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GUIDELINES FOR THE USE OF THIS BOOK

The spells contained in this book are organized into lists which
reflect the similarity and basic applications common to the in-
dividual domains. Higher level spells found on a given list will
reflect the increased knowledge and efficiency that comes from
the use and practice associated with lower level spells on the same
list. This reflects the learning process that accompanies develop-
ment within a consistent spell grouping.

The spell lists are also grouped in units. These collections are
based on the spell users’ various backgrounds within the greater
realms of power. A Lay Healer’s background and living ex-
periences often differ significantly from the past life associated
witha “‘pure’” Mentalist. Thus, certain spell lists will be easier for
the Mentalist to learn; correspondingly, others will seem simpler
to the Lay Healer. Each character class will find that their educa-
tion is colored by their own background. Nonetheless, flexibility
is emphasized.

The spells are described in a standard manner, using a basic
format that simplifies usage. Most spells are specific, while others
are accorded great flexibility. The latter group’s spells have de-
scriptions that are less concrete, providing the Gamemaster with
aframework by which he can apply spell usages to variances in his
world system or specific occurences that demand certain flex-
ibility. This may be particularly true with regard to more power-
ful spells.

OF ESSENCE

The essence is that which is common to all
things, living and dead, organic and inorganic. It
has been characterized by many names—the Tao,
Magic, the Unified Field, etc., and represents a
force and order which defines the ways of the
world. Changes in the patterns of the essence dic-
tate the flow of events, and of course of life itself.
It is a power beyond the grasp of any being.

Nonetheless, some who become one with the es-
sence find ways of manipulating its patterns on a
temporary basis. This fleeting strength allows
them to redefine the reality around them, molding
elements and wielding very real power. Thus, the
spells of those who are of the realm of the essence
can be both beautiful and lethal, affecting one or
many. In the end, however, the normal patterns
will always prevail, and only the effects will re-
main to tell the tale.

Those things unliving interfere with the manipu-
lation of the patterns of the essence. Being essen-
tially inert, they inhibit the usual extension of
one’s life essence, creating difficulty for the spell
user seeking to alter patterns outside his body’s
immediate sphere. This ability to mold the essence
is a prerequisite to the successful casting of spells.
It is because of this principle, that users of the es-
sence cannot wear armor or helms while utilizing
spells. Inorganic substances, particularly metal,
create even greater difficulties, and provide
stronger protection against the powers of the es-
sence. No shield, however, can completely ignore
that which is the basis of all things.

OF CHANNELING

Channeling represents the power of the deities of a given world
as channeled through their followers or other spell users. It is
spiritual and religious in nature, and is independent of the
essence. A spell user of this realm may draw his strength from his
respective deity, and often does not require that deity’s coopera-
tion; this is especially true where the spell user is employing
relatively weak or subtle spells (e.g. healing, detection, etc.).
Thus, spells of this realm do not necessarily reflect the nature of
specific deities. More powerful and significant spells, however,
such as death spells and the revival of the dead, might require the
active consent of a deity (depending on the world systemn).

Inorganic substances, notably metal, interfere with the draw-
ing of power from deities. No metal helmet or armor may be worn
when casting or using a channeling spell. In addition, only asmall
amount of metal may be carried by a spell user utilizing such
spells. This concept is subject to the gamemaster’s discretion, as is
one other focal point: lifegiving.

Lifegiving entails the reunification of a soul (or inner essence)
with a body capable of supporting it. It is not the healing of the
system shock and damage itself; rather, it is the restoration of the
spark of life itself. A physical body which is able to nurture the soul
is a natural prerequisite, however. Some deities and/or world
systems may also require specific conduct or rituals before a
lifegiving spell can be successfully employed.



OF MENTALISM

The mind is an amazing tool, especially for those who use it.
Yet, no one uses it to its full capacity. Mentalism is that realm of
power in which the masters of spells strive to use their minds in
ways few even contemplate. By using the very personal power
locked within themselves, mentalists are able to channel the
power of the essence through their own mental corridors, thus
manipulating and bending the reality that surrounds them. In a
sense, they act as very minute imitations of the deities above, giv-
ing power not to clerics, but retaining it and directing its
manipulation. Mentalists are masters of the essence within their
own minds.

Because mentalists are not deities, however, they work within
the limitations of their worldly bodies - their own senses and
perceptions. Rarely are they able to direct their spells beyond
themselves or one target. Manipulation of one’s own essence does
not yield the wide-reaching power of the other realms. Addi-
tionally, the physical freedom of the mentalist’s head is a prereq-
uisite to the use of this inner strength; no head covering, especially
helms, may be worn while casting or using a mentalist spell.

Nonetheless, the power of the mentalist can reach great
heights. They are the masters of thought, gatherers of presence
and inner strength. Even though their focus is generally limited to
singular targets, their abilities regading personal confrontations
are considerable indeed. . .for, it is the mentalist who seeks to fulfill
the destiny of his own mind.

1.0 INTRODUCTION

Spell Law deals with the integration of spells into a fantasy role
playing environment. It is designed to be applied as a whole or in
parts. In addition, optional rules are provided; Gamemasters
may wish to adopt some or all of these advanced variations in
order to provide even greater detail. These include rules for
research, healing, evil spells, etc. Spell Law is aimed at providing
the player(s) a wide variety of options. Spell users are allowed to
know a large number of spells, but can only use a few in a given
time frame. Real skill in play is emphasized, since the choice of a
spell and its application to a given situation become the key
points. To this end, over 2000 spells are described (in simple and
easily identifiable form). These spells are based on three different
realms of power and 15 character classes.

Rules for experience and proficiency are also important. Spell
Law reflects a spell user’s ability to increase his efficiency with a
given spell through use and practice. In conjunction with this con-
cept, related spells are grouped in consistent fields within each
realm — providing a spell user with the ability to assimilate and
employ similar spells within the given list with relative ease.
Thus, the learning process is accurately reflected.

Certain simplifications and organizational devices have been
used to increase playability. Nonetheless, consistency and flavor
are emphasized. After all, the world of spells is a rich one indeed.

2.0 DEFINITIONS (IN ALPHABETICAL ORDER)
BASE ATTACK SPELL: A spell which attacks an op-

ponent, but is not an elemental attack spell.

BASE SPELL LIST: A spell list learnable by one specific profes-

sion (character class).

CLOSED SPELL LIST: A spell list learnable only by
the pure and hybrid spell users in the realm of the spell list.

CONCUSSION HITS: Accumulated shock damage to the body
possibly leading to shock or unconsciousness (sometimes
death). NOTE: The term ¢“hits”’ will sometimes be used in-
stead of ‘‘concussion hits."”

CRITICAL STRIKE: Unusual damage due to particularly effec-
tive elemental attacks. NOTE: The term ‘‘critical’” will
sometimes be used instead of ‘‘critical strike’’.

ELEMENTAL ATTACK SPELL: An attack spell which creates

fire, cold, water, ice or electricity to attack a target (the
‘““elements” created by these spells are real when the spell is
cast).

EXPERIENCE LEVEL: An abstract measure of the capabilities

of a character.

HYBRID SPELL USER: A spell user who can cast spells in two

realms.

NON-ATTACK SPELL: A spell which does not attack an

opponent.

NON-SPELL USER: A character with very little spell casting
capability, but with a great deal of capability in other areas.

OPEN SPELL LIST: A spell list learnable by any profession
in the realm of the list.

POWER POINTS: The power necessary to cast a spell is the
number of power points equal to the spell level of that spell.

. PURE SPELL USER: A spell user who can only cast spells in

one realm. Most spell using professions fall into this category.

REALM: All spells and the power to cast spells are clas-
sified in the three “‘realms’” of power: ESSENCE, CHANNEL -
ING & MENTALISM.



ROLL: Normally a percentile dice roll giving random
results from 01 to 100 (00).

SEMI-SPELL USER: A spell user with some spell casting
capability in one realm, but also with non-spell capabilities. A
character is a semi-spell user by virtue of his profession or
character class only. Non-spell users who somehow learn spells
are still termed non-spell users.

SPELL FAILURE: This occurs when a particularly low roll is
made when casting a spell; it indicates possible malfunction or
backfiring of the spell.

SPELL LEVEL: The experience level necessary for a spell
user to know or inherently cast that particular spell.

SPELL LIST: A grouping and ordering of related spells based
upon a correlation of spell level, intricacy of spell and potency
of spell.

STUN: A condition that may apply to any character (or
creature). A stunned character may not attack, prepare or cast
aspell (note: certain spells are defined as subconscious and may
be utilized in spite of this restrictions), or perform other func-
tions at full effectiveness. The Gamemaster may define the ef-
fects of stun more fully in consideration of the combat and
other rules he is using.

3.0 REALMS OF POWER

Spell usage falls into three separate realms each of which con-
cerns a different source of the power required to cast a given spell.
Similar spells exist in more than one realm, but the source of the
power for the spells is dependent on the realm from which that
power comes. Except for hybrid spell users (see 4.2), spell users
can only use one of the realms of power. These realms are ES-
SENCE, CHANNELING, and MENTALISM, with the add-
ed realms of ARMS for non-spell users.

3.1 ESSENCE

Essence is the power that exists in everyone and everything of
and on a given world. It has been known in other sources as the
Tao, Magic, The Force, etc. A spell user of the essence taps this
power, molds it, and diverts it into his spells. Most of his powerful
spells reflect this and are almost elemental in nature: fire, earth,
water, wind, light, cold, etc. The more inert material that is on
the person of the spell user of essence, the more difficult it be-
comes to manipulate the essence. Thus, when casting or using an
essence spell NO armor, heavy clothing, or helmet may be worn.
When the co-operation of more than one party is necessary for the
essence spell to take effect, all parties must abide by the above
restriction.

3.2 CHANNELING

Channeling is the power of the deities of a given world as chan-
neled through their followers or other spell users. It is religious in
nature and independent of the essence. A spell user of channeling
draws directly on the power of his deity, even though this doesn’t
“‘usually”’ require the conscious cooperation of the deity. Thus
spells of this realm do not necessarily reflect the nature of the deity
as long as the spell user is using relatively subtle spells (ie. healing,
detection, etc.). More powerful and significant spells such as
death spells and revival of the dead might require active consent
of a deity, depending upon the world system being used by the
Gamemaster. Metal interferes with the drawing of power from
deities, 50 no metal armor or helmet may be worn when castingor
using a channeling spell (any spell of this realm). In addition, only
a small amount of metal may be carried on the person of a spell
user of channeling when casting or using spells; this should be de-
termined by the gamemaster dependent upon his world system.

3.3 MENTALISM

Mentalism is the power of the essence channeled through the
mind of the spell user, who in effect acts as a very, very minor de-
ity for these purposes. Thus, mentalism is a very personal power
and even the most powerful spells are usually limited by the senses
and perceptions of the spell user. Similarly, his spells are usually
limited to himself or to one particular target. Any head covering
interferes with the power of mentalism spells, so no head covering
(especially helmets) may be worn while casting or using a men-
talism spell.

3.4 ARMS

Arms is not a realm of power and is merely mentioned for com-
pleteness. Non-spell users (see 4.4) are classified as concentrating
in this realm and are especially adept at armed combat and
maneuvering.

4.0 SPELL USER CLASSIFICATIONS

Spell users are classified according to their realm of power and
their profession. This is assumed to be based on training or ap-
titude in early life and thus a factor inherent in a ‘“profession”’.
Many ‘‘professions’’ are described below; however Game-
masters may wish to initiate others or use those of different sys-
tems. The professions mentioned below are discussed only in
terms of their spell casting capabilities and most of their other
capabilities are left to whatever character development system is
being used.

4.1 PURE SPELL USERS

Pure spell users are of professions which have concentrated
solely on one realm of power. Thus, their spells can obtain more
power in general than other types of spell users.

4.11 Magician

Magicians are pure spell users of essence who have concen-
trated in the elemental spells. Their base spells (see 5.21) deal
mainly with the elements: earth, water, air, heat, cold, and light.

4.12 Ilusionist

Hlusionists are pure spell users of essence who have concen-
trated in spells of misdirection and illusion. Their base spells deal
mainly with the manipulation of elements which affect the human
senses: sight, sound, touch, taste, smell, mental impulses, and the
combination of these senses.

4.13 Alchemist

Alchemists are pure spell users of essence who have concen-
trated in spells which can manipulate matter to form items and
embed spells of all three realms, but require someone or
something to cast the spell to be embedded (if he knows the spell,
he can do this himself).

4.14 Cleric

Clerics are pure spell users of channeling who have concen-
trated in spells which require the most direct power from their -
deities. Their base spells deal directly with life, communing with
deities, summoning live creatures, protection from servants of
opposing deities, and direct channeling from their own deities.
These spell users are the most powerful of the spell users of chan-
neling, but they are also the most restricted in the sense of heeding
the desires or alignment of their deity (to be determined by the
Gamemaster).
4.15 Animist

Animists are pure spell users of channeling who have concen-
trated on spells which deal with living things (e.g., druids). Their
base spells deal with plants, animals, nature in general, and
weather.



4.16 Healer

Healers are pure spell users of channeling who have concen-
trated on spells of self-healing and the ability to take the injuries of
others UPON THEMSELVES. Thus, a healer could heal a per-
son by taking the injury of the patient upon himself and then heal-
ing this injury gradually.
4.17 Mentalist

Mentalists are pure spell users of mentalism who have concen-
trated on spells which deal with the interactions of minds. Their
base spells deal with the detection of mental presence, mental
communication, mind control, mind attack, mind merging, and
sense control.

4.18 Seer

Seers are pure spell users of mentalism who have concentrated
on spells which gain information through the use of mental spells.
Their spells deal with precognition, and the control and modifica-
tion of the senses.

4.19 Lay Healer

Lay healers are pure spell users of mentalism who have concen-
trated on spells which heal people and animals. Their base spells
deal with the specific healing of certain diseases and injuries:
organs, blood, muscles, bones, and concussion hits.

4.2 HYBRID SPELL USERS

Hybrid spell users are of professions combining two realms of
power. They can obtain the power of the most potent pure spell
user only in a very restricted set of spells; however they are much
more flexible in that they have access to two realms of power.
When a hybrid spell user casts a spell he must abide by the restric-
tions of that realm of power (only); if he is casting a mentalist spell,
he cannot be wearing a helmet, etc. When casting one of the spells
from his base lists he must abide by the restrictions of both realms.

4.21 Sorcerer

Sorcerers are hybrid spell users who combine the realms of es-
sence and channeling, having concentrated on spells of destruc-
tion. Their base spells deal with the specific destruction of
animate and inanimate material.

4.22 Astrologer

Astrologers are hybrid spell users who combine the realms of
channeling and mentalism; they have concentrated on spells
which pertain to gathering information. Their base spells deal
with detection, communing, precognition, and communication.

4.23 Mystic

Moystics are hybrid spell users who combine the realms of es-
sence and mentalism; they have concentrated on subtle spells of
misdirection and modification. Their base spells deal with per-
sonal illusion as well as the modification of matter.

4.3 SEMI-SPELL USERS

Semi-spell users combine a realm of power with the realm of
arms. These professions can only throw spells of limited potency,
but are fairly adept in the use of arms.

4.31 Bard

Bards are semi-spell users who combine the realm of mental-
ism with the realm of arms. Their base spells deal with sound,
lore, and item use.

4.32 Ranger

Rangers are semi-spell users who combine the realm of chan-
neling with the realm of arms. Their base spells deal with oper-
ating in the outdoors and manipulating the elements (weather).

4.33 Monk

Monks are semi-spell users who combine the realm of essence
with the realm of arms. Their base spells deal with personal move-
ment and the control of their own body and mind, while their
arms capabilities concentrate in unarmored, unarmed combat.

4.4 NON-SPELL USERS

These professions have no trained realm of power, and thus
can only learn spells at great effort and cost (if at all, according to
the Gamemaster’s discretion). Even then their spells are of very
limited potency. If a non-spell user does learn to cast spells, he is
restricted to spells from one realm only.

4.41 Fighter

Fighters are the primary adventuring inhabitants of any fan-
tasy world. They are persons who have very little training except
in the use of weapons and armor.

4.42 Thief

Thieves are persons who are skilled in the use of arms (though
not as skilled as a fighter), but who have spent a large part of their
training in the areas of maneuvering and manipulation.

4.43 Rogues

Rogues are characters whose training lies between that of
fighters and thieves in the amount of time spent in the area of
arms and maneuvering.

4.44 Warrior Monks
Warrior monks are persons who have concentrated their train-
ing in unarmored, unarmed combat.

5.0 SPELL LISTS

One of the basic aspects of this system is the use of spell lists and
experience levels (or just levels). An experience levelis an abstract
measure of the capabilities of a fantasy role playing character.
This ““level’’ is a factor determined by the character system being
used by the Gamemaster. For systems not normally usihg levels,
the Gamemaster may have to make up some measure of power
(i.e., skills, talents, etc.) to rank his characters within a level
systemn that defines level 0 as a young townsman and level 20 as a
“‘Lord’’ in his respective profession.

5.1 CONCEPT AND DESCRIPTION

A spell list is an ordering of spells based upon the correlation of
spell level, intricacy of the spell and potency of the spell. All spells
in a list have common characteristics and attributes, although
each may have vastly different effects and applications. Spell lists
are learned in stages, as the character progresses in experience,
knowledge and power. It is quite often the case that a character
has learned a list only to a certain level. In such a case, the char-
acter would know, and potentially be able to cast, all the spells
on that list up to the level to which the list was known. The spell
user gains the ability to cast these spells when his experience level
is greater than or equal to the level of each spell.

If there is no spell on a list at a given level, it signifies that no
new spell ability is gained from knowledge of that list at that level.
NOTE: A spell user who learns a spell list or part thereof
(through the normal learning process — see 5.3) immediately ac-
quires the ability to use the spells he now knows (of his level or
below).

5.2 CLASSIFICATIONS
Spell lists are classified according to- their realm of power and
also according to availability to certain professions.

5.21 Base Spell Lists

Each spell user profession (not non-spell users) has five or six
base spell lists which may only be learned by members of that pro-
fession. These spell lists represent professional specialties.

5.22 Closed Spell Lists

Closed spell lists are the deepest and most powerful concepts
common to each realm of magic, requiring tremendous dedica-
tion and specialization to master or learn at all. Pure spell users
may learn the use of closed lists in their realms. Hybrid spell users
may, with some difficulty and limitations, learn the use of closed
spell lists in either or both, of the two realms in which they deal.
Semi-spell users and non-spell users may never learn closed spell
lists of any realm.



5.23 Open Spell Lists

Open spell lists are the easiest concepts to master in each realm
of power, although considerable dedication and research is re-
quired to learn their use. Any profession which has the realm of
power as their own may learn the open lists of that realm. Hybrid
spell users may learn the open spell lists associated with both of
their two realms if they so desire.

5.3 LEARNING LISTS

Spell users learn lists up to and including certain levels by
spending ‘‘picks’’. This is the crucial point in this system and
must be carefully considered by the Gamemaster. Too many
“‘picks’’ and spell lists are obtained too easily, too few picks and
not enough flexibility is obtained. The suggested number of picks
is one per experience level for pure and hybrid spell users (with a
very small chance of one more - this chance should be dependent
upon the effort spent learning the list; their aptitude, time,
research, etc., might affect the chance). It is suggested that semi-
spell users be given a chance at one list per level (25-50%) and
perhaps a very, very slim chance (5 %) for non-spell users making
aspecial effort. No spell user may pick a list outside his own realm
(for this purpose non-spell users should choose a realm at level
one).

5.31 Types of Picks

A pick, when made, allows the character to learn some of the
spells on asingle spell list. From one to ten new spells may become
known to the spell user for each pick he expends (dependent upon
the level and profession of the spell user, the list on which the pick
isexpended, and the prior knowledge of that list that the spell user
had). Remember that the spell user does not gain the ability to
cast these spells until he reaches their level, and that even then he
must abide by all the normal restrictions for casting spells. There
are five types of ‘‘picks’’ that may be made. Generally a profes-
sion will be restricted to using certain types of picks on certain
types of lists (reflecting the relative difficulty of learning these
lists). Certain professions cannot use certain types of picks at all,
and others may be restricted from picking certain types of spells or
spells beyond a certain level.

5.311 Type “A’’ Pick
A type ““A’’ pick results in learning the chosen list up to and in-
cluding level 5.

5.312 Type “B”’ Pick
Atype “‘B”’ pick results in learning the chosen list up to and in-
cluding level 10.

5.313 Type “C” Pick

A type “C”’ pick can only be made if a type ‘““A”’ pick has
already been made in the spell list and the character is level 5 or
higher (he can already cast the spells below the ones he is attempt-
ing to learn). The type ““C”’ pick results in the list being learned
up to and including level 10.

5.314 Type “D”’ Pick

A type ‘‘D”’ pick can only be made if a type ‘‘B’’ pick has al-
ready been made in the spell list and the character is level 10 or
higher. A type ‘‘D’’ pick results in the list being learned through
level 20.
5.315 Type “E”’ Pick

A type ““‘E”’ pick can only be made in a list already learned to
level 20 (through a type of ““B”’ pick and a type ‘“D”’ pick
previously made). This pick results in a single 25th, 30th or 50th
level spell being learned. All spells of lower level on this list must
have already been learned (including the 25th level spell if the
30th Jevel spell is the one being learned, or both of the above if a
50th level spell is the one to be picked). In addition, the spell user
must be at least the same level as that of the spell being chosen.

5.32 Picks Available .

Certain professions may only make certain types of picks, de-
pendent on their realm, their classification, and the classification
of the list they wish to learn. These restrictions on picks are sum-
marized in the following table: '

BASE OPEN CLOSED

PURE SPELL USERS B,D,E B,D B,D
HYBRID SPELL USERS  B,D,E B" AC |
SEMI-SPELL USERS - B,D,E AC -
NON-SPELL USERS - A -

The picking ability listed for non-spell users is meant to be an
upper limit to their spell casting abilities, and the Gamemaster
may find it advisable to curb even this potential. Remember that
the restrictions on casting the spell must always be taken into ac-
count even after the spell is known and the caster has reached the
necessary level.

Example: Suppose a magician reaches 26th level, and
knows one of his base lists to level 20, one of his closed lists
to level 20 and another to level 10. With one pick he could (a)
learn a new spell list up to and including 10th level, (b) learn
the 25th level spell on the base list he already knows to 20th
level, or (c) learn the 11th - 20th level spells on the second
closed list (the one he already knows to 10th level). Note that
because the other closed list is not a base list, he could not
learn its 25th level spell by means of a type “E"’ pick.

5.4 EXTRA BASE LISTS

A pure spell user may select any four lists in his realm to be
classed as base lists along with those normally associated with his
profession. (He may make type “‘E’’ picks in these four addi-
tional lists). These lists may vary from character to character, but
they must be picked when a character starts play and cannot be
changed thereafter.




6.0 CASTING SPELLS

Once a list is known to a given level, a spell user can cast those
spells he knows of his level or below. Normally, however, a spell
caster is restricted in how long it takes to cast a spell and how many
spells can be cast without rest.

6.1 SPELL CASTING CAPABILITIES

The number of spells which can be thrown by a character is de-
pendent upon his power points and the level of the spells cast. The
number of power points expended to cast a spell is equal to the
level of the spell (a 5th level spell costs 5 power points to cast).
Power points, once used, can be regained by a period of sleep or
meditation (usually around 8 hours for humans).

6.11 Inherent Capabilities

Each spell user should get a number of power points per level
dependent upon his profession and mental characteristics. (This
is dependent upon the character system being used, but for a
character of extraordinary faculties it could be as high as three or
four points.) Table 10.93 summarizes the suggested values for
power points per level. The appropriate mental statistics are em-
pathy (intelligence) for essence, intuition (wisdom) for channel-
ing and presence (charisma) for mentalism.

Example: Suppose a 15th level cleric had ari intuition (wis-
dom) of 92 (or 15 under a 3-18 system), then the cleric would
have 15 power points each day (1/level x 15th level). If his in-
tuition was 95 (or 16), then he would have 30 (2 x 15) power
points per day, and if his intuition was 100 (or 18) he would
have 45 (3 x 15) power points per day. Assuming the last
power point total (45) the cleric could cast 3 of his highest
level spells (15th); or 4 of his 10th level spells and a 5th level
spell, or any combination of spell levels adding to 45.

Under certain circumstances, the Gamemaster may find it de-
sirable to allow all spell using character classes a minimum of one
spell point per level (non-spell users should not get this benefit).
Although spell users should be rare in any environment, they are
among the most interesting characters to play in any fantasy
game and players wishing to have spell using characters may be
severely handicapped if their prime requisite is not high enough
to give them any inherent power points. Certain spells allow the
transfer of power points between characters. A character cannot
receive more than twice his inherent power point total in this
manner.

6.12 Bonus Items
Certain magic items can enable characters to throw more spells
per day.

6.121  Spell Multipliers

The power points of a spell caster with a spell multiplier are in-
creased by the factor of the item. For example, a spell user with a
*x2”” item and an inherent power point total of 7 has a net power
point total of 14 points.

6.122  Spell Adders

Each + 1 on aspell adder means that the owning spell user may
throw (once) any one spell which he can normally cast and not ex-
pend any power points. These spell items can generally be used
repeatedly, (after the same rest and/or meditation that enables a
character to regain his own spell points).

Example: Suppose the 15th level cleric in the example
above had an intuition of 92 (15 power points) and a + 2 spell
adder. He could cast any combination of spells he knows
costing up to 15 power points and any 2 other spells (the
levels of these two additional spells would not matter at all for
the purposes of calculating the power points he had ex-
pended). If the same cleric had a “x2" spell multiplier, he
would have 30 power points to expend in the normal manner.

6.123 Restrictions

Gamemasters must be very careful in handing out spell bonus
items as they can distort the balance of the system. It is suggested
that while + 1 items might be readily available to characters start-
ing out (like a weapon or armor for a fighter), anything better
should be relatively rare and expensive. Only one item should be
usable by any one character between periods of rest (possession of
2 ““x2” spell items does not multiply your spell points by
4), and items should be usable by only one character per day. Itis
also suggested that items be restricted to working in only one
realm of power. Spell items are required to be held (or at least
worn) when used (e.g., a magician would have to carry his wand
in his hand if that were his bonus item).

6.13 Hybrid Power Points

Inherent power points for hybrid spell users are obtained by
averaging the key mental statistics for their two realms of power,
and then using that to look up the power points per level from
table 11.93. Hybrid spell users can still utilize only one bonus
item between periods of rest, but he can use an item from either of
his realms of power. However an item keyed to only one realm
will only work on spells from that realm, so a hybrid spell user
would need a special item keyed to his combination of realms to
use the bonus on his base spells. Such an item will work on spells
from either of his realms and for any spell user of his profession.
(If amultiplying item from one of the two realms involved is being
used by the hybrid, only the power points he naturally had avail-
able could be used outside that realm).

Example: Suppose a 10th level mystic (hybrid, essence
and mentalism) had an empathy (intelligence) of 91 (or 15 on
3-18) and a presence (charisma) of 97 (or 16). He would aver-
age the 91 and 97 to get a 94 (if 3-18 stats are being usedq, it is
suggested that they be converted fo the appropriate per-
centage stats and averaged in that form to yield a *‘pseudo
stat” for the determination of power points available). His 94
average indicates he has 1 power point per level for a total of
10 power points, which he might use to cast any spell he
knew and could normally cast. This same mystic could use a
+3 spell adder for essence to cast an additional 3 essence
spells. He could not use this spell device to cast his base
spells or any mentalist spells he knew, although he could use
his inherent power points in those areas. If he had a “'x2"’
multiplier for mentalism, he could use his inherent 10 points
for any of his spells, but the extra 10 power points from the
multiplier could only be used for mentalist spells. (If he
wanted to use this spell device, he could not at the same time
use the one described above or any other, of course). A +2
spell adder for mysticism (essence & mentalism) would allow
him to cast any 2 spells he knows.

6.14 Miscellaneous

Various factors may be introduced to affect power points in a
given situation or game. For example, proximity to a cleric’s
deity might result in increased power points, or areas of rich or
poor essence might exist on a world which would affect a magi-
cian’s power points. This is a factor which is decided by the
Gamemaster.

6.2 TIME REQUIRED TO CAST A SPELL

The time required to cast a spell will be described in terms of
rounds (we suggest 10 second rounds, but this may vary from
game system to game system). The time required to cast a spell is
based on the level of the spell caster and the spell he is trying to
throw. (Most spells become easier to throw as the caster becomes
more familiar with them, a factor that is reflected in game terms
by comparing his level to that of the spell being cast.)



During spell preparation, a spell caster must concentrate and
be relatively inactive (10% of normal activity or movement al-
lowed). On the round of spell effect (when it is actually “‘cast’” or
“thrown’’) a spell caster may operate at 25 % effectiveness (which
means he may not cast another spell). If a caster is dropped,
stunned or killed during preparation, the spell is canceled but no
power points are expended. Note that certain spells are instan-
taneous in effect and do not require preparation. Treat these as
Class I spells regardless of the level of the caster. Instantaneous
spells are marked as such on the spell lists and in the descriptions.

6.21 Class III Spells

Class II spells require 3 rounds to cast; two rounds of prepara-
tion and onc round for effect. Class 111 spells have a level equal to
the caster, onc level less, or two levels less (a spell user of level 7
would have all of his 5th, 6th and 7th level spells as class ITI spells).

6.22  Class IT Spells

Class IT spells require two rounds to cast; one round of prepara-
tion and one round for effect. Class 11 spells have a level of three
less than the caster, four less than the caster, or five less than the
caster (a spell user oflevel 7 would have all of his 2nd, 3rd, and 4th
level spells as class 1T spells).
6.23 Class I Spells

Class I spells require one round to cast; zero rounds to prepare
and one round for effect. Class I spells have alevel of at least 6 less
than the caster (our hypothetical level 7 spell user would have-all
his 1st level spells as class one spells, when he advanced to 8th level
himself, his 2nd level spells would become class I spells too, etc.).
All instantancous spells are considered to be class I spells regard-
less of the level of the caster.

6.3 CASTING SPELLS FROM ITEMS

When an imbedded spell is cast from an item, three things
must be considered. First, the character using the item must be
able to use such an item (which depends on the game system in
use). Scecond, the level of the spell cast is the level of the spell itself
(onwhateverlist it might appear) and not the level of the character
using the item. Third, the number of rounds required to prepare
and cast the spell depends upon the level of the character as de-
tailed above. If the spell would normally be a class IT spell for him
(if he knew it), he would require one round for preparation and
one round for effect (exactly as if he were casting a class I spell
normally). If the character using the item is of a lower level than
the spell being cast from the item, the spell is treated as class 11 for
preparation and effect timing.

7.0 TACTICAL CONSIDERATIONS FOR SPELL
CASTING

This tactical combat sequence is based on a time frame of 10 se-
cond battle rounds and one minute turns (6 rounds equal one
turn; the time allotted to each round may vary with the game
system and the preference of the Gamemaster, but the sequence
of action to follow is recommended with rounds or turn segments
of from 6 to 10 seconds). For the purposes of this spell system, the
most important occurence is spell casting. However, this must be
integrated with missile firing, movement and melee combat in a
combat situation (in less time-dependent situations, this is not
necessary). This is the same sequence detailed in a companion
package for this system, Arms Law.

7.1 BATTLE ROUND SEQUENCE

During each battle round, play proceeds through each phase of
the Battle Round Sequence in the following order (Note: this se-
quence is intended to help organize the action among a
group of characters. At times, the Gamemaster may have to
modify it to suit a situation peculiar to the particular melee).
This sequence is reproduced for easy reference in Table 11.91.

7.11  Spell Phase

All combatants who will cast spells or prepare spells during the
round must specify any pertinent information (e.g. spell type,
target area, any opportunity fire, etc.).

7.12  Spell Results Phase

All Spells specified in the previous phase are resolved
simultaneously, unless an exception is indicated by the
Gamemaster. Results are applied immediately, except for oppor-
tunity spells (see 7.2). Movement for all spell casters is reduced to
amaximum of 10% if they are preparing a spell, and 25 % if they
are actually casting it.

7.13  Spell Orientation Phase

All combatants who performed unusual activities during the
previous phase (for example, magical transportation) must make
an orientation roll to determine how well they have adapted
themselves to their new surroundings. An exceptionally low roll
(05 or less) might incapacitate them for the remainder of the
round and prejudice their chance for successful action in the next
round, while an exceptionally high roll (96 + ) would indicate the
best possible result (intermediate values should be ajudicated by
the Gamemaster if necessary). The Gamemaster must deter-
mine what constitutes unusual activity within the context of
the situation.

7.14 Missile Phase

All combatants who will fire or throw missiles during this
round (they cannot have thrown or prepared a spell) must specify
missile type, target/target area, and any other pertinent informa-
tion.

7.15 Missile Result Phase

All missile attacks specified in the previous phase are resolved
simultaneously (unless an exception is indicated by the Game-
master). All results are applied immediately, except opportunity
missile attacks. Activity for all combatants performing missile fire
or attempting opportunity attacks is reduced to 25% of normal.

7.16 Movement-Maneuver Phase

All combatants in play may move up to the maximum of their
movement allowance (depending on the movement system being
used, and modified by actions taken previously in the round such
as spell casting or missile fire). Any conflicts in movement (such as
two characters who are headed for the same space) should be re-
solved by a comparison of maneuver rolls (higher roll having
choice of position) and by common sense (a combination of the
two is possible, where one of the characters, due to position,
might have an add to his maneuver roll, but phenomenal luck
could still beat him). An extraordinary maneuver may be re-
solved in much the same way, with a high roll indicating a degree
of success and a low roll a failure of some type (and possibly in-

Jury).



7.17 Melee Phase
All combatants may attempt to conduct melee attacks except
those that have done the following:

1) Cast a spell in the current round (or prepared one):

2) Fired or thrown a missile in the current round;

3) Moved more than 50% of their normal movement this
round,

4) Failed an orientation roll or maneuver roll this round,

5) Announced opportunity action that has not been ex-
ecuted;

6) Been previously incapacitated.

7.18 Melee Result Phase
Within each group of combatants attempting to melee attack
each other, attacks are conducted according to the following se-
quence:
1) Determine order in which involved combatants -will
swing.
2) First combatant attacks and results take effect im-
mediately.
3) Second combatant attacks and results take effect.
4) Third combatant attacks, fourth, etc.
5) First combatant attacks again with any additional
weapon.
6) Second combatant, third, etc., attack with second
weapons.

7.19 Final Orientation Phase

In the judgement of the Gamemaster, any combatant who has
been under significant pressure (e.g. surprise), or has made an
unusual maneuver may be required to make an orientation roll,
which may affect his ability to act in the next round.

7.2 OPPORTUNITY ACTION

Combatants may plot opportunity action if they wish to per-
form a combat activity in a following phase of the current round
or a following round. For example, a combatant may wish to
withhold his spell until he sees who is going to attempt to fire a bow
(maybe at him), and then cast the spell at the bowman. Oppor-
tunity action is announced during the correct phase for the
desired action (e.g. instead of performing missile fire, you declare
that you wish to wait for opportunity fire). Movement restrictions
apply as if the combatant had actually performed the action dur-
ing the correct phase (see 7.11 and 7.15). A combatant who has
planned opportunity action can take no other action (except
reduced movement) until the action is performed or canceled.
Opportunity fire occurs first in a phase, unless otherwise in-
dicated by the Gamemaster.

Example:  During the spell phase, a combatant with a pre-
pared spell announces opportunity spell fire. He may then
cast the spell in any of the following phases of this and the
following rounds. Until he fires, however, he may neither me-
lee attack, actively defend in melee (parry), nor make extra-
ordinary maneuvers. He is also reduced to 25% of his nor-
mal movement until the round after he casts the spell or can-
cels his opportunity action. During the missile phase of some
following round, a bowman attempts to fire his bow. The spell
caster who has planned opportunity fire now casts his spell,
resolving it before the bow may be fired. If the bowman is
killed or incapacitated, the bow attack will not take place at
all.

7.3 ARMOR CLASSIFICATIONS

Armor is the basic protective capability assigned to the material
covering the body. Armor is divided into five categories of four
types each (for a total of 20 types). The column numbers listed
with each armor type refer to the column corresponding to that
armor on the elemental attack tables.

7.31 Cloth-Skin Base

Normal cloth attire, robes, and normal animal hides.

7.311  Skin (Column 1):

Normal clothing, assumed worn if other covering is not
specified.

7.312  Robes (Column 2):

Full-length robes normally worn by spell users and certain
other combatants. One reason these might be worn would be if
the robes were the spell user’s spell bonus item (adder or
multiplier).

7.313 Light Hide (Column 3):

The natural hide of certain classes of animals, both normal and
unusual (e.g., deer, dog, wolf).
7.314 Heavy Hide (Column 4):

The natural hide of certain classes of animals, both normal and
unusual (e.g., buffalo, elephant, bear). NOTE: The Game-
master will have to decide on the armor type of the creatures that
populate his game.

7.32 Pliable Leather Base

The heavy outer garments normally worn as weather protec-
tion by certain civilians and as combat protection by some militia
and irregulars.

7.321 Leather Jerkin (Column 5):

A leather vest-like covering without arms and reaching only to
the waist or mid-thigh.
7.322 Leather Coat (Column 6):

A leather coat covering the arms and to mid-thigh.

7.323 Reinforced Leather Coat (Column 7):

A leather coat covering the arms and to mid-thigh, but with
either rigid-leather sections or metal sections sewn in for rein-
forcement.

7.324 Reinforced Full-Length Leather Coat (Column 8):
A coat as in 7.323 except that it covers to the lower leg.

7.33 Rigid-Leather Base
Rigid leather armor and the rigid hide covering of creatures
like certain reptiles and of fantastic creatures such as dragons.

7.331 Leather Breastplate (Column 9):
A rigid leather breastplate covering the torso to mid-thigh and
part of the upper arms.

7.332 Leather Breastplate and Greaves (Column 10):
As in 7.331 above, but with leather greaves covering the fore-
arms and lower legs.

7.333 Half-Hide Plate (Column 11):

Rigid-leather armor which covers the body completely, and
the hide of certain creatures that contain at least a few rigid plates
(e.g., rhinoceros, alligator).

7.334 Full-Hide Plate (Column 12):

As in 7.333 above, except that the rigid leather or plates are
harder and/or more plentiful (e.g., turtles, certain dragons,
crabs).



7.34 Chain Mail Base
Metal chain link armor, metal scale armor, and the hides of
certain fantastic creatures.

7.341 Chain Shirt (Column 13):
A chain mail shirt covering the torso to mid-thigh and half of
the upper arms.

7.342 Chain Shirt and Greaves (Column 14):

Asin 7.341 above, but with greaves on the forearms and lower
legs.
7.343 Full Chain (Column 15):

Chain mail covering most of the body and legs in the form of a
shirt and leggings.

7.344 Chain Hauberk (Column 16):

A full-length chain mail coat split from the waist in the front
and back to facilitate movement; certain dragens may be of this
armor type.

7.35 Plate Base:
Rigid armor of metal plates and the heaviest animal hides.

7.351 Metal Breastplate (Column 17):
A metal breastplate plus smaller plates covering the torso to
mid-thigh and part of the upper arms.

7.352  Metal Breastplate and Greaves (Column 18):
Asin 7.351 above, but with greaves on the forearms and lower
legs.

7.353 Half Plate (Column 19):
Rigid plate armor covering the body, but with chain mail be-
tween the plates, at the joints, and covering the legs.

7.354  Full Plate (Column 20):
Rigid plate armor as in 7.354 above, but with plates overlap-
ping at joints, and plate armor covering the legs.

7.36 Armor Bonuses

Especially good armor in terms of material, construction, or
enchantment, does not change in base type. Instead it subtracts
from the elemental attack roll against a target wearing the armor,
as well as having an effect on defense in melee and decreasing ma-
peuver penalties.

7.37 Armor Penalties

Due to its weight and constrictive nature, there are penalties
associated with wearing armor while attempting to maneuver, at-
tack, defend, and throw/fire missiles. These penalties are sum-
marized in Armor Table 10.92.
Note: The armor types, bonuses and penalties mentioned above
cannot, of course, include all possible types of armor. The Game-
master may have to fit any truly extraordinary armor into the
above system of types, bonuses and penalties.

Example:  Inone fantasy world, mithril is exceptionally rare
and revered for its almost supernatural qualities. Its ability to
flex with and absorb pressure under most circumstances
makes it the best protective material available against phys-
ical attacks, while it has a magical nature that often has dis-
ruptive effects on the essence. These, plus other, qualities,
(lightness, etc.), combine to make it the most sought after
material for all types of forging, and the Gamemaster has set
the following characteristics for armor of this type if found or
made:

Mithril Chain Shirt (normally AT 13):

Protects as Armor Type 17, with a defensive bonus of -20.
Armor Penalties would be those normally associated with
AT 5.

Mithril Full Plate (normally AT 20):

Protects As Armor Type 20 with a defensive bonus of -30.

Armor Penalties would be those normally associated with
AT 11.
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7.4 UNUSUAL SEQUENCE MODIFICATIONS

Certain spells will modify the normal turn sequence to some
degree. The most common of these modifications will be Haste or
Speed. A person who is hasted will basically have 200% normal
activity, but will still have to abide by the sequence restrictions.
That is, whatever activity the person takes will have to occur in
the proper phase (thus, a hasted person could not move, fight and
then move again, denying his adversary the chance to swing
back). A hasted person could fire a bow, move and then melee, or
attack twice in a melee phase (once at the beginning and once at
the end). Spells take a hasted caster % the normal time to prepare
and throw, but throwing more than one spell/round is still pro-
hibited.

EXAMPLE: SpellClass Whentakeseffect Remaining Move
/ Spell Effects Phase 125%
) Spell Effects Phase 35%
m Next turn 20%

In the case of a class 111 spell prepared by a hasted caster, it should
be treated as a class I spell next turn (when it takes effect, and for
the purposes of determining the movement allowed to the caster
afterwards) whether the caster is hasted that round or not.

Note: Ifthe Gamemaster is prohibiting the casting of two spells in
one round, as is suggested, he may also wish to prohibit the
warming of a second spell in the same round another is cast.

8.0 RESOLVING SPELL EFFECT

Once a spell is cast, the effect of the spell must be resolved. In
many cases the results are automatic, but when the target is a liv-
ing creature or unusual object, various results can occur. These
results range from the spell failing to operate correctly to the spell
being overwhelmingly successful.

8.1 SPECIAL DICE ROLL RESULTS

All dice rolls in this system are rolled with percentile dice
(01-00, with the latter being read as 100). In certain cases, rolls
have special results.

8.11 Low Open-ended Roll

A roll of 01-05 on a low open-ended roll indicates a particularly
unfortunate occurence for the roller. The dice are rolled again
and the result is subtracted from the first roll. If the second roll is
96-00, then a third roll is made and also subtracted and so on until
a non 96-00 roll is made. The total difference of these rolls is the
low open-ended roll.

8.12 High Open-ended Roll

A roll of 96-00 on a high open-ended roll indicates a partic-
ularly fortunate occurence for the roller. The dice are rolled again
and the result is added to the first roll. If the second roll is 96-00,
then a third roll is made and added, and so on until a non 96-00
roll is made. The total sum of these rolls is the high open-ended
roll.

8.13 Open-ended Roll
An open-ended roll is both high open-ended and low open-
ended.

8.14 Unmodified Rolls (UM)

Certain results on some rolls indicate an immediate effect and
no modifications are considered. These rolls are marked on the
appropriate charts with a UM. For example, all spell attack rolls
of 01-02 indicate immediate spell failure, regardless of target,
caster, or any other considerations.



8.2 NON-ATTACK SPELLS

Non-attack spells include all spells which cannot adversely ef-
fect an opponent. These spells are indicated in the-spell descrip-
tions and include ali spells marked: informational, defensive, etc.
When anon-attack spell is cast, the caster makes a roll. Ifthe roll is
03-00, the spell succeeds, but if the roll is 01-02 the spell fails. In
the case of a failure, another high open-ended roll is made, the roll
is applied to the non-attack section of the spell failure table
(10.72), and the result is immediately applied to the spell or caster
(whichever is indicated by the table).

8.3 BASE ATTACK SPELLS

Base attack spells include all spells which are not non-attack
spells and not elemental attack spells (see 8.4). Base attack spells
are resolved by the caster making an attack roll (NOT open-
ended) and then applying the results to a resistance roll (open-
ended) made by the target (or Gamemaster). This net resistance
roll will indicate if the spell has affected the target.

8.31 Base Attack Roll (BAR)
The base attack roll is NOT open-ended and represents the ef-
fectiveness of the caster’s spell.

8.311 Unmodified Rolls

An unmodified roll of 01-02 indicates automatic spell failure
(see 8.3141) while a roll of 96-00 indicates spell success and a
higher than normal resistance roll modification (see 8.3142).

8.312 Modifications to the Base Attack Roll

Modifications are additions or subtractions to the base attack
roll, if the original roll was not 01-02 or 96-00. If the base attack
roll thus modified is less than 03 then the net base attack roll 1s 03,
if the modified roll is greater than 95 then the net base attack roll is
95. These modifications are summarized in table 10.2.

8.3121 Level of Caster

The level of the caster is added to the BAR if the caster is a pure
spell user or a hybrid spell user. Non-spell users and semi-spell
users do not get this bonus. This bonus does apply if the spell is be-
ing cast from a wand or item by a pure or hybrid spell user.

8.3122 Range

The distance from the caster to the target can modify the BAR.
The modifications are printed on the base attack table (table
10.1). They range from + 30 if the caster is touching the target to
— 30 if the range is greater than 300 feet.
8.3123 Race or Unusual Material

Certain creatures and races are especially hard to enchant (i.e.
demons or dwarves). These creatures should be given a modifica-
tion by the Gamemaster based upon his world system. Similar
modifications should be given to certain unusual materials (i.e.
mithril) and magic items (see 8.5).

8.3124 Cover and Situation

Certain situations can result in modifications being given by
the Gamemaster. For example, if the target is detected but not
seen, a subtraction of — 20 might be given.

Example: Suppose a 12th level magician wants to cast a
sleep spell on a 9th level fighter, who is 55" away. The magi-
cian gets to add + 12 for his level and suffers a — 10 for
range, giving a total modification of + 2 to the base attack
roll. If the fighter was behind a tree, the Gamemaster might
give him — 10 for partial cover, changing the net modifica-
tion total to -8. The magician rolls a 72, which is modified to a
net base attack roll of 64.

8.313 Base Attack Table

The base attack table has seven columns based upon the effect
certain armor has on the three realms of power. To find the ap-
propriate column, first find the heading for the realm of power of

the spell being cast (essence, channeling, or mentalism). Then
choose one of the two columns UNDER THAT REALM which

 applies to the target. If neither column applies the general column

is used.

8.314 Effects of the Base Attack Roll
The net BAR (see 8.312) is cross-indexed with the column
chosen (see 8.313) and the result is read off the base attack table.

8.3141 Spell Failure

A ““F”’ result on the base attack table means the spell has failed
and a high open-ended roll must be made on the spell failure table
(table 10.71). This roll is applied to the attack section of the spell
failure table and the results are immediately applied to the spell or
caster as indicated by the table.

8.3142 Resistance Roll Modification
A result of a positive or negative number indicates a result
which must be added to the resistance roll.

Example:  Suppose the situation in the example above, but
without the partial cover (net modification is + 12 for level,
— 10 for range or + 2 total). Assume the fighter is wearing
leather armor. If the magician rolls 01-02, the spell fails auto-
matically. If the magician rolls a 03-10, the roll is modified to a
net total in the 05-12 range which still indicates a spell failure.
If the roll is a 11-46, the modified roll would be between 13
and 48, resulting in a modification to the resistance roll
favorable to the fighter. If the roll was 55-95, the modified roll
would be between 57 and 95 (the effects of 96 + results can
only be gained by unmodified rolls in those ranges) and
would result in a modification to the resistance roll un-
favorable to the fighter (the spell was particularly well cast).
Of course, an unmodified roll of 96-100 would resultin a very
large modification to the resistance roll,unfavorable to the
fighter.

8.32 Resistance Roll (RR)

The target of a base attack spell MUST make a resistance roll if
the spell has not failed. This roll represents the target’s innate
resistance to the effects of the spell and may be modified by magic
items in his possession (but they do not obviate the necessity for
such a roll) and many other factors. This roll is open-ended (8.13)
and thus always represents a chance of the target either not being
affected by a very powerful spell or failing to resist a very weak
spell.

8.321 Modifications to the Resistance Roll

Modifications to the RR are additions or subtractions to the
RR which result in a net RR. These are summarized in table
10.6.

8.3211 Base Attack Roll Modifications
The modification indicated by cross-indexing the BAR with
the appropriate target column is added to the RR (see 8.3142).

8.3212  Statistic Bonus

Depending upon the realm of power, certain mental character-
istics of the target may result in a bonus or penalty to be applied to
the RR. Suggestions for these bonuses are given in table 10.93.

8.3213 Items and Spells

Certain items or spells may given a target a modification to his
RR. These modifications depend upon the item or specific spell.
8.3214 Race

Certain races are unusually magic resistant and may be given a
modification by the Gamemaster based upon his world system,
(i.e. demons and dwarves).



8.3215 Willing Targets

Certain targets may submit themselves as willing participants
in aspell, in such a case, the RR should be modified by - 50, and
the level of the target should be 1 for the purposes of the RR.

8.3216 Powerful Attack Spells
A few spells are very difficult to resist and have their own addi-
tional modification to any RR made against them.

8.322 Resistance Table

To use the resistance table (10.5), cross-index the attack level
(usually the level of the caster, see however 6.3 and 9.1 in the op-
tional rules if in use), with the level of the target. If the net
resistance roll is greater than or equal to the result of this cross-
indexing, the target has successfully resisted the spell. Otherwise,
the target has not resisted the spell and suffers the results given in
the description of that spell (see 11.0)

Certain spells will indicate partial results based upon the dif-
ference between the net RR and the result from the resistance
table. Certain spells also have minimum effects even if a suc-
cessful RR is made.

Example: The 12th level magician in the example above
has rolled a 60, modified (+ 12 for level, — 10 for range) to a
62 on the Leather Armor column against the fighter, giving a
modification of — 5 to the fighter's RR. The fighter rolls a 62
for his Resistance Roll. It is modified by — 5 (for the BAR, as
noted above), but the fighter’s stats yield no modification, no
items are affecting the spell, the fighter is not of a particularly
magic resistance race nor is he a willing target, and the spell
being used is not particularly powerful, so this is the only
modification to his roll. His net RR is 57. Cross-indexing his
level with the attack level, we note that he needed a net Re-
sistance Roll of 57 or more to successfully resist the spell
(and he did); had he rolled a 61 or lower initially, he would
have failed to resist the spell.

8.4 ELEMENTAL ATTACK SPELLS

An elemental attack spell concentrates one of the raw forms of
essence (earth, water, air, heat, cold or light) into a physical attack
on the target. Since the spell concentrates essence to attack the
target physically, the target is NOT entitled to a resistance roll.
Each spell of this type has a separate attack table (10.4) differen-
tiating its varying effects based upon the armor or clothing protec-
ting the target and the mobility of the target.

8.41 Elemental Attack Roll (EAR)
The EAR is an open-ended roll and represents the accuracy
and potency of the caster’s spell.

8.411 Unmodified Rolls

An unmodified roll of 01-02 indicates automatic spell failure
(see 8.4151). An unmodified roll of 00 means that the caster has
cast the ‘‘perfect’’ elemental attack spell and the results are im-
mediately applied (see 8.414, 8.42) with no further modifications.

8.412 Caster Modifications to the EAR

Modifications are only made if the original EAR was not 01-02
or 00. These modifications are summarized in table 10.3.
8.4121 Caster Level

The EAR is modified by adding the level of the caster if he is a
pure spell user or a hybrid spell user.
8.4122 Caster Agility

The caster’s agility may modify the EAR by a bonus or penalty
1dicated on table 10.93.
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8.4123  Spell Expertise

By spending time and effort in practice and use, a caster may
develop expertise in directing certain elemental attack spells. This
is dependent upon the character development system used. It is
suggested that regardless of time and effort, this be limited to +5
for each level the caster has achieved after he has learned to cast
the spell. Expertise for each spell is independent and must be

developed separately. Expertise may not be developed beyond
+50.

8.4124 Range

The distance from the caster to the target can modify the EAR.
The modifications are printed on the individual tables and range
from +35t0 -75.

8.4125 Position
Certain situations can result in a positional modification given

by the Gamemaster. Some suggested values for this are given in
table 10.3

8.4126 Items and Spells

Some spells and magic items may modify the EAR. These are
variable and usually depend upon the specific spell and the pro-
perties of the magic item.

8.413 Target Modifications to the EAR.
These modifications are summarized in table 10.3

8.4131 Target Quickness

The target’s quickness (dexterity) may modify the EAR by a
bonus or penalty indicated by table 10.93. This only applies if the
target is moving (Stationary objects such as a prone body rate a
modification ofupto + 30). The target’s quickness bonus may be
modified by the armor he is wearing (see table 10.92).

8.4132 Shields

A shield which faces the caster gives the target a bonus in-
dicated on table 10.3 (this DOES NOT apply to area spells such
as fireballs or coldballs).

8.4133 Cover and Position

At times, the target may be in an advantageous position (e.g.
partially behind a tree) and this should be reflected in a subtrac-
tion from the EAR (to be determined by the Gamemaster). Note
that, at times, the defender’s position may be so advantageous
that he cannot be affected by the attack (use common sense).

8.4134 Items and Spells
See 8.4126.

8.414 Area Spells

Certain elemental attack spells are area spells (fireball, cold-
ball). These spells attack all targets in their radius. Normal
modifications (8.412, 8.413) do not apply. Modifications that
DO effect area EAR’s are: +5 for no helm, -5 for a full helm
(with face covering), +20 for the target at the center point of the
spell, and the quickness bonus modified for armor OR 0 to — 60
for cover (not both). These modifications are summarized in
10.93. A Gamemaster may require only one roll to be applied to
all targets or individual rolls, whichever he deems appropriate for
the given situation (but only the first of these could result in spell
failure; a roll that would normally result in spell failure that is
subsequently encountered is treated as a ‘‘no effect’” result,
without prejudice to any previous or subsequent rolls that the
Gamemaster might require to resolve this spell).

8.415 Result Determination
The net EAR is cross-indexed with the armor classification of
the target. The results vary from spell failure to critical strikes.



8.4151 Spell Failures

A ““F”’ result on an elemental attack spell means that the spell
has failed, and a high open-ended roll must be made and applied
to the attack section of the spell failure table (10.71). The results
are applied immediately to the spell or caster as indicated by the
spell failure table.
8.4152 Concussion Hits

A number result indicates the number of concussion hits taken
by the target. Each target is limited in the number of concussion
hits that he can take. When this limit is passed, the target is un-
conscious (if living) and can take no further action until he is once
again under the limit. Death may be caused if this limit is ex-
ceeded by a certain amount. The point at which death occurs is
proportional to the combatant’s physical constitution, and
depends on the system used in the game for deriving physical
characteristics. The Gamemaster will have to decide on the point
at which death results (e.g., 2 times the number of concussion hits
causing unconsciousness could result in the victim’s death, or, al-
ternatively, the number of concussion hits causing unconscious-
ness added to the victim’s constitution).
8.4153 Ciritical Strikes

A result with the form of a number followed by a letter indicates
a number of concussion hits and the severity of a critical strike.

Example: 8B indicates 8 concussion hits and a critical
strike of severity B. The type of critical strike depends on the
spell cast and is printed on each elemental attack table. For
example, a firebolt gives heat criticals while an icebolt gives
impact criticals and possibly cold criticals.

8.42 Critical Strike Resolution Tables (10.81, 10.82,
10.83 and 10.84)

A normal critical strike of severity A (least severe), B, C, D, or
E (most severe) is resolved by using the critical strike table in-
dicated by the spell cast (Impact, Heat, Cold or Electricity). A
second roll is then made and the result is cross-indexed with the
severity of the critical (A, B, C, D, or E). The result is applied im-
mediately to the target. Certain critical strikes fall in the range of
F, G, H, I, or J; these results indicate two or three normal critical
strikes to be applied to the target (roll separately for each critical
strike, all results cumulative). The number of critical strikes and
their severity is given by the following table:

This chart and the primary, secondary, and tertiary types of the
criticals are printed on the individual elemental attack tables.
Tertiary

Primary Secondary

F E A -
G E, B -
H E C A
I E D B
] E D ¢

Example:  Suppose a 12th level magician wants to cast a
“Lightning Bolt” spell at a 9th level fighter. Assume the
fighter is 55’ ( — 25) away from the magician and has normal
quickness ( + 0), a normal shield facing the magician(— 15),
and a normal helmet (+ 0); for a total of — 40. The magician
adds his level (+ 12) and his assumed expertise of + 10
(Lightning Bolt is a 10th level spell and he has been able to
throw it for 2 levels, at each of which he gained the normal
+ 5 expertise with the spell), for a total add of + 22. The net
modification to the die roll is — 18 (22 — 40). Assuming the
fighter is wearing a leather breastplate and greaves (column
9) and the magician rolls a 90 on his E.A.R. (modified to a
90-18 = 72), the result (cross-index the 72 result with the 9
column is 7A: 7 concussion hits are taken by the fighter and

the mage has also given him an A’ critical strike from the
electricity table, which will now be rolled separately. Had the
mage gotten a little closer to the fighter, he would have elim-
inated the unfavorable range modification (— 25 at 55' goes
to + 0at50’) and the net E.A.R. would have been 97 (90 + 22
— 15)fora 17 D result.

8.43 Unusual Creatures

Certain unusual creatures are so large that the normal critical
strike tables are not used to determine critical strikes against
them. Unusual creatures are separated into two categories: large
creatures (trolls, giants, etc.) and super-large creatures (dragons,
the most powerful demons, etc.). Each category has its own
critical strike table’that is consulted if a sufficiently severe critical
strike is obtained against them. The roll on these tables is high
open-ended. What constitutes a large creature or super-large
creature must be decided by the Gamemaster.

8.431 Large Creatures Critical Strikes

Only critical strikes of severity B, C, D, or E affect large
creatures, A severity strikes being ignored. An open-ended roll is
made and cross-indexed with the proper column on the large
creature critical strike table, to obtain a result that is applied im-
mediately. Note that the severity of the critical strike is irrelevant,
except that it must be a B critical or higher. This reflects the fact
that such creatures present such a large target that they are more
difficult to seriously hurt.

8.432 Super-Large Creatures Critical Strikes

The super-large creatures critical strike table is used exactly as
in 8.431 above, except that only critical strikes of severity D or E
affect these creatures and A, B, or C severity strikes are ignored.
This table should be consulted only for creatures such as dragons,
dinosaurs, and the most powerful demons.

8.433 Immune Creatures

Certain creatures are immune to CERTAIN TYPES of
critical strikes (e.g. fire demons are likely to be immune to heat
spells and fire criticals). These creatures are unaffected by such
criticals.




8.44 Critical Strike Interpretations
Most of the critical strike results are self-explanatory.

However, certain results may have to be modified due to cir-
cumstances (¢.g., a target behind a low stone wall hit by an ““Ice
Bolt™ receiving a critical strike calling for damage to his ankle
should, instead, be hit in the wrist (note that he already receives a
defensive bonus for being behind the stone wall and was hit in
spite of it). Similarly, if a critical strike calling for an unspecified
limb to be broken is rolled, the limb affected should be deter-
mined randomly. A stunned combatant still gets his quickness
bonus and may stll parry to his front at 50% of normal (unless
NO PARRY is indicated), but may not move or attack or change
facing.

NOTE 1: All damage (including concussion hits), unless

otherwise noted, is only applicable to the target (or targets).

NOTE 2: Bleeding, bruises, burns, frostbite, etc. indicated

on the critical strike tables are reflected sometimes in the form

of additional concussion hits. This is meant to show the gradual

weakening brought about by bleeding, shock and pain.

NOTE 3: Next roll can refer to a missile attack, maneuver,

spell attack as well as to a melee attack.

NOTE 4: Ifan item is indicated as destroyed on the critical

strike tables, it is automatically destroyed unless it is made of an
extraordinary material (e.g. mithril}. In this case, the item
makes a resistance roll as described in 8.5 to avoid destruction.
The Gamemaster may also allow special magic items this same
opportunity at his discretion.

8.5 SPELL ATTACKS AGAINST ITEMS

Certain spells can attack items or non-living substances. For
example, UNMETAL destroys metal. If it is cast at a metal item
a BAR is made by the caster (use the most appropriate column)
and a RR is made by the Gamemaster (or player) for the item. If
the item is being carried by a living creature (in his essence aura),
it resists at that person’s level. If the item is magic, it resists as if it
had 5 levels for each +1 (or +3%) of its bonus or ability. If the
itern is both on a living being and magic, it uses the higher of the
two levels (they do NOT add). If neither of these cases occur, level
one is used. Some materials are highly resistant (e.g. mithrify and
would have a higher level as a base for their resistance roll (this
should be determined by the Gamemaster). Magic items without
specific quantitative bonuses (a ring of invisibility for example)
would also require that the Gamemaster assign alevel based on its
magic abilities.

9.0 OPTIONAL RULES

These rules are additions to the Spell Law system, and add a
great deal of flexibility and flavor for a fantasy role-playing game.
They do add some complexity, however, so a Gamemaster
should examine each optional rule and consider its potential effect
on the play of his game.

9.1 VARIABILITY IN SPELL ATTACK LEVEL

As the non-optional rules stand, the number of power points
required to cast a spell is equal to the level of the spell itself, but the
Attack Level of the spell on the resistance table is determined by
the experience level of the caster (reflecting that the higher level
spell user could normally be more effectiveesiTirshe spell). Under
this optional rule, a spell caster must stiput AT LEASY as many
power points into a spell as the level of the spell, but he has the op-
tion to use more than that number ¢f power points to make the
spell more potent and harder to resist (veflecting the same capacity
of the higher level spell user to be more effective, but requiring ef-
fort to reach this higher level of effectiveness).

9.11 Definition of Attack Level

If this rule is employed, the attack level of the spell on the
resistance table (10.5) 1s equal to the number of power points used
to cast the spell and NOT the level of the caster. Spells using a
‘“+”” on an additive bonus item for their power are still con-
stidered to be of the caster’s level. Spells cast from items (im-
bedded spells) are still considered to have an attack level equal to
the spell cast, and may not be supplemented by additional power
points.

9.12 Restrictions on Points Used

The caster may not put more power points into a spell than the
number of his level. Nor can he put more power points into any
spell than the level to which he has learned the list containing that
spell.
Example:  Suppose a 16th level magician who has learned
the Spirit Mastery list to 10th level wishes to cast a sleep
spell. He may vary the attack level of that spell from 1 to 10 by
putting that number of power points into the spell. If he used 7
power points, the attack level of the spell would be 7. If the
same magician knew the Spirit Mastery list to 20th level he
could vary the attack level of the same sleep spell from 1 to
16 (not 20, because he can only put a maximum of 16 power
points - his level - behind the spell). If he cast the sleep spell
using his (hypothetical) + 2 spell adder, it would have an at-
tack level of 16; if he cast the same spell from a wand of sleep
spells he possessed, its attack level would be 1, the level of
the sleep spell on the Spirit Mastery list.




9.2 VARIABILITYINELEMENTALATTACK SPELLS
Given an elemental attack spell of X levels, every X power
points put into the spell causes the concussion hits indicated by the
elemental attack roll. At least a number of power points equal to
the level of the elemental attack spell must be put into the spell for
it to be cast. No more power points than the level of the spell caster
may be put into the spell, and no more power points than the level
the spell’s list is known to. Critical hits are not affected by the
presence or absence of additional power points in the spell.

Example: A 22nd level magician who knows the Fire list to
20th level wishes to cast a firebolt. He has a choice of how
many power points he wants to put into the spell, from 6
(minimum to cast the speli) to 20 (maximum because that is
the level to which he knows the Fire list and he is of sufficient
level to use that many power points on the spell). If he used
just 6 power points, he would inflict normal concussion
damage on the target. If he used at least 12 power points to
throw the spell, he would inflict double damage[a 12C result
would be treated as a 24C result(note that the critical strike is
not modified in any way, nor is any damage resulting from it)].
If he used at least 18 power points, he would inflict three
times the normal damage (a 36C instead of a 12C). If he used
a ‘‘+ " bonus from his additive item to power the spell, it
would generate a bolt having 20 power points (the highest
number he could give it); note that in this case, the damage
would be the same as the bolt with 18 power points in it. If the
magician threw the firebolt from a wand of firebolts he hap-
pened to possess, the spell would have 6 power points (the
minimum necessary to cast the spell) and this could not be
supplemented by the caster.

9.3 VARIABILITY IN SPELL FAILURE RESULTS
To reflect the increased danger in casting the more powerful
spells, the number of power points used in casting a spell is added
to the spell failure roll (see 8.3141) if the spell fails. In the case of
spells cast using the power of additive bonus items, the level of the
caster is assumed to be the number of power points in the spell for
this purpose. Spells thrown by wands, staves, or items, are
assumed to have the minimum number of power points necessary
to cast them, and this number is added to the spell failure roll.

9.4 AVAILABILITY OF SPELL LISTS

A Gamemaster, may wish to make certain spell lists harder to
learn than others for a variety of reasons. This can be done by
making certain lists unavailable in certain cultures, or very dif-
ficult or expensive to obtain access to (e.g. Desert nomad Men-
talists might have some trouble attempting to learn the Liquid
Alteration list - not particularly common in their culture).
Another approach could be to make access to certain lists tied to
guilds or craft associations, who might jealously guard their trade
secrets from all but initiates. Some arts of magic (lists) might well
be found only in rare, ancient tomes. There a variety of ap-
proaches to limiting the flow of magical knowledge, and the one
used by any particular Gamemaster will be dependent upon his
world system. There should always be certain lists, however, that
are more or less ‘‘common knowledge’’ for members of each pro-
fession, and usually these will be the Base Lists of each profession.

9.5 CRITICAL STRIKE TABLE IN GENERAL USE

The critical strike tables can be used in a variety of general
situations, which arise in fantasy role playing. For example, in a
blizzard, each character might be rolled for on the ““A’’ column of
the cold critical strike table (10.82), while in the arctic the column
used might be “C”’, “D’’, or even “E’’. A character falling 10
feet might roll on the ““A’” Column of the impact table (10.83)
with increasingly higher falls giving more severe criticals.

9.6 HEALING SYSTEMS

A Gamemaster should develop a comprehensive healing sys-
tern for his world. Thisis a factor that controls how many and how
often characters die permanently and how long they are out of
commission healing. The spells provided in this package provide
a basis for this, but consideration should be given to a few other
factors and options.

One of the prime ingredients of a healing system is herbs
(drugs). Herbs may be used to simulate the effects of certain spells
in performing miraculous cures, are portable, and are usually
much more available than high level healers. The Gamemaster
can experiment with the numbers, prices and effects of whatever
herbs he feels are necessary in his game. Below we present and
example some herbs found in one area of a fantasy world; other
drugs might be available in other areas (the chart reproduced
below is from THE IRON WIND by ICE).

HERBS OF THE MUR FOSTISYR

NAME HOME FORM
Abaas Coastal Beaches Green Leaf
Fiis High Altitude Lakes Tree Resin
Thurl Forests (common) Brown Clove
Mirenna Vales Above 10,000° (Rare) Silvery Berry
Harfy Hilly Regions Scrub Resin
Ucason River Banks (Rare) Yellow Grass
Jojojopo Base of Glaciers Grey Leaves
Naza Plains (Rare) Red Leaf
Olvar Bay of Glass Spires (Rare) White Flower
Kathkusa Northern Icy Plains (Rare) Green Leaves
Nelisse Volcano of the Udahir White Leaves
Agaath Mountains Above 20,000 Blue Berry
Ukur Yon Kusir Valley Nut
Fukavar Salt-Water Islands Blue Leaves
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PREPARE/APPLY EFFECT
Crush/Eat Cure (2-12)
Dilute/Drink Cure (1-5)
Brew/Drink Cure (1-4)
--/Chew Cure (10)
Dry on Wound Stops Bleeding
Burn/Inhale Cures Blindness
Dry/On Wound Cures Frostbite
--/Chew Neutralize Poison
--/Chew Lifekeeping (12 days)
--/Chew 2X Strength (2-5 rnds)
Brew/Drink Euphoria and Nutrition
--/Eat Breathe at High Altitudes
--/Eat One Day’s Nutrition
Crush/Burn Mental Summons (20 miles)



Another key factor in a healing system is the effect of the wound
after being cured (by spells or herbs); some considerations in this
area are: how long does it take to recover? should there be any
permanent damage (often reflected in a lowering of stats)? what
effect would the wound have on the character while he is recover-
ing? Most of these questions are very subjective and must be
decided on a case to case basis. For example, having an arm cut
off and then reattached might cause a loss of agility (temporary or
permanent) and maybe a scar. Death and being raised from the
dead might cause a general loss of abilities, partial loss of ex-
perience and scars. Due to the variety of character systems which
exist, these elements will not be detailed, however, the following
chart gives some suggested recovery time for certain injuries:

R = Recovery Time
TP = Temporary Penalty
PP = Permanent Penalty
S = Strength
Pr = Presence (Charisma)
Ag = Agility (Dexterity)
Q = Quickness (Dexterity)
RE = Reasoning (Intelligence)
M = Memory (Intelligence)
C = Constitution
AREA/TYPE of DAMAGE

LIGHT MEDIUM SEVERE
BURN
R: 1day R:  5days R:  10days
TP: -5Ag TP: -20Ag TP: -40C,Ag
PP:  None PP: -5Pr PP: -10CAg
BONE
R: 1 day R:  6days R: 12 days
TP: -10Ag TP:  -20Ag,Q TP: -50C,S,Ag
PP: None PP: None PP: -15C,Ag
TISSUE
R:  l.day R:  5days R: 10 days
TP: -5C TP: -20C,Ag TP: -40C,AG
PP: None PP: -5REM PP:  -10CAg
HEAD
R:  2days R:  6days R: 30 days
TP: -5REM,C TP: -30REM,C,Q TP: -60REM,C,Q
PP:  None PP: -5REM PP: -25REM,C
MUSCLE/TENDON
R:  2days R: 6 days R: 12 days
TP:  -10Ag TP:  -20 Ag,Q TP: -508,Q,Ag
PP:  None PP: -5Pr PP: -20Ag,Q
INTERNAL ORGANS
R:  2days R:  6days R: 20 days
TP: -10C TP: -20C,S TP: -50C.,8
PP:  None PP: None PP: -20C.S

9.7 SPELL EXPERTISE ATTENUATION

The basic rule on spell expertise allows a spell user to gain +5
onhis EAR for each level he has achieved after being able to throw
. the spell. This optional rule allows this progression to continue,
theoretically to infinity, but subject to the rule of diminishing
returns. This symbolizes that the most important improvements
in casting ability would come first, and that the refinements
learned later would be polishing of the skills learned previously.
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9.71 Learning Expertise

At eachlevel of experience, the spell caster may increase his ex-
pertise with ONE elemental attack spell (his choice). Note that
this means his expertise with any elemental attack spell is no
longer a direct function of his level, and the level of expertise the
spell caster has with each of these spells must be recorded.

9.72 EAR Bonus

Each level of expertise the spell user has with the spell being cast
will add +5 to the EAR up to +50. Once the +50 level is
achieved, each level of expertise gives a bonus of + 2 per level up
to + 20 ( + 70 total expertise bonus after 20 levels of expertise are
achieved). After a spell user has achieveda + 70 expertise bonus,
each level of expertise he acquires with that spell adds + 1 to his
expertise bonus.

Example: A spell caster of level 25 has expertise of + 50in
firebolt and + 40 in icebolt. When he reaches level 26 he
may develop further expertise with the firebolt, which will
raise his bonus by + 2to + 52, or he may increase his icebolt
Skillby + 5, from + 40to + 45. Of course he could choose to
develop expertise in another spell, which would give him a
bonus of + 5 with that spell (if he had not already developed
any expertise with it).

9.73 Practice and Research
Gamemasters employing this rule may want to allow extra de-
velopment of expertise through practice and/or research.

9.8 EVIL SPELL LISTS

Evil spell lists are included with the normal lists for evil spell
users in Essence, Channeling and Mentalism. Evil pure spell
users function exactly like other pure spell users, except that they
have these lists in addition to those normally available. These are
always treated as base lists by these character classes, and are thus
eligible to receive type ““‘E”’ picks.

These lists reflect the dark sides of Essence, Channeling and
Mentalism. A Gamemaster should realize that this is a highly
subjective and flexible concept and should reflect this in his world
system. (This could range from an evil spell user being perverted
and manipulated by evil gods and power sources to minimal ef-
fects like the disapproval of superstitious peasants).

9.9 MAGICAL RESEARCH

In any comprehensive world system for a long-running cam-
paign, attention must be paid to magical research. This is essen-
tial to explain where magic items come from and how spells were
developed. Of course, the simplest solution to this is to say that
spells and items come from the gods (or some other external force)
and allow no internal research. If this is the case, the alchemist
spell lists and this section should be ignored. The following sec-
tions contain some of the suggested rules for conducting research
in conjunction with the Spell Law system.



9.91 Spell Research

Spell research is the development of new spells to go on existing
spell lists or new spells that do not fit on any existing list. Poten-
tially, an entire new spell list might be researched by some power-
ful character, and the knowledge of it passed on to his friends and
followers.

9.911 Limitations on Spell Research

The Gamemaster should first determine if the proposed spell is
acceptable for his world system. He is the final authority on the in-
clusion of a researched spell into his game and should examine
each prospective spell closely. He may wish to introduce his own
spell lists or spells to be available for the characters and non-player
characters in his game. After first accepting the principle that the
spell could exist in_biz7werld; the Gamemaster should proceed

with the mechani¢s of research.
.»ﬂej‘»’

9.911 14,449;1@ to Research

Orily pure and hybrid spell users may conduct research under
these guidelines. Semi-spell users and non-spell users may not
conduct spell research. This prohibition represents a definitive
limit on the powers of characters not devoting themselves ex-
clusively to the use of spells.

9.9112 Definition of Realm

The Gamemaster should determine the realm of the proposed
spell, (is the spell an Essence spell or a Mentalist spell or a Clerical
spell). The introductions to the various spell books are extremely
useful for this purpose, and it should be noted that certain con-
cepts have been deliberately left off certain lists (e.g. clerics do not
throw lightning bolts) with this restriction in mind. A character
may not research a spell out of his realm of magic (noting carefuily
the restrictions placed on hybrid spell users in the learning and use
of spells in either of their two realms, it should certainly be im-
possible for characters not specializing in the use of more than one
realm to do so). Hybrid spell users may research spells in either of
their two realms, but they are severely limited in the power of the
spells they can research that do not fit on their base lists (they can-
not learn other lists beyond level 10).

9.9113 Definition of List

Each spell should, potentially, be grouped with similar spells,
according to their nature. After determining that the spell is ac-
ceptable and which realm it fits into, the Gamemaster (with help
from the researcher) should determine if the spell fits into an ex-
isting list. Ifit does, then this concept is relatively easy to research,
provided the researcher already knows that spell list. If the spell
concept does not fit into an existing spell list, it indicates that
research material in this area is going to be less easy to find and
more time will have to be spent in learning the new spell.

9.9114 Determination of Spell Level

"The Gamemaster must assign a level to the spell, based upon
its power and the level of other spells of similar power that the spell
user already knows or has available. Note that spells with exactly
the same effect often have different levels for different character
classes and particularly for different realms. Of course, a
character cannot research a spell that is of higher level than he is,
nor may any character research a spell that he would not be able to
learn if it were on a list (specifically, if a spell fits into a spell list
above 10th level and a hybrid wishes to learn it, he could not do so
because he is not permitted to learn spells on that list above 10th
level — assuming that the spell did not fit into his base lists).

9.912  Cost of Spell Research

After satisfying himself that the researcher can learn the spell
desired, the Gamemaster must establish that the character has ac-
cess to the research, material necessary (which may well involve
payment) and subsistence. Other activity should be severely cur-
tailed. The researcher may then proceed to do his studying, which
will take him an amount of time to be determined in accordance
with the next rules section.

9.9121 Researching Spells on Known Lists

If the spell is on an existing spell list, and the researcher knows
that spell list to the level the Gamemaster determines the spell to
be, the amount of time shown by the following chart must be
spent in research.

Level of Time to Research
Spell Years  Months  Weeks
1 - - 1
2 - 2
3 - - 3
4 - 1 0
5 - 1 1
6 - 3 0
7 - 3 2
8 - 4 0
9 - 4 2
10 - 5 0
11 - 8 1
12 - 9 0
13 - 9 3
14 - 10 2
15 - 11 1
16 1 4 0
17 1 5 0
18 1 6 0
19 1 7 0
20 1 8 0
25 2 7 0
30 3 9 0
50 7 3 2

9.9122 Researching Spells Not on Known Lists

If the spell to be researched is not on a known list, or the resear-
cher does not know that list to a sufficient level, the time costs in-
volved (derived from the above table) are TRIPLED.

9.913  Successful Research

Upon completing the required research, the researcher rolls
once on the “General”’ column of the Base Attack Table. Any
non-failure result indicates that the spell has been successfully
learned. The researcher now knows the spell (and only the re-
searcher). He may teach it to an associate at one fourth of the
original research cost in time for both him and his pupil. The
Gamemaster may wish to allow certain researched spells to
become a part of the list system for his world.

