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1 Introduction

Magicisredal.

In mortal chiloren FLow the blLood oF angels, bemons, bragons,
elementals and the rolk or Faerie, granting them a legacy or innate
agic to use ror good or iLL. In the uncharted Wildernesses, warrior-

MAgeSs WIELD enruned blades against human and Monstrous FOESs
alike. Inisolated settlements, witches stir cauldrons or mystic herbs
and rFashion charms to ward orF the evil eye. In prosperous towns,
alchemists brew potions ror wealthy patrons. In secret libraries,
sages study the rorgotten Lore or arcane rituals. In sunlit temples,

SACreD groves, and prorane sanctudaries, the clerics or a ©ozen

pantheons channel their belier into the making or miracles. And
everywhere, the magicians draw upon the mana to shape cantrips
and potent spells, bending reality to their will.
Magicis real.
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What’s in College or Magics?

College of Magics is the definitive and official fantasy
role-playing sourcebook on magic for High Adventure Role
Playing (HARP). It expands on the material found in the
HARP rulebook and introduces new types of magic. The aim
is to enrich the magical dimension of HARP campaigns.

College of Magics explores the theory and practice of
magic, presenting one official and consistent perspective. It
defines the major and minor subtypes of magic. New types
of magic are introduced and described such as Blood Magic,
Natural Magic, Ritual Magic, and Rune Magic. The secrets
of Spell Magic are further delineated, revealing the lowly
cantrips of the apprentices, the High Magic of ley lines and
nexus points, and the Great Circles of the specialist magi-
cians. Cantrips and new spells are provided, as is guidance
for Gamemasters to create their own. New rules give a com-
prehensive framework for temporary and permanent magical
item creation using the principles of Natural Magic and the
art of the Thaumaturge.

With College of Magics, players can choose from four new spe-
cialist magician professions (the Elementalist, the Necromancer,
the Thaumaturge, and the Vivamancer) and can add extra depth
to their characters through a selection of training packages and
magical traditions. New skills, Talents and methods of magical
learning will further enrich the role-playing experience.

College of Magics also gives guidance for Gamemasters on
how to harness and integrate this new material into their
campaigns and settings, with advice on key issues such as the
role and impact of magic in societies, magical organizations,
and suggestions for magic-oriented scenarios.

Oesigner Notes

The author would like to thank Alison Mitchell for her research on
this world’s magic, and for her efforts in proofreading this book.

College of Magics has also benefited from the comments
and critiques of an elite cadre of playtesters — Jonathan Dale,
Matt Fitzgerald, Marian Miinch, Dave Prince, Aaron Smalley,
and Stephen Wilcoxon. Many kudos to these heroes.

And finally, my group of excellent gamers — David “Demetrios”
Bate, Quinton “Etain” Carroll, Matt “Uther” Fitzgerald, Keith
“Markus” Grainge, Dave “Anna” Prince, and Stephen “Leon”
Watts — deserve my thanks for preserving my sanity in the
struggle against the word count and the deadline.

Editor’s Note

This is an enhanced version of the original College of Magics,
which incorporates feedback from years of actual play. For
aficionados of the game, the changes between the original
2004 edition and this version are as follows:

+ The Necromancer’s Favored categories were rebalanced

+ Minor modifications to the Song, Music and Trance cast-
ing styles

+ Significant revisions to the spell creation system, namely
addition of new Aspects and deletion of some duplicate
Aspects, costs of Attributes now varies according to the
spell type (Elemental, Attack or Utility), simpler and
cheaper costing system for spells with multiple effects, PP
costs for scaling options also now varies according to the
spell type making Utility spells more effective for fewer PP,
and some scaling options have been recosted

+ The Development Point costs of the new talents were re-
balanced with the Potency talent and Inner Strength tal-
ents being rewritten

+ A rule for variable RR and OB bonus from potions, runes,
and circles has been added

» Alchemy, Charmcraft and Ritual Magic were revised to
conform to the revised spell creation system

+ The monetary costs for making Alchemy and Charmcraft
items were rebalanced

» All spells were revised to conform to the revised spell crea-
tion system

+ The set of Clean, Dry and Repair cantrips have been re-
vised with some deleted and new cantrips added

HARP College or Magics
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2 Magical Theory &
Practice

The best rantasy worlds have consistent and Logical
Frameworks that underpin their systems or magic. This chapter
proposes an orricial theory or magic ror HARP. It is an orricial
explanation or the supernatural, but it is not intended to be the
explanation ror every setting. GMs may use the premises in whole
orin part as they see rit, and it has been written to racilitate this.
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What Is Magic?

At the most fundamental level, magic is a form of universal
energy. This energy is frequently known as mana and is si-
multaneously subtle and potent. Mana itself simply is. To an
individual who can manipulate mana, magic becomes the
power to bend and reshape reality.

Wielding mana is essentially a three-step process. The mana
is first concentrated in a person, an object, or even a place.
Then a pattern, encapsulating the desired change in reality, is
imposed upon the mana. Finally the mana is released, propa-
gating the pattern through and out of the mana, affecting
the alteration in the real world, while the mana relaxes from
order to chaos.

Many techniques exist both to concentrate mana and to form
the patterns. These are the disparate magical traditions of
the world; rare indeed are the sages who have mastered more
than two or three of these lores. Yet despite their diversity, all
styles of magic are united in drawing upon the same mana.

The Premises or Magic

Magic is Energy

Magic is mana, and mana is a form of energy. It suffuses and
pervades the entire universe. Yet despite its omnipresence,
mana itself is difficult to perceive except by individuals who
are innately gifted or specially trained to sense it. The overt
manifestations of mana manipulations are, however, read-
ily observable.

The theoreticians of magic speculate that there are actually a¢
least two universes superimposed on each other — a mundane

universe and a magical universe. They claim that mana per-
colates through the infinitesimal interstices of the cosmos,
eternally circulating between the magical and the mundane.
Just as mundane matter and energy can neither be created
nor destroyed, only changed in form, so it is with mana. It
can be gathered, it can be temporarily ordered, and it can be
released, but the quantity of mana in the universe neither in-
creases nor decreases.

Magic and the Planes

One popular theory describes the entire cosmos as a series
of enclosing hollow shells such that each shell is a “plane of
existence” (or “universe”). At the center of the multiverse and
between each plane is an “ethereal” layer. The ethereal layers
combine to form the magical universe, and all other planes
are connected by the various portions of the ethereal plane.

The innermost shell is considered to be the mundane uni-
verse or “Mortal Plane.” The next “nearest” plane is an “Astral
Plane” which to some extent reflects the mortal plane. Every
sentient being, every animal, and every plant of the mortal
plane has a measure of “life force.” On the astral plane, this
“life force” casts a bright “shadow.” Some savants, particularly
shamans, are even able to transfer their consciousness (tem-
porarily or otherwise) to the Astral Plane and can observe the
mundane plane from this enlightened vantage.

“Beyond” (in some sense) the Astral Plane is the Elemental
Plane. This seems to be actually four subplanes, one for each
of the four primal elements (see later) of Air, Earth, Fire and
Water. These subplanes are believed to be the true home of
the Elementals.

Ye Outyr Playnef -- Here be Monfterf

S ————
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“Further out”, there are planes of alternate realities where
the “natural laws” of physics, chemistry, and biology have as-
sumed different configurations. More ‘distant” still are the
“Outer Planes”, which are home to Demons, Devils, and per-
haps the gods themselves.

The theorists agree that there are multiple planes of exist-
ence and that the Ethereal Plane connects all the planes. The
majority believe that mana is the glue that binds the multi-
verse together. But there is as yet no consensus on how the
“planes” are ordered or even on suitable analogies to describe
the phenomena.

Magic and the ELements

The sages further conjecture that everything material that
exists in the mundane universe also exists at a primal el-
emental level in the magical universe. (This reflection may be
limited to one layer of the Ethereal Plane.) According to these
theories, the magical universe consists of a substance known
as the “Primal Essence.” Different aspects of Primal Essence
can manifest in various ways — the most well-known are the
four pure Elemental Essences of Air, Earth, Fire, and Water.
The elemental subplanes are areas of the multiverse where
these normally transcendental essences are the predominant
form of matter.

In some sense, Primal Essence and the Elemental Essences
both reflect and underpin ordinary matter as its magical
foundation. Indeed, they are considered to be mana in its
material form, and that heightened concentrations of these
essences may be responsible for certain materials being
better able to focus and retain mana. However wild these
speculations may seem, the specialist magicians known as
Elementalists apparently tap into the Elemental Essences to
create their magical effects.

“Primal Essence”, or at least a material which mages name as
such, is occasionally found in meteorites and other objects
that fall from the skies. This highly magical material (see
Esoteric Substances, Chapter 7) is thought to spontaneously
appear in the gulfs between the stars. Similarly concentra-
tions of pure Elemental Essences seem to appear in certain
locations of the Mundane Plane (i.e., Water in the ocean
depths, Fire in the heart of volcanoes, Earth within otherwise
pure seams of precious metals, and Air in the center of great
storms.) Elemental spell casting frequently involves the crea-
tion of these essences on the Mundane Plane.

The Web or Mana

The entire universe is permeated by trace amounts of mana.
Overlaying this magical background, however, is a complex
network of much stronger magical currents, known as the
Web. Through some unknown mechanism perhaps relying
on concentrations of Elemental Essences, mana is focused
and channeled into lines of magical force that radiate magical
energy outwards, increasing the residual amount infusing the
surroundings and nearby creatures.

On the grand scale, these lines are called “ley lines” and their
location is much sought after by practitioners of High Magic
who are able to directly tap the mana flowing in the ley lines.
A “nexus point” (or earthnode) is formed where two or more
ley lines intersect. Great magical workings can temporarily
deplete even a ley line, reducing the flow of mana and creat-
ing a so-called “Magic Dead” zone until the natural cycle of
mana replenishment restores the status quo.

The Web is not static. Rather it is an ever-changing and mu-
tating pattern. Mana is chaotic. Mana is random. Over time,
even the greatest ley lines will shift and move. Magical prac-
titioners alter reality through their workings; simultaneously
their actions cause reactions in the mana, changing its flows
and patterns in unpredictable fashions.

The evolving nature of the Web and the seeming intercon-
nectedness of everything through mana have led some mys-
tics to claim that the whole universe is alive and that mana is
its soul. The association of various types of guardian spirits
with mana-rich natural eddies gives credence to this belief.

The Unpredictability or Magic

Magic is difficult to control and use, and can be unreliable.

Part of this is due to almost all practitioners being limited
by their mundane bodies and minds. Simply by being of this
universe, mortal magic wielders can never fully understand
or control mana. Its truly chaotic nature is, on some deep
metaphysical level, alien to life and intelligence.

The other reason for the unreliability of magic lies in the
pervasiveness and interconnectivity of mana in general and
the Web in particular. Magical workings in one place may
only draw upon a relatively small amount of mana, but the
very action of gathering, ordering, and releasing it disturbs
the neighboring mana and distorts the closest tendrils of
the Web. This distortion may propagate through the ley
lines, like the ripples formed by dropping a stone in a pond.
Likewise spell castings elsewhere may generate fluctuations
in the Web, which affect the local mana, making it harder or
easier to control.

Even without the interference of other mages manipulating
mana, the Web is always in motion, producing natural varia-
tions that can upset the most well-crafted incantation.

Replenishment or Mana

As mana is “‘used” it is ‘replenished”; the magic does not
go away. To the layman, this would suggest that mana
and, by extension, all magical practices, are some form
of perpetual motion. This is not the case. The confu-
sion arises from the casual association of the word “used”
with “used up.” Mana is not used in this sense. Rather the
various magical arts are simply techniques to temporar-
ily process the mana to alter reality. Once the process is
complete, the mana returns to its default chaotic state.
(A helpful, albeit modern, analogy is to consider the process of

HARP College or Magics
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breathing. An animal breathes in air, processing it to extract
oxygen and exhales carbon dioxide. Plants process carbon
dioxide, releasing oxygen back into the air. The air does not
go away.)

Yet, if the mana is continuously replenished, how can a ley
line be even temporarily depleted? The explanation is that
any individual unit of magical energy (or thaum to use the
terminology of the most progressive philosophers) can only
be in one place at one time. A magical ritual tapping into a
ley line could conceivably divert every thaum of mana from
the line into the ritual focus, leaving only trace amounts of
mana along the normal course of the ley line. All other cir-
cumstances being equal, the rate at which mana infuses (i.e.,
percolates in from the Magical Plane) a particular locale will
remain constant.

The Limits or Magic

Magic is extremely potent, but there are distinct limits to
what can be achieved with magic. Magic cannot create or de-
stroy mana. Spells can and do exist to disrupt the order pat-
terns of other spells, but these only disperse and dissipate the
mana into the background prematurely. They do not destroy
the mana. Likewise it is not possible to use magic to reach
into the ethereal plane to draw more mana into the mun-
dane plane of existence. The magical patterns simply cannot
survive the transition between the dimensions of existence.
However, it is possible for beings to travel and objects to be
transported between the planes.

The natural laws are dominant in the mundane universe. The
laws and processes of physics, chemistry, and biology under-
pin its reality on the macroscopic and microscopic scales.
This imbues reality with inertia, a resistance to change.
Overcoming this inertia to alter reality requires the focusing
of significant mana. Greater changes require proportionately
greater amounts of mana. Once reality has been modified
and the directing spell has ended, then the natural laws will
assert their supremacy. For example, if there is adequate fuel
and oxygen, a magically initiated fire will continue to burn;
if not, it will be extinguished. (Ongoing breaches of the natu-
ral laws necessitate an ongoing supply of ordered mana — but
these can be considered as merely local aberrations in an oth-
erwise mundane universe.)

Theoretically given sufficient mana concentrated in a single
place, the reality of an entire world could be permanently
modified. Practically, flesh-and-blood individuals, physical
objects, locations, and so on, can only contain so much mana.
The greatest wielders of mana, whether human magicians or
demon princes, can only harness so much magical energy at
any one time. To gather more mana or to do it more rapidly
than the body can tolerate risks permanent injury or even
death by spontaneous combustion.

For most magical practitioners, the limiting factor is their
lack of knowledge. Learning the necessary patterns for even
slight changes can take years of arduous study.

Magic, Skill, Knowledge and Crart

Magic is not a substitute for craft, skill, or knowledge. A suf-
ficiently powerful caster can transmute a sow’s ear into a silk
purse, but only if the caster knows what a purse should look
like. Less facetiously, a magically adept craftsman could uti-
lize magic in the forging of arms and armor, purifying the
ores, heating and cooling the metals, and so on. The quality
and endurance of the weapons or armor will still depend on
the craftsman’s smithing skills.

While magic cannot replace talent and training, it can enhance
what already exists. Spells can make their beneficiaries faster,
stronger, more insightful, etc., by boosting the body’s natural
abilities. Skills can be improved by tapping latent potentials.
Knowledge can be acquired by altering or relocating an indi-
vidual’s senses, by drawing upon the learning of others, and by
reading the memories imbedded in the auras of people, places,
and objects.

The finest mage-scholars and artificers are those who marry ar-
cane learning with less exotic skills, crafts, and lore.

Magic and Belier

Magic is not a function of belief. Magic is real, just like fire,
electricity, and gravity. The belief of the target of a spell in
the existence of magic is irrelevant. An individual who denies
the existence of lightning will still be injured, perhaps even
killed, if struck by lightning. It is possible to develop a resist-
ance to hostile magic just as it is possible to minimize the
chances of being hit by lightning in a storm. Such resistance
is not a function of individuals’ belief or disbelief in magic,
although they may think that it is, but rather an expression
of their increased reality inertia, their desire to oppose en-
forced change.

Conversely believing in magic is essential to being able to use
magic. If a person does not believe in magic, then “studying”
magic is purely an intellectual exercise. Similarly if a would-
be cleric does not believe in the existence of a deity (let alone
worship and strive to obey the divine being), what chance is
there that the deity will grant that priest any fragment of di-
vine power?

In most fantasy settings, the existence of magic can be con-
sidered a fact of life, even if most people’s personal experience
is limited to hearsay.

The Practice or Magic

Using Magic versus Spell Casting

The uninitiated often consider the terms “using magic” and “spell
casting” to be identical in meaning. This is untrue. Spell casting is
a very specific means of “using magic.”

There are individuals and entire species who, by curious quirks
of ancestry or through magical accidents, have inherited or
acquired Talents that are similar in effect to traditional spells.
Such Talents include the ability to breathe underwater without

HARP College or Magics
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gills, the capability of becoming temporarily invisible, the gift of
animal or telepathic communication, and so on. These Talents
are known collectively as Blood Magic (see Chapter 6). Blood
Magic is innate and frequently automatic in function. Even
when a Blood Magic ability is activated by conscious trigger,
the mana within the being is drawn upon for a specific and
unchangeable purpose. This is merely using magic.

Spell casting, on the other hand, is always directed by con-
scious will. The mana is drawn upon and the spell caster
chooses the form by which the mana is ordered. Unlike Blood
Magic and certain applications of Natural Magic (see Chapter
7), the effects of spell casting can be prevented (by “counter-
spelling”), ended prematurely, or reversed (by “canceling” or
“dispelling”).

Spell casting is defined as a method of tapping and manipulat-
ing magical energy to create a specific set of results.

A spell is an esoteric pattern of magical energy.

Magical practitioners cast spells by shaping magical energy
(mana) into a specific pattern called a sigil. The release of the
bound mana in the sigil redefines reality, but it is the sigil that
determines what the effect will be.

When cast, each spell leaves a unique mystic signature im-
bedded into the aura of the surroundings where the spell was
cast. The more powerful the spell, the stronger the signature.
A skilled mage can read these signatures, identifying the spell

and even the caster. Over time, the signatures become fainter
and more difficult to interpret, but never truly disappear.

How Spell Casting Works

There are two requirements for spell casting, namely a source
of magic and a spell.

Firstly there are many sources of magic, from which the mana
can be drawn.

“Personal” mana represents the normal circulation of mana
into the body;, either directly (from the magical plane) or in-
directly through infusions from the environment. Personal
mana represents the most common method of powering tra-
ditional spells (Spell Magic, see Chapter 9 for more details).

“Ambient” mana is that found in the surrounding environ-
ment. This mana is frequently tapped in Ritual Magic (see
Ritual Magic, Chapter 8). Its diffuse nature requires a rela-
tively long time to concentrate it into a usable sigil.

“Fixed” mana is that trapped and concentrated in certain
plants, minerals, gems, and other natural materials. Fixed mana
underpins the practices of Natural Magic (see Chapter 7), which
includes the ability to tap certain of these objects for power
and to direct the mana into one or more sigil configurations,
according to their occult properties. Conversely Rune Magic
(see Chapter 8) concerns the encapsulation of mana into
physical manifestations of the sigils as runes (see below) for
later use.

Again, “Ambient” and “Fixed” mana differ in their perma-
nence. Ambient mana flows through and around all plants,
minerals, etc., whereas fixed mana is magical energy that
has become permanently trapped in the organic or inorganic
structure. The quantity of Ambient mana in the average plant
is minimal, but the amount of Fixed mana may be substantial.

“Granted” mana from a higher power (such as a Deity, a
Demigod, or a Demon Prince) is the foundation of Divine
Magic as used by clerics, priests and other worshippers.

“Pure” mana is acquired by tapping the ley lines of the Web,
a dangerous undertaking even for adepts. The reward is
equally high as the ley lines can supply mana in huge quan-
tities for prolonged periods. The mightiest workings require
Pure mana.

The practitioner chooses the mana source according to the
complexity and potency of the desired spell. Normally for
conventional spell casting (i.e., Spell Magic), the mage will
only be able to use one type of mana. This is usually Personal
mana. Clerics frequently rely on Granted mana even for nor-
mal spells — many seem unable or unwilling to learn how to
use their Personal mana. (At initial character creation, all
characters may take one free Talent relating to mana sources.
See Mana Sources, Chapter 4, and The Talents of Magic,
Chapter 6 for details.)

The skill, Power Point Development, represents a mage’s
ability to utilize this mana (Personal, Granted, or other)
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and withstand the effects of using it on his body. By train-
ing in this skill, mages can raise the quantity of mana, which
they can safely employ in a given period. Once a Mage has
reached that limit, rest is necessary before further magic may
be attempted.

Returning to the requirements for spell casting, the second
necessity is an actual spell. The caster must either have a spell
learned or have a scroll, book, etc., available from which to
cast the spell. Given knowledge of or access to the spell pat-
tern, the mage can then attempt to actually cast the spell by
imposing the matrix of the sigil upon the previously gath-
ered mana.

This process involves intense concentration as the mage
forces the mana to accept the sigil matrix. Most Mages adopt
techniques known as “spell foci” to attain that degree of con-
centration and to achieve the requisite ordering of the magi-
cal energies. Each magical tradition has developed its own
spell focus with incantations (repeated chants of seemingly
arbitrary syllables), gestures, music, song, and meditation
trances all finding adherents. (See Spell Focus Styles, Chapter
4 for more details.) Some spell users combine these casting
styles with the use of focus items such as wands, staves, and
even weapons.

To untrained observers, the spell foci may seem to be the ac-
tual act of spell casting. They are not; they are merely short-
cuts and aids to reach the perfection of the desired sigil. The
foci are keys to unlock the mystery of mana, but it is the caster
who must turn the key in the lock.

Simply duplicating a Mage’s words and gestures is pointless,
as many young apprentices have discovered. “But I said all the
magic words ... and nothing happened” is a refrain calculated
to exasperate even the most patient mentor. Unless the mana
is harnessed and the would-be caster truly understands the
pattern of the sigil, nothing will ever happen.

It is undoubtedly fortunate that emulating mages without
mana and sigil knowledge has no effect. If it were otherwise,
if it was possible to cast spells through random words and
gestures, the chaos and destruction that would result would
be unimaginable. Civilization, perhaps even intelligence and
life itself, might be unable to survive.

Spell Casting and Armor

The manipulation of mana, particularly spell casting, is se-
riously impeded by the wearing of armor. Additional Power
Points must be expended by casters who wear armor to
achieve desired spell effects. Some theories suggest that this is
because armor functions as a power sink, “earthing” some of
the magical energy as the sigil is formed, or again that armor
acts as a barrier preventing the normal infusion of mana.

The effect of armor, however, is the same, regardless of the source
of mana. This means that the barrier theory cannot be correct.
If armor were acting as a barrier preventing the mana being
drawn in, then spells powered by Personal mana should be

moderately affected (because some of this mana derives from
the environment), while Ambient and Fixed mana should be
severely affected (because the energy is always extrinsic to
the caster). Similarly spell casters who employ Granted mana
should be unaffected — after all, the average deity should be
able to ignore a few scraps of leather and metal when gifting
a character with mana. In reality, all spell casting is affected
equally.

If armor cannot bar the entry of mana, then it cannot bar
the exit of mana. There is no difference at the thaumaturgi-
cal level between the outer surface and the inner surface of a
piece of armor.

Thus armor must harm the actual process of sigil forma-
tion, when a mage harnesses the mana and seeks to compel
it into a sigil matrix. Mana is inherently chaotic and resists
the imposition of order. The theoreticians of magic specu-
late that mana must be forced into higher degrees of order
with increasing difficulty. Armor, perhaps because of its con-
figuration (or more accurately the ordering of its primal el-
emental analogue), represents a lesser degree of order. Mana
is therefore attracted to this less ordered state (relative to a
sigil) compelling the caster to draw upon more mana to com-
pensate for the escaped energy. This theory also explains why
wearing a full suit of armor has a lower casting penalty than
the accumulated penalties associated with a set of individual
pieces. The single suit represents a single distracting state;
individual pieces offer multiple escape states for the mana.
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According to the theory, armor provides these escape states
because of its highly ordered form, its enclosing nature, and
proximity to the caster. Items that are merely carried or held
(such as weapons and shields) have a negligible effect — usu-
ally because they do not enclose (any part of) the caster’s body.

Sigils, Glyphs, Runes, Seals and
Grimoires

A Sigil is a spell pattern. Sigils come in two forms. The first
type is the actual pattern of magical energy. The second vari-
ety is the non-magical drawing of the magical energy pattern.
The complexity of the drawn sigil is proportional to the spell
complexity. Intricate and/or potent spells necessitate three-
dimensional patterns and special notation to represent them
on two-dimensional surfaces. Some sages have represented
such sigils using wireframe polyhedrons.

A Rune begins as a non-magical sigil. The sigil is then in-
vested with the necessary mana appropriate to the sigil’s
desired effect. Thus a Rune is a physical instantiation of a
magical energy pattern and can be activated by any suitably
skilled person, rather than just its creator. Runes per se are
normally written onto papyrus, parchment, paper and equiv-
alents. Rune Magic (see Chapter 8) is the proper study of rune
creation.

A Glyph is a sigil that has been carved or incised on a rock,
mineral, or gem. Glyphs are almost always empowered with
mana, making them a variant type of Rune.

A Seal is a sigil, which has been stamped or incised on wax,
metal, or clay. Like Glyphs, mana is usually incorporated into
the Seals, so that they too may be employed as de facto runes.

A Grimoire is a magician’s spell book. Usually this tome
contains the spell patterns of all of the spells that a mage has
learned. (Unless a mage has gained arcane knowledge that
Man Was Not Meant To Know, of course, in which case those
spells may not be recorded in the grimoire.) Seldom will the
sigils in a grimoire be invested with mana — the grimoire is
rather a textbook or logbook of the mage’s magical learning. A
caster without a grimoire can still cast spells. To use the text-
book analogy, an apprentice adds sigils to the grimoire and
spends hours reading and memorizing the sigils until they
are fully committed to memory. (In game terms, the character
has spent Development Points to purchase skill ranks in those
spells.) Thereafter, once the sigils are memorized, there is no
need to consult the textbook for those spells. Indeed woe be-
tide the adventurers whose mage must consult his grimoire
before casting any magic — they had best place their trust in
cold steel or low cunning when battle begins.
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3 Type€s or Magic

Magic takes many Forms.

Oirrerent travitions are dominant in dirrerent cultures and
at dirrerent times. Mastering a single style can bemand
aliretime or study. A thirst For knowledge or a naked
DESIre FOr power Leads more adbventurous practitioners
to Delve into other branches or the art. Five or the great
magical themes are derined in detail in this chapter.
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Blood Magic

Blood Magic is innate magical talent, which manifests itself
as specific exotic capabilities. These abilities may be similar in
effect to more traditional spells, but their nature and number
is fixed by heredity or the serendipitous outcome of a magi-
cal accident. Blood Magic Talents may be wholly automatic
in function or may be triggered by a conscious decision by
their possessors.

All members of certain species (such as Unicorns, Dragons, and
the like) have common magical abilities. For these species, Blood
Magic is the key ingredient of their genetic makeup that trans-
forms a horse with a horn into a Unicorn and an overgrown
winged lizard into a fierce Dragon. Among the humanoid races
exotic, inherent magical abilities can indicate an equally exotic
ancestry. Occasionally, extra-planar beings such as Demons and
Elementals, Dragons, and minor Godlings have relationships with
mere mortals. The offspring of such unions are magically potent
half-breeds, but even their distant descendants may inherit a trace
of the magic.

In addition to esoteric genetic heritages, Blood Magic can
also be the result of random magical mutations, frequently
caused by internalizing mana when a spell or a magical ritual
has been badly fumbled. Blood Magic Talents can also be
gifted to chosen individuals through the successful use of po-
tent transformation rituals.

Natural Magic

Natural Magic harnesses the “Fixed” mana that is trapped
and concentrated within certain plants, animals, gems, and
minerals. Practitioners of Natural Magic can draw upon such
objects as sources of mana. Alternatively they can arrange the
mana into one or more sigil patterns, transforming the con-
taining objects into temporary magical items. Such items can
manifest the spell effect a finite number of times before the
mana is fully dissipated.

Alchemy

Alchemy is a specialized discipline that unites natural magic
with occult science. Alchemists can blend the non-magical
(but frequently secret) properties of natural substances with
their Fixed mana to create temporary magical items. For in-
stance, an Alchemist could enhance the non-magical anal-
gesic properties of willow bark to fashion a healing potion.
Alchemists can also store spells in one-use items — however,
these items must be used within a given time or the mana will
dissipate. Alchemists specialize in the creation of potions,
oils and lotions, powders, or candles.

Charmcrart

Charmcraft is the practice of creating charms. A charm may
consist of a bundle of herbs, pieces of wood, or feathers from
a sacred bird, etc., bound together and imbued with ordered
mana. As the ingredients of the charm break down, its power

wanes. Protective charms against illness or hostile magic
are normally placed in a small pouch and worn around the
neck. Offensive charms intended to cast a spell on another
always require a lock of hair, nail clippings, or the like from
the target. The effect of any charm lasts only as long as the
charm’s ingredients; destroying the charm immediately ends
any spell effects.

Ritual Magic

Ritual Magic is the practice of creating magical effects by
repeated sequences of choreographed gestures, mystical in-
cantations, and the use of various magical objects and tools.
Magical rituals are difficult and very time-consuming to per-
form. Rituals may involve one mage or dozens, who may add
their Personal mana to the Ambient mana, which is drawn
upon during the ritual. The great strength of Ritual Magic
is its ability to slowly tap and shape large amounts of mana
without the practitioners having to take the mana into their
own bodies. Ritual Magic can be used to reproduce the ef-
fects of spells that a character may not normaly have access
to.

Rune Magic

Rune Magic is the art of encapsulating mana into physi-
cal manifestations of the spell sigils as runes (if written on
paper), glyphs (if inscribed on rock, minerals or gems), or seals
(if etched on wax, metal, or clay). These manifestations are
almost always single effect spells. Runemasters (as specialists
in Rune Magic sometimes style themselves) can create runes
etc., for any spell that they know from a lowly cantrip to a po-
tent High Magic incantation. Many Runemasters make their
living from creating scrolls (one-use runes written on a roll of
parchment) that can be utilized even by non-spellcasters.

Spell Magic

Spell Magic is the most common means of harnessing mana
to create consistent effects (at least in theory). It is also the
most diverse in its applications and levels of potency. Spell
Magic represents a codified body of magical lore, carefully
gathered and transmitted over millennia by generations of
practitioners. In this process, Spell Magic has become di-
vided into different branches, some of which remain widely
available; others have evolved into the preserves of particu-
lar professions.

High Magic

High Magic focuses on methods to directly manipulate the
Web and the ley lines, either to tap them for mana to power
other spells and rituals or to directly shape reality. High
Magic is the most difficult and dangerous type of Spell Magic
to employ; its failures are as spectacular as its successes.
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Low Magic

Low Magic is sometimes described as the study of cantrips.
As such, arrogant magicians deride Low Magic as fit only for
apprentices, hedge wizards, and other amateurs. Low Magic
spells have limited potency — and cannot be scaled upwards
to create greater alterations in reality. The cantrips also have
tightly circumscribed effects, restricting their utility to spe-
cific situations, and lack any overt offensive potential.

Middle Magic

Middle Magic is the name given to the collection of profes-
sional “Spheres of Magic.” Over the centuries, nay millennia,
each spell using profession has researched a set of spells ap-
propriate to their particular strengths and interests. These
sets of spells are known as Spheres. They represent the pin-
nacle of magical lore for each profession. In some worlds, this
knowledge is jealously guarded with potential new members
of the profession having to prove their suitability to exist-
ing masters.

By virtue of the greater enthusiasm and ability of members of the
Mage profession for magical research, the Sphere of the Mage
incorporates a number of more in-depth and exotic specialties.
In keeping with the geometric analogies favored by magical prac-
titioners, the spells are considered to be grouped in arcs sweeping
across the surface of the Sphere. Hence they are known as the
“Great Circles.”

Great Circle or Elementalism

The practitioners of this Circle specialize in spells pertain-
ing to the four great magical Elements of Air, Earth, Fire,
and Water.

Great Circle or Magery

The adepts of this Circle are the consummate generalists of
magic, who study all aspects of the lore without committing
themselves to a single discipline. Their Circle is described as
being the Equator of the Magical Sphere, intersecting all the
other Great Circles.

Great Circle or Necromancy

This Circle encompasses spells dealing with death and de-
struction as well as the creation and control of Undead beings.

Great Circle or Thaumaturgy

Instruction in the Circle of Thaumaturgy is sought after by
anyone who seeks to manipulate both magic and matter or to
combine them into permanent magical items.

Great Circle or Vivamancy

Adherents of this Circle are specialists in magic dealing with life,
healing, and the natural world of plants and animals.

Spheres or the Clerics

Each deity has its own particular domains of influence, and
most are supported in the mortal planes by dedicated priest-
hoods, religious orders, cults, etc. These organizations have
accumulated spell lore appropriate to the aims and respon-
sibilities of their patron deities. Thus the spell sets known by
Clerics of different deities may have nothing in common. Even
different sects worshipping the same god can vary in their mag-
ical capabilities. Thus there is no single unified Clerical Sphere,
but rather a constellation of Spheres serving the needs of many
gods, religions, and cults.

Sphere or the Harper

The Sphere of the Harper encompasses spells to confuse and
charm unsuspecting individuals, create simple illusions, gar-
ner information from the past, and grant the gift of tongues.

Sphere or the Ranger

This Sphere focuses on assisting the Ranger in terms of outdoor
survival, tracking, enhanced movement, and obtaining informa-
tion and assistance from natural creatures.

Sphere or the Warrior Mage

The Sphere of the Warrior Mage concentrates on spells to en-
hance the martial abilities of the caster, aiding in both offense
and defense.

Universal Sphere

Universal Magic represents the common strands of Spell
Magic that are available to anyone, regardless of profession,
who is willing to undertake the necessary tuition. Universal
Magic is equal in potency to the other forms of Middle Magic,
and as such is considered to be Middle Magic in all but name.
The range of effects is narrower as the focus is on boosting
body and mind, detection, aiding defense and movement, and
similar utilitarian needs.

Other Types or Magic

Sorcery is the invocation of the evil and dark powers of the
universe, and the bargaining with those terrible beings for
information and magical abilities. Divine Magic is the term
denoting magical powers given directly to the faithful, both
to aid the pious and to further the goals of the deity. (I is a
sacred equivalent of unholy Sorcery.) Ceremonial Magic is
the name given to magical and supernatural effects produced
through the celebration of religious rites and observances,
mass prayer, and sacrifice by devout worshippers. These types
of magic will be covered in future HARP supplements.
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4 The Practitioners
OF Magic

This chapter is essential reading For anyone who wishes to
create aspell using character. The rirst halr introduces new
proressions that replace the Mage proression rrom the HARP
core rulebook as well as new training packages representing
Oirrerent types or magical education and routes to the
mastery or the exotic varieties oF magic Found in this book.
The second halr presents rules For mana sources and spell
FOCUS styles - key to persondlizing any spell. user still. rurther.

GMs should read this chapter in conjunction with
Chapter 11, and inrForm their players in aovance as to
which options will be available in their campaign.
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Proressions

In the HARP core rulebook, the Mage profession is intro-
duced as the quintessential master of magic and bearer of
occult knowledge. However, compared to other HARP spell
using professions, Mages are generalists with no single focus
to the spells of their Sphere. Legends and literature suggest
other spells and magical abilities, which could legitimately
form part of the Mage Sphere.

At the metagame level, simply adding more spells to the Mage
Sphere without any restraining factors on availability would
eventually unbalance the Mage profession in comparison
to the others — and “rebalancing” the system by adding new
spells to all the others to compensate will just cause sys-
tem bloat.

The solution in this work is to redefine the Mage profession
as a set of five distinct professions, namely the Magician, the
Elementalist, the Necromancer, the Thaumaturge, and the
Vivamancer. The Magician is identical to the original Mage
as the generalist practitioner; the other professions are spe-
cialists in certain magical themes, concentrating on their
chosen areas, sacrificing breadth of knowledge for depth. This
expands the variety of choices to the aspiring mage player.

Yet, there are instances of Mages in myth and fantasy fic-
tion who appear to have mastered all types of magic, becom-
ing Archmages. Characters who wish to pursue this route
through training will need to take the Additional Profession

Talent multiple times. Those who envision their characters as
having an inherent grasp of magic should consider the Arcane
Circle Talent (see Talents, Chapter 6). This Talent grants a
specialist Mage access to the Circle of another Mage profes-
sion. Thus an Elementalist could gain access to the Circle of
Thaumaturgy with one purchase of this Talent. (Note that
the Arcane Power Talent provides access to an entirely differ-
ent Sphere.)

The Elementalist

The Elementalist seeks mastery in magic through the hidden
powers of the four great magical elements of Air, Earth, Fire,
and Water. According to their traditions, the manipulation of
mana is most effective when the spells are in harmony with
the elemental essences. Spells of the Circle of Elementalism
evoke these essences, producing some of the most spec-
tacular effects in all Middle Magic. Elementalists some-
times specialize still further in a single element, becoming
Aeriomancers (Air), Geomancers (Earth), Pyromancers (Fire),
or Hydromancers (Water).

Favored Categories:
General: 4

Mystical Arts: 10
Physical: 2

Influence: 2
Outdoor: 2

Key Stats: Reasoning, Insight.

Proressional Abilities:

Elementalists may learn any spell from the Circle of
Elementalism. All Elementalists have the Sense Magic Talent,
and may choose one Talent from the following list: Affinity of
Air, Affinity of Earth, Affinity of Fire or Affinity of Water.

The Magician

The Magician is a consummate generalist, who studies all
branches of arcane lore, without committing himself to
any particular area. As adepts of the Circle of Magery, their
potential breadth of knowledge is unsurpassed with mas-
ter Magicians literally having a spell for every occasion.
Magicians are frequently very curious and will seek opportu-
nities to acquire both knowledge and power. Archmages are
often former Magicians.

Favoreo Categories:
Artistic: 2
Influence: 2
Physical: 2

General: 4
Mystical Arts: 10

Key Stats: Reasoning, Insight.

Proressional Abilities

Magicians may learn any spell from the Circle of Magery. All
Magicians have the Sense Magic Talent.

@ NoTE: The Circle of Magery is the Mage Sphere from the
HARP rulebook.
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The Necromancer

The Necromancer is the unchallenged virtuoso of death
magic in all its forms. Followers of the Circle of Necromancy
learn spells to harm, to slay, and to destroy everyone and
everything. However their repertoire extends beyond simply
dealing out death and destruction. It encompasses the powers
of creating Undead beings from the corpses of their victims,
forcing these unfortunates to do their bidding in a hideous
parody of life. In most societies, Necromancers are consid-
ered evil.

Favored Categories:
General: 4

Mystical Arts: 10
Subterfuge: 2

Influence: 2
Physical: 2

Key Stats: Reasoning, Insight, Self Discipline, Agility.

Proressional Abilities

Necromancers may learn any spell from the Circle of
Necromancy. All Necromancers have the Sense Magic Talent
and a +10 bonus to all Attack spells.

The Thaumaturge

The Thaumaturge is the acknowledged expert in the direct
manipulation of magic and matter. Members of the Circle
of Thaumaturgy achieve mastery in such arts as teleporta-
tion and transmutation. Thaumaturges are, however, justly
famed as the creators of permanent magical items and the
molders of mana into physical form as objects and creatures.
Their interests in item creation and mana shaping leads many
Thaumaturges to study the crafts of Natural Magic and the
lore of High Magic.

Favored Categories:
General: 6
Mystical Arts: 10

Influence: 2
Physical: 2

Key Stats: Reasoning, Insight.

Proressiondl Abilities:

Thaumaturges may learn any spell from the Circle of
Thaumaturgy. All Thaumaturges have the Sense Magic Talent
and the Master Craftsman Talent.
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The Vivamancer

The Vivamancer is the undisputed adept of all aspects of life
magic. Adherents of the Circle of Vivamancy have special-
ized in the healing arts, being able to cure the injuries and ail-
ments of man and beast alike. Their other powers include the
ability to summon and to take on the capabilities and even
forms of any living creature. Vivamancers frequently com-
plement their arcane expertise with mundane knowledge of
healing, herbcraft, and animal-related skills.

Favored Categories:

General: 4 Influence: 2
Mystical Arts: 10 Outdoor: 2
Physical: 2

Key Stats: Reasoning, Insight.

Proressional Abilities:

Vivamancers may learn any spell from the Circle of
Vivamancy. All Vivamancers have the Sense Magic Talent
and the Physick Talent.

Training Packages

The aim of the Training Packages (TPs) in this book is to
represent the different routes to magical expertise and
varied magical lifestyles. They are intended as templates
which should be tuned to the GM’s setting. The Alchemist,
Charmweaver, Enchanter, Ritualist, Runemaster, and Wizard
TPs should only be available if their focused type of magic is
also available.

Amateur Mage

The Amateur Mage is a self-taught practitioner of magic, who
has made the occult arts into a hobby. Wealthy amateurs may
even have accumulated a small library of magical works in
the course of their avocation. Natural talent and determined
study has brought them significant success so far, but a little
learning is a dangerous thing ...

Skill Ranks
Arcane Lore (Spell Lore) 2
Cantrips 4
PP Development 2
Runes 2
Spell Casting (Universal Spells only) 3

Apprentice Mage

Guild Apprentices receive a broad education in the magical
arts in the cloistered halls of the guild house. Their training is
overseen by a number of experienced mages; their well-being
is sometimes placed in the pastoral care of senior students.
The insular guild lifestyle can be one of routine chores, os-
sified rules and regulations, and unsavory academic politics,
but it can also be the springboard for lasting friendships and
rivalries with fellow students.

Skill
Alchemy

Ranks

Arcane Lore (Spell Lore)
Cantrips

PP Development
Resistance (Any)

N W N W W N

Runes

Spell Casting (Universal or Professional
Sphere/Circle only) 5

Skill ranks in Alchemy may be swapped for Divination,
Magical Ritual, or Power Projection according to the
guild’s focus.
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Spell Signatures

When a magic user casts a spell, the shaping and
manipulation of the mana leaves behind a resonance
that other spell-users may pick up using certain spells.
This resonance, known as a spell signature, is unique to
the individual caster, although mages who have trained
under the same mentor will have similarities.

Not only does the casting of a spell leave a resonance, but
the resonance is also linked to the mage who cast the spell.
These resonances fade away over time, but never really fade
completely. Mage Hunters and others can use the resonance
and the link it has to the caster in order to track that caster.
This is accomplished through the use of the spell, Detect
Signature. It is rumored that some spell-users have learned
spells that mask their individual signatures or that leave
false traces. One renowned scholar has even postulated
that it may be possible to imitate the signature of another
caster, but this has yet to be proven.

Journeyman Mage

Journeymen Mages may be former Apprentices who have
left the ivory towers of the guild behind to seek training with
other masters elsewhere. Alternatively they may be students
apprenticed to wandering Mages. In both cases, they will gain
a practical education to season their magical skills.

Skill Ranks
Arcane Lore (Spell Lore) 2
Attunement

Foraging / Survival

Linguistics

2
2
2
Navigation 2
PP Development 2
Runes 3

5

Spell Casting (Professional Sphere/Circle only)

Skill ranks in Attunement and Runes may be swapped for
Alchemy, Divination, Magical Ritual, or Power Projection ac-
cording to the focus of Journeyman'’s organization.

The Mage Hunter

The Mage Hunter is dedicated to tracking down individuals who
abuse magic and use magic to break the law and inflict injury and
death. The Mage Hunter is not opposed to the use of magic; in fact,
he or she is usually a Mage. Mage Hunters are most often found in
armies or among law enforcement agencies in large cities. Some
individuals act as private detectives and vigilantes, working in the
shadows. There are even occasional Mage Hunters working for evil
orders, devoted to tracking down pesky, magic-using do gooders.

These Mages have honed their detect magic talent and spells
to a fine art, and use them to track spell casters who have
committed crimes using magic. Once they have tracked their
quarry, they spring into action.
Skill

Arcane Lore (Spell Lore) 2
Foraging/Survival

Stalking & Hiding

Tracking

Universal Spell (Counterspell)
Universal Spell (Detect Magic)
Universal Spell (Detect Signature)

Ranks

N S

Protégé

The chosen pupil of a learned spell user, the Protégé studies di-
rectly with his mentor, gaining a deep understanding of magic
and, in particular, the Mentor’s specialist areas of expertise.
Such a close association will shape the Protégé’s outlook for
the rest of his career. Student and mentor may remain lifelong
friends and allies or may become bitter enemies if the pupil re-
jects the master’s ideals.

Skill
Arcane Lore (Spell Lore)
Attunement

Ranks

Cantrips

PP Development
Resistance (Any)
Runes

Spell Casting (Professional Sphere/Circle only) 5

W W N NN W

Skill ranks in Attunement and Runes may be swapped for
Alchemy, Charmcraft, Magical Ritual, or Power Projection
according to the focus of the mentor.

Traditionalist Mage

With skills and lore passed down through the generations, a
Traditionalist Mage is frequently healer, soothsayer and wise
man or woman for an isolated settlement or nomadic tribe.
Their skills reflect the diversity of their roles, but their expertise
is often rudimentary and fragmented.

Skill
Cantrips

Rank

Divination

Healing

Herbcraft

Mundane Lore (Fauna Lore or Flora Lore)
Perception

PP Development

NN NN NN O

Spell Casting (Universal and/or
Professional Sphere/Circle spells) 3

Divination, Healing and/or Spell Casting ranks may be re-
placed by Alchemy and/or Charmcraft skill ranks.
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Alchemist

Alchemists study the art of creating potions using spells and
occult formulae. Their need for obscure organic ingredients
to supply mana for potions and to serve as the key constitu-
ents broadens their learning to encompass related mundane
lore. Some Alchemists apply their knowledge of toxins to
create poisons rather than antidotes. All Alchemists must
specialize in a specific branch of alchemy: potions, lotions,
candles, or powders.

Skill
Alchemy

Ranks

Arcane Lore (Spell Lore)
Herbcraft

Mundane Lore (Fauna Lore)
Mundane Lore (Flora Lore)
Poisoning

NN NN NN O

PP Development
Spell Casting (Universal and/or
Professional Sphere/Circle spells) 3

Charmweaver

Often serving as tribal shaman and “medicine man” in more
primitive cultures, the Charmweaver’s charms are relied
upon by young and old alike to preserve them from magical
and monstrous threats. When uncanny misfortune befalls
the tribe or disease strikes down the healthy, the malice of
an angered Charmweaver may be blamed and respect turn to
superstitious fear and revenge.

Skill
Cantrips

Ranks

Charmcraft

Divination

Healing

Herbcraft

Mundane Lore (Fauna Lore)
Mundane Lore (Flora Lore)
PP Development

NN N W NN N

Enchanter

The Enchanter is an accomplished craftsman as well as an
experienced magical practitioner, and combines both in the
making of magical items.

Skill Ranks
Arcane Lore (Spell Lore) 2
Attunement 2
Crafts (Any) 5
Power Projection 5
PP Development 2
Spell Casting (Universal and/or

Professional Sphere/Circle) 4

Ritualist

The Ritualist has chosen to follow the path of Ritual Magic,
spending months ensconced in libraries and in consultation
with other spell users. This time in study and research has
also augmented the Ritualist’s facility with languages and im-
proved more mundane knowledge skills.

Skill Ranks
Arcane Lore (Spell Lore) 4
Linguistics (normally written) 4
Magical Ritual 5
Mundane Lore (Any) 3
PP Development 2

GMs and players should determine the nature of any rituals
learned by the character.
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Runemaster

The Runemaster seeks mastery of magic through the physi-
cal representation of the sigil patterns. Experiments and/or
formal training gives the Runemaster a basic grasp of the
crafts of paper and parchment manufacture, while the need
for clear inscriptions prompts an improvement in their cal-
ligraphy and writing skills.
Skill

Arcane Lore (Spell Lore)
Cantrips

Ranks

Crafts (Paper-maker or Parchment-maker)
Linguistics (Written language)
PP Development

[VA0N SN CRENCURE VI

Runes
Spell Casting (Universal and/or
Professional Sphere/Circle) 4

Wizard

Wizards are the undisputed scholars of High Magic.
However, their arcane powers are useless unless they can lo-
cate a nexus point or a ley line, so most are well-versed in the
navigational arts.

Skill

Arcane Lore (Spell Lore)
Crafts (Cartography)
Mundane Lore (Geography)

Ranks

Navigation
PP Development
Spell Casting (High Magic spells only)

(92BN SHERN N SVRE SN N

% NoTEe: The Wizard Training Package does not include the
Arcane Power (High Magic) Talent required to learn High
Magic. This Talent must be purchased prior to or simulta-
neously with the gaining of the Wizard Training Package.

Mana Sources

As described in Chapter 2 (How Spellcasting Works), all
characters require access to a source of mana to power their
conventional spellcasting. While it is possible for a charac-
ter to train his body to withstand ever-greater quantities of
magic use (through the Power Point Development skill), actu-
ally tapping a mana source requires a knack (represented by
a Talent). Every HARP character obtains one such Talent (at
no Development Point cost) during initial character creation.
(If the character never learns any magic, this talent will re-
main latent.) Existing HARP characters should also receive
one of these free talents.

The GM should determine which mana sources are appropri-
ate for the world setting (see Which Types of Magic, Chapter
11). Normally players should then choose the initial mana
source for their characters. Access to other power sources
may be acquired by purchasing other tapping Talents.

The advantages, disadvantages and mechanics of each mana
source are given below.

Personal

As Personal Mana represents the combination of the normal
circulation of mana into the body and natural infusions from
the environment, it has the principal advantage of always
being available for immediate harnessing. The spell caster’s
body can be considered as a battery of stored mana — spell
casting is then powered by drawing upon this stored “charge.”
Once all the stored mana has been used, the Mage must wait
on his body “recharging” The disadvantage is that in areas of
low mana, the recovery process will be slower than normal.
Despite this, Personal Mana is the most commonly used
source of power for secular spell users.

Required Talent: Tap Personal Mana.

