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-~ “*"The Character Book

Welcome to adventure! You are about to enter the world of
Powers and Perils, a completely new fantasy role-playing
system that breaks from the old standards to create an en-
vironment of unlimited, exciting adventure. As you read the
four books that comprise the basic rules, you will discover that
the rules are presented, as much as possible, in the order that
they are used. Throughout the first two books, where it is ap-
propriate, you will find optional rules to enhance or simplify
various rule sections. These are provided to allow you to select
the level of difficulty that is most appropriate to the world that
you choose to run. We present basic rules backed with a wealth
of data and systems geared to unlimited variation. You choose,
from this hoard of information, the rules that fit the abilities,
experience and biases of your world and its participants.

Within this package, you will find four books, a pad of
detailed Character record sheets and three dice. The first baok
details the basic rules that are required to create a Character.
Depending on the creating Player’s rolls and choices, the
Character created is formed into a totally unique individual in

one of four Character races. To complete this detailed
sculpture of your Character persona, you will find rules for
Education, the Economic section, an equipment list and the
basic rules for gaining experience in play.

The other books detail important factors in the fantasy en-
vironment. Book Two covers the rules for combat and magic
in detail. Book Three presents the basic encounter system, en-
counter tables and the descriptions of the creatures that can be
encountered in play. It also contains detailed optional rules
that can be used to enhance the variation in your world. The
final book details human encounters, contains a detailed
treasure system and important suggestions for the Player and
Referee. '

Powers and Perils forms a detailed fantasy environment
that can be modified to fit the needs of an existing campaign or
used to create a new and exciting dimension of fantasy
pleasure. In either case, it is strongly suggested that all par-
ticipants familiarize themselves with the game before they
begin play. It is especially important that the Referee do so.



This edition of Powers & Perils was revised on March 6th, 2002 to
include material published subsequent to the game's original release, as
well as to correct for typographical errors and omissions. All known
errata has been inserted, along with clarifications given by the game's
author, Richard Snider.

If you'd like to enter the world of Powers & Perils, meet fellow gamers,
join the P&P mailing list, enter into online PBEM games, and discover
a host of free materials to enhance and enrich your campaign, please
visit the one-and-only...

www.PowersandPerils.org

This "Player's Guide" was compiled on April 7th, 2007. It contains the
full, revised 2002 editions of Books 1 and 2, and has been fully
bookmarked for your convenience. The front and back cover art comes
from the original 1984 boxed edition of Powers & Perils. If you intend
to referee a campaign, you will also need the following books to
complete the original, boxed edition:

Book 3: The Creature Book
Book 4: Human Encounters & Treasure
Book 5: County Mordara

You may also wish to make use of the official campaign setting,
Perilous Lands, originally released as a boxed set in 1985.

All of the materials above can be downloaded freely at the P&P
website. We encourage you to do so, and to help keep the most unique,
realistic fantasy roleplaying system ever created alive for years to
come.

See you in the pub at Donara...
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A Beginning Note

Powers and Perils is a highly detailed fantasy system. Befor2) Chapter 4 of Book Two “Creating a Magic-User”. This sec-
playing, you should take some time to familiarize yourself with  tion details acceptance, starting magic experience and ex-
its rules. Once you are familiar with these rules, Characters can pertise and the Magic Paths that the Player can choose from.
be created. To perform this task, the appropriate sections of the Pay all expertise costs and gain all benefits that are appro-
rules should be consulted in the following order: priate for the Magic Path that you select.

1) Section 1.1 Characteristics, as background. 3) Section 4.6 Magic Experience Levels. Record your magic

2) Section 1.1.1 Native Ability. Before selecting your race, €xperience points and determine your starttgL . '
read section 1.4 and the descriptions of the Elf, Faerry anf) Section 1.3. Determine Mana Regeneration and Casting

Dwarf that are listed in Book Three. Ability.
3) Section 1.1.1.1 Constitution and Appearance. 5) Familiarize yourself with chapter 3 of Book Two, the gen-
4) Section 1.1.3 Age and Station. eral rules that apply to magic-use in play.

5) Section 1.2 Special Events, if desired. As required by th&) Determine your starting benefits based on the Magic Path
result in this section, see 1.2.1 and/or 1.2.2. If a castable thatyou selected for your CharacteBetions 4.4.1, 4.4.2,
power results, as a Special Attribute, see chapter 6 and the 4.4.3 and 4.4.4 01_‘ Book Two. Elf and Faerry Characters are
steps for an Innate Magic-user that follow in this note. restricted to section 4.4.3. Dwarf Characters may not use

6) Section 1.1.2 Maximum Ability. Determine your total _ 2ny of these sectiops _ _
multipliers, assign them to your modifiable characteristics/) Sections 5.2 and 5.3 of Book Two. Using the expertise

record them on your Record Shett the multiplier boxeks points gained in section 4.1 of Book TwnLY, select your

and determine your Maximum Ability in each characteris- starting spell knowledge and increase individiahs, if de-

tic. sired. See any restrictions that apply based on your Magic
7) Section 1.1.4 Initial increases. Using your Age and Station, Path. See chapter 3 of Book Two for the rules and tables

determine your combat experience, expertise, characteris- that are used. o _

tic points and wealth. Assign them to your Character, an® S_ectlon 5.4 in Book Two, familiarize yourself with the at- _
record them on your Record Sheet, as specified in sections tributes of the spells that you have selected. The Player is
1.4.1,1.4.2,1.4.3 and 1.4.4. responsible for retaining this knowledge as fluently as pos-

8) Section 4.5 Combat Experience Levels. Record YOHL §|ble. See section 3.6 of Book Two for the baBic modi-
based on the combat experience that you purchased in sec- fiers that apply to these spells.
tion 1.1.4. 9) Complete steps 11 to 13 in setting-up a Character.

9) Section 1.3, in its entirety, where appropriate. This sectidnur Character is complete if he is not an innate magic-user.
details the basic factors that are used in play. The formu-
las that are used to determine these values are listed in .
Commonly Used Formulas section of each Record Sheelﬁﬁate Magic-Users

10) Section 1.4 Common Knowledge. Select the Commorl) Complete the firskIVE steps in setting-up a Character.
Knowledge that is appropriate for your Character’s race. IR) See section 1.2.2 Special Attributes. Determine all factors
he is Human, make the selections, consulting section 2 as that can be determined based on the description of your at
necessary, to define this knowledge. tribute.

11) Section 2.4 Skill Table. Select the skills that your Char-3) See chapter 6 in Book Two. Determine yddEL . Fa-
acter knows. All skills in these tables are purchased, and miliarize yourself with the rules, in chapters 3 and 6, that
improved, using the expertise points that you obtained in pertain to the use of your attribute.
section 1.1.4. 4) Consult section 5.2 or 5.3 in Book Two, as appropriate, and

section 5.4 in Book Two to determine the precise powers of

your attribute. The Player is responsible for retaining this

knowledge.

12) Sections 2.5 and 2.6. The descriptions of the skills thag) Complete the lastiGHT steps in setting-up a Character.

you have chosen. All Players should familiarize themselves )
with these details. Your Character is now complete.

13) Section 3.2 Equipment Tables. The wealth that was pur

cha_sed in section 1.1.4 is used here to purchase yourstartir\g/hen every Player has a Character, and the Referee has cre-
equipment. ated a campaign environment, the game is ready to be played.
If your Character isiOT a trained or innate magic-user, he is nowrior to the first game rolls, the Referee, consulting his Players as
complete. If he is a magic-user, see the appropriate steps bele#/deems appropriate, will determine what options will be used.
He should inform the Players of his decision before the game be-
Trained Magic-User gin_s. Any rule or sectic_)n that is marked_ optional may bt_a_ used
or ignored as you see fit. Any other section may be modified or
1) Complete the firstEN steps in setting-up a Character.  ignored on the agreement of the participants in the game.

NOTE — If you wish to be a magic-user, see chapter 4 in
Book Two.




A Beginning Note

Possibly more than any other fantasy role playing game, PdMed. Modifier(s)
ers and Perils demands that the Referee have a familiar and dgifa- Mana Point
fortable understanding of the system. For the smooth play of M®& Movement Rate
game, this is crucial where it relates to the Combat, Magic, Bviult. Multiplier(s)
counter and Treasure systems. Where Players are only askeédoNot Applicable
learn those sections that deal directly with the abilities of th&ilV Natural Armor Value
Characters, the Referee should have a general grasp of thesizsNumber Found
tem as a whole. He should never start his campaign until thiO€V Offensive Combat Value

the case.

PA Portage Ability

It is possible that you will find that certain sections of thiBMR Phase Movement Rate
system are too complex for your role playing group. Where tlRR Poison Resistance
is the case, and the aids provided within do not fully solve tRD Round Down
problem, you must feel free to modify the rules to your own levBlU Round Up
of play. No rules are set in concrete. As the necessity arisesStrength

adapt.

Abbreviations and Dice Codes

SB Strength Bonus
SC Silver Coin(s)
St Stamina

StB Stamina Bonus

Throughout these rules, standard abbreviations and dice cogesyill
are used. Wherever they are found, except where they are spegitT. Weight
ically used to detail sub-sections of specific rules, they have (&g weapon Strength Bonus

following meaning:

Abbreviations Used

A Agility

AB Agility Bonus

AHP Average Hit Point Value
Ap Appearance

AV Armor Value

B Bonus

BB Brass Bit(s)

BL Base Line

C Constitution

CB Constitution Bonus

CC Copper Coin(s)

CDF Creature Difficulty Factor
CEL Combat Experience Level
CEP Combat Experience Points(s)
CL Contact Level

D Dexterity

DB Dexterity Bonus

DCV Defensive Combat Value
DR Damage Resistance

DTV Damage Tolerance Value
E Eloquence

EL Expertise Level

Em Empathy

EnL Energy Level

FV Fatigue Value

GC Gold Coin(s)

.GT. Greater Than

HC Healing Chance

HPV Hit Point Value

| Intelligence

IC Influence Chance

INT Intellect

.LT. Less Than

MDV Magic Defense Value
MEL Magic Experience Level
MEP Magic Experience Point(s)
ML Mana Level

Dice Codes

D2 Roll a six sided die, 1-3=1, 4—6=2.

D2* As for D2 except 1-4=1, 5+6=2.

D3 As for D2 except 1+2=1, 3+4=2, 5+6=3.

D3* As for D2 except 1-3=1, 4+5=2, 6=3.

D6 Roll a six sided die. Read it as it is rolled.

D10 Roll a ten sided die. Read it as it is rolledn @ll cases a
roll of 0 is equal to 10.

D100 Roll two ten sided dice. Choose, before rolling, one to
represent the ten’s place and the other the one’s place. The
final result yields a value between 1 and 10600 is rolled,
the value is 100. In all other cases, 0 equals 2ero.

xDy When this form is used indicates the number of dice that
are to be rolled.Dy indicates the type of die that is to be
used. [n example,3D10 tells you to roll three ten sided
dice and total them

xDyxz As for xDy above except the roll is multiplied ; a
fixed numerical expression.

(xDy)x(xDy) The die rolls indicated are multiplied times each
other to determine the resultn(example 1D6x 1D3yields
aresult from 1 to 18

Finally, it is impossible, given this volume of work, that the
rules presented here will prove acceptable for your world with-
out change or question. Where such questions arise, the Referee
must feel free to modify the rules to fit his campaign. The rules
should be viewed as a guide, not an iron-bound testament to the
faithful.

This said, we invite you to explore Powers and Perils. Let the
game begin.



1 Character Generation

The first goal of every player, and the essential feature of any
role-playing environment, is the creation of a unique individual
— a Character. The rules in this section, and the step chart in the

Table 1.1:Native Ability

Beginning Note, are used to generate your game persona. Chafracteristic Ma|2uman Female Male = Female
ter 1 of this book creates the person. Chapters 2 and 4 comg™ Sgrength 13 1 ) —3)
him. Stamina 0 +1 -3 -2
NOTE — If your Character is a magic-user, some sections _ Dexerity -1 0 +1 +2
Book Two are also required. If he is non-Human, the descriptinn 9! -1 +1 +2 +2
of his race in Book Three should also be read uichiognee t2 0 +3 +2
’ Will 0 +2 0 +2
Eloquence 0 0 43 +2
1.1 Characteristics Empathy -3 -1 0 +1
o . Constitution 0 +1 =i -1
Ten characteristics are determined for each Character. Togetnghpearance 0 0 +1 +2
they delineate his abilities and set the potentials that he will have. Faerry Dwarf
Section 1.1.1 lists these characteristics. It is used to createCharacteristic Male Female Male Female
Native Ability in each. Section 1.1.2 sets a number of multiplie Strength —4 —6 +1 0
that allow the Player, by his own volition, to set developmenttamina -2 -3 +2 +2
priorities for his Character and increase characteristic values Dexterity +2 +3 -1 =2
play. The sections that follow these add further layers of detaftgilit +3 +3 -2 -1
to the Character, making him a unique and vital person. Intelligence +4 +2 0 0
Will +1 +3 +2 +1
NOTE — Native Ability represents the phenotypic potential « ‘Ejoquence +2 +2 ) 2
the Character. The multipliers, as applied to the Native AbilityEmpathy +1 42 -1 0
represent the effect of his interests and goals on the developn Constitution -2 -2 +1 +2
of his somatic potential. Appearance +2 +4 -1 -2
] - EXAMPLE — A Character is a Human Male. He rolls a 13 for
1.1.1 Native Ability Strength. His Native Strength is 16. He rolls a 15 for Dexterity. Na-

Native Ability, for each modifiable characteristic, is determinedive Dexterity is 14. With a roll of 9 for Eloguence, Native Eloquence
using the procedure belo®ée 1.1.1.1 to determine Constitutionis 9-
and Appearance

A) Select a Race and Sex for your Character.

B) Roll 2D10for each characteristic. Table 1.2:Constitution and Appearance

C) Add any modifier listed in table 1.1, based on your Race Roll Human Elf Faerry Dwarf
and Sex. 1 1(0) 12) 1(2.5) 2(0)
IMPORTANT — The minimum Native Ability that is possi- 2+3 2(2) 2(3) 1.5(3) 3(1.5)
ble for any characteristic, regardless of the modifier added is g_g 3;((3;)) 2-35((54)) 5(226) Aé((zz) .
. . . + . .
ONE. If the value that results is less, increase it to one. 0 5(5) A(6) 38) 63)

EXAMPLE — A Faerry Female rolls 13 for Constitution and 9 for

1.1.1.1 Constitution and Appearance
) pp. o Appearance. Her Native Ability modifiers are2 and+4. The val-
The Natlve, Current and Maximum Abilities in these Characterues are modified to 11 and 13. On he table above, she rolls a 1 for

istics are determined using the procedure below: Constitution and a 9 for Appearance. Her Constitution isq1,111.
A) Roll 2D10for each characteristic and add any modifier thakler Appearance is, 235, 78.
is listed for the Character's Race and Se&edtion 1.1.1
B) Roll 1D10to determine a multiplier for the characteristic
on table 1.2. In all cases, the value in parentheses is #&2 Maximum Ability
multiplier that is used for Appearance. The unparenthesizdeximum Ability is determined by multiplying an assigned

value is the Constitution multiplier. number of multipliers times the Native Ability of a character-
A separate multiplier should be determined for each characteigic. The Total Multipliers that the Player may assign to his
tic based on the Character’s Race and Sl twice. Character’'s modifiable characteristics, i.e. all characteristics ex-
IMPORTANT — Always round up in multiplying on ta- cept Con§t|tut|on and Appearance, are determined with the die
roll below:
ble 1.2.
Native Ability is only the foundation of your Character. All 2D6+-14

attributes, except Constitution and Appearance, can be improved
in the normal course of play. The amount of improvement possi-The method of applying the multipliers that are gained via the
ble is determined in section 1.1.2. roll above is specified below:



1 Character Generation

A) The maximum multiplier that can be assigned to a modifi- The formula yields a total number of points that are assigned,

able characteristic iBOUR. obeying the restrictions in section 1.1.4.1, on table 1.5.
B) The minimum multiplier that must be assigned to each mod-
ifiable characteristic i4.5. Table 1.5:nitial Increase
C) Multipliers are only assigned in increments.bfor 1.
D) No multiplier may be assigned to Constitution or Appear-Number — Char. Experience Expertise
ance. Assigned Points Points Points Wealth*
5 20  (CEL 0) 100 25

E) Maximum Ability equals the multiplier assigned to a chal

acteristicTIMES your Native Ability in that characteristic. g sg 52 5(CEL 1) 114200 3?;)0

F) All multiplication in this section is rounded up, 8 32 75 160 40
G) Beyond the restrictions above, Players may assign th=" g 36 10 (CEL 2) 180 45

multipliers in any way that they desire. The total number 19 40 125 200 50
assigned may not exceed the Total Multipliers thatare ave =~ 11 43 15 220 55

able for that Character. 12 46 175 240 60
OPTIONAL — The preceding system reflects the interests of the Ch_.. 13 49 20 260 65

52 225 280 70

acter and allows the Player to have a greater feeling of progress as his

Character matures. If you do not feel that this is worth the effort tha. .. 55 25 (CEL 3) 300 75
entails, use all characteristics at their Maximum Ability levels and ia- 58 300 320 80
nore all mention of Characteristic Increases in the sections that follc ., 17 61 35 340 85
excluding those that are derived from some form of magic. Also use 1 64 400 360 90
any Native Ability increases that occur in the Special Event section c..._. 19 67 45 (CEL 4) 380 95
Current Ability increases that are found there. 20 70 500 400 100
21 72 55 425 110
1.1.3 Age and Station 22 74 600 450 120
Age represents the physical age of the Character in Middle Wc.... o ks o2 el 130
years. Station is his relative standing in his native society. For 2‘51 gg 77500(CEL 5) 555%0 1;30
non-human Characters, age reflects a period of Lower WG 26 82 800 600 160
years that they have lived. For simplicity, all of these years we = 5+ 84 90 650 170
spent in the Lower World. 28 86 1000 700 180
29 88 110 750 190
1131 Age ) ) ) 30 90 1200 CEL 6) 800 200
A Character’s age is determined by rolliBj000on the Age Ta- “*The number listed in Wealth is multiplied by the Coin Type that
ble. was determined in section 1.1.3.2. The result is the number of coins
of that type that the Character has.
Table 1.3:Age Table EXAMPLE — A Station 3 Character has 14 initial points allocated
to wealth. The number yielded is 70. The Character starts the game
Roll Age Roll Age Roll Age with, 70x5 SC, 350 silver coins.

01-05 17 41-55 22 91-94 27

06-12 18 5666 23 95-97 28

13-21 19 67-76 24 98+99 29 NOTE — Where aCEL is listed, that line and every line above

22-30 20 77-84 25 100 30 jtwill yield that CEL, until the nextCEL reference is reached.

31-40 21 85-90 26

NOTE — Age is used in section 1.1.4 to determine the initial points1.1.4.1 Restrictions
that are available to the Character. It should be recorded on thej, using table 1.5, the following rules and restrictions apply:

Character Record Sheet. . .
A) At leastFIVE points must be assigned to each area.
B) No more thanTHIRTY points may be assigned to any one
area.

1.1.3.2 Station . .

, L ) i . C) The total number of points that the Player assigns may not
The Character’s standing in his native society. To determine it,” oy coed the Initial Increase Factor that he determined for his
roll D100on the Station Table. Character.

1.1.4 Initial Increases IMPORTANT — Magic-using Characters receive their ini-

It is rational to assume that every Character was active in g magic experience and expertise based on their natural
world before the game began. Therefore, all Characters have@#ility. See chapter 4 in Book Two for the rules that apply
tial characteristic, experience and expertise points and an inil@dl trained Magic Users. If the Character is an untrained
number of coins as wealth. A Character’s Initial Increase Facfgtural magician, or has some type of innate power, see chap-

is equal to the result of the formula below: ter 6 in Book Two for these starting points. No experience
. or expertise that is gained in section 1.1.4 may be applied,
(Agex2)+Station+2D10 other than to paying for the required apprenticeship, to-

o : . . . wards magic in any way.
NOTE — If the option listed in section 1.1.2 is being used, re- g yway.

duce this factor by2?5% rounded up. No points are assigned t@.1.4.1.1 Characteristic Points Each point received in this
characteristic points in this case. area can raise one modifiable characteristic, that is not at its Max-



1.2 Special Events

Table 1.4:Station Table

Roll  Station Coin Type Social Class

01-20 0 1CC Serf, slave, indentured peasant, barbarian outcast, unproven warrior, etc.

21-50 1 2CC Free man, common soldier, servant, common barbarian warrior or artisan

51-75 2 1SC Artisan, guildsman, military sergeant, constable, petty merchant experienced barbarian warrior, skilled arti-
san, minor shaman

76-90 3 2SC Merchant, noted Scholar, respected artisan, landholder, low grade officers, wardens, knights, respected bar
barian warriors and shamans.

91-96 4 5SC Rich, merchant, large landholder, petty nobility (Baron and less), field grade officers (Major through general),
Clan chiefs and shamans.

97-99 6 1GC High nobility (Count and higher), important military leaders (Field Marshal, Grand Admiral, etc.), extremely
wealthy and powerful families, barbarian tribal chiefs, tribal shamans.

100 10 3GC Royalty (A member of the reigning royal family or a close blood relative), Warrior society leader, dominant

tribal chief, highly respected tribal shamans, war chief of more than one related tribe.
NOTE — The social classes listed are provided to give the Referee an idea of the relative position of the Character’s family. More detailed
placement of the Character in that society is left to the discretion of the Referee. See section 1.1.4 for the only mandatory use of Station.

imum Ability level, by ONE. They may not be assigned to ConFELONIOUS, it was committed against a person with a station of
stitution or Appearance. There is no limit to the number that mayr higher. In this case, the reward is Dead or Alive. In all other
be assigned to any one characteristic. The total assigned maycases, the Felon must be returned alive. The authority that wants

exceed the number gained in using table 1.5. them will pay nothing for a corpse.
EXAMPLE — Osc has 40 characteristic points. He may raise his eight
modifiable characteristics by a total of 40 points. If his Current Strength Table 1.7:Felony

is 20, and he assigns 12 points to Strength, it is raised to 32.
Roll Crime Reward
01-30 Simple Theft 2D10SC

1.1.4.1.2 Experience Points The points gained here are Com
bat Experience Points. They are used in determinin@tie of

31-55 Felonious Theft 1D10GC
a Character only. 56-75 Felonious Assault 2D20GC
EXAMPLE — Osc, with 280 experience points, starts witlCBEL of 7690 Murder 2D6SC
3. 91-96 Felonious Murder 2D5x Station* SC
97-99 Treason D100GC

1.1_.4.1.3 Expc_ertlse_Pomts_ Expernse_ points are expended tn 100 Felonious Treason D100x10GC
gain any skill listed in section 2 of this book or to meet the ex— . -
- . . . *Times the Station of the Victim
pertise requirement to learn a given Magic Path, see Book Two.
Once a skill has been learned, these expertise points may be used
to improve itsEL . They may not be used to learn orimprove any » 1 o Gem Theft
spells, if the Character is a magic-user. Any points that arel%(é[

allocated to learn or improve skills may be taken as Partial y gem tgg(f; b{] a Chtiratcttﬁ ris t(;]las_f_ed I? S Felohnlqus Theft.
pertise in any skill that the Character has learned. ereisa o chance that IN€ authorilies know who 1S respon-

sible. Whether they do or not is unknown to the Player.
1.1.4.1.4 Wealth The number in table 1.5, times the Charac-

ter's Coin Type (Section 1.1.3.2), yields the number of coins thag-1.3 Powerful Enemy

the Player has to spend in outfitting his Character. Any moniElye money and experience gained were at the expense of this

that is not spent for this purpose is used, as desired by the Plagieemy. The Referee will determine what wrong the enemy feels

once the game begins. he has suffered and if there is anything that the Character can

IMPORTANT — Before the game begins, item availability do to make amends. Until avenged or placated, the enemy will

rolls are ignored unless the rules specify that they are not. tike every opportunity to make the Character’s life miserable, or
short.

1.2 Special Events 1.2.1.4 Contacts

Use of this section is optionallt reflects special influences thaiA Contact is a friend that a Character has made by doing some-
may have affected the Character in his pre-game life. One roliting to a NPC’s advantage and then influencing him to be a
taken per 10 years that the Character has lived, rounded doiwend.

If the Player opts to take these rolls, he must take every roll that

his age allows him to take. He is never required to risk rolling dn2-1.5 APet

this table. The animal was raised by the Character from birth. It obeys him
and him alone. For all others, unless curbed by the Character, it
reacts as a wild animal would.

1.2.1.1 Felons Herbivores will obeylD3 commands given by the Character.
The Referee should determine the severity of the crime comn@ither animals can obeyD6+4 commands. The Referee may
ted. There is a 25% chance that the Character was falsely @wose the animal, let the Player choose or roll randomly in the
cused. Roll this chance and r@00on table 1.7. If a crime is encounter section.

1.2.1 Special Event Explanations
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Table 1.6:Special Events

Roll Result Roll Result

01-20 None 66 Special Attribute.

21-28 Increase your Current Ability in one characteristid®g  67-70 Training with a Skilled Master raises your Expertise with all

29-32 Increase your Current Ability in two characteristics | weapons in a Weapon type of your choice to the maximum
1D6+2 or in one characteristics iyD10+2. EL currently possible for your Character. No Expertise

33 Special Attribute Cost is assessed for this training.

34-36 Increase any Current Abilities by a total2D10. The total 71 You have a random Magic Weapon.
may not exceed the number rolled. 72 You have a random type of Magic Armor.

37 Your face bears pox scars from an old disease. Reduce A% You have an authentic map to a large treasure. Referee will
pearance 50% rounded down. roll 1D6+14 on the Map Table for it’s value.

38 You have a pronounced limp from an old wound. Redt 74 You posses&D6 doses of a random Potion or Elixir.

Agility by 20% rounded down. 75 You posses$D6 doses of a random Natural Magic mate-

39 You recently escaped from a prison in a neighboring nation. rial.

You are a wanted felon in the land of the Referee’s choic 76 You havelD6 doses of a random Powder.

40+41 As for 39 except you escaped from a prison in the nation7 Special Attribute.
that the adventure is starting in within the 14816 days. 78-81  You have a Pet. Itis a normally wild animal. The Referee

42 You are under a powerful Geas, the referee will set all will determine its species and full parameters.
rameters of its effect. 82 You have a Magic Item. The Referee will determine what it

43 You were raised among the Faerry. In addition to normal is.

Human Knowledge, you speak the tongue of the Fae 83+84 Apprentice in the Magic Path of your choice if your Native
Sidh with anEL of 60. Intelligence is 15 or higher. If not, as for 82.

44 Special Attribute 85+86  You have a powerful enemy. GaliD10x10 Experience

45-47  Past luck garners yoR100SC. Points andD100 SC. The Referee will determine the en-

48 As 45-47 exce@D10+10GC. emy based on your actual gain, i.e. the more gained, the

49 As 48 exceptlD3 bars of Silver. more powerful the enemy. The enemy will seek revenge

50+51  You posse&D3 Small Jewels of unknown value. If your whenever possible.

Station is zero, you stole them. 87 Raise your Native Ability in any Mental Attribute kiyD3*.

52 You havelD2 Medium Jewels of unknown value. If you (Raise Maximum Ability as appropriate afterwards).
Station is 1 or less, you stole them. 88 Special Attribute.

53 You possess 1 Large Jewel of unknown value. If your & 89-91  You have a Personal Contact among your people. The Ref-
tion is 2 or less you stole it. eree will determine his or her parameters.

54-56 Roll 1D6. On a 1-3 as for 50+51, 4+5 as for 52 and 6 as f@2+93  As 89-91 except the Contact must reside in the area that the
53, except you know the value of the jewels. party is starting in.

57 Increase any Native Abilities by a total dD6. (Increase 94 As for 87 except Native Ability in any Physical Attribute,
Maximum Abilities as appropriate afterwards). including Constitution and Appearance, may be increased.

58 You have a piece of Jewelry. You have no idea where y®6-96  You have a friend. You are accompanied by a Charac-
got it or what it is worth. You have had it since birth. The ter Class NPC. The Referee will determine the attachment
Referee will determine the type of jewelry. and all parameters of the friend. TREEL of the friend is

59-62  Take anyHREEitems from the Equipment List with a com- 1D6+4. He may not be a magic-user. He will defend his
bined value under 40GC and an individual value of at least friend to the death.
5GC. 97 You were raised among the Elves. In addition to Human

63 Take anyoNE item from the Equipment list with a valut Knowledge, you speak the tongue of the EIf Sidh with an
between 10 and 100GC, inclusive EL of 60.

64 If your Station is 4 or higher, you are a prosperous lan@8 An old friend, who once saved your life, is lost in a hostile
owner in your homeland. RollD10x1D10to determine land. You are aware of his whereabouts. He holds the key
the hundreds of acres that you control. (Your income from to a great treasure that both of you were searching for.
this is 1SC per acre per year). If your Station is 3 or lessy 99 You are the master of a Firesnake.
control1D10x1D10acres as a personal freehold. (Incomé&00 You have come under extraordinary influences. The referee
from this land is 3CC per acre per year). All income figures will determine something exceptionally good or bad. If he
are gross values. does not wish to do so, roll three times on this table or twice

65 You have a random Magic Amulet. on the Special Attribute table.

NOTE — The possibilities above are wide ranging. They do not, however, cover all the possibilities. The Referee is encouraged to expand on
this table as he feels the necessity to do so.

The Referee will decide what, if any, special parameters o advantage in future dealings with that race.
caution the Character must take in dealing with his animal.

1.2.1.6 Non-Human Reared

This roll is optional. The Player may opt to take Partial Suc-

A Character that was raised among the Elves or the Faerry may
roll his Influence Chance. If he succeeds, he has a contact witlf a Character has a contact in the race, he will start with one
his old friends. Partial Success indicates that he left under aitégm of equipment from that race at no cost. What is given is left
cable terms. Failure indicates that he left under a cloud and tathe Referee’s discretion,

cess as his result without rolling.
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1.2.1.7 Geas can attempt to will his Character into a state of fury. The chance

A Geas is a magical compulsion placed on someone to foffguccess, per phase of trying, equals the Character’s Wil.
them to do something. The effect of failure to perform the actionThe state of fury lasts until the Character fails to score any
has a disadvantageous and eventually fatal effect on the vici@mage for a number of phases equal to the hit points required to
The Referee will determine the parameters with this in mind. S&nd him into fury or until five phases after there are no targets
Curse or Ban (Book Two, Permanent Magics). remaining in sight.

EXAMPLE — A Character has a Will of 64. 13 hit points are required

to send him into fury. He will return to normal if he fails to hit for 13

The increase at the Native Ability level will increase CurreRaignt tactical phases or if he doesn’t see anyone to hit for 5 phases.

Ability by the same amounaND Maximum Ability by the . ]
amount times the assigned multiplier. A Character with Uncontrollable Fury can only come out of it

EXAMPLE — If Native Ability in Strength increases by 2, and a muI!n this way. A Qharacter W.Ith Qontrollable Fury may will himself
of the fury if he rolls his Will or less.

tiplier of 2.5 has been assigned to Strength, Current Ability is increas%ltllI
by 2 and Maximum Ability is increased by 5. OPTIONAL — If the only targets left to attack are friends, a Character

. with Uncontrollable Fury can attempt to Will himself out of the fury on
1.2.1.9 An Old Friend any phase that he is no¥hit and thaFt) he does not Hit. The chanceyequals
There is no limit to what the old friend’s attributes can be. Thws Will divided by 2, rounded down.
size of the treasure that the friend holds the key to is rolled on th?NhiIe a Character is in a state of fury, the following increased
Map Table with1D6+14. It cannot be found without the friend.abilities will apply: '
The Referee will determine all parameters of his predicament '

1.2.1.8 Native Ability Increase

and the urgency of his need for rescue. A) Normal damage effects will not apply to his movement.
] B) When he reaches hBTV he will not be unconscious. He
1.2.1.10 Extraordinary Influences remains conscious until death.

Here, the Referee may assign whatever powers, disabilities agyl While in Fury, theDTV is tripled. When the Fury ends, if
special circumstances he desires to the Character. The Characterthe damage taken is less than the noriBY the Character
has been influenced in some exceptional way by an extremely is dead. If it is between 0 and ti¥TV, he passes out.

potent influence. If the Referee does not wish to assign a value, -y \vibl E — A Character has BTV of —3. While enraged, he
the Player may select the rolls that he wishes to take as specified ., take damage t09. It he reaches-5, and comes out of f’ury,

in the table. he drops dead on the spot. If he is-at when he comes out, he
1.2.2 Special Attributes passes out.

Special Attributes vary from Physical excellence to Supernaturl) The Character may not use at factors defensively
powers. RollD100on table 1.8. while he is in fury.

) o E) The Character may not use any missile weapon or magic
1.2.2.1 Attribute Descriptions while in a state of fury. If he has an Innate Magic talent that
THE DESCRIPTIONS ARE LISTED IN ALPHABETICAL ORDER is capable of inflicting damage, this power may be used.

IN THE PAGES THAT FOLLOW F) While furious, the CharacterSBis increased by two.

G) Persons defending against a furious Character may subtract

1.2.2.1.1 Aerial Powers The Character has the innate ability ) ! '
5 from their roll to hitor add 10 to the Furious Character’s

to communicate with all creatures of the Air, i.e. Birds, Elemen-

tals, etc. He is totally immune to any damage inflicted by Storm roII._ )
Powers. He will never be attacked by any Air Elemental. H) While affected, the Character will attack tobeosesTtar-
The EL for his Communicate talent equals-W-+Em) di- get available. If no enemies are available, he will turn on

vided by 20rounded down. The startifngdEL is dependent on his closest friends.

his characteristics (See Book Two). 1.2.2.1.4 Creature Power The Character has an affinity for a

EXAMPLE — A Character has Intelligence 12, Will 27 and Empathypecific type of non humanoid, Fantastic creature. (Anything
8, HiSEL with his talents is, (1227-+8)/20, 2. from a Cait Sith to a Dragon). He has the innate ability to com-
1.2.2.1.2 Animal Power The Character can communicat&unicate with these creatures at a telepathic level. Hevigys
with a specific species of animal. (The species is determirigarked, i.e. a birthmark, with the sigil or semblance of that crea-
by the Referee, selected by the player or rolled randomly).  ture.

At the subconscious level, the Character i$@NAH of the In learning magic that this species is naturally capable of, the
species. He will be treated as such by it. When they are thréalaracter will payl~ the normal cost to learn and advance,
ened or attacked, the Character will suffer Uncontrollable Battieunded up. He will always cast the spelloaie EL higher than
Fury against the attacker unless he rolls less than or equal tohigsactualEL. He will be affected, as for Animal Power, when
Will. The fury will last as long as the threat to “his” creaturebis species is threatened.

lasts. EXAMPLE — A Character has an affinity with the Dragon. He gains

1.2.2.1.3 Battle Fury The Character is prone to fits of furyadvantage in learning Fire Powers and Magic in general. (Fire Powers
when engaged in combat. During a battle, he will become furigf{guld be gained at/s cost because it s effected once for Fire and again
when the hit points damage taken, times 5, exceed his Will. for Magic). He may communicate with any Dragon.

For Uncontrollable Fury, the above ratio is the only way that Finally, the Character will never be attacked by any creature
the Character can be affected. With Controllable Fury, the Playleait he has an affinity with unless he is the aggressor.
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Table 1.8:Special Attributes

Roll Attribute Roll Attribute
01-05 Battle Fury, Controllable 59+60 Empathic Power
06-08 Battle Fury, Uncontrollable 61+62 Intellectual Power
09-12 Innate Power, Law 63 Supernatural Will Power
13-15 Innate Power, Chaos 64 Mental invulnerability
16-18 Innate Power, Elder 65 Fanatical Power, Law.
19+20 Innate Power, Sidh 66 Fanatical Power, Chaos
21+22 Innate Power, Balance 67 Fanatical Power, Elder
23+24 Innate Power, Shamanic 68 Fanatical Power, Sidh
25-29 Animal Power 69+70 Fanatical Power, Balance
30-32 Creature Power 71+72 Fanatical Power, Shamanic

33 Supernatural Power, Upper 73-75 Shadow Powers

34 Supernatural Power, Lower. 76-78 Physical Power
35-38 Mana Reading 79-83 Mana Sensing

39 Fire Powers 84-86 Immunity

41 Aerial Powers 87+88 Invisible Sight

42 Earth Powers 89-92 Emotional Curse
43-45 Shape Changer 93-95 Physical Curse

46 Natural magician 96 Mental Curse
47-49 Supernatural Stamina 97 Other Powers
50-52 Supernatural Dexterity 98+99Two Attributes*
53-55 Supernatural Agility 100  THREEAttributes*
56-58 Supernatural Eloquence

*In these cases, re-roll the number of times specified subtracting 3 from each roll. A roll below 01 on any
roll will grant the Playerrwo additional rolls on the table.

EXAMPLE — A Player rolls a 33 on the Special Event table to reach the Special Attributes table. He then
rolls 100 here. He has three Special Attributes. Rolling for each he gets 02, 52 and 100. This is, subtracting
3: —1, 49 and 97. For the-1 he rolls two others, getting 22 and 65, i.e. 19 and 62. This Character has:
Innate Power, Sidh; Other Power, referee assigned; Supernatural Stamina; Intellectual Power.

1.2.2.1.5 Dimension Sight The Character€L in this power 1.2.2.1.8 Empathic Power Increase Native Empathy by
equals his Will divided by 10, rounded down. He is able to plaé®6x5. (See Supernatural Agility for the proper application of
himself into a state of conscious trance. In this trance he hastthis increase).

ability to see into other planes of existence. The visions seen aréhe amount of his Native Ability increase is his percentage

clear and precise.

chance of communing with other creatures. (The amount times

A Character with this power can use Astral Powers, Plais used if the creature is not normally hostile to the Character’s

nar Travel and other trans-dimensional spells with an increasace). The attempt may only be made once per encounter. If it

chance of success if he learns them. He will subtractfhis works, contact is established with all members of the species that

times two from his roll. In summoning, when the power is usedye in range.

he will subtract hi€€L. These subtractions are in addition to the When a successful attempt is made, the creatures communed

normalEL Modifier that is used in magic. with will not attack unless they feel compelled to do so. (By be-
ing attacked, encroachment on territory, theft, etc.). The Empath

1.2.2.1.6 Earth Powers As for Aerial Powers. This attributewill be able to tell the emotional state of any creature that he is

applies for Earth Elementals and Earth Powers. communing withone phasebefore it reacts to it. The range for
this power equals the Character’s rating. Its duration is one turn

1.2.2.1.7 Emotional Curse The Character is cursed with arher point of increase. No Mana is required to use this talent.

exaggerated form of a particular emotion. The exact emotion isshamans with this talent are considered td\atural Magi-

left to the discretion of the Referee. Until itis cured, it will affectjansfor aLL Shamanic magics.

the actions attempted by the Character. The emotion may be

directed, operating when a certain person or thing is encounteied,2.1.9 Fanatical Power The Character is tied to the Align-

or general. ment from which his power is gained. He must align with that

All Curses have a means for placating them. They may be d@fce. He is naturally capable of communicating with all crea-

pelled magically, if a magic-user can be found that will attemfstres that are aligned with it.
to do so. Elder and Sidh Fanatics will be capable of entering both the

Lower and Upper Worlds, Shamanic Fanatics may enter the
Lower World. All other fanatics may enter the Upper World.
TheEL of a Fanatic equal@V+Em)/10, rounded down. All
The Referee will decide when rolls for the curse effect shoudther factors of the power’s use are as specified for Innate Pow-
be taken. If the Character does not roll less than or equal to &is. The referee, at his discretion, may assign other powers and
Will, he is affected. detriments to Characters with this nature. (As he deems neces-

EXAMPLE — A Character is cursed with despair. He will have
morale. At the slightest setback, he will surrender or give up.
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sary to maintain Balance). Fanatics may not have a fanaticttiem. If the Player chooses to become a magic-user, the follow-

with any other force. If one is rolled, re-roll. ing restrictions apply:
1.2.2.1.10 Fire Powers As for Aerial Powers. Applies for Fire /) His Casting Speed, starting experience gain, starting exper-
Powers and Fire Elementals. tise gain and the maximum Base Mana Cost spell that he

can learn are all reduced by 50%, rounded down.
1.2.2.1.11 Innate Powers The Character is naturally able to B) He receives no increase in WDV due to hiSsVIEL .

use a spell of the Alignment specified. If the spell determined is@) | determining his Casting Ability, the Character's Mana
power that has multiple applications, his talent will allow himto | evel is used at/; value, rounded down.

use all of those applications. Tl of an Innate Poweeguals D) He may never learn any supernatural language.

the CharactergW-+Em)/20, rounded down. Points gained for gy o may not learn any spell that has a Base Mana Cost higher
success may be applied towards &L in its use. Normal than his Mana Level/3, rounded down.

Expertise is not applicable to these powers. Bheincreases F) In casting magic, hi€L modifier equals hi€L instead of
only as the characteristics involved increase. The Mana Cost tg his EL x 2 '

use this spell is as normal for magic-users. Innate Powers may '

be derived from more than one alignment. No alignment tieNTE — Only Humans can have this Special Attribute, unless
derived from Innate Power. (See Fanatical Power). it is cast on a member of another race as a curse. If it is rolled

) ] for a non-human Character, re-roll.
1.2.2.1.12 Intellectual Power The Native Intelligence of the

Character is increased 4yp6x 5. (See Supernatural Agility for 1.2.2.1.19 Natural Magician The Character is naturally ca-
the proper application of this increase). Any person with thi@ible of manipulating Mana. Whether he receives the proper
talent is considered to be a Natural Magician for all Wizardtyaining or not, he will be capable of using magic.

spellsiF he is trained as a Wizard. If he is trained, in addition to his natural gift, he can increase

1.2.2.1.13 Invisible Sight A Character with this power can se&{'/ilS power to legendary proportions. The attributes of the Natural

any invisible object. His Range equals Empathy divided by agician are-

5, rounded up. In addition, the Character wiho his Empathy A) Untrained, the Character will gain mana at the rate specified

to his chance of disbelieving any lllusion that he sees. for trained Wizards. If trained, any Mana that he has and all
future increases am®OUBLED.

EXAMPLE — A Natural Magician has 12 Mana Points. On com-
pletion of his training, he increases to 24. When he increases to
his next level, if his Mana Level is 5, he will gain 10 Mana Points.

1.2.2.1.14 Immunity The Character iISOTALLY IMMUNE to
the affect of a specific power. Consult the Immunity Table in
Book Four and determine what the immunity applies for. The

Character cannot be damaged in any way by that power. o )
B) All Natural Magicians have any two of the following at-

1.2.2.1.15 Mana Reading When in the presence of mana, or  tributes: Supernatural Will Power, Intellectual Power and
those that are capable of casting mana, the Character will be able Empathic Power.

to determine its Alignment, Relative Power and, if a spell, a bas'@) Natural Magicians recover expended Mana at a faster rate
purpose. ThéL andMEL for this are as specified for Innate  than normal (See 1.3.2.7.2.1)

Powers. The Range equals the Charactéf'slivided by 10, ) The number of Mana Points that he may cast in one phase
rounded down. No Mana Cost applies to the use of this power. i twice that normal for hisEL andEL . if he is trained.

Success is automatic. E) Natural Magicians may learn and casty type of magic.

Each time this power is used, galD10MEP, up to a maxi- The cost to gain the knowledge 1% that normal, rounded
mum of once per day.

up.
1.2.2.1.16 Mana Sensing The Character is able to detect theF) Natural Magicians have the ability to use Mana Reading and
presence of spells. The Range is equal tofhis divided by 5 Mana Sensing.

rounded up. No Mana Cost applies in using this talent. Succefifer attributes of this extremely talented individual are at the
is automatic. The knowledge received by the Character will Bgcretion of the Referee.

the Relative Strength of the Magic and nothing else.
Each time this power is used, gal10MEP, up to a maxi-
mum of once per day.

IMPORTANT — Trained Naturals, i.e. persons with Intel-
lectual or Empathic Power as the source of their talent only
receive benefits 3, 4, 6 above.

1.2.2.1.17 Mental Curse The curse affecting the Character

will make it impossible for him to perform a given action, forcd-2.2.1.20 Other Powers The Referee can assign the Charac-
him to react in certain ways or rob him of some or all of his merff any attributes that he desires. As examples, the Character
ories. The effect that applies is at the discretion of the Referéan be winged, have infravision, have the power to walk through

Resistance to the curse is as specified for Emotional Curses.Walls, etc. The Power assigned is limited only by the Referee’s

- _ _ decision. It can be anything.
1.2.2.1.18 Mental Invulnerability A Character with this at-

tribute is totally immune to Telepathic Powers, magical Detet2.2.1.21 Physical Curse The Curse either diminishes some
tion and Soul Sight. He is immune, at &b as specified in physical attribute or places some horrid physical growth or de-
Innate Powers, to all spells that affect the mind of their victimrmity on the Character. The attributes assigned are at the Ref-
(See Immunity in Book Four for the proper method of handlireyee’s discretion. If characteristics are diminished, they will be
immunity). Characters that have this attribute make poor magieduced bylD6x5, with a minimum rating of zero, for as long
users. Effectively, they are deadened to the flow of magic abastthe Curse lasts.
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No resistance is possible against the effects of a Physical ClESBMPLE — A Character has a Native Ability, in Agility, of 9. He
once it is in force. It may be cured magically or by placating liias his Special Attribute. He rolls a 2 4iD6. Because an increase of
as specified for Emotional Curses. 10 would not increase Agility enough, his Native Ability is increased 16

to a rating of 25. If his assigned multiplier is set at four, this yields a
1.2.2.1.22 Physical Power The Character’s Native Strength ismaximum Ability of 100.

increased bylD6x5, or to a rating of 25, whichever is higherj\jpORTANT — Any increase in Native Ability, due to this
Native Stamina is increased By, the amount of the Strengthyyyribute, is added to the new Native Ability to determine the
increase, rounded up. (See Supernatural Agility for the prop&{aracter's Current Ability before any characteristic points
application of this increase). The increase in the Characteristigs applied to it. In the example above, the Character starts

WILL af_fect the Hei_ght a_nd Weight of the Char_aCter- The_Chamth a Current Ability 16 higher than his Native Ability after
acter will add 3 to his Weight roll and addo the final multiplier o dification by this factor.

determined if his heightis 72" or more. EXAMPLE — The Native Agility of a Character is 25 after it is

EXCEPTION — The height increase gained may not in- modified by this Special Attribute. To reach 25, the Native Ability
crease the Character's height by more than 1.2 times the was increased 19. The starting Current Ability of the Character, in
original height determined for him, round up. Agility, is 44 before any characteristic points are applied to it.

EXAMPLE — A Dwarf Male Character has Physical Power. His ratin§.2.2.1.26 Supernatural Dexterity As for Supernatural
is 25. His Native Strength is 11, Native Stamina is 19. Native Strengilgility except Dexterity is affected.

is increased to, 125, 36. Native Stamina is increased to;+(25/2),
32. His original height was 50". His new Strength and Stamina, Wou‘lrdz_'.z'l'27 Supernatural . Eloquence As for Supernatural
increase his height to 6&XxcEPTthat the new height may not exceed\dility except Eloquence is affected.

1.2 times his old height. He is therefore,60.2, 60" tall @lwaysround 1 3 2 1 28 Supernatural Power, Lower The Character is at-
down). tuned to the Sidh forces of the Lower World. He has the natural

1.2.2.1.23 Shadow PowersThe Character is aSHApow ability to use all Sidh Magics, as for the Alfar. When he encoun-

WEAVER. He is able to warp and use the substance of Shad&kg Elf or Faerry parties he will be treated as one of the Alfar.
to his own benefit. The basic powers are: The Character is innately able to understand, and speak, all

igh tongues. HiEL equalsEmx2 or 80, whichever is less.
All Non-Sidh Elder or Kotothi parties that encounter the Char-
%Wr will relate to him as they would to an EIf.

A) The Character can move through Shadow invisibly. See t?\
Shadow Magic Invisibility spell in Book II.

B) The Character can create Shadow Warriors. See the Shal
Magic Create Warriors spell in Book Il. The Warrior createtl.2.2.1.29 Supernatural Power, Upper The Character can
has the form of the Shadow used to create it. The Charact@mmunicate with any creature or person, native to the Upper

may not use his own Shadow for this purpose. World, that is aligned with Law, Chaos or Balance.
C) The Character can see in any darkness without cost. See thHde has the ability, as for Mana Sensing, to detect forces native
Shadow Magic Dark Sight spell in Book II. to this realm. Finally, he has the innate ability to use all Astral

D) The Character can send his own Shadow away to perfdhewer spells.
errands and other tasks for him. See the Liberate Shadowhe CharactersMEL andEL for Communicate and Astral
spell in Book 1. Powers, are as specified for Innate Powers.

E) The Character€L in all talents equals hismpathy di- 1 5 5 1 30 Supematural Stamina As for Supernatural

vided by 5, rounded down. HIMEL can be increased asagijity except Stamina is affected. The amount of increase
normal. _ _ in Stamina doesvoT apply in determining the Height of the
F) The Character’s Starting Mana Level is doubled. Character.

The powers of a Shadow Weaver only work in a place that h8sampLE — The Native Stamina is 14. It increases to 50. 14 is used
Shadows in it. Total light and total darkness negate his abilityjithe equation for determining the Character’s height.

cast shadows. i
1.2.2.1.31 Supernatural Will Power As for Supernatural

1.2.2.1.24 Shape Changer A limited form of the spell. The Agility except Will is affected. Characters that have this attribute
Character is capable of taking the form of a specific type of credso have the&viL EYE if their rating is 30. The Evil Eye may
ture or animal for any duration desired without the expendituve used to cause Disease, Paralysis and Death. The Death ef-
of mana. He is not required to possess any portion of that anifieat is as for the Hand of Death. T with each spell equals
to make the change. He does not have the power to change Wit80, rounded up. His startinflEL is as specified for Innate
any other form of animal. The animal that he can take the foffowers. See the appropriate spells for the effects that apply. To
of is at the Referee’s discretion. gain effect with any of the powers, the Character must be using

All Shape Changers will have the Animal Power talent for tHbe power and have direct eye contact with an entity that can be
creature that they can take the form of. When a threat existsittected.
_that creature, fury \{vill result withou,_lt any chance of contro_llingzz'l.32 Three Attributes As specified in the table.
it. The Character will always take his animal form when furious.

1.2.2.1.33 Two Attributes As specified in the table.

1.2.2.1.25 Supernatural Agility The Character's Native )
Agility is increased bylD6x5. Regardless of the original1'2'2'1'34 Water Powers As for Aerial Powers except the

Agility rating, the minimum rating for Agility, after this value connection is with Water Powers and Water Elementals.

is added, is 25. Use the new Agility rating as the CharacteNOTE — Except where it is used in Book Two through Four,
Native Ability. section 1.2.2 is optional.
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1.3 Use of Characteristics

1.3 Use of Characteristics 1.3.1.1.4 Agility (AB)

This section contains values that are determined based on tm; As for Dexter!ty.
characteristics of the Character. As these characteristics i) AS for Dexterity. » , _
crease, so do these values. Where appropriate, the complete rufés! NeAB is used in determining a Character's maximéin

governing the factor are listed in the section where it is explained. N certain skills Gee section 2)4 _
4) AB is used in determining a CharacteNtR (See section

1.3.1 Characteristic Bonuses 1.3.35.

Strength, Stamina, Agility, Dexterity and Constitution yield 3.1.1.5 Constitution (CB)

bonuses in play. Table 1.9 is used to determine the bonus thft)t Per day that an injured Character fails to he28 is sub-

applies, based on the Current Ability in the applicable character- stracted, as an additive modifier, from the healing chance
istic. (A reduced form of this chart can be found in the righthand ., (See Section 1.3.2.5.1

corner of The Character record sheet. 2) CBis used in determining a Character’'s Poison Resistance

(See Section 1.3.2.5.4

NOTE — For detailed descriptions of the primary ways that the
characteristics are used, see section 1.3.2. If the optional Prob-

Table 1.9:The Bonus Table

Current Current Current . e .
Rating Bonus Rating Bonus Rating Bonus €M Solving rules are used, the characteristics are also of impor-
05 -1 76-105 +4 276-330 +9 tance in this area.
6-15 0 106-140 +5 331-395 +10
16-30 41 141-180 +6  396-465 +11 1.3.2 Other Uses
31-50 +2 181-225 +7  466-550 +12 1.3.2.1 Strength
slde | | Zzesie] | el tel] il In actions where Strength is the deciding factor, such as pinning
an opponent, breaking down a door, etc., the following rules will
apply:
1.3.1.1 Bonus Use A) The basic chance to overpower an opponent is determined

This section gives thePRIMARY uses of the characteristic ~ PY subtracting his Strength from yours. If the result is neg-
bonuses. They may be used, in these rules, in less important 2V, you have no chance of success. If you succeed, the
ways. The Referee is always free to use them in other ways, if OPPonentis pinned, held, knocked over, etc. depending on
he sees fit to do so, or to create bonuses for other characteristics What you specified you were attempting to do.

as he desires. If the target you are attempting to affect dodges success-
fully, failure is automatic. If you are damaged while making
1.3.1.1.1 Strength (SB) the attempt, add five times the number of hits scored to your
1) TheSBis added to the damage that the Character scores in "ll- A Minimum Chance equal t§ divided by 5 rounded
combat when he hits. up, can be applied if the Referee chooses to do so.
2) SBis used as a factor in determining €V of the Char- IMPORTANT — If the Referee allows, additional per-
acter. Gee Section 1.3.3.3.1 sons may add their Strength to this attempt. Each
3) TheSBis used as a modifier in determining a Character's additional person adds his Strength to the initiators
maximumEL in certain skills. Gee 2.3 Strength.
. EXAMPLE — Three Characterss43, 29 and 14 battle a Rock
1.3.1.1.2 Stamina (StB) Troll, S80. The Character witi$29 decides to throw himself at

1) A Character'sStB is subtracted from all healing chance the Troll to tackle it. (29-80, an action doomed to failure). His
rolls that he takes. It is added to the number of points that friends grab him to throttle his suicidal ambition. Their chance of

he heals, if he heal$Sge section 1.3.2.5.1 Success is (4814)-29, 28%.
2) StBis a factor in determining a Characte®CV (See sec- B) When attempts are made to batter in doors, break locks, etc.,
tion 1.3.3.2.1. the Referee will use the system detailed in (1) above. To do
3) The Character'sStB is used in determining his Portage S0, he must determine a Strength rating for the door, lock,
Ability (See section 1.3.2.).4 etc. The Strength Table (1.10) is provided as a guide for
4) StBis used in determining a Character’s Poison Resistance these values.
(See section 1.3.2.5.4 C) Strength is used in determining a Charactei®V.
5) The StB is used in determining thBTV of the Character D) Portage Ability — A Character’s Portage Ability equals:
(See section 1.3.2.5.2 (Sx2)+(StBx20) or (Sx2),
6) StBis used in determining a Character’s maximétn in whichever is greater. This value is a weight, in pounds,
certain skills Gee section 2)4 that the Character can carry without reducing¥MiR . Per

20% increase over this value, the Characteif® is reduced

1.3.1.1.3 Dexterity (DB) 10%, with the amount of the reduction being rounded up.

1) TheDB is used in determining a Charactdd€V (See Sec- EXAMPLE — \obal the Dancer has a Strength of 20 and-2
tion1.3.3.2.2 StB. His Portage Ability is, (2&2)+(2x20), 80 pounds. His

2) DB is used in determining a Character’s Dodge ValBed MR is 13. If he carries 120 pounds of weight, excluding his body
Section 1.3.2%4 weight, hisMR is reduced by 30% to aMR of 9.
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1 Character Generation

Table 1.10St th Tabl IMPORTANT — In all cases, the AV that is used in determin-
] a e. ' rength fable ing the total value dodged is the AV for the type of armor, as
Material Resistance listed in the equipment List. For creatures with a NAV, the

Rotted Wood 0-5 D6-1) ) ;
Normal Wood 6-162D6+4) creature’s actual NAV is used when he attempts to dodge.

Good Wood 17-35 @D10+15) EXAMPLE — A Character is wearin§L 5 magic Chainmail. ARV

Aged Wood 38-653D10+-35) of 3 is used in determining total value when he attempts to dodge. A
Rusted Metal 1-10 (D10 dragon has &AV of 3. Three is added when it attempts to dodge.

Soft Metal 12-302D10+10) o )

Hard Metal 43-70 BD10+40) 1.3.2.4.1.1 Dodge Resultslif the listing in the table is (A), or
Tempered Metal*  61-16100+60) the dodger rolls less than or equal to the listed percentage, the
*Whether the metal is tempered normally or with magic. dodge is successful. In this case, the attacker's blow automati-

NOTE — As an option, you may take the factors above as a numbef@lly misses and he need not roll it. _
of “hit points” that the item will take before it breaks. The Players ~ Any other result indicates that the dodge fails. The attacker

attempting to break it would then rollD10and divide the applied must roll to hit the dodger and he will score damage if he does
strength by their roll, rounding up. The result is the “hits” inflicted. so.
For damage to count, at least 25% of the item’s value, rounded up, Regardless of the success or failure of a dodge, the dodger may
must be inflicted on it. not perform any other action during the phase that he dodges,
EXAMPLE — Before meeting the Rock Troll, the three adventur- excluding use of a shield defensively. No dodging defender may
ers,543, 29 and 14, found a door. It was aged wood worth 43. Theattack, in any way, in any phase that he dodges. His efforts are
strong adventurer charged it. He scored3315 hit_s. The doqr is totally consumed by the defensive maneuver of dodging.
g?r@r?g;di:gg h?'ﬁ‘;si's'g ;2‘: :g’gaﬂ‘zsz' r}i?mh;:' ;:e ap;)hs%d Both factors are used on table 1.11 to determine a percentage
hi 9 : ge- y go again./22 chance that the attempt to dodge is successful. In all cases,

its and the door burst asunder. . . .

