+

rehtaeLdigiR 4+

rehtaeLdecrofnieR 4+

elacSrehtaeL 5+

elacS)niahc(rehtaeL 5+

elacS)rehtael(lateMroniahC 6+

elacS)niahc(lateM 6+

etalP 7+

http://www.ironcrown.com/index.php?page=igames/CharGen
http://www.ironcrown.com/index.php?page=igames/CharGen
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NEEEEEWWWWW PRRRRROFESSIONSOFESSIONSOFESSIONSOFESSIONSOFESSIONS

ARCHER

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */1 stsiLllepS 02

rehtaeLdigiR */1 senuR 7
niahC */3 sdnaW&sevatS 9

etalP */4 gnilennahC 52
sllepSdetceriD 02

:sllikSlaicepS :sllikSlareneG
hsubmA 7/2 gnibmilC 5/2

scitsiugniL */3 gnimmiwS 6/2
sevoMlanerdA 6/2 gnidiR 6/2

esnefeDlanerdA 02 sparTgnimrasiD 8/3
strAlaitraM 7/3 skcoLgnikciP 9/3

tnempoleveDydoB 5/2 gnidiH&gniklatS 5/2
)lanoitpO(.veDPP 01 noitpecreP 5/2

:*sllikSnopaeW 5;8/3;6/3;7/2;7/2;5/1

=* .yrogetacnopaewelissiMehtnoogtsumtsocnopaew5/1ehT

In this issue, we shall present you with 3 new
professions for your gaming pleasure. I think that each of
the three will bring something new to the table and be
enjoyable for all those who choose to play them.

AAAAARCHERRCHERRCHERRCHERRCHER

The Archer is a non-spell user who specializes in the
use of ranged weapons. In addition to being an expert in
the use of bows and crossbows, the Archer is often an
expert in those crafts and other skills that are used in
making bows and arrows or the crossbow equivalents
or even slings.

Unlike other professions, the Archer’s lowest
weapon cost must be assigned to the Missile weapon
category. All other weapon costs may be assigned as
per the normal rules.

Normally, it takes a character 50% of their activity
to reload a sling, on up to 230% of their activity to
reload a heavy crossbow. However, for the Archer, all
reloading percentages are reduced by half. Thus reload
a sling only requires 25% activity, reloading long bow
only requires 40% activity and reloading a heavy
crossbow only requires 115% activity.

This means that an Archer can load and fire any
missile weapon, except for crossbows, in a single
round. And that he could load and fire a crossbow
every other round; all without any sort of penalty to
his OB.