9.92 Alchemical Research

Alchemical research is the only way in which a spell user can
make a specific magic item, potion or material (as opposed to
Lord research which is essentially random). Under our system,
the alchemists base lists provide the necessary framework for
making specific items, and are usually usable only by alchemists
(see 9.94 for exceptions). Making a magic item consists of simul-
taneously creating the base item, and/or enchanting the item
and/or imbedding spells. Once a magic itern has been created it
cannot have other spells or abilities added (except for recharging
wands, rods and staves). The Gamemaster is always relied upon
to make necessary modifications to these rules to adapt them to
specific circumstances in his world system.
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9.921 Creating the Base Item

The base item is the item which is to be enchanted or is to re-
ceive a spell. Base items are classified as inorganic (metals), or-
ganic (living or once living material), and liquid/gas (potions).
This is represented by those three alchemist base lists, and allows
an alchemist to work those materials thru the use of spells aided by
normal equipment (forges, looms, presses, laboratory apparatus,
etc.). Making the base item requires that the appropriate spell (for
the item being created) be cast once perday and that the alchemist
work normal full days on the project (no excursions or other pro-
Jects).

9.9211 Wands, Rods and Staves

Wands, rods and staves are the primary items for storing
spells. They must be organic due to the inherent resistance of in-
organic material to spells. In order to make one of these items, the
organic list must be learned to the level of ‘‘Make Wand”’,
“Make Rod”, or ‘‘Make Staff”’, whichever is appropriate.

9.9212 Rune Paper

Rune paper is required for spell users to inscribe runes (see the
“Rune’’ list). The various *“‘Rune Paper’’ spells allow paper to be
made which will hold various level spells.

9.9213 Potions

Potions are fluids (or rarely, gases) in which a spell can be
placed (imbedded). Various ‘‘Potion’’ spells make potions which
will hold various level spells. ‘Potion’’ spells are harder (higher
level) to both learn and use because there can be no guarantee that
the end user will have any understanding of spells (Runes are
created for use by spell users and need not be as foolproof).

9.9214 Objects

Objects are any items not included in 9.9211, 9.9212, or
9.9213. They include weapons, armor, spell bonus items (see
6.12), rings, cloaks, boots, etc. Weapons and armor can get
bonuses that are non-magical, if they are created out of superior
materials (assuming iron as a normal, non-bonus material). If
weapons and armor are enchanted (9.922) to get a magical
bonus, then'the user can elect to use either the normal bonus
(material) or the magical bonus (but not both).

Example: A steel weapon (+ 2)enchantedto + 1 could be
used as a + 2 normal weapon or a + 1 magic weapon, but
NOT as a + 3 weapon. In most casé__s itwould be used as a
+ 2 weapon, but when fighting creaturés which can only be
hit by magic weapons, the + 1 bonus would ha veto be used.

9.922 Enchanting an Item

When an alchemist wishes to enchant an object, he must per-
form the enchantment process simultaneously with the creation
of the base item. Enchantments include intelligence, all bonuses,
and any special permanent abilities which are not spells (e.g. holy
arms or slaying abilities are such abilities, while flying, invisibil-
ity, and teleportation are not).

9.9221 Intelligence

The effect of intelligent items on characters or a game will de-
pend upon the world system used (i.e. control or dominance of a
character by an item he is using). Alignment of items should be
the same as that of the alchemist making them. However, in
terms of Spell Law, intelligence allows any character (not just the
appropriate class of spell user) to use the spells imbedded in items
(9.923). The following is a summary of the effects of various in-
telligences:

Empathy........... ... ... Allows casting of 1st level spells
Low Intelligence.......... Allows casting of 2nd level spells
Medium Intelligence. . . . . .. Allows casting of 5th level spells
High Intelligence. . . .. . . .. Allows casting of 10th level spells

Very High Intelligence. . . . . Allows casting of 20th level spells




9.9222 Bonuses
Bonuses fall into three categories: weapons, armor and
general. A weapon bonus gives a specific add to the combat attack
of the character using that weapon; each + 1 gives an add of +1
to the combat roll under a 1-20 system, and +5 under a 1-100
system. Similarly, each + 1 for an armor bonus (or shields) gives
a subtraction to the attack roll of persons attacking the character
who is wearing the armor. The + 1 general category is meant for
the miscellaneous items which exist in various world systems (e.g.
+ 1 rings, or cloaks). In Spell Law, this general category handles
spell multipliers and adders (see 6.12). A ““ + N General’’ spell
will enchant either a + N adder or a x(N-1) multiplier.

Example: an enchantment spell, *‘+ 4 General’’ can be
used to create a + 4 spell adder or a x3 spell multiplier.

9.9223 Special Enchantment

All enchantment aside from intelligence and bonuses falls into
this category. These enchantments are not specifically indicated
on the spell list since they are too numerous to catalog and are
highly dependent upon the world system used. The Gamemaster
may place any special enchanted ability at any level he deems ap-
propriate if he feels that ability is standard for an alchemist in his
world system. Otherwise, the alchemist should be required to
research the spell for that ability using the spell research rules
detailed in 9.91 while casting the 1st level research spell once per
day.
Example, an alchemist wishes to enchant a sword to be an
orc-slaying weapon. If the Gamemaster decides that the
ability is a known alchemist enchantment, he might assign it
alevel of 15. If not, he could still assign it a level of 15, but the
alchemist would be required to research the spell for 11
months and 1 week as required by 9.91. It might even be
longer if the Gamemaster decides the ability is really ob-
scure and requires the research time for a spell not on a nor-
mal list (2 years, 9 months and 3 weeks).

ITEM CHARACTERISTICS

ITEM MAXIMUM SIZE MATERIAL
SPELL LEVEL

Wand 2 1 foot Organic

Rod 5 2.5 feet Organic

Staff 10 5 feet Organic

Other 10 var. any

Other 10 var. any

Ring 10 Ring Ring
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9.923 Imbedding Spells

Spells can be imbedded in items by casting the appropriate
spell or spells in the ‘‘Imbed Essence’’ list or the ‘‘Imbed Men-
talism/Channeling’’ list. To imbed a spell the appropriate level
(or higher) “Imbed’’ spell must be cast on the item once a day
while it is being created. The spell to be imbedded must also be
cast on the itemn once a day while creating the item (this can be cast
by the alchemist, an item or another spell user). As can be seen
from the lists, the mentalism and channeling spells are harder
(higher level) to imbed than essence spells, since an alchemist is a
pure spell user of essence. All imbedded spells are treated as runes
for purposes of casting (exception: 9.9221, Intelligent Items).

9.9231 Normal Imbedding
A spell imbedded solely with an imbed spell can only be used

ONCE. After it is used once it is gone permanently and CAN-
NOT be recharged.

9.9232 Charging Wands, Rods and Staves

Multiple spell charges can be imbedded in wands (10), rods
(30), and staves (100). this requires the appropriate ‘‘charge’’
spell be cast on the item once per day while the item is being
created. Unlike other items with imbedded spells, wands, rods
and staves can be recharged by casting a charge spell once a day
for a number of consecutive weeks equal to the level of the charge
spell. The properties of wands, rods and staves are summarized
below

The percentage next to the number of charges indicates the
chance the item is exhausted with each use IF the Gamemaster
does not wish to keep track of all the charges on all the wands in his
world (note this s NOT cumulative, thus a wand will continue to
function until a roll of 01-10 is made, and may potentially func-
tion forever).

9.9233 Daily Items

An item can be charged so that the spell imbedded in it can be
cast a number of times per day. This requires the appropriate
“‘Daily’’ spell be cast once a day while creating the item. A ““Daily
N’ spell can be used to power any combination of spells adding
up to N spell levels.

Example: A high level alchemist is making a ring and casts
a ""Daily 2"’ spell. He may either imbed a 1st level spell to be
used up to twice each day or a 2nd level spell that could be
used once each day.

MAXIMUM SPELL RESTRICTIONS
# CHARGES REQUIRED ON USE
10/(10%) ““Charge Wand”’ Must be
Held in Hand
30/(4%) “Charge Rod”’ Must be
Held in Hand
100/ (1%) “‘Charge Staff”’ Must be
Held in Hand
r e Touch & Look At
1/ Day “Daily”’ Touch & Look At
Constant ““‘Constant’’ None



9.93 Lord Research

When a pure spell user of essence or channeling (not mentalism)
reaches 25th level and has learned the appropriate list with “‘Lord
Research’ to 25th level, he may ‘‘research magic items’’ (note
that the Research spell can only be obtained by means of a type
“E”” pick, which means that the research list must have been se-
lected as one of the spell user’s base lists). This type of research is
heavily dependent on the world system being used, but we sug-
gest the following guidelines.

First, the assumption is made that jewels have a very, very high
concentration of essence locked within them. Lord researchers,
with the proper equipment and care, can break down jewels and
release their essence into other materials at hand, although they
have little control over the end result of the process. Thus Lord re-
searchers of essence can slowly feed jewels into a forge over the
course of several weeks (or more) while casting their “‘Lord
Research’ spell at least three times a day. Lord researchers of
channeling are required to “‘sacrifice’ their jewels to their god
(the jewels are destroyed) while casting their ‘‘Lord Research”’
spells at least three times each day. In both cases, the essence
locked in the jewels will be released and begin to concentrate in
some nearby item.

What form this essence will take is impossible to determine un-
til some time after the process is entirely completed. At that time,
the Gamemaster should determine RANDOMLY what the
newly created magic item actually does, keeping in mind that it
should be proportional in power and capabilities to the number of
weeks spent in casting ‘‘Lord Research’’ spells and the number
(and value) of the jewels destroyed in supplying it with essence
(note that the more essence a jewel has, the more valuable it would
normally be). It is suggested that the Gamemaster draw up tables
of magic items appropriate to his world and use them to deter-
mine what powers an item created in this way might have. We
suggest that these tables be based roughly on the alchemical lists,
although it is not our intention that other character classes be
given the same item making capacity as an alchemist (an alche-
mist can choose what he is making).

9.94 Special Research

Of course, special research rules may be instituted by the
Gamemaster as he sees fit. We present a few which might be
appropriate.

9.941 Limiting Alchemist Research

If a Gamemaster wishes to have specialized alchemists in his
game, he can limit alchemists to one of the three material creation
lists and allow them two other base lists of their choice. This
means that alchemists would become forgers (only inorganic),
potion makers (only liquid/gas), or weaver/leatherworkers (or-
ganic). Alternatively alchemists could be allowed two of the three
lists.

9.942 Research by Non-spell Users

In certain mythologies, certain races (such as dwarves) were
excellent forgers but NOT spell users. To simulate this, a Game-
master can allow certain trained individuals in these races to use
the materials list (but NOT the imbedding list).

9.9234 Constant Items

A RING (and only a ring) can be charged so that the spell im-
bedded in it works continuously. Only spells deemed appropriate
to work constantly can be imbedded in this manner (to be deter-
mined by the Gamemaster, of course). Allowable spells might in-
clude: detection spells, invisibility, presence, etc. Non-allowable
spells might include: elemental attack spells, base attack spells,
teleport, etc. Only one spell per ring can be imbedded. Only two
rings can be worn and used per character (except in extreme cir-
cumstances to be determined by the Gamemaster).
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9.9235 Researching Imbed Spells

A Gamemaster may want to include more specific imbed
spells. These could be researched by characters by using the spell
research rules (10.91), and casting the first level *‘Research’’ spell
once per day.

Example: a character might wish to research an ‘At Will”’
spell which would cast a certain spell whenever the
character willed it. The Gamemaster could decide that this
would be handled like the "‘Constant’’ spell, and require the
character to research a 50th level spell.

9.9236 Time Required to Cast an Imbedded Spell (Optional)

Once an item containing an imbedded spell is completed, the
number of rounds required to cast the spell contained in it is
needed. This optional rule allows the alchemist to make this a fac-
tor of the item and not the user (and supersedes 6.3 if used). Todo
this, the “‘Imbed N’ spell is assumed to imbed a N level spell that
is a Class I11 spell (takes 3 rounds to cast, regardless of the level of
the user). An “Imbed N + 1" spell could imbed the same spell as
a Class II spell (taking any user 2 rounds to cast it), and an *‘Im-
bed N +2” spell could be used to imbed that spell as a Class 1
spell. Note that some spells are instantaneous normally, and are
always treated as Class I spells (e.g. Sprint I, imbedded in an item
with an “‘Imbed 5" spell would not become a class III spell,
because it is always instantaneous).

9.924 Cost of Making Magic Items

Making magic items costs the alchemist the required spell
casting, TIME, sometimes research, and possibly money (de-
pends upon world system). These costs have been designed to
make magic item creation difficult but not outrageous. Note that
the price of such items, when and if ever sold, should reflect these
costs, including the (perhaps) years the alchemist worked on the
itemn.
9.9241 Time Cost

This is the key factor in the cost of making a magic item, and is
fairly complicated. Basically, the time required to make an item is
one week for each level of each spell cast in making the item
(modified for the number of different enchanted abilities and im-
bedded spells). These weecks MUST be consecutive. The second
enchanted ability or imbedded spell placed in an item costs double
the number of weeks it would normally require. The third ability
or spell costs triple, the fourth costs quadruple, and so on. The
cost of an imbedded spell includes the cost of its associated spell
casting, its ‘‘Imbed’” spell and charging (30 uses, daily, constant)
if any (they are added together before multiplication) the creating
alchemist can vary the order of the spells or abilities to result in the
lowest possible cost.

Example. A 50th level alchemist wishes to make a mithril
(15th level) hammer of orc-slaying (15th level as determined
by the Gamemaster). It would take 30 weeks to finish: 15
weeks for creating the mithril hammer (assuming the mater-

-fal is available) and 15 weeks for the enchanted ability or orc-

slaying to be added. If he also wanted to imbed “‘Haste I"" in
the hammer (a 6th level spell), it would cost him considerably

-more time: (15 weeks for the hammer), + (13 weeks for the

necessary Imbed IV spell and another 6 for the Haste ) + 2 x
15 weeks (orc slaying) = 15 + 19 + 30 = 64 weeks. Note
that imbedding the orc-slaying ability first would cost 15 +
15 + 2 x(19) or 68 weeks.

This time cost can be distributed over several alchemists if they
are ALL capable of casting ALL of the alchemist spells involved
in the creation process, (e.g., the hammer above, taking one
alchemist 64 weeks would take 8 alchemists working together 8
weeks - provided all of them could work mithril, had researched
orc-slaying, and knew the Imbed VI and Haste I spells).



9.9242 Required Spell Casting Costs
This is merely the spells that are required to be cast to make a
magic item as described previously.

9.9243 Material and Money

This factor is dependent upon the world system used, but usu-
ally making metal items requires a forge and the appropriate
metal (some metals may be rare, expensive or unobtainable).
Cloth items might require aloom, leather items might require the
appropriate leather and tools, and potions might require special
lab equipment. Money is only required as it is needed to obtain
these materials and perhaps for the support of the alchemist while
he is working.

ASSUMPTIONS AND SPECIAL NOTES

The following points should always be kept in mind:

1) Target gets Resistance Roll (RR) versus all attack spells except
Elemental Attacks (E).

2) Anyone but the caster who may be subject to a spell must fail the
RR before being affected.

3) A caster can, at any time, cancel a non-permanent spell; the spell
must still be within range. The caster cannot cancel the actual ef-
fects of a spell (e.g. fire or wounds). Cancellation takes 1 rd.

4) When using a spell on multiple targets, the caster can concentrate
(C) in order to hold the spell until application.

5) Spells manipulating matter and requiring concentration (C), will
disperse according to normal physical laws once concentration is
no longer used (e.g. a frozen body of water will melt normally).

6) Spells of the same name cannot be combined {(e.g. a Protection I
and a Protection II spell).

7) The center of any spell having an effect radius must lie within the
given range.

8) A permanent (P) duration may be affected by outside forces; the
spell may be dispelled, cured, or disturbed via enchantment,
physical force, etc.

9) The term 1 round (rnd or rd) denotes one 10 second battle round;
this may vary with world system.

10) /x% failure indicates that the effect will be multipled by the
number of failure increments (x) by which target fails the RR (e.g.
’1 rd/10% failure would mean that a RR failure of 20% would
have a 2 rd effect).

11) The term ‘‘target’’ indicates caster or any other chosen subject
within range.

12) The term ‘‘targets’’ indicates caster or any other subject or sub-
ject within range; ‘‘x targets’’ means spell effect is restricted to
““x”* or less subjects.

13) When a concentration spell (C) is being used, no other spell may be
employed by the same caster; once the caster stops concentrating,
he may cast other spells.

14) Spells having the same name, but occurring on different lists, are
necessarily similar; they may be found at different levels (depend-
ing on their relationship to the source of power), and often have
differing effects.
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15) Always remember that spell descriptions should be read in context
with the other spells on the same list. If an upper level spell of the
same name specifies a certain effect, the lower level version will
necessarily have a lesser effect.

16) When 2 conflicting spells are directed at the same area, the lower
attack level spell (or any 1 of equal attack level spells) must roll a
RR. Compare the attack levels of the spells, not the levels of the
casters. Where more than 2 conflicting spells are involved, start
with the lowest attack level spell and roll the RR. Then, roll the
RR for the next lowest attack level spell and so on.

17) A ““Lord”’ spell is keyed to 20th level and will normally be de-
scribed in multiples or increments of 20.

18) A ““True’’ spell is the highest level version of a specific spell type.
Its potency will define the upper limit of the effect(s) derived from
a given spell.

19) When a spell takes effect, the target must be in the caster’s field of
vision. This rule may be modified or changed by provisions in the
specific spell descriptions.

20) Unless otherwise specified, a spell which affects the target also af-
fects the object he carries. An exception may be made for certain
unusual items. When computing the effects of an Elemental At-
tack Spell, however, always make a distinction between the target
and the items he bears; simply follow the appropriate results on the
tables.

21) Plant growth spells do not work on herbs.

22) The spell “‘Shield”> does not operate as a normal shield against
spell attacks (e.g. you would not get any modification for having a
shield vs. a fire bolt). ‘‘Shield”’ is found on the essence ‘‘Shield
Mastery’’ spell list, and the mentalism ‘‘Attack Avoidance’” spell
list.

23) Both ‘‘Speed’’ and ‘‘Haste’” spells begin their effect in the follow-
ing round.

24) The term ‘‘shock’’ is equivalent to electricity.

25) The term ““spell points’’ is equivalent to the term *‘power points’’.

26) The various ‘‘Aura’’ spells are not cumulative with Blur.

27) A gamemaster may not want certain spells to be cumulative; we
strongly suggest he make more restrictions than we indicate in the
rules if it is more appropriate in his world system. For example,
Prayer I (+5 to RR’s and maneuvers) and Resistance I (+5 to
RR’s and armor subtractions) might be deemed to be non-
cumulative for RR’s. This rule may be particularly applicable to
spells on the same list (e.g. the clerical list ‘‘Protections’’).

Remember, that the spells described here do not comprise the entire-
ty of a world’s legacy. There may be an infinite variety yet to be
discovered. SPELL LAW provides a world with those spells found in
common usage and/or knowledge (from a relative standpoint). These
spells provide a framework based on the normal needs of an environ-
ment, and may act as standards by which Gamemasters can judge other
creations or discoveries.




12.0 ADDITIONAL
OPTIONAL RULES

These are designed to remove some of the artificial restrictions on the
learning and casting of spells, while still maintaining practical restrictions to
maintain play balance. These spells increase the flexibility of spell casters if
they are willing to expend more effort in learning certain spells or they are
willing to take more of a chance when casting certain spells. A gamesmaster
should examine these rules carefully before incorporating them into his
game, they may introduce factors that he may find inappropriate or
unbalancing for his world system.

12.1 EXTRAORDINARY SPELL LISTS PICKS

A character can normally only learn certain lists and sectians of lists as
specified in section 5.3 of Spell Law. The costs for learning spell lists are given
in table 15.21 (e.g. pure and hybrid spell-users, 1/*; semi spell-users, 4/*;
non spell-users, 8, 10 or 20). The chart below gives the costs for learning spell
lists or sections of spell lists normally denied to a spell-user.

If optional rule 12.2 is used, an extraordinary spell failure roll with a 20
modification is required to cast a spell off of a list (or section of a list) which the
caster could not normally learn as allowed in the standard Spell Law rules (see

SL 5.3).

SPELL USER TYPE
TYPE OF LIST PICK TYPE PURE HYBRID SEMI NON-

OPEN A - - 4/* Ix
(same realm) B 17* 17* - -
C - - 4/* 2x
D 1/* 3/* 10 -
E 2/* 10 20 -
CLOSED A - 1/* 8/* 2x
(same realm) B 1/* - - -
C - 1/* 15 4x
D 1 4/* 30 -
E 3/* 20 - -
BASE (not own) A 3/ 4/* 20 -
(same realm) B - - - -
C 4/* 5/* - -
D 10 20 - -
E 20 - - -
OPEN A 4/* 5/* 10 3x
(diff. realm) B - - - -
G 15 20 - -
D 30 30 - -
E - - - -
CLOSED A 10 10 20 -
(diff. realm) B 30 30 - -
C,D,E - - - -
BASE A 30 30 - -

(diff. realm) B,C,D,E - - - -
12.2 EXTRAORDINARY SPELL FAILURE

The basic Spell Law and Character Law (CL 5.84) rules have certain
restrictions on spell casting: armor limitations (SL 3.0), preparation time

(SL. 6.2), spell caster level (SL 5.1), and limitations on learning certain spells’

(SL5.3).

The chances of failure built into the attack tables assume the following:

1) The spell is prepared for the number of rounds specified in section
SL 6.2.

2)  The spell cast may not be of higher level than the caster (section
SL 5.1).

3)  For essence spells; the caster is assumed to have one hand free, no
armor, no helmet, = 201b. of organic material his person, and =

5 1b. of metal on his person.

4)  For channeling spells; the caster is assumed to have one hand free,
no metal armor, no metal head covering, and = 10 Ib. of metal
material on his person.

5)  Formentalism spells; the caster is assumed to wear no head covering
and have one hand free.

6) For weight purposes, 1 gold piece is % or ¥ o0z.( 32-64 to the Ib.).
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This optional rule relaxes some of these restrictions by introducing a
extraordinary spell failure (ESF) roll. This roll may precede the normal spell
resolution process. All of the modifications (given below) that are applicable
to the spell caster are added together (if the sum is 0 no roll is made). An open-
ended roll is made and if the roll is higher than the total sum of the
modifications, the spell is resolved normally. If the roll is less than or equal to
the sum the spell fails. Then a spell failure roll is made, the total sum of
modifications is tripled and added to the roll. Finally the results from the
appropriate spell failure table corresponding to the modified spell failure roll
are applied.

MODIFICATIONS:
SPELL’S LVL - CASTER’S LVL MOD.
1 20
2 25
3 30
4 35
5 40
6 55
7 60
8 65
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+20 200
1less preparation round than normally required .. ........ ... ... ... 25
2 less preparation rounds than normallyrequired .................... 50
NOFREEHAND ... ... ...... ... ... 30(ess. andchan.) 10(ment.)
Ifthe spell to be cast is fromalist (orasectionof ................... ... 20

a list) which the caster could not normally learn as allowed in the standard
Spell Law rules (sec SL 5.3). This could be achieved by using extraordinary
spell list picks as detailed in optional rule 16.1.

ARMOR TYPE ESS. MOD. CHAN. MOD.
1 0 0
2 0 0
3 0 0
4 0 0
5 10 0
6 15 0
7 20 0
8 25 0
9 15 0
10 30 0
11 40 0
12 50 0
13 35 25
14 45 35
15 70 60
16 70 60
17 40 30
18 50 40
19 75 60
20 90 75
HELMET ESS. MOD. CHAN. MOD. MENT. MOD.
all leather 20 0 30
leather/metal 30 10 45
metal 40 20 60



EQUIPMENT ESS.MOD. CHAN. MOD.

(other than helm, armor and boots)
Organic material (living) +1/5 1b. over 50
Organic material (non-living) +1/Ib. over 3
Inorganic material +2/b. over 5
8(round up to nearest 1b. or 5 1b.)

+1/lb. over 10

EXAMPLE: assume that a 5th level spell-user of essense wishes to cast a 7th
level spell on a list that he has learned (MOD. = 25). He is wearing a leather
breastplate (AT 9, MOD. = 15), and wishes to cast with only I round of
preparation instead of 2 (MOD. = 25). None of the other modifications given
above apply. These modifications are added together 1o obtain a total sum of 65. If
the spell-user dectdes to cast the spell, he must first make a ESF roll. If this roll
(open-ended) is 66 or higher, the spell is resolved normally, otherwise it fails. If
the spell fails, the spell failure roll is made and 195 is added to it (triple the total
sum of 65). As you can see this process can be dangerous if the lotal sum of
modifications becomes too large.

12.3 FATAL CHANNELING PROJECTIONS

Some who seek the divine aid of deities call for the death of their enemies.
And, when efficiency and speed are paramount, they may turn to the use of
fatal channeling projections.

Fatal channeling projections fall into 2 categories; they may (1) destroy the
soul or life’s essence of the target or (2) they may destroy all or part of the
target’s body. The former group consists of those projections known as “‘ab-
solutions,’” spells normally found in the higher reaches of power. The latter
category embraces what are commonly called ‘‘black channels.”’

While absolutions refer to specific spells of power, black channels tend to
vary with culture. The niceties of ritual and form mark the only great cultural
distinctions between the sources of absolution. Black channels, however, pro-
duce widely differing results, many based on the preferences of ancestral pre-
judice.

The detailed effects of absolutions are found in the spell descriptions.
Specific aspects of black channels are also found on the lists; nonetheless,
most of the actual results of usage are dictated by cultural choice and spell
variation. Thus, the chart below has been provided. Certain users of black
channels may have a choice with regard to which type they use in a specific
situation. Others will be bound by cultural/religious restrictions, and may
use only one variation.

RR .

NAME EFFECT RANGE  MODIFICATION

Black Channel 1

1) Thrayn’s Touch Disrupts Body Cells; Touch -50
Foe operates at -50.

2) Eye of Nur Knocks foe out: 25’ -30
25 hits.

3) Uonic Curse Any one limb 50’ -25
useless for 1-10 days.

4) Tauric Finger Blinds foe for 1-10 50° -10
days; + 10 hits.

3) Londarin’s Hand  Nerve disruption; 100’ None
foe is sent into coma.

Black Channel 11

1) Womaw Finger Destroys muscles 25’ -30
and tendons in legs.

2) Urulic Eye Removes foe's hands. 50’ -25

3) Finger of Sart Paralyzes foe 75 -15
entirely.

4) Channels of Chey  Severe brain 100° -10
disorder; convulsive
spasms; foe operates
at -75.

5) Umli Breeze Sends foe into 50° None
permanent coma;
+ 10 hits.

Black Channel III

1) Black Finger Erases facial area. 25’ -50

2) Desert Curse Blood boils. 50° -30

2N Thaath ’c YA axre } SR PEY I T PR P¥aTat) NT
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13.0 CLARIFICATIONS
AND STILL MORE
OPTIONAL RULES

This section includes optional rules and clarifications to the rules based
upon questions and comments from people who have been utilizing Spell Law
in their fantasy role playing games.

13.1 USING SPELL LAW WITH ROLEMASTER

Rolemaster is 1.C.E.’s complete fantasy role playing system, combining
Arms Law (AL), Claw Law (CL), Spell Law (SL), and Character Law (ChL).
Campaign Law (CaL.) is an optional Rolemaster product intended to aid a
Gamemaster in designing and running a campaign game. The rules in
Character Law are intended to coordinate and combine all of the individual
Rolemaster systems systems. Thus the rules in Character Law should take
precedence over the rules in the other systems when the complete Rolemaster
system is used.

For example, Spell Law gives suggestions concerning how many spell lists
per level the various types of spell users can learn (SL 5.3). Character Law
gives specific rules for learning spell lists by expending development pointson
the “Spell Lists” skill. Similarily, Spell Law suggests that the spell expertise
bonus for elemental spells be + 5 per level and limited to + 50. However
when using Character Law, a spell user must develop his “Directed Spells”
skill for a given elemental spell in order to recieve an expertise bonus. This
bonus would be unlimited: + 5 for each of the first 10 skill ranks, + 2 for each
of the next 10 skill ranks, + 1 for each of the next 10 skill ranks, and + % for
every skill rank thereafter.

13.2 CRITICAL RESULTS

Spell Law states that “stunned” characters may not “move, or attack, or
change facing”. This is modified as follows when the complete Rolemaster
system is used. As stated in Character Law, “stunned” characters may not at-
tack but they may still parry with half of their offensive bonuses. In addition,
they may attempt to move and maneuver by making maneuver rolls modified
by at least -50 (ChL Table 15.32).

Ifa target takes a critical result that lasts for a certain number of rounds and
he has not yet performed his action for the current round, the current round
counts as one of the rounds affected by the result. Otherwise, the effects begin
the round after the critical is received.



Below we provide some further clarifications and modifications of some of
the other critical/fumble results:

+ # hits — "This many hits (#) are taken in addition to the normal hit result
derived from the attack table used (e.g. + 5 hits).

# hits per round — Each round after the critical is taken, the target takes this
many (#) additional hits due to pain and bleeding (e.g. 3 hits per round).

- # % — All of the target’s bonuses (except defensive bonus and resistance
rolls) are lowered by this number (#); that is, subtract the (#) itself from each
applicable bonus. These penalties are cumulative. Certain of these penalties
apply only to specific skills (e.g. fighting, running, etc.). Alternatively, the
Gamemaster may elect to treat these penalties as a percentage modification of
the target’s bonuses (i.e. reduce each bonus by (#) %).

Must parry # rounds — For this number (#) of rounds, the target may not at-
tack; though he may parry with all of his offensive bonus, and in order to take
any other action, a maneuver modified by -25 must be made.

Stunned # rounds — For this number (#) of rounds, the target may not at-
tack, he may only parry with half of his offensive bonus, and the only other ac-
tions allowed are movement and maneuvers, both modified by at least -50.

Stunned and unable to parry # rounds (Stunned-No Parry) — For this
number (#) of rounds, the target may not attack, he may not parry (his nor-
mal Defensive Bonus due to Quickness, shield, etc. is not affected), and the
only other actions allowed are movement and maneuvers, both modified by
at least -70.

Down (or out) for # rounds — For this number (#) of rounds, the target may
not perform any actions.

13.3 CANCELING ACTION

During a round an action may be canceled before it would otherwise be
resolved. A character who has canceled his action may perform one of the
following alternative actions: melee with half of his normal offensive bonus,
move half his normal (not running) movement, or make a maneuver
modified by -30. The alternative action chosen must be performed when the
other actions of that type are normally resolved.

13.4 EXTRA BASE LISTS

In addition to their normal base lists, pure spell users are allowed to select 4
spell lists to be base lists. We strongly suggest that these lists only be chosen
from the open and closed lists from the spell user’s realm, and not from the
base lists of other professions.

13.5 USING SPELLS THAT ARE
AFFECTED BY TWO REALMS
The statistic bonus (SL 8.3212) for a RR against one of a hybrid spell user’s
base spells is obtained by averaging the stat bonuses for the two realms involv-
ed.

13.6 MAKING MAGIC ITEMS

Certain magic items which could not be made using the rules included in
Spell Law can be classified as “Artifacts”. Requirements for artifacts could be
special ceremonies, special groups of individuals, special sites, special equip-
ment, special material, sacrifices, etc. '

13.7 THE USE OF ITEMS AND RUNES

A spell user may automatically use any rune or item which he creates (i.e.
he need not make an “item use” roll or a “read runes” roll).

Once a character “learns to use” a reusable item (e.g. wand, rod, staff, daily
item, etc.), he may freely use the item without having to make further “use
iterns” rolls.

If a spell cast from an item “fails”, the failure is handled just like any other
spell failure.

13.8 STUN RELIEF AND AWAKENING SPELLS

A “Stun Relief” spell may be cast normally while stunned (or stunned no-
parry) with no penalty. Similarily, an “Awake” spell may be cast while un-
conscious or asleep if circumstances alert the caster’s senses. In both cases it is
assumed that the spell is triggered subconsciously.

13.9 MISCELLANEOUS OPTIONAL RULES
13.91 INVISIBILITY

Attacks against invisible targets are modified by at least -50, unless the at-
tacker can “See Invisible”. However, the invisible target must be detected in
some way before an attack can even be attempted (“Detect Invisible”, some
disturbance, mental detection, etc.).
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Invisibility is a very useful and powerful type of spell. This type of spell nor-
mally lasts 24 hours or until the target attacks or until the target is struck by a
violent blow. Often an invisible character (or creature) attempting a moving
maneuver has a chance of bumping into something or taking a jarring blow
due to stumbling or landing. In such a case after the maneuver roll, we sug-
gest that a roll be made and that the character becomes visible if the result is
less than or equal to a certain value based upon the difficulty of the maneuver.
The suggested values are as follow: Routine (no roll), Easy (02), Light (05),
Medium (10), Hard (15), Very Hard (20), Extremely Hard (25), Sheer Folly
(40), Absurd (50). Of course if the character “falls” or “falls down” due to the
result of the moving maneuver, he becomes visable. If the result is “fail to act”
or “freeze”, no visiblity roll is required.

13.92 ENCUMBRANCE LIMITS FOR SPELLS

When dealing with movement spells (“Fly”, “Levitation”, “Leaving”, “Long
Door”, etc.), we suggest that such spells normally handle up to 1.5 times the
caster’s mass (weight). There is a 5% chance of “extraordinary spell failure”
(SL 12.2) for every 40 Ib. (or use 20 % of the caster’s mass) over this limit. For
example, a 200 Ib. Magician normally could levitate up to 300 Ib. However
the extraordinary failure chance would be 5% for 301-340 lb., 10% for
341-380 Ib., 15% for 381-420 Ib.

13.93 ADDITIONAL BONUSES FOR CASTING SPELLS

If a spell user casts a spell with both hands (and arms) free, active, and
outstretched, 5 may be added to a base attack roll and 10 to an elemental at-
tack roll.

For every extra round spent preparing a spell, a spell user may add 5 to a
base spell attack and 10 to an elemental spell attack. Base spells may receive a
maximum modification of + 20 through this technique; elemental spells may
receive a maximum modification of + 30.

13.94 CASTING SPELLS FROM A “DIFFERENT REALM”

The power point total available to a spell user is based only upon his
primary realm (or realms, in the case of a hybrid spell user). Thus even if the
“extraordinary spell lists picks” (SL 12.1) have been used to learn a spell list in
a “different” realm, all spells are still cast using the single power point total.

13.95 LIMITS ON OVERCASTING SPELLS

If a Gamemaster feels that the effects of failure due to overcasting spells are
not severe enough, he can require all extraordinary spell failures (SL 12.0) to
be resolved on the Attack Section of the Spell Failure Table.

To turther limit overcasting of spells a Gamemaster may limit spell adders
(SL 6.122) so that they may only allow the user to cast extra spells of his level
or lower. Thus spell overcasting requires inherent power points and not just

the use of a spell adder.
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30-CURVED WALL (E) As any one of the
lower level “Wall"" spells on this list, ex-
cept the wall can be curved up to a
semicircle.

50-WALL OF FORCE (E) DURATION: 1
rmd/Ivl{C) RANGE: 100’ By directly chan-
neling the power of his deity, the caster
creates a transparent wall of “‘force’ that
is absolutely impassable by anyone or
anything. It is up to 10'x20'x1".

NOTE: All “Wall" spells require that at
least 1 cu’ of the material of which the wall
consists be within 50° of the caster.
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DETECTION MASTERY

1- DETECT CHANNELING {P) DURA-

TION: 1 min/lvl (C) RANGE: 50" Detects

any active spell or itemn from the channel-

ing realm: he can concentrate ona 5 R

area each round.

DETECT ESSENCE (P) As Detect Chan-

neling, except realm is essence.

DETECT MENTALISM (P) As Detect

Channeling. except realm is mentalism.

4- DETECT LIFE (P) As Detect Channeling,
except it detects life.

5- DETECT CURSE (P) As Detect Channel-

ing. except detects curses on people or

things.

DETECT UNDEAD (P) As Detect Chan-

neling, except detects the presence of

undead.

DETECT TRAPS (P) As Detect Channel-

ing. except it givesa 75% chance of detec-

ting a trap (may be modified by certain

{raps).

LIFE TYPING (P) As Detect Channeling,

except it analyses one living being: giving

race. age. and current state of health.

9- DETECT INVISIBLE (P) As Detect
Channeling. except detects invisible
things: all attacks against something so
detected are at — 50.

10-PERCEIVE POWER (P) As Detect
Channeling. except it gives an estimateof
the power of the person (level)or item or
spell examined.

11-POISON ANALYSIS (P) As Detect
Channeling. except it gives an analysisof
any poisons on a single object or in a
single being.

13-POWER TYPING (P) As Detect Chan-
neling. except it analyses general speil
type (initem or cost) and what profession
cast or created it: or in case of a person it
gives his exact profession.

15-DETECT SPELL (P) As Detect Channel-
ing. except detects any spell that haseéver
been cast in the area examined.

17-PERCEIVE POWER (P) As above. ex-
cept range is 500" and area is 50’ R.

18-LOCATION (P) DURATION: T min/lvl
RANGE: 300" Gives the direction and
distance to any specific object or place
that the caster is familiar with OR has had
described in detail.

20-CURSE ANALYSIS (P) As Detect Chan-
neling. except a curse may be analysed
for approximate level. effect and required
cure.

25-LIFE ANALYSIS (P) As Life Typing. ex-
cept also gives exact profession.” align-
ment, and other pertinent details.

30-DETECT TRUE (P) As Detect Channel-
ing. except any of the lower level spellson
this list can be used one/rnd.

80-LOCATION TRUE (P) As Loeation, ex-
cept range is I mile/lvl.
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LOFTY MOVEMENTS

4- LIMBWALKING (F) DURATION 1 min/
lvli RANGE: 10’ Target can walk along
nearly horizontal tree limbs (that can
support the weight) as if he were on level
ground,

5- STONEWALKING (F) DURATION: I min/
Ivl RANGE: 10’ Target can walk on stone
surfaces of up to 60° as if he were on level
ground.

6- WATERWALKING (F) DURATION: 1 min/

Ivl RANGE: 10" Target can walk on water

as if he were on level ground: may not be

used on rough water.

MERGING ORGANIC (F) DURATION: 1

min/lvl RANGE: 10’ Target can merge

(body + 1’ depth) into organic material

{live or dead): target cannot move while

merged.

LIMBRUNNING (F) As Limbwalking, ex-

cept target can run along limbs.

10-STONERUNNING (F) As Stone-
walking, except target can run on stone
surfaces.

11-WATERRUNNING (F) As Waterwalk-
ing. except target can run on calm
waters.

12-WINDWALKING (F) duration: 1 min/lvl
RANGE: 10’ Target can walk on calm air:
movement must be at a constant height.

15-GREAT MERGING ORGANIC (F) As
Merging Organic, except target may turn
within the material and see outside if
within 6 " of the surface.

18-WINDRUNNING (F) As Windwalking,
except target can run on calm air.

20-MERGING TRUE ORGANIC (F) As
Great Merging Organic, except target
may use spells on himself while merged.

25-WINDRUNNING TRUE (F) As Wind-
rutming. t'X('L‘[Jl largel ¢an run up to
twice normal speed on calm air without
expending energy.

30-WORD OF RETURN (F* ) DURATION:-
RANGE: S Caster may return toany point
previously designated and within a range
of 10 miles x hislevel (e..ga 30th vl could
return to a point up to 300 miles away):
caster can only have ] point of return at a
given time,

50-RERETURNING (F*) DURATION:--
RANGE: 5 Caster may go to his point of
return (as per Word of Returning). stay up
to 1 rd x his lvl. and then return to the
point where he cast his spell [making it a
round trip).

ry
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WEATHER WAYS

1- LIVING GAUGE (F) DURATION: C
RANGE: 8 Caster can ascertain the exact
temperature of the surrounding atmos-
phere.

2--RAIN PREDICTION (i) DURATION:--
RANGE= Gives caster a 95% chance of
predicting rain, + 15 min over the next
24 hr period:

4- STORM PREDICTION (I} As Rain

Prediction; exeept itallowsa 95% chance

of predicting the time and type of a storm.

+ 15 min over the next 24 hr period.

WEATHER PREDICTION (I) As Rain

Prediction. except it allows 95% chance

of predicting time. type. and severity of

weather over the next 24 hr period.

\ o
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7- BREEZE CALL (F) DURATION: 1 rd/lvl
RANGE: 10" R Caster causes breeze to
come forth which will drive out any
gaseous matter (clouds, ete.) and sub-
tracts 30 from all missile attacks. Once
set. the direction of the breeze will not
change.

8- FOG CALL (F) DURATION: 1 min/lvi
RANGE: 107/1vl R Caster causes fog to
arise that cbscures nearly all vision INTO
the R subtracting up to 50% from ali mis-
sile attacks.

10-WEATHER PREDICTION (i) As above,
except that caster has a 95% chance of
predicting weather over a 3 day period.

11-PRECIPITATION CALL (F) DURA-
TION: 1 min/lvl RANGE: 10/lvl R Caster
causes rain or snow to fall (depending on
temp.). The précipitation obscures vision
INTO the R by 25% and subtracts 25 from
all INCOMING missile attacks.

13-WEATHER PREDICTION (1) As above.
except that caster has a 95% chance of
predicting weather over a 5 day period.

15-WIND MASTERY (F) DURATION: 1
min/lvl (C) RANGE: 50'/lvl R Caster can
control the velocity and direction of the
wind. Caster ¢an increase or decrease
wind speed by an amount equal to 1 mph
x his level (e.gl if the wind speed is-nor-
mally 20 mph, a 15th lvl caster could
reset the wind speed to between 5 and 35
mph). By directing the wind against in-
coming missile attacks he can subtract 1
for each mph of wind speed (e.g. he can
create a brutal and changing cross-wind).
Note that caster canalso control ihe direc-
tion of the flow of gases and/or clouds.

18-CLEAR SKIES (F} DURATION: 1
min/lvl {C} RANGE: 1 mi R Caster can
make the skies clear of haze, precipita-
tion, clouds. etr. This spell will not affect
the wind.

19-WEATHER PREDICTION (I} As above,
except that caster has a 95% chance of
predicting weather over a 30 day period.

20-RAIN CALL (F) DURATION: L min/lvl
({C)RANGE: 1 mi R Caster can summaon
rain of moderdte intensity: the rain will
obscure short range vision by up to 25%
and long range vision by up to 75%.

25-SKY CALL (F) DURATION: 1 minf/lv1{C}
RANGE: 1 mi R Caster may use any of the
lower level spells on this list, but-at a
rangeofa I miR.

30-STORMCALL (F)DURATION: 1 min/lvl
(C)RANGE: 1 mi R Caster may call fortha
storm of any type with maximum wind
speeds equal to twice his level, and an in-
tensity according to-his desires: effects
will vary according to circamstance {and
the gamemaster's discretion). EXAM-
PLE: a 30th ol caster could summon a
lightning storm with intense rain and
constant wind speeds of up to 60 mph:
the gamemaster may wish to have ran-
dom rolls to determine possible lightn-
ing strikes vs. exposed targets.

50-WEATHER MASTERY (F) DURATION:
1 min/ivl{C) RANGE: | mi/lvl Caster may
dictate the weather conditions in the
area. modifying wind speeds by + 1 mph
x hislevel, andsetting the level of intensi-
ty. fog, cloud cover ete. Caster may:call
for shifts in the patterns as he eoncen-
trates, but the change will take-atleast 1
mirute.
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OPEN CHANNELING SPELL LISTS

SOUND'S WAY

1) SPEECH T ¢
2)

3) QUIET 1

4)

§) SOUNDWALL T

6) SPEECH 1T ¢
7) SILENCE

8) QUIET 111

9) _

10) SOUNDWALL V
11) QUIET v

12)

13) SILENCE (50'R)
14)

15) SPEECH I1I ¢

16)

17) SOUNDING

18)

19)

20) SILENCE {100'R)

25) MASS SOUNDWALLS
30) MASS QUIET
50) SPEECH TRUE

WIB'S WAY

1. SPEECHI (P)DURATION: CRANGE: 10'  RANC
Targetisable tocommunicate basicideas .
in a specific language (hung:r}r,. ﬂnrsty h

bathroom, peace, etc.}.

3- U!;T I (F) DURATION: 1 mln{]vl L
NGE: 100 Creates a 1’ R area around -

the target, into and out of which sound:
cannot travel. The area is centered on'the -
target and will move if he does.

5- SOUNDWALL I (F) DURATION: 10 min/
vl RANGE: 50" Creates a plane {up to .
20‘:(20) through which sound will not

CALKAR

LIGHT'S WAY
PROJECTED LIGHT

LIGHT 1
AURA
LIGHT 11
SUDDEN LIGHT
SHOCK BOLT
LIGHT 111
UTTERLIGHT 1
WAITING LIGHT

FLARE
LIGHT V

LIGHT X

UTTERLIGHT v
MASS LTIGHT
LTGHTNING CALL

6- smn(P}AsSpeech[ exceptcaster

can communicate in more complex con-
cepts, although there is a good chance of -

misinterpretations

10,

8 Qmmﬂ‘]AsQ&xictl exceptﬂimgets o

can be affected.

IOWALLV(F}AsSmmdwaﬂl ex-
cept 5 such walls are created: each wall
must be connected to at least one other

wall.

11-QUIET V (F) As Quiet I, except 5 targets

may be affected.

13 SILENCE (F) As above. except radius is

lﬂmmlP]AsSpecchﬂ;excep_ RS
caster is reasonably fluent in: the R

language. Caster's accent is inipufgex
‘but there is only a slight chance of

misinterpretation.
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15-LIGHT X (F) As Light III. except total
radii is 100,

17-UTTERLIGHT V (F) As Utterlight I ex-
cept total radii restriction is 50"

18-MASS LIGHT (F) As Light III, except
total radii restriction is 10'/lvl .

20-MASS AURA (F) As Aura. except as
many targets as the caster’s lvi can be af-
fected.

25-LIGHTNING CALL (E) DURATION:--
RANGE: 100" Caster can cause a light-
ning bolt to strike a targel within his
range. results are determined on the
Lightning Bolt Table. There must be a
storm within 1 mile. that is severe
enough to cause precipitation or light-
ning or very heavy winds.

30-ALKAR (F) As Aura. except target
seems like a minor god and the subtrae-
tion is 25%.

50-MASS UTTERLIGHT (F) As Utterlight
I. except total radii restriction is 10" x
caster’s level.

NOTE: None of the ““Aura’ spells are
cumulative with each other or Blur.

PURIFICATIONS

1- DISEASE PURIFICATION (H) DURA-
TION: P RANGE: 10’ Stops infection
and/or spread of a disease in 1 target after
he has acquired the disease; thus, no fur-
ther damage will occur in uninfected
areas of the body.

3- POISON PURIFICATION (H) DURA-

TION: P RANGE: 10" Neutralizes any |

poison in the system of 1 target.

(NOTE: Damage already sustained is

not cured).

DISEASE RESISTANCE 1 (H) DURA-

TION: 1 min/lvl RANGE: 10" Target gets

an additional RR vs. any disease(s).

POISON RESISTANCE I (H) DURA-

TION: 1 min/lvl RANGE: 10" Target gets

an additional RR vs. any poison(s).

DISEASE RESISTANCE II (H) As

Disease Resistance L except target gets

anadditional 2RR’s vs. any disease(s), for

a total of 3.

POISON RESISTANCE II (H) As Poison

Resistance 1. except target gets an addi-

tional 2 RR’s vs. any poison(s), fora total

of 3.

10-MIND DISEASE CURES (H) DURA-
TION: P RANGE: 10° Target Is cured of
any 1 mind disease, recovery 1-50 days.

11-DISEASE RESISTANCE III (H) As
Disease Resistance I. except target gets
an additional 3 RR’s vs. any disease(s). for
a total of 4.

12-POISON RESISTANCE III (H) As
Poison Resistance I, except target getsan
additional 3 RR’s vs. any disease(s), for a
total of 4.

14-UNDISEASE (H) DURATION: P
RANGE: 10’ Caster can remove any 1 dis-
case from a target.

15 -UNPOISON (H) DURATION: PRANGE: 1(¢
Caster can remove anv 1 poison from a
target.

18-MASS UNDISEASE (H) DURATION: P
RANGE: 100" R Caster can remove any 1
disease from a number of targets equal to
his level (e.g. an 18th level caster could
remove lycanthropy from 18 targets).

19-MASS UNPOISON (H) DURATION: P
RANGE: 100’ R Caster can remove any 1
poison from the systems of a number of
targets equal to his level.

Ly
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20-MIND DISEASE CURES TRUE {H) As
Mind Disease Cures, except recovery is
instantancous.

25-GREATER DISEASE PURIFICATION
(H) DURATION: P RANGE: 100" R Any
disease in the area is eliminated.

30-GREATER POISON PURIFICATION
(H} DURATION: P RANGE: 100" R Any
poison in the area is neutralized.

50-PURIFICATION TRUE (H) DURATION: P
RANGE: 100'/lvlR Eliminates all
poisons and/or diseases in'the area.

CONCUSSION’S WAYS

1- HEALING (H) DURATION: P RANGE: T

Target is healed of 1-10 concussion hits.

FROSTBITE RELIEF (H) DURATION: P

RANGE: T Will heal one area of mild frost-

bite : :

FROST/BURN RELIEF I (H) DURA-

TION: P RANGE: T Will heal one area of

mild frostbite or Ist degree burn.

HEALING (H) As above, except that

target is healed of 3-30 concussion hits.

STUN RELIEF (HS*] DURATION: P

RANGE: T Target is relieved of 1 rd worth

of accumulated stun effects.

FROST/BURN RELIEF II (H) As

Frost/Burn Relief [, except caster can heal

2 areasof mild damage or 1 areaof moder-

ate damage (e.g. 2nd degree burn),

REGENERATE 1 (H*} DURATION: C

RANGE: T Will reduce damage target

has by 1 hit/rd as long as caster con-

centrates.

HEALING 5-50 (H) As above, except that

target is healed of 5-50 concussion hits.

8- FROST/BURN RELIEF III (H) As
Frost/Burn Relief], except caster can heal
3 areas of mild damage, 1 area of severe
damage (e.g. 3rd degree burn), or a com-
bination of 1'mild and 1 moderate area of
damage.

10-AWAKENING (H) DURATION:--
RANGE: 100" Target is instantly awake.

11-HEALING 7-70 (H) As above, except
that target is healed of 7-70 concussion
hits.

12-REGENERATION II (H) As Regenera-
tion' I, except target's damage is reduced
by 2 hits/rd.

13-FROST/BURN RELIEF IV (H) As
Frost/Burn Relief I, except 4 mild OR 2
moderate OR 1 mild and 1 severe OR 2
mild and I moderate areca(s) of damage
healed.

15-HEALING 10-100 (H) As above. éxcept
that target is healed of 10-100 coneussion
hits.

17-STUN RELIEF (HS*) As above, except
that the caster’s range is 100°,

18-REGENERATION III (H*) As
Regeneration L. except target’s damage is
reduced by 3 hits/rd.

20-HEALING 15-150 (H) As above, except
that target is healed of 15- 150 concussion
hits.

25-REGENERATION V (H) As Regenera-
tion 1. except target’s damage is reduced
by 5 hits/rd.

30-TRUE HEALING (H) As above, except
that target is healed of all concussion hits.

50-MASS TRUE HEALING (H) DURA-
TION: P RANGE: 100’ Allows casier to
heal all concussion hits in a number of
targets equal to lvl of caster.
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NATURE’S LAW

2- PLANT LORE (I) DURATION:-- RANGE:
10" Caster learns nature and history of
any 1 plant.

3- HERB LORE (1) DURATION:-- RANGE:

10’ Caster can understand the nature, ori-

gin, and value of any 1 herb {a plant used

in medicine): if the plant is not an herb

(i.e. is inedible or lacks use), no informa-

tion will be related.

STONE LORE (I) DURATION:-- RANGE:

10" Caster learns the nature and history of

any 1 stone.

SPEED GROWTH (I) DURATION: 1 day

RANGE: 10" R Caster can increase speed

of growth forjany 1 species of plant by

x10.

7- ANIMAL TONGUES () DURATION: 1 min/
Ivl RANGE: S|Caster gains knowledge of
any ! animal language.

8- ANIMAL MASTERYI(M)DURATION: C
RANGE: 100" Caster can control the ac-
tions of any 1 animal.

10-NATURE'S AWARENESS {i) DURA-
TION: C RANGE: 100" R Caster can
monitor animate activity in the area (e..g
he will be aware of subtle movements):
caster cannot move.

11-PLANT TONGUES (I) DURATION: 1 min/
lvl RANGE: S|Caster gains knowledge of
the language of any 1 plant species.

12-ANIMAL MASTERY III (M) As Animal
Mastery [, except caster can control 3
animals.

13-ANIMAL EMPATHY (I) DURATION: C
RANGE: 100] Caster ean understand
and/or visualize the thoughts and emo-
tions of any 1 animal.

14-PLANT CONTROL I (M) DURATION: 1
min/lvl RANGE: 100’ Caster can conirol
the automatic and/or mental processes of
any 1 plant; caster can also control the
plant’s movements, but the spell does not
allow movement bevond normal
allowances.

15-STONESPEECH (I) DURATION: 1 min/
vl RANGE: S| Caster can communicate
with any 1 stone—if it possesses any re-
gquired animate qualities (e.g. caster
could speak toa holy stone which posses-
sed some sort of intelligence, etc.).

16-HERB PRODUCTION (F) DURATION: P
RANGE: T Caster can grow an herb by
planting the proper seed; the herb is
sterile and takes 1-10 rds.

18-ANIMAL MASTERY V (M) As Animal
Mastery I. except caster can control 5
arimals.

19-PLANT CONTROL III (M) As Plant Con-
trol I except caster can control any 3
plants.

20-NATURE'S AWARENESS (1) As above,
except that the radius is 500"

25-EARTH EMPATHY () DURATION: C
RANGE: 100" Caster can understand
anfor visualize the thoughts and emo-
tions of any 1 animal. plant. stone. or
dead organic object.

30-MASTERY (M) As Animal Mastery I ex-
cept caster can control all of the animals
of a given species withina range equal to
10" x hislevel (¢.g. a 30th vl could control
all of the mink within 300°).

B0-ANIMAL MASTERY TRUE (M) As
Animal Mastery I, except duration is per-
manent and concentration is not re-
quired. There may be but 1 animal con-
trolled by caster through use of this spell
at a given-time.
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CLOSED CHANNELING SPELL LISTS A
BLOOD LAW BONE LAW ORGAN_LAW MUSCLE LAW NERVE LAW

1) FLOWSTOP 1 BONE LORE ORGAN LORE MUSCLE LORE NERVE LORE o
2) FLOWSTOP 111 TENDON LORE (2
3) CLOTTING 1 MINOR FRACTURE REPAIR NASAL REPAIR SPRAIN REPAIR ‘ (3
4) FLOWSTOP v CARTILAGE REPAIR 1 ' | MUSCLE REPATR 1 MINOR NERVE REPATR (4
5) LIMB PRESERVATION *  LIMB PRESERVATION *  MINOR EAR REPAIR LIMB PRESERVATION *  LIMB PRESERVATION * (5
6) CUT REPAIR 1 MAJOR FRACTURE REPAIR MINOR EVE REPAIR 'rm REPAIR 1 :
7) CLOTTING 111
8) MINOR VESSEL REPATR  SKULL REPAIR ‘
9) CUT REPAIR 111 MAJOR EAR REPAIR = MUSCLE REPAIR 111

10) MAJOR VESSEL REPAIR  JOINT REPAIR TENDON REPAIR 111 UNPARALYSIS

11) MINOR FRAC. REP. TRUE MAJOR EYE REPAIR - .

12) JOINING * JOINING * ' - JOINING * JOINING *

13) FLOW STOPPAGE TRUE  CARTILAGE REP. TRUE o MUSCLE REPATR TRUE ¢ -

14) CLOTTING TRUE MAJOR FRAC. REP, TRUE ~ HEART REPAIR - NERVE REPATR TRUE

15) SKULL REPAIR TRUE  LUNG REPAIR - TENDON REPAIR TRUE ¢ MINOR BRAIN REPAIR

16) UNCLOTTING JOINT REPAIR TRUE  ORGAN REPAIR

17) SHATTER REPAIR NOSE REGENERATION ~ MASS MUSCLE REPATR _

18) CUT REPAIR TRUE MASS MINOR FRAC. REP.  ORGAN TRANSPLANT PARALYSIS CURES

19) - mss TENDON. REPAIR R ¢

20) MASS FLOW STOPPAGE  MASS CARTILAGE REP. EYE & EAR REGEN. mme mmﬂon MASS NERVE REPATR TRUE (20

25) JOINING TRUE * JOINING TRUE *  ORGAN REPAIR ‘nwe " 'Jozm TRHE . JOINING TRUE *

30) MASS CLOTTING MASS MAJOR FRAC. REP.  HEART aesmmmn T

50) MASS BLOOD REPATR  MASS SHATTER REPAIR omw mmouf

BLOOD LAW

1- FLOWSTOPI(H)DURATION:--RANGE: T
- § - Allows caster to stop bleeding at rate of 1
hit/rd on 1 target: target may not be mov-
ed, or bleeding will resume at prior rate.

2- FLOWSTOPIII (H) As Flowstop . except -
that caster can stop bleeding at rate of 3
hits/rd (total). spread over 1-3 targets.

3- CLOTTING I (H) DURATION:--RANGE: T
Allows caster to stop bleeding at rate of 1
hit/rd on 1 target: for 1 hr target can move
at no more than a walking pace, or bleed-
ing will resume at prior rate.

4- FLOWSTOP V (H) As flowstop I, except
that caster can stop bleeding at rate of 5
hits/rd (total), spread over 1-5 targets

5- LIMB PRESERVATION (H*)° DURA-
TION: 1 day/Ivi RANGE: T Allows caster
to prevent the deterioration of 1 limb -
(even while severed): requires use of Mus-
¢le Law, Bone Law, and Nerve Law Limb
Preservation spellsaswell.

6- CUT REPAIR I (H) DURAT!ON P
RANGE: T Allows caster to heal 1 wound
that bleeds at rate of 1 hit/rd.

7- CLOTTING III (H) As clotting I, except
that caster can stop bleeding at rate of 3
hits/rd (total), spread over 1-3 targets.

‘8- MINOR VESSEL REPAIR (H} DURA-

_TION: P RANGE: T Allows caster to com-
pletely mend a damaged minor blood ves-
sel (a vessel that bleeds at up to 2 hits/rd).

9- CUT REPAIR IIf (H) As Cut Repair L. ex-
cept that caster can repair wound(s) that
bleed(s) for up to 3 hits/rd (total): either
three 1 hit/rd wounds, one 3 hit/rd.
wound. or one 2 hit/rd and one 1 hit/rd

- wound can be healed: maybespmadmrer

1-3 targets.
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11-MINOR FRACTURE REPAIR TRUE
(H} As Minor Fracture Repair; except that
the fracture is repaired as soon as the
spell takes effect.

12 -JOINING (H * " DURATION: P RANGE: T
Allows caster to reattach limb. but re-
quires use of Muscle Law, Blood Law; and
Nerve Law Joining Spells in order to re-
store functional status: limb is fully fune-
tional in 10-100 days.

13-CARTILAGE REPAIR TRUE (H) As
Cartilage Repair. except that cartilage is
repaired as soon as the spell takes effect.
without need of recovery period.

14-MAJOR FRACTURE REPAIR TRUE
(H) As Major Fracture Repair. except that
fracture is repaired as soon as the spell
takes effect., without need of a recovery
period.

15-SKULL REPAIR TRUE (H) As Skull
Repair, except that skull fracture is re-
paired is as soon as the spell takes effect,
without need of a recovery period.

16-JOINT REPAIR TRUE (H) As Joint
Repair. except that joint is repaired as
soon as the spell takes effect, without
need of a recovery period.

17-SHATTER REPAIR (H) DURATION: P
RANGE: T Allows caster to repair any
broken or shattered bone: requires 10
minute operation and 1-10 days recovery
time.

18-MASS MINOR FRACTURE REPAIR
(H) As Minor Fracture Repair, except that
each spell cast repairs 1 minar frac-
ture/lvl of the caster: spell operates as
long as caster concentrates: requires 1
day recovery period for each fracture
mended.

20-MASS CARTILAGE REPAIR (H) As
Cartilage Repair. except that each spell
cast repairs | section of cartilage
damage/lvl of caster; spell operates as
long as caster concentrates: requires 1
day recovery period for each section
repaired.

<

ORGAN LAW

1- ORGAN LORE (H) DURATION;--
RANGE: T Caster acquires complete
understanding of any organ damage. in-
cluding the tools and methods required
for healing: caster does not receive the
skill or power to perform the cure.

3- NASAL REPAIR(H) DURATION: P

RANGE: T Allows caster (o repair any

nose damage short of complete nose loss:

requires  1-60 min, depending on da-
mage.

MINOR EAR REPAIR (H)DURATION: P

RANGE:T = Caster can repair anv ¢x:

ternal ear damage, including ear loss [re-

generation takes 110 hrs)

6- MINOR EYE REPAIR (H) DURATION: P
RANGE: T Allows caster to repair any
minoreye damage (e.g. corneal scratchor
removal of foreign objectl.

9- MAJOR EAR REPAIR (H) As Minor Ear
Repair. except that caster can repair any
interior or exterior damage: hearing is re-
stored in 1-10 days: note that complete re-
placement of the inner ear is an exception,

11-MAJOREYE REPAIR (H) As Minor Eye
Repair, except that caster can repairany
eye damage short of total eve loss {i.e.
eye’s destruction precludes repair):
recovery time 1-10 davs:

\

14-HEART REPAIR (H) DURATION: P
RANGE: T Allows caster to repair any
hear{ damage short of total loss or de-
struction{i.e. replacement); requires 1-10
hour operalion and 1-100 day recovery
time,

15-LUNG REPAIR (H) DURATION: P
RANGE: T Allows caster to repair -any
lung damage short of total loss or destruc-
tion (i.e. replacement); requires 1- 10 hour
operation and 1-10 day recovery time.

16-ORGAN REPAIR (H) DURATION: P
RANGE: T Allows caster to repair any in-
ternal or external organ damage (not in-
cluding the brain or nervous system); re-
quires 1-10 hour operation and 1-10 day
recovery time.

17-NOSE REGENERATION (H) DURA-
TION: PRANGE: T Allows target to regen-
erate ‘1 lost nose; regrowth takes 1-10
days.

18-ORGAN TRANSPLANT (H) DURA-
TION:- P RANGE: T Allows caster to
transplant 1 healthy organ; operation
takes 1 hour; recovery time 1:10 days;
chanece of rejection - 10% if same race.
50% if other humanoid.

20-EYE & EAR REGENERATION (1)
DURATION: PRANGE: T Allows target to
regenerate 1 lost eye or car; regrowth
takes 1-10 days, depending on loss.

MUSCLE LAW

1- MUSCLE LORE (H) DURATION:--
RANGE: T Caster acquires a complete
understanding of any muscle damage. in-
cluding the tools and methods required
for healing: caster does not receive the
skill or power to perform the cure.

2- TENDON LORE (H) DURATION:--
RANGE: T As Muscle Lore. except that
knowiedge obtained concerns the heal-
ing of tendon damage.

3- SPRAIN REPAIR (H} DURATION: P
RANGE: T Allows caster to repair (not
replace) I sprain: requires 1 hour recov-
ery time.

4- MUSCLE REPAIR I (H) DURATION: P

RANGE: T-Allows caster to repair (not

replace] one damaged muscle; requires 1

hour recovery time. :

LIMB PRESERVATION (H*)° DURA-

TION: 1 day/lvl RANGE: T Allows caster

]
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to prevent the deterioration of 1 limb-

(even while severed); requires the use of
Bone Law, Nerve Law, and Blood Law
Limb Preservation spells as well.
TENDON REPAIR I {H) DURATION: P
RANGE: T Allows caster to repair one
damaged tendon: requires 1 hour recov-
ery time.

9- MUSCLE REPAIR III (H} As Muscle
Repair I. except that caster can repair 3
damaged muscles.

10-TENDON REPAIR I (H} As Tendon
Repair 1. except that caster can repair 3
damaged tendons.

12-JOINING (H * )" DURATION: PRANGE: T
Allows caster to reattach limb, but re-
quires use of Bone Law. Blood Law. and
Nerve Law Jeining spells in order to
restore functional status; limb is fully
functional in 1-10 days.

13-MUSCLE REPAIR TRUE (H) As Muscle
Repair. exceplt that caster can repair (not
replace) 1 muscle in target’'s body: re-
quires | minute operation (concentration
by caster}.

@
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15-TENDON REPAIR TRUE (H) As Ten-
don Repair, except that caster canrepair
{not replace) | tendon intarget’s body: re-
quires 1 minute operation {concentration
by caster}.

17-MASS MUSCLE REPAIR (H) DURA-
TION: P RANGE: T Allows repair of 1
muscle/lvl of the caster (e.g. a 17th Ivl
caster canrepair 17 muscles); spell can be
used as long as caster concentrates: re-
guires 1 hour recovery time.

19-MASS TENDON REPAIR (H) DURA-
TION: PRANGE: T Allows repair of 1 ten-
don/lvl of the caster {e.g. a 19th lvl caster
can repair 19 muscles): a spell can be
used as long as caster concenirates.

20-MUSCLE REGENERATION (H) DURA-
TION: P RANGE: T Allows caster to
regencrate 1 muscle: regrowth takes 1-10
hrs, depending on extent of loss.

The Bunk of Geen

NERVE LAW

1-NERVE LORE (H) DURATION:--
RANGE: T Caster acquires complete
understanding of any nerve damage, in-
cluding the toals and methods required
for ‘healing: caster does not receive the
- skillor power to perform the cure.
4- MINOR NERVE REPAIR (H) DURA-
TION: P RANGE: T Allows caster torepair
damage to 1 nerve: requires 1 day re-
covery period.
LIMB PRESERVATION (H*)* DURA-
TION: 1 day/AvRANGE: T Allows caster
to prevent the: deterioration of 1 -limb
(even while severed): requires use of Mus-
¢le Law, Bone Law, and Blood Law Limib
Preservation spells as well,
10-UNPARALYSIS (HIDURATION: min/lv]
Caster can cure any 1- paralysis problem,
12 -JOINING (H * )" DURATION: P RANGE: T
Allows caster to reattach limb, but re-
quires use of Bone Law, Muscle Law, and
Blood Law Joining spells in order to re-
store funetional status: limb is fully func-
tional in 10-100 days.
14-NERVE REPAIR TRUE {H) As Major
Nerve Repair. except that there is no re-
covery period required.
15-MINOR BRAIN REPAIR (H} DURA-
TION: PRANGE: T Allows caster to repair
minor brain damage (inchiding récovery
from coma}: note that experience iost is
not resored (% lost permanently depen-
dent on severity of damage): requires 1 hr
operation and 1-10 days recovery time.
18-PARALYSIS CURES (H) DURATION: P
RANGE: T Allows caster to cure paralysis
in 1 target: paralysis must have resulted
from a spell or disease. .
20-MASS NERVE REPAIR TRUE (H) As
Nerve Repair True. except that each spell
cast alfects 1 nerve/lvl of caster.

ot
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CLOSED CHANNELING SPELL LISTS 3

LOCATING WAYS ~ CALM. smfms | _cﬂe_k?-mw L LORE -

2) GUESS CALM 1 SUSTAIN SELF - DETECT EVIL ¢ (2
3) PATHFINDING - . WATER mommi mmo; 1 DETECT CURSE c @
4) CALM 11 - FO0D Pmucnou T . DETECTHATE. (4
5) LOCATION ¢ HOLD KIND ¢ FIRE mmﬁs SYMBOL - LIGHT LORE 1 (s
6) PATHFINDING (300")  CALM 171 ) POI#ON LORE (6
7 ' (7
8) LOCATION (300') ¢ CALM 1V u+ LORE (8
9) PATHFINDING (500')  CALM V . (s
10) LOCATION (500') ¢ MASS ANTMAL cum«? CURSE TALES (10
11) MEMORY'S PATH TRUE HOLD DARK LORE T (1
12) PATHFINDING (Imi)  CALM X LIGHT LORE 1T (12
14) R S (1
15) FINDING SHOUT OF CALM *  LESSER PLA HATE ANALYSIS (15
16) LOCATION (Imd) ¢  WASSWATE P (16
17) PATHFINDING |10md) Na L | LIGHT tORE TIT (17
18) FINDING (300') MASS AN. CALM. (10'/L) DARK LORE Ii_ ‘ (18
20) LORD LOCATION (20mé) ¢ LORD CALM DAR wkz w20
25) PATHS TRUE LONG CALM LIFE LORE mus (25

30) wcmannwe e g o wnf

50) FINDING TRUE

LOCATING WAYS
2- GUESS (I) DURATION:-- RAHQE )
When faced with a choice aboutwhichhe
has little or noinformation (i.e. whichcor-
ridor leads outside the quickest) the
caster may throw this spell and ‘the = - [(e.g.cas
- r will determine which way =~ hehad;
“he goes. Biasmg the choice favorahly by
25%. N :
3- PATH‘!‘H(DING (P) DURATIO}
- RANGE: 100" Caster learns the focation:
“of any path(s) within 100"; gives the nearest
Mmpeth but netmepaﬂﬁ

LM ( )ASCaimI exeeptStargets
: be cted. T

“tance’ w‘any speciﬁc'objeaor
ﬂm caster is familiar with OR.-M&M

manv's PA'I‘H (P). BURATKW -l'-'
hr/lvl RANGE S Caster can r!:mem




CREATIONS

2- SUSTAIN SELF (F} DURATION: 1 day
RANGE: S Allows caster to go without
food or water and not suffer damage.

3- WATER PRODUCTION 1 (F}) DURA-

TION: P RANGE: 10’ Caster can produce

sufficient water in any available recep-

tacle to supply any person for one dav.

FOOD PRODUCTIONI (I) DURATION: P

RANGE: 10" Caster can produce suffi-

cient food from the surrounding area to

feed 1 hearty appetite for 1 day.

FIRE STARTING (F) DURATION:--

RANGE: 1" Allows caster to set afire of 1’

R: fire will then last as long as there is fuel.

6- NUTRIENT CONJURES I (F)DURA-
TION: P RANGE: 10" Caster can produce
I loaf of way bread that weighs Y2 pound
and will support 1 being for 1 day: the loaf
will lose potency in 1 month.

7- WATER PRODUCTION III (F) As Water
Production I. except caster can produce 3
days of water.

8- FOOD PRODUCTION III (F) As Food
Production I, except caster can produce
sufficient food to feed 3 beings for 1 day.

8- HERB ENHANCEMENT (F) DURA-
TION: P RANGE: T Allows caster to
enhance the potency of any 1 growing
herb by 100% l(i.e. x2); spell may be
employed but once/herb.

10-WATER PRODUCTION V (F) As Water
Production I, except caster can produce 5
days of water.

11-FOODPRODUCTION V (F) As Food Pro-
duction L. except caster can produce suffi-
cient food to feed 5 beings for 1 day.

12-NUTRIENT CONJURES III (F) As
Nutrient Conjures 1. except caster can
produce 3 loaves of way bread.

13-HERB MASTERY (F) DURATION: P
RANGE: T Caster can double the potency
of any | herb (growing or dead): speli may
be employed but once/herb. May not be
combined with herb enhancement.

15-LESSER PLANT PRODUCTION (F)
DURATION: P RANGE: 10" Caster can
produce a plant up to 10" in height and/or
width: plant must be representative of the
region.

16-MASS WATER PRODUCTION (F) DU-
RATION: P RANGE: 10’ Caster can create
1 days water ration per level (e.g. a 17th
level cleric could create 17 water rations).

17-FOOD PRODUCTION TRUE (F} DURA-
TION: P RANGE: 10" Caster can produce
sufficient food to feed a number of beings
equal to his level.

20-LESSER ANIMAL PRODUCTION (F)
DURATION: P RANGE: 10" Caster can
create an animal representative of the
surrounding region and weighing no
more than 10 Ibs; animal will be friendly
to caster.

25-NUTRIENT CONJURES TRUE (F) DU-
RATION: P RANGE: 10’ Caster can pro-
duce a number of ¥z Ib loaves of way bread
equal to his level.

30-GREATER PLANT PRODUCTION (F)
As Lesser Plant Production, except that
caster can create 1 plant with a height
and/or width = 1 fi/lvl (e.g. a 30th level
could produce a 30" high tree with a 30°
maximum widthj: plant must be repre-
sentative of the local area.

50-GREATER ANIMAL PRODUCTION
(F} As Lesser Animal Production, except
that caster can produce an animal with a
maximum weight = 1 Ib/lvl: the animal
must be a native of the area.

&
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SYMBOLIC WAYS

NOTE: A Symbol is a spell that is per-
manently emplaced in a non-mobile stone.
The Roman numerals on this list are equiv-
alent to the spell level of the Sijmbol.

3- UNSYMBOL I (F)DURATION: PRANGE:
10" Caster can remove one Symbol I (an
emplaced lst level spell). The Symbol's
RR is based on the level of the spell in the
symbol and the attack level of the unsym-
bol spell.

5- SYMBOL I (F) DURATION: P RANGE:
10" Caster can emplace one 1st level spell
in any 1 given non-mobile stone: the
stone may not ‘be moved appreciably
without destroying the Symbaol's power.

7- SYMBOL II (F) As above, except a 2nd
level spell may be emplaced.

8- UNSYMBOL II{F) Asabove, excepta 2nd
level spell may be removed.

9- SYMBOL I (F) as above. except a 3rd
level spell may be emplaced.

11-SYMBOL V (F) As above, except a Sth
level spell may be emplaced.

12-UNSYMBOL III (F) As above, except a
3rd level spell may be removed.

13-SYMBOL VI (F) As above, except a 6th
level spell may be emplaced.

15-SYMBOL VII (F} As above. except a 7th
level spell may be emplaced.

16-UNSYMBOL V (F) As above, except a
5th level spell may be removed.

17-SYMBOL VIII (F) As above, except a 8th
level spell may be emplaced.

18-UNSYMBOL X (F) As above, except a
10th level spell may be removed.

19-8YMBOL IX (F) As above, except a 9th
level spell may be emplaced.

20-SYMBOL X (F) As above, except a 10th
level spell may be emplaced.

25-LORD RESEARCH (1) See OP Rule
9.93.

30-LORD SYMBOL (F) As ahove, except a
20th level spell may be emplaced.

50-UNSYMBOL TRUE (F) As above, except
caster can remove any spell of a level less
than his own (e.g. a 50th level could re-
move a 49th level spell, but not a 50th
level spell).

LORE

1- AFTERTHOUGHTS (I) DURATION:--
RANGE: 5 Allows caster virtual total
recall of any conversation or writing he
encountered within a period of daysequal
to his level.

DETECT EVIL (1) DURATION: I min/lvl

RANGE: 100" Caster can detec{ true evil

in an animate or inanimate target within

a 5 R of chosen spell center; detection

radius may be moved so long as caster

concentrates.

3- DETECT CURSE (I) As Detect Evil, ex-
cept caster can detect curses.

4- DETECT BATE (I} As Detect Evil. except

caster can detect the emotion of hatred,

either in the living mind. or in an objeci
forged with great malice,

LIGHT LORE I (1) DURATION:--

RANGE: 10" Caster can ascertain the

origin point and nature of any | “holy

item™’ that is not of darkness/evil: will not
give specific capahilities.

6- POISON LORE (I} DURATION:--
RANGE: 10" Caster ¢an ascertain exact
nature and type of poison: he can deter-
mine what cure may:be used. but does
not receive the required tools or skills.

»
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8- LIFE LORE (I) DURATION:-- RANGE:
100" Caster can determine the nature and
type of any 1 target: he will not be able to
ascertain the target's personal traits or
capabilities. but will know the normal
abilities associated with the given
species,

10-CURSE TALES (l) DURATION:--
RANGE: 10" Cdster can determine nature
and origin of any 1 curse, including the
name of the one who bequeathed it.

11-DARK LOREI(]) As Light Lore [, except
caster can ascertain the origin point and
natureofany llitem of “"darkness' grevil.

12-LIGHT LORE II (I) As Light Lore 1. ex-
cept that caster can ascertain the origin
point and nature of any 2 “holy items.”
OR caster can determine the nature. ori-
gin point. and the exact significance of
any 1 “holy item.””

15-HATE ANALYSIS (I) DURATION:--
RANGE: 10" Caster can determine the
nature and origin of active hatred found
within any 1 target (inanimate or ani-
mate): the degree and other details of
such hatred can also be acquired.

17-LIGHT LORE III (I} As Light Lore I, ex-
cepl that caster can ascertain the origin
point and nature of any 3 “holy items,”
OR caster can determine the age. origin
point. name of the creator. and nature of
any 1 "holy item’: caster also learns
item's specific capabilities.

18-DARK LORE II {I) As Light Lore II, ex-
cept that it can only be used on items of
evil or “"darkness.”

19-WHITE LORE (I) DURATION:--
RANGE: 100" Caster can ascertain éxact
nature, origin,| purpose, and history of
any 1 "holy item": it allows caster:to
visualize all who have possessed the
item.

20-DARK LORE III {I) As Light Lore Il ex-
cept that it can be used only on items of
evil or “darkness.”

25-LIFE LORE TRUE (I) As Life Lore, ex-
cepl caster can determine specific traits
and capabilities of any 1 target.

30-BLACK LORE (I) As White Lore, except
it can only be used on an item of evil or
“darkness.”

50-WHITE LORE MASTERY (I} As White
Lore. except caster can acquire the infor-
mation on all "*holy items"" within 100",

SYMBOLIC WAYS

NOTE: A Symbol is a spell that is per-
manently emplaced in a non-mobile stone.
If the spell affects a being or thing {e.g. heal-
ing. attacks, etc.). the symbol is usable only
onceper day. The symbolmust be placed on
a slab of stone (block, piece, etc.) weighing
at least 2000 ib. Only one symbol may be
placed on each continuous slab.