Character that wishes to dodge must declare his intergian

E) Lifting Ability — The maximum weight that a CharacteerOREthe attacker takes his attack roll. If he does not do so, he

can lift equals: may not dodge.

Portage Ability x5 1.3.2.4.2 Dodging Magic (Optional) At the Referee’s discre-
EXAMPLE — \obal's Portage Ability is 80. The maximumtion, Players may be allowed to dodge spells under the following
weight that he can lift is 400 pounds. In essence, he can lift thingiscumstances:
that weigh 225 to 400 pounds, but he cannot move with them. o) The Character has a clear view of the person or thing that is
NOTE — Where a Character possesses Carrying skill, the casting the spell.
EL is added directly to his Portage Ability and is used asB) The spell is a spell that inflicts damage when it succeeds.
part of that value in determining all factors in (4) and (5) C) The physical appearance of the spellBisTH directional
above. and visible.

EXAMPLE — With EL20 in Carrying, Vobal would have awhere any of the factors above dmT apply, the Player may

Portage Ability of 100. His speed reduces per extra 20 pourdl§t dodge. Where all of them apply, the Referee may allow him
that he carries and his maximum lift is 500 pounds. to do so

1.3.2.2 Stamina IMPORTANT — If this form of dodging is allowed, the total
A) Staminais used in determining tH€V of a Character§ee value dodged for the spell equals:
section 1.3.31
B) Stamina is used in determining a Character’s healing chance The AV of the dodger’s armor-+the EL of the spell

(See section 1.3.2.5.1 _ _
NOTE — If a Player is the caster of a spell that is dodged suc-

1.3.2.3 Dexterity cesfully, he should still roll for success. If he succeeds, and the

Dexterity, as other than a bonus, is not used in any significapell does nothing because it was dodged, he will receive experi-

way, beyond its use in the education system. See the Dextegitge and expertise points as specified for other magic, case 2, in

Bonus in section 1.3.1.1 for its most significant uses. sections 4.2 and 4.2.1.1 of this book. If Abysmal Failure results,
. he can suffer ill effects.

1.3.2.4 Agility

Agility, as other than a bonus, is not used in any significant W?PORTANT ; If a Qharacter attempts to dodge a spel_l,
beyond its use in the education system. See the Agility Bonu d fglls,_he will use his MDV at 1/; value, rounded down, in
section 1.3.1.1 for its most significant uses. resisting its effects.
OPTIONAL — The following rules may be employed in physically
Tesisting magic that can be dodged:
€ A) If the dodge attempt is a Partial Success, the dodger may sub-
tract hisDodge Valuet-3 from the number of hits that the spell

1.3.2.4.1 Dodging (Optional) Any defender engaged in com
bat may attempt to dodge blows that are aimed at him.
Dodge Value of a Character equals:

AB4DB inflicts.
B) The dodger, if his dodge does not succeed, may attempt to inter-
If a defender dodges, the total value that is dodged equals: pose his shield between himself and the spell. His chance of doing
so equals:
The AV of the dodger’s armor-+the attacker's Dodge Value Dodge Chance-Shield AV-+EL in the Shield
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1.3 Use of Characteristics

Table 1.11Dodge Table

Dodge Total Value Dodged
Value t1 1+2  3+4 5 6 7 8 9 10 11 12

t0 25% 15% 5% N N N N N N N N

0 30% 20% 10% 5% N N N N N N N

1 40% 30% 30% 10% 5% N N N N N N

2 50% 40% 30% 20% 10% 5% N N N N N
3 60% 50% 40% 30% 20% 10% 5% N N N N

4 70% 60% 50% 40% 30% 20% 10% 5% N N N
5 80% 70% 60% 50% 40% 30% 20% 10% 5% N N

6 90% 80% 70% 60% 50% 40% 30% 20% 10% 5% N
7 A 90% 80% 70% 60% 50% 40% 30% 20% 10% 5%

8 A A 90% 80% 70% 60% 50% 40% 30% 20% 10%
8 A A A 90% 80% 70% 60% 50% 40% 30% 20%

10+Up A A A A 90% 80% 70% 60% 50% 40% 30%

A = Automatic success, N = Automatic failure

If he succeeds, handle the spell’'s success as specified for a SHiek2.5.1 The Healing Chance A Character’s healing chance

Hit except that magical shields will blog&V x2)+ usable EL  (HC) equals:

hit points.

EXAMPLE — Vlad has a Dodge Value of 3, a/8 shield and (C+St)/2, rounded up

EL 12 in the Shield. A Giant casts &L 5 Lightning Bolt at him.

He tries to dodge. His chance is 30%. He fails. He now tries Aldhen a Character starts a day damaged, he rolls his healing
shield. His chance is, 38+12, 50%. He succeeds. The bolthance. Healing occurs when the roll D100 is less than or

strikes the shield, scoring 29 hits. The shield blocks8816 hits equal to the healing chance. The following factors are subtracted
and is destroyed. Vlad takes 13 hits and is left without a shiefgdgm the Player’s roll:

(Had the shield been magic with/ 12, Vlad could block 36 hits .
and retain a usable shield). A) StBis subtracted each day.

B) Per day that the Character fails to heal, additB,is sub-
1.3.2.4.3 Dodging Missiles (Optional) The Referee may al- tracted.

low Players to attempt to dodge incoming missiles in the follow-
ing circumstances: EXAMPLE — A Character has aBtB of +1 and aCB of +2. On

every healing roll, he will subtracdNE. Per day that he rolls and fails

A) They can see the firer release the missile. to heal, by rolling greater than his healing chance, he will aad for

B) They can see the missile coming for at least 50% of its flighit CB, in addition to hisSTB MODIFIER. On the second day, after
towards them. failing to heal on the first day, the Character subtracts three, on the third

Dodges of this type obey all rules specified in section 1.3.2.48Subtracts five, on the fourth seven, etc.

and 1.3.2.4.1.1. The total value dodged equals: IMPORTANT — When healing occurs a Character heals
, o N 1D3+-StB hit points. No more than one healing roll is allowed
The AV of the dodger’s armor+a Missile Range modifier. per day, unless magic is used on the CharacteSee 1.3.4.8

1.3.2.4.3.1 Missile Range Modifier The modifier that is used Heallng cannot increase a Character above his HPV at any

; . Co T ime.

is based on the range fraction that the missile is fired from. Tabm

1.12 applies. EXAMPLE — If a Character’'s HPV is 23, healing stops when he is
at 23 hit points.

Table 1.12Missile Range Modifier 1.3.2.5.1.1 Infection If a Character’s Healing Chance roll, af-

ter all modification, is 91 or higher, he is infected. He will remain

Range Range . . ) . . .

Fraction  Modifier Fraction Modifier infected until he succeeds in healing again. The result of infec-
PointBlank 8 Long 0 tion is:
Short 4 Extreme -2 A) Per day, starting immediately, the Infection will scdig3
Medium 2 hits on the Character.
B) While infected, the Character’'s Healing Chance is reduced
Where the weapon that fires the missile has a li¥%SB, the 50%, rounded up.

WSB/3, rounded up, is added to the modifier above. C) If an infection scores 10 or more hit points on a Charac-
ter, the Character is delirious and incapable of meaningful

EXAMPLE — The modifier for an unarmored dodger to dodge an Ar- action
balest at point blank range is#85/3, rounded up), 10. Unless the ) o
dodger is exceptionally agile and dexterous, he is not likely to succee®) All normal Damage Tolerance rules apply while infected.

E) When the player heals, the infection is checked. The suc-
1.3.2.5 Constitution cessful healing serves only to check the infection. It will

Constitution is a primary determiner of the following factors: not cure any damage.
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1.3.2.5.2 Damage Tolerance All Characters can withstand1.3.2.6.1.2 Casting Ability A magic-user’s Casting Ability is
excessive amounts of damage. The Damage Tolerance Valdanction of hisMEL and his Mana Level. PevlEL that a
(DTV) of a Character equals: magic-user increases, his Casting Ability is increased by his cur-

rent Mana Level.
—((C/204-StB), round up . _ : .
IMPORTANT — In starting a magic-user, multiply his start-

Any damage between this negative value and zero indicates thgtMEL times his current Mana Level, after all initial in-
the character is unconscious. A remainkiigV greater than zero creases have been applied. If the starting MEL is zero, Cast-
indicates that the Character is conscious and active. A value legsAbility equals ML /2 rounded down.

than theDTV means that the Character is dead. EXAMPLE — A magic-user starts MEL 3, ML 11. He has a Casting
EXAMPLE — A Character has ®TV of —4. His HPV is 26. If Ability of 33. If, by the time he reachedEL 4, hisML has increased
his currentHPV, considering damage taken, is one to twenty-six, hetis 14, his Casting Ability increases from 33 to 47.

conscious, From zero to minus four, he is unconscious. At minus five or

less, he is dead. 1.3.2.7 Will

1.3.2.5.2.1 Trauma (Optional) When a Character has beerIII is used in the following ways:

battered into unconsiousness BiSV x3is added to his roll for 1 35 7.1 Influence If the Player does not wish to be influ-

Healing. If, on any roll while unconsious, he fails to heal, he &nced, he may subtract his Will from the Influence Chance of
dead. (Trauma does not apply if unconsiousness is the resuth@fperson trying. The minimum chance applies when NPC's do
subdual damage). this. It does not apply when Players do.

1.3.2.5.3 Energy Level The Energy Level of a Character is) 3 5 7 5 Mana Regeneration The speed with which a magic-
equal to hixT+W. It has the following effects: user regenerates expended mana is:

A) Without extra-somatic aid, i.e. a wand, magic ring, etc., the
usable Casting Ability of a magic-user can never exceed his (W/10, ru)+(MEL /5, rd)
Energy Level. . .
EXAMPLE — A MEL 14 Wizard has a Casting Ability of 1391.3.2.7.2.1 Resting If a magic-user does not use any mana

and an Energy Level of 72. Without extra-somatic aid, he mgpring a day that he is regenerating, or if he is a natural magic-
never cast more than 72 Mana Points in one day. With it he carHSer, add hisMEL to the number of points that he normally re-

B) Forms of attack that target on the soul, mind or spirit ins for tha.t day. If a natur_al magician rests, ML x2 to
e mana points that he regains insteatViéfl. .

the Character score damage against his Energy Level If thé
Energy Level reaches zero the Character is killed. EXAMPLE — An MEL 6 magic-user casts no magic while he is regen-

Healing lost energy points is done by rolling against your Coﬁr_atmg his normal 7 mana points. He will regain 13 instead.

stitution and subtracting yol ANA LEVEL from the roll. Ifthe ~ All mana is regained at the start of the day, based on the ex-

resultis less than or equal to the ConstitutibBg energy points penditures of the preceding twenty-four hours. Mana never re-

are regained. generates to a point greater than the magic-user’s current Casting
Effects that attack the Energy Level are specified in their dibility.

scriptions. Examples are Vampirism, Soul Attack, etc.
P P P 1.3.2.8 Eloquence

1.3.2_.5.4 Poison ResistanceThis_factor is added to the ro_”Equuence is used with Empathy to determine a Character's Base
that is taken when a Character might be affected by any pois@{fy,ence Chance.
A Character’s poison resistance is:

1.3.2.9 Empathy

Empathy is used with Eloquence to determine a Character’s Base

NOTE — Poison resistance is used against poisons in the saliluence Chance.

way that theMDV is used against magic.
y g 9 1.3.2.10 Appearance

EXAMPLE — A Character has aBtB of +2 and aCB of +4. His , . . .

poison resistance is 12. When a roll is taken to see if a poison affebii Character's physical attractiveness to members of his own

him, 12 is added. race. When dealing with other races, the Referee may modify a

OPTIONAL — At the Referee’s discretion poison resistance as an ﬁharaCterS appearance to fit the standards of beauty that apply

dicator of a Character's general health may be used to resist the ei’l@_éhat ra(?e' Appearance will never .apply except Wher} dealing
of disease, plague etc. Where it is to be applied is up to the RefereeWith Intelligent Lifeforms. Non-Intelligent forms couldn’t care

(CB+StB)x2

less.
1.3.2.6 Intelligence Table 1.13 gives factors that can be used. Factors for other
Intelligence is used to determine the following factors: races that can be encountered should be determined by the Ref-

1.3.2.6.1 Mana Level The Character’s Mana Level is equal tgree baseq on .these values. e

(I+W—+Em),/10, round up. The Racial view, gfter modification, is found on table 1.14.
The effect listed is the amount that is added to the Influence

1.3.2.6.1.1 Magic Defense ValueThe Magic Defense Value Chance before any other modifiers are appliedClis 28, and

(MDV) of a non-magic user is Mana Level. A trained magic-ustte Character is viewed as Ugly, it is reduced to 23 before other

has arMDV equal to hisMana Level plus (MEL) /2, round up. modifiers are applied. This does not apply when dealing with

A natural magic-usermMDV equalsMana Level plus MEL. Contacts.
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Table 1.13Appearance Modification Table 1.15Height Factors
Character’s Perceiver's Race Race Male Female Race Male Female
Race Human EIf Faerry Dwarf Human 46 42 Faerry 28 28
Human 0 -10 —-15 —-25 Elf 45 42 Dwarf 35 32
EIf +10 0 +5 -10
Faerry +20 +10 0 -5
Dwarf -0 -15 -5 0 1.3.3.3.2 Weight A Character's Weight is derived from his

Height, Race and Sex. RdlID10on the appropriate table (ei-
ther 1.16 or 1.17). For non-humans, ad¢REE if the Character

Table 1.14Appearance Effect is taller than 71". SubtractNE if he is shorter than 40". For hu-
B _ mans, use the table appropriate for the Height and Sex without
Modified Rating _Appearance _ Effect modification, unless it is required for some other reason, i.e. Su-
O orless Hideous  -10 pernatural Stamina, Physical Power, etc.
6to 15 Ugly -5
16 to 35 Average 43
36 to 65 Handsome +5 Table 1.17Weight (Non-Humans)
66 to 95 Gorgeous  +10
96 and Up Stunning  +15 EIf Faerry Dwarf
Roll Male Female Male Female Male Female
0 - - 1.2 1 24 2.3
1 1.7 1.5 1.2 1.1 2.6 2.5
EXAMPLE — A Dwarf, appearance 24, meets a Human, appearar--o5,3 1.8 1.6 i 2 12 28 26
60. The Dwarf sees the Human as having an Appearance of 55. The Huz_7 1.9 1.7 1.4 1.3 3 27
man sees the Dwarf as having an Appearance of 18. For this interact'~"g.g 2 1.8 15 13 32 28
the Human is Handsome and the Dwarf is AVerage. 10 21 1.9 1.6 1.4 35 3
11+Up 2.2 2
1.3.3 Other Factors EXAMPLE — A Human male has Native Strength of 10 and Native
1.3.3.1 Hit Point Value Stamina of 9. He is 65" tall. He rolls a nine on the weight table. He

weighs, 652.6, 169 pounds. A 74" human, with the same roll,

The number of hit points that a Character can take before r\]\%ighsy 742.9. 215 pounds.

reaches the point of unconsciousness is his Hit Point Valulﬁz/”:)ORTANT | inlicati b q
(HPV). The HPV is determined by the Character's current —In ALL multiplications above, round up.

Strength, Stamina and Constitution. The formula that is used

for this determination is: OPTIONAL — If you do not desire to have the full range of weight
and height variation in your campaign, use the 4-7 line at the weight
(S+St+C)/4, round up multiplier for all members of a given Race and Sex.

NOTE — Characters that take less than ten hits are rare an'%f(.AMPLE - If the simplification is used all Dwa.rf male,,s’ have,,a
. L weight multiplier of THREE. All human females, height 60" to 70",

have little chance of surviving in combat. At least one charact%r— : o

- . have a weight multiplier of 1.8.

istic should be changed to give the Character a chance to survive

and aHPV of at least ten. 1.3.3.4 Food Requirements

The Food that a Character requires each day is based on his
1.3:3.2 Combat Value weight. The requirements, in Food Points (a standard of nutri-
All Characters determine Offensive Combat Val@V) and a tjonal value), are listed in table 1.18.

Defensive Combat ValudCV). These are the basic values that

are used in combat in Book Two. Table 1.18Food Requirements
1.3.3.2.1 Offensive Combat Value The OCV of a Character Food Food
equalsCEL +SB+StB. Weight Required Weight Required
. , Under 100 lbs. 1L FP 161-210 Ibs. 3FP
1.3.3.2.2 Defensive Combat Value A Character'sDCV is 100—125 Ibs. 1EP 211-250 Ibs. 4FP
equal toCEL +AB+DB. 126-160 Ibs. 2FP Per additional 30 +1 FP
Lbs.

1.3.3.3 Height and Weight

1.3.3.3.1 Height A Character's Height equals: Humans use this table as listed. Faerries and Elves reduce

the value listed by 50%, retaining fractions. Dwarfs increase the
requirement by 1 FP, i.e. Dwarf weighing 130 pounds needs 3

For Dwarfs and FaerriesNLY, the total of Native Strength andFP'

Native Stamina is divided bywo and rounded up before addindNOTE — The food requirement listed is a minimum number of

it to the factor for their race. The factors that apply, dependipgints required to maintain the character. Less and he begins to
on the Character’s Race and Sex, are listed in table 1.15.  starve. He could consume up to three times the amount needed

Native Strength+Native Stamina+the factor below
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1 Character Generation

Table 1.16MWeight (Humans)

Less than 60" 60" to 70" 71" to 80" 81" and Up
Roll Male Female Male Female Male Female Male Female
0 1.6 1.4 2 1.6 2.2 1.7 2.4 1.8
2+3 1.7 1.5 2.2 1.7 2.4 1.8 2.7 1.9
4-7 1.8 1.6 2.4 1.8 2.6 1.9 3 2
8+9 2 1.7 2.6 2 2.9 2.1 3.3 2.2

10+Up 2.2 1.8 2.8 2.2 3.2 2.3 SE5 2.5

if he chose to do so for some reason. The standard weight of a

Food Point ist/s pound. Table 1.201nfluence Chance Modifiers

1.3.3.5 Movement Factor Modifier

A) Initial Appearance reaction As listed
The Movement Rate determined for a Character is the numb previously
of inches that he is capable of moving in one tactical turn. TheB) Influencer is a Stranger —10%
basic factors that apply arelisted in table 1.19. C) No Common Verbal Language or —100
Means of Communication
Table 1.19Movement Rate D) Poor fluency in the Listener’s —80+Fluency
Language
Race MR Race MR E) Commercial Negotiation 0
Human 9 Faerry 6(27)* F)  The Suggestion iSLEARLY to the +40%
EIf 10 Dwarf 8 Listener’'s advantage.
*The value in parentheses is tMR when flying. G) The Suggestion iSLEARLY —40
dangerous.
H) The Suggestion iSLEARLY NOT to —-30

the Listener’s advantage.

1.3.3.5.1 MR Modifiers All Characters will add theiAB+1 ) Refusal will be physically dangerous  +20—(W /5)

to their baseMR for groqnd movement. Faerries will add their to the listener (The Influencer is

DB+1 to theirMR for flying speed. Characters that weigh 251 threatening him in someBvIoUS

to 300 pounds will subtractNE from their baseMR for ground way.)

movement. Per additional 50 pounds, over 300, an additional))  The Listener is a Personal Contact of +40%
ONE movement point should be subtracted. Regardless of nega-  the Influencer

tive modifiers for weight, the minimuriMR for a Character that K)  The Listener is an Enemy of the —80
is unencumbered, isIX. Influencer

EXAMPLE — Vlad and Drexel are together. Vlad has/aB of zero L) ngn:zt;zs;ful;ggi; ?é?j;g;ﬁgrom —40+W
and weight of 273 pounds. HMR is 9. Drexel is a Faerry with BB

: . . request.
of +-1 and arAB of 4-2. HisMR is modified to 9(29). R T
1.3.3.6 Influence N; E+H agove -50
, . (@) F + G above +10%
A Character’s Influence Chance equés-Em. It reflects his G + H above ~90

ability to manipulate the actions of others through verbal persu~ Q)) Opposite Sex member of Humanoid ~ Appearance
sion. To use it, he must speak the language of the person or thi race Modifier
that he is attempting to influence. It may only be attempted with
non-hostile, intelligent creatures.

- . o 1.3.3.6.2 Minimum Chance The Minimum Chance that a
1.3.3.6.1 Modifiers The Influence Chance is modified by thPCharacter will have to successfully influence a non-enemy is

factors in table 1.20. e . equal to 25% of his Influence Chance, rounded down. This ap-
In all cases where a Characteristic is listed in the precedi

table, it is the rating of the Listener not the Influencer. Fr’] S onlly for Elayer Characters. It does not apply when they are
attempting to influence other Player Characters.
1.3.3.6.1.1 Table Explanations

EXAMPLE — A Character has an Influence Chance of 82. His Mini-
—X The factor is subtracted after all percentage factors h&yem Chance, when applicable, is 20%.
been applied. 1.3.3.6.3 SuccessEach time that a Character influences some-
—X% The factor is applied after all positive percentages hayge he may increase either his Eloquence or his Empattty by
been applied. If the Influence attempt succceds when he is at or below his min-
+X The factor is added before any other modification. imum chance he may increase both characteristicg.byNo
+X% The factor is applied after any +X factors. characteristic may be increased past the Character's Maximum
EXAMPLE — A Character has a Base Chance of 42%. He is Han@lbility in this way).
some. He is trying to influence a Duchess to perform a dangerous aci@yTE — In influence, the Player must explicitely define what
thatis to her advantage. The chance is;4@)x 1.1, 58%. he is attempting to influence the listener to do. The Referee will
In all modifications, round up fractions. assign factors, as he feels appropriate, based on the description.
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1.4 Common Knowledge

If the description is insufficient and the attempt succeeds, the

Referee will determine what the listener believes he has agreed Table 1.21:3kills for Civilized Human Characters

to do. Station  Skills

1.3.4 Healing Aids 0 Carrying, Any non-combat skill with a Cost to Learn of
TEN or less or 10 partial expertise points towards an an ap-

1.3.4.1 Rest prenticeship in any non-combat skill with a Cost to Learn

If a Character does nothing for the 24 hours preceding a Heal of 35 or less.

Chance roll, his Stamina Bonus is increaseditdfgr that roll. 1 Husbandry, Forester or Min@R any two skills with a

If he takes this rest in a formal settlement, i.e. village, city, etc., Cost to Learn oFIFTEEN Or less. _

the Healing Chance is increased 1y Both factors apply only = 2 Locksmith, A Language at maximuL, Sign Language

at maximunEL , Seaman, Moneylender or Entertaiosy

while resting and only to healing.
9 y g any two skills with a Cost to Learn afweNTY or less.

1.3.4.2 Medicines 3 Read and Write plus any two skills with a Cost to Learn
The use of medicines and natural balms will increase the Healing Oof TWENTY-FIVE or less. R
Chance and/or the Stamina Bonus. All such benefits apply for 4 Read and Write plus any two skills with a Cost to Learn

of THIRTY or less.

Read and Write plus any three skills with a Cost to Learn
of THIRTY-FIVE or less.

Read and Write plus any five skills with a Cost to Learn
1.3.4.3 Magic of FORTY or less.

When magic is used to heal, the effect will be as for 1.3_4.21|.\/|_PORTANT—V\/_here a skillis specuflcally named above, Itis
ained at the maximum EL currently possible. Any other skill

However, with magic, a separate and additional Healing Chang 0T .
. . . .. Sélected as Common Knowledge is gained at a starting level only.
roll is allowed immediately after the magic is successfully ap- h i v dwell h i ‘
plied. Magic will always affect the Healing ChaneeiD the EXAMPLE — A Character is a city dweller with a Station of 2.
. . . . Without cost, he speaks his native tonguglaB0, has his maximum
Stamina Bonus. In rolling, no chance of Infection will apply.

Wh h Maaical Heali dl fEL in City Survival (based on his current characteristics), Ba®
en more tharoNE Magical Healing power, regardless o in Rhetoric and receives the skill or skills listed in the table. He

type, is used on a given Character in the same 24 hour periodjf choose to have one of the skills that is explicitly listed at his

cankIiLL. maximumEL or two skills, with a Cost to Learn of 20 or less, at a
The chance that the Character can withstand the treatment igarting level.

Healing Chance rollimmediately following the application of the
medicine. THEY DO NOT ALLOW A SEPARATE OR ADDITIONAL
ROLL. 10

Cx2—(Hit Points Takenx (Magic Uses for Healing-1))

EXAMPLE — A party desperately needs to heal their best fighter. Hjs .
Constitution is 42. On the second application of Magical Healing in t e4'1'2 Barba.lrlan Characters o _
same 24 hour period his chance of surviving isx2223x (2—1)), 61%. A) The maximumEL currently possible in the terrain that the

If he rolls 62 or higher oiD100, he is dead. Character’s tribe lives in.
The die used for Magic Healing kD6 instead ofLD3. B) A starting level in Sign Language.
C) (Station/3, rounded up)H1 skills from the following list:

1.4 Common Knowledge Any Combat Skill aELO  Climbing

Every Character has certain skills and abilities, based on his Race Swimming Survival

and culture, before he allocates any starting expertise points. The Tracking Carrying

sections that follow detail this common knowledge, by race. Husbandry Forester

IMPORTANT — Any time a Common Knowledge skill is du- Miner _ Seaman*

Entertainer A Language

plicated through a group skill (e.g. Forester, Assassin, etc.), . _ _
the player may choose to give the character another related ~ *This skill may not be selected unless there is a large body

skill of the same value or the maximum EL currently possible of water, i.e. large lake, sea, etc., in or adjacent to the tribal
in the skill that is duplicated. area.
1.4.1 Human Characters IMPORTANT — Except where specified otherwise, all skills

All human Characters speak their native tongue aE&rof 80. above are gained at the maximum EL currently possible for

They also have the following skills, depending on whether thE}f Character. If Survival is selected, the Character gains
are civilized or barbarian in origin. urvival skill in any one terrain type desired, other than his

- native terrain.
1.4.1.1 Civilized Characters

A) The maximumEL currently possible in City Survival and1.4.2 Elf
ELOin Rhetoricorthe maximunEL currently possible for Ejves have the following skills:

Survival in a terrain that is contained within the boundariei) Mana Sensing/EL 2, EL dependent on the Character

of the Character's home nation aBtl0 in Tracking. " B) The ability to hide invisibly in any forest. ThEL equals
NOTE — Here you are deciding whether the Character is W--Em or 80, whichever is less. ThEL is used to de-

a city dweller or a person from some outlying region of the  {omine the chance that they are not observed if the person
nation. that they are hiding from is aware that something is present.

B) Depending on the Character’s Station, he has the skills Success indicates that they remain hidden. Any other result
listed in table 1.21. means that their presence is discovered.
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NOTE — This skill is primarily useful against creaturesncreased upon succesfully influencing Elves of higher or equal
whose primary sense, for observing their environment, sgtion that he has indeed earned the position that he claims. Be-
sight. Where his is not the case, or where magic is usedytind the hierarchy of birth and accomplishment, individuals in
detect the EIf, the skill is relatively useless. the society are allowed a great deal of freedom to do as they wish.
C) ELS8O in the tongue of the EIf SidFEL 60 in the tongue of AS long as their actions do not violate the land, interfere with an-
the Faerry Sidh. If the EIf is a trained magicie#i, 80 in other EIf or bring trouble to the cla_m, they are tolerated. Where
the tongue of the Sidh. events caused by a chracter’s actions bring trouble, the Referee

D) Innate ability to enter the Upper and Lower Worlds. Detef?S the Elven council of nobility) will determine what penalty,
mine EL based on the Elf's characteristicMEL equals duest or geas will be imposed on the miscreant.
the EIsMEL as a magic-user, &, whichever is higher. EXAMPLE — An EIf Character starts with a station of 2. When his
E) The maximumEL currently possible in Forest Survival. CEL or MEL reach level 5, his station can increase to 3. To gain the
F) The ability to read the intent of others, as for Empath'iecrease he must convince Elves with a station of 3 or higher that he
Power. Treat as an Innate Power. THie equalsEm/10 deserves it.
rounded down. 1.4.3 Faerry

1.4.2.1 Appearance All Faerries:

Elves are thin, lithe, humanoid creatures four to six feetin heighff) L€arn new languages at 50% of the normal cost to do so,
They have high cheekbones in a narrow, aquiline face. Their skin ounded down.
has a slightly greenish cast and they have finely pointed eafd) Have Mana SensingJEL andEL dependent on the Char-

They vary considerably in both size and power. They are among aCter's characteristics.
the eldest of the intelligent races. C% Have Mana ReadinglEL andEL dependent on the Char-

acter’s characteristics.
1.4.2.2 Special D) Speak the tongue of the Faerry Sidh and the tongue of the

Elves cannot be affected by Sidh Migic. They are afflicted by Elf Sidh atEL80. They speak one human tongue=at60.

Iron. Any damage caused by Iron or Steel weapons is increased f the Faerry is a trained magician, he speaks the tongue of

by two hit points, afteAV subtraction, if the net damage scored the Sidh aEL80.

is greater than zero. All Elves have a minor affliction to lightE) Are winged and capable of flying.

Reduce both th©CV andDCV by 50%, rounded up, when they F) Can enter the Lower WorldEL andEL dependent on the

are fighting in magical light or daylight. Any light power will Character.

score its normal damage plus E4 when the target is an EIf. G) Have the maximumEL currently possible in Forest or

Light that does not have a normal damage effect will not damage Swamp Survival.

an EIf in any way. All Elves double theiDV in defending H) Have Innate Power ioNE Sidh spell. The Player may

against Elder and Balance magic. choose any spell with a Base Mana Costrafo or less.
Elves do not make plate armor or platemail. Elven chainmail, StartingMEL andEL are dependent on the Character.

AV 4, is very rare. Commonly, it is only worn by Elven kingsy 4 3 1 Appearance

Any armors that they do make will have i one level higher Faerries have the general facial appearance of the Elf. The
than standard human armor and weight 20% less, rounded up. 9 bp ' y

Elves will NEVER wear, use or willingly touch any item that®'® small creatures, averaging three feet in height. They have

is made out of Iron or Steel. The metal items that they make g?gnded, diaphonous wings and are capable of flight. Their bod-

made of alloys that do not contain any Iron watsoever. les, with few exceptions, are lithe, slight and wiry.

The values of Elven weapons are listed in table 1.22. 1.4.3.2 Special
Faerries are afflicted by light and iron, as specified for the EIf.
Table 1.22Elven Weapons All Faerries are natural magicians in the use of Sidh Magic. If
) ) trained, the Faerry can use any Sidh, Balance or Elder spell that
Weapon WSB __ Fatigue _Skill Type he learns. Untrained Faerries have innate abilitpire Sidh
Sword +1 Lo | kT Magic spell. They may learn others in the course of play if they
Dagger +1 8 Sword

are a Character.

ggwwmg Dagger fz N7A g\gv?lrd Faerries have limited access to, _and trainir_1g in, weapons. The

Spear 0(+2) 10 Spear stapdard weapons are dgggers, slings and light lances. Items of

AITow +1 15 Used with the Bow their own manufacture will have a WSB one less than standard
and a fatigue of two less. They are not accomplished weapon
smiths.

Other weapons are not commonly used by Elves. They areaerries do not choose to wear armor. They can ride Fay crea-
only manufactured by them as rare curiosities. (The Referee m@gs but seldom choose to do so.

modify these weapon parameters as he sees fit). 1.4.3.3 Faerry Society

1.4.2.3 Elven Society The Faerries are ruled by a hereditary king and queen. To a de-
Elven society has arigid, hereditary hierarchy. Beyond the sogete, the social rules that apply, parallel those of a human monar-
importance that is given to birth, status is gained through skilléhy. Lesser faerries are allowed freedom but they are not given
magic and war. The Station of a character will never be less tlzatess to knowledge or wealth. Birth and the favor of the noble-
1> his CEL or MEL , whichever is higher. If it is, his station isborn determine the station of the faerry. To a large extent, social
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interaction is through reciprocal favors and obligations betwetiem to place permanent magics on items that they manufacture.

individuals. It is only rarely used to cast any magic other than permanent
Faerries are noted thieves of wealth, food and children. Duaniagic rites. Such debasement of these sacred rites is commonly

the skills that they lack, they need to interact with stronger rademvned upon by the Dwarf. It is moral only in the most dire

that are talented in the working of metal. For this reason, they areergencigs

often closely associated with nearby human settlements, Fay@f$re — A Dwarf character that reacheEL50 as an Armorer

are exchanged, needed items are “claimed,” etc. To a Faegph learn these rites. To do so he must complete a 150 exper-

there is no moral wrong in theft unless the item is stolen fro8e point initiation and training session. Thereafter, he is a

them. Rune Master and can use Elder Magics and Permanent Magic
Finally, faerries expect moral conduct from those that thg¥ magic-users. Any Dwarf who becomes a Rune Master will

deal with. If promises are not kept, they will seek vengeanggerease his station to six if it is lower.

Persons that are overly noisy are despised. Those that are kig&\

are rewarded. In gen.eral, |f.faerr|es are dealt with na kind a&uahty of these items depends on the number found as listed in
moral manner they will be friendly. If not, trouble will follow. table 1.23

NOTE — Faerries feel no obligation to be moral to non-Sidh

creatures. They expect morality from them but feel no compul- Taple 1.23:Armor and Weapons of Encountered Dwarfs
sion to react in kind. They can be quite capricious in their ac-

| Dwarfs that are encountered are armed and armored. The

tions towards humans, especially humans that are handsome Bnmber  Weapon Types Armor
beautiful. Found Possible Type
1D3 Spear, Sword or Axe Banded Ring Mail AV 3)*
1.4.4 Dwarfs 2D6 As for 1D3, heavy forms ~ Chainmail AV 4)*
All Dwarfs: only

A) Can communicate with other Dwarfs, wordlessly, as for SP10  Asfor2D6 WSBisone  Platemail &V5)*

Communicate spellMEL andEL are dependent on the UEIED SEL U SEEEE0E

Character’s characteristics. If either Dwarf succeeds wWher normaIIWSB - - -
L L *All Dwarf armor is oneAV level higher than théV listed in the
the skill is used, communication occurs.

Armor Table in Book One. All shields and helmets are two levels
B) Are prone to Controllable Battle Fury when they encounte}r]igher.

a hated enemy of their race.

NOTE — Goblins are the primary enemy that applies here. L
The Referee, at his discretion, may expand this hatred to inPWarfs never use any missile weapon except spears and dag-

clude all Chaos and Kotothi creatures that can be encou$ers- (The bow, after all, was an insidious invention of immoral,
tered underground. dishonorable elves). If the Referee allows, Dwarfs may make

and use crossbows.
C) Speak Dwarf Elder &EL 80. ] ]
D) Have a starting Level as a Miner or an Armorer. IMPORTANT — Dwarf society places a great emphasis on

E) Have a maximunEL currently possible in Mountain gur-Personal property. The most heinous crime in their society is
vival and both forms of Underground Survival. theft. No Dwarf will steal from another creature without due

F) Can enter the Lower WorldEL andEL dependent on the Payment for the item taken. (Regaining one’s own property,
Character's characteristics. with possible interest and definite penalty, is expected. It is not

G) Have all attributes of the Dwarf that are specified in BodRef)-
Three. 1.4.4.3 Dwarf Magic
1.4.4.1 Appearance A Dwarf’s skill in magic varies with hisWiLL and hisEL as
The classical Dwarf of norse myth. Dwarfs are three and a haff Armorer or Artisan, depending on what he is making. His
to four feet in height, heavily built and well-muscled. They af@@IMUmEL in Magic is:

commonly bearded with long hair. They are noted for their abil- (W-EL) /10, round down
ity as artisans and watrriors.

) Only male Dwarfs are taught the magic arts of their race. Fe-
1.4.4.2 Special males are excluded from them at all levelk fact, there is no
Dwarfs are resistant to Poison, Disease and Plague. Triple #fig@hological precedent for the existence of female Dwarfs. They
MDV when they are resisting these powers. They are also regigradded to allow female players that want to be Dwarfs to do so
tant to Fire. Any damage that they suffer from fire of any kingithout mandatory sex reversal. There is also a logical assump-
excluding Astral Fire, is reduced 50%, rounded down. tion that a race, unless it is immortal, must breed to survive. The

All Dwarfs speak Dwarf Elder and the Tongue of Dva“nrpresence of divergent sexes is therefore |u{e|y
Dwarf Elder is related to the common Elder tongue and tRR)TE — All non-human character races (i.e. EIf, Faerry and
tongue of the Faerry Sidh. The tongue of Dvalinn is only usfﬁl/varf) can see in the dark as if it were daylight.

by Dwarfs when they are speaking to another Dwarf. It is not TE All ‘ h hould b q
related to any other language. It is their magical tongue and\lQ i powers for non-human races should be treate

sacred to them. No Dwarf will ever lie when he speaks in tHfiS innate powers unless specified otherwise. To determine the
tongue. No non.-Dwarf will ever be taught it willingly: starting MEL and EL, where it is not specified, see Book Two,

The magic of Dwarfdom is learned by Dwarfs that are skilléanate Magti)c. c dharacters, regsrdlelss dOf race, do not gain any
as armorers when they achieveln of 50 or higher. It allows equipment based on common knowledge.
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2 Character Skills

2.1 Starting Skills 2.2.3 Partial Success

All skills are purchased withxPERTISE POINTS The number of For all skills, points can be gained for Partial Success. For Com-

points that you will start the game with is determined in sectibt Skills, Partial Success is using a skill but not scoring any
1.1.4. damage with it. For other skills, Partial Success occurs when

e Your roll is 1 to 25, inclusive, higher than your chance of suc-
cess.

Each time that Partial Success is achieved, the Character will
receiveONE Expertise Point in the skill used.

Expertise is expended either to gain new skillsto improv
skills that the Character already has.

All skills are increased in Expertise Levels, termé&d
throughout these rules.

The MaximumEL that a character can achieve in a skill i2.2.4 Failure
based on the characteristics that apply to that skill. The Currgnt compa skill is not used, or another skill fails, failure is the

Maximum is determined using the Character's Current Abilipas 1t No Expertise is gained for Failure. For Magic, see Book
ratings in the characteristics that apply. Two for the result of Failure.

2.2.5 Continued Attempts

2.2 Increase Of Skills For Other SkillsoNLy, the Character can make continued at-
2.2.1 Education tempts to succeed. If a continued attempt follows Partial Suc-

. . cess, the chance of success is not reduced. If it follows Failure,
Characters may use Education to learn skills. Per day aIIocaH%ﬁ chance is reduced 50% rounded down. The reduction ap-

to a skill, ONE Expertise Point is earned. If any other actions a G : : . .
. o ies only for the thing that the Player is having his Character
taken during that day, the gain is reduced 50% rounded do é‘-attemgt The effectgis cumulativey g

retaining fractions.

2.2.1.1 Instructors 2.3 Skill Types

If the Character engages an Instructor in a skill, he wlu- 2.3.1 Combat Skills

BLE the Expertise gain per day of study. An Instructor can NeVEils that have a direct influence on Combat.
increase youEL beyond his. If he is not another Player, or
Contact, he must be pallCC per EL per week for skills with
a MaximumEL of 80) or 1SC per EL per week 6ther skillg. 2.3.2 Other Skills

a ALL COMBAT SKILLS START AT ELDO.

Other skills are physical skills that give a Character an increased
chance of success in performing certain actions and skills that
Expertise may be gained through the successful use of skills #ifgw the Character to use special skills in play.

are already known. Per encounter, in which a specific skill isThe startingeL in these skills is determined as specified be-
used successfully, the Character gains the expertise specifiggyin

2.2.2 Experiential Training

table 2.1.
2.3.3 Magic Skills
Table 2.1:Expertise Gain See Book Two. All skills start L 0. Completion of the basic
training for the Magic Path gives the Character Spell Knowledge,
Skill Type Point Gain Experience, and Expertise as specified in chapter 4 of Book Two.

Combat Skill CDF*x2
Other Skill 1D10

Magic Skill  See 4.2.1.1 2.4 The Skill Tables
"Seed.3 2.4.1 Skill Table Explanations

Skill The actual skill learned.

_ _ _ Cost to Learn The Expertise Cost to gain the Starting Level for
EXAMPLE — A character withEL 3 in the Dagger uses it to score a the skill learned

hit in a battle. He will gairCDF x2 Expertise points for using it in that . . .
battle. If a Jeweler succeeds in determining the value of a gem he ggﬁg EL _Increase The cos_t to increase youL, in Expertise
Points. The factors listed are:

1D10points towards increasing his skill as a Jeweler.
NEL New Expertise Level, thBIEL times the factor listed
is the cost in Expertise Points.

EXAMPLE — If the New Level is 4 andNEL x5 is listed
20 points are required to advance. NEL? is listed, 16

The points above are gained for Success. For Combat Skills,
success is scoring damage. For other skills, success if getting the
desired result.

EXCEPTION — Shield users succeed when they block a points are required, i.e.>44.
Shield Hit in battle. If their shield is not hit, Partial Success THE COST REQUIRED IS ALWAYS PER ADD
will apply. TIONAL LEVEL.
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Table 2.3:Combat Skills

Cost PelEL Maximum
Skill To Learn Increase Level
Axe 18 NEL x6 (S+St)/10
Bow 27 NEL x9 (D+A)/10
Crossbow 35 NEL x8 (S+D)/10
Dagger — Fight 16 NEL x5 (St+D)/10
Dagger — Throw 24 NEL x7 (D+A)/10
Hand to Hand 25 NEL? (S+St+D+A) /20
Heavy Lance 35 NEL x8 (S+A)/10
Heavy Sword 25 NEL x7 (S+St)/10
Horse Archery 10 NEL x3 (D+A)/10
Horsemanship 40 NEL2 (D+A)/10+SB
Light Lance 25 NEL x6 (D+A)/10
Light Sword 15 NEL x5 (D+A)/10
Mace 20 NEL x6 (S+St)/10
Miscellaneous Throwing Weapons 15 NEL x10 (D+A)/10
Polearms 30 NEL x7 (S+St+D)/15
Repeating Crossbow 50 NEL x9 (St+D)/10
Scimitar 20 NEL x6 (St+A)/10
Shield 20 NEL x6 (S+D+A)/15
Spear — Fight 15 NEL x5 (S+D)/10
Spear — Throw 22 NEL x6 (D+A)/10
Sling 30 NEL x8 (D+A)/10
Sword 15 NEL x5 (St+-A)/10
Throwing Axe 25 NEL x7 (D+A)/10
Two-weapon Fighting 10 NEL x7 (S+D+A)/15
War Staff 15 NEL2 (S+St+D+A)/20

*See section 2.5.1 to determine the precise weapon skills that are gained when the courses above are
completed. See section 2.5 and Book Two for the rules that govern weapon use in play.

(4x7)+(5%7), 63 Expertise Points.

Table 2.2:StartingELs for Other Skills o . )
XX The number specified is the number of Expertise Points

MaximumEL  StartingEL required peEL.

Xor 80 The startingEL equals the highest Current Abil- Maximum Level The Maximum Level that can be attained. The
ity that the Character has in a Characteristic that  |imit depends on the Character's Current values in the char-
applies to that skill. , acteristics indicated. If “or 80" is specified, the maximum

Other* Other skills that are not increased to 80, i.e. those

limit, regardless of characteristics, for that skill & 80.
Where anEL is specified, no characteristics apply. The
specifiedEL is the maximum limit. In all divisions, round

that “or 80" is not listed for. To calculate the start-
ing EL, use the highest characteristic that applies.
Divide this number by the divisor that is used in

the MaximumEL formula, orTEN, whichever is up.

higher. Round up. The resulting number is the

startingEL , with a maximum ofTEN. 2.5 Combat Skills
Language The startingEL for a new non-native language

equals the Empathy of the Character. For a lan2-5-1 Weapon Skills
guage of another race it equals tBepathy di-  Weapon skill is initially gained in a specific Weapon Type. The

_ vided by 2, rounded up. . startingEL, unless a Special event specifies otherwisggigo.
Carrying The jt%”'ngEL equalsStrength divided by 2, The basic courses that can be learned are listed in table 2.5.
rounded up.

*Where a bonus is used to determine the maxin&min one of ~ 2.5.1.1 Advanced Expertise
these skills, that characteristic does not apply in determining a Chapfter a skill is learned, each weapon within the class is advanced
acter’s startindeL in that skill. individually.

EXAMPLE — A Character learns Climbing. His startiil- is  gxAMPLE — A Character with Heavy Sword skill can hai 4 in
derived from Strength or Agility, divided by ten and rounded UP. BroadswordEL 1 in Bastard Sword anBL 0 in Great Sword.
Stamina does not apply in determining the starfiiig

A Character becomes an Assassin. His stafihgquals his highest ALL WEAPON SKILLS ARE ADVANCED BEYOND ELO ON
applicable Current Ability divided by 20, rounded up. AN INDIVIDUAL BASIS .

2.5.1.2 Use of Expertise

WeaponELs are used in combat to subtract from your attack
EXAMPLE — A Character wishes to increase his skill witoll OR add to the roll of a single attacker that is attacking you.
the Bastard Sword fror&L 3 to EL5. The cost to do so is You may not do both during the same phase. Missile Weapon
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Table 2.4:0ther Skills

2.5 Combat Skills

Costto PeEL Maximum

Skill Learn Increase  Level
Architect 150 8 (I+W-+Em)/2 or 80
Armorer 100 9 I+W+(StBx5) or 80
Artist 60 5 (W+D+Em)/2 or 80
Assassin 200 NELx15 (I+W+D+A)/20
Badlander 50 10 (A+Em)+(StBx5) or 80
Blacksmith 10 5 (S+W) or 80
Boatman 40 9 (S+A)+(StBx5) or 80
Bowyer 45 7 (I+W+D)/2 or 80
Brewer 10 8 (I4+-Em) or 80
Carpenter 10 5 (W+D)+StBx5 or 80
Carrying 10 2 (S+St)/2, round up
Climbing 25 NEL?  (S+A)/10+StB
Clothier 10 4 (W+D+Em)/2 or 80
Deftness 15 3 (W+D) or 80
Disguise Artist 30 5 (I+Em+D)/2 or 80
Entertainer: 40 NEL?

Acrobat (D+A+E)/15

Actor (I+E+Em)/15

Dancer (A+Em+App)/15

Musician (D+Em)/10

Singer (W+E+Em)/15
Eroticist 70 NEL?  (W+Em+A+App)/20
Executioner 30 NEL?  (S+W-+E)/15
Fletcher 10 4 (W+D) or 80
Forester 40 9 (S+A)+(StBx5) or 80
Gambler 60 NELx5 (W+D-+E+Em)/20
Healer 120 20 (I+Em)/10
Herbalist 80 7 (I+Em) or 80
Husbandry 30 8 (W+Em) or 80
Jeweler 100 10 (W+D) or 80
Language of Another Race 30 3] EL60
Language of Your Own Race 20 2 EL80
Locksmith 25 7 (W+D) or 80
Mason 10 5 (S+St) or 80
Merchant 45 5 (W-+E) or 80
Miner 30 6 (S+St) or 80
Moneylender 60 5 (I+W-+E)/2 or 80
Mountaineer (Hillman) 40 9 (S+A)+(StBx5) or 80
Navigation 80 12 ((I+W)/2)+Em or 80
Potter 10 4 (D+W+Em)/2 or 80
Read and Write 45 3 (I4+Em) or 80
Rhetoric 30 NEL?  (W+E+Em)/15
Scholar 100 6 (I+W-+Em)/2 or 80
Scribe 30 4 (D+Em) or 80
Seaman 25 5 (S+St+A)/2 or 80
Servant 10 3 (St+1+Em)/2 or 80
Sign Language 15 2 (I+Em) or 80
Smuggler 120 8 (D+W+E)/2 or 80
Supernatural Language 60 5 (I+W+Em)/3 or 60
Survival 20 15 (I+-Em)/10+StB
Swimming 15 NEL x5  (S+St)/10+AB
Tanner 10 5 (St+W) or 80
Teamster 10 3 (St+W) or 80
Thief 75(100) 10 (I+D+A)/2 or 80
Tracking 20 NEL?  (W+Em)/10
Trailing 15 4 (I+Em+A)/2 or 80
Vintner 15 4 (I+-Em) or 80
Watercraft 25 5 (S+St+A)/2 or 80
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Table 2.5:Weapon Courses 2'5'2 Shlelds ) ) .
This skill allows the use of shields in combat. TEE with the
Course Name Weapons Included shield is added to thaV of the shield being used.
Axe Throwing Axe*, Hand Axe, Axe and AV +EL is the total damage that a shield can block in combat
Battle Axe without being broken itself.
Bow Bow, Composite Bow, Longbow Characters may add their shidftl to opponent’s attack rolls.
Crossbow Light and Heavy Crossbow, Arbalest The factor added may not exceed ¢ of the shield used.
Dagger Throwing Dagger, Fighting Dagger . ) .
Heavy Lance Heavy Lance IMPORTANT — At no time may a.Character using his EL
Heavy Sword Broadsword, Bastard Sword, Great SwordMore than double the AV of any shield that he is using. If the
Light Lance Lance** AV of a shield is 8, it may not be increased by the EL beyond
Light Sword Rapier, Epee 16.
Mace Club, Mace, Flail, Hammer .
Miscellaneous Rocks, Bottles, Chairs, Shuriken, etc. 2.5.2.1 Untrained Use
Throwing Weapons When unskilled persons use a shield, #veis reduced by 2. Per
Polearms Halberd, Poleaxe, Glaive 10 Expertise Points gained, the reduction is reduced 1. When it
Repeating Crossbow  Repeating Crossbow reaches zerdL 0 in the Shield has been attained.
Scimitar Scimitar, Tulwar
Spear Spear, Javelin, Pike 2.5.2.2 Non-Combat Use
Sling Sling, Handle Sling As for Weapons.
Sword Sword, Short Sword***
Throwing Axe Throwing Axe 2.5.3 Horsemanship
War Staff War Staff, any pole of usable dimensions  The apbility to ride a horse. Where mounts other than horses are
*Skill applies for fighting with the weapon only. You must leamn ayailable, the skill is gained individually for each creature. If the
Throwing Axe to throw it effectively. person learning is already a trained horseman, reduce the cost to

**Light spears intended to be thrown, and used as thrusting weapon
from horseback. Lance skill trains the user in both. If a Characte
has Lance skill, he may use light spears and javelins from horsebagk5.3.1 Expertise Effect

at 12 hisEL, rounded up, in the weapon used. L .
f**The Short Sworq is a weapon with a short, wid_e blade that is A) }[/r\llgZnofsgg::;%gﬁigr?(;SifigaEch,oofThzvz\?;;;?)lgidsquofuo?téﬁdd
intended for thrusting and is best used with a shield. The stan- . .
dard sword used by Roman legions is a fine exmple of this type of hit chance and damage modifiers. .
weapon. B) The HorsemanshigL may always be used independently
of the WeaporEL, i.e. one can be used offensively while
the other is used defensively.
ELs may only be use®FFENSIVELY, i.e. on your attack roll. C) TheEL required to ride and control each type of mount, for
They have no defensive value. Weapon Expertise will increase which Horsemanship is applicable, is listed in table 2.6.
the amount of damage that the Character will score on Deadly

§ain the knowledge &L 0 by 20 expertise points.

and Severe hits. ThEL /2, round up, applies on Severe Hits. Table 2.6:EL required to ride mount types
TheEL is added for Deadly Hits. Mount Type EL  Mounttype EL
EXAMPLE — Ifthe EL is 7,+4 damage is scored on Severe hits ar Draft horse 0  Warhorse | 2
+7 on Deadly hits. Riding horse | 0  Warhorsell 3
When examining a weapon that you are skilled in, Ele ~ Riding horse I 1 Warhorse Il 5
times 5 is your chance of determining whether it is a goodg!g!”g :Orse :{'/ 42 S’V""Lhorse v 0*8
weapon. The Referee will inform the Player that it is exceller..lvl'ul'('e1g orse o o?(n ey o

good or bad.

2.5.1.3 Untrained Use ol | b hile charai ot _ ; -
. : : n combat, while charging only, the rating of a wartraine
When a Character uses a weapon that he is not trained in he Wlﬂ mount is added to the horsemansip of the rideriF that

ADD theCosT TO LEARN for the weapon type to his attack roll. EL is sufficient to control the mount. The same factor is

EXAMPLE — If a Character picks up a Scimitar without training, he added to the damage scored by a charge, if the mount is
adds 20 to his roll, i.e. a 24 becomes a 44. '

*May never be used in combat. The rider must dismount to fight.

controlled.

Per Expertise Point gained with the weapon, either educatiogs) The EL of a horseman that cares for his wounded mount is
ally or in combat, this inexperience factor is reduceds. When subtracted from its healing chance roll, in addition to any
it reaches zero, you have achieved0 with that weapon. healing skills that he may have. TH&. times 5 is his

Points are gained as SpeCiﬁed for Combat Skills in the preCEd' chance of determining how good the animal is without hus-
ing portions of this section. bandry skill in horses.

While untrained status applies, the Character may not use an
WSB that applies for the weapon. He has yet to discover howd®-4 Horse Archery
employ it efficiently. If the weapon has\@SB of 0 or —1, 1 is The ability to use Bows from horseback. The MaximEin that

subtracted from th#/SB while the Character is untrained. a Character can use when firing from a mount is equal to his
A Character is untrained as long as he is required to add &igrse ArcheryEL OR his EL with the weapon, whichever is
amount to his attack roll due to his skill level. less.
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2.6 Other Skills

EXAMPLE — An archer ha€L 9 in Horse Archery anéL5 with the 2.5.7.1 Special Rules

Cﬁmposite Bczjw. With a Composite Bow, he will fire usingBBh of 5 Ay The shielding effect in 2 and 3 above does not apply against
when mounted. magic. Itis negated against attacking creatures and weapon-

The Character's Horse Archery skill is subtracted from the  ysers if theSB+(NWI x (—1)) or SB+WSB is greater than
modifier listed in the Combat section of Book Two for firing from o1 equal to the shieldingV .

:)'(V'A?\XI'D”L?EMOU;':" Acher above will subiract 8 from the modif IMPORTANT — Do not include the EL in calculating
— The Archer above will subtract 9 from the modifier ;¢ 4 tor. Do include it in determining wether the blow

listed for the Composite Bow. will break the weapon. (Only the portion of the EL that

2.5.5 Miscellaneous Throwing Weapons is applied defensively will ever be applied in any way in

The weapons included here are Rocks, Bottles and whatever else resisting breakage.)

the Referee chooses to add or allow. The rules are as for oty Damage and breakage rules are as specified for shields in
weapons, see 2.5.1. Book Two of Powers and Perils. If two weapons are used
2.5.6 Hand-to-Hand defensively, both take damage if damage is scored. If the

The Character is skilled in unarmed combat. Bieis used, as blr?vvi lsbsruglcrllenrtlécihbreatlﬁ t?f \liveag%n,n\:vhen tvvicr)]tare used,

specified in 2.5.1, when the Character is fighting with his bare one s broken a € otherfakes 1 damage point.

hands. IMPORTANT — In all cases when breakage occurs, and
The Hand-to-Hand fighter may not score additional damage W0 weapons are blocking, the weapon with the lowest

against an armored, including natural armor, opponent unless his FV is the one that breaks.

EL is greater than th&V or NAV of the target's armor. C) Only weapons with a bas&/SB of zEROor less, excluding

EXAMPLE — To gain a damage increase against a personin Plate Mail magic enhancements and special benefits gained through

your EL must be 4 or higher. To gain it against a DraghidV 6, the specific usesAND a weight ofTwo pounds or less, that are

EL must be 6 or higher. not solely missile weapons, may be used for this technique.
The damage scored using this skill is detailed in Book Two. EXCEPTION — Unless the Referee specifically allows

2.5.7 Two-weapon Fighting it, only swords and sword form weapons can be used for

this technique. Axes may not be. (They are light enough
but do not have the physical dimensions necessary to be
used effectively.)

Fighting with two weapons, or light weapons, is a unique style
that can be used. The requirements to do so are:

A) A two-weapon user must be trained in both weapons if they
are different. )
B) A two-weapon user must complete a 10 expertise pot® Other Skills

course specifically in using this technique. (Maximéi The following skills are listed in alphabetical order. They will

= (S_t+D+A) /15, Cost to _adva_mce ?Bl EL x7). After com- naye various effects on the success and survival of your Charac-
pleting the course, he will raise his two-weapBh sper- (g,

ately from his skill in the weapons that he uses. (he gains
expertise in the weapon(s) used and in two-weapon skfi6.1 Architect
when they are used in combat). Player Architects must specify whether the CharacternsLa
C) A two-weapon user must have two, functional weaponsary or cIVILIAN architect. Both specialties allow him to de-
that fit within the size limits required to use this skill, irsign structures, create simple machines and engines and detect
order to use the technique once it is learned. weaknesses or points of easy access in structures. Military archi-
EXAMPLE — If he is carrying a sword and a dagger, he can use ttects use the skill at full value for military buildings and design.
technique. If he is carrying a sword and a broadsword, he may not. When either uses his skill in the other’s area, Bis applies at
The basic methods of using this technique are: 1/> value (rounded down). The cost to learn the other specialty,

1) He may use hi€L offensively and attack twice in the sam@nce the first is known, is 75 expertise points. The starfihg
phase. When he does, & is divided as he desires beln the second field may not exceed the Currghtin the first
tween the two attacks. In addition, his first attack will strikePecialty.
one position higher on the attack priority table. OPTIONAL — A second architect type, using the factors above, is
IMPORTANT — When the two-weapon user uses this the Naval Architect. This specialist learns to design and analyze the
option, people who attack him during that phase, in nor- structure of ships. Within this specialty, the Referee should require spe-

mal melee combat onlv. will substractrive from their cialization as either a military or civilian naval architect. This has the
. Y, advantages stated above except it applies to shipping and facilities with
roll to hit, i.e. a 41 becomes a 36.

a maritime function, i.e. wharves, piers, warehouses, quays, etc.
2) He may make one attack during the phase and use his other

weapon to block incoming attacks, as for a shield. In ths8-2 Armorer

case, he will divide hi€L between offense and defense abhe Character is skilled in the manufacture of weapons and ar-

he desires. His defense will apply as a shield usingtie mors. The effects are:

of the weapon as its shieldiry . A) The Armorer may make a metal item on the Weapon or Ar-
3) He may fight defensively, without attacking. In this case his  mor table, or any item that is used as a weapon or armor that

full EL applies defensively and theghest FV of the two does not require magic to produce.

weaponst2 is used as the shieldidy/, i.e. if he has two  B) |f the AV or WSB of the item is greater than or equal to the

swords, the shieldingV is 9+2, 11. Armorer'sEL divided by 10, rounded up, he may not make
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the item. For shields, tha&V is divided by 3 and rounded 2.6.4.1 Restrictions

dOW”; . . . The Assassin’s Guild is strict. No Player Assassin may impart
C) The time required to make an item is equal to M& or the secret knowledge and techniques of the Guild to any non-
WSB, plus 2, squared in days. For Shields, the value is naember. If they do s&vERY member of the Guild is obligated

squared. . to kill him.
D) The Armorer can evaluate a weapon or piece of armor asthe Assassin should remain available to his Guild, so that he
for the Artist. may be assigned “projects”. The maximum station of the target

26.3 Artist assigned \_/viII equal the Ass_assitEt +l_. T_he price paid to him,

by the Guild, equals th8tation of the victim+1 squared in Sil-
The Character is skilled in variuos media of artistic expressiQy Coins. (To take out a contract on somed¥iethis amount in
The skill may be used to: Gold Coins must be paid).