Prime Stats: Ag/St
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SCOUT

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */1 stsiLllepS 01

rehtaeLdigiR */1 senuR 6
niahC */4 sdnaW&sevatS 7

etalP */5 gnilennahC 02
sllepSdetceriD 02

:sllikSlaicepS :sllikSlareneG
hsubmA 3/1 gnibmilC 5/1

scitsiugniL */3 gnimmiwS 3/1
sevoMlanerdA 6/2 gnidiR 4/2

esnefeDlanerdA 02 sparTgnimrasiD 8/3
strAlaitraM 7/3 skcoLgnikciP 9/3

tnempoleveDydoB 6/2 gnidiH&gniklatS 3/1
)lanoitpO(.veDPP 01 noitpecreP 3/1

:sllikSnopaeW 6;4;4;6/3;7/2;6/2

SECONDARY SKILL DEVELOPMENT COST TABLE

#DI llikS tatS rehcrA tuocS retsamtsaeB #DI llikS tatS rehcrA tuocS retsamtsaeB
)1 scitaborcA uQ/gA 5/2 5/1 6/2 )62 scitamehtaM eM/eR 7/3 7/2 6/2
)2 gnitcA mE/rP 6/2 5/2 6/2 )72 noitatideM DS/rP 7/3 5/2 4/2
)3 gnilaeHlaminA eR/mE 6/2 6/2 2/1 )82 cisuM mE/gA 6/2 6/2 6/2
)4 gnivaC eR/DS 6/2 4/1 6/2 )92 noitagivaN nI/eR 6/2 4/1 4/2
)5 snoitrotnoC DS/gA 6/2 5/2 6/2 )03 gnikaeps-cilbuP rP/mE 6/2 6/2 6/2
)6 yrekooC eR/nI 5/2 5/1 4/2 )13 yretsam-epoR gA/eM 4/2 4/1 5/2
)7 gnitfarC mE/gA *)6/2(3/1 6/2 5/2 )23 gniwoR tS/DS 4/1 5/1 4/2
)8 ecnaD nI/gA 6/2 4/2 5/2 )33 gniliaS nI/mE 6/2 6/2 5/2
)9 ycamolpiD nI/rP 6/3 6/3 5/2 )43 noitcudeS rP/mE 6/2 6/2 6/2
)01 gniviD gA/DS 6/2 6/2 5/2 )53 gnilangiS DS/eM 5/1 3/1 5/1
)11 gnipuD mE/rP 6/2 4/1 7/2 )63 gnigniS nI/rP 6/2 6/2 6/2
)21 noitacifislaF eR/DS 3 6/2 3 )73 gniikS DS/gA 7/2 6/2 6/2
)31 diAtsriF mE/DS 6/2 4/1 4/1 )83 gnihtimS gA/tS 5/3 6/2 7/2
)41 gnihctelF DS/gA 3/1 4/2 5/2 )93 yretsam-llepS seiraV 6 6 5/3
)51 gnigaroF eM/nI 6/2 4/1 4/1 )04 gnizag-ratS eM/nI 6/2 4/2 4/2
)61 yznerF DS/mE 6/2 6/2 6/2 )14 gnivrac-enotS gA/DS 7/2 7/3 6/2
)71 gnilbmaG rP/eM 4/2 6/2 6/2 )24 esiwteertS rP/nI 4/2 5/1 6/3
)81 msilabreH eR/nI 8/3 5/1 4/1 )34 gniudbuS uQ/gA 5/2 4/1 4
)91 gnidreH rP/mE 7/3 5/3 5/1 )44 gnikcarT eR/nI 4/1 3/1 5/1
)02 gnitsuoJ gA/tS 6/2 8/2 9/3 )54 gnidarT mE/eR 6/3 4/2 5/3
)12 gnikrow-rehtaeL eR/gA 4/2 4/2 5/2 )64 gnidliub-parT mE/eR 6/2 3/1 4/2
)22 lareneG:eroL ER/eM 3/1 3/1 3/1 )74 yrekcirT uQ/rP 6/2 5/2 5/2
)32 lacigaM:eroL eR/eM 6 5 6/3 )84 gnilbmuT DS/gA 5/1 4/1 4/2
)42 erucsbO:eroL eR/eM 7/3 7/3 7/3 )94 gnihctaw-rehtaeW mE/nI 7/3 5/1 5/1
)52 lacinhceT:eroL eR/eM 6/2 4/2 6/2 )05 gnivrac-dooW mE/gA 5/1 5/2 4/2

.6/2fotsocaevahstfarcrehtolla,3/1sitsoceht,stlob/sworradnaswobfognikamehtotdetalerstfarcroF=*

SSSSSCOUTCOUTCOUTCOUTCOUT

A Scout is a non-spell user who specializes in stealth
and in movement into and out of what is often a
dangerous area. He is also very self-reliant and
extremely skilled at surviving on his own in wilderness
areas. All of his skills are dedicated to allowing him to
travel unnoticed, to gather information, and to get back
with that information.