CLERIC BASE SPELL LISTS

. GG s COMMUNAL WAYS
3. CHANNELS I (F*) AsChannels] m&- R A ‘
l(;;‘the Dark Channels (evil cleﬁc base 1) o L B . . m I . | .
5- STUNNING (F*)DURATION: 1rnd/10%  2) -~ =
failure RANGE: 50 Caster points. hlsa;m CHANNELS T * S(llmﬂ ¢ NTUT
(elbow locked and fist clenched) ai the 3) R 13 -I S I“ ~ f TIoNs 1
target and channels raw power from his 4) T R _ o DREAN 1

power source (usually a deity): target is 5"-
stunned.

6- CHANNELS III (F*) As Channels I, ex- )
cept a Ist-3rd Ivl spell may be trans- L
mitted. N
8- GOLDEN SLUMBERS (F*) As Stun- 8
ning. except target falls into a deep sleep. 9

10-CHANNELS V (F*) As Channels I, ex- )
cept a lst-5th Ivl spell may be trans-  10) mmw b‘ .
mitted. o

11-BLINDING (F*) As Stunning, except ~ 11) xumm ‘ :
target is blinded for 10 min/10% failure. 12)

13-CHANNELS VIII (F*) As Channels I. _ PR
except a lst-8th Ivl spell may be tran- - 13) WELS HII L
smitted. : 14) *

14-ABSOLUTION (F*) pURATioN, v 14)  ABSOLUTION * T
RANGE: 50' RRMOD: - 20 Target's “soul” ~ 18) HOLY Stour *

INTUTTIONS 111

is torn from the target’s body: it remains o R :, S
in whatever place “souls” go. for 1 week/  16) ' P S .
10% failure. The soulcanbereturncdear-  17)  CHANNELS X * WAITING SUMMONS

Iy only through Lifegiving. The el is i . o
at -75% forsubconsciousactivﬂ;rartgrgct 18)  RETURNING * e
is unconscious until soul is restored. o e

15HOLY SHOUT (F*) DURATION:--
RANGE: 20" R All beings not of the
caster’s own alignment (religious persua-
sion) are affected: all failing to resist by
(1-40) are stunned 1 rnd/10% f&ﬂum3 and
those failing by more are unconscious.

mous
1- SUMMONS I (FM) DURA‘I‘ION WG&T g
RANGE: 100’ Caster can summon a first .
level non-intelligent creature who will
obey him for one minute and then disap- -
pear. The general type of creaturecanbe
specified by the caster but exactly what
the creature is should be determined ran-
domly (e.g. the caster could specify four-
legged hooved, and could get a zebra,
horse, camel, ete.). - :
3- SUMMONS III (FM) As Summons [, ex- I
_cept caster can summon a 3rd vl creature - Castergains a vision fiﬂ, ‘
for 1 minute OR a 1st Ivl for 3minutes OR - in-the next mmuté
three 1st Ivl's for 1| minute OR ete. In
other words, the total of the (lvl) x -
~(minutes ) of all creatures cannot. exceed 3
5- sumnsva)AsSunnmm except ‘

l(ﬁDURAT!ON CRME S
ives {usually from his: patron

‘ora*'no” toaquestionona
usable but onceaciggz )

the not exceed 5.
7- 8 VllEFM]AsSummomm ex- ]
cept total cannot exceed 7. -~

9- SUMMONS X (FM) As Summons II], ex—
cept total cannot exceed 10. - 7w
10-DEMONIC GATE I (FM) DURATKON C .
RANGE: 10" Caster summons a type 1
demon that appears over the course of 2
rounds: the demon will obey the casteras -
long as the caster concentrates. After the =
caster stops concentraung ‘the demon
will fade out over the course of 2 rounds
(attacking the closest being until gone). =
1lWONsfoFM)AsSumnmm e
except total cannot exceed 15:
13-LORD SUMMONS (FM) As. Sumnm o
IIL except total cannot exceed 20.
15-DEMONIC GATE II (FM) AsDemonic- |
Gate [, except a type Il demon b sum-
moned.

NOTE: SeeD&rkSummons spefl
magician base list in the essence re
dnwrlpﬂmnfthedemontym



CLERIC BASE SPELL LISTS

LIFE MASTERY PROTECTIONS REPULSIONS
PRESERVATION PRAVER T ¢ REPEL UNDEAD (1
BLESS T ¢ (2
PRESERVATION {1ht/L}  RESISTANCE T ¢ ANTI -CHANNELS T (3
HEAT RESISTANCE *c NEUTRALTZE CURSE (4
LIFEKEEPING COLD RESISTANCE *c ANTT-CHANNELS 111 (5
REPEL UNDEAD IX (6
PRESERVATION {1day/L) REMOVE CURSE (7
TEMPERATURE. SPHERE ¢ (8
NEUTRALTZE CURSE [1ha/L] (9
PRESERVATION {lweek/L] PROTECTIONS SPHERE T ¢ ANTI-CHANNELS V (10
LIFEKEEPING (1day/L)  PRAYER I11 e REPEL UNDEAD XI1 (11
LIFEGIVING (100x) BLESS 117 ¢ ANTT-CHANNELS VIT1 (12
RESISTANCE T1T ¢ (13
(14
LIFEGIVING (50x) TEMPERATURE SPHERE €  ANTT-CHANNELS X (15
LIFEKEEPING {lweek/L) REPEL UNDEAD XV (16
LIFEGIVING [20x) PROTECTIONS SPHERE T11c (17
PRAVER V ¢ NEUTRALTZE CURSE [1day/L) (18
RESTORATION (19
LIFEGIVING {7x) BLESS V ¢ REPEL UNDEAD TRUE (20
LIFEGIVING RESISTANCE V ¢ UNCURSE TRUE (25
RESTORATION TRUE PROTECTIONS SPHERE V ¢ ANTI-CHANNELS TRUE (30
LIFEGIVING TRUE PROTECTIONS TRUE RECHANNELTNG (50

F6th-50th tevel spells are on pg. 22,

within the last vear. In order to be suc-
cessful, the target must roll below his
Constitution stat: but, 10% (2 on 3-18 or
1-20 scales) should be added to the result
for every day the target has been dead
{e.g. il the target has been dead for 3 days.
30% will be added to the roll: thus. aroll of
54 would become an 84. and any target
having a Const. of 84 or less would not be
raised), Target will be incapacitated for a
period = 100 x the time dead (e.g. if the
target was dead for 2 days. the recovery
period would be 200 days)

15-LIFEGIVING (H) As above. except 5% x
days dead will be added to the dice roll
when target attempts to roll below his
Const. Recovery period = 50 x the time
dead.

PROTECTIONS

1- PRAYER I (D) DURATION: C RANGE:100°
Target gets a +5 bonus to his RR and
maneuver rolls.

BLESS 1(D) DURATION: C RANGE: 1007
Target gets a + 5 bonus to his armor sub-
traction and maneuver rolls.
RESISTANCE I (D) DURATION: C
RANGE: 100" Target geisa + 5 bonus to
his RR and armor subtraction.

4- HEAT RESISTANCE (D* ) DURATION: C
RANGE: 100’ Target is protected from na-
tural heat up to 200°F, and adds +20 to
his RR vs. heat and — 20 vs, elemental fire
attacks.

COLD RESISTANCE (D* ) DURATION: C
RANGE: 100" Target is protected from na-
tural cold to - 20°F and adds + 20 to his
RR vs. heat attacks: he subtracts 20 from
elemental cold attacks.

-]
v
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8- TEMPERATURE SPHERE DURATION:
C RANGE: 10’ R All who are within the
sphere are allowed benefits of either a Heat
Resistance OR a Cold Resistance spell: the
sphere is not mobile.

10-PROTECTIONS SPHERE I (D) DURA-
TION: CRANGE: 10’ R All who are within
the sphere are allowed the benefits of the
Prayer [, Bless 1. OR a Resistance | spells:
the sphere is not mobile.

11-PRAYER III (D) As Prayer I, except
bonus total is +15. and spell may be
spread over 1-3 targets [e.g. 1 targel
would get a + 15 bonus. 3 targets would
each get + 5 bonuses).

12-BLESS III (D} As Bless 1. except bonus
total is + 15, and spell may be spread over
1-3 targets.

13-RESISTANCE III (D) As Resistance L
except bonus total is + 15, and spell may
be spread over 1-3 targeis.

15TEMPERATURE SPHERE (D) As Tein-
perature Sphere, except radius is 20°.

NOTE: [faspellon this list is cast on the caster
alone, he need not concentrate and the dura-
tion is 1 min/lvl. This does net include the
"'sphere” spells.

REPULSIONS

1- REPEL UNDEAD V (F) DURATION: 1
min/lvl RANGE 100’ Causes up to5 un-
dead or animated dead to flee or disinte-
grate. Each largeted undead isentitled to
a RR: if'it fails by {1-50} it willflee, it it fails
by more than 50 il disintegrates (If the
undead cannot flee they will remain mo-

15

tionless). Onc BAR is applied (o all
targets. The number of undead allected is
determined by their class. Repel Undead
Vallows 5 pts of undead to be alfected: a
class 1 undead counts as 1 pt. a class 1l
undead counts as 2 pts. a class T undead
counis as 3 pts, ete.

The RR of any undead creature can be
modified by concentrating the effects ol
the spell on that target: tor each addi-
tional point of the spell allocated to a
target (beyond those needed to alfect it)
THAT TARGET'S RR is maodified by - 5.
Thus Repel Undead V could affect 5 Class
Tundead with nomeodification. OR affect 1
Class [ undead with a modificationof -20
(allocating ali 5 pts of effect - 4 more than
needed), OR affert 1 Class I undead with
amodification of - 5(3 ptsallocated) AND
2 Class [ undead with no modification {1
pteach:3 + 1 + 1 = 5).orany other com-
bination of targets providing no more
than 5 pts were allocated. Undead for the
purposes of RR's are given levels as lol-
lows: (Class [ = vl 1-2). (Class 1l = 1v13-5),
(Class [Il = vl 6:8), (Class IV = 1v]19-12).
(Class V Ivl1113-15). (Class VI = Iv
16-up). Animated dead are always treated
as class I undead and are not entitled o a
RR {automatically disintegrate il the spell
does not fail

3- ANTI-CHANNELS 1 (F} DURATION:--
RANGE: 100" Cancels a Channels I speli
being transmitted or received within
range. No RR for the canceled spell.

4- NEUTRALIZE CURSE (F} DURATION:
1 min/lvl RANGE: T RR MOD: - 20'Nulli-
fies a curse for the duration of this spell.
The curse is not dispelled and lakes effect
again afterwards.

5- ANTI-CHANNELS III (F) As Anti-
Channels 1. except affects a 1-3rd level
spell being channeled.

6- REPEL UNDEAD IX (F) As Repel
Undead V. except 9 ptsof undead may be
affected.

7- REMOVE CURSE (F) DURATION: P

RANGE: T Cancels a curse if the curse

fails a RR: the curse’s target level is the

level of the original curse caster (opiion-
ally the number of power points put inthe
curse when cast) and the attack level is
that of this spell. Il the curse is-not ¢an-
celed: the cleric cannot try again until he
has gone up angther level of experience.

(However another cleric may trv).

NEUTRALIZE CURSE (F) As above. ex:

cept curse is nullified for 1 hr/tvl.

10-ANTI-CHANNELS V (F) As Anti-
Channels . except affeets a 1-5th vl spell
being channeled.

11-REPEL UNDEAD XII (¥} As Repel
Undead V. except 12 pts of undead may
be affected.

12-ANTI-CHANNELS VIII (F} As ‘Anti-
Channels I, except affects a 1st-8th vl
spell being channeled.

15-ANTI-CHANNELS X (F} As Anti-
Channels I, excgpt affects a 1st-10th level
spetl being channeled.

9

NOTE: See Necromancy list (evil eleric
base list) lor a description ol undead classcs
creation and control. For the above spells,
modilications can be given to cerlain very
powerful undead.




HEALER BASE SPELL LIS}'S

m mlu on these lists are s
‘ ".‘_BRS_AK H;\YS'-

MUSCLI-: mﬁas = _
,smm REPAIR

‘MUSCLE REPAIR

TENDON REPAIR

. MUSCLE REPAIR ur

TENDON REPAIR T1T

JOINING *

mscr.E REPATR mm;’ ;

- M&‘? !-IUSCLE m&m o
TENDON REWON;

JOINING TRUE *

REGENERATION TRUE
TL‘TAL MUSCLE REGEN
TGTAL TEMJON ﬁEGEM

SURFACE WAYS BONE WAYS

1) HEAL (1-70) mmmcwmm
2) FROST/BURN RELTEF 1  CARTILAGE REPAIR

3) STUN RELIEF T * MAJOR FRACTURE REPATR
4) REGENERATION *c SKULL REPAIR

5) FROST/BURN RELTEF 11 JOINT REPAIR

6) AWAKENING MINOR FRAC. REP. TRUE
7) HEAL (5-50) JOINING *

8) FROST/BURN RELTEF 111 CARTILAGE REP. TRUE
9) STUN RELTEF 111 * MAJOR FRAC. REP. TRUE
10) REGENERATION IT *c  SKULL REPATR TRUE
11) FROST/BURN RELIEF V  JOINT REPAIR TRUE
12) HEAL (10-100) SHATTER REPAIR
13) STUN RELTEF v * CARTTLAGE REGEN.
14) BONE REGENERATION
15) REGENERATION 111 *c  JOINING TRUE *
20) HEAL (20-200) SHATTER REPAIR TRUE
25) HEAL TRUE TOTAL CARTT LAGE REGEN.
30) FROST/BURN RELIEF TR. TOTAL BONE REGEN.
50) STUN RELIEF TRUE *

SURFACE WAYS :

1- HEAL (HS) DURATION: P RANGE S -

Caster is healed of 1-10 concussion hits.

2- FROST/BURN RELIEF I [HS} DURA-
TION: P RANGE: S Will heal one area of
mild frostbite or a first degree burn. '

3- STUN RELIEF I (HS*) DURATION: P
RANGE: S Caster is relieved of 1 rd’s
worth of accumulated stun effects.

4- REGENERATIONI(HS* ) DURATION: C
RANGE: S Reduces damage by 1 hiUrd as
long as caster concentrates, i

5- FROST/BURN RELIEF I1 (HS) As Frost/
Burn Relief . except 2 areas of mild
damage or 1 area of moderate damage
(e.g. 2nd degree burn) are healed. v |

6- AWAKENING (US) DURATION:--
RANGE: S Caster is instantly awake.

7- HEAL (HS) As above, except caster can:
heal 5-50 concussion hits.

8- FROST/BURN RELIEF III (HS) As
Frost/Burn Relief . except 3 areas of mild

SKELETAL REGEN. TRUE -ms-asmm;m B

is 3 hits.

simple l’l:aétum inot comp

' NASAL REPATR
“MINOR NERVE REPAIR

m‘m EAR REPAIR

~ MINOR EVE REPAIR -
- MAJOR NERVE REPAIR
©MAJOR EAR REPAIR
~ JOINING *
' m_ EVE REPATR.

MIFSIS CURES

:mssmm

” wrum?m .
 BRAIN REPAIR
 ORGAN REGENERATION
 PARALYSTS CLRES TRUE.

EEM‘HNG

20-HEAL (HS) As above. excepl caster ce
heai mzoo cmcuamm hits,

I i
shatters. jomtdam:ge oramiﬂdmagb) :

damage. or 1 area of severe damage (e.g. - 3 m

3rd degree burn), or a combination of 1
mild and 1 moderate area can be healed. -

9- STUN RELIEF HI (HS*) As Stun Relief
I except caster is relieved of 3 rds ac-
cumulated stun effects.

10-REGENERATION II {(HS*) As Regew

shauem jomt: éamgg&.
rccwery time 1-10 hrs.

eration I, except per rd damage l‘educt»ion _ i

is 2 hits .

11-FROST/BURN RELIEF VIHS) 'As'F*!mtI
Burn Relief 1. except 5 mild. 2mildand 1. -
severe, 1 mild and 2 moderate. or 1 mo-
derate and 1 severe. etc. area[s] of
damage can be healed. i '

12-HEAL (HS) As above. except caster can
~heal 10-100 concussion hits.

la-smmmrvms*mssmnaeueﬂ
except caster is relieved of 5 rds ac-
cumulated stun effects.

conscions.

BLOOD WAYS
CL

NG T
CUT REPAIR 1
MINOR VESSEL REPAIR T11

VESSEL REPAIR 1
NG * '

CLOTTING
CUT REPAIR

NG
VESSEL REPAIR 111

NG TRUE *
TIONS

Jo1
RE

BLOOD DISEASE CURES
 BLOOD REPAIRS TRUE

o 2mmlmhpdtsmmp; 22.

' mmmmmms*msmgm
eﬁﬂmiexceptperrﬁdamm_=' uction =
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(30
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8— QMTILAE REPAIR TRUE (HS) As

Cartilage Rpalr except reco\m'y is in-

'RUE (HS* ) As Jm:ﬂﬂg,ex-

musl throw %he respec- z&gﬁ




5- TENDON REPAIR III (HS) As Tendon
Repair . exceptl casler can repair 3
damaged tendons.

7- JOINING (HS* )" DURATION: PRANGE: §

Caster can reattach 1 severed limb: re-

quires use ol all Healer Joining spells in

order to make limb fully functional:
recovery time 1-10 days.

MUSCLE REPAIR TRUE (HS) As Mus-

cle Repair. exceplt that recovery is instan-

taneous.

9- TENDON REPAIR TRUE (HS) As Ten-
don Repair. except that recovery is in-
stantaneous.

11-MASS MUSCLE REPAIR (HS) DURA-
TION: P RANGE: S Caster can repair a
number of damaged muscles equal to his
level (e.g. a 121h vl could absorb damage
to a total of 12 muscles): recovery time
1-10 hrs.

12-MUSCLE REGENERATION (HS) DU-
RATION: P RANGE: S Casier can regen-
crate any 1 muscle: recovery time 1-10
hrs.

13-TENDON REGENERATION (HS) DU-
RATION: P RANGE: S Caster can regen-
erate any | tendon: recovery time 1-10
hrs.

15-JOINING TRUE (HS*)" As Joining. ex-
cept caster must throw the respective
Healer Joining True spells: recovery isin-
stantaneous.

20-REGENERATION TRUE (HS) DURA-
TION: P RANGE: S Caster can regenerate
any I muscle or tendon: recovery is in-
stantaneous.

=

ORGAN WAYS

1- NASAL REPAIR (HS) DURATION: P
RANGE: S Caster can repair any nose
damage short of complete nose loss.
MINOR NERVE REPAIR (HS) DURA-
TION: P RANGE: 5 Caster can repair any
minor nerve damage in 1 area: recovery
time 1-10 hrs.

3- MINOR EAR REPAIR (HS) DURATION: P
RANGE.: S Caster can repair any external
ear damage. including ear loss (regenera-
tion takes 1-10 hrs).

4- MINOREYE REPAIR (HS)DURATION: P

RANGE: S Caster can repair any minor

eye damage (e.g. corneal scratch or

removal of foreign object).

MAJOR NERVE REPAIR (HS) As Minor

Nerve Repair. except caster can repair

any 1 area of major nerve damage:

recovery time 1-10 hrs.

6- MAJOR EAR REPAIR (HS) As Minor
Ear Repair, except caster can also repair
any internal ear damage (e.g. restore
hearing).

7- JOINING (HS*)° DURATION: PRANGE: S
Caster can reattach 1 severed limb: re-
quires use of all Healer Joining spells in
order to make limb fully functional;
recovery time 1-10 days.

8- MAJOR EYE REPAIR (HS) As Minor
Eye Repair, except caster can repair any
eve damage short of complete eye loss.

9- NERVE REPAIR TRUE (HS) As Major
Nerve Repair, except that recovery is in-
stantaneous.

10-ORGAN REPAIR (HS) DURATION: P
RANGE: 5 Caster can repair any damage
to 1 organ that has not been completely
destroved: recovery time 1-10 hrs: does
not affect brain.

)
1

2

12-PARALYSIS CURES (HS) DURATION: P
RANGE: S Caster can cure any paralysis
problem: recovery time 1-10 days.

13-MASS NERVE REGENERATION (HS)
DURATION: P RANGE: S Caster can re-
generate all the nerves in his body (out-
side brain area): recovery time 1-10 hrs.

15-JOINING TRUE (HS *)” As Joining, ex-
cept that caster must throw the respec-
tive Healer Joining True spells: recovery
is instantaneous.

20-BRAIN REPAIR (HS) DURATION: P
RANGE: 5 Caster can repair brain
damage (such as that caused by a skull
fracture. etc.. at the discretion of the
gamemaster). Experience: lost by brain
damage to the wounded being (the one
from whom the damage is absorbed) is
not restored. Sheuld the Healer have
brain damage inflicted directly upon him
{i.e. he isstuck in the head). he may suffer
memory and/or experience loss: this may
resull in the Healer's inability to throw
this spell. Recovery time 1-10 hrs.

BLOOD WAYS

iI- CLOTTING I (HS) DURATION:--
RANGE: S Caster can reduce his blood
loss by 1 hit/rd: for 1 hour he may not
move faster than a walking pace without
reopening wound.

2- CUT REPAIR I (HS} DURATION: P

RANGE: S Caster can fully repair 1

wound that bleeds at a rate of 1 hit/rd.

MINOR VESSEL REPAIR III (HS) DU-

RATION: P RANGE: S Caster can repair

damage to minor blood vessels (not major

arteries or veins) that bleed at up to 3

hits/rd (total): thus, he could repair 3

vessels that each bleed at 1 hit/rd: will not

pl'(!\’(’]"ll sCars.

CLOTTING V (HS) As Clotting I. except

caster can reduce his blood loss rate by 5

hits/rd: caster may not move faster thana

walking pace without reopening wound.

5- CUT REPAIR III (HS) As Cut Repairl. ex-
cept caster can fully repair 1-3 wounds
that total 3 hits/rd in bleeding.

6- MAJOR VESSEL REPAIR I (HS) DU-
RATION: P RANGE: S Caster can repair
damage to any 1 artery or vein: a major
vessel is one that bleeds at 5 hit/rd or
more when severed.

7- JOINING (HS * )*DURATION: PRANGE: S
Caster can reattach 1 severed limb: re-
quires use of all Healer Joining spells in
order to make limb fully functional;
recovery time 1-10 days.
MASS CLOTTING (HS) As Clotting I, ex-
cept caster can reduce his blood loss
rate/rd by a number of hits equal o his
level (e.g. a 9th lvl.could reduce his blood
loss rate by 9 hits/rd): he may not move
faster than a walking pace withouit
reopening wound.

10-MASS CUT REPAIR (H5) As Cut Repair
I. except that caster can fully repair a
number of wounds (not major vessels)
that have a total bleeding rate/rd equal to
his level{e.g. a 10th lvlcaster could repair
one 2 hit/rd wound. one 3 hit/rd wound.
and five ‘1 hit/rd wounds).

11-UNCLOTTING (HS) DURATION: P
RANGE: S Caster can remove any 1 biood
clot: spell will counter ""Clotting Curse.”

13-MAJOR VESSEL REPAIR I As Major
Vessel Repair 1, except caster can repair
up to 3 veins and/or arteries.

»

i
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15-JOINING TRUE (HS*)® As Joining, ex-
cept caster must throw the respective
Healer Joining True spells: recovery isin-
stantaneous.

20-REGULATIONS (HS) DURATION: P
RANGE: S Caster can regulate his own
blood flow and completely eliminate any
blood loss without fear of harm: caster
may not move

TRANSFERRING WAYS

This entire list is devoted to the transfer to
the Healer of wounds inflicted on another
(with the remaining five Base Lists devoted
to healing wounds on the Healer's own
body). This list has no specific spells, rather
it takes its definition from the other five lists.
To transler even a large number of wounds
(from a single target) the Healer ascertains
the single most serious wound (measured by
highest level spellineeded) then he casts one
Transferral spell of level corresponding to
that highest level healing spell. All other
wounds are aiso transferred to the Healer (at
his discretion—he may not necessarily wish
to absorb all of the targets wounds at once
and perhaps incapacitate himself). Note that
the Healer is able| to transfer wounds up to
his level in severity even if he does not
possess the necessary spell list to heal
himself. If the Healer has insufficient power
points to heal major {incapacilating)
wounds, he slips)into a coma and regen-
erates his full power points every eight hours
until all woundsare healed. Note that all base
speil lists except this one are subconscious.
and the Healer's body will automatically ex-
pend points to heal his wounds as long as he
is still alive.

EXAMPLE: Lan the Healer is tenth level,
and because of a superior statistic and a x2
power multiplier, has 40 power points.
Ringlin the fighter has just suffered a
severed hand, a damaged arm {two severed
muscles and a fracture) 80 concussion hits.,
is bleeding at 5 hits/rnd. and has a serious
skull fracture. Lan places the severed hand
at Ringlin's wrist, and, while holding it in
place, and putting his hand on Ringlin's
head {the highest level spell of an urgent
nature Lancan cast is Skull RepairTruejand
casts a single 10th level Transferral. At the
rate of one round per wound, cach of
Ringlin’s wounds is transferred to Lan.
Ringlin is subsequently in perfect health.
Lan's body immediately casts a 10th level
Skull Repair True.and 2 Cut Repair il spells
tostop the bleeding. {2x 8rd level = 6 points.)
LLan now has 14 power points left: insuffi-
cient tocompletely repair the severed wrist.
He casts two of the necessary four Joining
spells: Blood and Muscle: now the hand is at-
tached and will be kept alive, as Lan lapses
intoa regenerative coma. The Joining spells
(2 at 7 pointseach = 14)leave Lan with no
power points, and he remains inacoma until
he regenerates his points. after eight hours.
After this period. Lan's body casts the neces-
sary two Joinings,and the fracture and mus-
cle repairs necessary, as well as the concus-
sion relief. He then awakens. and is healed.
but isstill subject to the recovery time {ifany)
incurred by the spells.
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NATURE’S MOVEMENT | e I
1- LIMBWALKING (F) DURATION: 1 min/ “ATURE s W"T W HASTE&Y _ IMAL MASTERY
IV RANGE: S Allows caster to walk along - } ) i B
nearly horizontal tree limbs {that can = 1) umucm o m m ' MAL SLEEP 1
support the weight} as if he were on level i '2') MT{MIXI“G . m m ) ER étomm
ground. FATEREMRE ) |
2- WATERWALKING (F)DURATION: 1 min/ - 3) ~ SWIMMING s ‘PLANT TONGUES MAL TONGUES
Ivi RANGE: S Allows caster to walk on Ay . ORGANTC S PR ye o
water as if he were on level dry ground: Y Em C__‘ Co e T WAL SLEEP ﬂf .
may not be used on rough water. . §) LIMBRUNNING = - SPEED GROWTH {x100) MAL MASTERY T ¢
3- SWIMMING (F) DURATION: 1 min/ivl - - S MO .
RANGE: 100" Enables target (o swim 6)  STONERUNNING - MAL LOCATION
without expending energy. 7)  SANDRUNNING EFRTENDING ¢
4- MERGING ORGANIC (F) DURATION: 1 iy S
min/lvl RANGE: S Allows caster to merge 8) mmzmue MAL EMPATHY c
i}?ﬂdy +dl g'epthltmto grga;nic matel:!ciﬂ 9)  WINDWALKING o SP mmtm m'n) MAL SUMMONS T ¢
ive or dead): caster cannot move while : ' - ' -
merged. : 10)  SWIMMING TRUE  PLANT GROWTH (3x)  ANIMAL MASTERY 111 c
5- LIMBRUNNING (F) As Limbwalking, ex- ) )
cept caster can run along b T 11)  GREAT mm oRoANTC mcatm 111 WAL SUMHONS TIT ¢

6- STONERUNNING (F) As Limbwalking, 12y
ex’cept caster can run on stone surfaces. 1 3 "
- SANDRUNNING (F) As Limbwalking. )
except caster can run on sandy surfaces, 14)

8- WATERRUNNING (F) As Waterwalking.
except caster can run on calm waters. _

9- WINDWALKING (F) DURATION: | min/ T UMMONS X
Ivl RANGE: S Allows caster to walk on 20) .7 s . x ‘
calm air: movement must be at constant ERY (10'/L)
height. _ o o . ' “0 !” c.

10-SWIMMING TRUE (F) As Swimming. P oo . _PLANT cOl ! ABSOLUTTON *
except target can swim as fast as he could S LR R o
run.

11-GREAT MERGING ORGANIC (F) As
Merging Organic. except caster i may turn
within material and see outside if within
6" of surface.

13-WINDRUNNING (F) As Windwalking.
except caster can run on calm air. -

15-MERGING TRUE ORGANIC (F) As
Great Merging Organic. except caster

. may use spells on himself while merged. >

20-TREE DOOR (F) DURATION:-- RANGE: § cas(er Cal'l tﬂ{'m smed
Allows caster to enter one tree and exit x100 wlthin a 10&] R
from another tree up to 100'/lvlfeet away. 15-PLANT

MAL &mm 'g :

msi ws- mz APATHY (1) DURATION: C
RML‘GE 1007 Cmter can undzrstand

TERY III (M) As Anlmal

ol 1 e _ Mﬂfety 1. xce:pl castcr can. mntgal 3.
PLANT MASTERY “ankng
1- PLANT LORE (I) DURATION:-- RANGE: T
Caster learns nature and history of any 1 ) p}ant hy xIO
plant.

2- SPEED GROWTH (F) DURATION: lday
RANGE: 10’ R Allows caster lo increase
- speed of growth for any 1 species of plant
by x10.

3- PLANT TONGUES (I) DURATION: lr_rdr;u’ SR
Ivl RANGE: T Allows caster to unders- =~
tand the language of any 1 plant species.

B» SPEED GROWTH (F) As above. except
* that caster can increase rate of gmw@kby-_ o
x100. e

6- PLANT LOCATION (1) DURATION -
RANGE: 1 mi Caster can locate members
ofany 1'species of plant. or he can ﬁndout

~+ what species are in the area.

7- PLANT GROWTH (F) DURATION: P ‘
RANGE: T Allows caster to double the
size of any 1 plant: requires 1 days
_growth: when fully mature the plant will

* achieve twice its normal size.

&WGDNTRQLI{M}DURATM l .y
“min/ivl RANGE: 100 Caster-can control
" the automatic and/or mental pﬁmd
" ‘any 1 plant: caster can also control the
plam s movements: doesn't allow move-
‘ment beyond normal allowances.

9- mmm Asabave,

of growth




HERB MASTERY

NATURE'S LORE

ANIMIST BASE SPELL LISTS
NATURE'S PROTECTION

HERB LORE OUTDOOR TRAP DETECTIONc. HUES (1
ENHANCEMENT NATURE'S AWARENESS ¢ RESIST ELEMENTS (2
HERB FINDING RAIN PREDICTION PLANT  FACADE (3
INSTANT HERBAL CLRES STORM PREDICTION (4
HERB MASTERY 11 WEATHER PREDICTION UNDERWATER BREATHING (5
HERB FINDING (300') N. AWARENESS (300'}) ¢  ANIMAL FACADE (6
HERB PRODUCTION WAITING AWARENESS ¢ SHADOW ¢7
HERB MASTERY 1711 WEATHER PREDICTION DEFLECTIONS ORGANIC * (8
HERB FINDING (500') BLADETURNING ORGANIC (o
HERB CLEANSING N. AWARENESS (500') ¢  PLANT FORM (10

HERB MASTERY V

WEATHER PREDICTION

PROTECTION FROM ELEMENTS (11

W. AWARENESS (100') ¢ (12
HERB FINDING {1mdi) ATM UNTRUE CRGANIC * (13

WEATHER PREDICTION (14
HERB MASTERY X NATURE'S EYE ANTMAL FORM (15
LORD HERB FINDING NATURE'S EVE {10mi) PLANT FORM TRUE (20
ENHANCEMENT TRUE WEATHER PREDICTION TRUE < ANTMAL FORM TRUE (25
HERB MASTERY TRUE NATURE'S EVE [100mdi) NATURE'S FORM TRUE (30

HERB FINDING TRUE

ANTMIST'S EVE

WEAPON TURNING ORG. TRUE * - (50

25th-50th level spells are on pg. 22

9

HERB FINDING (I) DURATION: 1 rd/Ivl
RANGE: 100" Allows caster to locate any
| variety of herb that is sought. regardless
of physical obstacles: gives exact location
and quantity.
INSTANT HERBAL CURES (U) DURA-
TION: P RANGE: T Allows caster to make
any 1 herb capable of being instantly ef-
fective: when the herb is subsequently
used. its benefits/dangers will be im-
mediately felt.
HERB MASTERY II (U) DURATION: P
RANGE: T Allows caster to double the
potency of any 1 herb (growing or dead):
spell may be emploved but oncefherb.
Not cumulative with enhancement.
HERB FINDING (I) As above. except that
the range is 300",
HERB PRODUCTION (U) DURATION: P
RANGE: T Allows caster to grow an herb
by planting the proper seed: herb takes
1-10 res to grow. and is sierile.
8- HERB MASTERY III (U) As Herb
Mastery II. except that caster can triple
the potency of any 1 herb.
HERB FINDING (I) As above. except
range is 500",
10-HERB CLEANSING (U} DURATION: P
RANGE: 10" Allows casier to remove any
harmful poisons. by-products, or side ef-
fects from all herbs within range (10).
11-HERB MASTERY V (U) As Herb
Mastery 11, except caster can quintuple
(x5) the potency ol any -1 -herb.
13-HERB FINDING (I) As above. except
range is 1 mile: location is known within
1.
15-HERB MASTERY X (U) As Heérb
Mastery II. except that caster ean in-
crease the potency of any 1 herb by ten-
fold (x10).
20-LORD HERB FINDING (I} As above. ¢x-
cept range is 20 miles: location is known
within 100°.

B
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NATURE'S LORE

1- OUTDOOR TRAP DETECTION (D)
DURATION:. I min/lvl (C) RANGE: 5" R
Caster has a 75% chance of detecting
cach individual trap.
NATURE'S AWARENESS (I) DURA-
TION: C RANGE: 100" R Allows casterto
monitor animale activity in the area {e.g.
he will be aware of subtle movements):
caster cannot move.
RAIN PREDICTION (I} DURATION:--
RANGE: 1 mi/lvl Gives caster 95%
chance of predicting rain. + 15 min over
next 24 hr perod.
4- STORM PREDICTION {1} As Rain
Prediction. except it allows 95% chance
of predicting time and tvpe ol storm, + 15
min overnext 24 hr period.
5- WEATHER PREDICTION () As Rain
Prediction. except it allows 95% chance
of predicting time. tvpe. and severity of
weather over next 24 hr period.
NATURE'S AWARENESS (I) Asabove,
except that the radius is 300",
WAITING AWARENESS (1) DURA-
TION: ‘1 hr/lvl RANGE: 10" R Allows
castertosctupanatural “alarmsystem:”’
any disturbing activity will cause caster
to be alerted:
WEATHER PREDICTION (1) As above,
excepl that ecaster has 95% chance of
predicting weather over a 3 day period.
10-NATURE'S AWARENESS (1] As above,
except that radius is 500,
11-WEATHER PREDICTION (I) As above,
except that caster has a 95% chance of
predicting weather over a 5 day period,
12-WAITING AWARENESS (I) As above,
excepl thai the radius is 100
14-WEATHER PREDICTION (1) As above,
except that caster has a 95% chance of
predicting weather over a 10 day period;

n
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15-NATURE'S EYE (I} DURATION: C
RANGE: 1 mi Allows caster to visualize
and sense activity in a known fixed area
(100" R).

20-NATURE'S EYE (I) As above, except the
range is 10 miles and caster can monitor
an area of 500" R.

NATURE’S PROTECTION

1- HUES (F) DURATION: 1 min/lvl RANGE: S
Allows caster {0 take on the physical col-
oration of any| 1 organic object: caster
must be in contact with object.

RESIST ELEMENTS (D) DURATION: 1

min/ivi RANGE: S Protects caster from

natural-heat up to 200°F. natural cold
down.fo — 20°F: gives + 10 to RR vs. heat
orcold spells.

3- PLANT FACADE (F) DURATION: 1 min/
vl RANGE: S Allows caster to appear as
any 1 tvpe of plant: caster retains his size
and will not smell or feel like the plant: i
is a purely visual illusion.

5- UNDERWATER BREATHING (F) DU-
RATION: 1 min/lvl RANGE: S Caster is
able to breathe under normal water.

6- ANIMAL FACADE (F) As plant facade,
except caster will appear as any 1 type of
animal.

7- SHADOW (F) DURATION: ! hriivl

RANGE: S Caster appears as a shadow:

provides near invisibility in dark areas.

DEFLECTIONS ORGANIC (F *) DURA-

TION:-- RANGE: S Deflects 1 missile fired

at the caster: missile must be in caster's

field of vision: subtract 100 from missile’s
attack roll; missile must be at least par-
tially of organic composition.

9- BLADETURNING ORGANIC [F¥™) As
Deflections Organic. except that the ef-
fect is against |1 melee attack from an
organic weaporl.

10-PLANT FORM (F) DURATION: 1 min/lvl
RANGE: S Allows caster to take the form
ofany 1 plant: caster will look and feeitike
the plant. but will not change insize,

11-PROTECTION FROM ELEMENTS (D)
As Resist Elements. except it protects
caster from anv natural temp. extremes,
and gives a + 25 to RR vs. heat or cold
spells: it also means-elemental atfack
rolls are at ~ 25,

13-AIM UNTRUE ORGANIC (F* ) DURA-
TION:-- RANGE: S Caster can make any 1
miissile ‘within | his field of vision and
directed at him automatically miss.

15-ANIMAL FORM (F) As Plant Form. ex-
cept caster will look and feel like any 1
tvpe of animal: it will not bestow animals’
physical abilities.

20-PLANT FORM TRUE (F) As Plant Form.
except caster can also take on smell and
physical character of any 1 plant: caster
can halve or double his size.

%

s



RANGER BASE SPELL LISTS Gl Ta D lEEe -
PATH MASTERY MOVIN§ mws NATURE'S GUISES ~ INNER WA  NATURE'S WAYS
1) PATHLORE  STONERUNNING HUES  HEAT RESISTANCE "¢ OUTDOORTRAP DETECTIONc (1
2) NIGHT VISTON LIMBUALKING SHADE " COLD RESISTANCE *c  WATER FINDING (2
3) TRACKING ¢ SWIMMING * FREEZE ¢ 'RESTSTANCE T FIRE STARTING (3
4) PATH TALE WATERWALKING * SILENT MOVES BLESS T STORM & RAIN PREDICTION (4
§) PATHFINDING ¢ SANDRUNNING g 'sa.r ewmme . PRAYERT FOOD, FINDING (s
6) TRACKS LORE LIMBRUNNING - ueT WATER PURTFICATION (6
7) DETECT AMBUSH  TRACELESS PASSING ¢ mmms © . STERILIZATION -~ SHELTER FINDING (7
8) PASSING LORE ~ HIDETRACKS T ¢  SHADOW . RESISTANCE 1T  LESSER TRAPS (8
9) PATHFINDING (5mi) ¢ WATERRUNNING o mEss T WEATHER PREDICTION (9
10) ANIMAL TONGUES HIDE TRACKS 11 ¢ PLANT FACADE ~ PRAYER IT NATURE'S AWARENESS ¢ (1(
11) TRACKS ANALVSIS ¢ SWIMMING TRUE mmé ‘%mmmmm WATER FINDING (10mi) (11
12) PLANT TONGUES HIDE TRACKS V ¢ = © WAITING AWARENESS (12
13) PATHFINDING (20mi) c U ’wmi; m‘:xaf 'm_rsz'm m ~ FOOD FINDING (10m) (13
14) DETECT AMBUSH (100'R) RUNNING TRUE - BLESS 111 ~ MAJOR TRAPS (14
18) STONESPEECH HIDE TRACKS X ¢ ANTHAL mauafrs wsz m SHELTER FINDING (10mi) (15
20) OETECT AMBUSH TRUE  MERGING ORGANIC mm' FORM UNDISEASE NATURE 'S AVARENESS (500" )¢ (20
25) PATH TRUE HIDE TRACKS XX ¢ ANTMAL t-"am SRR m WEATHER PREDICTION (5d) (25
30) TRACKING TRUE ¢ GREAT MERGING ORGANIC PLANT Famm wmm _ WATTIING AWARENESS (100") (30
50) TRACKS AHEAD c H1DE TRACKS: ME - mm FORH mus ;mm w.u * NATURE'S AWARENESS( Imé)c (50
PATH MASTERY  11-TRACKS AN ;-a—sﬂmmc (F) DURATION: 1 min/lvl
- PATHLO . ' ANGE: 100’ " "RANGE: 100" Enables target to swim
1 g:';zter Imﬁ%ﬂrzgggg m;ﬁfﬂf ‘image of all be - :.w!thoui expending energy. )
tion of any path within 10°' R. : tracks in the ,ﬁ'ﬂmw KING (F) DURATION: 1
2- NIGHT VISION (U) DURATION: 10 min/ for tracking min/lvl RANGE: S Caster can walk on
Ivl RANGE: S Caster's vision at night isas IM | calmwatersasif he was on level ground.
it is during daylight: may only be used min/lvi RANGE: S T2 3" ANDRUNNING (F) As Stonerunging.

outside.

3- TRACKING (I) DURATION: C RANGE: S
Caster can track any animal or bcing at
+50. )

4- PATH TALE (I) DURATION:-- RANGE: §
Caster acquires visual image of any

user(s) of a given path within perioﬂ =1 ¥ } :

hr/lvi.

5- PATHFINDING (1) DURA'T‘f()N C

RANGE: 1 miCaster learns the location(s)
of any: path(s) within 1 mi: must be used
. in-outdoors.
6- TRACKS LORE (]) DURATION --
RANGE: T Caster learns origin of tracks.

and acquires a visual image of the.one :

- who left them: provides +25 bma for
tracking particular being or animal.

7- DETECT AMBUSH (I) DURATION: 10

min/lvl RANGE: 50" R Allows caster to
detect any hostile. thinking foree within
‘50" provides direction. but mm
‘of danger: must be used in outdoors,

8- PASSING LORE (1) DURATION:--
RANGE: T Caster acquires visual and
-aural {sound) image of any being or ani-'

‘mal which has passed within a 50' R of L
the object he touches restricted to peziud o

= Thr/lvl: -

min/lvl RANGE: § Allows éaater 1
understand and mmmunicaze in any
an}mal (ongue ) !

. municaté in thc
species. - R

> . e»ummm NG (F) As Limbwalking, ex-
":3'.*’#(

cepr.e caster can run along limbs.
_7- TRACEL
RANGE S Caster can walk without leav-
ing t[acks o other ‘visiiale stgns ot his

mm 1DUﬂAT 1ON: CRANGE
)’ Caster can hide tracks of any 1 being.
WATERRUNNING ( F) As Waterwalking,
mm «caster caamh_mcaim waters.

Mﬂ” can hidt tracks of any 2 beings
-SWIMMING TRUE (F) As Swimming,

1KE V. () A Hide Ty
ep casterican hide tracks of any 5 be-

mﬂswow excepl any one of the spells
ean be used each round (e.g. the caster .

exmgggme can run on sandy surfaces: -

ttargetcan swimasfaﬁtashcm'

'u&

al.mmmsthe m{pg‘ o

ESS PASSING (F)DURATION: C

v%‘

Wnon and., thenon watf.-mhen on

" C immgme?ﬁé L
&

G M(mmmml )
min/lvIRANGE: SAHOWscasterto merge_ o
(hody. .



30-GREAT MERGING ORGANIC (F) As
Merging Organic. excepl caster may use
spells on himsell while merged.

50-HIDE TRACKS TRUE (F) As Hide
Tracks. except caster can either absolute-
lv hide his own tracks {preventing discov-
erv via any spell. ete.). or he can hide the
tracks of a number of beings = 1 be-
ing/lvl.

NATURE’S GUISES

1- HUES (F) DURATION: | min/lvl RANGE: S
Caster can take on the physical coloration
of any 1 organic cbject he is in contact
with.

2- SHADE (F) DURATION: 10 min/lvl

RANGE: 100" R All shadows and dark-

ness within radius deepen. aiding hiding

by +25.

FREEZE (F) DURATION: C RANGE: 107

1 cu’ of liquid/lvl is cooled to freezing

point at rate of 1 cu'/rd (will not lower

temp. below —20°Fj.

4- SILENT MOVES (F) DURATION: 1 min/

Ivl RANGE: § Caster can move silently. so

long as he does not create a sound

originating more than 1’ from his body.

SELF CLOAKING (F) DURATION: C

RANGE: S Caster blends into surround-

ing terrain. and has + 75 hiding bonus:

caster may not move (appreciably} with-
out destroying effect.

6- LIGHT (F) DURATION: 10 min/lvl
RANGE: T Lights a 10’ R area surround-
ing point touched.

7- DARKNESS (F) DURATION: 10 min/lvl
RANGE: T Throwsa 10’ R area surround-
ing point touched into normal darkness.

8- SHADOW (F) DURATION: 1 hriivl
RANGE: S Caster appears as a shadow:
provides near invisibility in dark areas.

10-PLANT FACADE (F) DURATION: 1. min/
vl RANGE: § Caster can appear as any 1
type of plant. but effect is purely visual:
caster will not change size, and will not
smell or feel like the plant.

11-BLANK THOUGHTS (P) DURATION: C
RANGE: 5 As long as caster does not
move. his mental patterns will appear to
be those of any local animal: whether he
moves or not. caster's specific thoughts
cannot be read.

13-ANIMAL FACADE (F) As Plant Facade:
except caster will appear as any 1 animal.

15ANIMAL THOUGHTS (P) As Blank
Thoughts. except caster can move, and
his thoughts will appear to be those ofany
1 type of animal.

20-PLANT FORM (F) DURATION: 1 min/lvl
RANGE: S Caster can take the formofany
1 plant: caster will look and feel like the
plant. but canmot change size.

25-ANIMAL FORM (F) As Plant Form. ex-
cept caster wilt look and feel like any 1
type of animal: it will not bestow animal’s
physical capabilities.

30-PLANT FORM TRUE (F) As Plant Form,
except casfer can take on the smell and
physical character of the plant: caster can
halve or double his size.

50-ANIMAL FORM TRUE (F) As Animal
Form. except caster can also take on:the
smell and basic physical characterof any
1 animal{e.g. movement and phyvsical at-
tack capabilities); caster may halve or
doubie his size: it will not bestow any of
animal's special abilities (e.g. fiery breath
or anti-magic qualities).

2
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INNER WALLS

1- - HEAT RESISTANCE (D* | DURATION: C
RANGE: S Protects caster from natural
heat up 1o 200°F: and adds + 20toRR vs.
heat or ~- 20 vs. elemental fire attacks.

2- COLD RESISTANCE (D¥*) As Heat Re-
sistance. excepl protects to =202 and
adds + 20 to RR vs; cold.

3- RESISTANCE 1 (D) DURATION: 1 min/
vl RANGE: S Caster gets 5 bonus to his
RR and armer subtraction,

4- BLESS 1 (D} DURATION: 1 min/lvi
RANGE: S Caster gets a 5 bonusto hisar-
mor subtraction and maneuver rolls.

5- PRAYERI (D) DURATION: 1 min/ivl

RANGE: § Caster gets a + 5 bonus added

to-his RR and'maneuver rolls.

STERILIZATION (F) DURATION:--

RANGE: T Caster can sterilize any solid

or liquid of volume = 1 eu'/lvl; will not af-

fect inert poisons or harm creatures
larger than 4" in length.

RESISTANCE I1 (D) As Resistance I. ex-

cept bonusis + 10.

8- BLESS II (D) As Bless [ éxcept bonus is

+ 10.

10-PRAYER II (D) As Praver 1.
bonusis + 10.

11-PROTECTION/ELEMENTS (D} DURA-
TION: 1 min/ivl RANGE: § Protects caster
from any natural temp. 1 adds

+ 20 to RR vs. heat orcold spells; —20vs.
elemental fire attacks.

13-RESISTANCE III (D} As Resistance 1.
except bonus is + 15.

14-BLESS III{D) As Bless I, except bonus is
+15.

15-PRAYER III (D) As Prayer II, except
bonus is + 15,

20-UNDISEASE (F)DURATION: PRANGE: T
Allows target toattempt tothrow offany 1
disease by making another RR and ad-
ding +50.

25-UNCURSE (D} DURATION: PRANGE: T
Caster can throw this spell ona given tar-
get but once/lvl; a RR is made for the
curse; with the caster’s attack vl being
compared to the original attack level of
the curse (acting as delender); if RR fails,
the curse is removed.

30-UNPOISON (F) DURATION: PRANGE: T
Allows target to attempt to {throw off ef-
fects of any 1 poison by making another
RR and adding +50.

SO-INNER WALL (D} DURATION: 1 min/lvl
RANGE: S Caster gels a 25 bonus to his
armor subtraction. RR. ‘and maneuver
rolls.

NATURE’S WAY

1- OUTDOOR TRAP DETECTION (I) DU-
RATION: "I min/lvl (C) RANGE: 100
Caster has a 75% chance of detecting
each individual trap: he can-concenirate
on a 5'R area each round.

2- WATER FINDING (i) DURATION; -
RANGE: 1 mi Caster can 'locaie any
natural source of running water. exposed
groundwater. etc. exceeding 1 gallon:
caster learmns approximate size-and qua-
lity of source.

3- FIRE STARTING (F} DURATION:--

RANGE: |’ Allows caster 1o set one fire of

1" R:fire will then last as long as there is

fuel.

STORM & RAIN PREDICTION (1] DU-

RATION: - RANGE: 1 mi/lvl Gives caster

95% chance of predicting rain ora storm.

+ 15 minover the next 24 hr period: tvpe

and severity of storny can be ascertained.

=
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5- FOOD FINDING (1) DURATION:--
RANGE: 1 mi Caster learns location.
type, and approximate quantity of edible
food — either d¢ad animal matter. or any
plant(s): food source must exceed 1 1b;

6- WATER PURIFICATION (F) DURA-

TION: PRANGE: T Allows caster to purify

a volume of water = 1 gallon/lvl.

SHELTER FINDING (I) DURATION:--

RANGE: 1 mi| Caster learns location.

type. and approximate size olany water-

proof, covered space exceeding 125 cu':

shelter must have an entry exceeding 2

R bordering on ppen air.

8- LESSER TRAPS (F) DURATION: P

RANGE: T Caster can construct a minor

outdoor trap within I rd: trap can deliver

up toa "B critical hit to any one person
fe.g. a shallow spiked pit, a snare that
throws victim into tree trunk. ete.); size =

10" R or less.

WEATHER PREDICTION (I) DURA-

TION:-- RANGE: 1 mi Allows 95% chance

of predicting time. type. and severity of

weather over next 24 hr period.

10-NATURE'S AWARENESS (I) DURA-
TION: CRANGE; 100" Caster can monitor
animate activityin the area{e.g. hewill be
aware of subtle movements): caster can-
nni move,

11-WATER FINDING (I) As above, except
range is 10 miles.

12-WAITING AWARENESS (I) DURA-
TION: I hr/lvl RANGE: 10'R Allows
caster foset upd natural “alarm system:”’
any disturbing activity will cause casier
to be alerted.

13-FOOD FINDING (i} As above. except
range is-10 miles.

14-MAJOR TRAPS (F) As Lesser Traps. ex-
cept trap can deliver an 'E” critical hit.

15-SHELTER FINDING (I} As above. €x-
cept range is 10 miles.

20-NATURE'S AWARENESS (I} Asabove.
exept radius is 500",

25-WEATHER PREDICTION (1) As above.
excepl caster has 95% chance of predic-
ting weather over a 5 day period.

30-WAITING AWARENESS (1) As above.
except that the radius is 100°.

S0-NATURE'S AWARENESS (I) Asabove,
except range is 1 mile radius.

.
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EVIL CLERIC BASE SPELL LISTS
1) CHILLS -
2) GREY VISTON :
o ; (3
(4
(5
[CS
(7‘ .
8
e . (9.
ANIMATE DEAD IV e (10
| CREATE UNDEAD 11T (11 .
ANTMATE DEAD V ¢ (12
- CONTROL UNDEAD TV *c (13
:m mmmc,. (e
UNDEAD TV (15

CONTROL UNDEAD v *¢ (20
| CREATE INDEAD V(25
RUE  CONTROL UNDEAD mue* (30

exactly wherl the spell is coming. Forex:
‘ample;ifacléric was at a certain altar at a
msn time (midnight of full moon) ready
-:torueciveas ell; then anolherspell user

rule book. w tchmmhfmyi’asim" :
bédﬂff‘mm by the gamemasier based -

: culture. background. de v
ete ﬁigmst rnﬁgnmcallow to pick

:chooslng, when in lhe presv:
) subsmnce the t&rget wﬂlhém



DARK LORE

1- AFTERTHOUGHTS (I) DURATION:--
RANGE: S Allows caster virtual total
recall of any conversation or writing he's
encountered within a period = 1 day/lvl.

2- DETECT GOOD (I) DURATION: I min/lvl
RANGE: 100" Caster can detect true
“good™ in an animate or inanimate target
within a 5° R of the chosen spell center:
detection radius may be moved solongas
castler concentrates.

3- DETECT BLESSING (I) As Detect Good.
except caster can detect any blessings.

4- DETECT HATE (I) As Detect Good. ex-
cept caster can detect the emotion of ha-
tred, eitherin the living mind, or in an ob-
ject forged with great malice.

5- DARK LOREI(I) DURATION:-- RANGE:
10" Caster can ascertain the origin point
and nature of any 1 item'of “"darkness" or
evil; he will not learn specific capabilities.

8- DETECTIONS HOLY () DURATION: 1 min/
Ivl RANGE: 100’ Caster can detect a *‘ho-
ly” item withina 10’ R of the chosen spell
center: detection radius may be moved at
will.

8- DREAM I (P) DURATION: sleep RANGE: S
Caster has a dream relating to a topic
decided upon just before retiring.

10-BLESS TALES (I} DURATION:--
RANGE: S Caster can determine the au-
thor. origin, and complete history of a
given blessing: he also learns the nature
and specific powers.

11-DARK LORE II (I) As Dark Lore I, except
caster can ascertain the origin point and
nature of any 2 items of darkness or evil,
OR caster can determine the nature, ori-
gin point. and the exact significance of
any 1 item of darkness or evil.

12-DREAMS II (P) As Dream [. except limit
is 2 dreams/night on different topics.

13 -HATE ANALYSIS (I) DURATION:--
RANGE: 10" Caster can determine the
nature and origin of active hatred found
within any 1 target (inanimate-or
animate): the degree and other details of
such hatred can also be acquired.

14-DARK LORE III (I) As Dark Lore 1, ex-
cept caster can ascertain the origin point
and nature of any 3 items of evil or dark-
ness, OR caster can determine the age.
origin point. nature. specific capabilities.
and the name of the creator of any litem
of evil or darkness.

15-DREAMSIII {P) As Dream I. except limit
is 3 dreams/night on different (opics.

20-BLACK LORE (1) DURATION:--
RANGE: 100’ Caster can ascertain the ex-
act nature, origin, purpose, and history of
any 1 item of evil or darkness; it allows
caster to visualize all who have possessed
the item.

i ah Ve W PTe

CURSES

1- DETECT CURSE (I) DURATION: 1
min/lvIRANGE: 10" Detectsa curse onan
itern or person.

NIGHTVISION CURSE (F) DURATION:
until removed RANGE: 100" Target can
see at night as if it were day. but he can
only see in the day asif it were the darkest
night.

ULCER CURSE (F) As Nightvision
Curse, except target can only eat bread or
dairy products: anything else will ag-
gravate his ulcer (unless he makesa RR)
and he will be incapacitated for 1-8 hrs.

w
v
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5- CURSE OF DAKE (F) As Nightvision
Curse, except target cannot move faster
than a walking pace on his own (he may
be carried or ride at a faster pace).
GREEN TONGUE (F) As Nightvision
Curse. except target can only eat green
leaves: eating other food will incapacitate
him (unless he makes a RR) for 1-8 hrs.
SEA CURSE (F) As Nightvision Curse,
except can never swim. voluntarily enter
any water {even a bath) or voluntarily get
in a boat.

EXCOMMUNICATION (F) DURATION:

1 day/10% failure RANGE: 100" Target

loses all channeling power points: thus he

cannot-cast any channeling spelils (even
through bonus items). A Sorcerer or

Astrologer would lose’ half their power

points. )

10-F EARNING OF MINS (F) As Nightvision
Curse. except target can only speak and
write his native language.

11-CURSE OF SHAR BU F) As Nightvision
Curse, except target is sterile and impo
tent.

13-BEAUTY OF ARRAER (F) As Nightvi-
sion Curse, except target’'s appearance is
raised. to the maximum possible (and
then some). If anvone sees the uncovered
face of the target or gets within 3’ (and is
of the opposite sexual persuasion and
fails a RR). they 'will attemnpt to possess
and carry off the target (they will fight if
necessary). Certain persons will get modi-
fications to their RR'sfeunuchs, amthors.
nerdlingers, hedonists, ete.).

14-CLOTTING CURSE (F) As Nightvision
Curse, except target's blood will coagu-
late and create a blood clot around the
area of any cut or wound. The clot will cut
off circulation to the area fed by the given
vessel and target will lose the affected
body section after 2-20 min. due to sys-
tem damage (e.g. a thigh wound might
ultimately mean loss of leg: a neck wound
would be fatal.

15-UGLINESS OF ORN (F] As Nightvision
Curse. except targel’'s appearance is
lowered to 1 {in any system): il a person
sees the uncovered face of the target (or
gets within 3%, he must make a RR: fail-
ure by {51 or more) = flees, {11-30) =
moves away. (1-10) = attacks the target.
Even il the viewer is successhil in his RR
he will’ experience extreme distaste for
the target. For example. if the {arget went
home after failing against this curse: his
mothermight resist (gets a modification)
but she would still make him sleep in the
barn and eal on the poreh.

20-RUNNING DEATH (F} As Nighivision
Curse. exeept target will run until he dies
of exhaustion: he may be restrained. bul
whenever freed he will begin torun again.

®
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NECROMANCY

1- ANIMATE DEAD I (F) DURATION: 1
min/lvl RANGE: 100° Caster can cause
any dead body {within 50% of his own
mass). to rise up and move, The caster
must concentrate for the body to perform
action: and if he stops concentration. the
body will stand motionless until he con-
centrates again or the duration runs out.
The body can be maneuvered at -25,
and can melee at - 20. Body cannot have
been dead more than 1 day.

43

2 CONTROL UNDEADI(F*)DURATION:
C RANGE: 100" Caster can control one
class | undead. the undead’s capabilities
must be defined by the system used (see
note below),

4- ANIMATE DEADII(F) As Animate Dead
I. except caster can control 2 bodies
[within the restrictions above} OR one
body at - 15 on maneuvers and — 10 in
melee.

5- CREATE UNDEAD I (F) DURATION: P
RANGE: 10° Given a body that has been
dead less than 1 week, the caster can turn
the body into! a class I undead. The
undead will attempt to attack the closest
living being (if uncontrolled). but can take
noother activity other than movingtothe
being and attacking. If controlled the un-
dead will do anything (within its capabil-
ities} that the caster wilis. The undead
can be “dispelled”. “repelled”” or just
smashed into little pieces.

CONTROL UNDEAD I (F*) As Control

Undead L except a class Il undead OR 2

class I's can be controlled.

ANIMATE DEAD III (F} As Animate

Dead I, except 3 bodies can be controlled

at the basic penalties OR one body at -5

on maneuvers and -0 in melee.

8- CREATE UNDEAD II (F) As Create
Undead I, except I class Il undead OR 2
class I's can be created.

9. CONTROL UNDEADIII (F ¥ ) As Control
Undead I, except 1 class Il undead OR 3
classI's OR 1 class Il and 1 class [ can be
controlled.

10-ANIMATE DEAD IV (F) As Animate
Dead L except 4 bodies can be controlied
at the basic penalties OR 1 body at +5on
maneuvers and + 10 in melee.

11-CREATE UNDEAD III (F) As Create
Undead 1. except caster can create 1 class
[Tundead OR 3classi'sOR 1 classland 1
class L.

12-ANIMATE DEAD V (F) As Animate
Dead 1. except 3 bodies.can be controlled
at the basic penalties OR 1 body at + 10
on maneuvers and + 20 in melee,

13-CONTROL UNDEAD IV (F*) As Con-
trol Undead 1. except caster can control 1
class IV undead OR 4 class I's OR 2 class
I'sOR 1 elasslliand 1 class [OR 1 classH
and 2 class I's.

14-ANIMATE DEAD VI [F) As Animate
Dead I. except 6 bodies can be controlled
at the basic penalties OR | body at + 15
on maneuvers and + 30in melee.

15-CREATE UNDEAD IV {F)} As Create
Undead I. except caster can create 1 class
IVundead OR 4 classI's OR 2 classi's OR
IT'class IHand liclass L or 1 class Hand 2
class1's.

20-CONTROL UNDEAD V (F *) As Control
Unidead 1. except caster can control 1
class V undead OR 5class 'sOR 1 class IV
and 1 ¢lass 1 OR ete.

P
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NOTE:  In the abaove spells the undead are
divided .into 6 classes: I, 1L 1L IV, V. and
above V. A gamemaster- must place ¢ach of
the undead types in his world systems into
one of these classes for the purposes of these
spelis. For example, skeletons would: ob-
viously be class | undead. mummies might
be ¢lass IV or V. vampires would be above
Class V. etc. Also note that undead donot get
RR's_vs. spell users employing the
“Necromancy " list.



1- GUESS (I) DURATION:-- - am_ E:
When faced with a choice about which I
has little or no information. the- caster - -

miay throw this spell and the gamemaster mntg e
will determine which cholcc he makcs» - OREAM 1 i
biasing his choice by 25%. - - & ' '
mTU!TmNI(l)DURATE?N mm;s; hi o ORIGINS _
Gains vision of what will happen: _
takes a specified action, withhi the next TEXT ANALYSIS
minute. : : ITER VISION
4- INTUITION III (1) As Intuitkm ﬁmem
time limit extends three minutes into the . mns m
future. )
5- VISION GUIDE (I) DURATION V z _
RANGE: T When cast just before a Vision S
Behind spell. it gives the caster the ability . DREAMS TTT
~ toscan the past by “'feeling the. tﬁmporal N
location of significant events,” COMMUNE T ¢
6- VISION BEHIND (]) DURATION C ' _
‘RANGE: T Caster gets a vision of the past - o o
up to 1 hour/lvl in the pastffmh%sight ) ORTGINS TRUE

and sound). Vision must be
with a place or item, available at the time
the spell is thrown. Casteristnaganceﬁs
long as he concentrates. |-

7- ANTICIPATION (I*) DURATION:-- 185

~ RANGE: 100’ Predicts most probable ac- i
tion of a being in the next round {L.e. at-
tack in melee: cast a spell. but noﬂctai}cm
attack target, or what spell). -

8- INTUITION V (1) As Intuition_ . ex
time limit extends five mn:m e imo'
- future. ~ -
10-VISION BEHIND () As abow exeept .
caster can view the past upto i day per -
level distant, ) v

11-SPELL ANTICIPATION (1* ﬁs’
ticipation. except spell to be mte and/or
target are known. i

12-ANTICIPATION IH (I*) As Anti
tion . except caster can either predict the -
actions of three beings for the next round,
or the actions of one being for thenm
three rounds.

‘13-INTUITION X (DAs Intuition’ t éxeept

~ time limit extends ten mtrmtes into'th

- future.’

"cépt easter can predict iwht-it m{m
~ up to one minute/Ivl into the future.
20-VISION BEHIND (1) As above,

castercanvlewthepastupm ne ye:

Icvel distant. h

5-ANTICIPATION TRUE {I*) As a:n

ticipation. except caster can. predict ac-
- tions of all beings within 10070l him,
30VISION BEHIND (I) As : pt
" caster can view the past up t ommm

. dred years per level distant. !

50-TIME RETURNING (F) DUF

“min/lvl. RANGE: SCasterisabkm '
- physically into the past for: !
the spell. up to 10 ye:

Caster’s actions in the past may alter

present, at the gamemaster

&

WAY OF THI VOlGl .
1- SPEECH 1 (P) DURATION: C R&W ;
Caster is able to communicate basic ideas
in a specific language (hungry thksty,
bathroom. etc.) .

2- ‘QUESTION mznmmm lﬂ’
Target must answer orie smgie

miaimcrpre(atlbn



FAR VOICE

STAR VOICE *c

MIND VOICE *c SELF AURA
LIGHT

MIND VOICE (300') *c LIGHT ERUPTION

STAR VOICE TRUE *c SHOCK BOLT

MIND VOICE [500') *c

MIND VOICE (1000') *c¢  FLARE

STAR MERGE *c BEACON ¢
LIGHT 111

WAITING VOICE

MIND VOICE {Imi} *c LORD AURA

READY MERGE *c BLINDING

LORD VOICE AURA BLAZE

MIND VOICE (Imi/L) *e  STARFIRES ¢

MIND VOICE TRUE *c STARHAND ¢

TRUE VOICE

30-DREAM MASTERY (I) As Dream I, ex-
cepl caster is able to manipulate his
dream in a limited way to gainrmore infor-
mation on a specific topic (i.e.. he isinthe
dream and can ask a question, but there
is no guarantee it will be answered.)

50-HIGH PRAYER (i) DURATION: C
RANGE: S Caster receives detailed infor-
mation from his deity on a single. topic
question.

FAR VOICE

1- STAR VOICE (I1*) DURATION: C
RANGE: 100’ Caster may mentally speak
to another Astrologer.

2- MIND VOICE {1*) DURATION: €
RANGE: 100" Caster may mentally speak
to any thinking being.

4- MIND VOICE (l*] As above, except
range is 300",

5- STAR VOICE TRUE (I*) As Star Voice,
except caster may speak to another
Astrologer as far as the horizon ifitis¢lear
and night (500 any other time).

6- MIND VOICE (I*) As Above, except
range is 500",

8- MIND VOICE (1*) As above, excepl
range is 1000,

10-STAR MERGE (I*) DURATION: C
RANGE: T On a clear night outdoors
caster may interchange thoughts with
willing target, and if both are Astrologers,
may imerchange power points,

12-WAITING VOICE (F) DURATION: 24
hours RANGE: 10" As Mind Voice. exeepl
caster leaves a message of 25 words or
less. set (o be triggered by a specific men-
tal pattern, known through Mind Store: or
a time limit.

14-MIND VOICE {1*} As above. except
rangeisone mile. (Target located bv Find-
ing or other means.)

STARLIGHTS

PROJECTED. LIGHT

STARFIRES TRUE ¢

ASTROLOGER BASE SPELL LISTS

STARSENSE
PRESENCE **c (1
(2
LOCATION *c (3
(4
MIND STORE * (5
FINDING o (6
(7
(8
MIND TYPING * (9
DIRECTION (10
(11
(12
AWARENESS *c (13
(14
STARFINDING ¢ {15
LORD LOCATION (20
DIRECTION TRUE (25
FINDING TRUE ¢ (80
TRACKING ¢ (50

15-READY MERGE (I*) DURATION: C
RANGE: Up to Horizon, ouidoors on a
clear -night. otherwise 1007 As Siar
Merge. e¢xcept caster and larget must
have merged before.

20-LORD VOICE (F) Caster can cause his
voice to be heard upto 1007/1v] away. in
amplified tones, (If location out of sight,
caster must have been there.)

25-MIND VOICE (I) As above. but range s 1
mile/lvl.

30-MIND VOICE TRUE () As Mind Voice;
except range is unlimited.

50-TRUE VOICE (F} As Lord Voice. except
range is unlimited.

STARLIGHTS

1- PROJECTED LIGHT (F) DURATION: 10
min/lvi RANGE: 10" Beam of light [like
Nashlight) springs from the caster’s palm:
20" elfective range.

SELF AURA (F) DURATION: 10 min/lvi

RANGE: 5 Generates a bright aura about

the caster, making him appear more pow-

crful and subtracting 5 from all attacks.

LIGHT (F) DURATION;: 10 min/lvl

RANGE: T Lightsa 20’ R arca about point

touched.

4- LIGHT ERUPTION (F) DURATION:--
RANGE: 100" Causes a 10' R sphere of in-
tense light, all within it must make a RR
at. =10 or are stunned for 1 rnd/10%
failure.

5- SHOCK BOLT (F) DURATION:--
RANGE: 100" A bolt of intense. charged
light is shot from the palm of the caster:
results are determined on the Shock Bolt
Table.

8- FLARE (F) Caster fires a missile up to
500" into the air. Missile explodes into an
intense ball of light (100" R as daylight,
diminishing thereafter) and floats slowly
ta the ground. Drops 107/rnd.

b
*

¥
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10-BEACON (F) DURATION: C RANGE: T
Ray of light (any color) springs [rem
caster’s paim: ¢an be up to 5 mileslong.

11-LIGHT III (F) As Light, except caster
may generate a single source up to 60" R,
or three 20’ R sourees, up to 100" fram
caster:

14-LORD AURA (F) As Aura, except spell
subtracts 15% from all attacks {non-
cumulative with other spells).

15-BLINDING (F) DURATION:- RANGE:
100" Brilliant fash blinds target for 1
rdn/10% failure of RR.

20-AURA BLAZE (F) DURATION: 1 md/lvl
RANGE: S Caster is illuminated in a blind-
ing light. All within 10" suffer as Blinding.
Subtract 25%! from all attacks (non-
curmulative)

25-STARFIRES (E) DURATION: C RANGE:
500" Foeuses star or moonlight as a lens.
must be focused initially on a fixed point.
After I rnd it can be moved at the rate of
I'/md. i will burn through 6° wood/fmd, 1
stone/rmd, or Y2 metal/imd ina 1" diameter.

30-STARHAND (E) As Starfires. except focus
is 6" [rom open palm of caster (caster is im-
mune) and it can be moved 10/md. It can
be used in combat: it strikes on the Fireboit
table with a + 30 add.

50-STARFIRES TRUE (E) As Starfires, but
star/moonlight not required.

STARSENSE

1- PRESENCE (P+*) DURATION: C
RANGE: 10'/1vl Caster is aware. of the
presence of all sentient/thinking beings
within his range.

3- LOCATION (P) DURATION: 1 min/lvH{(C)

RANGE: 100" Givesthe direction and dis-

tance to any specific object or place that

the caster is familiar with OR has had
described in detail.

MIND STORE (I1*) DURATION:.-

RANGE: 10'71v] Caster stores mental pat-

tern.of target: ¢an be used later to:locate

specific person through Finding.

6~ FINDING (I) DURATION: C RANGE:
100 /lv]l :Caster gets direction and
distance to any one unshielded mind
stored mind within range.

9- MIND TYPING {I1*) DURATION:--
RANGE: 10'/lv] Caster gets race, profes-
sion. and-level of target.

10-DIRECTION (I) DURATION:-- RANGE:
1000/1v] Caster gets direction to anv un-
shielded Mind Stored mind he desires.

13-AWARENESS (I*) DURATION: C
RANGE: 10'/lvl As Presence,. plus a
general knowledge of the actions of each
being {i.e. being is.casting aspell. but not
what spell is being cast).

15-STARFINDING (1) DURATION: C
RANGE: unlimited As Finding. but both
Caster and target must be outdoors whiie
stars are visible.

20-LORD LOCATION (P) DURATION: C
RANGE: 20 mi. Gives the direction and
distance to any specilic object or place
that the' caster is familiar with OR has
described in detail.

25-DIRECTION TRUE (I) As Diréection. ex-
cept no range limitations.

30-FINDING TRUE (1) As Finding, except
no range limitations.

S0-TRACKING (1) As Finding True. except
Caster can ‘track’ target at will for the
next 24 hours without further power ex-
penditure. He simply needs to concen-
trate again momentarily,

o



GREATER SPELLS
CLERIC

SUMMONS

17-WAITING SUMMONS (FM) As Sum-

mons X. except it can be delayed up.to 1"
day/lvl OR until a movement sets it off.

mmmbelenaumplemw '

pcrtum
Guki.matypemgmmbe -
summoned,

Elmmmlﬂsm
E.v;meptwlnlmmmtemed

The level of the creature is random.

16 hreachday)to.

dmﬁrakmguhecmwenm

RE SWT

ASSING ORGANIC (F) DURATION: 1
n/lvl RANGE: § Allows cister to pass
ough any mnkmah:ﬂulduﬁdk
auptolﬂvl i

25-P1
G
ally
by

Co
pla
50-PL
mis
‘an;
slos

nsmmmmmw
wlthdnungnflnﬂiexlv!:mqukeo
of tree.

.ANT GROWTH TRUE (F) As Plant. .
swth.except caster can increase size of
plmtuofispecluw!lhmalwmms
x5.

.ANT CONTROL TRUE (M) As Plant
ntrol I except caster can control all
nts within range (1007,
mmmmwmm 1
n/lvi RANGE: 100° Caster can animate
1 plant: the plant can then move
wly, carrying any root system it may

i




EVIL CLERIC

DISEASE

25-LEUKEMIA (F) As Chills, except Larget
getsleukemia; target will weaken atarate
of 2%/day ( - 2/day. cumulative, to all ac-
tivity); when the total reaches 100%. the
target is dead.

i{30-RABIES (F) As Chills, except target gets
rabies: after 21 days with no visible effect,
the disease sets in. The target’'s organs
contract: he foams at the mouth, be-
comes very thirsty and violent: and any-
one he bites or scratches must resist or
catch the disease. The target dies 5-7
days after discase onset.

50-PLAGUE (F) As Chills, except targei gets
a “plague”; if he fails a RR. he will die
95% of the time (within 10 min). The
other 5% of the time; he believes that he
resisted. but becomes a carrier instead.
Anyone coming within 5° of the carrier
must resist or face the same chances as
the original target.

DARK CHANNELS

25-BLACK CHANNEL III (F%) As Black
Channel [, except a Black Channel I
spell can be cast.

30-DARK ABSOLUTION (F*) As Absolu-
tion Pure. except destroys the “soul™ ut-
terly.

S0-UNHOLY GATE (F} DURATION: 1 rnd
RANGE: V Opens a direct channel to the
evil cleric's deity: results depend on the
deity's personality, motives and powers.
Any spell the deity can cast can be trans-
mitted through the gate.

DARK LORE

25-BLESSING ANALYSIS (I} As Hate
Analysis, except caster is able to analyze
any 1 blessing.

30-DREAMS TRUE (I} As Dreams 1. except
caster can have a number of dreams/
night equal to his level.

50-BLACK LORE MASTERY () As Biack
Lore, except caster can acquire the infor-
mation on all items of evil or darkness
within 100",

CURSES

25-FRIENDSLAYER (F) As Nightvision
Curse, except every time the targetisina
combat situation near a friend there is a
10% chance each round that he will at-
tack his friend and attempt to kill him.
For these purposes a ““friend” is any com-
panion or associate.

30-EXCOMMUNICATION TRUE (F) As
Excommunication. except effect is per-
manent until removed

50-DARK THOUGHTS (F) As Nightvision
Curse. except target may not attack any
evil creature and the target learns ALL
evil languages and the target will obey
the commands of any evil person who is
10 levels higher than himself.

NECROMANCY

25-CREATE UNDEAD V (F} As Create
Undead I, except caster can create 1 class
V undead OR 5 class I's OR 1 class IV and
1 class I OR etc.

30-CONTROL UNDEAD TRUE (F*) As
Control Undead . except caster can con-
trol any one undead OR any one undead
{class V or lower) without concentration
OR all class I1l or lower undead within a
100'R. Range for a single undead is ex-
tended to 300",

50-CREATE UNDEAD TRUE (F) As Create
Undead I, except caster can create any
undead that exists in the world system in
use (e.g. ring wraiths, vampires, ete.).

CLOSED{HEALING)

BLOOD LAW

25-JOINING TRUE (H*)" As Joining, ex-
cept that Umb s fully functional in 10
minutes {provided caster also uses re-
spective Jolning True spells).

30-MASS CLOTTING (H) As Clotting, ex-
cept that caster can stop bleeding in any
one wound ina number oftargetseqgual to
his level.

40-MASS BLOOD REPAIR [H)} DURA-
TION: P RANGE: 100" Allows caster to
stop bleeding in, and Tully repair, 1
wound/lvl per spell cast {e.g. a S0th Ivl
caster can fully repair a total of 50
wournds/spell cast): wounds repaired may
be spread out over multiple targets.

BONE LAW

25-JOINING TRUE (H*)° As Joining, ex-
cept that limb is fully functional in 10
minutes (provided caster also uses res-
pective Joining True spells).

30-MASS MAJOR FRACTURE REPAIR
{H} As Major Fracture Repair. except that
each spell cast repairs 1 [fractureflvl of
caster; spell operates as long as caster
concentrates; requires 1 day recovery per
fracture repaired: spell has 100" range.

50-MASS SHATTER REPAIR (H) As Shat-
ter Repalr, except that each spell cast
repairs 1 fracture or shattered area/lvl of
caster: spell operates as long as caster
concentrates: requires 1 day recov-
ery/shatter or fracture repaired: spell has
a 100" range.

ORGAN LAW

25-ORGAN REPAIR TRUE (H) As Organ
Repair, except recovery time is 10 min-
utes, and no operation is required.

30-HEART REGENERATION (H} DURA-
TION: P RANGE: T Aliows caster to re-
generate heart; regrowth takes 1-10days.

50-ORGAN REGENERATION (H) DURA.
TION: PRANGE: 100" Allows caster to re-
generate any internal or external organ
(not including the brain or nervous
system}): regrowth takes 1-10 days.

MUSCLE LAW

25-JOINING TRUE (H™)°As Joining, ex-
cept limbis fully functional in 10minutes
(provided caster also uses respective
Joining True Spells).

30-TENDON REGENERATION (H) DURA-
TION: P RANGE: T -Allows caster to re-
generate 1 tendon: regrowth takes 1-10
hrs. depending on extent of loss.