A) Analyze the quality of Artwork — Success will yield the Assassins may contract on their own as long as the Guild re-
value of the piece. Partial Success will give the value withieives 50%, is appraised of the target and gives its permission.
20% in either direction. Failure will give a value withinFailure to insure any of these will result in heavy Guild penalties,
100% in either direction. The Character will believe anys determined by the Referee.
value determined to be correct. . o .

B) Create Art — The Artist can produce valuable artworlg.'(s'él'2 Guild Assassinations (Optional)
The cost of the materials will be determined by the Refhe basic amount that the Guild pays its assassins is only 20% of
eree based on what the artist wants to make. The valudVbt they receive. While this is appropriate for thugs and inex-
the finished piece will equal the cost of the materials timgerienced guild members, it is insufficient for a Master Assassin
((EL /20, rounded up)+1) The time required to create thelespecially if he is a loyal guild member with a good reputation).

item is at the Referee’s discretion. If you agree, the fee paid by the Guild can be the base fee, plus an
_ additional percentage equal(eL —3)x5% or 40%, whichever
2.6.4 Assassin is lower, of the total amount paid to the guild. The minimum

Entry into the Assassin’s Guild is restricted to the children §Ryment will always be the base fee.

Assassins, persons sponsored by Assassins and individualSERAMPLE — The Guild receives 4GC to kill a merchant. The assassin

influence the AssassimsiD have promising characteristics.  chosen receives a base of 4SC to do the job. I#hisis 3 or less, this
The chance of a Character being accepted is equal to his Mé&xll that he gets. If hi€L is 8 he receives an additional 25% (1GC)

imum EL, using Maximum Ability ratingstimes 6 If the at- because of his skill and reputation. In the best c&$el1 and up, the

tempt is made, and fails, the Character starts the game with &fassin would make 2GC on the job.

ill favor of the Guild. NOTE — Though it is not specified, it is logical to assume the
The Assassin skill gives the following benefits: Assassin’s Guild members would have safe houses and other fa-
A) Subtract theEL from all Combat rolls. cilities available to them, as specified for the Thieves Guild. Such

B) Subtract theEL x 2 when he tries to ambush someone. facilities should be made available to guild members.

C) Subtract th&eL x3 when he Trails someone or tries to hide2.6.5 Badlander
D) TheEL /3, rounded down, is added to the Charact®GV. e gadiander is skilled in finding his way through unfamiliar

E) All Assassins have the training specified in table 2.7 in aghq/or hostile terrain, seeking out trails and water sources and in
dition to their Assassin skills. City-born Assassins are alyoiding or anticipating ambushes. They are frequently loners
lowed to replace the City Survival increase for their skil|ng are employed as border guards and guides.

with Underground Il survival, to reflect their knowledge of \yhen Searching, Ambushing, Avoiding or Hunting, the Bad-

the city’s sewers and labyrinths. lander will add hisEL /5 (round up) to his Survival skill in both
Badlands and Desert terrain. The resulting increase may not
Table 2.7:Additional Training for Assassins more than double his effective SurviiaL. He may rollD100

Skill EL Skill EL against hi€L to detect an ambush in these terrains before it is

Trailing Max.* City Survival Max.*  sprung. Success indicates that he is aware of the ambush, knows

Hand to Hand Fighting Max.*  Climbing 1 where the enemy is coming from and can alert other party mem-

Swimming 1 Rhetoric 1 bers. Partial Success indicates that he is alert but cannot warn

*Max. = At the MaximumEL that he is currently capable of. anyone else. Failure gives him no advantage; he is caught un-

, aware. (Party members that are aware may strike on the first

F) When_ an Assassin attacks from a successful ambush, 6\ﬁlﬁse of the ambush or roll to wake up immediately. This skill is
following damage results: only usable when the Badlander is awake.)
Deadly hit (SB+1)D10+(EL as Assassirx 2) + all nor-  Badlanders have an increased chance of Waking Up in any

mal Modifiers. environment. Their chance will be one level higher than normal,
Severe hit 2D10+EL as Assassint all normal modifiers. j.e. if the normal roll for the situation i&/+Em, the Badlander
Normal hit 1D10+EL as Assassiri2 + normal modifiers. will roll against(W+Em)x2.
Shield hit As for Normal Hit above. The other advantages gained through this skill are:

Miss As for a normal Shield Hit. 1) Tracking, maximunEL currently possible.

G) The Assassin will always add higL, divided by 3, 2) The Badlander knows the basic creatures native to the Bad-
rounded down, to hiEL with any weapon that he istrained  lands and any legends about the Badlands nearest to his
to use. home.
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3) 40% chance the Badlander speaks Dwarf Eldgdr équal 2.6.9 Brewer

to Current Empathy). If so, he is a dwarf friend. As for Vintner (see below) except the skill applies for beer, ale
4) 10% chance of speaking Elf SidBI equal to Current EM- anq other brewed beverages. Bt 61 and up, the Brewer has
pathy). If so, he is a friend of the Searbhani. enough skill to make Peska if he has a formula for it.

5) StartingEL in both Sling forms.
6) 60% chance maximurEL currently possible in Fighting 2:6-10 Carpenter
Dagger. Per time that the Cost to Learn is paid, choose one of the fol-
7) MaximumEL currently possible in Badlands Survival.  lowing specialties: 1) Marine Carpenter, 2) Woodworker or 3)
, Builder. Each specialty costs the full Cost to Learn. The cost to
2.6.6 Blacksmith learn all three forms of Carpentry is 30 expertise points.
A Blacksmith is skilled in simple iron working, i.e, making and A Marine Carpenter can make naval implements, judge the
repairing common iron items. He has no skill with weapons quality of vessels and, given a known design and the materi-
armor and gains no advantage in analyzing these items. He algh construct small vessels for carrying less than ten people in
make rough approximations of iron quality, workmanship, eteoastal or riverine waters. He may not build ocean-going or
for iron items he examines. (If Armorers wish to be Blacksmithigrger vessels without the services of a Naval Architect.
they must buy this skill in addition to their skill as Armorers.)  Woodworkers are skilled in making common items, i.e. bar-
2 6.7 Boatman rels, furniture, etc. They can analyze the quality of various
e woods for durability, usefulness, etc. (Possibly quite important
This skill is divided into two types. Either the character is skillgglyou need to break down a door.) If the woodworker is also an

in lakes and open waterways or he is skilled in Swamps. Theist, or has art knowledge, he can create exceptional pieces that
advantages that the character will gain varies depending ondbgld be worth a great deal.

environment th_at the player chooses_, In both environments, H@TE — Itis up to the Referee to handle the possible monetary
character can judge currents and distances travelled by We&ﬁfﬁ from using this skill. In general, the most anyone would

W'thka sucdcesstful rol agam_st rlﬂ‘ ,tart]: h_al}z_afr’nemory for I‘;imd'pay for an item made by a woodworker equils divided by 5,
marks and watercourses simiiiar to the thiets memory ot m nded down, in Copper Coins. If the character is also an artist

and passages. Success in both cases equals 100% accuracy, par-. type is Silver and the formula is
tial success is 75% accuracy and failure is 50% accuracy.

The other advantages of this skill are: (Woodwork EL+Artist EL) /10, rounded down.
2.6.7.1 Open Waterway Boatman A Builder is skilled in raising wooden buildings. He can ana-

1) Knowledge of creatures that can be encountered in watgze the features of these buildings. He may not build structures
ways. more complex than a peasant house unless he has a building plan

2) Waterway Survival, maximuriL currently possible. or the services of an architect.

3) StartingEL with War Staff. NOTE — This skill can give the character advantages in spot-

4) 40% chance of maximur&L currently possible with the ting traps, strange features in buildings, secret doors, etc. It is
Sling. also used to rig passable structures to shelter the party from the

2.6.7.2 Swamp Boatman elements when they are in the wild.

1) MaximumEL currently possible in Swamp Survival. 2.6.11 Carrying
2) Knowledge of creatures that can be encountered in fAlee Character has learned economical ways of packing and ef-
Swamp. ficient methods of lifting and carrying. THeL is added to the
3) StartingEL with the Bow. Portage Ability of the Character. It may never more than double
4) 40% chance of maximurEL currently possible with War that value.
Staff. EXAMPLE — A Character has aBL of 34. His portage ability is 23

pounds. with this skill, the Portage Ability is increased to 46 pounds.

2.6.8 Bowyer

Skill i i b As for A he skl i No Success Roll is taken with this skill. The Character will
I In maxing bows. AS for Armaorer except t € SKill app Ie?ainl Expertise Point per day that he uses the skill.

for bows. The time necessary to make a bow is 10 days for a

Bow, 20 for a Longbow and 40 for a Composite Bow. Tie, 2.6.12 Climbing

divided by 10 and rounded down, is subtracted from the numhli@fe Character is trained in climbing steep obstructions, i.e.
of days required. (For Crossbows, the skill costs 60 expertigglls, cliffs, mountains, etc. His Climbing Factor equals:

points. The time to make crossbows is Light 12 days, Heavy 16

days, Arbalest 24 days and Repeating Crosshow, if possible in EL +AB-+((SB+StB)/2 rounded down)

the area, 60 days.) A.“ times are based.qn the ava|.lab|I|ty of thqn climbing situations, the Referee will assign a difficulty level
materials necessary, in the proper condition for their use. Wh

o ; : VN he object being climbed. The level will range from zero (easy)
this is not the case the Referee may increase the't|me reqwreggtﬁ(/e (very difficult). The climbing factor is indexed against this
up to a factor of 20, i.e. up to 20 times the listed time.

difficulty level in table 2.8 to determine the chance that the object
NOTE — If the Character is an Elven Bowyer he only makgs climbed successfully. If the Character that is climbing is not
Elven Bows. The time to do so, as specified above, is 90 daysa fHained climber, use aBL of —2 in determining the climbing

he has to make or collect the necessary material himself it cogddtor above Per 10 expertise points gained, the negafiteis
take five years to finish the bow.) increased byl until a startingEL of zero is reached
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2.6.13 Clothier

Table 2.8:Climbing Table ) )
There are three types of clothiers, i.e. cloth workers, that Players

Climbing Difficulty Level may choose from. They are 1) Weaver, 2) Tailor and 3) Designer.
Factor 0 1 2 3 4 5 The first two are purchased at the cost above. To be a designer,
—2t00 40% 30% 20% 10% F F the Character must be a Weaver and a Tailor and pay 20 expertise
1+2 50% 40% 30% 20% 10% F points for a starting level as a Designer.
i R Weavers weave cloth, rugs, etc. They can judge the quality
3:2 ;8;/5 7%%;? 5‘3%/0 53{%’/" 45;2% 30202% of woven cloth. Tgilors can make garments, if .cloth and a ba-
9+10 90% 80% 70% 60% 50% 40% sic pattern are a}vallable. They can .also determine the qu_allty of
11-13 S 90% 80% 70% 60% 50% the workmanship of clothing. Designers have all the skills of
14-16 S S 90% 80% 70% 60% Weavers and Tailors. They are capable of creating unique de-
17-19 S S S  90% 80% 70% signs and can tell, from cut and style, where a particular garment
20+up S S S S 90% 80% is from (given experience in clothing styles of that area).

S = Success F = Failure 2.6.14 Deftness

The Character is a skilled Cutpurse and Pickpocket. Success
Partial Success with this skill indicates that the climber los#h this skill indicates that the purse is cut, or the pocket picked,
his grip BUT has a chance to regain it. Re-roll subtracting t@thout the victim’s knowledge. Partial Success means that the
climbersEL from the roll. If he succeeds, he does not fall. If hBickpocket pulled away before failing. Failure indicates that the
does not succeed, he falls. Character is caught in the act. The result of Failure can vary from

a loud scream to an incandescent pickpocket, depending on the

NOTE — The Referee must verbally describe the area that hgyiy, (The Referee can also apply Deftness in sleight of hand
climber wishes to climb. This description should give the Playr‘?\%neuvers el

some indication of he difficulty of the slope that he is consider-
ing climbing. If the climber has equipment, increase his succ@s8.15 Disguise Artist

chance by as much @& x 10, depending on the quality of histhe Character is skilled at disguising his appearance. Success in-
equipment. dicates that the Character cannot be recognized through his dis-
guise. Partial Success indicates that his appearance is obscured.

2.6.12.1 Falls . : . . .
] ) ) ) . Close friends, relatives and enemies will be able to recognize
When a climber fails, or fails to catch himself after Partial Sugim for who he is. Strangers will not be able to. Failure indi-

cess, he will faI'I to the ground. If he catches himself gfter Part@dlies that the disguise is obvious to any perceiver. It will fool
Success, he will fallD10-2 feet before he catches himself. Inyg gne. The Referee will take this roll. In all cases, unless the

all cases, the damage scored from a fall is determined usingdgyracter rolls less than his Intelligence, he will believe that his

following formula: Disguise is perfect. If the Character is trying to appear to be
someone specific, Partial Success is failure for the close friends

(1D6x (Feet fallen/10, round up))—-EL and relatives of the person that he appears tg be.

In all cases, the minimum damage that can be suffered from a%el 16 Entertainer

equals the number of feet fallen, divided by 10, rounded downl.raining in one of five crafts. The attributes are:

EXAMPLE — Two Characters€:L 3 andEL —2, fall 17 feet off a wall.

The damage roll for the firstis a 3, the roll for the second is a 2. The figs6.16.1 Acrobat

Character takes, (317/10)-3, 3 hits. The second Character takesf 5 Character is a Dancer, reduce the Cost to Learn Acrobatics
(2x(17/10)~(~2), 6 hits. to 20. On the Entertainment table Acrobats use the same line as
OPTIONAL — The Referee can modify the damage suffered in a falbancers. If a Character is both an Acrobat and a Dancer, sub-
if positive damage results, using table 2.9. tract 1 per AcrobaEL/5 (rounded up) from his success roll as

a Dancer and add one to the number of coins earned perform-
ing. In addition to performing, acrobatic training affects other
abilities. The following advantages are gained:

Table 2.9:Damage in Falling

Difficulty Rating

0 1 2 3 4 5
Fluid x.1l x.2 x4 x6 x.8 x1
Soft x.2 x4 x6 x.8 x1 x2
Resistant x.3 x.6 x.8 x1 x2 x3
Hard x5 x8 x1 x2 x3 x4

A) IncreaseDCV by EL /5 (rounded down).

B) Increase Dodge Value tiL /3 (rounded down).

C) An Acrobat’s Climbing Factor is increased by e whether
he is a trained climber or not. This applies for all aspects of
Climbing including falls.

D) Acrobats add theiEL to all uses of Deftness, and all Dex-
terity or Agility based saving throws, where precise body

In all cases where the faller strikes a sharp or jagged objectinfalling, placement is important.
double the multiplier listed above. In using the multipliers, all fractions

are dropped.

2.6.16.2 Actor

EXAMPLE — In the case above, the climbers fell onto a cobblestoAdl Actors gainEL 0 in Rhetoric and a starting level as a Disguise
alley, i.e. hard if the Referee is mean. The first climber take2,3% Artist as part of their training. TheEL as Actors may be used

hits. The other takes>62, 12 hits.
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EXAMPLE — An Actor, EL6, hasEL4 in Rhetoric. When he usesEXAMPLE — A Troubadour has akEL of 7. He is entertaining, roll
Rhetoric, he may apply aBL of 10 instead of 4. 8, a Gentle audience. He rolls a 14.-1A+4 is 11. He gaind D6SC for

If the actor gives performances to earn money, he will roll dyp efforts.
the Entertainment Table.

5 6.16.3 Dancer Table 2.12:The Punishment Table

The Dancer is skilled in the lithe, agile movements of the dance. Roll BB CC SC GC
Beyond the ability to perform for his bread, the training of the 1-4 GainlD6FP 1D3Hits None None
Dancer will have the following benefits: g—; 1D2 Hits 1D6 HIOIIS EV";]teg Lashed
. . L . . + 1D6 Hits Evicte Lashe Prison
A) Perl_|ncrease |rEIf_, b(?lglnn|ng r\]Mth_ELO, increase C.LIJ_rre.nt 10 Evicted Lashed Tarand  Death
Agility by one. If Agility reaches its Maximum Ability it e

may not be increased further.

B) TheEL /2, round down, may be subtracted from any prob-
lem solving roll in which Agility is used as one of the prime
factors. 2.6.16.6.1 Explanation

1D6 FP You are pelted with this food. 1t is barely edible.

2.6.16.4 Musician xDx hits You are pelted with bricks, bottles, etc. and suffer dam-

The Musician is trained to plapNE musical instrument. Af- age as a result. GaltD6 FP if it is aBB or CC audience.
ter his initial training, he may learn the basics of one other ak@e The audience holds you in disdain but are too cultured to
starting level cost 015 Expertise Points. throw bricks or tomatoes.

If the Musician. is also tra'in'ed in Singing and Rhetoric, he is@/icted You are bodily removed from the stage, the building
Troubadour, not just a Musician. _ and, if it is a noble audience, the City.
In these rules, Musicians may only use their talent to perfor[rbshed As for Evicted. You suffer.D10 hits from a thorough

2.6.16.5 Singer flogging.

A Singer is trained in the use of his voice and in the poetic balla-(rj‘ﬂalsr and Feather_s Hqt Taris sprgad on your body and fee_lthers
are ground into it. You are ridden out of town on a rail. All

of his culture. To learn the ballads of another culture, he must equipment is lost if you roll a 40 or less @100, If not, it

spgak.the IangL_Jage anq experal Exp(—?mse I?omts. This wil is put next to you when you are released. TaKi hits in
gain him a starting level in that culture’s music.
burns from the tar.

In these rules, Singers may only perform. Prison The Noble is not pleased. You are locked in his dun-
2.6.16.6 The Entertainment Table geon for2D10days. When this period ends, if you fail to
influence him, severe punishment will be meted out to you.
Death The Noble is insulted by your performance. You are in-
carcerated fol D6 days. At the end of this time, if you fail
to influence the Noble, you will be executed. If you influ-
ence him, you are lashed.

To determine success, r@dD10, subtract youEL and add any
Crowd Type modifier that applies on table 2.10.

Table 2.10:The Entertainment Table

Skill t5 5-7 8-11 12-16 t16 -

Singer 2D6 106 1D3 1D2 : 2.6.17 Eroticist

Musician 1D10+2 1D3 1D2 1D2*  * An Eroticist is a specialist in bringing pleasure to others. This
Troubadour 2D10 1D10 1D6 1D3 * skill is used, like Rhetoric, to convince others to do something
Actor 2D6+2  1D6+1 1D3  1D2 * the Eroticist desires. Though the name of the skill has sexual

Dancer 3D6 2D6 1D6  1D2 connotations, skill in that area is only part of this skill. The Eroti-
cist is a personal companion, skilled entertainer and trained to
find out what a person needs to relax and then provide it. A fully
trained Eroticist is a consumate entertainer, a perfect companion
and something of a physical therapist. As part of this skill, the
Eroticist gains the following advantages:

Table 2.11Crowd Type

Roll  Coin Type Mod.

1-4 BB —2 A) Knowledge of natural materials and drugs that bring plea-
5-7 CC 0 sure or ease pain. (Starting Level as Herbalist with knowl-
8+9 SC 4 edge restricted to the areas above only.)

10 GC 8 B) A Starting Level in Rhetoric.

C) May learn Dancer, Singer and any Musician skillatthe

The crowd type, rolled randomly or determined by the events Normal Cost to learn. (If skills are not learned at the same
of the adventure, refers to the average station of the perceivers. time that Erotic training is taken this advantage is lost.)
On al-4they are Peasants and Serfs, 0B-& they are Com- D) May useEL /5, rounded up, to give soothing massages for
moners, on &+9they are wealthy tradesmen or low nobility and  injured persons. The effect increases both StB and CB for
on al0they are high nobles. THdoD., or Modifier, is added to healing by the number determined pluse. If the Eroticist
the roll of 2D10when the success roll is taken. If the resultis *  does not have the oils and balms used with massages, reduce

a roll must be taken on the Punishment Table (table 2.12). the effect by 50% rounded down.
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2.6.18 E ti i i
xecutoner Table 2.14Forester Special Benefits

An Executioner is skilled in killing bound or helpless targets
AND in the effective use of torture. Chance Benefit
The skill applies when the target is unaware of the Executior  20%  EL Em*in the Tongue of the EIf Sidh

or unable to defend itself. The effect is as specified in table 2.1360%  EL Em*in the Tongue of the Faerry Sidh.
80%  EL2inthe Axe

40% Longbow skill iSEL Maximum Currently possible.

Table 2.13Executioner Skill Effect 100% Maximum CurrenEL in Forest Survival
) *The EL equals the Current Ability of the Character in this charac-
Type of Hit Scored Damage Plus teristic. If he speaks the tongue, he is considered to be a friend by
Normal or Shield Hit* EL /2, round up that race.
Severe Hit EL
Deadly Hit EL x 2
*In this circumstance, any Shield Hit is a Normal Hit. 2.6.21 Gambler

Gamblers are skilled in games of chance and sleight of hand

When the skill is used against a defenseless or immobile {Sks- They get a Starting Level in Deftness as part of this skill.
get, theEL x 2 is subtracted from the attack roll. They also have the following advantages:

Torture allows the Executioner to question prisoners. The Pri§) GamblerEL to his Deftness, he can cheat while Gambling.
oner will answer the question, with at least partial truth, if the ~Successful cheats adfl x3 to their gambling roll. I

Executioner rolls: the Deftness roll is a Partial Success the Gambler adds his
EL totheroll. Ifitis a failure he adds nothing.
(EL x6)—Victim's Stamina/2) or less B) Without cheating, a Gambler may add &k to his Gam-
bling roll, reflecting his familiarity with the sport and a
The time to torture and ask one questiod 36 tactical turns. learned ability to figure the odds.
The damage inflicted in doing so 193 hit points. No Combat C) Gamblers have anincreased chance of spotting cheaters and
Experience is gained for damage scored in this way. may roll Em+(Gambler EL x5) to spot another profes-

The Executioner is capable of telling when he is bringing his Sional while gambling. _ _ _
subject close to death. He may stop at any time. The chance thdt Gamblers can make and use devices that give the benefits

the victim passes out is a percentage of his total hit points. of 1 above without requiring a Deftness roll to cheat, i.e.
marked cards, loaded dice, etc.
EXAMPLE — The torturer has inflicted 13 hits on a person that takes

20. There is a 65% chance that that person passes out. The persor?ii21.1 Gambling Made Easy
be unconscioud/2 hour per hit point inflicted. The rules below are used to simulate a night of gambling for one

IMPORTANT — The chance that the victim will pass outis ©F more players. Where the gaming is especially intense, the

calculated from the damage inflicted per session. It is not R€féree may require the people involved to participate in up to
cumulative. three passes using these rules. When this should apply is left to

the Referee’s discretion.

2.6.19 Fletcher 2.6.21.1.1 The Wager The Referee determines, based on the

Skill in making arrows. This skill operates. for arrows and qugptace and individuals involved, what coin type is being played

rels, as specified for the Armorer. The time to make an arrowfés. When the game is player initiated, they can set the stake

1 day. (If the materials are available. If not he must acquire thyg convincing their would be pigeon to play at that level. Once

metal points and leathers and make the shaft and nock.) the coin type is set it remains at that level for the entire game
UNLESSthe situation changes it.

2.6.20 Forester : . -
o . ] . 2.6.21.1.2 The Game The basic game requires each partici-
The Character is skilled in forestry. He is able to judge the valﬂgm to roll3D10. It can be played in simple or complex forms.
of a stand of trees, as for the artist, and knows efficient methggs, gambling modifiers listed above are added to the roll of
of harvesting them. 3D10to determine the number of coins won or lost.
The Forester is skilled in Tracking, maximuBL currently ] ) ] )
possible, and has knowledge of the creatures that can be encdtfh21-1.3 Simple Inthis game the high roller wins the amount
tered in the forest. The creature skill allows him to recognize a@{/nis roll after all modifiers have been added. Each loser pays
creature that can be encountered in the forest. He will also kr@y€qual share of these winnings. Fractions from division are
any legends or rumors about the forest nearest to his home €fgPPed and paid by the participant with the lowest roll. Trained
or village. Gamblers may use thefL x10 on D100 (If the winner is a
The Forester has the ability to remember trails and Iandmar@é‘,mbIer hisEL x3 is subtracted from this chance). Success re-

as for a Thief's memory for maps and passages. His chancéj%‘fes their loss by 50%, rounded down. Partial Success reduces

success in this equals H&_, as specified for other skills above!t PY ONEcoin. Failure has no effect. Any savings are substracted
om the winner’s winnings.

There are chances that the Forester will have other special 6{9

efits. RollD100for each entry on table 2.14. 2.6.21.1.4 Complex In this form of the game each roll is com-
All knowledge is gained without cost, it is part of the art gbared to every other roll to determine who wins. In this way there
Forestry. can be more than one winner and loser. The basic procedure is
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as above except each person pays the difference between hisisgltl on another related specidshés no value when the forms
and any higher rolaAND collects the difference between his rolof the two species are totally distinct

and any lower roll. See the example below to see how this WOrkgaMPLE — A healer is skilled in healing horses. He can apply his
EXAMPLE — Five Players throw 42, 28, 20, 16 and 8 respectivelgkill at 1/> value on Donkeys and Mules. It has no value on Humans,
The following table results: Dogs, etc.

The effect of Healing Skill increases the Healing Chance

Player 1(42) 2(28) Plg(y;(;) 4(16) 5(8) Total by theEL x2 AND i.ncre.ases thg Stamina Bonus by take/3,

142)  »wox  +14 122 126 134 196 rounded_up. To gain thls benef_lt the_HeaIer m_ust have access to
2(28) —14 xxxx 48 412 420 126 the Healing materials in a Healing KitS¢e Equipment ListIf

3200 -22 -8 xxxx +4 +12 —14 he does not, his skill is used &t value, rounded down. The in-
4(16) -26 —12 -4  xxxx +8 —34 crease applies only in Healing and only for one Healing Chance
5(8) -34 20 —-12 -8 xxxx —74 roll. If the Healer wants to continue treatment, he must stay and

o _ _ ~_service the patient each day until he is healed.
This mlght change if Player 1 or 2 got caught cheating, especially if tE?(AMPLE __ A Character hastB +1 andHC 33. The Healer is
stake s gold an(?l Player 4 or 5 do the catching. EL 7. When he uses his skill, in addition to the benefit of any medicines
NOTE — Cutting losses may be attempted here also. Succegs he uses, theC is increased by 14 to 47 and tBéB is increased 3
reduces the coin loss L x 2; Partial Success reduces it by theo +4. If he has no materials the increases are H@and 2 toStB.
EL. Failure has no effect. Losses cut are divided evenly betweefna Healer receives Expertise Points based on whether the

all winners. In the case above, if Player 3 is B5 Gambler c oqtre treated heals. If he heals, the Healer succeeds. If he
who succeeds in reducing his loss he loses 4 coins. Player 1 gt healed. the Healer fails.

2 win 91 and 21 respectively.
2.6.24 Husbandry

2.6.21.1.5 Detecting a Cheater The basic factor for - . , .
catching someone cheating is determined by addity Skill in the care and training of a specific species of animal. Suc-

Survival+2xGambling. This is the net factor that you workCeSS yields a correct evaluation of the animal’s worth or one com-

with in catching him. If the cheater made his Deftness roll tﬁgand correctly taught. Partial Success yields an evaluation that

chance to catch him equals thet Factor. If the result is a is in error by 20% in either direction or the incomplete teach-

Partial Success it is thet Factorx2. If he fails the chance N9 0f @ command. §0% CHANCE THAT THE ANIMAL WILL

equals theNet Factorx4. From this factor, subtract theL of RESPOND IF THE COMMAND IS RETAUGHT, THE HUSBAND-
the Gambler you are trying to catch MAN CAN SUBTRACT 10 FROM HIS ROLL. THE TIME TO AT-

. . _ TEMPT TO TEACH A COMMAND IS 2 DAYS). Failure indicates
EXAMPLE — E\.’ad the Deft EL.ll) Is playing three_ pigeons and rﬁt the value is off by 100% in either direction or the animal fails
stranger. He decides to cheat. His opponents are City Survival 3, 6

and 8. The stranger is &L 7 Gambler. Evad has a partial success &R understand the commamND has a50%—(EL /2, round
Deftness. The first player can't catch him. The second player has a494Vn) chance of attacking the Husbandman.

chance. The third player has a 13% chance. The Stranger has a 338nly animals listed in the Equipment List, or that the Referee
chance. specifically allows, may be trained. The number of commands

26.22 Herbali that they can be trained to obeyliB6+Intellect, for Carnivores

e erbalist and Omnivores, antiD2*+Intellect for other animals.

Skill in recognizing medicinal plants and other natural material The cost for a Husbandman to gain a new specialty, once he
and preparing medicines from them. Success with the skill Wils the basic skill, is 20 Expertise Points for a Starting Level. To
indicate recognitioroR proper preparation of the item. Partiayain these points, he must have continual access to a sample of
Success indicates that the Herbalist is unsure of his analysis gedspecies throughout his training.

will require further StUdy. In the other case, it indicates that theWithout separate training as a Healer, the Husbandman can
preparation is 20% too weak or too strong. The Referee wjlle healing arts on species that he is trained for. The Hefaling

modify it's effects by2D10% in either direction. If it is too equals hi€L in Husbandndivided by 20, rounded up.
strong, thePercentage Change (C/5), round up, is the chance

that it will kill the imbiber. 2.6.25 Jeweler

If the Herbalist fails, he analyzes the item incorrectly or pr&kill in the cutting, setting and evaluation of Gems, Jewels and
duces a potion with the opposite effect of that desired. In eittiewelry. The basic attributes are as for the Artist, except applying
case, he will be sure that he has succeed&tie Referee mustto these items.

take this roll to insure the suspense of the Player
) P il . 2.6.26 Language of Another Race
EXAMPLE — The Player finds Belladonna. He analyzes it as An-

gelina. He will use it as such if circumstances call for the benefits ga2€ MaximumEL that can ever be attained in a Language of
able from Angelina. In making a healing potion, the Herbalist fails. Tf10ther race is 60. All rules are as for those specified in the
potion could be a virulent poison that will kill the imbiber if he takes itfollowing section.

2.6.23 Healer 2.6.27 Language of Your Own Race

Skill in healing a specific race or species. The Healer must ledime ability to speak a tongue of the Player’s choice. All Charac-
to care for his own race before any other intelligent race. He ntay's start with a specified core of Language skill. These are the
learn to care for animals &k the cost specifiedrounded up. He tongues that he was raised speaking or educated in. The maxi-
need not learn to care for Intelligent creatures first. Healing timatim EL that can be attained in a Native or Related Language
has value for one species or race will only hayevalue when is 80. If it is an unrelated tongue, or the tongue of another race,
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the maximum i60. For tongues that are dead, i.e. for which nia the building that might conceal a door, trap, etc. Stonecutters
speakers can be found to teach it, the maximud0Qis can analyze the shape of the building’s stones to get a clue about
EXAMPLE — On Earth, two Language groups are Germanic afidden structural features.

Swahili. All Germanic tongues are related to each other. A Ger .30 Merchant

speaker can much more easily understand a person speaking Dutchthan ] . .
he can a person speaking Swahili. Tbe same is true in the reverse. Merchant characters are skilled bargainers, experts in the sale

To simulate the rules shown in the example, the followi d analy§|s Of a specific commodity ffjmd exce”ent traders, .AS
art of this skill, the Character receives a Starting Level in

rules can be used:
: o . Rhetoric and Read and Write (a foreign tongue he speaks if he
A) The Referee should establish Language families. Wltrugn already write his own)

feac'rll fatr;ily, theLrJnerr:bterdtonguehs a;e R6eflat(?[d. Outsitie th%:haracters must select a precise category of goods that they
amily, they are Unrelated.See chapter 6 for tongues aan buy and sell. Hi&€L+20is used in analyzing the quality

5 Zan be use)j' h K led fal il h and value of this commodity. His unmodifiél. may be used
) A person without knowledge of a Language will have ﬁith related commodities. HISL /2 can be used for items made

chance of Partial Success if that Language is related to th related methods or materials. (If the merchant sells some

ovvtn, ,orEone ttr;]at hli speqks. The cEat?ce ??l:als thelct%?é of animal, this chance can be used with other animals, i.e. a
acters empathy. He gains no such beneht for unrélalfifise merchant looking at a mule gets this chance, looking at a

tongues. : )
0g, bird or lizard he does not.
C) The chance of success in understanding a Language ﬂwaq )

has been learned is equal to te of the Listener. Par- EXAMPLE — You are a merchant. As a person, you are interested in

. L : o . ._weapons. You choose to specialize in Heavy Swords. You Bawe20
tla! Succ_:ess _|nd_|cat EL% qndgrstandlng of what IS(:hance looking at any Heavy Swor| chance with all Swords and
said. Failure indicates that nothing is understood.

) ) - Daggers ancEL /2 with any other bladed weapons (including those
D) Extra time can be taken to insure understanding. If thrggge by another race).

times the normal time is taken by the ListeneD the |y another case, the player likes horses. He wants to choose horses

Speaker, the chance of success is doubled. as his specialty. He can’t. He must select a specific class of horse, i.e.
E) Key Words (Optional) — The Referee may allow Characriding, war or draft. He get&L +20 for that type,EL for all other

ters to learn Key words in the various tongues. The costHorses andL /2 for all other Equines (Mules, Burros, Sri Eponi, etc).

do so is'/2 Expertise Point per word or 1 per short phrasROTE — For an additional 20 expertise points, the player may
He will understand these items with an EL equal to his Emgelectiumans as his commodity. In this case, he gains a Start-
pathy. Itis always the Player's responsibility to keep tragkg |evel as an Executioner as well and is a Slaver.
of the words and phrases that he is familiar with if this op- )
tion is used. 2.6.31 Miner
F) A Language may only be learned, beyond the key wogkill in extracting metals and other wealth from mines. The
level, if the Player gains access to a person that has NatWi@er can recognize raw ores and gems when be sees them and
Fluency init, i.e. arEL of 80. determine a rough value for them, within 20% of their actual
26.28 Locksmith \éﬁ![;Je. (This only applies when they are in the Ore form or un-
Skill in making and opening non-magical locks. The chance toa|| Miners will have the maximunEL currently possible in
open a lock made by another Locksmith is equal to the Opengygih forms of Underground Survival. They will have a 40%
EL. Success opens it, Partial Success allows another try, Faikignce of speaking the Dwarf tongue. If they do, Bteequals

means that the Locksmith does not have the skill to open it. their Empathy and they are considered a friend by the Dwarfs.
A Locksmith may always open a lock of his own construction.

(A craftsman has his own trade secrets, he will always know $h&-32 Moneylender

secret to opening his own logks In most civilized societies, the lending of money for profit is con-
A Locksmith can construct locks, including locks that haveidered to be an immoral and dishonorable profession. If your

triggers to spring traps if they are tampered with. A Trap Locks$$ation is 6 or higher, or if you are not human, you may not gain

triggered whenever a person fails in his attempt to open it. Tiés skill. It is beneath you. Characters that violate this rule, and

chance that it will be triggered is equal to 20 plus Eie of the that are found out, are generally disowned.

Locksmith that made it minus tHeL of the opener. If the result2 6.32.1 Campaign Moneylending

of this formula is zero or less, the opener is too skilled to fall for ="

that simple a trap. A) The inte_rest rate that a Mpneylende_r will cha_rge is based_ on
the station of the person in the society. Traditional practice
2.6.29 Mason is that the Higher the status of the Debtor, the Lower the rate

A skilled stone-worker. Masons must choose between 1) of interest. All interest rates charged afeNTHLY RATES.
Stonelayer, 2) Stonecutter and 3) Brick Mason. Each time that Moneylenders are not required to abide by the traditional
the skill is purchased, one of these skills can be gained. Stonelay- rates.

ers know how stones are put in place in building. Stonecutters A standard chart of traditional rates is found in table 2.15.
can cut and shape blocks of building stone and other crude stoBg All loans must be repaid within 12 months. If not, the lender
artifacts. Brick masons know how to make bricks and mortar and and his minions may take action to collect either Money or
lay them in place. Stonelayers and Brick masons can analyze Vengeance.

structural features of stone or brick buildings that apply to thei€) TheEL of the Moneylender is his chance of convincing the
skill, i.e. notice strange textures or material, pick up anomalies person to accept his terms. Per point that the rate exceeds
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in a random direction until the next time that the Navigator has
Success, i.e. at least one week.
The Navigator will know the layout of the major waterways

Table 2.15Moneylending
Monthly ~ Maximum Loan

Station Rate (Unsecured) and ports withirR0 miles times his ELof his home port.
R T 106¢ Navigation skill i d to fight off St See St in th
o4 11-20% 30GC avigation skill is used to fight off Storms. (See Storms in the
6 1-5% 60GC Encounter SeCtIOﬂ). . - -
10 1-3% 100GC A Navigator has the maximuiiaL currently possible in Ocean

Survival without additional cost.

tradition, add 2 to this roll. Per point that it is less, subtragt6.35 Potter

3. Both modifiers are based on the maximum rate thatjifie Character is skilled with ceramics. The skill may be used to
traditionally charged. make ceramic items or analyze the value of Ceramics as specified
EXAMPLE — Vobal the Dancer, station 6, wants a 40GC loan. Galtfor Artists.

the PelaranEL 76, convinces him to pay 10% per month. His chance ]
was 76-((10-5)x2), 66%. 2.6.36 Read and Write

NOTE — Moneylenders can have an underground society féhe ability to read and write the written form of a language that
exchanging information with each other. They may also havg@u can speak. If you do not have an instructor for this, once the
strong connection to the Assassin’s Guilds in their areas. THggme has started, double the cost to gain the skill.
are noted for hiring Thugs and Assassins to exact payment off he skill is used, in all particulars, as for Language.
vengeance for past due debts. 2 6.37 Rhetori

6. etoric

2.6.33 Mountaineer (Hillman) Skill in the persuasive use of Language. Hieis added to the
Like the Boatman skill, a character must specialize; in this cdsfluence Chance of a Character. Itis also added to his minimum
the Mountains or Hills. In both eases the character can judgfluence Chance.

heights and distances and has a memory for landmarks simiRAMPLE — The Influence Chance is 40%. The Minimum Chance
to a Thief's memory of maps. A Mountaineer/Hillman has ig 10%. If the RhetoriEL is 7, the Influence Chance is 47% and the
chance equal to hiSL to know where he is, relative to where h&inimum Chance is 17%.

had been and where he wants to go. With success, he can re’[rac‘e3

his steps and/or plot the most efficient route from where he |52r(§ 8 Scholar
where he wants to be. Success, Partial Success and Failure habelars have a developed mastery of a specific field of knowl-
the meaning specified for Boatman above. The seperate skill€@ge. All Scholars receive their Maximum Level in Reading and

each career are as follows: Writing any two languagesRr any one archaic language and a
. Starting Level in one Scholar specialty of their choice. The lan-
2.6.33.1 Mountaineer guages chosen must bear a logical relationship to the Scholarly
1) Knowledge of the creatures that can be encountered in gpecialty chosen by the player. After the Cost to Learn speci-
Mountains. fied above is paid, and the first specialty is gained, the Character
2) MaximumEL currently possible in Climbing. can gain a Starting Level in a related specialty at a cost of 25

3) 40% chance of speaking Dwarf Elder (startiBly equals expertise points and any other specialty at a cost of 50 expertise
Current Empathy). If so, he is a Dwarf friend and gainsgoints.

starti_ngEL in _bOth forms of Underground Survival. EXAMPLE — The scholars specialty is art, i.e. paintings. He can gain
4) StartingEL with Throwing Spear. _ _ sculpting for 25 expertise points. It will cost him 50 to become a histo-
5) 40% chance maximuiBL currently possible with one typerian.

of Heavy Sword or Axe (player’s choice).

) T . . The ability of the Scholar all him t ize it f
6) MaximumEL currently possible in Mountain Survival. © ability orthe Schofar allows nim 1o recognize items rom

within his area of interest and, with successful analysis, to de-

2.6.33.2 Hillman termine their approximate age, value, area of origin and signifi-
1) Knowledge of the creatures encountered in the Hills. cance. Players must IrRECISEIN defining their specialty such
2) StartingEL in Climbing. that it covers a specific type of item or knowledge. Some basic

3) 40% chance of speaking EIf Sidh (startiEg equals Cur- specialties that can be used are listed in table 2.16.
rent Empathy). If so, character is an elf friend and gainsa 39 Explanation
startingEL in Forest Survival.

4) StartingEL with Throwing Spear.

5) MaximumEL currently possible in Hill Survival.

6) 40% chance maximurkL currently possible in Sword or

YES indicates that factor should be defined for the specialty se-
lected. NO means that it need not be (but you may wish to do
so anyway). The definition of factors 1, 2 and 3 are as specified

Hand-to-Hand skill (player’s choice). below: ) ] .
o 1 The physical area, nation or group the scholar studies.
2.6.34 Navigation 2 The specific type of item or specialty within the class that is
Skill in plotting the course of seagoing vessels. Hieis the studied.

chance, rolled per week, of success in following the intend@dA general historical epoch the scholar concentrates on.

course. Partial Success indicates that the vessel goes off cogsgaIPLE — The player wants to be an Art Scholar. He must de-
but the Navigator discovers the error aftéd2 days of sailing in fine the specialty studied. He chooses Sculpture (He could have chosen
a random direction. Failure indicates that the vessel is off couPsnting, Ceramics, Mosaic Art, etc.) Though it is not neccesary, he
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2 Character Skills

butlers, waitresses, etc. are House Servants.) House servants are
skilled in dealing with people, general cleaning aid 40 and
up) managing house affairs. Cooks are trained in the culinary

Table 2.16Specialties for Scholars

Definition Required

Specialty Area 1 2 3 arts. They gain some advantage in detecting unusual undertastes,
History yes no yes such as a poison. Barbers are trained in personal hygiene mainte-
Metaphysics no yes no nance. Their knowledge, in most civilized lands, includes knowl-
Art no yes no edge of cosmetics as well as common hair-styles. Gardeners are
Architecture no yes yes skilled in caring for plants and in landscaping.

Theology yes no no

NOTE — If you wish to create other service professions, assign

Mathematics no yes no the basic skills logically. The basic factors should be as specified
Geology yes yes no . . .

Geography yes yes no above. _For all of these skills, the practices and items they are
Linguistics yes no yes fluent with are those that are native to their culture. The full Cost
Medicine no yes no to Learn must be paid to gain the skill for the practices of any
Another Race yes yes yes other culture. Until it is paid, use the existirigl at 1/ value.
Astrology no yes no Afterwards, the existingL may be used at its full value.
érglﬂ?negComs yr? : nnoo y;ss 2.6.43 Sign Language

Myths and Legends yes no yes The ability to communicate general concepts non-verbally. The

EL is the chance of success, as for Language. If the person that

you are trying to communicate with does not know Sign Lan-
also defines his primary interest as being the sculpture of the E'lici 1@Hage, the best possible result when the skill is used will be Par-
Dynasty to flesh out his skill. tial Success.

With the appropriate factors defined, the scholar will have a preS19" Language will only have value when used with Intelli-

cise specialty that can be used in play. His is his chance of 96Nt Humanoid races. (Key signs can be leared, as for key
analyzing that area. Half hiSL, rounded up, is his chance fopvOrds).
dealing with closely related areas. 2.6.44 Smuggler

IMPORTANT — This skill REQUIRES the player to logically Smugglers are skilled in concealing items to prevent them from
define the skill he wants to have. The Referee will set thebeing found. In addition to the basic skill, Smugglers have a
level of definition required. A scholar specialty should never starting level in the Merchant specialty of their choice and a start-
be taken without such forethought and analysis. No Scholar ing level as an Actor (Actor only. To gain the other skills that go
skill gives the character any talent in making or fashioning with it, the Actor skill must be bought. If it is, the Smuggler gets
the item studied or any advantage in the use of any other a maximum level as an Actor and a starting level in Disguise and
skill, i.e. an art scholar is not an artist, though he can be if he Rhetoric.) Smugglers gain the following advantages in play:
acquires the appropriate skill. A) devices hidden by others.

2 6.40 Scribe B) chance that others can detect them, given available space
and a way to do it. (To hide an item perfectly the smuggler
must specify how he is hiding the item, roll succese®

have enough time to hide it as specified.) The Referee may
modify a Searcher’s success chance based on how well the
item is hidden, the roll and how much of the necessary time
the Smuggler actually had to hide the item.

Characters must know how to read and write before they learn
this skill. Scribes are skilled copyists and calligraphers. Once
the basic skill is gained in their native writing form, they gain it
for the unique styles of other cultures at a cost of 15 expertise
points per culture. A scribe can tell, from the writing style used,
what cuItL.Jre,a writer is from (if they know thgt style, if not theyC) They add theilEL /5, rounded up, to anyone's roll to find
know he isn't from the local area). In addition, because of the

: o . ) ) them if they try to hide or try to avoid an encounter.
beauty of his writing, his documents, when intended to mﬂuenlce1 d2 above the S | Bisas his ch Wh
the reader, carry more weight. Add Hid /5, rounded up, to nian at ove ted Tu%%%rdusei as ||sc a?ce_. d en
the Influence Chance of the person who originated the messAge Person trying to detect hidden items Is also a trained smug-

(The Influence chance can never be more than doubled in K the S’muggler_may suptract It /2, rounded up, from that
way.) muggler’s roll to find the item.

2.6.41 Seaman 2.6.45 Survival

. . . . . Experience in surviving the various environments that exist in
A trained seaman is skilled in the various crew tasks comm

t%ré ame. Survival skill is gained in the following specific envi-
on a seagoing vessel. In addition, he may fight on the deck of a 9 ' 9 gsp

ship without reduction in Combat Value. Any person that is ”E%%vaergsjffigafszni?h has its own special rules and valuable
a Seaman will reduce hiSCV, DCV and all weaporELs, by 9 '

50% rounded up when flghtlng on the deck of a mOVing Shlp Scrounger Waterway Ocean Swamp

A Seaman has the maximuBL currently possible in Oceanunderground | City Mountain  Lower World
Survival without additional cost. Underground Il Forest Hill Upper World
2.6.42 Servant Plains Jungle Badlands Desert

The Servant professions, each acquired separately, are Harsgerground | is survival learned in natural caves and cav-
Servant, Cook, Barber, Gardener, etc. (Servants such as maidss. Underground Il applies for manufactured mines, dungeons,
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2.6 Other Skills

mazes, etc. Waterway Survival is the basic survival skill oper#tiree turns on the surface, after becoming fatigued, a Character
ing on waterways and lakes. Ocean Survival applies for Ocerith EL 9 will have an 18% chance of drowning.
environments, sea voyages and other like areas. . .

The survivaEL is used in Hunting, Ambushing, avoiding am—2'6'46'2 Untrained Swimmers _ _ _
bushes and avoiding encounters. Per day of surviving in a gif2#sons that do not know how to swim will be fatigued from the

terrainl Expertise Point is gained. This is assigned to the terrdiggt turn of swimming. Their drowning chance is 20% per turn,
in which it is earned only. or phase underwater. They will have a swimming speed of 1.

2.6.45.1 Scrounger 2.6.46.3 Armor and Swimming

This allows the character to find what he wants near or in hunf@ Character may swim in any armor who&¥ exceeds the

habitations. It has no value anywhere else. The basic attribfi@ractersSB/3, rounded down. Any Character that attempts
of the skill are as follows: to do so will be fatigued immediately and will hag®@uR times

1) When hunting for food, the ScroungirL is subtracted his normal drowning chance while the armor is worn or car-
from the success roll, i.e. if thEL is 4 and the roll is a "€d- While swimming in armor th&/R is divided by theAv

32, the rol1 becomes a 28. (Only the highest ScrouBger and rounded down. If the adjust&dR is zero, the Character

applies.) sinks. He does not have sufficient expertise to fight the increased

2) Add theEL x2 to the Availability Chance for an item thatVe!9nt.
the Scrounger tries to find in a market or elsewhere iINNOTE — This rule is optional. The Referee may specify that the
human habitation. armor wearer sinks automatically.

3) Subtract theEL from the roll when searching for anythin

in a city or town environment. he fi h q fthe Ch " b
L . . On the first two phases underwater, if the Character dives in, his
This skill may only be learned by a person who has City Sumvg\ivimming speed will equal hiR . At all other times, the speed

It may not be used at aBL higher than the character’s current ", """ . 0
EL in City Survival. Itis used at/> value, round up, in areas thatV''MiNg underwater will equal 50% of téR, rounded up.

the Scrounger does not have personal knowledge of or where®46.5 Turning

does not speak the native language of the area. When a swimming Character turns more than 45 degrees his
speed is reduced to zero for one phase. In that phase, he may
gmove.

% 6.46.4 Swimming Underwater

2.6.46 Swimming

The Character has learned to swim for distance on the surfad

and survive for short periods under the water. Table 2.17 lists tB@TE — All rules and restrictions above apply to humanoid

factors that apply: form creatures that are swimming unless they are fully adapted
to an aquatic existence. The Referee may create other rules as

Table 2.17 Swimming Table he believes they are necessary.

. 2.6.47 Thief
Turns* Phases* Drowning ) ) )

EL Swimming Underwater — Chance MR In the Skill Table, the unparenthesized value is the cost to learn
0 25 2 15% 3 the skill from the Guild. The other value is the cost for free lance
1 30 4 14% 3 thieves. A Thief will have the following skills:

2 40 7 13°§° 3 A) chance equals theL . Success is indelible, 100% accuracy,
3 60 10 12% 4 Partial Success is 20% inaccuracy and Failure is 50% inac-
4 90 13 11% 4 curac

V.
5 130 16 10% 4 . . . . .
6 180 20 9% 5 B) Maximum EL currently possible in City Survival and
7 240 o4 8% 5 Climbing. City-born Thieves are allowed to replace the
8 320 28 7% 5 City Survival increase for their skill with Underground II
9 400 32 6% 6 survival, to reflect their knowledge of the city’s sewers and

10 500 36 5% 6 labyrinths.

11 620 40 4% 6 C) Gain Trailing, Deftness and Locksmith at a starting level as
12 750 43 3% 7 part of training.

13 900 45 2% 7 D) With a roll as for (1) above, the Thief can memorize pas-
14 1100 46 1% 8 sages that he passes through.

15 1300 47 1% 8
16 1500 48 1% 9 2.6.47.1 Restrictions
*Add the CharacterstBx2to these factors. If the Character is a Free Lance Thief, all Guild Thieves are his

enemies. Guild Thieves have access to Guild Halls, safe houses

) and fences through their guild. They must pay the Guild 40% of
2.6.46.1 Drowning the profit from any theft.
When the number of turns swimming, or phases underwater, i§o be a Guild thief, the Character must be accepted. The
exceeded the Character has a chance to drown. Per turn swimance equals his maximuBEL as a thief. If he is refused, he
ming or phase underwater, the Character will roll his drowningll never be accepted.
chance. Per additional increment of time, the listed drowningThieves that fail to give the Guild their cut lose all privileges
chance is added to the accumulated drowning chance, i.e. atet are expelled, at best. Free lancers are subject to death, the
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Guild will pay 1SC per EL of any free lance thief taken down2.6.53 Watercraft

by a member. The character is trained to perform tasks common in operating
2.6.48 Tanner small boats. He may fight from these boats without reduction of
rH's OCV or DCV. (Those without this skill reduce both values

Skill in working leather, tanning and fashioning leather items. nd their weapofEL by 50% when fighting from a small boat.)

the Tanner'EL is greater than 40 he is capable of making sét

viceable Leather Armor. He can analyze common leather item§kIIIed watermen may navigate on mlgn.d waterways, handle
and tell leather from other like materials. i.e. he knows which$ iIft currents and avoid water obstacles in inland waterways and

X 1 o
leather though he may not know what the items that aren't é? es. They may use thelrWatercrEtt at Yz value when salllng
made of. in the open sea, i.e. operating as Seamen. (The same applies for

Seamen when they sail on inland waterways and lakes.)
2.6.49 Teamster Finally, watermen will have some training in maintaining and
Skill in driving wagons and carts, caring for animal harnessegpairing small vessels. Their success chance doing either is
and, if twice the normal cost is paid, taking care of draft animagqual to theiEL .
The Teamster can analyze the quality of a wagon, cart or har-
nesses. He can also tell how good a team is, i.e. the quality of h@ General Knowledge
animals, how well-trained they are in working together, etc. If, ) - o ) )
he learns to care for animals, his Healily for common draft It is possible to utilize some of the abilities gained from certain

animals (horses and oxen) equalsiisas a Teamster divided skills without fully mastering that skill. For our purposes, this
by 20and rounded up. is called General Knowledge. It indicates that the Character has

not sought to, or yet been able to, master a given skill but he has
2.6.50 Tracking learned certain things to his benefit. Persons who gain General
The ability to follow, or obscure, a trail in a non-city environmer€nowledge in a skill determine the costs, benefits and restric-
that the Character has survival skill in. TE& x2 is added to tions below:
the chance to follow a trail or subtracted from the chance thaée 1 Restrictions

pursuer can follow it. )
A) Not allowed for any Combat skill.

2.6.51 Trailing B) Not allowed for any skill with a cost to learn less than 20.
The ablity to follow someone in a City environment. The chance) Skill gained is subject to Referee interpretation.
of maintaining contact equals tHeL.. Success indicates that D) General Knowledge of this kind may not be gained in Sur-
contact is maintained and the target is unaware that he is being vival or Language skills. It is only applicable towards skills
followed. Partial Success allows another roll. Failure indicates that have multiple applications or benefits.
either that contact is losir that the person becomes aware of
the follower. In failure, the follower is not aware that the blew #-7-2 COSt
until he can’t find his victim or is amhushed by him. The cost for General Knowledge with a given skillyjs of the

If a victim is followed successfully, the skill may be used tEost to Learn that skill completely, rounded up. Where it is
set an ambush for him. A separate roll, as above, is requiredgained in play, the time to learn is as for any other training.
this. The person ambushed must be a person that the Chara2c17e Benefits
has trailed successfully or that he knows passes a certain place a

a certain time dependably. Thg character is aplg to useNE specific attribute of the skjll
) as if he had full training. He may not use any other attribute
2.6.52 Vintner of the skill in any way. The Starting and MaximuBL's for

The character is skilled in making wine and analyzing the qualitye knowledge gained are as nornal for the skill. The Cost to
of wines. TheEL is used to determine his chance of successlitcreaseEL is 1/» that specified for the skill, rounded up.

this analysis. The quality of wine that he makes is based on gisampLE — Merda Redoris apprenticed to a Jeweler before he ran

EL asintable 2.18. off to become a soldier. He did not master the art, but he learned how to
analyze the value of gems. He Hals43 in Analyzing Gems. He knows
Table 2.18Wine Quality none of the other skills associated with the trade. Wal-Azabar’s father
was once an entertainer and acrobat. When he retumed to the desert,
EL Quality he decided to teach his sons ways to position themselves in defense.
1-20  Poor Wal-Azabar ha€L 6 Acrobat only usable fdPCV increase.
21-50 Good
51-70 Fine 2.7.4 Further Education
71-80  Exceptional If the person with General Knowledge decides to study further,

the expertise allocated to gaining General Knowledge can be ap-
L : lied towards the cost to gain that skill. However, no expertise
e ans e, et aned o usig he General Knowede may be appied 1
y Proper equipment, aging urther studies in the skill. They are only applicable to the Char-
No one can make exceptional wine from junk grapes.) acter’s use of his General Knowledge
NOTE — In making any item the time stated is for making th

it d doi thi | If th tion is taken. d AMPLE — Junal the Binder haEL 65 in repairing weapons with
item and doing nothing eise. [t some other action IS taken, dOURE a1y qrer General Knowledge. He decides to become a real armorer.

the time required to make the item, i.e. per.day doing Somethiﬁlg cost to get the General Knowledge is his starting point for progress-
else as well you ge¥ days progress on the item. ing. The expertise he has gained in repairing weapons is ignored in this.
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Second, with his attributes Junal’s starting level is 40. HeHla85 in
repairing weapor still an&L 40 in all other skills of an Armorer.