Prime Stats: Ag/Qu
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BEASTMASTER

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */1 stsiLllepS */4

rehtaeLdigiR */1 senuR 5
niahC */3 sdnaW&sevatS 6

etalP */4 gnilennahC 8
sllepSdetceriD 51

:sllikSlaicepS :sllikSlareneG
hsubmA 8/3 gnibmilC 4/2

scitsiugniL */3 gnimmiwS 4/2
sevoMlanerdA 7/2 gnidiR 5/2

esnefeDlanerdA 02 sparTgnimrasiD 4
strAlaitraM 4 skcoLgnikciP 4

tnempoleveDydoB 7/2 gnidiH&gniklatS 4/2
)lanoitpO(.veDPP 5 noitpecreP 5/1

:sllikSnopaeW 9;6;6;6;8/3;6/3

BBBBBEASTMASTEREASTMASTEREASTMASTEREASTMASTEREASTMASTER

The Beastmaster is a semi-spell user who uses
his affinity for animals to bind them to his service.
Between them and his own combat abilities, the
Beastmaster is a formidable opponent. The
Beastmaster has no compunctions about using his
animals in combat to ensure victory.

The Beastmaster profession may be of any
realm. When this profession is selected, the player
must select which realm he will be from. This will
determine what spell lists he has available to him (for
Open and/or Closed spell lists), and also determine
his second Prime Stat: In for Channeling, Em for
Essence, and Pr for Mentalism.

The Beastmaster has a total of 5 Base spell lists.
They are as follows:

Animal Ways
Beastmastery
Combat
Movement Enhancement
Sensing
These spell lists are detailed on the

following pages.

Prime Stats: St/ (In or Em or Pr)
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ANIMAL WAYS BEASTMASTER BASE

lvL llepS EfoA noitaruD egnaR epyT
)1 IpeelSlaminA lamina1 lvl/nim1 '001 mF
)2 IgnilaeHlaminA lamina1 P hcuot H
)3 seugnoTlaminA fles lvl/nim1 fles mI
)4 IIIpeelSlaminA slamina3 lvl/nim1 '001 mF
)5 IyretsaMlaminA lamina1 C '001 mF
)6 IIgnilaeHlaminA lamina1 P hcuot H
)7 yhtapmElaminA lamina1 C '001 mI
)8 IsnommuSlaminA lamina1 )C(lvl/nim1 lvl/.im1 mF
)9 XpeelSlaminA slaminA01 lvl/nim1 '001 mF
)01 IIIyretsaMlaminA slamina3 C '001 mF
)11 gnivigefiLlaminA lamina1 P '01 H
)21 IIIsnommuSlaminA lamina1 )C(lvl/nim1 lvl/.im1 mF
)31 eurTseugnoTlaminA fles lvl/nim01 fles mI
)41 VyretsaMlaminA slamina5 C '001 mF
)51 IIIgnilaeHlaminA lamina1 P hcuot H
)61 VsnommuSlaminA lamina1 )C(lvl/nim1 lvl/.im1 mF
)71 IIgnivigefiLlaminA lamina1 P '01 H
)81 VIgnilaeHlaminA lamina1 P hcuot H
)91 eurTpeelSlaminA lvl/lamina1 lvl/nim1 '001 mF
)02 XsnommuSlaminA slamina01 )C(lvl/nim1 lvl/.im1 mF
)52 eurTgnilaeHlaminA lamina1 P hcuot H
)03 eurTgnivigefiL.minA lamina1 P '01 H
)05 eurT.mmuS.minA lvl/lamina1 )C(lvl/nim1 lvl/.im1 mF

ANIMAL WAYS

1) Animal Sleep I – Puts any animal (i.e. non-
humanoid) to sleep; will not affect enchanted
creatures or “intelligent” animals.

2) Animal Healing I – Completely heals any one animal
that weighs 10 lbs or less of all damage

3) Animal Tongues – Allows caster to understand and
“speak” the language of any 1 animal species.

4) Animal Sleep III – As Animal Sleep I, except that it
will affect up to 3 animals.

5) Animal Mastery I– Allows the caster to control the
actions of any one animal.

6) Animal Healing II – As Animal Healing I, except that
the animal may be up to 500 lbs in weight.

7) Animal Empathy – Target can walk on air as if on
solid through other means.

8) Animal Summons I – Caster can summon any 1
animal within radius; as long as they concentrate,
caster controls the animal. The animal is random
representative of the specified species.

9) Animal Sleep X – As Animal Sleep I, except that it will
affect up to 10 animals.