Ambient

Spell users who tap Ambient Mana draw this power in as they
need it rather than storing mana within their bodies for later
use. As Ambient Mana is relatively diffuse, spell casters who
rely on it take much longer to cast their spells as they must
draw in the magical energy as well as focusing and shaping
it into a sigil. Ambient Mana users require one round for
every 2 Power Points (or portion thereof) used in the casting
of a spell (the normal casting time is one round per 5 Power
Points). Casters can reduce the time taken to cast spells at a
penalty of -10 for each round that the casting time is reduced
(to a minimum of one round,).

Examplc: An orclinarg Arcane Bolt rccluircs 3 Power Points
(or two rounds of casting) for Caspian, an Ambient Mana
user. The same Arcane Bolt with scaling for one level of extra
damage and one range increase rccluircs 7 Power Points, and
will taEc 4 rounds to cast by CasPian, but on[g two rounds
for a caster cmPloging Personal Mana. Bg taldnga -30
Pcnalty tothe castin? ro”, CasPian can cast his merovc&
Arcane Boltina single round.

Instantaneous spells are not affected by this ruling. Magical
theoreticians believe that the subconscious mind of an
Ambient Mana user is capable of drawing the energy in-
ward faster in emergencies — and instantaneous spells (e.g,
Landing, Bladeturn, and Deflections) are almost always trig-
gered in extremis.

In areas of low mana, the process of internalizing Ambient
Mana can be even slower, such that spell casting can take one
round per Power Point.

Users of Ambient Mana do have two advantages over other
spell casters. Firstly, because they do not store the mana
within their bodies, they can recover much more quickly
from the stresses of magic. An Ambient Mana-using char-
acter regains one quarter of his power points for every one
hour of complete rest. Secondly, such characters will not be
registered by Detect Magic spells or Sense Magic Talents, un-
less they are in the process of casting a spell or have cast a

HARP College or Magics The Practitioners or Magic  Page 22



durational spell targeted on themselves. This is again owing to
the absence of any significant dormant mana in their bodies.

Required Talent: Tap Ambient Mana.

Granted

Those casters, most frequently Clerics, who utilize Granted
Mana, obtain their reserves of magical energy as gifts or
boons from spiritual beings of immense power. These are
usually deities, demigods, or even demon princes. As Granted
Mana is directly channeled from the higher power to the de-
vout spell caster, the density of mana in the environment has
no bearing on the caster’s use of or recovery from magic. The
disadvantage is that the character must strive to adhere to the
aims of the spiritual being, which may involve membership
in a particular religion, formal religious observances, and so
forth. Should the spell caster fail seriously or repeatedly in
such striving, the higher power may withhold some or all of
the Granted Mana until absolution has been obtained.

The GM and the player should cooperate to develop the reli-
gious framework for such characters. For official guidelines
on this subject, please see the upcoming HARP supplement
on religions.

Required Talent: Tap Granted Mana.

Fixed

Those who employ Fixed Mana for spell casting purposes re-
quire a supply of mana-bearing components from which to
extract magical energy. These components may be plant frag-
ments, small pieces of animals’ corpses, natural minerals or
even gems.

Organic components (i.e., plant and animal material) con-
tain a finite quantity of mana. Once all of this has been
extracted, the component will crumble to dust. Organic
components also have a limited lifespan before the natural
processes of decomposition render them unusable. However,
they are frequently inexpensive to obtain.

Inorganic components (i.e., minerals and crystals) also con-
tain a finite quantity of mana. Unlike their organic equiva-
lents, these appear to have a limited ability to “recharge” their
mana. Thus they can be drained of mana, allowed to recover,
and then drained again. Like “rechargeable” batteries, this
process cannot be repeated indefinitely and eventually they
too must be replaced. Inorganic components are more ex-
pensive and may be coveted due to their intrinsic worth by
thieves and pickpockets.

The mana content of components varies according to
their size and nature. See Esoteric Substances and Occult
Properties, Chapter 7 for details.

It is perfectly possible for a mage to have more potential
mana available in his components than he can actually use.
A Mage’s Power Point total represents the maximum limit
on how much magic can be cast within a given time. Once
this has been used, the Mage must recuperate — his body will

simply be unable to withstand further magical manipulation
until then.

As with Ambient mana users, those who tap Fixed Mana
must first draw the magical energy from their component
into their body. This requires them to be in physical contact
with their component(s), either by wearing, carrying, or hold-
ing them. The process of internalizing the mana slows down
spell casting.

Fixed Mana users require one round for every 3 Power Points
(or portion thereof) used in the casting of a spell (the normal
casting time is one round per 5 Power Points). Casters can re-
duce the time taken to cast spells at a penalty of -10 for each
round that the casting time is reduced (to a minimum of
one round).

Examplc: An or&inarg Blur sPe” requircs 4 Power Points (or
two rounds of casting) for Donna, a Fixed Mana user. The
same Blur scaled to givea+5 bonus rccluircs 12 Power Points,
and will take 4 rounds to cast }39 Donna, but only three
rounds for a caster cmplogin Personal Mana. by takinga
~-30 Pcnalty tothe casting roi%, Donna can cast her imProvcd

Blur sPc” ina singlc round.
Instantaneous spells are not affected by these rules.

Users of Fixed Mana do have three advantages over other spell
casters. Firstly, because they do not store the mana within
their bodies, they can recover much more quickly from the
stresses of magic. A Fixed Mana-using character regains
one quarter of his power points for every one hour of com-
plete rest. Secondly, such characters will not be registered by
Detect Magic spells or Sense Magic Talents, unless they are
in the process of casting a spell or have cast a durational spell
targeted on themselves. (Their spell components will register
as containing dormant mana, however.) Thirdly, with a suf-
ficient supply of components, Fixed Mana practitioners may
operate normally even in areas of low magical energy.

Required Talent: Tap Fixed Mana.

Pure

The remaining type of mana source, Pure Mana, may not be
tapped directly. Access to Pure Mana requires proximity to
ley lines and nexus points, and the use of High Magic spells
to manipulate it. Practitioners of High Magic employ other
mana sources to power the spells that they use to direct the
Pure Mana. It is too “rich”to be safely internalized.

Spe€ll Focus Styles

Visualizing a sigil matrix and compelling the mana to accept
the matrix requires intense concentration. Achieving that
level of concentration takes great effort. Techniques have
been developed to assist in this task. These are known as
“spell foci.” Each magical tradition has its own preferred pair
of spell foci. Through centuries of magical practice, mages
have discovered that any single spell focus is insufficient to
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really ease the process of spell casting, but by combining two
spell focus styles, sigils can be formed much more reliably.

All spell users are required to choose two spell focus styles
when they first choose a spell using profession. In game me-
chanics, this is represented by the acquisition of two free
Spell Focus Talents (no Development Points cost). Thereafter,
characters may gain the ability to use other spell foci styles in
their spell casting by purchasing the relevant talent, but few
Mages do this in practice.

Six sample spell focus styles are presented below. GMs should
select which are available in the campaign setting. The
Gestural and the Verbal focus style are the default style pair
for spell users as described in Customizing Your Magic User
in the HARP core rulebook. They should be used if the GM
does not wish to incorporate casting styles into the game.

When employed properly, a casting style can give a modest bonus
to spell casting attempts. When a character can only use the style
with difficulty (i.e., a Verbal user who is forced to whisper), the
spell user will suffer a modest penalty to their spell casting. When
a character cannot use one of their styles at all (i.e., a Verbal user
who is unable to speak, a Somaticist who is in a straitjacket), then
the caster suffers a -50 penalty to spell casting for being unable to
utilize their normal shortcut. If the character cannot use either
style at all, the Mage will be unable to cast any spells.

Spell users may combine casting styles with the casting focus
items introduced in the HARP core rulebook.

Gestural

In the Gestural focus style, the caster attempts to create the
sigil by making gestures with one hand (or arm). The ges-
tures range from simply pointing at a target to complex fin-
ger movements.

Unlike the Somatic style, users of the Gestural style are not
penalized for wearing armor as they do not need full freedom
of movement for their entire body.

If the user has no free hands, then the mage is deemed to be
unable to use this style (-50 to spell casting).

Required Talent: Focus Style (Gestural).

Somatic

In the Somatic focus style, the caster uses hand and head
gestures as well as full body movements. The performance
of each gesture keys the caster’s mind (by association) into
a particular facet of a sigil — the complete sequence aligns
the caster’s will with the desired sigil form. The style has
the advantage of silence, but requires relatively unrestricted
movement on the part of the caster. Hence wearing armor in-
terferes with this spell focus style, imposing a penalty equal
to the minimum armor penalty. If the caster has both hands
free, a +10 bonus is applied.

If the user is unable to move, then the mage is deemed to be
unable to use this style (-50 to spell casting).

Required Talent: Focus Style (Somatic).

Song/Music

Favored by Harpers, the Song focus style (and its Music vari-
ant) associates particular snatches of song and/or musical
notes with the different parts of a sigil. The caster combines
these into a complete lyric and/or melody during a spell cast-
ing, literally “tuning” himself into the right state of mind.
Spell users with this style are sometimes called “spellsingers”
— some troubadours even pair Song and Music focus styles.

Users of this style must develop either the Singing or the Play
Instrument skill. For every Power Point invested in a spell, the
caster must have at least as many skill ranks in either Singing
(Song style) or Play Instrument (Music style), e.g., to cast a 4
Power Point spell, the caster must have 4 or more ranks in
either Singing or Play Instrument.

To use this style properly, the caster must make an All-or-
Nothing Singing or Play Instrument maneuver at Medium
Difficulty. If the caster succeeds, he may add the number of
skill ranks in Singing or Play Instruments to his casting roll,
e.g., if the caster has seven skill ranks and succeeds, the bonus
is 7. If the caster fails, a -20 penalty is applied to the casting
roll, representing a potentially badly formed sigil. If the caster
fumbles, the casting roll is also fumbled.

If the user is unable to sing (gagged, temporarily dumb, lost
voice, etc.) or cannot play the chosen instrument (e.g, lost it
or does not have it to hand), then the Mage is deemed to be
unable to use this style (-50 to spell casting).

Required Talent: Focus Style (Song) or Focus Style (Music).

Trance

In the Trance focus style, the caster attempts to reach the
necessary state of mind, simply by placing himself into a light
meditative trance and willing the sigil into being by pure
enlightened thought. Trance practitioners must develop the
Mental Focus skill. For every Power Point invested in a spell,
the caster must have at least as many skill ranks in Mental
Focus, e.g., for a 4 Power Point spell, the caster must have 4 or
more ranks in Mental Focus.

To use this style, the caster must make an All-or-Nothing
Mental Focus maneuver at Hard Difficulty (-20). (The height-
ened difficulty level is a consequence of the speed with which
the caster must slip in and out of the contemplative state.) If
the caster succeeds, he may add the number of skill ranks in
Mental Focus to his casting roll, e.g., if the caster has nine
skill ranks and succeeds, the bonus is 9. If the caster fails, a
-20 penalty is applied to the casting roll. If the caster fumbles,
the casting roll is also fumbled.

If the user is unable even to attempt to enter the trance state
(e.g., is drugged, is doing something else, etc.), then the Mage
is deemed to be unable to use this style (50 to spell casting).

Required Talent: Focus Style (Trance).
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Table 4.1 Spell Focus Style

Focus Style Conditions Modifier to Casting Roll
Gestural Unable to Gesture -50
One Free Hand +0
Somatic Unable to Move -50
Wearing Armor - minimum armor penalty
Both Hands/Arms Free +10
Song/Music Unable to Sing or Play Instrument -50
Failed Singing or Play Instrument Maneuver -20
Successful Singing or Play Instrument Maneuver +1 per Singing or Play Instrument rank
Trance Unable to Use Trance -50
Failed Mental Focus Maneuver -20
Successful Mental Focus Maneuver +1 per Mental Focus rank
Verbal Unable to Speak -50
Whispers -20
Normal Voice o
Verbal

Casters espousing the Verbal focus style chant incantations

(often of seemingly arbitrary syllables) or mantras, through-
out the casting of a spell. Through long practice, these spell
users have trained themselves to associate certain words
with aspects of sigil formation. By combining the words into
phrases, the caster reaches the final effect.

If the caster is only able to whisper, a -20 modifier is applied
to spell casting. If the caster is unable to vocalize the neces-
sary words, then the Mage is deemed to be unable to use this
style (-50 to spellcasting).

Required Talent: Focus Style (Verbal).

Combining The Styles

The casting styles have to be combined into more complex
foci, such as Gestural/Verbal, Somatic/Verbal, Song/Trance,
etc. The blended styles require the caster to adhere to the
requirements of both styles, but in doing so, the spell user
develops a more robust aid to sigil creation. Failure to meet
the requirements imposes penalties, and inability to use both
styles prevents the Mage from casting spells.

Rarely, Mages choose to learn additional spell focus casting styles.
These additional styles must be purchased using Development
Points. The character can only use two of his known casting
styles for any given spell casting attempt.

Examplc: Having cscaPccl from the clungcon, CasPian
decides that Icarning the Trance stylc would be a good
investment for the future and clulg expends the Development
Points. CasPian can now cast sPc”s usingSomatic/Vcrbal,

Somatic/Trance, or Trance/Verbal st9|c pairings. Caspian
cannot, howcvcr, combine all three stg]es.
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5 The Study or Magic
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Heroes in HARP D0 not simply appear From nowhere miraculously
€NDOWED With skills and spells. Even a lowly Ist-level abventurer
has gained a wealth or expertise From his chilbhood upbringing,

apolescence, and the training or his apprenticeship. This is
represented in-game by cultural adolescence skill. ranks, a
doubling or initial Development Points atIst Level, and a score or
rree skill ranks in the Favored categories OF their First proression.
Characters may choose in Later Levels to turn asioe rrom their
starting proression, but they will never again receive such
€asy benerits. This chapter Looks into the hioden years or the
apprenticeship to reveal how spell users gain their knowledge
OF MaAgic, then explores rules by which they may learn or
research new magical errects in Later Lire, and rinally explores
the mechanics or creating spells and other magical errects.
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Learning Magic

Mentoring

Perhaps the most common way of learning magic is by pro-
longed study with a more powerful spell user, known as a
Mentor. Parents or others will sponsor a gifted youth into the
service of the mentor, who will serve as teacher, master, and
surrogate parent to the student for a number of years, in the
same way that mundane craftsmen will take the sons and
daughters of fellow villagers as apprentices. Mentors may re-
quire financial inducements to take on their apprentices or
even demand that potential students prove themselves in some
way. Mentors may train apprentices singly or simultaneously
teach up to a dozen — in the latter case, the students will be at
different stages of their novitiate.

For the duration of the apprenticeship, the mentor will de-
mand obedience from the novice Mage, and in return, will
provide board, lodgings, and tuition in the magical arts and
related skills. Frequently mentors will require apprentices
to perform all the household chores and tedious prepara-
tion of magical ingredients, usually claiming that this work
provides valuable lessons in patience. Eventually the mentor
will trust the student with true magical secrets. According
to their personalities and styles, a mentor may simply tutor
an apprentice in the basics of a spell and expect the novice
to struggle through esoteric volumes of arcane lore for the
more advanced aspects. Alternatively, the mentor may take
a keen interest in the pupil’s studies, spending long hours in
discussion, explaining and demonstrating, encouraging and
cajoling until the apprentice has understood everything.

How a mentor treats the student will influence what replaces
the teacher-pupil relationship once the apprenticeship ends.
Harsh masters or those who were miserly with tuition and
their time need not expect their erstwhile students to remain
any longer than they must. (Evil spell users are sometimes
slain by the arrogant graduates.)

Those wizards who have proven themselves to be wise teach-
ers may gain the lifelong friendship of their Protégés. Having
completed their apprenticeship period, some newly trained
Mages may remain in the service of their masters, teaching
the new apprentices, performing other services such as ob-
taining magical items and components for the mentor, and
increasing their own knowledge.

The following tables may be used to randomly generate men-
tors, apprentices, and their magical resources. GMs should feel
free to adjust the profession levels as appropriate for their set-
ting. A mentor’s level only reflects his main profession — he may
have levels in additional professions. “Journeymen” are past ap-
prentices of a mentor who may still be in the mentor’s service or
be willing to aid their master. Roll first to determine the men-
tor’s level, next for the number of apprentices, thirdly for the
number of Journeymen spell users, and finally make a separate
roll for each Journeyman to determine their levels. GMs should

alter any level results for Journeymen that exceed their men-
tor’s level to be one level lower than the mentor.

The number of volumes in a mentor’s magical library is 2d10
+ (3 x mentor’s level).

Spell users who have studied under a mentor may take the
Protégé Training Package (see Chapter 4), or one of the
more specialized training packages such as Alchemist,
Charmweaver, etc., detailed in Chapter 4.

Table 5.1 Mentor & Journeymen Levels

D1oo Roll Mentor Level Journeyman Level
01-05 sth 1st
06-15 6th 1st
16-25 7th 1st
26-35 8th aond
36-45 oth 2nd
46-55 1oth 3rd
56-65 11th 3rd
66-75 12th 4th
76-85 13th sth
86-95 14th 6th
96-00 15th* 7th

* (alternatively roll again, adding 10 levels to the result of the second roll)

Table 5.2 Number of Apprentices and Journeymen

D1oo Roll* # of Apprentices # of Journeymen
01-05 None None
06-30 One None
31-45 Two One
46-60 Three One
61-70 Four Two
71-80 Five Two
81-85 Six Three
86-89 Seven Three
90-92 Eight Three
93-95 Nine Four
96-97 Ten Four
98-99 Eleven Four

00 Twelve Five

*For mentors of 1oth level or higher, GMs may choose to add the mentor’s
level to this roll.

Guilds

A Magical Guild is an organization of like-minded spell users
who have formed an association for mutual benefit, which
may be greater wealth, security, influence and/or power. Some
of the most successful guilds can trace their history back to
long-dead wizard-mentors whose pupils stayed together to
form schools to carry on their master’s teaching traditions.
Other guilds were created by necessity rather than shared
ethos and their goals alter with changes in the organization’s
leadership.
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Not all guilds style themselves as “Guilds.” Mages of one
or more Circles may belong to an archetypal Guild, but
Harpers may train in a College, Warrior Mages may study
sword and sorcery at an Academy, while Rangers may be
enrolled in the ranks of Secret Societies and elite Mystical
Orders. In some places and times, magical guilds may com-
bine with more mundane associations for greater conceal-
ment. Knowledge of an organization’s inner magical circle
may be withheld even from most of its members.

One of the prime functions of any guild is to initiate worthy
candidates into the magical mysteries. Some guilds may de-
mand cash (or equivalents) from apprentices or their spon-
sors in return for housing, feeding, and teaching the students.
Others may require that graduates of the school serve the
guild for an extended period after the completion of their
training. This is particularly true of organized academies
where the ruler pays for the students’ tuition and mainte-
nance — the new mages join the nation’s military services.
Secret organizations may recruit their trainees according to
specific criteria — candidates may have little say in the matter!

Unlike mentoring with its one-on-one or one-to-several
teaching methods, a guild apprentice will normally receive
instruction from multiple masters of varying degrees and
fields of expertise. In many ways, a guild education is just like
attending a boarding school with many teachers, dozens of
other students, and lots of irritating rules and regulations.
While a guild apprentice might find an individual teacher
particularly inspirational, close teacher-student bonds are
rare and an organizational esprit-de-corps must be instilled
through “school” traditions and the like.

Loyalty to the guild after apprenticeship will depend on the
nature of the guild and its impact on characters’ lives. Some
magical guilds are so entrenched politically and economically
that all magical practitioners must remain guild members,
paying annual dues in return for a license to practice magic
in areas “influenced” by the guild. Secret and/or illegal Guilds
may expect their members to actively serve their purposes for
the rest of their lives.

The following tables may be used to generate magical Guilds.
Decisions as to whether a guild is open or secret, exists only
in a single location or has sites throughout a kingdom, and
the aims of the guild (and its members) must be made by the
GM as they are too important to be determined by a dice roll.

Use the table on the next page to randomly generate the num-
ber of full guild members. These include guildmasters, senior
guild members, and former apprentices (Who may still live in
the guild house or may merely pay annual dues). It does not
include current apprentices, servants, or guards.

For every five full guild members, at least one will be a guild-
master or senior member with (some) responsibility for
teaching.

Determine the levels of guildmasters and senior members by
rolling on the Mentor column of Table 5.1 (one roll per mage)
— the highest level individual will normally be the guild’s
leader. The levels of other full guild members can either be
rolled using the Journeyman column of Table 5.2 or simply
assigned as follows: 25% as 1st, 20% as 2nd, 20% as 3rd, 10% as
4th, 10% as 5th, 10% as 6th, and 5% as 7th level.
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Table 5.3 Guild Size

D1oo Roll Number of Guild Members
01-05 3 or fewer
06-10 4-6
11-20 7-10
21-30 11-15
31-40 16-20
41-50 21-25
51-60 26-30
61-70 31-40
71-80 41-50
81-85 51-60
86-90 61-70
91-95 71-80
96-97 81-90
98-99 91-100

100 100+ members

The ratio of current apprentices to guildmasters and senior
members is given by the table below. Multiply the num-
ber of guildmasters and senior members by the Apprentice
Multiple to determine the number of current apprentices.

The number of volumes in a guild’s magical library is sd1o +
(3 x number of full guild members).

Characters who have studied with a magical Guild may
choose to represent this with the Apprentice Mage and/

or the Journeyman Mage Training Packages (see Chapter 4
for details).

Table 5.4 Apprentice to Master Ratio

D1oo Roll Apprentice Multiple
01-05 X0.5
06-35 X1
36-65 X1.5
66-85 X2
86-95 X2.5
96-00 X3

Grimoires and Libraries

Many mentors will require their apprentices to learn at least
some magic from reading grimoires. Other students may
choose their guild on the basis of the quantity and quality
of the tomes in its library as much as by the expertise of the
instructors. Some Mages learn all their magic by deep study
of books on magical lore — these Mages normally take the
Amateur Mage Training Package (see Chapter 4.

A grimoire is normally a book of one or more spells, contain-
ing the sigils for the base forms and the associated scaling
options inscribed using runic notation. The best grimoires
will not only include carefully drawn “professional runes” (see
Professional Runes, Chapter 8) but also discussions of the ef-
fects and uses of the spells by the book’s author. Grimoires
need not just contain spells; similar tomes exist for magical
rituals, potions, charms, runes, and exotic permanent magi-
cal abilities for items.

Although the sigils in a grimoire are rarely empowered, the
pages are usually of Rune Paper quality (see Rune Paper and
Scrolls, Chapter 8). In size, a grimoire may range from 12" by
6" to 12" by 12" and at least 1" in thickness (approximately 50
parchment sheets). They weigh at least 3 pounds plus 1 or 2 Ibs
per inch of thickness depending on size. The binding is nor-
mally leather, which may be reinforced with metal for greater
protection. Some have physical locks to prevent unauthorized
reading and Trap Runes are occasionally placed before im-
portant pages — the owner simply must remember never to
open the grimoire at the wrong place.

Typically a spell will require one page for the sigil of the base
form, one page for the sigil of each scaling option (if any), and
up to one page of description for every PP in the base form.
Runes, Battle Runes, and Circles require one page for their
sigil and at least one page of description. Magical rituals
require one page for every 5 PPs (round up) required by the
ritual. Everything else including magical abilities for item
creation (see the Imbue Bonus spell, Chapter 10), potions,
charms, etc., requires one page per PP of the magical effect.

Apprentices are normally encouraged to create their own gri-
moire, containing the sigils of all the spells and abilities that
they have learned (or are in the process of learning,) Sometimes
mentors or guild masters will inscribe the professional runes
for base spells on an apprentice’s behalf. (This generosity is
sometimes motivated by a desire to stop the student from con-
tinually borrowing the same library tome for private study.)
Through lengthy study and experimentation, the apprentice
will eventually learn the spell or magical effect (with the char-
acter expending Development Points to represent this commit-
tal to memory).

It is possible (albeit extremely foolhardy) to cast a non-instan-
taneous Middle Magic or High Magic spell using a grimoire.
Cantrips cannot be cast this way using a grimoire and any
Middle Magic or High Magic spell must be cast in its base
form (no scaling permitted).

The minimum requirements are that the caster have at least
one skill rank in the spell to be cast and have sufficient PPs
to cast the spell and the caster must be able to read a profes-
sional rune of the spell in its base form. (It is not good enough
to have a sketch of the sigil — the spell pattern must be recorded
in an accurate professional rune.)

The caster must then cast the spell while reading the profes-
sional rune. The casting time is multiplied by 5, e.g., a caster
using Personal mana normally requires one round for every 5
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PPs in a spell, but if relying on a grimoire, requires one round
for every one PP.

The casting roll is then made with a -20 penalty for every
missing rank.

Example: A neophgte Magijcian attempts to cast Boost
Reasoning]crom a grimoire but only has 1 skill rank in the sPe”.
That’s 3 ranks short for the 4 PP base Form, so the Penal’cg

is -60 (<20 x3). If his sPe” succeeds, Perhaps he'll be smart
enough to realize how stqucI he was.

A “Fail” result on the RR or Utility columns of the Maneuver
Table should be treated as a Fumble instead.

Oral Traditions

In some isolated areas and primitive cultures, magical prac-
titioners gain their training through oral tradition and long
practice under the tutelage of a more powerful spell user, who
may be the village or tribe’s shaman, healer, or wise woman.
The methods emphasize rote learning, the need to preserve
the lore unchanged from generation to generation, and the
maintenance of local customs and religious practices. The
teacher’s understanding of magic may be as limited as the
student’s, as the magical secrets become enshrouded in layer
upon layer of superstition. Magical scholars and guild Mages
should not scorn these hedge wizards — their spells are no
less potent for being learned by rote and sometimes buried in
their lore are lost pearls of magical wisdom.

Mages trained by the oral tradition may take the Traditionalist
Mage Training Package or one of the specialized Training
Packages (see Chapter 4) to represent this.

Researching Magic

The pursuit of knowledge motivates many mages, some for
the sheer joy of learning, others ensorcelled by the mantra that
knowledge is power. Throughout their lives, mages will increase
their store of memorized sigils and some will even research new
rituals, spells, and abilities.

Prolonged study is perhaps the most efficient way of devel-
oping new magical effects. Its success relies on access to the
right kind of books. While it is possible to find a single tome
that has (almost) all of the answer, it is usually necessary to
consult many tomes, each containing a fragment of the puz-
zle that must be painstakingly pieced together. Mages who
have remained friendly with their mentor or are in good
standing with a guild might have the potential advantage
of access to a magical library. Others will have to pay “read-
ing fees” (of at least 10 gp per day) or hunt through their own
book collection.

A problem shared can be a problem halved. If the researcher
is willing to talk about the proposed effect to other knowl-
edgeable practitioners, they may be able to shed some light
on the work. Guild members have an advantage over other
spell users in that there is a greater chance that a fellow guild

member has expertise in the relevant field. Persuading that
individual to assist may be a simple matter of diplomacy or an
adventure in itself.

It is also possible, although difficult, for an isolated mage be-
reft of books and fellow casters to develop a solution from
first principles through inspiration, contemplation, experi-
mentation, and dogged determination.

Regardless of method, research is most successful when it is
uninterrupted. A normal research day will require the mage
to spend at least eight hours working on the problem. Mages
can take days out from research, but each break for a day off
constitutes an “interruption” (-5 modifier per interruption).
Mages who research alternate days will be the most penalized.

Researching a magical effect takes a variable amount of time
proportionate to the potency of the effect:

Magical Rituals require one day per PP required by
the ritual;

Spells require two weeks per PP required in the spell’s
base form (but this period also covers research into any
potential scaling options);

Charms, Potions, Runes, Battle Runes, and Circles
require one week per PP required by the magical effect
in its base form;

(Spell Circles use the base PP cost of the spell, Protection
Circles have a base of 10 PP, and Containment Circles
have a base of 15 PP);

Magical item abilities (i.e., those imbedded using the
Imbue Exotic spell) require one week per DP or Ability
cost point.

Atthe end of the research period, an All-or-Nothing Medium
maneuver must be made using one of the following skills:

Spell Lore for all new spells and magical item abilities;
Magical Ritual for new magical rituals;

Charmcraft for new charms;

Alchemy for new potions;

Runes for all Runes and Circles;

Battle Runes for all Battle Runes.

Apply the following modifiers:

-40 if the researcher has no access to any books of magi-
cal lore;

-20 if the researcher has access to a limited number (<10)
of lore books on the general subject, but not on the par-
ticular area of interest;

+o if the researcher has access to a sizable library (10+
books) on the general subject, but not specifically on the
area of interest;
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+20 if the researcher has access to a limited number (<10)
of lore books on the particular area of research;

+40 if the researcher has access to a sizable library (z0+
books) on the area of interest;

+variable if the researcher can consult with other more
knowledgeable practitioners (they must have more skill
ranks in the requisite skill than the researcher) — add in
the difference in skill ranks between the researcher and
the expert(s);

-5 for every interruption;

-20 if researcher has never experienced or seen the de-
sired effect;

+o if researcher has seen or experienced the magical effect;

+20 if researcher knows a similar effect (GM’s discretion
as to what constitutes “similar”);

+o if researcher is creating a new cantrip;
-20 if creating a new Universal Spell;

-40 if creating a new Middle Magic Spell (researcher must
belong to the correct profession or have the Arcane Power
or Arcane Circle Talents);

-80 if creating a new High Magic Spell;

+40 if learning an existing cantrip;

+20 if learning an existing Universal Spell;

+o if learning an existing Middle Magic Spell;
-20 if learning an existing High Magic Spell;

+60 if researcher has access to a professional rune for a
spell, a book describing the exact desired magical ritual,
etc. (Only use this modifier if research rules are being used
for all magical learning);

-(Final PP Cost — number of Magical Ritual skill ranks)
x 5 (if researcher has fewer ranks in Magical Ritual than
Final PP Cost of ritual);

Of course, a researcher may stumble across a tome with ex-
actly the desired magical ritual or a professional rune, etc. In
these circumstances, there is no need to make the skill ma-
neuver (unless the GM is using the research rules for all magi-
cal study) and the character need merely pay the Development
Points cost.

Example: The GM has decided that the new Universal Spe”s
introduced in this book do not form part of the ‘existing”
canon of sPe”s. However, heis wi”ingto Permit PCsto
research these sPe”s as “new sPc”s.” Dave has decided that
he would like Anna, his Ranger clﬁaractcr, to learn the Water
Brcathing sPe”. This has a base cost of 4 PPs, so it will take
at least four weeks to research. l:ortunatclg Anna, a member
of the lmPcrial Scout Service, has several months of accrued
leave to take, and is a memberin good standingwi‘ch the
Service, sO has access to their library while in the caPitol.

Oevelopment Point Costs
For Magical Research

HARP uses Development Points to reflect the time,
effort, and difficulty for learning new skills and spells.
Researching new magical rituals, spells, potions, charms
etc. is time consuming and costly. It also requires a great
deal of effort. This effort, used in creating new rituals,
spells and other spell effects for items is reflected in the
extra Development Points characters must pay when
they research new magic. Upon successful completion of
research, the character must pay a number of DPs equal
to one half (rounded up) of the Power Point cost when
they purchase the first skill rank for that spell. For things
like potions and charms, where the character knows a
number formulas based on his total number of ranks,
this cost must be paid when the research is completed,
as the new formula cannot be added to the character’s
repertoire until he purchases at least one more rank in
the proper skill.

Anna has 6 ranks in Spell Lore and a +5 bonus in Reasoning,
so atotal bonus of +40. The librar9 has dozens of magical
books but none on the sPeciﬁc topic (+O), Anna has never
seen the desired effect (-20), and the sPe” is a new Universal
sPe” (-20). Net resultis +0 so far. I:eeling clisPiritecl, Anna
takes a break in the middle of her research -5, but chances
to meet her old comrade-at-arms Uther. He’s well-versed

in magic with 35 skill ranks in SPC” Lore. T]ﬁey discuss the
Problem and Uther makes a number of suggestions (+29 from
difference in skill ranks). Anna resumes her research and
Dave makes a final roll with a +24 modifier.

New Magic

This section is devoted to rules and guidelines for GMs and
players to create original spells of their own devising. These
rules also form the basis for calculating the PP requirements
of Ritual Magic (see Chapter 8), Formula Potions (see Chapter
7), and were used by the author to create the base cost of mag-
ical charms (see Charmcraft, Chapter 7).

Methods for player-characters to research and learn spells
were discussed in Researching Magic; this section concerns
the metagame level of creating the spells in terms of their pa-
rameters, scaling options, and power point requirements.
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GM'’s Option:
Learning Existing Magical
Errects using Research

The GM may decide that all spell users must spend
time to learn existing spells in addition to paying
the Development Points cost to buy the skill ranks.
The Research rules may be used in such settings. As
it is assumed that the spell user will have gained a
basic grounding in their Sphere or Circle during their
apprenticeship or in the transition to a new profession,
the modifiers are weighted in favor of the spell user. GMs
should note that using this option will substantially
reduce spell users’ rate of magical development and may
make them untenable professions in campaigns with
little “down-time” between adventures.

All the cantrips and spells in Chapter 9 were created using
the methods detailed here. The spells introduced in the High
Adventure Role Playing Fantasy core rulebook were created
using this system.

The Mechanics or Spell Creation

The process of creating a new spell can be divided into a num-
ber of discrete steps.

Step 1: Oerine the core concept

This is absolutely crucial. Write down a sentence that encap-
sulates the idea of the spell.

Step 2: Translate the conceptinto Aspects

Spells are a means by which reality is altered. It is necessary
to identify what part of reality is altered (“the Object Aspect”)
and how it is altered (“the Action Aspect”). Every spell has at
least one Action Aspect and at least one Object Aspect. Every
Aspect has an associated cost — and the individual costs of
the specific Aspects representing the spell must be totaled ac-
cording to the rules given in this step.

Step 3: Determine the Spell Type

All spells have a particular spell type — Utility, Attack or
Elemental Attack. Choose the spell type. If the spell type
is Attack, then choose the Resistance Roll — Stamina, Will
or Magic.

Step 4: Oetermine the Attributes

The “Attributes” of a spell are its parameters in its simplest
form (the “base spell”). Thus the default values for casting
time, duration, range, area of effect, and so forth must be se-
lected. Each possible value of an Attribute has an associated
cost with higher values being more expensive. Again, these
costs must be added together. The costs for some Attributes
differ according to Spell Type.

Step 5: Calculate the Base PP Cost

The costs from Step 2 (Aspects) and Step 4 (Attributes) are
added and converted using a simple formula to yield the
Power Point of the base (unscaled) spell.

Step 6: Oetermine the Scaling Options

With the exception of cantrips, all HARP spells can be scaled.
The final step is to select one or more parameters of the base
spell and allow these to be scaled upwards. The Power Point
costs for all scaling options are precalculated.

Step 7: Apply the Finishing Touches

All that is left to do is to write up the remaining spell details
neatly.

The first five steps will now be considered in greater detail,
with two worked examples, namely the cantrip Glowing Eyes
and the Universal spell Water Breathing.
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Step 1: Oerine the Core Concept

Every spell has a central idea that can be summed up in a
single sentence. For example, consider Elemental Bolt. This
can be succinctly described as “Fires a bolt of elemental en-
ergy.” Likewise Boost Agility is “Improves the Agility bonus.”

In defining a spell, the aim is to state what the spell will
achieve in general terms. It is not necessary to encumber the
definition with details constraining the effect. (For example,
an Elemental Bolt should not be defined as “Fires a bolt of el-
emental energy with an attack size of Tiny and a range of 50')
The parameters will be decided in due course during Step 3.
Note: No spell may directly affect more than a single stat.

Example: The cantriP Glowing Eyes is defined as “Enable
the caster’s eyes to glow a chosen color”

ExamPlc: The definition of the Universal SPC”’ Water
Brcathing, is “Enable the reciPient to breathe both water
and air”

Step 2: Translate the Conceptinto Aspects

Having defined the spell’s concept, the next step is to match
that concept against the appropriate Aspects.

Simply put, the Aspects identify what will be affected by a
spell and how it will be changed. Object Aspects encompass
what is changed by a spell, and include physical objects, the
elements, creatures, states of mind, locations, and so forth.
Action Aspects represent the action to be performed by the
magic — such actions include creating, negating, healing,
harming, etc.

Every spell has at least one Action Aspect as all spells must
perform an action. Likewise every spell has at least one
Object Aspect as all spells must act on something, someone,
or somewhere. For example, an Elemental Bolt (Water) can be
considered to consist of the Create Aspect (Action) and the
Element (Water) Aspect (Object) because it creates and con-
centrates a quantity of elemental Water into an attack.

Every Aspect has an associated cost (see Table 5.5), which
reflects the inherent difficulty of performing the manipu-
lation. Add these costs to form a total cost for the spell
under construction.

All the Aspects are described below. Note that this is not
an exhaustive set; GMs may find it necessary to add further
Aspects if a spell concept does not fit any of the categories
below. Some of the Aspects are not used in any spells in this
book, but they are included for the GM’s use in creating new ef-
fects and will be used in future HARP Fantasy supplements.

There are also a few rules to follow when determining the
total cost of all the aspects.

1 A spell may only have a single active effect. The active ef-
fect is what the spell actually does when cast. It is made up
of at least one Action Aspect and one Object Aspect, and
sometimes more than one of each.

Table 5.5 Aspects and Costs

Action Aspects Cost | Object Aspects Cost
Alteration 10 Acid 5
Age 5 Animal 5
Animate (Simple Action) 10 Barrier 10
Animate (Complex Action) 30 Body 5
Animate (Spirit) 40 Bonus 5
Call 10 Cloud 15
Close 5 Creature 10
Conceal 10 Darkness 5
Control 20 Death 15
Create 30 Demon 15
Discuss 5 Divination 10
Enhance 15 Divine 15
Feel 5 Element 5
Harm 5 Elemental 15
Heal 5 Emotions 10
Increase 10 Food 5
Influence 10 Force 10
Instill 15 Illusion 10
Levitate 10 Item 5
Merge 10 Life 15
Move 5 Light 5
Negate 15 Location 10
Open 5 Magic 10
Perceive 5 Malus 5
Purify 5 Mass 10
Reduce 15 Mind 5
Repair 5 Path 5
Retrieve 20 Planar 15
Return 10 Plant 5
Shrink 5 Resistance 10
Stop 5 Senses 5
Store 20 Shape 15
Teleport 20 Skill 10
Trace 5 Sound 5
Transform (minor) 15 Spirit 15
Transform (major) 30 Stat 5
Travel 10 Substance 5
Youthen 5 Talent 10
Time 15
Undead 15
Weather 40

2 All spells must contain at least one Action Aspect and one
Object Aspect.

3 For spells that have multiple effects that the caster may se-
lect from, add 10 Aspect points for each additional effect to
get the total Aspect cost.

4 For spells that have multiple effects, where the effect is
determined randomly, add 5 Aspect points for each addi-
tional effect to get the total Aspect cost.
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@ NoTE: All Aspects, both Action and Object, deal only with
the smallest unit possible for a given spell. Thus, you can-
not create a spell that, in its base form, summons a Large
or Huge creature, only a Tiny creature. This same principle
applies to any and all spells created.

Example: The cantriP Glowing Eyes has the Action Aspec’c
Alteration (cost10 Points) and the Object AsPcct Hlusion
(cost10 Points), for atotal AsPcc’c costof 20 Points‘

Examplc: The Universal sPe”, Water Breat]'ﬁng, has the
Action AsPect Transform (minor) which costs 15 points and
the Object AsPec’c Bodg which costs 5 Points. The total
As[:)ect costis 20 Poin’cs,

Action Aspects

Alteration: This aspect covers the making of extremely
minor, cosmetic changes to an appropriate Object Aspect,
such as removing dirt from an item, or letting out a seam on a
pair of pants. This is used in the cantrips, Clean Body, Clean
Item, and the various Dry cantrips. Simply put, this Aspect
allows the transformation of an Object Aspect’s natural state
to another natural state. As such, this could be used to change
ink that has been blurred and smudged by time back to being
clear and crisp.

Age: This aspect allows for the aging of an object. This could
allow something to reach maturity quicker. Each use of this
Aspect will age something by 3 months. A good example of
this is a spell of Plant Growth, which allows a caster to bring a
plant to maturity quickly.

Animate (Simple Action): This aspect is required for any
spell that concerns non-living items moving on their own.
Use of this aspect allows the object to perform very simple
tasks. This aspect must be added once for each task to be per-
formed. A simple task is defined as an action requiring only
one or two physical actions such as a shield that automatically
blocks an incoming attack.

Animate (Complex Action): This aspect is required for any
spell that concerns items moving on their own. Use of this
aspect allows the object to perform more complex tasks. This
aspect must be added once for each task to be performed. A
complex task is defined as a task that requires multiple ac-
tions such as the mixing of several ingredients or the picking
of alock.

Animate (Spirit): This aspect animates an item or object with
a disembodied spirit. The spirit is not controlled by the caster.
A separate spell is required for that. Unless controlled in some
form, such spirits are normally hostile to the one who bound
them to the object. This aspect requires the use of the object
Spirit. This Aspect is often used in the creation of Undead and
various constructs.

Call: This aspect allows a caster to call an Object Aspect to
him. It does not give the Object Aspect the means by which to
get to the caster. Other aspects, such as Travel and Teleport

or Fly must be used to give inanimate object the means to
respond, or to allow animate objects to arrive quicker than
their normal mode of transportation. This aspect does not
compel the object being called to answer such a summons.
Living, thinking beings may ignore this unless this aspect
is combined with others such as Influence or Control to
force compliance.

Close: This aspect is used to close or block some sort of
opening or portal with something that already exists. This
includes spells that would shut a door or chest, and prevent
them from being opened. This does not include Wall spells or
other spells that create barriers.

Conceal: This aspect allows a caster to obscure or hide some
trait or attribute from an object or of the object of the spell.
This Aspect is often utilized for spells that prevent current or
later scrying.

Control: This action is used to forcibly impose the caster’s
will upon the Object Aspect of the spell. The basic use of this
aspect limits the spell to very simple commands only and
cannot force the recipient of the command to do something
that would cause themselves harm.

Create: This aspect allows a caster to create an item out of
existing materials and/or energy in the surrounding area.
That which is created will be Tiny in size, or the equivalent,
meaning that it is the smallest or least amount possible. This
aspect is used in many spells such as the Acid Bolt and Acid
Ball spells.

Discuss: This aspect allows a caster to be able to talk with
the Object Aspect of the spell. If the caster does not have the
physical means to be able to communicate, then other aspects
must be added to account for this. If the caster wanted to cre-
ate a spell that allowed him to talk to plants, he would have
to include the Object Aspect, Mind, since plants would not
communicate like a person does. For animals, so long as the
caster can approximate the proper sounds, this Aspect will
aid in communication and understanding for its duration.

Enhance: This aspect allows some trait or attribute of an
Object Aspect to be made better than previously. This may
also be used to add a “little something extra” without chang-
ing the base Object Aspect. For example, the spell Boost
Agility uses Enhance as an aspect to increase the Agility stat
bonus. This Aspect can also be used to heighten emotions or
attitudes that already exist.

Feel: This aspect allows for the target of the spell to expe-
rience a given sensation or emotion. Thus a target could be
made to “feel” pain or fear, but once the spell ended the “feel-
ing” would disappear.

Harm: This aspect is used when the purpose of the spell is to
hurt or be detrimental in some way to the target of the spell.
This could be through direct damage such as with the Inflict
Pain and Inflict Injury spells or by hurting some other aspect
of a target such as one of his stats or the target’s Resistance
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Rolls. This aspect may also be used to turn a temporary bad
effect into something more permanent.

Heal: This aspect repairs damage to the Object Aspect, re-
turning it to its natural, undamaged state. Since a spell using
this aspect returns an Object back to its original state, such
spells normally do not have a duration since once the damage
has been repaired, there is nothing more for the spell to do.
Nonliving physical targets use the Repair Action Aspect.

Increase: This aspect is used to make an Object Aspect be
larger than before. This is used for effects such as increas-
ing the size and/or mass of something. This is used with the
Vivamancer spell, Growth.

Influence: This aspect is similar to the Control aspect, but
not quite as powerful. It allows only the caster to influence
an Object Aspect, not fully control it. The use of this aspect
limits the spell to very simple suggestions only and cannot
force the recipient of the effect to do something that they
would not normally do. For example, this Aspect cannot be
used in a spell that would make a farmer attack a city guard if
he would not do so under normal circumstances or provoca-
tions. It is used in the Charm spell.

Instill: This aspect adds something to the Object Aspect that
was not previously there. This aspect is often used in spells
that grant abilities to items, e.g., [mbue Bonus.

Levitate: This aspect allows for an Object Aspect to be able
to be lifted up into the air. It requires the Move aspect in
order for any movement other than up or down.

Merge: This aspect is used to allow the merging of a target
with an Object Aspect. The target of spells using this Aspect
enters and becomes part of a larger item. In its basic form,
this does not allow the target to move other than for the ac-
tual merging and unmerging.

Move: This aspect is used to move an Object Aspect or to
allow it to move under its own power. This is often combined
with the Levitate Aspect to allow something to fly. It is also
used in such spells as Deflections and Bladeturn, which al-
lows the deflection of an item that is already moving.

Negate: This aspect removes or cancels out something in an
Object Aspect. The spell, Dispel Magic, uses it to cancel out
another spell after it has already been cast.

Open: This aspect is used to remove a barrier or to open a
closed portal. The spell, Unlocking Ways, uses this Aspect for
opening various types of locks.

Perceive: This aspect allows the caster to learn or discover
something in relation to the Object Aspect. This Aspect is
used in many spells including those in which the caster is try-
ing to detect something or trying to gain information about
something. It is a very wide aspect, one that allows for many
different types of detecting or perceiving things.

Purify: This aspect is used to remove impurities or additives
from an Object Aspect. It is used in cantrips such as Purify
Drink and Purify Food and spells such as Neutralize Poison.

Reduce: This aspect is used to quantitatively lessen an Object
Aspect for good or ill, making it the opposite of Enhance. This
aspect is often used in spells that impose penalties, such as
the Weaken Stat spells, to reduce incoming attacks as in the
spells, Mantlet and Spell Shield, or to lessen penalties such as
range penalties in the Sharpshooter spell.

Repair: This aspect repairs damage to the Object Aspect, re-
turning it to its natural, undamaged state. Since a spell using
this aspect returns an Object back to its original state, such
spells normally do not have a duration since once the dam-
age has been repaired, there is nothing more for the spell to
do. Living and non-physical targets (e.g, spirits, ghosts) use
the Heal Action Aspect. Animated entities such as Golems,
Constructs, physical Undead, etc., use Repair.

Retrieve: This aspect allows a spell to access the stored tem-
plate of a target person or place, or item, as created by the
Store Action Aspect, as in the Study Target spell. It is used in
conjunction with the Magic and Mind Object Aspects.

Return: This aspect causes something to automatically re-
turn to its place of origin or to return to a natural state after it
has been transformed by something else. This can be used in
conjunction with other aspects to allow the creation of a spell
or magical item that automatically returns a thrown weapon
to its sheath the round after it is thrown. It can also be used
to banish a summoned creature back to the place it was sum-
moned from.

Shrink: This is used to make an Object Aspect smaller than
it was previously. This is often used in spells that will make
the target shorter then they were before, such as in the Shrink
spell. It is also sometimes used in conjunction with the Mass
Object Aspect to make a target weigh less as well when its size
is changed, such as in Change Object Size.

Stop: This aspect is used to hold, immobilize or imprison an
object. It can be used in conjunction with other aspects, in
spells that bind its target to a restricted area, or to cause a
person to be unable to move as much as normally.

Store: This aspect creates a template of a target person or
place, or item, which other spells may access, as in the Study
Target spell. These templates are often used as models for
other spells to work from.

Teleport: This aspect is used to transport an Object Aspect
from one location to another without traveling the interven-
ing distance. Such travel is instantaneous.

Trace: This aspect is used to track or follow some trait of an
object. This can be used in spells that aid the use of the track-
ing skill, or spells that allow a caster to follow something or
somebody, such as with the Detect Signature spell.

Transform (minor): This concerns the change or trans-
mutation of a target from one form, shape, or substance to
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another. Such a change can only be minor in nature, such as
the Water Breathing spell changing its target so that it can
breathe both air and water.

Transform (major): This concerns the change or transmu-
tation of a target from one form, shape, or substance to an-
other. Such changes can encompass the entirety of the Object
Aspect of a spell. This aspect is used in the Air Form and
Water Form spells.

Travel: This aspect is used to force an Object Aspect to move
from one location to another. The means of travel must be
available to the object or it must be added using other aspects.
The spell, Long Door, uses this aspect in conjunction with
the Teleport Aspect to transport a person from one place
to another.

Youthen: This aspect causes the object to become younger,
removing the effects of natural or magical aging. This aspect
works in 3 month increments just as the Aging Aspect does.

Object Aspects

Acid: This aspect is embodied by a highly corrosive liquid or
gas.

Animal: This aspect covers anything affecting normal ani-
mals of Tiny size. This must be added multiple times if a spell
is going to affect something larger.

Barrier: This aspect relates to the use of something in order
to prevent or hinder passage through a portal or area. It is
most often used with Elemental Wall spells, however, it can
also be used with other types of magic that perform simi-
lar functions.

Body: This aspect covers anything that has to deal with the
body of a sentient target. This means that if a spell is supposed
to directly affect a human, elf, dwarf, or other sentient, think-
ing race’s body, it must contain this aspect. It is often used for
both healing and hurting spells of various types.

Bonus: This aspect is used to supply a generic enhancement
to an object. It must be used in conjunction with another ob-
ject aspect in order for it to have something to be applied to.
Each use of this aspect refers to a +5 modifier or an equivalent
portion of a larger modifier.