NOTE — How the Referee chooses to use this rule is at his dis-
cretion. Its purpose is to give Referees and Players the ability to
flesh out character personas as reasonably as possible. It also
adds a new layer of realism to the game. It is reasonable to
assume that people who deal often with a given set of circum-
stances or a certain class of thing pick up some knowledge rele-
vant to those dealings. It is not completely reasonable to assume
that every such person will, or can, master the skill or skills nec-
essary to possess all of that knowledge. This rule allows you to
simulate this fact. Properly used it should increase your ability
to create characters that are complete individuals.

2.7 General Knowledge
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3 Economics and Equipment

3.1 The Economic System 3.2 Equipment
The basic economic system used is a gold standard. The rafioe following tables delineate the common items that may be
are: purchased. Should you desire to include others, base their value
on the values set for these other items.
1 Gold Coin = 10 Silver Coins IMPORTANT — All weapons that are purchased include
1 Silver Coin = 10 Copper Coins any quiver, sheath or other covering that is commonly used
1 Copper Coin = 10 Brass Bits with that weapon. Where the Referee considers that a holder

or covering that a Player desires is not standard, he may

The weight of Coins ig/gth of an ounce. The weight of the Bras§harge more for the weapon to reflect the cost of that item.

Bitis L/1¢th of an ounce. Money is also available in bar form, i.e«X In some tables a factor is listed in Cost and/or Weight. The
ingots. The standard weight of a bar is 5 pounds, i.e. 80 ounces listed factor is multiplied times the cost listed for the general
or 640 coins of the type. (For the BB, a bar is 1280 Brass Bits). or normal form of the item desired. The result is the base
for that item.

EXAMPLE — The player has a chance to have his Character buy
In a world with widely spread and sometimes isolated cultures, a magic Scimitar. The cost is 5%00, 500SC.

there is no guarantee.that the items that have value in one CUlly¢erE — The Equipment tables represent an effort to produce
have the same value in another. an organized, extensive and comprehensive table of equipment.
EXAMPLE — With a bar of Gold, you are extremely wealthy in a landf these tables do not contain items that you desire to include,
where Gold is prized. Where Iron is the valued metal, you could béhey should be added based on the values listed for related items.
near pauper.

3.1.1 Economic Variation (Optional)

3.2.1 Armor and Weapon Tables

3.1.1.1 Rarity and Value Type The general family of weapons that the Character must be
The prime indicators of value are: skilled in to use the weapon EL_O' ) N
WSB In all cases where a weapon is used to fire a projectile, the

A) Rarit.y. o WSB of the attack equals th&/SB of the weaporpLuSthe
B) The importance of the material in the culture. WSB of the projectile.

C) The Cultural value of the items that it is used to produce. EXAMPLE — When a handle sling is used to cast a stone the

EXAMPLE — In a culture with little Native Iron, a dedication to War- WSBis, +1+(—1), zero.
fare and a disdain for personal ornamentation, iron would far excegghor value

Gold in value. Brass could easily be the second most valuable metal. .
n vaid . Y val Armor A factor that is subtracted from damage scored

3.1.1.2 Exchange Value against the armor wearer.

) . ) ) Helmets The +X factor, as for Armor above, is only ap-
The material that is the primary means of exchange in a culture plied when a Severe or Deadly hit is scored against

must be one that is sufficiently common to provide an adequate the wearer.
supply for all its people. Thus, in the standard culture, Copper Shields The value is the number of hit points that the shield
and Brass are the medium of Common exchange, i.e. most preva- will block if it is hit
lently used in day to day society. '
3.2.1.1 Armor Encumberance (Optional)

3.1.1.3 Variation If a Character is knocked off his feet while in Armor there is a
For Variation, the Referee must determine chance that he will be unable to get up. If his Strength, times
1) The Rarest Valued Material, two, is not greater than the weight listed for the Armor it will
take him a full turn to rise without assistance. If it is equal or

o greater, it will take him one phase to rise, spent doing nothing
The Rare Material is placed at the top of the exchange, the cqija,

mon material is placed at the bottom. Other items ﬂuctuateEigI(A"\/IPLE T _ foet h hi .
value between these points. — loregain your feet In one phase wnile you are wearing

Chainmail, a Strength of at least 13 is required.

2) The most common material.

EXAMPLE — The City state of Dirllar*

3.2.2 Animals
1 Silver Coin = 1 Gold Coin 3.2.2.1 Carrying Capacity
1 Gold Coin = 10 Brass Bits Table 3.1 gives the Portage factors for animals that can be sad-
1 Brass Bit =5 Copper Coins dled or harnessed, The amount listed is the amount that they can
1 Copper Coin = 1 ounce of Salt carry or pull, in pounds, without a speed reduction.

These values apply for the Average representative of the
*Silver and Gold are Rare, Salt is the Common medium of exchangespecies or type. Larger or smaller members of the various types
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when it is taught the commands. Otherwise, regardless of
ownership, he willNOT be considered to be the master by the
animal.

Table 3.1:Animal Portage Table

Animal Saddled Harnessed
Draft Horse 225(60) 350 3.2.2.3.1 The Commands The Referee can vary the meaning

Riding Horse | 140(30) 250 of commands as he desires. Samples of commands that fit within
Rellng el L Lede ) 2L the narrow range that must apply are listed in table 3.2.

Riding Horse Il 180(45) NA

Riding Horse IV 170(45) NA )

Warhorse | 160(40) NA Table 3.2:Animal Commands
Warhorse Il 200(50 NA .

Warhorse llI 2255(68) NA SIt St.a}f Corrle
Warhorse IV 250(60)  NA Go Kill Hold™
Mule 180(50) 300 Protect Heel Play Dead
Ox NA 450 Freeze Release Fetch*
Donkey 120(30) 150 *These commands cannot be _Igarned by Wgrhorses or other Herbi-
B 100(35) 140 vores unless the Referee specifically allows it.

Dog | NA 50

3.2.2.3.2 Command Effect

will increase or decrease these values based on the parentheSiefihe animal will sit on its haunches until it is released from
value, if any. the command.

Stay The animal will stay where it is until it is released.

EXAMPLE — In rolling for the quality of a Warhorse | purchased, . . .
me The animal goes to its master by the fastest route possi-

99 is rolled. It is double value. When saddled, it can carry 240 (8

without speed reduction, 42 is the parenthesized value and is added e ) )
to the unparenthesized value. Go The animal leaves its master by the fastest route possible,

but stays in earshot.

3.22.11 Tab_le Explanation Values listed that are _not INKill' The command is accompanied by a gesture. The animal
parentheses in the Saddled column represent the weight of the i attack the target indicated by the gesture until it is re-
rider AND all items that he has on his person. The value in paren- |eased or the target is dead.

theses is the maximum weight that can be carried in saddle bagsig As for Kill except the animal will grab the indicated victim

or other containers, behind the rider. If no such weight is carried, gpq hang on until released. If a fetch command is given as
add this value to the rider weight. In the Harnessed column, this \yg|| the animal will attempt to bring the victim to its master.

is the total weight in a Wagon or Sledge, including the weight pfstect The animal will guard the area, specifically to protect
the Wagon or Sledge, that the animal can pull. Beyond this value, s Master. It will threaten anything that enters a 10 area,
additional animals will be required or speed reduction will occur.  \ith the master at the center except for persons and animals
NA indicates that the animal is never used in this way. excluded by the master. It will always attack if its threats

3.2.2.2 Speed Reduction are not heeded.

- . 9el The animal will follow the master on his right side until
0 )
Per 10% over the limit above, reduce the animal’s speed by 15|00 rel | or given other orders.

;OZZ%e?S d8o(\)/z/n. o:‘f tir;talrilgtg?jl ;‘:‘)rp::ll;ggB%XI\(/agﬁpegr Sll\le;ss‘ IIBQiay Dead The animal will lie motionless until released.
P 0 e Freeze The animal immediately ceases all movement and activ-

DOWN. _ _ _ ity. It will remain motionless until released.
IMPORTANT — When animals pull as a team, their pulling  ReleaseA general command that releases the animal from other

weights, Harnessed, are totalled. If the individual animals orders. The animal will stop doing whatever it was doing as

are not trained to work together, reduce this total value by a result of the original command.

30%, rounded down. _ _ Fetch The animal will bring the master the item indicated. The
For movement, the MR of a team of animals is based on item to be brought must be in plain sight or, as the Referee

the MR of its slowest member, as specified above. determines, clearly known to the animal.

EXAMPLE — An animal with a speed of 24 is pulling a Wagon. It?

maximum rate will be 18. Reductions are based on this figure if t . ) ]
wagon is overloaded. Cost The base price of an item. As for money, this value can be

varied for rarity. It may be increased or decreased by up to
3.2.2.3 Verbal Commands a factor of 5.
Where it is specified that an animal can be given verbal com- gxaAMPLE — A suit of Plate Mail can range in cost from 9GC
mands, the commands are general actions to be done by the an-to 225GC. | would be 9GC in a great Armor center and 225GC in
imal. The master learns key words and symbols that have been a place where it is not made and seldom seen.

taught to the animal. When a specific signal is given, the animal gxaMPLE — Factor variation is an amount that the base price

é2.3 General Explanations

performs the action that associates with that signal. can be reduced or increased. In example, a book can range from
EXCEPTION — Animals that are classed as Highly trained 3SC to 30GC in cost.

or Superior will only obey a command if it is given by their Weight The weight of the item in pounds. ¥/X is the listing,
master. They will ignore any other person’s orders. For this the first number is the weight, the second is the number of
exception to apply, the master must train with the animal items that total to that weight.
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Table 3.3:Armor Table

3.2 Equipment

Armor
Armor Type Cost  Avail. Weight Value Description.
Leather Helmet 4CC  100% 2 +1 Metal banded skull cap
Metal Helmet 2SC 100% 4 +2 All metal skull cap with flaps.
Full Helm 1GC 75% 8 +3*  All metal helmet with visor.
Buckler 6CC 100% 4 5 Small leather and wood shield.
Banded Shield 4SC  100% 10 8 Wood Banded with metal.
Metal Shield 6GC 80% 12 13 All metal.
Leather Armor 1SC  100% 6 1 Leather studded with metal.
Quilted Armor 8CC 100% 4 1 Thick padded cloth.
Ring Mail** 1GC 80% 8 1 Metal rings interlocked.
Banded Ring 2GC 75% 12 2 Metal rings interlocked & banded w/leather strips.
Scale Mail 3GC 90% 15 2 Metal, bone, etc. sewn on leather.
Brigandine 4GC 60% 16 2 Scale, covered with cloth.
Chainmail 16GC  60% 50 8 Small rings interlocked as mesh.
Plate Mail 45GC 40% 70 4 Chain with plates in strategic positions.
Plate Armor 150GC 20% 90 5 Plate sections covering chainmail.
Ornate Plate Armor  250GC  10% 80 4 Plate sections covering chainmail finely crafted, ornate.

*This Helm is worn exclusively with Plate Mail and Plate Armor. Reducé\ifsby ONE if worn with other armors.
**Ring Mail may be worn over Leather or Quilted armor. This is the only case where more than one suit of armor may be worn at the same

time.

EXAMPLE — 1/4/12’ indicates that 12 feet of the material

weighs1/4 pound.

Avail. The chance thatthe itemis available. This roll is not taken
in the Set-up of a Character. It should be taken once play

begins.

Avail.* As Avail. except the roll should be taken in the Set-up

also.

Strength A factor that is added to damage scored in combat. To
use it, the CharacterSB must be at least equal to that listed

for the weapon.

EXCEPTION — The SB of the player does not matter
for use of parenthesized strength values. They are re-
ceived as part of the weapon’s use in particular situa-

tions.

Fatigue If the optional Weapon Breakage system is used, Fa-
tigue is the basic resistance of a weapon.
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3 Economics and Equipment

Table 3.4:The Weapon Table

Weapon Cost Avalil. Wt  WSB FV  Type Special Rules

Throwing Dagger 6CC  100% 1p —1 5  Dagger

Fighting Dagger 2SC 100% 1 0 6 Dagger

Short Sword 3SC  100% 11p 0 7  Sword +100n roll to hit when thrown. Usable while mounted.

Sword 5SC 100% 2 0 9 Sword As for Short Sword

Scimitar 8SC 70% 2 0(+1) 9 Scimitar The parenthesized/SB applies when used while charging and
mounted.

Tulwar 10SC 60% 3 +1(+2) 10 Scimitar As for Scimitar

Broadsword 13SC  80% 4 +1(0) 10 Heavy Sword The parenthesized/SB applies when charging on foot. No
restriction when used while mounted.

Bastard Sword 16SC 70% 1B +1(0) 12 Heavy Sword The parenthesi2&$B applies when charging on foot5 on
attack roll when used while mounted.

Great Sword* 4GC 60% 7 +2(+1) 13 Heavy Sword The parenthesized/SB applies when charging on foot. Not usable
while mounted.

Throwing Axef 4SC 75% 15 -1 7 Axe

Hand Axe 2SC  100% 2 0 8 Axe

Axe 7SC 100% 4 +1(0) 9 Axe As for Broadsword

Battle Axe* 12SC  80% 6 +2(+1) 11 Axe As for Great Sword

Glaive* 15SC  100% 10 062) 11  Polearms The parenthesi2®&B applies when used by stationary footman.
DousLE effectiveWSB when used against charging, mounted
opponent.

Halberd (Poleaxe)* 22SC  70% 12 +1(+3) 14 Polearms As for Glaive

Pike* 18sC 80% 9 +1 12 Spear As for speaRoUBLE WSB when used by stationary footmen
against charging, mounted opponent.

Spear 7SC  100% 4 0 9 Spear +5 on roll to hit when charging on foot. Increase effecSB by
1 when used by stationary footman against charging, mounted
opponent.

Javelin 2SC  100% %o -1 6  Spear

Lance 15CC  100% 11p  —1(+1) 7 Lance The parenthesized/SB applies when used from a charging mount.
Increase the effectiv&/SB by 1 against charging, mounted
opponents

Heavy Lance 8SC 80% 6 +2) 10 Heavylance The parenthesi2&®B applies when used from a charging mount.
Not usable by footmerDouBLE the effectiveWSB against
charging, mounted opponents.

War Staff* 1SC  100% 3 +1 8 Staff Only usable on footDouUBLE the effectiveWSB on Dealy Hits.
+5 on attack rolls when charging on foot.

Club 12CC  100% 4 041) 10 Mace The parenthesiz@dSB applies on Shield Hits and when charging
on foot. Increase the effectis&SB by 1 on Deadly and Severe
Hits.

Mace 7SC 80% 5} +1(0) 11  Mace As for Club

Flail 2GC 70% 7 +1(0) 9 Mace As for Club. Increase the effecti#SB by 1 when charging and
mounted.

Hammer* 12SC  60% 8 +2(+1) 10 Mace As for Club

The parenthesizatfSB applies on Deadly Hits.
The parenthesized/SB applies on Deadly Hits.

The parenthesized/SB applies when cast with a sling or if the
thrower has ai$B of +3 or higher.

The parenthesizZ&5B applies at extreme range.
The parenthesized/SB applies at extreme range.

The parenthesiz&fSB applies at extreme range.
The parenthesized/SB applies at long range.

Used with Repeating Crosshow
Used with Repeating Crossbow

Sling** 4CC 100%  1p 0(+1) NA  Sling
Handle Sling* 1SC 50% 1l  +1(+2) NA Sling
Sling Projectile 8BB 75%  lp NA  Used with Slings
Stone, Rock, etc. - - - —2(—=1) NA  Used with
Sling
Bow* 10SC  100% 1p 0 NA  Bow
Longbow* 27SC  75%  2lp +1 NA  Bow
Composite Bow* 40SC 50% 2 0 NA  Bow
Arrows (each) 2BB 100% 1/ 0 6 Used with Bow
Light Crosshow** 18sC 90% k) +1(0) NA  Crossbow
Heavy Crossbow** 255C  70% 4 +2(+1) NA  Crossbow
Arbalest* 48SC 40% 6 +4(+2) NA Crossbow
Repeating Crossbow** 15GC  10% 4 0(—1) NA  Repeating
Crossbow
Quarrel 3BB 100% 1l 0 6 Used with Crossbow
Darts 3BB/5 NA} L5 -1 4
Lead Pellets 4BB/5 NA L5 0
Caltrop 1CC/I3  60% 1/2/3 0 5

Nuisance Weapon, no course applies

*Two Hands required

**Two hands required to load, may be fired with one hand.

1To throw the weapon effectively the Throwing Axe course must also be taken.
1If the Repeating Crossbow is available, so are these items.
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3.2 Equipment

Table 3.5:Animal Table

Cost of

Iltem Cost  Avall. Upkeep Normal Usage
Draft Horse 2GC 100% 4FP/day Carry and Pull loads
Riding Horse | 4GC 100% 3FP/day Non-Combat Mount (Poor Quality)
Riding Horsell 8GC  90%  3FP/day Non-Combat Mount (Average Quality)
Riding Horse Il 16GC  70% 3FP/day  Non-Combat Mount (Good Quality)
Riding Horse IV 30GC 40%  3FP/day Non-Combat Mount (Superior Quality)
Warhorse | 5GC 100% 3FP/day Combat Mount (Poor Quality)
Warhorse Il 10GC 80%  4FP/day Combat Mount (Average Quality)
Warhorse Ill 25GC  50% 4FP/day = Combat Mount (Good Quality)
Warhorse IV 50GC 10% 5FP/day Combat Mount (Superior QualitylD3 Verbal Commands allowed.
Dog | 3SC 100%  2FP/day  Tracking, Guard Dddp3 Verbal Commands
Dog Il 7SC  80% 2FP/day Guard Dog, War trainedlD6 Verbal Commands
Dog I 4GC  40% 2FP/day  Highly trained War DojD6+4 Verbal Commands
Donkey/Burro 4SC  100% None Used for carrying loads, riding.
Mule 9sC 80% 3FP/day  Used for carrying loads, riding.
Ox 3GC 60% 6FP/day Used for carrying loads, pulling and riding.
Goat 3SC  100% None Food Animal. Produces 2FP per day or 40FP if slaughtered
Cow 12SC 80%  2FP/day Food Animal. Produces 5FP per day or 250FP if slaughtered
Cat 2CC 70% 1FP/day = Companionship, detection of some creatures.
Small Bird 6BB 80% 1hFP/day Companionship, detection of some dangers.
Falcon 3GC 90% 1FP/day  Hunting. Per Strategic turn used, 80% chance of gHI6RE.
Hawk 5GC 60%  2FP/day Hunting. Per Strategic turn used, gdiD10FP on 80% chance.
Eagle 8GC 50% 3FP/day  Hunting. Per Strategic turn used, 80% chance of g2D6RE.
War Eagle 10GC 20% 3FP/day Combat. May not be used to hunt.

Table 3.6:Animal Equipment Table
Item Cost  Avail. Weight Normal Usage
Leather Barding 5GC  100% 15 Light Armor for War or Riding Horse
Chain Barding 30GC 60% 50 Chainmail Armor for Warhorse.
Full Barding 100GC 20% 100 Plate Mail Armor for Warhorse Il and up.
War Leather 2GC 80% 5 Leather Armor for Dogs Il and IlI.
War Mail 9GC 50% 10 Chainmail Armor for Dog lII.
Falcon Hood 4BB 100% None  Control Hood.
Falconer’s Gauntlets 1SC  100% ) Protect arm from landing birds.
Hawk Hood 1CC 100% None  Control Hood.
Eagle Hood 12BB  100% None Control Hood for Eagle and War Eagle.
Dog Harness 7CC 60% 2 Allows dog to pull small sledge or carry weight on its back. Not used by Dogs Il or Il
Horse Harness 3SC  100% 6 Allows horse to pull wagon or sledge. Used with Draft Horse, Mule, Riding Horses |

and Il only.
Donkey/Burro Harness 1SC 100% 3 Allows Donkey or Burro to pull Small wagon or carry loads.
Ox Yoke 2SC  100% 12 Allows Ox to pull Wagon or Sledge.
Bridle 5CC 100% 15 Used to control Mount.
Saddle 5SC  100% 6 Allows Mount to carry a rider and small loads.
Goad 1CC 100% 1 Used to handle large animals.
Spurs T 80% Ly Used to influence recalcitrant mounts.
Whip 6CC 100% 1 Used on Stubborn animals and as instrument or punishment. At Referee’s option may
be trained in, and used, as a weapon.

Bolas liS@ 40% 2 Used to capture run away creatures. Specific training required.
Blinders 3BB 100% 15 Restricts animal’s vision to waht is directly in front of him.
Whistle 2BB 100% None Recall trained bird.
Jesses 3BB 100% None Leather straps for control and location of trained bird.

NOTE — At the referee’s option, other creatures may be trained. Skill in Husbandry is required to train any creature.
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3 Economics and Equipment

Table 3.7:Travel Equipment and Supplies

Item Cost Weight  Description
Travel Ration 1BB T 1FP of non-perishable, dried meat.
Grain (10 Ibs) 2CC 10  TENFood points of grain, bagged. Usable by Characters or Herbivores.
Fresh Meat 3BB 1 5FP of perishable meat. Usable for Character or Carnivore nees. Edible for five days after purchase.
Cheese (1Ib) 4BB 1 8FP of Cheap Cheese.
Other Foods 1D6BB  Varies  Sugars, Fruits, Dried Fruits, etc. The Referee will decide if the item desired is available and how much is received
for the amount demanded.
Water 1BB 1p One Quart of potable water, container extra.
Beer 2BB 115 One quart of Beer, container extra. 1 FP.
Ale 3BB 11/ One quart of Ale, container extra. 1 FP.
Cheap Wine 4BB 115 One quart, 1FP, container extra.
Good Wine 1CcC iH One quart, 2FP, container extra.
Fine Wine 3SC 115 One quart, 2FP, sold in bottle.
Superior Wine 2GC ip One quart, 2FP, sold in bottle.
Goideli Wine 2SC 1%4 One quart, sold in bottle. A distilled beverage with 4x the potency of the strongest wines. No food value.
Peska 20SC 2 Healing and Addictive beverage. The quality equals the cost paid divided by 2, rounded down. See the Natural
Magic section in Book Four.
Salt 2SC L4 Four ounces, container extra. Used as a preservative. In some areas, used as money. Triples the time that Fresh Meat
remains edible.
Glass Flask 8BB Yy Four ounce container with cork.
Metal Flask 2CC 15 Eight ounce container with cap.
Skin | 3BB Yy Sixteen ounce container with cap.
Skin Il 5BB g One quart container with cap.
Skin Il 1CC ) Five quart container with cap.
Skin IV 2CC 1 Fifteen quart container with cap.
Keg | x12 x15 Ten quart keg. Multiply factors times the cost and weight of the beverage within it.
Keg Il x25 %30 Twenty quart keg, multiply as specified above.
Keg Il x50 x50 Forty quart keg, multiply as specified above.
Strap 1BB None  Carrying thong for all containers except kegs.
Qil 1CC Ya Four ounces, container extra, used for Lighting.
Naphta 2SC g Four ounces, container extra, used in Warfare.
Fuse 1BB None 1" of oil soaked material, used in bombs. Approximate burn rate is 1 second per inch.
Candle 1BB 1/4/10  One Candle.
Tar 1CC 3 One quart. Used in lighting and as protective.
Torch 1CC 15 Tar coated stick for lighting.
Candle Lantern 2CC 1 Holds one candle.
Oil Lantern 3CC 15 Holds four ounces of oil, contains wick.
Wick 1BB None Replacement wick for oil lantern.
Flint And Steel 5BB g Used to light combustible material.
Flints 1BB L5 Replacement flints for Flint and Steel.
Bedroll 4BB 1 Blankets and bedding for sleeping.
Blanket 2BB Yy Blanket.
One Man Tent 6BB 5 Canvas shelter, 2’ by 6’ in area.
Two Man Tent 1CcC 4 Canvas shelter, 3' bytg’ in area.
Four Man Tent 4CC 8 Canvas shelter, 8 diameter circle.
Pavillion 5GC 30 Large shelter at least 20’ by 20’ in area for up to 25 people. Can be multi-room construction.
Tent Poles 1BB Poles for 1 and 2 man tents. Two required.
2BB Poles for 4 man tent. One required.
3BB Poles for Pavillion. At least Six required.
Hide Construction —20%  +10%  Any tent can be purchased in Hide. Round up when cost and weight modifications are made.
Silk Construction x4 —10% Pavillions can be made in fine cloth.
Stakes (per 5) 1BB Y Used for putting up tents.
Belt Pouch/Purse  1BB None  Small container. Carrying capacity 2(5) (2 Ibs when held, 5 when attached to belt).
Sack 2BB None Carrying Capacity 10(20). (10 Ibs when held, 20 in Back rack).
Bag 3BB None  Carrying Capacity 20(50). As for Sack.
Large Bag 5BB Yy Carrying Capacity 30(75). As for Sack.
Bag Strap 1BB None  Attaches tooNE Bag or sack for carrying over the shoulder.
Back Rack 1SC 1 Will hold 2 Large Bags, 3 Bags or 5 Sacks. The cost includes the straps necessary for its use.
Table 3.8:Climbing Supplies
Item Cost  Weight Description
5’ of Rope 3BB  1/4/5  Used to bind and climb.
2’ of Cord 1BB 1/4/12' Light rope used in binding and tying only.

1’ of Fine Rope 1BB 1/4/10' A Climber’'s Rope, thin and strong
Grappling Hook 3CC 1 Attached to rope to grab protuberances.
Climber's Hammer 1SC 115 Used to pound spikes.

Iron Spike (each) 2BB 14 Various uses.
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3.2 Equipment

Table 3.9:Common Medical Aids

Iltem Cost  Weight Description

RollBandage 1BB  1/4/25 Cost per foot. Wounds that are bandaged will hasfeHealing ChancelD6 feet of bandage is required
each time that bandaging is necessary.

Soothing Herbs  2BB  1/16 One ounce of herbs. Calms pain. While effected movement allowed at two levels above your actual
damage level, i.e. for reduction¥> ounce required per time employed.

Healing Herbs  6BB 116 An ounce of healing balm for any wounds except burns. Per time dgedunce is required. Increases
Healing Chance by 10%, rounded up.

Burn Ointment 1CC 1/ One ounce of ointment. Used for burns. On burns only it will have effect of Soothing Herb and Healing
Herb. 1/4 ounce used per time.

Healer's Knife 2CC L General cutting tool. Used for Poison extraction. If used in time, increase Poison Resistance by the
Healer'seL x2 or 2, whichever is higher.

Healing Kit 1SC 1 Bag with 25’ of Bandage, 3 ounces of Soothing Herb, 3 ounces of Healing Herb, 1 ounce of Burn ointment
and a Healer’s Knife. Healers must have this kit to use their full skill.

NOTE — The items in table 3.9 are the only common knowledge medical items. Other items can be used. All require the services of a Healer
and/or Magic User to be used safely. Non-Healers will receive only the basic benefits listed above.

Table 3.10Transport Table

Vehicle Cost  Weight Description

Sledge 1CC 12 Wooden Platform that is dragged along the ground. Surface area 3’ by 6'.
Cart 8CC 10 Light wagon, pulled by one animal. Surface area 2’ by 3'. Heighit 2
Small Wagon 2SC 35 Pulled by One or Two animals. Surface area 4’ by 6’. Heighs'3

Wagon 1GC 100 Pulled by up to Four animals. Surface area 4’ by 8'. Height 4'.

Large Wagon 4GC 200 Pulled by up to Eight animals. Surface area 5’ by 10’. Height'5
Great Wagon  12GC 300 Pulled by up to Twelve animals. Used as dwelling by some Nomadic barbarians. Surface 6’ by 12,
minimum. Height 10’

Small Travois 3BB 3 Travois pulled by dog, donkey or burro. Surface area 1’ by 2'.

Travois 4CC 10 Travois for Horse. Surface area 2’ by 6'.

NOTE — To draw any of the above vehicles, the animal pulling it must be harnessed.

Litter 2BB 2 A device for carrying a wounded person. Requires two people carrying. Person carried in this way gets
the benefit of rest if he does nothing else.

Palanquin 6GC 50 Noble vehicle carried by four to six bearers. Surface area 3’ by 5’. Height 4’

Table 3.11Buildings/Property

Average Property Type Cost Descriptions

Farmland 1SC One acre of Farmland.

Forest 2SC One acre with good timber.

City Land 3GC per 50 square feet.

Other Land 2CC One acre of marginal or poor land.

Hovel 1SC 15x 15 foot, one story, poorly constructed building. Land is extra.

Peasant House 2GC 205 foot, 11/> story with cellar, land included.

Small Manor 50GC 2 story with full basement, land included.

Noble House 100GC 3 story with full basement, land included.

City Estate 250GC 3 story with full basement, size at least 2080 feet. Land included.

City Palace 1000GC Minimum cost, size at least 180 feet. Land included.

Country Estate 5000GC Large estate with a minimum of 500 acres of mixed land types and multiple buildings. Manor House at
least 12(x 80 feet.

Inn or Hotel x 300 Multipy factor times the cost of a night’s lodging. The result is the minimum amount that the owner will

accept or the minimum cost to build.

NOTE — If the Player wishes to purchase other buildings the referee will determine the cost based on the values given above.
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3 Economics and Equipment

Table 3.12Clothing Table

Item Cost  Weight Description

Tunic 1CC L Mid thigh length cloth shirt.

Jerkin 3CC ) Waist length leather shirt.

Cloak 4CC 1 Knee length cloth. Weighted if desired.

Robe 2CC Ly Ankle length cloth garment.

Cowl | 3CC ) Robe with Hood.

Cowl II 5CC 1 Cloak with Hood.

Pants 6CC 1 Waist to ankle cloth covering. Increase cost by 2CC for Leather.
Belt 1CC - Leather Strap for binding clothing around the waist.

Sandals 6BB L Leather covering for bottom of feet.

Boots 1sC 1 Covers from Mid-calf to bottom of feet. Leather.

Ornate Footwear 2GC 15 Finely crafted covering for feet.

Dress 5CC Ly Mid-calf to Angle length seath. Common garment for women.
Slave Silks 1SC - Revealing light garments worn by pleasure slaves, in the main.
Riding Tunic 5CC g Abbreviated Dress used when mounted.

Gloves 3CC - Hand covering in cloth. Double cost for leather. Triple for thick leather.
Cap 2BB - Cloth cap for head. Double cost for leather.

Hat 2CC - Full hat for head. Double cost for leather. Quadruple cost for fine materials.
Normal Cloth 1BB Yo Cost per yard of common fabric.

Fine Cloth 8BB 1ho Cost per yard of fine fabric.

Silk 1CC 110 Cost per yard of Silk.

Canvas 2BB L Cost per yard of canvas.

NOTE — The Clothing types above are general classes. The referee can vary all prices listed by a factor of 20 in either direction to reflect
material and quality of workmanship. (Round up).

EXAMPLE — A pair of cloth gloves can range from 2BB to 6SC in price.

Table 3.131 0dging and Entertainment Table

Location/ltem Lodging Cost Meal Cost Descriptions
Farmstead * * Common dwelling outside of city.
*If owner influenced to take you in, no charge. If not, no staying without conflict.

Roadside Hostel 1CC 3BB One night’s lodging in Common Room, 2 FP meal. Hostel’'s outside of cities on roads.
Cheap Inn 2CC 3BB City inn, poor district. Common Room lodging and 2 FP meal.
Good Inn 4CC 5BB City inn, poor or market district. Common Room lodging and 2 FP meal.
Fine Inn 2SC 2CC City inn, market district or noble area. Common Room lodging and 3 FP meal.
Private Room x2 - Lodging in Private room in above places, i.e. Private room in Cheap Inn is 4CC.
Fine Hotel 2GC 0 Meal cost is included with lodging. All lodging is in Private rooms.
Ship Meals 1CC 2FP meal from ship’s stores. Not paid if you provide your own food.
Beer 1BB 8 ounce mug.
Ale 1BB 8 ounce mug.
Cheap Wine 2BB 4 ounce Glass.
Good Wine 5BB 4 ounce Glass.
Fine Wine 1SC 4 ounce Glass.
Goideli Wine 2CC 2 ounce Glass.
Peska (Q)ccC 4 ounce Glass. (Q) = the quality of the Peska imbibed, i.e. 1-10.
Quarts x5 Beer and Ale.
x15 Wine.
x10 Peska. All come in container.
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3.2 Equipment

Table 3.14Travel Charges

Travel In/Past Cost  Description

Road Station 1CC Tariff levied per person or animal.

Caravan 1CC Paid per 10 miles travelled with the Caravan. All payment is in advance.
Merchant Ship 2CC Paid per 10 miles, food extra. Payment in advance.
Other Ship * As negotiated with the Captain.

Shipping Cargo 3SC Per animal transported.
1BB Per 10 Ibs of inanimate cargo transported.

NOTE — All travel charges are per individual. Animals larger than Horse sized will cost at least twice the amount listed.

Table 3.15Hirelings

Profession ~ Cost Minimum Avalil. Description

Soldier 2SC/month 80% Trained Soldier with random equipment

Bearer 1SC/month 100% Person for general service, no combat training. Includes teamsters, etc.
Magician 4GC/month 40% Trained in Wizardry, no combat training.

Specialist 2GC/month 75% Person trained in one of the Educational specialties. No other training.
Crier 1BB/day 100% Person to spread message in city.

Horseman 5SC/month 60% Trained soldier with random equipment and mount.

Messenger 1SC/10 miles 100-(Miles/10) Message carrier. Paid in advance.

NOTE — Per OCV-2 add 5CC to the cost above. For Magician, add 5SCMe&iL . If the hireling is to be taken out of the area in which he
is hired, the cost is doubled and 2 months pay must be paid in advance. Cost figures are a minimum. The actual pay must be negotiated. Us
the appropriate section of Book Three to determine full values for the hireling.

Table 3.16Slave Chart

Slave Type Cost Formula Descriptions

Fighting (OCVxDCV)+EL in SC A trained soldier who is trusted not to turn on his master.

Field (S+st)inCC General Labor. Either unskilled or untrustworthy slave.

House (I+App) in CC plus 1SC per skill. Ifthis is a Female slave, double the value determined. House servants are personal servants
or in the House staff.

Bondslave  Varies A person that sells himself to pay debts owed. Cost = the amount of the debt. Cost is
repaid at salary rate of person or 25GC per year, whichever is less.

Children x 1/ Slaves aged 1 to 16 years. Cagtof area. Training must be provided by purchaser

EXAMPLE — A fighting slave with arOCV of 7, DCV of 6 andEL of 4 will cost 46SC. A Pleasure slave, Agility 60 and Appearance 41,
would cost 303SC.

NOTE — As for hirelings, the referee must determine the actual characteristics. These are not known in detail to the purchaser, unless obvious.
The honesty of the Slaver will determine how close they are to the values that the person pays I@18o0llD6 for each characteristic.

Table 3.17Miscellaneous Items

Item Cost  Weight Description

Nails 3BB Y 20 small iron spikes.

Work Hammer 3CC 2 Took-1 WSB as Weapon.

Hatchet 1SC 1 Tool. Can be used as Throwing Axe withl WSB.

Pitchfork 4CC B/ Tool. Can be used as Spear witll WSB.

Hoe 5CC 11p Tool. Can be used as Axe withl WSB.

Pick 2SC 8 Tool. Can be used as Axe with\(BB.

Shovel 4CC 3 Tool. Can be used as Club withl WSB.

Other Tools \% \% As determined by the Referee.

Parchment 3BB - 10x 12 inch sheet for writing.

Parchment Scroll 1SC 14 10’ scroll with winding bar used for writing and documents.

Musical Instrument  V V Instruments of all types. Referee will vary price charged by type of instrument.

Quill 1BB - Writing implement.

Ink 1CC - One ounce in bottle. Used in writing.

Religious Symbols  1SC  Varies  Symbols of various aligned deities. Price can vary by a factor of 100 in either direction, i.e. 1BB to
100SC.
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3 Economics and Equipment

Table 3.18Magic and Special Goods

Item Type Cost  Weight Avail .* Description

Magic Weapon x100 x1 5% Magic form of Common weapon.

Elven Weapon x40 x 1/ 10% Elven, non-iron, weapon, common type.

Dwarf Weapon *x80 x1 10% Sword, Axe, Mace and Dagger forms only. High quality iron.

Magic Armor x 150 x1 5% Magic form of any Armor type.

Elven Armor x50 x1p 10% Non-iron, scale and chainmail only.

Dwarf Armor x100 x11/ 5% High quality iron, any armor type.

Paraphenalia 1GC Varies 20%(80%) Items of varying type, i.e. Staffs, wands, rings, goblets, maps. Price can vary
by a factor of 100.

Potions/Elixirs 2GC 1 30% Sixteen ounces. Various types of magical and non-human beverages and pow-
ders. All attributes determined by the Referee. Factor of 10 cost variation.

Book/Scroll 3GC 1 5%(40%) Contents of book up to referee. Can vary by a factor of 10 in cost.

Jewelry, Gems And Jewels

25%(100%) The Referee will determine the value using the Treasure section. The item’s

true value is unknown to the player unless he has the appropriate skills.

*Chance is that of finding someone who says he has the item desired and will sell it. The chance that is actually magical is 50%. If not, the
Character is being conned. The value in parentheses is for non-magical items with no special value in play.
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4 Experience

There are two types of Experience: 4.2.1 Other Gains: Magic
A) Combat Experience. 4.2.1.1 Expertise
B) Magic Experience.

Using the cases specified in 4.2, the expertise point gain in the
Combat Experience is only gained in Combat. spell used is:

Magic Experience is only gained through the successful use RS Target'sMDV x 2
Magic. B) Base Mana Cosk2

4.1 Combat Experience Gain 4.2.1.1.1 Failure When a spell is attempted, and fails, the
. . . magic-user receiveSNE expertise point in that spell. He does

Per Hit Point scored on an opponent, excluding any damar\%eE ; : X . . :
. : : receive magic experience or characteristic points from fail-

scored with a spell, the Character scoring the damage will re-

ceive the target'€DF in Combat Experience Points. €. . . . .
, , ) When abysmal failure occurs, the magic-user receives nothing
EXAMPLE — Ifthe CDF of atargetis 2, 7 hits are worth 14 Experienc

Points. if theCDF is 7, 7 hits are worth 49 Experience Points. for the spell. His failure is total and he learns nothing from it.

4.1.1 Other gains: Combat 4.2.1.2 Characteristic Points

4.1.1.1 Expertise Per 25 mggic experience ppiqts ggined, rqunded up, the r_nagic-
F h skl di bat i ic the Ch ¢ u?er receive®©NE characteristic point. Points that are gained
or each SKIlt used in combat, except magic, the tharacter Veﬂllough the use of magic mayoT be used to increase Strength,

recelvz the(?DlEtUme? TW.?hm Ex.pertllzse ;l)omts£h If the skil Agility or any unmodifiable characteristic. No characteristic
Is used against targets with varyiDF values, thedIGHEST points are gained due to failure or abysmal failure.

CDF value is used to determine the Expertise gain.

EXAMPLE — A Character fights a person with@GDF of 1. He re- .
ceives 2 Expertise Points in each skill used. If he figh®Dd of 1 and 4.3 Creature DIffICUlty Factor

aCDF of 3 he will receive 6 Expertise Points per skill used on both. The cDFE of an opponent equal$iPV /10)}+(MEL /2). Round
4.1.1.2 Characteristic Points up before adding the resulting values.

Per 50 Combat Experience Points that a Character gains in CB#AMPLE — A Troll, HPV 40, has &CDF of 4. A Wizard,HPV 28,
bat’ he may increase any modifiable characteristic by l. In deMEL 11, has &DF of 9. The total value of the Troll is 160 points. The

mining the number of points earned, round up. total value of the Wizard is 252.
EXAMPLE — A Character earns 124 Combat Experience Points. He ]
gains, 12450, 3 characteristic points. 4.4 Encounter Resolution

EXCEPTION — To earn any characteristic points, the Char- gy points are gained by a Character only if the encounter is

acter must earn at least 10 Combat Experience Points in the ro5q|ved successfully, from his viewpoint. For an encounter to
encounter. If the experience gained is less no characteristicy g ,ccessful. the opponent faced must be:

points are gained unless the opponent is defeated succesfully. .
See 4.4 in gaining them A) Killed.
oo ’ . B) Driven Away.

C) Captured.

} ) . ) Encounters that end with the Character being driven away yield
The number of magic experience points that are gained Whejy, of the Experience determined, rounded down. If he is cap-
a spell succeeds depend on the type of spell that is used. {igd he will receive 50% of the Experience determined, rounded
following rules apply: down. A Character receives no points if he is killed. All Experi-
A) Any spell used to inflict physical damage or that is used &fnce gains are per encounter or conflict. They are awarded at the
fensively to cause something to happen to another creatwitd of the encounteynD before the next encounter commences.

4.2 Magic Experience Gain

Victims’ MDV x(EL +2) No points of any kind are gained when the target affected is
B) Any other type of spell: not free to resist, i.e. he is bound, unconscious, etc. If magic is
Base Mana Cosk (EL 42) used, points are gained ignoring this restriction.

IMPORTANT — In all cases where multiple targets are af- EXCEPTION — If the Character is an Executioner he may
fected by a single spell, the magic-user gaines experienc€&n Expertise in this skill by attacking helpless targets.
points for the highest MDV that is affectedONLY . 4.4.1 Death Wounds

EXAMPLE — A fireball torches four menMDV 1, MDV 2, MDV 2 When the wound that is struck is sufficient to drive the victim

andMDV 4. It is anEL4 spell. The caster recieves points for af'fectinﬁ_ltO unconsciousness, or kill him, the person that scored the hit

aMDV of 4, Le. 24 magic experience points. ill receive his normal experience for the hit points scoos
. . wi ive hi Xperi it poi
NOTE — In all cases where the mathematics above is consig- P P

ered difficult, table 4.1 can be used to determine the amount OPerlence based on:
magic experience that is gained. Target's remaining HPV+(Target's DTV x(—1))
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4 Experience

Table 4.1:Magic Experience

Base Mana Cost or MDV

EL+2 1 2 3 4 5 6 7 8 9 10 15 20

2 2 4 6 8 10 12 14 16 18 20 30 40

3 3 6 9 12 15 18 21 24 27 30 45 60
4 4 8 12 16 20 24 28 32 36 40 60 80

5 5 10 15 20 25 30 35 40 45 50 75 100
6 6 12 18 24 30 36 42 48 54 60 90 120

7 7 14 21 28 35 42 49 56 63 70 105 140
8 8 16 24 32 40 48 56 64 72 80 120 160

9 9 18 27 36 45 54 63 72 81 90 135 180
10 10 20 30 40 50 60 70 80 90 100 150 200

Where theMDV value affected is not listed in this table, determine the experience gain by adding combi-
nations that equal that value on the +2 line that is appropriate.

Where the values differ, the points received will be the smaller

Table 4.3:Magic Experience Levels

of the two values.
EXAMPLE — Vlad scores a 37 point deadly hit on a wolf that has Point Point Point
5 hits remaining and ®TV of —3. Its CDF is 2. Vlad receives 16 MEL Total MEL Total MEL Total
experience for this blow. 0 0 8 2400 15 32000
When more than one person hits a creature in a phase where L 20 9 4000 16 42000
it becomes unconscious or is killed, all will receive experience 2 40 10 6000 17 54000
. e ! 3 80 11 9000 18 68000
points as specified above. 4 150 12 13000 19 84000
EXAMPLE — Vlad, Jaxom and Carroak all hit the same wolf on the 5 300 13 18000 20 100000
phasc of its death. They each receive 16 experience points, if the 6 600 14 24000 21+up +16000
points that they inflicted warrant at least that much. 7 1200 llevel

Where the creature being fought is operating on a berse
DTV, and it is into itsDTV on the phase that it is killed, only

- . . ) .2 needed.
the remainindTV x(—1) is considered to determine the points

ﬁ(XAMPLE — A Character with 80 to 149 magic experience points
IS MEL 3. To reachMEL 22, 132000 magic experience points are

that are gained from the killing blow.

EXAMPLE — Saryan fight a creature with-a6* DTV. On the phase 4.7 Restrictions
that he strikes the death blow, it is a2. He will, given aCDF of 3,
receive,—4x(—1)x3, 12 experience points.

4.5 Combat Experience Levels

Table 4.2 shows theoTAL combat experience points required to

reach each level.
Table 4.2:Combat Experience Levels

Point Point Point

CEL Total CEL Total CEL Total

0 0 8 3000 15 22000
1 40 9 4200 16 30000

2 100 10 5500 17 40000
3 250 11 7000 18 52000

4 450 12 9000 19 66000
5 750 13 12000 20 82000

6 1200 14 16000 21+up 420000

7 2000 /level

EXAMPLE — If a Character has 40 to 99EP his CEL is 1. To
reachCEL 22 122000CEP are required.

4.6 Magic Experience Levels

Table 4.3 shows theoTAL magic experience points that are re-

quired to reach each level:
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B)

C)

D)

E)

F)

A) Magic Experience Points may only be gained by trained

magic-users, Natural Magicians and Character's with a
castable Innate Power of some kind.

No Magic Experience Points are gained when using an item
or artifact that itself produces the spell without any mana
expenditure on the part of the user.

The Level increase as a result of a given encounter is unlim-
ited.

EXAMPLE — A Character has 47 Combat Experience Points.
He kills a Creature and gains 2%CEP. Hc will advance from
CEL1 to CEL 3 as a result of this victory.

No characteristic may be increased more than 10% of its
Current Ability rating as a result of a single encounter.
Round up in determining the Maximum Limit that applies.

EXAMPLE — If the Current Ability is 8, the characteristic can
be increased by 1. Ifitis 34, it can be increased by 4.

No more than 50% of the characteristic points earned in a
single encounter may be assigned to any one characteristic.
Round up in determining the Maximum Limit that applies.
EXAMPLE — If a Character earns 3 characteristic points, the
most that he may assign to one characteristic is 2. The other point
must be assigned to one of his other characteristics. If it cannot
be, it is lost.

Expertise Points gained that exceed a Character's current
maximumEL, are taken as either Combat or Magic Expe-
rience, whichever is applicable.



NOTE — Sections (4) and (5) above are entirely optional. Ig-
nore them if you so choose.

4.8 Training

Beyond the method specified previously, Characters can increase
any modifiable characteristic through training. Training is the
allocation of time specifically to the increase of a selected char-
acteristic. PerFouR days allocated, the selected characteristic
may be increased by 1. With an instructorREE days must be
allocated for this process.

The maximum number of points that can be gained through
training equals the Characterfdative Ability pLUS (his as-
signed multiplier times 2).

EXAMPLE — A Character has a native Ability of 16 in Strength. His
multiplier is 3. He may gain, 1:6(3x2), 22 points through training his
Strength. The time to do so without an instructor, for the maximum
increase possible, is 88 days.

For days of training to have the desired effect, all days required
to raise the characteristic by 1 point must be allocated within 2
weeks, i.e. within 14 days of the expenditure of the first day to
gain the point increase.

EXAMPLE — On Day 1 a half day is allocated to Stamina training.
Unless the remaining% days are allocated by the end of day 15, the
half day allocated is wasted.

NOTE — Training requires dedicated effort to succeed. Failure
to maintain the regimen selected is the same as not doing it at
all. In setting up a Character, Players may train & the cost
specified above, i.e. receive one characteristic point per two Ex-
pertise Points allocated. No time is expended when players train
at this time.

4.8 Training
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5 Problem Solving (Optional)

Problem solving is, specifically, the use of characteristics
and/or skills in the game environment to successfully perform
desired actions and eliminate potentially serious difficulties. factor. Those that require precise manipulation of an object

If this rule is used, the Referee will, based on the situatin, should also apply Dexterity.
determine chances of success that employ the characterisiiggility Agility reflects the Character's body sense and ability to
and/or skills of the Character. The sections that follow detail maneuver his body as a whole. Problems that require quick

and/or feet. Any action that requires quick, or precise, arm
or leg movements in its resolution should use Dexterity as a

a method for doing this.

5.1 Characteristic Use

Where characteristics are used to define the chance of solvi
problem, the Referee will determine:

A) Which characteristics apply to the problem.

B) The difficulty of the problem.

body movement, precise positioning of the body or other-
wise deft awareness of bodily position should use Agility
as a factor.

. Intelligence Intelligence is the mental power of the Character.
ng a : : . . X
Problems that require logical analysis, rational judgement

or a calculated response should require Intelligence as a fac-
tor in their solution.

Will The Character’s mental toughness. Problems that require

Based on the difficulty of the problem and the number of charac-  tenacious, stubborn or resolute response should require Will
teristics that are involved, the Referee will assighn an appropriate as a factor in their solution. Also, those problems that re-

multiplier or divisor. Table 5.1 should be used for this purpose.

Table 5.1:Multipliers for Problem Solving

Number of Characteristics

Difficulty of the Problem One Two Three
Easy x3 X2 x1
Moderate x2 x1 2
Difficult x1 2 13
Very Difficult 2 13 /4
Impossible /3 14 /5

x =times /=divided by

IMPORTANT — In all divisions above, round down. All rolls
are taken with D100. If the chance is 100 or higher, success is
automatic for that Character. Where the Referee considers
the task to be impossible, the divisor listed is theviNIMUM
divisor that he must apply. A divisor up to twice that listed

may be applied if he chooses to do so. In all cases, the Referee

quire that the Character resist intimidation, on either a phys-
ical of mental level, should use Will as a factor.

Eloquence Eloquence rates the Character's mental dexterity.

Essentially, it can be viwed as his ability to think quickly.
Problems that require a Character to be convincint in inter-
personal relations, think quickly in any situation or other-
wise respond with mental rapidity should require Eloquence
as a factor in their solution.

Empathy Empathy reflects the Character’s ability to understand

the persons or things that he encounters, with or without
precise knowledge, on an intuitive basis. It should be ap-
plied in cases where the Character is dealing with an un-
known, trying to deal with a surprise of some kind, at-

tempting to relate to other creatures or in any other situa-
tion where a quick intuitive understanding of a problem is

beneficial.

Constitution Constitution rates the physical health of the Char-

acter. In situations where the Character’s health can influ-
ence his chance of survival, Consititution may be applied.

will determine whether Partial Success is appropriate for the Appearance The physica] beauty of the Character. In interper-

action attempted. Unless he specifies that it is, the action ei-
ther succeeds or fails. No Partial Success applies.

5.1.1 Characteristic Applicability

sonal relations where a Character’s beauty is a beneficial
factor, Appearance may be used.

EXAMPLE — A Character is being tortured. He does not want to

Based on his impression of what attributes are tested by a gitf@Pond to the Executioner's questions in any way. Will is used to de-
problem, the Referee chooses the characteristics that are us&J e his chance. Atthe Referee’s discretion Stamina may be used as

solve a problem. The basic descriptions below, in record sh&& _ . .
In another situation, a Character decides that he wants to jump from

his Charging horse and tackle someone. The jump will require Agility.

order, may be used to guide this choice.

Strength Strength is a rating of the Character's physical powéfhe tackle will require Strength and Dexterity. The Referee may also
All problems that must be overpowered, physically movegquire Empathy or Intelligence to determine if the Character picks the
or that entail vigorous, powerful action should use Strengibht time to start his leap and/or guesses where his target will be cor-

as a factor.

rectly. If he misses, Dexterity will determine his chance of flipping

Stamina Stamina is the physical toughness and staying povaspund and landing on his feet.

of the individual. Any action that requires that the Charac-

ter maintain a level of activity over a period of time, resi? 2 Skill Use
th-

fatigue associated with the performance of action or o

erwise respond with a physically stubborn tenacity sholldhere a given skill that has been learned applies to an action

require Stamina as a factor.

that a Character attempts, it may be used in Problem Solving.

Dexterity Dexterity is the Character’s ability to rapidly maneu¥he chance of success, based on the Referee’s estimation of the
ver his limbs and perform precise actions with his handsficulty of the problem, is determined by table 5.2.
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5 Problem Solving (Optional)

Table 5.2:Multipliers for Skill Use Table 5.3:CDF for Problem Solving

Skill Type Difficulty of the Problem CDF
Difficulty of the Problem  “or 80"  Other* Easy 1
Easy X2 %20 Moderate 2
Moderate x1 x10 Difficult 4
Difficult 2 x5 Very Difficult 6
Very Difficult 13 x3 Impossible 10
Impossible 14 x1

OPTIONAL — Instead of using the basic gain of one characteristic

EXAMPLE — A barbarian wants to track an unskilled man that isoint, the gain can be based on table 5.4.
trekking through the barbarian’s lands. This is easy. Trecking
EL x20is his chance of success.

A thief wants to trail an experienced assassin through the city that the
thief has just entered. This is very difficult. ThReailing EL divided
by 3is his chance of success.

Table 5.4:Characteristics and Skill Gains

Difficulty of the Problem  Gain

Easy 0

. . . . Moderate 1

5.3 Characteristic and Skill Combinations Difficult >

In certain situations, the Referee will determine that both char- l\/ery Difg‘l:“'t i
acteristics and a skill apply to a given problem. When this is the mpossible

case, the value of the skill, after multiplication or division for

difficulty in section 5.2, is used as a characteristic in section ShpoRTANT — The gain listed in table 5.4 is the total number
EXAMPLE — In the case above, where a thief attempts to trail an asf-characteristic points that are earned by the Character. Points
sassin, the Referee can specify that Empathy and Trailing skill applyt@ only earned for success. They are applied to any characteristic
this very difficult problem. The thief has an Empathy of 42 and Trailinat was used in solving the problem. They may not increase any
of 75, (42+-(75/3))/2 yields a 33% chance of success. characteristic above its Maximum Ability.

IMPORTANT — No characteristic that is one of those used EXAMPLE — A very difficult problem uses Agility and Empathy. The
in the maximum EL formula for the skill being used should Character’s Current and Maximum Empathy is 36. His Current Agility
be added into the problem as an influencing factor (Its weight is 27 while his Maximum Agility is 44. In this case, no points can be

is already part of the skill training). applied to Empathy as it is at its Maximum. All three points that are
gained are applied to Agility, which now has a Current Ability of 30.
5.4 Restrictions NOTE — This Problem Solving system provides a framework

. - . . for the Referee. It is not an exact system. The active ingredient
The following restrictions should be used in using the PrObletWat will make it work, or fail, in your campaign is the rational

Solving system: . . .
. logical deliberations of your Referee when he chooses to apply
A) No more tharrHREE characteristics should be used for any “This is its driving force.
one problem.
B) No more than one skill should be applied to any one prob-
lem.
C) Where both characteristics and a skill are applied, no more
than three factors should be applied, i.e. the skill applies
as a characteristic towards the limit of three specified in 1
above.
D) Any success chance, for solving any problem, of 100 or
highter indicates automatic success. Any result of zero or
less is automatic failure.
E) Where skills are used to solve a problem that involves an-
other entity, and that entity has the skill that the Referee
chooses to apply, the entities skill may be used to reduce
the chance that the Character succeeds in the action. Use of
non-player skill in this way is not mandatory.

5.5 Characteristic and Skill Gains

Each time that a problem is solved succesfully, the Character
is enhanced by his success. For characteristics, success yields
ONE characteristic point in one of the characteristics that was
used. For skills, success yields the normal expertise gain that is
specified in section 2.2.2. If the skill that the Referee chooses to
apply is a Combat Skill, th€DF that is used is as listed in table
5.3.
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6 Language and Cultural Variation

In this book, a detailed Language skill is provided. For th&2.2.4 Ced

skill to Operate there must be Languages that can be used. Th@ed, Aratad, E'lici and Salagi. Associated tongues are Irava,

Referee may create his own or use those listed in the sectiQighese, Zarunese and Shazir.

that follow. The Human languages listed in 6.2 are an example

of the linguistic groups that could exist in an area of about 66c2-2.5 Cerulean

square miles. You may place them on your map as you see fiCerulean, Patani* and Dallazi*. Associated tongues are Dhal-
rani, Balas* Dechan, Bhamoti and Rogizini. The desert tribes

6.1 Supernatural Languages of western L'p’'nth also borrow extensively from the Cerulean

The languages listed in table 6.1 are spoken by supernatlljargguage'
forces and non-human races, See Book Two for optional rug8.2.6 Fomorian

that may apply if these languages are used. Fomorian, Shandar*, Kolari* and Goidanese*. An associated

language, borrowing from Goidanese*, is Armani.
6.2 Human Tongues
6.2.2.7 Iravan

6.2.1 General Rules .
Irava and Xianese.

A) All civilized tongues have a written form that can be

learned. It is generally used in conducting commerd®2.2.8 Kakana

recording events and for offial purposesJs(ially only 5 Kakana*, Ghazai*, Kalem* and Timbaza*. In the recent past

to 30% of a population will be literaje the 1zza* have borrowed heavily from this group, especially for
B) Barbarian tongues will only have a spoken form to herms dealing with drugs, slavery, torture, etc.

learned. Any writing that the people may have will be mag- .

ically significant to them. As such, it is not taught to th82-2:9 Kameri

general public for any reason. Kameri*, Assiran*, No'reas* and Soreas*. Valhani*, Omava*,

L . Dirlla, Kazi*, Djani and Zen'dali* borrow from various members
6.2.2 Linguistic Families :
of this group.

There are twenty-one linguistic groups. Group members marked

with an asterisk are Barbarian tongues. The others are civiliz8®-2-10 Katai

Where “associated tongues” are listed, these tongues are congitlai, Chunai, Bayan and L'p'nth. The Sarghut* borrow cer-
ered to be related, through borrowing, thogh they are actuahyn phrases from this group. The Fomorian dialect of the King-
members of a different linguistic group. In most cases, the presm of the East has also adopted many words from this linguistic
ence of associated tongues is a result of conquest by a mengbenp. Somme KlI’'maun dialects are associated with Bayan.

of the linguistic group they are listed under. You will also fin .

certain tongues listed after the group members that borrow frgrﬁ'z'll Korchi

one or more member tongues but are not associated. In tH&@ighi, Dirlla and Trean. Associated tongues are Fomorian,
cases, the player who knows languages in the group may be @i and Goidanese*. The Fierazi No'reas* dialect, especially
to pick up key words and phrases used in the listed languagetbat used by the Nethagen, has begun to borrow extensively from
cause they are local corruptions of words that are native to H#ig Korchi language in the recent past.

language. The various linguistic groups are: 6.2.2.12 Lemasan

6.2.2.1 Armani Lemasan, Matan, Taolisan and Dawanese. Associated tongues
No western tongue is related to Armani. It borrows fromre the “Eastern Tongues” and Robari*.