10) Animal Mastery III – As Animal Mastery I, except
that the caster can control 3 animals.

11) Animal Lifegiving – Caster restores “soul” to any
one animal that has been dead less than one hour
per level of caster. It will take the animal 20x the
period that it was dead to fully recover its strength
and vitality. Treat the animal as if it were at -100,
with the penalty decreasing steadily over the recovery
period.

12) Animal Summons III – As Animal Summons I,
except that 3 animals may be summoned. The caster
may have all 3 be of the same species or have each
one be a different species.

13) Animal Tongues True – Allows the caster to
understand and “speak” the language of all animals
within a 1 mile radius.

14) Animal Mastery V – As Animal Mastery I, except that
the caster can control 5 animals.

15) Animal Healing III – As Animal Healing I, except
that the animal may be up to 2,000 lbs in weight.

16) Animal Summons V – As Animal Summons III,
except that 5 animals may be summoned.

17) Animal Lifegiving II – As Animal Lifegiving, except
that the animal may have been dead for up to 1 day
per level of the caster, and the recovery period is equal
to the amount of time the animal has been dead.

18) Animal Healing IV – As Animal Healing I, except
that the animal may be up to 10,000 lbs in weight.

19) Animal Sleep True – As Animal Sleep I, except that it
will affect up to 1 animal per level of the caster.

20) Animal Summons X – As Animal Summons III, except
that 10 animals may be summoned.

25) Animal Healing True – As Animal Healing I, except
that the animal may be of any weight.

30) Animal Lifegiving True – As Animal Lifegiving,
except that the animal may have been dead for any
length of time, and it requires no recovery time to
fully regain its strength and vitality.

50) Animal Summons True – As Animal Summons I,
except that the caster may summon 1 animal per
his level.



8Express Additions Issue #12

BEASTMASTERY BEASTMASTER BASE

lvL llepS EfoA noitaruD egnaR epyT
)1 slaminAetacoL R.im1 - fles mI
)2 laminAdneirfeB lamina1 lvl/yad1 '001 mF
)3 laminAnruT lamina1 - '001 mF
)4 IdnoBlaminA lamina1 P hcuot mF
)5 IgnidneirfeB R'01 C fles mF
)6 laminAdnoBllaC lamina1 - lvl/'000,1 mF
)7 InoisnetxEdnoB fles lvl/nim1 fles U
)8 IIdnoBlaminA lamina1 P hcuot mF
)9 VlaminAnruT lamina1 - '001 mF
)01 dnobnU lamina1 - hcuot mF
)11 IIIdnoBlaminA lamina1 P hcuot mF
)21 VgnidneirferB R'05 C fles mF
)31 IInoisnetxEdnoB fles lvl/nim1 fles U
)41 XlaminAnruT lamina1 - '001 mF
)51 VIdnoBlaminA lamina1 P hcuot mF
)61 IIInoisnetxEdnoB fles lvl/nim1 fles U
)71 XgnidneirfeB R'001 C fles mF
)81 XXlaminAnruT lamina1 - '001 mF
)91 eurTgnidneirfeB R'001 lvl/nim01 fles mF
)02 VdnoBlaminA lamina1 P hcuot mF
)52 eurTlaminAnruT lvl/lamina1 - '001 mF
)03 eurTdnoBlaminA lvl/lamina1 P hcuot mF
)05 eurTnoisnetxEdnoB fles lvl/nim1 fles U

BEASTMASTERY

1) Locate Animals – Allows the caster to locate the
members of any 1 species of animal within the radius
or to find out what species are within the radius, but
not their location. The caster chooses which to do
when the spell is cast.

2) Befriend Animal – Target animal will act friendly
to the caster for the duration. It cannot
automatically understand him, and it will not
fight for him. This spell does not allow the caster
to control the animal either.

3) Turn Animal – Caster causes target animal to flee the
caster until it is at least 1 mile away.