50-MASS MUSCLE REPAIR TRUE (H) As
Mass Muscle Repair, except that there is
no recovery period. and there is a 100"
range (i.e. target{s) need not be touched).

NERVE LAW

25-JOINING TRUE (H*)® As Joining, ex-
cept that {imb is fully-functional -in- 10
minutes (provided caster also uses re-
spective Jolning True spells).

30-NERVE REGENERATION ({H) DURA-
TION: P'RANGE: T Allows caster to re-
generate lost nerve: regrowth takes 1-10
days, depending on extent of loss.

50-BRAIN REGENERATION (i) DURA-
TION: P RANGE: T Allows caster to re-
generate lost brain: régrowth takes
10-100 days, depending on extent: target
is in coma during recovery; note that ex-
perience is not restored (% lost perma-
nently dependent on severity of damage).

(11.313) - DEFINITIONS AND NOTATIONS

SPELL CL S

D = Defensive spell; allows caster to resist o with-

stand the effccts of a spell, the elements, etc

Elemental Attack spell; aspell which calls, cre-

ates, oruses.one of the physical elements to at-

tack & target; the elemental material s real.

F = Force spell; involves the manipulation of mat-
ter, energy, the elements, etc. through the use
of a spell foree.

H = Healing spell; invelves healing

I = Informational spell; a spell which gathess in-
formation.

M = Mental Artack spell; an attack spell affecting

the target's mind.

Passive spell:-a general use spell that usually

involves another person, or thing, but not ac-

tively

S = Subconscious spell; a spell that is triggered by
the subconscious] the caster must {normally)
be eoncentrating or in a irantce or unconscious
before the spell will work. Some do not reguire
the conscipus casting of the vaster

¥ ia general use spell that doesn’t

physically “affect anyone or thing but the

caster

E

~
I

S = Self; spell ‘can only be cast on the
caster himself.
T = Touch; caster tnust touch target i or-
der to create eflect.
distance R = Effect 15 felt a1 an area (radius
defined}
distance/lvl = Spell can take offect anywhere within

{distance) x (levelyof the caster. Area
spells have a center, and the center
rust lie within the range,

DURATION:

L4 Concentration required; caster cin per-
form only 50% of nonmal activity (e.g
movement halved, maneuvers and com-
bat at - 503 Caster cannot cast any
other spells while concenttaring.

(C) = Concentration required, ‘except durn-
won cannor exeeed the limit given,

P = Permanent; spell has perrnancot effece in
the sense of creating a physical or mental
comdition . Afterthe caster no longer con-
centrates or after the casting procedure is
complete, the effect may be alteréd by
outsicl: forces; 1.6 the spell may be
cured, disturbed via another spell-or
physical forces (¢ g, Freeze Water will
freeze water, but the ice will melt, il con-
ditions so dictate, at the normal rate).

V'= Wariable; depends on the nature of the
spell cast.
timedvl = Dhiration is the. time multiplied by the
level of the raster
timedx % = Duiration of eflect is (the amouit that
failure = - the target's RR is below the minimum

neetded to resist the spell) divided by a
number {x) multiplied by the (time)

- = Instantancous; spell’s effect is instan-
taneously applied

TERMS
ABBREVIATED:
rndd or rd- = round {battle round)
vl e level (néemally of caster)
min = rminute(s)
ke = -hour
RR: = resistance roll
Rorrad = radius
mi =" mile(s)
yd = yard(s)
mph: = miles per hour
i’ = cubic feet
* = Free: spell doesn't tequire spell
points
*% = Instantancous; spell doesn’t require

preparation
s = Part of a sel of spells that nwast he
thrown contiguously inorder to be ef-
feetive {or Rully effective}
pt. = point
mod = madification or modifier

Lightlasn Sword
+25% to melee aktack
a "heat'

weapnn delivers a
serious hlow.

Tlames mn command to give
crikiral ohen

fires a jetr of flame as a

= oo~

'"firebolt” x5 hibs, up
to 5x a 0ay, with the
ukterance: "I summon
the ahsence of cold”

forged of an indestructihle
glasslike substance (laen)
with hilts of guld.
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DEFINITIONS:

Organic = Of or deriving. from living organ-
1SS,
Inorganic = Involving neither organic life or
products of organic life
Inanirnate = Not having ‘qualities associated
with active, living, organisms; not
animate
Embed = To fix or hecome fixed firmly in a
surrounding mass.
Slaying item = An item ar weapon specilically de-

or weapon signed to combar andfor destroy a
being or type of being (e.g. a dra-

ng sword or stafl)

gons

Organ = A differentiated part of an organ-
ism, adapred lor a spedifie function
fe.g. the liver)

Wound = An mjury in which the skin is torn,

pierced, or cut.

Any intelligent creature, including

all ‘humanaid “types, -enchanted

creatures, ete, Intelligence should
be characterized by system and/or

Gamemuaster.

Animal = Aliving creature capable of fecling
and voluntary motion, but exclud
ing those characterized as beings.

Herbs = A-plantor plant part valued for me-
dicinal qualities

Being

Darklaen Sword

+25% b melee abbtack

gives off an aura of cold
which gives a 'culd’
critical when weapon
felivers a serions
hlnw.

fires a jet of intense
cold, as a "firehalt',
substituting cold far
heat crikicals, x5 hits
up oo 5X a3 fay, wikh
the ubterance: "I
summen -the ahsence of
heat"

provides immunity bo all
cald

highiy intelligent

forged of a smoky, glassy
substance (dack lasn),
with hilts af aull silver

DEATH AND LIFEGIVING

NOTE: When the body can no longer sus-
tain lfe (due to system shock, organ failure
or other causes), the soul will leave the host
as death occurs {Absctution spells can cause
the soul to be removed from the body with-
out causing actual death). To restore life it is
necessary to first repair the damage that
caused the body to become uninhabitable
and then restore the soul {Iif the physical
damage were not repaired, the soul would
immediately leave the host again). Failure to
restore the soul prevents the target from
returning to life even after all physical
damage is repaired (the body can sustain life
at aminimal level without the soul, but once
the life process Is Interrupted it cannot be
restored without the soul). Lifegiving spells
reunite the soul and the body. restoring the
1ife process if the body is capable of sustain-
ing it. Reuniting spells restore the soul to a
still iving body [only). Neither can restore a
sout that is destroyed by Dark Absolution.




(€akle 10.91) BAUCTLE ROUND SEQUENCE

#pell Phase
$pell Resulks FPhase

$pell Orientation Phase

Missile Phase

5, Missile Results Phase

6. Movement and Mansuver Fhase

. Melpe Fhase

Melee Results Phase

8
9. Final Orientation Phase

(Table

10.93)

BONLISES FOR UNUSUAL 3CTA

TIC3

(€ahle 10.92)

Armar
Tupe

w o ow

o

[T N

20

1

ARMOR TABLE

;wnwasgﬁ smxma:sw zwmmm~uu
Maneuver Maneuver Attack
Penalty Penalty Penalty

0 0 0

o ] Q

0 0 0

0 Q 0

0 0 [

0 -20 -5
-10 -40 =G
=) -50 -15
-8 =50 0
-10 -70 -10
-15 -90 -20
=il -110 -30
-10 -70 0
=15 -90 ~10
~-25 -120 -20
-25 -130 20
-15 90 0
-20 110 -10
-35 -150 =30
-45 -~ 165 -40

maneuvering while wearing the aiven armor bupe.

“Maximum manewver penalties apply to persons completely
untrained in maneuvering while wearing the aiven armor

tupe.
3

honus used [or missile attacks.
disadvantagenus effect of armor worn on the arms nf a given

comhatant.

Quickness
Fenalty

)
o
0
0
0

30
40

Rinimum mancuver penalties apply to persons fully trained in

Missile attark pemalties act as subtractions from the offensive

fhis is meant to reflect the

aﬂ:.—nx:amm penalties act to reduce or cancel the given defensive
honus of a combatant (i.e. those poinks based on the defender's
gquickness). Unlike those ahove, bhis penalty can only apply

against the armor-user’s quickness,

comhatant's

defensive honus helow the level

and will not reduce a

there heen na quickness bonus vhatsoever.

it would he had

r

linusual personal characteristics, such as a high Agility or $trength seriously affect
the capabilities nf a character. The follopwing table nives a series of “stat." ranges
on the 1-100 scale and the honus (or penalty) accruing to ackions heavily influenced
by that staristic.

Additiconally, columns are present to indicate the numher of development points the
character gebs from his particular statistic and the number of spell points/level
provided by that "stat." if it is the prime requisite for his type of spell casting.
Note that €Character Development Statistics do not give spell points; thus, each spell
realm has one characteriskic from which spell points may he derived:

Empathy (Intelligence) for Essence
Intuitiorn (Pisdom) for Channeling
Presence (Charisma) for Mentalism

Hubrid spell users average the statistics pectaining to kheir teo spell using realms,
and derive their spell points from this average.

columns are provided for 3-18 and 2-12 statistics for comparison and/or conversion if
ather portions of the game system mandate use of nan-percentile "stats.”

1-100 Banus on Bonus on Deve lopment* Spell** 3-18 2-12
Stak. _Dbioo _ D20 __Points Points Stak. Stak.
102+ +35 +7 11 4 20+ 17+
101 +30 +6 10 3 19 15~16

+25 i 0 3 18 13-14

+20 +4 &) 2 17 12
+15 +3 g 2 16

+10 +2 8 t 15 11

+5 +] 8 1 14 10

+5 +1 7 1 13 9

Q 0 6 0 12 8

o 0 ] 0 10-11 7

0 0 4 0 9 6

=) -1 3 0 8 5

=4 =il 2 V] 7 4

5-9 =10 -2 2 ] 6 3
-4 -15 =) 1 0 5

2 =20 -4 1 V] 4 2
1 ~-25 -5 [ 0 3

*Development Points and their uses are explained in the Character Pevelopment Guidelines
af the Rolemaster $uystem. They may, however, be adapted to other game systems if it is
sn desiren.

**Spell Points are explained in sections 6.11 and 6.12. Optional uses invalving spell
points are outlined in sections 0.1 and 9.2.
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HEAT CRITICAL STRIKE TABLE — 15.8.1

A

B

C

D

E

01-05

Hot air. +0 hits.

Hot draft. +0 hits.

+1 hit.

+2 hits.

+3 hits.

06-10

+1 hit.

+2 hits.

+3 hits.

+4 hits.

Foe loses initiative for 1 md. +4 hits.

11-15

Foe loses initiative for | md.
Hard, hot breeze. +2 hits.

Foe loses 1 nd of initiative. +2
hits. Strong heat; little effect.

Foe loses 1 nd of initiative while
he recovers his balance. +3 hits.

Foe loses initiative for 1 round.
Not quite singeing. +4 hits.

Foe feels heat, loses 1 rnd initiative;
if he has no armor, 2 rnds. +5 hits.

16-20

Foe loses initiative for I md.
The nearby fire gives 3 more
hits. Good blast, weak fire.

Blast unbalances foe. Foe
loses initiative for 2 rounds.

Foe loses initiative for 2 rounds.
+5 hits.

Foe is unbalanced and must parry
for 1 round. +6 hits.

Hot, unbalancing blast. Foe must
parry for 1 round. +7 hits.

21-35

Blast unbalances foe. He
loses initiative for 2 mds.
+4 hits.

Foe loses initiative for 2 mds.
Bothersome smoke. +6 hits.

Light burns. Foe must parry for 1
md. 1 hit per md. +7 hits.

Minor burns. Foe must parry for 2
rnds. 1 hit per rnd. +8 hits.

Minor burns. Foe must parry for 2
rds. 2 hits per mnd. +9 hits.

36-45

Foe must parry for 1 round.
+6 hits.

Light burns. Foe must parry
for 1 round. +7 hits. Foe takes
1 hit per round.

Minor burns force foe to parry
for 2 rounds. +8 hits and 1 hit
per round.

Blast stuns foe for 1 round. +9
hits. Foe takes 2 hits per round
due to pain and suffering.

Blast stuns foe for 1 rd. +10 hits.
Foe take 3 more hits per round. If he
is wearing, a cloak it is destroyed.

46-50

Light buns. Foe must parry
for 1 round. +7 hits, and foe
takes 1 hit per round.

Minor burns. Foe must parry
for 2 rounds. +8 hits. Foe
takes 1 hit per round.

Fire stuns foe for one round. +9
hits. Foe takes 2 hits per round.
Minor burns.

Fire stuns foe for 1 md. +10 hits,
3 hits per round. If foe is using a
non-metal bow, it is destroyed.

Fire stuns foe for 2 rounds. +12 hits
and 3 hits per round. If foe is using a
wooden weapon, it is destroyed.

51-55

Blast unbalances foe. +8 hits.
Foe must parry for two mds
and takes 1 hit per rd.

Blast stuns foe for 1 round. +8
hits. Foe takes 2 hits per
round. Wide shot, strong fire.

Blast stuns foe for 2 mds. +9
hits. If foe has leg armor, he
takes 1 hit/rnd. If not, 3 hits/rnd.

Blast stuns foe 2 rnds. If foe has a
helmet, he takes 8 hits and 2 per
md. If not, 11 hits and 4 per md.

Foe reels back 3 feet. Stunned and
unable to parry for 1 md. Takes 3
hits per rnd from hot blast. +13 hits.

56-60

Foe is stunned for 1 round.
+9 hits. Foe loses initiative
for 2 rounds and takes 2 hits
per round.

Foe is stunned for 2 rounds. If
foe is in metal armor and has
leg armor, +8 hits. If not, +9
hits and 3 hits per round.

Blast stuns foe for 2 rounds. +10
hits. Foe takes 2 hits per round.
All other cloth covering on foe's
back is destroyed.

Foe's clothing ignites. He is
stunned, unable to parry for 1 rd,
takes +9 hits/md while aflame (2
mds to extinguish fire). +12 hits.

Fire stuns foe 2 rounds; +15 hits.
Foe cannot parry for 1 md. He
fights at -10 and burns deliver 3 hits
per round.

61-65

Foe is stunned for 2 mds. If
he has leg armor, he takes +7
hits and 1 hit per rnd.If not, he
takes +10 hits and 3 per md.

Foe is stunned and unable to
parry for 1 round. +9 hits, and
2 hits per round. Foe fights at
-5 (leg burns).

Foe is stunned and unable to
parry for 1 round. +10 hits, foe
takes 3 hits per round and fights
at -10. Upper leg burns.

Foe is stunned 2 rnds, unable to
parry for 1. If foe has leg armor,
he takes +10 hits and 4 hits/rnd. If
not, +13 hits and 6 hits per rd.

Searing blast burns foe's legs. Foe is
stunned and unable to parry for 2
rounds. He takes 4 hits per round
and fights at -10. +15 hits.

66

Blast causes foe to drop what
he is holding. Stunned and
unable to parry for 2 mds and
is at -15 (chest burns). +9 hits.

Foe is stunned 2 rounds. If foe
wears organic armor, it is now
useless, +10 hits. Foe takes 4
hits per round from chest blast.

Chest blast knocks foe down. If
arm armor, he takes 2 hits/ rnd. If
not, his weapon arm is useless
and he takes 4 hits/rnd. +12 hits.

Neck blast. If foe has neck armor,
he takes 3 hits/rnd and fights at
-10. If not, foe is unconscious and
takes 10 hits per round.

Head strike. If foe has a helmet, he
is knocked out and takes 5 hits per
rnd. If not, foe is killed instantly,
his head fully vaporized. Fine aim.

67-70

Back blast. Foe is stunned for
2 rounds. Foe takes 2 hits per
round and fights at -5.

+8 hits.

Back blast. Foe is stunned for
2 rnds and unable to parry for
1 rd. Foe takes 2 hits per rd
and fights at -10. +7 hits.

Back blast. Foe is stunned for 2
rounds and unable to parry for 1
round. Foe takes 2 hits per round
and fights at -15.

Back blast. Foe is knocked down.
+15 hits. Foe is out of action for |
rnd. Foe takes 3 hits/md. Organic
material on his back is destroyed.

Blast to foe's shield arm. If foe has
arm armor, he takes 4 hits/round and
fights at -15. If no armor, foe takes
5 hits/round and loses use of arm. -

71-75

Hot smoke blinds foe. Foe is
stunned and unable to parry
for 1 round. +12 hits.

Chest blast. Foe is stunned for
2 rounds and unable to parry
for I md. Foe fights at -15.
Add +10 to your next swing.
+9 hits.

Chest blast. Foe is stunned for 3
rounds. If foe has organic chest
armor, it is destroyed. If no chest
armor, foe takes 6 hits per round
and fights at -25.

Blast to foe's shield arm. If he has
a shield, he drops it. If it is an
organic shield it is destroyed. If he
has no shield, he is stunned 6 mds,
loses use of arm, and fights at -50.

Chest blast. If foe has chest armor;
it is destroyed. Foe takes +12 hits
and is stunned 3 rounds. Otherwise,
foe is knocked down, takes 6 hits/
md and fights at -60.

76-80

Blast stuns foe for 2 mds.
Foe cannot parry for 1 round.
+10 hits. Side wound. Foe
takes 2 hits per round.

Arm strike. Burns stuns foe for
2 rnds. foe takes 2 hits per rnd.
All cloth on foe's weapon arm
is burned off and foe drops
whatever he is holding.

Blast to foe's shield arm. If he
has a shield, he drops it. If not,
he is stunned 6 rnds, loses use of
arm, and fights at -50. If the
shield is organic, it is destroyed.

Foes loses weapon hand. Severe
burns. Any item in hand possibly
damaged. Foe is stunned and
unable to parry for 3 rounds, and
takes 5 hits per round.

Blast to foe's shield arm. If foe has a
shield, it is destroyed and foe loses
his hand and is stunned for 6 rounds.
If not, foe loses arm and is knocked
out. +20 hits.

81-85

Back blast. Foe is stunned for
2 rounds and is at -20. Burns
deliver 2 hits per round.

+8 hits.

Back blast. Foe is knocked
down, stunned I md, and takes
2 hits/md. All organic material
on foe's back is destroyed.

Leg blast. If foe has leg armor,
he takes +2 hits/rd and is at -20.
If not, massive tissue damage:
his leg is useless; he is at -80.

Blast burns both of foe's arms and
all of upper chest. Foe loses use of
arms and is stunned 9 rounds.

+15 hits.

Foe inhales flame and gets parched
throat and lungs. Foe expires in 12
painful rounds. +20 hits.

86-90

Blast knocks foe down. Fire
destroys any of Foe's organic
foot and calf covering.

+10 hits.

Leg strike. Any organic leg
covering catches fire and
delivers 6 hits per md until
extinguished (takes 1 md). Foe
is stunned for 3 mds. +10 hits.

Lower leg burns. Foe loses foot,
but wound is cauterized. Foe is
stunned and unable to parry for 6
rounds, takes +3 hits per round,
and fights at -85. +15 hits.

Abdomen strike. If foe has
abdomenal armor, it is destroyed,
foe is knocked out, and takes 2
hits/rnd. If not, foe dies in 12
inactive mds due to organ damage.

Foe's lower body is engulfed in
flames. Foe dies in 9 rounds as a
result of organ and tissue loss.
+20 hits.

91-95

Fire burns foe in hip area.
Foe-is stunned and unable to
parry for 2 rounds. Foe fights
at -30. +12 hits.

Head strike. Foe is blinded and
fights at -95 for 6 mds. If foe
has no helm, he takes 8 hits/md
and loses 50% of head hair.
Any organic helm is destroyed.

Upper leg burns. Foe loses use
of leg due to tissue loss, is
stunned and unable to parry for 6
rounds, takes +4 hits per round
and fights at -90. +18 hits.

Head strike. If foe has a full
helmet, his eyes are destroyed and
he is in a coma for 2 days. If not,
foe dies in 6 rounds due to massive
shock and brain damage. +20 hits.

Chest strike. All organic material on
foe's body is destroyed. Foe dies of
shock and nerve damage in 6
rounds. +25 hits.

96-99

Blast to foe's neck area. If foe
has neck armor, he is stunned
and unable to parry for 3
rounds. If not, foe is down
and taking 8 hits per rnd.

Neck strike destroys foe's
throat. +20 hits. Foe takes 12
hits per round and is inactive
for 9 rounds. Foe then dies.
Add 10 to your next roll.

Chest strike. If foe has chest
armor, it is destroyed and foe
dies of bums in 9 mds. If not,
foe's chest cavity is a hollow
cinder and he dies instantly.

Foe's side is enguifed in flames.
Foe dies in 6 rounds due to
multiple compound fractures,
tissue and organ loss, and boiling
blood. +20 hits.

Foe is instantly dehydrated into dust.
Add +10 to your next roll,

100

Searing blast to foe's head. If
he has helm, he is knocked
out and takes 7 hits/md. If
not, he is in a 1 mo. coma and
loses 50% of his Presence.
+15 hits.

Blast to foe's neck fuses
vertebrae and unites skin with
clothing. Very unpleasant. Foe
is paralyzed permanently.

+25 hits.

Foe's head is but a charred
stump. Sadly, foe cannot handle
the loss and he dies instantly.
Add +10 to your next roll.

Heat vaporizes foe's midsection,
destroys foe's clothing, armor, and
all items he carries. Foe is cut in
half and dies. Add +15 to your
next roll.

All that remains of foe are charred
bits of teeth and bone. Add +20 to
your next roll.




A

COLD CRITICAL STRIKE TABLE — 15.8.2

B

C

D

E

Cool breeze +0 hits

Cold breeze. +0 hits.

+1 hit

+2 hits

+3 hits

+1 hit

+2 hit

+3 hits

+4 hits

Foe loses initiative for 1 md. +4 hits.

Foe loses initiative for 1
round. Cold wind. +2 hits.

Foe loses initiative for 1 round.
Cold chills. +3 hits,

Foe is slightly unbalanced and
loses 1 round of initiative.
+4 hits.

Light blast. Foe loses initiative for
1 round. +5 hits.

Cold blast. If foe has a protective
cloak or armor, he loses | round of
initiative. If not, foe takes +6 hits
and loses 2 rounds of initiative,

Foe loses initiative for 1 rmd.
Freezing breeze. +3 hits.

Foe loses initiative for 2 rnds.
Freezing wing. +4 hits,

Foe loses initiative for 2 rounds.
Mild frosting. +5 hits.

Unbalancing blast. Foe must parry
for 1 round. +6 hits.

Moderate blast. Foe must parry for
I round. +7 hits,

Mild blast. Foe loses
initiative for 2 rounds.
+4 hits,

Frost laden blast forces foe to
lose 2 rounds of initiative,
+5 hits.

Moderate blast. Foe must parry
for 1 round. +6 hits.

Chilling blast gives foe a frosty
"burn”. Foe must parry for | md at
~20, takes +1 hit per rd. +7 hits.

Parched, cold blast. -Foe is
unbalanced and must parry for 2
rounds at -15. +8 hits,

-36-45

Frosty blast. Foe must parry
for 1 round. +5 hits.

Freezing blast. Foe must parry
for 1 round and loses 3 rounds
of vital initiative. +6 hits,

Blisters give foe +1 hit per
round. Foe must parry for 2
rounds. +7 hits.

Blast stuns foe for 1 round. Foe
takes +2 hits per round and fights
at -5 due to facial shock. +8 hits.

Strong, low blast stuns foe for | md;
destroys foe's foot covering. If feet
uncovered, foe is at -20 (frostbite).

; 46'50

Moderate blast. Foe must
parry for 2 rounds. +6 hits.

Mild frostbite. +2 hits per md.
Must parry for 2 mds. +7 hits.

Blast stuns foe for 1 round.
+8 hits.

Mild frostbite. Foe is at -10. +2
hits per rmd. Stunned 1 rd. +9 hits.

Swirling blast spins foe about. +10
hits. Stunned 1 rmd. Drops weapon,

51-55

Unbalancing blast. Foe is
stunned for 1 round. +7 hits.

Strong, but off-center blast
stuns foe for 1 md. Foe takes
+3 hits per rnd due to frostbite
on shield wrist. +8 hits.

Blast is strong but low. Foe is
stunned for 2 mds. If foe has no
leg armor, he takes +5 hits per
round due to shock and pain.

Blistering blast to foe's side knocks
foe back 5 feet. Foe takes +3 hits
per round and is stunned for 2
rounds. +10 hits.

Strong side strike. Foe is stunned
and unable to parry for 1 round, and
takes +4 hits per round numbing
pain. +11 hits,

56-60

Strong, but diffused, blast.
Foe is stunned for 2 rounds.
+8 hits.

Foe is stunned for 2 rounds, all
wood exposed on foe's back is
useless and brittle. Foe takes
+2 hits per round. +9 hits.

Back blast freeze dries all
organic material exposed on
foe's back. Foe is stunned and
unable to parry for 1 rnd. +9 hits.

Blast to foe's shield arm. Frostbite.
Foe is stunned and unable to parry
for 1 round, takes +3 hits per
round, and fights at -15,

Blast to foe's weapon arm. Foe is
stunned and unable to parry | round,
takes +4 hits per round, and fights
-20.

61-65

Foe is stunned and unable to
parry for 1 round. +9 hits.

Leg strike. Frostbite. Foe is
stunned and unable to parry for
i round, fights at -5, and takes
+3 hits per round. +10 hits.

Leg strike. Frostbite. If foe has
leather boots or greaves, they are
destroyed. Foe is stunned for 4
rounds. +11 hits.

Strike to foe's shield arm. If foe
has a shield, +20 hits. If not, arm
is useless due to nerve and skin
damage and foe is stunned 5 mds.

Blast to foe's weapon arm. Foe
drops whatever is in that hand. Foe
is stunned and 3 rounds and fights at
-30. +13 hits. Frostbite.

66

Blast causes foe to drop
whatever he is holding, +10
hits. Foe is stunned and
unable to parry for 3 rounds.
Chest strike.

Foe is stunned and unable to
parry for 4 rounds. If foe
wears no armor or protective
cloak, he takes +5 hits per
round.

Foe is knocked down and
stunned for 6 rounds. If foe has
wrist armor, he takes +3 hits per
round. If not, foe fights at -25
and takes +6 hits per round.

Neck blast. If foe has neck armor,
he takes +4 hits per round and is
stunned for 6 rounds. If not, foe
fights at -50, takes +5 hits per
round, is stunned 3 rounds.

Shoulder strike. Foe loses use of
shoulder due to nerve and cartilage
damage. If foe has not helm he is
knocked out for | day and takes +6
hits per round. +15 hits.

67-70

Back blast. Foe is stunned
and unable to parry for |
round. Frostbite. Foe fights
at -5. +10 hits.

Back blast. Frostbite. Foe is
stunned for 2 rounds and
cannot parry for 1 round. Foe
fights at -10. +11 hits.

Back blast. Foe is stunned for 2
rounds and cannot parry for 1
round. Foe fights at -15.
Frostbite. +12 hits.

Back blast. Foe is stunned for 3
rounds and cannot parry for |
round. Foe fights at -20.
Frostbite. +13 hits.

Blast to foe's shield arm. If foe has a
shield, he is knocked down and
takes +2 hits per md. If not, massive
frostbite, foe loses use of arm and is
stunned 6 rnds.

Unbalancing blast. Foe is
stunned for 2 rounds. Pain
and shock cause foe to fight
at -10. +11 hits.

Strike to foe's shield side. Pain
and shock give foe +3 hits per

md. Foe is stunned and unable
to parry for 2 rounds. +12 hits.

Strike to foe's side. Shock and

frostbite. Foe fights at -20, takes
+3 hits per round, and is stunned
and unable to parry for 2 rounds.

Blast freezes foe's shield shoulder.
Arm is useless and foe is stunned
for 2 rounds. +14 rounds.

Blast to foe's weapon arm. Frostbite
and numbing pain make arm useless
and stun foe for 3 rounds. +15 hits,

76-80

Chest strike. Foe is stunned
for 2 rounds and cannot parry
for 1 round. +12 hits.

Chest strike. Foe takes +3 hits
per round, fights at -15, and is
stunned for 4 rounds. +13 hits.

Chest strike. Foe takes +4 hits
per round. If foe has chest armor,
he is stunned for 3 rnds.If not, he
is knocked down, fights at -25.

Chest strike. Foe fights at -25 due
to frostbite. Foe is stunned and
unable to parry for 3 rounds.

+15 hits.

Chest strike. Foe is knocked down
and drops all he holds. Foe is
stunned for 12 rounds. Shock and
nerve damage. Foe fights at -30,

81-85

Back blast. Foe is stunned
and unable to parry for 2
rounds. +13 hits.

Back strike. Foe is stunned and
unable to parry for 3 rounds
and takes +4 hits per round.
+14 hits.

Thigh strike. Foe has broken
bone and frostbite. Foe fights at
-40, takes +5 hits per round, and
is stunned for 6 rounds.

Blast freezes both of foe's hands
and foe loses use of both arms.
Foe is stunned for 9 rounds and
takes +6 hits per round.

Blast freezes foe's throat and lungs.
Foe drops and dies in 12 rounds.
+17 hits,

86-90

Leg strike. Foe is knocked
down. If foe has leg armor,
he is stunned for 2 rounds. If
not, foe loses use of left foot,
fights at -70 (frostbite).

Leg strike. Foe is knocked
down. If foe has leg armor, he
is stunned for 3 rounds. If not,
foe loses use of foot, and fights
at -75 (frostbite).

Lower leg blast destroys foe's
foot covering, freezes both foe's
feet, and stuns foe for 9 rounds.
Foe takes +6 hits per round,
fights -80.

Upper chest blast knocks foe
down. If foe has chest armor, he is
knocked out. If not, foe dies in 12
rounds due to a cold, cold heart.

Back blast freczes and shatters foe's
backbone. Foe drops and dies in 9
inactive rounds. Broken neck.
Massive shock.

91-95

Head strike. Foe is knocked
down. If foe has helm, he is
stunned 3 rnds. If not, foe is
stunned 6 rnds, fights at - 50,
and loses both ears.

Hip strike. Foe's hip is
shattered. Foe is stunned and
unable to parry for 3 rounds
and fights at -75. +17 hits.

Abdomen strike. If foe has
abdomenal armor, he is knocked
out and takes +17 hits. If not,
foe dies of organ damage in 9
rounds.

Foe's blood is entirely frozen solid.
Foe dies in 9 inactive rounds.
+18 hits.

Foe's lower body is fully frozen.
Foe dies in 6 inactive rounds.
+19 hits.

96-99

Neck strike. If foe has neck
armor, he is stunned for 9
rounds. If not, foe loses lips,
cannot speak for 2 weeks, and
is knocked out.

Neck & collar strike. If foe Kas
neck armor, he is knocked out,
If not, foe's neck is frozen and
shattered, and foe dies in 9
inactive rounds.

Side sfrike freezes and shatters
foe's pelvis. Foe dies in 6 rounds
due to shock and nerve damage.

1 +18 hits.

Foe's heart and Jungs are suddenly
frozen. Foe dies in 6 inactive
rounds of shock and suffocation.
+19 hits.

Foe is a lifeless, frozen statue - well
preserved, but quite dead. Add +10
to your next roll. +20 hits,

f1oo

Foe is sent into a month long
coma and loses nose as a
result of severe frostbite and
shock. +21 hits.

Blast freeze-dries foe's head,
Foe dies in | round. Foe's skull
and brain are brittle and
iifeless. Add 5 to next roll.

Head strike. Foe's eyes are
destroyed; foe is in a coma for 2
weeks and is permanently
paralyzed from the neck down.

Massive strike shatters foe's chest
and freezes foe's body fluids. Foe
dies in 2 rounds. +20 hits.

Foe freezes solid and then shatters
into thousands of pieces after falling
down 20 feet behind impact point.

m
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06-10

Nary a whisper. +0 hits. Great luck escapes you. No +1hit +2 hits +3 hits
01 -05 additional damage. +0. ~
+1 hit +2 hits +3 hits +4 hits Blast stuns foe for 1 round, +3 hits,

11-15

Foe loses initiative for 1
round. +2 hits.

Foe is spun about. +4 hits.
Foe loses initiative 1 round.

Foe is unbalanced. +3 hits and
foe must parry 1 round.

Foe is unbalanced. +4 hits and foe
must parry 1 round.

Blast stuns foe for 1 round. +4 hits.

16-20

Foe is spun about. +3 hits.
Foe loses initiative { round.

Blast unbalances foe. +2 hits
and foe must parry 1 round.

Foe is unbalanced. +4 hits and
foe must parry 1 round.

Foe is unbalanced. +6 hits and foe
must parry 1 round.

Blast stuns foe for 1 round. +9 hits.

21-35

Foe is unbalanced. +3 hits.
Foe loses 2 rounds of
initiative.

Blow unbalances foe. +5 hits
and foe must parry 1 round.

Foe is unbalanced. +8 hits and
foe must parry 1 round.

Foe is unbalanced. +10 hits and
foe must parry 1 round.

Foe reels from blast. +15 hits and
foe is stunned for 1 round.

36-45

Foe is unbalanced. +8 hits,
Foe loses 2 rounds of
initiative.

Blow unbalances foe. +9 hits
and foe must parry next round.

Foe is unbalanced. +10 hits and
foe is stunned for 1 round

Foe is unbalanced and must parry
for 2 rounds. +12 hits.

Foe is spun about and reels
backwards 10 feet. +20 hits. Foe is
stunned 2 rounds.

46-50

Blow unbalances foe. +10
hits. Foe loses 3 rounds of
initiative. Getting better.

Blow unbalances foe. +10 hits
and foe is stunned next round.

Foe is unbalanced and must parry
for 2 rounds. +12 hits. Add +5 to
your next action.

Foe is spun about. +20 hits. Foe
is stunned 2 rounds.

Foe is staggered. +20 hits and foe is
stunned and unable to parry 1 round.

51-55

Foe is unbalanced. +10 hits.
Foe is stunned for 1 round.
Grazing blast,

Blow unbalances foe. +12 hits
and foe is stunned next round.

Foe is knocked back 5 feet and
must parry for the next 2 rounds.
+15 hits.

Foe is knocked back 5 feet and
must parry for the next 2 rounds.
Add +5 to your next action.

Foe is staggered. +20 hits. Foe is
stunned 2 rounds and unable to parry
next round.

56-60

Foe is unbalanced. +10 hits.
Foe is stunned next round.

Foe is spun about. +10 hits and
foe is stunned for 2 rounds.

Foe is spun about +12 hits and
foe is stunned for 2 rounds.

Foe is staggered. +10 hits. Foe is
stunned and unable to parry for 1
round.

Foe is knocked down, +20 hits. Foe
is out of action for 2 rounds.

Foe is unbalanced. +12 hits.

Foe is staggered. Poor fool is

Foe is stunned and unable to

Foe is staggered. +10 hits. Foe is

Foe is knocked down. +20 hits. Foe

66

shoulder. Arm is useless.
+20 hits. Foe must parry for |
round. +7 hits.

shouider. +15 hits. Arm is
useless. Foe is stunned 1
round.

Foe is knocked down, is at -90,
and is stunned for 3 rounds.

helm you kill him. If foe has a
helm he is out for 3 hours.

61 ‘65 Foe is stunned during next stunned and unable to parry parry next round. +10 hits. Add | stunned 2 rounds and unable to is out of action for 3 rounds.
round. next round. +10 hits. 5 to your next action. parry for next round.
Blast break's foe's shield Blow shatters foe's weapon Blow breaks both of foe's arms. | Blow to foe's head. If foe has no Blast shatters skull into thousands of

lost particles. Foe dies instantly.
Direct hit. Fine punch.

67-70

Blow to foe's back. Foe is
stunned and unable to parry
for 1 round. +7 hits.

Blow to foe's back. Foe is
stunned and unable to parry
next round. +12 hits.

Blow to foe's back. Foe is
stunned for 2 rounds and unable
to parry next round.

Foe is knocked down. +1$5 hits.
Foe is out of action for 2 rounds.
Add +5 to your next act.

Blast to foe's shield arm. Foe is
stunned 1 round. If foe has a shield,
it is broken. Otherwise foe has a
shattered shoulder.

71-75

Blow unbalances foe. +10
hits and foe is stunned for 2

Blow stuns foe for 2 rounds.
+20 hits. Foe is unable to parry

Foe is knocked down. +10 hits.
Foe is out of action for 2 rounds.

Foe now has a broken shield arm.
+10 hits, Foe loses use of arm, is

Blast to foe's chest breaks ribs and
stuns foe for 6 rounds. +20 hits.

fights at -25.

arms.

rounds. Strong grazing blast. | next round. Add 5 to your next act. stunned 1 round. Foe at -25.

Blow stuns foe for 2 rounds. | Foe is knocked down. +10 Blow breaks foe's collar bone. Blow breaks foe's weapon arm. Blistering blast to foe's shoulder area;
76_80 +15 hits. Foe is unable to hits. Foe is out of action for2 | Foe is at -25. Break is minor. +10 hits. Arm is useless. Foe is breaks collar bone and both

parry for 1 round. mds. Add +5 to your next act. | +15 hits. Foe is stunned 1 round. | stunned for 1 round. shoulders. Foe's arms are useless.

+25 hits.

Blow to foe's back +10 hits. Blow to foe's back tears carti- | .Foe has broken thigh. +15 hits. | Blow breaks both of foe's arms and | Blast to side crushes a variety of

81 85 Foe has broken ribs and torn | lage, breaks ribs. +10 hits. Foe fights at -40 and is stunned | knocks foe down. +20 hits. Foe is | organs. Foe dies of internal
- cartilage, fights -25. Foe is stunned for 2 rounds and | for 3 rounds. down for 3 rounds, has 2 useless bleeding after 6 rounds of inactivity.

+30 hits.

86-90

Blow knocks foe down. +10
hits. Foe is down for 3 rounds
an is unable to parry.

Strike to foe's calf. +20 hits.
Foe fights at -50 due to broken
bone and torn tendons. Foe is
stunned 3 rounds.

Blow breaks foe's hip. +20 hits.
Foe fights at -60 and is stunned
and unable to parry for 2 rounds.

Strike to foe's abdomen. +20 hits.
If area not armored, foe dies in 6
rounds due to organ loss. If
armored, foe stunned 12 rounds.

Blast crushes bone in foe's lower
body. Foe finds life hard and dies in
3 rounds. +50 hits.

91-95

Blow breaks foe's hip. Foe
fights at -50. +20 hits. Foe is
stunned and unable to parry .
for 3 rounds.

Blow to upper head arca. If foe
has no helm, he is dead. Other-
wise, foe is in a coma for 2
weeks. +25 hits.

Blow shatters foe's knee. Foe is
hobbled and is at -75. +20 hits.
Foe is stunned and unable to
parry for 9 rounds.

Blow shatters foe's jaw. Foe's
brain is destroyed. +50 hits. Foe
dies after 3 rounds of inactivity.

Blast drives bone through foe's
lungs. Foe drops and dies after 6
rounds of intense agony. Sad.
+30 hits.

96-99

Blast to foe's head. +20 hits.
If foe has no helm, he is
knocked out and in a coma for
1 month. If foe has helm he is
knocked out for 1 day.

Blast to foe's collar area severs
windpipe. Foe cannot breath or
fight. +25 hits. Foe dies in 12
long rounds.

Blast to foe's chest. Foe dies
immediately after sudden brain
shock. +50 hits.

Blow to foe's side. +25 hits. Bone
is driven into foe's kidneys and foe
dies of shock in 1 round.

Blast crushes skull. Foe dies
immediately. Add +20 to your next
action.

100

Head strike. +25 hits. If foe
has helm, it is broken ahd foe
is knocked down an out for 1
day. If no helm, foe dies due
to the skull fracture in 3
rounds.

Blow to back of neck paralyzes
foe from the shoulders down.
+30 hits. Foe is unhappy.

Blast to foe's head crushes skull.
Foe dies immediately. Add +10
to your next action.

Chest disruption. Foe's lungs and | Blast annihilates foe's entire
heart explode. Foe dies i ly. kel Foe is reduced to a
Add +25 to your next action. gelatinous pulp. Try a spatula.
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01-05

A lot of static. +0 hits

Foe's hair stands up. +0 hits

+1 hit .

+2 hits

+3 hits

06-10

+1 hit

+2 hits

+3 hits

+4 hits

Foe loses initiative for 1 rmd. +4 hits.

11-15

Foe loses initiative for 1
round. +2 hits.

Foe loses initiative for 1 round;
the metal he bears begins to
buzz. +2 hits,

Foe hears crackling sound and
loses 1 round of precious
initiative. +3 hits.

Foe loses initiative for 1 round.
The smell of danger is in the air.
+4 hits.

If foe has metal armor, he loses 2
rounds of initiative. If not, foe is
stunned but 1 round. +5 hits.

16-20

Foe is spun about and loses 1
round of initiative. +3 hits.

Explosion of light causes foe to
lost 1 md of initiative. +4 hits.

Eruption of smoke forces foe to
lose 2 mds of initiative. +3 hits.

Foe is unbalanced, but the strike is
weak, Must parry next rd. +4 hits.

Glancing strike stuns foe for 1
round. +6 hits.

21-35

Blast unbalances foe. He loses
2 rounds of initiative. +4 hits,

Crackling blast forces foe to
lose 2 mds of initiative. +5 hits.

Strong but glancing blast forces
foe to parry next round. +6 hits.

Light burns. Foe must parry for 2
mds; takes 1 hit per md. +5 hits.

Foe gets a minor scorching and is
stunned for 2 rounds. +10 hits.

36-45

Light distracts foe, and he
must parry for 1 md. +5 hits,

Minor burns. Must parry for 1
md; takes 1 hit per rmd. +2 hits.

Foe feels the heat and must parry
for 2 rounds. +7 hits.

Blast stuns for 1 round. Foe fights
at -10 for 2 rounds. +7 hits.

Smoke and light stun foe for 2 mds.
Foe fights at -10 for 2 mds. +12 hits.

46-50

Minor burns. Foe must parry
for 1 round and takes 1 hit per
round. +2 hits.

Blast forces foe to parry for 2
rounds. +6 hits.

If foe has metal armor, he is
stunned 2 rounds. If not, foe is
stunned for 1 round. +7 hits.

Explosion of light and fire stuns
foe for 2 rounds. Foe fights at -10
for 2 rounds. +7 hits,

If foe has metal armor, he is stunned
and unable to parry for 2 mds. If not,
foe is stunned 2 rnds. +13 hits. h

51-55

Sizzling but weak blast stuns
foe for 1 round. +6 hits.

Foe is spun about and is
stunned for 1 round. A minor
burn on foe's leg causes 2 hits
per round. +7 hits.

Strike to foe's leg. If foe has leg
armor, he is stunned 1 rnd. If not,
foe is stunned and unable to
parry 1 rnd, takes +3 hits per md.

Blast stuns foe for 2 rounds and
foe is unable to parry for 1 rond.
+10 hits.

Hot smoke and light stuns foe for 4
rounds. Foe loses initiative for 6
rounds. +13 hits.

56-60

Foe is unbalanced and is
forced to parry next 3 rounds.
+7 hits.

Foe is stunned for 2 rounds. If
foe has metal armor, he cannot
parry for | round. +8 hits.

Blast stuns foe for 2 rounds. Foe
cannot parry for'l round, leg hit.
+9 hits.

Strike to foe's shield arm. If foe
has metal armor but no shield, he
is knocked out for 1 day. +15 hits,

Strike to foe's weapon arm. Foe
drops all that is in his weapon hand.
Stunned for 2 rnds. 2 hits per md.

61-65

Chest strike. If foe has metal
armor, he is stunned for 2
rounds. If foe has no armor,
he is stunned 3 rounds.

Upper leg strike. Foe is
stunned and unable to parry for
1 round. +9 hits.

Foe is stunned and unable to
parry for 2 rounds. +10 hits.

If foe has armor over abdomen, he
takes 2 hits per rnd and is stunned
2 rounds due to minor burns. If
not, burns stun foe 6 rounds and
give him 3 hits per round.

Leg strike. Foe is knocked down
and stunned for 2 rounds. Foe
cannot parry for 1 round. +14 hits,

66

Blast of light and smoke stun
all within 5 feet of foe for 1
round. Foe is knocked down
and stunned for 3 rounds.

Chest strike. Foe is stunned
and unable to parry for 3
rounds, takes 3 hits per round,
and fights at -20. +15 hits.

Chest strike. If foe has metal
armor on arms and over chest, it
becomes fused and he cannot use
arms. If not, foe is knocked out
for 6 hours and takes +9 hits.

Neck blast knocks foe out. Foe
cannot speak for 2 months-and
takes +4 hits per round. +20 hits.

Head strike. If foe has a leather
helm, it is destroyed and foe is in a
coma for 2 months. If not, foe's
brain is fried and he dies instantly.
Add +10 to your next roll.

67-70

Back strike. Foe is stunned
and unable to parry for 1
round. +7 hits.

Back strike. Foe is stunned for
2 rounds and cannot parry for |
round. +10 hits,

Back strike. Foe is stunned and
unable to parry for 2 mds. Burns
force foe to fight at -10. +11 hits.

Back strike. Foe is knocked down
and out of action for 1 rnd. Minor
shock. Foe fights at -20. +12 hits.

Back strike. Foe is stunned and
unable to parry for 4 rounds. Minor
shock. Foe fights at -25. +15 hits.

71-75

Blast stuns foe for 3 rounds,
foe fights -5 for 6 rounds.
+8 hits.

Strike to foe's shield arm. If
foe has a shield, he is stunned
for 4 mds. If not, foe's arm is
useless and foe is stunned and
not able to parry for 2 rds.

Strike to foe's shield arm. If foe
has a metal shield he is stunned
for 6 rounds and takes +12 hits.
If not, foe is knocked down, the
arm is useless, and +13 hits.

Strike to foe's weapon arm. Arm is
useless and foe is stunned for 3
rounds. +13 hits.

Shoulder strike shatters bone in foe's
weapon arm, Muscle and cartilage
damage. Arm is useless, foe is
stunned for 6 rounds, and takes +3
hits per round.

76-80

Strike to foe's upper chest
stuns foe for 2 rounds. Foe
cannot parry for | round.
+9 hits,

Chest strike. Foe is knocked
down and takes 2 hits per
round due to bleeding.

+11 hits.

Chest strike. If foe has chest
armor, he is stunned for 6 mds,
takes 2 hits per rnd, and fights -5.
If not, foe is knocked out for 3
days due to shock.

Chest strike. If foe has metal chest
armor, he is knocked out and takes
+25 hits. If not, foe is stunned and
unable to parry for 6 rounds and
takes +135 hits.

Chest strike. Foe is knocked out due
to shock. Blood loss and nerve
damage cost foe +3 hits per round.
+18 hits.

81-85

Back blast. Foe is stunned
and unable to parry for 2
rounds. +12 hits,

Back blast. Foe is stunned and
unable to parry for 3 rounds.
Muscle is torn and foe fights at
-10. +13 hits.

Thigh strike. Foe takes 2 hits per
round. Bones breaks and torn
cartilage. Foe is stunned for 4
rounds and fights -40.

Lower back strike. Nerve damage
and shock. Foe is stunned for 30
rounds and takes +3 hits per round.
+15 hits.

Foe becomes a conductor and strike
rearranges his entire nervous system.
Foe drops and lies in shock for 12
rounds before dying.

86-90

Blast knocks foe down. If foe
has metal leg armor, he loses
use of leg due to nerve dam-
age. If not, +15 hits and foe is
stunned and unable to parry
for 2 rounds.

Leg strike. If foe has leg armor,
he is stunned and unable to
parry for 6 rmds. If not, foe's
leg is broken, it has damaged
nerves, and foe is stunned for 6
rounds and fights at -50:

Blast shatters foe's knee and
destroys a variety of nerves. Foe
fights at -60 and is stunned and
unable to parry for 2 rounds.

Abdomen strike. If foe has armor
over abdomen, he is stunned for 9
rounds and takes +6 hits per round.
If not, foe dies of shock and
bleeding in 12 rounds.

Blast crushes pelvis and shatters
lower backbone. Foe's spine is
burned into a multitude of small
parts. Foe is knocked out and dies
in 12 rounds.

91-95

Hip strike. If foe has hip
armor, foe is stunned 6 mds;
+10 hits. If not, foe is stunned
3 mds and acts at -50 due to
shock and nerve damage.

Head strike. Foe loses nose, he
is temporarily blinded for 2
wks,, and is stunned for 9 mds.
Foe is at -95 while blind. If no
helm, he is knocked down.

Strike through foe's lower
abdomen. Massive shock and
bleeding. If abdomen armored,
foe is at -75; takes 5 hits per rd.
If not, foe dies in 6 inactive rnds.

Side strike devastates foe's nervous
system. Foe falls into a coma and
goes into severe shock. Foeis a
living vegetable. +30 hits.

Side strike melts foe's lower
skeleton and destroys a variety of
organs. Foe dies in 9 inactive
rounds. +25 hits.

96-99

Neck & shoulder strike. If foe
has neck armor, he is stunned
and unable to parry for 6 mds.
If not, he is knocked out;

loses ability to speak.+10 hits.

Head strike. Blast cracks skull
and causes massive shock and
brain damage. Foe drops and
dies in 9 rounds. +15 hits.

Chest strike destroys foe's heart
and lungs. If foe has metal chest
armor, it is a fused lump and foe
dies in 6 rounds. If not, foe dies
instantly.

Chest strike knocks foe back 10
feet. Massive nerve damage. Foe
dies of fatal shock in 3 rounds,
+20 hits.

Chest strike destroys both of foe's
lungs and cuts foe in half. Blast
continues to a point 10 feet beyond
foe (subtract 20 if it strikes second
target).

100

Head strike. Foe's brain fails
victim to massive shock and
surface burns, Foe drops into
unconsciousness, and dies in 6
rounds. +20 hits.

Blast through foe's neck severs
head and kills foe instantly.
Add +10 to your next spell
attack roll.

Foe's head is no longer available.
Smoke and ozone surround the
lifeless body. Add 10 to friendly
witnesses' rolls for 3 rounds.

Foe's nervous system acts as a
superconductor. Foe's sad instant
death provides all the witnesses
with a fine light show. Add +15to
your next roll.

Foe retumns to the dust from which
he came. Add +20 to your next roll.




SPELL FAILURE TABLE — 15.7

NON-ATTACK

ATTACK

CR

ATURE CRITICAL STRIKES — 15.8.5

Large Creatures

Super Large Creatures

SPELLS SPELLS NORMAL SLAYING NORMAL SLAYING
Momentary lapse in The strain causes caster to lose 01-05 | +Ohits +5 hits +0 hits +3 hits
01-20 | concentration delays (01-20 | concentration. The spell is lost
casting of spell one md. (but not pts.) 06-10 +1 hit +9 hits +1 hit +5 hits
ShUbCO}:ISCious second Mild mental lapse causes caster 11-20 | +3 hits +12 hits +2 hits +9 hits
thoughts cause caster to 21-3(Q | tolose spell (but not speli pts).
21-30 |iose spell (but not the Caster operates at -50 for | md. 21-30 | +5 hits +15 hits +3 hits +12 hits
spell points). 31-40
Moderate, but serious, strain - +7 hits +18 hits +5 hits +15 hits
Strain causes caster to 31-40 | causes caster to lose spell (but 41-50 | +10nit 120 hit 7 bt 18 hit
31-40 l"se"Spe'“ (t;m not the not spell pts). Stunned for 1 rnd. i e s 1 s
spell potnts). ; +13 hit +25 hit +10 hit +20 hit
Serious mental lapse causes 51-65 s s 1 e
Moderate mental lapse 41-60 | caster to throw an ineffectual Blast drives Well placed Blast knocks foe | Blast desiroys
41-60 |20 caster to cast an spell. Stunned for 1 round. through foe's strike to head. out. Upon foe's lungs. Foe
- ineffectual spell (but not mouth, knocks Blast destroys recovery, foe drops and dies
lose spetl points). 61-75 Subconscious fear causes caster 66 foe éio;vn,_and ]f;)e'sdbrain ga_vity. fighl:s at -7dS due after dﬁ loré% .
; - - to cast an ineffectual spell. sends foe into a oe drops, dies to shattere rounds. +30 hits.
(/;.pparefltly inconvenient Stunned folr 1 rourlll d P month long instantly. Add 10 shoulder.
istraction causes caster . coma. +30 hits. to your next roll. | +25 hits.
61_80 to cast a useless spell Severe strain causes caster to - - ; -
(but not lose the spell 76'90 misfire. Caster takes 5 hits, and 67_70 +15 hits +30 hits. +12 hits +25 hits
pts). Stunned for | rnd. is stunned for 3 rounds. +20 hits Light wound. Foe | +15 hits +25 hits
Serious strain causes is stunned for 3
Extreme mental pressure causes
o - ds and | 6
81-95 caster to misfire. Caster 91-95 caster to misfire and collapse to 71-80 de zlf] ini(t)is:tsive.
does not lose the spell = the ground. Caster takes 10 +12 hits.
pts. Stunned for 2 mds. hits, and is stunned for 6 mds.
. : Strong blast Hard blow stuns | +20 hits +30 hits
96- Caster lme?mallzes spell. |y 96- Caster internalizes spell, takes staggers foe. Foe | foe for 3 rounds.
100 [fakelszllo hits. S":med 100 20 hits. Knocked out for 12 hrs. 81-90 | sstunnedfor3 | Foe cannot parry
or 12 long rounds. mds and loses 6 | for | round.
Spell strays and travels to a rnds of initiative. | +25 hits.
Spell strays and travels - point 20 feet right of target. +15 hits.
101 to points unknown. I Roll on-appropriate table for Leg strike. Foe | Leg strike breaks | +30 hits Leg strike. Foe is
125 Ps“s)l\l::nl;s;lfisrsé S:xsr:: 125 effect. Caster is stunned for 1 is stunned.and bone. Foe stunned ar;d
! ) round and takes 10 hits. 91-95 unable to parry stunned, not able unable to parry
for 2 rounds. to parry for 2 for 2 round. +25
126- (S:pell has no ?ffei;' g Spell strays and travels to a +20 hits. mds, fights at hits.
150 asler(;sfcoz use ;n 126- point 20 feet left of target. Roll -30.
stunned for 4 rounds. on appropriate table for effect. Vicious blast Awesome blast Blast crushes Strike crushes
Severe strain takes toll 150 Caster is stunned for 2 rounds ‘ crushes foe's drives foe's jaw | foe's skull. Foe | foe's chest cavity
. T and takes 5 hits. 96-9 neck and shatters | through brain. drops and dies of | and destroys foe's
li;s (c):sf:rszll’(.essi?ll:i:lsafrl:s. 8 spine. Foe drops | Foe dies brain damage in 6 | heart. Foe dies
: . Spell is cast in direction and dies in 3 instantly. Add 15| rounds. instantly.
is stunned for 6 rounds. 151- opposite to the intended line. rounds. to your next roll.
Caster internalizes spell, 175 ?istel'zzulff:ers m;l?tal cotl,llaplse. Superb strike Perfect aim. Blast destroys Strike through
176- takes 8 hits, is knocked axes 25 hits, and 1s unable 1o drives rib through | Foe's carotid foe's eyes. Foeis | foe's ear results in
185 down, and is unable to function for 6 hours. 99- foe's heart. Foe | artery and jugular | permanently blind | massive brain
function for ! hour. Caster internalizes spell, takes 100 drops and dies in | vein severed. | and fights at -95. | damage. Foe dies
. 6 agonizing Foe drops. dies in | Stunned for 12 after 6 inactive
C i li 11 30 hits, and suffers nerve rounds 3 rounds, rounds rounds.
186 ) :li(sterlgl;le':na' 12;5 sp: d, damage in brain. Unfortunate . . : i
- akes its, is knocke - . | K . R |
191 down, and is unable to 176 fool loses all spell casting Massive strike. Awe inspiring Strong blast. Foe | Side strike. Foe
function for 6 hours 185 ability for 1 wk, must operate at 101 Foe is stunned blast. Foe is is stunned and is stunned and
! . 50% of normal for 3 months (or - and unable to stunned and not unable to parry unable to parry
Caster suffers from until nerves are repaired. 150 parry for 3 o able to parry fz?r 5 fqr 2 rounds. +30 | for 3 r'ounds.
nervous disorder. takes whichever period is shorter). rounds. +30 hits. ' rounds. +35 hits. | hits. +35 hits.
123'5 25 hits, and is knocked 186 Caster internalizes spell, loses si E s s
out for 12 hours. Caster - all spell casting ability for 2 ide strike. Foe ide strike shat- ide strike. Foe Chest strike.
loses all'spell casting weelf% takes fs hits an falls is stunned and ters bone. Foeis | is stunned and Broken bone
ability for 4 weeks. 191 int > fA ) : K 151- unable to parry stunned and unabie to parry causes foe to fight
Into a coma for T week. 175 for 5 rounds. Foe unable to parry for 4 rounds and at -20. Wound
Mild stroke. Caster . fights at -20 due  for 6 rnds. Foe fights at -20 due yields +5 hits per
X Caster suffers a massive stroke, : N
loses spell casting X N to broken ribs. fights at -25 due to broken bone. round.
196- ity for 2 wks. tak 192- takes 50 hits, and lapses into a to pain. +40 hits.
200 abthy or 2 wks, takes month long coma. Caster will - -
20 hits, must operate at 195 regain consciousness. but will Foe is knocked Foe is knocked Chest blast. Foe is knocked
50% normal for 3 days. die 3 hours later ’ down. Severe out. Bone break | Wound gives foe | down. Severe
p | I . 176- ?igh wound.O efmd w%und give ES hits pefr round. | wound. Foe takes
aster internalizes spell, - . oe takes +1 oe +10 hits per reature fights +10 hits per
201- loses all spell casting 196 Castle i S‘:jff:rs se:ere sfrol;e. s 200 hits per round round. Upon -30. +30 hits. round and fights
0 ability for 3 weeks, 200 paralyzed from the waist down. and fights at -35.  recovery. foe -50. +40 hits.
25 takes 20 hits, and is i i +35 hits. fights -50.
» Caster internalizes spell. loses
knocked out for 9 hours. il 201- all spell casting al?ility for 3 Blast sends foe Blast sends foe Foe is paralyzed | Blast destroys
Nervous disorder. 250 yveeks. takes 40 hits. and falls into 3 month long  back 10 feetand | from the neck foe's nervous
Caster is stunned for 12 into a coma for 3 weeks. 201- coma, Causes crushes its neck. | downona system. Foe
- - 250 permanent Creature dies in 3 | permanent basis. | collapses and dies
251 ml.“.lds’ and loses all Severe nervous disorder causes paralysis. rounds. +50 hits. | +40 hits. in 9 rounds. +50
300 atbtll"y ttodthm‘lal, (‘F:e 251- caster to misfire spell. and lost +50 hits. hits.
attempted spell it may all spell casting ability for 3
be relearned after 1 yr). 300 months. Strike causes Strike to foe's Strike shatters Strike to foe's
- — foe's bladder to head crushes foe's chest and . head. Poor
Caster suffers a severe Massive internalization of 251+ explode. and skull and proves | send bone creature dies

stroke, and falls into a 3
month coma.

301+

power. Brain death. Caster
dies instantly.

creature dies
without delay.

instantly fatal,

through the heart.
Foe dies instantly.

instantly. Add 20
to your next roll.




ELEMENTAL ATTACK ROLL IFICATIONS — 15.3 |

A/D CATEGORY EFFECT NOTES
A Level of Spell Caster ~ +1 per level .
A Caster's Agility (NA) -25 to +35 May be higher.
A Caster's Spell Expertise 40 to +50
AD Spells + (variable) Depends on specific spell.
AD Items + 5 per bonus + 1 if a 3-18 system is used.
D Defender's Quickness -25 to +35 Detected, but not sighted; Quickness bonus not used.
D Full Cover -60 Less than half of target sighted; QU bonus not used.
D Partial Cover -30 Applies only to prone and/or surprised targets without cover being
D Static Target +30 used; Quickness bonus not used.
D Wall Shield (NA) -30 Must be facing caster.
D Full Shield (NA) -20 Must be facing caster.
D Normal Shield (NA) -15 Must be facing caster.
D Target Shield (NA) -5 Must be facing caster.
D No Helmet +5
D Full Helmet (covers face) -5
D Center Point of Area Spell  +20 Only applies to area spells like Fireball.
D Range <75 to +35 See specific attack table.

(NA) = Not applicable to area spells.

A =Based on Attacker. D = Based on Defender.
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BASE SPELL ATTACK TABLE — 15.1 :

Essence Channeling Mentalism
BAR Metal Leather Metal Metal Metal Leather BAR
ROLL General Armor Armor Armor Shield Helmet Helmet ROLL
UM 01-02 I F E B 01-02 UM
03-04 F F F F F F F 03-04
05-08 +70 F F F F F F 05-08
09-12 +65 F F F F F F 09-12
13-16 +60 F +45 F F F +45 13-16
17-20 +50 +45 +40 F +45 F +40 17-20
21-24 +45 +40 +35 F +40 F +35 21-24
25-28 +35 +35 +30 +45 +35 +45 +30 25-28
29-32 +30 +30 +25 +40 +30 +35 +25 29-32
33-36 +20 +25 +20 +35 425 +30 +20 33-36
37-40 +15 +20 +15 +30 +20 +25 +15 37-40
41-44 +5 +15 +10 +25 +15 +20 +10 41-44
45-48 0 +10 +5 +20 +10 +15 +5 45-48
49-52 0 +5 0 +15 +5 +10 0 49-52
53-56 -5 0 0 +10 0 +5 0 53-56
57-60 -10 0 -5 +5 0 0 -5 57-60
61-64 =15 -5 -5 0 -5 0 -5 61-64
65-68 -20 -5 -10 0 S -5 -10 65-68
69-72 -25 -10 -15 -5 -10 -5 -15 69-72
73-76 -30 -25 =20 -10 =15 -10 -20 73-76
77-80 -35 =30 =25 -15 -20 -15 -25 77-80
81-84 -40 -35 -30 -20 -25 -20 -30 81-84
85-88 -45 -40 -35 -25 -30 -25 -35 85-88
89-92 -50 -45 -40 -30 -35 -30 -40 89-92
93-95 -55 -50 -45 -35 -40 -35 -45 93-95
UM 96-97 <1 -60 -65 -55 -60 -55 -65 96-97 UM
UM 98-99 -100 -85 -90 -80 -85 -80 -90 98-99 UM
UM 100 -125 -110 =115 -105 -110 -105 -115 100 UM
Range Mod UM = Unmodified Roll
Touching +30
0-10 +10
1 - 50 0
51"- 100 -10
101" - 300’ -20
301" -up -30




A/D

CATEGORY

BASE ATTACK ROLL MODIFICATIONS — 15.2
EFFECT NOTES

AD
AD

lvRlviv)

A,D

Level of Spell Caster

Spells
Items
Race

Full Cover
Partial Cover
Static target

+1 per level Pure and hybrid spell users only.

+ (variable) Depends on specific spell.

+ 5 per bonus +1if a 3-18 system is used.

+ (variable) E.g., Demons, Dwarves, Dragons, etc.
-20 Detected, but not sighted.
-10 Less than half of target sighted.
+10 Applies only if no cover.

-30 to +30 See Base Attack Table.

RESISTANCE ROLL MODIFICATIONS — 15.6

A/D CATEGORY EFFECT NOTES
A Base Attack Roll -125 to +70 Apply result from SL Base Attack Table.
Modifications
AD Spells + (variable) Depends on specific spell.
D Items + 5 per bonus + 1 if a 3-18 system is used.
D Race + (variable) E.g., Demons, Dwarves, Dragons, etc.
D Willing Target -50 Target wants the spell cast at/on him.
D Same Realm +15 . Target's spell realm is the same as the spell's realm.
D Target's Stat Bonus -25to +35 For Essence use Empathy
(intelligence); for Channeling use Intuition (wisdom);
for Mentalism use Presence (charisma).

RESISTANCE ROLL TABLE — 15.5
Attack Level *

Target | 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 > 15 * | Target
Level Level
1 50 25 60 65 70 i3 7o 10 82 85 87 89 9] 03 o o 1
;. 45 3 55 o0 - 65 68 71 74 17 30 82 84 86 88 90 . 2
3 40 45 50 55 60 63 66 69 2 75 77 79 81 83 85 * 3
4 35 40 45 500 85 58 61 64 67 70 = gl e 80 s 4
5 30 25 4l - 45 50 a3 8608 b2 &5 67 Bl = 73 i x S
6 27 32 37 42 47 50 53 56 59 62 64 66 68 70 72 * 6
7 24 29 34 39 44 47 50 53 56 59 61 63 65 67 69 * 7
8 21 26 31 36 41 44 47 50 53 56 58 60 62 64 66 * 8
9 18 23 28 33 38 41 4 47 50 53 55 57 59 61 63 * 9
10 15 20 25 30 35 38 41 44 47 50 52 54 56 58 60 * 10
11 13 18 2 28 33 36 39 . 42 45 48 50 L e 56 58 = 11
12 11 16 21 26 31 34 37 40 - 43 46 48 S0 552 oS4 Bh s 12
13 9 14 19 24 20 a2 3 38 41 44 46 45 oy 80 B * 13
14 7, 12 17 o 27 30 33 36 30 A 44 46 48 a0 = X 14
15 3 10 15 o 28 31 34 340 e 50 s 15
> 15 #% * % * * * * * * * * * * * * * * =15

* The Attack Level is the level of the psion caster.
** For each level over 135, the attack level raises the result by 1; the target level lowers it by 1.
To resist the target's RR must be greater than or equal to the number given above.







OPEN ESSENCE SPELL LISTS

[
seww S

1) PROTECTION 1

2) PRESENCE *
3) PROTECTION T (10") LISTEN

4)

5) PROTECTION 11 LONG EAR

6) WATCH

7) PROTECTION 11 {10’) LONG EVE

8) [ESSENCE SHIELD ¢ LISTEN (100")
9)
10) MIND SHIELD c TELEPATHY

11) PROTECTION I11 WATCH (T00')
12) CHANNELING SHIELD ¢
13)

14) SPELL SHIELD II ¢

15) PROTECTION IV

16)

17)

18) SPELL SHIELD TRUE ¢
19) PROTECTION V

20) ESSENCE RESISTANCE c

WATCH (500')

25) MENT. RESISTANCE c

30) CHANNELING RESIS. ¢ LISTEN TRUE

50) RESISTANCE TRUE ¢ WATCH TRUE

SPELL WALL

1-PROTECTION 1 (D) DURATION:1 min/lvl
RANGE:10" Subtracts 5 from elemental attack
rolls against the protected being, and adds 5 to
all of the being’s RR’s vs. spells.

3-PROTECTION 1 (D) As above, except all be-
ings within 10 'R of target get the benefits.

5-PROTECTION II (D) As Protection I, level 1,
except bonuses are 10.

7-PROTECTION II (D) As above, except it has a
I0'R as in Protection I(lvl 3).

8-ESSENCE SHIELD (D) DURATION: C
RANGE: S Creates a shimmering shield in
front of the caster: it subtracts 10 from all fron-
tal essence attack rolls on the caster (base and
clemental). If the caster performs no other ac-
tions during a round, he can ““parry’’ one spell
attack. Parry consists of subtracting all adds
that the caster would normally have for his base
attack roll from the attack roll made on him.

10-MIND SHIELD (D) As Essence Shield, except
is effective only against mentalism spells.

11-PROTECTION III (D) As Protection I, except
bonuses are 15.

12-CHANNELING SHIELD (D) As Essence
Shield, except it is effective only against chan-
neling spells.

14-SPELL SHIELD II (D) As Essence Shield, ex-
cept it is effective against any two of the three
realms.

15-PROTECTION 1V (D) As Protection I, except
bonuses are 20.

LONG EAR (300')

LISTEN (500')
LONG EVE [(300')

LISTEN (1 mi/L)

WATCH {1 mi/L)

c

RUNE MASTERY

ESSENCE HAND

UNBARRING WAYS

SPELL STORE VIBRATTONS LOCK (1

STAYING MAGIC LOCK (2
RUNE 1 TELEKINESIS ¢ LOCKLORE (3

VIBRATIONS [5#) OPENING 1 (4

STAVING (5#) TRAPLORE (5
RUNE 11 TELEKINESIS {5#) ¢ DISARM 1 (6

VIBRATIONS (Z5#) JAMMING (7
RUNE TI1 STAYING (25#) WEAKENING (8

VIBRATIONS (50¥) (9
RUNE V AIMING ¢ OPENING 11 (10
SIGN OF STUNNING TELEKINESIS (25#) ¢  (INDOOR 1 (1
RUNE V1 STAYING (50#) DISARM 1T (12
SIGN OF FEAR MASS VIBRATIONS (13
RUNE V11 TELEKINESIS (50#) ¢  TRUE LOCK (14
SIGN OF SLEEP STAYING (100¥} UNDOOR 11 (15
RUNE VIII HURLING 1 (16
SIGN (F BLINDING TELEKINESIS (7100#) ¢ UNDOOR 111 (17
RUNE 1X (18
SIGN OF PARALYSIS MASS VIBRATIONS (25#) UNDOOR TRUE (19
RUNE X LORD AIM ¢ NEW GATE (20
LORD RESEARCH STAYING (10#/1) LOCK MASTERY (25
LORD RUNE TELEKINESTIS (10%/L) ¢ TRAP MASTERY (30
MASS SIGN ATM TRUE ¢ GATE CLEAVER (50

18-SPELL. SHIELD TRUE (D) As Essence
Shield, except is effective against all three
realms,

19-PROTECTION V (D) As Protection I, except
bonuses are 25,

20-ESSENCE RESISTANCE (D) DURATION:
C RANGE:100' Target gets + 50 to all RR’s
against essence spells.

25-MENTALISM RESISTANCE (D) As Essence
Resistance, except is only effective against men-
talism spells.

30-CHANNELING RESISTANCE (D) As Es-
sence Resistance, except is only effective against

| channeling spells.

50-RESISTANCE TRUE (D) As Essence Resis-
tance, except all three realms are affected.

ESSENCE’S PERCEPTIONS

2-PRESENCE (P %) DURATION: 1 rnd/1Ivl (C)
RANGE: 10" Caster is aware of the presence
of all sentient/thinking beings within 10,

3-LISTEN (U) DURATION: | min/lvl (C)
RANGE: 10" Caster can pick a pointupto 10’
away and he will hear as if he were at that
point (there can be intervening objects such as
walls).

5-LONG EAR (U) DURATION: 1 min/Ivl (C)
RANGE: 100" Caster’s point of hearing may
be moved independently up to 100’ away
(moves at 10'/rnd), if he is physically able to
go there (i.e. he could not send his point of hear-
ing through walls or closed doors).

66

!

6-WATCH (U) As Listen, except the caster sees
from the fixed point(it can rotate).

7-LONG EYE (U) As Long Ear, except the cast-
er sees from the moving point(it can rotate).

8-LISTEN (U) As above, except the range is
1007,

10-TELEPATHY (IM) DURATION: 1 rnd/lvl
(C) RANGE: 107 Caster can read the surface
thoughts of one target, if the target makes his
RR by more than 25 he realizes what is
happening.

11-WATCH (U) As above, except the range is
100,

12-LONG EAR (U) As above, except the range
is 300 °.

14-LISTEN (U) As above, except the range is
500,

15-LONG EYE (U) As above, except the range
is 300",

18-WATCH (U) As above, except the range is
500,

20-LISTEN (U) As above, except the range is 1
mile,

25-WATCH (U) As above, except the range is |
mile.

30-LISTEN TRUE (U) As Listen, except the
range is unlimited (the caster must be able to
locate the desired point in terms of direction
and distance).

50-WATCH TRUE (U) As Listen True, except
the caster sees instead of hearing.



Bracelet of Taalirin

acks as a "spell shieln
true' at will, when
wearer holds arm with
hracelet up in a defen-
sive manner.
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RUNE MASTERY

1-SPELL STORE (S) As Spell Store on the Spell
Reins list.

3-RUNE I (F) DURATION: until the rune is cast
RANGE: T This spell inscribes a spell on a spe-
cially prepared piece of paper (see section 9.9 of
rules); the rune can then be used to cast the in-
scribed spell once (depends upon the rules being
used for casting runes). The caster expends the
power points to cast the inscribed spell and the
power points to cast the Rune spell. Rune I can
only inscribe Ist level spells. The paper can be
reused. The rune can be set to affect reader.

6-RUNE II (F) As Rune I, except caster can in-
scribe 1st-2nd level spells.

8-RUNE III (F) As Rune I, except caster can in-
scribe 1st-3rd level spells.

10-RUNE V (F) As Rune I, except caster can in-
scribe 1st-5th level spells.

11-SIGN OF STUNNING (F) DURATION: un-
til triggered RANGE: T ST MOD: — 20 A Sign
can be inscribed on any non-mobile surface and
affects the triggering being. A Sign can be trig-
gered by one of the following(decided by cast-
er): time period, certain movements, certain
sounds, touch, reading, etc. The Sign is can-
celled when a being fails a RR against it. Sign of
Stunning stuns the target for 10 min/10%
failure.

12-RUNE VI (F) As Rune I, except caster can in-
scribe 1st-6th level spells.

13-SIGN OF FEAR (F) As Sign of Stunning, ex-
cept target will flee place of sign for 1 min/5%
failure.

14-RUNE VII (F) As Rune I, except caster can in-
scribe Ist-7th level spells.

15-SIGN OF SLEEP (F) As Sign of Stunning, ex-
cept target falls into a sleep from which he can-
not be awakened for 10 min/10% failure.

16-RUNE VIII (F) As Rune I, except caster can
inscribe 1st-8th level spells.

17-SIGN OF BLINDING (F) As Sign of Stun-
ning, except target is blind for 1 hr/10% failure.

18-RUNE IX (F) As Rune I, except caster may in-
scribe 1st-9th level spells.

19-SIGN OF PARALYSIS (F) As Sign of Stun-
ning, except target is paralyzed for 1 hr/10%
failure.

20-RUNE X (F) As Rune 1, except caster can in-
scribe 1st-10th level spells.

25-LORD RESEARCH (I) The use of this spell
is described in optional rule 9.93.

30-LORD RUNE (F) As Rune I, except caster can
inscribe 1st-20th level spells.

50-MASS SIGN (F) As any Sign spell desired, ex-
cept that it can affect up to the level of the cast-
er in targets before it is canceled.

ESSENCE HAND

1-VIBRATIONS (F) DURATION:1 rnd/Ivl
RANGE:100' Causes an object of up to 1 1b
mass to vibrate rapidly; if fragile it may break
(roll a RR). If it is an object held by a being the
being must make a RR or fumble it (each
round),

2-STAYING (F) DURATION:1 min/lvl
RANGE: 100" Exerts 1 Ib of pressure on a per-
son or object. Object cannot be moved by stay-
ing alone, and pressure can only be in one
direction.

3-TELEKINESIS (F) DURATION:1 min/Ivl(C)
RANGE:100' Can move one object, up to 1 Ib
in mass, 1 '/second with no acceleration. Living
beings or items in contact with a living being get
a normal RR based on the living being. If the
caster stops concentration before the duration
is up, the object remains stationary as if it had
Staying thrown on it.

4-VIBRATIONS (F) As above, except mass limit
is 5 1b.

5-STAYING (F) As above, except mass limit is
5 1b.

6-TELEKINESIS (F) As above, except mass limit
is 5 1b.

7-VIBRATIONS (F) As above, except mass limit
is 25 Ib.

8-STAYING (F) As above, except mass limit is 25
Ib.

9-VIBRATIONS (F) As above, except mass limit
is 50 Ib.

10-AIMING (FM) DURATION:1 rnd(C)
RANGE: T By concentrating on the mind of a
missile firer and the flight of the missile, the
caster causes + 50 to be added to the attack roll
of the missile. The caster must concentrate,
touch the firer and see the missile for the entire
round that the missile is fired.

11-TELEKINESIS (F) As above, except the mass
limit is 25 Ib.

12-STAYING (F) As above, except the mass limit
is 50 Ib.

13-MASS VIBRATIONS (F) As Vibrations, ex-
cept as many 5 b objects as the caster’s level can
be vibrated (they must all be within the field of
vision of the caster).

14-TELEKINESIS (F) As above, except mass lim-
it is 50 1b.

15-STAYING (F) As above, except mass limit is
100 b,

16-HURLING I (F) DURATION:—
RANGE:10' Caster may “hurl” one object
(that starts within 10’ of him) of 1 Ib or less
with sufficient force to deliver an attack on the
Shock Bolt Table, using the elemental attack
rules, impact critical strikes, and the range ef-
fects on the Shock Bolt Table.

17-TELEKINESIS (F) As above, except mass lim-
it is 100 1b.

19-MASS VIBRATIONS (F) As above, except
objects may be up to 25 b in mass.

20-LORD AIM (F) As Aiming, except missile at-
tack bonus is + 100,

25-STAYING (F) As above, except mass limit is
10 Ib/Ivl.

30-TELEKINESIS (F) As above, except mass lim-
it is 10 Ib/lvl.

50-AIM TRUE (F) As Aiming, except missile at-
tack automatically does maximum damage (us-
ing Arms Law, this would result in an *‘E’” criti-
cal strike; but the “E”’ is rolled normally; if the
creature is ‘‘large” the missile would be treated
as slaying).

67

UNBARRING WAYS

1-LOCK (F) DURATION:— RANGE:100'
Caster can cause any lock he can see within 100’
to be locked (the lock is just normally locked
and can be opened normally).

2-MAGIC LOCK (F) DURATION:! min/lvl
RANGE: T A door (or container) can be ma-
gically “‘locked’’; the door can be broken nor-
mally or the spell can be dispelled but otherwise
the door cannot be opened.

3-LOCKLORE (I) DURATION:— RANGE: T
Gives the caster +20 on picking the lock ana-
lyzed, and + 10 to anyone to whom he describes
the lock.

4-OPENING I (F) DURATION:— RANGE: T
When cast on a lock there is a 20% chance a
normal lock will open, and a 45% chance that a
‘Magic Lock’ will open (failure means there is a
10% chance of setting off attached traps), Rolls
are open-ended, and the quality of the lock may
modify the roll.