Goidanese. Accordlpg t'o some Gmdangse scholars, who M85 13 Nordian

aged to learn Armani, it is closer to EIf Sidh than to any human™""""" . o .

tongue. In fact, Armani is related to Elf Sidh, Faerry Sidh and tRgan!, Ghlam,*, Valhani an(,j Novarischi. Associated tongues are
Tongue of the Sidh. Itis a corruption of those languages (it ddgsiran*, No'reas* and So'reas*.

not have any of the magical significance of the Sidh tongues)g 2 2 14 Nylasa

6.2.2.2 Bhamoti Nylasa*, Izza* and Mopazi*. The Fomorian dialect of Port Do-

Bhamoti, Rizeeli*, Balas* and L'p’'nth’s Desert tongue**. man borrows from this linguistic group.
’f*Use of th|§ tongue has been outlawed in L'p’nth for Cens 5 2 15 Ro’bab
turies. It survives as a secret tongue, most commonly used by

bandits, rebels and assassins in Up'nth. The penalty for speBf-Pabzan* and Shurani*.  Associated tongues are Kiraza and

ing this tongue in public is death by slow torture. the old tongue of K'lza’babwe**. _
**Under the Lorcan emperors the old tongue is out of favor.

6.2.2.3 Caldan Ro’babzan has been the official langueage of the nation since the
Caldan and Kazi*. Speakers of the Fierazi tongues* borrow cegign of Ali Lorca. The old tongue is still used extensively in the
tain words (especially commercial terms) from Caldan. city by the noble and merchant classes.
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6 Language and Cultural Variation

Table 6.1:Supernatural Language Table

Language Alignment  Speakers

Tongue of the Abyss Chaos Lalassu, (Beasts of Chaos), (Endukuggu and Nindukuggu)

Animal Tongues None A single animal species, Tonah, Vily

Tongue of the Blasted Sou Chaos Soul Daivas

Tongue of Darkness Chaos Scorpion Women, Heliophobic Demons, (Kekoni), (Dark’ Serpent)

Tongue of the Dead Chaos The Dead

Tongue of Death Chaos Alal, Disease Demons, Lammashta, Harab Serapel, Heliophobic Demons, Lalassu

Tongue of the Desert Chaos Scorpion People, (Desert Lions), (Scorpion Beasts)

Tongue of Dvalin Elder Dwarfs, Norggen

Dwarf Elder Elder Dwarfs

Tongue of the Earth Elder (Barguest), Earth Elementals, Jinn, Peri

The Elder Tongue Elder Dryad, Hamadryad, Centaurs, Satyrs, Jinn, Peri

Tohgue of Elder Fire Elder (Barguest), Fire Elementals, Elder Dragons, Jinn, Peri, (Mushrussu)

Elder Water Tongue Elder Water Elementals, Asrai, (Water animals)

Elf Sidh Elder (Barguest), (Cu Sith), (Fay Horse), Elf, Alfar, Searbhani, Faerry

Faerry Sidh Elder (Cu Sith), Faerry, EIf, Alfar, Cait Sith, Baobhan Sith, Sprite, Searbhani

Tongue of Fiery Chaos Chaos Fiery Spirit, Subterranean Demon, Chaos Dragon

Giant Tongue Elder (Barguest), Intelligent Giants

Goblin Elder (Barguest), Goblins

Great Ape Elder Great Apes

Tongue of Hecate Chaos Edimmu, Ghosts, (Hellhounds), (Barguest)

Tongue of the Jinn Elder Ifreet, Jinn, Peri

Kotothi Tongue Elder (Bargues), (Chimeara), (Cu Sidhe), (Great Ape), Chimana, Daoine Sidhe, Great Serpent, Baobhan
Sith, Athach, Forest and Hill Giants, Intelligent Giants, Minotaur, Sprite, Elite Troll

Tongue of Lawful Fire Law (Angels of Fury), Amaliel, Mushrussu, Hafaza, Kerubim, (Vereghina), (Flaming Steed), Law
Dragon

Tongue of Light Law Ahura, Kerubim, Maskela

Lilith’s Command Chaos Immortal Akhkharu, Vampire, (Lamia)

The Primal Tongue Balance Zehani Wolf, Asaghi, (Bouba), Chimana, Balance Dragon, Merkabah, (Molani), Zehani

Tongue of the Sidh Elder (Barguest), (Cu Sith), Daoine Sidhe, Elf, Alfar, Faerry, Afanc, Asrai, Peist, (Fay Horse), Searbhani,
(Sidh Boar)

Tongue of Shadow Shadow Shadow Fox, Shadow Beast, Kiana’'Shan, (Shadow Warriors)

Tonah Tongue Elder (Barguest), Tonah, Shamanic Dragon, (All wild animals)

Troll Tongue Elder Elite Goblin, Elite Troll, Rock Troll, Wood Troll, Trold Folk, Grundwergen, (Common Troll)

Tongue of the Wind Elder Air Elemental, Jinn, Peri

Tongue of Young Chaos Chaos Decay Demon, Disease Demon, Heliophobic Demon, Nergali, Storm Demon, Wyrm, Subterranear

Demon, Terrestrial Demon, Chaos Dragon
IMPORTANT — In table 6.1 unparenthesized speakers are those races that actuallgpeAk the tongue. Any speaker that is in paren-
theses is capable of understanding the tongue if it is spoken to him. They do not, as a rule, speak the tongue themselves.

6.2.2.16 Robari 6.2.2.21 Thaliban

Robari is the only member of this group. They borrow fromhaliban, Thaban*, Zen'dali, Portan, Ba’Ru, Marentian,

Matan and take a few words from Sair'a’cili. Donaran and Zarunese. Associated tongues are Salaqi, E'liciand
Xianese.

6.2.2.17 Rogizini

Rogizini, Gomese, Climan, Dechan, Kiraza, Shazir, SairKacili o )
and Saira’cili*. 6.3 Cultural Variation (Optional)

6.2.2.18 Rhuskan Eac_h _cuItL_Jre in the_ Cult_ur(_e book has height, weight and other
) ) statistics listed for it. This information may be used to add fla-

Rhuselska*, Yapanza*, KI'maun*, Djakschi* and Omava*. Thgor to your game and modify Characters to fit the culture that is

Kameri* borrow some terms from Omava*. chosen for them, if such a choice is allowed. The basic ways that

this can be done are described in the following sections.
6.2.2.19 Sarghut

Sarghut and Helva. Helva is spoken by the Helva and the Hu3.1 Weapons

magi. Few languages borrow anything from this tongue. The Referee may insist that a Character’s first weapon skill be

one of those that is favored by his culture. Thus, if he is a Portan,
6.2.2.20 Teosan his first weapon, and the one that a Skilled Master can train him
Teosan and Dhalrani. The Cerulean tongue borrows from DHalif he gets that Special Event, must be a dagger form, clubs or
rani. the sword.
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6.3.2 Armor

Each barbarian nation has specific armor preferences listed for it.
The Referee may compel Players to abide by these preferences in
purchasing their Character’s initial equipment. Thus, a Character
from a nation that dislikes helmets and doesn’t use shields may
not start with a helmet, shield or any shield skill. If his nation’s
only preferred armor is leather, and he wishes to have armor, he
will have leather armor. There are other examples of reasonable
limitations that can be applied. How they are, if at all, is up to
the Referee.

6.3.3 Height

Different peoples have different average heights. In the basic
system, the average height of a male character is 70". The fe-
male average is 63". Characters from specific cultures may use
the height statistics from that culture to modify their determined
height pr they may pick a culture based on the height that they
roll, a second option

IMPORTANT — The height figures given in the Culture
Book are the averageMALE heights for the culture. The av-
erage female height can be determined as follows:

A) Where the male height is 66" or more the average fe-
male height is 10% less, rounded up.

EXAMPLE — The average Ro’babzan city-man is 76" tall.
The average woman has a height of 69".

B) Where the male height is less than 66" the average
female height is 5% less, rounded up.
EXAMPLE — The average male height in Katai is 64". The
average female height is 61".
To modify a Character’s height to take account of this factor,
the following procedure should be used:

A) Subtract the average height in the basic system, 70" for
males and 63" for females, from the cultural average for
the culture the Character belongs to.

B) Divide the difference byrwo and round to the highest
whole number value, i.e. 4.5 becomes-54.5 becomes
—b5.

C) ADD the result to the Character’s determined height. The
result is the Character’s actual height.

IMPORTANT — Use the system for determining weight as
normal once the actual height is determined.

EXAMPLE — Your Character is a swordsman of Katai. His deter-
mined height is 68". His actual height, 6§64—70)/2), is 65". Char-
acters are given an advantage in this because they are exceptional hu-
mans and are more likely to be large

IMPORTANT — Changes in height from the system above

do NoOT affect any of the Character’s Native Ability scores.

He will retain the values determined by his rolls.

6.3 Cultural Variation (Optional)
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BOOK TWO

The Combat and Magic Book

This book contains all of the rules necessary to resolve
Combat. The basic combat system uses a comparison table.
The Characteristics and Abilities of the Character involved are
an important factor that, to a large degree, determines what
the result of conflict will be.

The Magic Rules contained in this book allow Players to
create and use magic-using Characterss The Basic Magic
System, all factors of a magic-user’s education and a detailed
description of the basic spells are all included in this book.

The primary factors that influence Magic are the MEL and
EL of the magic-user and the MDYV of the target. Other factors

may be applied by the Referee as he sees fit. Rules for doing so
will be found in this book.

Finally, the book contains the basic operating parameters
for the Innate Magics that Characters can use as a result of ad-
vantageous Special Attributes. Use of these skills will require
that the Referee fairly ejudicate the potentials of the power
when it is derived in this way.

Other factors that can influence the use of Combat and
Magic can be found in Books Three and Four. Be sure that
you have determined all of the factors that apply from Book
One before using these rules.
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1 Combat

The Combat Values that were determined for each Charadiable Explanation

are the basic values that are used in Combat. Creature The factor is added to the creature’s attack roll.

Either The factor is subtracted from the user’s attack roll or
added to his opponent’s attack roll.

Increase The damage inflicted is increased by this factor.

To determine the line that you will roll when you attack anoth&fone The factor has no effectin this area.
person or creature, subtract the defend@@y/ from yourOCV. Opponent The factor is added to the opponent’s roll.

The result is the line on the Combat Table that you will roll onReduce The factor is subtracted from the hit points that are
scored on the user by an attacker.

1.1 Combat Positioning

EXAMPLE — If a Character with a®CV of 7 attacks a creature with
DCV of 9, he roll the-2 line.
abiVors, herols onfhe-c1ine 1.3 Damage Classes

1.3.1 Deadly Hit

1.2 Combat Modifiers A Deadly Hit will score2D100R 1D10+(SB)D1Q whichever is

. . . reater. To this valuaVSB andEL are added.
When the lines that will be used have been determined, the 10]- .
lowing factors are used to modify the roll of the attacker or dez(AMPLE — If Vlad Stonehand,SB+4, EL11 in Bastard Sword,
fender: scores a Deadly hit with his Bastard Sword, he will 8010+12 hit

points damage. He could kill a Giant withNE blow if he is lucky.
A) Weapon Expertise— A weapon user may subtract & A hit is Deadly if the roll, after all modifiers have been applied,

from his own rollor add it to his opponent's roll. He musts |ess than or equal to the number listed on the Deadly Hit line
specify which tactic he is using. If he does not do so, it i§ the Combat Table.

assumed that he is fighting offensively, i.e. adding it to his )
attack roll. 1.3.2 Severe Hit
B) Natural Weapon Index — Certain creatures have a listed he damage inflicted by a severe hit is determined, depend. ing
bonus for potent natural weapons that are part of their phgé-the attributes of the attacker, using the cases below:
iology. This bonus, as it applies, is added to their roll whe®\) The attacker possesses natural weapons*:

they attack. It does not apply if the creature is using a 1D10+SB or ZERO, whichever is higher
weapon. _ _ _ B) The attacker is unarmed and without natural weapons:
C) Shield Expertise— A shield user may add hiL, up to 1D6+SB**

the AV of his shield, to the roll of any attacker. Shield ex-

pertise only has value defensively. C) The attacker is armed with a weapon:

1D10+SB+WSBH(EL /2, round up)

1.2.1 Damage Modifiers *An attacker is considered to have natural weapons Nkl
The following factors increase or decrease the damage suffetegcified for itiszEro or higher. _
in Combat: **|f the attacker has hand-to-hand skill, tig. /2 rounded up

. is added to the damage that is scored.
A) Strength Bonus— Add the attacker'$B to the number of EXAMPLE — A troll, +3SB, fights an unarmed Saryan of Kamen,

hits that he Scorgs in Combat. ) +2SB, EL6 Hand-to-Hand. Both score Severe Hits. The troll scores
B) Weapon Expertise— On Severe Hits, th&L/2 rounded 1p10.3 hit points. Saryan scord6+2+(6,/2) hit points.
up is added to the damage scored. On Deadly hits add {héa?’ Hit
3. i

EL to the damage scored.
C) Armor — TheAV of a suit of armor is subtracted from theé? hit result scores damage as specified in the cases below:
damage scored on the wearer. A) The attacker possesses natural weapons*:
D) Weapon Strength— The WSB of a weapon is applied as 1D6+SB
for (A) above if the Character is strong enough to use it angy The attacker is unarmed and without natural weapon:

hasI the neceﬁsary s:fill. | . o | ; 1D3+(SB/2, round down)**
E) He mets.—T eAV of Helmets is applied on all Severe an C) The attacker is armed with a weapon:
Deadly hits scored on the wearer. 1D6+SBAWSB
F) Shields— When a Shield Hit is scored, t¥ of the shield 6+SB+

is the number of hits that the shield will block. If the valueSee the first note in 1.3.2. _ _ N
is exceeded, the shield is destroyed. If 50% of the value,”If the attacker has hand-to-hand skill, B is not divided

rounded down, or more is inflicted tA is reduced by 1. @S Specified above.
(See Shield Experlise). 1.3.4 Shield Hit

Table 1.2 lists every normal factor that applies as a modifierthe blow strikes the shield of the defender. If he has a shield,
the attack roll or the damage scored by a hit. Magical factors tidilocks the damage. Roll damage as fot1a. If the defender
may apply are covered in later sections of this book. does not have a shield, treat this asia.



1 Combat

Table 1.1:The Combat Table

Table 1.2:Combat Modifier Table

Roll Damage
Base Deadly Severe Shield Factor - Mgdmer Modifier
. . - . . . Weapon expertise Either Increase
Line Hit Hit Hit Hit Miss - -
—50+ =0 905 41003 04—15 16-100 Shield expertise Opponent  Reduce
Shield None Reduce
-19 -9 -8to—4 -3to04 05-16 17-100
Armor None Reduce
=18 =g —7t0-3 —-2to05 06-17 18-100 Helmet None Reduce*
71; 73 7; :0 7? I)lttooc;G (;)87 _11;3 2391%)80 Weapon Strength None Increase
_15 _7 - 6? _0 Olct) 08 0; 20 2_1 100 Natural Weapon Creature  None
:14 :6 :5 t(fOl o0 t(())09 10__22 23_1_00 Strength Bonus None Increase
13 _6 51002 031010 11-24 25-100 *Applies on Deadly and Severe hits only.
—12 -5 —4t003 04toll 12-26 27-100
-11 -5 —4t004 05t012 13-28 29-100 ) ]
10 _4 _3t005 06t013 14-30 31-100 Table 1.3:Situation Table
-9 —4 —3to 06 07to15 16-32 33-100 Situati Effect
-8 -3 21006 071016 17-34 35-100 2 SO0 -
7 3 _2t007 08to18 19-36 37-100 'dnting more tharoNE -
-6 2 _1t007 08t019 20-38 39-100  °oPPonent
_5 ) 11008 09t020 21-40 41-100 Defender is unable to move* -20
_a 1 0to 08 091021 22-42 43-100 Defender is ambushed, taken -15
_3 1 0to0 09 101022 23-44 45-100 from the rear or unaware of the
—2 1 0t009 10t023 24-46 47-100  atackert .
1 0 01to 10 111024 25-48 49-100 pefender is not fully conscious, -20
ZERO 0 011010 11t025 26-50 51-100 '€ drugged asieep,
1 0 0ltoll 12to26 27-52 53-100 R
12 01 02t012 131028 29-54 55-100 Defender is taken from the flanl -10
13 o1 020 12 131029 30-56 57-100 Mounted Attack See Mounted Combat and
+4 0L 021013 14(031 3258 5100 . . Horse”;a”Sh'p'
+5 02  03tol4 15t032 33-60 61-100 Attackirom above o :
16 02 03t014 15t034 35-62 63-100 Defender is Small +3 per p0|nt.below 4 |r0CV.'
+7 02 03t015 16t036 37-64 65-100 (For H“m"".“o'g flormgr 2 per hit
+8 03 04t016 17t037 38-66 67-100 - point below 8),
49 03 0410 16 17t039 40-68 69-100 *When the Defender is in this position any Deadly Hit is fatal, Severe
410 03 04t017 181040 41-70 71-100 Hits are Deadly, Hits are Severe and Shield Hits are Hits.
111 04 05 to 18 19t0 42 43-72 73-100 **Modifier used by the forces that outnumber the person attacked.
+12 04 05t018 19to43 44-74 75-100
+13 04 05to0 19 20to45 46-76 77-100 )
+14 05 06020 21to47 48-78 79-100 1.3.5 Miss
+15 05 061020 21t048 49-80 81-100 No damage is scored on the target.
+16 05 06to21 22to50 51-81 82-100
+17 06 07t022 23to51 52-82 83-100 1.3.6 Subdual Damage (Optional)
+ig %2 %77%2223 22;(;0524 545_58%4 84;;02 0 If this option is used, Players may choose to strike with the in-
120* 07 081024 251056 57_8_5 86_160 tention of rendering the opponent unconscious instead of killing

him. When this form of attack is selected, the following rules
will apply:
1.3.6.1 General Rules

Any damage scored on the target is taken as subdual damage.
When the total number of subdual points is equal to, or greater
than, the target’siPV, the target is unconcious or otherwise ren-

*Any result with a base line less thar20 is rolled on the-20 line.
This is the worst possible chance. Any result greater thaf is
rolled on the+20 line. This is the best possible chance.
IMPORTANT — When +20 is exceeded, the attacker will sub-
tract the difference between the two linesiF the roll, after all
other modifiers, is an 85 or less. If it is an 86 or higher, the line
difference is ignored.

EXAMPLE — A large mountain giantOCV40, attacks Dragon dered helpless. .

the black,DCV5. the giant is on linet-35 offensively. On his first When hgnd-to-hand tactics, weapons that do not have the.po-
attack, after all modifiers, his roll is an 88. He misses. Dragon cont€ntial of killing or edged weapons that strike flat are used to in-
tinues the fight. The giant's next roll is a 31 after all other modifiers.flict the subdual damag@0% of the damage inflicted, rounded

He subtracts 15 yielding an actual roll of 16. Thus, a severe bit islown, is taken as actual physical damage by the target.

scored. When weapons that have no flat and edge sides, i.e. maces,
NOTE — As a player, if your character finds himself fighting a crea- staffs, etc, are used in subduing a targ&fo of the damage that

ture whose offensive line against you is in excess2, combat is  is inflicted, rounded down, is taken as physical damage.

definitelyNOT the best solution. Feets don't fail me now ... EXCEPTION — If such a weapon is specifically designed for

subduing enemies, and not intended as a killing weapon in
battle, it will always score subdual damage when it is used



1.4 Missile Fire

AND 20% of the damage inflicted, rounded up, will be the 1.4.1 The Missile Table
actual physical damage. Table 1.4 is used to determine the Line that will be used when a
weapon is fired, thrown, etc.

The numerical values listed in the table, except for Base
ge, indicate the Line that is used on the Combat Table. The

1.3.6.2 One Blow Unconsciousness

Any single blow that inflicts actual physical damage when it hi
has a chance to drive the person hit into unconsciousness, reg@? ~column indicates what mav or mav not be emploved at ex-
less of theHPV that the target has remaining. The chance, Sta&?erﬁe range y y ploy

as a percentage of théPV, equals: ge.

(Total Subdual Damaget-Actual Damage)/HPV

This fraction is converted to a percentage, rounding down. This

Table 1.4:Missile Table

Range Fraction

percentage, minus the Stamina of the victim, is the percentagésapon Point Base
chance that that punch will knock the person out. Used Blank Short Med. Long Ext. Range
EXAMPLE — In a hand-to-hand battle, one participant misses and t. /Arbalest +15  +8 -2 -12 Yes 24
other hits him for two points. He cannot be knocked out by this blow buP°!2s +10 -1 13 -20 No 4~
does take two points of subdual damage. In the next phase, the vic .Bow : +11 +4 -6 —-18 Yes 20
is hit again, for thirteen points. This blow does two points of physicaf-°MPOSite +14  +7 -3 -14 Yes 25
damage and thirteen subdual. It can also knock the victim out. THROW .
chance, given aHIPV of 24 and Stamina of 30, is {213+2),/24, 70%, = Handle Sling +3 9 -4 -17 Yes 18%
70%—30=a 40% chance. Heavy +12 +6 -3 -16 Yes 20
oL . Crossbow
I_IVIPORTANT — If the victim is nqt knocked out he carries = javelin 45 1 7  _16 No *
fifteen points of subdual damage into the next round. Actual | jght +9 +5 6 -20 Yes 18
damage applies only towards knockouts in the subdual sys- cCrossbow
tem, unless the actual damage scored is sufficient to kill the Light Lance +8 -2 -10 -20 No 3+
victim — in which case it will. No target that is taken un-  Long Bow +12  +8 0 —10  Yes 30
aware when subdual is attempted may subtract his Stamina = Other Dagger +5 -3 15 -20 No 4*
from his chance of being knocked out. Use the determined OtherThrown — +4 -4 -14 20 No  4*
percentage without modification. Weapons
Repeating +7 +1 -8 —-18 No 16
1.3.6.3 Duration of Unconsciousness Crossbow
A person that is knocked out will remain unconscious for: Sling +4 +6 -6 19 Yes 12¢
Spear +6 0 -9 —20 No 6*
(100-Stamina)+(Actual Damagex 10) turns Throwing Axe +6 -2 -10 -20 No 5*
Throwing +8 0 —-12 -20 No Bag
EXAMPLE — If the victim above is knocked out, he will remain un- Dagger

conscious for, (10830)+(2x2), 74 turns, i.e. nearly fifteen minutes.

IMPORTANT — Regardless of the result of this formula, the
MINIMUM number of turns that a person will remain uncon-
scious if he is knocked out equals:

10-StB turns

If the result of the main formula is negative, the formula
above should be used.

1

*Range = Base Range + the throwe8B in hexes.
**Range = Base Range + (the throwe8/2, rounded down) in
hexes.

NOTE — If the divisions in section 1.4.1.1 are too time-consuming
or difficult, table 1.5 can be used to determine the ranges that apply
for missile weapons.

.4.1.1 The Range Fractions

NOTE — If the subdual attack is not being used to knock the

victim out, but to subdue him in another way the turns det&-
mined above, are the number of turns that pass before the victim
can take any action against his subduers. During this period,
the Players must specify the means that they are using to maj

tain their control. If the Referee considers these methods in

oint Blank Point Blank Range applies when the weapon is
fired within 10% of its Base Range, rounded down. If the
result is zero, the firer must be in the same hex, within 1",
_ of his target.

10rt When the weapon is fired from 10 to 25% of its Base

equate, or useless, he may modify the duration of the subdual Range, rounded down, itis at Short Range. If the value is

accordingly.
the decision of the Referee is final.

1.4 Missile Fire

In all cases where this form of attack is allowed . :
Med Medium range applies from 25 to 50% of the stated Base

zero, the Short Range line is used instead of Point Blank.

Range, rounded up.

Long Long Range applies from 50 to 100% of the stated Base

Range.

A Missile, specifically, is any object that is projected at a targékt Extreme Range applies if¥es is found for the weapon in

from a distance. In this game, albN-MAGICAL projectiles of
any kind are Missiles.

the Ext. column of the Missile Table. Any weapon that can
be fired at Extreme Range can be fired at updwBLE the

Missile Fire is resolved using the Combat Table. The Line Base Range specified for it. (If the Base Range is 25, it can
that the firer will use is determined by the Range and the weapon be fired at a range of 50). Per additional hex, inch, that the

that he is using. The roll is modified by the fireE& and other
factors.

weapon is firechDD ONE to your roll on the Combat Table
using the line specified for Long Range.
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EXAMPLE — An archer fires a longbow at a range of 35. he will roll.4.4 Situation Modifiers

on line —10 adding 5 to his roll for extreme range. All listed Situation Modifiers apply for Missile Fire as well. In

RANGE EXAMPLE — The Range breakdown for a Longbow is:  addition, the following factors apply:

_ A) Night Fire — When the target is in darkness, or otherwise
PointBlank ~ 0-3  Long 16-30 obscured from the firer, the firer will double the Range to

Short 4-r Bxreme  31-60 determine the Line that he will fire on.
Medium 8-15
EXAMPLE — A beast is moving towards the camp. The guard

fires at it at a range of 7 with a Longbow. The effective range, used
to determine his line on the combat table i,2 14. He will fire

Table 1.5Range Table on line 0 instead of line-8.
Point B) Concealment— When the target is partially hidden behind
Range Blank Short Med. Long Ext. an object that is capable of deflecting the missile, the effec-
2 None 0 1 2 None tive range is determined as for 1 above.
3 None 0 1+2 3 None  C) If both 1 and 2 apply, quadruple the Range.
4 0 1 2 3+4 None ) P-4 P g
5 0 1 243 445 None EXAMPLE — When a shot is taken, the target is partially behind
5 0 1 243 4-6 None a boulder. If the range is 11, it becomes 22. If it is also night, or
7 0 1 2_4 5_7 None vision is obscured, a range of 11 would become an effective range
8 0 1+2 3+4 5-8 None of 44.
9 0 1+2 3-5 6-9 None D) Sjze— Per 15 hits, rounded down, that a creature can take
12 ?;11 22 33_56 6;1& '\13“22* the Archer will subtract 1 from his roll. If the target has a
~ o . determined height, subtract 1 per 5 inches, rounded down,
12 0+1 2AF8) 4-6 7-12 13-24* that he is taller than 72"
13 0+1 2+3 4-7 8-13  14-26* atne s tafler than 72" _
14 0+1 243 47 8-14 15-28 I_f a Humanoid form crea_ture do_es not have a determined
15 0+1 2+3 4-8 9-15 16—30* height, subtract 1 per 20 hits that it takes, rounded down.
16 0+1 2-4 5-8 9-16 17-32* E) Strength Bonus— If the weapon used is one whose range
17 0+1 2-4 5-9 10-17 18-34 is modified by the Firer'$B, theSBis added to any damage
18 0+1 2-4 5-9 10-18  19-36* that is inflicted by the item thrown.
19 0+1 2-4 5-10 11-19 20-38* . L
20 0-2 3.5 6-10 11-20 21-40* E?(AMPLE — A giant, SB+8, throyvs arock. On.a normal hit, it
21 0-2 3.5 6-11 12-21 20_a0* will do 1D6+8 hits to the target. His base range is 12.
22 0-2 3-5 6-11 12-22 23-44*
23 0-2 35 6-12 1323 2446 1.4.5 HorseArchery
24 0-2 3-6 7-12 13-24  25-48 A missile user is allowed to use some weapons while he is
25 0-2 3-6 7-13 14-25  26-50 mounted. These weapons are listed on table 1.6.
26 0-2 3-6 7-13 14-26 27-52
27 0-2 3-7 7-14 15-27 28-54 o
28 0-2 3-7 8-14 15-28 20-56 Table 1.6:\Weapons for Mounted Missile User
29 0-2 4-7 8-15 16-29 30-58 ) )
30 0-3 4-7 8-15 16-30 31-60 Weapon Stationary Chaiglng
*If Extreme Range is possible for the weapon type that is being usec.. Bow : 0 +10
Composite Bow 0 +5*
Light Crosshow 4HE" +15*
] -~ Spear +-5** +15**
1.4.2 Fire Modifiers Javelin 0 +10%*
All armor, shield, helmet, weapon strength and Expertise mod}ght Lance +5 +10(0)*
Bolas +5%* +5%*

fiers apply in Missile Fire. Expertise modifiers only applies fc

the firer; they give the ta_rget no b.eneflt.. . . If a Bow is fired from a charging horse at Medium range the modi-
The target may use his Expertise with a Shield to modify the,, g 420, i.e. a 14 becomes a 34.)

Firer's roll. TheEL is added to the firer's roll when he fires. The««rhese weapons may only be used from a mount at Point Blank

total addeq in t_his way may not exceed ¢ of the shield that  and Short range. The modifier is added at each range level, starting

the target is using. with Point Blank, as stated for Bows.

***For the Light Lance, the modifier in parentheses is used if the

missile is cast at Point Blank range. If it is cast at Short Range, the

other modifier applies.

*The Modifier is added per Range Fraction above Point Blank range.

EXAMPLE — A target ha€L 12 in the shield. When using a buckler
he may only add 5 to the roll. When using a metal shi&ld13, he may
add 12 to the roll.

1.4.3 Missile Damage

Damage from Missile Fire is identical to that specified for “atl-4-6 Attacked Archers

tacker using a Weapon” in Normal Combat. At no time will thé a missile-user, firing any type of Bow or Sling, is attacked in a
firer's SB be added to the damage scored, unless the object ghase that he fired in he may not counter attack. The attacker will
thrown weapon. receive a free attack while the missile-user switches weapons.



Table 1.7:Reload Times for Crossbows

1.6 Equipment Damage (Optional)

Table 1.8:Damage Done by Throwing Stones

Crossbow Type Phases to Reload Weight WSB HCM
Repeating Crossbow 8 t1 pound —-2(-1) None
Light Crossbow 2 1-2 pounds —1(0) None
Heavy Crossbow 3 3-6 pounds 0(+1) None
Arbalest 4 7-14 pounds +1(+2) -1
15-29 pounds +2(+3) —2
30-49 pounds +3(+4) —4
1.4.7 Crossbows 50-79 pounds +4(+5) —6
. 80-119 pounds +5(+6) -8
Table 1.7 applies for Crossbows only. 120169 pounds +6(+7) ~10
The time required to reload starts with the last phase on whicisg pounds +1(+1) )

the weapon was fired. NOTE — The +50 pounds increase states the amount of increase
The Repeating Crossbow, a complex machine, may be firg@r additional 50 pounds of weight. For example, if a 500 pound
ONCE per phase forFivVE PHASESbefore it must be reloaded. All statue is thrown (or falls) on someone #WSBis +14(+15) and the
other Crossbows may be fired once before they must be reloadé&@M is —26.
If a Character is interrupted while he is reloading his Cross-

bow, i.e. he has to defend himself, he will lose all accumulated he th i il anlv for all th
phases of reloading. He must start over. IMPORTANT — The thrower's SB will aply for all thrown

, ) . weapons. It will not apply for projectiles that are cast from a
NOTE — The repeating crossbow is equivalent to the weapefing.

used in the far east, especially in China. It fires darts or pelleg

. o . S . PTIONAL — Th I f hit points infli h
depending on the ammunition that its magazine is designed fB © e total number of hit points inflicted by a thrown

F‘ojectile can be varied by the type of material. Stone and hard metal get
full damage. Hard wood and soft metal scédye damage rounded up.
Soft wood and other soft materials that are hard enough to do anthing
scorel/s damage rounded up.

1.4.8 Bows

To use a Bow, Composite Bow or Longbow the fireé8B must
be at least equal to th&/SB of the Bow—1. If it is less, the

Character cannot draw the Bow. 1.6 Equipment Damage (Optional)

1.4.8.1 Elven Bows
The rule in 1.4.8 above will never apply for Elven Bows.

In combat, equipment can be damaged and broken. The rules
that follow legislate this factor.

1.4.8.2 Magic Bows 1.6.1 Weapons (FV)

For non-Elven Magic bows, the firerSB must be at least equalThe Fatigue Value listed for the weapon is the number of Hit
to WSB/2, rounded down. Points that that weapon can inflict without suffering damage or
breaking. The basic rules that apply are:

A) Each time that the damage inflicted on a target exceeds the

. FV of the weapon used, it is reduced byE if the weapon
In some cases, the Players or Referee may need to determine thedoes not break. Regardless of the curfevit a weapon will

WEIGHT of a miscellaneous projectile that is thrown at them, or
by them.

1.5 Throwing Stones

never break automatically. Negative values serve to increase
the chance of breakage.
1.5.1 Maximum Weight B) If the damage inflicted i®9OUBLE the FV of a weapon, or
more, the weapon may break. The chance that it will is de-
termined by subtracting the FV from the amount of damage
scored. The result is the percentage chance that the weapon
will break. (Record the=V of a weapon in th®R column
of your Record Shegt
EXAMPLE — A Sword has a fatigue value of 8. If 10 hits are scored
\%iith it, the FV is reduced to 7. If, subsequently, 19 hits are scored with
reduced weapon, it may break. The chance would be7192%.
weapon with aFV of —2 will have a chance to break if it scores
any damage. It scores, in this case, 9 hit points(-92)=11. It has an

If the thrower does not have a Portage Ability, the maximum% chance to break. If it doesn't break, fi¢ becomes-3.
weight equal$s/4 rounded up. All other rules apply as specified. Whenever a weapon breaks, it is useless.

1.5.2 Damage 1.6.2 Armor

TheWSB that a thrown projectile of this type has is based on ild1e¢ Armor Value &V) of a suit of armor is the number of hit
weight. Table 1.8 details this factor. The Referee will determif@ints that it will block for the wearer. When this value is ex-
the weight of the projectile. ceeded, both the wearer and the armor take damage.

HCM intable 1.8 is used fdEL to determine if a hit is scoredEXAMPLE — A Warrior in Chainmail suffers 7 hits. The Chainmail
and what kind of hit it is. It has no effect on the amount afegates 3 points of this damage. The remaining 4 hit points are suffered
damage that the projectile will do if it hits. by the warrior and the armor.

If the thrower has a determined Portage Ability, the maximum
weight that he can throw for the Range determined for him is
PA/10, rounded down.

Each weight increase, equal to the throwing weight deter-
mined, reduces the throwing range by 50% rounded down.
EXAMPLE — Vlad Stonehand has a Portage Ability of 244 pound
He can throw a 24 pound, or less, projectile 8 hexes. He can thro
25 to 48 pound object 4 hexes. He can throw a 49 to 72 pound object
hexes. etc.
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1.6.2.1 Damage Resistance 1.7 Repair
The damage resistand®@R) of a suit of armor is determined bygyoken or damaged equipment can be repaired.
its AV on table 1.9. The cost of repair equalsSNE coIN of the type paid for the
_ item in the Equipment List per point of damage it has suffered.
Table 1.9:Damage Resistance For Armor, if theAV has been reduced by damage the cost to

repair theAV equalsl/, the original costof the armor.
EXAMPLE — A Suit of Chainmail has taken 18 hits and hadA

Ay DR AV DR AV DR

1 15 6 e | AL | Ll o . -

° 20 7 65 12 130 reducedto 2. The cost to repair itis 18 GC plus 50% of its original cost.

3 | B\ | B | B | 13 | 150 Repaired Weapons are never as good as new. When a weapon
4 35 9 8 14 170 is repaired reduce tHeV listed for it by 2.

5 45 10 100 15 200

1.8 Mounted Combat

If the AV is greater than 15, increagR by 30x(AV —15). When fighting mounted, one of two movement conditions apply.
When the total damage that has been suffered by the armor ey .
. ) S 8.1 Stationary Combat

ceeds the value listed in the table, it is worthless as armor. The

maximumAV that is possible for non-magical armor is 6. A horseman is considered to be “Stationary” when he moves
25% or less of his mount’s speed in the phase that combat oc-

1.6.2.2 One Blow Damage curs in.

If a suit of armor suffers damage, in excess of Avtimes 5, in When the combat occurs at Stationary speed, the rider will

one blow, reduce thaV by 1. have the following factors in his favor:

EXAMPLE — A man in Plate MailAV4, is hit for 27 hit points. After A) The Horsemans_hiEL_ is added to the rider&L with the
the AV is subtracted, 23 are scored on him and the armor. This reduces weapon that he is using for all hit chance and damage mod-
the AV of the Armor to 3 as well as inflicting the damage. ifiers.

B) The HorsemanshiL may always be used independently
1.6.2.3 Natural Armor (NAV) of the WeaporEL, i.e. one can be used offensively while
The Natural Armor Value listed for certain creatures reflects a the other is used defensively.

toughness of hide and/or mystical protection that is derived from) Unmounted opponents that are not armed with a Polearm or
within. This NAV cannot be destroyed in combat. As an op-  Spear class weapon will add 10 to their roll in attacking.

tion, it may be reduced in value with One Blow damage. Th®) When stationary, trained Warhorses receive an individual
amount or reduction id each time that theVAV squared is attack of their own. This is not allowed while charcing,

scored against the creature. It may never be reduced more thanunless a Trample attempt is made.
50% rounded up. .
1.8.2 Charging

EXAMPLE — A Dragon hasNAV +4. Any time that more than 16 0 . L .
hits are scored on it, after armor subtraction, &Y is reduced by 1. When the mount moves over 25% of its speed, it is charging. On

The minimumNAV that it can have is-2. any phase that a charge move is taken, the following factors will

apply:

sA) Allfactors listed in Horsemanship in Book One.

eB) If a trained mount charges an untrained mount, the rider of
the untrained mount must add 10 to his roll to hit either
mount or rider.

1.6.3 Shields C) Any unmounted opponent that is not armed with a Polear-

The AV listed for a shield is the amount of damage that it can mor Spear class weapon must add 10 to his roll to hit the

block. If this value is exceeded, the shield is destroyed and any rider.

excess damage is taken by the shield-user. D) If the Rider does not attack himself, he may attempt to

EXAMPLE — A shield has aV of 13. If 13 hits or less are scored, TRAMI.DLE an oppone.nt that IS.' n front. of hlm.' (In effgct,

the damage is blocked. If 14 or more are scored, the shield is destroyed ramming the mount right into it and trying to ride over it).

and the Shield wielder takes DamagfS hit points. 1.8.2.1 Trample Attempts

If the damage blocked by a shield exceeds 50% oRtsbut  This maneuver reflects the Rider’s attempt to charge over an en-
does not exceed th®/, theAV is reduced byl and the damage emy. The Rider may not attack when he makes this attempt. He

In all cases, when the damage scored to reducB#veheals,
so does th&AV itself. NAV damage reflects large gash wound
that allow the fighter to hit the creature with reduced armor r
sistance.

is blocked. may use his Horsemanshiil to modify the chance that the at-
If the damage blocked is 50% or less of #¥é, it is blocked tempt will succeed.
and no damage is taken by the shield. In all Trample Attempts, the Mount®CV x 2is used in deter-
NOTE — See Shield Expertise. mining the Base Line on the Combat Table. The RidEL’s the
Mount’s SB and the Mount'sRatingx2 may all be substracted
1.6.4 Helmets from the roll to hit. If a hit results, thRating x 2 and the Mount’s

Helmets only come into play if a Severe or Deadly hit is scoré8B are added to the damage that the victim will take. If the target
On those hits, they are destroyed if the damage taken exé®edss killed or missed, and the horse is not hit seriously enough to
times 10. If a helmet is not destroyed, the damage has no aftop the charge, the rider may continue his charge. If the target
oniit. survives, or the damage taken by the Mount stops the charge, the



Rider must remain in the Hex where the Trample Attempt oc-
cured. The Movement Cost to Trample an opponent is 1. This
attack mode may only be used on opponents that are the same
size, or smaller, than the trampling Mount, i.e. if riding a horse
this means that only horse size targets or smaller may be tram-
pled.

Targets armed with Polearm or Spear class weapons may at-
tack before a trampling mount reaches theL other targets
may attack if they are not killed by the attack. If sufficient dam-
age is scored by the Polearm or Spear, the charge will be stopped
before the Trampling Mount can reach the weapon-user.

1.8.2.2 Charge Maintenance

To maintain a charge, the mount must continue moving at charge
speed,/, of its full PMR, rounded upAND may not vary his
direction of movement by more than 60 degrees in any one phase.
Variance in either particular negates the effect of charging for the
phase in which the variance occurs.

If a mount suffers damage in excess offRatingx 2, in any
one phase, he may not charge in the next phase. His maximum
speed for that phase will b¥, of his PMR, rounded down, i.e.
its Stationary speed.

The Stationary and Charge speeds determined are always
based on the undamaged levels for the mount. If its speed is
reduced due to damage the speed required to get an effective
charge is not affected.

1.8.3 Untrained Mounts

Mounts that are not war trained, all Riding and Draft Horses,
etc., are at a disadvantage in combat. None of the modifiers listed
for Stationary or Charge moves will apply for them.The mount
will only be allowed to attack in combat during a phase that it is
hit. In addition, the rider may be thrown. The chance is equal
to the Mount’s Rating, 06B if it has no Rating,x2 minus the
Horsemanship of the rider. RollD10. Thrown riders suffer
1D6 hits plus theSB of the mount. Once the rider is thrown,
the mount flees. (If the Referee allows carnivorous mounts, the
mount will stay and attack; 1-7 — the creature that hit them;
8-10 — the rider).

NOTE — Riding mounts are war-trained in Barbarian areas.
They operate as Warhorses but are not used to Trample.

1.8 Mounted Combat
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2 Movement

The parameters for time and distance listed in table 2.1 are
used throughout this game. All Ranges and Movement speeds
are based on the Tactical Hex. Phase Phase

Table 2.2:Phase Movement Table

MR 1 2 3 4 MR 1 2 3 4

Table 2.1:Movement Scale Chart 0 0 0 0 0 16 4 4 4 4
1 1 0 0 0 17 5 4 4 4

Tactical Grand Strategic 2 1 0 1 0 18 5 4 5 4
Tactical 3 1 1 1 0 19 5 5 5 4
One Hex (Inch) 10 Feet 100 Feet 20 Miles 4 1 1 1 1 20 5 5 5 5
One Turn 12 Seconds Two Minutes ~ Twelve Hours g 2 1 1 1 21 6 5 5 5
One Phase 3 Seconds Not Not 6 2 1 2 1 22 6 5 6 5
Applicable Applicable 7 2 2 2 1 23 6 6 6 5
8 2 2 2 2 24 6 6 6 6
9 3 2 2 2 25 7 6 6 6
NOTE — In all cases where " or inch are used, without explic 10 3 2 3 2 26 7 6 7 6
definition, the term is equivalent to the 10 foot hex used as &1 3 3 3 2 21 7 7 7 6
tactical standard. 28 3 3 3 28 7 7 7 7
. 13 4 3 3 3 29 8 7 7 7
In all cases where the words turn or phase are used with>j4 4 3 4 3 30 8 7 8 7
accompanying adjective, the word will refer to the tactical unitqg 4 4 4 3 31 8 8 8 7
of that type. For determining the Phase Movement R&&R) for MRs in ex-
cess of 32, divide thBIR by 4. This value is assigned to each phase.
2.1 Tactical Any remainder is assigned, 1 per phase, in phase 1,3,2 order.

The tactical scale is used to resolve all combat and encounters.

See 2.4 Lowest Weight. If it is still unresolved, the Characters should
_ take turns moving first.
2.2 Grand Tactical

The grand tactical scale is used to map large encounter ar@as, The Phase Sequence
i.e. cities, ruins, villages. It should only be used for this purpose. . . . .
g y purp slene major combat actions are resolved in the following order:

. [) Mana Allocation
2.3 Strategic Il) Missile Fire

The strategic scale is used to map large areas of terrain. The Magic Effect

Basic Movement rate, in miles per Strategic Turn, equalstRe |v) Movement and Melee
determined for the Character or other creature. The Referee may

modify these values based on the terrain, the speed with which.1 Mana Allocation

the Players wish to move and other factors. Whether he does $oiifing this phase, any magic-users that wish to cast magic will
entirely at his discretion. If desired, a base speed of 10 miles gg$cate the necessary mana. The number of Mana Points that a
strategic turn, walking, 20 miles per strategic turn, riding, and fihgic-user can cast in one phase eq(MBL +EL) /2, rounded
miles per strategic turn, flying, may be used for all parties.  up. The spell cast will not go into effect until all points cast for it

have been allocated. When they have, it takes effect in the Magic
2.4 Tactical Combat Effect phase immediately following.

Each tactical turn is divided into four phases. Each phase rEfAMPLE — An MEL 4 Wizard casts a 4 point spell. He can cast

resents 3 seconds of elapsed time. The number of Move ana Points per phase with that spell. On the Mana Allocation in

Points that are available in each phase are determined on"%ﬁ'&*‘ he casts the final Mana Point, the 2nd phase of casting, the spell
hart bel d di the M t R d th is complete. It will take effect in the Magic Effect Segment of the 2nd

chart below depending on the Movemen atR() an € phase.

Phase being played.

EXAMPLE — A Creature has aMR of 50, 50/4=12 with 2 remain- If the magic-user is damaged while casting a spell, i.e. before
ing. ThePMR for the Creature is 13/12/13/12. all mana has been allocated to it, the spell will not take effect and

any mana cast is lost. He must start over to cast the spell.

241 Movement Order . ) . EXAMPLE —inthe case above, if the Caster took an arrow after cast-
Within each phase, the creature with the highRR will move ing the initial 3 Mana points the spell will not take effect and the points

first. If a tie exists, Characters will always move before creaturesst are lost.

or non-characters. If Characters are tied, the Character with the o

highest Agility will move first. If this does not resolve the tie2-2-2 Missile Fire

continue with; 1) HighesCEL, 2) LowestAV, 3) Tallest, 4) All projectile weapons and thrown missiles are used at this time.



2 Movement

Damage scored by arrows, quarrels, pellets, darts and othér3.2 Mounted

small projectiles, that score (_:Iamage againstan armor wearer, Wi\, Character that is riding, or any creature with\R of 15 or

not damage the armor that is worn. The penetration that occyigater, is considered to be Mounted. If a Mounted person moves
when they inflict their damage is at no time sufficient to count agoy, or |ess of hi#MR, he is stationary. If he moves faster, he
real damage for the armor, though it does damage the weare{s charging. For the effects of these Modes see Mounted Combat
EXAMPLE — An arrow scores 13 hits on a person in Plate Mail. Foand Horsemanship. (Creatures that are classed as mounted, may

hits are blocked by the armor. The wearer takes 9 hits, the and&'’s attempt to trample when fleeing. ThéCV /3, rounded down,
is not reduced by the arrow. A quarrel strikes a shield, doing 20 higg,ou1d be used as their rating.)

It is firmly imbedded in the undamaged shield, and probably the shield

arm of the shield-user.

If the Missile Weapon is being used from horseback, i.%.'7 Weapon Classes

mounted, the firer may fire it during the Missile Phase. If lEhe classes below are listed in Attack Order priority.
does not choose to do so, he may fire during the Movement %ng 1 Polearms

Melee Phase at any point of his move. TM® cost to fire a ="

weapon during the Movement and Melee Phase MR for a The Halberd (Poleaxe) and Glaive fall in this class. When they

Bow and 2MP for a thrown weapon. are used by a Stationary Footman, the parenthe$\#®8 listed

EXAMPLE — ThePMR of the Mount is 7 for the Phase. If the Char{OT them will apply. Atall other times, it will not.

acter fires his Bow on the move he may only move 4. When a Polearm is used against a Charging, Mounted oppo-
) nent,DOUBLE the parenthesized/SB.

2.5.3 Magic Effect Polearms may be used to attack into adjacent hexesVSB

In the magic effect phase, any spell that has received all of thereases apply if the weapon is used while charging.
mana required for it to take effect will be resolved. The effect of
all spells are resolved using the Magic Table, section 3.1. 2.7.2 Heavy Lance
The WSB only applies when it is used from a Charging Mount.
2.6 Movement And Melee Against another Charging Mounted target, Y%SB listed is

. . . DOUBLED if a hit is scored.
During this Phase, all combatants will move and all combat will

be resolved. Whenever a combatant enters a hex, moves withih3 Spears

12" or is in range of the melee weapons involved on either sidthe Spear and Light Lance are used at this time. For the Light
the combatants involved will have the option to fight. If eitherance, the/VSB will only apply on the Charge when it is thrown
chooses to do so, both lose their remaining movement for theused as for the Heavy Lance. Spears may be used in the same
phase. When all movement has been completed, they will fighay but will garner no additional effectiveness. If a Spear is used
2.6.1 Option while charging on foot, add 5 to your roll. Either may be thrown

. i i from a Stationary position.
If a Character does not wish to fight, and he is faster than a com-

batant that does, he may refuse combat by moving out of thé.4 Staff

range of his enemies attack. If the refused combatant wisheft only be used while on foot. If it is used while charging, add
do so, he will be allowed a free attack against the Character. B your roll. On Deadly Hits, double tH&/SB.

free attack is allowed if:

A) The combatant can follow the Refuser at leaste HEx 27> Heavy Swords

during the phase that combat was refused. The Great Sword, Bastard Sword and Broadsword. The Great
B) No other person engages the refused combatant during$mMerd may not be used while mounted. If the Bastard Sword is
same phase as the refusal. used while mounted, add 5 to your roll. No restriction applies

If two combatants start the phase within range to fight, and eitQgrthe Broadsword. When any of these weapons are used while
wishes to do so, combat is mandatory as specified above. ~ ¢harging on foot subtract 1 from the damage scored.

2.6.2 Changing Weapons 2.7.6 Axe

An archer that is attacked and wants to change weapons carl #® Axe and the Battle Axe. The Axe is used from Horseback
so in the phase he is attacked, but may not attack in melee or@&sér the Broadsword. The Battle Axe is used as for the Great
his EL defensively. It takes a full phase to get the normal use®word. No deduction applies if they are used while charging on

his new weapon. foot.

2.6.3 Movement Modes 2.7.7 Scimitar

Two movement modes apply for all combatants Stationary ahge Scimitar and the Tulwar. When they are used from the back
Charge. of a Charging Mount, addNE to theWSB.

2.6.3.1 Footmen 2.7.8 Mace

Any unmounted Character, or any creature withMiR of less The Mace, Hammer, Flail and Club. On Deadly and Severe dam-
than 15, is considered to be a Footman. Footmen are considagel add 1 to the damage inflicted. Against Shields, subtract
to be stationary if they do not move at all. (This excludes chandefrom the damage inflicted. Subtract one from damage if the
of facing within the hex that the combatant is in). Footmen thatapon is used by a Charging Footman. Add 1 for a Flail used
move are Charging. by a Charging Mounted combatant.
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2.9 Movement Restrictions

2.7.9 Swords

Lighter swords. Used as for Broadsword from Horseback. No
deduction applies when they are used while charging on foot. If
used as a Missile Weapon, roll on the Other Missile Weapon line
adding 10 to your roll.

2.7.10 Other Weapons

Throwing Axe, Javelin, Dagger, Throwing Dagger. These are
weapons that are short or that are primarily meant to be thrown.
If they are thrown, they strike before Polearms. If not, they strike
last.

2.7.11 Caltrops

Caltrops are a spiked nuisance weapon. They are spread in front
of the defender as a defense against mounted attackers. The Ref-
eree may decide to ignore them in play. If you wish to use them,
the OCV will be equal to the number of Caltrops spread along
the line that the mounted creature must pass. If a hit is scored,
they will do 1D6 hit points and will break the charge if the dam-
age scored or less is rolled dD10. Caltrop damage is unaf-
fected by Armor. _
EXAMPLE — 8 Caltrops are spread in the area that a Knight charges-rhe ﬂank of E_m opponent are 60 dggree areas adjacent to the
through. Rolling with anOCV of 8, i.e. on line + 8, a hit is scored.front on either side of the counter or figure.
Rolling 1D6, 3 points damage are inflicted on the horse. Rolling 1D10, The opponent’s rear is a 60 degree area that is adjacent to both
a 1-3 will indicate that the Charge is broken. No charge benefits #&nks and not adjacent to the front.
received by the opponent if the charge is broken. A creature with weapons in both front and rear can attack in
either direction and is not considered to have a rear for the pur-
pose of Combat.
. Creatures that attack within a specified area will affect all tar-
Table 2.3 gives the Attack Order of creatures, based on tghe%s within that area. They will haF\)/e neither a rear or a flank for
weapons above and ti@&CV of the creature.
the purpose of Combat.

Creatures, such as the Hydra, that are multi-headed will not
have a flank. If they are multi-headed and one of the heads is
in the rear, such as the Chimeara, they will have neither rear or

Figure 2.1:Facing

2.8 Creatures

Table 2.3:Attack Priority Table

Order Weapon Class CreatueeV
1 Thrown Weapon - flank.
2 - 17+Up
3 Polearms 13-16 2.9 Movement Restrictions
g gs:;?/nl__igﬂfiance 9_1_2 A) If a Missile weapon is fired during the Mis_sile Segment
6 Staff _ by,a combatant on foot, he may not move in that Phase’s
7 Heavy Sword/Axe 6-8 Movement and Melee Segment. If a weapon is thrown, he
8 Scimitar/Mace - may move after reducing hBMR for the Phase by 2, if his
9 Sword 3-5 PMR is not zero.
10  Other Weapons 0-2 B) Damage Reduction— Damage will reduce the speed of

all Creatures. (Except those specifically excluded). Divide

. . ' _the Character’s highe®MR rating into the number of hits
In case of ties, Characters will always attack first. If both com that he can take and round up. This yields a number of hits

batants are Characters, ties are broken as for movement ties. Use

Dexterity as the first tie breaker instead of Agility. that hg can take b.e fore tWR is reduced by 1. When a
reduction occurs, it occurs in all Phases of a turn and lasts

until the damage heals.

EXAMPLE — A Character has aMR of 13, i.e. 4/3/3/3. He

takes 29 hits. 29/4 yields a value of 8. Per 8 hits that he suffers,

2.8.1 Magic Weapons

The Attack Priority for a Magic Weapagguals the order listed
for the Weapon type minus EL/2, rounded up. The best

priority that a throwable weapon can have is zero, i.e. before rounded down, hi®MR in all Phases is reduced by 1. (If he takes

all thrown Weapons. The best priority that any other Magical

Weapon can have is 2.
2.8.2 Facing

10 hits, thePMR values become 3/2/2/2).

C) Any Creature that dodges during a Phase will move at 50%
of it's normalPMR, rounded up, in the next Phase.
D) Any Creature that has it®MR reduced by more than 1

Unless a combatant has a strong tail, or other weapon that can be;, 5 single Phase may not move in the next Movement and
used in the rear, he may only attack opponents that are located pjqjee Segment.

to his front. The front is a 180 degree area radiating from ONE) Magic-users may not move in any Phase that they cast
side of the counter, or figure, that represents the combatant to the \5na.

other.
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3 Magic

The sections that follow delineate the use of magic in com-
bat, the Spells available and all facets of magic-use. Additional
sections delineate the affect of various items whose effect is re-

Table 3.1:The Magic Table

’ - X - Abysmal
solved using the Magic Table, i.e. Poisons. Line Success Failure  Failure
) 0 01-35 36-90 91
3.1 Magic Table 1 01-38  39-91 92
. . . 2 01-41 42-92 93
The Magic Table is used to resolve the effect of all Spells, Poi- 3 01-44  45-93 94
sons, Diseases and other effects. 4 01-47 48-94 95
3.1.1 Positioning > 01-50  51-95 96
, _ _ _ 6 01-52 53-96 97
The Line that the magic-user will use on the Magic table equals 7 01-54  55-97 08
his MEL (Magic Experience Level). For other effects, the line ) 01-56 57-98 99
used is the Base Lind3() assigned to it. 9 01-58  59-99 100
. 10 01-60 61-100 101
3.1.2 Spell Resolution 11 01-62  63-101 102
When the magic-user’s line is known, his roll is modified by the 12 01-64 65-102 103
following factors: 13 01-66  67-103 104
A) SubtractEL x 2 from the roll. 14 01-68 69-104 105
B) Add the target'sVIDV to the roll. 12 811_772 7;1_1%%5 0 3;36
C) ?d;s any other factors that the Referee chooses to apply. See 17 T 108
e 18 01-76 77-108 109
EXAMPLE — The wizard OomMEL 6, casts afEL 3 Astral Fire 19 01-78  79-109 110
spell at a creature with @DV of 8. No special factors apply. He 20+UP 01-80 81-110 111

will roll on line six addingTwo to his roll.

3.1.2.1 Multiple Targets

When a spell can affect more than one target, a single roll is
used to resolve the effect fer.L of them. TheMDV of each
target is added independently to determine the result against that

Table 3.2:Titles in a Magical Society

MEL Title
Oto5 Apprentice

individual. 6to 10 Magician, inexperienced

IMPORTANT — When multiple targets are affected by a 11to 14 Sorcerer/Wizard, experienced
successful spell, the magic-user will receive points based on 15t0 20  Mage, highly experienced

the HIGHEST MDV that is affected. If ANY target is affected 21 and UP  Great Mage/Master, renowned and deadly

by success, he will not receive failure expertise for those tar-
gets that are not affected.