4) Animal Bond I – The caster forms a strong bond with
an animal. It will fight for, kill for, and even die for
the caster. The caster can, by concentrating, mentally
communicate with, and even view the world through
the animal’s senses so long as the animal is within 50’
per level of the caster. Should the caster or animal
die, the other will be at -25 to all actions for two
weeks. The only limitation on this spell is that the
target must be of animal intelligence or less. This
spell takes one full hour to cast.

5) Befriending I – All animals within the radius will act
friendly towards the caster as long as he
concentrates. This does not allow the caster to
control the animals.

6) Call Bond Animal – Caster can summon any one of
his Bonded animals within range and it will try to
come to him.

7) Bond Extension – Using this spell, the range of the
Bond is extended to 100’ per level of the caster for
the duration.

8) Animal Bond II – As Animal Bond, except that 2
animals may be bonded to the caster. This spell must
be cast on both animals, even if one of the animals is
already bonded.

9) Turn Animal V – As Turn Animal, except that it will
affect up to 5 animals.

10) Unbond– Caster removes the bond between
himself and one animal. The animal will act as if
under the spell, Befriend Animal, for one day and
then return to its natural state.

11) Animal Bond III – As Animal Bond II, except that 3
animals may be bonded to the caster.

12) Befriending V – As Befriending, except for the radius.

13) Bond Extension II – As Bond Extension, except that
the range is extended to 500’ per level of the caster.

14) Turn Animal X – As Turn Animal, except that it
will affect up to 10 animals.

15) Animal Bond IV – As Animal Bond II, except that 4
animals may be bonded to the caster.

16) Bond Extension III – As Bond Extension, except that
the range is extended to 1,000’ per level of the caster.

17) Befriending X – As Befriending, except for the radius.

18) Turn Animal XX – As Turn Animal, except that it will
affect up to 20 animals.

19) Befriending True – As Befriending X, except for the
duration.

20) Animal Bond V – As Animal Bond II, except that 5
animals may be bonded to the caster.

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

30) Animal Bond True – As Animal Bond II, except that the
caster may bond with up to 1 animal per caster’s level.

50) Bond Extension True – As Bond Extension, except that
the range is extended to 1 mile per level of the caster.
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COMBAT BEASTMASTER BASE

lvL llepS EfoA noitaruD egnaR epyT
)1 *tabmoCdiulF fleS lvl/dnr1 fleS F
)2 wolBgnireggatS fleS lvl/dnr1 fleS F
)3 *tirCderomrA fleS lvl/nim1 fleS U
)4 tirCegavaS fleS lvl/dnr1 fleS F
)5 *IItabmoCdiulF fleS lvl/dnr1 fleS F
)6 *degnaRtcelfeD kcatta1 - '001 F
)7 ekirtS-itluM fleS lvl/dnr1 fleS F
)8 lacitirCdevorpmI fleS lvl/dnr1 fleS U
)9 *IIItabmoCdiulF fleS lvl/dnr1 fleS F
)01 *IIdegnaRtcelfeD seirav - '001 F
)11 IIwolBgnireggatS fleS lvl/dnr1 fleS F
)21 *VItabmoCdiulF fleS lvl/dnr1 fleS F
)31 *IItirCderomrA fleS lvl/nim1 fleS U
)41 IItirCegavaS fleS lvl/dnr1 fleS F
)51 *IIIdegnaRtcelfeD seirav - '001 F
)61 *VtabmoCdiulF fleS lvl/dnr1 fleS F
)71 IIekirtS-itluM fleS lvl/dnr1 fleS F
)81 IIlacitirCdevorpmI fleS lvl/dnr1 fleS U
)91 *IVtabmoCdiulF fleS lvl/dnr1 fleS F
)02 *eurTdegnaRtcelfeD seirav - '001 F
)52 *eurTtabmoCdiulF fleS lvl/dnr1 fleS F
)03 eurTekirtS-itluM fleS lvl/dnr1 fleS F
)05 eurTtabmoC fleS lvl/dnr1 fleS F

COMBAT

1) Fluid Combat – Caster’s movements and actions
become more fluid, granting him a +5 bonus to
both OB and DB.