5-TRAPLORE (1) DURATION:— RANGE: T
As Locklore, except applies to disarming traps.

6-DISARM I (F) As Opening I, except its chances
concern disarming traps.

7-JAMMING (F) DURATION: P RANGE:50’
Causes a door to expand and jam into its frame
(roll 1-100 for severity, ranging from slightly
stuck to unopenable).

8-WEAKENING (F) DURATION: P
RANGE:50" Reduces the inherent strength of a
door by 50%.

10-OPENING II (F) As Opening 1, except
chances are 40%/90%.

11-UNDOOR I (F) DURATION: P RANGE:10'
Will vaporize a nonmagic door up to 6" thick,
10" high and 10’ wide(if the door is thicker
than 6" it will vaporize the closest 6%).

12-DISARM 11 (F) As Disarm I, except chances
are 40%/ 90%.

14-TRUE LOCK (F) As Magic Lock, except door
is unbreakable by normal means (lasts 1 hr/Ivl).

15-UNDOOR 1I (F) As Undoor I, except.door
canbeupto2'x20'x20".

17-UNDOOR III (F) As Undoor I, except door
can be up to 3 x50'x 50",

19-UNDOOR TRUE (F) As Undoor I, except any
single door is vaporized.

20-NEW GATE (F) DURATION: P RANGE: T
A doorway, 8' x5’ is created in any wall up to
6"/1vl deep.

25-LOCK MASTERY (F) DURATION:—
RANGE: T Gives the caster a 90% chance of
opening a lock. The roll is open-ended and the
quality of the lock may modify the roll,

30-TRAP MASTERY (F) As Lock Mastery, ex-
cept its chances concern disarming traps.

50-GATE CLEAVER (F) DURATION:I rnd/Ivl
RANGE: V Caster can utilize any one of the
lower level spells on this list each round.

Lord Rune
nf
New Gate




OPEN ESSENCE SPELL LISTS

PHYSICAL LESSER
ENHANCEMENT ILLUSIONS
1) MANNISH SCALE * VENTRILOQUISH ¢
2) SLY EARS SOUND LTGHT/MIRAGE
3) BALANCE * TASTE SMELL/MIRAGE
4) NIGHT VISION TLLUSTONS 11
5) SIDEVISION PHANTASM T ¢
6) SOUNDING
7)  WATERVISION WAITING TLLUSION 1
8) WATERLUNGS TLLUSTONS 111
9) PHANTASHM 11 ¢
10) GASLUNGS WATTING PHANTASM 1
11) RESIST POISON *S WATTING TLLUSTON 11
12) DARKVISION PHANTASM 117 ¢
13) TLLUSTONS V
14) WATTING TLLUSTON 111
15) CHANGING LUNGS WATTING PHANTASM 11
16) MASS BALANCE
17) PHANTASM TV ¢
18) MASS NIGHTVISTON
19) MASS WATERVISTON TLLUSTONS VIT
20) VISTON * WATTING 1LLUSION V
25) MASS WATERLUNGS PHANTASH V ¢
30) MASS GASLUNGS ILLUSTONS X
50) MASS VISION PHANTASM X ¢

DETECTING WAYS

DETECT ESSENCE ¢
DETECT MENTALISM ¢
DETECT CHANMELING ¢

DETECT INVISIBLE ¢

DETECT TRAPS ¢
DETECT EVIL ¢
LOCATION ¢

PERCEIVE POWER c¢

DETECT DEATH ¢
LOCATION {300°) ¢

DETECT SPELL ¢

LOCATION (500') ¢

PERCETVE POWER (300') e

LOCATION (1 mi) ¢
DETECT DETECTIONS ¢
DETECT TRUE

LOCATION TRUE

ELEMENTAL
SHIELDS DELVING WAYS
RESIST LIGHT (1
RESIST HEAT TEXT ANALYSIS 1 ¢ (2
RESIST COLD STONE ANALYSIS (3
RESIST LIGHT (10"} METAL ANALYSIS (4
RESIST HEAT (10') GAS ANALYSIS (5
RESIST COLD (10"} (6
TEXT ANALYSIS 17 ¢ (7
LTIGHTARMOR L1QUID ANALYSIS (8
HEATARMOR (9
COLDARMOR DELVING (10_
LIGHTARMOR (107) SPELL ANALYSTS (11
HEATARMOR (107) (12
COLDARMOR (10') (13
DEATH ANALYSIS (14
LIGHTNING ARMOR TEXT ANALYSIS TIT ¢ (15
POWER ANALYSIS (16
FIRE ARMOR CONVEYANCE (17
DEATH'S DELVING (18
TCE ARMOR (19
MASS LIGHTARMOR ANALYSTS (20
MASS HEATARMOR MASS ANALYSIS (25
MASS COLDARMOR POWER ANALYSTS TRUE (30
TRUE ARMOR CONVEYANCE TRUE (50

PHYSICAL ENHANCEMENT

1-MANNISH SCALE (Ix)DURATION:—
RANGE:1 " Caster can tell the exact mass and
weight of one object.

2.SLY EARS (U) DURATION:10 min/lvi

RANGE:10’ Target gains double normal
hearing.
3-BALANCE (Ux) DURATION: V

RANGE:10' Adds +50 to any rolls for one
slow maneuver (e.g. walking a 3" beam).

4-NIGHT VISION (U) DURATION:10 min/lvl
RANGE:10' Target can see 100’ on a normal
night as if it were daylight.

5.SIDEVISION (U) DURATION:10 min/Ivl
RANGE:10’ Target has a 300° field of vision.

6-SOUNDING (U) DURATION:10 min/Ivl
RANGE:10' Target’s voice has its loudness
tripled. This has no effect on spell casting capa-
bilities.

7-WATER VISION(U) As Nightvision, except
target can see 100 in even murky water.

8-WATERLUNGS (U) DURATION:10 min/Ivl
RANGE: 10’ Target can breathe water, but not
air.

10-GASLUNGS (U) As Waterlungs, except target
can breathe any gas as normal air.

11-RESIST POISON (S + ) DURATION:1 hr/lvl
RANGE: T Delays the effect of a poison on a
target.

12-DARKVISION (U) As Nightvision, except any
darkness can be seen through.

]

15-CHANGING LUNGS (U) As Waterlungs, ex-
cept target can breathe water, air and any gas
at will.

16-MASS BALANCE (U) As Balance, except can
affect 1 target/lvl of caster.

18-MASS NIGHTVISION (U) As Nightvision,
except can affect 1 target/lvl of caster.

19-MASS WATERVISION(U) As Watervision,
except can affect ! target/Ivl of caster.

20-VISION (U &) As all vision spells below 15th
level functioning at the same time.

25-MASS WATERLUNGS (U) As Waterlungs,
except can affect 1 target/lvl of caster.

30-MASS GASLUNGS (U) As Gaslungs, except
can affect 1 target/lvl of caster.

50-MASS VISION (U) As Vision, except can af-
fect 1 target/lvl of caster.

LESSER ILLUSIONS

1-VENTRILOQUISM (E) DURATION: C
RANGE:100* Caster can speak and his voice
will appear to come from any point that he
wants within 100’ (point must be in his field of
vision).
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2-SOUND/LIGHT MIRAGE (E) As either Light
Mirage on the Light Molding list OR Sound Mi-
rage on the Sound Molding list.

3-TASTE/SMELL MIRAGE (E) As either Taste
Mirage OR Smell Mirage, both are on the Feel-
Taste-Smell list.

4-ILLUSIONS 11 (E) As on the Illusions list.

5.PHANTASM I (E) As on the Illusions list.

7-WAITING ILLUSION 1 (E) As on the Illusions
list.

8-ILLUSIONS III (E) As on the Illusions list.

9.PHANTASM 11 (E) As on the Illusions list.

10-WAITING PHANTASM I (E) As on the Illu-
sions list.

11-WAITING ILLUSION II (E) As on the Illu-
sions list. ‘

12-PHANTASM III (E) As on the Illusions list.

13-ILLUSIONS V (E) As on the lilusions list.

14-WAITING ILLUSION 111 (E) As on the llu-
sions list.

15-WAITING PHANTASM II (E) As on the Illu-
sions list.

17-PHANTASM 1V (E) As on the Illusions list.

19-ILLUSIONS VII (E) As on the Illusions list.

20-WAITING ILLUSION V (E) As on the Iilu-
sions list.

25.PHANTASM V (E) As on the Illusions list.

30-ILLUSIONS X (E) As on the Illusions list.

50-PHANTASM X (E) As on the [llusions list.

NOTE: Al lists referenced above are Illusionist
Base lists.



Gorlar's Pendant
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DETECTING WAYS

1-DETECT ESSENCE (P) DURATION:1
min/IvI(C)RANGE: 100" Detects any active
spell or item from the essence realm; he can con-
centrate on a 5 'R area each round.

2-DETECT MENTALISM (P) As Detect Es-
sence, except realm is mentalism,

3-DETECT CHANNELING (P) As Detect Chan-
neling, except realm is channeling.

5-DETECT INVISIBLE (P) As Detect Essence,
except detects invisible things; all attacks
against something so detected are at — 50.

6-DETECT TRAPS (P) As Detect Essence, ex-
cept it gives a 75% chance of detecting a trap
(may be modified by certain traps).

7-DETECT EVIL (P) As Detect Essence, except
detects if a being is evil OR an item created by
evil or long used by a very evil person.

8-LOCATION (P) DURATION:1 min/lvl{C)
RANGE: 100" Gives the direction and distance
to any specific object or place that the caster is
familiar with OR has had described in detail.

10-PERCEIVE POWER (P) As Detect Essence,
except it will give an estimate of the power of
the person or item or spell examined.

11-DETECT DEATH (P) As Detect Essence, ex-
cept detects dead bodies and whether anything
has died in the last 24 hr.

12-LOCATION (P) As above, except range is
300,

15-DETECT SPELL (P) As Detect Mentalism,
except detects any spell that has been cast in the
area examined.

16-LOCATION (P) As above, except range is
500 .

18-PERCEIVE POWER (P) As above, except
range is 300 '.

20-LOCATION (P) As above, except range is 1
mile.

25-DETECT DETECTIONS (P) As Detect Es-
sence, except detects any type of detection spell
that is operating in the area examined (gives ex-
act spell detected).

30-DETECT TRUE (P) DURATION: 1 rnd/lvl
RANGE:100" Any of the lower level detect
spells can be used, one/round.

50-LOCATION TRUE (P) As Location, except
range is 1 mile/Ivl.

ELEMENTAL SHIELDS

1-RESIST LIGHT (D) DURATION:1 min/lIvl
RANGE:10" Target is totally protected from all
natural light (not lightning), and adds + 10 to
RR’s vs. light (electricity)} and — 10 to elemental
electricity attacks.

2-RESIST HEAT (D) As Resist Light, except pro-
tects against natural heat to 200 °F and modifies
spells involving heat by 10.

3-RESIST COLD (D) As Resist Light, except pro- -

tects against natural cold to —20°F and modi-
fies spells involving cold by 10.

4-RESIST LIGHT (D) As above, except all beings
within 10 of target are protected.

5-RESIST HEAT (D) As above, except all beings
within 10’ of target are protected.

6-RESIST COLD (D) As above, except all beings
within 10 'R of target are protected.

8-LIGHTARMOR (D) As Resist Light, except
protects against all natural light and electricity
and modifies spells involving light(electricity)
by 20.

9-HEATARMOR (D) As Lightarmor, except pro-
tects against heat.

10-COLDARMOR (D) As Lightarmor, except
protects against cold.

11-LIGHTARMOR (D) As Lightarmor, except
protects all beings within 10'R.

12-HEATARMOR (D) As Heatarmor, except
protects all beings within 10'R.

13-COLDARMOR (D) As Coldarmor, except
protects all beings within 10 'R.

15-LIGHTNING ARMOR (D) As Lightarmor,
except it also decreases all electrical concussion
hits (shock bolt and lightning bolt) by Y, and
decreases electrical critical strikes by one lev-
el(e.g. ““A’'s are ignored, *“B"’s become “A’’s,
“C"s become “‘B’’s, etc.).

17-FIRE ARMOR (D) As Lightning Armor, ex-
cept fire spells are affected(fire bolt and fire
ball).

19-ICE ARMOR (D) As Lightning Armor, except
cold and ice spells are affected (ice bolt and cold
ball).

20-MASS LIGHTARMOR (D) As Lightarmor,
except as many targets as the caster’s level can
be affected.

25-MASS HEATARMOR (D) As Heatarmor, ex-
cept as many targets as the caster’s level can be
affected.

30-MASS COLDARMQR (D) As Coldarmor, ex-
cept as many targets as the caster’s level can be
affected.

50-TRUE ARMOR (D) DURATION:24 hr
RANGE:10' Acts as Lightning Armor, Fire
Armor, and Ice Armor all at the same time.

NOTE: Spells on this list are not cumulative.
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DELVING WAYS

2-TEXT ANALYSIS 1 (I) DURATION:I
min/lvi(C) RANGE: S Caster can read text
written in an unknown language, but only un-
derstands basic concepts from it.

3-.STONE ANALYSIS (I) DURATION:—
RANGE: 10’ Gives nature and origin of natural
stone, and when and how worked stone was ob-
tained and worked.

4-METAL ANALYSIS (I) As Stone Analysis, ex-
cept metal may be examined.

5-GAS ANALYSIS (I) As Stone Analysis, except
gas may be examined.

7-TEXT ANALYSIS II (I) As Text Analysis I,
except gives a complete technical analysis (vo-
cabulary and syntax) but not an understanding
of idioms(jargon), implications or cultural
references.

8-LIQUID ANALYSIS (I) As Stone Analysis, ex-
cept liquid may be examined.

10-DELVING (1) DURATION:— RANGE: T
Gives significant details about an item’s con-
struction and purpose (not specific powers).

11-SPELL ANALYSIS (I) DURATION:—
RANGE:100" Provides analysis of an active
spell, giving its duration and the profession of
its caster and its type (NOT its level or exactly
what spell it is}.

14-DEATH ANALYSIS (I) DURATION:—
RANGE: T Gives information concerning a be-
ing’s death (weapon, spell, time since, etc.);
must be cast in place of death (within 24 hr.) or
in the presence of body (no time limit).

15-TEXT ANALYSIS III (I) As Text Analysis II,
except everything but implications is known
(e.g. answers to riddles are not known auto-
matically).

16-POWER ANALYSIS (I) DURATION:—
RANGE:100' One item, person or place may
be examined to see if it has power, which realm
the power is from, a general idea of its origin,
and its basic configuration.

17-CONVEYANCE (U) DURATION: 10 min/Ivl
RANGE: § Caster’s awareness leaves his body
(which is inactive) and may travel at I
mile/min; however it can only travel 10 '/rnd in
solid or when observing the world. If the caster
overstays the duration, he must make a RR
modified by — 30 or die. (Attack level = # of
rounds overstayed).

18-DEATH’S DELVING (I) As Death Analysis,
except gives a visual image of the killer, and a
vague reason for death (e.g. revenge, robbery,
accident, etc.).

20-ANALYSIS (I) DURATION:— RANGE:10’
Any of the lower level spells may be used to-
gether on one item, person or place (Convey-
ance is not included).

25-MASS ANALYSIS (1) DURATION: 1 rnd/Ivl
As Analysis, except one item per round may be
examined.

30-POWER ANALYSIS TRUE (1) As Power
Analysis, except exact origin, creator, and a de-
tailed purpose are given.

50-CONVEYANCE TRUE (U) As Conveyance,
except rate is 10 mile/min (50 '/rnd through
solid and observing).



CLOSED ESSENCE SPELL LISTS

INVISIBLE WAYS

LIVING CHANGE

SPIRIT MASTERY

1) SHRINK SELF
2) UNSEEN 1 ENLARGE SELF
3) CHANGE LORE
4) INVISIB.1 {1')
5) CHANGE TO KIND
6) INVISIB. T {to1")
7) SHRINK
8) INVISIB, I (10')
9)
10) UNSEEN 111 ENLARGE
11) INVISIB. I (to10') CHANGE
12)
13) UNSEEN V TRUE CHANGE
14)
15) INVISIB. 11 CHANGING
16)
17) UNSEEN X MERGING
18) INVISIB. 11 (to 10')
19)
20) INVISIB. I (t020') PASSING
25) MASS UNSEEN MASS ENLARGE
30) MASS INVISIB. MASS CHANGE
50) TRUE TNVISIB. MASS MERGING

SLEEP V
CHARM KIND
SLEEP VII
CONFUSION
SUGGESTION

SLEEP X

HOLD KIND ¢
MASTER OF KIND
LORD SLEEP
TRUE CHARM

QUEST

WORD OF STUNNING*
WORD OF PAIN*
HOLD TRUE ¢

WORD OF SLEEP*

WORD OF DISCORD*
WORD OF CALLING*
WATTING WORD
WORD OF DEATH*
TRUE QUEST

PHRASE*®
MASS WORD*

SPIRIT MASTERY

SPELL REINS

SPELL STORE

SPELL HOLD I*

SPELL BENDING T*

REVERSE SPELLS*

SPELL HOLD T11*

SPELL HOLD V*

SPELL BENDING TIT*

SPELL HOLD X*

LORD SPELL HOLD*

SPELL BENDING TRUE*

SPELL HOLD TRUE*

REVERSAL TRUE*

LOFTY BRIDGE

LEAPING*® (1
LANDING* (2
LEAVING (100') (3
LEVITATION (4
FLY [75'/and) (5
PORTAL (6
FLY (150" /nnd) (7
LONG DOOR (100") (8
LEAVING (300') (9
TELEPORT 1 (10
FLY (300'/rnd) (11
LONG DOOR {300') (12
TELEPORT 111 (13
PORTAL TRUE (14
LONG DOOR (500') (15
TELEPORT V (16
ELY (450" /xnd) (17
TELEPORT X (18
MASS LEAVING (19
LORD TELEPORT (20
MASS LONG DOOR (25
MASS TELEPORT (30
TELEPORT TRUE (50

INVISIBLE WAYS

2-UNSEEN 1 (F) DURATION:24 hr or V
RANGE:10’ A single object is made invisible
(1 garment, 1 naked body, etc.); until 24 hrs
pass or the object is struck by a violent blow
(being hit by a weapon, falling, etc.) or the ob-
ject makes a yiolent move(i.e. attack).

4-INVISIBILITY I (F) As Unseen I, except every-
thing within 1" of the target is invisible as long
as it is within the 1 R.

6-INVISIBILITY I (F) As above, except the cast-
er can vary the radius up to 1.

8-INVISIBILITY I (F) As above, except the con-
stant radius is 10,

10-UNSEEN III (F) As Unseen I, except 3 objects
can be affected.

11-INVISIBILITY 1 (F) As above, except the
caster can vary the radius up to 10,

13-UNSEEN YV (F) As Unseen I, except 5 objects
can be affected.

15-INVISIBILITY II (F) As Invisibility I, except
two targets can be the center of two separate ra-
dii of invisibility.

17-UNSEEN X (F) As Unseen I, except 10 objects
can be affected.

18-INVISIBILITY II (F) As above, except the
two radii can be varied by the caster up to 10",

20-INVISIBILITY I (F) As above, except radius
can be varied by the caster up to 20",

25-MASS UNSEEN (F) As Unseen I, except as
many objects as the caster’s level may be af-
fected.

30-MASS INVISIBILITY (F) As Invisibility I, ex-
cept as many targets as the caster’s level may be
the centers of constant 1’ radii of invisibility.

50-TRUE INVISIBILITY (F) DURATION:24 hr
RANGE: S As Invisibility [, except caster can
vary it up to 1’ and if he attacks he is only vis-
ible for the 10 seconds immediately following
the attack. Violent blows do not affect this
spell.

NOTE: Only objects totally contained in the ra-
dius at the time of casting become invisible.
Any object in the radius is under the restrictions
given in UNSEEN I.

LIVING CHANGE

1-SHRINK SELF (P) DURATION:1 min/lvl
RANGE: S Caster may shrink to %2 his normal
mass (height in normal situations); there is no
decrease in his strength.

2-ENLARGE SELF (P) As Shrink Self, except
caster may increase by ‘2, and there is no in-
crease in his strength (except for movement
purposes).

J-CHANGE LORE (P) DURATION:—
RANGE:100"' Allows caster to analyze the
form of another being for future use with True
Change.

5-CHANGE TO KIND (F) DURATION:10
min/lvl RANGE:10’ Caster can alter target’s
form to the form of any desired humanoid race.

7-SHRINK (F) DURATION:10 min/lvl
RANGE:10" As Shrink Self, except decrease is
10% of his mass/lvl and it can be cast on any
material that is living or was once living.
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10-ENLARGE (F) As Enlarge, except it increases
up to 10% of his mass/Ivl.

11-CHANGE (F) As Change to Kind, except al-
teration can be to any organic form within ¥ to
2x his current mass; does not obtain any spe-
cial abilities.

13-TRUE CHANGE (F) As Change, except al-
tered form can be that of a specific being an-
alyzed by Change Lore.

15-CHANGING (F) DURATION:10 min/lvl
RANGE: S As True Change, except caster may
assume a different form anytime during the
spell, by concentrating for one rnd/change.

17-MERGING (F) DURATION: C or V
RANGE:10" Target can merge into any solid
inanimate material (up to 1 in depth), is inac-
tive but aware of surrounding activity. The
caster can exit at any time up to the duration;
everyone else must emerge after a set time (up to
1 hr/1vl).

20-PASSING (F) DURATION:1 min/lvl
RANGE:10' Target may pass through any in-
animate material up to 1'/lvl.

25-MASS ENLARGE (F) As Enlarge, except it si-
multaneously enlarges as many objects (can be
beings) as the caster’s level up to 50%.

30-MASS CHANGE (F) As Change, except af-
fects up to the caster’s level in targets (all targets
must take the same type of form).

50-MASS MERGING (F) As Merging, except af-
fects up to the caster’s level in targets; all targets
exit after a set time or with caster.



SPIRIT MASTERY

1-SLEEP V (M) DURATION:— RANGE:100’
Causes target(s) to fall into a natural sleep; the
total number of levels that can be affected is 5
(e.g. 5of level 1; 1 of level 4 and 1 of level 1; 2
of level 2 and 1 of level 1; etc.). All target(s)
must be in caster’s field of vision.

2-CHARM KIND (M) DURATION:1 hr/lvl
RANGE: 100’ Humanoid target believes caster
is a good friend.

3-SLEEP VII (M) As Sleep V, except a total of 7
levels can be affected.

4-CONFUSION (M) DURATION:1 rnd/5% fail-
ure RANGE: 100’ Target is incapable of mak-
ing decisions or initiating action; may continue
to fight current foes or in self-defense.

5-SUGGESTION (M) DURATION: V
RANGE:10' Target will follow a single sug-
gested act that is not completely alien to him
(i.e. suicide, blinding himself, etc.).

6-SLEEP X (M) As Sleep V, except a total of 10
levels may be affected.

7-HOLD KIND (M) DURATION: C
RANGE: 100" Humanoid target is held to 25%
of normal action.

8-MASTER OF KIND (M) DURATION:10
min/lvl RANGE:50' Target must obey caster
as in Suggestion.

9-LORD SLEEP (M) As Sleep V, except a total
of 20 levels may be affected.

10-TRUE CHARM (M) As Charm Kind, except
any sentient creature may be affected.

11-QUEST (M) DURATION: V RANGE:10’
Target is given one task, failure results in a pen-
alty determined by the gamesmaster (task must
be within capabilities of target).

12-WORD OF STUNNING (M%) DURA-
TION:— RANGE:50’ Target is stunned for 1
rnd/10% failure.

13-WORD OF PAIN (M%) As Word of Stun-
ning, except target takes 50% of remaining con-
cussion hits upon failure.

14-HOLD TRUE (M) As Hold Kind, except any
sentient being can be affected.

15-WORD OF SLEEP (M ) As Word of Stun-
ning, except target falls into a natural sleep.

16-WORD OF DISCORD (M) As Word of
Stunning, except target will not cooperate or
agree with anyone for 1 day/10% failure.

17-WORD OF CALLING (M ) Target is forced
to come and face the caster(fighting if neces-
sary) and remain immobile for 1 rnd/10% fail-
ure, Caster must concentrate, or control lapses.

18-WAITING WORD (M) DURATION:I
day/Ivl RANGE:50' Any of the Words above
can be set to go off at a specified time or move-
ment.

19-WORD OF DEATH (M %) DURATION:—
RANGE:50 ' Target suffers the results of a “E”’
critical strike on the table of the caster’s choice.

20-TRUE QUEST (M) As Quest, except failure is
punished by the target suffering ““E’* critical
strikes on each of the critical tables.

25-PHRASE (M « ) As Word of Stunning, except
any three different Words may be used on the
same round (a separate RR roll must be made
for each one.).

30-MASS WORD (M « ) As Word of Stunning,
except any Word may be used and it will affect a
number of levels equal to the level of the caster
(as Sleep).

50-SPIRIT MASTERY (M) DURATION:1
rmd/lvl RANGE:100' Caster can use one
spell/rnd on this list (10th level or lower)
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SPELL REINS

1-SPELL STORE (S) DURATION: until a spell
is cast RANGE: S Caster may cast this spell
with any spell he wants to store; then the stored
spell may be cast at any time, with no prepara-
tion. The Storing spell costs the same number
of power points as the spell stored and no other
spell may be cast while a spell is stored.

5-SPELL HOLD I (F%)DURATION:1 rnd
RANGE:100" Delays another spell for 1 rnd; if
the target of the held spell moves more than 20,
that spell will affect any one being within 10’
(with a modification of —20 for base attack
spells and — 30 for elemental attack spells). The
held spell gets a RR as in Cancel Essence on the
Dispelling Ways list.

8-SPELL BENDING 1 (F*) DURATION:—
RANGE:100" Caster can deflect 1 elemental at-
tack spell up to 10’ from its target, causing the
attack roll to be modified by — 10/10% failure.

10-REVERSE SPELLS (F ) DURATION:—
RANGE:100’' Reverses any one elemental at-
tack spell back on its caster, if the attack fails a
RR modified by +20. If the attack spell is re-
versed it attacks its caster at 0 modifications.

11-SPELL HOLD III (F %) As Spell Hold I, ex-
cept attack spells can be held 3 rounds.

14-SPELL HOLD V (F %) As Spell Hold I, ex-
cept attack spell can be held 5§ rounds.

15-SPELL BENDING IH (F %) As Spell Bending
I, except attack roll is modified by —30/10%
failure.

17-SPELL HOLD X (F %) As Spell Hold I, ex-
cept attack spell is held 10 rounds.

20-LORD SPELL HOLD (F %) As Spell Hold I,
except attack spell is held 20 rounds.

25-SPELL BENDING TRUE (F+) As Spell
Bending I, except spell can be deflected up to
90° in any. direction.

30-SPELL HOLD TRUE (F ) As Spell Hold I,
except attack spell is held up to 1 rnd/Ivl.

50-REVERSAL TRUE (F %) As Reverse Spells,
except all spells within 100’ of the caster are
reversed.
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LOFTY BRIDGE

1-LEAPING (Fx) DURATION:1 rnd
RANGE: 100" Allows the target to leap 50 lat-
erally or 20 ' vertically in the round that the spell
was cast.

2-LANDING (F+) DURATION:until lands
RANGE:100" Allows the target to land safely
in a fall up to 20 '/lvl(of caster), and to take
that distance off the severity of any longer fall.

3-LEAVING (F) DURATION:— RANGE:10’
Caster teleports target to a point up to 100’
away, but there can be no intervening barriers
in a direct line between the target and the point
(for these purposes a barrier is anything he
could not physically go through; a closed door
is a barrier, a pit is not).

4-LEVITATION (F) DURATION:1 min/Ivl
RANGE:10' Allows target to move up and
down vertically 10 '/rnd; horizontal movement
is possible only through normal means.

5-FLY (F) As Levitation, except target can fly at a
rate of 75'/rnd (or 5§ MPH).

6-PORTAL (F) DURATION:1 rnd/Ivl
RANGE: T Opens a portal 3'x6'x3 ' in any
solid surface, through which anyone can pass.

7-FLY (F) As above, except target flies at
150 '/rnd.

8-LONG DOOR (F) As Leaving, except caster
can pass through barriers by specifying exact
distances.

9-LEAVING (F) As above, except target can be
moved 300,

10-TELEPORT I (F) As Long Door, except
movement range is 10 mile/lvl. This is very
risky. The following chances for failing exist:
Never seen place(only described) = 50%; Been
briefly( 1 hr) =25%; Studied (24 hr)=10%;
Studied carefully (1 week)=1%; Lived in (1
yr)=.01%. In case of failure: first determine
direction of error (randomly), then determine
amount of error (make an open-ended roll for
number of feet).

11-FLY (F) As above, except movement rate is
300 '/rnd.

12-LONG DOOR (F) As above, except movement
range is 300,

13-TELEPORT III (F) As Teleport I, except up
to 3 targets may be moved to same place.

14-PORTAL TRUE (F) As Portal, except portal
is 3’x6' and up to 5'/Ivl deep.

15-LONG DOOR (F) As above, except movement
range is 500 .

16-TELEPORT V (F) As Teleport III, except 5
targets may be moved.

17-FLY (F) As above, except movement rate is
450'/rnd,

18-TELEPORT X (F) As Teleport I, except 10
targets may be moved.

19-MASS LEAVING (F) As Leaving, except as
many targets as the caster’s level may be moved,

20-LORD TELEPORT (F) As Teleport III, ex-
cept 20 targets may be moved.

25-MASS LONG DOOR (F) As Long Door, ex-
cept as many targets as the caster’s level may be
moved up to 300,

30-MASS TELEPORT (F) As Teleport I1I, except
as many targets as the caster’s level may be
moved.

50-TELEPORT TRUE (F) As Teleport I, except
with no movement range limit.




CLOSED ESSENCE SPELL LISTS

SPELL ENHANCEMENT DISPELLING WAYS SHIELD MASTERY RAPID WAYS GATE MASTERY
1) RUN T* FAMI LTAR (1
2) CANCEL ESSENCE®* ¢ SHIELD* SPEED 1* (2
3) EXTENSION 11- CANCEL MENTALISM®* . BLUR SUMMONS T ¢ (3
4) CANCEL CHANNELING®* ¢ SPEED IT* (4
5)  RANGING (+50') DISPEL ESS. (10'R)*c DEFLECTIONS 1* SPRINT 1* SUMMONS 11 ¢ (5
6) DISPEL MENT. (10'R)* HASTE 1* CONTROL T*c (6
7)  EXTENSION IT11 (x3) DISPEL CHAN. (10'R)% BLADETURN 1* SPEED 111* SUMMONS 11T ¢ (7
8) HASTE 11* LESSER DEMONIC GATE (8
9) DEFLECTIONS 11* FAST SPRINT* SUMMONS V ¢ (9
10)  RANGING (+100'") DISPEL ESS. (50'R)* AIM UNTRUE T* SPEED \* CONTROL T1*c (10
11)  EXTENSION 1V (x4) DISPEL MENT. (50'RPMc BLADETURN II* RUN TI7* SUMMONS X ¢ (n
12) DISPEL CHAN. [(50'R)*c HASTE T17* (12
13)  RANGING (+150'") DEFLECTIONS TI1T* CONTROL T17% (13
14) DISPEL ESS. (100'R)*c SPRINT T11* (14
15)  RANGING {+200'") DISPEL MENT.(10C'R)™e  AIM UNTRUE TT* HASTE V* WATTING SUMMONS ¢ (15
16) DISPEL CHAN.[100°'RJ* RUN V* LORD SUMMONS ¢ (16
17)  RANGING (+300') UNESSENCE BLADETURN T1T* SPEED X* (17
18) UNMENTFALTSM SPRINT v* GREATER DEMONIC GATE (18
19) UNCHANNE LING ATM UNTRUE T17* CONTROL 1V*c (19
20)  RANGING {+500") CANCEL TRUE*c MASS DEFLECTTONS* HASTE X* HMASS SUMMONS ¢ (20
25)  EXTENSION (+12 hns.) DISPEL ESS.*c MASS BLADETURN* MASS RUN* MASTER T1* (25
30)  EXTENSION [(+24 hns.) DISPEL TRUE MASS AIM UNTRUE* MASS SPEED* WATTING GATE®*c (30
50)  PERMANENT DISPEL TRUE RE-ATMING* MASS HASTE* CONTROL U*e (50

SPELL ENHANCEMENT

3-EXTENSION II (U) DURATION: V
RANGE: S Causes the caster’s next spell cast
within 3 rounds to have 2 x normal duration;
not cumulative with any other extensions.

5.RANGING (U) As Extension lI, except range
is increased by 50 .

7-EXTENSION III (U) As Extension II, except
duration is 3 X normal.

10-RANGING (U) As above, except range is in-
creased by 100",

11-EXTENSION IV (U) As Extension II, except
duration is 4 x normal.

13“RANGING (U) As above, except range is in-
creased by 150",

15-RANGING (U) As above, except range is in-
creased by 200",

17-RANGING (U) As above, except range is in-
creased by 300",

20-RANGING (U) As above, except range is in-
creased by 500",

25-EXTENSION (U) As Extension II, except du-
ration is increased by 12 hr.

30-EXTENSION (U) As Extension [, except du-
ration is increased by 24 hr,

50-PERMANENT (U) DURATION: P RANGE:
S As Extension 11, except spell duration is per-
manent, Only one such spell can be in effect at
a time for each spell caster.

NOTE: A gamesmaster may deem certain spells
non-extendable: i.e. increasing the duration of
a Firebolt by 12 hr. is ridiculous.

1

DISPELLING WAYS

2-CANCEL ESSENCE (F %) DURATION: C
RANGE: S When a spell of the essence realm is
thrown on the caster (of Cancel Essence), the
attack spell must first make a RR successfully

. before the caster can make one. The attack level
of the RR is the level of the caster of the dispel
spell, and the defender level is the level of the
caster of the spell. If the first RR is successful
then the spell procedure proceeds normally.

3-CANCEL MENTALISM (F «) As Cancel Es-
sence, except only mentalism spells are affected.

4-CANCEL CHANNELING (F#) As Cancel
Essence, except only channeling spells are af-
fected.

5-DISPEL ESSENCE (F * )As 2above,except dis-
pelling effect is in a 10 'R about the caster and
any already existing spells in the radius must
save with a + 30 modification or be canceled.

6-DISPEL. MENTALISM (F ) As Dispel Es-
sence, except only mentalism spells are affected.

7-DISPEL CHANNELING (F & ) As Dispel Es-
sence, except only channeling spells are af-
fected.

10-DISPEL ESSENCE (F & ) As Dispel Essence,
except radius is 50",

11-DISPEL MENTALISM (F %) As above, ex-
cept radius is 50",

12-DISPEL CHANNELING (F * ) As above, ex-
cept radius is 50 .

14-DISPEL ESSENCE (F %) As above, except
radius is 100",
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15-DISPEL MENTALISM (F %) As above, ex-
cept radius is 100",

16-DISPEL CHANNELING (F * ) As above, ex-
cept radius is 100",

17-UNESSENCE (F) DURATION:1 day
RANGE:100’ Target has no essence power
points and thus can throw no essence spells for 1
day (includes spells thrown using spell bonus
items). This can also be thrown against items
which could normally cast spells.

18-UNMENTALISM (F) As Unessence, except
mentalism is affected.

19-UNCHANNELING (F) As Unessence, except
channeling is affected.

20-CANCEL TRUE (F%) DURATION: C
RANGE: S As Cancel Essence except all three
realms are affected.

25.DISPEL ESSENCE (F %) As Dispel Essence
(Ivl 5), except radius is 300",

30-DISPEL TRUE (F) As above, except has a
10 'R like Dispel Essence (vl 5) and affects all 3
realms.

50-DISPEL TRUE (F) As above, except radius is
507,




SHIELD MASTERY

2-SHIELD (F+) DURATION:1 min/lvl
RANGE: S Creates an invisible force shield in
front of the caster; it subtracts 25 from melee
and missile attacks and functions as a normal
shield.

3-BLUR (F) DURATION:1 min/lvl RANGE:10'
Causes target to appear blurred to attackers,
subtracting 10 from all attacks.

5-DEFLECTIONS 1 (F%) DURATION:—
RANGE: 100" Caster can deflect any one mis-
sile that passes within 100’ of him; this causes
100 to be subtracted from the missile’s attack
(missile must pass through caster’s field of
vision).

7-BLADETURN I (F & ) As Deflections I, except
its effect is against 1 melee attack.

9-DEFLECTIONS II (F & ) As Deflections I , ex-
cept 2 missiles may be affected.

10-AIM UNTRUE I (F %) As Deflections I, ex-
cept missile automatically misses.

11-BLADETURN II (F % ) As Bladeturn I, except
2 melee attacks may be affected.

13-DEFLECTIONS III (F %) As Deflections I,
except 3 missiles may be affected.

15-AIM UNTRUE 11 (F &) As Aim Untrue I, ex-
cept 2 missiles may be affected.

17-BLADETURN III (F #) As Bladeturn I, ex-
cept 3 melee attacks may be affected.

19-AIM UNTRUE I (F %) As Aim Untrue I,
except 3 missiles may be affected.

20-MASS DEFLECTIONS (F «) As Deflections
I, except as many missiles as the caster’s Ivl may
be affected.

25-MASS BLADETURN (F %) As Bladeturn I,
except as many melee attacks as the caster’s Ivl
may be affected.

30-MASS AIM UNTRUE (F & ) As Mass Deflec-
tions, except missiles automatically miss.

50-RE-AIMING (Fw) DURATION:—
RANGE:100 " All missiles passing within 100’
of caster are reversed into their source with a
+ 5 modification.

RAPID WAYS )

1-RUN 1 (Fx) DURATION:10 min/lvl
RANGE:10" Target may run (2x walking
pace) without tiring, but once he stops or per-
forms some other action the spell is canceled.

2-SPEED I (F%x) DURATION:1 rnd
RANGE:10’ Target may act at twice his normal
rate, but immediately afterwards must spend a
number of rounds equal to the rounds speeded
at half rate. Suggested rules for handling this
are in section 7.4 of the rules.

4-SPEED II (F %) As Speed I, except duration is
2 rounds for one target or 1 rnd for each of 2
targets.

5-SPRINT I (F %) As Run I, except target may
move at 3x walking pace.

6-HASTE I (F %) As Speed I, except no half rate
rounds are required.

7-SPEED 111 (F %) As Speed I, except duration is
3 rounds for 1 target or 2 rnd for 1 target and 1
rnd for 1 other target or any other combination
of targets and rounds that total 3 rounds of
speed.

8-HASTE 11 (F %) As Speed II, except no half
rate rounds.

9-FAST SPRINT (F) As Run 1, except target
may move at 4 x walking pace.

10-SPEED V (F %) As Speed 111, except total
rounds is 5,

11-RUN III (F & ) As Run I, except 3 targets may
be affected.

12-HASTE III (F %) As Speed III, except no half
rate rounds.

14-SPRINT III (F % ) As Sprint I, except 3 targets
may be affected.

15-HASTE V (F %) As Haste 1II, except total
rounds is 5.

16-RUN V (F %) As Run I, except 5 targets may
be affected.

17-SPEED X (F ) As Speed III, except total
rounds is 10.

18-SPRINT V (F %) As Sprint I, except § targets
may be affected.

20-HASTE X (F) As Haste III, except total
rounds is 10.

25-MASS RUN (F %) As Run I, except as many
targets as the caster’s Ivl may be affected.

30-MASS SPEED (F & ) As Speed I1I, except to-
tal rounds is the caster’s level.

50-MASS HASTE (F % ) As Haste III, except to-
tal rounds is the caster’s level.

Staff of Agonar

X3 power point multiplier;
Will burst into flame upon
command (harmless o the
wielder), illuminating a
10" ranius;

Provides immunity to heat
and cold while ablaze;
Fires up to 3 fireholts a
Nay (at 3x damage).

Fashioned of gnarled hlack
wood with a red crystaline
arh set In the top.
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GATE MASTERY

1-FAMILIAR (M) DURATION: P Range: T
The caster can attune himself to a small ani-
mal(to be called his familiar). The caster must
obtain the animal (can be no more than 10% of
caster’s own mass) and cast the spell on the ani-
mal once/day for 1 week(concentrating for 2
hrs/day). The caster can then control the famil-
iar and view the world through its senses by con-
centrating on it {(must be within 50 '/Ivl). If the
animal is killed the caster will be at —25 on all
actions for 2 weeks.

3-SUMMONS 1 (FM) DURATION: V (C).
RANGE: 100" Caster can summon a first level
non-intelligent creature who will obey him, for
one minute (if he concentrates), and then dis-
appear. The general type of the creature can
be specified by the caster but exactly what the
creature is should be determined randomly (e.g.
the caster could specify four-legged, hooved,
and could get a zebra, horse, camel, etc.).

5-SUMMONS 1II (FM)As Summons [, except
caster can summon one 2nd level creature or
two Ist level creatures.

6-CONTROL I (M ) As Control I on the Evil
Magician Base List, Dark Summons.

7-SUMMONS III (F) As Summons I, except a 3rd
level (for 1 minute) or a 1st level (for 3 minutes)
may be summoned.

8-LESSER DEMONIC GATE (E) As Lesser De-
monic Gate on Dark Summons List.

9-SUMMONS V (FM) As Summons 111, except a
total of 5 levels/minute is allowed.

10-CONTROL 1l (M %) As Control II on Dark
Summons List.

11-SUMMONS X (FM) As Summons 111, except
a total of 10 levels/minutes is allowed.

13-CONTROL M1 (M %) As Control 11l on the
Dark Summons List.

15-WAITING SUMMONS (FM) As Summons
X, except it can be cast at a particular point and
the arrival of the summoned creature can be de-
layed up to 1 day/lvl of caster or until a move-
ment sets it off. The creature can be left a sim-
ple task to perform.

16-LORD SUMMONS (FM) As Summons 111,
except a total of 20 levels/minutes is allowed.

18-GREATER DEMONIC GATE (E) As
Greater Demonic Gate on the Dark Summons
list.

19-CONTROL 1V (M %) As Control 1V on the
Dark Summons list.

20-MASS SUMMONS (FM) As Summons I11,
except as many levels, minutes as the level of the

caster may be summoned.
25-MASTER I1 (M &) As Master 11 on the Dark

Summoeons list.

30-WAITING GATE (M x) As Waiting Sum-
mons, except it functions as Greater Demonic
Gate.

50-CONTROL ¥V (M%) As Control V on the
Dark Summons list,



FIRE LAW

1-BOIL LIQUID (F) DURATION: C
RANGE:10' 1 cu 'of liquid/lvl can be heated
to boiling at a rate of 1 cu’/rnd.

2-WARM SOLID (F) DURATION:24 hr.
RANGE:10’ Any solid inanimate, non-metal
material (1 cu'/lvl) can be warmed to 100°F
at a rate of 1 cu'/rnd.

3-WOODFIRES (F) DURATION:— RANGE:
1' Causes any wood to ignite and burn. All
wood ignited must be within 1’ of caster’s
palm.

4-WALL OF FIRE (E) DURATION:1 rnd/Iv]
RANGE:100’ Creates an opaque wall of fire
(up to 10'x10'x6"). Anyone passing
through it takes a ““‘A’ heat critical(NO RR).

5.HEAT SOLID (F) As Warm Solid, except ma-
terial can be heated to S00° at a rate of
100°/rnd.

6-FIRE BOLT (E) DURATION:—
RANGE:100° A bolt of fire is shot from the
palm of the caster; results are determined on
the Fire Bolt Table.

7-CALL FLAME (E) As Wall of Fire, except it
creates a cube of flame (up to 10’ x 10" % 10");
it takes 1 complete rnd for the cube to form
and be effective. An “‘A’ critical is dealt for
each round passing through (or in). Range is
only 107

8-FIRE BALL (E) DURATION:—
RANGE:100" A 1’ ball of fire is shot from
the palm of the caster, it explodes to affect a
10'R area; results are determined on the Fire
Ball Table.

10-CIRCLE AFLAME (E) As Wall of Fire, ex-
cept “‘wall’’ is 10" high and forms a 10'R cir-
cle (6"thick) with the caster at the center(it is
nonmobile).

11-FIRE BOLT (E) As above, except range is
300"

12-CALL FLAME (E) As above, except cube is
up to 20 x 20" x 20" in size and can be up to
20’ away.

13-WAITING FLAME (E) As Call Flame, ex-
cept size is up to a 10’ cube and the effect can
be delayed up to 24 hr.; triggered by time,
sound, violent action, etc.

14-FIRESTORM (E) As Call Flame, except
small balls of flame rain down in a 10’ cube
causing a ‘“‘B’" critical to all passing
through(or in),

15-METAL FIRES (F) DURATION:1 rnd/Ivl
RANGE:100‘ Causes a metal object to burst
into flames, the object can be up to 1 lb/lvl in
mass. If the object is on a being, it gets a RR
and if it fails the being takes a Heat critical of
a severity to be determined by its location on the
being’s body.
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ICE LAW

1-FREEZE LIQUID (F) DURATION: C
RANGE:10" 1§ cu’ of liquid/lvl is cooled to
freezing at a rate of 1 cu’/rnd (temp. cannot
be lower than — 20°F).

2-COOL SOLID (F) DURATION:24 hr.
RANGE:10" Any solid, inanimate, non-metal
material can be cooled to —20°F, at a rate of
1 cu'/rnd.

3-WALL OF COLD (E) DURATION:1 rnd/lvl
RANGE:100' Creates a clear wall of intense
cold (up to 10°'x10'x1’), anyone passing
through takes an ‘‘A’ cold critical(no RR).

MAGICIAN BASE SPELL LISTS

FIRE LAW ICE_LAW EARTH LAW
1) BOIL LIQUID ¢ FREEZE LIQUID ¢ ENCHANTED ROPE ¢
2)  WARM SOLTD COOL SOLID LOOSEN EARTH
3)  WOODFIRES WAL OF COLD 7
4) WALL OF FIRE EARTHWALL
§) HEAT SOLID CHILL SOLID _ CRACKS CALL
6) FIRE BOLT 1CE BOLT
7)  CALL FLAME COLD BALL (20') STONEWALL
8) FIRE BALL WALL OF TCE
9) CALL COLD STONE/EARTH
10)  CIRCLE AFLAME _CIRCLE OF COLD TEARTHWALL TRUE
11)  FIRE BOLT (300') ICE BOLT (300 EARTH/MUD
12) CALL FLAME (20') WATER-TCE EARTH/STONE
13)  WAITING FLAME . CHTLL METAL STONEWALL TRUE
14)  FIRESTORM CALL COLD {20) MUD/EARTH
15)  METAL FIRES coLD BOLT 1500") UNEARTH
16) TRIAD OF FLAME TRIAD OF 1CE MELD WALL
17)  FIRE BOLT (500') STONE/MUD

18) WAITING FIRESTORM
19) CALL FLAME (50')

CALL COLD (50')

CURVED WALL

20) CORNER FIRES COLD BALL {40') UNSTONE
25) FOLLOWING FIRES RAIN/SNOW UNMETAL
30) STONE FIRES COLD TRUE TREMORS
50) FIRE MASTERY COLD MASTERY EARTH MASTERY

5-CHILL SOLID (F) As Cool Solid, except ma-
terial can be cooled to —200°F, at a rate of
(lcu’ and —100°)/rnd.

6-ICE BOLT (E) DURATION:— RANGE:100'
A bolt of ice is shot from the palm of the cast-
er; results are determined on the Ice Bolt
Table.

7-COLD BALL (E) DURATION:—
RANGE:100’ A 1’ ball of cold is shot from
the palm of the caster, it explodes to affect a
20'R area; results are determined on the Cold
Ball Table.

8-WALL OF ICE (E) DURATION: P
RANGE:100’ Summons a wall of ice up to
10" x 10" (2" at base, 1 at top); must rest on
solid surface. It can be melted(100 hits),
chipped through(50 man-rounds) or toppled
(if one end is not against a wall).

9-CALL COLD (E) As Call Flame on the Fire
Law list, except delivers cold criticals.

10-CIRCLE OF COLD (E) As Circle Aflame on
the Fire Law list, except delivers cold criticals
and the area is 20 'R.

11-1CE BOLT (E) As above, except range is
300,

12-WATER-ICE (F) DURATION: P
RANGE:100' Changes 10 cu’'/lvl of water to
ice.

13-CHILL METAL (F) As Chill Solid, except
chills metal to the point that it becomes brit-
tle(1 object only).

14-CALL COLD (E) As above, except size is up
to a 20’ cube and range is 20'.

15-COLD BOLT (E) As above, except range is
5007,
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EARTH LAW

1-ENCHANTED ROPE (F) DURATION: C
RANGE: 10 '/Ivl If caster holds one end of a
rope he can cause the rope to move up to its
length in any direction and to tie itself in knots
(it cannot attack or tie up a living being).

2-LOOSEN EARTH (F) DURATION: P
RANGE:100" Loosens 100 cu ' of earth to the
consistency of plowed ground.

4-EARTHWALL (E) DURATION:1 min/lvl
RANGE:100 ' Summons a wall of packed earth
up to 10" x 10" x (3 'at base, 1 'at top); must
rest on solid surface.

5-CRACKS CALL (F) DURATION:—
RANGE:100 " Any previous cracks or flaws in
material up to 10'x 10’ x 10" section will ex-
tend to their limit.

7-STONEWALL (E) As Earthwall, except wall is
up to 10°x 10" x 1" of stone.

9.STONE/EARTH (F) DURATION: P
RANGE:100" Changes 100 cu’ of stone to
packed earth; change is gradual and takes 3
rnds.

10-EARTHWALL TRUE (E) As Earthwall, ex-
cept duration is permanent,

11-EARTH/MUD (F) As Stone/Earth, except
changes earth to soft mud.

12-EARTH/STONE (F) As Stone/Earth, except
changes packed earth to solid stone and loose
earth to gravel.

13-STONEWALL TRUE (E) As Stone Wall, ex-
cept duration is permanent,

14-MUD/EARTH (F) As Stone/Earth, except
changes mud to packed earth.

15-UNEARTH (F) DURATION: P
RANGE:100° Disintegrates 100 cu' of earth.



16th-5thth level spells are on pg. 22.

LIGHT LAW WIND LAW
PROJECTED LTGHT BREEZES ¢

SHOCK BOLT ATRWALL ¢

LIGHT -

“SHADE STUN CLOUD (5')
SUDDEN LIGHT AIR STOP ¢

DARK STUN CLOUD {10')
LIGHT (50') VACUUM (5')
SHOCK BOLT (300') AIRSTOP (20') ¢
DARK (50")

LIGHTNING BOLT

WAITING LIGHT
SHOCK BOLT {500")
BEACON

" yACULM (107)

WHIRLWIND ¢
LIGHTNING BOLT (300')

UTTERLIGHT VACUUM (20')
UTTERDARK GREAT VACUUM
BEACON (10 mdi) STUN CLOUD (20')

LIGHTNING BOLT (500')

CORNER LIGHTNING BOLT  HARD WIND c

FOLLOWING LIGHTNING B. STORM CALL

LIGHT MASTERY WIND MASTERY

LIGHT LAW

1-PROJECTED LIGHT (F) DURATION:10
min/lvl RANGE:25' Beam of light(like a
flashlight) springs from the caster’s palm; 50°
effective range,

2-SHOCK BOLT (E) DURATION:—
RANGE:100" A bolt of intense, charged light
is shot from the palm of the caster; results are
determined on the Shock Bolt Table.

3-LIGHT (F) DURATION:10 min/lvl RANGE:
T Lights a 10 'R area about the point touched.

4-SHADE (F) DURATION:10 min/lvl RANGE:
100 'R All shadows in radius deepen, aiding
hiding by + 25.

5-SUDDEN LIGHT (F) DURATION:—
RANGE:100' Causes a 10'R burst of intense
light; all those inside are stunned 1 rnd/5%
failure.

6-DARK (F) As light, except the radius is as a
dark night.

7-LIGHT (F) As above, except radius can be up
to 50’(can be changed by concentrating 1
round).

8-SHOCK BOLT (E) As above, except range is
300,

9-DARK (F) As above, except radius is 50 '(as in
Light,Ivl 7).

10-LIGHTNING BOLT (E) As Shock Bolt, ex-
cept a Lightning Bolt is shot and the results are
determined on the Lightning Bolt Table.

11-WAITING LIGHT (F) DURATION: V
RANGE:100' In conjunction with any light or
dark spell can delay the action of that spell un-
til up to 24 hr passes OR a being passes OR a
certain word is said OR etc.

STUN cLOuD (20')

DEATH CLOuD (5')

AIRSTOP (100') c

DEATH CLoup (10°)

REVERSE WINDS ¢

MAGICIAN BASE SPELL LISTS

WATER LAW
CONDENSATION (1
FOG (2
WATERWALL c (3
WATER BOLT (4
_ UNFOG (5
(6
(7
“CALM WATER ¢ (8
(9
WATERWALL TRUE (10
_WATER BOLT (300') (11
(12
CALL RAIN (13
(14
WATER BOLT (500') (15
TRTAD OF WATER (16
(17
CALM WATER TRUE ¢ (18
(19
WHIRLPOOL o (20
PART WATER c (25
SEA STORM (30
WATER MASTERY (50

12-SHOCK BOLT (E) As above, except range is
500",

13-BEACON (F) DURATION:!l min/lvl
RANGE: T Ray of light of any color springs
from caster’s palm; can be up to 5 miles long.

15-LIGHTNING BOLT (E) As above, except
range is 300,

Ruul's Wana

+3 pnwer point ander

will agd 20% to
expertise when usen
bn fire amy "lightning
holt' spell (wand will
not fire spells itsell;
user must possess the
spell.)

will mulkiply damage of
"lightning holk' hy ane
more time (i.e., a
bolt thrown as X3 hits
will strike at x4 hits)
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WIND LAW

1-BREEZES (F) DURATION: C
RANGE:10'R/Ivl Causes a light cooling breeze
as long as the caster concentrates.

2-AIRWALL (F) DURATION: C RANGE: 100’
Creates a 10" x 10" x 3’ wall of dense churning
air, cuts all movement and attacks through it by
50%.

4-STUN CLOUD (F) DURATION:6 rnds
RANGE:twice radius Creates a 5'R cloud of
charged gas particles: delivers a “‘C”’ electricity
critical on 1st and 2nd rounds, a “‘B’” on rounds
3 and 4, and a “A”" on rounds 5 and 6. It drifts
with the wind and affects all in radius.

5-AIRSTOP (F) DURATION: C RANGE:100'
Cuts all generalized air movement (i.e. wind) by
3J0MPH ina 10'R.

6-STUN CLOUD (F) As above, except radius is
107,

7-YVACUUM (F) DURATION:— RANGE:100'
Creates a 5 'R near vacuum, all in radius take a
“B” impact critical, as air leaves and rushes
back in.

8-AIRSTOP (F) As above, except radius is 20 .

10-STUN CLOUD (F) As above, except radius is
20",

11-DEATH CLOUD (F) DURATION:10 rounds
RANGE:twice radius As Stun Cloud, except
radius is 5 'R: delivers an ““E”’ on rounds 1 and
2,a*D"” on rounds 3 and 4, a ““C" on rounds
5and 6, a ‘““B”* on rounds 7 and 8, and a “A”’
on rounds 9 and 10.

12-VACUUM (F) As above, except radius is 10,

13-AIRSTOP (F) As above, except radius is 100 '.

14-WHIRLWIND (E) DURATION: C
RANGE:100" Creates a 10'R whirlwind that
delivers an ‘A’ impact critical to every one in-
side(every round) and reduces movement by
80%. Caster can move it 1’'/round.

15-DEATH CLOUD (F) As above, except radius
is 107,

WATER LAW

1-CONDENSATION (F) DURATION: P
RANGE: T Condenses 1 cu ’ of water from the
surrounding air,

2-FOG (F) DURATION: P RANGE:100' Cre-
ates dense fog within up to 10 ‘R/Ivl.

3-WATERWALIL (E) DURATION: C
RANGE:100" Creates a 10’ x10'x 1" wall of
water, cuts all attacks and movement through it
by 80%,

4-WATER BOLT (E) DURATION:—
RANGE:100" A bolt of water is shot from the
palm of the caster; results determined on the
Water Bolt Table.

5-UNFOG (F) DURATION: P RANGE:100°
Disperses fog in a 10 'R/1vl,

8-CALM WATER (F) DURATION: C
RANGE:100 'R Water within radius is calmed:
waves are cut by 20’ in center and less towards
the perimeter.

10-WATERWALL TRUE (E) As Waterwall, ex-
cept caster need not concentrate and the dura-
tion is 1 min/Ivl.

11-WATER BOLT (E) As above, except range is
300,

13-CALL RAIN (F) DURATION:I0 min/Ivl
RANGE:100 'R/Ivl If there are clouds in the
sky, it rains outdoors for the duration of the
spell.

15-WATER BOLT (E) As above, except range is
500 .



ILLUSION MASTERY

1-ILLUSION 1I (E) DURATION:1 min/Ivl
RANGE:100 ' Creates a simple immobile image
or scene up to an area of 10’'R. One of the fol-
lowing options may also be chosen: a) an extra
sense can be added to the illusion(the corre-
sponding ‘‘Mirage”’ spell must be known) OR
b) the duration can be doubled OR ¢) the range
can be doubled OR d) the radius of effect can
be doubled(limited to 640 'R).

2-PHANTASM [ (E) DURATION:1 min/Ivl
RANGE:100 ' Creates the image of one object
or being, that will move however the caster
wants while he concentrates. When the caster
stops concentrating the image remains, but
stops moving (the caster can resume concentra-
tion later and resume moving the phantasm).
The image can be any size that would fit in a
10 'R sphere.

3-ILLUSION IH (E) As Illusion II, except any
TWO of the options may be chosen.

4-WAITING ILLUSION II (E) As Illusion I, ex-
cept it can be delayed up to 24 hr. OR until trig-
gered by a specific sight, sound, smell, taste, or
touch (sense must be used in the Illusion).

5-PHANTASM II (E) As Phantasm I, except one
of the following options may also be chosen: a)
an extra sense can be added(the corresponding
“Mirage’ spell must be known) OR b) the du-
ration can be doubled OR c¢) the radius of the
sphere limiting the size of the image can be
doubled OR d) the range can be doubled OR e}
another image can be created and moved(all
separate phantasms that move must be within
the caster’s field of vision).

6-ILLUSION V (E) As lllusion I, except any
FOUR of the options may be chosen.

7-WAITING PHANTASM I (E) As Phantasm I,
except it can be delayed as in Waiting Illusion
I1. The Phantasm will move and act if given a
simple command(e.g. attack, run, etc.) or it can
deliver a short speech.

8-WAITING ILLUSION III (E) As Waiting Illu-
sion 11, except any TWO of the options may be
chosen.

9-PHANTASM III (E) As Phantasm II, except
any TWO of the options may be chosen.

10-ILLUSION VII (E) As Illusion II, except any
SIX of the options may be chosen.

11-WAITING PHANTASM III (E) As Waiting
Phantasm I, except any TWO of the options
may be chosen.

12-PHANTASM 1V (E) As Phantasm I, except
any THREE of the options may be chosen.

13-WAITING ILLUSION V (E) As Waiting Illu-
sion II, except any FOUR of the options may be
chosen.

14-PHANTASM V (E) As Phantasm II, except
any FOUR of the options may be chosen.

15-ILLUSION X (E) As Illusion II, except any
NINE of the options may be chosen.

NOTE: If more than one of the above options
may be chosen, the same option may be chosen
more than once (e.g. if two options were avail-
able the range could be doubled to 200' and
doubled again ro 400').

NOTE: The sense aspects of the illusion(or phan-
tasm) are really created(no RR) and detecting
that it is an illusion can only be accomplished
through spells or the use of a sense other than
the senses used by the spell.

ILLUSIONIST BASE SPELL LISTS

ILLUSION MASTERY MUK SEHSE
1) ILLUSTION 11 DETECT ILLUSION
2) PHANTASM T ¢ DETECT INVISIBLE ¢
3) TLLUSION 111 MISFEEL KIND
4)  WATTING TLLUISION T1 MISFEEL POWER T
5) PHANTASM 11 ¢ PRESENCE MIRAGE
6) TLLUSTON V MISFEEL CALLING
7)  WATTING PHANTASM 1 MISFEEL POWER 111
8) WAITING TLLUS. 111

GUISES

BLUR

SHADOW

FACADE 1

SIGNS ¢
DISPLACEMENT 1

FACADE 11
IMPERSONATTON FACADE

9)  PHANTASM 111 ¢
10) TLLUSTON VII

11)  WAITING PHANTASM 111
12)  PHANTASM IV c

13) WATTING TLLUSION V
14)  PHANTASM V ¢

15) TLLUSION X

20)  PHANTASM X ¢
25) WAITING TLLUSTION X
30) ILLUSTON TRUE

50) PHANTASM TRUE ¢

NOTE: If one of the senses used in an illusion{or
phantasm) is feel, then the objects feel real.
Striking an object in the illusion will cause the
feel part of the illusion(or phantasm) to be can-
celled, but the rest of the illusion will remain for
its normal duration. A phantasm with feel as
one of senses used can strike a blow against a
target; the blow is the equivalent of a bare fist.
Use an attack roll and whatever damage a bare

- fist does under the combat system used(spell ex-
pertise does apply). For every time the feel
sense is chosen as an option for a Phantasm
spell, the phantasm can be struck or strike bnce;
after this point the feel is gone from the phan-
tasm. For every time the size radius option was
chosen for a Phantasm spell each bare fist
strike's damage is doubled. Even though the
damage caused by a phantasm’s strike is like a
bare fist, the phantasm can seem to be striking
with any weapon or attack desired(e.g. sword,
dragon claw, hoof, dagger, elc.).

MIND SENSE MOLDING

1-DETECT ILLUSION (P) DURATION:—
RANGE:100' Caster can check one object and
tell if it is an illusion or has an illusion on it.

2-DETECT INVISIBLE (P) DURATION:1
min/IvI{C) RANGE: 100’ Detects any invisible
object or being; one 5 'R area can be checked
each round. All attacks against something so
detected are at —25.

3-MISFEEL KIND (P) DURATION:10 min/Ivl
RANGE:10' Target appears to be of any race
the caster chooses, for the purposes of mental
or magical detections.

4-MISFEEL POWER 1 (P) As Misfeel Kind, ex-
cept target’s level may be misrepresented by |
level(up or down).

5-PRESENCE MIRAGE (P) As Light Mirage on
the Light Molding list, except one ‘‘presence’’
of a being can be created.
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REDUCE POWER EMANATTONS
MISFEEL POWER V

DISTLLUSTON

MISFEEL POWER X
DISTLLUSTON TRUE
MISFEEL

UNPRESENCE
MISFEEL TRUE
LORD UNPRESENCE

MASS MISFEEL

IMPERSONATION VOTICE
FACADE 111
DISPLACEMENT 1T

FALSE TMAGE

MASS BLUR
FACADE V
DISPLACEMENT 111

DISPLACEMENT TV
MASS FACADE T

DISPLACEMENT V
CHANGING FACADE

6-MISFEEL CALLING (P) As Misfeel Kind, ex-

cept target’s profession may be misrepresented.

7-MISFEEL POWER I1I (P) As Misfeel Power I,

except target’s level may be misrepresented by
up to 3 levels.

9.REDUCE POWER EMANATIONS (P) As

Misfeel Power I, except an object’s power ema-
nations may be reduced, so that a minor item’s
power is undetectable and major items seem like
minor items(for spells such as Detect Essence,
Detect Power, Detect Channeling, etc.).

10-MISFEEL POWER V (P) As Misfeel Power I,
except target’s level may be misrepresented by
up to 5 levels.

11-DISILLUSION (P) DURATION:1 min/lvi
RANGE:100' As Detect Illusion, except caster
can check one object/rnd.

13-MISFEEL POWER X (P) As Misfeel Power I,
except target’s level can be misrepresented by up
to 10 levels.

14-DISILLUSION TRUE (P) As Disillusion, ex-
cept all illusions within the range cease to exist
for the caster.

15-MISFEEL (P) DURATION:10 min/lvl
RANGE:10" Applies all the lower level Mis-
feels to a target at once.

GUISES

1-BLUR (E) DURATION:1 min/lvl RANGE:10’
Causes target to appear blurred to attackers,
subtracting 10 from all attacks.

2-SHADOW (E) DURATION:10 min/lvl
RANGE:10" Target and objects on his person
appear to be a shadow; and thus are almost in-
visible in dark areas.

3-FACADE 1 (E) DURATION:1 hr/lvl
RANGE:10" Target has a limited illusion on
himself that allows him to lock like any hu-
manoid race within 20% of his own size. The
illusion moves as the target moves.



SOUND MOLDING

LIGHT MOLDING

TLLUSIONIST BASE SPELL LISTS
FEEL-TASTE-SMELL

SOUND MTRAGE LIGHT MIRAGE SMELL MTRAGE (1
STLENCE {5') PROJECTED LIGHT STRIKE (2
SOUND CONTROL (10') o  LIGHT CONTROL (10') ¢  TASTE MIRAGE (3
SUDDEN SOUND TEAR CLOUD (4
STLENCE (10') SUDDEN LIGHT FEEL MIRAGE T (5
SOUND CONTROL (50')c  SHOCK BOLT (100') (6
DEAFEN STRIKE (300") (7
STLENCE (50'") (8
MINOR ULTRASONTCS BLIND TEAR CLOUD (9
SOUND CONTROL [100') ¢ LIGHT CONTROL (50') ¢ FEEL MIRAGE 11 (10
SUDDEN SOUND (20'R) UTTERLIGHT STRIKE (500") (11
STLENCE (100') (12
BEACON MASS SMELL/TASTE (13
DEAFEN (10'R) UTTERDARK TEAR CLOUD (50') (14
SOUND CONTROL (10'/L)c  LIGHT CONTROL (100'}e  FEEL MIRAGE 111 (15
MASS DEAFENTNG LIGHTNING BOLT (100')  FEEL MIRAGE V (20
MASS STLENCE LIGHT CONTROL (500') ¢  SMELL MIRAGE TRUE (25
SOUND CONTROL TRUE LIGHTNING BOLT (300')  TASTE MIRAGE TRUE (30
MAJOR ULTRASONICS LIGHT CONTROL TRUE ¢ FEEL MIRAGE TRUE (50

4-SIGNS (M) DURATION: C RANGE:20'
RR MOD: - 50 Caster can communicate simple
ideas to the_target through sign language(ves,
no, hungry, goodbye, etc.); to the target it will
seem as if the caster were speaking the target’s
language.

5-DISPLACEMENT I (E) DURATION:I
min/lvl RANGE:10" Target appears to be off-
set from where he actually is, all attacks have no
effect 10% of the time. Each time a foe misses
him, the chance of that foe missing again goes
down 5%,

6-FACADE II (E) As Facade |, except one of the
other senses can be added.

T-IMPERSONATION FACADE (E) As Facade
I, except that a specific person can be imper-
sonated with regards to looks. The person must
have been observed for at least I min. of con-
centration.

8-IMPERSONATION VOICE (E) As Imper-
sonation Facade, except the person’s voice may
be impersonated.

9-FACADE III (E) As Facade I, except two of the
other senses may be added.

10-DISPLACEMENT 11 (E) As Displacement I,
except chance of missing is 20%.

11-FALSE IMAGE (E) DURATION:1 min/Ivl
RANGE: S Creates a duplicate of the caster;
which moves as he wills if he concentrates, and
otherwise does exactly what he does.

13-MASS BLUR (E) As Blur, except as many tar-
gets as the caster’s Ivl can be affected.

14-FACADE V (E) As Facade I, except all of the
other senses may be added.

15-DISPLACEMENT III (E) As Displacement I,
except chance of missing is 30%.

20th-50ch level spells ave on pg. 22.

SOUND MOLDING

1-SOUND MIRAGE (E) As Light Mirage on the
Light Molding list, except a set of immobile
sounds can be created in a 10'R.

2-SILENCE (F) DURATION:1 min/lvl
RANGE:100" Creates a 5'R area into and out
of which sound cannot travel. The area can be
centered on a moving being.

3-SOUND CONTROIL (F) DURATION: C
RANGE:10'R Caster can control the intensity
of sounds within the range; the intensity can
vary from none to a very loud shout, and it can
be different in different parts of the radius.

4-SUDDEN SOUND (F) DURATION:—
RANGE:100" Causes a very loud, sudden
sound next to the target’s ears; target is stunned
I rnd/5% failure.

5-SILENCE (F) As above, except radius is 10'.

6-SOUND CONTROL (F) As above, except radi-
us is 50°.

7-DEAFEN (F) DURATION:1 hr/5% failure
RANGE:100" Target cannot hear sounds oc-
curring more than 6" from his ears, and no one
can hear him speak from more than 6" away.

8-SILENCE (F) As above, except radius is 50°.

9-MINOR ULTRASONICS (F) DURATION:1
md/IvI{(C) RANGE:50'R All beings within
range capable of hearing ultrasonic sounds are
stunned 1 rnd/10% failure; animals capable of
hearing ultrasonics will panic and flee. A RR
must be made once/rnd, while in radius.

10-SOUND CONTROL (F) As above, except ra-
dius is 100",

11-SUDDEN SOUND (F) As above, except ev-
eryone in a 20 'R are affected.

12-SILENCE (F) As above, except radius is 100 .

14- DEAFEN (F) As above, except everyone in
a 10'R is affected.

15-SOUND CONTROL (F) As above, except ra-
dius is 10 '/1vl.

i

LIGHT MOLDING

1-LIGHT MIRAGE (E) DURATION:10 min/1vl
RANGE:100 " Creates any simple immobile im-
age or scene up o an area of 10’'R. NOTE: The
visual aspects of the scene are really created(no
RR) and detecting that it is an illusion can only
be accomplished through spells or the use of a
sense other than sight.

2-PROJECTED LIGHT (F) As Projected Light
on the Light Law list.

3-LIGHT CONTROL (F) DURATION: C
RANGE:10 ‘R Caster can control the intensity
of light within the range; the intensity can vary
from daylight to darkness(natural), and it can
be different in different parts of the radius.

5-SUDDEN LIGHT (F) As Sudden Light on the
Light Law list.

6-SHOCK BOLT (E) As Shock Bolt on the Light
Law list.

9-BLIND (F) DURATION:1 rnd/5% failure
RANGE:100" Creates an area of darkness
about the target’s head, that blinds him unless
dispelled or cancelled by Utterlight.

10-LIGHT CONTROL (F) As above, except area
affected is 50 'R.

11-UTTERLIGHT (F) DURATION:1 min/Ivl
RANGE: T Nullifies all magically created dark-
ness in a 100 'R, and lights that area as full day-
light.

13-BEACON (F) As Beacon on the Light Law
list, except ray is 1 mile long.

14-UTTERDARK (F) DURATION:1 min/lvl
RANGE: T Darkens a 100 'R area, no non-
magic light can exist and magic light (except Ut-
terlight) must make a RR.

15-LIGHT CONTROL (F) As above, except area
affected is 100 'R.

FEEL-TASTE-SMELL

1-SMELL MIRAGE (E) As Light Mirage on the
Light Molding list, except a set of immobile
smells can be created in a 10'R.

2-STRIKE (E) DURATION:— RANGE:100'
Target is struck with the equivalent of a bare
fist. Use an attack roll and whatever damage a
bare fist does under the combat svstem is used
(spell expertise does apply).

3-TASTE MIRAGE (E) As Smell Mirage, except
a set of tastes can be created in a 10'R.

4-TEAR CLOUD (E) DURATION:1 rnd/Ivl
RANGE:100" Creates a 10 'R cloud of noxious
gas that will stun anyone failing to re-
sist(must make a RR each round in cloud).
Cloud drifts with the wind. Targets are stunned
1 rnd/10% failure.

S5-FEEL MIRAGE I (E) As Smell Mirage, except
all the objects in a 10 'R can be made to feel dif-
ferently than they really are. Striking an object
will cancel the spell for that object only.

7-STRIKE (E) As above, except range is 300",

9-TEAR CLOUD (E) As above, except radius is
20",

10-FEEL MIRAGE II (E) As Feel Mirage I, ex-
cept objects with a feel mirage on them must be
struck twice before the feeling is cancelled.

11-STRIKE (E) As above, except range is 500'.

13-MASS SMELL/TASTE (E) DURATION:I
min/lvl RANGE:10' As many objects as the
caster’s lvl can be given individual smells and
tastes.

14-TEAR CLOUD (E) As above, except radius is
50",

15-FEEL MIRAGE III (E) As Feel Mirage 11, ex-
cept objects must be struck 3 times.



ENCHANTING WAYS

1-RESEARCH (1) DURATION:24 hr. RANGE:
§ Allows the caster to research enchanted abili-
ties to be placed in items.

2-EMPATHY (F) DURATION:24 hr. RANGE:
S Allows the caster to enchant an item with em-
pathy.

3-LOW INTELLIGENCE (F) As Empathy, ex-
cept low intelligence can be enchanted.

4-WEAPON I (F) DURATION:24 hr. RANGE:
S Allows the caster to enchant a weapon to + 1
(+5%).

5-ARMOR I (F) As Weapon I, except armor and
shields can be enchanted.

6-GENERAL 1 (F) As Weapon 1, except general
type magic items with bonuses can be enchant-
ed; items like spell adders and spell multipliers
are described in rules.

7-MEDIUM INTELLIGENCE (F) As Empathy,
except medium intelligence can be enchanted.

8-WEAPON 1II (F) As Weapon [, except +2
(+ 10%) bonuses can be enchanted.

9.-ARMOR II (F) As Armor [, except +2
(+ 10%) bonuses can be enchanted.

10-GENERAL 11 (F) As General I, except + 2 bo-
nuses can be enchanted.

12-HIGH INTELLIGENCE (F) As Empathy, ex-
cept high intelligence can be enchanted.

13-WEAPON III (F) As Weapon I, except +3
(+15%) bonuses can be enchanted.

14-ARMOR 1III (F) As Armor I, except +3
(+15%) bonuses can be enchanted.

15-GENERAL I1I (F) As General I, except +3
bonuses can be enchanted.

20-WEAPON IV (F) As Weapon I, except +4
(+20%) bonuses can be enchanted.

25-ARMOR 1V (F) As Armor I, except +4
(+20%) bonuses can be enchanted.

30-VERY HIGH INTELLIGENCE (F) As Em-
pathy, except very high intelligence can be en-
chanted.

50-GENERAL IV (F) As General I, except +4
bonuses can be enchanted.

NOTE: Special enchanted abilities are left off,
since a gamesmaster must decide which abilities
he wants items to have in his world system(e.g.
slaying weapons, holy weapons, weapons with
bonuses vs. certain creatures, elc.).

ESSENCE IMBEDDING

1-RESEARCH (1) DURATION:24 hr. RANGE:
S Allows the caster to research special imbed-
ding spells to be used in creating items.

3-IMBED I (F) DURATION:24 hr. RANGE: S
Allows the caster to imbed a 1st level essence
spell in an item or potion.

4-CHARGE WAND (F) DURATION:24 hr.
RANGE: S Allows the caster to charge a wand.

5-IMBED 11 (F) As Imbed 1, except 1st-2nd Ivl
spells can be imbedded.

6-DAILY I (F) DURATION:24 hr. RANGE: S
Allows the caster to imbed a 1st 1vl spell(using
an Imbed spell) that can be cast once/day.

7-IMBED 11l (F) As Imbed I, except 1st-3rd Ivl
spells can be imbedded.

8-CHARGE ROD (F) As Charge Wand, except
rods can be charged.

9-IMBED 1V (F) As Imbed I, except 1st-4th Ivl
spells can be imbedded.

10-DAILY I (F) As Daily I, except 1st-3rd level
spells can be imbedded: a st ivl spell could be
cast 3 x /day; a 2nd or 3rd, 1 x /day.

ALCHEMIST BASE SPELL LISTS
ENCHANTING WAYS

MENTALISM-CHAN,

ESSENCE IMBEDDING  “lumepping

RESEARCH

IMBED 1

CHARGE WAND

IMBED 1T
DATLY 1

IMBED 111
CHARGE ROD

DAILY 111
IMBED TV

IMBED V
DATLY V

CHARGE STAFF

IMBED X

1)  RESEARCH RESEARCH

2)  EMPATHY

3) LOW INTELLIGENCE TMBED 1

4) WEAPON 1 CHARGE WAND

5) ARMOR 1 IMBED 11

6) GENERAL T DATLY 1

7) MEDIUM INTELLIGENCE IMBED T11

8) WEAPON II CHARGE ROD
9) ARMOR 11 IMBED TV
10) GENERAL 11 DAILY 111
11) IMBED V
12) HIGH INTELLIGENCE CHARGE STAFF
13) WEAPON T1II IMBED VI
14) ARMOR TIT DAILY V
15) GENERAL ITI IMBED VII
20) WEAPON TV IMBED X
25) ARMOR 1V DATLY TRUE
30) VERY HIGH INTELLTGENCE CONSTANT

50) GENERAL TV

11-IMBED V (F) As Imbed I, except 1st-5th lvl
spells can be imbedded.

12-CHARGE STAFF (F) As Charge Wand, ex-
cept staves can be charged.

13-IMBED VI (F) As Imbed I, except 1st-6th Ivl
spells can be imbedded.

14-DAILY V (F) As Daily 1, except 1st-5th Ivl
spells can be imbedded: a Ist Ivl spell could be
cast 4 x /day; a 2nd, 3 x /day; a 3rd, 2x /day;
a 4th or 5th, 1x/day.

15-IMBED V1I (F) As Imbed I, except 1st-7th Ivl
spells can be imbedded.

20-IMBED X (F) As Imbed I, except 1st-10th Ivl
spells can be imbedded.