Cloud: This aspect is used to affect a circular or (hemispheri-
cal) area. This is required for area effect spells. The size of such
an area effect is determined by the Attributes of the spell.

Creature: This aspect covers anything that affects magical
creatures of a Tiny size. This must be added multiple times
for larger creatures.

Darkness: This aspect deals with the manipulation of dark-
ness and shadows.

Death: This aspect deals with working with something that is
dead, like a corpse or the spirit of a dead person.

Demon: This aspect deals with working with demons and
similar creatures and beings from other planes or dimensions.

Divination: This aspect deals with the acquisition of knowl-
edge. This means that the caster of the spell is acquiring
information that he did not have before. This could be some-
thing like learning of edible food within a certain area or see-
ing into either the past or the future. The majority of the time,
this Aspect is used to gather information that a normal skill
sometimes cannot be used for.

Divine: This aspect deals with working with angelic or other
similar beings and creatures, other planes or dimensions.
This includes Devi, Djinns, etc.

Element: This aspect deals with the manipulation of a single
magical element, i.e., Air, Earth, Fire or Water. The element
being dealt with must be selected at the time that this aspect
is chosen.

Elemental: This aspect is utilized in any spell dealing with
Elemental beings, creatures and other similar extra-pla-
nar entities.

Emotions: This aspect is used for the manipulation of a single
emotion. It must be taken multiple times if more than one
emotion is to be effected by the spell. Examples of the types
of emotions that can be manipulated include Calm, Courage,
Fear, Friendship, and Hate.

Food: This aspect is used with anything to do with edible and
drinkable substances.

Force: This aspect covers the manipulation and application
of energy in a physical or tangible form. This aspect is some-
thing of a catch-all, used when certain other aspects may not
apply. For example, the Warrior Mage spell, Mantlet, creates
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a shield made up of energy for the purpose of protecting
against missile attacks. This does not readily fall under an-
other Object Aspect (or not fully), so Force is included as one
of its aspects.

Illusion: This aspect covers things that are not really there.
This aspect requires that another object aspect be included to
allow for actually sensing some portion of the illusion other
than visually.

Item: This aspect covers physical items of all sorts. This in-
cludes such things as armor, weapons, shields, saddles, blan-
kets, clothes, etc. If a spell is to directly affect a physical item,
it needs to include this aspect.

Life: This aspect relates to the basic life force or energy of a
target. This aspect is used in spells that detect life and healing
spells designed to restore a dead target back to life.

Light: This aspect deals with the manipulation of light in its
many forms and colors.

Location: This aspect is used for dealing with a specific loca-
tion. For example, it may be used to create a spell that pro-
tects a small building or grove of trees.

Magic: This aspect relates to the raw magical energy known
as mana. It is required for any spell that works on magic itself.
This includes such things as potions, runes, and the creation
of magical items as well as anything that modifies another
spell both while being cast or after it is cast.

Malus: This aspect is used to bestow a generic negative
modifier upon an object. It must be used in conjunction
with another object aspect in order for it to have something
to apply the modifier to. Each use of this aspect specifically
refers to a single -5 modifier, or an equivalent portion of a
larger modifier.

Mass: This aspect deals with the raw mass of an object. It
is required, along a proper Action Aspect, for any spell that
deals with changing the size, shape, form, or substance of a
target in such a way that their weight or mass would also need
to change, such as changing lead into gold.

Mind: This aspect deals with Action Aspects that affect the
mind or thoughts or memories of a target.

Path: This aspect relates to any physical route from one point
to another. There is at least one Ranger spell, Path Lore, that
deals with learning information about different paths. Also,
the spell, Earth Tunnel, also uses this Aspect.

Planar: This aspect is utilized in any spell that deals with
other planes of existence.

Plant: This aspect deals with any form of non-sentient grow-
ing plant life.

Resistance: This aspect is related to the ability to resist some-
thing. It requires being combined with another object aspect
for which the resistance is against.

Senses: This aspect deals with the manipulation and modifi-
cations to the senses of a single target. This aspect may only
affect one single sense for each time it is taken.

Shape: This aspect covers any shape other than a circle or
sphere. For spells that affect a given area. The spell, Earth
Tunnel, uses this Aspect. When using this Aspect, the de-
fined shape may be unusual. Since the basic area effect
Attributes that are available are spherical in nature, enough
should be added until the shape is complete. For example,
the spell, Earth Tunnel, creates a tunnel that is 10' wide and
high by 50' long. Please note that this is available only with
GM permission!

Skill: This aspect relates to the skills that may be possessed
by a character. Each instance of this Aspect targets one skill.

Sound: This aspect covers the manipulation of sounds.

Spirit: This aspect relates to things having to do with the
spirit and with beings that are spirit in nature.

Stat: This aspect covers the eight stats of the charac-
ter. When this aspect is selected, one of those eight stats
(Agility, Constitution, Strength, Quickness, Insight, Presence,
Reasoning, or Self Discipline) must be selected. If a spell re-
quires more than one Stat Aspect (i.e., the Speed Reading spell
uses both the Quickness and Reasoning Stat Aspects), then
each must be added separately.

Substance: This aspect deals with material (solids, liquids,
gases, etc.) that has not been shaped into an Item.

Talent: This aspect relates to the Talents that may be pos-
sessed by a character. Each instance of this Aspect targets
one Talent.

Time: This aspect deals with the manipulation and viewing
of events through time. Spells that use this Aspect include
Intuitions and Past Visions.

Undead: This aspect is utilized in any spell that affects
Undead creatures.

Weather: This aspect deals with controlling or manipulat-
ing the weather. This Aspect is only available for rituals and
should not be used for spells.

Step 3: Oetermine The Spell Type

The Spell Type and Resistance Roll (if any) must be noted for a
new spell. There are only three types of spells in HARP:

Utility Spells — These encompass the majority of spells, and
include everything that is not an Attack or Elemental Attack
spell. As Utility spells will not work on non-willing targets,
no Resistance Roll is required for them.

Attack Spells — These spells attack the mind or body of a
target. A Resistance Roll is always required for such spells. A
Stamina RR is used for spells that affect the body or health of
the target. A Will RR is used when the spell affects the mind
of the target. A Magic RR should be used when the magical
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effect cannot be simply described as a physical or mental ef-
fect, such as when the spell affects both.

Elemental Attack Spells — These spells are the physical
manifestation of the magical elements, which are then used
to attack a target (e.g., by firing the element as a bolt or ball).
Elemental Attack spells are resolved using the same rules as
melee attacks, and no RR is required.

Examplc: The cantriP Glowfng Eges is defined as a Utilitg
spe” and noRRis requirccl.

Example: The Universal sPc”, Water Brcathing, is also a
Utilitg spe” and noRR is requirccl‘

Step 4: Oetermine the Attributes

The Aspects of a spell only indicate what subset of reality is
affected and in what manner. The Attributes of a spell de-
termine the extent and the duration of the change to real-
ity. Thus the Attributes are the parameters of base spells.
All spells must have base values for casting time, duration,
range, and area of effect. Higher values of these Attributes
have more expensive costs. The costs for some Attributes dif-
fer according to Spell Type. Add together all the costs to ar-
rive at the Attribute total cost. See the following tables for a
complete set of costs.

Casting Time Cost Spell Type
Normal Casting o Any
Instantaneous Casting 50 Any
Range Cost Spell Type
Personal (self) 5 Any
Touch 10 Any
10’ 20 Any
50’ 30 Any
100 40 Any
Utilit Attack & Elemental

Area of Effect Costy Attack Cost

Individual (self) 5 5

1 target 10 10

Per additional target +15 +20

5’ radius 10 10

10’ radius 15 20

20’ radius 20 30

Per additional 10’ radius up

to/s0! +10 +10

Duration (Utility Spells) Cost Cost * Cost **
Instant/No Duration 5 N/A N/A
Concentration Only 5 N/A N/A
2 rounds 10 20 5

5 rounds 15 30 10
10 rounds 20 40 15
1 minute 25 50 20
Instant/No Duration 5 N/A N/A
Concentration Only 5 N/A N/A
2 rounds 10 20 10
5 rounds 20 40 15
10 rounds 30 60 20
1 minute 40 80 30

* = duration xx per skill rank in spell
** = caster must concentrate, up to maximum duration
N/A = not applicable

ExamPle: The cantrip Glowing Eyes has the Fo”owing
Attributes: Normal casting (O Points), Range of Personal
(selb (5 Points), Area of Effect of Individual (selp (5 Points)
and a Duration of Concentration only & Points), The total
Attribute costis 15 Points.

ExamPle: The Universal sPe”, Water Breathing has the
Fo”owingAttributcs: Normal casting (O points), Range of
Touch (10 Points), Area of Effect of 1 target @1lo Points) and
a Duration of 10 rounds per skill rank o Points). The total
Attribute cost is 60 points.

Step 5: Calculate the Base PP Cost

To calculate the base PP of a spell, add the total cost of the
Aspects (from Step 2) and the total cost of the Attributes
(from Step 4). If the spell is a cantrip subtract 20. Divide the
final total by 20, and round up the result.

Scalable Spells Base PP = Aspects Cost + Attributes Cost (round up)
20

Cantrips Base PP = Aspects Cost + Attributes Cost — 20 (round up)
20

% NOTE: A cantrip must have a PP cost of 1 or 2. Thus if the
combined Aspects and Attributes Cost is greater than 60,
the proposed spell is too powerful to be a cantrip. Reduce
the Attribute parameters until the total Cost is 60 or less.

Examplc: G!owing Eyes has an Aspects Costof 20 Points
and an Attributes Cost of 15 Pofnts. The total cost is 15

HARP College or Magics The Study or Magic Page 38



Points Q0 +15 =25, but subtractingZO fora cantriP, gives 15
Points). Dividinglﬁ bﬂ 20 yieHs Q.75, which rounded up, gives
itacostof I PP.

Examplc: Water E)reat]'wing has an AsPccts Costof 20
Points and an Attributes Cost of 60 Points, makingso
Points total. DiviclingSO by 20 gjves result of 4 for a Base
PP value of 4.

Step 6: Determine the Scaling Options

With the exception of cantrips, all HARP spells can be
scaled, enabling spell users to cast more powerful versions
of their base spells. Scaling involves improving one or more
parameters of a spell. The chosen parameters can simply be
duration, range, and/or area of effect; alternatively the core
effect of the base spell may be (quantitatively) improved or a
specific limitation may be removed.

Each scaling option is described below. For convenience, the
Power Point costs have been precalculated, where possible.
“Base” refers to the base Power Point cost of the spell. In some
cases, the GM must decide upon the actual Power Point cost
from the recommended range.

Attack and El tal
Area of Effect Utility Cost accanc & ementa
Attack Cost

To change self to 1 target +4PP +4PP
(range = Touch)
For each additional target +3 PP +4 PP
To change self to 5’ radius +2 PP +2 PP
Toi ’radius to 10’

o 1.ncrease 5’ radius to 10 +1PP +2 PP
radius
E itional 10’ radi

or each ‘jlddltlona 10’ radius +1PP +2 PP
up to 100
Range Cost Spell Type
To ch; 1f h (AoE

o change self to touch (Ao +4 PP Any
= 1 Target)
To change touch to 10’ +2 PP Any
To change 10’ to 50’ +2 PP Any
F h itional 50’

or ea’C additional 50" (up +1PP Any
to 500’)

Duration (Utility Spells) Cost Cost * Cost **
2 rounds +1 PP +2 PP +1

5 rounds +2 PP +3 PP +1
10 rounds +2 PP +4 PP +2

1 minute +3 PP +5 PP +2
10 minutes +3 PP +6 PP N/A
1 hour +4 PP +8 PP N/A
EDl::::;fﬁttttZit;‘;:us) Cost | Cost™ | Cost™
2 rounds +1 PP +2 PP +1

5 rounds +2 PP +4 PP +2
10 rounds +3 PP +6 PP +2

1 minute +4 PP +8 PP +3
10 minutes +5 PP +10 PP N/A

1 hour +6 PP +12 PP N/A

* = duration xx per skill rank in spell

** = caster must concentrate, up to maximum duration
*** = requires GM approval

N/A = Not Applicable

Alter Percentage

This option relates to spells whose effect is determined by a
dioo roll, e.g., Guess.

Increase Percentage: + x2 Base PP

Change Errect

This option modifies the main effect of the spell in a qualita-
tive fashion, frequently to remove a limitation.

Each change: + xo0.5 Base up to + x1.5 Base PP

Enable Other Action

This option allows the target to perform an action during the du-
ration of a spell that is disallowed by the base spell description.
For example, using the base form of Tree Merge, the caster can-
not perceive his surroundings or move.

To permit passive actions (such as observing): + xo.5 Base PP
To permit other actions (such as spell casting): + Base PP

Extra Force

This option increases the severity of a spell in harming its
target. Such spells are those that do damage but do not do
criticals, e.g., Arcane Bolt.

Each increase in severity: either + 0.5x Base or + 2PPs which-
ever is higher

Increase Damage Size

This option increases the size of a critical delivered by an
offensive spell but not Elemental Bolts or Balls. All criticals
begin at Tiny size.

Each increase in critical size: +4PP
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Increase/Oecrease Oirriculty

This option is for spells that either alter the difficulty of a
maneuver or whose effect is constrained by a maneuver diffi-
culty. For example, Unlocking Ways in its base form will only
affect locks with a rating of Light.

Each increase or decrease in maneuver difficulty rating: +2 PP

Increased Oistance

Range is the distance that a target must be within at the
commencement of a spell for it to take effect. The Increased
Distance option is for spells where the target may be some-
where else during or after the spell. For example, Long Door
requires the target to be within 10" and in its base form can
only move the target up to 100 The Distance options enable
Long Door to be used for substantial rapid travel. This cannot
be used to increase the Range of a spell.

Increased Distance (100/rank) +4 PP
Increased Distance (1 mile/rank) +8 PP
Increased Distance (10 miles/rank) +16 PP

Increase ELemental Attack Potency

This option increases the size of a critical delivered by an
Elemental Attack spell (such as Elemental Ball or Elemental
Bolt) where the casting roll is also an attack roll. All criticals
begin at Tiny size.

Each increase in critical size: +2 PP

Increase Interval

This option is for spells such as Past Visions which have a tem-
poral range. Increase Viewing Speed is a related option.

Increase Interval (1 day/rank): +2 PP
Increase Interval (1 week/rank): +4 PP
Increase Interval (1 month/rank): +6 PP
Increase Interval (1 year/rank): +8 PP
Increase Interval (10 years/rank): +10 PP
Increase Viewing Speed (1 minute per hour): ~ +4 PP
Increase Viewing Speed (1 minute per day): +6 PP
Increase Viewing Speed (1 minute per week):  +8 PP
Increase Viewing Speed (1 minute per year):  +10 PP

Increase Mass

This option is for spells which affect a specific amount of ma-
terial or objects of a specific mass. The starting mass for an
unscaled spell is one pound.
+x0.5 Base PP
+Base PP
+x2 Base PP

Increase Mass (to 1 pound per rank)
Increase Mass (to 10 pounds per rank)
Increase Mass (to 100 pounds per rank)

Increase Numeric Bonus/Errect

This option is applicable to all spells that have a numeric ef-
fect, such as Blur. For spells where the base effect is a +5 bonus
or -5 penalty, the step change is +5 or -5. For spells where the

base effect is a +10 bonus or -10 penalty, the step change is
+10 or -10.

For each step change in numeric bonus: +Base PP

Increase Potency
This option is for spells involving the imbedding of magic
into runes and items. Example: Rune Mastery.

For each PP imbedded: +1 PP

Increase Size

This option increases the size of an animal or creature af-
fected by a spell, such as Summon Land Creature. All such
spells begin with a size of Tiny, and may be increased through
Small, Medium, and Large to Huge.

Each increase in size: +4. PP

Increase Speed

This is for spells involving movement or travel. The base
speed is 15' per round or 5 mph.

Increase Speed (per extra 5 mph or 15’ perrnd)  +2 PP

Increase Type

This option increases the Type of a supernatural being such
as an Undead, Demon, or Elemental which may be affected by
a spell such as Create Undead. Such spells affect Type I beings
in their base form.

Each increase in Type: +4 PP
(e.g, Type Il is +4 PP, Type Ill is +8 PP, Type IV is +12 PP, etc.)

Multiple Options

This is for spells which in their base form require the caster to
select one possibility from a set of choices.

+x0.5 Base PP
+Base PP
+x1.5 Base PP

To allow two options to be chosen:
To allow three options to be chosen:
To allow four options to be chosen:

ExamPIC: The full set of scaling oPtions chosen for water
Brcathingarc

Increase Duration (I minute/rank) +5 PP

Increase Duration (IO minutes/rank) +6 PP

Increase Duration ( hour/rank) +8 PP

Increased Pressure +4 PP

(target can survive pressures at depths of up to 100"/rank)
Increase Targets +5 PP

(Per each additional target)

The Increased Pressure removes a limitation on the base
spe” and is costed equivalentlg to Increased Distance.

Step 7: Apply the Finishing Touches

All that is left to do is to write up the remaining spell de-
tails neatly.

Example: In the case of the Water Brcathing sPc” (see
Chapter 9, this includes a note about an cquivalcnt Alir
Brcathing spc” used by ac]uatic races venturing onto land.
The Glowfng Eyes cantriP can also be found in Chaptcr 9.
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Guidelines ror Creating New
Cantrips and Spells

The most important check that the GM should carry out be-
fore creating a new spell is to determine whether the spell is
actually a new effect. This book contains more than one hun-
dred spells of varying levels of potency. There are over a hun-
dred spells in the HARP core rulebook and other products.
When performing this check, it is important to look not only
at the descriptions of the base spell, but also at the scaling op-
tions. This author had planned on making a Water Running
spell for the Elementalist Circle; however this effect was actu-
ally an advanced option for the Moving Ways spell!

Sometimes the general spell effect does exist but the specifics
are not appropriate for a player’s or GM’s requirements. For
instance, the Summon Animal spell appears in both Cleric
and Ranger Spheres. It might be thought that this could be
reused for the Vivamancer profession. However, Summon
Animal calls an animal to aid the caster with a specific task
such as bringing food, supplying warmth, or even serving
as a mount. That is fine for Clerics and Rangers, but Mages
are generally less bound to respect nature and more likely to
want the animal for more risky purposes (such as defending
the caster against an attack). In such circumstances, it may be
possible to restructure an existing spell. Thus the summoning
spells of Vivamancers only affect a specific class of creature
(land, aerial, or aquatic) and doesn’t provide the Vivamancer
with automatic control over the summoned creature (this is
encompassed using different spells). Moreover, since many
Vivamancers will intend to use summoned creatures as allies
in battle, their base spells target Tiny creatures and scaling is
required for larger beasts.

Sometimes the necessary variation in effect can be quite
minor. Mage Armor (Thaumaturge), Steelskin (Warrior
Mage), and Tree Skin (Cleric) represent alternative solutions
to providing a caster with unencumbering armor. The key
difference is cosmetic — each spell has a different visual effect
reflecting the disposition of the relevant professions. In most
cases, such near duplication should be avoided by wording
the effects in a more neutral fashion.

A similar distinction exists between Holy Symbol (Cleric)
and Magestaft (Thaumaturge, Magician). The former is an
icon of the character’s faith, bestowing its powers through di-
vine energy. The latter is a symbol of the character’s mastery
of magic. However rather than slavishly following the Holy
Symbol’s scaling options and allowing the Magestaff to ac-
crue additional magical abilities, new options were added to
Magestaff to create non-staff spell and power point adders,
and spell devices usable by others. This neatly removed the
need to have spells solely to create such devices for general
use. The lesson here is that if similar spells must be dupli-
cated, creators (and GMs) should seek imaginative ways to
make them distinctive.

A related question is: to which Sphere or Circle a proposed
spell might properly belong? Healing spells should not be
added to the Necromancer Circle; likewise death spells
should not appear in the Vivamancer Circle. Reflect on the
descriptions of the spheres and circles in Chapter 3 and the
professional descriptions before placing a spell. It is perfectly
reasonable that a spell may belong in multiple Spheres — if the
list of professions who might legitimately claim (as opposed to
merely desire) the spell is long, then perhaps the spell should
be positioned as a member of the Universal Sphere.

However, be wary of adding spells to the Universal Sphere.
In particular, this should be avoided if the spell is similar in
its results to a pre-existing professional spell. If in doubt, err
on the side of limited accessibility by placing new spells in
professional Spheres and Circles.

In devising effects, remember that magic is not a substitute
for craft, skill, or knowledge. Avoid creating spells that make
specific skills obsolescent or grant huge bonuses to maneu-
vers. Instead have spells that allow casters to use skills in
extraordinary ways or permit them to accomplish feats that
cannot be achieved by mundane means. Consider the spell
Sound Control (Harper Sphere). Sufficiently scaled, this
can allow a caster to recreate an entire orchestra, a feat far

;’J ".‘t’-a'f_
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beyond the normal bounds of the Mimicry skill. Nevertheless
the caster who knows Sound Control will find that skill in
Mimicry and Play Instrument remain essential — unless his
sole interest is in creating loud noises. Likewise Crafts skills
remain a necessity for any caster of Molding (Thaumaturge)
who wants to do more than simply duplicate existing items.

Combining multiple powers into a single spell almost always
leads to an overly powerful spell that harms campaign play-
balance. Instead of having eight Boost spells with one for
each stat, a generic Boost Stat spell could be imagined where
the caster chose the stat to improve at the time of casting.
Such a notional spell would be too potent as a handful of skill
ranks nets a spell caster the ability to enhance every aspect of
a character (because stats modify OBs, DB, skills, RRs, etc.).
The Clerical spell Bless approaches the maximum potency for
combined powers. Fortunately it is a Cleric-only spell. New
spells (e.g, a Mage equivalent of Bless) which grant immedi-
ate enhancement to a similar number of character aspects
should be avoided.

% NoTE: The Imbue Bonus (Thaumaturge) spell does not
break the spirit of this guideline because its options are
solely for creating items, not providing an immediate
bonus to a character.

Finally when considering a new spell, look for possible limita-
tions to impose on the base spell. Scaling options can then be
developed to overcome them.

All of the above advice also applies to cantrips. The key to
controlling Cantrip creation is that their effects should be
as limited as possible. Narrow their focus to very specific
targets, e.g., Repair Crack, Repair Nick, etc. Always remem-
ber that cantrips are intended to be minor magical tricks
to entertain and ease mundane life. All cantrips are Utility
spells, and therefore there cannot be any cantrips with offen-
sive potential.

Deciding on which Aspects are used in a particular spell can
sometimes be difficult. Every spell must have at least one
Action and one Object Aspect. Read the descriptions care-
fully and use the new spells in Chapter 8 as models. Interpret
the Aspects broadly rather than inventing new ones.

The Barrier, Cloud, and Shape Aspects can occasionally lead
to confusion. Use Barrier when a Wall is required, Cloud
when a circular area or spherical volume is to be affected, and
Shape for any other areas or volumes. If a proposed spell ef-
fect seems to employ two or all three of them, then use all the
apparent Aspects.

The Force Aspect covers all physical phenomena such as
sound, light, gravity, etc. Fantasy purists may prefer more "el-
emental” theories of the universe, where physical phenomena
are grouped according to their most relevant magical element,
e.g., light and heat belong to Fire, cold to Water, electricity
and sound to Air, gravity to Earth. This is fine, but it can be
difficult to keep such philosophical paradigms consistent and
comprehensive in their coverage of natural phenomena. The
Force Aspect should be used by those (like the author) who
find this too much of a struggle.

The Magic Aspect covers the manipulation of magic itself.
It should also be used for spells with effects so outré that the
only explanation for them that can be given is “It’s magic.”

When deciding upon the values for the Attributes of a new
spell, there is a dichotomy between obtaining modest effects
at low levels and impressive effects at minimum PP cost but
only at high levels, because any given effect costs twice as
many PPs to accomplish through scaling than if it is im-
plemented in the base form. Most spells in their base form
should have the minimum duration, range, and area of effect
that is useful. This ensures that spell casting professions have
something that they can do even at the lowest levels. Thus
most spells should have base costs in the range of 4 to 7 PPs.

Occasionally it may be necessary to build into the base form
a more unusual parameter. For instance, Imbue Charge and
Imbue Spell are constructed to allow up to 9 PPs to be imbed-
ded into their matrix in their base forms. To quantify such
oddities, take the PP cost of the scaling option and multiply
this number by 10 to yield the number of points it requires.

As the calculation for determining the base PP cost involves
rounding up, there is a tendency to seek to optimize the spell
parameters. This is fine as long as only the Attributes’ values
are massaged — it is not an excuse to start rationalizing the
use of cheaper Aspects.

GMs and players alike will find it hard to shoehorn cantrip
effects into their 60-point maximum. The most effective solu-
tion will be to restate the effect as “Gives the caster the ability
to do X” and adjust parameters as necessary. No exceptions
should be made to the 60-point maximum - if the effect won’t
fit a cantrip, then perhaps it might work as a Universal spell.

ExamPlc: Banish Fatigue started life as a Possib!c cantri’a,
didrnt work out, and so was upgradcd to a Universal sPcl .
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6 New Skills & Talents
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Scholars or magic must learn many strange Lores
in oroer to practice their Art, while the mightiest
Wizards orten combine greatlearning with innate
talents. Some rare indiviouals are blessed (or
soMetimes cursed) with the girt or BLood Magic,
acquired through supernatural ancestry, surviving
magical accivents, or deliberate creation or
magical potentials through esoteric rituals.
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The Skills or Magic

Alchemy

Alchemy is the skill used to identify magical “potions” and to
research the occult ingredients and sigil patterns required to
create them. Alchemists must specialize in one of the follow-
ing categories of alchemy.

Potions: These are liquid or gaseous compounds that must
be imbibed.

Lotions and oils: These compounds must be applied to the
skin or surface of the intended target.

Candles: The effects are imbued into the candlewax and the
candle must be lit for the effect to occur.

Powders: These fine powders must be sprinkled on the target
or burned for their effect to occur.

Perform Alchemy (-40): This is the subskill that is actually
used in the creation of a “potion.” Alchemists may create spell
“potions” for the base form of any spell that they know. An
Alchemist may also know the methods for creating one spell
“potion” (Whose spell he does not know) or one formula “po-
tion” for every five ranks in the Alchemy skill.

Full details on Alchemy can be found in Chapter 7.
(Mystical Arts — In/Re — All-or-Nothing)

Cantrips

Cantrips is the skill used in learning and casting the minor
magical effects (also known as Cantrips) that comprise Low
Magic spells. All Low Magic spells cost 1 or 2 PP to cast and
cannot be scaled upwards to increase their effect.

For every rank gained in the Cantrips skill, a caster learns one
new cantrip, e.g., Anna has 5 ranks in the Cantrips skill and
so knows 5 cantrips. See Chapter 9 for a complete list of avail-
able cantrips.

To cast a Low Magic spell that he knows, a caster makes an
open-ended maneuver roll, adding his total Cantrips skill
bonus, and then consults the Utility column of the maneuver
table to determine the result. As with normal scalable spells,
results may range from Fumble to Failure through Normal
effects to the multiplication of some spell attributes (i.e.,
Double, Double x2, and Triple). The last set of possible out-
comes is the only way in which a cantrip may achieve a more
potent effect than the norm. All other rules regarding spell
casting (such as requiring extra PPs for wearing armor) are
applicable to Cantrips.

A caster must have at least one rank in Cantrips and know the
desired cantrip in order to cast it; like normal Spell Casting,
Cantrips may not be used untrained.

(Mystical Arts — Re/SD — Utility)

Charmcrart

Charmcraft is the skill used to identify magical charms and
to research the occult ingredients and sigil patterns required
to create them.

Create Charm (-40): This is the subskill used in charm crea-
tion. A caster may create one type of charm for every five
ranks possessed in the Charmcraft skill.

Full details on Charmcraft can be found in Chapter 7.
(Mystical Arts — In/SD — All-or-Nothing)

Oivination

This is the art of foretelling the future through the use of
natural, mystical and psychological techniques. This skill re-
quires its practitioner to specialize in a particular method of
divination (see below). The practitioner must prepare himself
and any apparatus appropriately, perform the technique in
a highly stylized fashion, and then interpret the reading (the
results of the divination). Each divination takes at least five
minutes to perform. This skill can only be used to determine
whether the reading indicates a positive future result (e.g, an
action will be generally beneficial), a negative future result
(e.g., an action will have generally bad consequences), a neu-
tral result (both good and ill will come of it), or an unknown
result. If the maneuver is failed, then the GM may select an
incorrect result or simply say that the portents are clouded.

This skill is modified by how far into the future the diviner is
seeking to predict the outcome:

Routine: 1 hour

Easy: 3 hours

Light: 6 hours

Medium: 1 day

Hard: 1 week

Very Hard: 1 month

Extremely Hard: 6 months

Sheer Folly: 1 year

Absurd: 10 years

There are many possible divination techniques including:

Astragalomancy: Throwing four-sided sheep’s anklebones
or more traditional dice.

Astrology: The art of observing and interpreting celestial
phenomena including the sun, the moon(s), and the planets.

Augury: The interpretation of omens such as the path of
smoke and the flight of sacred birds.

Haruspication: Seeking patterns in the liver and entrails of
sacrificed animals and birds.

Tarot: reading a deck of Tarot cards.
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Tasseography: reading the patterns formed by tea leaves at
the bottom of a cup.

(Mystical Arts — In/Re — All-or-nothing)

Magical Ritual

Magical Ritual is the skill used to identify the nature and in-
tended effect of a ritual in progress. It is also used to research
the details of new rituals. A ritual caster may know one magi-
cal ritual per rank in this skill.

Perform Magical Ritual (-40): is the subskill used by anyone
who wishes to actually perform a magical ritual that they al-
ready know.

Full details on the use of Magical Ritual and Perform Magical
Ritual can be found in Chapter 8.

(Mystical Arts — SD/In — All-or-nothing)

Power Projection

Power Projection is the mystical skill used to focus and chan-
nel a spellcaster’s mana into an object. Power Projection can
be used in two ways. Firstly it can be used to imbed a sigil
pattern into a physical object, creating a temporary magical
enchantment. Secondly it can be used to seal the layered sigil
that is built up through the process of permanent magical en-
chantment — this sealing of a spell matrix prevents its gradual
dissipation over time.

Unfortunately Power Projection is extremely “wasteful” of an
individual’s mana. Only some of the mana is actually directed
into the target object. The rest flows out of the spell user and
into the surroundings. Thus any use of Power Projection will
drain a spell-user of all his remaining mana. Magical experi-
menters have yet to discover a technique for controlling the
mana flow.

Power Projection maneuvers take five minutes for every PP of
a spell to be imbedded or sealed. For temporary enchantment
of new items and the sealing of all permanent enchantments,
the creator must have at least one rank per PP to be imbedded
or sealed. For temporary enchantment of existing items, the
creator must have at least two ranks per PP to be imbedded.

Full details on the use of Power Projection can be found in
Chapter 10.

(Mystical Arts — In/SD — All-or-nothing)

Runes

Three new subskills of the Runes skill are introduced in
this book:

Inscribe Trap Rune (-50): This is used by any character who
wishes to create a magical trap in the form of a rune, glyph,
or seal.

Inscribe Professional Rune (-40): This is used by any char-
acter who wishes to create a non-magical representation of

a spell sigil, normally for the purposes of teaching the spell
to others.

Inscribe Circle (-50): This is the skill required to draw and
empower a magical Circle, regardless of whether it is a Spell
Circle emulating a spell effect, a Protection Circle to defend
an area against particular entities or magic, or a Containment
Circle to imprison particular entities.

Full details on these subskills can be found in Chapter 8.

Use BLood Magic Ability

This skill is used to control the effects of Blood Magic Talents,
enabling their possessor to safely employ and accurately tar-
get their magical abilities. Without this skill, such individuals
would be more likely to harm themselves than successfully
create a magical effect. Not all Blood Magic Talents require
this skill. Refer to the list on page 49 to determine those that
require this skill.

For Blood Magic Talents which duplicate Utility or Attack
spells, the user must make an open-ended maneuver, add-
ing the total Use Blood Magic Ability skill bonus, and then
consults the Utility or RR column of the maneuver table to
determine the result. For such talents, the appropriate stats
for this skill are Presence and Self Discipline.

For Blood Magic Talents that duplicate Elemental Attack spells,
the user must make an open-ended maneuver, adding the total
Use Blood Magic Ability skill bonus, and use this as the final
OB for an elemental attack, resolving it according to the normal
rules. For such Talents, the appropriate stats for this skill are
Agility and Self Discipline.

Blood Magic is not affected by armor casting penalties —
the magic within the possessor simply adjusts naturally
to compensate.

This skill must be learned separately for each distinct Blood
Magic Talent that requires it.

(General — varies/SD — varies)

The Talents or Magic

All the normal rules relating to Talents presented in the HARP
core rulebook apply to the new talents given in this chap-
ter. Some of the talents (i.e., the Tap Mana and Focus Style
Talents) have multiple listed costs. The zero cost is only ap-
plied if the talent is being taken as part of initial character
creation (i.e., Tap Talents) or as part of a character’s first
spell-using profession (i.e., Focus Style Talents).

The GM should examine the list of available talents closely to
determine if any talents are unsuitable for his campaign set-
ting. The advice in Chapter 11 may prove helpful in making
such decisions.
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Table 6.1 Master Talent List for College of Magic

Cost Talent
Variable Active Blood Magic
15 Affinity of Air
15 Affinity of Earth
15 Affinity of Fire
15 Affinity of Water
25 Arcane Circle
30 Enhancement
20/0 Focus Style (Gestural)
20/0 Focus Style (Music)
20/0 Focus Style (Somatic)
20/0 Focus Style (Song)
20/0 Focus Style (Trance)
20/0 Focus Style (Verbal)
50 Greater Resistance (All)
20 Greater Resistance (Magic)
20 Greater Resistance (Stamina)
20 Greater Resistance (Will)
20 Inner Strength
5 Latent Blood Magic
25 Lesser Resistance (All)
10 Lesser Resistance (Magic)
10 Lesser Resistance (Stamina)
10 Lesser Resistance (Will)
15 Master Craftsman
40 Potency
15/0 Tap Ambient Mana
15/0 Tap Fixed Mana
10/0 Tap Granted Mana
20/0 Tap Personal Mana
Talents

Active BLood Magic

The character has an innate magical ability, gained through
supernatural ancestry, empowerment ritual, magical accident,
a gift from a patron deity, etc. This ability duplicates a conven-
tional spell and has a Development Point cost of twice the PP
cost of the spell. Only one Active Blood Magic Talent may be
purchased per level. See page 48 for more details. All Blood
Talents require GM permission.

Cost: Variable

AFFinity or Air

The character has a special affinity with the magical element
of Air, and receives a +10 bonus to his Defensive Bonus and all
Resistance Rolls against air-based magic. The character also
receives a +5 bonus to the casting rolls of air-based elemen-
tal spells.

Cost: 15

AFFinity or Earth

The character has a special affinity with the magical element
of Earth, and receives a +10 bonus to his Defensive Bonus and
all Resistance Rolls against earth-based magic. The character
also receives a +5 bonus to the casting rolls of earth-based
elemental spells.

Cost: 15

AFFinity or Fire

The character has a special affinity with the magical element
of Fire, and receives a +10 bonus to his Defensive Bonus and
all Resistance Rolls against fire-based magic. The character
also receives a +5 bonus to the casting rolls of fire-based el-
emental spells.

Cost: 15

AFFinity or Water

The character has a special affinity with the magical element
of Water, and receives a +10 bonus to his Defensive Bonus and
all Resistance Rolls against water-based magic. The character
also receives a +5 bonus to the casting rolls of water-based
elemental spells.

Cost: 15

Arcane Circle

The character may now learn spells from a single Great Circle
that does not belong to his profession in addition to any
spheres he has access to from his chosen professions. This tal-
ent may only be taken by someone who has at least one level
in a specialist Mage profession (e.g,, Magician, Elementalist,
etc.) This talent may be taken multiple times. The high cost of
this talent reflects the time and effort it takes for the charac-
ter to learn a new Mage specialty.

Cost: 25

Enhancement

The character is especially skilled at scaling up a single se-
lected spell. The casting penalty is reduced to -5 for every two
PPs expended above the base casting cost (instead of -5 per
PP). This talent may be purchased multiple times, for a differ-
ent spell each time.

Cost: 30

Focus Style (Gestural)

The character has trained in the use of the Gestural Focus
style of spell casting.

Cost 20/0

Focus Style (Music)

The character has trained in the use of the Music Focus style
of spell casting.

Cost 20/0
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Focus Style (Somatic)

The character has trained in the use of the Somatic Focus
style of spell casting.

Cost 20/0

Focus Style (Song)

The character has trained in the use of the Song Focus style
of spell casting.

Cost 20/0

Focus Style (Trance)

The character has trained in the use of the Trance Focus style
of spell casting.

Cost 20/0

Focus Style (Verbal)

The character has trained in the use of the Verbal Focus style
of spell casting.

Cost 20/0

Greater Resistance (AlLL)

The character has a special +20 bonus to all Resistance Rolls.
This talent does not stack with any other Greater Resistance
or Lesser Resistance Talents.

Cost: 50

Greater Resistance (Magic)

The character has a special +20 bonus to all Magic-based
Resistance Rolls. This talent does not stack with the Greater
Resistance (All), Lesser Resistance (All) or Lesser Resistance
(Magic) Talents.

Cost: 20

Greater Resistance (Stamina)

The character has a special +20 bonus to all Stamina-based
Resistance Rolls. This talent does not stack with the Greater
Resistance (All), Lesser Resistance (All), or Lesser Resistance
(Stamina) Talents.

Cost: 20

Greater Resistance (WilL)

The character has a special +20 bonus to all Will-based
Resistance Rolls. This talent does not stack with the Greater
Resistance (All), Lesser Resistance (All), or Lesser Resistance
(Will) Talents.

Cost: 20

Inner Strength

The caster has an unusual single-mindedness of will and
mental focus, and receives a +10 bonus on all his Chi skills.

Cost: 20

Latent BLood Magic

The possessor of this talent has one or more Magical Blood
Talents. The possessor is completely unaware of these pow-
ers. They may only be revealed in a life-or-death crisis or
other unusual circumstances as defined by the GM. Latent
Blood Magic must be purchased at 1st level. The GM then de-
cides on the nature of the actual Magical Blood Talent(s) and
reveals one or more of them at the time(s) of her choosing.
Once the powers are revealed, the character must pay any dif-
ference in Development Point cost at the next level advance-
ment or the power(s) fade away forever.

Cost: 5

Lesser Resistance (ALL)

The character has a special +10 bonus to all Resistance Rolls.
This talent does not stack with any of the other Greater
Resistance or Lesser Resistance Talents.

Cost: 25

Lesser Resistance (Magic)

The character has a special +10 bonus to all Magic-based
Resistance Rolls. This talent does not stack with the Greater
Resistance (All), Greater Resistance (Magic), or Lesser
Resistance (All) Talents.

Cost: 10

Lesser Resistance (Stamina)

The character has a special +10 bonus to all Stamina-based
Resistance Rolls. This talent does not stack with the Greater
Resistance (All), Greater Resistance (Stamina), or Lesser
Resistance (All) Talents.

Cost: 10

Lesser Resistance (Will)

The character has a special +10 bonus to all Will-based
Resistance Rolls. This talent does not stack with the Greater
Resistance (All), Greater Resistance (Will), or Lesser
Resistance (All) Talents.

Cost: 10

Master Crartsman

The character has a gift for making and building things, and
receives a +10 bonus to all Craft skills.

Cost: 15
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Potency

This talent increases the attack size of any one spell that has
the Increase Elemental Attack Potency or Increase Damage
Size scaling options. The attack size is increased by one, for
no additional PP cost or time requirement. This talent may be
purchased multiple times to further increase the attack size
of the same spell or to increase the attack size for a different
elemental spell.

% NoTE ELEMENTAL BOLT: Fire and Elemental Bolt: Air are
considered to be two different spells.

Cost: 40

Tap Ambient Mana

The character has the ability to
draw upon Ambient Mana for
use in spell casting.

Cost: 15/0

Tap Fixed Mana

The character has the
ability to draw upon
Fixed Mana for use in
spell casting.

Cost: 15/0

Tap Granted
Mana

The character has

characteristics (in terms of mundane Blood Talents) of their
illustrious forebears and may not even know of their magical
capabilities until a life-or-death crisis triggers them.

Mundane Blood and genetic Blood Magic Talents are both
inherited characteristics, but differ in how they achieve
their effect. A human with one parent who is a merman or
mermaid may have a Blood Talent that grants the ability to
breathe water using a set of gills. A human with a sea nymph
parent or ancestor might have a similar Blood Magic Talent,
but merely need an effort of will to breathe underwater. Blood
Magic Talents need not exactly mirror the magical powers of
an ancestor — Blood Magic changes and molds itself to the
potential of the mortal frame.

Blood Magic can also be the result of magical
accidents such as spell and ritual fum-
bles where uncontrolled mana arcs
through a caster’s body, causing
unexpected mutations. It can
arise from the deliberate em-
powerment of magical po-
tentials through arcane
rituals. It can also be a
gift from a character’s
patron deity.

GMs should encour-
age players to come up
with a good reason or
background history for
why the character has
Blood Magic.

the ability to draw
upon Granted mana
for use in spellcasting.
Note: the character must
be given the Granted Mana
by a higher power.

Cost: 10/0

Tap Personal Mana

The character has the ability to draw upon
his Personal Mana for use in spell casting.

Cost: 20/0

Blood Magic

Blood Magic is innate magic. It can be the genetic heritage of
those who number magical beings among their near or dis-
tant ancestors. Demons, Dragons in human form, Elemental
races, and the minor Godlings known as graceful and wrath-
ful Devas, have occasionally had relationships with members
of the mortal races. The immediate offspring of such un-
ions are magically potent half-breeds, but modest traces of
the magic will continue to appear for generations to come,
sometimes disappearing for centuries, only to reappear un-
expectedly. These distant scions rarely evince any physical

The Development Point
cost for a Blood Magic

Talent is equivalent to
twice the Power Point cost
of the equivalent spell, e.g.,
a Minor Healing Blood Magic
Talent costs 6 DPs.

Suggestions for appropriate racial Blood
Magic Talents are given on the next page. As al-
ways, GMs have the final say on what talents are available.

Having a Blood Magic Talent allows the individual to freely
create the spell effect three times per day the first time the
talent is purchased. Each additional time that the talent is
purchased increases the number of uses per day by one, up toa
maximum number of times per day equal to the Constitution
bonus of the character.

The character should develop the Use Blood Magic Ability
skill to make effective use of the talent. Not every Blood
Magic Ability will require the use of this skill. The spell ef-
fects which do require this skill are marked with an asterisk
on the table following.

Blood Magic cannot be scaled in any way after being ac-
quired — the effect is set by the parameters of the talent when
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Table 6.2 Spells Usable for Blood Magic

Universal Harper
Arcane Bolt* Changing Ways
Guess Charm*
Landing Confusion*
Light Distractions*
Minor Healing Fear*
Moving Ways Jolts*
Projected Light Sleep*
Water Breathing Vision Protection
Water Vision Ranger
Cleric Hues

Animal Forms

Traceless Passing

Drain Life* ‘Warrior Mage
Harm* Magic Shield
Intuitions Steel Skin
Major Healing Necromancer
Plant Disguise Acid Ball*
Tree Door Acid Bolt*
Tree Merge Inflict Injury*
Tree Skin Inflict Pain*
Beguiling Voice* Wounding*

Mage Elementalist
Air Wall Air Form
Darkness Breezes
Earthen Transmutations Earth Tunnel
Elemental Ball* Earth Wall
Elemental Bolt* Elemental Aura
Fire Nerves* Elemental Resistance
Fire Wall Fissure*
Fly Flash*

Icy Mist Wall Ice Wall
Invisibility Stoneskin
Long Door Tremors*

Mage Armor Underwater Movement

Merging Ways Water Corridor

Passing Water Form
Presence Thaumaturge
Shock* Arcane Ball*
Spikes Force Wall

Stun Cloud* Vivamancer
Vacuum?* Growth
Water Wall Shrink
Telepathic Bond

* = Spells that require the Use Blood Magic Ability skill. All others require no skill in order to use.

originally purchased. For effects that have a duration, the
duration will be based upon the number of Power Points re-
quired by the effect.

ExamPlc: Brolgs has the Blood Magijc Abi!itg of Stoneskin
with an increased duration of 10 rounds per rank. This

would norma”g cost 8 Power Points, so Brolys must pay 16
Devclopment Points to acquire the abilitg. He can use it three
times per cla9 and the duration of each use is as if he had 8
ranks in the sPc”. Thus it will last 80 rounds per use.

A Blood Magic Talent may be purchased multiple times (at the
same DP cost), but only one purchase may be made per level
Each purchase allows an additional use of the ability per day, up
to a maximum number of times per day equal to the Constitution
bonus of the character.

® NoTE: The GM may allow for other spells as Blood Magic
Talents. However, this is not recommended as there is the
possibility of greatly imbalancing the game.

ExamPIC: Brolgs isa Monk, his P|a9€r Rob has been
watching cartoons where the martial artists can throw bolts
of energy. Rob thinks that this is neat and wants Brolgs
to be able to do it as well. After &iscussing it with his GM,
Rob Purchascs the Active Blood Magjc Talent for Brolys.
He defines the Blood Magic Talent as an Elemental Boﬁc:
Alr (Wl"lltlﬁ does an Elcctricit9 Critical). Rob wants it to do
aMedium critical, so the cost for the Talent is 18 DP. This is
comPrisccl of5 Points for the base abilitg, Plus 4+ Points for
scalingthc attack size up two s’cePs. This total 9 Points)
is then doubled to determine the Devclol:)ment Point cost
of18. Brolgs can use this abilitg a maximum o1C5 times per
clag‘ Brolgs may Purcl']asc this talent again the next time he
goesupa level. However, this onl gives him one more use
er clay. He may do this any number of times, so longas
Eis total number of uses per dag does not exceed his total
Constitution stat bonus. Thus, if Brolgs has a Constitution
stat bonus of +5, then the maximum number of uses of this
abilitg is limited to 5 times per day. Rob ]’laPPil records all
this information for E)rolgs and decides to call it a Chi Blast
to reflect that this abilitg’s background has been defined as a
secret technique taug]nt to him by his mentor-
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7 Natural Magic

Natural Magic seeks to alter reality by harnessing
the “Fixed Mana’” resident within Fragments or DEAD
plants and animals as Wwell as gems and certain
minerals. Its practitioners can arrange the mana
in such materials into sigil patterns, transrorming
objects into temporary magical items. Others simply
oraw upon the Fixed Mana to create spell errects.

This magic is not styled “Natural” simply because it oraws
upon the natural world, rather itis called natural magic
because itis an “occult science” governed by magical
Laws or nature and relying upon the hidden or occult
properties or organic and inorganic substances.
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Natural Magic: An Occult
Science

Success in wielding Natural Magic requires an understand-
ing of its underlying principles and knowledge of the oc-
cult properties.

The Doctrine of Signatures, or “The Attributes Without
Mirror : The Powers Within.”

This declares that the outward and revealed characteristics
of a plant, animal, or material reflect its mystical properties.
Thus a mandrake root having the shape of a human could
have significant powers for healing and perhaps necromancy,
the leaves of scorpion-grass which turn back on themselves
like the tail of a scorpion may make a potent antidote against
venomous insects and beasts, the ashes of bats may contain
the power to see without light, and so forth.

The Principle of Homeopathy, or “Like Produces Like.”

This is the second law of Natural Magic and relies on the
similarity of objects. If an object resembles another, then it is
in some sense the same. By harming the likeness of a person,
a practitioner can harm the real person. Conversely by imitat-
ing an action or doing good to the likeness, the good event
happens to the real person. Finally evil and misfortune can be
transferred from the person into the likeness.

The Principle
Always Together.”

of Contagion, or “Once Together,

This third axiom relies on contact between objects. A frag-
ment of a plant, animal, or individual remains connected in a
mystical fashion to the original. Blood, hair and nail clippings
(and even former possessions) provide a magical link to the
living person, so what happens to them can be inflicted on the
individual through the processes of natural magic. Likewise
a body part of a magical creature retains its supernatural
powers.

Together, these three laws form the basis for all Natural
Magic effects and underpin its twin disciplines of Alchemy
and Charmcraft.

Alchemy

Alchemy is the more “scientific” of the two disciplines of
Natural Magic. Alchemists mix natural and unnatural sub-
stances in esoteric concoctions, extracting and reordering
their Fixed Mana to create magical effects. Their ingredients
range from the leaves, flowers, seeds and roots of plants to
body parts from the corpses of animals and beasts to the
ground dusts of rare minerals. In addition to enhancing
the existing potential of these materials, Alchemists can
also use them as a basis into which a conventional spell can
be imbedded.

Alchemy is divided into specialties according to the physical
form of the items that are produced. Most Alchemists are tra-
ditional potion-makers in that they prepare their magics in

GM'’s Option:
Variable Potion OBs
an® RR Bonuses

The set values of OBs for potions based on Elemental
Attack size and the flat +50 bonus on Attack effects
makes the GM's life easy when a random potion is found
in a treasure hoard. There’s no need to spend any time
deliberating on how skilled the alchemist might have been
or additional book-keeping. GMs may wish to have more
variable bonuses that reflect the skill of the alchemist.
For all spell and formula potions, the alchemist makes
a second Perform Alchemy maneuver to determine the
quality, looking up the result on the Percentage column
of the Maneuver Table, and this is the OB for Elemental
Attack effects and the bonus for Attack effects. If the
result is a Fail or a Fumble, the result is deemed to be a
+0 OB or +o0 bonus to Attack effects.

liquid form, requiring the user to drink the potion in order to
receive its effects. Others favor lotions and oils where the user
must apply the substance to his bare skin or the surface of an
object. A third group of Alchemists bind their magic into the
wax of candles — when the candle is lit, the spell effect begins
to happen and continues until the candle is consumed or its
flame snuffed out. Finally some Alchemists fashion extremely
fine powders — these may be sprinkled on the intended target
or burned like incense to liberate their magic. (Unless stated
otherwise, “potion” will be used as a generic term for all varie-
ties of alchemical items in the remainder of this section.)