2) Staggering Blow – All successful attacks deal an
additional +10 hits of damage. A successful attack is
any attack that does damage.

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

4) Savage Crit –Add +5 to all critical rolls made by the caster.

5) Fluid Combat II – As Fluid Combat, except the
bonus is +10.

6) Deflect Ranged – Caster can deflect any one
incoming missile, thrown weapon, or elemental
bolt. The incoming attack receives a -50 modifier
and must be within the caster’s field of vision.

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

8) Improved Critical – Caster may select one aspect of
critical damage that is improved by 1 step on any
critical containing that aspect that he delivers within
the duration. The caster must select the aspect when
the spell is cast.

9) Fluid Combat III – As Fluid Combat, except that the
bonus is +15.

10) Deflect Ranged II – As Deflect Ranged, except that a
single attack receives a -75 modifier or 2 incoming
attacks receive a -25 modifier.

11) Staggering Blow II – As Staggering Blow, except an
additional +20 hits of damage is dealt.

12) Fluid Combat IV – As Fluid Combat, except that the
bonus is +20.

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

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

15) Deflect Ranged III – As Deflect Ranged II, except one
attack receives a -100 modifier, or 2 attacks receive a -
50, or 3 attacks receive a -25.

16) Fluid Combat V – As Fluid Combat, except that the
bonus is +25.

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

18) Improved Critical II – As Improved Critical, except
that two aspects may be improved by one degree or
one aspect may be improved by two degrees. This
must be decided upon at time of casting.

19) Fluid Combat VI – As Fluid Combat, except that the
bonus is +30.

20) Deflect Ranged True – As Deflect Ranged, except that
all non-friendly ranged attacks within the caster’s
field of vision receive a -50 modifier.

25) Fluid Combat True – As Fluid Combat, except that
the bonus is +50.

30) Multi-Strike True – Caster is able to make 4 attacks
per round with a -50 modifier, or 3 attacks per round
with a -25 modifier, or 2 attacks per round with no
modifier. Caster must select which at the time of
casting and may not change back and forth.

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

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

Note 2: Critical aspects that can be improved include stun,
bleeding, and maneuver penalties. Increasing Stun a single
step adds 1 more round of stun to that delivered by the
critical. Increasing Bleeding by 1 step addss 1 more hit per
round. Increasing maneuver penalties s single step means
increases those penalties by 5 (i.e. -25 becomes -30).

Note 3: Only a single instance of the Improved Critical spell
may be active at one time.
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MOVEMEMNT ENHANCEMENT BEASTMASTER BASE

lvL llepS EfoA noitaruD egnaR epyT
)1 *IpmujgnoL fles - fles U
)2 *gnidnaL fles seirav fles U
)3 noitcarT fles lvl/nim01 fles U
)4 tnemevoMtneliS fles lvl/nim01 fles U
)5 *IecnalaB fles lvl/dnr1 fles U
)6 IthgilF fles lvl/nim01 fles U
)7 *IIpmujgnoL fles - fles U
)8 *eurTgnidnaL fles seirav fles U
)9 ImiwS fles lvl/nim01 fles U
)01 *IIecnalaB fles lvl/dnr1 fles U
)11 IIthgilF fles lvl/nim01 fles U
)21 IImiwS fles lvl/nim01 fles U
)31 *IIIpmujgnoL fles - fles U
)41 ecarToN fles lvl/nim01 fles U
)51 IIImiwS fles lvl/nim01 fles U
)61 *IIIecnalaB fles lvl/dnr1 fles U
)71 IIIthgilF fles lvl/nim01 fles U
)81 VImiwS fles lvl/nim01 fles U
)91 *VIpmujgnoL fles - fles U
)02 eurTecnalaB fles lvl/dnr1 fles U
)52 thgilFdroL lvl/tegrat1 lvl/dnr1 '001 U
)03 ecnalaBdroL lvl/tegrat1 lvl/dnr1 '001 U
)05 eurTtnemevoM fles lvl/dnr1 fles U

MOVEMENT ENHANCEMENT

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

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

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

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

5) Balance I – Allows the caster to gain a +50 to all
balance-related maneuvers performed at a
walking pace or less.