25-DAILY TRUE (F) As Daily I, except 1st-10th
Ivl spells can be imbedded: a 1st lvl spell could
be cast § x /day; a 2nd or 3rd, 4 x /day; a 4th or
5th, 3 x /day; a 6th or 7th, 2 x /day; a 8th, 9th
or 10th, 1 x /day.

30-CONSTANT (F) As Daily Tr., except certain
spells can be imbedded to operate constantly.

50-IMBED TRUE (F) As Imbed I, except any lvl
spell can be imbedded(will only be castable
once).

IMBED TRUE

Rakirin's Orh

allows owner to nkilize up
to 50 power points woarth
of the 'essence perception’
1ist per fay, as well as
anktomatically allowing him/
her tno see even in complete
darkness through the orh.

orh is 9" in diameter, of
clear cruystal, and weighs
nothing.

TR

DAILY X

CONSTANT

MENT.J/CHAN. IMBEDDING

1-RESEARCH (1) DURATION:24 hr. RANGE:
S Allows the caster to research special imbed-
ding spells to be used in creating items.

3-IMBED I (F) DURATION:24 hr. RANGE: 8
Allows the caster to imbed a Ist level mentalism
or channeling spell in an item or potion.

5.CHARGE WAND (F) DURATION:24 hr.
RANGE: S Allows the caster to charge a wand.

6-IMBED II (F) As Imbed 1, except Ist-2nd Iv]
spells can be imbedded.

7-DAILY I (F) DURATION:24 hr. RANGE: §
Allows the caster to imbed a 1st Ivl spell that can
be cast once/day (requires an Imbed spell).

9-IMBED III (F) As Imbed I, except Ist-3rd Ivl
spells can be imbedded.

10-CHARGE ROD (F) As Charge Wand, except
rods can be charged.

11-DAILY I (F) As Daily I, except 1st-3rd Ivl
spells can be imbedded: a Ist Ivl spell could be
cast 3x/day; a 2nd or 3rd, 1x/day.

12-IMBED IV (F) As Imbed I, except 1st-4th Ivl
spells can be imbedded.

14-IMBED V (F) As Imbed I, except Ist-5th Ivl
spells can be imbedded.

15-DAILY V (F) As Daily I, except 1st-5th vl
spells can be imbedded: a 1st Ivl spell could be
cast 4 x /day; a 2nd, 3 x /day; a 3rd, 2x /day; a
4th or 5th, 1x/day.

20-CHARGE STAFF (F) As Charge Wand, ex-
cept staves may be charged.

25.IMBED X (F) As Imbed I, except Ist-10th Ivl
spells can be imbedded.

30-DAILY X (F) As Daily I, except 1st-10th Ivl
spells can be imbedded: a 1st Ivl spell could be
cast §x /day; a 2nd or 3rd, 4 x /day; a 4th or
5th, 3 x /day; a 6th or 7th, 2 x /day; a 8th, 9th
or 10th, 1 x /day.

50-CONSTANT (F) As Daily X, except certain
spells can be imbedded to operate constantly.



WORK woop WORK LIQUID
RUNE PAPER 1

WORK CLOTH POTION 1
RUNE PAPER 11 MINOR POISON
MAKE WAND WORK GAS
WORK ORGANIC POTION 11

RUNE PAPER 111

RUNE PAPER v
MAKE ROD

POTION 111
MAJOR POTSON

RUNE PAPER VIT POTION TV
RUNE PAPER X

MAKE STAFF POTION V
WORK ORGANIC TRUE POTION X

LORD RUNE PAPER POTSONS TRUE

WORK MAGIC woep MULTIPLE DOSES

RUNE PAPER TRUE LORD POTION

ORGANIC SKILLS
1-WORK WOOD (F) DURATION:24 hr.
RANGE: S Allows caster to work nonmagic
wood.
2-RUNE PAPER [ (F) DURATION:24 hr.
RANGE: S Allows caster to make a sheet of
paper that will hold one 1st level spell (see Rune
mastery list), It takes one week/number of the
Rune spell.
3-WORK CLOTH (F) As Work Wood, except
cloth may be worked.
4-RUNE PAPER II (F) As Rune Paper I, except
paper will hold a 1st-2nd Ivl spell.
5-MAKE WAND (F) DURATION:24 hr
RANGE: S Allows the caster to make a wand
as described in section 9.9 of the rules.
“6-WORK ORGANIC (F) As Work Wood, except
allows caster to work ordinary organic material.
7-RUNE PAPER III (F) As Rune Paper I, except
paper will hold a Ist-3rd vl spell.
9-RUNE PAPER V (F) As Rune Paper I, except
paper will hold a Ist-5th Ivl spell.
10-MAKE ROD (F) As Make Wand, except a rod
can be made.
12-RUNE PAPER VII (F) As Rune Paper I, ex-
cept paper will hold a Ist-7th Ivl spell.
14-RUNE PAPER X (F) As Rune Paper I, except
paper will hold a 1st-10th Iv] spell.
15-MAKE STAFF (F) As Make Wand, except a
staff can be made.
20-WORK ORGANIC TRUE (F) As Work Or-
ganic, except any organic material may be
worked (e.g. this might be required to work the
skin of dragons).
25-LORD RUNE PAPER (F) As Rune Paper I,
except paper will hold a 1st-20th vl spell.
30-WORK MAGIC WOOD (F) As Work Wood,
except magic wood may be worked.
50-RUNE PAPER TRUE (F) As Rune Paper I,
except paper will hold any level spell.

LIQUID-GAS SKILLS

ALCHEMIST BASE SPELL LISTS

INORGANIC SKILLS
WORK TRON (1
WORK STEEL 1 (2
WORK NORMAL METALS (3
WORK ALLOY (4
MAKE STEEL (s
WORK STEEL 11 (6
MAKE ALLOVS (7
WORK STONE (8
(9
WORK ALLOY (10
WORK JEWELS (11
(12
(13
(14
WORK MITHRTL (15
WORK LAEN (20
WORK EOG (25
MAKE EOG (30
MAKE /WORK (50

NOTE: Rune paper may be re-used; each sheet
may hold only one spell at a time, and that spell
is gone when used, but the same paper may then
be re-inscribed with the same or different
runes.

LIQUID/GAS SKILLS

1-WORK LIQUID (F) DURATION:24 hr.
RANGE: S Allows caster to work with non-
magic liquids.

3-POTION I (F) DURATION:24 hr, RANGE: S
Allows caster to make one dose of a potion that
can have a 1st level spell imbedded in it.

4-MINOR POISON (F) DURATION:24. hr.
RANGE: S Allows caster to safely handle, pre-
pare and process minor poisons.

5-WORK GAS (F) As Work Liquid, except allows
caster to work with nonmagic gas.

6-POTION II (F) As Potion I, except a 1st-2nd
Ivl spell can be imbedded.

9-POTION III (F) As Potion I, except a 1st-3rd
Ivl spell can be imbedded.

10-MAJOR POISON (F) As Minor Poison, ex-
cept works with all but the most deadly poisons.

12-POTION 1V (F) As Potion I, except a Ist-4th
Ivl spell can be imbedded.

15-POTION V (F) As Potion 1, except a 1st-5th
Ivl spell can be imbedded.

20-POTION X (F) As Potion I, except a 1st-10th
Iv1 spell can be imbedded. e

25-POISONS TRUE (F) As Major Poison, except
works with all poisons,

30-MULTIPLE DOSES (F) As Potion I, except
allows a Potion *‘n” spell to be used to create
multiple doses: for example, a Potion V could
be used to create 5 doses of a st Ivl spell, OR 1
dose of a 3rd Ivl spell and 1 dose of a 2nd OR
2 doses of a 2nd Ivl spell and | dose of a st OR
ete,

50-LORD POTION (F) As Potion I, except 1st-
20th vl spells can be imbedded.
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INORGANIC SKILLS

1-WORK IRON (F) DURATION:24 hr.
RANGE: § Allows caster to work iron.

2-WORK STEEL I (F) As Work Iron, except steel
can be worked to make + 1 nonmagic weapons
(+5%).

3-WORK NORMAL METALS (F) As Work
Iron, except any single normal metal other than
iron and steel can be worked if the material
would make a weapon with no bonuses.

4-WORK ALLOY (F) As Work Iron, except cer-
tain alloys can be worked. Weapons made from
these alloys have no bonuses.

5-MAKE STEEL (F) DURATION:24 hr.
RANGE: S Allows the caster to make steel
from iron, the amount that he can make in a
day depends upon his equipment.

6-WORK STEEL II (F) As Work Steel I, except
steel can be worked to make +2 (+ 10%) non-
magic weapons.

7-MAKE ALLOYS (F) As Make Steel, except al-
loys of normal metals may be made if the com-
ponent metals are available.

8-WORK STONE (F) As Work Iron, except the
caster can work stone if, for some reason, he
wishes to make a stone item.

10-WORK ALLOY (F) As above, except allows
working of alloys that could create up to +3
(+ 15%) nonmagic weapons.

11-WORK JEWELS (F) As Work Iron, except al-
lows caster to work jewels.

15-WORK MITHRIL (F) As Work Iron, except
allows caster to work any inorganic material
that would create a weapon with a +4 (+20%)
bonus (Mithril is an example of this).

20-WORK LAEN (F) As Work Iron, except cast-
er can work any inorganic material that would
make +5 (+25%) weapons (Laen is a super-
hard volcanic glass that could be used in a world
system to fit this description).

25-WORK EOG (F) As Work Iron, except caster
can work any inorganic material that would
make + 6 (+30%) weapons (Eog is an extreme-
ly dense, hard metal that is very difficult to
work and find; it could be used to fit this de-
scription).

30-MAKE EOG (F) DURATION:24 hr.
RANGE: S Allows caster to make any metal or
glass from the appropriate source material(s).

50-MAKE/WORK (F) DURATION:24 hr.
RANGE: S Allows caster to make and work
any metal, alloy, or inorganic material (e.g.
Kregora is an alloy that has intense anti-
essence, anti-channeling and anti-mentalism
properties, it could only be worked through the
use of this spell).

NOTE: The spells manipulating material for non-
magic weapons with a bonus can also be used to
make other nonmagic objects with bonuses
where strength and durability are essential (usu-
ally armor and shields),

—@::u:mxu

NOTE: The above spells allow objects to be cre-
ated and worked; the time requirements, the re-
lationships between spells, and what spells are
required to make certain types of items arc giv-
en in section 9.9 of the rules. These spells can
only be applied when an item is created (or to-
tally reforged).



MONK BASE SPELL LISTS

MONK'S BRIDGE EVASIONS
1) LEAPING 1* SWING 1*
2) LANDING* SPEED 1*
3) TRACTION DODGING 1*
4) EDGERUNNING -SWING 111*
5) LEAPING 11T* FLIP 1*
6) CORNERING T* HASTE 1*
7) LEVITATION® SPEED 111*

8) LANDING TRUE*

9) WALLWALKING c SWING V*
10) GREAT LEAP* SPEED V*
11) CORNERING IT1* FLIP TIT*
12) WALL FLIP* HASTE 111*

13) WALLRUNNING ¢ DODGING U*

14) LEAVING

15) WINDRUNNING SPEED X*

20) CETLING WALKING c HASTE v*

25) CEILING RUNNING c

30) RUN TRUE HASTE X*

50) MONK'S BRIDGE

MONK’S BRIDGE

1-LEAPING 1 (F%) DURATION:1 rnd
RANGE: S Allows caster to leap 50" laterally
or 20 ' vertically in the round that the spell was
cast.

2-LANDING (F %) DURATION:until landing
RANGE: S Allows the caster to land safely in a
fall up to 20 '/lvl, and to take that distance off
the severity of any longer fall.

3-TRACTION (P) DURATION:10 min/lvl
RANGE: S Caster can run on even, unstable
surfaces(sand, ice, etc.) as he would on a hard,
stable surface.

4-EDGERUNNING (P) DURATION:1 min/Ivl
RANGE: S Caster can run on even, narrow (at
least 2" wide) surfaces as if he were on normal
ground.

5-LEAPING HI (F &) As Leaping I, except the
caster can execute 3 ‘“‘leaps’” in succession.
Each leap must be within 90° of the first leap’s
direction.

6-CORNERING 1 (P*) DURATION:—
RANGE: S Allows caster to execute a turn up
to 180° with no deceleration or unbalance(can
be used with any ‘“‘running’’ spells).

7-LEVITATION (F%) DURATION:1 min/Ivl
RANGE: S Allows caster to move up and down
vertically 10 '/rnd, horizontal movement is pos-
sible only through normal means.

8-LANDING TRUE (F % )As Landing, except se-
verity of the fall is cut by 50 '/Ivl.

9-WALLWALKING (F) DURATION:I
min/lvl{C) RANGE: S Caster can walk on sol-
id surfaces up to 90° as if he were on normal
ground.

10-GREAT LEAP (Fx) As Leaping I, except
limit is 10'/1vl laterally and 5 '/lvl vertically.

11-CORNERING III (P %) As Cornering I, ex-
cept caster may execute 3 such turns in one
round.

DODGING T111*

DODGING TRUE*

MONK'S MOVE TRUE

BODY REINS MpNK'S SENSE
BALANCE® SLYEARS*
CONTRACTIONS ¢ NTGHTVISTON®
CONCENTRATION* STPEVISION®
UNPAIN® S SCENT?

FACE SHIFTING WATERVISTON*
WATERLUNGS FOGVISTON*
CONCENTRATION 11* TOUCH*

STRENGTH 11 * DARKVISTON®

UNPATN* (50%) S
BODY SHIFTING

CONCENTRATION TIT*
STRENGTH TI1*
AWAKE* S

UNPAIN* (75%) S
SELF KEEPING* S
CONCENTRATION U*
STRENGTH Tv*
UNPAIN TRUE* S

12-WALL FLIP (F«) DURATION:—
RANGE: S If the caster has a wall within 10';
he can leap to the wall, bounce off and land up
to 25' from the wall(facing any direction).

13-WALLRUNNING (F) As Wallwalking, except
caster may run.

14-LEAVING (F) DURATION:— RANGE: S
As Leaving on the closed essence list, Lofty
Bridge(caster can only move 100°).

15-WINDRUNNING (F) DURATION:1
min/lvl(C) RANGE: S Caster can run on air if
there is a wind blowing, however he can only
run in the direction the wind is blowing.

20-CEILING WALKING (F) DURATION: C
RANGE: S Caster can walk on ANY solid sur-
faces as he would on normal ground (includes
ceilings).

25-CEILING RUNNING (F) As Ceiling Walk-
ing, except caster can run,

30-RUN TRUE (F) DURATION:1 rnd/lvl
RANGE: S Caster can use any one of the lower
level ““running’ spells (on this list) each round.

50-MONK’S BRIDGE (F) DURATION:1 rnd/lvl
RANGE: S Caster can use any one of the lower
level spells (on this list) each round.

EVASIONS

1-SWING I (F % ) DURATION:1 rnd RANGE: S
Allows caster to leap up to 10’ vertically or lat-
erally, grasp and swing from a fixed object, and
land perfectly. The object could be a tree,
branch, rafter, rope, chandelier, etc.

2-SPEED I (F % ) DURATION:1 rnd RANGE: S
Caster may act at twice his normal rate, but
must spend a number of rounds equal to the
rounds speeded at half rate (immediately after-
wards). Suggested rules for handling this are in
section 7.4 of the rules.

0

DETECT INVISIBLE ¢
DETECT TLLUSION

SCENT TRUE
DISTLLUSTON
TOUCH TRUE*
DARKVISTON TRUE*
WOOPSTGHT ¢

MONKSTGHT
STONESIGHT ¢
TRONSIGHT ¢

MONKSENSE

BODY RENEWAL

FLOW STOPPAGE® ¢ (1
CLOTTING 1* ¢ (2
STUN PELTEF T *S (3
PAIN RELTEF 1* ¢ (4
CUT REPAIR T ¢ (5
FRACTURE REPAIR ¢ (6
MUSCLE/TENDON REP. ¢ (7
CLOTTING T111%* ¢ (8
STUN RELIEF 111* S (9
RESIST POTSON* ¢ S (10
PAIN RELIEF II* ¢ (11
VEIN/ARTERY REF. c (12
CUT REPAIR 111 ¢ (13

FRACTURE REPAIR TRUE ¢ (14
MUSCLE/TENDON REP.TR.C (15

NEUTRALIZE POISON* ¢ S (20
CLOTTING TRUE* ¢ (25
NEUT. POISON TRUE* ¢ 5 (30
. RENEWAL TRUE S (59

3-DODGING 1 (F«) DURATION:l rnd
RANGE: S Allows caster to dodge one nonspell
attack (missile or melee); the attack must be
frontal and 50 is subtracted from it.

4-SWING III (F % ) As Swing I, except 3 “‘Swing
I"’s may be executed in rapid succession.

5-FLIP 1 (F %) DURATION:1 rnd RANGE: S
Allows caster to *“flip”” in any direction, landing
up to 10" away (facing in any direction).

6-HASTE I (F & ) As Speed I, except no half rate
rounds are required.

7-SPEED III (F « ) As Speed I, except duration is
3 rounds.

8-DODGING HI (F % ) As Dodging 1, except 3 at-
tacks can be dodged. A

9-SWING V (F %) As Swing I, except 5 ‘“Swing
I”’s may be executed in rapid succession.

10-SPEED V (F %) As Speed I, except duration is
5 rounds.

11-FLIP III (F %) As Flip I, except 3 “Flip I''s
may be executed in rapid succession.

12-HASTE HI (F % ) As Haste 1, except duration
is 3 rounds.

13-DODGING V (F % ) As Dodging I, except 5 at-
tacks can be dodged.

15-SPEED X (F % ) As Speed 1, except duration is
10 rounds. ~

20-HASTE V (F % ) As Haste I, except duration is
5 rounds.

25-DODGING TRUE (F % ) As Dodging I, except
all attack are at — 50.

30-HASTE X (F %) As Haste I, except duration
is 10 rounds.

50-MONK’S MOVE TRUE (F) DURATION:I
rnd/Ivl RANGE: S Caster can use any one of
the non-*‘Speed/Haste”’ spells (on this list) each
round.



BODY REINS

1-BALANCE (U %) DURATION: V RANGE: 5
Adds S0 to any rolls for one slow maneuver
(e.g. walking a 3" beam).

2-CONTRACTIONS (U) DURATION: C
RANGE: S Allows the caster to slightly alter his
muscles, limbs and trunk; this facilitates escap-
ing from bonds and small places.

3-CONCENTRATION 1 (U % )DURATION: V
RANGE: S Adds 10 to any one maneuver (not
combat), no other action can be performed the
round of this maneuver.

4-UNPAIN (S%) DURATION:1 min/Ivl
RANGE: § Caster is able to sustain an addi-
tional 25% of his total concussion hits before
passing out, hits are still taken and remain when
the spell lapses.

5-FACE SHIFTING (P) DURATION:1 hr.
RANGE: S Allows caster to alter form of his
face to resemble someone else,

6-WATERLUNGS (P) DURATION:1 min/lvl
RANGE: S Caster can breathe water but not air
for the duration.

7-CONCENTRATION II (U %) As Concentra-
tion I, except bonus is 20.

8-STRENGTH II (P %) DURATION:I min
RANGE: S Doubles the caster’s strength; in
melee the caster does 2x normal concussion
hits and adds 10 to the attack roll.

9-UNPAIN (S ) As above, except 50% addi-
tional hits may be sustained.

10-BODY SHIFTING (P) As Face Shifting, ex-
cept the form of the body can be altered slightly
to the general shape and size of the desired hu-
manoid race(must be within 25% of the caster’s
normal mass).

11-CONCENTRATION III (U % ) As Concentra-
tion 1, except bonus is 30.

12-STRENGTH I (P %) As Strength II, except
3x normal damage is given in melee.

13-AWAKE (S ) DURATION:— RANGE: S
This spell will awaken the caster from sleep the
round following casting.

15-UNPAIN (S+) As above, except 75% addi-
tional hits may be sustained.

20-SELF KEEPING (S+) DURATION: V
RANGE: S Upon receiving a death blow, the
caster goes into a state of suspended animation,
until he is cured or his brain is destroyed.

25-CONCENTRATION V (U %) As Concentra-
tion 1, except bonus is 50.

30-STRENGTH IV (P %) As Strength II, except
4 x normal damage is given.

50-UNPAIN TRUE (S % ) DURATION:1 min/Ivi
RANGE: S Caster ignores all pain; thus, he can
take his normal hits + constitution(on a 1-100
scale), and ignores all subtractions due to
wounds. When he exceeds this limit he does not
pass out, he dies from system shock.

Boots of Tanrok

These hnots, which will
fit amy humanoin heing,
will confer upon the
pearer the skill of
"Timbrunning' at all
times.

they are invisihle.

Bracers of fanrek

wristhands for use hy a
mank or warrinr monk
+15% to all melee atltacks

with rhe hanos
X2 power point multiplyer
-15% from  Armour Tupe

made of leather, steel
reinforeen

MONK’S SENSE

1-SLYEARS (U %) DURATION:10 min/lIvi
RANGE: S Caster gains double normal
hearing.

2-NIGHTVISION (U % )DURATION:10 min/ivl
RANGE: S Caster can see 100’ on a normal
night as if it were daylight.

3-SIDEVISION (U &) DURATION:10 min/Ivl
RANGE: S Caster has a 300° field of vision.

4-SCENT (U+) DURATION:10 min/Ivl
RANGE: S Caster gains extremely acute sense
of smell.

5-WATERVISION (U %) As Nightvision, except
caster sees 100’ even in murky water.

6-FOGVISION (U ) As Nightvision, except
caster sees 100’ in any precipitation.

7-TOUCH (U ) DURATION:10 min/lvl
RANGE: S Caster gains extreme tactile sensi-
tivity (+ 25 to locks, traps, secret doors, etc.).

8-DARKVISION (U %) As Nightvision, except
caster can see in most magically created dark-
ness.

9.DETECT INVISIBLE (P) As Detect Invisible
on the Detecting Ways open list.

10-DETECT ILLUSION (U) DURATION:—
RANGE: S Caster can detect the slight imper-
fections that exist in any one illusion.

11-SCENT TRUE (U) As Scent, except caster can
detect extremely faint scents (e.g. up to 48 hr.
old, after rain storms, through snow, etc.).

12-DISILLUSION (U) DURATION:—
RANGE: 100’ One illusion within the caster’s
range ceases to exist for the caster only.

13-TOUCH TRUE (U) As Touch, except bonus is
50.

14-DARKVISION TRUE (U) As Nightvision,
caster can see in ALL magically created dark-
ness.

15-WOODSIGHT (U) DURATION: C
RANGE: S Caster can see through 1"/lvl of
wood.

20-MONKSIGHT (U) DURATION:10 min/Ivl
RANGE: S As all lower level “vision” spells
functioning at the same time.

25.STONESIGHT (U) As Woodsight, except
stone can be seen through.

30-IRONSIGHT (U) As Woodsight, except iron
(or steel) can be seen through.

50-MONKSENSE (U) DURATION:1 rnd/Ivl
RANGE: S Caster can use any one of the lower
level spells (on this list) each round.

81

BODY RENEWAL

1-FLOW STOPPAGE 1 (H %) DURATION: C
RANGE: S Reduces the hits/rnd by 1, as long
as the caster concentrates or is immobile.

2-CLOTTING I (H %) As Flow Stoppage I, ex-
cept after 1 hour of concentration the stoppage
is permanent.

3-STUN RELIEF 1 (Hw) DURATION:—
RANGE: S Target is relieved of 1 round’s
worth of accumulated stun.

4-PAIN RELIEF I (H#) DURATION: C
RANGE: S Takes off 1 concussion hit/min.

5-CUT REPAIR I (H) As Clotting I, except it is
permanent after 1 round.

6-FRACTURE REPAIR (H) DURATION: P
RANGE: S Concentrating with this spell 2 hrs
per day for 1-10 days(depending upon the se-
verity), will repair a broken bone (not shattered
or destroyed).

7-MUSCLE/TENDON REPAIR (H) As Fracture
Repair, except cut or broken muscles or tendons
may be repaired.

8-CLOTTING III (H%) As Clotting I, except
hits/rnd can be reduced by 3.

9.STUN RELIEF III (H &) As Stun Relief I, ex-
cept 3 rounds are relieved.

10-RESIST POISON (S%) DURATION: C
RANGE: S Delays the effect of a poison as
long as the caster concentrates.

11-PAIN RELIEF II (H %) As Pain Relief I, ex-
cept takes off 2 hits/rnd.

12-VEIN/ARTERY REPAIR (H) As Fracture
Repair, except repairs a vein or artery.

13-CUT REPAIR III (H) As Cut Repair I, except
hits/rnd can be reduced by 3.

14-FRACTURE REPAIR TRUE (H) As Fracture
Repair, except repair only takes 2 hr. of concen-
tration.

15-MUSCLE/TENDON REPAIR TRUE (H) As
Fracture Repair True, except cut or broken
muscles can be repaired.

20-NEUTRALIZE POISON (S ) DURATION:
C RANGE: S Has a 50% chance of neutraliz-
ing a poison(modified by potency of the poi-
son) if the caster concentrates for 1 hr. In any
case, it delays the poison for as long as the cast-
er can concentrate.

25-CLOTTING TRUE (H %) As Clotting, except
stops all hits/rnd and is permanent after 1 min
of concentration per hit/rnd stopped.

30-NEUTRALIZE POISON TRUE (S«) As
Neutralize Poison, except chance of neutraliza-
tion is 100% (modified).

50-RENEWAL TRUE (S) DURATION: V
RANGE: S While in a trance(from the Self
Keeping spell on the Body Reins list), the caster
can use the lower level healing spells on this list
to repair himself.

Rings uf Tasarin
allow wearer to strike

with fists as if they
were maces.

nf mithril




EVIL MAGICIAN BASE SPELL LISTS

PHYSICAL MATTER
__EROSION _ DISRUPTION

1) PAIN UN-TCE

2) IMPAIR 1 EARTH TO DUST

3) ACHE CRACKS CALL

4) FIRE NERVES POWDER STONE

5) TRAIT EROSION I UN-TCE (1000 cu')

6) IMPAIR III DISRUPTION

7)  PANG EARTH TO DUST (100 cu’)

8) SHATTER

9)  AGONY POWDER STONE (100 cu')
10) TRAIT EROSION 11 UN-TCE (100 cu'/L)
11) IMPAIR V DISRUPTION (10 cu')
12)  SPASM EARTH TO DUST {1000 cu’')
13) MASS PAIN CAUSE CRACKS

14)  TORMENT POWDER STONE (1000 cu')
15)  TRAIT EROSION 111 DISINTEGRATION
20) IMPAIR X MASS EARTH TO DUST
25) MASS FIRE NERVES MASS POWDER STONE
30) TRAIT EROSION V MASS DISRUPTION
50) TRAIT EROSION TRUE  DISINTEGRATION (300')

DARK CONTACTS

FORCE ANALYSIS 117 *
LESSER DEMONTIC CONTACT

FORCE INFORMATION TT1*

FORCE SEARCH 111 *

GREATER DEMONIC CONT.

FORCE ANALYSIS 1V *

FORCE INFO. TV *
FORCE SEARCH TV *

FORCE ANALYSIS v *

FORCE INFO. V *

FORCE SEARCH v *

FORCE ANALYSIS v1 *

FORCE INFO. VI *

DARK SUMMONS

FAMILTAR

SUMMONS T ¢
CONTROL DEMON T *¢
SUMMONS TIT ¢
LESSER DEMONIC GATE

DEMON MASTERY T *
CONTROL DEMON 11 *c
SUMMONS v

DEMON MASTERY TT *
CONTROL DEMON TIT *c

SUMMONS X ¢
GREATER DEMONIC GATE
DEMON MASTERY 111 *
CONTROL DEMON IV *c
DEMON MASTERY TV *

CONTROL DEMON U *c
DEMON MASTERY U *
CONTROL DEMON VI *¢

DEMON MASTERY VI *

DARKNESS
DARKNESS (1
NIGHTVISION (2
DARK CONTROL ¢ (3
(4
DARKNESS (100') (5
DARK VISION (6
DARK CONTROL (50') ¢ (7
SHADOW FORMS ¢ (8
DARKNESS (300') (¢
UTTERDARK (10
DARK CONTROL (100') ¢ (11
NIGHTVISTON TRUE (12
UTTERDARK (13
DARKNESS (500') (14
CLOUDS OF DARKNESS (15
DARKNESS (1000') (20
UTTERDARK (300") (25
DARKNESS (100'/L) (30
CLOUDS OF DARK {Tmi/L) (50

PHYSICAL EROSION

1-PAIN (F) DURATION:I min/lvl
RANGE:100' Target feels pain, and he takes
20% of his remaining hits.

2-IMPAIR I (F) DURATION:1 month/5% fail-
ure RANGE:100' Target has one of his physi-
cal characteristics temporarily lowered(5 in a
1-100 system, 1 in a 3-18 system). If a system
of temporary/permanent characteristics is used
the temporary characteristic (statistic) is low-
ered. Physical characteristics include strength,
agility, quickness, constitution, appearance,
dexterity, etc. .

3-ACHE (F) As Pain, except the ache seems natu-
ral and reduces target’s hits by 10% until cured
(caster must specify nature of ache). The target
is unaware that the spell has been cast on him,
since it affects him gradually.

4-FIRE NERVES (F) As Pain, except target takes
40% of his remaining hits.

5.TRAIT EROSION I (F) As Impair I, except ef-
fect is permanent.

6-IMPAIR III (F) As Impair I, except decrease is
15 (3 for 3-18 system).

7-PANG (F) As Ache, except target’s hits are
reduced by 20%.

9-AGONY (F) As Pain, except target takes 60%
of his remaining hits.

10-TRAIT EROSION 11 (F) As Trait Erosion I,
except decrease is 10 (2 for 3-18 system).

11-IMPAIR V (F) As Impair I, except decrease is
25 (5 for a 3-18 system).

12-SPASM (F) As Ache, except target’s hits are
reduced by 40%.

13-MASS PAIN (F) As Pain, except as many tar-
gets as the caster’s Ivl can be affected.

14-TORMENT (F) As Pain, except target takes
90% of his remaining hits.

15-TRAIT EROSION III (F) As Trait Erosion I,
except decrease is 15 (3 for 3-18 system).

20-IMPAIR X (F) As Impair I, except decrease is
50 (10 for 3-18 system).

25-MASS FIRE NERVES (F) As Fire Nerves, ex-
cept as many targets as the caster’s Ivl can be
affected.

30-TRAIT EROSION V (F) As Trait Erosion I,
except decrease is 25 (5 for 3-18 system).

50-TRAIT EROSION 1RUE (F) As Trait Erosion
I, except one physica: characteristic can be re-
duced to 1 in any system.

Jefrin's Ring

Dhen worn, the ring
pill fouhle the range
of all 'Cafty Bridge'
spells.

the ring is of grey
platinum, with three
sapphires set evenly
aropund the outside.

MATTER DISRUPTION

1-UN-ICE (F) DURATION: P RANGE:100’

Turns 100 cu’ of ice into water vapor.

2-EARTH TO DUST (F) DURATION: P
RANGE:100' Turns 10 cu’ of earth into fine

dust.

3-CRACKS CALL (F) DURATION: P
RANGE:100‘' Any previous cracks or flaws
within a section of any normal material 1000
cu’ (10'x 10" x10") will extend to their limit.
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4-POWDER STONE (F) DURATION: P
RANGE:100" Turns 10 cu’ of stone into fine
powder.

5-UN-ICE (F) As above, except affects up to 1000
cu’.

6-DISRUPTION (F) DURATION: P
RANGE: 10" Turns 1 cu’ of any inorganic ma-
terial to fine powder(must be one object).

7-EARTH TO DUST (F) As above, except affects
up to 100 cu ',

8-SHATTER (F) As Disruption, except the object
shatters into small pieces; all within 5’ take an
“A’ impact critical, holder takes a “C.”

9-POWDER STONE (F) As above, except affects
up to 100 cu’.

10-UN-ICE (F) As above, except affects up to 100
cu’/lvl and range is 300 .

11-DISRUPTION (F) As above, except affects
up to 10 cu ™.

12-EARTH TO DUST (F) As above, except af-
fects up to 1000 cu’ and range is 300’

13-CAUSE CRACKS (F) DURATION: P
RANGE:100 ' Causes cracks to appear in up to
100 cu’ of nonmetal; inorganic material.

14-POWDER STONE (F) As above, except af-
fects 1000 cu ' and range is 300",

IS-DISINTEGRATION (F) DURATION: P
RANGE:100' Completely disintegrates 1 cu
of irforganic material

20-MASS EARTH TO DUST (F) As Earth to
Dust, except affeets up to 100 cu /vl

25-MASS POWDER STONE (F) As Powder
Stone, except affects up to 100 cu'/Ivl.

30-MASS DISRUPTION (F) As Disruption, ex-
cept up to as many objects(up to 1 cu’ each) as
the caster’s level can be affected, and range is
100, }

50-DISINTEGRATION (F) As above, except
affects objects up to 100 cu "and range is 300 ',



DARK CONTACTS

2-FORCE ANALYSIS III (M +) DURATION:1
item RANGE:10' Forces a type III demon who
is present (or contacted) to analyze one item,
the chance of a demon successfully analyzing
each property of the item is: type I (0%), type 11
(0%), type III (10%), type IV (30%), type V
(60%), type VI (90%) (there is a set percentage
chance of failure equal to the type of the de-
mon). This spell will neutralize a type I or II,
with same chance of failure.

3-LESSER DEMONIC CONTACT (E) As Lesser
Demonic Gate on the Dark Summons list, ex-
cept demon is only contacted (does not appear),
penalties are applied to the caster if the demon
is not “‘Forced” (or neutralized) through a
spell. The penalties for the caster are: (01-80)
roll on Spell Failure Table. (91-up) depends
upon the *‘Force’ spell intended; Force Anal-
ysis =lose item, Force Information=coma (#
weeks as demon type), Force Search =quest.
The same modifications (10% x demon type)
are added to the roll.

5-FORCE INFORMATION III (M %) As Force
Analysis I, except the demon can be forced to
answer one yes or no question, whose answer
exists in someone’s unshielded mind. There is
the same chance of ability to answer but the fail-
ure chance is x 3.

7-FORCE SEARCH III (M # ) As Force Analysis
II1, except the demon can be forced to conduct
a search for a specific person, place or thing; the
demon searches but not on our plane of exis-
tence. There is the same chance of receiving a
successful answer but the chance of failure is
x35.

10-GREATER DEMONIC CONTACT (E) As
Lesser Demonic Contact, except chances for
contacting the various types are as on the Great-
er Demonic Gate on the Dark Summons list.

11-FORCE ANALYSIS IV (M &) As Force Anal-
ysis III, except types I-1V can be forced.

13-FORCE INFORMATION IV (M % ) As Force
Information III, except types I-IV can be
forced. )
14-FORCE SEARCH IV (M * ) As Force Search
III, except types I-IV can be forced.
15-FORCE ANALYSIS V (M x ) As Force Anal-
ysis 111, except types I-V can be forced.
20-FORCE INFORMATION V (M %) As Force
Information III, except types I-V can be forced.
25-FORCE SEARCH V (M %) As Force Search
III, except types I-V can be forced.
30-FORCE ANALYSIS VI (M %) As Force Anal-
ysis 111, except types I-VI can be forced.
50-FORCE INFORMATION VI (M %) As Force
Information III, except types I-VI can be
forced.

NOTE: Demons gain information by common
knowledge among demons, by contacting other
demons or by observing the human plane (men-
tally and physically).

$hackles of Drel

These evil artifacts
appear at first to he
heantiful bracelets, hut
when puk on, they sever
the owner's hands. @

DARK SUMMONS

1-FAMILIAR (M) As Familiar on the Gate Mas-
tery list, except the animal must be a reptile, a
bat, an insect, a raven, etc.

2-SUMMONS I (FM) As Summons I on the Gate
Mastery list.

3-CONTROL DEMON I (M %) DURATION: C
RANGE:10/Ivl Allows the caster to totally
control a type I demon (the chance of non-
control is [the demon’s type x2]%); the de-
mon leaves when caster stops concentrating.
The demon will NOT speak with the summoner.

4-SUMMONS III (FM) As Summons III on the
Gate Mastery list.

5-LESSER DEMONIC GATE (E) DURATION:2
rnds RANGE:10' Caster summons a demon
who gradually appears over the course of 2
rnds, roll for type: (01-60) type I, (61-90) type
II, (91-100) type III. If the demon is uncon-
trolled by a Control Demon spell at the end of
the duration of the spell, another roll is made
and the demon’s type is multiplied by 10 and
added to the roll:

(11-20) roll on Spell Failure Table.
(21-40) caster takes ““A’’ impact critical.
(41-60) caster takes ““B’’ impact critical.
(61-75) caster takes ‘“C’" impact critical.
(76-90) caster takes “‘D’’ impact critical.
(91-00) caster takes ‘“E’” impact critical.

(>100) demon gives caster a quest.

The caster and demon make no RR’s. The roll
is open-ended. The demon always leaves if un-
controlled.

6-DEMON MASTERY I (M) As Control De-
mon I, except the caster need not concentrate to
control the demon, the demon will remain and
obey the caster until the caster is killed OR the
demon is outside the range limit OR the caster
releases him. A maximum of two demons can
be mastered at one time by one being. Obtain-
ing information must be done using spells off
the Dark Contacts list.

NOTE: The automatic chance of noncontrol is:
(demon’s type x 5)%. )
7-CONTROL DEMON II (M %) As Control De-

mon I, except types I and II can be controlled.
8-SUMMONS V (FM) As Summons V on the
Gate Mastery list.
9-DEMON MASTERY II (M ) As Demon Mas-
tery I, except types I and II can be mastered.
10-CONTROL DEMON III (M %) As Control
Demon I, except types I-III can be controlled.
11-SUMMONS X (FM) As Summons X on the
Gate Mastery list.
12-GREATER DEMONIC GATE (E) As Lesser
Demonic Gate, except types I1I-VI can be sum-
moned: (01-60) type III, (61-85) type 1V,
(86-95) type V, (96-100) type VI.
13-DEMON MASTERY III (M%) As Demon
Mastery I, except types 1-11I can be mastered.
14-CONTROL DEMON IV (M %) As Control
Demon I, except types [-IV can be controlled.
15-DEMON MASTERY IV (M%) As Demon
Mastery I, except types I-IV can be mastered.
20-CONTROL DEMON V (M%) As Control
Demon I, except types [-V can be controlled.
25-DEMON MASTERY V (M%) As Demon
Mastery I, except types [-V can be mastered.
30-CONTROL DEMON VI (M%) As Control
Demon I, except types I-VI can be controlled.
50-DEMON MASTERY VI (M%) As Demon
Mastery I, except types I-VI can be mastered.
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NOTE: A “Control’’ or “‘Mastery’ spell must be
determined before the Demon completely ma-
terializes.

NOTE: Demons are assumed to be beings of
another plane who are brought into the caster’s
plane through an elemental force (one not of
the demon’s plane). Thus, the demon and cast-
er do not make RR’s during the initial summons
and contact. The demon can only remain in the
world (for more than 2 rounds) while ‘‘mas-
tered’’ or *‘controlled.’’ It is suggested that the
6 types of demons be classified as follows: type I
(vl 1-2), type II (vl 3-5), type III (Ivi 6-10),
type IV (vl 11-15), type V (vl 16-20), type VI
(Ivi 21-40), Beyond the Pale 41-100+. How-
ever, the gamesmaster may wish to change the
% chances of failure, penalties, and other lim-
itations; in order to adopt the types of demons
he uses in world system.

) e —— -

DARKNESS

1-DARKNESS (F) DURATION:10 min/Ivl
RANGE: T Creates an area of up to 20'R
about the point touched; darkness is equal to
the darkest night.

2-NIGHTVISION (F) DURATION:10 min/Ivl
RANGE:10’ Target can see 100’ in normal
darkness as if it were day.

3-DARK CONTROL (F) DURATION: C
RANGE:20 'R Caster can vary the intensity of
darkness in the area, but he cannot lighten it
past its natural state.

5-DARKNESS (F) As above, except radius is
100 .

6-DARK VISION (F) As Nightvision, except cast-
er can see in all darkness (even magical).

7-DARK CONTROL (F) As above, except radius
is 50°.

8-SHADOW FORMS (E) DURATION: C
RANGE:100" Caster can create either the visu-
al illusion of shadow figures, or real shadows
(as many as the caster’s level).

9-DARKNESS (F) As above, except radius is
3007,

10-UTTERDARK (F) DURATION:1 min/lvl
RANGE:100 " Creates a 20 'R area of darkness,
no nonmagic light can exist and magic light (ex-
cept Utterlight) must make a RR.

11-DARK CONTROL (F) As above, except radi-
us is 100",

12-NIGHTVISION TRUE (F) As Dark Vision,
except the target can see as far as he would be
allowed in daylight.

13-UTTERDARK (F) As above, except radius is
100".

14-DARKNESS (F) As above, except radius is
500 .

15-CLOUDS OF DARKNESS (F) DURATION:1
hr/lvl RANGE:100' Creates a ‘“‘cloud” of
darkness that has a 100 'R and drifts with the
wind. The darkness is as in Darkness.

20-DARKNESS (F) As above, except radius is
1000 .

25-UTTERDARK (F) As above, except radius is
300°.

30-DARKNESS (F) As above, except radius is
100 '/1vl,

50-CLOUDS OF DARKNESS (F) As above, ex-
cept radius is 1 mile/lvl.



SOUL DESTRUCTION

1-QUESTION (M) DURATION:—
RANGE: 100 ' Target must answer a single con-
cept question.

2-DEMONIC POSSESSION 1 (FM) DURA-
TION: V RANGE: 100" Target is possessed by
a type I demon(see Dark Summons list); the
caster has no control over the target or demon.
The demon will force the target to do ran-
dom(not necessarily destructive) things. The
target gets a RR every other rnd. to attempt to
get rid of the demon.

3-NEUROSIS (M) DURATION: P
RANGE:100 ' Target has an extreme dislike for
any specific thing the caster chooses; target has
a 50% chance of overcoming the neurosis when
given the choice (e.g. neurosis concerning
horses would mean that every time the target
tried to get on or near a horse he would only
have a 50% chance).

4-GUILT (M) DURATION: P RANGE:100’
Target becomes guilty over some action in his
past; he will not perform such an action again.

5-PARANOIA (M) DURATION: P
RANGE:100' Target believes everyone is out to
get him; he will trust no one.

6-DEMONIC POSSESION II (FM) As Demonic
Possession I, except demon is type Il and the
possessed target only gets a RR once every
minute.

7-PANIC (M) DURATION: P RANGE:100’
Target will flee in panic in any personally dan-
gerous situation, unless he successfully makes a
RR.

8-TRANSFERRAL (M) DURATION: V
RANGE: 100’ Target’s ‘“‘soul’’ and the caster’s
“soul’” are interchanged; the caster can operate
at 50% of his normal activity in the body of the
target. The target in the caster’s body is inac-
tive. The caster can cancel the spell at any time
(takes 1 rnd), the target can only cancel the spell
if he makes a successful RR(gets one every 10
minutes). If either body is killed, both “‘souls™
will be destroved (seg Absolution).

10-DEMONIC POSSESSION III (M) As De-
monic Possession I, except demon is type III
and the possessed target only gets a RR once ev-
ery 10 minutes.

11-SUBJUGATION (M) DURATION: V
RANGE:100" Part of the target's “‘soul” is
taken and placed in an organic object on the
caster’s person; the body of the target will act
as the caster directs whenever he concentrates.
The spell is canceled when: the caster cancels it
OR the object is destroyed OR the body is more
than 100’ from the caster OR the object leaves
the caster’s person. If the caster is not concen-
trating the target is free to do anything he
wants, at —30% activity.

12-UNSOUL CURSE (M) DURATION: V
RANGE:100 ' Part of the target’s soul is trans-
ferred to a random object somewhere within
100 miles; the target is at — 30% until the object
is destroyed. The target will always know the
direction of his ‘“‘soul.”

13-DEMONIC POSSESSION IV (FM) As De-
monic Possession 1, except demon is type IV
and the possessed target only gets a RR once ev-
ery hour.

14-WORD OF PANIC (M )DURATION:1
md/5% failure RANGE:100° Target flees in
total panic from the caster.

15-SHOUT OF PANIC (M % ) As Word of Panic,
except affects all within 20" of caster.

SORCERER BASE SPELL LISTS

'SOUL DESTRUCTION

1) QUESTION UNFOG
2) DEMONIC POSSESSION T AIRSTOP ¢
3) NEUROSIS VACUUM (5"

4) GUILT
5)  PARANOTA
6) DEMONIC POSSESSION 11

7)  PANIC
8)  TRANSFERRAL

GAS DESTRUCTION

DEOXYGENATION (10') ¢
ATRSTOP (20') ¢

VACUUM (10")

DEOXYGENATION (20') ¢
GAS TO AIR

SOLID DESTRUCTIOM

MELT ICE
LOOSEN EARTH
ERQSTONS
CRACKS CALL
UNDOOR

STONE/EARTH

EARTH /MUD

9) AIRSTOP (100') ¢

10) DEMONIC POSSESSION TII

11)  SUBJUGATION

12) UNSOUL CURSE

13) DEMONIC POSSESSION TV
14) WORD OF PANIC *

15)  SHOUT OF PANIC *

20)  BANTSHMENT

25)  TRANSFERRAL TRUE

30) ABSOLUTION

50) ABSCLUTION PURE IMPLOSTON
GAS DESTRUCTION
1-UNFOG (F) DURATION: P RANGE:100'

Disperses all fog in a 10'/lvl R.

2-AIRSTOP (F) DURATION: C RANGE:100’
Cuts all generalized air movement (i.e. wind) by
30 MPH in a 10 'R (will not affect breathing).

3-VACUUM (F) DURATION:— RANGE:100’
Creates a 5 'R near vacuum; all within the radi-
us take a ‘““B”’ impact critical as the air leaves
and rushes back in.

4-DEOXYGENATION (F) DURATION: C
RANGE:100" As Airstop except that caster can
remove the oxygenin a 10 'R at a rate of 1% of
the original oxygen/round.

5-AIRSTOP (F) As above, except affects a radius
of 20°.

6-VACUUM (F) As above, except affects a radius
of 10",

7-DEOXYGENATION (F) As above, except af-
fects a radius of 20'R.

8-GAS TO AIR (F) DURATION: P
RANGE:100" Changes any gas to oxygen at a
rate of 1 cu’/rnd as long as the caster con-
centrates.

9-AIRSTOP (F) As above, except affects a radius
of 100°'.

10-VACUUM (F) As above, except affects a radi-
us of 20",

11-GREAT VACUUM (F) As Vacuum, except
delivers a “D’" impact critical in a 5'R.

12-DEOXYGENATION (F) As above, except af-
fects a radius of 10’ and removal rate is
5% /rnd.

13-DEOXYGENATION (F) As above, except af-
fects a radius of 50’ and removal rate is
1%/rnd.

14-GREAT VACUUM (F) As above, except af-
fects a radius of 10",

15-DEOXYGENATION (F) As above, except af-
fects a radius of 20’ and removal rate is

5% /rnd.
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VACUUM (207)

GREAT VACUUM (5')
DEOXYGENATION [5%/Rnd) o UNEARTH
DEOXYGENATION (50'}c
GREAT VACUUM
DEOXYGENATION (20'/5%)c
VACUUM TRUE (5")

DEOXYGENATION ¢

VACULIM TRUE [710")

CORRIDOR

SHATTER

UNSTONE
LINDOOR TRUE
UNMETAL

(10')

SOLID DESTRUCTTON TRUE
TREMORS
GREAT CRACK

QUAKES

SOLID DESTRUCTION

1-MELT ICE (F) DURATION: P RANGE:100'
Meits up to 10 cu '/Ivl of ice.

2-LLOOSEN EARTH (F) DURATION: P
RANGE: 100’ Loosens 100 cu ' of earth to the
consistency of plowed ground.

3-EROSIONS (F) DURATION: P RANGE:10’
Causes a 100 cu’/lvl section of inorganic ma-
terial to erode and deteriorate at 1000 X normal
rate.

4-CRACKS CALL (F) DURATION: P
RANGE:100" Any previous cracks or flaws in
material up to 10" x 10" % 10" (not 1000 cu feet)
section will extend to their limit.

5-UNDQOR (F) DURATION: P RANGE:10’
Will vaporize a nonmagic door up to 6" thick,
10’ high, and 10 'wide (if the door is thicker
than 6" it will vaporize the closest 6s).

6-STONE/EARTH (F) DURATION: P
RANGE:100" Changes 100 cu’ of stone to
packed earth; change is gradual and takes 3 rnd.

8-EARTH/MUD (F) As Stone/Earth, except
changes earth to soft mud.

10-CORRIDOR (F) DURATION: P
RANGE:100 " Creates a 3’ x 6  corridor that is
1 '/lvl long; it can be cut through any nonmetal,
inorganic material. The corridor can be cut at a
rate of 1’ (length) per rnd as the caster con-
centrates.

11-SHATTER (F) DURATION: P RANGE:100"
Can shatter an inorganic object, up to 1 cu'.
All within a 5'R take an ‘A’ impact critical
and holder takes a “'C.”"

12-UNEARTH (F) DURATION: P
RANGE:100 ' Disintegrates 100 cu’ of earth.

13-UNSTONE (F) As Unearth, except affects
stone.

14-UNDOOR TRUE (F) As Undoor, except any
single door is vaporized.

15-UNMETAL (F) As Unearth, except affects 1
cu’ of metal.



FLUID DESTRUCTION

MIND DESTRUCTION

SORCERER BASE SPELL LISTS
FLESH DESTRUCTION

VAPORTZE WATER MINOR PAIN

FREEZE WATER JOLTS 1
EVAPORATION DISORTENTATION
UNWATER UNBALANCE

CALM WATER ¢ DISTORTIONS
WATERBOLT JOLTS 111
UNRATIN MAJOR PAIN
DEHYDRATE FORGET
EVAPORATION (10,000cu']) WORD QF PAIN *
UNWATER MIND SHOCK
UNRATIN MIND DEATH
DEHYDRATE (10 cu’) JOLTS Vv

EVAPORATION (100,000cu’) UNMINDING
UNWATER MASS CONFUSTON
CALM WATER TRUE ¢ MIND BREAK

DEHUMIDIFY LOST EXPERIENCE

EVAPORATION MASS PAIN

CALM W, TRUE {1000'/L)c MASS MIND SHOCK

DEHUMIDIFY TRUE MASS UNMINDING

FLUID DESTRUCTION

1-VAPORIZE WATER (F) DURATION: P
RANGE:100" Vaporizes 10 cu’ of liquid/lvl.

2-FREEZE WATER (F) DURATION: P
RANGE: 100" Freezes 10 cu’ of liquid/Ivl.

3-EVAPORATION (F) DURATION: P
RANGE: 100" Causes 1000 cu ' of water to rap-
idly evaporate over the course of | hr.

4-UNWATER (F) DURATION: P RANGE:100'
Instantly disintegrates 100 cu ' of water.

5-CALM WATER (F) DURATION: C
RANGE:100 'R Water within radius is calmed;
waves are cut by 20 ' in center and less towards
the perimeter.

6-WATERBOLT (E) DURATION:—
RANGE:100" A bolt of water is shot from the
palm of the caster; results determined on the
Water Bolt Table.

7-UNRAIN (F) DURATION:24 hr.
RANGE:100' No precipitation will occur in a
100 'R for 1 hr/lIvl.

8-DEHYDRATE (F) DURATION: P
RANGE:100’' Removes all the liquid(usually
water) from | cu’ of inanimate material.

9-EVAPORATION (F) As above, except 10,000
cu’ are affected.

10-UNWATER (F) As above, except 1000 cu ' are
affected.

11-UNRAIN (F) As above, except affects a
500 'R/Ivl for 1 day/Ivl.

12-DEHYDRATE (F) As above, except affects 10
cu’,

13-EVAPORATION (F) As above, except affects
100,000 cu ’.

14-UNWATER (F) As above, except affects
10,000 cu ',

15-CALM WATER TRUE (F) DURATION:10
min/lvl RANGE:100 'R/Ivl As Calm Water,
except waves are cut by 50’ in center.

SPRAIN LIMB (1
LIMB PAIN (2
TOUCH OF DISRUPTION (3
LOCK JOINT (4
BREAK LIMB (5
DISRUPTION (6
SKIN DEATH (7
DISRUPTION (50') (8
EAR DISRUPTION (9
LTMB DEATH (10
EVE DISRUPTION (11
COLLAPSE LUNG (12
MUSCLE DEATH (13
BONE DEATH (14
BLACK CHANNEL T (15
PETRIFICATION (20
BLACK CHANNEL 11 (25
DISRUPTION (100") (30
DISRUPTION TRUE (50

20th-50th level spells are on-pg. 23.

MIND DESTRUCTION

1-MINOR PAIN (M) DURATION:10 min/5%
failure RANGE:100" Target takes 25% of his
remaining concussion hits (i.e. those not al-
ready taken); these hits are healed when the du-
ration is up, provided target has not died.

2-JOLTS I (M) DURATION:1 rnd/10% failure
RANGE: 100" Target stunned.

3-DISORIENTATION (M) DURATION:1
day/5% failure RANGE:100' Target must
subtract 25 from all orientation and initiative
rolls.

4-UNBALANCE (M) As Disorientation, except
25 is subtracted from all maneuver rolls.

5-DISTORTIONS (M) As Disorientation, except
25 is subtracted from all combat rolls.

6-JOLTS III (M) As Jolts 1, except duration is 3
rnds/10% failure.

7-MAJOR PAIN (M) As Minor Pain, except 50%
of remaining hits are taken.

8-FORGET (M) DURATION: P RANGE:10’
Target forgets a period of (1 min/lvl) of his
past, as desired by the caster.

9-WORD OF PAIN (M %) DURATION:— fail-
ure RANGE:100" As Major Pain, except hits
must be cured.

10-MIND SHOCK (M) As Disorientation, Unbal-
ance, and Distortions(all at once).

11-MIND DEATH (M) DURATION: P
RANGE:50" Target’s mind blanks out for a
period of 10 min/day at random. Target is in-
capable of activity or thought during this
period.

12-JOLTS V (M) As Jolts I, except duration is 5
rnds/10% failure.

13-UNMINDING (M) DURATION:1 rnd/5%
failure RANGE:100" Target’s mind is com-
pletely blank for the duration. He cannot per-
ceive events, time, or activity, he is stunned 1
round after his mind comes back.
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14-MASS CONFUSION

(M) DURATION:1
hr/5% failure RANGE: 100" Affects as many
targets as the caster’s level; each target only has
a 50% chance of making a decision each round
(can still defend) and the range is 300",

15-MIND BREAK (M) DURATION:1 day/10%
failure RANGE: 100" Target is a blathering idi-
ot; he can be led around, but he can take NO
action.

FLESH DESTRUCTION

1-SPRAIN LIMB (F) DURATION: P
RANGE:100" A random part of a random
limb is sprained. If it is part of a leg: movement
is cut by 25%, combat is at — 10; if it is part of
an arm, combat is at —20.

2-LIMB PAIN (F) DURATION:1 rnd/5% failure
RANGE:100" A random limb is in intense
pain; for a leg, the target cannot walk; for an
arm, that arm cannot be used.

3-TOUCH OF DISRUPTION (F) DURATION:
P RANGE: T The bones and tissues of the tar-
get’s body are disrupted as if the target had fal-
len a long distance. If the target fails his RR
by(1-10), he takes a ‘A’ impact critical;
(11-200="B""; (21-30)="C"; (31-40)="D";
(41-up)="E.”

4-LOCK JOINT (F) DURATION:1 rnd/5% fail-
ure RANGE:100" One of the target’s joints
locks; effect is as in Limb Pain; exceptions if a
target with leg lock is moving, he falls; if a tar-
get with arm lock is carrying anything, it is
dropped.

5-BREAK LIMB (F) DURATION: P
RANGE:100' As Limb Pain, except limb is
broken; broken arm is useless, broken leg cuts
movement by 50% and combat is at —75%.

6-DISRUPTION (F) As Touch of Disruption, ex-
cept range is 20 .

7-SKIN DEATH (F) DURATION: P

RANGE:100" Target’s skin will flake and peel
all over his body; there is no tactical penalty,
but it lowers the appearance of the individual
by 50%. Lasts until dispelled and 1 month
passes.

8-DISRUPTION (F) As Touch of Disruption, ex-
cept range is 50,

9-EAR DISRUPTION (F) DURATION:P
RANGE:100' One of the target’s ears is dis-
rupted, his hearing is at 50% of normal until
cured (if both ears go, he is deaf).

10-LIMB DEATH (F) DURATION: P
RANGE:100" One of the target’s limbs(ran-
dom) will wither and die. Target loses 5% of
the use of the limb per day; when the total

reaches 100%, the limb falls off. Can be cured
through circulation and nerve repair spells up to
the 80% point, then it must be regenerated.

11-EYE DISRUPTION (F) As Ear Disruption,
except an eye is affected.

12-COLLAPSE LUNG (F) DURATION: P
RANGE:100’ One of the target’s lungs col-
lapses; he is at 50% of normal for all physical
activity until the lung is repaired.

13-MUSCLE DEATH (F) As Limb Death, except
a random muscle is affected(not muscle organs,
e.g. heart ).

14-BONE DEATH (F) As Limb Death, except a
random bone (not part of spine or skull) gradu-
ally disintegrates.

15-BLACK CHANNEL 1 (F) DURATION: V
RANGE: V One of the Black Channel I spells

may be used(see rules book); which ones may
be used is decided by the gamesmaster on the
basis of culture and world system.



GREATER BASE SPELLS

MAGICIAN

FIRE LAW

16-TRIAD OF FLAME (E) As Triad of Water
on the Water Law list, except Fire Bolts are
shot.

17-FIRE BOLT (E) As above, except range is
500,

18-WAITING FIRESTORM (E) As Waiting
Flame, except a Firestorm can be delayed.

19-CALL FLAME (E) As above, except size is
up to a 50’ cube and range is 50,

20-CORNER FIRES (E) As Corner Lightning
Bolt on the Light Law list, except a Fire Bolt
is shot.

25-FOLLOWING FIRES (E) As Following
Lightning Bolt on the Light Law list, except a
Fire Bolt is shot,

30-STONE FIRES (F) As Metal Fires, except a
300 sq ' surface as affected and a ““C’” critical
is given each round passing through(or in) the
3’ flames.

50-FIRE MASTERY (F) DURATION:I rnd/Ivl
RANGE: V Caster can use any one lower level
spell (on this list) each round.

ICE LAW

16-TRIAD OF ICE (E) As Triad of Water on the
Water Law list, except Ice Bolts are shot.

18-CALL COLD (E) As above, except size is up
to a 50’ cube and range is 50'.

20-COLD BALL (E) As above, except area of
effect is 40 ‘R and range is 300 .

25-RAIN/SNOW (F) DURATION:as long as it
rains RANGE:1 mi.R Changes all rain within
1 mile of the caster to snow; radius decreases
500'/10° above freezing.

30-COLD TRUE (F) DURATION:24 hr.
RANGE:1000'/Ivl R Causes the temperature
to drop 1°/10 min, up to the number of de-
grees as the caster’s level(within an area of
1000 '/lvl R).

50-COLD MASTERY (F) DURATION:1 rnd/lvl
RANGE: V Caster can use any one lower level
spell (on this list) each round.

LIGHT LAW

17-UTTERLIGHT (F) DURATION:1 min/Ivl
RANGE: T As Light, except radius is 100 ' and
the light nullifies all magically created darkness.

18-UTTERDARK (F) DURATION:1 min/Ivl
RANGE: T As Dark, except radius is 100" and
no nonmagical light can exist inside.

19-BEACON (F) As above, except beacon can be
up to 10 miles long.

20-LIGHTNING BOLT (E) As above, except
range is 500 .

25-CORNER LIGHTNING BOLT (E) As Lignt-
ning Bolt, except range is 300’ and caster can
make the bolt turn once up to 90° before strik-
ing the target(caster must know target’s loca-
tion and his bonuses are all halved).

30-FOLLOWING LIGHTNING BOLT (E) As
Corner Lightning Bolt, except bolt can make as
many turns as necessary and go through open-
ings(6 "R or larger) to strike target if the total
distance traveled is less than or equal to 300'.

50-LIGHT MASTERY (F) DURATION:1
rnd/lvl RANGE: V Caster can use one lower
level spell (on this list) each round.

EARTH LAW

16-MELD WALL (F) DURATION: P RANGE:
T Fuses two touching walls together (seam can
be up to 20’ long) OR fuses a section of stone
‘blocks(up to 100 cu ).

17-STONE/MUD (F) As Stone/Earth, except
changes stone to mud.

18-CURVED WALL (E) As Stone Wall True, ex-
cept wall may be curved up to a semicircle.

20-UNSTONE (F) As Unearth, except affects
stone.

25.UNMETAL (F) As Unearth, except affects 1
cu ' of metal.

30-TREMORS (F) DURATION:1 rnd RANGE:
100 '/Ivl Causes a very minor earthquake which
could cause shoddy construction to collapse
(can be very terrifying). This is approximately
5.5 on the Richter scale.

50-EARTH MASTERY (F) DURATION:1
rnd/lvl RANGE: V Caster can use one lower
level spell(on this list) each round.

WIND LAW

17-VACUUM (F) As above, except radius is 20 ',

18-GREAT VACUUM (F) As Vacuum, except
delivers a *‘D’ impact critical in a 5'R.

19-STUN CLOUD (F) As above, except by con-
centrating the caster can move it 10'/rnd up to
100" away.

20-REVERSE WINDS (F) DURATION: C
RANGE:100 '/lvl Allows the caster to change
the direction of the wind within the radius.

25-HARD WIND (F) DURATION:1 rnd/IvI(C)
RANGE:300’ Caster must outstretch arms and
then a hard wind comes forth from them, fan-
ning out till it has a 25 'R at 300 '; ali within the
cone receive a ““B”’ impact critical.

30-STORM CALL (F) DURATION:1 hr+10
min RANGE:1 mile R/lvl Summons forces of
nature in a fierce thunderstorm; heavy rain,
25-60 MPH winds, lightning(random), and a
blizzard(if correct climate). Can be delayed up
to 1 hr/lvl after cast.

50-WIND MASTERY (F) DURATION:1 rnd/1vl
RANGE: V Caster can use one lower level
spell(on this list) each round.

WATER LAW
16-TRIAD OF WATER (E) DURATION:—
RANGE:100' Three bolts of water are shot
from the palm of the caster, they can strike up
to 3 different targets within 60° of each other
(must be in field of vision of caster). Caster’s
bonuses can only apply to one of the attacks.
18-CALM WATER TRUE (F) DURATION:10
min/lvl RANGE:100'R/lvl As Calm Water,
except waves are cut by 50’ in center.
20-WHIRLPOOL (F) DURATION: C
RANGE:1000’ Creates a 50’ whirlpool that
will draw in any unpowered object up to 500°
away (takes 2 min. of concentration to start).
25-PART WATER (F) DURATION: C
RANGE: 100 '/Ivl Caster can part water up to
100" deep and 100 '/Ivl long and 10 'wide at
bottom(50 ' at top). A
30-SEA STORM (F) DURATION:1 hr + 10 min
RANGE:1 mile R/lvl Summons forces of na-
ture in a fierce sea storm; waves are 20-50',
heavy rain, winds are 25-60 MPH. Storm can
be delayed up to 1 hr/Ivl after cast.
50-WATER MASTERY (F) DURATION:I
rnd/lvl RANGE: V Caster can use one lower
level spell{on this list) each round.

86

ILLUSIONIST

ILLUSION MASTERY

20-PHANTASM X (E) As Phantasm II, except
any NINE of the options may be chosen.

25-WAITING ILLUSION X (E) As Waiting Mu-
sion 11, except any NINE of the options may be
chosen.

30-ILLUSION TRUE (E) As Illusion X, except
its duration is permanent(until dispelled).

50-PHANTASM TRUE (E) As Phantasm X, ex-
cept its duration is permanent(until dispelled);
Phantasm can move only if the caster con-
centrates.

MIND SENSE MOLDING

20-UNPRESENCE (P) As Misfeel Kind, except
target appears to have no presence.

25-MISFEEL TRUE (P) As Misfeel, except dura-
tion is 1 hr/lvl.

30-LORD UNPRESENCE (P) As Unpresence,
except 20 targets may be affected.

50-MASS MISFEEL (P) As Misfeel, except as
many targets as the caster’s level can be af-
fected.

GUISES

20-DISPLACEMENT 1V (E) As Displacement I,
except chance of missing is 40%.

25-MASS FACADE I (E) As Facade I, except as
many targets as the caster’s lvl can be affected.

30-DISPLACEMENT YV (E) As Displacement 1,
except chance of missing is 50%.

50-CHANGING FACADE (E) As Facade V, ex-
cept the caster can change the facade to a dif-
ferent facade each rnd.

SOUND MOLDING

20-MASS DEAFENING (F) As Deafen, except as
many targets as the caster’s level can be af-
fected.

25-MASS SILENCE (F) As Silence, except as
many targets as the caster’s level can havea 1 'R
silence on them.

30-SOUND CONTROL TRUE (F) As Sound
Control, except radius is 20 '/Ivl and the caster
does not have to concentrate.

50-MAJOR ULTRASONICS (F) As Minor Ul-
trasonics, except everyone in a 100'R is af-
fected, and anyone failing to resist by (40-75%)
is unconscious, by (76-up) is dead.

LIGHT MOLDING
20-LIGHTNING BOLT (E) As Lightning Bolt on

the Light Law list.

25.LIGHT CONTROL (F) As above, except area
affected is 500 .

30-LIGHTNING BOLT (E) As above, except
range is 300",

50-LIGHT CONTROL TRUE (F) As Light Con-
trol, except area affected is 100'/lvl R.

FEEL-TASTE-SMELL

20-FEEL MIRAGE V (E) As Feel Mirage II, ex-
cept objects must be struck 5 times.

25-SMELL MIRAGE TRUE (E) As Smell Mi-
rage, except one object can be given a smell per-
manently,

30-TASTE MIRAGE TRUE (E) As Taste Mirage,
except one object can be given a taste per-
manently.

50-FEEL MIRAGE TRUE (E) As Feel Mirage I,
except one object can be given a feel per-
manently.



SORCERER

SOUL DESTRUCTION

20-BANISHMENT (M) As subjugation, except
the “‘soul”’ is only released if the caster cancels
the spell OR the object is destroyed. The target
is always aware of the direction of the object.

25-TRANSFERRAL TRUE (M) As Transferral,
except the caster can operate at 90% of normal
activity, and the target can only try a RR once
every hour.

30-ABSOLUTION (M) DURATION: V
RANGE:100" RR MOD: - 20 Target’s ‘“‘soul”’
is torn from the target’s body: it remains in
whatever place “‘souls’” go, for 30 days/10%
failure. The soul can be returned early only
through Lifegiving. The target is unconscious
and at —75% for subconscious activities while
his soul is absent.

50-ABSOLUTION PURE (M) As Absolution,
except ‘‘soul’’ can only be brought back
through Lifegiving.

GAS DESTRUCTION

20-YACUUM TRUE (F) As Vacuum, except de-
livers an ““E”’ impact critical in a 5'R.

25-DEOXYGENATION (F) As above, except af-
fects a radius of 20’ and removal rate is
20%/rnd.

30-VACUUM TRUE (F) As above, except affects
a l0'R.

50-IMPLOSION (F) DURATION:—
RANGE:300" Destroys gases in a single enclo-
sure (i.e. usually a building) up to a size of
100" x 100" % 100" (or 1,000,000 cu'). The
building has a chance of collapsing (dependent
upon construction) and everyone inside takes a~
““E" impact critical from falling debris,

SOLID DESTRUCTION

20-SOLID DESTRUCTION TRUE (F) As Un-
earth, except it will disintegrate 1 cu ‘/1vl of any
inanimate solid.

25-TREMORS (F) As Tremors on the Earth Law
List.

30-GREAT CRACK (F) DURATION: P
RANGE:300" Causes a large crevice to open in
the ground (up to 10'/1vl deep, 1 '/1vl wide and
20'/Ivl long). The crevice takes 2 rounds to
open and it can be closed in 3 rounds. The cast-
er must concentrate to close the crevice.

50-QUAKES (F) DURATION: V RANGE: T
Caster can cause an earthquake, with the spot
he touches as the epicenter. The quake can be
delayed up to 1 rnd/lvl. The severity of the
quake on the Richter scale is determined by a
roll: (01-20)=5.5, (21-45)=6, (46-65)=6.5,
(66-80)=7.0, (81-90)=7.5, (91-95)=38.0,
(96-98)=8.5, (99-100)=9.0.

FLESH DESTRUCTION

20-PETRIFICATION (F) DURATION: P
RANGE:100' The target’s bones will gradually
petrify; a loss of activity(as in Limb Death) oc-
curs due to loss of blood production.

25-BLACK CHANNEL II (F) As Black Channel
1, except one of the Black Channelll spells may
be used.

30-DISRUPTION (F) As above, except range is
1007,

50-DISRUPTION TRUE (F) As Touch of Dis-
ruption, except range is 300’ and delivers an
“E” impact critical if the target fails to resist.

FLUID DESTRUCTION

20-DEHUMIDIFY (F) DURATION: P
RANGE:!1 mile R For every minute that the
caster concentrates, the humidity drops 1% of
the original humidity (up to 50%). The humidi-
ty will gradually increase at a rate of 5% (of
original humidity) per day until the original hu-
midity is reached.

25-EVAPORATION (F) As above, except
1,000,000 cu ' can be affected.

30-CALM WATER TRUE (F) As above, except
radius is 1000 ‘R/1vl.

50-DEHUMIDIFY TRUE (F) DURATION: P
RANGE:1000 ‘R/lvl Every minute that the
caster concentrates, the humidity drops 5% of
the original humidity(up to 95%). The humidi-
ty later increases as in Dehumidify.

MIND DESTRUCTION

20-LOST EXPERIENCE (M) DURATION: P
RANGE: 100" Target loses 5% of his collected
experience (usually experience points).

25-MASS PAIN (M) As Minor Pain, except as
many targets as the caster’s level are affected
and the duration is until cured and the range is
300,

30-MASS MIND SHOCK (M) As Mind Shock,
except as many targets as the caster’s level can
be affected and the range is 300",

50-MASS UNMINDING (M) As Unminding, ex-
cept as many targets as the caster’s level can be
affected and the range is 300'.

DEFINITIONS AND NOTATIONS

SPELL CLASSES:

D Defensive spells allows caster to resist or with-
stand the effects of a spell, the elements, ere.

E = Flemental Attack spell: aspell which calls, cre-
ates, or uses one of thephysical elements to ae-
tack o tareet: the elemental material is real.

Foo= Force spellsinvolves the manipulation of inat-
terenergy, the clements, cte. through the use
ot a spell force,

H Healmg spell: involves healing

I = Intormational spell: o spell which gathers in-
lormation

M= Mental Attack spell: an attack spell affecting

the targer’s mind

P Passive spells ageneral use spell that usually
involves amother person or thing, but not -
tvels

5 Subconscious spellsaspell that s trigeered by

the subconscious: the caster must (normally)
he concentrating or in a trance or unconscions
hetore the spell will work. Some do not require

the conscious casting of the caster.

U Uity spell o general use spell that doesn’
physicallv altect anvone or thing but the
Caster

RANGE

S Selfs spell canondy e cast on the
caster himsell.
| Foueh: caster must touch target in or-
der o creane effiet
distinee R Effect is felt inoan area (radius

definedy
Spell can take offect imyvwhere within
(ehistanee) x (levely of the caster. Aren

spells hawve o center. and the center

distance/v] -

st he within the range,
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DURATION

¢ = Concentration required; caster can per-
torm onby 50% of normal activity (e.g
movement halved, maneuvers and com-
hat at 50, Caster cannot cast any
other spells while concentrating.

(€ = Concentration required, except dura-

tion cannot exceed the it given

P = Permanene spell has permanent effeetin
the sense of ereating aphyvsical or mental
condition. Adter the caster no longer con-
centrates or after the casting procedure is
complete, the effect mav be altered by
owtside forees: es the spell may be
cored, disturbed via another spell o
phvsical forces (eog. Freeze Water will
frecze water, but the ice will melt, it con
ditions so dictate, at the normal rate).

V= Nanable: depends on the nature of the
spell cast

ome/dvl = Durition is the time multiphed by the
level of the caster
Hime/s Duration of effect is (the amount that
farlure the tareet’s RR s below the minimum
needed o resist the spelly divided by a
number (x) multuplied by the (time)
Instantancous: spell’s effect s instan-
tancoush applied
FERNS
ABBREVIATED:
mdorrd = round (hatle round)
I = Jevel (normally of caster)
min = minute(s)
hi how
RR = resistance roll
R oorrvad = radius
mi = mileis)
vil = vard(s)
mph miles per howr
cu’ = cubic fecr
. Freeo spell doesn™t require spell
points
* * = Instantancous: spell doesn’t require
preparation
so= Part of a ser of spells that must he
thrown contiguously morder to be ¢f-
fective (or fully effective)
ot point
mod = modification or moditier

DEFINFTTONS:
Oreanic OF or deriving from living organ-
ists
Inorganic = Involving neither organie lite o
products of organie Tife.
Inamme Not having qualities associated
with active. hving, organisms: not
anmnate.
Fmbed = To fix or become fixed firmlyv in a
surrounding nass
Shving item An e or weapon specilically de-
Or weapon signed o combat and/or destrov a
bemg or tvpe of being (eoe o dra-
vonslaving sword or stafl),
Orean A differentiated part of an organ-
st adapted for o specific funetion
(o the liver).
Waound Ancinjuey inowhich the skinos torn,
pierecd. or et
Bemge Ay intelhgent ereature, including
all homanoid tvpes. enchanted
creatures, cie. Intelhgence should
be characterized by svstem and/or
Ciamemaster,
\nimal \diving creature capable of Tecling
and volunGoy motion, b exelud
me those characterized as beings
Herbs A plantor plane part vadued forme

dicinal qualinies
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GPEN MENTALIST

SPELL LISTS

DAMAGE

RESISTANCE

HEAT RESISTANCE *c
COLD RESISTANCE *c

UNPAIN 25% *S

STUN RELIEF *S
RESIST POISON *cS

UNPAIN 50% *S

STUN RELIEF 1I1 *S

NEUTRALIZE POISON *c$

AWAKE *S
UNPAIN 75% *S

HEAT RES. TRUE *c
COLD RES. TRUE *c

UNPAIN 100% *s
NEUT. POIS. TRUE *eS
AWAKE TRUE *S

UNPAIN TRUE *S

ANTICIPATIONS ATTACK AVOIDANCE "
(1
(2
GUESS * (3
SHIELD * {4
INTUTTIONS T DEFLECT * (5
BLADE TURN T * (6
(7
DREAM 1 ATM UNTRUE * (8
ROOM FELL (9
ANTICTPATIONS STILL AIR * {10
INTUITIONS T1 DEFLECT 11 * (11
(12
SPELL DEFLECT 71 * (13
DREAMS 11 (14
SPELL ANTICIPATION BLADETURN 1T * (15
(16
DREAMS 111 (17
DEFLECT 117 * (18
(19
INTUITIONS TRUE SPELL DEFLECT 17 * (20
ANTTCIPATIONS TRUE BLADETURN 11T * (25
DREAMS V SPELL DEFLECT * {30
SPELL ANTIC. TRUE DEFLECT TRUE * (50

DELVING * _CLOAKING.
13 ITEM FEEL
2y DETECT POWER BLUR
3} ORIGINS UNSEEN
43 SHADOW
5) DETECT CURSE FACADES
63 POWER LORE INVISIBILITY (1'])
71 STONE LORE
81 ITEM VISION
9) INVISTIBILITY (fo T')
10) DELVING SHADOW MENTALIST
11} PAST VISION FACADES 11
12)
13) ITEM LORE DISPLACEMENT 1
14)
15) DEATH's MEMORY CAMOUF LAGE
16)
17) PAST HOLD
18) DISPLACEMENT 11
19) TTEM ANALYSIS
20 PAST VISION (ldy/L) SHADOW MENTALIST 11
25) PAST VISION {Imc/l) DISPLACEMENT 111
30) PAST VISION {(Tyn/L) CAMOUF LAGE TRUE
50) PAST VISION {10yr/L) TRUE INVISIBILITY
DELVING

1-ITEM FEEL (I) DURATION:— RANGE: T
Caster receives basic idea of item’s purpose, if
any.

2-DETECT POWER (I) DURATION:I min./lvl
RANGE: T Detects power in an object, but not
what realm or how much.

3-ORIGINS (1) DURATION:— RANGE: T
Gives a general idea of the place of origin of an
item,

S-DETECT CURSE (1) DURATION:—
RANGE: T Detects if a curse is on an item.

6-POWER LORE (1) DURATION:— RANGE:
T Gives the origins of an item’s power.

7-STONE LORE (I) DURATION:— RANGE: T
Gives details of where, when and how the exam-
ined stone was worked.

8-ITEM VISION (I) DURATION: V RANGE: T
Gives a vision of a significant event in the item’s
past.

10-DELYING (I) DURATION:— RANGE: T
Gives significant details about an item’s con-
struction and purpose (not specific powers}.

11-PAST VISION (1) DURATION: V RANGE:
T Caster gets a vision of the past within +30
min. of the desired time up to 1 hr./lvl. Vision
must be associated with an item or place. Vision
can last up to 1 min./Ivl if the caster remains in
a trance.

13-ITEM LORE (I) DURATION:— RANGE: T
Gives major abilities and powers of an item.

15-DEATH’S MEMORY (I) DURATION:; V
RANGE: T Gives a vision of how someone
died and an image of their killer, if cast within
24 hr. of death at the place of death (or in the
presence of the body).