All products of Alchemy are strictly one-use items and, un-
less special precautions are taken, the Bound Mana will dissi-
pate over time, rendering them ineffectual after one month.

There are two types of potion: the spell potion and the for-
mula potion. A spell potion is a spell imbued into the or-
ganic medium of the potion. For potions proper, the spell
will be bound into a substance containing Fixed Mana and
suspended in a water-alcohol liquid compound. A formula
potion requires one or more specific ingredients, again con-
taining Fixed Mana, which, when mixed according to the
occult formula and further ordered by the Alchemist’s own
mana, create a waiting magical effect suspended in the po-
tion’s medium.

Using the Alchemy skill, an Alchemist may create a spell
potion for the base form of any spell that he knows. An
Alchemist may also know the methods for creating one spell
potion (whose spell he does not know) or one formula potion
for every five ranks in the Alchemy skill. Additional spell or
formula potions may be learned using the Researching Magic
rules in Chapter s.

To create a potion, the Alchemist requires some basic
equipment, such as a pestle (a heavy wooden rod), a mortar
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(a wooden container), and a cauldron (a glorified pot). The
Alchemist pounds the ingredients in the mortar with the
pestle and normally has to boil them in the cauldron. Potion-
makers will require pure water and alcohol, lotion makers
will need oil, and candle-makers will require a ready supply of
high-quality beeswax and wicks. Once created, potions and
lotions must be decanted into a glass vial that can be corked
or otherwise sealed, and powders must be collected into small
cloth bags that can be closed off at the top.

In addition, the Alchemist requires one or more magical in-
gredients. The quantity will depend on the PP requirements
of the eventual potion. The ingredients must have at least as
much Fixed Mana (in PPs) as the intended spell or magical
effect. For a spell potion, any ingredient may be used. For a
formula potion, only certain specific ingredients will be suit-
able. Table 7.3 gives the Fixed Mana for a range of substances.

Armed with the knowledge, the equipment and the secret ingredi-
ents, the Alchemist may attempt to create a potion. This requires
a successful All-or-Nothing Perform Alchemy maneuver (the -40
subskill of Alchemy) by the Alchemist.

The Alchemist must also expend his own Power Points to
bind the spell effect into the alchemical solution. The number
of PPs required equals the PPs for the base form of a spell.
For a formula potion, the PP cost depends on the effect (see
below). 1f the Alchemist has insufficient PPs available, the
potion is ruined. The caster must also have at least as many
ranks in Alchemy as PPs required.

To create a spell potion with a scaled effect requires the
Alchemist to cast the Potion Mastery (Thaumaturge Circle)
spell during creation. The Alchemist must ensure that the
magical substance has sufficient fixed mana and succeed in
the Perform Alchemy maneuver, but does not have to make a
casting maneuver for the scaled spell.

All potions normally only retain their magical effect for one
month after they have been created. To create a potion with an
unlimited shelf life, the Alchemist must cast Stabilize Elixir
(Thaumaturge Circle) on the potion as it is being created.

It takes one full day (working for at least eight hours) to cre-
ate a potion of any kind. Alchemy is a very demanding ac-
tivity requiring the creator’s full and undivided attention as
the ingredients must be prepared, mixed, boiled, distilled,
congealed, extracted, fermented, refined, purified, and so on
in precise quantities and at precise times. Alchemists will
brook no interruption — and if they are interrupted for more
than one minute at any point, they must make an additional
Perform Alchemy maneuver or the potion is ruined.

With the basic equipment, an Alchemist can create one
potion per day. A professional Alchemist who has set up a
permanent laboratory (equipped with a multitude of extra
apparatus including alembics, sublimating and evaporating
vessels, crucibles, tongs, ovens or furnaces, filters, weighing
scales, etc.) can create one potion for every five ranks in the
Alchemy skill per day. (The Alchemist still needs the PPs and
the raw magical ingredients, of course.) The cost of a labora-
tory of basic equipment is at least 100 gold pieces.

The OB for an Elemental Attack Potion depends on the spell’s
attack size.

Table 7.1 Offensive Bonuses for Natural Magic

Attack Size OB
Tiny +40
Small +60
Medium +80
Large +100
Huge +120

For Potions and Charms with an Attack Spell Effect, make
an open-ended roll on the RR column of the maneuver table
with a +50 bonus.

Formula Potions

The HARP Fantasy core rulebook details a number of po-
tions in the Treasures chapter. Certain of these, namely
Potion of Flight (see Fly), Haste, Invisibility, Longevity (see
Rejuvenation), Major Healing, Minor Healing, Neutralize
Poison, and Water Breathing can all be created as Spell
Potions, but may be created as formula potions. The others
provide effects not found within the current canon of Spell
Magic and must be created as formula potions.

The first task is to determine the PP cost of the potion. If an
exact match exists within Spell Magic, simply read off the
base PP plus any necessary scaling PP. If not, the effect must
be calculated using the spell creation rules in Chapter 5.

First determine the Aspects. Potions that provide a bonus to
a skill require the Enhance (15) and Bonus (5) Aspects. Those
which alter the imbiber physically (such as shape-changing)
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normally require Transform (major) (30) and Body (5), while
love potions and the like require Control (20), and one or both
of Emotion (10) and Mind (5). Add together the costs of all the
Aspects. Second, determine the Attributes cost. Normally
potions only affect the person who imbibes them, applies
them, inhales their smoke (from candles) or is sprinkled with
them. The range is usually Self (5) and area of effect is Self (5)
if the potion is affecting only the user. For those that affect
other things or items, the area of effect must match accord-
ingly. Potion durations, for those that do not produce an in-
stant effect such as healing potions or elemental attacks like
an Elemental Ball, are either 1 minute (25 for Utility; 40 for
Attack and Elemental Attack), 10 minutes (30 for Utility; 50
for Attack and Elemental Attack) or 1 hour (s0 for Utility; 60
for Attack and Elemental Attack). Total the Attributes cost.

®% NOTE: Some potions may have a duration of 1 day (50
Utility; 70 for Attack and Elemental Attack), but these re-
quire GM approval.

Many formula potions provide bonuses to skills and maneu-
vers. For each additional +10 bonus (after the 1st +10) per
skill, add 10 points to the cost of the potion, e.g., a Potion of
Jumping gives a +50 bonus that costs 40 points (+50 - 10 leaves
+40, for 4 x 10). Formula Potion PP Cost = (Aspects Cost +
Attributes Cost + Special Bonus Cost) / 10. As always, round
up the cost.

® NOTE: The formula for calculating Natural Potion PP cost
divides by 10, not 20 as per spells. This is because alchemy
using formula potions is not as elegant or as straightfor-
ward in shaping the sigils as spell casting.

The second task determines the occult ingredients required
for the potion, using the three laws of Natural Magic. Here
are the ingredients for the exemplar potions from HARP.

Potion of Fire Resistance: Any body part belonging to a Fire
Elemental or Fire Dragon as these creatures are immune to
their own fire.

Potion of Flight: Feathers from a large bird such as an eagle.

Potion of Ghostwalking: One or more ground bones from
a humanoid corpse — the fine powder is deemed the essence
and the imbiber becomes an essence.

Potion of Giant Growth: Blood from a giant race.

Potion of Haste: The heart of a hummingbird, a cheetah, or
any other exceptionally fast animal.

Potion of Invisibility: The flower from an amaranth plant or
the root of a chicory plant.

Potion of Jumping: The legs of a frog, foot of a hare, or fins
from a flying fish.

Potion of Longevity: The skin, blood or a fang from a
Vampire (because of their immortal and unaging looks).

Potions of Major Healing and Minor Healing: Any natural
herb or plant (such as willow) with healing properties — using
a magical herb is a waste.

Potion of Neutralize Poison: Any natural herb or plant
(such as scorpion grass) used as a cure for specific toxins.

Potion of Shrinking: Blood from a goblin or kobold.

Potion of Spider Climb: Bristles from a leg or the web spin-
ner from a Giant Spider.

Potion of Stealth: Hair from a cat.

Potion of the Politician: The tongue or blood from a Demon.
Potion of Truthfulness: A distillation of vintage wine.
Potion of Water Breathing: The gills or lungs of a sea animal.

Cursed Potion of Delusion: Component(s) as per the imagi-
nary effect but with an altered sigil.

A transformation potion should incorporate an ingredient
from the species of creature that the imbiber will change
into — a formulaic transformation potion must thus have a
specific target form. Protection potions may include a body
part from the creature type to be protected against or a sub-
stance that they find abhorrent, (e.g, holy water for Demons,
garlic for Vampires, and wolfsbane for Lycanthropes).
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ExamPlC: Morgana has been asked to create a love Potion
by ayoung maiden at court. This will rccluirc the asPccts of
Control (20), Mind (5), and Emotion (10). Range and area
of effect are both self (5) and self (5) rcsPcctivcly with an
intended duration oF one &ay (70 as an Attack sPc” t Pc)‘
The total cost is therefore 115 Points, which after divié?ng }:)9
10 and rounc{ir\g up, is12 PPs. The rcquircd occult ingrc&icnt
isan alol'aroclisiac such as the essence of Pearl oysters.
Each Pearl oyster contains | PP of Fixed Mana - Morgana
rcquires at least twelve to meet the minimum PP level of

the ingrec[ients. if the Po‘cion is to engcncler love for the
handmaiden herself in its imbiber, Morgana will also need

three clroPs of the maiden’s blood.
Charmcrart

Charmcraft is the art of creating magical charms. A charm
may be simply a bundle of herbs, feathers and wood pieces in
a homespun cloth bag or an exquisite carving of an animal in
wood, bone or ivory, worn around the neck. The Charmweaver
binds the material components into a temporary magical ef-
fect by ordering their Fixed Mana with his own. The Fixed
Mana slowly dissipates as the charm components deterio-
rate — and destruction of the charm immediately ends its
magical effects. (Even charms seemingly made of more robust
materials suffer wear through “use” — the owner may be pro-
tected from misfortune, but the ill luck may be transferred to
the charm.)

Most charms are helpful; they are made to ward off illness,
or hostile magic, or to provide small boosts to stats etc.
Protective charms are normally fashioned in the likeness
of the feared beast, reasoning by the principle of homeopa-
thy that few animals will attack their own kind. Others at-
tempt to bestow the desirable characteristics of an animal
or monster upon the wearer — such charms will be both in
the likeness of the creature and incorporate some body part
from one of them (adhering to the principles of homeopathy
and contagion). A final type of charm aims to harm a specific
individual, by making them more susceptible to ill fortune,
sickness, magic, or attack. These charms are always fashioned
to resemble the victim and must include a lock of hair, nail
clippings, blood, or a treasured possession from the victim.

Charms are normally temporary magical items, whose effects
last no more than one month from the time of their creation.
It is possible to create permanent charms using the Preserve
Charm (Thaumaturge Circle) spell. Such charms are some-
times called talismans and may not be offensive in nature.
Even among the most primitive cultures, the older shamans
frequently have the knowledge and power to create talismans
(obtaining the spell via access to a Clerical Sphere or via the
Hedge Wizard profession). In such societies, it may be cus-
tomary for a child to be given a protective talisman at birth,
and in turn, to pass it on to their own children.

Using the Charmcraft skill, a charm creator may cre-
ate one type of charm for every five ranks possessed in the

Charmcraft skill. Additional charm types may be learned
using the Researching Magic rules (see Chapter 5).

To create a charm, the Charmweaver needs material compo-
nents with sufficient Fixed Mana to hold the desired effect,
plus any particular occult ingredients demanded by the spe-
cific charm. Typical base ingredients are herbs, tree bark, and
suitably sized pieces of ivory, bone or wood for carving into
representative figures. These must have at least as much Fixed
Mana in PPs as the eventual charm sigil.

The Charmweaver requires a successful All-or-Nothing
Create Charm maneuver (the -40 subskill of Charmcraft) to
make the charm, and expends Power Points equal to the PP
requirements of the charm sigil to bind it into the charm. If
the caster has insufficient PPs, then the charm is ruined and
all components are wasted. The caster must also have at least
as many ranks in Charmcraft as PPs required.

For each distinct power that is imbued into the charm, a sepa-
rate Create Charm maneuver must be made. If any of these
fail, the charm is ruined and components unsalvageable.
Additional effects may not be added to a charm after it has
been created.

A non-offensive charm may be fashioned as a talisman if the
Preserve Charm spell is cast on it during the creation process.

It takes one full day (working for at least eight hours) to create
a charm of any kind. During the period, the creator may be
employed in removing extraneous parts of the plants, weav-
ing the herbs into ritual patterns, carving the figurine, or
meditating on the sigil patterns, the intended recipient, and
any victim. Only one charm can be made at a time.

Wearing Charms

A character can wear no more than 3 charms at a time. To be
effective, a charm must attune to the wearer — it must be worn
at least 24 hours for the charm to become effective. Characters
cannot play musical charms, taking charms on and off every
few minutes as their situation changes.

Types or Charms

All charms provide either bonuses or penalties to OBs, DB,
RRs, or maneuvers. The minimum bonus or penalty is +5 (or
-5). For each extra +5 or -5, increase the PP cost for ingredi-
ents and caster by the base amount.

Examp!c: A pro’cective charm givesa +5 bonus to all RRs
versus disease and requires é PPs of ingreclients and 6 PPs
from the caster to binj the sigil. A more potent +0 charm
requircs 12PPsin ingrec{ients and 12 PPs from the caster.

Protection Against Animals: This charm is a +5 bonus to
DB versus one specific species of animal. The charm must be
carved in the likeness of the animal. Each specific animal spe-
cies requires a different charm, which must be learned sepa-
rately. Base PP cost: 6.
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Protection Against Demons: This charm protects the
wearer from all types of Demons, granting a +5 DB and RRs
against these entities. Base PP cost: 8.

Protection Against Elementals: This charm protects the
wearer from one category of Elemental, granting a +5 DB and
RR bonus against these entities. Air, Earth, Fire, and Water
Elementals require distinct charms. Base PP cost: 8.

Protection Against Magic: This charm gives its wearer a +5
bonus to all RRs versus hostile magic. Base PP cost: 7.

Protection Against Monsters: This charm is a +5 bonus to
DB versus one specific species of monster. The charm must be
carved in the monster’s likeness. Each specific monster type
requires a different charm, which must be learned separately.
Base PP cost: 6.

Protection Against Poison: This provides its owner with a
+5 bonus to all RRs versus poison. Base PP cost: 6.

Protection Against Sickness: This charm provides a +5
bonus to all RRs versus disease. Base PP cost: 6.

Protection Against Undead: This charm protects the wearer
from all types of Undead, granting a +5 DB and RR bonus
against these entities. Base PP cost: 8.

Charms of Fortune: Each of these charms (Which must be
learned individually) provides a bonus to a specific skill. They
must include a body part from an animal that is deemed to
have mastered the skill. Possible fortune charms include:
Animal Handling and Beastmastery (tooth from the animal),
Climbing (a spider and its web), Disguise (skin from a cha-
meleon), Poisoning (fangs of a snake), Perception (eyes from
an owl), Singing (feather or tongue from a songbird), and
Swimming (scales from a river salmon). Base PP cost is 5.

The following offensive charms must be shaped in the form of
the victim, and include some hair, nail clippings, blood, or (a
portion of) a former possession of the victim. The victim must
succeed in a RR versus Magic or suffer the penalty.

Charm of Harm: This offensive charm imposes a -5 penalty
to the victim’s DB. Base PP cost: 7.

Charm of Ill-health: This offensive charm inflicts a -5 pen-
alty to the victim’s RRs versus poison and disease. Base PP
cost: 7.

Charm of Susceptibility: This offensive charm weakens a
victim’s resistance to magic, imposing a -5 penalty to all RRs
against magical effects. Base PP cost: 8.

Charm of Weakness: This offensive charm imposes a -5 pen-
alty on all of the victim’s OBs. Base PP cost: 7.

The Costs or Alchemy and
Charmcrart

Both Alchemy and Charmcraft items have an “ingredients
cost.” Alchemical products also have an associated “tools and
process” cost.

The “tools and process” cost represents the wear and tear on
the creator’s equipment (beakers break, implements corrode,
accidents happen), fuel for furnaces and ovens, cleaning sol-
vents, pure water, alcohol for distilling, oil, tallow, and so on.
This cost is 2 gold pieces per PP to be invested in a spell or
formula potion.

The cost of “ingredients” assumes that the creator has paid
someone else to collect them, and includes their fee plus ex-
penses incurred both by the collector and the creator in pre-
serving the materials until the creator is ready to use them. If
the creator goes out and collects the “ingredients” themselves,
the “ingredients” cost should be waived.

The ingredients cost for herbs, plants, tree bark and similar
organic substances is 2 gold pieces per pound of material.
Note that the cost of a magical herb is its listed sale value.

Charms, which must be carved in wood, bone, or ivory, cost 1
gold piece per PP to be invested in them. This pays for a suit-
able piece of material for the figurine.

The ingredient cost for animal and monster body parts
depends on the level of the creature, its rarity, and
its dangerousness.

The formula is 2 gold pieces x (Level + 1) x Rarity Multiplier x
Danger Multiplier.

The Rarity Multiplier is x2 for a common creature, x4 for
an uncommon creature, x6 for a rare creature, and x10 for a
creature which is almost extinct.

The Danger Multiplier is x2 for a relatively innocuous crea-
ture (e.g, a herbivore or a small animal), x5 for a dangerous
creature (e.g, predatory animals such as Wolves and some
monsters), and x10 or even higher for a very dangerous crea-
ture (e.g, Dragons, Demons, most Undead, etc.).

The creator must pay the ingredient cost for each body part
required, so costs can escalate if there is insufficient Fixed
Mana in a single piece.

The cost to manufacture most potions listed in HARP will
be significantly less than the sale price listed in the treasure

Table 7.2 Gem Values
Gem Value per carat

Aquamarine 14 cp
Carnelian 15 Cp

Citrine 5sp
Diamond (colorless) 15 gp
Emerald 7 8p

Opal (fire) 4.gp
Pearl (black) 14 sp

Pearl (white) 7 sp
Ruby 196 Sp
Sapphire (blue) 84.sp

Spinel (red) 8sp
Topaz (honey-yellow) 14 sp
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Table 7.3 Fixed Mana from Creature Parts

Creature Type Body Part Fixed Mana
Bat Blood (1 0z.) 1 PP
Wing 3 PP
Boar Tusk 1 PP
Cat (Large) Eye 1 PP
Fur (9 sq. in.) 2 PP
Eagle Wing Feather 2 PP
Eel Hide (9 sq. in.) 1 PP
Fox Hide (9 sq. in.) 1 PP
Newt Eye 3 PP
Owl Feather 1 PP
Oyster Whole 1 PP
Rabbit Foot 3 PP
Scorpion Stinger 2 PP
Shark Tooth 1 PP
Snake Fang 2 PP
Spider Whole (and web) 2 PP
Squid Ink (1 0z.) 1 PP
Wolf Blood (1 0z.) 2 PP
Tooth 1 PP
Demon Blood (1 0z.) 5 x Demon Class
Bone 8 x Demon Class
Organ (heart) 20 x Demon Class
Scale (9 sq. in.) 5 x Dragon Lvl
Dragon Blood (1 0z.) 7 x Dragon Lvl
Bone 7 x Dragon Lvl
Organ (heart) 10 x Dragon Lvl
Scale (9 sq. in.) 5 x Dragon Lvl
Tooth 3 x Dragon Lvl
Giant Blood (1 0z.) 1 PP
Bone 3 PP
Goblin Blood (1 0z.) 1 PP

Creature Type Body Part Fixed Mana
Griffin Wing Feather 5 PP
Hippogriff Hoof 3 PP
Wing Feather 4. PP
Hobgoblin Blood (1 0z.) 1 PP
Hydra Blood (1 0z.) 10 PP
Tooth 20 PP
Kobold Blood (1 0z.) 1 PP
Sabertooth Tiger Tusk 10 PP
Scorpion, Giant Stinger Barb 10 PP
Spider, Giant Leg 10 PP
Web Spinner 10 PP
Troll Hide (9 sq. in) 3 PP
Wyvern Tail Barb 20 PP
Barghest Heart 25 PP
Harpy Blood (1 0z.) 1 PP
Ki-rin Horn 15 PP
Kraken Suction Cup 2 PP
Lycanthrope Blood (1 0z.) 3 PP
Medusa Serpent Tress 3 PP
Phoenix Ashes (11b.) 5 PP
Roc Wing Feather 5 PP
Sphinx Mane 25 PP
Unicorn Horn 50 PP
Ghoul Brain 4 PP
Ghast Brain 8 PP
Mummy Skin (9 sq. in.) 5 PP
Skeleton Bone 1 PP
Vampire Fang 5 PP
Skin (9 sq. in) 5 PP
Zombie Flesh (1 Ib.) 1 PP
Elemental Essence 25 PP

tables. It can be reasonably assumed that those prices reflect
handsome profits being made by Alchemists and the mer-
chants as they charge all the traffic will bear. It can also be
assumed that the prices reflect a relative scarcity of avail-
able potions.

For Charms, a reasonable sale price is between 5 and 25 gold
pieces per PP in the charm. For permanent talismans (assum-
ing that their owners or creators will sell them), 50 gold pieces
per PP invested in their creation is appropriate.

Esoteric Substances and
Occult Properties

Esoteric Substances

Of all inorganic substances, those found in meteorites and
other objects that fall from the heavens are the most magi-
cal. Starsteel, or meteoric iron, is justly renowned as the

material of choice for magical weaponry. However the other
celestial substances are more useful for those casters who tap
Fixed Mana.

Primal Essence is claimed to originate among the stars and
is held by some magical practitioners to actually be mana in
material form. A single ounce of Primal Essence holds 200
PPs of tappable Fixed Mana; it also costs 1,000 gold pieces
per ounce.

Starstones are fiery, silver crystals occasionally found in the
hearts of meteorites. Each starstone holds 25 PPs of Fixed
Mana per carat. A starstone can always regenerate its mana —
they never wear out. Starstones cost 500 gold pieces per carat.

Thunderbolts are black meteoric stones, containing 100 PPs
of tappable Fixed Mana per pound, and normally costing 100
gold pieces per pound to buy.
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Lightning Bolts are smooth blue cylinders, several inches
long, tapering to a point, and weighing about one pound. Each
bolt contains 50 PPs of Fixed Mana and costs 50 gold pieces.

The Power or Crystals

Earthly crystals also contain Fixed mana, and have a limited
ability to “recharge” their mana. A crystal can be drained
of mana, allowed to recover its energies, and then drained
again. The recovery period is normally a full twenty-four
hours, and the crystal must be fully drained before it will
begin recharging.

The amount of mana in a crystal depends on its type and
size. A crystal has 1 PP of Fixed Mana per gold piece of value
(rounding down). This means that gems whose value is less
than 1 gold piece per carat are only useful to a mage if they
are of a larger size.

Examplc: Diamonds have a value of 5 gp per carat and thus
amana caPaci’cg of 15 PPs. Aquamarines are on19 worth 14 cp
per carat, so the minimum useful aquamarine is an 8-carat
gem valued at112 cp with 1 available PP.

The number of times that the crystal can recharge depends
solely on its type. A gem can be recharged 5 times per gold
piece of carat value (rounding up). The number of carats in
the gem is ignored.

Examplc: Diamonds can be rechargecl 75 times (5 x !5g|:>).
Aquamarines can be rechargecl 5 times (14 cp rounds up tol
gcjcl Piece).

Organic Substances

Certain organic substances such as the bark of particular
trees, the flowers, nuts, berries, and roots of some plants, and
the body parts of animals and monsters contain Fixed Mana.

Herbal and plant materials are most useful in assisting with
healing-related magic and providing a basic power reservoir
for casters who tap Fixed Mana. Magical herbs can be used as
the occult ingredients for potions, which duplicate the herb’s
effect. Animal and monster body parts are normally required
for magic involving transformation into, control of, protec-
tion from, and/or assumption of one or more abilities of the
creature. The portions of the body in which the mana seems
to reside differs by species, but will include some or all of the
following: bone, horn, feathers, fur, hide, skin, scale, teeth,
fangs, organs such as the heart and the eyes, and blood.

Table 7.4 Plant Extracts and Appropriate Aspects

Herb, Plant, or Tree Spell Aspects & Properties

Adders Tongue (plant) Heal
Aloe (sap, 1 0z.) Influence
Amaranth (flower) Conceal
Angelica (leaf) Perceive
Apple (bark and apple) Youthen (Negate, Age)
Ash (bark) Influence, Divination
Basil (leaf) Influence, Demons, Spirits
Caraway (seed) Mind
Catnip (flower) Control

Cherry (flower, bark) Perceive, Time

Dandelion (flower, root) Element (Air) (flower), Spirit (root)

Elm (bark) Emotion
Garlic (bulb) Influence, Death
Grape Truth
Holly (berry) Influence
Ivy (leaf) Heal
Kelp (stem) Element (Water)
Lily (flower) Negate, Magic

Control, Magic, Mind
Heal, Body

Heal, Influence

Lotus (flower)
Mandrake (root)
Oak (bark, acorn)

Pine (bark) Enhance
Rose (flower) Control
Saffron (leaves) Element (Air)

Sage (leaves) Divination, Time, Youthen (Negate, Age)
Thyme (flower) Instill, Magic
Toadstool Element (Water)
Willow Heal
Witch Hazel Influence
Wolfsbane Influence

For creatures not explicitly mentioned in Tables 7.3, the GM may
allow a mana capacity of 1 PP for mundane animals and 3 PPs for
monsters. For mundane herbs and plants, the GM should assign
a mana capacity of 1 PP per plant. For magical herbs, the GM
should assign a capacity between 5 and 15 PPs depending upon
the potency of their effect relative to equivalent spells.

Table 7.4 lists a number of plants and the Aspects to which
they relate. This is useful of making potions. See also
Fragments.
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8 Rituals & RUnes

The arcane errects created through Ritual Magic
and Rune Magic can subsume and eXceed those
attainable through conventional spell casting.

Such wonders are not without their price, however,
Magical rituals can require hours to cast. Inscribing
runes and Circles or power takes minutes, yet
their powers can be undone in a moment.
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Ritual Magic

An Introduction to Magical
Rituals

Ritual Magic is the practice of creating magical effects by
repeated sequences of choreographed gestures, mystical in-
cantations, and the use of various magical objects and tools.
There are two distinct types of rituals, the first being Lesser
Rituals. These are rituals that duplicate the effects of a spe-
cific spell. This is an excellent method for any character to
learn a spell that he may not normally be allowed to learn.

Note: If a character should learn a ritual for item creation, the
normal rules of item creation still apply, thus a ritual of Imbue
Bonus would still have to be cast everyday for a number of
days to be determined by the ritual. Also, since that spell, as
well as the other Imbue spells has three different costs based
upon the item and its state, the ritual would have to be learned
separately for each of the different costs.

The second type of ritual is the Greater Ritual. These may
have a wide variety of effects that are not possible through the
use of existing spells. However, Greater Rituals are beyond
the scope of this product. All rituals discussed in the remain-
der of this section deal solely with Lesser Rituals.

Magical rituals are Ritual Magic’s equivalent of individual
spells. Each individual magical ritual is a lengthy and com-
plex means of shaping mana into desired spell matrices.
The gestures, the precise motions, the repeated chants of
apparently meaningless words, auspicious sites and times
combined with the intense concentration of the Ritualist
force mana into sigil patterns.

Each distinct magical effect requires a distinct ritual. This
is true even if the only difference in effect is a change in a
single parameter (such as a longer duration or range). This
is because any given ritual is researched to achieve a specific
effect. As ritual magic typically operates on Ambient mana
that has not been drawn into the Ritualist’s own body, leav-
ing a ritual spell matrix “open” to the equivalent of “scaling”
would provide so many exit routes for Ambient mana that no
stable sigil could be achieved. Hence all ritual sigils are closed
matrices — in Spell Magic terms, each ritual is analogous to a
unique base spell.

Therefore ritualists must research and create their own magi-
calrituals. Occasionally tomes containing complete accounts
of rituals are found, saving practitioners time in research.
Novices are warned that the details should be memorized
— taking a break in the middle of a ritual to hunt through a
dusty manuscript will interrupt the procedure wasting the
time of all involved.

Once the ritual is created and any necessary preparations have
been made, the caster can undertake the ritual itself. Unlike most
types of magic, rituals can involve more than one mage. Each
participant assists in the creation of the sigil, but all must com-
plete their allotted tasks without error.

Ritual Magic can use the Personal Mana of the participants to
fuel a ritual’s effect. Such rituals are the quickest to perform,
although they are glacially slow compared to ordinary spell-
casting. However, it is more common for ritualists to tap and
shape Ambient Mana, without drawing the mana into their
own bodies. By gradually shaping the mana over minutes, or
even hours, a ritualist can order the mana at arm’s length
(literally if he uses a ritual dagger or wand). This means that
the diffuse magic utilized in a ritual need not count against
a caster’s daily Power Point total. Moreover, ritual magicians
may work effects that require mana far in excess of their per-
sonal reserves and limits. Such potent rituals are equally dif-
ficult to perform and the backlash from a failed or fumbled
ritual can be very dangerous.

Ritual Research

The aspiring ritualist character must decide on the desired
effect for the proposed ritual and undertake days of study to
ascertain the sigil pattern and the sequences of gestures, the
incantations, and so forth necessary to create the sigil. This
research may uncover “influences” such as particularly aus-
picious times and places, exotic substances, etc., which can
assist in performing a ritual.

Lesser rituals duplicate the effects of existing spells. Thus an
Elementalist may learn a ritual that allows for him to per-
form the equivalent of the spell, Major Healing, even with all
the scaling options already applied. Rituals cost double the
amount of Power Points that the equivalent spell would cost.

Example: Demetrios, an Elementalist Mage, wishes to

learn a ritual that will duplicate the effects of the spe”

Major Healing. He wishes it to include the scaling option,
Heals all clamage. This would norma”g cost19 PP to cast for
someboclg who has the sPe”. For the ritual this will cost 38 PP
(19x2 =38).

Example: Uther, a ﬂedgling Ranger, wishes to learn a ritual
for chormingthe sPe” Past Visions. He wishes to have its
scaﬁng oPtions maxed out, givingthc ritual a total cost of 46
PP (2% x2 =46).

Having defined the nature and parameters of the ritual, the
ritualist must now research the specifics of the ritual in terms
of its sigil pattern and how best to create it. This research
may involve discussions with fellow practitioners, long hours
spent poring over dusty tomes in arcane libraries, periods
of contemplation upon the possibilities of the sigil pattern,
and even days practicing the gestures and incantations
in isolation.

The rules detailed in Researching Magic, Chapter 5 provide the
framework for researching magical rituals.

For every PP involved in the desired ritual, the magician must
spend at least one day in research.
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ExamPlC: Demetrios must sPcncl atleast 38 clags
rescarc]’winf his Major Hcaling ritual. Uther must sPcnd a

minimum ot 46 clays rcscarc]’n'nghis ritual.

At the end of this period, the student must make a Medium
Magical Ritual maneuver. The maneuver receives a +20 bonus
if the researcher has previously researched a similar ritual or
is seeking to modify an existing similar ritual. The defini-
tion of “similar” is strictly at GM discretion. The maneuver
receives a penalty if the ritualist’s number of ranks in Magical
Ritual is less than the projected Final PP cost of the ritual.
This penalty is equal to (Final PP Cost — number of Magical
Ritual skill ranks) x 5.

Example: Demetrios onlg has 30 ranks in Magica! Ritual.
That is less than the 38 PP cost of the ritual. The Pcnaltg
538 -3%0=8x50r-40to the Magical Ritual maneuver.
Fortunatelg Demetrios has access to a manual which gives
details of another hcahng ritual and the GM rules that this is
similar, Hicldinga +20 bonus.

Example: Uther on!y has 6 ranks in Magical Ritual, greelg
aclmitting that he much preferred learning other t]ﬁings. His
Penaltg i5-200 (46 — 6 = 40, then 40 x -5). He’s unlike[g to
discover the ritual details himself.

% NOTE: There is no bonus for ritualists who have more
ranks in Magical Ritual than the PP cost of the ritual to
be researched.

All the normal research modifiers detailed in Chapter s,
Researching Magic, should be applied to this maneuver roll.

If the researcher succeeds in this maneuver, he has determined
both the ritual sigil and how to perform the ritual. For each
difficulty level above Medium that the result would meet, the
researcher also discovers one beneficial “influence” (see below)
that will assist in the ritual.

Example: Demetrios’ final result on his Magical Ritual
maneuver is 147. That easi19 makes a Medium chFﬁculty level
A”~or~nothing roll. it would also have sufficed for a Verg
Hard maneuver (-40) as 147 — 40 is 107, but not for an
Extremelg Hard (-60) maneuver as 147 -60 is 87, much less
than the requirecl 100 for success. Demetrios learns two
aPProPriate Influences for his new ritual.

At this point, the researcher should learn the ritual by ex-
pending sufficient Development Points to increase his
Magical Ritual skill by one skill rank. The researcher must
also pay the extra DP cost for the ritual at this point—equal to
one half of the Power Point cost of the ritual (rounded up). In
the example above, the ritual would cost Demetrios 19 DPs in
addition to the cost of the Magical Ritual skill rank.

Characters may only know one ritual per skill rank in Magical
Ritual. To successfully perform rituals that other mages have
researched and fully documented, characters must still pay
the Development Points for one skill rank to learn the ritual,
but not the additional cost of 1/2 the Power Points of the

ritual. Starting characters possessing Magical Ritual skill
must have their starting rituals approved by the GM.

Ritual Inrluences

“Influences” are ritual-specific additions to the gestures and
incantations that form the core of a ritual. Influences are as
varied as rituals themselves, and provide “color” and distinc-
tiveness to ritual magic, preventing it from becoming just a
very long-winded way of casting spells.

GM'’s Option:
Pay In Abvance

For campaigns where level advancement is relatively
slow, the GM may wish to allow characters to purchase
ranks in Magical Ritual in advance, but without
specifying the ritual(s) to take those slot(s). When a
character then develops a ritual in-game between levels,
the skill rank can be allocated to that ritual.

Magical philosophers remain uncertain as to why Influences
should be capable of aiding ritual magic. They theorize that
the ritualist may be unconsciously using Natural Magic prin-
ciples to tap unknown powers within materials and items.
Wilder conjectures hold that auspicious times and dates may
coincide with heightened flows of Ambient and Pure Mana.

As “Influences” provide a practical benefit to performing ritu-
als, the GM is responsible for choosing which influences are
appropriate to a specific ritual. Moreover, a GM need only re-
veal influences if the ritualist PC surpasses the Medium dif-
ficulty level in the ritual research maneuver. The maximum
number of Influences for any ritual is 5 (and these need only
all be revealed if the ritualist meets the Absurd difficulty level.)

The GM should choose Influences as suits the ritual, the in-
ternal logic of the setting, and by quixotic whim. There is no
onus upon the GM to choose Influences for the convenience
of the PCs as they are not compelled to employ the Influences.
GMs may, of course, choose easily available Influences if that
suits the particular needs of their campaign plot.

A sampler of Influences is provided below. While perusing the
examples, the GM should also consider whether any of these
influences should be considered essential to the proper working
of the ritual. The influence descriptions below refer to aspects,
as listed in the spell creation section in Chapter 5. This reflects
that the influences work towards easing those base aspects of a
given spell.

Actions: Religious rituals may involve sprinkling holy water,
burning incense and praying. Sound magic might incorporate
singing, music, or simply repeated sounds such as striking
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gongs and clashing cymbals. Emotion Aspect effects might
involve miming the emotions.

Auspicious Dates: Certain times of the year seem more fa-
vorable to certain types of magic. These include holy days
and feast days celebrated by religions (useful for effects from
the Clerical Sphere), anniversaries of important events (Past
Visions, conversing with the dead), and the equinoxes and
solstices (winter solstice for Water magic, spring equinox
for Earth, summer solstice for Fire, and autumnal equinox
for Air).

Auspicious Places: Consecrated ground favors Clerical
Sphere effects and spells with Heal and Life Aspects.
Unhallowed ground aids evil magic of all kinds, while ceme-
teries, burial mounds, etc., assist spells with Death and Spirit
Aspects. Elemental rituals may benefit from taking place in
volcanoes for Fire, underground for Earth, on mountaintops
and airborne for Air, and in or by rivers, lakes, oceans, and
even underwater for Water.

Auspicious Times: Rituals that deal with light, darkness,
and perception (among others) may benefit from beginning
or ending at a specific time, such as sunrise, noon, sunset,
moonrise, or midnight. Accurate timekeeping is however
essential.

Fragments: These include skin, nail and hair clippings,
samples of blood, cremated ashes, etc., of animals, mon-
sters, Demons, Undead, etc. Rituals invoking Call, Control,
Influence, Return, Transform (minor), or Transform (major)
Action Aspects can all benefit from such paraphernalia.
Rituals targeting a specific individual need a fragment from
that individual, a likeness (e.g, a portrait), or a possession of
that individual. See also Chapter 7, Esoteric Substances and
Occult Properties.

Herbs and Plants: Rituals invoking the Plant Aspect may
benefit from rare flowers, seeds, leaves, nuts, berries etc.
Healing rituals can incorporate suitable healing herbs. Effects
such as Tree Skin, Tree Merge, etc., may employ the bark of
trees. Physical Alteration herbs will assist according to their
individual powers. See also Chapter 7, Esoteric Substances
and Occult Properties.

Items: Rituals with Create or Instill Aspects may find scale
models of the items to be fashioned or altered particularly
beneficial. In enchantment rituals, multiple copies of an item
may be consumed — the ritualist is removing the quality from
several items and concentrating it into a single item, perhaps
creating a magical sword from five non-magical blades. Maps
and models may also prove helpful to scrying effects as will
mirrors, crystal balls, and the like for projecting images.
[lusion Aspect effects can employ mirrors and other reflec-
tive surfaces in the creation of the unreal and so forth.

Precious Gems: Valuable gemstones may be sacrificed or
consumed in a ritual to add their Fixed Mana to the effect.
Certain gems are particularly relevant for elemental Aspect
effects: pearls and sapphires (Water), opals and rubies (Fire),
emeralds (Earth), and diamonds (Air). The Fixed mana value
of the gems should be at least equal to the PPs of the ritual (see
The Power of Crystals, Chapter 7).

Precious Metals: Silver and gold (to the value of 10 gp per
ritual PP) may be consumed in rituals. Transmutation rituals
(e.g, lead into gold) will be boosted by a careful sprinkling of
the desired substance (e.g, gold dust) onto the base material.

Sacrifices: In certain religions, offerings to the god or gods
are common. These may include precious metals and gems
(see above) or small animals and birds. Demons, Undead
and other evil beings may also be tempted by the sacrifice of
humanoids.

Example: Returning to Demetrios and his healing ritual, the
GM must determine two Influences. The GM selects Willow
bark as one influence since it is reputecl to have healing
Properties. As a second inﬂuence, the GM selects Actions.
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This ritual inﬂucncc, if used, rcguircs that Demetrios dances

around the person to be healed while chanting‘

Examplc: Uther has found a tome giving details of the ritual
he wants to PerForm. It suggests usinga crystal ball as a
focus for the visions.

Perrorming the Ritual

Before performing a magical ritual, the practitioner must en-
sure that all participants are properly prepared, any material
influences are in a readied state, and that the location for the
ritual is both available and protected.

For participants, proper preparation means that every-
one who is to be involved in performing the ritual has been
trained in the ritual. Many ritualists will also insist that par-
ticipants fast (from both food and drink) prior to the ritual
and abstain from all spell-casting during the fasting period
and until the ritual is complete. In some cultures, ceremonial
washing is also customary to further purify the body.

The ritual location itself must be set up with all its parapher-
nalia in the correct places and any materials, items, etc., re-
quired as influences in their correct positions. As even the
slightest interruption can ruin a ritual, guards should be
posted outside the ritual location to bar entry to intruders, no
matter how benign their intentions.

Finally the ritual itself can begin at the appointed time.
Each ritual participant will perform their precisely defined
sequences of esoteric gestures and chants at appropriate
points, as they focus their concentration upon the creation
of the ritual sigil. The material influences will be brought to
bear, offered as sacrifices or consumed by fire, water, or the
swirling currents of Ambient Mana. Stylized actions, im-
bued with mystic symbolism, will be acted out. Slowly, ever
so slowly, the sigil will assume its form and the ritual will
reach its climax as the sigil alters reality.

In terms of game mechanics, the success or failure of a magi-
cal ritual is resolved as follows:

Each participant in the magical ritual must succeed in a
Perform Magical Ritual maneuver. Perform Magical Ritual
is a -40 subskill of the Magical Ritual skill. Each participant
must also have gained one rank in Magical Ritual (this en-
sures that they have learned the ritual in question).

@ NoTE: The target (if any) of a ritual and anyone unfortu-
nate enough to be a sacrifice are not “participants” in this
sense.

The Perform Magical Ritual maneuver has the following posi-
tive modifiers:

+10 for each Influence
+5 for each additional participant in the ritual

+10 if the participant has fasted and abstained from
magic for at least 1 hour per 10 PP (or fraction thereof)
required by the ritual.

If a Magical Ritual has a Final PP Cost that is higher than
the number of skill ranks in Magical Ritual possessed by a
participant, then the following penalty should be applied:

-5 x (Final PP Cost — number of skill ranks).

High Magic Rituals are even more difficult to perform than
“normal” rituals and incur a special -40 penalty.

The ritual will automatically fail if any of the participants
are unable to speak or cannot move freely during the ritual.
(Few ritualists wear armor during a ritual lest it impedes a
key gesture.)

Aninterruption or other disruption can cause the ritual to fail.
This can range from an unexpected loud noise, a sacrificial
captive breaking free, a participant being attacked by weapon
or spell, etc. If an interruption occurs, all participants must
immediately make an additional Perform Magical Ritual ma-
neuver with a special -20 modifier. If any participant fails this
maneuver, the ritual is immediately ruined. If all participants
succeed, the ritual can continue. If the disruption persists
(e.g, a foe continues to attack a ritual caster), further maneu-
vers must be made. If a participant is incapacitated, killed, or
otherwise prevented from continuing, the ritual fails.

If the ritual succeeds, the desired magical effect happens as
expected. All material influences are consumed in the pro-
cess. For the purposes of Attack and Elemental spells, the
ritual maneuver roll of the chief participant is the casting roll
to use in determining results from the RR column of the ma-
neuver table and OBs.

If the ritual fails, then the desired magical effect does not
occur. All material influences are consumed or ruined. All
participants suffer a modest magical backlash and temporar-
ily lose 1 Hit Point and 1 PP for every 5 PPs in the Ritual. This
PP and Endurance loss is recovered normally.

If the ritual maneuver is fumbled, then the desired magical
effect does not happen, all material influences are ruined,
and all participants must make a non-open-ended roll on the
Ritual Fumble Table.

HARP College or Magics

Rituals &Runes Page 62



Table 8.1 Ritual Fumble Table
Oops! An incantation was spoken at the wrong time (or by
the wrong person). The sigil collapses and you temporarily
lose one-quarter of your remaining PPs and 1 Hit for every

01-25

PP required by the ritual.

Daydreaming on a ritual is unwise. The first you know
about the sigil collapsing is when the magical backlash arcs
through your body. Roll d100-20 on the Electrical Table
and lose half of your remaining PPs.

26-50

Well, now you know what happens when the gestures are
s1-7s made in the wrong sequence. The magical energy internal-
izes itself in your body. Roll d100 on the Electrical Table

and lose three-quarters of your remaining PPs.

Wrong ritual! Did you actually learn the right ritual? Roll
76-00 d1oo+20 on the Electrical Table as the mana flows through

you and lose all your remaining PPs.

The time required to perform a ritual is 3 minutes per PP
needed in the ritual if Ambient Mana is used.

Participants can use their own PPs instead. In this case,
the time needed is 10 rounds per PP required by the ritual.
All participants must contribute at least one PP to the total
PP required.

Example: While out aclvcnturirlg with his compar\ions, one of
themis scrl’ouslg injurccl. Having noboclg with hcaling sPc”s
with thcm, Demetrios decides to give his new ritual a try.
Demetrios now has 31 ranks in Magical Ritual (rcmcmbcr, he
had to bug a skill rank for this ritual) giving him a bonus of 8,
which with +12 from stat I:)onuscs, is 95. Heis employing both
influences (Action: c[ancing around the injurccl comrade while
c]ﬁanting and Herbs and Plants: a small pouch of Powclerccl
willow bark) for a +20. His total so faris 113 (9% + 20).
However the ritual requircs 38 PPs which exceeds his total
number of skill ranks bg 7, 80 thatis a 35 (7x-5) modifier
and Perform Magical Ritual has a base Penaltg of -40. His
total bonus for this ritual is 38. This means that he needs a
63 or better in order to succcsstu”g complete the ritual. if
Demetrios uses onlg Ambient Mana to complete the ritual
will take him 114 minutes a hour 54 minutes) or almost 2 hours
to comPIete. However, if Demetrios uses his own PPs for the
ritual, it will take him 280 rounds (760 seconds or 12 minutes
40 seconds) to coml:)lete it.

Example: Uther’s Plager does the calculations for the
difficulty of the Past Visions ritual. He has 1influence (the
crgstal a”) for a +10 and he has four friends helpingwith
the ritual for another +20. Tlﬁeg have all fasted Forﬁ hours
Prior to attem tingtlwe ritual (46 PP/10 = 4.6, rounded up
to5 hours of asting) for another +10. However Utl’xer’s
skill ranks are dwarfed by the PP cost of the ritual 46 -7 =

%9) makinga 195 modifier to the ritual. Uther would require
the assistance of several dozen able mages to reduce jwat
Penaltg to manageable levels. Uther’s Plager decides that

erhaps he best learn more about magical rituals in general
Eetore attempting this one.

Guidelines on Rituals

Ritual Magic is designed to achieve large-scale, permanent
effects, especially those that a character may not normally
have access to. Emulating instantaneous spells, cantrips, and
minor magics is not a worthy use of Ritual Magic. Rituals
can combine the effects of multiple spells into a single ritual
working. However, doing so increases the overall danger of
the ritual itself.

Unlike casters of Spell Magic who are constrained by skill
rank and PP maxima, ritualists can create effects whose
potency exceeds their personal limitations. Consequently
Ritual Magic can be much more hazardous to its practition-
ers and they should always weigh benefits against risks before
proceeding with a ritual.

In addition to its dangers, the requirement that every unique
effect should have a unique ritual should be adhered to
strictly. An item creation ritual to give a +5 bonus to OB is
different from a similar ritual to give a +5 DB bonus. GMs
should also utilize limitations on existing spells when emu-
lating them as rituals and require PCs to buy these off in the
secondary parameter adjustment stage. The above mentioned
Imbue rituals would have to be performed daily just as if the
character were casting the spell for creating an item. Rituals
almost always must enchant existing base items which in-
creases the PP cost and makes the rituals harder. Ritualists
must research individual rituals for specific items (whereas
Thaumaturges have a flexible toolkit) and GMs are encour-
aged to require expensive material Influences.

GMs may also wonder why anyone would ever use their
own PPs in Ritual Magic. The obvious answer is sometimes
the result of a ritual is wanted quickly. A less obvious an-
swer is that in some settings, traditional Spell Magic may
not exist, leaving Ritual Magic as the only option for mages.
In such worlds, a forewarned mage might even attempt
combat rituals. See Which Types of Magic, Chapter 11 for
more details on this subject.

Finally GMs may consider the modifier for extra participants
to be too modest. It represents a pragmatic compromise be-
tween simulating rituals in literature and myth where multiple
casters are either helpful or essential and thwarting attempts
to abuse the rules by having every character who can spell
the word “ritual” pitch in to knock down the penalties. Extra
participants will work best when they are competent in their
own right and their assistance would tip the balance of prob-
abilities in the ritualists’ favor.
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Rune Magic

In all its diverse forms, Rune Magic is the art of encapsulating
mana into physical manifestations of spell sigils. The sigils
are written, painted, carved or inscribed onto the surface of
an appropriate medium and imbued with magic. As the sigil
is imprinted only onto the surface, erasing or defacing the
sigil pattern is sufficient to destroy a rune. Similarly as a sur-
face magic, runes, glyphs, seals, etc., must be on a nominally
visible surface, although they can be concealed within larger
patterns or covered by tapestries and the like. Rune Magic is
a single-effect magic.

Runes, Glyphs and Seals

Spell Runes

The spell sigils created through Rune Magic are normally
categorized by the medium upon which they have been in-
scribed. Thus Runes proper are written or painted onto
papyrus, paper, parchment and so on, whereas Glyphs
are normally carved or incised on a rock, mineral, or gem,
and Seals are stamped or etched onto wax, clay or metal.
Regardless of their medium, most Runes, Glyphs, and Seals
encountered are “Spell Runes” in that any person with suf-
ficient Runes skill can ‘read” the rune, effectively casting
the inscribed spell using the encapsulated mana. Thus “Spell
Runes” serve as single-use magical items for individuals with
a modest amount of magical skill.

“Spell Runes” can encapsulate the matrix of any Low, Middle
or High Magic cantrip or spell. A spell caster may inscribe
the basic form of any spell that they know using the Runes
skill (with a -30 modifier for the Inscribe Runes subskill).
Inscribing scaled versions of spells requires the use of Rune
Mastery (Magician and Thaumaturge Circles).