EXAMPLE — In the case above, Oom's spell can affect three targei@S twice the chance of success as of failure. The Great Mage
TheMDV s are 10, 8 and 4. With his roll, he fails to affect thiov 10 €Xceeds standard limits with more than three times the chance of

target but affects the others. He receives points based on success agai§§ess as of failure and a base success chance over 80%. For
anMDV of 8. the sake of your game, magic-users with\d&L of 11 or higher

. should be rareanD well known in the area where they reside;
3.1.3 The Magic Table y

i ) . to natives of that area. A person with that kind of power seldom
Table 3.1 1is used to determine the effect of all spells, poisons s unnoticed.

supernatural events. Where the teBh is used forany roll,
anywhere in these rules, the roll is taken on the Magic Table. 3.1.3.1 Table Explanations

If the MEL is greater than 20, subtraoNE from the magic- 3.1.3.1.1 SuccessThe spell has its listed effect. Magic Exper-
user’s roll per excesMEL . Roll on the 20+Up line to resolvetise, Magic Experience and Characteristic Points are gained as
the affect of his spell. specified in Book One.

NOTE — As a note of interest, or if terminology is importané_l_&llz Failure The spell is cast improperly. It does not

in your wo_rld, theMELs i_ndicateq by the lines above yield th@vork or has a negligible effect. All mana expended is lost. One
following titles in a magical society (See table 3.2). Tf?xpertise Point is gained in the spell used.
terms in the table, for magic-user relative status, are derived

from the base chances that they have on the magic table. 3Ah3.1.3 Abysmal Failure Failure of this nature indicates that
apprentice has a better chance of failure than of success, exdbptforce shaped to create the magic has breached the Caster’s
atMELS. A magician has a better chance of success than of falefenses and turned on him. The effect of this occurrence is
ure. A Sorcerer/Wizard only experiences abysmal failure duedietermined rollingd100 on table 3.3. This roll is modified by

the strength of the target that he is attempting to effect. A Magigbtracting youEL x2 in the spell cast.
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3 Magic

Death Lose1D10+BL, energy points per two phases. When
the energy level is zero or less, the victim is dead.
12 or Less The failure is turned without adverse effect. Slow Deth LoseBL, energy F.’0|.nts per turn. When the energy
13 The Caster suffer®100 points loss to his Energy level is zero or less, the victim dies.
Level. If the Energy Level is reduced to zero or |esslparalySiS/ParalytiC The victim is paralyzed forrwo hours
he is dead. times theBL of the poison.

14+15 Reduce the Energy Level to zero. The Caster will re-yoTE _ The four poison forms above are the basic forms that

g:\'/?vﬁggatose until it regenerates completely or he i+ - thers are possible. Those that are, are explained where

16-30 The effect of the spell is suffered by the Caster an&hey apply.
none other. If it is a spell that is only stopped by theIMPORTANT — All energy losses are temporary. When the
Caster’s death, it must be dispelled to stop the effecteffect of the poison ends, the points are regained as specified
All effects are subject to ejudication by the Referee. jn Book One, section 1.3.2.5.3. They are used above to deter-
31-60  The Magic User's Casting Ability is reduced an addi- mine how long it will take a given type of poison to effect a
tional 2D10Mana Points and he is unconscious for ay;yen victim. The life can be saved if the character is helped

number of hours equal to the Mana Points thus lost. b ; ; ;
. efore the poison has a terminal effect on him.
61-90 Lose2D6 points fromBOTH Energy Level and Cast- P

ing Ability. The Caster is stunned, and incapable of3.1.5 Disease/Plague

casting any magic, or moving, for a number of phasesI'he effects of all Diseases and Plagues are resolved on the Magic

equal to the number of Energy Points thus lost. . . . .
91andUp The Caster is possessed by the force from which thd able. The rolls that apply in this case are as specified for Poison
in3.1.4.

spell is derived. This creates RANATICAL TIE to
the alignment of the spell. Until the effect is negated
(Negate Curse spell), he may not cast spells of an3 2 Casting Cost

other alignment and his actions are dedicated to the _ .
goals of the possessing alignment. (For Basic Wiz-All spells have a Base Mana Cost, see sections 5.2 and 5.3. This

ardry spells, the alignment is always the same as théactor is used to determine the cost to cast a given spell.
Caster’s orientation). The formula for determining a spell’s casting cost, i.e. the
number of mana points required to cast it at a gidn is:

Table 3.3:The Abysmal Failure Table

EXAMPLE — A spell with anEL of 2 results in Abysmal Failure. Base Mana Cost-(EL x2)

The roll on table 3.3 is 49. 49(2x2)=45. The caster los&D10Mana
Points and passes out for the number of hours rolled.

NOTE — Abysmal Failure occurs if the roll is greater than or
equal to the number rolled, after all modifications fleL. and

Table 3.4 gives the possible solutions of this formula in play.

Table 3.4:Casting Cost

MDV have been made. Expertise Level
In Success, any roll, after modification, that is less than0ofMC 0 1 2 3 4 5 6 7 8 9 10 11
equals 01. 1 1 3 5 7 9 11 13 15 17 19 21 23
If a specific effect of Abysmal Failure is noted for a spell, that 2 2 4 6 8 10 12 14 16 18 20 22 24
effect is used. In all cases where the result of Abysmal FaiIL.vj i 56 78 ?0 1112 1f4 1i6 1718 1920212223242526
:js?mblgl:oluts,ttrlze Reftereewnl ejudicate it such that the resul e g 5 7 9 11 13 15 17 19 21 23 25 27
etnmentalto the caster. 6 6 8 10 12 14 16 18 20 22 24 26 28
3.1.4 Poison 7 7 9 11 13 15 17 19 21 23 25 27 29
8 8 10 12 14 16 18 20 22 24 26 28 30
The effect of poison is resolved on the Magic Table. All poisor= g 9 11 13 15 17 19 21 23 25 27 29 31

have a Base LineBL) listed for them. This is the line thatis 19 10 12 14 16 18 20 22 24 26 28 30 32
used on the magic table. In resisting poison, the victim will ac’ " 15 15 17 19 21 23 25 27 29 31 33 35 37
his (StB+CB) x 2 (his Poison Resistance) to the roll. The results 20 20 22 24 26 28 30 32 34 36 38 40 42
have the following meaning:

SuccessThe poison has its affect on the target.

Failure The victim lose2D10+BL, energy points. If the en- .
ergy level of the victim reaches zero or less, the poison hass Casting Speed
its listed effect. If the effect is not immediate death, the Vighe number of mana points that a magic-user can casni
tim's energy level is increased to its pre-poison level befogg5se is a function of hiWEL and hisEL in the spell used. The
the effect takes place. basic formula is:

Abysmal Failure Abysmal Failure has no effect on the victim.

MEL +-EL) /2
3.1.4.1 Poison Effects ( +EL)/2, round up

Various types of poison exist in this game. When they succeé&able 3.5 gives the possible solutions to this formula.
the following effects will be applied: IMPORTANT — Regardless of a magic-user’s casting speed.

Immediate Death The victim lose2D10+20energy points per he may NEVER cast more than one spell in any phase, no
phase. When the energy level is zero or less, he is dead matter what means he uses to cast it.
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Table 3.5:Casting Speed

Expertise Level

MEL 0o 1 2 3 4 5 6 7 8 9 10 11

0 o1 1 2 2 3 3 4 4 5 5 6

1 11 2 2 3 3 4 4 5 5 6 6

2 1 2 2 3 3 4 4 5 5 6 6 7

3 2 2 3 3 4 4 5 5 6 6 7 7

4 2 3 3 4 4 5 5 6 6 7 7 8

5 3 3 4 4 5 5 6 6 7 7 8 8

6 3 4 4 5 5 6 6 7 7 8 8 9

7 4 4 5 5 6 6 7 7 8 8 9 9

8 4 5 5 6 6 7 7 8 8 9 9 10

9 5 5§ 6 6 7 7 8 8 9 9 10 10
10 5 6 6 7 7 8 8 9 9 10 10 11
11 6 6 7 7 8 8 9 9 10 10 11 11
12 6 7 7 8 8 9 9 10 10 11 11 12
13 7 7 8 8 9 9 10 10 11 11 12 12
14 7 8 8 9 9 10 10 11 11 12 12 13
15 8 8 9 9 10 10 11 11 12 12 13 13
16 8 9 9 10 10 11 11 12 12 13 13 14
17 9 9 10 10 11 11 12 12 13 13 14 14
18 9 10 10 11 11 12 12 13 13 14 14 15
19 10 10 11 11 12 12 13 13 14 14 15 15
20 10 11 11 12 12 13 13 14 14 15 15 16

*When these values apply, the casting speedNg mana point per
turn. The person has little or no knowledge of what he is doing.

3.4 Gaining New Spells

The expertise point cost to learn a new spell is:

3.5 Increased Expertise

3.5 Increased Expertise

After ELO is gained in a spell, the magic-user can increase to
higher expertise levels in it, either educationally or through ex-
pertise. The basic cost to reach a nelv from theEL directly
below it is:

Casting Costx (EL+3)

Table 3.7 gives the possible solutions to this formula.

Expertise gained through the successful use of a spell can only
be used to increase tf# of the spell used.

Expertise that is gained educationally is only used to increase
the EL of the spell that is studied. If the Character has a book
or scroll that contains the spell, at &L higher than theEL
that the Character is currently capable of, use of it will yield
TWO expertise points per day. If he has an instructor, he also
gainsTwO points per day. If he has a book and an instructor,
THREE expertise points are gained per day.ARy other case,
the expertise point gain per day of studyoisEe point.

EXCEPTION — Education requires concentration on the
subject. If the Character doesANYTHING else while he stud-
ies, reduce the expertise gain bpNE. A person without book,
scroll or instructor cannot do anything else while he studies
magic.

3.5.1 EL Maximums

A magic-user is limited, by his characteristics and experience,
in the maximumEL that he can attain in any spell. Table 3.8
applies for this factor.

(Base Mana Cost+ 1) squared

If the student has a book, scroll or an instructor that knows the
spell, the cost is reduced 50%, rounded up. This reduction only
applies to learning the spell. It does not apply to increasing your
EL once the spell has been learned.

New spells are only learned with expertise points that are
gained educationally. You mayeEVER gain experiential exper-
tise in anything that you are unable to do.

Table 3.8.EL Maximums for Magic-Users

Magic Path  Formula

Wizardry (I+MEL) /10, round down
Sidh Magic (Em-+MEL) /10, round down
Shamanism (W-+MEL) /10, round down

3.5.2 Book Or Scroll Casting

Table 3.6 gives the expertise point costs that will apply mwizard or Natural Magician may, at his option, attempt to cast
learning spells. All new spells are learned atEln of 0. The a spell that he has not learned by reading it from a Book or Scroll
speed with which expertise points are gained is found in sectift is in his possession.

In doing so, the Caster will ad@L x2)—MEL to his roll. In

all casesEL is theEL of the spell being read andEL is the

MEL of the Caster. Unless the Caster takes the time to analyze

the spell magically he will only be reciting a formula. He will

3.5.
Table 3.6:Expertise Point Cost for Learning Spells
Point Cost Point Cost
BMC Alone Instructed BMC Alone Instructed
1 4 2 7 64 32
2 9 5 8 81 41
3 16 8 9 100 50
4 25 13 10 121 61
5 36 18 15 256 128
6 49 25 20 441 221

IMPORTANT — In the table, “instructed” indicates ALL cases
where the reduction in cost that is specified in 3.4 applies.
“Alone” indicates all cases where it does not apply.

not know exactly what his success will create or cause to happen.

The time required to cast a spell in this way is determined
using anEL of 0.

If the Caster knows the spell that he cast from the book or
scroll, theEL of the spell written in that book is used in deter-
mining casting speed. THeL possessed by the Caster is used in
modifying the roll on the Magic Table. The effects of the spell
are determined using thel of the book or scroll.

3.5.3 Family Spells

Certain spells, listed d*OWERS grant the ability to cast more
than one spell. When a family spell is gained, the Caster gains
NOTE — To gain a reduced cost from a book or scroll, you mugtery spell in the family at a&L of 0. From that point on, the
be able to read it. To be taught by an instructor, teacher a®| of each member spell is increased individually through its
pupil must have a common language that both of them know. specific use or study.
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3 Magic

Table 3.7:Cost Next Level for Spells

Base Expertise Level

Mana Cost 1 2 3 4 5 6 7 8 9 10 11

1 12 25 42 63 88 117 150 187 226 273 322
2 16 30 48 70 96 126 160 198 240 286 336
S 20 35 54 77 104 135 170 209 252 299 350
4 24 40 60 84 112 144 180 220 264 312 364
5 28 45 66 91 120 153 190 231 276 325 378
6 32 50 72 98 128 162 200 242 288 338 392
7 36 55 78 105 136 171 210 253 300 351 406
8 40 60 84 112 144 180 220 264 312 364 420
9 44 65 90 119 152 189 230 275 324 377 434
10 48 70 96 126 160 198 240 286 336 390 448
15 68 95 126 161 200 243 290 341 396 455 518
20 88 120 156 196 240 288 340 396 456 520 588

3.6 EL Effect EXAMPLE — A Wizard casts Might. The warrior wants it. HI4DV

. is 4, theEL is 3. The modifier subtracted will bet43x 2).
The EL possessed iaLL spells affects the potency of the spelF ei43x2)

when itis cast. In all cases, the description of each spell specifie¥agic-Users have increasétDV 's due to their training and
formulas that apply for each basic function of that spell. ability to use magic. If a magic-user is ambushed by a spell, this

. increased value wilNoT apply. TheMDV that will be used in
EXCEPTION — In certain cases, the statement:

this case will be the Mana Level of the magic-user ambushed.

EXAMPLE — A Shaman ha#MDV 12, Mana Level 7. If he is am-
bushed hiMDV is 7 instead of 12.

Creatures that have magic ability, that are ambushed magi-
cally, will have theirMDV reduced 50%, rounded down, in re-
sisting the affects of the spell.

All magic items haveMDV s equal to theMEL +EL of the
magic-user that created them.

The Referee may assign positive or negatieV modifiers
in special circumstances.

An assignedDV modifier is warranted in the following gen-
3.7 Lesser ELs eral circumstances:

Magic-Users may cast a spell at aBly equal to, or less than, the A) The magic is used in an unusual way for something other

EL factor applies as a power

appears. This statement indicates that the EL-1 is used as a
power of the base number given.
EXAMPLE — The listing reads:

DURATION — 2 weeks EL factor applies as a powe.

If the EL is three, this indicates that the Duration is Two to the
fourth power weeks. If itis ten, the Duration is Two to the eleventh
power weeks.

HIGHESTEL that they are capable of. Regardless offhethat

they cast it at, th&L modifier that will apply will be that normal B)
for the HighestEL that the Caster is capable of. All effects of
the spell will be as for the actu&lL cast.

EXAMPLE — A Sidh Magician is capable dL 6 EIf-Shot. He casts

than its basic purpose.

The circumstances in which the spell is used are markedly
in favor of its success or failure. (Due to the physical sur-
roundings or the spiritual influences that pervade the area.)

EXAMPLE — Casting a Chaos spell in a temple dedicated to

it at EL2 to save Mana. The Roll Modifier is 12, normal 8L 6. The
effect of success is as normal f&tL 2. (If the spell is an Abysmal
Failure, the HighesEL applies as the modifier on that table).

another alignment would call for a modifier lessening the chance
of that spell's success. The size of the modifier would depend
on the actual place where the attempt is made and the alignment
involved.

The Referee will be the sole judge in weighing these factors.
%She basic modifiers that the Referee may assign range from

3.8 Damage Effect On Spell Casting

As specified previously, if the magic-user suffers any physica e o ;

damage, i.e. Hit Point Damage, his concentration is broken a to—25. If the modifier is positive, the chance of success is

the spell,does not take effect ’ reduced when it is added. If it is negative, the chance of success
The Concentration of a magic-usemsT broken by the loss '° increased when it '_S added. o _

of Energy Points. Such loss will however, possibly, diminish t@(AMPLE — The roll is 59. If the modifier is-10, it becomes 49. If

amount of Mana that is available to him. See 1.3.2.5.3 in Bobi¢ +10. the roll becomes 69.

One.

3.9 Magic Defense

Each Character and creature in the game has a Magic Defense
Value MDV). This value is added to a magic-user’s roll in de-
fense against spells that he casts.

If the target of a spell wishes to be affected by it, 1BV
may be subtracted from the magic-user’s roll.
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4 Creating a Magic User

Becoming a magic-user in this game requires that the Plalpath desired equals, for Wizardry and Sidh Magic, his Maximum
have a solid grasp of chapter 3. Every magic-using Player, adbility in the prime requisite of that Magic Path.us TWENTY.
ditionally, must know the basic rules that govern the spells tf&tamans use maximum Will plgdative Empathyx2) The Ac-
he is capable of using, as selected in sections 5.2 and 5.3 anddptance Chance for Shadow Magic eq@&fs-Em)/2+25, us-
scribed in section 5.4. This task demands a strong grasp of thiegethe maximums attainable. Rdll100. If the roll is higher
rules and a great deal of effort on the part of the Player. than the value determined, the Character may not start the game

If a Player does not wish to allocate the time, and effort, nexs a magic-user.
essary to master the sections indicated above, he should not be a

magic-user. 4.4 The Magic Paths

4.1 Starting Experience And Expertise The sections that follow detail the gains that the Character will
accrue, other than those specified above, in the various Magic

The starting magic experience and magic expertise points thplghs that exist. Consult the Magic Path that is appropriate.
magic-using Character has are determined by his prime requisite

in the Magic Path that he selects. In all cases, the Current Ability.1 Wizardry

value of that characteristic is applied. When a Character starts as a wizard, or completes his appren-
For Wizardry, the prime requisite is Intelligence. The primgseship in play, he will gain the following skills:

requisite for a Shaman is his Will. For a Sidh Magician, EmpaA) All General Skills. section 5.2. &L O.

thy is the prime requisite. Use the Current Ability rating of theB The maximumEL1currentIy pc’)ssible as a Jeweler Ar-

appropriate characteristic on table 4.1. For Shadow Magic, usg

. morer.
(W-+Em)/2. See section 4.4.4.3 C) One Human and one Supernatural tongueERBO and

EL 60 respectively. The wizard can speak these tongues and

Table 4.1:Starting Experience and Expertise read and write in them at the maximuBh currently possi-
Current Ability Experience Expertise ble.
t20 5 25 NOTE — All skills gained above are gained at no additional
20-25 10 40 expertise cost.
26-32 20 60 o
33-40 40 90 4.4.1.1 Apprenticeship Cost
41-50 80 125 The cost of the wizardry apprenticeship, in expertise points, is
gé_gg 210500 2%)%0 250. This cost is paid out of the points gained in section 1.1.4 of
- Book One. Th in ined in ion 4.1 may n for
81-100 300 250 th(i)so l?r Sse e points gained in sectio ay not be used fo
gt100 400 300 purpose.

EXAMPLE — A wizard with a Current Intelligence of 38 starts 4.4.1.2 Orientation
with 40 magic experience points and 90 magic expertise points.

NOTE — The points gained above are used to determineMB#
and to purchase spell knowledge other than that which is specificall
gained in the Character’s apprenticeship.

All Wizards are required to select an orientation. The orienta-
tions that a Wizard may select are Law, Chaos or Balance. The
Yrientation selected will affect the cost to learn and cast spells.

NOTE — The Wizard is, essentially, an amoral searcher after
knowledge and/or power. In this quest, he uses the forces that
. o pervade existence. He never worships them.

4.2 Starting Knowledge Limit In choosing an orientation, the Wizard is choosing the basic
A starting magic-user may not learn any spell that has a B@sglosophy that underlies and focuses his magical talents. The
Mana Cost greater than his Current Ability in his Prime Requiaw Wizard has opted to search for knowledge and use his pow-
site, divided byrIvE and rounded down. ers to the benefit of others. The Chaos Wizard thirsts for per-
EXAMPLE — A starting Shaman has a Current Will of 39. He mayonal power and is obsessed with his personal goals above all
learn any spell that has a Base Mana Cosb®E to SEVEN, inclusive. things. As others can aid him, they are aided. As they cease to
He may not learn any spell with a Base Mana CostiafHT or more. ~ be of value, or become a detriment to him, they are ignored or
NOTE — This limit only applies to the spells that the Charactep*Punged. The Balance Wizard melds these forces into a whole.
starts the game with. It does not apply to spells that are specilf 'S concerned with both knowledge and power. He is also con-

I ined t of th . , ticeshi cerned with aiding those that are afflicted by powers that they
caly gained as part ot fhe magic-User's apprenticeship have no ability to oppose. The true servant of Balance works

. even-handedly against both Law and Chaos, seeking to create a
4.3 Acceptance as an Apprentice parity in their forces, thus creating Balance. In such efforts, he
No Character is automatically a magic-user. The chance t@ies no weight to the morality of any situation. He contests the
he is accepted for instruction by a trained master of the Magféonger until neither is weaker.
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4 Creating a Magic User

4.4.1.2.1 Orientation Affect The biases created by a Wizard's E) Once a Shaman is attuned to the source of his magical pow-
orientation are specified in the sections below. ers, his use of the power becomes almost innate. To re-

Chaos Orientation The cost to learn Chaos spells is normal. ~ flect this, all Shamans may add thé&it in the Orient Self
The cost to learn Balance and Elder spells is doubled. The spell to their Casting Speed with all other Shamanic spells.

cost to learn Law spells is tripled. The increase gained in this way may not be used to effect
The cost to increase in Expertise is modified in the same  the casting speed of the Orient Self spell and may not be
way as the cost to learn that spell. used to more thanouBLE the Casting Speed of his other

In any encounters, Law aligned forces are automatically Shamanic spells.
hostile to the Chaos Wizard. He may influence other forcgs, 2 1 The Tonah

ifhe has the proper spell or speaks the appropriate Iangu%‘i‘onah is the guardian spirit of a specific species of animal.

The cost to cast Balance and Elder spells is increased uring his apprenticeship, the Shaman is tied to the essence of a

Mana Pc_nnt PeEL. The cost to cast I__aw spells is double Specific Tonah in a bond of brotherhood. This alliance grants the
Law Orientation The cost of Law spells is normal. The cost t haman the following benefits:

learn Balance and Elder spells is doubled. The cost to lear . .
P A) All animals that encounter the Shaman sense him to be a

member of the species that his Tonah is a guardian of. They
will react to him as such.

§) The Shaman’sviDV equals hisMDV + the MDV of an
average individual of the species that his Tonah guards.

The Shaman can take the shape of the animal that his Tonah
s guards, as for the Shape Changing Special Attribute in Book

Chaos spells is quadrupled.

The cost to increase in Expertise is increased as for the
cost to learn the spell.

In any encounters with Chaos forces the Law Wizard i
subject to attack, and is likely to attack himself. He is no&
required to attack other forces encountered. )

The cost to cast Balance and Elder spells is influenced a
for Chaos above. The cost to cast Chaos spells is double%

Balance Orientation The cost of Balance spells is reduced
50%, rounded up. The cost of Elder spells is as normal.

) The Shaman, regardless of the form that he is in, can com-
municate with any member of the species that his Tonah
The cost for Law and Chaos spells is tripled. guardsor any Shaman whose Tonah guards the same

The cost to increase the Expertise in Balance and EId(fEr species, i.e. he speaks th_e tongue of that a_mmal SPECIEs.
: ) The Shaman has the Animal Power Special Attribute, see
spells is as normal. The cost for Law and Chaos spells is

Book One, for the species that his Tonah guards.

tripled. , . : F) The Shaman can summon animals of his Tonah’s species
The Balance Wizard is not required to attack the forces at 1, normal cost, rounded up. He will double his nor-

of any alignment. Law and Cha_os forces encoun_tered A€ mal EL modifier when he does so. If the Shaman has not

hostile but do not attack automatically unless that is the na- . . :

ture of the specific force. Influence may be used in an learned Summoning, he may summon the animals of this
P ' y y species at aiL of 0. If Summoning is learned, hiEL for

encounter. . X . : )
The cost to cast magic is influenced as for the cost to these animals will benE EL higher than his currerL in

. : . Summoning.
increase in Expertise. . .
The Referee should allow the Player to choose the animal species
4.4.2 Shamanism that he wishes to ally with. It must be an animal, listed under

. - . . Animals in Book Three. It may not be any other creature.
Shamans gain power through a filial connection with the forces y y

of nature. This is a tie on an emotional, instinctive level thlOTE — In actual belief, the Shaman is chosen by his Tonah,
requires strong will and aptitude. he does not choose. One becomes a Shaman because the forces
REpature choose to make it so. If the Referee desires, he may sim-

When a Character completes his apprenticeship as a Shal — . i
he gains the following benF()afitS' PP P ulate this by randomly determining the species that the Shaman
: is connected to.

A) The Shaman makes his first drum. This drum is required . .
in castingANY Shamanic Magic, other than powers gaineti4.2.2 Apprenticeship Cost

from a Tonabh tie. The cost of a Shaman'’s apprenticeship is 150 expertise points.
B) The maximunEL currently possible as a Healer and a starThe points gained in section 4.1 may not be used to pay this cost.
ing EL as a Herbalist. Use those gained in section 1.1.4 of Book One.

C) The Shaman starts withD3* Natural Magic materials, -
from the Plant, Herbs and Liquors table in Book Four. H%4'2'3 Re.str|ct|on.s ,
will have 2D6 doses of each material that he has. The following restrictions apply to all Shamans:

A) A Shaman may only cast Shamanic Magic spells.

) No Tonah tie is possible with Domesticated Creatures. If a
Shaman chooses to ally with the horse, his advantages apply
fully only when he is dealing with wild Horses or Horses
that were born wild.

D) If the Shaman rolls less than or equal to his Current Empd&:) Tonah ties are restricted to unaligned animal, reptile and

thy onD100, an animal of his Tonah'’s species is with him.  avian species. No other tie is possible.

This animal is treated as a pet, as for the Special Event p&) The Shaman iREQUIRED to treat his animal allies as he
It should be treated by the Shaman as a friend and Personal would aBROTHER He will never take part in an attack on
Contact. them and will never be attacked by them.

NOTE — If the material that the Shaman possesses is n
consumed in use, he will have one item with the powers
specified for it. All Natural Magic material that the Shaman
starts with is in enhanced form if it has an enhanced form.
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4.4 The Magic Paths

NOTE — If the Shaman repeatedly violates 4 above, his TonahA Sidh Magician that encounters Kotothi creatures is subject
tie will be broken. He will lose all benefits and powers gaingd immediate attack.

from his Tonah. See Restoration. 4433 A iceshin Cost
4.3. renticeship Cos
The Shaman may influence his allies and extend his immunit PP P

from attack to those that are with him. If a person or thing thhf'® cost of the Sidh Magic apprenticeship, for full training as a
he wishes to protect is the natural prey or enemy of his ally, dR@gician. is 175 points for an EIf or Faerry and 225 points for a
any Influence attempt fails, the ally will attack it anyway. Human. Dwarfs may not learn Sidh Magic.

4.4.2.4 Orientation 4.4.4 Shadow Magic

All Shamans have an Elder orientation. They worship the forcéhen a player completes an apprenticeship in Shadow Magic
of nature as personified in the animals and plants of the Midé# gains the ability to cast Startil¢EL +2 Shadow spells. He

World. They have no tie to other Elder forces and have a gendégp learns to speak the Tongue of Shadola60. There are
distrust for all other Alignments. no other gains for mastering this form of magic.

) . Innate Shadow Weavers, once trained, cast Shadow Magic
4.4.3 Sidh Magic as trained Natural Magicians, gain double the number of spells
The ancient arts practiced by the EIf, Faerry and Alfar. Thdisted above and speak the Tongue of Shado&iz80.
powers are derived from the Elder forces of creation and the EI-

der Gods that created them. 4.4.4.1 Apprenticeship Cost
The benefits gained by a Sidh magician depend on his raCiee cost of apprenticeship is 150 expertise points. If the student
Consult the list below: is a trained wizard or shaman, he may learn Shadow Magic at a
cost of 100 expertise points. If he is an innate Shadow Weaver
Faerry or EIf . . .
_ _ the cost in 80 expertise points.
A) ELB8O0 in the tongue of the Sidh.
B) A starting level as both an Armorer and a Jeweler. 4.4.4.2 Orientation
Human Shadow magic is unaligned. The player need not specify any

orientation for his Character if he is only using Shadow Magic.

A) EL60 in the tongue of the Sidh, Elf Sidh and Faerry Sidh he is also a trained Wizard or Shaman, the normal orientation

B) Treatment as a member of the Sidh by all Elder and Kotolﬁ

forces encountered. rUles apply.
C) Lower World Travel, from Travel Powers, BLO. 4.4.4.2.1 Orientation Affect Persons adept in Shadow Magic,
D) A starting level as both an Armorer and a Jeweler. other than Natural Magicians, pay double cost to learn and cast
All spells derived from Light, Darkness or Elemental forces. They

. . may learn and cast spells thabvERSELY affect the Mind or
A) T_he magician may IeaMEL Genera_l Skills when he StartS’Energy Level of an enemy &> the normal cost, rounded up.
his magician at no additional expertise cost. Neither modifier applies to Shadow Magic spells.

4.4.3.1 Restrictions Table 4.2 gives a list of affected spells.
Sidh magicians may only use Elder and Sidh magics. Their cost
to learn Elder magics is doubled. The cost of incredSkesliand Table 4.2:Spells Affected

casting is normal for both.

Humans that are Sidh magicians may not learn any Sidh Magl¢a!f Cost Double Cost
spell with a Base Mana Cost &fGHT or higher. The cost to cast, Aandon DEMMIEEE BOnEs
learn and increase theL of any Sidh Magic spell is doubled. If Compulsion Desert Powers

. - Disorder Earth Powers

the Hur_nan_ls alsoa S_ha_rnan or legrd, he may Iea_rn other_fo_|..E.ﬁe‘,ﬂms Elemental Powers
of magic without r_estrlct|on glue tp h|s_ status asa Sidh Magiciz Eascination ST [EEE
Any Wizard that is also trained in Sidh magic may specify arkorgetfulness Flaming Death
Elder orientation for their arts. Hatred Light Powers
NOTE — The Elder Wizard is essentially a Druid. He is pri- !llusion Powers Sea Powers

marily obsessed with protecting that which is his and thal whic nsanity Smokeless Flame
has retained a portion of its former purity. In general, they are-e€ching Storm Powers
hostile to Law and Chaos, as the corruptors of the Elder Path. ?uarrels.
) . . elepathic Powers

The Elder Wizard gains Elder and Sidh spells at normal costg o
Shamanic spells at double cost and Law and Chaos spells gangeful Horror
triple cost. The same factors apply for casting. In castir Wwildness
Shamanic spells, all requirements that apply for the Shaman ap-
ply here as well. The Elder Wizard does not gain any Tonah tie
without specifically casting Restoration to establish it.

4.4.4.3 Starting Experience and Expertise

4.4.3.2 Orientation A Shadow Weaver’s startin§lEL on the StartingVEL table

Sidh Magicians are aligned with the Elder Powers, specificaidydetermined byW+Em)/2, rounded up. If the Character is a
the Sidh fragment of that alignment. In general, they distrust &lined Wizard or Shaman, the experience listed is added to that
non-Elder forces and dislike or despise the Kotothi. gained for his other apprenticeship.
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4 Creating a Magic User

The expertise is ignored (See Starting Knowledge above). If
the Character is an innate Shadow Weaver use either Will or Em-
pathy, whichever is higher, to determine his starting experience.

EXAMPLE — Fox Shadow, Shaman of the Omaga, is a trained
Shaman, a trained Shadow Weaver and an innate Shadow Weaver. His
startingl is 31,W is 60 andEm is 30. He has the following points:

Gained As: Experience  Expertise

Shaman 150 160

Trained S.\W. 80 -

Innate S.W. 80 -

TOTAL 310 160 for Shamanic spells

Fox Shadow’s acceptance chance based on max. Will 80, max. Empathy
44, is 87%.

4.4.4.4 Starting EL

The Starting Expertise Level in Shadow Magic equ&ls L di-
vided by 40, rounded down. If the character trained is a natural
Shadow Weaver his Will is divided by 20 instead of 40. After
this skill is learned, competence in any of the spells increases
with expertise as for other forms of trained magic. Spells above
the Starting Knowledge allowed are also learned in the normal
manner.

4.4.4.5 Restrictions

A) Shadow Magic only affects creatures that cast a shadow.
B) Shadow Magic only operates where shadow exists. If there
are no shadows, Shadow Magic is impossible.
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5 The Spells

5.1 Random Spell Selection 5.4 Spell Descriptions

In certain cases, primarily in creating treasure, the Refereel g sections that follow give aRLPHABETICAL listing of the

required to select a random spell. The rolls specified in eagrells contained in the preceding lists. All descriptions give the

table are included to aid the Referee in performing this task. basic factors that apply for the spells. These factors are modified
Where the alignment of the spell is not specified in the copy theEL of the Caster. (See 3.6).

text in which it is determined, the Referee should ddll10to

determine the table that he should roll on. Abandon ALIGNMENT — Elder

Any target affected loses all sense of purpose. They will be en-
thralled by the wonders of the land around them. They will cease
all hostile acts and wander randomly until the duration ends. If
Roll  Spell List they are attacked, they are automatically ambushed. After the
1  General Skills Ambush, the spell is broken.

421:2 ('Eﬁw Pogvers DURATION — (EL+1)x3turns

aos rowers "
6+7 Elder Powers RANGE —EL+1

8 Shamanis_tic Powers Astral Fire ALIGNMENT — Balance
9 Sidh Magics

10 Balance Powers

Table 5.1:Random Spell List Selection

The spell creates a sea of invisible flame within the Caster’s ra-
dius. Anyone that is affected by the power is totally consumed
by it. Persons that are not affected are undamaged and cannot be
affected by that spell throughout its entire duration.

Astral Fire is capable of consuming inanimate matter if it is
5.2 General Skills cast to do so. When the spell is cast in this way, the Caster must

On completion of their apprenticeship, all Wizards gain eachrg{cv?:n nj[ﬁtlonleﬁg. I h?:nO\;fes,tthe_spill endtf. the Cast
the General Skills listed &L0. Sidh magicians may select a enthe spell IS cast to aflect animate matter, the L.aster may

number of General Skills determined by their startMBL . In move during its duration, but he may not engage In combat or

making these selections, they may choose any spell regardle Xfc_)ther phys_|cal activity. quever, each phase that _he MOves
its Mana Cost. e will be required to re-roll his success chance to maintain the

spell. Any failure at this time is automatically Abysmal. If he
takes any damage at this time, the spell is negated.
At all times, the Caster remains the center of the spell’s radius.

Table 5.2:General Skills

Roll  Spell BMC As he moves, the spell moves with him; when it can move. Astral
1 Communicate 1 Fire has no effect on the Earth, Earth Giants, Earth Elementals
2 Detection 1 or any creature with innate Earth or Desert Powers.

3 Divination 1 When a person or creature enters the radius of this spell, when
4+5  Protection 2 it has been cast to affect inanimate matter, he can be consumed
6  Purification 2 by it. He will use hisMDV x2 in resisting the fire. Inanimate
7 Dispell/Banish 3 matter that he is carrying is affected by the spell. ™BV is
8  Knowledge S doubled in resistance if the item is magical. If it is not magical,
9 Summoning 7 it is consumed. The Caster is never affected by this spell unless
10 Permanent Magics ° Abysmal Failure results.
Enhancement 5
Enchantment 6 DURATION — EL +1 phases.
Curse or Ban 8 RANGE — (EL+1)/2" (A radius.
Ensorcellment 10 MDV LIMIT — (EL+1)x5 (If the target'sMDV exceeds
Enchanted Dedication 10 this value, the spell is automatically an Abysmal Faijure
Ward Pacts 15
Astral Powers ALIGNMENT — Balance
The spells that belong to this family are:
5.3 The Spell List AKASHA

ASTRAL LEECH
The tables on the pages that follow list the spells that are avAlsTRAL PATHS
able to Characters. Wizards may choose from Law, Elder, ChaastRAL WEB
or Balance spells. Sidh Magicians may choose Sidh MagicsAsTRAL WELL
Elder. Shamans may only use Shamanic spells. Shadow Wea@&sATION
may only use Shadow Magic, and the spells listed in table 4.20pPPoSITION
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5 The Spells

Table 5.3:.Law Powers

Roll  Spell BMC Roll  Spell BMC Roll  Spell BMC
01-04 Cure Disease 1 45-48  Storm Powers 3  69-72 Liberate Spirit 4
05-08 Fire Powers 2 Wind 1 73-77  Travel Powers 5

Combustion 1 Flight 2 Levitate 3
Fire Detection 1 Lightning Swarm 3 Insubstantiability 4
Fire Dart 2 Lightning 4 Teleport 5
Fire Shower 3 Thunderhead 8 Interworld Travel 10
Fireball 4 49-51  Wakefulness 2 78-80 Truth 5
09-12 Healing 1 52-55 Light Powers 3 81-82  Negate Curse 6
13-15 Might 1 Light 1 83-85 Regeneration 6
16-18 Music 1 Radiant Light 3 86-88 Dreams 7
19-22 Preservation 1 Killing Light 5 89-91 Revivication 7
23-25 Sanity 1 56-58 Open Prison 3 92-94  Healing Light 8
26-28 Speed 1 59-61 Painlessness 3 9597 Time Powers 10
29-32 Sustenance 1 62-65 SeaPowers 4 Time Slow 8
33-35 Tracking 1 Water Breathing 2 Time Stop 9
36-38 Water from Stone 1 Calm Sea 8 Cure Age 10
39-41 Invisibility 2 Friendly Current 4 Time Trap 10
42-44  Revelation 2 Navigation 6 Time Travel 15
66-68 Sleep Powers 4 98 Invisiblility Sphere 4
Sleep Touch 2 99-100 Resurrection 10
Sleep Mist 4
Perpetual Trance 8
Table 5.4Balance Powers

Roll  Spell BMC Roll  Spell BMC Roll Spell BMC
01-09 Clairvoyance 1 61-67 Astral Powers 6 76-82 Time Powers 10
10-18 Damage Reversal 1 Akasha 2 Time Slow 8
19-27 Speed 1 Astral Web 3 Time Stop 9
28-36  Watchful Sleep 1 Astral Paths 4 Cure Age 10
37-44 Oblivion 2 Astral Leech 6 Time Trap 10
45-52  Preserve the Dead 2 Opposition 6 Time Travel 15
53-60 Astral Fire 4 Astral Well 8 83-88 Fate 10

Creation 10 89-92  Strange Powers 10

68-75 Travel Powers 5 Astral llls 8
Levitate 3 Automata 10
Insubstantiability 4 Simulacra 15
Teleport 5 93-100 Planar Travel 15
Interworld Travel 10

The member spells are described in alphabetical order in the &RFIONAL — This spell may be cast to learn the pastspfeciFiC
animate or inanimate objects that are in contact with the Caster. In this

tions that follow.

Failure is automatically Abysmal.

DURATION — 2 weeks The Past time that can be sedfl.
factor applies as a powgr
RANGE — NA. (A specific place indicates the specific struc-

) ) case the duration is in 2 month periods instead of weeks. The time
Akasha The Caster can tap the Akashic Record, i.e. the mefaquired isnoT affected, i.e. if you go back 10 months it will take 40

ory of the universe, to learPAST events that have transpired in ghases to get the information desired. Double the casting cost if the
specific place. The spell must be casthe place that the Castespell is used in this way.
desires information for.
Success will give the Caster information of the past withinAstral Leech The Caster uses this power to sculpt an Astral
specified time frame within the duration that he is capable bking that is identical to the enemy that he wishes to attack. To
cast the spell, the magic-user must have something that the per-

son has been in contact with within the last 72 hoorsa dis-

carded bit of the person’s anatomy, i.e. fingernails, hair, etc.

When the Leech is formed, it will seek out the creature that it

tural entity that the Caster is occupying when the spell iswas made for and none other. When it finds him, he will begin

cast, i.e. a room, hallway, courtyard, clearing, etc
TIME — The time that the Caster will be in trance viewing

wasting away and the leech will grow in power.
The MDV of a Leech equals th®lEL of its Caster. Per day

the Akashic flux is 1 Phase per weeek viewed, rounded upthat it leeches from its target, tidDV increases by 1. It can
If he views an hour 8 weeks in the past he is in trance for 8only be affected by a Dispell/Banish spelloTHING else affects
phases. i
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5.4 Spell Descriptions

Table 5.5:Shamanistic Powers

Roll  Spell BMC Roll  Spell BMC Roll  Spell BMC
01-05 Communicate 1 58-62 Dispell/Banish 3 97 Permanent Magics 9
06-09 Cure Disease 1 63-66 Paralysis 8 Enhancement 5
10-13 Dark Sight 1 67—-70 Perception 3 Enchantment 6
14-17 Detection 1 71-75 Shape Changing 3 Curse or Ban 8
19-22 Divination 1 76-78 Death Blast 4 Ensorcellment 10
23-26 Healing 1 79-82 Liberate Spirit 4 Enchanted Dedication 10
27-33 Orient Self* 1 83-85 Lower World Travel 4 Ward Pacts 15
34-38 Speed 1 86-88 Knowledge** 6 98 Spirit Cage 8
39-42 Invisibility 2 89-91 Spirit Death 6 99  Origin Powers 8
43-46  Plague 2 92-93 Exorcism 7 Repulsion 5
47-50 Protection 2 94 Restoration 7 Inanimate Creation 8
51-54  Purification 2 95 Revivification 7 Dissolution 10
55-57 Soul Sight 2 96 Summoning 7 100 Resurrection 10

*The Orient Self spelMusT be the first spell learned by any Shaman. It is required for the casting of all Shamanic magic.

*The Knowledge that can be gained is restricted to Shamanistic spells, Healing, Herbalistic knowledge, Natural Materials and facts about
animals and other features of the natural environment. No other knowledge can be gained from the powers that the Shaman deals with.

To cast Magic, a Shaman must have access to his Magic Diyfalagical Instrument crafted by the Shaman that is the focus of his Magical
Power. Without it, he cannot orient himsglf.

Table 5.6:Elder Powers

Roll  Spell BMC Roll  Spell BMC Roll  Spell BMC
01-05 Concealing Mist 1 44-47  Forgetfulness 2 70-73 Tongues 3
06-09 Hatred 1 48-51 Storm Powers 3 74-77  Wildness 3
10-14 |lllusion Powers 3 Wind 1 78-81 Fatal Spear 4

Glamour 1 Flight 2 82-85 Smokeless Flame 4
Personal lllusion 2 Lightning Swarm 3 86-88 Travel Powers 5
Active lllusion 4 Lightning 4 Levitate 3
Major lllusion 6 Thunderhead 8 Insubstantiability 4
15-19 Masquerade 1 52-55 Cold 3 Teleport 5
20-24 Sweeten Water 1 56-59 Peace 3 Interworld Travel 10
25-31 Quarrels 1 60-64 Shape Changing 3 89-91  Vengeful Horror 4
32-37 Abandon 2 65-69 Telepathic Powers 4 92-94 Elemental Powers Varies
38-43 Desert Powers 3 Sending 1 Air 5
Navigation 1 Mind Search 2 Earth 4
Desication 2 Mind Shield 3 Fire 5
Grasping Sands 3 Suggestion 4 Water 6
Heat 4 Control 6 95-96  Flaming Death 6
Whirlwind 5 Mind Burn 8 97-100 Blood Vengeance 8
No Wizard can be oriented with the Elder Powers. See 4.4.3.1
Table 5.7:Sidh Magics

Roll  Spell BMC Roll  Spell BMC Roll  Spell BMC
01-06 Elf-shot 1 44-48 Invisibility 2 71-75 Disease 4
07-12 Fascination 1 49-53 Luck 2 76-80  Slay the Tame 5
13-17 Foyson Theft 1 54-58 Blindness 3 81-85 Regeneration 6
18-23 Healing 1 59-65 Paralysis 8 86—90  Punishment 8
24-28 Music 1 66-70 Sleep Powers 4  91-95 Transmutation 8
29-33  Speed 1 Sleep Touch 2 96-100 Planar Travel 15
34-38 Tracking 1 Sleep Mist 4
39-43 Compulsion 2 Perpetual Trance 8

Sidh Magic is a verbal tradition requiring training in the tongue of the Sidh. No book or scroll containing Sidh Magic can be found. None exist.
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5 The Spells

Table 5.8:.Chaos Powers

Roll  Spell BMC Roll  Spell BMC Roll  Spell BMC
01-02 Chaining 1 34-35 Insanity 2  65-68 Water Powers 4
03-05 Fascination 1 36-37 Plague 2 Water Breathing 2
06-08 Hell Powers 8 38-40 Storm Powers 3 Water Walking 3

Fire Resistance 1 Wind 1 Friendly Current 4
Fire Dart 2 Flight 2 Flood 6
Pain 4 Lightning Swarm 3 69-70 Death Powers 6
Summon Demons 4 Lightning 4 Hand of Death 4
09-10 Hatred 1 Thunderhead 8 Fog of Death 8
11-14 lllusion Powers 3 41-42  Terror 2 71-72 Disease 4
Glamour 1 43-44 Choking Moisture 3 73-74  Disintegration 4
Personal lllusion 2 45-47 Darkness Powers 3 75-77 Necromantic Powers 4
Active Illusion 4 Darkness 1 Communicate with the 1
Major lllusion 6 Darkling Light 3 Dead
15-16 Leeching 1 Dark Companion 5 Control the Dead 2
17-18 Quarrels 1 48-49 Disorder 3 Animation 3
19-20 Slime 1  50-51 Invulnerability 8 Dark Knowledge 4
21-22 Theft 1 52-53 Paralysis 3 Decay 4
23 Quarrels 1 54 Petrify 3 Corruption 5
24-25 \Wounds 1 55 Sea Powers 4 the Black Curse 7
26-27 Compulsion 2 Water Breathing 2 Seeking Death 10
28-30 Desert Powers 3 Calm Sea 3 78-80 Silent Terror 4
Navigation 1 Friendly Current 4 81-84 Travel Powers 5
Desication 2 Navigation 6 Levitate 3
Grasping Sands 3 56-57 Shape Changing 3 Insubstantiability 4
Heat 4 58-59 Sound Sphere 3 Teleport 5
Whirlwind 5 60—61 Stillness 8 Interworld Travel 10

31-33 Earth Powers 3 62-64 Telepathic Powers 4 85-86 Withering Hand 4
Fire Resistance 1 Sending 1 87-89 Decay 5
Earth Strength 2 Mind Search 2 90-91 Corruption 6
Location 2 Mind Shield 3 92-94 Silence 7
Avalanche 3 Suggestion 4  95-96 Transmutation 8
Transport 4 Control 6 97-99 Destruction 9
Earthquake 6 Mind Burn 8 100 Lichcraft 20

Table 5.9:Shadow Magic

Roll  Spell BMC Roll  Spell BMC Roll  Spell BMC
01-10 Communicate 1 52-56 Freezing Hand 3 84-87 Shadow Bands 5
11-20 Dark Sight* 1 57-62 Shadow Sculpting 3 88-90 Shadow Plague 5
21-27 Invisibility* 1 63-68 Energy 3 91-93 Wasting Hand 5
28-33 Create Warriors* 2 69-73 Shadow Command 3 94-96 Shadow Cage 6
34-39 Delusion 2 74-78 Liberate Shadow* 4 97-99 Fatal Shade 8
40-45 Leeching 2 79-83 Disorder 4 100 Deadly Shadow 10
46-51 Soul Sight 2

*The spells marked are the powers of the innate Shadow Weaver.

DURATION — Until dispelled or until the target dies.
RANGE — Unlimited. (t will travel at a rate of 100 miles
per day to reach its larger. It is not stopped by any terrain. SPEED— Normal, for equivalent Middle World distance
It appears 1" away from its creathr covered per strategic turn multippR times(EL +2).
DAMAGE — 1D6+EL (The Energy Points consumed per NOTE — If people travelling with the Caster leave the radius
day). of his effect when they are in the Upper World a throw against
Empathy is required. If they roll greater than their Empathy, they
Astral Paths The Caster, and those that he includes, may tra@é¢ dead. If not, they appear in a random location in the Middle
on the Astral paths that correspond to the distances of the Midéferld.
World. While travelling in this way all encounters will be UppeSPEED EXAMPLE — At EL4, per “mile” travelled in the Upper
World encounters. Unless protection is also cast, the Caster ¥e¢d they are 6 miles further along in the Middle World.
every person included will ageVve days for every day travelledIMPORTANT — Sleep is never required while travelling in
in this way. the Upper World with this spell. While travelling under this

DURATION — EL +1 Strategic turns.
RANGE — Contact when castingEL +1)/2" after casting.
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spell, the party is NOT physically present in your Middle CREATURE DURATION— 2 days EL applies as a pow8r
World. Their travel is related, for distance only, to the phys- COMMAND — 20%-+EL x5%.
ical layout of the Middle World. They should be allowed to RANGE — 2" (EL applies as a pow8r

move in any direction without regard to terrain. Metaphysi- OCV — HPV /4, round up.
cally, they can be viewed as moving through a neutral ground DCV —EL+2
between the Upper World and the Middle World. TOTAL BONUSES— EL —2 (The value can be negative. The

Astral Web  Strands of Astral power that, on success, will bind Referee will assign the bonuses that apply, based on the cre-

EVERY enemy of the Caster that is affected and that is within hisators description or his own discretign

effect radius. Effected targets may not move until the Durati&@®mmand represents the chance that the creator can control his
ends. The bonds hold only so long as the Caster remains within creation when he creates it. If he rolls less than or equal to
Radiusx5 hexes of the enemy. If he moves further away, they this percentage, it will obey his orders. If not, it will flee
are negated for that enemy. directly away until it dissolves.

Bonds of this nature may only be removed magically beforsiration is the number of days that the creature will continue
the end of the duration. No amount of strength can break them. to exist, while it remains within range, without being made
The bonds are dissolved if any victim is damaged after being Permanent by the creator.
bound. HPV is the maximum number of hit points that the creature can

DURATION — 3 phasesEL applies as a powgr Itake. The Caster can create any creature with this value or

ess.

RANGE — EL +1 (A radiug ; . . ]
. . ... . Range is the maximum distance that the creation can be from
NOTE — As for Astral Leec'h. If atarggt IS nqt affected initially, its creator. If it is ever farther away, it will dissolve into
he cannot be affected by this spell during this encounter. nothing immediately. When the creature is first created, it
Astral Well The Caster creates a well of intense astral power must appear withifEL 1 hexes of the Caster. If it is made
somewhere within his range. Targets affected are transported to permanent, this restriction no longer applies.

a Referee selected location in the Upper World. There they Rf@TE — Creations arenoT illusions. They are flesh and blood
trapped. It will be up to the Players involved, if they are Playeigglity, though totally soulless and magical in being. Monsters
to determine how to survive and get back. created by failure are totally immune to the Caster’'s commands.
RANGE — EL 41"
DIAMETER OF WELL — 1" x(EL /3, rounded up)
MDV LIMIT — (EL+1)x3 (If the MDV is higher, the spell ~ The Caster must touch the target to affect it. If the spell succeeds,
has no effegt the creature touched is blinded. Failure has no effect on the target
touched.

Opposition A general rite that strikes hostile supematural ;g is ost, on success, for the Duration determined below.
forces with the power of their diametric opposite. If the spell

succeeds, the being is destroyed. If any other result occurs, theYRATIO
spell will not work against that creature in this encounter. Tiood Vengeance ALIGNMENT — Elder
spell will only affect supernatural forces, i.e. demons, ahur
etc. It has no effect on Balance aligned or oriented creatures

Blindness ALIGNMENT — Sidh Magic

N — EL 41 strategic turns.

Fhiis spell can only be used on willing targets. The effect dedi-
‘cates one person to killing another. The target of the vengeance
RANGE—EL+1 must be a person that has harmed the person affected or a mem-

Creation The Caster creates animate life from his memory Ber of that person’s family. The Caster will never cast it on him-
imagination. The creature created cannot attack its creator. R§4- He must touch his target to effect him.
capable of speaking, or understanding, depending on its intellec¥Vhile affected, the victim must search out his enemy. When-
any language that the Caster can speak. If the spell is cagtV&r the enemy is in sight, the person will suffer from Uncon-
three times the normal Mana Cost for EB’ the creation can betronable Battle Fury. He will subtract thEL of the Spell from
given any power or ability that the Caster has. (Triple the c@dt combat rolls in addition to any other modifiers. The spell
per power or ability that the creation receives.) Any ability thih@sts until the enemy is dead. The Caster must touch the willing
given is used as an innate power by the creation. person to affect him.

The physical form of the creation is left to the discretion of The EL of the spell is added to all damage inflicted on the
the Caster. Where the Referee chooses to have created creatgrafied enemy.
encountered randomly, the form is left to his discretion. Chaining ALIGNMENT — Chaos

Any failure with this power creates a monster from the

Caster’s subconscious. The monster attacks its creator subtr-g,%‘l?- cfreatk:on of V'S'bl‘; magc;cal bondsht_haIF th)” m?kﬁ it |mpos-h
ing the spell'sEL from all combat rolls or magic success roliS1Ple for the person affected to move his limbs. 1f the Strengt

If the failure is Abysmal, the creation’s first attack will use th@ the target bound exceeds the Strength of the spell, it will take

combat modifiers for ambushing a target that is unable to moJin 3—((Creature Strength—Spell Strength)/10, round up),
i e subtracHIRTY-FIVE from its attack roll. phases to break the spell. If more than one Chaining spell is on

The Caster’s reaction to this monster is as specified for Vengd2erson. he must break them sequentially.

ful Horror. The monster will always seek his creator’s death. FEKAMPLE — A Creature hass80. The spell strength is 60. It will
it kills him, it lives on. If it does not kill him, within20—EL take the creature 1 phase to break the chains. If he has two spells of this
phases, it fades out of existence. type on him, it will take 1 phase for each, i.e. a total of 2.

HPV — (EL+1)x10 RANGE — EL+1"
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DURATION — Until broken or dispelled. used, onlyl/ of the target'sMDV, rounded down, can be ap-
STRENGTH— 20+(EL x10). plied in defense against it. Unless he rddis or less. the target
i ) is unaware that any communication is taking place.
Choking Moisture ALIGNMENT — Chaos
RANGE — (EL+1)x3"

The spell clogs the breathing orifices making breathing impossi—DURATION __ 12_EL phasesthe time required to learn
ble for air breathing creatures. It has no effect on water breather{she information specified aboje

or creatures that do not breathe. While choking, the target may

not engage in any other action and is considered to be unawaoinpulsion ALIGNMENT — Chaos

he is attacked. This spell forces the victim to perform a specified action, or set

DURATION — EL +1 phases. of actions, with asPECIFIC GOAL for the Caster. The effect ends
DAMAGE — 1D6+(EL x2) (The damage is taken to the when the spell is dispelled, the person succeeds and returns with
target's Energy Level. Per 4 points inflicted to the Energy any item that he is required to bring to the Caster or when either
Level, rounded down, the target will suffer 1 point of physi- the Caster or the person affected dies.

cal damagg While affected, the target may not attack the Caster. The spell
RANGE — (EL+1)x2" acts as a Geas on the target affected.

Clairvoyance ALIGNMENT — Balance =~ RANGE—EL x2"

A limited form of Divination. The effect allows the person thaConcealing Mist ALIGNMENT — Elder

the spell is cast on to add tHel. of the spell to attacker's rolls The spell creates a thick mist that obscures vision, No one can

against him. (In effe(_:t, hE_’ can see a blow coming and era'}%% into this mist, even if they are in it. Only the Caster’s vision
not to be there when it arrives). No person affected by this SHE lmaffected by it

carl1 bi anE"nEusheddordt::\jken unawzre. b dqf K While it lasts, the spell moves with the Caster. Others within it
/2the EL, rounded down, can be subtracted from attac ro&ﬁ” be unable to tell the direction of movement unless the Caster

taken by the person affected. informs them in some way. The Caster may not use any other

~While the person is affected, he experiences a state of qiialyic while the mist lasts. If he begins any, the mist is negated.
sight. For non-combat uses, his vision is considered to b

) . . ®ersons in the spell, that attack, add Hlex 2 to their roll.
clouded by the power. Actions that require clear, precise

i fh il be bad for the aff q A‘E’é attack is allowed unless they are in the same hex as someone
servation of the present will be bad for the affected person. e. The Referee will tell them that they are in the same hex
the EL x 2 to all rolls for success in such endeavors.

as someone else but will not tell them who unless it is somehow

DURATION — 10 turns+EL squared obvious. The Caster can see through the mist and is not affected
RANGE — (EL+1)/2" (The radius that the person affected in this way.
has clairvoyant sight in Missile Fire into this mist will have th&L x5 added to the

roll. The firer will be unable to see any target. He must specify
a hex and hope that if something is hit it will be an enemy. All
The spell allows the Caster to communicate with a creatyii@ into this mist will use quadrupled range values. Fire spells
whose language is unknown to him. If the spell succeeds, g8t into the mist will consume any portion of it that the spell
creature hears the speech of the Wizard in his tongue, the Wizgsitacts. Persons in the sections that are burned away may be
hears the creature in his own tongue. damaged by the fire.

EXAMPLE — A Wizard, a Donaran speaker, encounters an EIf. On If the Caster is damaged, the spell is negated. The Caster can
success, the Wizard hears the EIf speak in Donaran, though EIf Sidhésanywhere in the cloud created. He is not required to remain
actually spoken, The EIf hears the Wizard in EIf Sidh, though he spe#akshe exact center.

Donaran.

Communicate ALIGNMENT — Varies

DURATION — (EL+1)x3turns.
RANGE — EL" RANGE — EL+1" (A diametey.

DURATION — (EL+1)xMEL turns.

EXAMPLE — MEL 10, EL4. The Range is 4". The duration i
10x(4+1), a maximum of 50 tactical turns, i.e. 10 minutes.

Cold ALIGNMENT — Elder

SThe spell creates a sphere of intense cold. All plants suffer dou-
ble damage and have twice the listed Freeze Chance. Creatures

Communication ends when the Caster or the target affected vdfiacted suffer damage and have a chance to freeze.

it to, and roll less than or equal to their Will. Otherwise it will The Duration of the spell applies only if the target is frozen.

end when the Duration endsTHe Will of Random Creatures,t s tripled for all Plants. If an insect or reptile is frozen, it is
unless specified otherwise, 2910+ MDV). killed.