17-PAST HOLD (I) DURATION: V RANGE: T
Allows caster to lock onto a specific event in an
item’s past, and then examine that event with a
Past Vision.

19-ITEM ANALYSIS (I) DURATION:—
RANGE:6" Gives a complete rundown on an
item’s construction, powers, and purpose (may
be modified if an item is extremely powerful}.

20-PAST VISION (I) As above, except time range
is 1 day/lIvi(error: £1 hr.) and vision can last up
to 10 min./lvl.

25-PAST VISION (I) As above, except time range
is 1 month/lvi(error: =1 day) and vision can
last up to 1 hr./lvl.

30-PAST VISION (1) As above, except time range
is 1 yr./Ivi(error: +£ 1 week) and vision can last
up to 5 hr./Ivl.

50-PAST VISION (I)As above, except time range
is 10 yr./lvi(error: + 1 month) and vision can
last up to 10 hr./lvl(and each hr only takes 10
min. real time).

CLOAKING

2-BLUR (F) As Blur on Brilliance list.

3-UNSEEN (F) DURATION:24 hr. or V
RANGE: S A single object is made invisible (1
garment, 1 naked body, etc.); until 24 hr. pass

or the object is struck by a violent blow (being
hit by a weapon, falling, etc.) or the object
makes a violent move(i.e. attack).

4-SHADOW (F) DURATION:10 min./ivl
RANGE: S Caster and objects on his person
appear to be a shadow; and thus are almost in-
visible in dark areas.

5-FACADES (E) DURATION:1 hr./Ivl
RANGE: S A limited illusion that allows the
caster to look like any humanoid figure within
20% of his own size.

6-INVISIBILITY (F) As Unseen, except every-
thing within 1’ of the caster’s body is invisible.

9-INVISIBILITY (F) As above, except the caster
can vary the radius up to 1'.

10-SHADOW MENTALIST (F) DURATION:1
min./lvi RANGE: 100’ Creates a duplicate of
the caster; which moves as he wills if he concen-
trates, and otherwise does exactly as he does.

11-FACADES H (F) As Facades I, except sounds
and voice illusions are included.

13-DISPLACEMENT 1 (F) DURATION:1
min./lvl RANGE: S Caster appears to be off-
set from where he really is, all attacks have no
effect 10% of the time. Each time a foe misses
him, the chance of no effect goes down 5%.

15-CAMOUFLAGE (F) DURATION: 10 min. /vl
RANGE: S Caster and objects on nis person
take on the visual texture, color and form of
surrounding: acts as invisibility when motion-
less and increases stalking chances by 50 if he
concentrates.



18-DISPLACEMENT 1I (F) As Displacement I,
except base chance of missing is 20%.
20-SHADOW MENTALIST 1I (F) As Shadow
Mentalist, except there are two duplicates.

25-DISPLACEMENT HI (F) As Displacement I,
except base chance of missing is 30%.

30-CAMOUFLAGE TRUE (F) As Camouflage,
except doesn’t require concentration while mov-
ing and increases stalking chances by 75.

50-TRUE INVISIBILITY (F) As any Invisibility
below, except when caster is invisible and if he
attacks he is only visible for the 10 seconds im-
mediately following the attack. Violent blows
do not affect this spell.

NOTE: Only objects totally contained in the ra-
dius at the time of casting become invisible.
Any object in the radius is under the restrictions
givent in UNSEEN,

DAMAGE RESISTANCE

1-HEAT RESISTANCE (D )DURATION: C
RANGE: S Protects caster from natural heat
up to 200°F, and adds + 20 to RR vs. heat or
—20 vs, elemental fire attacks.

2-COLD RESISTANCE (D %)As Heat Resis-
tance, except protects to —20°F and adds + 20
to RR vs, cold or —20 vs. elemental cold
attacks.

5-UNPAIN (S )DURATION:1 min./lv]
RANGE: S Caster is able to sustain an addi-
tional 25% of his total concussion hits before
passing out, hits are still taken and remain when
the spell lapses.

6-STUN RELIEF 1 (S«) DURATION:—
RANGE: S Will automatically take off 1 rnd.
of stun/rnd if caster has specified beforehand
that spell is active.

7-RESIST POISON (Sx) DURATION: C
RANGE: S Delays the effect of a poison as
long as the caster concentrates.

10-UNPAIN (S %) As above, except 50% addi-
tional hits may be sustained.

11-STUN RELIEF HI (S %) As Stun Relief I, ex-
cept 3 rnd. of stun/rnd are nullified.

12-NEUTRALIZE POISON (S %) DURATION:
C RANGE: S Has a 50% chance of neutraliz-
ing a poison(modified by potency of the poison)
if the caster concentrates for 1 hr. In any case, it
delays the poison for as long as the caster can
concentrate.

14-AWAKE (S ) DURATION:— RANGE: S
This spell will awaken the caster from sleep the
md following casting.

15-UNPAIN (S %) As above, except 75% addi-
tional hits may be sustained.

17-HEAT RESISTANCE TRUE (D % ) As Heat
Resistance, except caster is immune to natural
heat; and takes 14 damage vs. heat spells.

18-COLD RESISTANCE TRUE (D %) As Cold
Resistance, except caster is immune to natural
cold; and takes 4 damage vs. cold spells.

20-UNPAIN (S %) As above, except 100% addi-
tional hits may be sustained.

25-NEUTRALIZE POISON TRUE (S%) As
Neutralize Poison, except chance of neutraliza-
tion is 100%(modified).

30-AWAKE TRUE (S %) As Awake, except there
is no delay and it can be set to be triggered by
any activity (i.e. attack or danger).

50-UNPAIN TRUE (S ) DURATION:1 min./
Ivl. RANGE: S Caster ignores all pain, thus he
can take his normal hits + his constitution(on a
1-100 scale); and ignores all subtractions and
penalties due to wounds. When he exceeds this
limit he does not pass out, he dies from system
shock.

ANTICIPATIONS

3-GUESS (I *)DURATION:— RANGE: §
When faced with a choice about which he has
little or no information (i.e. which corridor
leads outside the quickest); the caster may
throw this spell and the gamemaster will deter-
mine which way he goes, biasing the choice by
25%.

5-INTUITIONS I (I) DURATION:— RANGE: §
Gains vision of what probably will happen if he
takes a specified action, within the next min.

8-DREAM 1 (1) DURATION: sleep RANGE: S
Caster has a dream relating to a topic decided
upon just before retiring.

9-ROOM FEEL (1) DURATION: V
RANGE: 100" Caster has a vision of what has
occurred in a room or place, | min./lvl in the
past.

10-ANTICIPATIONS (I) DURATION:—
RANGE:100" Predicts most probable action of
a being in the next round (i.e. attack, cast spell;
but not what spell or target).

11-INTUITIONS 1I (I) As Intuitions I, except
time limit extends 2 min. into the future.

14-DREAMS 11 (I) As Dream I, except limit is 2
dreams/night on different topics.

15-SPELL ANTICIPATION (I) As Anticipa-
tions, except spell to be cast and target are
known.

17-DREAMS HI (I} As Dream I, except limit is 3
dreams/night on different topics.

20-INTUITIONS TRUE (1) As Intuitions I, ex-
cept'time limit extend I min./lvl into the future.

25-ANTICIPATIONS TRUE (I) As Anticipa-
tions, except actions of all beings within 100’
of caster are known.

30-DREAM V (1) As Dream I, except limit is 5
dreams/night on any combination of topics the
caster chooses.

50-SPELL ANTICIPATION TRUE (i) As An-
ticipations True, except spell type and target are
known as well as the actions.

ATTACK AVOID ANCE

4-SHIELD (F r)DURATION:1 min./Ivl
RANGE: § Cretes an invisible force shield in
front of the cas er; it subtracts 25 from melee
and missile atta ks and functions as a normal
shield.

5-DEFLECT I (F r)DURATION:— RANGE: S
Deflects one mis iile fired at the caster; that mis-
sile has 100 sub racted from its attack (missile
must be in caste ’s field of vision).

6-BLADETURN | (F %) As Deflect I, except its
effect is against one melee attack.

8-AIM UNTRUE I (F%) As Deflect I, except
missile automati :ally misses.

10-STILL AIR(I +) DURATION:1 min./lvl
RANGE: S Creates a pocket of still air 1 "/lvl
on all sides of th : caster, that no outside gas can
come into(durat on is time for the oxygen to be
exhausted by 1 jerson).

11-DEFLECT 11 F) As Deflect I, except af-
fects 2 missiles.

13-SPELL DEFLECT 1 (Fx) DURATION. —
RANGE: S Def ects one elemental spell cast at
the caster, the atack roll has — 50 added to it
(must be in field of vision).

15-BLADETURN I (F » ) As Bladeturn 1, except
affects 2 melee : ttacks.

18-DEFLECT I (F %) As Deflect 1, except 3
missiles can be  eflected.

20-SPELL DEFLI CT I (F % } As Spell Deflect 1,
except 2 element al spells can be deflected.

25-BLADETURN III (F %) As Bladeturn I, ex-
cept 3 melee att: cks can be affected.

30-SPELL DEFL1.CT HI (F % ) As Spell Deflect
I, except 3 elem ntal spells can be affected.

50-DEFLECT TR JE (F %) As Deflect I, Blade-
turn [ and Spell Deflect I; except any 3 attacks
can be deflected

LIRAEK'S SUAFF OF DEFENSE

'‘Defleckions’
while held forth

forth

+10% o Armour iype

+10% ton Resistance Rolls
versus Mental
Attacks

to all missile aktacks
"Blaneturning' once/rnd while heln

"Displacement I' at all times

Fashimen of the
hlack wonid of Dir,

the staff 1s capped at
hath ends witr mithril,
and hears the inscription:
"Ciraek's $hieln”
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OPEN MENTALIST SPELL LISTS

BRILLIANCE SELF HEALING DETECTIONS ILLUSIONS * SPELL RESISTANCE
1) PROJECTED LIGHT DETECT MENTALISM ¢ BENDING PROTECTION 1 (1
2) BLUR CLOT T *c DETECT ESSENCE c (2
3} LIGHT (10') DETECT CHANNELING ¢  LTGHT/SOUND MIRAGE (3
4) SELF AURA CLOT 11T *c DETECT HATE ¢ {4
5) LIGHT ERUPTION PAIN RELIEF T *c DETECT INVISIBLE ¢ ILLUSION 17T PROTECTION 11 {5
6) SHOCK BOLT FRACTURE REPAIR ¢ DETECT EVIL ¢ PHANTASM 1 ¢ (6
7) DARKNESS (10') CUT REPAIR T *c DETECT TRAPS ¢ . {7
8) TRUE AURA MUSCLE/TENDON REP, *c  PERCEIVE POWER ¢ TLLUSTON 111 MIND SHIELD ¢ (8
9) (9
10) LIGHT (507) NERVE REPAIR o POWER TYPING ¢ WAITING TLLUSTON T  ESSENCE SHIELD ¢ (10
11) DARKNESS (507 EVE/EAR REPAIR ¢ PERCEIVE P. (100"} c  ILLUSION IV PROTECTION 711 {11
12) VEIN/ARTERY REP. *e PHANTASH 11 ¢ (32
13) HUES PAIN RELIEF T1 *c SEE INVISIBLE ¢ CHANNELING SHIELD ¢ {13
14) WAITING TLLUSTON 11 (14
15) BEACON ¢ SELF KEEPING *S DETECT SPELL ¢ TLLUSTON V SPELL SHIELD 11 ¢ (15
16) MASS DARKNESS PERCEIVE P. {500') ¢ {16
17) JOINING oS PHANTASH 111 c PROTECTION V (17
18} UTTERLIGHT SPELL TYPING ¢ WAITING TLLUSION 717 (18
19) UTTERDARK SPELL SHIELD TRUE c (19
20) SUNFIRES c PAIN RELIEF TRUE *S  PERCEIVE P. [Imi) ¢  ILLUSION VTI MIND RESISTANCE C (20
25} SUNFIRE TRUE c LIMB REGENERATION ¢ LGCATION ¢ WAITING ILLUSION ¥  ESSENCE RESISTANCE ¢ (25
30) HAND OF FIRE c ORGAN REGENERATION ¢S DETECT TRUE ¢ ILLUSION X CHANNE LTNG RESISTANCE ¢ (30
50) HAND OF FIRE TRUE c  REGENERATION TRUE ¢S AWARENESS ¢ PHANTASH U ¢ RESTSTANCE TRUE ¢ (50
BRILLIANCE 13-HUES (F) DURATION:10 min./lvl RANGE: SELF HEALING

1-PROJECTED LIGHT (F) DURATION:1C
min./lvl RANGE: 10’ Beam of light (like flash-
light) springs from the caster’s palm; 20’ effec-
tive range.

2-BLUR (F) DURATION:1 min./lvl RANGE: S
Causes caster to appear blurred to attackers,
subtracting 10 from all attacks.

3-LIGHT (F) DURATION:10 min./lvl RANGE:
T Lights a 10'R area about point touched.

4-SELF AURA (F) DURATION:10 min./lvl
RANGE: S Causes a bright aura about the cast-
er, making him appear more powerful and sub-
tracting § from all attacks.

5-LIGHT ERUPTION (F) DURATION:—
RANGE:100' Causes a 10 'R sphere of intense
light, all within it must make a RR at — 10 or
are stunned for 1 rnd./10% failure.

6-SHOCK BOLT (E) DURATION:—
RANGE:100' A boit of intense, charged light
is shot from the palm of the caster; results are
determined from the Shock Bolt Table.

7-DARKNESS (F) As Light, except a 10'R of
normal darkness is created.

8-TRUE AURA (F) As Self Aura, except it makes
him appear extremely powerful and subtracts 15
from all attacks (not cumulative with Blur or
Self Aura).

10-LIGHT (F) As above, except radius is 50",

11-DARKNESS (F) as above, except radius is
507,

T Causes any object up to 1000 cu ' to glow with
any desired color.

15-BEACON (F) DURATION: C RANGE: T
Ray of light of any color springs from caster’s
palm; can be up to 5 miles long.

16-MASS DARKNESS (F) As Darkness, except
radius is 100 '/1vl.

18-UTTERLIGHT (F) DURATION:1 min./lvl
RANGE: T As Light, except radius is 100" and
is equivalent to full daylight(will cancel
Utterdark).

19-UTTERDARK (F) As Utterlight, except it is
darkness that can only be penetrated by magical
light (visibility is 2 ).

20-SUNFIRES (E) DURATION: C
RANGE:500 ' Focuses sunlight as a lens, must
be focused initially on a fixed point after 1 rnd it
can be moved at a rate of 1'/rnd It will burn
thru 1’ wood/rnd, 4" stone/rnd or 1"
metal/rnd in a 1’ diameter.

25-SUNFIRE - TRUE (E) As Sunfires, except
doesn’t need sunlight.

30-HAND OF FIRE (E) As Sunfires, except focus
point is 6” from open palm of caster(caster’s
arm is immune) and it can be moved 10 ‘/rnd It
can be used in combat; it strikes on the Firebolt
Table with a + 30 add and double concussion
hits.

50-HAND OF FIRE TRUE (E) As Hand Of Fire,
except doesn’t need sunlight.
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2-CLOT ! (H%)DURATION: C RANGE: S
Clots wound to reduce hits/rnd. by 1, perm
after 1 hr,

4-CLOT III (H % )As Clot I, except hits/rnd re-
duction is 3.

5-PAIN RELIEF I (H+x) DURATION: C
RANGE: S Takes off 1 concussion hit/min.

6-FRACTURE REPAIR (H) DURATION: P
RANGE: S Concentrating with this spell 2 hr.
per day for 1-10 days(depending upon the se-
verity), will repair a broken bone (not shattered '
or destroyed).

7-CUT REPAIR I (H) As Clot I, except perm. af-
ter 1 min,

8-MUSCLE/TENDON REPAIR (H) As Fracture
Repair 1, except cut or broken muscles or ten-
dons may be repaired.

10-NERVE REPAIR (H) As Fracture Repair, ex-
cept repairs a set of nerves.

11-EYE/EAR REPAIR (H) As Fracture Repair,
except repairs eye or ear damage.

12-YEIN/ARTERY REPAIR (H) As Fracture
Repair, except repairs vein or artery.

13-PAIN RELIEF II (H % )As Pain Relief I, ex-
cept 2 hits/min. are taken off.

15-SELF KEEPING (S«) DURATION: V
RANGE: S Upon receiving a death blow, the
caster goes into a state of suspended animation,
until he is cured or his brain is destroyed.



17-JOINING (H) DURATION: P RANGE: S
Caster can reattach a severed limb by: concen-
trating 8 hr./day for 5 days, must start first 8
hours within 2 hr. of the limb being severed.
Limb regains full use after using Nerve Repair.

20-PAIN RELIEF TRUE (HS %) DURATION:
1 min/lvli RANGE: S Takes off 1 hit/rnd.

25-LIMB REGENERATION (H) DURATION:
P RANGE:S Concentrating with this spell 2
hr./day for 10-100 days will regenerate a
. limb(dependsupon severity).

30-ORGAN REGENERATION (HS)DURA-
TION: P RANGE: S After:any organ (except
brain) is destroyed, the caster must use Self
Keeping and this spell. The organ is regenerated
in 10-100 days of complete inactivity(depends
upon the severity).

50-REGENERATION TRUE (HS) As Organ Re-
generation, except all damage (not brain) is re-
generated in 10-100 days.

DETECTIONS

1-DETECT MENTALISM (P) DURATION:1
min./lvl (C) RANGE:S0’ Detects any active
spell or item from the mentalism realm; he can
concentrate on a 5 'R area each rnd.

2-DETECT ESSENCE (P) As Detect Mentalism,
except realm is essence.

3-DETECT CHANNELING (P) As Detect Men-
talism, except realm is channeling.

4-DETECT HATE (P) As Detect Mentalism, ex-
cept any being in the presence of something they
hate is detected; or any item created in an air of
hate.

S-DETECT INVISIBLE (P) As Detect Mental-
ism, except detects invisible things; all attacks
against something so detected are at —50.

6-DETECT EVIL (P) As Detect Mentalism, ex-
cept detects if a being is evil or an item created
by evil or long used by a very evil person.

T-DETECT TRAPS (P) As Detect Mentalism, ex-
cept that it gives a 75% chance of detecting a
trap (may be modified by certain traps)

8-PERCEIVE POWER (P) As Detect Mentalism,
except it will give an estimate of the power of
the person or item or spell examined.

10-POWER TYPING (P) As Detect Mentalism,
except it analyzes general spell type (in item or
cast) and what profession cast or created it; or
in the case of a person it gives the person’s
profession.

11-PERCEIVE POWER (P) As above, except
range is 100’ and area is 10'R.

13-SEE INVISIBLE (P) As Detect Invisible, ex-
cept caster can see invisible things anywhere he
can normally see and his attacks get no
subtraction.

15-DETECT SPELL (P) As Detect Mentalism,
except detects any spell that has ever been cast
in the area examined.

16-PERCEIVE POWER (P) As above, except
range is 500’ and area is 50 'R.

18-SPELL TYPING (P) As Power Typing, except
exact spell type is known for every spell thrown
in the area.

20-PERCEIVE POWER (P) As above, except
range is 1 mile and area is 300 'R.

25-LOCATION (P) DURATION:1 min./Ivl (C)
RANGE:500" Locates any specific object that
the caster is familiar with or has had described
in detail.

30-DETECT TRUE (P) As Detect Mentalism, ex-
cept any of the lower level detect spells can be
used one per rnd.

50-AWARENESS (P) DURATION:1 min./lvl
RANGE:10'/lvl Any or all of the lower level
spells on this list may be used simultaneously.

ILLUSIONS

1-BENDING (F) DURATION:10 min/lvl
RANGE:100’ Makes an inanimate object{up
to 1000 cu ") appear to be 10’ to one side of its
actual location,

3-LIGHT/SOUND MIRAGE (F) DURATION:1
min./lvl RANGE:50’ Creates any simple im-
mobile image or scene up to 10'R, or any con-
stant sounds coming from a 10'R.

5-ILLUSION II (F) As “Mirage” above, except
an extra sense mirage can be added to the origi-
nal mirage, OR the range can be doubled, OR
the radius can be doubled. Note: If more than
one choice is allowed, the same choice may be
made more than once (e.g. if two choices are
available, the range could be doubled to 200’
and doubled again to 400 ).

6-PHANTASM I (F) DURATION:1 min./lvl (C)
RANGE:100" Creates a visual image that can
move when the caster concentrates on it. Size
is restricted to a 10 'R.

8-ILLUSION III (F) As Hllusion II, except 2 of the
3 given choices can be applied.

10-WAITING ILLUSION I (F) As‘‘Mirages;’ex-
cept the spell can be delayed up to 24 hr., or un-
til triggered by a specific sight or sound.

11-ILLUSION IV (F) As Illusion II, except 3 of
the 3 given choices may be applied.

12-PHANTASM 11 (F) As Phantasm I, except an
extra sense can be added to the phantasm, OR
the range can be doubled, OR another image
can be created(all separate phantasms that
move must be within the caster’s field of
vision).

14-WAITING ILLUSION I (F) An Illusion I,
which can be delayed as in Waiting Illusion 1.

15-ILLUSION ¥V (F) As Illusion II, except 4 of
the 3 choices may be applied.

17-PHANTASM Il (F) As Phantasm II, except
2 of the 4 choices may be applied.

18-WAITING ILLUSION III (F) As Illusion III,
except can be delayed as in Waiting Illusion I.

20-ILLUSION VII (F) As Illusion II, except 6 of
the 3 choices may be applied.

25-WAITING ILLUSION V (F) As Illusion II,
except can be delayed as in Waiting,

30-ILLUSION X (F) As Illusion II, except 9 of
the 3 choices may be applied.

50-PHANTASM V (F) As Phantasm [I, except 4
of the 4 choices may be applied.

SPELL RESISTANCE

1-PROTECTION 1 (D) DURATION:1 min./Ivl
RANGE: S Subtracts § from elemental attack
rolls against the caster and adds 5 to all the cast-
er's RR’s vs. spells.

5-PROTECTION 11 (D) As Protection I, except
gives bonus of 10.

8-MIND SHIELD (D) DURATION: C RANGE:
S Creates a shimmering shield in front of the
caster: it subtracts 10 from all frontal mentalism
attack rolls on the caster (base and elemental).
If the caster performs no other actions during a
round, he can “‘parry”’ one spell attack. Parry
consists of subtracting all adds that the caster
would normally have for his base attack roll
from the attack roll being made on him.

10-ESSENCE SHIELD (D) As Mind Shield, ex-
cept is effective only against essence spells.

11-PROTECTION III (D) As Protection 1, except
gives bonus of 15.
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13-CHANNELING SHIELD (D) As Mind
Shield, except is effective only against channei-
ing spells.

15-SPELL SHII LD II (D) As Mind Shield, ex-
cept is effecti'e against any two of the three
reaims.

17-PROTECTI( N V (D) As Protection 1, except
gives bonus of 25.

19-SPELL SHII LD TRUE (D) As Mind Shield,
except is effec ive against all spells.

20-MIND RESISTANCE (D) DURATION: C
RANGE: S Cives a + 50 on all RR’s against
mentalism spe ls.

25-ESSENCE RISISTANCE (D) As Mind Resis-
tance, except s only effective against essence
spells.

30-CHANNELI iG RESISTANCE (D) As Mind
Resistance, exc 2pt is only effective against chan-
eling spells.

50-RESISTANC ¢ TRUE (D) As Mind Resis-
tance, except is effective against two of the three
realms.

ROD OF SUNFIRES

The yellow orh in the
head acr:s as the focus in
a 'sunf res’ spell,
useahle for a total of

30 rn/nay. Restrictions
as the spell.

The rof itself is made
of a go .den alloy, and
the norh is an enchanten
yellow inpasz.




CLOSED MENTALIST SPELL LISTS

SENSE MASTERY -

S

GAS MANIPULATION SHIFTING

1) SLY EARS CONDENSATION BALANCE ¢

2) NIGHT VISION WARM ATR CONTRACTION

3) SIDEVISION FoG {18') FACE SHIFTING
4) DETECT TLLUSION ATRWALL ¢

5) WATER VISTON AIR STOP (10') ¢ WATERLUNGS

6)  SCENT

7) FOG VISION FUG (50"} CHANGE TO KIND
8} TOUCH UNFOG (50" GASLUNGS

9) DARK VISION CURVED AIRWALL c

10) MENTALIST EAR AIRWALL TRUE ¢ FACE SHIFTING TRUE
11) MENTALIST EYE FOG (100"} CHANGING LUNGS
12) DISILLUSTON ATRSTOP (507)

13) DETECT TLLUSTON TRUE UNFOG {100') CHANGE

14}  VISION

15)  NIGHTVISION TRUE GAS TO AIR ¢ SOLTD FORM

16}

17) DISILLUSION TRUE WHIRLWIND ¢

18) WATERVISION TRUE CHANGING

19) FOGVISTON TRUE

20)  VISION TRUE OXYGENATION ¢ WATERFORM

25) MENT. EAR (Tmi/L) FOG TRUE MISTFORM

30) MENT. EYE (Imdi/lL) UNFOG TRUE FORM MASTER
50) SENSORY MERGE c CLOUD MASTERY ¢ CHANGE MASTER

SENSE MASTERY

range ceases to exist for the caster only.

LIQUID -
MANIPULAT ION SPEED
BOIL WATER c RUN * (1
FREEZE WATER ¢ (2
CLEAR WATER SPEED T * (3
(4
DESALINATION SPEED T * s
WATERWALL c HASTE T * (6
EVAPORATION SPEED I11 * (7
WATER CORRIDOR c SPRINT * (8
WATERBOLT HASTE 71 * (9
CURVED WATERWALL ¢ FAST SWIM * (10
CALM WATER ¢ SPEED 1 * (11
HASTE 1171 * (12
WATERWALL TRUE (13
(14
WATER CORRIDOR c HASTE ©* (15
(16
WHIRLPOOL ¢ FAST SPRINT * (17
WAVE (18
WATER BUBBLE ¢ (19
CALM WATER SPEED X * (20
WATER CORRID. TRUE ¢ HASTE X * (25
WATER BUBBLE TRUE ¢  SPEED TRUE * (30
WATER MASTERY o HASTE TRUE * (50
3-FOG (F) DURATION:l min./lv.

1-SLY EARS (U) DURATION:10 min./Ivl
RANGE: 8§ Caster gains double normal
hearing.

2-NIGHTVISION (U) DURATION:10 min./Ivl
RANGE: 5 Caster can see 100’ on a clear night
as if it were day.

3-SIDEVISION (U) DURATION:10 min./lvi
RANGE: $ Caster can see 300° around.

4-DETECT ILLUSION (U) DURATION:—
RANGE: S Caster can detect the slight imper-
fections that exist in any one illusion.

5-WATERVISION (U) DURATION:10 min./lvl
RANGE: S Caster can see 100’ in even murky
water as if it were day.

6-SCENT (U) DURATION: 10 min./lvl RANGE:
S Caster gains extremely acute sense of smell.

7-FOGVISION (U) As Nightvision, except works
in any precipitation.

8-TOUCH (U) DURATION:10 min./lvl
RANGE: S Caster gains extreme tactile sensi-
tivity (+ 25 to locks,traps, secret doors,etc.).

9-DARKVISION (U) As Nightvision, except cast-
er can see even in magically created darkness.

10-MENTALIST EAR (U) DURATION:1 min./
Ivl RANGE:100 /vl Caster can listen in on
any fixed point which he visited within his
range.

11-MENTALIST EYE (U) As Mentalist Ear, ex-
cept caster can see instead of listening.

12-DISILLUSION (U) DURATION:—
RANGE: 100’ One illusion within the caster’s

13-DETECT ILLUSION TRUE (U) DURA-
TION:1 min./lvl RANGE:100’ As Detect Il
lusion except will detect one illusion/rnd.

14-VISION (U) As all lower level vision spells
functioning at the same time.

15-NIGHTVISION TRUE (U) As Nightvision,
except range is normal vision range in day.

17-DISILLUSION TRUE (U) As Disillusion, ex-
cept all illusions within range cease to exist for
the caster.

18-WATERVISION TRUE (U) As Watervision,
except range is normal vision range in day.

19-FOGVISION TRUE (U) As Fogvision, except
range is normal vision range in day.

20-VISION TRUE (U) As all lower level vision
spells functioning at same time,

25-MENTALIST EAR (U) As above, except
range is 1 mile/lvl.

30-MENTALIST EYE (U) As above, except
range is 1 mile/Ivl.

50-SENSORY MERGE (U) DURATION: C
RANGE: unlimited Caster can ‘“‘merge” his
senses with those of a subject whose location is
known by spells or prior arrangement.

GAS MANIPULATION

1-CONDENSATION (F) DURATION: P
RANGE: T Condenses 1 cu’ of water from the
surrounding air.

2-WARM AIR (F) DURATION:24 hr. RANGE:
T Warms air up to 100°F above nor-
mal(lcu '/lvi).

RANGE: 100" Creates dense fog in a 10 "R(visi
bility 1 7).

4-AIRWALL (E) DURATION: C RANGE:10’
Creates 10’ x 10’ x 1’ wall of dense air; cuts
movement and missile attacks through it by
50%.

5.AIR STOP (F) DURATION: C RANGE: T
Stops all generalized air movement (i.e. wind)
up to winds of 30 MPH and cuts higher winds
by 30 MPH in a 10’R.

7-FOG (F) As above, except radius is 50°.

8-UNFOG (F) As Fog, except all fog is dissipated
in a 50 'R.

9-CURVED AIRWALL (E) As Airwall, except
wall is 10’ x 20" x 1’ and can be curved up to a
semicircle.

10-AIRWALL TRUE (E} As Airwall, but has a
set duration of 1 min./lvl and doesn’t require
concentration.

11-FOG (F) As above, except radius is 100",

12-AIR STOP (F) As above, except radius is 50",

13-UNFOG (F) As above, except radius is 100",

15-GAS-AIR (F) DURATION: C RANGE: T
All gas within 10°'R of caster is converted to
breathable air.

17-WHIRLWIND (E) DURATION: C RANGE:
T Creates a whirlwind about caster; it moves
with the caster and is 10'R. No missile attacks
can penetrate it and any movement or melee is
cut by 80%.



20-OXYGENATION (F) DURATION: C
RANGE:100' Creates a 50 'R of high oxygen
content air; all within it fight at +20 and fire
deals double damage.

25-FOG TRUE (F) As Fog, except duration is 1
hr./Ivi and radius is 100 */1vl.

30-UNFOG TRUE (F) As Unfog, except radius is
100 ' /vl

50-CLOUD MASTERY (F) DURATION: C
RANGE:1000 /vl Caster has complete control
of clouds within range (includes fog); he can
control storm clouds and cause them to rain but
he can’t create them.

SHIFTING

1-BALANCE (P * ) DURATION: V RANGE: §

Adds 50 to any rolls for one slow maneuver({e.g.

walking a 3” beam).

2-CONTRACTION (P) DURATION:10 min.
RANGE: S Allows caster to disjoint limbs,
contract muscles, etc.; in order to escape man-
acles and ropes and slip through small places.

3-FACE SHIFTING (P) DURATION:l hr.
RANGE: S Allows caster to alter form of his
face to resemble someone else.

5-WATERLUNGS (P) DURATION:1 min./Ivl
RANGE: S Caster can breathe water but not air
for duration.

7-CHANGE TO KIND (P) DURATION:10
min./lvl RANGE: S Caster can alter his entire
body to the form of another humanoid race.

8-GASLUNGS (P) As Waterlungs, except caster
can breathe any gas.

10-FACE SHIFTING TRUE (P) As Face Shift-
ing, except lasts 1 hr./vl.

11-CHANGING LUNGS (P) As Waterlungs, ex-
cept caster can breathe water, air and any gas at
will.

13-CHANGE (P) DURATION:10 min./lIvl
RANGE: S Caster can assume any organic
form within 2 and 2 x his mass, but does not
obtain any special abilities.

15-SOLID FORM (P) DURATION:1 min./lvl
RANGE: § Caster becomes as if made of very
dense stone (cannot move or cast spells).

18-CHANGING (P) As Change, except caster
can alter forms at will (1 rnd per change).

20-WATERFORM (P) DURATION:1 min./Iv]
RANGE: § Caster takes the form of a liquid
mass, able to seep through cracks as water; and
move through water at 10 MPH (no spell
casting).

25-MISTFORM (P) DURATION:1 min./Ivl
RANGE: S Caster takes the form of a mist,
able to fly 20 MPH; seep through cracks; ex-
tend self to become virtually invisible; etc. (no
speil casting).

30-FORM MASTER (P) As Waterform and Mist-
form, except the two may be used interchange-
ably at will (1 rnd per change); and duration is
10 min./vl (no spell casting).

50-CHANGE MASTER (P) As Changing and
Form Master, except all forms are interchange-
able at will (1 rnd per change):and caster may
vary his mass between !, and 10x his own
mass.

LIQUID MANIPULATION

1-BOIL WATER (F) DURATION: C RANGE:
T 1'cu’ of liquid/Ivl can be heated to boiling,
at a rate of lcu'/rnd.

2-FREEZE WATER (F) DURATION: C
RANGE: T As Boil Water, except the liquid
can be cooled until frozen.

3-CLEAR WATER (F) DURATION: P
RANGE: T As Boil Water, except that it clears
liquid of all sediment.

S-DESALINATION (F) DURATION: P
RANGE: T As Boil Water, except that it re-
moves all dissolved substances from the liquid.

6-WATERWALL (E} DURATION: C RANGE:
10’ Creates 10'x10'x1" wall of churning
water (a water source must be within 10), cuts
all attacks and movement through it by 80%.

T7-EVAPORATION (F) DURATION: P
RANGE: T As Boil Water, except all liquid is
instantly evaporated.

8-WATER CORRIDOR (F) DURATION: C
RANGE:10" Creates a corridor through liquid
up to 100" long, 3’ wide and 10’ deep.

9-WATER BOLT (E) DURATION:—
RANGE:100" A bolt of water is shot from the
palm of the caster (a water source must be with:
in 10"); results are determined by the Waterbolt
table.

10-CURVED WATERWALL (E) As Waterwall,
except wall is 10'x20'x 1’ and can be curved
up to a semicircle.

11-CALM WATER (F) DURATION: C
RANGE:10’ All water within a 100'R is
calmed: waves are cut by 20" in the center and
less towards the perimeter.

HEALING GALUNTLET OF SKAL

+4 Lay Healing spell afder

All healing done with gauntlet on
has 1 normal recaovery time

All operations take hut 3 the

normal time

Gauntlet will heal 4-40 hits
on contact  4X per day
(not useahle on wpearer)
Patient gnaranteed of 100% recovery

when gauntlet usend

Fashioned of very fine steel mesh
and hronse plakes, the gauntletr will

fit any L£ay Healer-

g5

13-WATERW ALL TRUE (E) As Waterwall, but
has a set du ration of 1 min./lvl and doesn’t re-
quire conce itration.

15-WATER ( ORRIDOR (F) As above, except
limit is 300 ' x4’ x 50 'deep.

17-WHIRLPFDOL (F) DURATION: C
RANGE:30)’ Creates a 20 'R whirlpool that
will draw in any unpowered objects up to 200’
away.

18-WAVE (F) DURATION:— RANGE:100’
Creates a wave moving away from the caster:
wave is 1’ high/lvl in the center and 10'/Ivl
wide.

19-WATER BUBBLE (F) DURATION: C
RANGE: S Creates a bubble of air (10'R)
around the :aster and others, which will carry
them in up o 100’ of water (air resuscitated),

20-CALM WA TER (F) As above, except radius is
100 '/Ivl anc waves are cut by 50 .

25-WATER C ORRIDOR TRUE (F) As Water
Corridor, e cept limit is 100'/Ivlx6'x 100"
deep.

30-WATER B JBBLE TRUE (F) As Water Bub-
ble, except 1adius is 20’ and there is no depth
limit.

50-WATER MNIASTERY (F) DURATION: C
RANGE:10 /lvl Total control of water within
range; this rieans he can use one of the lower
spells on thi lists each rnd.

SPEED -

1-RUN (U % ) DURATION:10 min/lvl RANGE:
S Caster m: y run (2 x walking pace) without
tiring, but o1 ce he stops or performs some other
action the sj ell is cancelled.

3-SPEED I (U % ) DURATION:1 rnd RANGE: S
Caster may act at twice his normal rate, but
must spend a number of rounds equal to the
rounds spee:led at half rate{(immediately after-
wards). Sug ested rules for handling this are in
section 7.4 ¢ the rules.

5-SPEED II (U « ) As Speed I, except duration is
2 rounds.

6-HASTE I (U * ) As Speed I, except no half rate
rounds are r :quired.

7-SPEED III (U &) As Speed 1, except duration
is 3 rounds.

8-SPRINT (U ) As Run, except caster may
move at 3 x walking pace.

9-HASTE II (1/ % ) As Haste I, except duration is
2 rounds.

10-FAST SWIM (U+) As Run, except caster
swims doubl : normal pace.

11-SPEED V (1] % ) As Speed I, except duration is
5 rounds.

12-HASTE HI (U % ) As Haste I, except duration
is 3 rounds.

15-HASTE V | U %) As Haste 1, except duration
is 5 rounds.

17-FAST SPRINT (U %) As Run, except caster
may move al 4x walking pace.

20-SPEED X (1] %) As Speed I, except duration is
10 rounds.

25-HASTE X (U %) As Haste I, except duration
is 10 rounds.

30-SPEED TR! JE (U %) As Speed I, except dura-
tion is until :aster sleeps, rests or cancels the
spell(maximi m is 24 hr.).

50-HASTE TR JE (U ) As Haste [, except dura-
tion is until :aster sleeps, rests or cancels the
spell{maxim m of 24 hr.).



CLOSED MENTALIST SPELL LISTS

TELEKINESIS

TELEKINESIS T ¢
STAYING 5 ¢
TELEKTINESIS 5 ¢
STAYING 25 ¢
TELEKINESIS II ¢

STAVING 1T ¢
TELEKINESIS 25 ¢
STAYING 50 ¢
TELEKINESIS 50 ¢
HURLING T

STAYING 100 ¢
TELEKINESIS 160 ¢
HURLING &
STAYING 200 ¢
TELEKINESIS TI1 ¢

STAYING TIT ¢
TELEKINESIS 280 ¢
HURLING 25
STAYING 500 ¢
TELEKINESTS 500 ¢

HURLING 111

7~ MIND'S DOOR

LEAVING (1087)

LEAVING (300"}

LONG DOOR (50')

LEAVING (500']
LONG DOOR {100"}

LORD LEAVING

LONG POOR {3007}

LONG DOOR (500')

MIND's DOOR {1m{)

LEAVING TRUE

MIND SOLID -
MASTERY _MANIPULATION

1) STORING WARM STONE

23 PRESENCE (20') * WARM METAL
3] TNNER WALL WARM SQLID

1) HEAT STONE

5 RECALL HEAT METAL
6) MISFEEL KINDec HEAT SQLID

71 OBSERVATION CHILL SOLID
8 INNER WALL 1T

)

10} MISFEEL CALLINGec CRACKS CALL
11 CORRELATION HEAT SOLID
12} MISFEEL POWER@C CHILL SOLID
15} INNER WALL TIT CRUMBLE

14) BOWBREAK

15) UNPRESENCE ¢ STONE DOOR
16) METAL DOOR
17} INNER WALL V RLADEBREAK
18) TOTAL RECALL LOCKBREAK
19) MISFEELecC SQLID DOOR
20) INNER WALL TRUE MOLD STONE
25) (BSERVATION TRLUE HOLD METAL
30) CORRELATION TRUE MOLD SOLID
50) MIRRORMIND ¢ TRANSMUTATION

MIND-MASTERY

1-STORING (S) DURATION: until a spell is cast
RANGE: § Caster may cast this spell and any
other spell he wants to store; then the stored
spell may be cast at any time, with no prepara-
tion. The Storing spell costs the same number
of power points as the spell stored and no other
spell may be cast while a spell is stored.

2-PRESENCE (P %) As Presence on the base

mentalist Presence List, except range is only

20°.

3-INNER WALL I (P) DURATION:1 min./Ivl
RANGE: § Caster gets +5 on his RR versus
mind attacks.

5.RECALL (P) DURATION:— RANGE: S
Caster gets a 25% chance of recalling some key
fact or occurrence from his subconscious, which
could relate to the current situation (could be
from his background or something he has for-
gotten).

6-MISFEEL KIND (P*)DURATION: C
RANGE: S Caster appears to be of any race he
chooses, to magical or mental detections.

7-OBSERVATION (P) DURATION:—
RANGE:100' Caster gains insight or facts by
observing a person or thing with intense concen-
tration(i.e. room,item,etc.).

8-INNER WALL II (P) As Inner Wall I, except
add is 10.

10-MISFEEL CALLING (P*)As Misfeel Kind,
except profession may be misrepresented.

HURLING 50

TELEKINESIS TRUE ¢

11-CORRELATION (P) DURATION:I topic
RANGE: S Caster is able to correlate known
facts to obtain conclusions(i.e. help is given by
gamesmaster based on a roll).

12-MISFEEL POWER (P*)As Misfeel Kind, ex-
cept level may be misrepresented.

13-INNER WALL III (P) As Inner Wall I, except
add is 15.

15-UNPRESENCE (P) As Misfeel Kind, except
caster appears to have no presence,

17-INNER WALL V (P) As Inner Wall I, except
add is 25.

18-TOTAL RECALL (P) As Recall, except recall
is automatic and in effect gives caster a photo-
graphic memory.

19-MISFEEL (P*) DURATION: C RANGE: S
Allows caster to use all of the “‘misfeel”” spells
at once.

20-INNER WALL TRUE (P) As Inner Wall I, ex-
cept add is 50.

25.0BSERVATION TRUE (P) As Observation,
except any and all detail in even a large situation
may by noticed.

30-CORRELATION TRUE (P) As Correlation,
except no roll is involved and obtaining conclu-
sions is automatic. .

50-MIRRORMIND (D) DURATION: C
RANGE: S Caster reflects all mind attacks
back on the attacker who must then make a RR.

IS

MIND's DOOR {100mi)

MIND's DOOR TRUE

“ MOVEMENT
LEAPING * fl
LANDING * (2
LEVITATION (3
WIND TRIFT (4
UNDERWATER MOVEMENT (5
FLY (Imph) (6
LEVITATION (7
LONG DIVE * (8
(9
MERGING (10
FLY {5mph) (11
LANDING TRUE * (12
LEVITATION (i3
PASSTNG (14
FLY (10mph) {15
[@R]
GREAT MERGE (17
{18
(19
MERGE TRUE (20
FLY (Z0mph] (25
PASSING TRUE (30
MASTER OF MOVEMENT (50

SOLID MANIPULATION

1-WARM STONE (F) DURATION:24 hr.
RANGE: T 1 cu’ of stone/lvl can be warmed
up to 100°F.

2-WARM METAL (F) As Warm Stone, except 6
cu” of metal/lvl are warmed.

3-WARM SOLID (F) As Warm Stone, except can
affect any solid inanimate, non-metal material.

4-HEAT STONE (F) DURATION:1 min./Ivl
RANGE: T As Warm Stone except temperature
limit is 500°, and it takes 1 md for each 100°,
caster is immune to this heat.

5.HEAT METAL (F) As Heat Stone, except 6 cu”
of metal/lv] are heated.

6-HEAT SOLID (F) As Heat Stone, except af-
fects any inanimate, non-metal material.

7-CHILL SOLID (F) As Heat Stone, except chill
any solid, inanimate material down to 0°F.

10-CRACKS CALL (F) DURATION:—
RANGE:100 Any previous cracks or flaws in
material up to 10’ x10'x 10" section will ex-
tend to their limit.

11-HEAT SOLID (F) As above, except there is no
limit to temperature (until solid melts).

12-CHILL SOLID (F) As above, except limit is
—200°F, temp. drops 100°/rnd and caster is
immune to this cold.

13-CRUMBLE (F) As Cracks Call, except ma-
terial with cracks will crumble to dust.

14-BOWBREAK (F) DURATION:—
RANGE: 100’ Will break a piece of wood up to
1’ in diameter.



15-STONE DOOR (F) DURATION: P RANGE:
T Creates doorway through stome 3'x6"x1".

16-METAL DOOR (F) As Stone Door, except
doorway can be 3'x6'x1” through metal.

17-BLADEBREAK (F) As Bowbreak, except a
piece of metal can be broken, up to 3” in dia-
meter.

18-LOCKBREAK (F) DURATION: P RANGE:
T Causes a lock to break; it can be broken in a
locked or unlocked state.

19-SOLID DOOR (F) As Stone Door, except
doorway can be in any manimate material and
it can be 3'x 6 with a depth of: 1'/Ivl for
stone and 3 "/1vl for all other materials.

20-MOLD STONE (F) DURATION: P RANGE:
T May shape by molding with hands lcu’ of
stone as if putty and then allow it to harden.

25-MOLD METAL (F) As Mold Stone, except
may mold metal.

30-MOLD SOLID (F) As Mold Stone, except
may mold any material.

50-TRANSMUTATION (F) DURATION: P
RANGE: T May transmute 1 oz. of material
into another non-magical material that the cast-
er has a sample of (usable once/day).

TELEKINESIS

1-TELEKINESIS 1 (F) DURATION: C
RANGE: 100" Can move one object, up to 1 Ib
in mass, 1 '/second with no acceleration. Living
beings or items in contact with a living being get
normal RR based on the living being.

2-STAYING 5 (F) DURATION: C RANGE: 100’
Exerts 5 Ibs of pressure on a person or object.
Object cannot be moved by Staying alone, and
pressure can only be in one direction.

3-TELEKINESIS 5 (F) As Telekinesis I, except
mass limit is 5 Ib.

4-STAYING 25 (F) As Staying 5, except pressure
limit is 25 Ib.

S-TELEKINESIS II (F) As Telekinesis I, except 2
objects of 5 1b total mass may be moved; or one
object of 5 Ib mass may be moved at a range of
200,

6-STAYING II (F) As Staying 5, except 2 objects
may be affected with 5 Ib. total pressure; or
Staying 5 can be used at 200 .

7-TELEKINESIS 25 (F) As Telekinesis I, except
mass limit is 25 Ib.

8-STAYING 50 (F) As Staying 5, except pressure
limit is 50 Ib.

9-TELEKINESIS 50 (F) As Telekinesis I, except
mass limit is 50 Ib,

10-HURLING 1 (F) DURATION:1 rnd
RANGE:10’ Caster may “hurl’’ one object of
11Ib. or less with sufficient force to deliver an at-
tack on the Shock Bolt Table, using the ele-
mental attack rules and impact critical strikes.

11-STAYING 100 (F) As Staying 5, except pres-
sure limit is 100 Ib.

12-TELEKINESIS 100 (F) As Telekinesis I, ex-
cept mass limit is 100 Ib.

13-HURLING 5 (F) As Hurling I, except mass
limit is 5 Ib and the concussion hits indicated on
the Shock Bolt Table are tripled.

14-STAYING 200 (F) As Staying 5, except pres-
sure limit is 200 Ib.

15-TELEKINESIS HI (F) As Telekinesis 11, ex-
cept total mass limit is 25 Ib and three objects
may be moved or the range extended to 300 ' for
one object.

16-STAYING III (F) As Staying II, except total
pressure limit is 25 Ib and three objects may be
affected or the range extended to 300’ for one
object.

17-TELEKINESIS 200 (F) As Telekinesis I, ex-
cept mass limit is 200 Ib.

18-HURLING 25 (F) As Hurling 1, except mass
limit is 25 and concussion hits are 5 x .

19-STAYING 500 (F) As Staying 5, except pres-
sure limit is 500 Ib.

20-TELEKINESIS 500 (F) As Telekinesis I, ex-
cept mass limit is 500 Ib.

25-HURLING I (F) As Hurling I, except may
hurl 1 object 300’ or 3 objects 100’ at the same
target.

30-HURLING 50 (F) As Hurling I, except mass
limit is 50 Ib and concussion hits are x5 and
there is + 50 added to the attack roll.

50-TELEKINESIS TRUE (F) DURATION:1
md/lvl RANGE:300" For the duration of the
spell, the caster may use any lower level speil
that affects 1 object.

BRACE OF BURK TAGGA

Baorn of the isle af Hulm

Shruar, this hrace hecame
known for iks command of

the great waters. It was

truly the greatest prize

of the great captain Burk
Tagga.

+2 spell fevice; predicts
storms at sea within 2
days; locales dry shores
within 20 miles; fires a
Pater Bolbt twice a day.

Copper inlaid on golog
weight 2 nz. Glows an
command.

MIND’S DOOR

5-LEAVING (F) DURATION:— RANGE: S
Caster is teleported to a point up to 100’ away,
but there can be no intervening barriers in a di-
rect line between him and the point (for these
purposes -a barrier is anything he could not
physically go through; a closed door is a
barrier).

8-LEAVING (F) As above, except caster can
move 300'.

10-LONG DOOR (F) As Leaving, except caster
can pass through barriers by specifying exact
distances. The caster can only move 50 .

11-LEAVING (F) As above, except caster can
move 500°.

12-LONG DOOR (F) As above, except caster can
move 1007,
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15-LORD LEAVI NG (F) As Leaving, except cast-
er can move 100 '/lvl up to 2000,

16-LONG DOOR (F) As above, except caster can
move 300 .

18-LONG DOOR (F) As above, except caster can
move 500,

20-MIND’'S DOOR (F) DURATION:—
RANGE: S If caster has established mental
contact with an i ntelligent being, he can teleport
him if the being cooperates. Movement limit is
1 mile,

25-LEAVING TFUE (F) As Leaving, except
movement is lim ited only by the barrier restric-
tion (on a flat pi ain this would be the horizon).

30-MIND’S DOO!t (F) As above, except limit is
100 miles.

50-MIND’S DOO!t TRUE (F) As Mind’s Door,
except that ther¢ is no movement limit.

MOVEMENT

1-LEAPING (F » )DURATION:— RANGE: S
Allows caster to leap 50 laterally or 20 ver-
tically.

2-LANDING (F « ) DURATION:— RANGE: S
Allows caster t¢ land safely in a fall up to
20 '/lvl, and to t: ke that distance off the severi-
ty of any longer fall,

3-LEVITATION F) DURATION:1 min./lvl
RANGE: S Allo vs caster to move up and down
vertically 10'/r1d., horizontal movement is
possible only thr >ugh normal means.

4-WIND DRIFT (F) DURATION:1 min./lvl
RANGE: S Cas! er becomes weightless with no
magical movement control. Weight gradually
returns at the en | of the duration.

5-UNDERWATER MOVEMENT (F) DURA-
TION:10 min./I'1 RANGE: S Caster can take
action underwat: r as if on land.

6-FLY (F) DURATION:1 min./lvl RANGE: S
Caster can fly at a rate of 15 '/rnd(or 1 MPH).

7-LEVITATION (F) As above, except rate is
50 '/rnd.

8-LONG DIVE (F % )DURATION:— RANGE:
S Caster can saf :ly dive up to 50 /vl if water
deep enough is resent.

10-MERGING () DURATION:1 min./lvl
RANGE: S Cast > can merge into any solid in-
animate material up to 1’ in depth), is inactive
and unaware of urrounding activity.

11-FLY (F) As abc ve, except rate is 75 '/rnd.

12-LANDING TR JE (F % )As Landing, except
caster can land s: fely from any fall 99% of the
time.

13-LEVITATION F) As above, except rate is
200'/rnd.

14-PASSING (F) DURATION:1 min./lvl
RANGE: S Cast :r can pass through any inani-
mate material up to 1'/lvl.

15-FLY (F) As above, except rate is 150'/rnd.

17-GREAT MERG £ (F) As Merging, except cast-
er may turn with n the material and see outside
the material if w thin 6" of the surface(cannot
cast spells).

20-MERGE TRUE (F) As Great Merge, except
caster can throw ipell on himself while merged.

25-FLY (F) As above, except rate is 300'/rnd.

30-PASSING TRU 7 (F) As Passing, except caster
can pass through as much material as the dura-
tion allows at a 1ate of 10’/rnd.

50-MASTER OF MOVEMENT (F) DURA-
TION:1 min./lvi RANGE: S Caster may use
the abilities of ar y one of the spells on this list
each rnd, for the number of rnds as the dura-
tion of this spell.



PRESENCE

1-PRESENCE (P* % )DURATION: C
RANGE:10’/lvl Caster is aware of the pres-
ence of all sentient/thinking beings within his
range.

2-FEEL (P % ) DURATION: C RANGE:10 '/1lvl
Caster gets general idea of the race and Ivl of
one being; being must first be located by
Presence.

5-MIND STORE (Ix) DURATION:—
RANGE:10 '/1vl Caster stores mental pattern
of target; can be later used to locate specific per-
son through Feel or Finding.

6-MIND TYPING (I%x) DURATION:—
RANGE:10 '/lvl Caster gets race, profession,
and level of target,

7-FINDING (1) DURATION: C
RANGE: 100 '/lvl Caster gets direction and dis-
tance to any unshielded mind which he has a
mental pattern of from Mind Store.

8-DIRECTION (1) DURATION:—
RANGE: 1000 '/lvl Caster gets direction to any
unshielded Mind Stored mind he desires,

9-PRESENCE TRUE (P) DURATION: C
RANGE:100 '/Ivl Can get presences in one 50 '
radius area up to 100 '/1vl away.

10-AWARENESS (I1x) DURATION: C
RANGE:10'/Iv]l As Presence, plus a general
knowledge of the actions of each being (e.g. be-
ing is casting a spell, but not what spell is being
cast).

11-DIRECTION (I) As above, except range is 1
mile/1vl.

12-FEEL TRUE (1) As Presence True, except that
Feel can be cast instead of Presence.

14-MASS FEEL (I) As Feel,except caster may
““feel’” one being per round.

15-MIND TYPING TRUE (I) As Feel True, ex-
cept that Mind Typing can be cast instead of
Feel.

18-FINDING (I) As above, except range is 1
mile/Ivl.

20-AWARENESS TRUE (I % ) As Awareness, ex-
cept that very detailed knowledge of actions is
given.

MIND MERGE

1-EMPATHY (I) DURATION:! md./lvl (C)
RANGE: 10’ Caster gets target’s basic feelings.

3-EMOTIONS (I) DURATION:I rnd./lvl (C)
RANGE:50 Caster feels target’s emotions in
detail.

4-MERGE WITH MENTALIST (P) DURA-
TION: C RANGE: T Allows two mentalism
spell users to interchange thoughts and power
points.

5-THOUGHTS (IM)DURATION:1 rnd./ivl {C)
RANGE: 100 ' Caster receives surface thoughts
from target, if target makes his RR by more
than 25 he realizes what is happening.

6-MIND MERGE (P) DURATION: C RANGE:
T Allows caster and target to interchange
thoughts; if both are mentalism spell users they
can interchange power points.

8-MIND MERGE (P) As above, except 100’
range.

10-INNER THOUGHTS (IM)As in Thoughts,
except caster also gets reasoning and thought
patterns behind surface thoughts.

11-READY MERGE (P%) DURATION: C
RANGE:100'/Ivl As in Mind Merge, except
caster and target must have merged before,

MENTALIST BASE SPELL LISTS

PRESENCE MIND MERGE MIND CONTROL
1) PRESENCE®*2 EMPATHY QUESTION
2) FEEL *e SLEEP
3) EMOTTONS CHARM KINT
4} MERGE w/MENTALIST CALM
5) MIND STORE * THOUGHTS CONFUSTON
6) MIND TYPING * MIND MERGE ¢ FEAR
7) FINDING {100'/L) ¢ SUGGESTION
8) DIRECTION (1000'/L) MIND MERGE [100') c HOLD KIND
9) PRESENCE TRUE *c EMOTTONS

10} AWARENESS *c

INNER THOUGHTS

MASTER OF KIND

11) DIRECTION {Tmi/L) READY MERGE *c COMA

12) FEEL TRUE *e TRUE CHARM
13) MIND SWITCH

14) MASS FEEL *c

15) MIND TYPING TRUE *c MIND SCAN GEAS

16) TRUE HOLD

17)

18) FINDING {Tmi/L) ¢ MIND MERGE {50'/l] c MIND BREAK
19)

20) AWARENESS TRUE *c HIND PROBE TRUE SLEEP
25) FINDING (5mi/L) e MIND SWITCH TRUE TRUE GEAS

30) DIRECTION TRUE

—

S0} FINDING TRUE c

13-MIND SWITCH (M) DURATION:1 day
RANGE: T Target and caster switch minds and
spell abilities; target may not move if he is not a
mentalist.

15-MIND SCAN (IM)As in Inner Thoughts, ex-
cept caster also can scan target’s conscious
memories.

18-MIND MERGE (P) As above, except range is
50 /1vl and caster must know the location of the
target mentally or through some other means.

20-MIND PROBE (IM) As in Mind Scan, except
caster can probe target’s subconscious mem-
ories (i.e. all experiences).

MIND CONTROL

1-QUESTION (M) DURATION: — RANGE:10'
Target must answer a single-concept question
truthfully.

2-SLEEP (M) DURATION:— RANGE:50 " Tar-
get falls into natural sleep.

3-CHARM KIND (M) DURATION:10 min./lvl
RANGE:50 ' Humanoid target believes caster is
a good friend.

4-CALM (M) DURATION:1 min./lvl
RANGE:100 ' Target will take no offensive ac-
tion, will fight only in self-defense.

5-CONFUSION (M) DURATION:1 rnd/5% fail-
ure RANGE:100' Target is incapable of mak-
ing decisions or initiating action; may continue
to fight current foes or in self-defense.

6-FEAR (M) DURATION:1 min./10% failure
RANGE: 100" Target fears caster and attempts
to flee.
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THOUCHT STEAL
READY MERGE TRUE *

MIND CONTROL TRUE
MIND MASTER

7-SUGGESTION (M) DURATION: V
RANGE:10* Target will follow a single sug-
gested act that was not completely alien to
him(i.e. suicide, blinding himself, etc.).

8-HOLD KIND (M) DURATION: C
RANGE:50’ Target is held to 25% of normal
action.

9-EMOTIONS (M) DURATION:1 min./lvl
RANGE:100' Causes any desired emotion.

10-MASTER OF KIND (M) DURATION:10
min./lvl RANGE:10' Target must obey the
caster as specified in Suggestion.

11-COMA (M) DURATION:1 day/10% failure
RANGE:100° RR MOD: +20 Causes coma.

12-TRUE CHARM (M) As Charm Kind except
works on any sentient creature,

15-GEAS (M) DURATION: V RANGE:10'
Target is given one task, failure results in a pen-
alty determined by the gamesmaster.

16-TRUE HOLD (M) DURATION: C
RANGE:50’ RR MOD:-20 Target is para-
lyzed and can do nothing.

18-MIND BREAK (M) DURATION: P
RANGE:50' Target is a vegetable.

20-TRUE SLEEP (M) DURATION:1 min./10%
failure RANGE:100" RR MOD: — 20 Target is
unconscious and unwakeable,

SENSE CONTROL

1-DISTRACTION (M) DURATION: C
RANGE: 100" Target is at — 30 for all actions.

2-NUMBING (M) DURATION: C RANGE:
100" Random limb is numb and useless.



SENSE CONTROL

PISTRACTION ¢ JOLTS 1
NUMBING c HESITATION
BLUR VISION C MINOR PAIN
MINOR SENSE CONTROL c SHOCK A
AUPTO ATTACK JOLTS 111
AUDTO CONTROL ¢

FUMBLE PARALYIE 1
VISION CONTROL c SHOCK B

VISTION ATTACK
NERVE STUN

MAJOR PAIN

HALLUCINATION ¢ JOLTS ¥

PARALYZE 111

SENSE CONTROL I1 ¢ SHOCK ¢

SENSORY OVERLOAD

SENSE CONTROL 171 e SHOCK D
PARALYZE V
SENSE CONTROL 1V e JOLTS X

SENSORY DEPRIVATION
SENSE CONTROL V ¢ SHOCK E
LONG CONTROL c

SENSE CONTROL TRUE

PRIVATE WORLD

MIND ATTACK

MIND SHOUT [10') *

MIND SHOUT (50') *

MIND SHOUT (100') *

GREAT SHOUT *
MIND SHOUT (300') *

SHOUT TRUE *

MENTALIST BASE SPELL LISTS

MIND SPEECH

MENTALIST TONGUE *c (1

MIND TONGUE (100') *c (3

MIND TONGUE (500'} *c (6

MIND SPEECH {10') *c (9
MIND TONGUE [1000') *e¢ (10

{11
MIND SPEECH (100') *e (12
(13
FRIEND SPEECH (10') *e {14
MIND SPEECH (300') *c (15

WAITING TONGUE (16

(17
MIND TONGUE {1 mdi) *e (18
FRIEND SPEECH (100"} *e¢ (19
MIND SPEECH {2000') *e (20

MIND TONGUE (Imi/L) *e (25

(5]
n

WAITING SPEECH (30

FAR MIND SPEECH (50

20th - 50th 1vl spell fdescriptions are on pg 22

3-BLUR VISION (M) DURATION: C RANGE
100" Target is at — 100 for missiles; — 50 for all
other actions.

4-MINOR SENSE CONTROL (M) DURA-
TION: C RANGE 100" Causes false sensations
in any one of: smell, taste or touch.

5-AUDIO ATTACK (M) DURATION: 1
rnd/10% failure RANGE: 100" Loud sound
stuns target.

6-AUDIO CONTROL (M) DURATION: C
RANGE: 100’ Causes target to hear any
sound(s) desired.

7-FUMBLE (M) DURATION: — RANGE: 100’
Target fumbles weapon or items in hands.

8-VISION CONTROL (M) DURATION: C
RANGE: 100" Causes target to see whatever
the caster desires.

9-VISION ATTACK (M)} DURATION: 1
rmd/10% failure RANGE: 100" Bright vision
blinds target.

10-NERVE STUN (M) DURATION: 1 rnd/10%
failure RANGE: 100’ Target is totally
numbed; is at —75 for all actions; and is
stunned.

11-HALLUCINATION (M) DURATION: C
RANGE:100" Target sees a nonexistent foe,
and must fight him until the foe is dead(foe has
sarne capabilities as target but does no damage).

13-SENSE CONTROL 1I (M) DURATION: C
RANGE: 100" Causes false sensations-in sight
and hearing.

15-SENSORY OVERLOAD (M) DURATION:
1 rnd/5% failure RANGE: 100’ Overloads
senses: 01-50% failure = stun, more than 51%
= unconsciousness.

16-SENSE CONTROL I (M) Same as Sense
Control II except affects any three senses.

18-SENSE CONTROL IV (M) Same as Sense
Control I except affects any four senses.

19-SENSORY DEPRIVATION (M) DURA-
TION: 1 day/10% failure RANGE: 100" Total
sensory deprivation, i.e. no sensory input.

20-SENSE CONTROL V (M) Same as Sense
Control II except affects all senses.

HEADBAND OF CALIME

+3 Mentalist afder

Stores one Mentalist
spell

Dnuhles range of all
spells on 'Presence’
list

+15% to Mental atktacks
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MIND ATTACK

1-JOLTS I (M)D' JRATION:1 rnd RANGE:100’
Target stunned.

2-HESITATION (M) DURATION:1 rmd/10%
failure RANG i:100' Target hesitates in any
nondefensive ation.

3-MINOR PAIN (M) DURATION:—
RANGE: 100" "arget takes 25% of his remain-
ing concussion hits (i.e. those not already
taken).

4-SHOCK A (M) DURATION: V RANGE:100'
Target takes an “‘A” shock critical strike.

5-JOLTS III (M) As Jolts I, except duration is 3
rnd.

7-PARALYZE 1 (M) DURATION:1 rnd/10%
failure RANGE :100' Target paralyzed.

8-SHOCK B (M) As Shock A, except shock criti-
cal is a “B.”

9-MAJOR PAIN | M) As Minor Pain, except 50%
of remaining co acussion hits are taken.

10-MIND SHOUT (M »)DURATION:1
md/10% failure RANGE:10'R Everyone
within the radiu; is a target, all failing to resist
are stunned.

11-JOLTS V (M) As Jolts I, except duration is 5
rnd.

12-PARALYZE 11 (M) As Paralyze I, except
duration is 3 rmi [/10% failure.

13-SHOCK C (M) As Shock A, except shock crit-
ical is a “C.”

15-MIND SHOU1 (M % )As above, except range
is S0'R.

16-SHOCK D (M) As Shock A, except shock crit-
ical is a *‘D.”

17-PARALYZE V (M) As Paralyze I, except du-
ration is 5 rnd/| 0% failure.

18-JOLTS X (M) .\s Jolts I, except duration is 10
md.

19-MIND SHOUT (M ) As above, except range
is 100 'R.

20-SHOCK E (M) As Shock A, except shock crit-
ical is an “E.”

NOTE: Shock criical strikes are rolled on the
Electricity Critic il Strike Table.

MIND SPEECH

1-MENTALIST T ONGUE (I ) DURATION: C
RANGE:100" i aster may mentally speak to
another spell ca ter of the mentalism realm.

3-MIND TONGUE (Ix) DURATION: C
RANGE:100 " '“aster may mentally speak to
any one thinkin ; being.

6-MIND TONGU Z (I &) As above, except range
is 500°.

9-MIND SPEE('H (I%) DURATION: C
RANGE:10'R aster can broadcast thoughts
to minds of all ' vithin range.

10-MIND TONGUE (I%) As above, except
range is 1000,

12-MIND SPEEC 1 (1 %) As above, except range
is 100 'R.

14-FRIEND SPEECH {l%) DURATION: C
RANGE:10’'R \s Mind Speech, except caster
can limit broadc ist to desired beings.

15-MIND SPEEC 1 (I &) As above, except range
is 300'R.

16-WAITING TONGUE (1) DURATION: V
RANGE: 100" 25 word mental message can be
set to release: tin ied up to 24 hours, or keyed to
any being or a specific person through Mind
Store,

18-MIND TONGUE (1%) As above, except
range is 1 mile.

19-FRIEND SPEECH (I*) As above, ex-
cept range is 10X 'R.

20-MIND SPEECI (1 ) As above, except range

e YYD



PAST VISIONS

1-ORIGINS (1) DURATION:— RANGE: T
Ciives a general idea of the place of origin of an
item,

2-DETECT CURSE (I) DURATION:—
RANGE: T Detects if a curse is on an item.

3-YISION BEHIND (I} DURATION: C
RANGE: T Caster gets a vision of the past up
to 1 min/lvl (includes sight and sound}. Vision
must be associated with a place or item. Caster
is in a trance as long as he concentrates.

4-POWER LORE (1) DURATION:— RANGE:
T Gives the origins of an item’s power.

5-VISION GUIDE (1) DURATION: V RANGE:
T When cast just before a **Vision Behind™
spell, it gives the caster the ability to scan the
past by “‘feeling” the time location of signifi-
cant events.

6-ITEM VISION (I) DURATION: — RANGE: T
Gives a vision of a significant event in the item’s
past.

8-VISION BEHIND (I} As above, except time
range is 1 hr/IvL

10-DELVING (I) DURATION:— RANGE: T
Gives significant details concerning an item’s
construction and purpose (not specific powers).

11-VISION BEHIND (I) As above, except time
range is 1 day/1vl.

13-PAST STORE (I %)DURATION:—
RANGE: S Caster may cast this spell while in a
Vision Behind; it saves an image of a person or
place that can later be used by another Vision
Behind to key in on the saved image in another
place or time.

14-CURSE ANALYSIS (I) DURATION:—
RANGE: T Gives an analysis of the origin of a
curse, the source of its power and an idea of its
effectiveness.

15-VISION BEHIND (1) As above, except time
range is 1 yr/lvl.

20-VISION LOCATION (I) DURATION:—
RANGE: S If caster has general information
concerning an event or place, casting this spell
before a Vision Behind will cause the Vision Be-
hind to key on the event most closely matching
the description.

25-VISION BEHIND (I) As above, except time
range is 10 yr/lvl.

30-VISION BEHIND (I) As above, except time
range is 100 yr/ivl.

50-VISION BEHIND TRUE (I) As Vision Be-
hind, except there is no time range limitation.

MIND VISIONS

1-QUESTION I (M) DURATION:—
RANGE: 10’ Target must answer one, single-
concept question. Question is asked and an-
swered mentally.

3-QUESTION III (M) As Question I, except tar-
get must answer 3 questions(1/rnd).

5-THOUGHTS (M) DURATION:! rnd/IvI(C)
RANGE:100 " Caster receives surface thoughts
from target, if the target makes his RR by more
than 50 he realizes what was attempted.

6-MIND TYPING (I+) DURATION:—
RANGE:10 '/Ivt Caster gets race, profession
and level of target.

7-TRUTH I (I) DURATION:1 min. RANGE:10'
Caster knows when anyone within the range is
lying.

10-INNER THOUGHTS (M) As Thoughts, ex-
cept caster also gets reasoning and thought pat-
terns behind surface thoughts,

SEER BASE SPELL LISTS
PAST VISIONS

1) ORIGINS

2) DETECT CURSE

3)  VISION BEWIND o
4) POWER LORE

5) VISION GUIDE

6) TTEM VISION

8) VISIONBEHIND [Thr/L) e
9)
10} PELVING

MIND VISIONS

QUESTION T

OUESTTON 111

THOUGHTS ¢

MIND TYPING *
7) TRUTH 1

INNER THOUGHTS c

TRUE PERCEPTION

PRESENCE *c
DETECT TLLUSION
MIND STORE *
ANALYSIS *
FINDING (100'/L] ¢

MIND TYPING *
AWARENESS (30') *e
LONG EAR ¢

AWARENESS (10'/L) *c

11) VISTONBEHIND (Tdy/L} e  TRUTH 117 LONG MIND STORE *
12)

13) PAST STORE TRUTH V LONG MIND TYPING *
14) CURSE ANALYSIS FINDING (Tmi/L) ¢
15) VISIONBEHIND {1yn/L} c  MIND SCAN ¢ LONG SENSE ¢

20) VISION LOCATION PAST TRUTH FINDING [5mi/L) c
25) VISTONBEHIND {10yn/L) ¢ MIND PROBE e LONG SENSE (mi/L) ¢

30) VISTONBEHIND (100yx/L) ¢ THOUGHT STEAL

50) VISTONBEHIND TRUE

TRUTH TRUE

LONG SENSE TRUE ¢
FINDING TRUE ¢

CRAN AT

11-TRUTH Il (1) As Truth I, except duration is
3 min.

13-TRUTH V (I) As Truth I, except duration is
$ min.

15-MIND SCAN (M) As in Inner Thoughts, ex-
cept caster also gets target’s conscious memories
(at a rate of one scene/rnd).

20-PAST TRUTH (1) As Truth I, except that it
can be cast during a Vision Behind spell (on
Past Visions list), and detects lying from anyone
speaking in the vision.

25-MIND PROBE (M) As Mind Scan, except
caster can probe target’s subconscious memo-
ries (i.e. all experiences).

30-THOUGHT STEAL (M) DURATION:1
rnd/lvl RANGE:100’ Caster can remove one
thought or memory from the target’s mind each
round.

50-TRUTH TRUE (1} As Truth I, except duration
is 1 min/lvl.

T S S -y

TRUE PERCEPTION

1-PRESENCE (P*%x) DURATION: C
RANGE:10'/lvl Caster is aware of the pres-
ence of all sentient/thinking beings within his
range.

2-DETECT ILLUSION (U) DURATION:—
RANGE: S Caster can detect the slight imper-
fections that exist in one illusion.
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3-MIND STORE (Ix) DURATION:—
RANGE:10 /vl Caster stores the mental pat-
tern of target; can be used later to locate specific
person through Finding.

4-ANALYSIS (I4%) DURATION: —
RANGE:10'/lvl Caster can determine one of
the following concerning a target: profession,
race or level.

5-FINDING (D) DURATION: C
RANGE: 100 /Ivl Caster gets direction and dis-
tance to any unshielded Mind Stored mind he
desires.

6-MIND TYPING (I %) As Analysis, except all
three things can be determined.

7-AWARENESS (Ix) DURATION: C
RANGE:30'R As Presence, plus a general
knowledge of the actions of each bemng within
radius (e.g. being is casting a spell, but not what
spell is being cast.)

8-LONG EAR (U) As Long Eye on the True Sight
list, except caster can hear instead of see.

10-AWARENISS (I & ) As above, except radius is
10 '/1vl,

11-LONG MIND STORE (I %) As Mind Store,
except range is 100 '/Ivl if target is sensed(men-
tally or sight).

13-LONG MIND TYPING (I %) As Mind Typ-
ing, except range is 100'/Ivl if target is
sensed (mentally or sight).

14-FINDING (I) As above, except range is I
mile/lvl.

15-LONG SENSE (U) As Long Ear, except all
senses are involved.



FUTURE VISIONS

OTHERS
INTUITIONS T

INTUITIONS 111
DREAM 1

INTUITIONS V SIGHT MERGE

ANTICIPATIONS 1

DREAMS T1
SPELL ANTICIPATIONS

INTUITIONS X SIGHT MERGE

DREAMS 177
ANTICIPATIONS 111

INTUITTONS TRUE
ANTICTPATIONS V
LORD DREAM
ANTTCIPATTIONS TRUE

SPELL ANTICIPATION T.

SENSE THROUGH

ANTMAL STGHT (100') ¢

ANTMAL SENSE (100'} ¢

ANIMAL SIGHT (300') c

ANTMAL SENSE (300') ¢

ANTMAL STGHT (500') ¢
SENSORY MERGE (100') ¢
ANTMAL SENSE (500'} ¢

SIGHT MERGE {500'")
ANIMAL SENSE (1mi/L) e
SIGHT MERGE (Imi/L] e
SENSORY MERGE {Imi/L) ¢

SENSORY MERGE TRUE

SEER BASE SPELL LISTS

TRUE SIGHT.

WATERSIGHT ¢ (1
NIGHTSIGHT ¢ (2
WOODSTIGHT ¢ {3
WATCH ¢ (4
{100'} c ONG EVE (10'/L) ¢ (5
SEE INVISIBLE ¢ (6
STONESTGHT ¢ (7
TRONSTGHT ¢ (8
TLLUSTONSIGHT ¢ (9
[300") e WATCH (10'/L) ¢ (10
METALSIGHT ¢ (11
UTTERDARKSIGHT ¢ (12
WATCH 11 ¢ (13
WATCH (T00'/L} ¢ (14
WAITING WATCH ¢ (15
WALLSIGHT c¢ (20
LONG EYE (106'/L) c (25
WATCH TRUE (30
SIGHT TRUE (50

(TR >

20-FINDING (1) As above, except range is 5
mile/lvl.

25-LONG SENSE (U) As above, except ranges is 1
mile/Tvl.

30-LONG SENSE TRUE (U) As Long Sense, ex-
cept range is unlimited.

50-FINDING TRUE (1) As Finding, except no
range limit.

FUTURE VISIONS

1-INTUITIONS I (I) DURATION:— RANGE:
S Gains vision of what will probably happen if
he takes a specified action, within the next
minute,

3-INTUITIONS II (I} As Intuitions I, except ex-
tends 3 min. into the future.

4-DREAM I(P) DURATION: sleep RANGE: S
Caster has a dream relating to a topic decided
upon just before retiring.

S-INTUITIONS V (P) As Intuitions I, except ex-
tends 5 min. into the future.

6-ANTICIPATIONS T (P) DURATION:—
RANGE:100’ Predicts the most probable ac-
tion of a being in the next round (i.e. attack,
cast spell: but not spell or target).

8-DREAMS 11 (P) As Dreams [, except limit is 2
dreams/night on different topics.

9.SPELL ANTICIPATIONS (P) As Anticipa-
tions, except spell to be cast and target are
known.

10-INTUITIONS X (P) As Intuitions I, except ex-
tends 10 min. into the future.

11-DREAMS III (P) As Dreams I, except limit is
3 dreams/night on different topics.

13-ANTICIPATIONS III (P) As Anticipations I,
except the actions of 3 beings may be predicted.

15-INTUITIONS TRUE (P) As Intuitions, except
extends 1 min/lvl into the future.

20-ANTICIPATIONS V (P) As Anticipations I,
except actions of 5 beings may be predicted.

30-LORD DREAM (P) As Dream I, except limit
is 5 dreams/night on any combination of topics
the caster chooses.

25-ANTICIPATIONS TRUE (P) As Anticipa-
tions I, except all actions of all beings within
100’ of caster are known.

50-SPELL ANTICIPATION TRUE (P) As An-
ticipations True, except spell type and target are
known as well as the actions.

SENSE THROUGH OTHERS

1-ANIMAL SIGHT (P) DURATION: C
RANGE: 100’ Caster can see through the eyes
of any non-intelligent animal in range. The ani-
mal must be seen or located via Presence or lo-
cated via Mind Store/Finding (for the initial
contact only).

3-ANIMAL SENSE (P) As Animal Sight, except
all of the animal’s senses can be used.

5-SIGHT MERGE (P) As Animal Sight, except
any being may be used.

6-ANIMAL SIGHT (P) As above, except range
is 3007,

8-ANIMAL SENSE (P) As above, except range is
300°.
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10-SIGHT MERC E (P) As above, except range is
300",

11-ANIMAL SIGHT (P) As above, except range
is 500 .

12-SENSORY MERGE (P) As Sight
Merge(100 '), except all of the being’s senses
can be used.

13-ANIMAL SE! SE (P) As above, except range
is 500 .

15-SIGHT MERC E (P) As above, except range is
500,

20-ANIMAL SEN SE (P) As above, except range
is 1 mile/lvl,

25-SIGHT MERC E (P) As above, except range is
1 mile/Ivl.

30-SENSORY MERGE (P) As above, except
range is 1 mile/ lvl.

50-SENSORY M1 RGE TRUE (P) As above, ex-
cept range is ur limited.