Trap Runes

A “Trap Rune” (or “Trap Glyph” or “Trap Seal”) is a modi-
fied Spell Rune that acts as a magical booby-trap. A person
who activates a Trap Rune (by attempting to read it, touching
it, etc.) becomes the target of the encapsulated spell effect,
rather than being in control of the casting.

A Trap Rune of an unscaled spell may be created using the
Inscribe Trap Rune (-50) subskill. Inscribing a Trap Rune
takes one minute for each Power Point required by the spell
and these Power Points are expended by the caster at the time
of inscription of the rune. If the caster has insufficient Power
Points to inscribe the rune, the maneuver will fail. The Rune
Mastery spell may be used to inscribe Trap Runes of scaled
spell effects; however, an Inscribe Trap Rune maneuver must
still be made.

At the time of inscribing, the runemaster must decide upon
the Trap Rune’s activation trigger(s). For every ten ranks in
Runes skill, the runemaster may add one activation trigger to
a Trap Rune.

Typical activation triggers include:

Anyone or anything touching the rune immediately activates
the spell;

Anyone looking at the rune immediately triggers it (the rune
must be covered to prevent accidental activation as soon as it
is created);

A specific event occurs (e.g.,, someone unrolling a scroll with a
Trap Rune written on it).

(GMs should require PC runemasters to write down the
explicit conditions of triggers to prevent later confusion
and argument.)

The OB for an Elemental Attack Trap Rune or Spell Circle
depends on the spell’s attack size:

Table 8.2 Attack Size OB for Rune Magic

Attack Size OB
Tiny +40
Small +60
Medium +80
Large +100
Huge +120

For Trap Runes and Spell Circles with an inscribed Attack spell or
Containment and Protection Circles, make an open-ended roll on the RR
column of the maneuver table with a +50 bonus.

Proressiondl Runes

“Professional Runes” are sigil patterns specifically designed
for the teaching of spell casting. The base form of the spell
and its potential scaling options are inscribed in runic nota-
tion. Rarely are professional runes imbued with actual mana.

Professional runes are created using the Inscribe Professional
Runes (-40) subskill of the Runes skill. It takes one minute per
PP of the base form plus one minute per PP in each of the scal-
ing options to inscribe the rune.

Examplc: The Acid Bolt sPc” has a base cost of 5 PP and
two scaling oPtions (Increase Range +1 PP per extra 50' and
Increase Elemental Attack Potency +2 PP per size increase).
Creating an Acid Bolt Promccssior\a?runc rcquircs 8 minutes

(5 +2+1).

Magical Circles

Magical Circles are Rune Magic writ large. A magical circle
is a large circle drawn, painted or inscribed upon a solid sur-
face, and anointed with standard or special runes. Although
they must be primed in mana and effect by the Runemaster,
once drawn and activated a Circle utilizes the Ambient Mana
to exceed the normal parameters of spells, enabling them to
affect all within a circle or all targets within a certain range
of the circle’s perimeter. If a Circle’s perimeter is erased or
broken, even slightly, its powers will fail immediately. By their
very nature, Circles are immobile once created and activated.
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All Circles have a minimum size of 5'R. The maximum Circle
radius that a caster can draw and empower is 5' + 1' per rank
in Runes skill. The time required to create a Circle is the
time taken to draw the circle plus the time taken to empower
the circle and its associated runes. Drawing takes at least 1
minute per 1' radius for a simple chalk outline. More perma-
nent inscriptions (such as painting or etching a floor) will take
longer to make initially, but can be reused by retracing the
pattern. Retracing an existing pattern takes 1 minute per 1'
radius.

The time required for empowerment depends on the nature
of the Circle.

Drawing and empowering any Circle requires a successful
use of the Inscribe Circle subskill (treat as a -50 specialty of
Runes). The Power Points requirement varies by Circle type,
but if the caster does not have sufficient Power Points then the
maneuver automatically fails.

Spell Circles are the simplest form of magical circles. They
combine a circle design with a Spell Rune. Any character can
attempt to create a Spell Circle for the base form of any spell
that he knows. The Power Point cost for a Spell Circle is 1 PP
per 1' radius of the circle plus the base cost of the spell. To
create a Spell Circle of a scaled spell, the caster must make
a successful Inscribe Circle maneuver and successfully cast
Rune Mastery. The time required to empower a Spell Circle is
1 minute for every PP used in the Circle.

Examplc: The archmage Cefi creates a SPe” Circle: Ma_jor
Healingwith a20R razfus. It takes him twenty minutes to
draw the circle. The Power Point cost is 24 PP (20 PP for
20'R and 4 PP for Major Healing}. It takes Cefi a further 24
minutes to empower the Circle.

Once a Spell Circle has been created, it can be activated at will
by its creator or by anyone else making a successful Runes

GM'’s Option:
Variable OBs and RR Bonuses
ror Runes and Circles

As with potions, the set values of OBs for runes and
magical circles based on elemental attack size and the
flat +50 bonus on attack effects makes the GM'’s life
easy when determining the effectiveness of a specific
rune. There’s no need to spend any time deliberating
on how skilled the runewriter might have been or
additional book-keeping. GMs may wish to have
more variable bonuses that reflect the skill of the rune
creator. For all runes, the rune creator makes a second
maneuver using the Inscribe Runes, Inscribe Trap Rune,
Inscribe Professional Rune, or Inscribe Circle subskill
to determine the quality, looking up the result on the
Percentage column of the Maneuver Table, and this is
the OB for Elemental Attack effects and the bonus for
Attackeffects. If the result is a Fail or a Fumble, the result
is deemed to be a +o OB or +0 bonus to Attack effects.

maneuver. After activation, any and all appropriate targets
within the circle’s radius will be affected by the spell (even ifit
normally only affects one target). Targets receive RRs and DB
as normal against the effects. The Offensive Bonuses and RR
modifiers of Elemental and Attack spells are given in Table
8.2.

A Spell Circle’s effect lasts until either the spell’s duration ex-
pires normally or the circle is broken (Whichever happens first).
A Spell Circle can be broken either from the outside or the in-
side by mundane means (e.g, erasing, defacing or covering any
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Each Containment Circle imprisons a
specific creature type:

Animals:
of animal.

Imprisons any species

Demons: Imprisons any type of Demon.

Elementals: Confines one type of
Elemental (e.g, all Fire-based, Water-
based, Earth-based, or Air-based
Elementals). Must be learned separately
for each Element.

Humanoids: Confines members of any
one humanoid race (e.g,, Humans or Elves
or Goblins). A distinct pattern must be
learned for each race.

Monsters: Confines one specific species
of magical creature — each creature has a
unique pattern.

Spirits: Confines all types of Spirits.

part of the circle or its runes) or by someone crossing either
into or out of the circle once it has been activated.

A Containment Circle is a special type of circle that serves to
temporarily imprison some variety of entity. The Power Point
cost for a Containment Circle is 15 PPs plus 1 PP for every 1'
radius of the Circle. To create a Containment Circle, the caster
must know the specific Containment pattern and make a suc-
cessful Inscribe Circle maneuver. The time required to em-
power a Containment Circle is 15 minutes plus 1 minute for
every 1'R of the circle.

Once a Containment Circle has been created, it can be acti-
vated at will by its creator or by anyone else making a success-
ful Runes maneuver. After activation, any and all appropriate
targets within the circle’s radius will be unable to escape from
the Circle, whether by mundane means (walking, flying, etc.)
or by magical means (teleporting out), unless they can suc-
ceed in a RR versus Magic. The modifier for this RR is +50.
Targets may make a new RR once per hour. The containment
will also affect any appropriate entities who are summoned
into the area within the Circle after it has been activated.

A Containment Circle’s effects last for up to one hour per
rank of the creator in Runes skill or until the Circle is broken.
From inside the Circle, an affected target can only break the
circle by succeeding in their RR. From outside, the Circle can
be broken by erasing, covering, or defacing any part of the
circle or by someone crossing into the circle.

A Containment Circle can be renewed by re-empowering it
before its duration expires. The PP and time cost for this is
identical to the original empowerment. It is not necessary to
redraw the circle.

Undead: Imprisons all types of Undead.

A Protection Circle is a special kind of Circle that defends
anyone inside the circle from specific entities or magic.
Protection Circles prevent the chosen entities or magic cross-
ing the circle’s perimeter.

The Power Point cost for a Protection Circle is 10 PPs plus
1 PP for every 1' radius of the Circle. To create a Protection
Circle, the caster must know the specific Protection pat-
tern and make a successful Inscribe Circle maneuver. The
time required to empower a Protection Circle is 10 minutes
plus 1 minute for every 1'R of the circle.

Once a Protection Circle has been created, it can be acti-
vated at will by its creator or by anyone else making a suc-
cessful Runes maneuver. A Protection Circle against Magic
will block any attempt to cast magic at the Circle or anyone
within the Circle. An attacking spell caster must succeed in
a RR versus Magic or have his spell disrupted (and forfeit the
Power Points).

Other Protection Circles prevent specific entity types from
approaching within 10' of the circle’s perimeter, unless they
can succeed in a RR versus Magic. To actually cross the circle
requires a second successful RR versus Magic.

The modifier for all these RRs is +50. Targets may make a new
RR once every ten minutes.

A Protection Circle’s effects last for up to one hour per rank
of the creator in Runes skill or until the Circle is broken. The
Circle can be broken by erasing, covering, or defacing any part
of the circle or by someone crossing into or out of the circle.

A Protection Circle can be renewed by re-empowering it
before its duration expires. The PP and time cost for this is
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identical to the original empowerment. It is not necessary to
redraw the circle.

The following are examples of Protection Circles:

Protection against Animals: bars the entry of any species
of animal.

Protection against Demons: prevents the entry of any type
of Demon.

Protection against Elementals: stops any one type of
Elemental (e.g, all Fire-based, Water-based, Earth-based,
or Air-based Elementals) from entering. There is a separate
Circle for each Element.

Protection against Humanoid: bars the entry of members of
any one humanoid race (e.g, Humans or Elves or Goblins). A
distinct pattern must be learned for each race.

Protection against Magic:
the perimeter.

prevents magic crossing

Protection against Monsters: defends against one specific
species of magical creature — each creature has a unique
pattern.

Spirits: Stops the entry of all types of Spirits.
Undead: Bars the path of all types of Undead.

Magical Circles can be combined. The circles may not inter-
sect (as this would break the circles) but can be arranged in
concentric patterns.

Characters may automatically learn one Circle pattern (Spell,
Containment or Protection) for every 5 ranks they possess
in Runes. Additional patterns may be learned using the
Researching Magic rules in Chapter 5.

Table 8.3 College of Magics spells suitable for use as Battle Runes

Battle Runes

Battle Runes are introduced and described in Martial Law.
Battle Runes are a subcategory of Rune Magic, whose practi-
tioners sacrifice the universality of traditional runic notation
in favor of a more superficial and easier approach to enrun-
ing weapons and armor. Battle Runes provide warriors and
others with the limited ability to inscribe the base forms of
a restricted set of spells. Battle rune notation is much easier
to inscribe (i.e., a Medium maneuver versus the -30 penalty of
conventional inscribing). However, the inscribing process is
impermanent with the mana fading from Battle Runes within
a matter of hours.

Battle Runes cannot be used to inscribe either Cantrips or
High Magic, as both use patterns outside Battle Rune no-
tation. However, the following Middle Magic spells from
College of Magics may be enruned as Battle Runes (see Table
8.3).

Universal Sphere Ranger Sphere

Banish Fatigue ** Vision Protection **
Detect Life**
Detect Undead **
Water Breathing **
Water Vision **

Elementalist Circle Necromancer Circle

Elemental Aura** Acid Ball *
Elemental Resistance** Acid Bolt*
Underwater Movement ** Inflict Injury *
Inflict Pain *
Nightvision **
Wounding*

* = This is an offensive spell and can only be inscribed on weapons.

** = Will work only on the wearer of the armor or on the weapon wielder.

Warrior Mage Sphere
Sharpshooter **

Thaumaturge Circle
Arcane Ball*
Deflect Spell**
Spell Resistance **
Spell Shield**
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Rune Paper and Scrolls

The traditional medium for Runes is Rune Paper. A single
sheet of Rune Paper (6" by 6”) can hold one spell. A scroll is a
longer roll of Rune Paper that can hold up to three spells.

Rune Paper is somewhat of a misnomer as it can actually be
made from parchment (the treated skin of calves, sheep, and
goats) or from vellum (the skin of young or unborn calves) as
well as from paper. However only the finest parchments and
papers have the necessary creamy-white tone, smoothness
of surface, and durability to serve as Rune Paper. Ordinary
sheets of parchment or paper (as listed in the Equipment
chapter of HARP) simply lack the necessary quality to serve
as Rune Paper. Instead Rune Paper must be made specially.

For parchment and vellum, a craftsman must first wash the
skins and loosen any hair with lime or another caustic sub-
stance, before scraping off hair and residual flesh. The skins
are stretched on frames, dried, and then thinned. Their sur-
face is then polished with pumice and whitened with chalk.
Thereafter, the parchment or vellum may be removed and cut
to the desired size. Ten sheets (or three scrolls) of Rune-quality
parchment costs 5 gp to produce, takes 1 day, and requires
a Very Hard (-40) Crafts (Parchment) maneuver to make.
Ten sheets (or three scrolls) of Rune-quality vellum costs 8
gp to produce, takes 1 day, but requires a Hard (-20) Crafts
(Parchment) maneuver to make. The reduced Difficulty de-
gree results from the finer grain and unblemished nature of
the calf skin.

Papermaking is impractical for adventurers lacking a permanent
base of operations. Paper requires large quantities of pulp, which
for centuries was made by placing damp rags in large vats to rot
for weeks. The rotten rags were then physically pounded to break
them up into their individual fibers with this ‘paper pulp” being
returned into a watery vat. To create a sheet, the paper-maker
dipped a wire mesh mold (of the desired paper size) into the vat,
ensuring that the pulp had adhered evenly to the mold. The newly
formed sheet was placed on a piece of fabric. A further piece of
fabric was placed on top of it. The next sheet formed went on top
of this until a multi-layered pile of sheets and cloths had been
made. The pile was then pressed several times to remove most
of the water before the individual sheets were carefully removed
and hung up to dry. Finally the paper was made impervious to
ink by dipping the sheets into a gelatin solution, drying them, and
then rubbing their surface with a glossy stone such as an agate.
Ten sheets (or three scrolls) of Rune-quality paper costs 3 gp to
produce, takes 1 day (if the pulp already exists), but requires an
Extremely Hard (-60) Crafts (Paper-making) maneuver to make.

Even Runemasters who make a living by selling enruned
rune paper and scrolls will frequently purchase their paper,
parchment or vellum supplies from specialist parchment or
paper-and-ink artisans at between three and five times the
production cost. The sale price of Rune Paper and Scrolls can
be found in the Treasures chapter of HARP; note that the
cost for spells is 1 gp per PP in the base form of a spell and
10 gp plus 5 gp for every PP worth of scaling. Remember that
access to the Rune Mastery spell is required to inscribe scaled
spells and prices reflect this training.

Inscribing and Erasing Runes and Circles

The wise mage uses the strongest quill pens (1 sp per set of
10) and purest of inks (1 sp) when inscribing runes. The nib
of a quill breaking or ink that runs, is insufficiently dark, or
fades on the merest exposure to sunlight, can ruin a rune
and the rune paper. Likewise those who prefer to paint their
runes onto surfaces, whether paper, stone, wood, or the metal
of arms and armor, use the most delicate of brushes and the
finest watercolor paints. Writing, painting, and tracing runes
into wax tablets all take the normal time for the specific Rune
or Circle. However, such means of inscriptions can easily be
defaced or erased (paints can be washed off and wax surfaces
smoothed over).

Tracing a Circle in sand or dirt with a dagger or outlining it with
chalk all take the normal time to draw as given above. Painting
a Circle takes twice as long as normal.

More permanent inscriptions such as carved runes in wood
or etched sigils and Circles in stone, metal or crystal are much
harder to destroy. These more lasting inscriptions can be
ruined by the determined, however. A well-placed axe blow
can destroy a carving, a hammer or a chisel can be applied to
chip off stone fragments, acid can mar metal seals, and harder
gems (such as diamond) can scratch softer crystals. (Vandals
are reminded that such actions are frequently the triggers for
Trap Runes.)

They are also more time-consuming to create (multiply time
requirements by 2 for wood, by 5 for stone or metal, and by
10 for crystals and gems), and require the caster to have the
necessary tools such as knives and chisels to carve, sculpt or
etch surfaces. Once the sigil has been activated, the pattern
remains. Many warriors will refuse to have their weapons or
armor “vandalized” in this manner, preferring to place their
trust in the more temporary invisible Battle Runes.
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9 Spell Magic

. BERCTIG Oh

Spell Magic is the most diverse body or magical
Lore in HARP, running the entire gamut or power
From the parlor tricks or Low Magic through the

Spheres and Circles or the expert proressionals

to the granoiose wonoders or High Magic.
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Low Magic

Low Magic is the study of the minor magical effects known as
Cantrips. These Low Magic spells have extremely limited po-
tency and restricted uses. By their very nature, cantrips can-
not be scaled upwards to achieve increased effects. Fortuitous
casting can, however, lead to improved effects. All cantrips
are Utility spells; it is not possible to create an Attack or an
Elemental cantrip as the sigil fragments which form Low
Magic spells simply do not encompass the necessary offen-
sive patterns.

Table 9.1 Cantrip List

Body Clock Dry Metal Relieve Pain
Clean Body Dry Wood Remain Dry
Clean Clothing Find Page Repair Clothing
Clean Leather Float Repair Crack
Clean Metal Glowing Eyes Repair Nick
Clean Wood Heal Bruise Repair Rent
Compass Heal Cut Repair Tear

Count Ignite Repel Filth
Create Water Magnify Repel Tiny Insects
Cure Hangover Measure Smoke Rings
Dry Clothing Purify Drink Weigh
Dry Leather Purify Food
Dry Manuscript Relieve Headache

Cantrips are, however, relatively easy to learn. Like Universal
Magic, cantrips may be learned by members of any profes-
sion. As one or two Power Point incantations, a cantrip
requires the purchase of only one skill rank for a caster to
fully encompass the spell. Unlike other forms of Spell Magic
where each spell must be acquired as an individual skill, Low
Magic requires its wielders only to develop the Cantrips
skill (see Chapter 6) both to learn cantrips and to cast them.
Hence the more cantrips a Mage knows, the easier it is to
cast them.

All the normal rules regarding spell casting apply to Low
Magic, so casters who insist on wearing armor will have to
expend additional Power Points, have as many skill ranks in
the Cantrips skill as PPs to be invested in the spell, and suf-
fer the normal casting penalties for wearing armor. Cantrips
are resolved on the Utility column of the maneuver table with
the caster adding his Cantrips skill to an open-ended roll. All
results from the table are applied as normal.

Apprentices of both mentors and guilds usually learn a hand-
ful of cantrips during their early training as they provide
relatively safe initial spells to experiment with. Some cantrips
such as Body Clock, Clean Clothing and Cure Hangover have
obvious value to students! As apprentices gain more experi-
ence with magic, they tend to focus their available time on
understanding the principles underlying their professional
Sphere or Circle and on mastering the rudiments of a few
Universal or professional spells.

Low Magic lore is not limited to the ranks of the spell-using
professions. Specific cantrips are passed down from genera-
tion to generation as “knacks” that help to ease everyday life.
Skilled artisans may use the various Repair cantrips to mend
damaged tools and farm implements, while the reputation of
the local hedge wizard may be founded on the shrewd appli-
cation of healing cantrips and common sense.
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Cantrips

Body Clock

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: — Spheres: Cantrip

Description: Caster can reset his body clock before going to
sleep, so that he will wake up at a predetermined time.

Clean Bobdy

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: All dirt is immediately removed from the target
being, leaving him perfectly clean.

Clean Clothing

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: All dirt is immediately removed from one arti-
cle of clothing or piece of cloth, leaving it perfectly clean.

Count

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: — Spheres: Cantrip

Description: Caster can determine the exact number of one
group of like items within a 5’ radius that is within his sight —
useful for counting one’s gold.

Create Water

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: 2 rounds Spheres: Cantrip

Description: Caster can create one pint of pure water, caus-
ing it to appear in a ready container over the course of two
rounds. Cantrip duration is time for water to appear; water
remains after the duration expires.

Cure Hangover

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —
Duration: — Spheres: Cantrip

Description: The target is instantly cured of a hangover.

Clean Leather Ory Clothing

PP Cost: 1 Spell Type: Utility PP Cost: 1 Spell Type: Utility
Range: Touch RR: — Range: Touch RR: —

Duration: — Spheres: Cantrip Duration: — Spheres: Cantrip

Description: All dirt is immediately removed from one
leather object (Which may be a suit or piece of leather armor),
leaving it perfectly clean.

Clean Metal

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: All dirt is immediately removed from one metal
item, weapon, piece or suit of armor, leaving it perfectly clean.

Description: Caster can remove any surface liquid or mois-
ture from an article of clothing.

Ory Leather

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Caster can remove any surface liquid or mois-
ture from one leather object (Which may be a suit or piece of
leather armor).

Clean Wood Ory Manuscript

PP Cost: 1 Spell Type: Utility PP Cost: 1 Spell Type: Utility
Range: Touch RR: — Range: Touch RR: —

Duration: — Spheres: Cantrip Duration: — Spheres: Cantrip

Description: All dirt is immediately removed from one
wooden object, leaving it perfectly clean.

Description: Caster can dry any moisture contained in one
book, text, scroll, etc.

Compass Ory Metal

PP Cost: 2 Spell Type: Utility PP Cost: 1 Spell Type: Utility
Range: Self RR: — Range: Touch RR: —

Duration: Concentration Spheres: Cantrip Duration: — Spheres: Cantrip

Description: As long as the caster concentrates, he can per-
ceive the direction of “true” north.

Description: Caster can remove any surface liquid or mois-
ture from one metal item, weapon, piece or suit of armor.
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S
Ory Wood
PP Cost: 1 Spell Type: Utility
Range: Touch RR: —
Duration: — Spheres: Cantrip

Description: Caster can remove any surface liquid or mois-
ture from one wooden object.

Find Page

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: 2 rounds Spheres: Cantrip

Description: If the caster touches a book or scroll and thinks
of a specific page or section, then the book will open at/turn
to the right page or the scroll will unroll to the chosen area.

Caster must have read the book or scroll at least once.
Float

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Cantrip

Description: Caster remains afloat on any normal liquid as
long as he concentrates.

Glowing Eyes

PP Cost: 1 Spell Type: Utility
Range: Self RR: —
Duration: 2 rnds/rnk (C) Spheres: Cantrip

Description: Caster can cause his eyes to glow any color de-
sired at up to 1 candlepower per eye. This is an illusion with
a maximum duration that depends on the caster’s Cantrips
skill. While the cantrip will remain active for the entire length
of time, his eyes will only glow when he is concentrating.

Heal Bruise

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Caster is able to heal up to 5 concussion hits.

Heal Cut

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Caster is able to heal a 1 concussion hit per
round bleeding wound. This cantrip has no effect on more
severe bleeding wounds.

Ignite

PP Cost: 2 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Cantrip

Description: A 1" flame springs from the caster’s fingertip.
This can be used to set alight any flammable material.

Magniry

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Cantrip

Description: Magnifies any visual image viewed by the caster
by x5. Caster can only use this spell on items, surfaces, etc.,
that are no further than 5' away from the caster.

Measure

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Caster can determine the exact dimensions
(i.e., length, width, height) of one item.
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Puriry Orink

Relieve Pain

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —
Duration: — Spheres: Cantrip

Description: All impurities, poisons, etc., are immediately
eliminated from one pint of liquid, leaving it totally pure.

Puriry Food

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: All impurities, poisons, etc. are immedi-
ately eliminated from one pound of food (equivalent to 1
day’s ration).

Relieve Headbache

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —
Duration: — Spheres: Cantrip

Description: The target is instantly cured of a headache.

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —
Duration: — Spheres: Cantrip

Description: Caster is able to heal one slight injury, equiv-
alent to eliminating a maneuver penalty of -10 or less.
This cantrip has no effect on injuries with higher maneu-
ver penalties.

Remain Ory

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Cantrip

Description: Precipitation is gently repelled from the caster,
ensuring that he remains dry for the duration of this cantrip.

Repair Clothing

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Repairs any one continuous tear or rent in an
item of clothing or piece of cloth. Does not restore any lost
magical properties.

Repair Crack

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Repairs one crack in a wooden object. This
cantrip cannot mend items that are broken into two or more
pieces, nor restore any lost magical properties.

Repair Nick

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Repairs one nick in a metal item, weapon, piece
or suit of armor, helping to keep it serviceable. This cantrip
cannot mend metal objects that are broken into two or more
pieces, nor restore any lost magical properties.

Repair Rent

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Repairs one rent or tear in a leather object
(which may be a piece or suit of armor). This cantrip cannot
mend leather objects that have been torn into two or more
pieces, nor restore any lost magical properties.
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Repair Tear

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Repairs any one continuous tear in a sheet of
paper or parchment, restoring the document to its undam-
aged state.

Repel Filth

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Cantrip

Description: All dirt, grime, mud, blood, gore, etc. is repelled
from the caster for the duration of this cantrip.

Repel Tiny Insects

PP Cost: 1 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Cantrip

Description: Any tiny insects (i.e., normal bees, wasps, flies,
ants, etc.) that come within 6" of the caster are pushed away
from the caster.

Smoke Rings

PP Cost: 1 Spell Type: Utility
Range: Self RR: —
Duration: Concentration Spheres: Cantrip

Description: Caster can create one smoke ring (of up to 3" in
radius) per round. Smoke rings may be of any color. Caster
needs a source of smoke such as a pipe or fire, and the rings
dissipate naturally.

Weigh

PP Cost: 1 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Cantrip

Description: Caster can determine the exact weight of one
item (Which may be a filled sack or other container).
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Middle Magic

Middle Magic is the collected spells of the Spheres and Circles
of the spell-using professions. It also includes the spells of
Universal Magic. The rules concerning its use are fully cov-
ered in the HARP core rulebook.

Middle Magic forms the bulk of Spell Magic, but it is not
a unified magic like the study of cantrips or High Magic.
Instead the knowledge of the Middle Magic sigils is scattered
among the spell-using professions with each profession de-
voting their energies to learning their specialty spells and oc-
casionally extending the application of their sigil fragments
to new spells. However, while some sigil patterns are truly
exclusive to certain Spheres or Circles, there is some overlap
at the boundaries. The sigil patterns which form the basis of
Universal Magic are sufficiently easy (relative to the Spheres)
and foundational to Spell Magic that Universal Magic can be
learned by members of any profession.

(A modern analogy to explain the Spheres and Circles is to
consider Middle Magic to be akin to mathematics. As the
foundation of Spell Magic, Universal Magic might be con-
sidered its number system and arithmetic, while the Spheres
could be the equivalents of geometry, algebra, calculus, etc.
The Great Circles represent related fields of mathematics —
differential calculus versus integral calculus, for instance.)

The upshot is that while the various strands of Middle Magic
share common concepts, members of one profession cannot
trivially teach their Sphere or Circle spells to members of an-
other profession. Each profession that has its own Sphere or
Circle also has its own set of sigil pattern fragments. Learning
spells from a Sphere or Circle requires having access to those
fragments. There are two ways to accomplish this.

The first is to join the relevant profession, either as the char-
acter’s starting profession or using the Additional Profession
Talent at second or higher level. If using the Additional
Profession Talent, the character must choose access to the
sphere as the new professional ability gained. However, the
character can only learn spells from the Sphere/Circle of the
profession that they are currently developing — effectively
they need the professional mindset to reinforce their training
sufficiently for them to learn the new spells.

The second method is to use the Arcane Power or Arcane
Circle Talents. These talents allow a character to develop the
spells of the associated Sphere or Great Circle regardless of
their current profession. They have developed the facility to
work directly with the spell pattern fragments.

The new spells found in the Mages’ Great Circles and the ex-
pansions of the other Spheres means that there are many more
spells potentially available to Clerics. GMs are reminded to
be strict in enforcing the twenty-spell maximum on a Cleric’s
base list. However, if a Cleric has not yet developed all of their
optional spells, the GM should consider if any of the spells

introduced in this book are a better fit for the specific Cleric.
As always, the selection should be in keeping with the Cleric’s
religion and deity.

New Universal Spells

Banish Fatigue
PP Cost: 4
Range: Touch

Spell Type: Utility
RR: —

Duration: 1 hour Spheres: Universal

Description: The target will remain alert and awake for
the duration of this spell, suffering no penalties due to ex-
haustion, tiredness, or exertion. This spell does not protect
against magically induced sleep, nor may a character regain
lost Endurance or Power Points while under its effects.

Scaling Options:

Increase Duration (fo 1 hour per rank): +12 PP
Oetect Lire

PP Cost: 5 Spell Type: Utility

RR: —
Spheres: Universal

Range: 100'
Duration: 2 rnds/rank

Description: The caster may detect the presence of plants
and creatures (e.g, animals, monsters, humanoids) within a
10' radius within range. The caster may shift his focus from
one area to another within range each round by concentrat-
ing. The only information learned is whether there is a living
plant or a creature within the radius being studied.

Scaling Options:

Increase Information: +5 PP
(indicates the species of plant or creature)

Increase Range (per +50): +1 PP
Increase Radius (per extra 10'R) +1 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4. PP
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Table 9.2 Middle Magic Spell List

Elementalist Necromancer Thaumaturge Vivamancer
Air Wall Acid Ball Analysis Animal Transformation
Air Form Acid Bolt Arcane Ball Banish Creature
Breezes Animate Dead Bladeturn Calm®
Conflagration Control Undead! Change Object Size Changing Ways
Cool Create Undead' Conjure Animal Control Aerial Creature
Darkness Curse Conjure Creature Control Aquatic Creature
Earth Tunnel Darkness Conjure Item Control Land Creature
Earth Wall Disease Deflect Spell* Control Plant
Earthen Transmutations Fear Deflections Creature Transformation
Elemental Aura Fire Nerves Fly Cure Disease’
Elemental Ball Inflict Injury Force Wall Cure Insanity
Elemental Bolt Inflict Pain Haste Fear
Elemental Resistance Invisibility Imbue Bonus Growth
Extinguish Fires Jolts Imbue Charge Lifegiving'
Fire Wall Misfeel Imbue Exotic Lifekeeping'
Fissure Nightvision Imbue Spell Major Healing'
Flash Poison Air Long Door Nature’s Tongues’
Heat Poison Enhancement Long Door Item Nature’s Strength’
Ice Wall Shock Mage Armor Neutralize Poison’
Icy Mist Wall Speak with the Dead Magestaff Plant Growth
Obscuring Mist Summon Undead Merging Ways Plant Healing
Quicksand Turn Undead Molding Plant Transformation
Spikes Undead Mastery Passing Rejuvenation
Stoneskin Unluck Phantasm Repel Animal
Stun Cloud Weaken Agility Potion Mastery Restoration’
Tremors Weaken Constitution Preserve Charm Share Animal Sense
Trench Weaken Insight Quiet Ways Shrink
Underwater Movement Weaken Presence Rune Mastery Summon Aerial Creature
Unfog Weaken Quickness Spell Resistance Summon Aquatic Creature
Vacuum Weaken Reasoning Spell Shield Summon Land Creature
Water Corridor Weaken Self Discipline Stabilize Elixir Telepathic Bond
Water Form Weaken Strength Waiting Spell Tree Skin’
Water Wall Wounding Wards Turn Undead'

Spells in italics can be found in the HARP core rulebook and, unless otherwise indicated, are in the Mage Sphere.

' This spell is found in the Cleric Sphere.
> This spell is found in the Harper Sphere.

Table 9.3 Additional Spells for Existing Professions

Universal Harper Ranger Warrior Mage
Banish Fatigue Beguiling Voice Nature's Awareness Mantlet
Detect Life Project Voice Predict Weather Reload Weapon
Detect Signature Speed Reading Vision Protection Sharpshooter
Detect Undead
Enchanted Rope
Water Breathing
Water Vision
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Detect Signature Enchanted Rope
PP Cost: 5 Spell Type: Utility PP Cost: 3 Spell Type: Utility
Range: 100' RR: — Range: 50’ RR: —

Duration: 2 rnds/rank Spheres: Universal

Description: The caster may detect the signature of any ac-
tive spell. This only tells him the profession of who cast the
spell, not who they are, or any other information. Each caster
has a unique signature, so the caster will always be able to
differentiate between the signature of one spell caster and
another without needing to make any rolls. This spell has sev-
eral unique scaling options.

Trace Signature: This allows the caster to track the caster of
a specific signature detected by this spell. To the caster of this
spell, it is as if he is following a trail of phosphorescent light
between the detected spell and its caster. The actual track-
ing of this trail is accomplished by making a Light tracking
maneuver. For every two hours since the casting of the spell
being traced, the difficulty is increased one step, to a maxi-
mum difficulty of Absurd.

Detect Expired Spell: This allows the caster to detect a spell
whose duration has already expired. The caster will detect
any expired spells within a 10’ radius, and he may search a
different 10' radius within his range each round.

Scaling Options:

Increase Range (per +50)): +1 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Trace Signature +5 PP
Detect Expired Spell (within 10 minutes/rank) +5 PP
Increase Information (level of caster) +2 PP
Oetect Undbead

PP Cost: 5 Spell Type: Utility

RR: —
Spheres: Universal

Range: 100'
Duration: 2 rnds/rank

Description: The caster may detect the presence of Undead
within a 10' radius within range. The caster may shift his
focus from one area to another within range each round by
concentrating. The only information learned is whether there
is an Undead within the radius being studied.

Scaling Options:
Increase Information (indicates the general

Class of Undead) +5 PP
Increase Range (per +50) +1 PP
Increase Radius (per extra 10'R) +1 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP

Duration: Concentration Spheres: Universal

Description: If the caster holds one end of a rope, he can
cause the rope to move up to its length (within the range of
this spell) in any direction, to tie itself in knots, and untie it-
self. The rope can attack a living being, tying the being up if
he fails to make a Light Agility or Acrobatics maneuver. A
tied being can escape from the bonds by succeeding at a Light
Contortions maneuver.

Scaling Options:
Increase Range (per +50)) +1 PP
Increase Radius (per extra 10'R) +1 PP
Increase Dodge Maneuver Difficulty

(per degree increase) +2 PP
Increase Contortions Maneuver Difficulty

(per degree increase) +2 PP
Water Breathing
PP Cost: 4 Spell Type: Utility
Range: Touch RR: —

Duration: 10 rounds/rank Spheres: Universal

Description: The target gains the ability to breathe water as
easily as they breathe air. For the duration of the spell, the
target’s lungs are able to breathe in both air and water. The
spell does not protect against underwater pressure. There
is an aquatic version of this spell, known as Air Breathing,
which enables underwater races to breathe air as easily as
they would water, and protects them from “drying out” due to
a lack of immersion in water.

Scaling Options:
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
Increased Pressure (target can survive
pressures at depths of up to 100/rank) +4 PP

Increase Targets (per each additional target)  +3 PP
Water Vision
PP Cost: 4 Spell Type: Utility
Range: Touch RR: —

Duration: 10 rounds/rank Spheres: Universal

Description: The target gains the ability to clearly see
through up to 100 of water (even murky water). Some residual
light must exist for this spell to work.
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Scaling Options:

Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
Increased Distance +4. PP
(see clearly up to 1007/rank)

Improved Vision +4 PP

(can see through fog, mist, or any other precipitation)

New Harper Spells

Beguiling Voice

PP Cost: 3 Spell Type: Attack
Range: 10’ RR: Will
Duration: Concentration Spheres: Harper

Description: The target will believe that any and all reason-
ing and ideas put forward by the caster are correct and valid,
and will be unable to doubt these beliefs for as long as the
caster concentrates. After the spell has ended, the target will
continue to believe these ideas until either persuaded other-
wise or presented with irrefutable evidence to the contrary.
The target must be able to understand the caster for this spell
to work.

Note: The scaling option to increase the range by 50' requires
the range to be 50' already.

Scaling Options:

Increase Range (to 50 +2 PP
Increase Range (per +50)) +1 PP
Increase Targets (per each additional target) ~ +4 PP

Project Voice

PP Cost: 3 Spell Type: Utility
Range: 100' RR: —
Duration: Concentration Spheres: Harper

Description: The caster can speak and his voice will be heard
as if coming from any point he chooses within the range of
this spell. The loudness of the caster’s voice is unchanged.
Using the scaling option, Private Whisper, the caster can
whisper and his voice will only be heard within 1' of the cho-
sen point.

Scaling Options:
+1 PP
+4. PP

Increase Range (per +50))
Increase Duration
(1 minute/rank without concentration)

Private Whisper +3 PP

Speed Reading
PP Cost: 2
Range: Self

Spell Type: Utility
RR: —

Duration: Concentration Spheres: Harper
Description: Caster can read at double the normal rate (i.e., 2
pages per minute) while this spell is active.

Scaling Options:

Increase Reading Speed (x3, 3 pages per minute) +2 PP
Increase Reading Speed (x4, 4 pages per minute) +4 PP
Increase Reading Speed (x5, 5 pages per minute) +8 PP
Increase Reading Speed (x6, 6 pages per minute)+10 PP

New Ranger Spells

Nature’s Awareness

PP Cost: 5 Spell Type: Utility
Range: 100' RR: —

Duration: 2 rnds/rank Spheres: Ranger

Description: The caster can perceive all animate activity
(including subtle movements) occurring in a 20'R within the
range of this spell. This spell may only be cast outdoors.

Scaling Options:

Increase Range (per +50)) +1 PP
Increase Radius (per extra 10'R) +1 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Predict Weather

PP Cost: 9 Spell Type: Utility
Range: Self RR: —

Duration: — Spheres: Ranger

Description: Caster is able to make a prediction concern-
ing the weather to occur in the caster’s current location. This
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prediction will include the time (within +/- 1 hours), type and
severity of the weather. The prediction will be accurate 50% of
the time plus 1% per rank known in this spell (otherwise, the
results are random). The prediction may not concern events
further than one hour per rank into the future, and only re-
lates to natural weather events.

Note: The Alternate Location scaling option allows the caster
to make a prediction concerning the weather at a different
place than his current location. However this other place
must previously have been Studied using Study Target.

Scaling Options:
Increase Prediction Interval (1 day/rank): +10 PP
Alternate Location +5 PP

Vision Protection
PP Cost: 4
Range: Touch

Spell Type: Utility
RR: —

Duration: 10 rounds/rank Spheres: Ranger

Description: The target’s vision is protected against the ad-
verse effects of the environment and weather (e.g., snow blind-
ness, glare from desert sun, etc.) and is not subject to visibility
penalties from these sources. The target is also protected
against sudden changes in brightness (moving from a dark-
ened room into a brightly lit corridor). This spell does not pro-
tect against magical effects.

Scaling Options:

Increase Targets (per extra target) +3 PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minute/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
New Warrior Mage Spells
Mantlet

PP Cost: 5 Spell Type: Utility
Range: Self RR: —

Duration: 2 rounds/rank Spheres: Warrior Mage

Description: A shimmering immobile 10R hemisphere
of force surrounds the caster. This retards any missiles or
thrown projectiles which attempt to enter the protected zone,
providing everyone within the zone with a +10 bonus to their
DB. This spell does not protect against elemental attacks nor
does it prevent foes from making melee attacks into the zone
or entering the zone.

Scaling Options:

Increase Defence (+20 DB) +5 PP
Increase Defence (+30 DB) +10 PP
Increase Defence (+40 DB) +15 PP
Increase Defence (+50 DB) +20 PP
Increase Radius (per extra 10'R) +1 PP
Increase Duration (5 rounds/rank) +3 PP

Sphere of Force (cannot rest on a solid surface,

i.e., use in mid-air, underwater) +5 PP
Mobile Mantlet (mantlet moves with caster,

but no faster than caster’s

Base Movement Rate) +5 PP
Reload Weapon
PP Cost: 4 Spell Type: Utility
Range: Self RR: —
Duration: 2 rounds/rank Spheres: Warrior Mage

Description: In its base form, this spell automatically reloads
a sling, allowing the caster to fire the sling every round. The
caster must fire the sling every round as the spell teleports a
new slingshot into the sling every round. If the caster does
not fire the sling or if the caster fumbles any attack, then this
spell ends immediately. Likewise if the caster has no more
ammunition within a 5' radius, then the spell also ends. The
Reload scaling options allow the caster to reload bows and
crossbows with the same benefits and restrictions. Note that
the caster will still have to draw back a bowstring for bows
and re-cock reloaded crossbows. Due to the exact timings
involved in this spell, Reload Weapon cannot be combined
with Haste.

Scaling Options:

Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Reload Bow +4 PP
Reload Light Crossbow +8 PP
Reload Heavy Crossbow +12 PP
Sharpshooter

PP Cost: 3 Spell Type: Utility
Range: Self RR: —

Duration: 2 rounds/rank Spheres: Warrior Mage

Description: The caster can reduce all his missile weapon
penalties due to range by 10 for the spell’s duration. Range
penalties cannot be reduced below zero, so the effective point
blank range is unchanged.

Scaling Options:
Increase Duration (fo 5 rounds/rank) +3 PP
Increase Reduction (per 10 reduction) +3 PP
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Great Circle or The Elementalist

Air Form
PP Cost: 4 Spell Type: Utility
Range: Touch RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: The target takes the form of a mist (caster’s
choice of color), able to seep through cracks and extend him-
self to become virtually invisible. In this form, the target may
accomplish no physical action other than movement (i.e., the
target cannot grasp items, attack, etc.) The target can still be
the target of spells and may be harmed by magical weapons.
The target cannot cast spells while in this form.

Scaling Options:

Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Able to cast spells +6 PP
Breezes

PP Cost: 3 Spell Type: Utility
Range: Self RR: —

Duration: Concentration Spheres: Elementalist

Description: Caster can create a small breeze in a cone that
extends from himself to a distance of 20’ away, with the width
of the point farthest from the caster being 10' wide. This is a
light breeze that can ruffle papers and move clouds of gases,
with a maximum speed of 1 mile per hour (3’ per round).

Scaling Options:

Increase Strength (per additional 1 mph) +2 PP
Conrlagration

PP Cost: 5 Spell Type: Utility
Range: 100' RR: —

Duration: — Spheres: Elementalist

Description: All combustible materials (wood, cloth, oil,
plants, etc.) within an area of up to a 5' radius will burst into
flames. The caster may ignite material within a smaller ra-
dius if he wishes without affecting the cost of the spell. This
fire may be doused by natural means; if left unchecked, it will
continue until it has consumed all the combustible material
in the affected zone. Anybody who enters in the burning area
will automatically take a Tiny Heat critical (roll 1d100 -20).
This spell may not be cast if there is somebody who could be
injured within the radius of the spell.

Scaling Options:

Increase Critical (per size category) +4 PP
Unnatural Fire
(cannot be doused by mundane means) +4. PP

Expanding Fire (radius increases 1’ per minute) +4 PP

Increase Range (per additional 50') +1 PP
Increase Radius (o0 10'R) +1 PP
Increase Radius (per extra 10R above 10'R) +1 PP
Cool

PP Cost: 4 Spell Type: Attack
Range: 10' RR: Magic

Duration: 10 rounds/rank (C) Spheres: Elementalist

Description: Caster may lower the temperature of 1 1b. of any
inanimate material (solid, liquid, or gas) at a rate of 10 degrees
Fahrenheit per round down to a minimum temperature of
-20 degrees Fahrenheit. The caster must concentrate in order
to lower the temperature, otherwise it will remain constant.
Dependent on material, this spell may cause it to change state
(usually freeze). If the material is part of an object worn or
carried by a person or is magical, then the owner (or material)
itself may make a RR versus Magic to prevent this spell tak-
ing effect. In the case of metal objects, this freezing process
may make them brittle. Every time a frozen metallic object
is used, it must make a RR versus Magic or break. Persisting
in carrying or wearing an extremely cold item may result
in Tiny Cold criticals (GM discretion on severity). Once the
spell finishes, the material will heat up normally to the ambi-
ent temperature.

Scaling Options:
Increase Mass (to 1 pound per rank) +2 PP
Increase Mass (to 10 pounds per rank) +4. PP
Increase Mass (to 100 pounds per rank) +8 PP
Increase Minimum Temperature

(to -200 degrees F) +4 PP
Earth Tunnel
PP Cost: 9 Spell Type: Utility
Range: Touch RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: By placing his hands on earth or stone, the
caster can cause earth or stone to part before him to create
a 5'R and up to 50' long passage or tunnel. The tunnel need
not be horizontal. If necessary, the spell will fill the tunnel
with breathable air. Once the spell’s duration ends, the tunnel
will close completely — entombing anyone who remains in the
area. The tunnels opens at the rate of 10' per round and once
the duration expires, the tunnel will reclose at the same rate,
starting from the point of origin of the tunnel.

Scaling Options:

Increase Length (per each additional 50) +8 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (up to 10 minutes/rank) +6 PP
Increase Tunnel Size (10'R) +7 PP
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Earth Wall Elemental Aura
PP Cost: 5 Spell Type: Utility PP Cost: 4 Spell Type: Attack
Range: 10’ RR: — Range: Self RR: Magic

Duration: 2 rounds/rank Spheres: Elementalist

Description: Creates a wall of packed earth with dimen-
sions of 10' wide x 10" high x 1" thick. An opening can be dug
through the wall at a rate of 2' by 2' by 1' per minute. The Earth
Wall must be created on a solid surface.

Scaling Options:
Stone Wall (wall is made of stone, can only be
breached with proper tools and takes

1 hour per 2" by 2' by 1" hole) +5 PP
Increased thickness (per additional 1) +3 PP
Increased size (per additional 10'’x10'x1’ section) +3 PP
Shape wall (wall can be shaped even into a

curved form - a large enough wall can be

shaped into a hemisphere) +3 PP
Meld wall (wall can fit seamlessly against

other surfaces or other Walls) +3 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (up to 10 minutes/rank) +6 PP

2
<

1!

Duration: 2 rounds/rank Spheres: Elementalist

Description: Caster is surrounded by a 1' radius aura of el-
emental energy, centered upon him. This aura will not harm
either him or his equipment. However anyone else who comes
within the radius of the aura or touches the caster must make
a RR versus Magic or suffer a Tiny Elemental Critical. This
spell must be learned separately for each type of element.

Element Critical Used
Fire Heat
Water Cold
Air Electricity
Earth Impact
Scaling Options:
Increase Damage Size

(per each attack size increase) +4 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Elemental Resistance
PP Cost: 4 Spell Type: Utility
Range: Touch RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: Caster must learn a separate version of this
spell for each element. The target is protected against attacks
of the chosen element, as this spell reduces criticals by one
degree of severity (size). Thus if the target is protected by an
Elemental Resistance (Fire), all Heat criticals made against
him are reduced by one degree, so a Medium Heat attack be-
comes a Small Heat attack, a Small Heat attack become a Tiny
Heat attack, etc. In this case, the target would not suffer any
damage from Tiny Heat attacks/criticals.

Each element protects against a specific type of attack as
listed below:

Element Critical Protected Against
Fir Heat
Water Cold
Air Electricity
Earth Impact
Scaling Options:
Increase Protection

(per each attack size/critical decrease) +4 PP
Increase Duration (10 rounds/rank) +4. PP
Increase Duration (1 minute/rank) +5 PP
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Extinguish Fires

PP Cost: 5
Range: 10'

Spell Type: Utility
RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: All natural fires within a 10' radius of this
spell are extinguished immediately. No existing fire can be
restarted nor a new blaze lit by mundane means for the dura-
tion of this spell in the extinguished zone. The center point of
the radius must be in the spell’s range.

Note: The range must be 50" before an additional 50' can
be used.

Scaling Options:

Increase Range (from 10'to 50)) +2 PP
Increase Range (per additional 50') +1 PP
Increase Radius (per additional 10’ radius) +1 PP
Increase Duration (to 10 rounds/rank) +4 PP
Increase Duration (to 1 minute/rank) +5 PP
Increase Duration (fo 10 minutes/rank) +6 PP
Extinguish Magical Fires +5 PP

Fissure

PP Cost: 4 Spell Type: Elemental
Range: 50' RR: —
Duration: — Spheres: Elementalist

Description: When cast, this spell causes a crack in the
ground to extend out from the caster to the target point. As
the crack reaches the target point, it expands to become a fis-
sure that is 10' deep, 10' long and up to 5' wide at its widest
point. Anyone, standing where the fissure is forming, may,
if aware of it, make a light Agility or, if they have the skill,
an Acrobatics/Tumbling maneuver to avoid falling into the
crevasse created. Anyone who should happen to fail in this
maneuver, will take a Tiny Crush critical, and be at the bot-
tom of the fissure.

Scaling Options:
Increased Range (per additional 50) +1 PP
Increased Difficulty

(per maneuver difficulty level increase) +2 PP
Increase Critical (per degree of severity) +4 PP
Flash
PP Cost: 5 Spell Type: Attack
Range: Self RR: Magic

Duration: 2 rounds/rank Spheres: Elementalist

Description: In the first round of this spell, the caster can
cause a small globe of light to appear above his head, and “ex-
plode” it in a dazzling flash. With the exception of the caster,
everyone who is within a 10' radius of the caster must make
an RR versus Magic or be blinded for the remaining duration
of this spell.