While communigating, neither entity may fight the other %he Freeze ChanceA roll is taken for each entity in the effect.
cast any other magic. If the percentage for thEL, or less, is rolled, the target is
Communicate ALIGNMENT — Shadow frozen in place. While frozen, the target will take 1 hit point

. . . erEL+1 each phase until he thaws.
This spell allows the caster to communicate with the Shadow of P + ) P )
any being within his range. UST be cast using the Tongue2Nly the Caster is unaffected by this power. Any other person
of Shadow. It is used to gain general information about that pgfthin the sphere is affectable, including allies.
son’s orientation, intent and personality. It may not be used toFREEZE CHANCE— 10+ (EL x5)%

establish communication with that person. When this spell isSDurRATION — (EL +1)x2 phases.

26



5.4 Spell Descriptions

DAMAGE — 2D6+EL (Dice damage is scored on the first By payingDouUBLE the Mana Cost, the Caster can attempt to

phase of the effect only reverse damage for any entity that he is in contact with. In doing
RANGE — EL 41" (A diamete). S0, he is required to add 10 to his roll.
Corruption ALIGNMENT — Chaos  RANGE— (EL+1)x2"

. DAMAGE — (EL x2)+1
The spell will cause an¥NIMATE Oor FORMERLY ANIMATE ma-

terial to rot. The hit points for thEL are scored against the itenf-XAMPLE — A Dragon scores 12 hits on a Wizard that H#isS in

Or PersorEVERY day, starting immediately. When the victim'dis SPell. The Wizard, subsequently, reverses the damage. The Dragon
. . - takes 11 hits and the Wizard’s damage is reduced by 11 hits.

hits reach zero, he is dead. For foods and other items, the damage

is scored against the food point value that it has or would hav®lOTE — The damage reversed will never exceed the damage
DAMAGE — EL 41 that the affected individual has personally inflicted on the Caster.

RANGE — (EL+1)/2" (The sides of a 60 degree cQne Darkness Powers ALIGNMENT — Chaos

The effect of this spell is negated, through healing, on any dBlye spells that belong to this family are:
that the person affected heals a number of points greater than

or equal to the number that the spell will inflict in a day. THBARKNESS

damage inflicted begins immediately. All persons in the effeEtE DARK COMPANION

area can be affected. The spell has no effect on supernatBsRKLING LIGHT

forces.
The member spells are described in alphabetical order in the sec-

Create Warriors ALIGNMENT — Shadow tjons that follow:

The caster can create Shadow Warriors. The maximum miﬂ?irkling Light The Lightning of the Dark. Any target that is

be'r possible eguals tel cast+1. The castgr Iqses ON€ ENerY%ttected is consumed by Darkness. Unless the spell is negated or
point per warrior per full turn that they remain, in addition to th&ispelled he will be killed

mana or energy required to create them. CaskéarLE cost, the If the Caster is killed before an effected target is totally con-

spell allows the caster to form a single warri_or MH“(EL./Z)’ sumed, the effect is negated and the person is undamaged. The
rounded up, times the normal Shadow Warrior values, i.e. a sdﬂ]y other way to counter the effect is with a Dispell/Banish

gle EL4 warrior costs 30 mana to summon, takes 30 hits, I’g%se" of the samé&L or hi o ;
L . gher. The damage inflicted is doubled
a strength of 75, etc. When this is done, the shad®ps is against creatures of Light, as specifiedARKNESS

reduced byoNE per multiple over one. The cost to power it is |
increased byoNE per multiple over one, i.e. thEL4 shadow RANGE — (EL +1)x3 )

above has MR of 13 and costs 3 energy per turn to maintain. PAMAGE — EL +1 (The damage that is scored each phase
Shadow Warriors appear to flow out of the caster when formedUntil the target is consumegd

They move as the caster directs. While controlling more thearkness Darkness may only be cast where Light exists. It is
one warrior the caster can do nothing else. While controllinthagated by, and negates, the effect of any Light spell. While it is
single warrior he may use other Shadow Magic, move or engageffect, only the Caster, persons that he is in contact with and
in other physical actions. creatures that can see in magical darkness can see. Darkness is
NOTE — Innate Shadow Weavers may command any numtsal. It allows no light whatsoever. Any non-magical light, or

of warriors without suffering the restriction above. Instead dfem that gives off non-magical light, within the effect radius is
using the base cost specified in Book One, determinElaas extinguished by the spell.

an Innate Power for this spell. Treat it as an innate power in all If the spell causes a damage effect when cast, it is consumed in
ways unless the Shadow Weaver is trained. Once he is traird@ing so. The Damage listed is only scored against creatures that
this spell starts at his InnatEL, can be cast at thaEL or lower have innate Light Powers or supernatural forces that are aligned
and can draw from either the Casting Ability or the Energy Levayith Law.

RANGE — (EL +1)x5" (The distance that the Shadow can ~ RANGE— EL+1" (A diamete. _
be from the caster without disappearing. DURATION — 2 turns EL factor applies as powgr
] ] DAMAGE — (EL+1)x2 per phase.

Cu_re Disease ALIGNMFNT — Varies EXAMPLE — With EL7, the spell has a diameter of 8". The duration
This spell negates the effect of Plague and Disease. Its chande »to the 8th power. The Damage scored against any creature that can
success is as specified for Revelation. The person to be curetidsffected, that is within the effect, ix87+1), 24 hit points.
this spell must be touched by the Caster. It retains its power f@hTE — Any creature that is damaged hy this spell will fight the
use on one person only. Caster, with Uncontrollable Batlle Fury, until one or the other is
Damage Reversa| AL|GNMENT J— Ba|ance k|”ed NOAV af‘feCtS damage that iS |nﬂ|Cted in th|S Way.

When the spell succeeds, the damage listed fofEthds sub- The Dark Companion The Caster can weave a living, human
tracted from the damage that the Caster has suffered and infli¢teth, servant from the Darkness. The servant will obey any or-
on the creature that caused it. For the spell to work, the Caster given by the Caster. It will be damaged by any contact with
must be damaged and the cause of the damage must be witight, magical or non-magical. (Non-Magical Light will score
the range of the Caster. If not, failure is automatic. When th®3 hits per phase). The companion is speechless. To give or-
spell fails, the damage listed is inflicted on the Caster, i.e. addiss, the Caster must use the communicate spell or know the
to the damage that he has taken. Damage that hits the targtgrigue of Dark Chaos.

not affected by armor in any way. The powers of the Dark Companion are:
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A) He may automatically hide in any darkness. last 24 hours. If neither is true, the spell is an abysmal failure.
B) He will scoreDOUBLE damage, as for a Weapon-User withf both are, the caster may subtra&n from his roll in addition
EL8 andSB+2, in normal combat. to normal modifiers. A victim cursed with a Deadly Shadow can
C) His AV against damage will not apply to damage caused bgly be cured with a Negate Curse spell. Each day that he fails to
Light, Magic or Silver coated weapons. roll his Will, the shadow’s attack drairBD6+EL energy points
D) If his HPV reaches zero or less for any reason, he is disam him. When hisEnL reaches zero he is dead. While the
pelled. Shadow drains its victim, the victim loses Strength, Stamina and

OPTIONAL — A form of this spell may be cast that allows the Cast&gOnstitution equal td/> the energy lost. When one character-
to send a Companion to seek out a specific enemy. The Mana Cig8l¢ reaches zero or less, the victinlMR, OCV andDCV are
when the spell is used in this way, is multiplitehes 1Q the Durationis reduced 50%. When two are at zero or less he is in coma. If all
unlimited. One Mana Point p&l +1, per day, must be paid to maintairthree reach zero, he is dead (even if he still has a posie).
the Companion while it searches the darkness for its prey. .

When the Companion finds the enemy it will attack. If the personReath Blast ALIGNMENT — Shamanic
driven into unconsciousness or killed, the victim’s spirit is captured fhe spell will totally destroy the Spirits of both corporate and
the Wizard and the Companion takes possession of his body, underyfiggorporate enemies. Persons affected by success drop dead.
perpetual control of the Wizard. All targets addbOUBLE their MDV to the Caster’s roll.

After possession has taken place, the maintenance cost is no longel \ipv/ [imit applies for this spell. If thsMDV of the target,

required. after doubling, exceeds the limit for th&l. he cannot be killed
DURATION — EL +1 strategic turns. by it. If success is rolled, he will be stunned, movind.atspeed
RANGE — 2" (If the Companion moves farther away from and fighting with1/> OCV andDCV rounded up, for a number
the Caster, he dissolveEL factor applies as a Powgr of phases equal to tHeL of the spell.
OCV —EL+4 MDV LiMIT — (EL+1)x5
DCV —EL+2 RANGE — (EL+1)x2"

HPV — DCVx2 NOTE — This spell is cast at a specific target only

AV — EL+4
MR* — (EL+1)x2" Death Powers ALIGNMENT — Chaos
MDV —OCV The member spells in this family are:

*If the Seeking Companion is created, this is the tactical rate.

The Companion can only move at night or in darkness. He wilHE FOG OF DEATH
never enter the light willingly. THE HAND OF DEATH
EXAMPLE — EL2 companion lasts 3 strategic turns. It must r
main within 8" of the Caster. It i©CV6, DCV4, HPVS8, AV 6, MR 6,
MDV 6. The Fog Of Death The spell creates a noxious cloud that is fa-
tal to all life. Anyone that enters the cloud, other than its Caster,

) ) and is affected, is killed. Ad#DV x2 to the Caster’s roll for
The power to see in any darkness. The spell applies for the Cag{flass. This roll must be taken each phase that a new creature

AND any person that he includes in it. The number of inclusiop§ters the fog. Abysmal failure will only apply to the Caster's
possible equals thEL of the spell, in terms of a number of per;,itial success roll.

sons other than the Caster that can be affected. " :

The specified range iBOTH the range that people included RANGE — (EL+1)/2" (A Radius.
must be from the Caster, or less, to remain included and the rand%URAT'ON — (EL+1)x2 phases.
that persons affected will be able to see in the darkness. Once cast, the spell will move with the Caster. He will always
remain at the direct center of the effect. If he attempts to cast any
other Magic while the effect remains with him, or suffers any
damage, he must roll to be affected by his own spell. Any Mis-

®fhe spells are described in alphabetical order below:

Dark Sight ALIGNMENT — Shamanic

DURATION — 2 phaseskL factor applies as a Powér
RANGE — (EL+1)x3"

Exl'g',\,/'PLE — With anEL 4 spell, the Duration s 32 phases. The rang§,e £ire into, or out of, this cloud will use the Obscured Range
' values.
Dark Sight ALIGNMENT — Shadow

o ] The Hand Of Death The Duration, is 50% of that specified
The Duration is as for the Shamanic spell of the same name. Jdj&ne Fog of Death. It has no range. The Caster affects specific
range iSEL +1)x5". The caster may not use the spell to includg gets by touching them with his left hand, or closest approxi-
others. Itis not usable in total darkness and does not grant bgfigfion thereto. Any person touched, that is affected, dies. The
than normal vision. MDV is used as normal in resisting this spell.

NOTE — Innate Shadow Weavers have total Dark Sight at noThe Caster can make one touch per phase for as long as the
cost. They see in the dark as well as they can in the day. (Tregiell lasts. If a target is not affected by the first touch he will
sight is as good as an EIf at night and as good as a man in theéd hisMDV x 3 thereafter. If the duration for hisEL is 7, the

day.) Caster can touch as many as 7 pegple

Deadly Shadow ALIGNMENT — Shadow Decay ALIGNMENT — Chaos

The victim’s own shadow is turned against him. To use this spélhis spell interferes with the Healing process. It may only be cast
the caster needs blood and hair from the person to be affe&edigainst damaged enemies. It will only affect living creatures. It
he must have cast Soul Sight on that person’s shadow within llas no affect on Supernatural forces.
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The effect of the spell inflicts a number of hit points each d&rasping Sands The spell causes the sand to rise up and grasp
for a number of days determined by tB&. The effect is only a specified enemy. They surround it and encumber its limbs.
stopped by a Negate Curse spell. Otherwise, the best thatAfter it has been encumbered, the Caster may cast the spell again
Character affected can do is to heal faster than he is damagedry attempt to crush the enemy. When this attempt is made,
the spell. the Mana is allocated and the Crush chance is rolled. If success

Without healing magic of some kind, the victim's Healingccurs, the enemy suffers the damage indicated each phase.
Chance is reduced byl x4 until the spell is negated. If heal- pyraATION — (EL+1)x2 phases.
ing magic is used, the reduction equélBecay EL—Healing RANGE — (EL+1)x3
EL) x4. If the result is negative, increase the Healing Chance crysy cHANCE— (EL +1)x10% (MDV and anyAV are
If the final Healing Chance, after applying the reduction, is zeroggged to the roll).
or less, the Character cannot heal without magical aid. DAMAGE — EL +1 per phase.

NOTE — For Natural Magic items that do nothave apreciSe  The AV of the victim will apply against this spell's damage ef-
listed, theEL used above equaldealing Chance increasgs fects. All damage blocked, or in excess of ¥, is taken as

rounded up. damage by the armor.
DURATION — EL +1 days squared. EXAMPLE — A person in Plate Mail is not crushed by &h 3 at-
HIT POINTS PER DAY— EL +1 tempt. The sands inflict 4 hits per phase, His armor stops it all but it will
RANGE — EL +1" take 4 hits per phase for a maximum of 8 phases. The Armor is nearly
worn away.

EXAMPLE — An EL9 spell will inflict 10 hit points per day for a

maximum of 100 days. (At this level, if the spell is not negated deathhteat The spell assails a general area with furnace-like heat.
certain). The damage listed is suffered each phase that any creature that
can be affected remains within the radius of the spell. No armor
values apply against this effect. If th#PV is reduced to zero

The victim sees movement in the shadows around him. Positygess, the creature affected is dead. The Caster must remain
that he is surrounded by an overwhelming force, he will surregithin the effect area throughout the spell’s Duration. He may

der unless he rollgvill, minus the EL modifier . On this roll, move anywhere within this area. He is never affected by his own
failure causes the victim’s immediate surrender, partial succgggl|.

causes him to flee in a random direction (intent on fighting hisDURATION — (EL+1)x2 phases.
way to freedom). On success, he may ignore the spell. RANGE — EL+1" (A radius.

Cast atbOUBLE cost, this spell affects everyone in a circular DAMAGE — EL 42 per phase. No armor values apply
area defined by its radius. All act as specified above. Any Whos%gains this effedt

MDV is higher than theMDV limit automatically ignore the

spell. Where such a person is within the effect area, affectalfjii'® Caster moves out of the effect area, the spell is negated by
persons may roWill x2 to resist instead OMVill . his exit. This spell does not affect Jinn, Ifreet or any creature

. . with innate Fire Powers.
RANGE — (EL+1)x4" (The maximum distance from the

caster that the person affected, or the center of the radiusNavigation This spell allows the Caster to find his way under

Delusion ALIGNMENT — Shadow

cast, can bé. any conditions, in any desert. The Caster must have a specific
RADIUS — (EL+1)x2" place, within the desert, in mind when he casts the spell. If not,
DURATION — 2 turns EL factor applies as a powér failure is automatic. Success with this spell gives the Caster a
MDV LiMIT — (EL+1)x4 course directly to the place that he wants to go to. Failure yields
EL MODIFIER — EL+5 a course in the correct general direction but not directly to the

objective. Abysmal Failure yields a course that is totally wrong.

Desert Powers ALIGNMENT —Varies (the Referee should take this roll secretly. It is up to the Char-
The members spell of this family are: acter to figure out whether the spell is working corregtly.

After casting the spell, the Caster is entranced. He will remain
DESICATION in this trance until he reaches his goal. While effectedd@V,
GRASPING SANDS DCV, D, A andS are reduced 50%, rounded down. He may not
HEAT cast any other magic without negating the effect.
NAVIGATION RANGE — (EL+1)x 10 miles (The distance away that the
WHIRLWIND

desired object can be. If it is farther, Success results in Fail-
ure).
EXAMPLE — EL4, range is 50 miles. Ifthe Caster Ha€V5,DCV6.
Desication The spell affects the Energy Level of the victimD12, A13 andS9 they are reduced t@CV2, DCV3, D6, A6 andS4
Per phase of its duration, the damage specified is scored agavhe he is affected.
this value. Per 3 Energy Points lost, the victim will take 1 H{}\L

. . hirlwind  The spell creates a twisting current of air and sand.
Point in physical damage (Round Down). If the Energy Lev:la e effect can be used to move and inflict damage. The Whirl-
reaches zero, the victim is a dried out, dead husk. '

wind rises around the Caster and anyone that he is in physical

The descriptions follow in alphabetical order:

DURATION — EL 41 phases. contact with. Any other person in the effect area, or that enters
DAMAGE — 1D10+(EL x2) it, suffers the listed damage and is thrown out of it. If the spell
RANGE — (EL+1)x2" does not succeed in damaging the person, through Failure, he
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5 The Spells

may penetrate into the eye of the funnel, where the Caster isDisease ALIGNMENT — Chaos

y p Y

cated. To do so, he must roll less than or equal tollusige The target is infected with a potentially fatal disease. Diseases
Value on1D10, created with this spell are not contagious. The duration listed is

The Caster may move the affect a given distance each phgs€ number of days that the Disease will take to kill the person.
He must remain at the center of the affect when he does so. Aysuccess, the victim’s Energy Level is reduced by the Damage
person in physical contact with him will also move with it. Anyactor listed, rounded down.

that release their hold, or that he Succeeds in throwing out, arghe basic effect of the Disease is determined by roliBg.0

subject to the effects of the whirlwind. and subtracting thEL from the roll. Consult table 5.10.
DURATION — 5 turnsx ((EL +1)x2). .
DISTANCE PER PHASE— (EL41)x4" Table 5.10Disease Effect

DAMAGE — 2D6+(EL x3). NetRoll  Effect

RADIUS OF FUNNEL— 1" X(EL/3' rounded up; 1 if EL 3orless The Characteris in Coma until he is cured or he dies.
equals zero) 4-10 The Character passes out. He wakes off and on through-

EXAMPLE — With the EL 3 spell,2D6+9 hit points are scored. The out the duration of the spell. He may not move under his

funnel will move up to 16" per phase for up to 40 turns. own power.
P perp P 11-20 Divide the Character’St by the Duration and round up.

The result is subtracted froi8t each day. Wherst
reaches zero, the Character passes out.

Destruction ALIGNMENT — Chaos

The spell will only affect inanimate material. It will totally de-

stroy any such material that it succeeds in affecting. ] . . . ]
When used offensively, the spell is cast at a specific tar {Any Stamina or Energy Points lost to this spell will return if
if\e Character survives the disease.

It will shatter a number of cubic feet of material in or on th fter the durati ds. the Ch ter wille if h I
target. The Damage listed is scored on persons that are in tHé er the duration ends, tne Lharacter E It he rofls

area destroyed. It reflects failing rubble, etc. It is only scoredJFEater than his current Energy Level wi00. The victim
cases where such debris is created. may subtract his Poison Resistance from his roll. Touch is re-

. . uired to affect the target.
Defensively, the spell creates a zone of destruction around(ﬂhe g

Caster. Any inanimate object that enters this zone, and is afPURATION — (10-EL) days. (f O or less, the death roll is
fected, is destroyed. Unless an item is magical, it haMBv taken immediately
of zero. If it is magical, it will use itdDV x2 in resisting De- ~ DAMAGE — 5% x(EL+2)

struction. EXAMPLE — A Character is affected by aBL 10 spell. He rolls
immediately to die. His Energy Level is reduced 60%, i.e. if it is 84 it
DURATION — (EL +1)x2 phases.* becomes 33. If he rolls a 34 or higher, he is dead.
RANGE — 2" (EL factor applies, for offensive use the base .
factor is 2 cubic feet instead. Defensively, the value speciPiSintegration ALIGNMENT — Chaos
fied is a diameter This spell will only affect animate objects. Success causes the
DAMAGE — 1D6+(EL x2). total, irrevocable dissolution of the entity. The victim dissolves

N ) L ) ) into a pile of fuming powder. To affect a target, the Caster must
The duration applies in defensive use only. In this case, the ﬁﬁ]ch him. If the target is larger than théDV specified, he

fect moves with the Caster and cannot affect any item that Wei%gﬁnot be affected. If he is not, he can be killed. The Maximum
more than 0x (EL +1) pounds. MDV equals(EL +1)x3, ’

EXAMPLE — EL7. Defensive duration is 16 phases. The diameter At no time will armor have any affect on this power, unless it
is 16". The damage scored on persons trapped in rubdiBég-14 hit grants an Immunity against it.
points. It will destroy 14 cubic feet of matter, i.e. it can destroy a Walgisorder

14 feet in height. ALIGNMENT — Chaos

Those affected lose the ability to control their actions. While
Detection ALIGNMENT — Varies affected, victims will move in a random manner. Roll on the

The Detection spell allows the Caster to detect for a specific clé%gle below, for each person affected, every phase. (Whenever a

of thing that he specifies to the Referee. Success will tell Ve IS taken, the victim will move df, speed rounded down).

Caster that something of that type is present and will give a ger;:‘yICtImS of this spell are required to attack any target that is

eral direction. Failure indicates that something is present butWlthln melee range at the end of all movement. Due to the spell,

direction is given. Abysmal Failure yields nothing tﬂgy are unable to distinguish friend from foe.
' - . The Roll Modifier below is added to all attack rolls taken by
The spell may also be used to analyse a specific object

. . . . cted persons.
the Caster is in Physical contact with. In this case, the Spell wi The spell affects an area. An affected person that wanders out
inform the Caster of any magical value and, if there is any, tB

Fthe area is stunned for one phase. In the next phase, he returns

basic type of magi(_:. Fa"F”e does r_10t yield the type, i.e. ali%— normal. Other than this exclusion, the effect lasts until the
ment. Abysmal Failure yields nothing. The spell may only %ie" ends. It cannot be dispelled or cured.
Re

used in thls_way when the C""Stef IS touchmg the ftem. The Refy nce the spell has been cast, the Caster may leave it. He is not
eree may give the Caster other information from its succesqj uired to stay and may cast any other magic that he desires.

use at his discretion. Missile Fire into the effect area is not obscured in any way.
RANGE — EL+1 inches, squared. ROLL MODIFIER — EL
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5.4 Spell Descriptions

Success gives a correct prediction, Failure is ambiguous, and

Table 5.11Disorder Directions Abysmal Failure is wrong. The Referee will roll and tell the

Roll  Direction Caster what he has determined that the subject’s future will be.
1 North DURATION — 2 hours EL factor applies as a powgr

2 Nortrt:east RANGE — The Subject must be known to the Caster or

2 igﬁiheaSt within 2" x EL of the Caster’s location. If 0, the Caster must

5 Southwest touch him.

6 Northwest Dreams ALIGNMENT — Law

7-9 No Movement allowed . . .
10 Any direction of the Player's choice This spell can only affect sleeping targets. It may be used either

NOTE — The table is set for movement with a Hexagonal map surfO interrogate or attack the mind of the sleeper. When used to
face. You may modify it as desired if you do not use this type dfterrogate, the spell reaches into the mind of the person affected
surface and replays the events of the pastAT HE REMEMBERS The
Caster must touch the target to affect him in this way. All pa-
rameters for knowledge that can be gained are as specified for
DURATION — (EL +1)x4 phases. AKASHA in ASTRAL POWERS
RANGE — (EL+1)x2" (A diametey. The dream attack allows the Caster to assault the subconscious
éthe sleeper with a supernatural creature from his own mind.
ombat ensues immediately. Damage inflicted by, and to, the
creature is subtracted from the victim’s Energy Level. If the En-
Disorder ALIGNMENT — Shadow ergy Level reaches zero, the victim is a catatonic, insane veg-
As for the Chaos spell of the same name. This spell Wea\%%ble' Hehganfonla{ be cl:]:Jr.edlby_a Sanity spell. Until he is, he
misleading shadows that delude the mind and make it impossff;)?g do nothing for himself, including move.
to judge distance and direction. The caster is not affected by thiPAMAGE — EL+1 (Each hit by the creature scores the

spell. While it is in effect. he may not cast any other type of damage listef

No Missile Fire is allowed by affected persons that are within t
effect area.

magic, including shadow magic. HIT POINTS — (EL+1)x3 (TheHPV of the creature cre-
ated.
Dispell/Banish ALIGNMENT — Varies COMBAT FACTORS— ldentical to that of the Victim.

This spell is cast either to counter the effects of magic or to bad©TE — The victim sees himself as fighting a creature. He will

ish supernatural forces. It is learned separately for each aligisolve this as if he was actually in combat, except no physical

ment. damage results. He will use all of his skills in combatting the
When the spell is gained, the Player will seleste alignment Dream.

that he knows how to work against. If the spell is used to effect

the magic or forces of another alignment, without learning t@'th Powers

special rites that are potent against that alignmentMb¥ of The members of this family are:

the magic or force i9OUBLED.

The spell must always be used against a specific target, be/VALANCHE
demon or a spell. EARTH STRENGTH

Dispell Spells are dispelled by success, they cease to exist.EfRTHQUAKE
defense, thDV of a spell equals thMEL +EL of its 'RE RESISTANCE
Caster. The Caster of this spell may attempt to dispel-@CATION
spell that is in the process of being cast by an enemy. | RANSPORT

Banish Supernatural forces native to the Upper or Low - . .

Worldsp can be banished. Success will casse them to viqu-e descriptions follow below in alphabetical order:

ish. They are returned to their world by the spell. Failuig/alanche The spell can only be cast when the Caster is under-

does nothing. Abysmal Failure has the normal abysmal fajfound, in mountains or in hills. The spell causes a slippage of

ure effect and the force that the Caster attempts to banishis earth that will create an avalanche within the range specified.
free to attack the Caster. In such cases, the Caster willfeg the spell to work, there must be stone near the Caster that is
attacked with modifiers for his being unable to move. 4t a higher elevation than he is. The Damage suffered by persons
that are within the fall created D6+ (EL x2). The Caster can

be damaged if he is within the effect area created.

In casting the spell, the Caster will specify the center of the
desired fall. The center must be within his range. Any secondary
falls will extend from either side of his fall for a distance deter-

Divination ALIGNMENT — Varies mined by theEL.

The spell allows the Caster to make a general forecast of on®ANGE — EL +1 (50% of this value is the area of tunnel,
person’s future, per use of the spell, for the duration specifiedravine or pass that is closed by the falling debris.

The information gained is given in generalities. No specific dataSPEED— (4+EL) x2 (The MR with which the stones will
is gained with this spell. move dowh

ALIGNMENT — Varies

RANGE — EL 41"

MDV LIMIT — (EL+2)x3(The limit is based on thiglDV
before any multiplication takes place. Multiplication will
not raise a force or spell beyond the limits of this spell
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5 The Spells

NOTE — It is at the Referee’s discretion whether the Avalanch®cation The spell is used to find any treasure, or other item,
created by the Character causes a greater avalanche that he ti@at you haveeReCISEknowledge of, that is in the earth. The
not planned on. If you decide that it will, you should indicat€aster must state exactly what he wishes to find. It may only
such by hinting that the walls are crumbly, falling rocks conte something that he has seen or that he has precise, detailed
down now and again, etc. If a fall occurs, it is as specified abokaowledge of. If the item specified is within the range of the
The additional area covered BD6+EL hexes in each direction.spell, the Caster will see its location, the direction in which it

lies and the distance away. With Failure he will see the location.
Earth Strength  The spell doubles the Strength and Stamina ghysmal Failure will yield nothing.

the person affected. It will also have the affectsR&EfGENER

ATION with an El, equal to it'sEL /2 rounded up. To affect a

person with this spell, the Caster must touch him. NOTE — In the earth means underground. Nothing above
While affected, the person draws Strength from physical caqteund can be found with this spell.

tact with the earth. If this contact is broken for any length of time,

he will weaken to his normal values and pass out for a numberl@NSPort - The spell creates “mild” peristaltic waves in the
hours equal to the number of points that 8iandSt were raised. €a'th and gives the Caster the power to ride them. Any person
that the wave passes under, that is not included in its effect, will

EXAMPLE — S92, St60. They are raised to 184 and 120. If contact isyffer 1D6+(EL x 2) hit points and be knocked down. The wave
broken, the Character passes out for 152 hours, more than 6 days. ¢ eated will travel in the direction selected for its entire duration.
Once cast, it must be dispelled to stop it before its duration ends.

RANGE — 2 Miles (EL factor applies as a powggr

DURATION — (EL +1) hours.
DURATION — (EL +2) squaredtactical turns.
RANGE — (EL+1)/2". (This is the length of the wave cre-

Earthquake This spell allows the Caster to open chasms in theated. It will lie lengthwise in the direction selected by the
earth. It may also be used to close chasms that already exist. Taraster. The Caster will be at the midpoint at all times. Un-
gets that are in the area where the chasms are created are killék$s he flies, he cann ot move from this position without sus-
if they roll higher than theilA—(EL x2) on D100. If they are  taining damagg

not killed, roll 1D6. On al-3they are on the side of the chasm SPEED— (EL+2)x2

opposite the Caste4-6they are on the same side as the Cast@xAMPLE — An EL 6 wave will last 64 turns and move at a rate of 16"

In rolling the death chance, th&B x5 is added to the succesper phase. (If it runs under someone, it will inflitb6+12 hit points
roll in addition to theMDV . One roll is taken for success. Alland knock him over).
death chance rolls are additional rolls.

The chasm created will be the size specified forEhe At
the higherELs, the spell may be used to undermine buildingghis spell must be cast in an area where the element that the
and walls. TheEL —4 is theEL that it will have as a DestructionCharacter wishes to deal with is dominant. The Caster must be
spell. If the result is negative, it may not be used as such.  Within one hex of that element in a free state.

If the spell succeeds, the Caster forms a pact with the element.
He gains knowledge and the ability to summon Elementals. The
knowledge gained starts at th# of this spell and may not ex-
ceed theEL of this spell at any time. The specific knowledge
varies with the element as follows:

EXAMPLE — Ifthe EL is 5, the duration is 6 hours.

Elemental Powers ALIGNMENT — Elder

RANGE — (EL+1)x2"

WIDTH — EL+1 (This is the number of feet wide that the
chasm is or the number of feet that it can be narrowed by
closing it)

LENGTH — EL+1" (This is the number of hexes that the
power can open or cloe

DEPTH — 2 (EL factor applies as apower. The depth of
the chasm created or the distance closed from the ground

Table 5.12Knowledge Gained from Elemental Powers

Element Knowledge Gained

down). Air Storm Powers, Flight
EXAMPLE — TheEL is 4. A chasm can be created with a centerFire Fire Powers, Fire Resistance
anywhere within 8" of the Caster. The width is 5 feet, the length 5 hey Earth Earth Powers
and the depth 32 feet. Water Water Powers, Water from Stone, Sweeten Water

The Caster determines the direction of the split. It must be a

straight line.ANYONE in the hexes that it travels through can be \yhen summoning an Elemental, from an element that this al-
effected. liance has been made with, the Caster wilUBLE his Sum-
. . . moning EL. The Elemental will always add higIDV to the
Fire Resistance The spell gives the person effected a measute " .
Lgasters success roll. If a magic-user attempts to summon an El-

of resistance to damage caused by Fire. The Damage listed 15 . , . ) )
) . mental without first making an alliance with the element, any
the number of hit points that the person must suffer before

will begin to suffer any real damage. The spell ends when th allure is Abysmal and the Elemental will adaviCE his MDV

S ,
points are suffered or the duration ends. Tthe Caster's success roll
RANGE — (EL+1)x2" (The distance from the Caster that

the Elemental will appear within. The Caster will determine
the exact placement of the arriving Elemental. It must ap-
To cast this spell, the Caster must have some type of fire in th@ear N its element and cannot be summoned if its element
hex with him and he must touch the person to be affected. is not presernjt

DURATION — EL +1 hours
DAIMAGE — (EL+41)x5
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DURATION — 2 turns EL factor applies as a power. If the Only Dispell/Banish and Negate Curse can affect this spell.
Elemental is not dispelledeFOREthe duration ends, the The Caster may release it at any time that he chooses. Until he
Elemental alliance is broken and the Elemental will attack does he must maintain it witbNE Mana Point peEL+1 per

the magic-user that summonejl it day.

. . The chance to resist the spell, r@IlLOQ, equals the victim's

Elf Shot ALIGNMENT — Sidh Magic MDV minus theEL of the spell. If the result is zero or less, he

Casting of this spell requires a Bow and Arrow. The Bow anglhelpless against it. The factor determined for resistance is not
each Arrow to be used must be dedicated to the spell at a cogiditive.

10 Mana for the Bow and 5 for each arrow. Once dedicated, theyf the spell is resisted, the person will ha2®10 minus EL
may not be used for any other purpose. If they are, the Manaighs before the Caster realizes that his control has lapsed. What
lost. he does is up to him.

If the spell succeeds, and a hit of any kind damages the victimwhile the spell remains in effect, the Caster may give his or-
roll on the Combat Table, the victimidPV is reduced to zero ders to the thrall non-verbally as long as he is in range. The
and he is paralyzed. Subtract e from the roll on the Combat Caster does not have to be able to see him to do so.

Table in addition to all normal combat modifiers. The Duration
listed is the number of days that will pass before the paralysi
ends. After this, he may move normally. A Hit Point limit applies

with this spell.
Once used. an arrow need not be rededicated. *At the end of the Maximum Duration, the spell can no longer be

If the target is too large to be affected, he will suffgmaintained without destroying the soul of the victim. If itis, he
(EL x2)+Normal Damage from the arrow. (It will score dam- is a total thrall powered_by your will. If your magic is withdrawn
age as an Elven Arrow if it is not fired as part of a spell. or the spell broken, he is dead.

RANGE — (EL+1)x2" (The victim must be in range for
She spell to be maintainéd
MAXIMUM DURATION — 2x(EL +5) weeks.*

DURATION — (EL+1)x3 Fatal Shade ALIGNMENT — Shadow
RANGE — The Range of the Bow used times 2. The spell forms a dark shade that attachs itself to the victim and
HIT POINT LIMIT — 10x(EL+1). drains his soul. Unless it is dispelled, or the caster is killed before

EXAMPLE — At EL5, the spell will effect up to a 60 hit creature foiit has its full effect, the victim is doomed. If the caster has the
18 days if the spell succeeds and the arrow hits. If the arrow scoraamet’s blood, hair or spit to use in casting, the shade must be

severe hit on a larger creature, it sScoP&510+5 hits. banished magically if the person is to be saved. It cannot be
NOTE — Success rolls are required to dedicate the Bow afdfected by any weapon or spell except a Dispell/Banish spell.
each arrow. They are not required for each shot. DAMAGE — (EL+1) (The number of energy points lost by

the target every hour.
Energy ALIGNMENT — Shado"_vl MDV — MEL +(EL x2) (TheMDV of the spel.
This spell regenerates the caster’s Energy Level. If an additionaange — (EL+1)x2" (The maximum distance from the

Mana POint iS paid, it may be used to I’aise the energy IeVeI OEaster to h|s target for the Spe” to Succeﬁd_
some other person on touch. When using the spell on himself,

the caster subtracts HidDV from the roll in addition to normal Fatal Spear ALIGNMENT — Elder
modifiers. If the spell results in failure, the energy recipient losas for EIf Shot. In this case, if the spell works and a hit is scored,
1/ the energy he stood to gain. If itis an abysmal failure he logee target is killed. All other rules are identical to those listed for
as much energy as he would have gained. If the loss lowersHieShot. A spear must be dedicated to the spell. The Mana Cost
EnL below zero. the recipient is dead. At zero he is in coma. is as specified for the Bow in Elf-Shot.

This spell may not be cast on the same person more than once
in a given day. If it is, the target is in coma for one hour p ate
energy point he would have gained. Unless he rolls his currdiie spell places a bane on the victim. The bane allows the Caster
energy level or less, hiBnL is reduced to zero and he is in com#p specify a particular creature and situation that will be the death
until a Negate Curse spell wakes him. After the initial duratioff his enemy. The effect starts 24 hours after it is cast. From
one roll is allowed every 24 hours. that point on, when the victim fights the specified creature in the
situation definedLL damage scored by it will be one level lower
on the Combat Table, i.e. Misses are Shield Hits, Severe Hits are
Deadly Hits, Deadly Hits are automatically fatal, etc.

Exorcism ALIGNMENT — Shamanic Finally, any damage that the victim scores on his bane is ap-

A Banishment rite that affects all Ghosts and Edimmu. All gelied as if theNAV was 2 higher than it actually is. If the Char-

tributes are as for Dispell/Banish. Success can also banish a B6&" manages to kill his bane after all of this, the spell is broken.
sessing Demon from its victim. If the spell is broken, or fails abysmally, the bane selected

will rebound on the Caster. It will bais bane from that point

Bnward.

Fascination ALIGNMENT — Varies To cast this spell, the Caster must have an object that the en-

Ey used within the last week. No range or limit applies to the
ect.

ALIGNMENT — Balance

RANGE — Touch only
ENERGY GAIN— 2D6+EL energy points

NOTE — Dispell/Banish has no effect on Ghosts and Edimm

The spell is cast at a specific target. If it succeeds, the victint
enthralled by the Caster. He will be the pawn of the Caster uriti

he is cured, released by the Caster or manages to resist the effé@CV — (EL +1)x3 (The Maximun©CV of the Bane that
of the spell. the Wizard can select for his enemy
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The speed listed for the spell is tiRMR of the sphere. It
remains in effect until, at this rate of speed, it reaches the end of
its range.

RANGE — (EL +1)x 2"
SPEED— EL +1"

DAMAGE — 1D10+(EL)D10
DURATION — 2 phases

EXAMPLE — At ELB6, the spell has a Range of 14"PMR of 7 and
will do 7D10to any target within the cone that is affected by it.

Figure 5.1:EL 1 Fire Ball Example

Fire Darts The spell creates a single tongue of intense flame
that is cast at a specific target. The Range is a straight line to that
target. The Damage listed is the number of hit points inflicted.
The spell has no duration.

RANGE — EL+1"
DAMAGE — 1D6+(EL)D6

EXAMPLE — At EL 4 the spell has a Range of 5" and scds&s6 on
any target hit.

Fire Detection The spell locates theLoseEsTbody within its
Range. If no actual fire is present, the spell will locate items or
creatures that possess Fire Mana, i.e. can use Fire of some kind

Fire Powers ALIGNMENT —Law as an innate or learned ability. If there is no other possibility

The members of this family are: within its Range, the spell will tell the Caster that there is Fire 0"
away from him, i.e. it detects the Caster.

COMBUSTION On success the Caster learns the direction and distance to the

FIRE BALL closest body of fire within his range.

FIRE DARTS

FIRE DETECTION RANGE — EL 41 miles, squared.

FIRE SHOWERS Fire Showers The spell covers an area, centered on a point

within the Caster’s range, with a rain of intense flameL per-

sons within this area are affectable. This includes the Caster.

Combustion The spell is used to ignite inanimate, combustible |f the Caster remains stationary and does not cast any other

matter. Matter of this kind is necessary to start the spell. Onggygic, he can maintain the spell for the Duration specified. If he

the spell takes effect, however, it will feed on itself. No furthenoves or casts any other magic, or if he is forced to defend him-

matter is required. . self in normal combat, the effect of the spell ends immediately.
Fire, used in this manner, must be started in the hex that the ANGE — (EL+1)/2", EL+1". (The first factor is the

Caster is in. From that point, the Caster can extend it into othef
hexes at the speed specified for e used. As long as the diameter used for the area affected by the spell. The other

Caster remains motionless, he controls the direction and spee]tcﬁ(:tOr is the maximum distance away from the Caster that

: e center can be placed)at
of the spread. If he moves, the spell stops spreading, unless the . .
Referee determines that the fires spread naturally. DAMAGE — 1D10+EL (The listed damage is inflicted each

- phase that an effected target is in the effect area starting
DISTANCE — EL +1. (The number of additional hexes that  \yith the first phase

the effect of the spell can coyer o DURATION — EL 41 turns.

SPEED— (EL+1)/2". (ThePMR of the spreading firgs

DAMAGE — (EL+1)x2. (The Hit Points are suffered by NOTE — The Damage listed is scored against every creature
anyone, except the Caster, that enters a hex in which th|§hat is within the effect area that is affected by the Spell. If the
fire is burning. The potential victim may add his Dodge Caster is immune to fire he can be within the effect area without
Value in resisting the Caster’s roll to affect Him being subject to the effect.

DURATION — (EL+1)x2. (The number of tactical turns
that the fire will continue to burn, minimum, after reaching
it's maximum spread or after the Caster moves and it stopsThe target affected by this spell burns. The spell is cast at a spe-
spreading. cific, animate target. If it succeeds, the target suffers the Damage
listed each phase until the Duration ends or the spell is dispelled.

The descriptions follow below in alphabetical order:

Flaming Death ALIGNMENT — Elder

Fire Ball The spell creates an expanding sphere of flame.
The spell is cast as shown in the diagram above, from the fronRANGE — EL +1"

of the Caster. The Range is the length of the sides, and the di®2URATION — EL +1 phases.

tance straight ahead, for the 60 degree cone created. The first h®AMAGE — 2D6+(EL x3), EL+1. (On the first phase the

of the effect is the hex directly in front of the one that the Casterfirst factor is scored. In each phase thereafter the other
isin. factor is applied.
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Forgetfulness ALIGNMENT — Elder When the effected victim enters combat against the enemy,

The spell buries a person’s memories for the Duration indicat8§. Will fight with Uncontrollable Battle Fury. See the Special
Anything that was learned during this period, excluding physicaitribute section.
skills, is forgotten. RANGE — (EL+1)x2"
The period of time that is forgotten begins when the spell takes
effect, moving back in time from that point. The period of timelealing ALIGNMENT — Varies

that is affected remains blank. Optionally, the spell may be cask,ccessful healing spell heals a number of hit points, depen-
_at three tw_nes its normal _Mana C_OSt' In this case, the Cagigp on theEL of the CasteranD increases the injured person’s
is able to implant memories of his own choosing at a rate \f5jing chance for his next normal healing roll. In all cases, the

ONE day’s memories per tactical turn spent implanting. Onge,qier must touch the person that he wishes to heal to have any
the Caster starts this process, he must finish or his own mlngﬁ%ct

left blank for the period that he does not finish blanking out.

DURATION — EL +1, squareddays.

TIME TO REGAIN MEMORY — EL 41 weeks The time re-
quired to remember the memories that were blanked out. If
the Caster substitutes new memories for those that he takes,
multiply the base factor timesouRr. After the normal re-
gaining time for theEL ends, memory slowly begins to re-
turn to the victin.

RANGE — EL

DAMAGE HEALED — 1D6+StB+EL (The number of hit
points that are healed when the spell succgeds

HEALING CHANCE INCREASE— (EL+1)x5 (The amount
that the Healing Chance of the person affected will be in-
creased in his next, normal roll. This effect is not additive
STAMINA BONUS INCREASE — EL /3 round down The
amount that the StB is increased for the next, normal, heal-
ing roll. This factor is not additive

. . EXAMPLE — Vozar of the Hills ha€L 4 in this spell. He successfully
Foyson Theft ALIGNMENT — Sidh Magic heals Sasabre of PelatdC 30%, StB+1. Sasabre immediately heals
“Foyson” is a Scotch term meaning “the goodness in food”. Th®6+1-+4 hit points. On his next normal healing roll, he will have a
spell allows the Caster to extract the goodness from any f@8% Healing Chance and-a2 StB. After the normal roll is taken, his
within his Range. The appearance of the food affected is walues return to their normal level.

changed. It appears wholesome but has no nutritional value. II\HE’ORTANT __ The benefit on the next healing roll only
I

f°y3°.” extracted materializes in the hand of the Caster as a aB%Iies if the person affected is still damaged after this spell
flour like substance.

. . . . succeeds. If more than 24 hours pass between this spell’s
This material containsLL of the nutritional value of the food
success and the next normal roll, the HC and StB advantage
affected by the spell.

The spell will only affect raw or prepared foods. It has n%re lost.

effect on animate or magical creatures. Healing Light ALIGNMENT — Law
RANGE— EL /2"
FOOD POINTS— 2 (EL applies as a pow@r
WEIGHT — The weight of the powder created & pound
per 16 food points converted.

If the spell succeeds, the Caster heilsl 0+ (EL x 2) hit points

for targets within his effect area. He may choose which targets
in this area are healed and how many points each will heal. He
may not heal himself with this spell.

Freezing Hand ALIGNMENT — Shadow  Healing Light will take one turn to heal the persons that are

A powerful paralytic spell that inflicts physical damage on igffected by it. It can heal any creature. While it does, the Caster
victim. The caster must touch the specified target within tifeunable to cast any other magic. Both he and the entities that
number of phases in Duration One. If he doesn't, he loses &ff being healed will be unable to move in any way.

ergy equal to the damage specified below and the spell is wasfghoRTANT — Even if it means that you must heal your

Duration Two is the number of phases the victim is affected af@{emy, all hit points that are healed above must be assigned
being touched. The caster may perform no other magic whilejhg s at all possible to do so.

wields this spell. If he does, the spell ends. Any part of Dura-
tion Two that remains for any victim is lost when another spell is gangE — (EL +1)/2" (A diametey.
begun.

EXAMPLE — An EL3 spell is cast. A hostile Ogre and a friendly
RANGE — Touch only

warrior are in the effect area. The warrior has taken 12 hits, the Ogre

DURATION | — (EL+1)x2 phases has taken 22. Fifteen hit points are healed. The warrior is healed totally
DURATION Il — 2turns EL factor applies as a power and the Ogre heals 3 hit points.
DAMAGE — EL 42 (Hits inflicted on the target each phase
OR energy lost by the caster if he fails to touch the tafget. Hell Powers ALIGNMENT — Chaos
MAX . STRENGTH— (EL +1)x 20 (As specified for Paraly-  the members of this family are:
si9)
Hatred ALIGNMENT — Varies F|Re DARTS

The victim becomes obsessed with a burning hatred for a perBam

specified by the Caster. The person specified must be knowirtRE RESISTANCE

the Caster. Effected targets will dedicate their existence to i¢gMMON DEMONS

death of this enemy, caring for nothing else. This condition will

last until the spell is dispelled. The descriptions of the member spells are as follows:
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Fire Darts As specified inFIRE POweRsfor the spell of the IMPORTANT — If an lllusion is believed, and in Combat

same name. If the Caster expenéREEtimes the normal Manathe perceiver Kills it, it does not die but it is automatically
Cost of the spell he can create a wave of darts that will haveiabelieved. Where and how this will apply will depend on
chance of affecting every target along his Range. Add five to thibat the lllusion is.

Success Roll per target affected. Always determine the effect on

the closest targets first. RANGE — (EL+1)x2"
DURATION — (EL+1)x3turns.

Fire Resistance As specified iEARTH PoweRsfor the spell HPV — (EL+1)x5 (The maximum number of hit points
of the same name. that the Creature can take. Per ten, rounded down, increase
f the Mana Cost by )1

V — (EL+1)x2 (TheMDV maximum of the creature
simulatedanD theMDV of the illusion.
OCV — (EL+1)x2 (The maximun©OCYV of the creature
imulated. Per 3, round down, increase the Mana Cost by
).

DCV —EL

EXAMPLE — Ifthe EL is 4, the maximum creature created will have
HPV25, MDV 10, OCV10 andDCV5. The values actually created by
the Wizard must be less than or equaita three factors for the Illusion
attempt to succeed.

Pain The spell afflicts the victim with wrenching spasms o
searing pain. The effect reduces his speed by a percentage fac
and reduces his chance of hitting in combat.

The Range is the distance to the target selectediHHEE
times the normal mana is paid, the Range is the diameter of %
sphere that will have this effect @vERY animate being within
the area. This includes all persons except the Caster.

RANGE — EL 41"

DURATION — EL+1 turns.

ROLL MODIFIER — EL x2

SPEED REDUCTION— (EL+1)x5% (round down. . ) ]
EXAMPLE — TheEL is 5. The victim must add 10 to his Comba{MPORTANT — Ifthe lliusion created is capable of casting

Rolls, including Missile Fire and the casting of any Magic. His speedrf%aglc’ the Caster may Cree_lte the semblance of any §pel| that
reduced by 30%. If it was 12, it is reduced to 9. he knows through the lllusion. The Mana Cost of this sem-

o . . lance equals the cost of the actual spell. It will appear as if
NOTE — Repeatgd application of this spell has an z_add|t!ve eﬁie lllusion cast it. If it is believed, it can effect the perceiver
fect. If the speed is reduced 100% or more, the victim will PaSSif it is the real spell
out until the Duration ends. |
Summon Demons The cost to summon any being listed as glar:?nczu:s Slartn(?ruhrs arelrs;idrtotﬁha?]ge thef ?ﬁpez_rantcerof in
DEMON in Book Three is reduced by 50%, rounded up. BeyOI'{&l""I 't? € object. Ifetrs]pe a”e S ez a{:)he OI € objec ot co t
this, the basic rules fosUMMONING are used. The rules that &> 'S PTeSence. '€ Spetl succeeas, the glamour s automat-

: ically believed. The Weight Limit listed is the number of pounds
apply are listed as faBUMMONING. . .
that the Caster can alter without trouble. Per 10% increase over

lllusion Powers ALIGNMENT — Varies this factor, round up, the Caster will a8do his roll.
The members of this family are: RANGE — (EL+1)x2"

DURATION — 2 hours EL factor applies as a powér
ACTIVE ILLUSION WEIGHT LIMIT — 2 pounds EL factor applies as a powgr
GLAMOURS

EXAMPLE — At EL9, the range is 20", the duration is 1024 hours and

MAJORILLUSION the weight limit is 1024 pounds. (A half ton for about 42 days).

PERSONALILLUSION
NOTE — The spell only affects appearance. It does not alter

The descriptions applicable follow below: physical reality in any way. If a wall appears to be a doorway,
the perceiver will still bash his head if he tries to walk through.

Actllve I_Ilrl:smlr_} AfCtr']VPt IIIusmnshare |IIu3|cE)ns thatdmove, SekemhAny result that occurs that creates a physical situation that does
ingly with a life of their own. They may be used to attack thg, iy 1he appearance of the Glamour will cause disbelief in it,

Caster's enemies. If they are believed, they may strike and infjigt if you can't walk through the open doorway you won't believe

damage. If they are not believed, they can do nothing againstifhe doorway. In all such cases, the Glamour is dispelled by
enemy. the disbelief of the perceiver involved.

NOTE — Belief in the reality of an lllusion completes the fabric ' _ .

of its “reality”. Contact with it is perceived by your mind asMajor lllusion — Major lllusions are cast over an area. They

contact with the authentic article. It can kill if it is believed. I@ffect everything that is in that area. If the lllusion is believed,
can do nothing if it is not believed. roll as for Active lllusion, the perceiver is required to act as if the

If the spell succeeds, the perceivers will roll against their Wiﬁ,bjeaS perceived are real.

for creatures uskIDV x4 for this, adding théEL x5 to the roll. NOTE — As for Glamour, if something in the lllusion does not
If the net roll is less than or equal to Will, the lllusion is nogonform to physical reality, disbelief is automatic.

believed. If it is greater, it is believed. This spell alters the appearance of all things in the area. This

The Range for this spell is the maximum distance that the dlyp, include the appearance of animate creatures and the Caster.
lusion can be separated from its creator. It may be created any-

where within this range. If it is made permanent, it must remainRANGE — EL+1" (A rad|us_ of affeqt

within this area, i.e. the Range is a diameter with the point wherd YRATION — (EL +1)x2 minutes.

the lllusion first appeared at the center. He remains forever, EXAMPLE — At EL 0, the Caster can change the appearance of every
gardless of the location of the Caster, when permanent. object within 1" of his position.
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IMPORTANT — If animate objects have their appearance Each day, the Referee will take a random roll to determine
changed, and they move outside of the effect area, the apwhich personality is in control. All personalities, except the orig-
pearance reverts to normal. While the spell is in effect, the inal personality, arexTREMESfor the behavior listed.l{a per-
Caster may not cast other magic but he may move. If he sonality is quiet, it will take great effort to get him to talk at all.
moves, the lllusion remains in the area in which it was cre- If he is cowardly, he will flee from any chance at con)b@&tata-
ated. As for Glamours, these lllusions require something to tonic Characters are incapable of voluntary movement. If they
work with. They are not created out of thin air as are active are not cared for, they are dead. The spell lasts until it is cured
illusions. with a Sanity spell, the Caster is killed or the victim dies.

. RANGE — EL+1" (A radius of affegt
Personal lllusions - The spell changes the appearance of a spey;py | it — (EL+1)x3

cific animate being. If the Caster uses this spell on himself, Re _ . . .
n Insanity spell can only be used against Intelligent enemies. It

will subtract hisMDV from his success roll in addition to tig. . .
has no effect on un-intelligent creatures. Non-Humans may add

modifier. their MDV x 2 to the success roll
The spell only affects appearance. It has no effect on size '

or basic shape. If the spell succeeds, it is believed. If it failgyisibility ALIGNMENT — Varies

any person with Will higher than tHeL x2, orMDV higher for The spell is cast, by the Caster, on himself. It effects him and any

Creatures, will be able to see through it. person or thing that is in contact with any portion of his bodly.
To effect a target with this spell, the Caster must touch it andtihas no effect on the surface that the Caster walks on. Persons

must, be motionless. If the target moves while the spell is beigt are made invisible by contact with the Caster become visible

cast, it fails. when this contact, or the duration, ends. All persons that contact
DURATION — 2 hours EL applies as a powar the Caster, or any item helq by him, during the Duration can see
him whether contact is maintained or not. Per person that comes
Insanity ALIGNMENT — Chaos into contact with the Caster, reduce the DuratioriLbyrn.
The insanity that can be created is based onBhe A given ~ DURATION — (EL+1)x5turns.
EL can create the insanity type for it or any type below it. Invisibility ALIGNMENT — Shadow

Consult table 5.13. As for normal Invisibility, except the spell may only be used

when the caster is in shadow.

Table 5.13:Types of Insanity NOTE — Innate Shadow Weavers are not required to cast this

EL Form of Insanity spell. Whenever they enter a shadow, and choose to be invisible,
0-3  Neurosis they pay the mana points required for th& used and are. If

4-6 Paranoia trained, they may use aBL less than or equal to their innate
7-8  Schizofrenic EL.

9+Up Catatonia Invisibility Sphere ALIGNMENT — Law

An invisibility sphere is a spherical area, which has no effect on
Neurosis allows the Caster to force a specific trait on the vige earth or inanimate structures. All persons who are within
tim. This can be an unreasonable reaction to a given circufie sphere, or who enter it, are invisble to people outside of it
stance, a reaction to a type of person or thing that is unreasiD Visible to anyone inside of it. The spell may be cast, by the
able hostile, friendly, etc. or minor impediments that the Referé@ster, on others without including himself in its effect. It is cast
explicitly allows. to effect a specific number of beings and is negated when any of
Paranoia will convince the victim that the world, especialf)0S€ beings leave the sphere, or when the duration ends.
the part that he knows, is out to destroy him. As a result, he iDURATION — (EL+1)x5 turns (f the spell is cast at three
hostile to anything that he encounters and is incapable of trustingjmes the normal cost, the duration can be doubled.
anyone. If given any cause, or a good opportunity, he will attackNUMBER OF INCLUSIONS— EL +1
any other creature. (The Paranoid is clever. Persons that he eRANGE — EL x 12" (A diametey
counters will not be able to tell that he is insane unless they IIOTE — If the spell is cast at increased power, it will only effect
their Empathy or less). entities that are specifically included in it regardless of who may
A Schizophrenic will havd D3 personalities in addition to hisenter the diameter at a later date.
normal personality. The major emotion or tendency that dri
each is determined by rolling on table 5.14.

Vﬁ/ulnerability ALIGNMENT — Chaos

The spell enhances the target’s resistance to physical damage.
The damage gained will apply to any damage suffered in normal

Table 5.14:5chizofrenic Personalities combat fromNON-MAGICAL weapons. The Damage listed is

Roll  Trait Roll  Trait the number of hit points that must be inflicted before damage
1  Generous 6  Sadistic actually begins to effect thdPV of the Character.
2 Vicious 7  Masochistic To effect a target with this spell, the Caster must touch him. It
3 Quiet 8  Flighty may only be cast on persons that are undamaged at the time. If
4  Self-Effacing 9  Braggart the target has any damage, the spell is automatically an Abysmal
5  Cowardly 10  Overbearing Failure. If the Caster uses the spell on himself both the Duration

and the Damage factors are reduced by 50%, rounded down.
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The spell ends when the Duration is exceeded or all resistaBB&MPLE — An EL 4 spell succeeds against a man wéihl 20 and
has been eliminated by the damage suffered. no magical training. The caster drains 20 killing the man. He receives
DURATION — (EL +1)x 10 phases. 10 points to assign to hiBnL or Casting Ability. . -
DAMAGE — (EL+1)x5 IMPORTANT — No more than 24 of the points gained,
EXAMPLE — EL4 will last 50 phases and yield a benefit of 25 hi:tjounded ‘ép’ can be ;ss'%”ed ;0 any 0”,3 area. The ret;“a'”'
points to the person affected. er must be assigned to the other area. No points may be as-
signed to an area where none have been used or lost. Points

Knowledge ALIGNMENT — Varies that cannot be assigned due to this are lost.

The spell is used to gain general information about a specEAMPLE — An EL 2 spell gains the caster 15 points. He assigns the
thing from the supernatural forces. It may be used to acquireximum, 9, to hisEnL. The other 6 are subtracted from his Mana
Expertise in any spell, educational skill or other area. It may rftfints used, moving him back towards his full Casting Ability. If his
be used to gain skills that require extensive physical activity §8eray level is at full strength, he loses the 6 that have to go there (as-
learn, i.e. Combat Skills, Swimming, etc. signing the minimum there).