TRUE SIGHT

1-WATERSIGHT (U) DURATION: C RANGE:
S Caster can se¢ through 10 '/Ivl of even murky
water as if it were day.

2-NIGHTSIGHT 'U) As Watersight, except cast-
er can see in 1ormal darkness.

3-WOODSIGHT U) As Watersight, except cast-
er can see throngh 1°/lvl of wood.

4-WATCH (U) DJURATION: C RANGE: S
Caster can pick a point up to 10’ away and he
will have a fielc of vision from that point; he
can rotate but n >t move (there can be interven-
ing objects suc1 as walls).

S5-LONG EYE (U) DURATION: C
RANGE:10'/lv Caster’s point of vision may
be moved inde)endently of him, up to 100’
away (10°'/rnd) but he would have to be able
to physically go :here (i.e. he could not send his
point of vision thru walls or closed doors).

6-SEE INVISIBLE (U) As Watersight, except
caster can see nvisible objects.

7-STONESIGHT U) As Woodsight, except cast-
er can see thrcugh 6"/lvl.

8-IRONSIGHT (1/) As Woodsight, except caster
can see through 1"/Ivl of iron or steel.

9-ILLUSIONSIGIIT (U) As Watersight, except
all illusions can be seen through.

10-WATCH (U) As above, except point of vision
can be up to 10 /lvl away.

11-METALSIGH" ' (U) As Ironsight, except any
non-enchanted netal can be seen through.

12-UTTERDARK 3IGHT (U) As Nightsight, ex-
ccp'.‘ caster may ilso see through magically cre-
ated darkness.

13-WATCH II (U ' As Watch, except 2 points up
to 100" away m 1y be observed simultaneously.

14-WATCH (U) As above, except range is
100 ' /1vl.

15-WAITING VATCH (U) DURATION:1
day/Ilvl RANG i: S As Watch(100 "), except
caster doesn’t he ve to concentrate until the spell
is triggered by :ome movement that could be
seen from the wi tch point; caster must be with-
in 100" when tri zgered.

20-WALLSIGHT U) As Woodsight, except cast-
er can see throi gh any non-enchanted wall,

25-LONG EYE ('J) As above, except range is
100 /1vl.

30-WATCH TRUI. (U) As Watch(100 '/Ivl), ex-
cept caster need not concentrate, and the dura-
tion is 1 min/lvl

50-SIGHT TRUE (U) DURATION: 1 min/Ivl
RANGE: S Cas er can see through any and all
inanimate mater al within 10'/1vl,



MUSCLE MASTERY

1-SPRAIN REPAIR (H) DURATION: P
RANGE: T Allows caster to repair 1 sprain; re-
quires a | hour operation.

3-MUSCLE REPAIR 1 (H) DURATION: P
RANGE: T Allows caster to repair | damaged
muscle; requires | min. operation and 1 day of
recovery time/muscle repaired.

4-TENDON REPAIR 1 (H) DURATION: P
RANGE: T Allows caster to repair 1 tendon;
requires | min. operation and 1 day of recovery
time/tendon repaired.

5.LIMB PRESERVATION (H % ) DURATION:
1 day/lvl RANGE: T Allows caster to prevent
the deterioration of 1 limb (even while severed);
requires the use of Bone Mastery Limb Preser-
vation spell as well.

6-MUSCLE REPAIR III (H) As Muscle Repair I,
except that caster can repair 3 damaged
muscles.

7-TENDON REPAIR III (H) As Tendon Repair
1, except that caster can repair 3 damaged
tendons.

8-MUSCLE REPAIR TRUE (H) As Muscle Re-
pair, except that caster can repair (not replace)
1 muscle in target’s body; requires 1 minute
operation.

9.JOINING (H ) DURATION: P RANGE: T
Allows caster to reattach limb, but requires use
of Nerve & Organ Mastery, Blood Mastery, and
Bone Mastery Joining spells in order to restore
functional status; limb is fully functional in
10-100 days.

10-TENDON REPAIR TRUE (H) As Tendon Re-
pair, except that caster can repair (not replace)
1 tendon in target’s body; requires 1 minute
operation,

11-SOFT STRUCTURE REPAIR (H) DURA-
TION: P RANGE: T Allows caster to repair ail
tendon and muscle damage in target’s body; re-
quires 1 hour operation and 1-10 days recovery.

12-MUSCLE TRANSPLANT (H) DURATION:
P RANGE: T Allows caster to transplant a
healthy muscle; operation takes 1 hr; recovery
time 1-10 days; chance of rejection—10% if
same race; 50% if other humanoid.

14-MUSCLE REGENERATION (H) DURA-
TION: P RANGE: T Allows caster to regener-
ate 1 muscle; regrowth takes 1-10 days, depend-
ing on extent of loss.

15-TENDON REGENERATION (H) DURA-
TION: P RANGE: T Allows caster to regener-
ate 1 tendon; regrowth takes 1-10 days, de-
pending on extent of loss.

CONCUSSION MASTERY

1-HEAL (H) DURATION: P RANGE: T Target
is healed of 1-10 concussion hits.

2-STUN RELIEF I (H%)DURATION: —
RANGE: T Target is relieved of 1 round’s
worth of accumulated stun,

3-FROST/BURN RELIEF I (H) DURATION: —
RANGE: T Will heal one area of mild frostbite
or Ist degree burn,

4-REGENERATION [ (H % )DURATION: C
RANGE: T Will reduce damage target takes
/rd by 1 hit/rd as long as caster concentrates.

5.AWAKENING (H) DURATION:— RANGE:
T Target is instantly awake.

6-FROST/BURN RELIEF H (H) As above, ex-
cept 2 areas of mild damage or 1 area of moder-
ate damage (e.g. 2nd degree burn) healed.

7-HEAL (H) As above, except target healed of
5-50 hits.

LAY HEALER BASE SPELL LISTS

CONCUSSION
MUSCLE MASTERY MASTERY _BONE MASTERY
1} SPRAIN REPAIR HEAL 1-T¢ BONE LORE
2) STUN RELIEF T * MINOR FRACTURE REPAIR

3) MUSCLE REPAIR I
4) TENDON REPAIR 1

5) LIMB PRESERVATION * AWAKENING

6) MUSCLE REPAIR 111
7) TENDON REPAIR 111
8) MUSCLE REPAIR TRUE
9}  JOINING *

10) TENDON REPAIR TRUE

HEAL 5-50

FROST/BURN RELTEF 1
REGENERATION T *c

FROST/BURN RELIEF II

STUN RELTEF 117 *
FROST/BURN RELIEF 111
REGENERATION 1T *

CARTTLAGE REPAIR I
MAJOR FRACTURE REPAIR
LIMB PRESERVATION *

SKULL REPAIR

JOINT REPAIR

MINOR FRACTURE REPAIR TRUE
JOINTNG *

CARTILAGE REPAIR TRUE

11) SOFT STRUCTURE REPAIR HEAL 10-100 MAJOR FRACTURE REPATR TRUE
12) MUSCLE TRANSPLANT FROST/BURN RELTEF 1V SKULL REPAIR TRUE
13) STUN RELTEF v * BONE TRANSPLANT

14} MUSCLE REGENERATION
15) TENDON REGENERATION

20) JOTNING TRUE *

25) MUSCLE REGENERATION TRUE HEAL TRUE

30) TENDON REGENERATION TRUE
50) SOFT STRUCTURE REP. TR.

8-STUN RELIEF IH (H % )} As above, except tar-
get is relieved of 3 rounds of accumulated stun
effects.

9.FROST/BURN RELIEF III (H)} As above, ex-
cept 3 areas of mild damage or 1 area of severe
damage (e.g. 3rd degree burn) or combination
of 1 mild and | moderate area healed.

10-REGENERATION II (H &) As above, except
target’s damage reduced by 2 hits/rd.

11-HEAL (H) As above, except target healed of
10-100 hits.

12-FROST/BURN RELIEF IV (H) As above, ex-
cept 4 mild, 2 moderate, 1 mild and 1 severe or 2
mild and 1 moderate area(s) of damage healed.

13-STUN RELIEF V (H % ) As above, except tar-
get is relieved of 5 rounds accumulated stun
effects.

14-STUN RELIEF I {H %) As above, except any
] target within 100" of L.H. is relieved of 1
round accumulated stun effects.

15-REGENERATION III (H %) As above, ex-
cept target’s damage reduced by 3 hits/rd.

BONE MASTERY

1-BONE LORE (H) DURATION:— RANGE: T
Caster acquires complete understanding of any
bone damage, including the tools and methods
required for healing; caster does not receive the
skill or power necessary to perform the cure.

2-MINOR FRACTURE REPAIR (H) DURA-
TION: P RANGE: T Allows caster to mend
simple fractures (not compound fractures, shat-
ters, joint damage, etc.); 1 fracture/spell cast;
recovery time | day; does not work on skull
fractures.

3-CARTILAGE REPAIR I (H) DURATION: P
RANGE: T Allows caster to repair all the car-
tilage centered around 1 joint (i.e. 1 section); re-
covery time I day.

02

STUN RELIEF T (1go') *
REGENERATION {11 *

HEAL 20-200

FROST/BURN RELIEF TRUE
STUN RELTEF TRUE

SHATTER REPAIR
JOINT REPAIR TRUE

JOINING TRUE *
CARTILAGE REGENERATION
BONE REGENERATION

SKELETAL REGENERATION

4-MAJOR FRACTURE REPAIR (H) As Minor
Fracture Repair, except that caster can also re-
pair compound fractures.

5.LIMB PRESERVATION (H + )* DURATION:
1 day/lvl RANGE: T Allows caster to prevent
the deteriorization of 1 limb (even while sev-
ered); requires use of Muscle Mastery Limb
Preservation spell as well.

6-SKULL REPAIR (H) DURATION: P
RANGE: T Allows caster to mend skull frac-
tures (but not shattered skull areas); 1 frac-
ture/spell cast; recovery time 1-10 days.

7-JOINT REPAIR (H) DURATION: P RANGE:
T Allows caster to repair one broken (but not
shattered) joint; recovery time 1-10 days.

8-MINOR FRACTURE REPAIR TRUE (H) As
Minor Fracture Repair, except recovery is in-
stantaneous.

9-JOINING (H % )* DURATION: P RANGE: T
Allows caster to reattach limb, but requires use
of Nerve & Organ Mastery, Blood Mastery, and
Muscle Mastery Joining spells in order to re-
store functional status; recovery time 10-100
days. ’

10-CARTILAGE REPAIR TRUE (H) As Carti-
lage Repair, except recovery is instantaneous,

11-MAJOR FRACTURE REPAIR TRUE (H)
As Major Fracture Repair, except recovery is in-
stantaneous.

12-SKULL REPAIR TRUE (H) As Skull Repair,
except recovery is instantaneous.

13-BONE TRANSPLANT (H) DURATION: P
RANGE: T Allows caster to transplant a
healthy bone; operation takes I hr; recovery
time 1-10 days; chance of rejection—10% if
same race, 50% if other humanoid.

14-SHATTER REPAIR (H) DURATION: P
RANGE: T Allows caster to repair any 1 bro-



BLOOD MASTERY PROSTHETICS
FLOW STOPPAGE T11 MEASURES
CLOTTING 1 MOLD WwooD
CUT REPAIR 1 FIT 00D

CLOTTING 111

MINOR VESSEL REPAIR I1T  MOLD GLASS

CUT REPAIR 111 FIT GLASS

ANTHMATION {&hnrs)

LAY HEALER BASE SPELL LISTS

NERVE & ORGAN
MASTERY

NUMBING (
NASAL REPAIR (2
MINOR NERVE REPAIR [
MINOR EAR REPATR (
ORGAN PRESERVATION (5

MINOR EVE REPAIR (6

VEIN REPAIR 1 ANTMATION {24hna) MAJOR NERVE REPAIR (7
ARTERTAL REPAIR 1 MOLD NORMAL METAL MAJOR EAR REPAIR (8
JOINING * FIT NORMAL METAL JOINING * {9
FLOW STOPPAGE TRUE ARTIFICAL FLESH MAJOR EYE REPAIR (10
LTFEKEEPING ANTMATION {lweek) LTIFEKEEPING (11
CLOTTING TRUE NERVE REPAIR TRUE (32
UNCLOTTTNG FIT ENCHANTED MATERTALS ORGAN TRANSPLANT (13

ORGAN REPAIR (13
CUT REPAIR TRUE ANTMATION . [1 month) MINOR BRAIN REPAIR (15
JOINING TRUE * ARTTFICAL FLESH TRUE JOINING TRUE * (20
REGUEATTONS ANTMATION. {1yn) NERVE REGENERATION {25
NEW BLOOD ANTMATION {Tyn/L) ORGAN REGENERATION (30
BLOOD REPAIR TRUE ANTMATTON TRUE BRAIN REGENERATION {50

20th - 50th 1vl spell descriptions are on pg 22

ken or shattered bone (even in skull); requires 1
hr operation and 1-10 days recovery time,
15-JOINT REPAIR TRUE (H) As Joint Repair,
except that recovery is instantaneous.

BLOOD MASTERY

1-FLOW STOPPAGE III (H) DURATION:—
RANGE: T Allows caster to reduce a target's
blood loss by 3 hits/rd.; target cannot be moved
without reopening flow.

2-CLOTTING I (H) DURATION:— RANGE: T
Allows caster to reduce a target’s blood loss by
1 hit/rd.; target can move at up to walking
pace for ! hr,

3-CUT REPAIR I (H) DURATION: P RANGE:
T Allows caster to repair a wound that bleeds at
rate of 1 hit/rd.

4-CLOTTING Il (H) As above, except that
blood loss reduction is 3 hits/rd.

5-MINOR VESSEL REPAIR 1II {H) DURA-
TION: P RANGE: T Allows caster to repair
any damaged blood vessel that bleeds at up to 3
hits/rd.

6-CUT REPAIR III (H) As above, except that
caster can repair wound of 3 hits/rd.

7-VEIN REPAIR 1 (H) DURATION: P
RANGE: T Allows caster to repair any one
damaged vein; target cannot move (under own
power) without reopening wound.

8-ARTERIAL REPAIR I (H) DURATION: P
RANGE: T Allows caster to repair any one
damaged artery; target cannot move (under
own power) without reopening wound.

9-JOINING (H %) DURATION: P RANGE: T
Allows caster to reattach severed limb; requires
all Base Lay Healer Joining spells and 12 hours;
limb is then fully functional.

10-FLOW STOPPAGE TRUE (H) As above, ex-
cept that the reduction of blood loss is by 1 hit
per level of caster/rd (e.g. if caster 10th level,
loss reduction is 10 hits/rd.).

11-LIFEKEEPING (H) DURATION: 1 hr/Ivi
RANGE: T Target is kept in a state of sus-
pended animation and prevented from dying
for 1 hr./lvl of caster.

12-CLOTTING TRUE (H) As above, except that
it will stop extreme bleeding from any one
wound.

1I3-UNCLOTTING (H) DURATION: P
RANGE: T Allows caster to remove any one
blood clot; will counter ‘‘Clotting Curse.”’

15-CUT REPAIR TRUE (H) As above, except
that it will stop bleeding and close any one
wound.

PROSTHETICS

1-MEASURES (H) DURATION: — RANGE: T
Allows Lay Healer to measure and memorize
dimensions necessary to make false limb.

2-MOLD WOOD (H) DURATION: P RANGE:
S Confers woodworking skills for making of
artificial limb; skills last 1 day, time necessary to
mold limb.

3-FIT WOOD (H) DURATION: 1 hr. RANGE:
S Allows caster to fit wooden limb to body.

4-ANIMATION (H) DURATION: 8 hrs.
RANGE: T Allows wearer to operate artificial
limb at will for 8 hrs.

S-MOLD GLASS (H) DURATION: P RANGE:
S Confers glassworking skills for 1 day; glass-
work takes twice the time woodwork requires.

6-FIT GLASS (H) As Fit Wood; allows L.H. to
fit glass limb.

7-ANIMATION (H) As above, except duration
24 hrs.

8-MOLD NORMAIL METAL (H) As Mold
Wood, except involves basic metal and molding
time is four times that of wood.

9-FIT NORMAL METAL (H) As Fit Wood; al-
lows caster to fit normal metal limb.

103

10-ARTIFICIAL FLESH (H) DURATION: 1
day RANGE: T Allows caster to make semi-
realistic synthetic : kin to cover limb; takes 110
days,depending o 1 amount.

11-ANIMATION (11) As above, except duration
1 week,

13-FIT ENCHANT ED MATERIALS (H) As Fit
Wood; allows casler to fit limbs of enchanted
materials.

15-ANIMATION (11) As above, except duration
1 month.

NERVE & ORGAIl MASTERY

1-NUMBING (H) DURATION: 1 min/ivl
RANGE: T Allows caster to stop or reduce
feeling in a speci ic area of the body (6"cu);
works to reduce »ain with minor side effects
(e.g. — 10 on given ability).

2-NASAL REPAIR (H) DURATION: P
RANGE: T Allovs caster to repair any nose
damage short of complete nose loss; requires
1-60 min., depen ling on damage.

3-MINOR NERVE |IEPAIR (H) DURATION: P
RANGE: T Allov s caster to repair minor nerve
damage; target rigains feeling in 1-10 days.

4-MINOR EAR RI'PAIR (H) DURATION: P
RANGE: T Allov s caster to repair any exterior
ear damage short of complete ear loss.

5-ORGAN PRESEI]VATION (H) DURATION:
iday/lvi RANGE: T Allows caster to halt de-
terioration of any specific organ (e.g. eye, ear,
liver).

6-MINOR EYE Rl PAIR (H) DURATION: P
RANGE: T Allo/s caster to repair any minor
eye damage (e.g. orneal scratch or removal of
foreign object).

7-MAJOR NERVI REPAIR (H) As Minor
Nerve Repair, exc :pt that caster can repair ma-
jor nerve damag ; recovery time 1-10 days.

8-MAJOR EAR RE PAIR (H) As Minor Ear Re-
pair, except that aster can repair any interior
or exterior damag 3; hearing is restored in 1-10
days; note that co nplete replacement of the ear
is an exception.

9-JOINING (H % )* DURATION: P RANGE: T
Allows caster to r :attach limb, but requires use
of Bone Mastery, Blood Mastery, and Muscle
Mastery Joining s sells in order to restore func-
tional status; limt is fully functional in 10-100
days.

10-MAJOR EYE RI 'PAIR (H) As Minor Eye Re-
pair, except that c ister can repair any eye dam-
age short of total :ye loss (i.e. eye’s destruction
precludes repair); recovery in 1-10 days.

11-LIFEKEEPING (H) DURATION: 1 hr/lvl
RANGE: T Allov s caster to keep target in state
of suspended ani nation, preventing death for
1 hr/lvl of caster.

12-NERVE REPAIR TRUE (H) As Nerve Re-
pair, except that recovery is instantaneous.

13-ORGAN TRANSPLANT (H) DURATION:
P RANGE: T ¢/ llows caster to transplant a
healthy organ; op ‘ration takes | hr; recovery in
1-10 days; chanc: of rejection—10% if same
race, 50% if othe - humanoid.

14-ORGAN REP.AIR (H) DURATION: P
RANGE: T Allo vs caster to repair any organ
that has not been completely destroyed; recov-
ery time 1-10 da:s.

15-MINOR BRAIN REPAIR (H) DURATION:
P RANGE: T 2llows caster to repair minor
brain damage (in¢ luding recovery from coma):
note that experien ce lost is not restored (% lost
permanently depe ident on severity of damage);
requires 1 hr oper ition and 1-10 days recovery
time.



BARD BASE SPELL LISTS

_SOUND CONTROL
STLENCE (17)
SONIC LAW (T') ¢

STLENCE {10")
SONIC LAW (10')

STILENCE (tcl10")
CRACKS CALL

STLENCE (507}

SONIC [AW [100')

SHATTER
WATTING SOUND
SONIC LAw (10'/L)

CRUMBLE
STLENCE (700')
MIND's SONG

SONIC LAW TRUE

SOUND
PROJECT ION ITE LORE

LONGWHISPER (100"} ¢ JEWI'L & METAL ASSESSMENT (1
SOUNDING ¢ ITENM ASSESSMENT (2
SONG SOUNDING (2x) DETECT POWER (3
SoNG IT * ITEH ANALYSIS (4
LONGWHISPER (300'} ¢ ASSESSMENT TRUE (5
SOUNDING ¢ STGNIFTCANCE 6
GREAT SONG (16') (7
SONG SOUNDING (3x)  ORIGINS (8
LONG WHISPER {500') ¢ (9
SONG 111 ITEN ANALYSIS 11 (10
STLENT SOMG PETECT CURSE (11
SONG SOUNDING  {4x) (12
LONG WHISPER (Tm¢) o  STGNIFICANCE TRUE {13
SONG v (14
GREAT SONG (50} ITEN ANALYSTS 111 (15
SONG SOUNDING [5x) ITEl ANALYSIS V (20
GREAT SONG {100'} ORIGINS TRUE (25
SONG SOUNDING [6x) ITEZ ANALYSIS VIT (30
SONG TRUE 1TE/ ANALYSIS TRUE (50

CONTROLLING

1) STupy 1 ¢ CALM SONG ¢

2) LEARN LANGUAGE I1 ¢ HOLDING SONG ¢

33  LANGUAGE LORE STUN SONG ¢

4) MIND's LORE T

5) STUDY IT ¢ SLEEP SONG ¢

6) CHARM SONG ¢

7) LEARN LANGUAGE 111 ¢ FEAR's SONG c

8) MIND's LORE 171 CALM SONG TRUE ¢
9) STUN SONG TRUE ¢
10) STUDY 111 ¢ FORGETTING SONG
11) PASSAGE ORIGIN ¢ CHARM SONG TRUE ¢
12) LEARN LANGUAGE IV ¢ PANIC SONG ¢

13) MIND's LORE V SONG OF MASTERY ¢
14)

15) STUDY V ¢ SLEEP SONG TRUE ¢
20) STUDY TRUE c SONG TRUE ¢

25}  LEARN LANGUAGE I ¢ SONG OF MASTERY ¢
30} MIND's LORE TRUE SONG OF COMA

50} LEARN LANG. TRUE ¢ SLAYING SONG

LORE

1-STUDY I (P) DURATION: C RANGE: § Al-
lows the caster to retain anything he reads or
learns as if he had a photographic memory with
total recall.

2-LEARN LANGUAGE 1I (P) DURATION: C
RANGE: S Doubles the rate at which the caster
can learn a language.

3-LANGUAGE LORE (P) DURATION:—
RANGE: S Caster knows what language a piece
of text is written in, and the author if he was
noteworthy or the caster has seen his work.

4-MIND’S LORE 1 (M) DURATION:! rnd/Ivl
RANGE: 50’ Caster can scan the target's
mind; and receive up to 10% of the target’s
knowledge(conscious and unconscious) con-
cerning one very specific topic. The 10%
chance should be rolled for each piece of infor-
mation that the target knows.

5.STUDY H (P) As Study I, except caster can also
read at 2x normal rate.

7-LEARN LANGUAGE HI (P) As Learn Lan-
guage II, except rate is 3 x.

8-MIND’S LORE III (M) As Mind’s Lore I, ex-
cept 30% of knowledge is obtained.

10-STUDY I1I (P) As Study II, except caster can
read at 3 x the normal rate,

11-PASSAGE ORIGIN (P) DURATION: C
RANGE: S Caster can read a piece of text and
tell if it has been translated; and if so what the
original language was and possibly the author if
he was noteworthy or the caster has seen his
work.

12-LEARN LANGUAGE IV (P) As Learn Lan-
guage 1I, except rate is 4x.

13-MIND'S LORE V (M) As Mind’s Lore T, ex-
cept 50% of knowledge is obtained.

15-STUDY V (P) As Study II, except caster read
at §x normal rate.

20-STUDY TRUE (P) As Study II, except caster
can read as fast as he can glance at a page.

25-LEARN LANGUAGE V (P) As Learn Lan-
guage II, except rate is 5x,

30-MIND'S LORE TRUE (M) As Mind’s Lore I,
except all knowledge is obtained.

S0-LEARN LANGUAGE TRUE (P) DURA-
TION: P RANGE: S If the caster has access to
a being that knows a certain language, then he
can learn the language as well as the given be-
ing knows it by touching the being and concen-
trating for 24 hrs.

CONTROLLING SONGS

1-CALM SONG (M) DURATION: C
RANGE:50 ' Target is calmed and cannot take
any aggressive(offensive) action,while the cast-
er plays/sings (concentrates).

2-HOLDING SONG (M) As Calm Song, except
target can only take 25% of normal action,

3-STUN SONG (M) As Calm Song, except target
is stunned.

5-SLEEP SONG (M) As Calm Song, except tar-
get falls into a light sleep.

6-CHARM SONG (M) As Calm Song, except tar-
get believes caster is a good friend,

7-FEAR’S SONG (M) As Calm Song, except tar-
get fears caster and attempts to get away from
him,

8-CALM SONG TRUE (M) As Calm Song, ex-
cept after the caster stops playing/singing the
effect will continue for the number of rounds
the caster has already played/sung (e.g. if the
caster sings for 3 rnd then after he stops the tar-
get will remain calm for 3 more rnds.
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9-STUN SOMG TRUE (M) As Calm Song True,
except target is stunned.

10-FORGET[ING SONG (M) DURATION: P
RANGE:5(1" Target will forget what transpired
in a certain period of time specified by the cast-
er(within 1 day/Ivl), The length of the time pe-
riod is equil to the amount of time the caster
plays/sings,

11-CHARM [ONG TRUE (M) As Calm Song
True, excejr: target believes caster is his good
friend.

12-PANIC'S 30NG (M) As Calm Song, except
target panics(routs) and flees, dropping or
throwing a~ay most of his equipment to speed
his departure.

13-SONG OF MASTERY (M) As Calm Song, ex-
cept target must obey the caster.

15-SLEEP SOONG TRUE (M) As Calm Song
True, excep: target falls asleep.

. 20-SONG TRUE (M) As any of the “Song

True’ ’s above (caster’s choice), except when
the caster stops playing/singing the duration of
the spell is 2 x the time the caster has already

" played/suny;.

25-SONG O MASTERY (M) As Calm Song
True, excep: target must obey caster.

30-SONG OF COMA (M) DURATION: V
RANGE:S{)’ Target falls into a deep coma,
from whicl: he will awaken only if the caster
cancels it ¢ it is dispelled.

50-SLAYING SONG (M) As Song of Coma, ¢x-
cept target dies instantly if his RR failure is
more than 50.

> S IR b



SOUND CONTROL

1-SILENCE (F) DURATION:1 min/lIvl
RANGE: S Any sounds originating within 1’
of the caster’s body cannot be heard outside the
radius.

2-SONIC LAW (F) DURATION: C RANGE: S
Caster may manipulate sound within 1’ of his
body. He can create any sound he wants, and if
he desires,that sound can be heard outside the
radius,

4-SILENCE (F) As above, except radius is 10°.

5-SONIC LAW (F) As above, except radius is
10,

7-SILENCE (F) As above,except radius can be al-
tered anywhere between 0 and 10,

8-CRACKS CALL (F) DURATION:—
RANGE:100" Certain sound waves cause any
cracks or flaws in material(up to 1000 cu ) to
expand to their limit.

10-SILENCE (F) As above, except radius is 50 .

11-SONIC LAW (F) As above, except radius is
1007,

13-SHATTER (F) DURATION:— RANGE: 10’
Causes a non-metal, inanimate object to shatter
(up to 1 cu’ in size).

14-WATING SOUND (F) DURATION:1 min/lvl
RANGE: T A set series of sounds can be con-
centrated upon and then delayed up to 24 hr., or
until triggered by a specified sound.

15-SONIC LAW (F) As above, except radius is
10/1v1.

20-CRUMBLE (F) As Cracks Call, except materi-
al with cracks will crumble to dust.

25-SILENCE (F) As above, except radius is 100",

30-MIND’S SONG (M) DURATION:I rnd/10%
failure RANGE:50'R Everyone within the ra-
dius is a target, all failing are stunned due to ul-
trasonics(this includes animals).

50-SONIC LAW TRUE (F) DURATION:1
min/lvl RANGE:10'/Ivl As Sonic Law, except
sounds can be programmed, delayed, more than
one at a time, and instantly changeable.

SOUND PROJECTION

1-LONG WHISPER (F) DURATION: C
RANGE: 100’ Caster can whisper and the
whisper can be heard at any point within his
range.

2-SOUNDING (F) DURATION: C RANGE: S
Caster’s voice is amplified 2 x .

3-SONG SOUNDING (F) DURATION: as the
spell it is cast with RANGE: S Doubles the
range of a spell on the Controlling Songs list,
if cast just before that spell.

4-SONG II (F % )DURATION:as the spell it is
cast with RANGE: S Allows the caster to af-
fect 2 targets with a spell off the Controlling
Songs list; this spell costs as much as the con-
trolling spell, and is cast simultaneously with
that spell.

5-LONG WHISPER (F) As above, except range
is 300",

6-SOUNDING (F) As above, except amplifica-
tion is 5 x.

7-GREAT SONG (F) As Song II, except every-
one within a 10'R of the caster is a target of
the control song used.

8-SONG SOUNDING (F) As above, except
range is 3 x,

9-LONG WHISPER (F) As above, except range
is 500,

10-SONG NI (F) As Song 11, except 3 targets
may be affected.

11-SILENT SONG (F) DURATION:as the spell
it is cast with RANGE: S When this spell is
cast simultaneously with a spell off the Con-
trolling Songs list, no one but the target will
hear the song. Costs as much as the song it is
cast with.

12-SONG SOUNDING (F) As above, except
range is 4 .

13-LONG WHISPER (F) As above, except range
is 1 mile.

14-SONG V (F) As Song II, except 5 targets may
be affected.

15-GREAT SONG (F) As above, except radius is
50°.

20-SONG SOUNDING (F) As above, except
range is 5x.

25-GREAT SONG (F) As above, except radius is
100",

30-SONG SOUNDING (F) As above, except
range is 6.

50-SONG TRUE (F) DURATION:1 rnd/lvl
RANGE: S Any of the spells below can be cast
at a rate of 1/rnd for the duration of the spell;
any controlling songs used require casting and
spell points.

'Sunic Law’
+5 spell adder for Bards

'Controlling Song':
$ung Sounding x5
$ang ¥
Great Song 50 raniuns

Once ownend hy one af the
greatest hards of all time,
the Lute is reputed to
have an intelligence af
its own...

Use amy one aption to enhance a

LUTE OF KLAEN, elven hard of Ty-Ar-Rana
10" radius at will

Fashiaonend
of the finest
cherry and
ehony woods, its
fittings are nf
gold and mithril,
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Lar's Pige

$ilent

+3 Bardic spell afder

Sounding x3

'$tun Song' ance a day,
stuns target twice
as long as spell
lasts.

ITEM LORE

1-JEWEL & MET. \L ASSESSMENT (1) DURA-
TION:— RANE: T Caster can assess the
value of jewels :ind metals to within 10% (al-
lows him to cal ulate different values for the
different cultures he is familiar with).

2-ITEM ASSESSN ENT (1) As Jewel & Metal As-
sessment, except crafted items may be assessed
(the magic capz bilities are not included).

3-DETECT POW!IR (I) DURATION:! rnd/Ivl
RANGE: T Det cts power in an item, but not
the realm or hov' much.

4-ITEM ANALYSIS 1 (I) DURATION:—
RANGE: T Cas er has a 10% chance for each
ability of determ ining what enchanted abilities
the item has. Th s includes all bonuses and item
powers that are 1 ot spells (see optional rule sec-
tion 9.9).

5-ASSESSMENT T 'RUE (1) As Item Assessment,
except anything can be assessed, such as live-
stock, houses, b« ats, etc. (magical abilities are
still not assessab e).

6-SIGNIFICANCE (1) DURATION:— RANGE:
T Determines if ' he item examined has any cul-
tural or historica significance, but not specific-
ally what signific ance.

8-ORIGINS (I) DURATION:— RANGE: T
Gives the area of origin of the item, the race of
the being who made it, and when it was
made(within 100 years).

10-ITEM ANALYIIS I (I) As Item Analysis I,
except there is a 20% chance for each ability.

11-DETECT CURSE (I) DURATION:—
RANGE: T Detects if an item has a curse on it.

13-SIGNIFICANCE TRUE (I) As Significance,
except it determi ies the exact cultural and his-
torical significan e.

15-ITEM ANALY!'IS III (I) As Item Analysis I,
except there is a 30% chance for each ability.

20-ITEM ANALY!IS V (I) As Item Analysis I,
except there is a 50% chance for each ability.

25-ORIGINS TRU : (1) As Origins, except it gives
the exact place ol origin, the being who made it
and when it was made.

30-ITEM ANALY! IS VII (I) As Item Analysis I,
except there is a 70% chance for each ability.

S50-ITEM ANALYS IS TRUE (1) As Item Analysis
1, except all abilities are known automatically.



EVIL MENTALIST BASE SPELL LISTS

MIND EROSION MIND SUBVERSION  MIND DEATH MIND DISEASE MINI DOMINATION

1) DULL MIND T SUSPICTON INSOMNTA (1
2) CONFUSION TRAIT SUBVERSION 1 FORGET 1 NEUROSIS MINT LOCK ¢ (2
3) LYING MIND BLANK 1 GUILT MIN ' TNVASTON ¢ (3
4) DULL MIND 11 TRAIT SUBVERSION 11 PARANOTA (4
S) MIND EROSION 1 CHEATING FORGET X PANTC DEM NIC POSSESSION (5
6) PHOBIA TRA 'SFERRAL (6
7) DULL MIND T11 STEALTNG MIND BLANK T11 SCHIZOPHRENTA {7
8) TRAIT SUBVERSION 171 SUB UGATION ¢ (8
9) DULL MIND 1V LORD FORGET PSYCHOSTS (9
10) MIND ERDSION 11 AGGRAVATED THIEF MIND DEATH 1 CATATONIA DEM NIC POSSESSION IT (10

11) TRAIT SUBVERSION V
12) DULL MIND V

13) ASSAULT

14) DULL MIND VI

15) MIND EROSION 11T

20) DULL MIND VIII HOMICIDE

25) DULL MIND X
30) MIND ERCSION V

50) MIND EROSTION TRUE SUICIve

MIND EROSION

1-DULL MIND I (M} DURATION:1 month/5%
failure RANGE:100’ Target has one of his
mental characteristics temporarily lowered (5 in
a1-100 system, 1in a 3-18 system). [f a system
of temporary/permanent characteristics is used
the temporary characteristic(statistic} is low-
ered, until the character goes up a level. Mental
characteristics include: presence, empathy, intu-
ition, memory, reasoning, self-discipline, wis-
dom, intelligence, charisma, etc.

2.CONFUSION (M) DURATION:! day/5%
failure RANGE:100’ Target is menially be-
wildered; he has only a 50% chance of making a
decision every rmd.

4-DULL MIND I (M) As Dull Mind I, except de-
crease is 10 (2 for 3-18).

5-MIND EROSION I (M) As Dull Mind I, except
decrease is permanent,

7-DULL MIND HI (M) As Dull Mind I, except
decrease is 15 (3 for 3-18).

9-DULL MIND IV (M) As Duil Mind I, except
decrease is 20 (4 for 3-18).

10-MIND EROSION II (M) As Mind Erosion I,
except decrease is 10 (2 for 3-18).

12-DULL MIND V (M) As Dull Mind [, except
decrease is 25 (5 for 3-18).

14-DULL MIND VI (M) As Dull Mind I, except
decrease is 30 (6 for 3-18).

15-MIND EROSION III (M) As Mind Erosion,
except decrease is 15 (3 for 3-18).

20-DULL MIND VHI (M) As Dull Mind 1, cxccpt
decrease is 40 (8 for 3-18).

25-DULL MIND X (M) As Dull Mind I, except
decrease is 50 (10 for 3-18).

30-MIND EROSION V (M) As Mind Erosion [,
except decrease is 25 (5 for 3-18).

TRAIT SUBVERSTON X

ASSASSINATION
TRAIT SUBVERSTON TRUE MIND DEATH ¥

LOST EXPERIENCE 1

MIND BLANK V
FORGET TRUE
MIND DEATH 11

MIND DEATH 111
LOST EXPERTENCE TIT

MIND DEATH TRUE

50-MIND EROSION TRUE (M} As Mind Ero-
sion I, except one mental characteristic can be
reduced to 1.

MIND SUBVERSION

1-SUSPICION (M) DURATION:1 day/5% fail-
ure RANGE:100" Target suspects the actions
of his associates (gamesmaster may give descrip-
tions that arouse actual player’s own sus-
picions).

2-TRAIT SUBVERSION [ (M) As Suspicion, ex-
cept one of the target’s personal traits is per-
verted; such traits might include: kindness,
loyalty, thrift, cheerfulness, reverence, etc.

3-LYING (M) As Suspicion, except on any state-
ment there is a 20% chance the target lies.

4-TRAIT SUBVERSION I (M) As Trait Subver-
sion 1, except 2 traits may be perverted.

5-CHEATING (M) As Suspicion, except target
will attempt to cheat on all matters (such as
splitting loot, card games, etc.).

T-STEALING (M) As Suspicion, except target is a
kleptomaniac and has a 10% chance of attempt-
ing to steal anything that catches his fancy, if it
does not involve violence.

8-TRAIT SUBVERSION III (M) As Trait Sub-

version I, except 3 traits may be perverted.

10-AGGRAVATED THIEF (M) As Stealing, ex-
cept target will use violence to steal.

11-TRAIT SUBVERSION ¥ (M) As Trait Sub-
version [, except 5 traits may be perverted.

13-ASSAULT (M)} As Suspicion, except there is a
5% chance target will assault a person when he
encounters him.

5-TRAIT SUBVERSION X (M) As Trait Sub-
version 1, except 10 traits may be perverted.

INSOMINTIA TRUE

GUILT TRUE

PARANOTA TRUE
SCHIZOPHRENTA TRUE
PSYCHOSIS TRUE
CATATONTA TRUE
MIND DISEASE TRUE

MIN' SLAVE ¢ (11
(12
BAN SHMENT ¢ (13
(14

PEM NIC POSSESSION 11T (15
MIN G SLAVE TRUE (20
DEM INIC POSSESSION TV {25
TRA ISFERRAL TRUE {30
BAN SHMENT TRUE (50

20-HOMICID © (M) As Assault, except target at-
tempts to ki l.

25-ASSASSIMN ATION (M) As Assault, except
target will m rk a person and then plan to assas-
sinate him a id escape.

30-TRAIT SUBVERSION TRUE (M) As Trait
Subversion 1, except it is permanent.

50-SUICIDE ( V) As Suspicion, except whenever
the target is injured or suffers humiliation or
fails in som :thing, he will attempt suicide in
some imagir itive way.

AMICET OF DEMIK DRAL

X2 spe 1 multiplier;
user hi-comes a "shadow”
at wil.; permits use of
amy 1 MUSTICAL CHANGE"
per day| (up ko 15kh 1v1);
change:: color with shift
in -wea her.

fayere 1, laminated surface
of eme -alds on wlatinum.




MIND DEATH

2-FORGET I (M) DURATION: P RANGE:100’
Target forgets 10 min. totally, caster’s choice.

3.MIND BLANK 1 (M) DURATION:1 rnd
RANGE:100" Target’s mind is temporarily
blank and he can do nothing.

5-FORGET X (M) As Forget I, except 100 min.
can be erased.

7-MIND BLANK III (M) As Mind Blank I, ex-
cept duration is 3 rad.

9-LORD FORGET (M) As Forget I, except 200
min, can be erased.

10-MIND DEATH I (M) DURATION: P
RANGE:50" Target’s mind is blanked as in
Mind Blank I at random for 10 min. each and
every day.

11-LOST EXPERIENCE 1 DURATION: P
RANGE: 50’ Target loses 5% of his collected
experience (usually experience points).

13-MIND BLANK V (M) As Mind Blank I, ex-
cept duration is 5 rnd.

14-FORGET TRUE (M) As Forget 1, except 1
hr/1vl can be erased.

15-MIND DEATH I (M) As Mind Death I, ex-
cept the target blanks out twice/day.

20-MIND DEATH HI (M) As Mind Death I, ex-
cept the target blanks out 3 x /day.

25-LOST EXPERIENCE II (M) As Lost Experi-
ence I, except loss is 10%.

30-MIND DEATH V (M) As Mind Death I, ex-
cept the target blanks out 5 X /day.

50-MIND DEATH TRUE (M) As Mind Death I,
except the target has a 5% chance of blanking
out each rnd.

MIND DISEASE

1-INSOMNIA (M) DURATION: P
RANGE:100" Target has trouble sleeping; he is
at — 25 on all activity after suffering this for 2
days (until cured).

2-NEUROSIS (M) DURATION: P
RANGE:100 " Target has a dislike for a specific
type thing the caster chooses; target has a 50%
chance of avoiding the thing when given the
choice until cured (e.g. neurosis concerning
horses would mean that every time the target
tried to get on or near a horse he would only
have a 50% chance).

3-GUILT (M) As Insomnia, except target be-
comes guilty over some incident in his past; he
will not perform such an action again.

4-PARANOIA (M) As Insomnia, except target
believes every one is out to get him.

5-PANIC (M) As Insomnia, except target will
panic and flee in any personally dangerous sit-
uation.

6-PHOBIA (M) As Neurosis, except target fears
the thing and has a 25% chance he will be able
to control himself concerning the thing, while
there is a 10% he will flee from the thing.

7-SCHIZOPHRENIA (M) As Insomnia, except
target develops a 2nd personality of another
alignment, which will be active 10% of the
time(at random).

9.PSYCHOSIS (M) As Phobia, except target has
self-control concerning the thing 10% of the
time and flees 50% of the time.

10-CATATONIA (M) As Insomnia, except target
drifts in and out of a catatonic state; every hour
there is a 25% chance he will become catatonic
for one hour.

11-INSOMNIA TRUE (M) As Insomnia, except
target cannot sleep at all, except by a spell (he
adds 50 to his RR against all sleep spells); if he
gets no sleep, he will slowly go mad.

13-GUILT TRUE (M) As Guilt, except target will
take actions to atone for his guilt incident every
day that he fails a normal RR.

STAFF OF BAAK

+4 Essence spell adder
x2 damage tno fire spells
Continunus "Heatarmour'
$taff will bur.¢ into
flame on command (no
harm is odone ko wielder)

Fashioned of dark hroon
wond, the hotbtom of the
staff is tipped with a
spike af indestructihle

hlack metal. The staff
has no other markings.
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15-PARANOIA TItUE (M) As Paranoia, except
target will not t ust or associate with anvone
more than 1 hr.

20-SCHIZOPHRENIA TRUE (M) As Schizo-
phrenia, except Ind personality is active 50%
of the time.

25-PSYCHOSIS T RUE (M) As Psychosis, except
target has no cha ice of self-control and will flee
90% of the time he will slowly go mad if held
near the thing he fears.

30-CATATONIA " 'RUE (M) As Catatonia, ex-
cept every hour t iere is a 95% chance he will be
catatonic.

50-MIND DISEAS E TRUE (M) DURATION: P
RANGE: 100’ T rget may be given any mental
disease that the « aster chooses,

MIND DOMINAT ON

2-MIND LOCKF (M) DURATION: C
RANGE:100’ Caster and target are locked in
mental contact until: 1) the caster ceases con-
centration, or 2) either the caster or target has
a RR failure of 30 or greater(RR’'s must be
made against each other every rnd); the one
failing by 30, bec omes unconscious; neither can
take any action.

3-MIND INVAS ON (M) DURATION: C
RANGE: 100" Trget is frozen in mental com-
bat, but caster his 50% activity.

5-DEMONIC PO! SESSION | DURATION: V
RANGE: 100" Turget is controlled by a type I
demon (level 1-Z); more RR rolls can be made
once/day to reg: in self-control; demon is ran-
dom, maniacal and homicidal.

6-TRANSFERR/ L (M) DURATION: V
RANGE: T Casl zr transfers his essence into the
target and the tirget’s essence is imprisoned.
Caster may only unction at 4 his normal level.
Target may mak : more RR rolls; they can be
made once/day t » regain self-control; when this
happens the cast ' is returned to his own body
which has been 11 suspended animation.

8-SUBJUGATION (M) DURATION: C
RANGE:100" Trget must obey the will of the
caster.

10-DEMONIC PO 5SESSION II (M) As Demonic
Possession 1, ecept demon is type II (level
3-35).

11-MIND SLAVE (M) As Subjugation, except
target is a zomb e until he makes his once/day
RR; on any row d that the caster concentrates,
the target will ol ey his will.

13-BANISHMEN' ' (M) As Mind Slave, except
target’s essence s in agony and the body will
obey anyone’s rerbal commands(each action
commanded can take one rnd); conflicts mean
the target does 1 othing,

15-DEMONIC PO 5SESSION HI (M) As Demon-
ic Possession I, :xcept demon is type 111 (level
6-10).

20-MIND SLAYVE TRUE (M) As Mind Slave, ex-
cept caster need not concentrate to command.

25-DEMONIC P( SSESSION IV (M) As Demon-
ic Possession I, :xcept demon is type IV (level
11-15).

30-TRANSFERR/ L TRUE (M) As Transferral,
except target geis his RR once/month, and ev-
ery time he fails his chance to successfully resist
decreases by 1.

50-BANISHMEN ~ TRUE (M) As Banishment,
except target get . his RR once/month and every
time he fails his *hance to successfully resist de-
creases by 5.



CONFUSING WAYS

1-DISTRACTION (M) DURATION: C
RANGE: 100 Target is at — 30 for all actions.

2-CONFUSION (M) DURATION:1 rnd/5% fail-
ure RANGE:100' Target is incapable of mak-
ing decisions or initiating action; may continue
to fight current foes or in self-defense.

3-BLUR VISION (M) DURATION: C
RANGE:100' Target is at — 100 for missiles;
— 50 for all other actions.

4-FEAR (M) DURATION:] min./10% failure
RANGE: 100’ Target fears caster and attempts
to flee.

5-UNBALANCE (M) DURATION:—
RANGE:100" Target becomes unbalanced; if
he is moving he trips and falls(1-4 rnds), if he
is performing a maneuver he fails it.

6-FUMBLE (M) As Unbalance, except target
fumbles weapon or item in his hands.

7-HALLUCINATION (M) DURATION: C
RANGE:100' Target sees a nonexistent foe,
and must fight him until foe is dead(foe has
same capabilities as target but does no damage}.

8-SPIN (F) DURATION:— RANGE:50 ' Target
is spun about 180°, taking 1 rnd/20% failure to
Tecover.

9-WEAPON ALTERATION (M) DURATION:1
rnd/Ilvi RANGE: 100’ Target weapon is altered
to appear to him that it is some other weapon,
with which he must fight.

10-MIRAGES (M) DURATION: C
RANGE:100’ Target sees all moving things
clearly, but the caster can control the scene
through which they move.

11-BLINDING (M) DURATION:1 rnd/10% fail-
ure RANGE: 100’ Target is blinded

12-SHIFTING (M) DURATION: 1 rnd/10% fail-
ure RANGE:100" Target sees moving things
shifted between 6" and 18" from where they
really are; any attack he makes against a moving
foe has a 50% chance of having no effect.

13-MASS DISTRACTION (M) DURATION: C
RANGE:300’ Up to the caster’s Ivl in targets
can be distracted as in Distraction, if they are all
in the caster’s field of vision.

14-WORD OF FEAR (M % ) As Fear, except spell
is instantaneous and duration is 1 min./5%
failure.

15-AMNESIA (M) DURATION:1 day/5% fail-
ure RANGE:100' Target has amnesia, but
loses none of his skills or abilities.

HIDING

1-BLUR (F) DURATION:1 min/lvli RANGE: §
Causes caster to appear blurred, subtracting 10
from all attacks against him.

2-INVISIBILITY (F) As Invisibility on the open
mentalist Cloak list.

3-SHADOW (F) As Shadow on the open mental-
ist Cloak list.

4-SILENCE (F) DURATION:1 min/lvl
RANGE: S Any sounds originating withina 1’
of the caster’s body are completely muffled.

S-INVISIBILITY (F) As above, except everything
within | ' of the caster’s body is invisible.

6-INVISIBILITY (F) As above, except the caster
can vary the radius up to 1.

7-SCREENS (F) DURATION: C RANGE:100'
Creates a 1000 sq ' screen on which the caster
can place any static scene, which seems 3-
dimensional and normal.

8-DISPLACEMENT I (F) As Displacement I on
the open mentalist Cloak list.

MYSTIC BASE SPELL LISTS

Cavs. Ne HIDING MYSTICAL CHANGE
1) DISTRACTION ¢ BLUR STUDY
2) CONFUSTON INVISTBILITY FACE SHIFTING TRUE
3) BLUR VISION ¢ SHADOW CHANGE TO KIND
4) FEAR STLENCE MISFEEL KIND @c
5) UNBALANCE INVISIBILITY (1') ENLARGE
6) FUMBLE INVISIBILITY {#01'] SHRINK
7] HALLUCTNATION ¢ SCREENS ¢ MISFEEL CALLING ®c
8) SPIN DISPLACEMENT 1 CHANGING LUNGS
9) WEAPON ALTERATTON NO SENSE CHANGE

10) MIRAGES c
11) BLINDING

SHADOW MYSTIC
INVISIBILITY (fol0')

MIND TONGUE ¢
MISFEEL POWER ®c

12) SHIFTING DISPLACEMENT I1 TRUE CHANGE
13) MASS DISTRACTION FLATTENING LINPRESENCE ¢
14) WORD OF FEAR * MERGING MISFEEL ¢
15) AMNESTA UNPRESENCE ¢ CHANGING
20) SHOUT OF CONFUSTON * DISPLACEMENT 111 PASSING

25) AMNESTA TRUE
30) PARALLEL REALTTY
50) LORD CONFUSION

NONDETECT
DISPLACEMENT V
HIDING TRUE ¢

MISFEEL TRUE
HOLY PRESENCE ¢
SUBMERGE SELF

TONDIRD

9-NO SENSE (F) As Invisibility, except caster is
also undetectable by smell and sound.
10-SHADOW MYSTIC (F) As Shadow Mentalist
on the open mentalist Cloak list.
11-INVISIBILITY (F) As above, except radius
can be extended to 10",
12-DISPLACEMENT II (F) As Displacement I,
except base chance of missing is 20%
13-FLATTENING (P) DURATION:10 min/Ivi
RANGE: S Caster is flattened on his side until
he has only two dimensions; thus he can slide
through cracks and can’t be seen from the side.
14-MERGING (F) DURATION:1 min/Ivl
RANGE: S Caster can merge into any inani-
mate, solid material(up to 1’ in depth), is inac-
tive and unaware of surrounding activity.
15-UNPRESENCE (P) As Unpresence on the
mystic personal modification list.

)

MYSTICAL CHANGE

1-STUDY (I) DURATION:— RANGE:300'
Caster studies and memorizes the appearance
and mannerisms of a being, for later use in a
change type spell.

2-FACE SHIFTING TRUE (P) DURATION:1
hr./lvl RANGE: S Allows caster to alter the
form of his face; if he “‘Studied’’ a being he can
take on the exact form.

3-CHANGE TO KIND (P) DURATION:10
min./lvl RANGE: S Caster can alter his entire
body to the form of another humanoid race(no
increase in mass). This cannot be a specific
person. '
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4-MISFEEL KIND (Pe) DURATION: C
RANGE: S Caster appears to be of any race he
chooses to 1 iagical or mental detections.

S-ENLARGE (P) DURATION: 10 min./lvl
RANGE: S Caster can increase his mass(and
usually heig t)by 10%/1vl; but there is no pro-
portional ir xrease in strength(other than for
movement | Urposes).

6-SHRINK (F ) As Enlarge, except caster shrinks
by 10%/1v]l and there is no proportional de-
crease in str ‘ngth,

7-MISFEEL (CALLING (P*) As Misfeel Kind,
except profi ssion may be misrepresented.

8-CHANGIN 5 LUNGS (P) DURATION:10
min./lvl R4 NGE: S Caster can breathe water,
air or gas a will.

9.CHANGE ( *) As Change to Kind, except caster
can assume (ny organic form within ¥ and 2 x
his mass, ut does not obtain any special
abilities.

10-MIND T10ONGUE (1) DURATION: C
RANGE: 2/!' Caster can speak mentally with
any sentient being, and to the being it will seem
as if the cas er was speaking in the being’s own
language.

11-MISFEEL POWER (P*) As Misfeel Kind, ex-
cept level ¢i n be misrepresented.

12-TRUE CF ANGE (P) As Change, except a
specific beit g can be duplicated if the being has
been ““Stud ed.”’

13-UNPRESI NCE (P) As Misfeel Kind, except
caster appe rs to have no presence.

14-MISFEEL (P) DURATION: C RANGE: S
Allows cast r to use all of the ‘“misfeel”’ spells
at once.

15-CHANGI! |G (P) As Change, except caster
can alter fo ms at will(1 rnd/change).



LIQUID ALTERATION

BOTL/FREEZE WATER ¢
CLEAR/DESALINATE WATER

WARM SOLID
HEAT SOLID

EVAPORATION CHILL SOLTD
WATERWALL ¢ CRACKS CALL
WATER BOLT DPOOR

WATER CORRIDOR (100') WOODFIRES
CALL RAIN ¢

CALM WATER ¢ HEAT SOLID ¢
WAVE CHILL SOLTID ¢

WATERWALL TRUE WALL OF ICE ¢

WATER CORRIDOR (300') ¢
LIQUID to WATER
WHIRLPOOL e

WATER TUNNEL ¢

CALM WATER TRUE ¢

SOLID DOOR
STONE/EARTH/ MUD
SHATTER

SOLID DOOR

MOLD SOLTID
WATER CORRIDOR TRUE SOLID TUNNEL
WATER TUNNEL TRUE SOLID DOOR TRUE
STREAM DIVERSION ¢

TRANSMUTATTON TRANSMUTATION

SOLID ALTERATION

SOLID TUNNEL TRUE

MYSTIC BASE SPELL LISTS

CONDENSATION (1
ATRIWALL ¢ (2
FOG (20'R) (3

(4
AIR STOP {10'R) c (5
FOG (100" R) (6

(7
ATRWALL TRUE (8
FIRE BOLT (9
ATRSTOP {50'Rl e (10
FOG.{300' R) {11
GAS #o AIR (12
VACUUM (13
OXYGENATION ¢ (14
WHIRLWIND. ¢ {15
FOG TRUE (20
GREAT VACUUM (25
CLOUD SHAPING ¢ (30
TRANSMUTATTON (50

20th -~ 50th Ivl spell descriptions are on pgs 22-23

LIQUID ALTERATION

1-BOIL/FREEZE WATER (F) DURATION: C
RANGE: T 1 cu '/Ivl of liquid can be heated to
boiling or cooled to freezing.

2-CLEAR/DESALINATE WATER (F) DURA-
TION: P RANGE: T As Boil/Freeze Water,
except removes all sediment and dissolved sub-
stances from the liquid.

3-EVAPORATION (F) DURATION: P
RANGE: T As Boil/Freeze Water, except the
liquid is evaporated and the amount of liquid is
1000 cu '/lvl.

4-WATERWALL (E) DURATION: C
RANGE:10" Creates a 10’ x 10’ x 1’ wall of
churning water (a water source must be within
10 '), cuts all attacks and movement through it
by 80%.

5-WATER BOLT (E) DURATION:—
RANGE:100' A bolt of concentrated water is
shot from the palm of the caster; results are de-
termined from the Water Bolt Table (a water
source must be within 10 7).

6-WATER CORRIDOR (F) DURATION: C
RANGE:10" Creates a corridor through liquid
up to 100 long, 3’ wide and 10’ deep(must be
open at the top).

7-CALL RAIN (F) DURATION: C
RANGE:I00'R Causes it to rain in 100'R
about caster, heaviness is determined by the
humidity.

8-CALM WATER (F) DURATION: C
RANGE:10"  All water within a 100'R is
calmed: waves are cut by 20’ in the center and
less towards the perimeter.

9-WAVE (F) DURATION:— RANGE:100'
Creates a wave moving away from the caster:
wave is 17 high/lvl in the center and 10'/Ivl
wide.

10-WATERWALL TRUE (E) As Waterwall, ex-
cept has a set duration of 1 min./lvl and
doesn’t require concentration,

11-WATER CORRIDOR (F) As above, except
limit is 300 ' x4’ x50 'deep.

12-LIQUID-WATER (F) DURATION: P
RANGE: T Changes any liquid to water.

13-WHIRLPOOL (F) DURATION: C RANGE:
300 Creates a 20 'R whirlpool that will draw in
any unpowered objects up to 200’ away.

14-WATER TUNNEL (F) DURATION: C
RANGE:10' Creates a tunnel through liquid
that is 5’ dia. and 100 ' long(does not need to be
open at the top).

15-CALM WATER TRUE (F) As Calm Water,
except radius is 100" /1vl.

m

SOLID ALTERATION

1-WARM SOLID (F) DURATION:24 hr,
RANGE: T 1 cu'/lvl of any solid, inanimate
material can be warmed up to 100°F.

2-HEAT SOLID (F) DURATION:1 min./lvl
RANGE: T As Warm Solid, except tempera-
ture limit is 500° and it takes 1 rnd for each
100°; caster is immune to heat,

3-CHILL SOLID (F) As Warm Solid, except it
can cool down to 0°F.

4-CRACKS CALL (F) DURATION:—
RANGE:100’ Any previous cracks or flaws in
material up to 10" %10’ x 10’ section will ex-
tend to their limit.

5-DOOR (F) DURATION:— RANGE: T Can
cause a door to expand or contract due to subtle
temperature changes; door can be jammed or
loosened.
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6-WOODFIRES (F DURATION:— RANGE: T
Causes wood anc other burnable materials to
instantly burst int> flames.

8-HEAT SOLIL (F) DURATION: C
RANGE:50' As Heat Solid, except for range
and the fact that i takes 1 rnd for every 50° rise
in temperature.

9-CHILL SOLIl» (F) DURATION: C
RANGE:50’" As Chill Solid, except for range.

10-WALL OF ICE (E) DURATION: C
RANGE:10' Cretesa 10’ x 10’ x 1’ transpar-
ent wall of ice, la ting until meited (100 hits of
fire) or chopped t wrough. Requires a source of
water.

11-SOLID DOOR (F) DURATION: P RANGE
T Creates a door vay through any solid, inani-
mate material; it can be 3'x6'x 1",

12-STONE/EARTE /MUD (F) DURATION: P
RANGE: T Will turn a 100 cu’ of stone to
packed earth, 100 cu’ earth to mud, 100 cu’
mud to earth, o1 100 cu’ of earth to stone.

13-SHATTER (F) DURATION:— RANGE:10'
Causes a non-me al object of up to 1 cu’ to
shatter.

14-SOLID DOOR F) As above, except size is
4'x8"x5".

15-MOLD SOLID { ) DURATION: P RANGE:
T May shape by nolding with hands 1 cu’ of
any solid, inanim: te material.

o e

GAS ALTERATION

1-CONDENSATIDN (F) DURATION: P
RANGE: T Conlenses 1 cu’ of water from the
surrounding air.

2-AIRWALL (E) DURATION: C RANGE:10’
Creates 10'x 10 x1' wall of dense air; cuts
movement and 1nissile attacks through it by
50%.

3-FOG (F) DURATION:1 min./lvl
RANGE:100" Cieates dense fog ina 20 'R(visi-
bility 1°).

5-AIR STOP (F) JURATION: C RANGE: T
Stops all general zed air movement(i.e. wind)
up to 30 MPH ind cuts higher winds by 30
MPH, both in a 10'R.

6-FOG (F) As abo 'e, except radius is 100 .

8-AIRWALL TRU £ (E) As Airwall, except has a
set duration of 1 min./Ivl and does not require
concentration,

9.FIRE BOL1 (E) DURATION:—
RANGE:100' A bolt of fire is shot from the
palm of the caste r; results are determined from
the Fire Bolt Tab! z (a fire source must be within
10).

10-AIRSTOP (F) /s above, except radius is 50",

11-FOG (F) As abive, except radius is 300",

12-GAS-AIR. (F) DURATION: P RANGE:-T
All gas within 10 R of the caster is converted to
breathable air.

13-VACUUM (F) HURATION:— RANGE:100 '
Causes a ““‘C” i1apact critical strike to beings
within a 5'R.

14-OXYGENATIDN (F) DURATION: C
RANGE:100' C -eates a 50 'R of high oxygen
content air; all v ithin it fight at +20 and fire
deals double dan age.

15-WHIRLWIND F) DURATION; C RANGE:
T Creates a whilwind about caster; it moves
with the caster aiid is 10'R. No missile attacks
can penetrate it : nd any movement or melee is
cut by 80%.



GREATER BASE SPELLZ

MENTALIST BASE SPELLS

PRESENCE

25.FINDING (I) As above, except range is 5
miles/1vl.

30-DIRECTION TRUE (I) As Direction, except
no range limitations.

50.FINDING TRUE (1) As Finding, except no
range limitations.

MIND MERGE

25-MIND SWITCH TRUE (M) As in Mind
Switch, except lasts until the caster decides to re-
turn t¢ his own body.

30-THOUGHT STEAL (M) DURATION:1
rad/lvl RANGE:100 ' Caster can remove one
thought or memory from the target’s mind each
round.

50-READY MFRGE TRUE (P +) As in Ready
Merge, except tange is unlimited,

MIND CONTROL

25-TRUE GEAS (M) DURATION: V
RANGE: 10’ As in Geas, except failure results
in death.

30-MIND CONTROL TRUE (M) DURATION:
1 min./lvi RANGE:300' for initial casting;
thereafter | mile/lvl Caster has total control of
target’s mind.

50-MIND MASTER (M) DURATION: P
RANGE: as 30th Ivl. spell Target’s mind is to-
tally controlled, but only one target can be con-
trolled at a time.

SENSE CONTROL

25-LONG CONTROL (M) DURATION: C
RANGE: 300 for initial casting; thereafter 1
mile/lvl. Same as 20th level spell except for
range.

30-SENSE CONTROL TRUE (M) DURATION:
10 min./Ivl RANGE: as 25th Ivl spell All senses
controlled and caster can ‘‘program’’ sensory
input.

50-PRIVATE WORLD (M} DURATION: per-
manent RANGE: 100’ Target lives in own fan-
tasy world, no activity or sensory input; world
totally controlled by caster when he con-
centrates.

MIND ATTACK

25-GREAT SHOUT (M %) As Mind Shout, ex-
cept range is S0'R and any target failing by
more than 50 is unconscious for 8 hours.

30-MIND SHOUT (M % ) As above, except range
is 300 'R,

50-SHOUT TRUE (M%) RANGE:50' RR
MOD: — 20 to spell casters of mentalism. As
Mind shout, except targets failing by 1-50 are
unconscious; and targets failing by more than
50 are- dead.

MIND SPEECH

25-MIND TONGUE (I%) As above, except
range is 1 mile/Ivi.

30-WAITING SPEECH (1x) As Waiting
Tongue, except it is broadcast to all within
300 'R.

50-FAR MIND SPEECH (I %) DURATION: C
RANGE:100 'R up to 1 mile/lvl away Allows
caster to Mind Speak to a group in a radius a
long way away.

LAY HEALER BASE SPELLS

MUSCLE MASTERY

20-JOINING TRUE (H % )° As Joining, except
limb is fully functional in 10 minutes (provided
caster also uses respective Joining True spells).

25-MUSCLE REGENERATION TRUE (H) As
Muscle Regeneration, except that regrowth
takes 10 min.

30-TENDON REGENERATION TRUE (H) As
Tendon Regeneration, except that regrowth
takes 10 min.

50-SOFT STRUCTURE REPAIR TRUE (H) As
Soft Structure Repair, except that all tendons
and muscles in target’s body are repaired (not
replaced) after a 10 minute operation,

CONCUSSION MASTERY

20-HEAL (H) As above, except target healed of
20~-200 hits.

25.HEAL TRUE (H) As above, except target
healed of ail concussion hits.

30-FROST/BURN RELIEF TRUE (H) As
above, except target relieved of all burns or
frostbite.

50-STUN RELIEF TRUE (H) As above, except
target relieved of all stun effects.

BONE MASTERY

20-JOINING TRUE (H % )* As Joining, except
that limb is fully functional in 10 min {provided
caster also uses respective Joining True spells).

25-CARTILAGE REGENERATION (H) DU-
RATION: P RANGE: T Allows caster to re-
generate 1 section of cartilage in target’s body;
recovery time 1-10 days.

30-BONE REGENERATION (H) DURATION:
P RANGE: T Allows caster to regenerate 1 lost
bone; recovery time (regrowth) 1-10 days.

50-SKELETAL REGENERATION (H) DURA-
TION: P RANGE: T Allows caster to regen-
erate any part (or all) of a skeleton in 1-10
days, depending on damage.

BLOOD MASTERY

20-JOINING TRUE (H % ) As above, except limb
can be reattached and fully functional in 10
minutes.

25-REGULATIONS (H) DURATION: 1 min/vl
RANGE: T Allows caster 1o control all internal
and external blood flow; cannot be used in
harmful manner (i.e. it is life preserving).

30-NEW BLOOD (H) DURATION: P RANGE:
T Allows caster to restore all the blood in any 1
target’s body; requires 1-10 days recovery.
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50-BLOOD Rl PAIR TRUE (H) DURATION: 1
rd/Ivi RAN: (E: Allows caster to throw any of
above spells 1t will {maximum one spell/rd).

PRO! THETICS

20-ARTIFICL' L. FLESH TRUE (H) As above,
except perfe tly realistic synthetic flesh; takes
10-100 days depending on amount.

25.ANIMATI N (H) As above, except duration
1 year.

30-ANIMATI N (H) As above, except duration
1 year per ¢ ster’s level.

50-ANIMATI N TRUE (H) As above, except
animation g rmanent.

NERVE Al D ORGAN MASTERY

20-JOINING "RUE (H%)* As Joining, except
that limb 1s ully functional in 10 minutes (pro-
vided caster also uses respective Joining True
spells).

25-NERVE | EGENERATION (H) DURA-
TION: P R ANGE: T Allows caster to regen-
erate lost ne ve; regrowth takes 1-10 days, de-
pending on  xtent of loss,

30-ORGAN EGENERATION (H) DURA-
TION: P F ANGE: T Allows caster to com-
pletely reger :rate lost organ; process takes 1-10
hours and 1 wrget’s recovery takes 1-10 days;
target remai is in coma during recovery; brain
regeneratior not permitted.

50-BRAIN RF GENERATION (H) DURATION:
P RANGE: T Allows caster to regenerate brain
tissue in 1- O hours; recovery takes i~10 days
(target is in coma during recovery); note that
lost experier ce is not restored (% lost perma-
nently depe «dent on severity of damage).

MYSTIC BASE SPELLS

CON-USING WAYS

20-SHOUT ¢ ¥ CONFUSION (M %) As Confu-
sion, except all beings within a 50 'R must make
a RR.

25-AMNESI/ TRUE (M) As Amnesia, except
duration is jermanent unless dispelled.

30-PARALL! L REALITY (M) DURATION:I
day/5% fai ure RANGE:100' Target sees and
hears a wo Id in which everything real has an
image, but the image is changed or distort-
ed(e.g. a d varf might seem to be an orc, a
house migh seem to be a cave, etc.).

S0-LORD C(NFUSION (M) DURATION: V
RANGE:3C )’ Up to 20 targets in the caster’s
field of visi »n can be attacked by any spell on
this list of Oth vl or lower {each target could
have a difft rent spetl).

HICING
20-DISPLAC EMENT 111 (F) As Displacement I,
except base chance of missing is 30%.
25-NONDET ECT (P) DURATION:1 min/lvi
RANGE: ¢ Caster and objects on his person
cannot be letected by any “Detect —'* spells.
30-DISPLAC EMENT V (F) As Displacement |,
except bas¢ chance of missing is 50%.
50-HIDING TRUE (P) DURATION: C
RANGE: ¢ Caster can “Merge’’ into a materi-
al, use ‘‘L npresence,” use ‘‘Nondetect” and
observe su rounding activity; all with this one

spell.



MYSTICAL CHANGE

206-PASSING (F) DURATION:1 min./lvl
RANGE: S Caster can pass through any inani-
mate material at a rate of 5 /vl

25-MISFEEL TRUE (P) DURATION:10
min./lvl RANGE: § As Misfeel, except caster
does not have to concentrate.

3-HOLY PRESENCE (P) As Misfeel, except
caster can misrepresent his presence and power,
so that he seems to be a minor deity.

50-SUBMERGE SELF (P) DURATION:any set
time period RANGE: S Caster develops an en-
tire false persona and places his own persona in
his subconscious. To all detection (except, per-
haps, Mind Probe), the caster seems to be the
false persona. The caster has no control over
his actions, until the set duration is over. The
false persona can be a specific person if
““Study”” has been cast once/day (for 30 days)
on that person.

LIQUID ALTERATION

20-WATER CORRIDOR TRUE (F) As Water
Corridor, except limit is 100 '/Ivl long, 6 wide
and 100’ deep; and does not require con-
centration.

25-WATER TUNNEL TRUE (F) As Water Tun-
nel, except limit is 6 dia. and 100'/Ivl long;
and does not require concentration.

30-STREAM DIVERSION (F) DURATION: C
RANGE:100'/lvl Caster can divert a water
source or part of a water source into a stream
which can be up to 15'x6" and as long as

range.

50-TRANSMUTATION (F) DURATION: P
RANGE: T May transmute 1 cu ' of liquid into
another non-magical liquid that the caster has a
sample of (usable once/day).

SOLID ALTERATION

20-SOLID TUNNEL (F) DURATION:1 min. /vl
RANGE: T Creates a tunnel through solid, in-
animate material that is 4° in dia. and 5 ‘/Ivl
long.

25-SOLID DOOR TRUE (F) As Solid Door, ex-
cept size is 6 'x 127 x 107,

30-SOLID TUNNEL TRUE (F) As Solid Tunnel,
except it is permanent and size is
3'x6"x(1'/vl).

50-TRANSMUTATION (F) DURATION: P
RANGE: T May transmute 1 oz. of material in-
to another non-magical material that the caster
has a sample of (usable once/day).

GAS ALTERATION

20-FOG TRUE (F) As Fog, except duration is 1
hr./lvl and radius is 100" /vl.

25-GREAT VACUUM (F) As Vacuum, except.

causes a “E’ impact critical.

30-CLOUD SHAPING (F) DURATION: C
RANGE:1000'/lvl Caster can cause existing
clouds to take on any shape he desires.

50-TRANSMUTATION (F) DURATION: P
RANGE:20" May transmute 1000 cu’ of
gas(no part can be more than 20’ away) into
another non-magical gas that the caster has a
sample of (usable once/day).

DEFINITIONS AND NOTATIONS

SPELL CLASSES:

D = Defensive spell; allows caster to resist or with-
stand the effects of a spell, the elements, etc.

E = Elemental Attack spell; a spell which calls, cre-
ates, or uses one of the physical elements to at-
tack a target; the elemental material is real.

F = Force spell; involves the manipulation of mat-
ter, energy, the elements, etc. through the use
of a spell force.

H = Healing spell; involves healing.

I = Informational spell; a spell which gathers in-
formation.

M = Mental Attack spell; an attack spell affecting
the target’s mind.

P = Passive spell; a general use spell that usually
involves another person or thing, but not ac-
tively.

S = Subconscious spell; a spell that is triggered by
the subconscious; the caster must (normally)
be concentrating or in a trance or unconscious
before the spell will work. Some do not require
the conscious casting of the caster.

U = Utility spell; a general use spell that doesn’t
physically affect anyone or thing ‘but the
caster.

DURATION:

€ =. Concentration required; caster can per-
form enly 50% of normal activity (e.g.
movement halved, maneuvers and com-
bat at - -50). Caster cannet cast any
other spells while concentrating.
(C) = Concentration ‘required, except dura-
tion cannot exceed the limit given.
= Permanent; spell has permanent effectin
the sense of creating a physical or mental
condition. After the caster nolonger con-
centrates or after the casiing procedure is
complete, the effect may be altered by
outside forees; i.e. the spell may be
cured, disturbed via- another spell or
physical forces (e.g. Freeze Water will
freeze water, but the ice will melt, if con-
ditions so dictate, at the normal rate).
V = Variable; depends on the nature of the
spell cast.
time/lyl = Duration is the time multiplied by the
level of the caster.
Duration of effect is {the amount that
the target’s:RR is below. the minimum
needed to resist the spelly divided by a
-~ number {x) multiplied by the {time).
-'= Instantaneous; spell’s effect is instan-
taneously applied.

tme/x% =
failure
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RANGE:

S = Self; spell can only be cast on the
caste r himself.
T = Tou h; caster must touch target in or-
der (3 create effect.
distance R = Effect is felt in an area (radius
defir =d).
distance/lvl = Spell can take effect anywhere within
(dist: nee) x (level) of the caster. Area
spell: have a center, and the center
musi lie within the range.

L DR

DEFINITIONS:
Organic = Of or deriving from living organ-

1SIT 8.

Inorganic = Involving neither organic life or
pre ducts of organic life.

Inanimate = No: having qualities associated
wit 1 active, living, organisms; not
ani nate.

Embed = To fix or become fixed firmly in a

sur oundir.g mass.
Slaying item = An item or weanren specifically de-
OF weapon sigied to combat and/or destroy a
bei 1z or type of being (e.g. a dra-
gor slaying sword or staff).
Organ = A cifferentiated part of an organ-
ism, adapted for a specific function
(e.t . the liver).

Wound = An injury in which the skin is torn,

piei ced, or cut. g

Being = An - intelligent creature, including
all humanoid types, enchanted
crei tures, ete. Intelligence should
be « haracterized by system and/or
Gainemaster.

Animal = Ali/ing creature capable of feeling
and voluntary motion, but exclud-
ing those characterized as beings.

Herbs = A p antor plant part valued for me-
dici1al qualities.

TERMS
ABBREVIATED:
endor rd = round (battle round)
Ivl = level (1ormally of caster)
min = minut x(s)
hr = hour
RR = resistance roll
Rorrad = radius
mi ‘= mile(s
yd = yard(si
mph = miles per hour

~cu’ = cubic eet
® = Free; spell doesn’t require spell
points
* = Ipstan:aneous; spell doesn’t require
prepal ation
s = Part cl a set of spells that must be
throw i contiguously in order to be ef-
fective (or fully effective)
pt = point
mod = meodifi~ation or modificr
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IRON CROWN ENTERPRISES
CATALOG

MIDDLE-EARTH
ROLE PLAYING

A COMPLETE SYSTEM FOR
ADVENTURING IN MIDDLE-EARTH

MIDDLE-EARTH ROLE PLAYING (US) § 8.00
MERP (BOXED EDITION) . . . .. (US) $12.00

MIDDLE-EARTH
ADVENTURE
MODULES

ADVENTURE-SIZE SUPPORT MODULES
FOR MIDDLE-EARTH ROLEPLAYING
THAT ARE ADAPTABLE TO MOST
FANTASY ROLE PLAYING SYSTEMS.

BREE and the Barrow Downs . (US) $ 6.00

DAGORLAD.............. (US) $ 6.00
CIRITH UNGOL and
SHELOB'SLAIR ........... (US) $ 6.00

HILLMEN OF THE TROLLSHAWS (US) $ 6.00

MIDDLE-EARTH
CAMPAIGN MODULES

CAMPAIGN-SIZE MODULES
FOR MIDDLE-EARTH ROLE PLAYING AND
ADAFPTABLE TO MOST FRP SYSTEMS.

POSTER / MAP (TUBED) ..... (US) $ 5.00
POSTER / MAP

(FOLDED FACE-OUT) ....... (US) $ 5.00
GUIDEBOOK TO

MIDDLEEARTH . .......... (US) $ 9.00
ANGMAR ............... (US) $10.00
UMBAR. ................ (US) $10.00
THE COURT OF ARDOR . . . . .. (US) $10.00
NORTHERN MIRKWOOD . . . .. (US) $10.00
SOUTHERN MIRKWOOD . . . .. (US) $12.00
ISENGARD .............. (US) $10.00

MORIA I (Upcoming)

THESE PRODUCTS AVAILABLE AT
BETTER RETAIL OUTLETS WORLDWIDE.
DEALER INQUIRIES WELCOME.

MIDDLE-EARTH
BOARD GAMES

MULTI-PLAYER BOARD GAMES
SET IN TOLKIEN'S WORLD.

THE FELLOWSHIP OF THE RING (US) $25.00
THE BATTLE OF FIVE ARMIES (Upcoming)
LONELY MOUNTAIN (Upcoming)

THE ROLEMASTER
SERIES

THE ELITE FRP SYSTEM WITH GUIDELINES
IN CHARACTER DEVELOPMENT, MAGIC,
ARMS, AND COMBAT.

ARMS LAW / CLAW LAW . . . ... (US) $12.00
SPELLLAW .............. (US) $14.00
ROLEMASTER ............ (US) $34.00
CHARACTERLAW. ......... (US) $10.00
CAMPAIGNLAW . . ......... (US) $10.00

ROLEMASTER BESTIARY (Upcoming)

THE LOREMASTER
SERIES

ADVENTURE AND CAMPAIGN-SIZE MODULES
DETAILING A UNIQUE FANTASY WORLD
CREATED BY I.C.E.

THE CLOUDLORDS OF TANARA (US) $10.00
THE WORLD OF VOGMUR .. .. (US) $ 6.00
THE SHADE CF THE

SINKINGPLAIN . .......... (US) $10.00
THEIRONWIND . . ......... (US) $ 8.00
CYNOR, THE CURSED OASIS (Upcoming)
THE GATES OF GEHAENNA (Upcoming)

THE MIDDLE-EARTH LINES WILL BEAR
THE COPYRIGHT OF TOLKIEN ENTERPRISES,
A DIVISIN OF ELAN MERCHANDISING, INC.