Scaling Options:

Increase Duration (to 5 rounds/rank) +4 PP
Increase Radius (per additional 10" radius) +2 PP
Heat

PP Cost: 4 Spell Type: Attack
Range: 10' RR: Magic

Duration: 10 rounds/rank (C) Spheres: Elementalist

Description: Caster may raise the temperature of 1 lb. of any
inanimate material (solid, liquid, or gas) at a rate of 10 de-
grees Fahrenheit per round up to a maximum temperature of
200 degrees Fahrenheit. The caster must concentrate in order
to raise the temperature, otherwise it will remain constant.
Dependent on material, this spell may cause it to change state
or even burst into flames. If the material is part of an object
worn or carried by a person or is magical, then the owner (or
material) itself may make a RR versus Magic to prevent this
spell taking effect. Persisting in carrying or wearing a very
hot item may result in Tiny Heat criticals (GM discretion on
severity). Once the spell finishes, the material will cool nor-
mally to the ambient temperature.
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Scaling Options:
Increase Mass (to 1 pound per rank) +2 PP
Increase Mass (to 10 pounds per rank) +4 PP
Increase Mass (to 100 pounds per rank) +8 PP
Increase Maximum Temperature

(to 500 degrees F) +4 PP
Increase Maximum Temperature

(to 1000 degrees F) +8 PP
Increase Maximum Temperature

(no maximum,) +12 PP
Ice Wall
PP Cost: 5 Spell Type: Utility
Range: 10’ RR: —

Duration: 2 rounds/rank Spheres: Elementalist

Description: Creates a wall of solid ice with dimensions of 10’
wide x 10" high x 1' thick. The ice wall can be chipped through
at a rate of 2' by 2' by 1' per minute with suitable tools such as
ice axes or it can be melted using magic. For the duration of
the spell, it cannot be melted by mundane means such as nat-
ural fire or above-freezing ambient temperatures. After the
spell ends, the ice wall will remain until melted using mun-
dane means. The Ice Wall must be created on a solid surface.

Scaling Options:
Increased Thickness (per additional 1') +3 PP
Increased Size (per additional 10x10x1' section) +3 PP
Shape Wall (wall can be shaped even into a

curved form - a large enough wall can be

shaped into a hemisphere) +3 PP
Meld wall (wall can fit seamlessly against other

surfaces or other Walls) +3 PP
Increase Duration (fo 5 rounds/rank) +3 PP
Increase Duration (¢o 10 rounds/rank) +4 PP
Increase Duration (fo 1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP

Obscuring Mist
PP Cost: 7
Range: 50'

Spell Type: Utility
RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: Caster uses the elements of Air and Water to
create a dense unnatural mist of up to 20' radius. The center
point of the mist must be within the range of this spell. The
mist obscures vision — use the visibility penalties for a mod-
erate fog. This spell can be successfully cast both outdoors
and indoors.

Scaling Options:

Deep Mist (as heavy fog) +4 PP
Increase Radius (per additional 10'R) +1 PP
Increase Range (per additional 50') +1 PP
Increase Duration (fo 10 rounds/rank) +4 PP
Increase Duration (fo 1 minute/rank) +5 PP
Increase Duration (fo 10 minutes/rank) +6 PP
Quicksand

PP Cost: 7 Spell Type: Utility
Range: 50’ RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: Creates a 10R area of quicksand. The patch is
10" deep and thus poses a threat to characters and most ani-
mals. Alert characters may make a Light Perception maneu-
ver to detect its presence before they blunder into it. Resolve
encounters with Quicksand using the guidelines in HARP,
Chapter 9. This spell can only be cast outdoors.

Scaling Options:

Increased Range (per additional 50) +1 PP
Increased Radius (per additional 10'R) +1 PP
Increased Depth (per extra 5" depth) +1 PP
Conceal Quicksand +2 PP

(per extra degree of difficulty in Perception maneuver)
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Stoneskin
PP Cost: 4
Range: Touch

Spell Type: Utility
RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: Target’s skin takes on a stony look, and becomes
as protective as Soft Leather armor (+20 DB). The target is not
affected by maneuver penalties or spell casting modifiers as-
sociated with the armor.

Scaling Options:

Increase Protection (as Studded Leather, +30 DB)+3 PP
Increase Protection (as Chain mail, +40 DB) ~ +6 PP
Increase Protection (as Plate/Chain, +50 DB)  +9 PP
Increase Protection (as Plate, +60 DB) +12 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Tremors

PP Cost: 5 Spell Type: Utility
Range: 50' RR: —

Duration: 2 rounds/rank Spheres: Elementalist

Description: Causes the ground to shake in a 10" radius
within the range of the spell. Anyone standing there must
succeed on a Light Agility based roll or Acrobatics/Tumbling
maneuver or take a Tiny Unbalancing (Martial Arts Sweeps/
Unbalancing) Critical.

Scaling Options:
Increased Range (per additional 50) +1 PP
Increased Radius (per additional 10'R) +1 PP
Increased Difficulty (per maneuver difficulty

level increase) +2 PP
Increase Critical (per degree of severity) +4 PP
Trench
PP Cost: 4 Spell Type: Utility
Range: 10’ RR: —
Duration: — Spheres: Elementalist

Description: The casting of this spell causes the formation
of a trench or ditch in the ground. It is 10" deep by 10 long
by 5’ wide. The dirt from the location of the new trench is
neatly piled to one side of the trench (caster’s choice). The
Refill Trench scaling option may only be used if the trench
is empty. The scaling option, Shape Trench, may be used to
create trenches of different shapes, so long as the volume of
the trench does not change, except through the other scal-
ing options.

Scaling Options:

Increased Range (per additional 50) +1 PP
Increased Length (per extra 1" length) +1 PP
Increased Width (per extra 1’ width) +1 PP
Increased Depth (per extra 1'depth) +1 PP
Shape Trench +4 PP
Refill Trench +4 PP
Unoerwater Movement

PP Cost: 4 Spell Type: Utility
Range: Touch RR: —

Duration: 10 rounds/rank Spheres: Elementalist

Description: The target may move underwater as if he were
on land. The spell does not protect against underwater pres-
sure nor does it provide the ability to breathe underwater.

Scaling Options:
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
Increased Pressure (target can survive

pressures at depths of up to 100/rank) +4 PP
Increase Targets (per each additional target)  +3 PP
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Unrog

PP Cost: 7 Spell Type: Utility
Range: 100' RR: —

Duration: — Spheres: Elementalist

Description: Caster can disperse any fog or mist in a radius
of up to 50. If all of a fog is not dispersed (i.e., if the fog covers
a larger area than the area of effect of this spell), then the fog
will refill the dispersed area at a rate of 10'R every minute.

Scaling Options:

Increase Radius (per additional 10) +1 PP

Water Corridor
PP Cost: 9 Spell Type: Utility
Range: Touch RR: —

Duration: 5 rounds/rank Spheres: Elementalist

Description: Caster can create a corridor through any liquid
up to 50 long, 10' wide, and 10' deep. This corridor must be
open to the air at the top. The spell parts the water and holds
it at bay through magical force. This spell creates the corridor
at a rate of 10' per round. Once the spell’s duration ends, the
water will fill the gap at the same rate that it opened.

The special Scaling Option, Water Tunnel, allows the caster
to create the corridor through the water at any depth. The
tunnelis filled with breathable air for the duration of the spell.

Scaling Options:

Increase Length (per each additional 50)) +10 PP
Increase Width (per additional 10) +10 PP
Increase Depth (per additional 10') +10 PP
Increase Duration (10 rounds/rank) +4 PP
Water Tunnel +5 PP

Water Form
PP Cost: 4
Range: Touch

Spell Type: Utility
RR: —

Duration: 2 rounds/rank Spheres: Elementalist

Description: The target takes the form of a liquid mass (cast-
er’s choice of color — “clear” is not a color), able to seep through
cracks and move anywhere that a liquid can. In this form, the
target may accomplish no physical action other than move-
ment (i.e., the target cannot grasp items, attack, etc.) The
target can still be the target of spells and may be harmed
by magical weapons. The target cannot cast spells while in
this form.

Scaling Options:

Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Able to cast spells +6 PP

Great Circle or The Necromancer

Acid Ball
PP Cost: 6 Spell Type: Elemental
Range: 100' RR: —

Duration: — Spheres: Necromancer

Description: Caster creates and shoots a 6" diameter ball of
deadly acid from the palm of his hand. Upon hitting its target
or traveling its full range it explodes into a 10' radius. The ball
of acid will expand from its center point filling the radius as
completely as possible, but it will not expand more than 10’
from its center point. The caster’s skill bonus for this spell is
also his OB for it as well. Without scaling, the Acid Ball spell
is capped to a maximum Tiny External Poison attack in terms
of size.

If the attack is directed at a person or creature, that person is
the center point of the attack and receives a special +20 to the
critical roll if one results. All others receive a critical with-
out this modifier. Only one critical roll is made for all within
the sphere.

Scaling Options:
Increase Elemental Attack Potency

(per each attack size increase) +2 PP
Increase Range (per +50)) +1 PP
Increase Radius (per extra 10 radius) +2 PP
Acid Bolt
PP Cost: 5 Spell Type: Elemental

RR: —

Spheres: Necromancer

Range: 100'
Duration: —
Description: Caster creates and fires a bolt of deadly acid.
Without scaling, this is capped to a maximum Tiny External
Poison critical in potency. The caster’s skill in the spell is also
his OB in making this attack. The acid bolt is %" in diameter,
and increases %" in diameter for each size increase.

Scaling Options:

Increase Elemental Attack Potency

+2 PP
+1 PP

(per each attack size increase)
Increase Range (per +50))

Curse
PP Cost: 13

Range: 10’

Spell Type: Attack
RR: Magic
Duration: 10 rounds/rank Spheres: Necromancer

Description: The caster can bestow a random curse upon the
target. This curse lasts for as long as the spell’s duration is ac-
tive. The possible curses are described briefly below:

Curses: (roll dio)

1. Blindness: The target becomes blind.

2. Dumb: The target is unable to speak.
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3. IlI-Fortune: All the target’s fumble and failure ranges
are doubled.

4. Impotence: The target is sterile and impotent.

5. Liar: The target must lie 50% of the time, regardless of
the topic.

6. Slowness: The target may not move faster than his Base
Movement Rate, although he may be carried or ride faster
than this.

7. Truth Telling: The target is unable to lie (directly or indi-
rectly) and must always speak the truth.

8. Unnatural Beauty: The target becomes extraordinar-
ily beautiful/handsome, inspiring unwanted attention from
all members of the opposite sex who come within 10 feet of
the target.

9. Unnatural Form: The target is transformed into a tiny ani-
mal (such as a frog, small bird, etc., (GM choice)).

10. Unnatural Ugliness: The target becomes extraordinarily
ugly, evoking feelings of disgust from all who come within 10
feet of the target.

Scaling Options:

Increase Duration (to 1 minute/rank) +8 PP
Increase Duration (fo 10 minutes/rank) +10 PP
Increase Duration (¢o 1 hour/rank) +12 PP
Choose Specific Curse +10 PP

Oisease
PP Cost: 9
Range: 10'

Spell Type: Attack
RR: Stamina

Duration: Special Spheres: Necromancer

Description: Target contracts a disease, and suffers from
it for the duration. The target is not contagious. In the base
form of this spell, the victim suffers from “The Chills.” The
diseases that this spell may inflict upon a target will last for
1d1o days before running their course. This and other pos-
sibilities are described below:

The Chills: The sufferer will have a high temperature, head-
ache, sore throat, hacking cough, and runny nose, and a pen-
alty of -5 to his Quickness stat bonus (due to general malaise).

Grey Vision: The sufferer will become color-blind (both red-
green and blue-orange). This incurs a -10 penalty to all vision-
based Perception maneuvers.

Smelling Loss: The sufferer loses his sense of smell com-
pletely, making all smell-based perception impossible, and
receives a -20 penalty to general Perception maneuvers in-
volving smell and other senses.

Hearing Loss: The victim loses all ability to hear, making all
hearing-only perception impossible, and resulting in a -20
penalty to general Perception maneuvers involving hearing
and other senses.

Allergy: The victim develops an allergic reaction to a specific
substance, and suffers a -20 penalty to all maneuvers when in
the presence of this substance. The caster may choose a sub-
stance from the following list: alcohol, dairy products, a spe-
cific herb or plant, a specific animal, or a specific foodstuff.

Tongue Rot: The victim’s tongue slowly rots over twelve days
until by the twelfth day it is completely gone and the victim
can no longer speak. Unless healed, the victim will be mute
even after the spell has ended.

The Pox: The sufferer’s skin is covered in small boils, which
ooze sickly pus. The victim is also prone to a high tempera-
ture, and suffers a -5 penalty to his Presence stat bonus.

Wasting Disease: The victim has a constant hunger and
must eat voraciously (three times normal rations per day) or
lose 10% of his remaining body weight. The victim also suffers
a -5 penalty to both Strength and Constitution.

The Shakes: The target is beset by uncontrollable shivering at
all times, regardless of the ambient temperature. He suffers a
-10 penalty to his Agility stat bonus.

Fever: The target suffers a high temperature and is prone to
bouts of delirium and hallucinations (10% chance every hour
of a bout lasting di1o minutes). The target also suffers a -5 pen-
alty to Reasoning and Insight stat bonuses.

Leprosy: The target gradually loses all feeling and blood flow
in his extremities (hands, feet, etc.). For each day that the tar-
get suffers from leprosy, he will lose -1 per day to touch-based
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Perception (up to a maximum penalty of -30). For every week
that a victim endures magical leprosy, a small body part will
rot (roll dio: 1-2: a tooth falls out, 3-6: a toe drops off, 7-10:
a finger drops off). For each foot without toes, the character
must suffer a -10 penalty to locomotion maneuvers. Once half
the fingers have been lost from a hand, that hand should be
considered unusable.

Hemophilia: The target’s blood no longer clots properly. All
bleeding damage (i.e., hits per round) should be doubled.

Pneumonia: The target’s lungs become inflamed through
an infection. The exact effect is determined by a Cascading
Resistance Roll with the potency determined by how well this
spell was cast.

CRR (RR+50): No Effect

CRR (RR): Target suffers a fever with continuous sweating
and dizziness (-20 to all actions).

CRR (RR-25): Target suffers a raging fever (-40 to all actions if
he does not rest completely, -20 to all actions if he is kept warm
and remains bedridden).

CRR (RR-50): Target suffers a raging fever (40 to all actions)
for 2d10 hours, then slips into a coma for the remainder of
the spell.

Failure: Target suffers a raging fever (-40 to all actions) for
2d10 hours, then slips into a coma for the remainder of the
spell. Each day that the target is in the coma, an additional RR
versus Stamina must be made. If this RR is failed, the charac-
ter dies that day.

The Black Death: The target becomes infected with the bu-
bonic plague. The exact effect is determined by a Cascading
Resistance Roll with the potency determined by how well this
spell was cast.

CRR (RR+50): No Effect

CRR (RR): After one day, the target breaks out in a rash
and experiences mild glandular swellings and a fever (-20 to
all actions).

CRR (RR-25): As CRR (RR), but the inflammations and swell-
ings in the glands are more severe, particularly in armpits and
groin. Penalty to all actions is -30. 10% chance per day that a
limb will become immobilized.

CRR (RR-50): As CRR (RR-25), except lesions will ooze pus
while blood will leak through pores (dz1o0 hits per day). Victim
will be unable to move.

Failure: As CRR (RR-50) except that the target will slip into
a coma in dio days. Each day that the target is in the coma,
an additional RR versus Stamina must be made. If this RR is
failed, the character dies that day.

This spell has two special Scaling Options, namely Carrier
and Contagious.

Carrier: The original target of this spell does not suffer any ill
effects from the disease but becomes a contagious “carrier”-
anyone who touches him while this spell is active must also
make a RR versus Stamina or become infected themselves.
These secondary victims are not contagious.

Contagious: The original target of this spell is contagious —
anyone who touches him while this spell is active must also
make a RR versus Stamina or become infected themselves.
These secondary victims are not contagious.

Scaling Options:

Increase Duration (to 2d10 days) +6 PP
Increase Duration (to 3d10 days) +8 PP
Carrier +4 PP
Contagious +7 PP
Grey Vision +1 PP
Smelling Loss +2 PP
Hearing Loss +3 PP
Allergy +4 PP
Tongue Rot +5 PP
The Pox +6 PP
Wasting Disease +7 PP
The Shakes +8 PP
Fever +8 PP
Leprosy +10 PP
Hemophilia +11 PP
Pneumonia +12 PP
The Black Death +13 PP
Inrlict Injury

PP Cost: 4 Spell Type: Attack

Range: 100’ RR: Magic

Duration: — Spheres: Necromancer

Description: Caster causes a wound to mysteriously appear
on the target’s body. Caster can choose to deliver a Tiny Slash,
Crush, or Puncture critical (roll 1d100-20).

Scaling Options:

Increase Potency (per each attack size increase) +4 PP
Increase Range (per +50)) +1 PP
Increase Targets (per extra target) +4 PP
Inrlict Pain

PP Cost: 4 Spell Type: Attack

RR: Stamina

Spheres: Necromancer

Range: 100’
Duration: —

Description: Target feels a sharp jolt of intense pain. If the
RRis failed, the target takes 10 hits worth of damage.

Scaling Options:

Increase Pain (per extra 10 hits) +4. PP
Increase Range (per +50) +1 PP
Increase Targets (per extra target) +4 PP
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Nightvision
PP Cost: 4
Range: Touch

Spell Type: Utility
RR: —

Duration: 10 rounds/rank Spheres: Necromancer

Description: The target gains the ability to clearly see up to
100 on a starlit night, and by the light of a full moon can see
up to 500" as if it were daylight. In total darkness, the target’s
vision is not enhanced. In an interior setting, artificial illu-
mination allows him to see twice as far as the illumination
provides.

Scaling Options:

Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP

Increased Distance (see clearly up to 100/rank
by starlight or 500’ + 100/rank by moonlight) +4 PP
Improved Vision

(can see up to 100'in total darkness) +4 PP
Improved Vision

(can see up to 100'in magical darkness) +4 PP
Improved Vision

(can see up to 100'in Utterdark) +6 PP
Poison Air
PP Cost: 6 Spell Type: Attack
Range: 100' RR: Stamina

Duration: 2 rounds/rank Spheres: Necromancer

Description: The caster transforms some of the air in a 10'R
area into toxic fumes. Everyone in the area must make a RR
versus Stamina or suffer a Tiny Internal Poison Critical from
breathing the fumes. The poison cloud will move with the
wind. The fumes will disperse at the end of the spell.

Scaling Options:
Increase Critical (per extra size) +4 PP
Increase Radius (per extra 10'R) +2 PP

Poison Enhancements
PP Cost: 5 Spell Type: Utility
Range: Touch RR: —

Spheres: Necromancer

Duration: 10 rounds/rank

Description: The caster is able to increase the deadliness of
a poison as follows, adding 10 to its Static RR (xx), its Poison
Bonus, or all elements of a Cascading Resistance Roll (as ap-
propriate). This spell must be cast on a poison dose before it
is prepared for use.

Scaling Options:

Increase Deadliness (+20) +5 PP
Increase Deadliness (+30) +10 PP
Increase Deadliness (+40) +15 PP
Increase Deadliness (+50) +20 PP

Increase Duration (to 1 minute/rank) +5 PP
Increase Duration (¢o 10 minutes/rank) +6 PP
Increase Duration (to 1 hour/rank) +8 PP
Speak with the Dead

PP Cost: 6 Spell Type: Attack
Range: Self RR: Magic

Duration: Concentration Spheres: Necromancer

Description: The caster can communicate with the shade
(or spirit) of a dead person. In the base form of this spell, the
spirit must have belonged to someone whom the caster had
studied using Study Target while they were alive. In addition,
the spirit must not have passed on to the afterlife (e.g, heaven,
hell, or wherever). The communication is two-way and the
shade must answer (but need not answer truthfully).

Scaling Options:

Shade need not have been previously Studied  +3 PP

Shade may have passed on to the afterlife +3 PP

Shade must answer truthfully to the best of its
knowledge +3 PP

Summon Undead

PP Cost: 6 Spell Type: Utility

Range: Self RR: —

Duration: 5 rounds/rank Spheres: Necromancer

Description: This spell allows the caster to summon one
Type I Undead (caster can choose the exact variety of Type I
Undead). The summoned Undead cannot be one that is cur-
rently under anyone else’s control. The Undead is teleported
to within 50 of the caster. At any time during the duration of
the spell, the caster may concentrate for a round to banish the
Undead back to its original location. Once this time is up, the
Undead cannot be banished by the caster using this method.
This spell does not provide the caster with any control over
the Undead and, unless controlled, it will attack the nearest
living creature.

Scaling Options:
Summon Class II Undead +4 PP
Summon Class III Undead +8 PP
Summon Class IV Undead +12 PP
Summon Class V Undead +16 PP
Summon Class VI Undead +20 PP
Increase Target

(per extra Undead summoned) +3 PP
Undead Mastery
PP Cost: 10 Spell Type: Attack

Range: 100’ RR: Magic

Duration: Special Spheres: Necromancer

Description: Caster may control one Class I Undead that fails
its Resistance Roll. The Undead must have been created by
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the caster or must be currently controlled by the caster using
the Control Undead spell. The Undead will obey any and all
commands issued by the caster. Where no commands have
been issued by the caster, the Undead will just stand awaiting
orders. Once this spell has been cast, the Undead will remain
under the caster’s influence so long as it remains within the
range of this spell. If the Undead moves beyond this range,
the caster will lose his influence over it, even if the undead
later returns within the zone. The caster may have a total
number of mastered Undead equal to his ranks in this spell.

Scaling Options:

Class II Undead +4 PP
Class III Undead +8 PP
Class IV Undead +12 PP
Class V Undead +16 PP
Class VI Undead +20 PP
Increased Distance (per additional 50') +1 PP
Residual Influence +10 PP

(influence resumes if target returns to the zone, spell only ends
when it is dispelled)

Unluck
PP Cost: 9 Spell Type: Attack
Range: 10’ RR: Magic

Duration: Special Spheres: Necromancer

Description: The caster can bestow a random curse of
Unluck upon the target. This is a delayed action type of curse
in that the effects do not manifest until a trigger event occurs.
Once the event occurs, the curse has completed itself and the
spell is over. The possible curses are described briefly below:

(roll dio)

1. Armor Break: The next time that the character wears any
kind of (material) armor in a combat, it will come undone in
the first round, leaving him defenseless.

2. Burning: The next time that the character sleeps overnight
in any building, a fire will start in the building (in the room
nearest to him).

3. Drowning: The next time that the character is near any
large body of water (deeper than his height), he will fall into it
and immediately start to drown.

4. Falling: The next time that the character climbs, or is on a
balcony, roof, battlements, etc., he will slip and fall. If this hap-
pens during a climb, he will fall from the halfway mark.

5. Loss of Magic: The next magic item that the target uses will
not work.

6. Loss of Wealth: The next time that the character is in a
town, he will lose all his money — he may be robbed, his purse
may just fall to the ground, etc. (GM choice).

7. Magic Awry: The next time that the character casts
an attack spell, the magic will be warped such that he at-
tacks himself.

8. Poisoning: The character will suffer food poisoning from
his next cooked meal (cold rations don’t count). Treat damage
as a d100-20 roll on Internal Poison Critical Table (10 RR).

9. Spoiling: Any food or drink in the character’s possession
(includes victuals owned but not carried) will spoil overnight,
becoming inedible and/or undrinkable.

10. Weapon Shatter: The next time that the character wields
a weapon in combat, it will break in the first round of battle.

Scaling Options:

Choose Specific Unluck Curse +9 PP
Weaken Agility

PP Cost: 5 Spell Type: Attack

RR: Stamina

Spheres: Necromancer

Range: 100’
Duration: 2 rounds/rank

Description: Target suffers a -5 penalty to his Agility stat
bonus and for the duration of the spell. This modifier also ap-
plies to any skill affected by this stat.

Scaling Options:

Increase Penalty (per -5 penalty) +5 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP
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Weaken Constitution

Weaken Reasoning

PP Cost: 5 Spell Type: Attack
Range: 100’ RR: Stamina
Duration: 2 rounds/rank Spheres: Necromancer

Description: Target suffers a -5 penalty to his Constitution
stat bonus for the duration of the spell. This modifier also ap-
plies to any skill affected by this stat.

PP Cost: 5

Range: 100’

Spell Type: Attack
RR: Stamina
Duration: 2 rounds/rank Spheres: Necromancer

Description: Target suffers a -5 penalty to his Reasoning stat
bonus for the duration of the spell. This modifier also applies
to any skill affected by this stat.

Scaling Options: Scaling Options:

Increase Penalty (per -5 penalty) +5 PP Increase Penalty (per -5 penalty) +5 PP
Increase Duration (5 rounds/rank) +4 PP Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP Increase Duration (10 rounds/rank) +6 PP
Weaken Insight Weaken Selr Discipline

PP Cost: 5 Spell Type: Attack PP Cost: 5 Spell Type: Attack

RR: Stamina
Spheres: Necromancer

Range: 100'
Duration: 2 rounds/rank

Description: Target suffers a -5 penalty to his Insight stat
bonus for the duration of the spell. This modifier also applies
to any skill affected by this stat.

RR: Stamina
Spheres: Necromancer

Range: 100'
Duration: 2 rounds/rank

Description: Target suffers a -5 penalty to his Self Discipline
stat bonus for the duration of the spell. This modifier also ap-
plies to any skill affected by this stat.

Scaling Options: Scaling Options:

Increase Penalty (per -5 penalty) +5 PP Increase Penalty (per -5 penalty) +5 PP
Increase Duration (5 rounds/rank) +4 PP Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP Increase Duration (10 rounds/rank) +6 PP
Weaken Presence Weaken Strength

PP Cost: 5 Spell Type: Attack PP Cost: 5 Spell Type: Attack

RR: Stamina

Spheres: Necromancer

Range: 100'
Duration: 2 rounds/rank

Description: Target suffers a -5 penalty to his Presence stat
bonus for the duration of the spell. This modifier also applies
to any skill affected by this stat.

RR: Stamina

Spheres: Necromancer

Range: 100'
Duration: 2 rounds/rank

Description: Target suffers a -5 penalty to his Strength stat
bonus for the duration of the spell. This modifier also applies
to any skill affected by this stat.

Scaling Options: Scaling Options:

Increase Penalty (per -5 penalty) +5 PP Increase Penalty (per -5 penalty) +5 PP
Increase Duration (5 rounds/rank) +4 PP Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP Increase Duration (10 rounds/rank) +6 PP
Weaken Quickness Wounding

PP Cost: 5 Spell Type: Attack PP Cost: 4 Spell Type: Attack

RR: Stamina

Spheres: Necromancer

Range: 100'
Duration: 2 rounds/rank

Description: Target suffers a -5 penalty to his Quickness stat
bonus for the duration of the spell. This modifier also applies
to any skill affected by this stat.

Scaling Options:

Increase Penalty (per -5 penalty) +5 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP

RR: Stamina

Spheres: Necromancer

Range: 100'

Duration: 2 rounds/rank
Description: Target begins to bleed at a rate of 1 hit per round
for the duration of this spell. This bleeding cannot be halted
by mundane means. Only a healing spell or Dispel Magic will
stop the bleeding.

Scaling Options:

Bleeding II (2 hits/round) +2 PP
Bleeding I1I (3 hits/round) +4, PP
Bleeding IV (4 hits/round) +6 PP
Bleeding V (5 hits/round) +8 PP
Increase Targets (per extra target) +4 PP
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Great Circle or The Thaumaturge

Analysis

PP Cost: 3 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Thaumaturge

Description: The caster can identify the function and com-
position of any one object or substance. This spell will not
reveal any magical powers of an item.

Scaling Options:

Identify origin +3 PP
(in terms of time and place)

Identify construction +3 PP

(how an object was made or substance worked)

Identify magical abilities +4 PP
(only what spells or spell-like abilities)

Identify powers +6 PP
(full details on spell scaling, curses, etc.)

Increase Range (fo 10) +2 PP

Arcane Ball
PP Cost: 5
Range: 100'

Spell Type: Attack
RR: Magic

Duration: — Spheres: Thaumaturge

Description: Caster shoots a 6" diameter ball of blazing
magical energy from the palm of his hand. Upon hitting its
target or traveling its full range, it explodes into a 10' radius.
The ball of energy will expand from its center point filling the
radius as completely as possible, but it will not expand more
than 10 from its center point. This ball of energy does 1d1o
points of damage to any foe within the radius who fails his
Resistance Roll.

Scaling Options:

Increase Damage (each 1d1o hits; 5d10 max) +5 PP
Stunning Force (per round of Stun) +4 PP
Increase Range (per +50)) +1 PP
Increase Radius (per extra 10' radius) +2 PP
Change Object Size

PP Cost: 6 Spell Type: Attack
Range: 50’ RR: Magic

Duration: 5 rounds/rank Spheres: Thaumaturge

Description: Caster can alter an object’s size, either shrink-
ing it to one quarter of the original size or enlarging it to four
times its original size. If the object is being carried or worn
by a person (other than the caster), then the being may make a
RR versus Magic to prevent this spell from working. The base
form of this spell affects items up to one pound in mass. Note
it can only affect a single integrated non-living item, and for
ease, is assumed to scale target items in linear dimensions.

Scaling Options:

Increase Size Variation +3 PP
(1/20th to 40 times original size)

Increase Size Variation +6 PP
(1/40th to 400 times original size)

Increase Duration (to 10 rounds/rank) +6 PP

Increase Duration (to 1 minute/rank) +8 PP

Increase Duration (¢o 10 minutes/rank) +10 PP

Increase Duration (1 hour/rank) +12 PP

Increase Mass (to 1 pound per rank): +3 PP

Increase Mass (to 10 pounds per rank): +6 PP

Increase Mass (to 100 pounds per rank): +12 PP

Conjure Animal

PP Cost: 9 Spell Type: Utility

RR: —
Spheres: Thaumaturge

Range: 100'

Duration: 2 rounds/rank
Description: By a supreme exertion of will, the caster can
create a facsimile of a Tiny non-magical animal from the
surrounding mana, which can appear at any point within
the spell’s range. The caster may only conjure animals that
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he has previously memorized using Study Target. The con-
jured animal will have the standard statistics of an average
real individual of its species, but without an independent
mind. By concentrating for one round, the caster may direct
the actions of the conjured animal. If the caster stops con-
centrating, the creature will continue to act according to its
last orders. The creature will dissipate back into the mana
at the end of this spell’s duration or if it moves further away
from the caster than the range of the spell or if this spell is
dispelled. Thaumaturges use this spell to create temporary
steeds and guardians.

Scaling Options:

Increase Creature Size (per Size increase) +4 PP
Increase Targets (per extra creature) +3 PP
Increase Range (per extra 50') +1 PP
Increase Duration (to 5 rounds/rank) +3 PP
Increase Duration (to 10 rounds/rank) +4. PP
Increase Duration (to 1 minute/rank) +5 PP
Increase Duration (fo 10 minutes/rank) +6 PP
Conjure Creature

PP Cost: 10 Spell Type: Utility
Range: 100' RR: —

Duration: 2 rounds/rank Spheres: Thaumaturge

Description: By a supreme exertion of will, the caster can
create a facsimile of a Tiny creature from the surrounding
mana, which can appear at any point within the spell’s range.
The caster may only conjure creature that he has previously
memorized using Study Target. The conjured creature will
have the standard statistics of an average real individual of
its species, but without an independent mind. The conjured
creature may not be a facsimile of a specific individual. It
does not have any of the magical or racial abilities of a real
individual of the species. By concentrating for one round, the
caster may direct the actions of the conjured creature. If the
caster stops concentrating, the creature will continue to act
according to its last orders. The creature will dissipate back
into the mana at the end of this spell’s duration or if it moves
further away from the caster than the range of the spell or if
this spell is dispelled. Thaumaturges use this spell to create
temporary guardians.

Scaling Options:

Increase Creature Size (per Size increase) +4, PP
Increase Targets (per extra creature) +3 PP
Increase Range (per extra 50') +1 PP
Increase Duration (fo 5 rounds/rank) +3 PP
Increase Duration (to 10 rounds/rank) +4 PP
Increase Duration (to 1 minute/rank) +5 PP
Increase Duration (fo 10 minutes/rank) +6 PP

Conjure Item

PP Cost: 7
Range: 10'

Spell Type: Utility
RR: —

Duration: 2 rounds/rank Spheres: Thaumaturge

Description: By a supreme exertion of will, the caster can
create an object of up to 1 pound in mass from the surround-
ing mana. The caster may only create objects that are identi-
cal to items that he has previously memorized using Study
Target. The object must be composed of inanimate solid ma-
terials such as earth, clay, ice, cloth, leather, wood, etc. In its
base form, this spell cannot create items made from stone,
metal, gems or magical materials. All objects created using
this spell have no bonuses due to quality nor may they be
magically enhanced. All items created using this spell dis-
sipate back into mana at the end of its duration and may be
dispelled normally.

The Conjure options have the following effects:
Conjure Stone: Object may be made of non-magical stone.

Conjure Base Metals: Object may be made from non-magi-
cal base metals and alloys, e.g., copper, iron, tin, lead, bronze,
pewter, steel, etc.

Conjure Precious Metals: Object may be made from non-
magical precious metals and alloys, e.g., silver, gold, plati-
num, etc.

Conjure Gems: Object may be made from non-magical crys-
talline and gem materials.

Conjure Magical Materials: Object may be made from mag-
ical materials, metals, alloys, etc. The object gains the intrin-
sic magical qualities of the material.

Scaling Options:

Increase Mass (to 1 pound per rank) +3 PP
Increase Mass (to 10 pounds per rank) +7 PP
Increase Mass (to 100 pounds per rank) +14 PP
Conjure Stone +4 PP
Conjure Base Metals +8 PP
Conjure Precious Metals +12 PP
Conjure Gems +16 PP
Conjure Magical Materials +20 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (¢o 10 rounds/rank) +4. PP
Increase Duration (to 1 minute/rank) +5 PP
Increase Duration (¢o 10 minutes/rank) +6 PP
OeFrlect Spell*

PP Cost: 8 Spell Type: Utility
Range: 100' RR: —

Duration: — Spheres: Thaumaturge

Description: Caster may deflect one elemental attack spell
that he sees within range, causing 20 to be subtracted from
its attack.

Scaling Options:
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Extra Attack (per extra attack) +3 pp
Increase Modifier (-50) +8 PP
Increase Modifier (-75) +16 PP
Increase Modifier (-100) +24 PP
Increase Range (per extra 50) +1 PP
Force wWall

PP Cost: 6 Spell Type: Utility
Range: 10’ RR: —

Duration: 2 rounds/rank Spheres: Thaumaturge

Description: Creates a translucent wall of force with dimen-
sions of 10' wide x 10" high x 1’ thick. Each wall segment has 10
hits per rank of the caster in this spell. The Force Wall must
rest on a solid surface.

Scaling Options:
Increase Wall Strength (¢o 20 hits per caster rank) +6 PP
Increased Size (per additional 10'x10'x1' section) +3 PP
Shape Wall

(wall can be shaped even into a curved

form; a large enough wall can beshaped

into a hemisphere) +3 PP
Meld Wall (wall can fit seamlessly

against other surfaces or other Walls) +3 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP

Immbue Bonus
PP Cost: 8
Range: Touch

Spell Type: Utility
RR: —
Duration: 1 day Spheres: Thaumaturge

Description: The caster may imbue an item with a spell ma-
trix capable of holding a single magical bonus increment to
OB, DB, RR, or a specific skill.

Scaling Options:

Increase Duration (per +1 day) +5 PP
Increase Imprint (per sigil imprint) +2 PP
Enchant Existing Non-magical Item +8 PP
Enchant Existing Magical Item +16 PP
Increase Bonus Increment I1 +8 PP
Increase Bonus Increment II1 +16 PP
Increase Bonus Increment IV +24 PP
Increase Bonus Increment V +32 PP
Imbue Charge

PP Cost: 9 Spell Type: Utility
Range: Touch RR: —

Duration: 1 day Spheres: Thaumaturge

Description: The caster may imbue an item with a spell ma-
trix capable of holding a spell of up to 5 PP, with the eventual
aim of creating a charged spell item (with 50 charges).

This spell has four special scaling options:

Increase Matrix Potency: This allows higher-powered spells
to be added to items that are created and enchanted at the
same time, on a 1 for 1 PP basis.

Self-Charging: This option allows the item to regenerate one
charge per day.

Recharge Item: A charged item that has expended all its
charges may be recharged using this option. One charge is
restored for each PP invested in this scaling option.

Increase Maximum Charges: The item will have a maxi-
mum of 100 charges.

Scaling Options:

Increase Duration (per +1 day) +5 PP
Increase Imprint (per sigil imprint) +2 PP
Enchant Existing Non-magical Item +9 PP
Enchant Existing Magical Item +18 PP
Increase Matrix Potency (per extra PP) +1 PP
Self-Charging (per PP in matrix) +1 PP
Recharge Item (per charge restored) +1 PP
Increase Maximum Charges +9 PP

Imbue Exotic
PP Cost: 9
Range: Touch

Spell Type: Utility
RR: —

Duration: 1 day Spheres: Thaumaturge
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Description: The caster may imbue an item with a spell ma-
trix capable of simulating a talent or a special magical ability.
Using the base form of this spell, the talent’s DP cost or the
Ability Cost must be 5 points or less.

Scaling Options:

Increase Duration (per +1 day) +5 PP
Increase Imprint (per sigil imprint) +2 PP
Enchant Existing Non-magical Item +9 PP
Enchant Existing Magical Item +18 PP
Greater Talent (per extra DP of Talent) +1 PP
Greater Ability (per extra Ability Cost point) ~ +1 PP
Imbue Spell

PP Cost: 8 Spell Type: Utility
Range: Touch RR: —

Duration: 1 day Spheres: Thaumaturge

Description: The caster may imbue an item with a spell ma-
trix capable of holding a spell of up to 5 PP, with the eventual
aim of creating a Daily spell item. This spell must be cast mul-
tiple times with each “batch” for each time per day that the
item is supposed to function (i.e., a Daily II item requires this
spell to be cast twice for each batch of castings).

This spell has four special scaling options:

Increase Matrix Potency: This allows higher-powered spells
to be added to items that are created and enchanted at the
same time, on a 1 for 1 PP basis.

Constant Effect: Instead of creating a Daily Item, the use of
this option will enable the caster to enchant an item with a
constant effect. This option must be used on each day of the
enchantment process.

Trigger Effect: Instead of creating a Daily Item, the use of this
option will enable the caster to enchant an item with a semi-
constant effect. The effect will be active only as long a certain
condition is met. The condition must be something that is built
into the item that is easily doable, such as purposely touching a
specific stud on a handle or using a feature of the item to cause
specific bits of the item to touch, activating the effect.

“At Will” Effect: Instead of creating a Daily Item, the use of
this option will enable the caster to enchant an item with an
effect which can be used “at will” by its wielder or wearer. This
option must be used on each day of the enchantment process.

Scaling Options:

Increase Duration (per +1 day) +5 PP
Increase Imprint (per sigil imprint) +2 PP
Enchant Existing Non-magical Item +8 PP
Enchant Existing Magical Item +16 PP
Increase Matrix Potency (per extra PP) +1 PP
Constant Effect +20 PP
Trigger Effect +8 PP
“At Will” Effect +20 PP

Long Door Item

PP Cost: 8 Spell Type: Utility
Range: Touch RR: —
Duration: — Spheres: Thaumaturge

Description: Caster can teleport an object of up to 1 Ib. in mass
to a location of his choice up to 100" away from its current posi-
tion. The object cannot teleport through intervening barriers (@
closed door is a barrier, a pit is not). If the distance that the object
is to be teleported to is further away than the distance allowed
by the spell, then the object will travel the maximum distance al-
lowed by the spell in the proper direction. If the teleport destina-
tion is occupied, the object will reappear in the closest available
open space that is within the range of the teleport. The destina-
tion location must be in line-of-sight of the target or the target
must have Studied the location using the Study Target spell.

Scaling Options:

Teleport (object may teleport through barriers) +2 PP
Increased Distance (100/rank) +4 PP
Increased Distance (1 mile/rank) +8 PP
Increase Mass (to 1 pound per rank) +2 PP
Increase Mass (to 10 pounds per rank) +5 PP
Increase Mass (to 100 pounds per rank) +10 PP
Magestarr

PP Cost: 13 Spell Type: Utility
Range: Touch RR: —

Duration: Permanent Spheres: Thaumaturge

Description: The caster must first obtain and craft a wooden or
metal staff. The staff’s length must be equal or greater than the
caster’s height. The caster then enchants the staff with arcane
energy, turning it into a magestaff. This item is attuned to

only the caster and can only be used by him. When
this spell is cast, the caster’s staff is enchanted to
work as either a +1 Power Point Adder or a +1
spell adder. This spell may be cast on the staff
multiple times, no more than once a day, to
increase the power of the magestaff. Each in-
crease must be cast separately. This spell has

three special scaling options:

Dual Adder: This option allows the
magestaff to be both a spell adder and
PP adder. This option may only be
used when Magestaff is first cast on
the item.

Alternate Form: The magestaff
need not be a staff in its form —
armor, weapons, clothing, jewelry,
etc., may be enchanted as PP and
spell adders using this option.

Unkeyed: This option allows
the “magestaff” to be used
by anyone.
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Scaling Options:

Increase from +1 PP adder to +2 PP adder +6 PP
Increase from +2 PP adder to +3 PP adder +12 PP
Increase from +3 PP adder to +4 PP adder +18 PP
Increase from +4 PP adder to +5 PP adder +24 PP
Increase from +1 spell adder to +2 spell adder  +6 PP
Increase from +2 spell adder to +3 spell adder +12 PP
Increase from +3 spell adder to +4 spell adder +18 PP
Increase from +4 spell adder to +5 spell adder +24 PP

Dual Adder (also a +1 spell adder or +1 PP adder) +6 PP

Alternate Form +6 PP
Unkeyed (may be used by anyone) +6 PP
Molbding

PP Cost: 14 Spell Type: Utility
Range: Touch RR: —

Duration: Permanent Spheres: Thaumaturge

Description: Caster can reshape an object made from inani-
mate materials (i.e., earth, clay, ice, cloth, leather, wood, etc.),
simply by using his hands. To mold an object into a specific
form (e.g, a chair into a stool), the caster must either have the
new form memorized using Study Target or succeed in a Hard
(-20) Crafts maneuver (Difficulty degree may be higher at GM
discretion). Remolding an object takes at least one minute
(longer for large or complex objects at GM discretion). In its
base form, this spell cannot affect stone, metal, gems, magical
materials, or magical items. An object carried or worn by a
living being cannot be affected by this spell.

The Mold options have the following effects:
Mold Stone: Caster can reshape non-magical stone.

Mold Base Metals: Caster can reshape non-magical base
metals and alloys, e.g., copper, iron, tin, lead, bronze, pewter,
steel, etc.

Mold Precious Metals: Caster can reshape non-magical pre-
cious metals and alloys, e.g., silver, gold, platinum, etc.

Mold Gems: Caster can reshape non-magical crystals
and gems.

Mold Magical Materials: Caster can reshape magical mate-
rials, metals and alloys.

Mold Multiple Objects: Caster can reshape multiple objects
simultaneously. Normally this option is used by casters who
want to join or meld different objects together.

Scaling Options:

Mold Stone +7 PP
Mold Base Metals +14 PP
Mold Precious Metals +21 PP
Mold Gems +28 PP
Mold Magical Materials +35 PP
Mold Multiple Objects +4 PP

(per extra object molded)

Potion Mastery
PP Cost: 8
Range: Touch

Spell Type: Utility
RR: —

Duration: Special Spheres: Thaumaturge

Description: Using the Alchemy skill, the character may cre-
ate a potion imbued with any basic spell (not scaled up). With
the use of this spell, the caster may create a potion imbued
with a spell that has been scaled (no maneuver roll needed) so
long as the total power point cost for the spell to be imbued is
equal to or less than 10 power points. The caster expends the
power points for this spell at the time of casting and expends
the power points for the spell being imbued as he creates
the potion.

Scaling Options:
Increased Potency (for each PP to be imbued): +1 PP

Preserve Charm
PP Cost: 16 Spell Type: Utility
Range: Touch RR: —

Duration: Permanent Spheres: Thaumaturge

Description: Charms created using the Charmcraft skill lose
their effect one month after they are created. Using this spell,
a caster may make a non-offensive charm retain its effect
permanently, converting it into a talisman. The charm may
only be imbued with an effect requiring up to 7 Power Points.
The caster expends the power points for this spell at the time
of casting and expends the power points for the charm sigil
being imbued as he creates the charm.

Scaling Options:

Increased Potency (for each PP to be imbued): +1 PP
Spell Resistance

PP Cost: 6 Spell Type: Utility
Range: 50' RR: —

Duration: 2 rounds/rank Spheres: Thaumaturge

Description: Target receives a +10 bonus to all RRs (Stamina,
Will, and Magic) against spell effects for the duration of
the spell.

Scaling Options:

Increase Bonus (+20) +6 PP
Increase Bonus (+30) +12 PP
Increase Bonus (+40) +18 PP
Increase Bonus (+50) +24 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4. PP
Increase Duration (1 minute/rank) +5 PP
Increase Targets (per each additional target) ~ +3 PP
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Spell Shield
PP Cost: 4
Range: 10’

Spell Type: Utility
RR: —
Duration: 2 rounds/rank Spheres: Thaumaturge

Description: Target receives a +5 bonus to DB against all
spell-based attacks for the duration of the spell.

Scaling Options:

Increase Bonus (+10) +3 PP
Increase Bonus (+15) +4 PP
Increase Bonus (+20) +12 PP
Increase Bonus (+25) +16 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Increase Targets (per each additional target)  +3 PP

Stabilize ELixir
PP Cost: 15
Range: Touch

Spell Type: Utility
RR: —

Duration: Permanent Spheres: Thaumaturge

Description: Potions, elixirs and so forth created using the
Alchemy skill lose their potency one month after they were cre-
ated. Using this spell, a caster may make a potion retain its po-
tency permanently. The potion may only be imbued with a spell
requiring up to 5 Power Points. The caster expends the power
points for this spell at the time of casting and expends the power
points for the spell being imbued as he creates the potion.

Scaling Options:

Increased Potency (for each PP to be imbued): +1 PP

Waiting Spell
PP Cost: 3 Spell Type: Utility
Range: Self RR: —

Duration: 5 rounds/rank Spheres: Thaumaturge

Description: Using this spell, the caster can delay the effect
of the next spell that he casts for up to the duration of Waiting
Spell. The caster must cast the delayed spell within the duration
of Waiting Spell and expend the power points for it at the time
of casting. When casting Waiting Spell, the caster must select a
specific Trigger to activate the spell effect. The base Trigger is the
Time Trigger; this and others are described below. All spell ef-
fects (other than those which only affect the caster) happen at the
original location where the delayed spell was cast. If no Trigger
is activated, the spell matrix dissipates without changing reality.

Time Trigger: the spell takes effect at a specific time within
the duration.

Movement Trigger: the spell takes effect when a specific
movement occurs.

Sound Trigger: the spell takes effect when a specific
sound happens.

Target Trigger: the spell takes effect when a target (previ-
ously studied using Study Target) enters the location where
the spell was cast.

Event Trigger: the spell takes effect when a specific
event happens.

Multiple Triggers: the spell can be triggered by one or more
situations occurring, but the spell can only take effect once.
The PP cost for the individual triggers must also be paid.

Scaling Options:

Movement Trigger +2 PP
Sound Trigger +3 PP
Target Trigger +4 PP
Event Trigger +5 PP
Multiple Triggers (per each trigger) +1 PP
Increase Duration (10 rounds/rank) +4. PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Wards

PP Cost: 9 Spell Type: Utility
Range: Touch RR: Special

Duration: 1 minute/rank Spheres: Thaumaturge

Description: The spell protects an area of up to 20'R from
specific types of magic either entering the area or being cast
within the area. The caster of this spell looks up the result of
his casting roll on the RR column of the Maneuver Table. The
opposing caster must roll higher than this when casting or
his spell fails. The possible options are:

Elemental Ward: This blocks elemental magic.

Gating Ward: This protects against movement and telepor-
tation magic (e.g., Long Door, Passing, etc.)

Mental Ward: This shields against mental control magic.

Scrying Ward: This protects against magic used to divine
the future (e.g, Intuitions), scan the past (Past Visions) or
the present.

Summoning Ward: This blocks any form of summon-
ing magic.

Scaling Options:
Dual Ward (entering and within) +5 PP
Bypass Ward

(caster’s own magic unaffected) +5 PP
Combined Ward (2 options) +5 PP
Combined Ward (3 options) +9 PP
Combined Ward (4 options) +13 PP
Combined Ward (5 options) +18 PP
Increase Radius (per extra 10'R) +1 PP
Increase Duration (10 minutes/rank) +6 PP
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Great Circle or The Vivamancer

Animal Transrormations
PP Cost: 7 Spell Type: Utility
Range: 10’ RR: —

Spheres: Vivamancer

Duration: 5 rounds/rank

Description: The caster may transform one target into the
physical form of any one animal that he has studied using
the spell, Study Target. This animal must be between % and
4 times the target’s normal size. The target retains his nor-
mal mental faculties. The target does not gain the physical
attacks, movement type, and/or senses of the new form.

Note: If the scaling option, Unwilling Target, is employed,
then this spell’s type changes to Attack and an unwilling tar-
get may make a RR versus Magic to avoid being transformed.
Use the scaling option PP Costs in parentheses for duration.

Scaling Options:
Gain Physical Attacks +2 PP
Gain Movement Type +2 PP
Gain Senses +2 PP
Increase Size Variance

(1/20th to 40 times normal size) +3 PP
Increase Size Variance

(1/40th to 400 times normal size) +6 PP
Increase Duration (10 rounds/rank) +4 PP (+6 PP)
Increase Duration (1 minute/rank) +5 PP (+8 PP)
Increase Duration (10 minutes/rank)  +6 PP (+10 PP)
Unwilling Target +14 PP

Banish Creature

PP Cost: 5 Spell Type: Attack
Range: 100’ RR: Magic
Duration: — Spheres: Vivamancer

Description: This spell allows the caster to banish one sum-
moned animal or monster (of Tiny size). The creature is tel-
eported to its original location, if it fails an RR versus Magic.

Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Target (per extra creature banished) — +4 PP
Increase Range (per extra 50) +1 PP
Control Aerial Creature

PP Cost: 5 Spell Type: Attack

Range: 100' RR: Magic

Duration: 2 rounds/rank Spheres: Vivamancer

Description: The caster may control the actions of one bird,
flying/gliding animal or flying/gliding monster (of Tiny size),
compelling it to obedience by sheer force of will and magic.
When the spell is over, the creature will act according to its
normal nature.

Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Targets (per extra creature) +4. PP
Increase Range (per extra 50') +1 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP
Increase Duration (1 minute/rank) +8 PP
Control Aquatic Creature

PP Cost: 5 Spell Type: Attack

Range: 100’ RR: Magic

Duration: 2 rounds/rank Spheres: Vivamancer

Description: The caster may control the actions of one
aquatic animal (e.g, fish, amphibian, dolphin, etc.) or aquatic
monster (of Tiny size), compelling it to obedience by sheer
force of will and magic. When the spell is over, the creature
will act according to its normal nature.

Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Targets (per extra creature) +4. PP
Increase Range (per extra 50') +1 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP
Increase Duration (1 minute/rank) +8 PP
Control Land Creature

PP Cost: 5 Spell Type: Attack

Range: 100' RR: Magic

Duration: 2 rounds/rank Spheres: Vivamancer

Description: The caster may control the actions of one land-
based animal or monster (of Tiny size), compelling it to obedi-
ence by sheer force of will and magic. When the spell is over,
the creature will act according to its normal nature.

Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Targets (per extra creature) +4. PP
Increase Range (per extra 50') +1 PP
Increase Duration (5 rounds/rank) +4 PP
Increase Duration (10 rounds/rank) +6 PP
Increase Duration (1 minute/rank) +8 PP
Control Plant

PP Cost: 5 Spell Type: Attack

Range: 100' RR: Magic

Duration: 2 rounds/rank Spheres: Vivamancer

Description: The caster may control the automatic and/
or mental processes of any one Tiny plant, tree, or sentient
vegetable lifeform. The caster can also control the lifeform’s
movements but this spell does not allow movement beyond
normal allowances.
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Scaling Options: Growth

Increase Creature Size (per Size increase) +4 PP PP Cost: 6 Spell Type: Utility
Increase Targets (per extra creature) +4 PP Range: Touch RR: —
Increase Range‘(per extra 50)) +1 PP Duration: 5 rounds/rank Spheres: Vivamancer
Increase Durat%on (s rounds/rank) +4 PP Description: Caster can alter target’s size, enlarging him and
Increase Duration (10 rounds/rank) +6 PP his possessions to twice his original size.
Increase Duration (1 minute/rank) +8 PP
Scaling Options:
Creature Transrormations Increase Size Variance (up to x5 normal size) ~ +4 PP
PP Cost: 7 Spell Type: Utility Increase Size Variance (up to x10 normal size) +8 PP
Range: 10’ RR: — Increase Duration (10 rounds/rank) +4 PP
Duration: 5 rounds/rank Spheres: Vivamancer Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP

Description: The caster may transform one target into the
physical form of any one creature (normally a monster or Plant Growth
magical beast) that he has studied using the spell, Study

Target. This creature must be between % and 4 times the tar- PP Cost: 3 Spell Type: Utility
get’s normal size. The target retains his normal mental facul- Range: Touch RR: —
ties. The target does not gain the physical attacks, movement Duration: — Spheres: Vivamancer

type, senses, and/or magical abilities of the new form. Description: The caster is able to increase the growth rate

Note: If the scaling option, Unwilling Target, is employed, ~of any one plant or tree, causing it to double in size over the
then this spell’s type Changes to Attack and an unwilling tar- course of one day The target plant or tree remains at its new
get may make a RR versus Magic to avoid being transformed. ~ size once its growth is complete.

Use the scaling option PP costs in parentheses for duration.

Scaling Options:
Scaling Options: Increase Growth (x3 size) +3 PP
Gain Physical Attacks +2 PP Increase Growth (x4 size) +6 PP
Gain Movement Type +2 PP Increase Growth (x5 size) +9 PP
Gain Senses +2 PP Increase Targets (per extra target) +3 PP
Gain Magical Ability (per each ability) +8 PP .
Increase iize Varian};ep ’ Plant Healing

(1/20th to 40 times normal size) +3 PP PP Cost: 3 Spell Type: Utility
Increase Size Variance Range: Touch RR: —

(1/40th to 400 times normal size) +6 PP Duration: 1 round Spheres: Vivamancer
Increase Duration (10 rounds/rank) +4 PP (+6 PP) Description: Caster is able to heal damage to a plant, tree, or
Increase Duration (1 minute/rank) +5 PP (+8 PP) sentient vegetable lifeform. The caster must select one of the
Increase Duration (10 minutes/rank)  +6 PP (+10 PP) following options when casting this spell:

Unwilling Target +14 PP + Reduce a maneuver penalty by up to 50 points

+ Reduce bleeding by up to 10 points

Cure Insanity + Heal up to one half of the target’s concussion hits

PP Cost: 3 Spell Type: Utility Scaling Options:
Range: 10 RR: — Increase Healing ( heal 2 options) +2 PP
Duration: — Spheres: Vivamancer Increase Healing ( heal 3 options) +4 PP
Description: The caster can cure one naturally occurring Increase Healing (heal minor frostbite) +3 PP
insanity suffered by the target. This will not cure magically  Increase Healing (heal major frostbite) +6 PP
induced insanity. Increase Healing (heal minor burns) +3 PP
Scaling Options: Increase Healing (heal major burns) +6 PP
Cure magically induced Phobia or Mania +3 PP Increase Healing (cure disease) +6 PP
Cure any other magically induced Madness +6 PP Increase Healing (cure poison) +6 PP
Increase Healing (restore foliage) +6 PP
Increase Healing (restore bark) +8 PP
Increase Healing (heal all damage) +12 PP
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Plant Transrormations

PP Cost: 7 Spell Type: Utility
Range: 10’ RR: —

Spheres: Vivamancer

Duration: 5 rounds/rank

Description: The caster may transform one target into the
physical form of one plant, tree, or sentient vegetable lifeform
that he has studied using the spell, Study Target. This plant
must be between % and 4 times the target’s normal size. The
target retains his normal mental faculties.

Note: If the scaling option, Unwilling Target, is employed,
then this spell’s type changes to Attack and an unwilling tar-
get may make a RR versus Magic to avoid being transformed.
Use the scaling option PP costs in parentheses for duration.

Scaling Options:
Increase Size Variance

(plant can be 1/20 to 40x target’s normal size)+3 PP
Increase Size Variance

(plant can be 1/40 to 400x target’s normal size)+6 PP

Increase Duration (10 rounds/rank) +4. PP (+6 PP)
Increase Duration (1 minute/rank) +5 PP (+8 PP)
Increase Duration (10 minutes/rank)  +6 PP (+10 PP)
Unwilling Target +14 PP
Rejuvenation

PP Cost: 7 Spell Type: Utility
Range: Touch RR: —

Duration: — Spheres: Vivamancer

Description: The caster can permanently remove 5 years of
age from the target. If this spell is fumbled, both the caster
and the target will instead age by the intended amount.

Scaling Options:
Increase Rejuvenation (10 year) +5 PP
Increase Rejuvenation (20 years) +15 PP

Repel Animal
PP Cost: 6 Spell Type: Attack
Range: 10’ RR: Will

Duration: 5 rounds/rank Spheres: Vivamancer

Description: The caster may prevent one animal (of Tiny
size) from entering an area of 10'R whose center point must
be within the range of this spell, if it fails its RR. If the animal
is already inside this area, it must succeed at an RR versus
Magic or be forced to immediately leave. If the scaling option
of Contain Animal is used, then instead of being expelled
from the protected area or barred entry, the animal (if it fails
its RR) is compelled to remain (or is forced into) the protected
area where it must stay until the spell ends.

Scaling Options:

Increase Animal Size (per increase) +4 PP
Increase Targets (per extra target) +4 PP
Contain Animal +3 PP

Increase Range (per +50) +1 PP
Increase Radius (per extra 10'R) +2 PP
Increase Duration (10 rounds/rank) +6 PP
Increase Duration (1 minute/rank) +8 PP
Share Animal Sense

PP Cost: 4 Spell Type: Attack

RR: Will

Spheres: Vivamancer

Range: 100'
Duration: Concentration

Description: The caster may share in the perceptions re-
ceived through any one sense (sight, hearing, smell, taste, etc.)
from any one animal within range. Once this spell has been
cast, the caster may continue to receive this sensory data as
long as the animal remains within 100' of the caster. (This can
be scaled using the Increased Distance options below). This
spell gives the caster no control over the target.

Scaling Options:

Share Another Sense (per extra sense) +4, PP
Increase Range (per extra 50') +1 PP
Increased Distance (100/rank) +4 PP
Shrink

PP Cost: 4 Spell Type: Utility
Range: Touch RR: —

Duration: 5 rounds/rank Spheres: Vivamancer

Description: Caster can alter target’s size, shrinking him and
all his possessions to one half of the original size.

Scaling Options:

Increase Size Variance (1/4th times normal size) +4 PP
Increase Size Variance (1/8th times normal size) +8 PP

Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Summon Aerial Creature

PP Cost: 7 Spell Type: Utility
Range: Self RR: —

Duration: 2 rounds/rank Spheres: Vivamancer

Description: This spell allows the caster to summon one
bird, flying/gliding animal or flying/gliding monster (of Tiny
size) of a chosen species, which the caster must have previ-
ously stored using Study Target. The creature is teleported
to within 50' of the caster, and is returned via teleport at the
end of the spell’s duration to its original location. This spell
does not provide the caster with any control over the sum-
moned creature and the creature may act according to its
normal nature.
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Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Target (per extra creature summoned) +3 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Species need not be previously Studied +5 PP
Summon Aquatic Creature

PP Cost: 7 Spell Type: Utility
Range: Self RR: —

Duration: 2 rounds/rank Spheres: Vivamancer

Description: This spell allows the caster to summon one
aquatic animal (e.g, fish, amphibian, dolphin, etc.) or aquatic
monster (of Tiny size) of a chosen species, which the caster
must have previously stored using Study Target. The creature
is teleported to the nearest body of water (capable of hold-
ing the creature) to the caster, and is returned via teleport at
the end of the spell’s duration to its original location. This
spell does not provide the caster with any control over the
summoned creature and the creature may act according to its
normal nature.

Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Target (per extra creature summoned) +3 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4. PP
Increase Duration (1 minute/rank) +5 PP
Species need not be previously Studied +5 PP
Summon Land Creature

PP Cost: 7 Spell Type: Utility
Range: Self RR: —

Duration: 2 rounds/rank Spheres: Vivamancer

Description: This spell allows the caster to summon one
land-based animal or monster (of Tiny size) of a chosen spe-
cies, which the caster must have previously stored using
Study Target. The creature is teleported to within 50’ of the
caster, and is returned via teleport at the end of the spell’s
duration to its original location. This spell does not provide
the caster with any control over the summoned creature and
the creature may act according to its normal nature.

Scaling Options:

Increase Creature Size (per Size increase) +4. PP
Increase Target (per extra creature summoned) +3 PP
Increase Duration (5 rounds/rank) +3 PP
Increase Duration (10 rounds/rank) +4 PP
Increase Duration (1 minute/rank) +5 PP
Species need not be previously Studied +5 PP

Telepathic Bond
PP Cost: 6
Range: Touch

Spell Type: Utility
RR: —

Duration: 5 rounds/rank Spheres: Vivamancer

Description: This spell allows the caster to create a telepathic
bond between himself and one other target. The bond will
only allow mental communication if the members of the bond
are within a certain distance of one another. This distance is
50' for each member of the bond.

Scaling Options:

Increase Targets (per extra target) +3 PP
Increase Distance (per +50’ per person) +2 PP
Increase Duration (10 rounds/rank) +6 PP
Increase Duration (1 minute/rank) +8 PP
Increase Duration (10 minutes/rank) +9 PP
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High Magic

Ley Lines and Nexus Points

A ley line is produced by the focusing and channeling of Pure
mana into lines of magical force. These currents (known col-
lectively as the Web) permeate the world, radiating magical
energy outwards and increasing the levels of mana infusing
their immediate surroundings and nearby creatures. A nexus
point is formed where two or more ley lines intersect — the
intermingling of mana causes Pure mana itself to radiate
outwards to form a large mana-rich circular area (sometimes
called the nexus node or earthnode). The radius of the nexus
node is determined by the number of intersecting ley lines.

The most useful ley lines are those found closest to the sur-
face of the land. It is known that there are ‘deep” ley lines
running through solid rock far underground, but these are
inaccessible to mages. It is theorized that deep ley lines and
nexus points are responsible for creating rich seams and de-
posits of magical minerals. Dwarven miners long ago learned
that delving too close to a suspected deep ley line could cause
it to shift or even disappear entirely. “Deep” lines sometimes
connect to surface nexus points.

The flow of mana along a ley line is continually in flux as el-
emental essences, magnetic forces, and spell-casting cause
random changes in the mana levels. Direct manipulations of
ley lines and nexus points can even temporarily deplete the
amount of safely accessible Pure mana. Over decades and
centuries, the ley lines may shift their location.

The only “normal” effect of a surface ley line is to increase the
level of Ambient mana nearby. Nexus points create natural
distortions in reality from the emanation of so much mana.
There are a number of possibilities:

Gateway: A magical portal linking one nexus node to another
— simply step through and be teleported to the destination.
The gateway may be one-way. Gateways may also connect the
mortal planes to other planes.

Rare Animals/Monsters: Strange monsters and/or magical
creatures may be drawn to the nexus node and make their
home there. Normal animals may be mutated into giant,
semi-intelligent, or magically empowered versions.

Rare Plants, Herbs, and/or Poisons: Exotic plants and herbs
with magical properties may flourish within the nexus node.

Strange Feature: A fountain, pool, or other geographical fea-
ture could be imbued with magical properties, e.g., a fountain
of youth, healing spring, natural scrying pool.

Strange Climate: A nexus point may create an unexpected
oasis in a desert which flourishes regardless of the rains, a
temperate even tropical valley in the otherwise frozen arctic,
or places where it continually snows or rains or is enshrouded
in fog. A nexus node (or several of them) may be preventing
earthquakes and/or volcanic activity — disturbing the node(s)
could be devastating.

Ley lines and nexus nodes can be extremely beneficial to spell
users. Ritualists find both useful for powering ritual magic as
Pure Mana can be drawn upon and shaped into sigils faster
than ambient man. Spell users who tap Ambient Mana for
conventional spell-casting are also able to draw upon the en-
riched Ambient Mana much faster than normal.

High Magic is the formal study of how to directly manipulate
ley lines and nexus points. Its practitioners (many of whom
possess the Wizard Training Package) have developed spells,
which enable them to amplify conventional spells by imprint-
ing the sigils (in an enhanced form) onto Pure Mana, without
drawing upon the Pure Mana directly.

Ley Lines and Nexus Points in
the Campaign World

Using ley lines requires the GM to determine the location
of (all) the surface nexus points and lines in the kingdom,
continent, or world (depending upon the campaign’s scope
and PC mobility.) The easy way to do this is to make a copy
of the campaign map and superimpose a grid or hexagon
layout upon it. The size of each grid square depends on the
magic level of the campaign world. In a high-magic world,
each square might be twenty miles by twenty miles, for an
average world squares fifty miles by fifty miles would suf-
fice, whereas in a low-magic world, each square could be a
hundred miles on a side.

In each square or hexagon, place a nexus point. If there is an
interesting geographical feature such as an untamed wilder-
ness, a city, a fortress, a dragon lair, ancient ruins, a stone
circle, etc., place the nexus point in or near that feature. In
“civilized” areas, magical Guilds, temples, and secret societies
have atendency to build on or around nexus nodes, sometimes
because they can utilize their powers, sometimes to deny
them to rivals, and sometimes because the location “just feels
right.” Otherwise, place the nexus point randomly. Squares
covering the sea can be ignored unless the GM expects the
campaign to involve significant underwater adventuring.

Next “join the dots” by drawing lines between pairs of nexus
points. Nexus points should normally link to their nearest
neighbors. The number of intersections determines the nexus
node area so don’t get too carried away in linking too many
points together. Nexus points near the sea may have one or
more ley lines leading out to sea (these pass beneath the sea
bed.) Similarly some nexus points may have only one ley line
or even none at all — these points are connected to deep ley
lines. Label each nexus point with its number of intersecting
ley lines, and you're finished.

Using Ley Lines and Nexus Points

To use a surface ley line, a spell caster must be within its range
of emanation, i.e., located at some point within the width of
the ley line (or “on the ley line”). A surface ley line has an aver-
age width of 50' (GMs may vary this by +/- 2d1o0 feet).
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Any spell user who taps Ambient mana requires one round
for every 3 Power Points (or portion thereof) used in the cast-
ing of a spell when they are on a ley line. The normal casting
time is one round per 2 Power Points for an ambient caster.

A spell caster who performs a magical ritual on a ley line only
requires 1 minute per PP invested in the ritual because of the
higher concentration of mana. After the ritual is completed
(successfully or otherwise), the GM must make a “Depletion
Roll” for the ley line. Roll d100, and on a result of 01-05, the ley
line has been “depleted” (see below).

A wizard may use a ley line in the casting of High Magic
spells. After any High Magic spell casting, a Depletion Roll
must be made. The chance of depletion is 5% plus 1% for every
PP used in the High Magic spell.

When a ley line is “depleted”, a 100' long stretch of the ley line
may not be used to power magical rituals, High Magic spells,
or speed up Ambient mana spell-casting. The normal equilib-
rium of the ley line will restore itself within one hour.

The area of a nexus node depends on the number of ley lines
that intersect at the nexus point. The formula is:

Area = 100R x (Number of Intersecting Lines -1)*

Intersecting Area of Depletion
Ley Lines Nexus Node Recovery Time
2 100'R 10 minutes
3 400'R 5 minutes
, 2.5 minutes
4 900'R
(75 rounds)
5 1600'R 1 minute
o seconds
6 2500'R g
(15 rounds)

GM'’s Option:
A Low Magic (“Magic
Oead”) Zone

As with potions, the set values of OBs for runes and
Magicalrituals can occasionally imbalance the Ambient
mana in a location. After a magical ritual is completed,
the GM should roll dioo. On a roll of 01-05, an area of
100'R centered on the site of the ritual becomes a low
magic or “magic dead” zone for the next 24 hours. No
magical rituals using Ambient mana may be performed
in the zone for that period. Ambient spell users require
1 round per PP to cast their spells. Any spell user who
uses Personal mana will require four hours of complete
rest to recover one quarter of their Power Points if they
remain within the dead zone.

Any spell user within the area of a nexus node who taps
Ambient mana requires one round for every 5 Power Points
(or portion thereof) used in the casting of a spell.

A spell caster who performs a magical ritual in a nexus node
only requires 10 rounds per PP invested in the ritual be-
cause of the higher concentration of mana. After the ritual
is completed (successfully or otherwise), the GM must make a
“Depletion Roll” for the nexus node. Roll d10o, and on a result
of 01, the node has been “depleted.”

A wizard may use a nexus node in the casting of High Magic
spells. After any High Magic spell-casting, a Depletion Roll
must be made. The chance of depletion is 1% for every PP used
in the High Magic spell.

Depleting a nexus node prevents it from being used for High
Magic spells, magical rituals, and ambient spell-casting just
as with ley line depletion. The recovery time is much shorter
and is given in the table above.

Ley lines (unless depleted) and nexus nodes can be detected
using Sense Magic or Detect Magic.

Learning and Using High Magic

High Magic is a specialist branch of Spell Magic, whereby
mages can use their normal reserves of mana (personal, am-
bient, granted, or fixed) to create sigils capable of manipulat-
ing Pure mana. Practitioners of High Magic are indirectly
forming sigils of Pure mana. The indirection is necessary be-
cause Pure mana is too potent to be drawn into a mortal body.

Any spell user who wishes to practice High Magic must first
take the Arcane Power (High Magic) Talent to gain access
to the required sigil pattern fragments. Many also gain the
Wizard Training Package to obtain a solid grounding in High
Magic theory and spell lore.

Each High Magic spell must be learned as a separate skill.
The normal rules for spell casting apply to High Magic in that
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wizards must have at least as many skill ranks in a given spell
as the number of Power Points it requires for its base form,
desired scaling options, and to overcome any armor. The nor-
mal modifiers apply for scaling spells and for casting while
wearing any armor. High Magic spells may only be success-
fully cast on a ley line or within the area of a nexus node —
if cast anywhere else, they automatically fail and the caster
loses the Power Points (but suffers no other damage).

Spell casting failures and fumbles for High Magic are more
serious than other forms of Spell Magic owing to the dangers
of internalizing Pure mana. If a High Magic spell-casting ma-
neuver fails, the caster loses 1 hit per PP invested in the High
Magic as well as losing the Power Points.

If a High Magic spell is fumbled, make a non-open-ended
d1oo roll on the High Magic Fumble Table.

Table 9.4 High Magic Fumble Table
Your concentration slips momentarily. The sigil col-

lapses, Pure mana rushes into you, and you temporarily
01-2
> lose one-quarter of your remaining PPs and 1 Hit for

every PP used in the spell

An unexpected fluctuation in the mana flow ruins
your sigil and sends a mana spike into your body. Roll
d100-20 on the Electrical Table and lose half of your
remaining PPs.

26-50

The sigil forms badly and Pure mana is channeled
51-75 directly into you. Roll d1oo on the Electrical Table and
lose three-quarters of your remaining PPs.

Idiot! You have the sigil completely reversed. An un-
stoppable surge of mana is directed straight into your
body. Roll d10o+20 on the Electrical Table and lose all

your remaining PPs.

76-00

High Magic Spells

Special Notes: All High Magic spells include the Location
Aspect as they are tied to ley lines and nexus nodes.

Channel Mana

PP Cost: 4 Spell Type: Utility
Range: Touch RR: —
Duration: Concentration Spheres: High Magic

Description: By concentrating on a source of Pure mana,
the caster may channel the Pure mana into an inorganic ob-
ject, effectively recharging its “Fixed mana.” The caster must
concentrate for one round per PP to do this and the object
cannot receive more Power Points than its normal maximum
capacity using this method. If the spell is fumbled, the object
is destroyed. This spell can only be cast in a nexus node or on
aley line.

This spell has a special scaling option:

Channel Charge: The caster can channel Pure mana into a
charged spell item to recharge it. This process takes 1 minute

per PP of the original imbued spell matrix. A charged item
cannot receive more charges than its normal maximum and a
spell fumble destroys the item.

Scaling Options:

Channel Charge (per PP) +1 PP
Ley Line Alarm

PP Cost: 4 Spell Type: Utility
Range: Self RR: —

Duration: 5 rounds/rank Spheres: High Magic

Description: The caster attunes himself to a ley line that he
is currently on. For the duration of this spell, he will become
aware if anyone taps the ley line, the caster will instantly
know the location of the entity tapping the line. The caster
must remain on the ley line.

Scaling Options:
Increase Information +4 PP
(determines the nature of the tapping:
identifies High Magic spell or ritual)
Increase Information +8 PP
(determines nature of any scaling)
Increase Duration (10 rounds/rank) +4. PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
Leave Ley Line +4 PP

(caster can leave ley line and spell will remain active)

Ley Line Transport

PP Cost: 5 Spell Type: Utility
Range: 50’ RR: —
Duration: — Spheres: High Magic

Description: Caster can teleport one target to any point of
his choice on the current ley line between (and including) the
two nexus points that serve as the ends of the ley line. The
target cannot teleport through intervening barriers (a closed
door or a building’s wall is a barrier, a pit is not). If the tel-
eport destination is occupied (as would be the case with most
points along a “deep” ley line), the target will reappear in the
closest available open space that is on the ley line and in the
chosen direction. This spell may only be cast on a ley line.

Scaling Options:
Teleport (target may teleport through barriers) +2 PP

Increase Targets (each additional target) +3 PP
Nexus Alarm

PP Cost: 4 Spell Type: Utility
Range: Self RR: —

Duration: 5 rounds/rank Spheres: High Magic

Description: The caster attunes himself to a nexus node that
he is currently within. For the duration of this spell, he will
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become aware if anyone taps the nexus node, and will in-
stantly know the location of the entity tapping the node. The
caster must remain within the nexus node.

Scaling Options:
Increase Information
(determines the nature of the tapping:

identifies High Magic spell or ritual) +4 PP
Increase Information +8 PP
(determines nature of any scaling)
Increase Duration (10 rounds/rank) +4. PP
Increase Duration (1 minute/rank) +5 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
Leave Nexus (caster can leave the nexus node

and spell remains active) +4 PP
Nexus Communication
PP Cost: 4 Spell Type: Utility
Range: Self RR: —
Duration: Concentration Spheres: High Magic

Description: The caster can mentally speak to any one being
within the same nexus node as himself. The caster must either
be able to see the target, know his location, or have memo-
rized the target using Study Target. If the Increase Range op-
tion is taken, the caster may send his thoughts to a target who
is in a different nexus node, but the caster must previously
have used Study Target on the destination nexus node. The
communication is two-way: the caster need merely think his
thoughts, non-Wizard targets must speak verbally (although
the caster is actually reading the thoughts of their speaking).
This spell may only be cast in a nexus node.

Scaling Options:

Increase Range

(to any ley lines attached to the nexus) +8 PP
Increase Range (to any other Studied nexus): ~ +12 PP
Increase Targets (per extra target ): +3 PP
Nexus Gate
PP Cost: 7 Spell Type: Utility
Range: 50' RR: —

Duration: — Spheres: High Magic

Description: Caster can teleport one target to any point of his
choice in any nexus node that he has previously memorized
using Study Target. If the teleport destination is occupied, the
target will reappear in the closest available open space in the
destination nexus node. If there is no open space in the des-
tination nexus node, this spell will fail and the target will not
move. This spell may only be cast in a nexus node.

Scaling Options:

Increase Targets (per extra target): +3 PP
Nexus Lock

PP Cost: 7 Spell Type: Utility
Range: Touch RR: —

Duration: 1 minute/rank Spheres: High Magic

Description: The caster can prevent anyone (including him-
self) from tapping the energies of a nexus point by locking in
the Pure mana. This spell will prevent any other High Magic
effects from working in the nexus node, but will not prevent
spell users from using the nexus to power ambient spell-cast-
ing or normal magical rituals. In its base form, this spell will
only “lock” a nexus node with 2 ley lines- to lock larger nexus
nodes, the spell must be scaled or it will have no effect. The
caster must remain within the nexus node.

Scaling Options:
Increase Nexus Node Size (per additional ley line) +5 PP

Increase Area (to 1 mile radius) +24 PP
Increase Duration (10 minutes/rank) +6 PP
Increase Duration (1 hour/rank) +8 PP
Increase Duration (1 day/rank) +10 PP
Increase Lock (nexus node cannot be used to

power rituals or ambient spell-casting) +9 PP
Remove Lock (caster can undo a Nexus Lock

spell cast by another) +9 PP
Bypass Lock (caster can bypass his own

Nexus Lock spell) +9 PP
Leave Nexus (caster can leave nexus node

and lock will remain active) +9 PP
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10 Magical
Enchantment

Enchanters are those cnages who have mave a
study or Enchantment, the art and crart or creating
magical items. These range From minor baubles
With no more power than the merest cantrip to
Legendary artiracts over which nations and peoples
have contendeD in strire and WArrare For centuries.
This chapter will classiry magic items and describe
in Detail the processes by which they are createo.
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Type€s or Magical Items

While some scholars categorize magical items by outward
form (such as magical swords, armor, rings, etc.) and still
others prize sheer magical potency, perhaps the most use-
ful scheme classifies items by creation process and function.
Using this method, there are eight groups of magical items:

Spell Casting Devices

These items facilitate spell casting by alleviating the burden
of fuelling a spell with the caster’s own Power Points. Spell
casting devices are always items that a caster can hold (such
as a staff or wand) or wear (such as an amulet, ring, or even
robes). There are two types of spell casting device, which may
be combined in a single item.

Power Point Adders: This reduces the casting cost for all
spells by one or more Power Points for the casting of a spell,
although a caster must always supply at least one Power Point
of his own. The number of Power Points provided by the item
varies according to its rating. Power Point Adders are nor-
mally rated from +1 to +5, with lower rated adders more com-
monly available. The Power Point(s) supplied by an adder do
not count against the total Power Point cost of a spell when
calculating the casting modifier. A spell user can only use one
Power Point Adder in any 24-hour period. This means that if
the character has already used an Adder that day, he may not
change it out to a more powerful one until the next day.

Spell Adders: A Spell Adder allows its possessor to cast one
or more spells that he knows without using any of his own
Power Points. Spells cast using this item must meet normal
casting requirements, meaning that the character must have
enough skill ranks in the spell for the scaling options he
wants to use. The character still gets a casting modifier due
to armor and any modifiers due to reduced casting time, but
does not receive any spell casting modifiers for scaling the
spell up in power. The number of free spells is given by the
Spell Adder’s rating, which ranges from +1 to +5, with lower
rated adders being more common than higher rated devices.
A spell user may only use one Spell Adder in any 24-hour
period. This means that if the character has already used an
Adder that day, he may not change it out to a more powerful
one until the next day.

Both types of spell casting device are created through
the use of spells, namely Holy Symbol (Cleric Sphere) and
Magestaff (Magician and Thaumaturge Circles). Holy Symbol
is only able to create adders for the personal use of its caster.
Magestaff can be scaled to create adders usable by anyone as
well as adders in shapes other than the traditional wooden or
metal staff.

Charms and Potions
Charms and Potions are the products of Natural Magic.

A Charm is a bundle of organic components imbued with
Ordered mana. Charms may be defensive or offensive in

nature, but their powers fade as their ingredients decay. Thus
they are strictly temporary items, although the Preserve
Charm spell (Thaumaturge Circle) can prevent their
degradation.

A Potion is normally a liquid or gaseous compound where the
Fixed mana of the ingredients has been ordered to achieve
a spell effect or to store a specific spell. (The Potion Mastery
spell (Thaumaturge Circle) allows scaled spells to be stored
in potions.) Potions are single-use items in that imbibing
or applying the potion will activate and release its magic.
Potions are also subject to the breakdown of their materials
— the Stabilize Elixir spell (Thaumaturge Circle) can prevent
this occurring.

The creation of Charms and Potions is fully covered in
Natural Magic, Chapter 7.

Runes, Glyphs and Seals

Runes, Glyphs, and Seals encapsulate mana in the physical
manifestations of the spell sigils onto the surface of various
media. Normally these are single-effect spells. The creation
of all types of runes is described in Rune Magic, Chapter 8.

Single Use Items

Single Use Items represent normal objects into which has
been forced a spell matrix. The sigil is, however, only strong
enough to survive one activation, whereupon it releases its
magic as the desired effect and the object loses all magi-
cal properties.

Single Use Items are created using the temporary en-
chantment rules described in The Process of Temporary
Enchantment, on the next page.

Magical Bonus Items

These are items with magical bonuses that are applied to any
skill or action suited to the normal operation of the item. Thus
magical weapons will have bonuses to OB, magical armor and
shields will have bonuses to DB, while other items give ben-
efits to skills and Resistance Rolls. Magical bonuses vary from
1 to 5 increments multiplied by the base item’s Increment
Value to achieve the effective bonus. For items other than
piecemeal armor, this increment value is 5, so the effective
bonus normally varies from +5 to +25, e.g., a +10 set of lock
picks would provide a +10 modifier to the Locks and Traps
skill of its user.

Magical Bonus Items can be created using the permanent en-
chantment rules described in the process of Permanent Item
Enchantment on page 108.

Spell Items: Oaily, Constant and
“At Will”

Spell Items are imbued with particular spells, either in base
or scaled form. The possessor may have to make a successful
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Attunement maneuver in order to utilize the spell ability —
thereafter its owner can activate the imbedded spell as de-
sired. The item casts the spell and provides all the requisite
Power Points. Daily Spell Items can be activated by a character
a certain number of times per day. Constant Spell Items are
continuously active and at most require only an Attunement
maneuver to identify their properties. Spell Items designated
“At Will” have spell effects which can be activated as many
times as their owner desires per day. The distinction between
Constant and “A¢ Will” is that the former usually are utility
effects, while the latter class have attack or elemental ef-
fects that casters need to switch off most of the time, e.g., a
Constant Detect Magic is useful, a Constant Elemental Bolt
that makes an attack every round on the round is not.

All of these Spell Items can be created using the perma-
nent enchantment rules described in Permanent Item
Enchantment, page 108.

Spell Items: Charged Items

Charged Spell Items are items imbued with a set number of
charges of a specific spell or spells. The possessor must make
a successful Attunement maneuver in order to utilize the
spell ability — thereafter the item’s owner can activate the
spell once per each charge. The item casts the spell and pro-
vides all the requisite Power Points. Each use depletes one
charge — once all the charges have been depleted, the item
can no longer cast the spell. Charged Items normally have 50
or 100 charges initially and can be recharged. Some Charged
Items are designed to recharge themselves using Ambient
mana at a rate of one charge per day.

Charged Items can be created and replenished using the
permanent enchantment rules described in Permanent Item
Enchantment, page 108.

Exotic Items

Exotic Items can come in any form, although weapons,
shields, and armor are the most common. These devices grant
their wielders special abilities, such as racial talents, that can-
not be (easily) duplicated using other spells. More martial
capabilities such as unencumbering items, fumble reduction,
Holy and Slaying weapons are also possible. These powers are
almost always combined with other magical enhancements.

Exotic Items can be created using the permanent enchant-
ment rules described in Permanent Item Enchantment,
page 108.

Intelligent Items

Intelligent Items are not a distinct group of magical items.
Instead they are potent and permanent magical items in their
own right, which have been further enhanced by the granting
of some measure of sentience. This intelligence is the result of
the binding of a Spirit, Demon, or other being to the object,
using the secret binding spells and rituals.

The Process or Temporary
Enchantment

Temporary enchantment involves the forced imbedding of
a spell matrix into a durable mundane object (known as the
base item). Enchanters focus their own mana into the base
item using their Power Projection skill. They shape some of
this mana into the correct sigils; the remainder is released
into the surroundings.

The base item may be made from any solid inorganic or inani-
mate organic material, e.g., metal, gems, stone, wood, cloth,
leather, etc. Liquids and gases cannot be used as base items;
animate organic materials such as living plants and animals
also may not be enchanted.

The ordered mana is pushed into the object’s heart where the
object’s own structure serves to hold the mana in the pattern
of its sigil. This “pushing process” is called “imbedding” The
sigil is preserved intact until it is activated. The magical ef-
fect then occurs and the mana is released, leaving the base
item completely non-magical again. A base item can only
contain one temporary spell matrix at any given time. Items
that are already magical cannot receive a temporary spell ma-
trix — the existing sigils are too tightly bound into the object’s
structure to leave any room for additional matrices.

Note that this process can only be used to imbed a single
spell. To give an item a single-use magical bonus, a spell such
as Bless must be imbedded.
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Note: Creators must use their own Power Points. Spell adders
and Power Point adders may not be used to power tempo-
rary enchantments.

The process itself is relatively simple:

Step 1: Create or obtain the base item

An object is required to host the temporary enchantment.
This base item must be made from solid inorganic materials
(such as metals, stone, or crystals). The enchanter must either
craft the item himself or obtain a finished item through pur-
chase, gift, or theft.

Creating a suitable item requires the creator to succeed in
at least one Medium Crafts maneuver. At GM’s discretion,
more complex items may require the enchanter to succeed in
a Hard or Very Hard Crafts maneuver. The Crafts maneuver
should be made half-way through the normal crafting time.
If the maneuver is failed, the enchanter must start over, pos-
sibly with fresh materials. The required manufacturing time
can be found on the equipment lists. Use the listed cost for
the base item.

Step 2a: Imbedding a Spell into a Selr-
mavde Item

If the caster is crafting the item himself, then on the last
day of the manufacturing process, he may attempt to
imbed the spell. He must have at least as many ranks in the
Power Projection skill as the Power Point cost of the spell to
be imbedded.

He must first succeed in a Medium Power Projection maneu-
ver, opening a channel for his mana to flow from himself into
the item. If this maneuver is failed, the enchanter loses all his
remaining PPs (as his mana is uncontrollably released into
the environment) and the base item remains non-magical.

If the Power Projection maneuver succeeds, then the creator
must make a casting roll to shape some of the mana flow into
the correct sigil. (Thus a caster must have sufficient PPs to ac-
tually cast the spell.) For this casting roll, the character must
make a Medium All-or-Nothing maneuver and achieve a re-
sult of 101 or higher for it to be successful. This roll is modi-
fied by any scaling options that the caster wishes to imbed
into the item. If the casting roll succeeds, then the spell is
correctly imbedded. If not, the imbedding process fails.

In either case, the caster is fully drained of all his PPs.

The Power Projection process takes 5 minutes for every Power
Point used in the imbedded spell.

Step 2b: Imbedding a Spell into a Finished
Item
If the creator has not been involved with the manufacture of

the base item, then he may attempt to imbed a spell into it at
any time. He must have at least twice as many ranks in the

Power Projection skill as the Power Point cost of the spell to
be imbedded.

He must first succeed in a Hard Power Projection maneuver,
to channel his mana into the item. If this maneuver fails, the
enchanter loses all his remaining PPs (as his mana is uncon-
trollably released into the ambient environment). The base
item remains non-magical.

If the Power Projection maneuver succeeds, then the creator
must make a casting roll to shape some of the mana flow into
the correct sigil. For this casting roll, the character must make
a Medium All-or-Nothing maneuver and achieve a result of
101 or higher for it to be successful. This roll is modified by
any scaling options that the caster wishes to imbed into the
item. If the casting roll succeeds, then the spell is correctly
imbedded. If not, the imbedding process fails.

In either case, the caster is fully drained of all his PPs.

The power projection process takes 5 minutes for every Power
Point used in the imbedded spell.

Permanent Item Enchantment

Creating permanently enchanted items is a long process that
requires the use of skills and spells. It is usually the preserve
of Thaumaturges and specialist Clerics who worship deities
of magic and crafting.

The enchanter uses special spells to imbue an object with a
spell sigil. Every day for days, weeks, and sometimes months,
the enchanter must repeatedly imbue the object, recreating
and strengthening the sigil until it isbound into all parts of the
object’s structure. It is this gradual layering of the sigil, some-
times called imprinting, combined with the matrix’s ability to
replenish itself from the mana flowing into the object that al-
lows the magical effect to be activated multiple times. Finally
the enchanter focuses his own mana into the base item using
his Power Projection skill. He seals the sigil using some of the
mana — this serves to constrain the matrix to within the base
item, preventing the sigil from deteriorating over time. The
remaining mana flows into the surroundings.

The base item may be made from any solid inorganic or inani-
mate organic material, e.g., metal, gems, stone, wood, cloth,
leather, etc. Liquids and gases cannot be used as base items;
animate organic materials such as living plants and animals
also may not be enchanted.

It is easier to enchant an item as it is being made. Its struc-
ture is more malleable and receptive to imbedding (as the
sigils form around the emerging structure), reducing both
the Power Point and time requirements. Creators lacking in
Crafting skills can still enchant existing non-magical base
items — but the process is about twice as costly in both power
and time as the object is much more resistant to the imbuing
spells. More mana is required to imprint and bind the sigil (in
its proper form) into the existing ordered structure as some of
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it escapes into the structure and is lost. (This is similar to the
“escape states” provided by armor to normal casting.,)

The most skilled Thaumaturges can even add new magi-
cal abilities to an already enchanted item. However this is
extremely difficult as the new sigil(s) must be interleaved
within the bound matrices and both sets of sigils connected.
The process takes approximately three times as long and
requires three times as much mana as enchanting an item
from scratch. There is also the chance that trying to add
more magical capabilities to an existing item could end up
destroying the item in the process or even worse, turn it into
a cursed item.

Step 1: Crarting the Base Item

The enchanter must either obtain a finished base item or
make it himself.

To create the base item, the creator must succeed in a Medium
Crafts maneuver. At the GM’s discretion, more complex
items may require the enchanter to succeed in a Hard or Very
Hard Crafts maneuver. The Crafts maneuver should be made
about half-way through the total item creation time. If the
maneuver fails, the enchanter must start over, possibly with
fresh materials (GM’s discretion). Consult the equipment ta-
bles, and use the listed price as the cost for the base item.

Step 2: Imbuing the Item

Imbuing an item with a sigil requires the creator to success-
fully cast at least one Imbue spell once per day for each day
of item creation. However, the creator may cast the required
Imbue spells more than once a day if desired. He is limited to a
maximum number of castings each day only by the number of
Power Points that he has and by the amount of time required
for each Imbue spell. It takes the caster 5 minutes for each
Power Point required by the Imbue spell to weave the spell’s
sigil into the item’s structure. Power Point and Spell Adders
may not be used in creating items. The process of weaving a
sigil into an item’s matrix is often called imprinting.

In creating a magical item, the creator must successfully cast
the required “batch” of Imbue spells a number of times equal
to twice the number of Power Points required for the spells
involved. The word, “batch’, refers to one or more Imbue
spells required in order to make the item, such as the crea-
tion of a Daily Il item requiring the casting of the same Imbue
spell twice for each individual “batch.”

If the creator is also crafting the item, as opposed to using
an already existing item, he must also add a number of days
equal to the number of days required (round up) for crafting a
non-magical version of the item. The number of days required
to craft an item can be found on the HARP Equipment
Tables. Each full casting of the “batch” weaves a single im-
print of the desired sigil into the matrix of the item. Thus, the
total number of castings of the “batch” may be referred to the
total number of imprints required to create the magic item.

® NOTE: In determining how many times each batch of
Imbue spells must be cast, never count the Increased
Duration, or the Increase Imprint scaling options.

The absolute minimum amount of time that it takes to en-
chant an item is twice the number of days (round up for items
that only take a partial day to make) required to make a
non-magical version of the item. The sigil must be imprinted
upon the item at least once per day for this minimum amount
of time.

If the creator should fumble or fail in casting one of the re-
quired batches of Imbue spells, he may not cast any more
Imbue spells on that item for the rest of the day. This is not the
disaster that it may seem. Since the Imbue spells have a dura-
tion of 1 day, the caster may pick up casting the Imbue spells
again the next day while the item is still under the effects of
the spell. If the Imbue spell is cast using the scaling option,
Increase Duration, then that particular spell will last for the
total number of days that were added by the scaling option,
thus allowing more time before the Imbue spell must be cast
again. If a batch contains multiple Imbue spells, and the
character fails casting one of the spells of the batch, then the
entire batch is ruined. If the caster fumbles when enchanting
a previously existing magic item, he must roll on the Magic
Item Modification Fumble table below.

A caster may speed up the creation time of an item by imprint-
ing the item a multiple number of times per day, or even a mul-
tiple number of times per casting. The scaling option, Increase
Imprint, allows a single casting of the proper Imbue spell to
count as multiple imprints towards the total number of im-
prints required to create the item.

The specific Imbue spell required depends on the de-
sired enchantment:

Imbue Bonus: This grants an item a magical bonus incre-
ment to one of OB, DB, RR, or a skill. Scaling allows the magi-
cal bonus to be increased.

Imbue Charge: This enables an item to receive up to 50
charges of any one spell. Scaling allows the caster to imbed
more potent spells, to increase the number of charges, to cre-
ate a self-charging item, or to replenish a discharged item.
The caster must know the spell to be imbedded into the item
as the spell’s matrix is subsumed within the Imbue sigil.

Imbue Exotic: This enables magical abilities that emulate
talents and powers not available as spells to be imbued into
items. Through scaling, the enchanter can imbue more pow-
erful abilities. See Exotic Magical Powers, page 113 for avail-
able abilities.

Imbue Spell: This enables an item to become capable of cast-
ing a spell once per day. Through scaling, enchanters can
imbed spells with higher PP requirements and/or make ef-
fects constant or active “at will.” The caster must know the
spell to be imbedded into the item as the spell’s matrix is sub-
sumed within the Imbue sigil.
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To enchant an item with multiple powers, the creator must
successfully cast one Imbue spell for each power every day
during creation.

Each of the Imbue spells has base number of required Power
Points. This is for the creation of magical items when the
caster is also crafting the item as well. If the caster wishes to
create a magical item from an existing non-magical item or
to enhance an existing magical item, then the proper scaling
options must be used. Note that as existing (both magical and
non-magical) items require more PPs to imbue, the formula
means that they take longer to enchant than creating and im-
buing new items. Thus having an existing (magical) base item
costs the enchanter extra time in return for not having to be a
skilled craftsman himself.

During the creation process, the enchanter normally works
on one item at a time. For each additional item beyond the
first that the enchanter is working on he receives a -20 modi-
fier to all rolls for each item. Thus, working on two items
means a -20 modifier to all rolls for both items, while working
on three items would mean a -40 modifier to all rolls associ-
ated with all three items.

Step 3: Power Projection

On the final day of creation after the last Imbue spells have
been cast, the enchanter must make a Power Projection ma-
neuver to seal the sigil into a permanent form.

% NOTE: The creator must have at least as many Power Points
available for this process as were used in the last batch of
Imbue castings. The enchanter must also have as many
skill ranks in Power Projection as the total Power Point
cost of each batch of required Imbue spells.

Example: Morgana needs 8 available PPs and 8 ranks in
Power Projection for her +5 broadsword, 16 PPs and 16 ranks
for her +10 broadsword.

The difficulty degree of the Power Projection maneuver de-
pends on the nature of the base item:

New base items: Hard (-20);
Existing non-magical base item: Very Hard (-40);
Existing magical base item: Extremely Hard (-60).

The Power Projection maneuver requires 5 minutes per
Power Point.

If the creator fails this Power Projection maneuver, the en-
chantment is warped in some way and the item is cursed (see
Cursed Items, page 114).

Regardless of whether the enchanter succeeds or fails in the
maneuver, he is fully drained of all Power Points.

Magic Item Creation Summary

The following list summarizes the ideas listed in the section
above on the creation of permanent magical items.

1. Caster must either make the base item himself or acquire
it from another craftsman.

2. Caster must determine what spells and scaling options
are being used (not including the Increase Duration and
Increase Imprint options). This includes the scaling op-
tions for trying to enchant an already existing item or an
existing magic item.

3. One casting of all the involved spells is known as one
batch or one imprint, as it refers to the weaving of the
magical sigil into the very fabric of the item.

4. Total number of imprints required equals two times
the total number of Power Points required by all spells
involved in making the item, plus a number equal to the
number of days required to make the item if the character
is crafting it himself.

5. The minimum amount of time required to make an item
is equal to two times the base time required to craft a
non-magical version of the item.

6. The item must receive at least one imprint for each day it
is worked on. (Note: the Increase Duration scaling option
allows for taking breaks between days of working on the
item )

7. Ifthe casting of any spell in a given batch is failed or fum-
bled, then the entire batch is ruined, and no more work
may be done on the item that day.

8. Since the Imbue spells have a duration of 1 day, the caster
may work on the item the next day without ruining
the item.
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9. Since the spells must be successfully cast at least once
each day, a second failure will ruin the item being worked
on, and the caster must start from scratch. (Note: Spells
with the scaling option, Increased Duration, give a larger
leeway since they give more time until the next Imbue spell
must be cast).

10. On the same day as the last imprint is made, the caster
must use Power Projection to seal the sigil and finish the
magic item.

Item Creation Examples

Gregor is a 7" level Thaumaturge. He is a Human, and has
maxed out his skill bonuses for all the Imbue spells, rel-
evant crafting skills, Power Point Development and Power
Projection. He has a +5 bonus in all relevant stats and no
other bonuses. His skill bonus totals for all the skills and
spells is an 84 (74 from skill ranks + 10 from stats). He has 104
Power Points at his disposal. These are the bonuses used in
each of the following item creation examples. Gregor is being
played by Bruce.

+5 Long Sword

Gregor is crafting this long sword as he enchants it. Since the
Imbue Bonus spell requires 8 PP for this level of enchantment,
this means that Gregor must cast the spell a total of 20 times.
This is the base of the 4 days required for making the item,
plus 2 days for each Power Point required. This also means
that it will take Gregor a minimum of 8 days to enchant the
sword he is making, and could take up to 20 days or longer!

Gregor decides that since this is a simple item, he is going to
reduce the amount of time it could take to make the item by
scaling the spell up and doing multiple imprints with each
casting as well as multiple castings each day. Since it will
take a minimum of 8 days to create the magic item, Gregor
wants to get the majority of the imprints out of the way in the
beginning.

He decides that doing 3 imprints per spell will be enough
to start with. The scaling option, Increase Imprints, costs
an additional 2 PP per imprint, so 2 additional imprints per
imbue will cost an additional 4 PP, giving a modifier of -20
to Gregor’s casting rolls, leaving him with an adjusted bonus
of 64. Since the Imbue Bonus spell is a Utility spell, Gregor
only needs a total of 71 or higher to succeed. This means that
Bruce will need to roll a 7 or higher to succeed in each casting.

Day 1: Just starting the item, Gregor is both forging the item
and enchanting it at the same time. Bruce makes the first roll
for Gregor. He gets a 35 for a total of 99, more than enough to
succeed. Gregor now has 3 of the required 20 imprints com-
pleted. Bruce rolls for the second casting of the Imbue Bonus
spell. Unfortunately, he rolls a 6. While this is not a fumble, it
is not enough for a successful casting. Gregor reels from the
failed spell and cannot work on this item any more for the day.