6) Flight I – Caster is able to fly at a rate equal to half
of his Base Movement Rate (BMR).

7) Longjump II – As Longjump I, except that the
distances are 75’ laterally and 35’ vertically.

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

9) Swim I – Caster is able to swim at a speed equal to
his BMR. Caster can also breathe both air and
water for the duration.

10) Balance II – As Balance I, except that the caster may
be moving at up to 2x his normal BMR.

11) Flight II – As Flight I, except that the caster may fly
at the same speed as his BMR.

12) Swim II – As Swim I, except that the caster may
swim at a speed equal to 2x his BMR.

13) Longjump III – As Longjump I, except that the
distances are 100’ laterally and 50’ vertically.

14) No Trace – Caster is able to move without leaving
any trace of his passage. No physical tracks or signs,
no scent, nothing that would allow anybody to know
that he passed that way. Deliberately leaving any sort
of sign will negate the effects of the spell.

15) Swim III – As Swim I, except that the caster may
swim at a speed equal to 3x his BMR.

16) Balance III – As Balance I, except that the caster
may be moving at up to 3x his normal BMR.

17) Flight III – As Flight I, except that the caster may fly
at 2x his BMR.

18) Swim IV – As Swim I, except that the caster may
swim at a speed equal to 4x his BMR.

19) Longjump IV – As Longjump I, except that the
distances are 150’ laterally and 75’ vertically.

20) Balance True – As Balance I, except that the caster
may be moving at any pace.

25) Lord Flight – As Flight I, except that the target(s)
may fly at 3x the caster’s BMR.

30) Lord Balance – As Balance I, except that the target(s)
may be moving at any pace.

50) Movement True – Caster may freely use any lower
level spell from this list each round.
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SENSING BEASTMASTER BASE

lvL llepS EfoA noitaruD egnaR epyT
)1 *ecneserP lvl/'01 C fleS I
)2 noisivediS fleS lvl/nim01 fleS U
)3 sesneSdevorpmI fleS lvl/nim1 fleS U
)4 thgiSraelC fleS lvl/nim1 fleS U
)5 noisivkraD fleS lvl/nim01 fleS U
)6 IIsesneSdevorpmI fleS lvl/nim1 fleS U
)7 esneSetomeR fleS C fleS U
)8 *ssenerawA R'03 C fleS I
)9 IIthgiSraelC fleS lvl/nim1 fleS U
)01 IIIsesneSdevorpmI fleS lvl/nim1 fleS U
)11 IIesneSetomeR fleS C fleS U
)21 *IIssenerawA lvl/'01 lvl/nim1 fleS I
)31 eurTnoisivkraD fleS lvl/nim01 fleS U
)41 IIIthgiSraelC fleS lvl/nim01 fleS U
)51 thgiSreirraB fleS C fleS U
)61 VIsesneSdevorpmI fleS lvl/nim1 fleS U
)71 IIIesneSetomeR fleS C fleS U
)81 VIthgiSraelC fleS lvl/nim01 fleS U
)91 VsesneSdevorpmI fleS lvl/nim1 fleS U
)02 *eurTssenerawA lvl/'01 lvl/nim01 fleS I
)52 eurTesneSetomeR fleS C fleS U
)03 eurTthgiSreirraB fleS C fleS U
)05 eurTgnisneS fleS lvl/dnr1 fleS F

SENSING

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

2) Sidevision – Caster has a 300° field of vision.

3) Improved Senses – Caster gains a +10 on any and
all perception style maneuver (i.e. Perception,
Tracking, etc.).

4) Clear Sight – Caster can clearly see up to 50’
through non-solid obstructions such as fog,
rain, water, etc.

5) Darkvision – Caster may clearly see up to 20’ in
total, non-magical darkness. He can see twice as
far as normal in situations where there is low or
little light, and can see normally in the daylight.
For example, if a torch illuminates a 20’ radius,
this spell allows the caster to see up to 40’.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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