Day 2: Having rested, Gregor sets out to work on the item
again. Bruce grabs his lucky dice, cursing himself for not

Table1o.1 Magic Item Modification Fumble

Brilliant work Michelangelo. The item is smoldering
o012 and its appearance is damaged irreparably. Now for the
> bad news—you've just lost all your Power Points for one

week.

Your master warned you that this might happen.

Now all you can do is sift through the ruins of your
workshop and look for salvageable materials. There is
a 50% chance that the item you were working on was
destroyed. Needless to say, if this happened in town,
officials are investigating to see what charges and fines

26 — 50

you're facing. No Power Points for you this week (or
cookies). If you are a member of a Mages guild, you are
facing a reprimand and additional fines.

You've destroyed the item and lost all your Power Points
for 2 weeks. Roll one Large Heat Critical on yourself.

51—75 Coa Foen il .
Your workshop is in cinders and there is a warrant out
for your arrest. There are laws about this kind of thing.

It just keeps getting better. Congratulations on the
cursed item you've just created. The GM gets to choose
the curse. There is just one little problem—you don’t
76 — 100 ) , ,
know that you've cursed the item. The curse won’t be
apparent until the item is used. This might give you

enough time to leave town—but then again maybe not.

using them on the previous roll, and begins rolling for Gregor
to cast the spell. Bruce gets his wish and successfully casts
the scaled up Imbue Bonus spell three times before deciding
that Gregor has had enough for the day. This gives another 9
imprints, for a total of 12 successful imprints on the sword.
Only 8 to go. Additionally, Bruce also rolls for Gregor’s craft-
ing skill for making the sword. Bruce gets a 17, for a total of
101. A success, barely. With a chuckle the GM tells Bruce that
it is one ugly sword!

Day 3: Early in the morning, before Gregor can really get to
work, his pals come around and ask if he can join them the
next day to support their efforts in protecting a visiting dig-
nitary to the city. They feel his magical expertise might prove
useful against potential sorcerous threats. This should only
take a day of Gregor’s time but it does mean that he won’t be
able to work on the longsword tomorrow. Gregor agrees, and
then decides to get busy on the sword. Gregor will be away
from his workshop for a full day at least and he has no de-
sire to lose all the effort already invested in the sword. Gregor
changes the scaling options he is using today. Instead of in-
cluding extra imprints, Gregor is going to use the scaling op-
tion, Increase Duration, so that he can go assist his friends.
By increasing the duration of the spell, that gives Gregor
extra time before the next imprint must be cast. Once he re-
turns from the mission, Gregor will still have a minimum of
5 more days to work on the sword before it will be finished.
Gregor decides, knowing his friends well and the chance of
complications, to give himself 2 extra days rather than just
the one day off. This will cost an additional 10 PP next to the
base cost, and give a modifier of -50 to Bruce’s casting roll for
a modified bonus of 34. Talking softly to his dice to encour-
age them to roll high, Bruce makes his throw. He gets a 97,
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open-ended! Bruce rolls again and gets a 46, for a grand total
of 177 (34 + 97 + 46). Giving a quick look to the Maneuver
Table, he sees that this is more than enough to get a “Double”
effect. The GM, being the generous sort and also knowing the
other players as well, decides that this applies to the duration
of the spell. Thus, the spell Gregor cast is good for 5 days total
rather than the extra 2 he started with. This also makes 13
imprints out of the required 20 completed.

Days 4 — 6: Gregor is assisting his friends. A complication
ensues with the team having to spend a day and a half chasing
fleeing assassins through the city’s sewer complex.

Day 7: Gregor is back in the workshop. He is extremely grate-
ful that he got the extra days from casting the last Imbue
Bonus spell so well or his work would now have been wasted.
As it is, rather than have another day off, he decides to get
back to work on the sword. He takes it easy with a single im-
print casting, which he makes with ease. 6 imprints and 4
days of work to go

Days 8 — 9: Gregor steps up the pace slightly by scaling the
Imbue Bonus for one additional imprint per casting on each
day, and makes the rolls successfully. 2 imprints and 2 days of
work to go.

Day 10: Gregor casts the base form of Imbue Bonus success-
fully. 1 imprint and 1 day of work to go.

Day 11: Gregor casts the final imprint using the base form
of Imbue Bonus successfully. All that remains is to seal the
sigil so that the sword will retain its enchantment. Since
Gregor made the sword, this will only be a Hard (-20) Power
Projection maneuver. This gives Gregor a total modified skill
bonus of 64, meaning that Bruce must roll a 37 or higher to
succeed in the maneuver. Holding his breath the entire time,
Bruce makes his roll. If he fails this roll, the item will end up
being cursed, but if successful, then everything will be fine.
Bruce lets out a little yip of excitement as he watches his dice
land on 81! Much more than is needed to be successful in the
Power Projection maneuver.

The Light Wanod

Gregor has decided to become slightly ambitious. Having
recently been chasing assassins through the sewers with his
pals, Gregor has decided that he needs an item that he can use
to light things up with at will, but he doesn’t want something
that might give him away to the monstrous denizens of the
tunnels He decides that he wants a small wand, about 4" long
that will cast the spell, Projected Light, whenever he touches
a stud on the wand itself.

Gregor determines that he is going to need to use the spell,
Imbue Spell, and that he is going to scale it up with the option,
Trigger Effect, with the trigger being purposely touching a
stud on the little wand. The base spell is 8 PP and the scal-
ing option adds another 8 PP for a total of 16 PP. Fortunately
the base form of Projected Light is only 5PP so the Increase
Matrix Potency scaling option is not required. Since this is a

scaled spell, his casting bonus is going to be less than normal.
Gregor’s bonus will be a 44 (84 - (8 x -5 = -40) = 44). This item
also requires 33 imprints of the spell (16 PP x 2 days + 1 day
to make the wand). The very minimum that this could be ac-
complished in would be 2 days; however, Gregor does not have
that many Power Points. He only has enough PP for 6 castings
of this spell per day. If Gregor scales the spell up again to add
an extra sigil per casting, this will reduce his bonus for cast-
ing the spell to 34, and allow him to imprint 10 sigils a day at
most (as he only has enough PPs for 5 18PP spells).

Day 1: Gregor begins working on his wand. He also casts the
first of the many imprints needed to enchant the item, scaled
up to do 2 imprints. Bruce rolls a 51, giving Gregor a total of
85, more than enough to cast the spell properly. Gregor then
casts the spell 3 more times, and Bruce rolls high enough each
time that they are all successful. This gives Gregor a total
of 8 imprints for the day. Since the wand only takes a day to
make, Bruce rolls for Gregor’s wood crafting skill. He rolls an
86, which added to the 84 skill bonus is much more than is
needed. The GM tells Bruce that he made a pretty wand.

Day 2: Bruce is on a hot streak! Gregor casts the Imbue spell
4 more times, successfully each time. This gives Gregor 8 im-
prints for the day, and a total of 16 imprints altogether.

Day 3: Bruce gets a bunch of good rolls again! Gregor suc-
cessfully casts the spell 4 more times for 8 imprints, giving a
grand total of 24 for the item.

Day 4: Bruce continues in his good fortune and rolls well
enough to cast the scaled Imbue spell 4 times. The item now
has a total of 32 imprints. Only one imprint to go.

Day 5: Gregor then casts the spell a final time, but without
the scaling for the extra imprint since it isn’t needed. Bruce
rolls and succeeds in successfully casting the spell. Now
the only thing left to do is to seal the sigil using his Power
Projection skill. Since Gregor created the wand himself, this
is a Hard maneuver, giving Gregor a total bonus of 64 (84 — 20
= 64), meaning that Bruce must roll a 37 or higher to succeed.
Bruce rolls and groans as his dice land giving him a 23! He
has failed the Power Projection maneuver! The GM chuckles
evilly as he decides what sort of curse the item has. After a
moment’s thought, the GM explains to Bruce that whenever
using the Light Wand, he must roll a 1d1o. If the result is an
even number, the wand functions normally with no side ef-
fects. However, if he rolls an odd number, the wand will still
function normally, but the user of the wand will also glow (as
if somebody has cast an unscaled Light spell on him) for 2d10
minutes. The GM also tells Bruce that since he was holding
the item when using the Power Projection skill that he is au-
tomatically affected by the curse. He won't be able to get rid
of the item until he can remove the curse from himself. Bruce
groans again and wonders, “Why me?”
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The Cost or Magical Items

Exotic Magical Powers

The monetary cost of enchanting a temporary magical item is
equal to half the enchanter’s PPs in gold pieces, plus the base
cost of the item.

The monetary cost of creating a permanent magical item can
be split into two parts: the cost of the base item and the spell
casting cost.

The base item cost is simply the price listed for that item
in the equipment lists of the HARP core rulebook or other
supplements, rounded up to the nearest gold piece. Even if
the enchanter is fashioning the item himself, the full price
should still be paid. It can be assumed that the enchanter is
paying for slightly better materials, tools, smithing and work-
shop facilities.

The spell casting cost is given by the following formula:

Casting Cost = Total Imbue PPs x number of imprints to cre-
ate x Complexity Multiplier.

The total Imbue PPs refers to how many PPs are needed by
each batch of required Imbue spells. The number of imprints
refers to the total number of castings required to create the
item. The Complexity Multiplier represents the inherent dan-
ger of spell-casting to the enchanter. If all Imbue spells are in
their base form, the Multiplier is x1, if any have to be scaled,
the multiplier increases to x5.

ExamPle: Gregor’s +5 Long Sword has a base item cost of 18
sp, rounded up to 2gp. The +5 version of the sword requires
8 PP for the Imbue Bonus sPeH (its base form) and requires
20 imprints in order to create. This gives a casting cost of
160 gp (8x20x1=160) foratotal price of 162 gp. Fora +10
version, Gregor must scale the sPe” up bg an additional 8 PP
for atotal of 16 PP for casting the spe”. it will also require

36 (16x2 + 4 base) imprints to create the sword. Thus, a +10
Long Sword would have a casting cost of 2880 ep (16x36%x5
(for scaling)) foratotal price of 2882 2p-

Items enchanted using Spell Magic do not require special ma-
terials and the like. Instead the emphasis is on the enchanter’s
time. Effectively the casting cost compensates the mage for lost
earnings while engaged in the creation process, pays for board
and lodgings, covers the expenses of hiring servants to handle
routine affairs, supplies of magical components for mages who
use Fixed mana, etc. It is intended as a guideline only. The GM
might allow a PC enchanter whose meals, rent, and workshop
fees are paid for by other members of the party to create items
at a much lower cost, particularly if the objects are intended for
the adventurers’ own use rather than resale.

Note there will be a difference between the manufacturing
cost determined here and the retail price listed in HARP and
other supplements. It should be assumed that retail prices in-
clude a significant markup (for merchants to make a profit)
and that the sellers are not themselves able to create magi-
cal items (so there is no guarantee that they can replace their
stock once sold.)

Not all magical items provide simple bonuses or spells to
their possessors, some duplicate the effects of talents, whilst
others have effects that have yet to be emulated by any spell in
the Great Circles or Spheres of Spell Magic. These more eso-
teric possibilities are encompassed by the Imbue Exotic spell
of the Circle of Thaumaturgy. The magical effects imbued are
normally constant and rarely require Attunement maneuvers
to master.

Using the base form of Imbue Exotic, enchanters can fashion
magical items that grant their wielders one or more Talents
with a Development Point cost of 5 points or less. Talents
with greater Development Point costs can only be imbedded
by scaling the spell. Certain types of Talents are unsuitable
for imbuing — these include all talents that solely provide bo-
nuses to skills, Resistance Rolls, etc., and those which encap-
sulate training (i.e., Additional Profession, Shield Training,
Focus Talents, etc.).

The following Talents from the HARP core rulebook
are suitable:

Accelerated Healing

Agile Defense

Ambidexterity

Bane

Blazing Speed

Dark Vision (Greater)

Dark Vision (Lesser)
Enhanced Scent

Enhanced Senses
Enchantment Cure
Instinctive Defense

Lightning Reflexes

Neutral Odor

Night Vision

Reduced Sleep Requirement
Regeneration (Minor, Major, Greater)
Scope (Radius, Targets)

Sense Magic

Shapechanger

Spatial Skills

Speak with Magical Creatures
Speak with Normal Animals
Speed Loader

Succor (Minor, Major, Greater)
Temporal Skill

® NoTE: The Scope, Spatial Skills, and Temporal Skill
Talents must be associated with a specific spell whose pa-
rameters they will affect.
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The following three Racial Talents may also be imbued using
Imbue Exotic — their “DP Costs” are given in []:

Heat/Cold Resistance (minor) [20]
Natural Camouflage [20]
Stone Sense [10]

The following Talents from this book are also consid-
ered appropriate:

Affinity of Air
Affinity of Earth
Affinity of Fire
Affinity of Water
Enhancement
Potency

If imbued, Enhancement and Potency must be associated
with a specific spell whose parameters they will affect.

Imbue Exotic can also be used to create unusual magical
effects. Each of these special powers has an “Ability Cost”
(equivalent to the Development Points cost of Talents). The
base form of Imbue Exotic can imbed special powers with
an Ability Cost of 5 points or less, with scaling required for
more potent powers.

A sampling of the most common special powers is given in
Table 10.2:

Cursed Items

Cursed magical items are normally the result of the en-
chanter’s failure to complete the sealing of the imbedding
matrix. The existence of a curse can be safely detected
using the scaled version of the Analysis spell (Thaumaturge
Circle). As touching some items is equivalent to activating
the item (and hence triggering the curse), the unfortunate
creator will have to use tongs and heavy gloves in order to
move the device safely. Many creators immediately destroy
cursed items; some fiendish enchanters place them in their
less well-guarded treasure hoards as magical booby-traps
for greedy thieves.

The other way to discover a curse is by using the
item — for Bonus, Constant or ‘At Will” items
merely holding or wearing them will usually be
sufficient. Once the curse has been activated, its
unlucky owner will be unable to rid himself of

the item, either by selling it, giving it away, or
deliberately “losing” or breaking it. In some set-

tings, this can be purely a mental effect. In others,

it will be more fey, e.g., a knight throws a cursed
sword into the sea and rides off, but on waking the /
next day finds it lying beside him (perhaps the item
has used an unwanted Return by Flight or Return by
Teleport ability.)

For the character afflicted by a cursed item, there are several
solutions. Firstly, someone can steal the object — and even in

faerie-rich settings, this will transfer the curse to the thief.
Secondly a person with the Enchantment Cure Talent can at-
tempt to break the curse on either the victim or the item. If an
Enchantment Cure succeeds on the item, the curse is lifted
and the object becomes non-magical. Thirdly a mage may at-
tempt a Dispel Magic on the victim (use the number of Power
Points from the Imbue spell times 5 as the curse’s bonus). In
these cases, the freed victim should divest himself of the
item immediately.

Curses come in many forms. Sometimes only some of the
magical powers of an item are warped; sometimes the curse
is so subtle that the wielder believes himself to be unlucky
rather than accursed. GMs should choose curses from the
samples described below as the whim takes them

Friendslayer: Attack and Elemental spells attack the nearest
friend or ally of the item’s wielder. If the wielder is on his own,
the spells rebound to attack him.

Hidden Flaw: If a 01-05 is rolled on any maneuver using the
item, the object will break (or tear, shatter, etc. as appropri-
ate), becoming useless and non-magical. On all other rolls, it
will function normally.
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Table 10.2 Special Abilities

Description

For each time this effect is added to a weapon, it increases the range increment of the weapon by 50%
of the base range increment. This may be applied a maximum of 2 times on an item.

Each time this effect is added to a weapon, it will cause 1 point of additional bleeding on any hit made
using it that causes bleeding damage. This can only be used with edged weapons. This may be applied a

Each time this effect is added to an item, it reduces the fumble range for the item by 1, to a minimum
of 1. This may be applied a maximum of 2 times on an item.

With this effect, the item will fly back to its owner at a rate of 300/rnd (100 mph) when called. The
range for this ability is equal to 300’ times the number of times this effect has been added. This may

Each time this effect is added to an item, the item gains the ability to assume one additional form

Using this effect, the item automatically teleports back to its sheath or scabbard after being thrown

Each time this effect is added to an item, its weight and encumbrance are reduced by 20%. If this
effect is added five times to an item, the item becomes effectively weightless with zero encumbrance.
This may be applied a maximum of 5 times on an item.

This effect allows a weapon to deal a second critical of equal severity. The type of critical is selected
when this effect is first added to the item. The extra critical is determined in the same way as the

Each time this effect is added to a weapon, it will cause 1 point of bleeding on any hit made using it.
This can only be used with edged weapons. This may be applied a maximum of 3 times on an item.

Each time this ability is added to a weapon, it increases the attack size by one, e.g., a Medium size
weapon becomes a Large size. This may be applied a maximum of 2 times on an item.

With this effect, the item may take any shape, between 1/10'" and 5x its normal size and mass, de-
sired by the wielder, subject to GM restrictions (i.e., no guns or anachronistic items like flashlights,

Whenever a weapon with this effect on it does a critical to another living being, the wielder will gain a
number of Hits (up to his maximum) equal to the number of Hits done to the foe. This also applies to
maneuver penalties with the wielder’s own maneuver penalties from wounds being reduced by an
amount equivalent to those inflicted on the foe. This may be applied only once to an item.

This effect makes the item Holy when added. This means that when fighting undead or demons, the
weapon gains a special +20 modifier to determining critical damage against these foes. The weapon

This effect allows the character to make an item of Slaying against one particular type of creature. The
character making this item must have a sample of a portion of the creature available while making
this item. Slaying weapons ignore damage caps and also do External Poison criticals of equal size to

Special Power Ability Cost
Flight 10
Lesser Sharpness 10
maximum of 3 times on an item.
Fumble Modification 15
Return by Flight 15
be applied a maximum of 3 times on an item.
Limited Shifti 20
tmite Hting between 1/5" and 2x its normal size and mass.
Return by Teleport 20
v 2 or shot.
Unencumbering 20
Additional Equal Critical 25
normal critical — no extra rolls are made.
Greater Sharpness 25
Increased Attack Size 25
Unlimited Shifting 30
etc).
Vampirism 30
Holy 50
also ignores damage caps against these foes.
Slaying 50
the normal attack size of the weapon.

Innocuous: A fatal flaw in any Attack or Elemental Spell Item.
The spell effect appears to cast as normal but elemental at-
tacks always miss their intended target and Attack spells be-
come Utility in type (so unwilling targets are immune to them).

Magic Leak: Charged Spell Items sometimes suffer from this
defect — the item leaks one charge every day. Self-charging
items leak two charges every day.

Negative Effect: Normally suffered by Bonus Items, the ex-
pected positive modifier becomes a negative penalty when

GM'’s Option

The GM may permit enchanters to automatically learn
how to imbue one special power or talent for every 3
ranks they have in Imbue Exotic. Additional powers
or Talents may be learned using the study rules (see
Researching Magic, Chapter 4.
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used, i.e., a +15 broadsword actually reduces the warrior’s
OB by 15. GMs may wish to let players apply the supposed
positive modifier and then the GM secretly removes the
bonus, applies the penalty, and announces the true result. In
combat, PCs might be fooled into believing that their oppo-
nents are parrying more rather than being betrayed by their
own weapons.

Self-Slaying: This curse only applies to Slaying weaponry —
instead of being Slaying against the chosen race, the weapon
is Of Slaying against the wielder and the Slaying effect will
trigger on any combat fumble result where the wielder must
make an attack upon himself.

Uncontrolled Shifting: Frequently found on dysfunctional
items that were intended to have Limited or Unlimited
Shifting, there is a 50% chance per use that the item will
change form to a useless shape, e.g., a sword might turn into a
drooping rubber stick.

Variable Effect: The item works perfectly 50% of the time
(roll dioo for each use, o1-50 it fails to work, 51-00 it works
as designed).

Weak Effect: Normally suffered by Spell Items, this curse
reduces one or more parameters of the imbedded spells, e.g.,
a cursed ring of Fly might only last for rounds rather than
minutes leading to an unfortunate fall from a great height!
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11 Magic in the Setting

College or Magics has introduced Four new branches
OF MAgic and eXpanded the existing canon or Spell
Magic to include new Mage proressions, Cantrips,
and High Magic. The temptation ror some GMs to
ado everything immediately to an existing campaign
world can be overwhelming - and in some cases,
reckless changes can destabilize the game until a new
equilibrium is established. The aim or this chapteris to
provide guivelines so that GMs can sarely integrate the
new material with their own or published settings.
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Which Types or Magic?

Perhaps the best way to decide on which types of magic to
include is to consider the level of magic in the world.

A setting with a medium level of magic will be one which uses
the rules as published in the HARP core rulebook. It will al-
ready have the Middle Magic subset of Spell Magic and runes
and potions courtesy of the Treasures chapter in HARP. For
such settings, the easiest additions are to replace the Mage
profession with the five specialist professions of College of
Magics and to add in all of Rune Magic and Alchemy to sup-
port what already exists.

Cantrips (Low Magic) can be included to represent the minor
magical tricks of the world. If overused, they can make magic
too familiar, removing its mystique. One way to avoid this is to
employ Cantrips as a replacement for instances of Universal
Magic among common peasants and townsfolk. This elevates
Universal Magic, making knowledge of it more special.

The source of magic in such settings will normally be Granted
Mana for Clerics and Personal Mana for other spell users.

The inclusion of High Magic will increase the magical power
level of the setting. Making High Magic a secret lore known
only to a rare few wizards is an excellent way of turning the
acquisition of such knowledge into personal goals for PCs
and epic quests, particularly if the villains appear to have dia-
bolical uses for nexus points and ley lines.

A campaign world can be made more diverse by making cer-
tain branches of magic more common in certain cultures
and races. Nomadic or tribal peoples (human and otherwise)
might specialize in Charmcraft (rather than Alchemy) or be
experts in Rune Magic inscribed on wood or bone rather than
paper and parchment. Every culture will have access to some
form of magic — any who do not will risk conquest from those
that do unless the magic-poor communities are very isolated.

Adding Blood Magic to the game will only provide a modest
increase in the potential capabilities of characters.

In high magic settings, Ritual Magic is best suited for the
creation of unique and large-scale magical effects. The rules
governing ritual research and execution will prevent it from
degenerating into a mere magical shortcut and should ensure
that it retains its individuality and mystery.

In “low magic” settings, the only available types of magic may
be Spell Magic (possibly with Cantrips but not High Magic),
Alchemy and Rune Magic. The greatest difference between
spell users in such worlds and the conventional settings will
be in their source of magic. Tapping of Personal Mana will be
replaced with Fixed or Ambient Mana — this will significantly
slow down spell casting. Clerics might be allowed to retain
the ability to tap Granted mana (giving them a substantial
advantage over other casters) — the GM should exclude at-
tack and elemental spells from other spheres when compiling
their base lists, however.

In a “very low” magic setting, only Blood Magic, Natural
Magic, and Ritual Magic may be available. Rather than
grand effects, Ritual Magic becomes the means of duplicat-
ing some Middle Magic spells with casters using their own
mana to create the effects in the fastest possible time. It will
also be the only source of permanent magical items. Alchemy
should be limited to formula potions, while Charmcraft
would be the “white magic” of the era and serve as the stand-
ard defense against supernatural threats. To compensate for
the absence of Middle Magic Spheres, GMs should consider
giving erstwhile spell-using professions bonuses to Mystical
Arts skills (+5 every third level for Mages and Clerics, +5 every
fifth level to Harpers, Rangers, and Warrior Mages, to a maxi-
mum of +30 in any one skill.) In such true “sword and sorcery”
games, magic and magicians will be potent given sufficient
preparation time but vulnerable to the expertly wielded
blade of a hero.

Magic and Society

Magic is a fact of life (and death) in the fantasy milieu of
HARP. In some worlds, even peasants will have some direct
experience of magic; in others, most people will only have
hearsay evidence of its existence. Nevertheless it will shape
their societies.

Magic versus Good and Evil

The first question that the GM must answer is this: “Is magic
intrinsically evil?” with the related question being “Do the
secular and religious authorities in the world consider some or
all magic to be evil?”

The forms of magic detailed in this book are intended to be
neutral, simply tools whose application may be for good or
ill. Religious authorities may deem the Circle of Necromancy
to be morally suspect because of its focus on (un)death and
destruction, question the summoning spells of Vivamancers,
and object to the mind control spells of the Harper.

If Clerics have access to the magic of the Clerical Sphere,
then it will be much more difficult for religions to declare all
magic to be anathema. However, their possession of healing
and protective magic may well serve as latter-day miracles to
buttress the faith of the believers, making fantasy religions
stronger against unbelief and less tolerant of schism, argu-
ment, and difference.

If the religious powers deem some or all magic evil, and have
the political clout to convince monarchs, nobles, and so forth
to outlaw it, then magic will have a limited positive effect on
society. Spell users will be marginalized, forced to teach and
practice in secret, and the subject of persecution if discov-
ered. Organized inquisitions and witch-hunts will pursue
suspected offenders and punish them harshly — paranoia and
hatred will drive many mages to the darker arts to avenge
their suffering, reinforcing the stereotypes and justifying
ever greater severity.
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The Rules or Magic

If magic is deemed evil, its practice and instructing others in
its use may be a crime in itself under religious and secular law.
However, if magic is not considered evil, it can still be used in
the commission of crimes. Careless use of elemental attack
spells in crowded areas can injure or kill innocent bystanders
and damage property. Blasting someone with an Elemental
Bolt because they spilled your pint is excessive and unneces-
sary force.

Thus the use of magic in civilized settlements will be governed
by the rule of law. Mages may be warned that casting elemental
attack magic is a crime, even in self-defense, and attack magic
may also be prohibited. Merchants won'’t trade in cities that
won't protect them from being bilked off their cash and wares
by Charm spells. Enforcing the law may even be the respon-
sibility of a magically-assisted police force or it may be up
to other mages to ensure that culprits make restitution for
their misdemeanors.

Guild-trained mages and those with responsible mentors will
have a modicum of lessons on ethics sprinkled among their
more arcane tuition. Even those who dabble in the darker arts
will learn one commandment — “Don’t get caught.”

Categories or Magic Practice

Magic can be categorized (in terms of its practice) as
Experimental, Royal, Religious, or Guild Magic.

Experimental Magic is the archetypal wizard in his tower,
usually isolated from the world and concerned almost ex-
clusively with magical matters. Some of these wizards will
take on apprentices to perform chores, obtain magical ingre-
dients, assist with their research, and so forth in return for
the promise of magical tuition. Occasionally the mage will be
consulted by adventurers or representatives of the local lord,
and infrequently the mage may choose to interfere in worldly
affairs. By and large, society is unaffected by experimental
magic — the mages do not generally use their discoveries to
help local communities.

Royal Magic is that practiced by mages in the employ of noble
(or at least wealthy) patrons. Such mages are “court wizards”
using their skills and spells to the benefit of their overlord —
Vivamancers serve as royal physicians, Thaumaturges con-
struct magical items for the castle arsenal, and Magicians,
Elementalists, and Necromancers may act as battle mages in
war. In return, royal mages receive payments in kind (such
as board and lodging) and gifts from their masters. In a feu-
dal society, the position of court wizard can be as (or more)
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GM’s Tip:
The Power or Magic

Magic is not the dominant force in HARP and high-level
spell users are not omnipotent. A well-chosen spell can
be decisive in a crisis but a mage can be overwhelmed by
multiple threats. An individual mage or even a group of
mages is not invincible.

This means that GMs should not worry overmuch about
PC spell users becoming too powerful. Nor do GMs need
to restrict the availability of certain kinds of magic as
a means of “keeping the world balanced” (rather GMs
should make restrictions on the basis of something not
fitting the setting or for the GM and players’ style of
play.) In fact, making magic too rare makes the PCs too
powerful — they have a weapon that others don’t and
the natural tendency is to exploit that advantage in
any confrontation.

If every sizable settlement (e.g., a large village or bigger)
has at least one mage, cleric, or hedge wizard (even if
relatively low-level) in residence or merely contactable,
then this will serve as a defense against PCs who
abuse their capabilities as well as a protection against
supernatural threats. (After all, the PCs can’t be
everywhere at once to deal with marauding goblinoids,
rampaging undead, bloodthirsty monsters, evil mages
and the other assorted perils that seem to threaten
outlying hamlets on a regular basis ...)

prestigious than a lord’s other vassals. Independent lords may
also be able to protect their trusted mages from the persecu-
tion of priests and witch-hunters. The influence of Royal Magic
is mostly limited to the upper classes and their fortunate re-
tainers — with few of its benefits received by the common folk.

Religious Magic is practiced usually by Clerics, although
members of other professions may be organized into affili-
ated religious orders. Religious Magic is used to further the
aims of the deity and the religion and for the benefit of the
faithful. It may or may not be reserved for those whom the
priests deem true believers. However, the impact of Religious
Magic is normally felt across all sections of society, particu-
larly in the field of medicine.

Guild Magic is organized magic. Spell users of one or more pro-
fessions form associations for mutual assistance. In addition to
teaching the next generation of practitioners, guild members
may provide magical services and items for purchase. A Guild
may provide a diverse range of services or specialize. As the
Guild accumulates more wealth, it may even obtain monopo-
lies on the practice of magic within a certain area, forcing all
spell users in a town or city to join the Guild or abstain from
commercial uses of magic. As anyone with sufficient money
can hire a Guild Mage, Guild Magic is the most likely to have a
significant impact upon society in multiple areas.

Magic as Technology

Any sufficiently advanced technology is indistinguishable
from magic — Arthur C Clarke

In a fantasy world, sufficiently advanced and pervasive magic
can also be indistinguishable from technology in its effects
on society.

Healing magic has the most obvious benefits to society. Spells
to heal injuries, neutralize poisons and cure diseases will reduce
infant mortality, increase the average life span, and decrease
the potentially crippling effects of accidents and wounds. Until
modern times, chest and body wounds were frequently fatal,
whereas a swift application of Minor Healing or Major Healing
can make surviving such a blow a certainty. Indeed in some
situations, magical healing surpasses modern real-world
medicine in terms of its coverage, efficacy, and negligible con-
valescence time. The nobility and the wealthy are the most
likely to receive magical healing, but dedicated religious heal-
ers may ensure that the needy obtain some medical care.

In transportation, spells such as Long Door will enable dis-
tance to be conquered. The teleportation spells are too ex-
pensive for them to be suitable for bulk shipments of goods or
the mass transport of troops. However, they can ensure the
timely arrival of couriers, emissaries, military commanders,
etc., in emergencies. Guilds may be formed to facilitate the
transport of luxury goods and individuals.

GM’s Tip:
The Price or Magic

Adventurers may need to hire spell users to cast specific
spells on their behalf. The average price of a base
(unscaled) spell will be 1 gp per PP. For spells requiring
scaling, casters may charge up to 5 gp per PP of scaling
(in addition to the base spell cost). Casters may charge
more for deadly spells or for using their magic to commit
a crime.

GM’s Tip:
Magic and Countermagic

There are no “killer” spells in HARP. For every magical
effect, there is an appropriate countermagic. In
many cases, there will be a specific spell and in others
Counterspell will be a sufficient deterrent. GMs should
use appropriate countermeasures daccording to the
needs and the resources of the NPC individual or group.
Important personages will have magical defenses,
council chambers will be warded against scrying,
strongholds will be shielded against physical intrusion,
and so on. Perfect security is impossible, but precautions
will be taken where merited for people and places.
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Despite exceptional spells such as Molding and Conjure Item,
magic in HARP is not a replacement for mundane skills,
crafts, and lores. Even in “very high” magic settings, spells will
not sideline basic technologies and magic will not be the solu-
tion to every problem.

Magic versus Technology

It is a cliché that there is a dichotomy between magic and
technology, in that when one is in the ascendant, the other
must be in decline or at very least stagnant. GMs can use
this element in their games to justify a medieval (or similar)
status quo. It isn't demanded by the nature of HARP magic,
however. Scientific and technological advances can still be
made in HARP worlds. Devices and machines may be more
convenient and have the advantage of relying on mundane
skills. Magic, while sometimes far superior in effect, requires
specialist training, can be uncertain, and is normally limited
by the quantity of mana usable by its practitioners.

GMs can use HARP magic “as is” for post-medieval gaming
in fantasy equivalents of the Renaissance, the Age of Reason,
or even the Industrial Revolution. Fireballs and gunpowder
can be an explosive mixture! GMs may wish to develop new
spells or alter existing effects to assist and defend would-be
musketeers and swashbucklers.

At lower technology levels, magic can become too powerful
in combat relative to ordinary arms and armor. If the normal
armor is a leather base and shields are limited to normal or
target shields, then warriors will be particularly vulnerable to
elemental attacks. Likewise if shorter-range thrown weapons
are more common than bows and crossbows, then elemen-
tal attacks will be a better missile weapon. In some worlds,
this won't be a problem — magic is expected to be potent and
magical countermeasures will be widely available. In others,
it will be undesirable. Effective solutions are to compel mages
(in particular) to use Ambient or Fixed mana, slowing down
their spell casting “rate of fire”, and to remove talents that
boost magical capabilities. The latter can be considered to be
too sophisticated for these earlier ages.

Magical Organizations

Magical Guilds and similar organizations were introduced in
Chapter 4 as one route for obtaining arcane instruction. In addi-
tion to teaching, guilds may be involved in selling magical services
and items to maintain and increase their individual and collective
wealth. More secretive organizations tend to have more diverse
motivations. Some may be dedicated to hunting down rogue spell
users or defending the populace from supernatural threats such as
Demons or Undead, others may see themselves as the guardians
of lost lore. Yet other secret societies will have political ambitions,
intending through conspiracy to establish their leaders (or their al-
lies) as the power behind the throne(s) so that they may reshape
society into a new world order.

Almost all guilds will have an official headquarters, which
may be a well-concealed and secure stronghold in a remote
location for secret societies. All will have signs by which
members can identify each other such as passwords, seal
rings or other jewelry, and peculiar handshakes. Members
will be bound by various oaths, such as secrecy, mutual assis-
tance to fellow initiates, obedience to higher-ranked adepts,
and so on. These oaths may be enforced through geases, spe-
cial curses that befall anyone who betrays the guild. A geas
may be laid on a new member either by spell or ritual means
during the initiation ceremony that commits a new appren-
tice to the guild.

Guilds tend towards hierarchies with titles for members of
various degrees of standing within the organization. For a
Magic Guild, the ranking might begin with neophytes (the
most junior), and proceed through initiate, acolyte, and adept
to the most senior ranks of master and grandmaster. These ti-
tles may or may not correlate with professional levels — politi-
cal maneuvering, the favor of senior members, or disapproval
for past mistakes may quicken or slow guild advancement.
GMs may wish to consider developing Training Packages
for specific guilds and/or gradings within a guild — these can
be used to give skill ranks in special spells known only to
guild members.

Guilds can be administered by a council of masters. They will
be responsible for routine matters, policy decisions with re-
gard to external powers (other guilds, religious bodies, local
rulers), and examining applicants for promotion through the
guild hierarchy. Power struggles between traditionalists and
progressives are frequent, although they rarely erupt into
violence. Guilds specializing in teaching, services, and item
creation will normally seek either to support the status quo
in politics or remain completely neutral. Individual members
may be permitted to support factions according to their own
conscience on the understanding that they do not repre-
sent the Guild and may not appeal to its protection if things
go wrong.

Otbher societies may have a single leader with junior members
in a subordinate or advisory role — for societies with evil in-
clinations, promotion may involve eliminating one’s superi-
ors whilst defending oneself from betrayal from below.
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Adventure and Campaign
Seeds

Here is a selection of adventure and campaign seeds using
elements of College of Magics:

Before the Fall: A city or kingdom relies for its prosperity or
even existence on a network of nexus points. Perhaps magical
rituals prevent volcanic eruptions, earthquakes, or other nat-
ural disasters from destroying it. If the magic is failing, the
PCs may be charged with discovering why this is the case and
either rectifying it or finding a new solution to safeguard the
realm. Perhaps the city’s overlords are evil and seek to main-
tain or establish a cruel empire — the heroes must penetrate
its defenses, locate the source of the power, and destroy it.

Blood Will Tell: A secret cabal, all of whose members possess
Blood Magic, are working towards overthrowing or quietly
replacing the current nobility. Their intention is to establish
themselves as a new aristocracy based on esoteric heritages.
Unknown to the rank and file conspirators, the highest ech-
elon of the society is controlled by or are Dragons, Devas, or
other supernatural beings.

Dark Powers and Ancient Talismans: An evil power that
once threatened the kingdom or world is gaining power. The
heroes must seek out one or more ancient magical artifacts,
which must be wielded against the enemy to defeat it. The
talismans may have wills of their own or require rituals to
activate them.

Magic Seekers: The adventurers are employed by one or
more mages to locate various magical ingredients and items,
and to discover magical secrets. These quests
may involve arduous journeys to distant lands
and diverse complications along the way.

Places of Power: The PCs (or their bosses) have
identified a possible nexus point, which is only
connected to deep ley lines. They must travel to
its location (which may be in very inhospitable
territory and not be exactly known), secure the
nexus point from any current possessors, and
establish a permanent presence there.

The Blue Silence: A new virulent plague has
appeared. Conventional magical healing can
only prevent infection, but not cure it. The he-
roes must determine its nature, its true source,
and locate a cure before it reaches the cities and
kills thousands.

The Magehunters: A new religious movement
has condemned (some or all) magic as heresy
with its practice punishable by death. The
secular authorities may have been persuaded
to support the persecution. Mages are hunted
down with commoners coerced or bribed to
betray them to the inquisitors. Merciless judges
convict suspected practitioners on flimsy

evidence, sentencing them to painful deaths. The heroes may
be mages on the run, focusing solely on survival and escape.
Bolder PCs may work to form new alliances to restore more
moderate elements. Alternatively the PCs may be magehunt-
ers themselves.

The Magewars: Differences between rival magical guilds have
intensified. Disputes over the ownership of precious magical
resources have already led to violence between individual
masters from the different guilds. The situation is escalating
towards open warfare. Mercenaries and allies among other
organizations may be called upon to support the embattled
guilds, embroiling more folk in the struggle. The heroes may
be members or employees of one of the belligerent guilds or
commissioned by the local rulers to suppress the war.

The New World Order: Powerful magi are planning to con-
quer the kingdom (or the world) using magic. Their schemes
may involve rituals to harness the power of multiple nexus
points to create vast armies of undead or summoned crea-
tures, the use of magically created doppelgangers to infiltrate
and replace key members of the government and other or-
ganizations, or the triggering of a new ice age. The campaign
will begin with the heroes discovering and thwarting a very
minor aspect of the secret plan. Slowly further threats will
come to light, and through overcoming these, the adventur-
ers will gradually discover the full enormity of the threat.
Each victory will lead them to further confrontations with
ever more deadly foes. Finally they will be ready to pit them-
selves against the evil mastermind and end the danger once
and for all.

HARP College or Magics

MagicintheSetting Pagel22



A

Action Aspects 34
Adventure and Campaign Seeds 122
Alchemy 14, 51

The Costs of Alchemy and Charm-

craft 55
B
Blood Magic 14, 48
C

Categories of Magic Practice 119
Charmcraft 14, 54
Esoteric Substances and Occult Prop-
erties 56
Esoteric Substances 56
Organic Substances 57
The Power of Crystals 57
The Costs of Alchemy and Charm-
craft 55
Types of Charms 54
Wearing Charms 54
Clean Leather 71
Clean Metal 71
Clean Wood 71
Cursed Items 114

[0

Development Point Costs for Magical
Research 31

Dry Leather 71

Dry Metal 71

Dry Wood 72

E

Exotic Magical Powers 113

F

Formula Potions 52

G

GM’s Option: Learning Existing
Magical Effects using Research
32, 51

GM’s Option: Pay In Advance 60

GM’s Tip: Magic and Countermagic
120

12 INODEX

GM'’s Tip: The Power of Magic 120
GM'’s Tip: The Price of Magic 120
Great Circle of Magery 15

H

High Magic 14, 101
High Magic Spells 103
Ley Lines and Nexus Points 101
Ley Lines and Nexus Points in the
Campaign World 101
Using Ley Lines and Nexus Points
101

Item Creation Examples 111
+5 Long Sword 111
The Light Wand 112

L

Latent Blood Magic 47
Learning Magic 27
Grimoires and Libraries 29
Guilds 27
Mentoring 27
Oral Traditions 30
Researching Magic 30
Long Door Item 94
Low Magic 15, 70

M

Magestaft 94
Magical Organizations 121
Magic and Society 118
Magic versus Good and Evil 118
The Rules of Magic 119
Magic as Technology 120
Magic Item Creation Summary 110
Magic versus Technology 121
Mana Sources 22
Ambient 22
Fixed 23
Granted 23
Personal 22
Pure 23
Middle Magic 15, 75
Great Circle of Elementalism 15
Great Circle of Magery 15
Great Circle of Necromancy 15

Great Circle of Thaumaturgy 15
Great Circle of Vivamancy 15
Sphere of the Harper 15

Sphere of the Ranger 15

Sphere of the Warrior Mage 15
Spheres of the Clerics 15
Universal Magic 15

N

Natural Magic 14
Natural Magic: An Occult Science 51
The Doctrine of Signatures 51
The Principle of Contagion 51
The Principle of Homeopathy 51
New Harper Spells 78
New Magic 31
Guidelines for Creating New Cantrips
and Spells 41
The Mechanics of Spell Creation 32
Step 1: Define the Core Concept 33
Step 2: Translate the Concept into
Aspects 33
Step 3: Determine the Attributes 38
Step 4: Calculate the Base PP Cost
38
Step 5: Determine the Scaling Op-
tions 39
Step 6: Apply the Finishing Touches
40
New Ranger Spells 78

o

Object Aspects 36

Offensive Bonuses and RR modifiers
for Rune Magic 64

Other Types of Magic 15

p

Permanent Item Enchantment 108
Magic Item Creation Summary 110
Step 1: Crafting the Base Item 109
Step 2: Imbuing the Item 109
Step 3: Power Projection 110

Practice of Magic 9
How Spell Casting Works 10
Sigils, Glyphs, Runes, Seals and Gri-

moires 12
Spell Casting and Armor 11
Using Magic versus Spell Casting 9

HARP College or Magics

Index Pagel23



Professions 17
The Elementalist 17
The Magician 17
The Necromancer 18
The Thaumaturge 18
The Vivamancer 19

R

Repair Rent 73
Ritual Magic 14, 59
An Introduction to Magical Rituals
59
Guidelines on Rituals 63
Performing the Ritual 62
Ritual Influences 60
Ritual Research 59
Rune Magic 14, 64
Battle Runes 67
Inscribing and Erasing Runes and
Circles 68
Magical Circles 64
Rune Paper and Scrolls 68
Runes, Glyphs and Seals 64
Professional Runes 64
Spell Runes 64
Trap Runes 64

S

Spell Focus Styles 23
Combining The Styles 25
Gestural 24
Somatic 24
Song 24
Trance 24
Verbal 25

Spell Magic 14

Spells
Cantrips Spells 71

Body Clock 71
Clean Body 71
Clean Item 71
Compass 71
Count 71

Create Water 71
Cure Hangover 71
Dry Armor 71
Dry Clothing 71
Dry Manuscript 71
Dry Weapon 72
Find Page 72
Float 72

Glowing Eyes 72
Heal Bruise 72
Heal Cut 72
Ignite 72

Magnify 72
Measure 72

Purify Drink 73
Purify Food 73
Relieve Headache 73
Relieve Pain 73
Remain Dry 73
Repair Binding 73
Repair Clothing 73
Repair Crack 73
Repair Nick 73
Repair Tear 74
Repel Filth 74

Repel Tiny Insects 74
Smoke Rings 74
Weigh 74

Great Circle of The Elementalist 80

Air Form 80
Breezes 80
Conflagration 80
Cool 80

Earth Tunnel 80
Earth Wall 81
Elemental Aura 81
Elemental Resistance 81
Extinguish Fires 82
Fissure 82

Flash 82

Heat 82

Ice Wall 83
Obscuring Mist 83
Quicksand 83
Stoneskin 84
Tremors 84
Trench 84
Underwater Movement 84
Unfog 85

Water Corridor 85
Water Form 85

Great Circle of The Necromancer 85

Acid Ball 85

Acid Bolt 85

Curse 85

Disease 86

Inflict Injury 87

Inflict Pain 87
Nightvision 88

Poison Air 88

Poison Enhancements 88
Speak with the Dead 88
Summon Undead 88
Undead Mastery 88
Unluck 89

Weaken Agility 89
Weaken Constitution 90
Weaken Insight 90

Weaken Presence 90
Weaken Quickness 90
Weaken Reasoning 90
Weaken Self Discipline 90
Weaken Strength 90
Wounding 90

Great Circle of The Thaumaturge 91
Analysis 91
Arcane Ball 91
Change Object Size 91
Conjure Animal 91
Conjure Creature 92
Conjure Item 92
Deflect Spell 92
Force Wall 93
Imbue Bonus 93
Imbue Charge 93
Magestaff 94
Molding 95
Potion Mastery 95
Preserve Charm 95
Spell Resistance 95
Spell Shield 96
Stabilize Elixir 96
Waiting Spell 96
Wards 96

Great Circle of The Vivamancer 97
Animal Transformations 97
Banish Creature 97
Control Aerial Creature 97
Control Aquatic Creature 97
Control Land Creature 97
Control Plant 97
Creature Transformations 98
Cure Insanity 98
Growth 98
Plant Growth 98
Plant Healing 98
Plant Transformations 99
Rejuvenation 99
Repel Animal 99
Share Animal Sense 99
Shrink 99
Summon Aerial Creature 99
Summon Aquatic Creature 100
Summon Land Creature 100
Telepathic Bond 100

High Magic
Channel Mana 103
Ley Line Alarm 103
Ley Line Transport 103
Nexus Alarm 103
Nexus Communication 104
Nexus Gate 104
Nexus Lock 104

New Harper Spells

HARP College or Magics

Inbex Pagel24



Beguiling Voice 78
Project Voice 78
Speed Reading 78

New Ranger Spells
Nature’s Awareness 78
Predict Weather 78
Vision Protection 79

New Universal Spells 75
Banish Fatigue 75
Detect Life 75
Detect Signature 77
Detect Undead 77
Enchanted Rope 77
Water Breathing 77
Water Vision 77

New Warrior Mage Spells 79
Mantlet 79
Reload Weapon 79
Sharpshooter 79

T

Table 6.1 Master Talent List for Col-
lege of Magic 46
Table 6.2 Spells Usable for Blood
Magic 49
Table 7.1 Offensive Bonuses and RR
modifiers for Natural Magic 52
Table 9.2 Middle Magic Spell List 76
Table 9.4 High Magic Fumble Table
103
Table 10.2 Special Abilities 115
Tables
High Magic Fumble Table 103
Middle Magic Spell List 76
Special Abilities 115
Table 4.1 Spell Focus Style 25
Table 5.1 Mentor & Journeymen
Levels 27
Table 5.2 Number of Apprentices and
Journeymen 27
Table 5.3 Guild Size 29
Table 5.4 Apprentice to Master Ratio
29
Table 5.5 Aspects and Costs 33
Table 7.1 Offensive Bonuses and RR
modifiers for Natural Magic 52
Table 7.2 Gem Values 55
Table 7.3 Fixed Mana from Creature
Parts 56

Table 7.4 Plant Extracts and Appro-
priate Aspects 57
Table 8.1 Ritual Fumble Table 63
Table 9.1 Cantrip List 70
Table 9.2 Middle Magic Spell List 76
Table 9.3 Additional Spells for Exist-
ing Professio 76
Table10.1Magic Item Modification
Fumble 111
The Cost of Magical Items 113
The Premises of Magic 7
Magic and Belief 9
Magic and the Elements 8
Magic and the Planes 7
Magic is Energy 7
Magic, Skill, Knowledge and Craft 9
Replenishment of Mana 8
The Limits of Magic 9
The Unpredictability of Magic 8
The Web of Mana 8
The Process of Temporary Enchant-
ment 107
The Skills of Magic 44
Alchemy 44
Cantrips 44
Charmcraft 44
Divination 44
Magical Ritual 45
Power Projection 45
Runes 45
The Talents of Magic 45
Use Blood Magic Ability 45
The Talents of Magic 45
Active Blood Magic 46
Affinity of Air 46
Affinity of Earth 46
Affinity of Fire 46
Affinity of Water 46
Arcane Circle 46
Enhancement 46
Focus Style (Gestural) 46
Focus Style (Music) 46
Focus Style (Somatic) 47
Focus Style (Song) 47
Focus Style (Trance) 47
Focus Style (Verbal) 47
Greater Resistance (All) 47
Greater Resistance (Magic) 47
Greater Resistance (Stamina) 47
Greater Resistance (Will) 47

Latent Blood Magic 47

Lesser Resistance (All) 47

Lesser Resistance (Magic) 47

Lesser Resistance (Stamina) 47

Lesser Resistance (Will) 47

Master Craftsman 47

Mental Resolve 48

Potency 48

Tap Ambient Mana 48

Tap Fixed Mana 48

Tap Granted Mana 48

Tap Personal Mana 48

Training Packages 19

Alchemist 21

Amateur Mage 19

Apprentice Mage 19

Charmweaver 21

Enchanter 21

Journeyman Mage 20

Protégé 20

Ritualist 21

Runemaster 22

The Mage Hunter 20

Traditionalist Mage 20

Wizard 22

Types of Magical Items 106

Charms and Potions 106

Exotic Items 107

Intelligent Items 107

Magical Bonus Items 106

Runes, Glyphs and Seals 106

Single Use Items 106

Spell Casting Devices 106
Power Point Adders 106
Spell Adders 106

Spell Items: Charged Items 107

Spell Items: Daily, Constant and “At

Will” 106

w

What Is Magic? 7
Which Types of Magic? 118

HARP College or Magics

Index Pagei2s



—
.

AN e

College or Magics

The College of Mages is now  types of magic, including
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