The spell will have the orientation of its Caster. When it is casiberate Shadow ALIGNMENT — Shadow

to gain magic of that alignment, or any skill, the cost is normal for | iberate Spirit below, except the caster sends his shadow
When itis cast to gain magic from another alignment, the coshi§ 5 specific mission. It returns when the mission is complete or
modified by the Orientations, see 4.4.1.2.1. Sidh Magicians M@y recalled. While the shadow is gone, the caster is unaware of
only use it to gain Sidh or Elder Magics. his surroundings and of what the shadow is doing. He is defense-
The Frequency factor listed is the number of days that shoydds The only action he can take is to recall his Shadow, which
pass between uses of this spell. Ifitis cast more frequently thaguires a Will roll. TheEL modifier for this spell increases his
this, any failure is Abysmal. chance of a successful recall. Once the shadow returns, the caster
EXPERTISE GAIN— 1D6+EL (The total gained will never  will know what it saw and did while it was gone. Per turn that
exceed the Expertise required to learn the spell or increaseit is gone, the caster losd®6 energy points. After a successiul
to the newEL for a skill, or spell, known before the spell is recall, the shadow returns tD2 turns. If it exceeds the recall

cas). range in performing its mission, it must be summon@d 1) to
FREQUENCY FACTOR— 15—EL days The number of days be recalled.
that should pass between uges This spell can be cast aHREEtimes normal cost on a willing

NOTE — This spell may only be cast in an area that haderson other than the caster. When this is done, that person suf-

been purified for casting magic with the same alignment as f§S the disadvantages above. Howev’er, the caster will be able
Caster’s orientation. In any other case, failure is automaticallp monitor the activities of that person’s shadow and direct its

abysmal. performance of the mission in an intelligent manner. The person
_ whose shadow is sent must still recall it. He is allowed to &gd
Leeching ALIGNMENT — Chaos the caster’s Will to his own in doing so. If he fails the caster must

The spell allows the Caster to consume the energy possessestipymon the shadow and force it back into the person’s body be-
intelligent, animate life. The effect of success increases the C#gie that person dies.
ing Ability of the Caster as listed and kills the victim affected. rRANGE — (EL+1)x25" (The distance the shadow can be

For a person to be affected with this spell, the Caster muskent from the caster and still be recalled without Summon-
touch him. The contact must be maintained for a full turn. At theing.)

time of effect, the victim must be alive. SPEED— MDV (MR equals the Caster's MDV

INCREASE GAINED— 3+(EL squared) Mana Points. EL MODIFIER — (EL+1)x5
IMPORTANT — Regardless of EL, the points that can be NOTE — Shadow Weavers have this as an innate power. Their
gained from any one creature cannot exceed the victim's En- EL 1S determined as specified in Book One. They may liber-
ergy Level. The Mana gained may not increase the magicate their spirit, with noEL modifier, at their innateEL. They

user's Casting Ability beyond his Current Ability. may operate as normal while it is gone except they may not cast
_ Shadow Magic. If trained, they cast the spelllatmana cost,
Leeching ALIGNMENT — Shadow rounded up, at anfL less than or equal to their innatel AND

This spell allows the caster to leech energy from the shadowegeive the normaEL modifier. They may not liberate another
another being. The target receives his DV in defense. Suc- person’s shadow unless they are trained.
cess increases the Energy Level and/or Casting Ability of the o oo Spirit

caster from the victim’&nL and Casting Ability (if he has one) ALIGNMENT — Law
EL g y ‘The spell releases the spirit of the Caster. While liberated, the
RANGE —

spirit is capable of travelling, unhindered by physical reality,
DAMAGE — (EL +1)x5 through Middle World areas. The Speed of the spirit isRTER.
EXAMPLE — An EL4 spell is cast and succeeds. The casteént  The spirit can only be affected by attacks that have a magical or
and Casting Ability are increased by a total of 25. The victim’s curregfipernatural basis. It is immune to normal damage.
Energy Level and Casting Ability, if he has one, &mcHreduced 25.  The pyration is the number of turns that the spirit can remain
IMPORTANT — If a spell takes more energy or manathan a outside its body. While it is gone, the body is defenseless. If the
person has, it takes what he has in that area and no more. At spirit does not return before the duration ends, the body dies. If
no time may the total points received by the caster be greater he returns before, he may enter the body and end the spell.
than /> the amount drained, rounded up. DURATION — (EL +1)x5 Turns.
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SPEED— EL +Mana Level (ThePMR). Light Powers ALIGNMENT — Law

Lichcraft ALIGNMENT — Chaos The members of this family are:

To perform this spell, the Caster must also be trained in NectaeHT
mantic Powers. Success with the spell will make the CasteKALING LIGHT
Lich. Failure of any kind kills him. RADIANT LIGHT
As a Lich, the Caster becomes nearly the ultimate in evil. He
will use all Necromantic Powers at two levels higher than hld1e descriptions follow below:

Current, and MaximurEL . In addition: Light The creation of magical light in an otherwise dark area.
A) Invulnerability — The spell requires that the Caster didt can only be created in darkness. The Range is its radius of
embowel himself. On success, he is sustained totally by bifect. The Damage listed is only suffered by creatures that are
magic and is immune to physical damage from any weapaifflicted by Light. No damage is scored against any other crea-

not specially dedicated to combating Liches or the Deadtures. The Duration is the number of phases that the effect will

IMPORTANT — The Viscera of the Mage are keptina st

specially constructed apparatus. The dstruction of the  RANGE—EL+1"

apparatus, and its contents, is the only way that a Lich  DURATION — 4x(EL +1) phases
can be killed in normal combat. In general, it is hidden DAMAGE — (EL +1) per phase

and Warded with potent magics. Killing Light  This spell is projected at a specific target. If the

B) Immortality — The Lich is immune to death. If the resulspell succeeds and, on a second el or better is scored on

of any magic used results in his destruction, and his viscefi@ Combat Table, using tH&L as theOCV, the target is dead.

are unharmed, he will reform ibD6 days. In any other case, success results in scoring the damage below.
C) Self Sustaining— The Lich is required to cast 2 ManaTheBL on the Combat Table equal4EL +EL.

Points per day to sustain himselfSuccess is automajic ExcEPTION — If the creature is afflicted by light, the sec-

He does not require any form of normal sustenance, i roll is taken. Any type of hit will kill. If the spell succeeds

food, water, etc. _ and a miss is rolled, the damage determined for the spell is
D) To destroy a Lich, other than through destruction of the apzreased by (EL+1)x2.

paratus supporting him, 100% of the hit points that he can .,
take must be inflicted ilONE Phase by a power that is ca- RANGE— (EL+1)x2
pable of affecting him. If not, the damage has no effect onPAMAGE — 3D6+EL

him. Radiant Light The spell creates a blinding flash of light in its

This spell is only cast once. It fails automatically if the Casteffect area. Any creature affected by the light is stunned for the
does not have a Chaos orientation. Once it succeeds, the Cateation indicated. Creatures afflicted by light suffer the damage
may only use Chaos Powers and General Skills. indicated and are stunned for twice the normal duration.

The power of the Lich is derived from the apparatus that sup-The effect of being stunned will redu@CV andDCV by
ports him. The Range listed below is tiaxiMum distance that 50% each, rounded down. In addition, tBe must be added to
he can be separated from this device and survive. In all casegllatombat rolls for as long as these factors are affected.
all times, he will know the precise location of his apparatus. HepuraTioN — EL +1 phasesThe time that an affected vic-
is also aware of any person or thing that touches the apparatus & is stunned. The effect itself has no duration Yo it

soon as such contact is made. RANGE — (EL+1)/2" (A radiug.
RANGE — (EL +1)x10 miles* DAMAGE — (EL +1)x3 hits
*The Lich is not locked into th&L at which the spell is initially Lower World Travel ALIGNMENT — Shamanic

cast. He may improve the apparatus without Mana Cost as\Wigh this spell, the Shaman liberates his spirit and enters the
EL in this spell is increased. The time to do so is one day pefwer World. The journey is only made spiritually, his body re-
EL. mains in the Middle World. The effects are as for Liberate Spirit

NOTE — In Persian myth, the Lich is truly immune to deattgXcept that the spirit of the Shaman can physically alter the envi-
When he is killed, his soul turns into a black mouse. As a mou§&ment that it travels through, i.e. the spirit is capable of using

he must kill a rat. When he does, he becomes a rat. As a rat2i¥ magic that the Shaman can use. In spirit form, the Shaman
must kill a cat. Becoming a cat, he must kill a dog. As a dd§,automatically oriented to his magic. He is not required to cast

he must kill a leopard; becoming a leopard, he must kill a Ma@n Orient Self spell or utilize his magic drum to cast magic.

On killing the Man, he returns to human form and regains all of The Shaman’s spiritis a physical presence in the Lower World.

his magical powers. If, in any stage of the rebirth process, helige spirit can be damaged as normal by any type of attack. Dam-

killed or dies, he is truly dead. age that he suffers appears immediately on his body in the Mid-
OPTIONAL — If the rebirth process indicated in the note is used, arcl%le World.
a Lich succeeds in regaining human form, he must rededicate himself ggk ALIGNMENT — Sidh Magic

a Lich to regain his status as one. He is reborn as a normal human Whﬁ{g spell is used to increase or decrease the luck of the person

as old as the Lich was when he first succeeded with the rite. He will lo . o .
ONE Energy Point per day until he completes his re-dedication. Poi ected. The resultis a modifier that is subtracted from, or added

lost in this way are only regained if and when he rededicates himsef@sANY roll that the victim takes while the effect lasts.
a Lich. DURATION — (EL+1)x5 phases.
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RANGE — EL +1" CORRUPTION
MODIFIER — EL+1 DARK KNOWLEDGE
EXAMPLE — A Character’s luck is increased with &b5 spell. The DECAY

effect lasts 30 phases. While affected he subtracts 6 from all roll$jE BLACK CURSE
whether jumping a wall or engaging in combat. THE SEEKING DEATH

Masquerade ALIGNMENT —Elder  NoTE — Only Wizards that have a Chaos orientation may gain

The spell makes the actual features of the Caster indistinguigiese powers. Other Wizards may use Dark Knowledge but no

able. On success, each person that sees him will see him aghar Necromantic spell.

valueq friend or relative. The effect Iasts.untll the Duration eng§q descriptions follow below:

or until the Caster attacks a person who is fooled by the spell. In

either case, he assumes his true appearance. Animation The spell gives the dead the power of movement. It
To cast the spell on a person other than himself, the Casten affect any corpse or skeleton. TM®V is 1/ of that for the

must expend double the normal mana and the person mustiieg creature, rounded down. On being animated, the corpse

willing. The spell only affects the sight of intelligent, humanoigemains unmoving folD6 phases. During this period, it must
creatures. Others are unaffected. be controlled. Ifitis not controlled, it will attack any living being

including the Caster.
To affect the corpse or skeleton, the Caster must touch it.

DURATION — 2 days EL applies as a power).

DURATION — (EL+1)x20turns
RANGE — Touch required.

Might ALIGNMENT — Law

The person affected will have his Strength increased for the
ration of the spell. The amount of increase, divided by 5 al )
rounded up, is the damage resistance gained from the spelf§dVecromancer’s control.

§emmunicate With The Dead  As for the Communicate spell.
Agis spellis used to give commands to dead beings that are under

for Invulnerability. Control the Dead The spell allows the Caster to completely
To affect a target, the Caster must touch him. The magic ugghtrol the actions of any dead creature, that he animated, that
will never cast this spell on himself. is in his effect area. The Caster can see through the eyes of his
DURATION — 2 turns EL factor applies as a powgr dead and does not have to be able to see them in order to exercise
INCREASE— (EL +1)x5 (The points that the Strength rat- his control. Once control has been achieved, it lasts until it is
ing is increased for the entire duratipn dispelled or until the corpse is no longer animate.

NOTE — At the Referee’s option, this spell will have a draining RANGE— 2" (EL factor applies as a power. A diamajer

effect on the person affected. Per point of increase, reduce N‘@TE — Per corpse controlled, the Caster must spend 1 Mana
Energy Level by 1. If the resultis zero or less, the Character Wilhint per day. If this magic is not allocated, control is lost and

go into a Coma when the duration ends. A Cure Disease SRRE being will turn on the Caster and all other living beings.
will be required to regenerate his Energy Level to a rating of 1. . )
Until then, he can do nothing. Corruption  As for the Corruption spell.

Music ALIGNMENT — Law Dark Knowledge The spell is used to question the spirits of

The spell has a soothing effect on dumb opponents. Any nontf?](? dead. The spell can only be cast when the Necromancer is

telligent creature that is affected will be unable to attack Whi\fvIthln his range of the corpse or skeleton of the spirit that he is

the duration lasts. If attacked, he is taken unaware. Any com%z% rtr;gtlggetlcl)squucecsetg)dns' the spirit will answer a number of aues-
will instantly negate the effect of this spell. It will not operate in P ' P q

ol aea. Once e spe s n e, e Casermay " 1500 SUEL L, Toe el b e oty v,
and cast other magic without restriction. P ' 9

If the target affected is Intelligent, he will be stunned for ong SPecious. . .
phase, i.e. he is hesitant while trying to figure out where the mu—In all cases, the spirit can only answer questions that the Ref-
sicis c,oming from eree determines that it would know. If a question is asked, and

Non-intelligent indicates a creature with an Intellect of 4 (%;r)r?)?(ii not have the knowledge, it will disappear and the spell is
Qken.

less. Those with higher intellect ratings are considered to
intelligent. .
While creatures are mesmerized by the music they will n'g '
move more than one hex per phase, or 4 movement rounaég
down, whichever is less. a

Any person, other than the Caster that is not protected explic-
that is in the sight of the spirit, is subject to attack by it. The
ck will be as for afebIMMU . The cost to protect others is an
itional 2 Mana Points per person.

DURATION — (EL +1)x2 turns RANGE —EL /2

RANGE — EL+1" (A radiug. Decay As for the Decay spell.
Necromantic Powers ALIGNMENT — Chaos The Black Curse The spell only affects bound, animate be-
The members of this family are: ings. The Caster must have portions of the being’s anatomy, i.e.

hair, nails, etc., and must be within 2" of the being hims€HEe

ANIMATION MAGICAL OPERATION MUST BE CAST ON A FORMAL ALTAR
COMMUNICATE WITH THE DEAD PURIFIED FOR THE PRACTICE OINECROMANCY. If any of the
CONTROL THEDEAD above conditions do not exist, the spell fails.
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If the spell succeeds, the victim becomes the total slave of tblivion ALIGNMENT — Balance

magic-user. He has no chance to rebel. He dies and is automa{is gpel| transports the victim to oblivion. From that point, he

cally animated and controlled, without cost. _ ceases to exist in any meaningful sense. The Caster who sent
The spell will only affect Humans. The spirit is blasted intRim can recall him at any time. The cost to recall is twice that
the hells by success. What remains is a will-less zombie. Tguired to send him in the first place.

effect lasts until a Negate Curse spell is cast against the Zombigyhjle a victim is in oblivion, he does nothing. He is not af-

or until the Caster dies. fected by the passage of time in any way. When the Duration of
The Zombie created will have the following attributes: the spell ends, he will return to the place from which he was sent
A) |, W, E andEm reduced to 0. exactly as he was when he was sent. To him, it will seem that he
B) A andD reduced 80% rounded down. had a momentary blackout though years may have passed.
C) SandStdoubled. A Hit Point Limit applies with _th|s spell. If the_ creature is
D) OCV equalsHPV /5+SB+StB larger, the amount of the excess is added taMi¥/ in defend-

ing against the spell. If the result of this spell is Abysmal Failure,
the Caster is sent into oblivion by the spell. He must remain there
until the Duration ends.

E) DCV equals2+AB+DB. The minimumDCV for any
Zombie equalgERO.
F) MR equals3, C andEnL both equal zero. )
G) The Zombie will only heal if the Caster heals him magically, PYRATION — 2months EL applies as a powgr
In any other case, damage is permanent. RANGE — (EL +1)x2"
POINT LIMIT — (EL+1)x6

EXAMPLE — EL10 Oblivion. Range 22", Duration 2048 months
(over 170 years) and Hit Point Limit 66.

Remember that the ZombielR is calculated in when deter-
mining itsDCV.

The Seeking Death The spell creates an avenging death Spi@pen Prison

to attack a specific enemy. To attempt the spell, the Caster must

have a fragment of the enemy’s anatomy, i.e. hair, nails, etc.| }¢ SPell opens every lock within it's effect area. Magical locks
the spell succeeds, a figure in white of terrible power will begii@y Use aMDV toresist the influence of this spell, they are the
to materialize in sight of the enemy. It will only be visible to th8nly locks that do n_ot oper_m automatically. )
Caster and the enemy. As it grows, it darkens and becomes solid "€ Range for this spellis a 60 degree cone, as for the Fireball.

When it reaches full maturity, it will attack the enemy. The tim@nY doors unlocked in this way automatically swing open. If a
to maturity varies with théL . door is not locked, but is barred or bolted, the spell has no effect

onit.

ALIGNMENT — Law

The attributes of the creature are:

A) Identical to those of the enemy, except no expertise and itRANGE — (EL+1)/2" (Value is length of sidgs

HPV equals hitHPV /2 rounded up. NOTE — This applies to all locks in the zone whether the Caster
B) The Hand of Death;L equals the CasterBL in the Seek- knows they exist or not.

ing Death. MEL equals the Caster®IEL divided by 2,

rounded down. Orient Self ALIGNMENT — Shamanic
C) MDV equals the CastergDV . Success with his spell is required before a Shaman can cast any
D) PMR 8. other Shamanic magic. For this spell only, the Shaman may sub-

) tract hisMEL x2 from his roll, in addition to hisEL modifier
EXAMPLE — A Seeker is created to destroy Vlad Stonehand. TBggMmDV . The trance created lasts for the specified duration.

Seeker will have the physical characteristics above. PR is 8. : : .
. o ) ) ) . n hamani n h r f his magical powers,
Each time that it hits, a saving throw is required against the Hand ofo ce a Shaman is attuned to the source of his magical powers

Death. If the Caster hadEL 6. EL 5andMDV 12, it hasEL 5, MEL his use of the power beC(_)mes almost innate. To refle_ct this, all
3 andMDV 12. Shamans may add thetil in the Orient Self spell to their Cast-

ing Speed with all other Shamanic spells. The increase gained in
The Range of this spell is unlimited. It lasts until the creaturetisis way may not be used to effect the casting speed of the Orient
dispelled, killed or kills the enemy. The creature can only be ses#if spell and may not be used to more tinaruBLE the Casting
at night. It will have a twisted version of the appearance of t¥peed of his other Shamanic spells.
person that it is intended for. It will always be withiib10-1"

.. . EXAMPLE — Kaiepas of the Eponischa MEL 12. HisEL in orient
of the enemy that it is created to kill.

Selfis 7. He canincrease his Casting Speed by 7 for all Shamanic spells
TIME TO MATURITY — 30 days—(EL x2). in which his normal speed is 7 or more. (Where his speed is less, the

speed is doubled.)
NOTE — While the Seeker is maturing, the Caster may not c

any other magic. He is consumed by this effort. If he casts j\i TE — The spell only affects the Shaman. It places him in

other spell, the Seeker will turn on him. Until it is fully formedf* | ypnotic 'Franc_:e in which his arts can be focuse_d. While in
ﬁﬁ state, his mind operates on two levels of consciousness, one

and the attack is resolved, the Caster must spend every ni ical and the other phvsical. The Sh s d : ed
administering to this spell. If not, it will attack him. agical and the ofher physical. Theé shaman's drum IS require
to enter this state regardless of the experience of the Shaman.

Negate Curse ALIGNMENT —Law  ppatioN — (MEL +EL) x2 phases.

The power operates as for Dispell/Banish against those spells )
that specifically state that this spell will negate them. The Cast¥igin Powers ALIGNMENT — Shamanic
must touch the person or thing that is to be affected. The members of this family are:
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DISSOLUTION DURATION — (EL+1)x3 turns.*
INANIMATE CREATION *If this spell ends before the Pain spell that it is negating, the
REPULSION Pain begins anew.

Dissolution The spell requires the specific description of a peThe spell freezes the voluntary muscles of the victim. For the
son or creaturaND the possession of material derived from itBuration specified. He may not move.

anatomy. If the spell succeeds, and both factors are correct, the, g — (EL+1)x2"

victim ceases to exist. He dissolves into the earth. For the spelf_l)URATION — (EL+1)x2 phases.

to succeed, the victim must be in contact with the earth when itMAXIMUM STRENGTH — (EL +1)x 10*

is cast. If he isn’t, the spell is automatically an abysmal failure. o )
. *If the victim is stronger, thé&L is added to all combat rolls and
RANGE — Unlimited

theMR is reduced by 50%, rounded down. The victim can move

NOTE — Preparation for this ritual will take two weeks. It canyith a struggle. The effeas of multiple spells are not additive.
only be cast after this period is expended. All days expended

must be consecutive and the spell must be cast on the 14th dggace ALIGNMENT — Elder

Inanimate Creation The spell requires 2 weeks of preparaThe spell creates an area in which the creatures affected cannot

tion, as for Dissolution. By the precise definition of all attributeg'929€ In h.OSt'le act!wty_ of any kind. On_Success, all affected
Mﬁatures will cease fighting. Any combat in the area afterwards
I

of an inanimate item, the Caster can cause it to come into bef he off  th Il for th b involved. A
next to him. The spell must be cast at night. If it is cast at a ' .negatet ce ect'o the spe ort. e combatants involved. At
other time. it fails. times, the Caster is affected by his own spell.
To succeed, the item created must: Once cast, the area remains in place. The Caster may move
A) Be something that the Shaman has made a detailed ins and cast other magic if he desires to do so. Any creature that
) N9 Ned INSR%ters the effect area can be affected by the spell. Missile fire

al

tion of. or magic cast into the area is considered to be combat in the
B) or efinition above
C) Be something that the Shaman has the skill to make in the ' )

normal manner. RANGE — EL+1" (A radiug

The Permanence Factor is the chance that the item created isDéJRAT'ON — (EL+1)x2turns

permanent feature of existence. If the value determined or lesBdsception ALIGNMENT — Shamanic

rolled, itis. If not, it will fade away irEL +1 days. The spellis cast to learn the benefits and uses of a specific item or
Per Magical trait that is placed on the item, add 10 to the r‘E’r#ling that is in the possession of the Shaman. While it is cast, the

for Permanence. item must be in contact with the Shaman. If the spell succeeds,
PERMANENCE FACTQR— 30+((EL +1)x5), (The percent-  the Shaman learns the basic attributes that it has, it's alignment
age chance that it is permangnt and the correct means of using it's powers.

eral description given, that is affected. Effected creatures V@llly known when he is in the trance created by the Orient Self
be stunned by the effect. They must flee for a number of phagesgll- At other times, he.W|II know it has value but will not know
equal to the number of turns that they are stunned. Flight is @kactly what that value is.

rectly away from the Shaman. Permanent Magics ALIGNMENT — Varies

While the spellis in effect, the Shaman may not leave the pl%Zaeri lis and rites that ar d to giv manence to th
that he cast it from. All creatures described must roll to be af2''0us SPEIS a €s that are used to give permanence (o the

fected each phase that they are in the effect area. Any that.t cts of Tag'g ' ttc;lcr(e:atetward paf[:ts'aln dt;zotglve Tﬁ gical V"?"“e o
affected twice are killed. items created by the Caster or materials that no other magic-user

. has ever cast magic upon and that are not manufactured goods.
RANGE — (EL+1)/2 The various types of Permanent Magic that can be created are
DURATION — (EL +1)x2 turns detailed in the sections that follow:
TURNS STUNNED— EL +1

NOTE — The effect of being stunned is as mentioned for otHefrs€ or Ban The spell is cast on a specific person or crea-
spells. ture. The Caster must have a portion of the victim’s anatomy, or

EXAMPLE — The general description of a Goblin will serve to repﬁ%omethlng that has been in contact with that person within the

all Goblins. The Shaman cannot use this spell against any creature %&48 hours, to cast the.Spe"' . .

he has never seen. Three phases are required to prepare for the castindbfcUrse is cast to punish a person for a previous action or to
this spell. The Orient Self spell is cast on the third phase of preparatid@rce him to perform a future action. A Ban is cast to prevent
the person from performing a specific action, entering a specific

place or meeting a specific person or persons.

The effected target is immune to any adverse movement effecthe actual parameters of the Curse or Ban, or any combination

from damage. For magic-users, damage will not disrupt thgtthe two where a Curse is activated by violation of a Ban, is up

concentration. The spell may be used to cure the effects abghe imagination of the Caster and the sufferance of the Referee.

Pain spell. ThéEL of the spell must be greater than or equal tphe effect can be anything that the Referee will allow.

theEL of the Pain spell that is to be negated. For a Curse, the effect determined occurs immediately upon
RANGE — EL+1" success. For a Ban, it occurs if the condition specified by the

Painlessness ALIGNMENT — Law
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Caster is violated. The effects of both last until a Negate CuSkields

spell cures them. If the spell affects the mind of the victim, &) Armor Value—EL +1 (The increase over the normav).
Sanity spell will break it as well.
Other Items

NOTE — Curses must have a way that the person can redee .
_(E 0
himself and negate the affect without inagic. It need not be easy;, Attribute Increase L+1.)X20/° (_The percen?age that
the normal values of the item are increased with the spell

It must be possible. (This restriction does not apply to cursed . . X
P ( PRl without modifying the size, encumberance or any other fac-

magic items). 4 . . ) e
9 ) tor. Referee discretion will be the primary modifier that ap-

Enhancement This form of the spell is used to enhance dead plies herg.
and inanimate material that has some natural magic value, assi@ORD EXAMPLE — At EL4, the caster makes a Magic Bastard
termined by the Referee or specified in the Natural Magic secti®mord. The maximum Fatigue Value is increased from 11 to 20, the
in Book Four. Successful enhancement brings out the enhané&B increases front-1 to +3 and an increased chance to hit-eb
values of the material. Failure destroys of the material used is added, i.e. 5 is subtracted from combat rolls in attack and applied as
and does not bring out the enhanced values. Abysmal FailGxgertise for damage inflicted.
destroys all of the material. Material destroyed in this way ARMOR EXAMPLE — TheEL is 7. TheAV can be increased by
destroyed only in the sense that it is, forever after, worthless $orThe weight of the suit or helmet can he increased or decreased by
enhancement. 40%, i.e. if the item weighs 60 pounds it can weigh between 36 and

The amount of material that the Caster can affect with ofé Pounds after enchantmerAT NO TIME CAN THE ARMOR VALUE
spell depends on the type of material, as follows: OF A SUIT OF ARMOR OR HELMET BE MORE THAN TRIPLED WITH

A) Plant derived. ligUid—EL - 1)x2 d ENCHANTMENT.
ant derived, liquid—E x2 doses. ) )

) q * ) . SHIELD EXAMPLE — TheEL is 1. TheAV can be increased by 2.

B) Gem, metal, manufactured item—1 item.

i o . At no time can thedV be more than doubled with enchantment.
C) Other material-EL 41 doses f it is consumed in uge ard mak ) i ]
1 item (f it is not consumed in uge OTHER EXAMPLE — A Wizard makes a Magic 5 quart skin. His

EL is 11. The capacity, i.e. the normal attribute of the item, is in-

Once material that is subjected to this spell has been enhancegelised 240% from 5 quarts to 17 quarts without increasing its size or
is enhanced forever. A Negate Curse or Dispell/Banish spell ¢ Strength required to carry it.

eliminate the enhancement. In doing so, the material is alwaysor all items of this type, the effect of the spell will be at the final
destroyed, as specified above. discretion of the Referee. The player will say what he is trying to do

NOTE — Enhancement of natural materials is not possibi’éith the enchantment, the Referee will tell him what it is that he did.

without knowledge of the specific enhancement rites that apphthanted Dedication Weapons may b®EDICATED to the

for each material. For each material, this knowledge must @estruction of a specific creature, to combat a specific alignment
learned educationally. The Referee may allow the charactersoiao aid a creature or alignment when it is threatened in specific
start with knowledge of the enhancement rites of a numbengfys or in danger of death.

materials equal td D6. Shamans learn these rites in addition to To dedicate an item, the Caster must have something that is
knowledge of the materials they gain as detailed in 4.4.2 3. derived from the thing that it is to be dedicated for or against,
eferably blood. The spell is castaduBLE the normal cost.

: . pr
Enchantment The spell may only be cast on a material Objegﬁﬂe effect doubles the enchanted values of the weapon against,

that the _Caster created with his own hands fm.RG'N. ma}te- or for, the creature selected and reduces them against all other
rial. It will enhance the natural attributes of the item in it's nog.

mal function, i.e. it will make a chair more comfortable, a sworgrCes by 50%, rounded up.

keener, etc. EXAMPLE — An EL 3 sword is dedicated to destroy Dragons. Against
In all cases where more than one normal function can be alrlw_Drago.ns, the enchantlfSB of +2 is +4. Against anything else,

hanced, the spell will enchant tlenE specified by the Caster. SWSBls +1.

To enchant more than one, the spell must be cast successteligorcelled Iltems This method allows an item to employ a

for each attribute. Success will enchant it, failure will make specific magical power. The wizard must create the item from

impossible to enchant it in that way and abysmal failure has w#igyin materialAND be able to cast the spell that he places in, or

effect of failure as well as making it impossible to enchant it fuon, it.

ther. The item can be created to cast the spell, defend against it,
The basic attributes that can be modified are: grant immunity against it or attack anyone that touches it with
the power that it possesses.
Weapons The MEL of the item equals the CasteR$EL . TheEL is
A) Hit Chance—EL+1 any EL selected by the Caster that is less than or equal to his
B) Fatigue Value—2-+(EL x2). current EL in the spell that he is placing on the item. The item
C) Strength—EL /2, round up The increase in the normalmay only cast the spell at thEL , defend against it at th&L or
WSB). less, grant immunity at th&L or less, etc. All items of this type

A will be able to cast their magic a number of times per day equal
rmor to the(EL +1)/3, rounded up. No limit applies to the number of
A) Armor Value—EL +2)/2 round up (ncrease over normal times that they can add defensively or grant immunity.

AV). Defensive items will add theMDV to that of the person that
B) Weight—{(EL+1)x5% (A percentage factor that thehas them against the spell involved. If 3 times the normal cost
weight can be increased or decreased with the $pell s paid, this addition can be made against all forms of a specific
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alignment of magic. If 5 times the amount is paid, it applies personality. Some possible features are loyalty, indepen-
against all magic. dence, egoism, etc. Factors of this nature are assigned by
Immunity costs twice the normal cost. It preserves the user the Referee at his discretion. The basic emotions assigned
from the affects of a specific spell. While he has the item, he must fit the powers possessed by the item, i.e. a Chaos
cannot be affected by that spell unless Elk is greater than or Death Sword will never be self-sacrificing and merciful.

eq_ual to t_hat_ of the item. The formula for determining the eﬁe\'7\}ard Pacts A Ward Pact allows the Caster to place permanent
of immunity is: enchantments on specific places and things. The spell is activated

Attacking EL —Immunity EL=Effective EL by any person entering the area or touching the thing protected.

The exact parameters that will cause the effect to occur are at

If the result above is less than zero, the attacking spell hasth® discretion of the Player. If the Ward created is a spell with a
effect. Any other result is thEL that it will have if it succeeds. Range, or a Being, the Ward will have Range.

power that it has only operates when it is touched. The per§$ihe person that activated it. For Range, the focal point of the

that touches it is the one affected. The Caster may exclude I, the thing touched or the symbol of the ward, will serve as
cific persons from this affect. The cost is an additional Mai2€ Caster. .
Point per person excluded. Ward Pacts can be created to cast spells, warn the violator,

This method of using Permanent Magic requires that this spi@"n the creator, summon supernatural forces to attack the viola-

be cast before the spell that is to be made permanent on the f@mcurse the violator, etc. Once formed, a Ward Pact is eternal.
is cast into it. Both must succeed or the procedure fails. It remains in effect regardless of the fate of it's creator. It can

, . ) only be affected by a Dispell/Banish spell that hassanhigher
EXAMPLE — The Mage wishes to create a Whirlwind Talisman, tfhan theEL of the Ward

cast the Whirlwind spell. He will first cast Permanent Magic of this _. V. Ward Pact be ai . iti Th .
type and then the Whirlwind spell. If both succeed, the talisman has thé:'rla y, VVard Facts can be given immunities. ese immu-

power. If either fail, it doesn’t and the Caster must recast the spell thaies will affect any personif?ed g!Jardia}” that is summoned
failed. through the pact. The Guardian will be immune to the power

specified. They may not be made immune to a Dispell/Banish
NOTE — The mana that an item has will be sufficient to cast t y may P

spell that it possesses the number of times that it is capable
doing so. Defensive and Immunity items have no caslable ma
Mana that is present in items can only be cast for the spell
spells that it is capable of using and only at the iteisls.

Il.
0?he Method of forming a Ward Pact is:

' Cast the Pact.
) Cast the Spell, for personified Guardians Summoning is
cast.

Items that can cast magic will do so when the user desire@.) Pay2x (EL+1) Mana Points to place the Ward into effect.
They must be exposed and fully visible in order to use the powelavpLE — A Wind Ward is created gL 2. 13 points are cast for
i.e. a sheathed sword with Dark Lightning power can do nothir{g)l an EL2 Wind spell is cast for (B), costing 6 points, and finally
The same sword unsheathed can be used to cast Dark Lightringz-1), 6 points, are cast for (C). The total cost to create a Ward Pact
that will cast arEL 2 Wind spell is thus 25 points.

Optional Ensorcellments NOTE — TheEL of I ble by a Ward d
A) Mana Storage— Instead of a specific spell, the item store — TheEL ofa spell castable by a Ward may not excee

raw mana that a Magic-User can use for any purpose. 'II SEL of the Permar?ent Magic cast. ) o
points are cast into it by the Magic-User in creating the iteMOTE — The potential effect of Permanent Magic are unlimited.
The maximum number of points equEL +1)x10. The How it is used is at the discretion of the Referee. All §pells made
item will rechargeEL +1 Mana Points per day. permanent are at thEL selected by the Caster, obeying any re-
strictions that apply to the type. Spells with a harmful effect are

EXAMPLE —EL 1. The Permanent Magic is cast and the CaStﬁr ver activated by the touch or presence of their creator. Powers
casts 20 Mana Points into the item. When points are expend.eg y P : ’

the item regenerates 2 Mana Points per dayo ¢ther Mana is el fgmily spe_IIs are made permgnent as individual spells, i.e. a
required in recharginy specific spell is used, not the entire family.
. ) i . Inall cases, the Permanent spell will have the attributes listed
B) Int_ellect . ltems can be given mte_lllgence_ The CoSt I, its description for theEL cast. In special cases the Referee
twice that listed for Swords and ten times that listed for an¥il be required to modify the method of effect and/or the target

O”‘ef item. The gain i.s an Inte[ligence of (E.L+1)D10' Ite make the spell a rational construct. Do so at your discretion.
of this kind are intelligent beings. EEsentially, the spell

traps a spirit or demon in the item Petrify ALIGNMENT — Chaos

EXAMPLE — The casting cost foEL 2 Permanent Magic is 13. The spell turns any living matter, and other matter in contact with

If the spell is cast to give sword intellect the casting cost is 26. iff to stone for the Duration specified. It can only be broken with

it is cast to give a staff intellect the casting cost is 130. the Negate Curse spell before the Duration ends. A magic-user
C) Communication — Items with Intellect that can also use &'@Y attempt to use a simple Dispell/Banish spell. The cost is

power that allows communication are able to communicafyee times normal. If he fails, he is turned to stone by the spell as

with the user of the item. They will have Elogquence anyell. If the failure is al_:)ysm'al, he is turned to stone permanently.

Empathy of(EL +1)D6. .To qﬁegt a targgt with this spell, the Caster must touch it. The
D) Emotional Constraints — Items with Intellect and the Hit Point limit applies as for Paralysis.

ability to communicate may be assigned personalities by the?URATION — 2 Days EL applies as a power).

Referee. The actions of the "being" will follow its created HIT POINT LIMIT — (EL+1)x5
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Plague ALIGNMENT — Chaos Preservation ALIGNMENT — Law

The spell infects the victim with a virulent, contagious diseasehe spell preserves food and prevents infection, depending on
Until he is cured, or dead, every person that comes into contiet item that it is cast on. Living things cannot be infected while
with him must roll the Infection Chance. The Damage listed tise duration lasts. Food will not rot.

an amount subtracted from the Energy Level each day until deatiAny food that is protected with this spell is immune to Foyson
occurs. Other effects are listed in table 5.15. Theft. If it is attempted, Abysmal Failure is automatic.

RANGE — Touch only.

Table 5.15Plague Effects DURATION — 2 days EL factor applies as a powgr

Roll _Effect Preserve The Dead ALIGNMENT — Balance

1 Mind Fever, the victim is in Coma. . . . .

2+3  Accelerating Pain. Each Energy level point lost is added td he spell stops the deterioration of dead bodies for the duration
the victim’s rolls in Combat. specified. It is only effective if the body is complete and dead.

4-7 Wasting PlagueS, St andC are temporarily reduced. The While the duration lasts, the body is immune to decay, rot and
total reduction for the three equals the Energy lost. Theand the passage of time. It retains the appearance that it had on
player will decide where the points are lost. the day that the spell succeeded.

8+9  Balance affected. The victimB andA are reduced as for
4-7 above.

10 Emotional effect. The victim has a progressive insanity until
death. The Referee will determine the type and the effect EXAMPLE — The spell iSEL10. The body is successfully preserved

for 2048 weeks, slightly less than 40 years. It will not deteriorate in any
way due to natural causes.

NOTE — Roll 1D10 NOTE — A body preserved in this way can be Resurrected at
Healing has no effect on this spell. Only the Cure Disea38Y time during the Duration of the spell. When the spell ends,

spell will apply against it. If the Energy Level reaches zero #i¢an no longer be Resurrected.
less before the Duration ends, the victim is dead.

RANGE— EL+1"

DURATION — (EL +1)x 3 days.

DAMAGE — (EL+1)D6 (Deplete Energy Levgl
INFECTION CHANCE — (EL+1)x15% (The Constitution
of the person exposed is added to the)roll

RANGE — Touch only.
DURATION — 2 weeks EL factor applies as a power

Protection ALIGNMENT — Varies

This spell is learned, as for Dispell/Banish, to protect against
creatures, supernatural forces and spells of a specific alignment.
When the spell is learned, the Caster will select one alignment.
The spell must be relearned to learn how to protect against other
alignments. If it is used without this knowledge, triple Hi®V
Planar Travel ALIGNMENT — Varies Of the creature, force or spell that it is used against in resisting

The spell allows the Caster, and those that he includes, to ph'?gieﬁects. If the spell succeeds, the listed Roll Modifier is added

cally traverse the Upper World and enter entirely different plané)t?thi.enemy’s attack r_torlll.s ?hnd maﬁyc Succe§rsh rolls \?I/rl\lfd?r he is
of reality. The latitude of difference that will apply is entirely af racking any person within the Spefls range. -1he spe

the discretion of the Referee, as he will be required to e:stablﬁ:)gﬁ)teCt any person or creature that has the same alignment or

parameters for the alternate worlds that the Players explore. orlenta_tion as th? spell is intended to oppose. . In this case, the
The Duration listed is the time that can pass in the alterngpee" will effect this person as well as any enemies.

plane before the travellers rebound back into their world. TheDURATION — (EL+1)x2turns.

Caster has the option of travelling with the people sent or stayinfRANGE — EL /2" (A radius.

where he is. If he does not travel with them, double the ManaROLL MODIFIER — EL +2

Cost for the spell. EXAMPLE — Oom, a Balance Wizard, casts Protection against Bal-
The chance exists that the party will not arrive in the plane thaice to oppose a Chaos Demon. If he succeeds, the spell will affect

the Caster intends them to arrive in. This chance doubles if tlgos, while retaining its virtue against Balance. The attacking demon

Caster is not present. If they do not arrive correctly, the Duratigfd Oom both add the Roll Modifier above.

above does not apply. They remain in the new plane until thlgﬁlnishment

are found and recalled, The cost to recall a person equals twice ALIGNMENT — Sidh Magic

the cost to send him. The spell will only affect persons that have violated the mores
NOTE — When in a new plane, Characters are subject to tﬁ;}:g SS(;dh and personally affected the interests of the Caster in
rules of existence that operate in that area. If, for example, magi : . C . .
is not possible in that plane, the magic-user loses his ability CI'he effect of the spell strikes the victim with a wasting disease.

cast magic. The only way to know such particulars is to enter t %e dls_ease IS Immune t_o C“Te D!sease: Only the Negate C_:urse
. spell will have any benefit against it. (It will reduce the Duration
plane or have a Planar Map of some kind. . . )
by 50%, retaining fractions). Only the performance of a Caster’s

DURATION — 2 days EL factor applies as a pows specified action can end the spell short of the victim’s death or
ERROR CHANCE— 40%—(EL x2). the end of the duration.
MAXIMUM INCLUSIONS — EL. RANGE — Unlimited (As long as the criminal is known to

*Time may flow differently in the planes. The Duration above the Caster or retains something gained as a result of his
is in the time of the plane that you enter. It may be seconds ocrime, the spell can strike hjm
centuries in Middle World time. DURATION — EL +1 weeks.

45



5 The Spells

DAMAGE — EL+1 (This is the Energy level loss suffered  To return a spirit to its body, the Shaman must first release or
each day. capture that spirit. He will then bring it to its body and, with

NOTE — The most common use of this spell is to force the retdfe spell, reestablish its tie thereto. Failure at any stage of the

of stolen items by the thief. They are returned or he dies. ~ Process will cause the spell to fail. _
When the Shaman tries to restore a tie he must have a proven

Purification ALIGNMENT — Varies action accomplished solely to placate the wrath of his Tonah. If
The spell is used to prepare an area for the casting of a spedifcspell is attempted without such being the case, it automati-
spell. Cast at 10 times the Mana Cost, it will benefit a specifiglly fails and the tie with that species is severed permanently.
alignment’s spells. The effect of its success increases the chaye future encounters with the species will result in automatic
that the spell will succeed. The Roll Modifier is subtracted frohpstility on their part.
the success roll for the spell that the area has been purified for ifo create a new tie, the Shaman must first successfully cast
addition to the normaEL modifier. the Lower World Travel spell. This spell is then cast and the tie
ROLL MODIFIER — (EL +2)x2 ?s formed with the first Tona_h that the Shaman e_ncounters in his
_ journey. The type of Tonah is at the Referee’s discretion or ran-
NOTE — The spell is cast permanently to create altars anghm \When the spell is cast to create a tie, the cost is double that

other magically significant casting areas. It may also be caglicq. No Shaman may have more tEL +1)/5, rounded
to oppose a certain spell. In this case the Roll Modifier is addgs Tonah ties.

to the Success Roll.
Resurrection ALIGNMENT — Varies

o i _The spell returns the dead to life. If it is attempted, and fails the
The spell causes persons within its effect area to fight their a"tfé’?son is dead beyond recall. If it succeeds, any damage that

and friends. The Caster may exempt a limited number of people has suffered is healed and he is alive. The Reduction Fac-
from the effect of the spell. The Caster must be one of the peopjejs used to determine the level of the Character's statistics on
specifically exempted if he does not wish to risk being effecteghy rning to life. The percentage determined will be the tempo-

Quarrels ALIGNMENT — Varies

DURATION — EL 41 turns. rary reduction in every characteristic. For Constitution, it is a
RANGE — (EL+1)x2" (A Diamete}. permanent reduction.

EXCLUSIONS— EL +1 o RANGE — Touch only. The Corpse must be available

MDV LIMIT — (EL+2)x 3 (If the MDV is higher than the MAXIMUM TIME TO RECALL — 2 days EL factor applies

limit for the EL, the spell cannot affect the creatjire as a powey.

NOTE — The Duration above is the number of turns that per- REDUCTION FACTOR— 100%—((EL+1)x10) (The per-
sons affected will continue to fight their allies. The spell itself centage that all characteristics are reduced, roundell up

has no Duration except for this. NOTE — Resurrection automatically fails if the corpse has been
Regeneration ALIGNMENT — Law Subjected tosNy Necromantic power. Corpses so handled can-

not be resurrected. Any person that dies as a result of the con-

The spell accelerates the healing ability of the person affecte L'%ption of their Energy Level cannot be resurrected, there is

the expense of his Energy Level. It will heal the Damage spec|- hi Il — th li
fied each turn while the effect lasts. Per hit point healed, the r&f—t Ing to reca the soulis dead.

ergy Level of the person who is healing is temporarily reduc&gvelation ALIGNMENT — Law

by 1. If itis reduced to zero or less, the person dies unless & spell negates the effect of any type of lllusion, Invisibility or
Caster specifically casts additional mana to replace the enesgyipe Changing spell. If tHeL is less than th&L in this spell,

lost. One Mana Point is required to replace each Energy Pojk spell is automatically negated. If not, a success roll must be
Mana may never be used to increase the value above 1. It G@@n. The Range is a 60 degree cone that will affect all possible

only be used to sustain the life. targets within the area. It has no duration.
RANGE — Touch only. RANGE — EL" (The length of the sides of a 60 degree
DURATION — (EL+1)x2turns. cone.

DAMAGE — EL+1 o
Revivification ALIGNMENT — Law

EXAMPLE — EL6 heals 7 points per turn for 14 turns. ) ) .
The spell revives any person that is unconscious for any reason.

NOTE — The Caster can negate the remaining portions of tq.%. . .
. e . . is includes coma, magical trances and as a result of damage
spell at any time during its Duration that he desires to do so. The

suffered. When excess damage is the reason for unconscious-
cost equals th&L of the spell to be negated. ; : . :
_ ness, the Damage listed is the number of points that will be
EXAMPLE — To negateELO costs the Caster nothing. To negatgagled by the spell.
EL 10 costs 10 Mana Points. If this is not sufficient to raise thdPV to 1 or higher, the spell
IMPORTANT — Energy loss continues until the Duration fails and none are healed.
ends or the spell is negated by the Caster. (Even if the target

RANGE — Touch only.
is totally healed before either case applies). y

DAMAGE — (EL+1)x2
Restoration ALIGNMENT — Shamanic NOTE — When the spell is used on Non-humans, a4@tb the

The spell is used to restore the Tonah tie of a Shaman, crea#egess roll. The spell has no effect on unconsciousness caused
new tie or return a spirit to its body. If the spell succeeds, thi Disease or Plague. If this is the cause, Cure Disease is re-
desired result occurs. quired.
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Sea Powers ALIGNMENT — Varies Sanity ALIGNMENT — Law

The members of this family are: The spell negates Insanity, Disorder, Compulsion, Terror, Hatred
and any other spell that functions by affecting the mind of its
victim.

CALM SEA

The effect that this spell has depends onkts and theEL
FRIENDLY CURRENT . :
that it is cast to opposeSée Revelatign
WATER BREATHING

NAVIGATION RANGE — Touch only.

Shadow Bands ALIGNMENT — Shadow

The caster can create dark bands, within his range, to chain one

calm S Th Il will end St tered if it enemy per band created. If the strength of the target exceed the
aim >ea € spell will end any storm encountered IHit Sucg,, ngth for theEL cast, the bands can not affect him. If not,
ceeds. (In effect, the storm continues but the vessel is an isl

t calm within it). Th I b q he eff enfold him and prevent him from takirgiy action for the
of calm within it). The spe may notbe used to negate the effegtire quration. Once the spellis in force, the caster can direct the
of storms that are created magically.

bands against any target he desires as long as he does not move
RANGE — (EL+1)x2" and does not cast any other magic. He must hit these targets,

using hisMEL x2 as hisOCV on the Combat Table. Against

Friendly Current  The spell creates a current that will propehe initial targets of his spell this restriction daesT apply.

the vessel that the Caster is on. It may also be used to oppose thgjraTioN — (EL +1)x2 turns

progress of an enemy ship. The listed Speed is subtracted frofyymger AFFECTED— EL +1 (The number of bands cre-

an opponent's speed or added to your own. The effect lasts untilted. One bnnd is used per target. If not used immediately,

the duration ends. If the result of a subtraction is negative, they hand may be used later against any target that enters the

The descriptions follow below:

vessel affected will be pushed back. radius. If the caster moves or casts any other magic, bands
RANGE* — (EL+1)x10" not in use are los}.
DURATION — EL +1 strategic turns. STRENGTH— (EL+1)x10
SPEED— (EL+1)x3 Shadow Cage ALIGNMENT — Shadow

*Range is used only when the power is used against anoth®gy/for the Shamanic Spirit Cage spell, with restrictions as spec-
vessel. It is the distance that the current created remains efféied for Deadly Shadow. The caster must have a crystal sphere
tive. or prism to serve as the cage. It can be cast against shadows that
EXAMPLE — TheEL is 5. The Duration is 5 strategic turns. Th are still tied to their body. If it is cast against free shadows, sub-

) : , " fractTWENTY when rolling for success. A person whose shadow
effect increases the speed of the vessel by 15 miles per strategic igr&olen in this wav wastes away. losiaB6 -
and 15" per tactical turn. . ; y y, losibD .engrgy pomts pgr

day until he dies. The only way to save him is to find the item

NOTE — The effect lasts only so long as the Caster does maintaining his shadow and smash it to release the shadow.
cast any other magic.

Shadow Command ALIGNMENT — Shadow
He is considered to be using magic throughout the entire ithyone aflected by this spell rol&ill +-MDV, minus EL mod-
ration of this spell, for Mana Regeneration purposes. ifier, to resist the wishes of his soul. If he makes this roll, he may

o ] attack the caster but must add tae modifier to all combat and
Navigation ~The magic-user can command the Sea to take hixgic rolls. If the roll is not a success, he must work towards per-
to a specific place. The spell has twice the Speed statedfpming the command that has been placed on his shadow. Only

Friendly Currents. While the vessel travels, the magic-user gesingle command may be placed. In all other ways, it operates
mains in a deep trance. If he is awakened, the spell ends. d&or compulsion.

automatically wakes when the vessel arrives. The Spell lasts un- N
. : . T .~ RANGE— EL x2

til he arrives, it is dispelled or he awakes. The destination de5|re<]1:_|_ MODIFIER — (EL+1)x3

must be withinl00x (EL 4+-1) miles and in contact with the sea,

i.e. anisland or coastal area. Shadow Plague ALIGNMENT — Shadow

) ) The spell strikes the victim with Plague by affecting his shadow.
Water Breathing The person affected is able to breathe sga || other ways, its effect is as for the Plague spell, except the

water for the entire duration of the spell. He loses the ability {313 4ion is passed when his shadow comes in contact with the
breath air for the entire duration of the spell. The spell has 80,40 of another living creature. Only a Negate Curse spell can

effect on creatures that are naturally able to breath sea waterg ;e the spell before the duration, as specified for Plague, ends.

Any person in contact with the person affected is also affected | __ -+, o\ cHANCE— (EL +1)x5% (Constitution has no
while the contact lasts. If contact is broken, the person loses the ; .

I . . ! éffect on the chance of infectijn.
ability to breath in the water immediately.

RANGE — EL /2" Shadow Sculpting ALIGNMENT — Shadow

DURATION — 2 turns EL factor applies as a powgr The caster can sculpt shadow into usable inanimate objects. He

is limited in the number of shadow objects he can have at one

NOTE — Sea Powers may only be used when the Caster is inigfie. Unless he makes the item permanent by recasting the spell
on sea water. They automatically fail in any other case. at five times normal cost for theL used, items that he creates
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dissolve if anyone else touches them. Items created with thidition. They are in capable of speech and will flee from contact
spell must be items that the caster has personal knowledge ofitih any other life form, be it Dragon or ant. Unless they are
that he is capable of making normally. Cast at the normal cosstrained, and cared for, victims will die within 48 hours.
they are dark objects of solidified shadow. At double the normalThe only cure for the affect of this spell is Forgetfulness. San-
cost they have a normal appearance AND can be animated if tiigwill have no effect. They must be made to forget what they
have the shape of an animate creature. To animate such an haue seen, they can never be made to accept it.
the caster must allocatel x2 points from hisEnL to the item. g NG — EL +1"
While the item lives, it retains these points and the caster cannqfypy (vt — (EL +1)x4
regain them. Whenitis dispelled or dies, he may regenerate them
as normal. In essence, the caster breaths a soul from himself gy The Tame ALIGNMENT — Sidh Magic
the item. Animated items of this type have stats as for Creatidrse spell will only affect domesticated creature3.hé others
and will defend their creator fanatically at all times. have Tonah granted immunity or other guardipn# the spell
RANGE — Touch only succeeds, the target is killed.
DURATION — 2 days EL factor applies as a power, the If the spell is attempted on a wild creature, at the option of the
shadow will dissolve at this time if it has not been made Referee, the animal will adéiDV +15 to the roll. It is killed if

permanen). the spell succeeds.
ITEM LIMIT —EL+1 RANGE — EL+1"
Shape Changing ALIGNMENT — Varies HIT POINT LIMIT — (EL+1)x7

The spell allows the Caster to change intereciFicform from NOTE — If the size exceeds the limit specified, the target cannot

his natural form. The knowledge for each form of life is distincP® affected.
(The ability to take the form of a Hawk does not grant the abilityleep Powers ALIGNMENT — Varies
to take Wolf form, each requires a separate gpell

At no time will a change in shape change tHEV, OCV or
DCYV of the Caster. He retains his normal value regardless of e, o cruaL TRANCE
shape thgt he takes. _ SLEEP TOUCH

Atall times, the Caster must have a portion of the anatomygf. o v s7
the creature that he wishes to take the shape of, i.e. hair, claw,
tooth, scale, etc. This is required for the spell to succeed.  The descriptions follow below:

The spell will only affect the CasterS€e Transmutation

Once the spell is cast, the Caster will remain in the form takBgrpetual Trance The victim is placed into a deep slumber
until, the Duration ends. For an additional 1 Mana Point, add&@m which he can only be awakened magically. To cast this
when the spell is first cast, he may increase the duration 1080%!l, the Caster must have a portion of the intended victim’s
of the value for theEL. The maximum number of increases ignatomy. While the person is affected he will not age and can

The members of this family are:

equal to theEL . only die if he is killed.
EXAMPLE — EL3 can pay 3 extra Mana Points and increase&ha RANGE — 2" (EL factor applie3.
duration by 300%. DURATION — EL+1 years After the specified duration

DURATION — (EL +1)x 20 turns. engls thfa s_Iee';I)er can be_ awakened by a touch or any loud
noise within 1" of his resting plage

NOTE — Close examination of any creature that is really . . .
. OTE — Sleepers of this type are surrounded with a pale radi-
shape changed human will reveal the change. The eyes of the .
. : . ance. Any person that touches it can be affected by the spell. If
Caster are never changed when his shape is, they remain as oer- aren't and thev move the sleeper. he wakes and the spell is
mal for his race. Any Character may roll against his Empathy {o K Ift,h yﬁ ted. th | Per, for S| Touch P
detect this difference. roken. ey are affected, they sleep (as for Sleep Touch).
Sleep Mist The spell covers an area with a fine mist. The

Silence ALIGNMENT — Chaos . . . .
) o ) Range is the radius of the area covered. Any living creature in
The spell creates a sphere of total Silence. Within this args 5rea can be affected.

sound is impossible. Any target that enters the area, and is af- EL 1" (A radi
fected, will suffer irreversible Catatonia. RANGE — EL+1" (A radiug

) o DURATION — (EL+1)x5 turns (The number of turns that
OPTIONAL — At the Referee option, Revivification can be used to

. the victim remains aslegp
end the Catatonia. If so, tHeL must be greater than tHeL of the S
Silence spell. If not, Abysmal Failure is automatic. MDV LiMIT — (EL+1)x2(If theMDV is higher than the

factor for theEL, the mist has no efféct

RANGE — EL +1" (A radiug . EXAMPLE — EL4. The mist can affect any creature wNDV 10 or
DURATION — 2 phaseskL factor applies as a powgr less. The range is 5" in any direction. If affected, the victim sleeps for

NOTE — The spell has no effect on supernatural forces 8% turns. If theMDV is 11 or higher, the mist has no effect.
Chaos. NOTE — Any sleeper that suffers damage while affected is au-
Silent Terror ALIGNMENT — Chaos fomatically awakened.

The spell gives the person affected visions of the Abyss an&laep Touch The victim is placed into a deep trance by the
taste of its unnatural essence. The effect destroys their abilgster’'s touch. Nothing will awaken him before the duration
to function as individuals. They will do nothing on their owrends, except the appropriate spell or physical injury.
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Slime ALIGNMENT — Chaos C) The basic emotion that the person is experiencing at the

The spell creates a pool of acidic slime from the earth in the area time. . )

affected. Anyone within the area will sink into this pool and®) Whether the person is telling the truth.

be attacked by it. Hits scored by the semi-animate liquid wilF) Whether the person has any innate magical ties or talents

consume metal objects and damage animate ones. and what they are.
If the item is magic, each hit does 1 hit damage. For othef) A reading of the person’s Probable Intent.

Metal objects, a hit dissolves it totally. Each damage point wiff?) Whether the person is possessed or otherwise plagued by

reduce the"V of a Weapon, or théV of armor, by one. When Supernatural forces and what forces are responsible.

the value reaches zero, the item is dissolved. All persons in the Caster’s effect area are readable, The time
The pool grasps at those in it. The Strength listed is tfRAuired to read for each item above, per person, is 1 phase.

Strength required to move 1". Per 50%, round up, increase oveRANGE — (EL+1)/2" (A radius).

this value the creature can move an additional inch. If the totaburATION — (EL+1)x 2 turns.

Strength is more than triple that of the pool, the victim can moxgyTE — |f the spell works, it works for everyone in the area.

as normal. MDV does not apply unless the target is a magic-user and he
DURATION — 2 hours EL factor applies as a powr is aware of what the Caster is doing. To make any reading, the
MDV LiMIT — (EL+1)x2 (As for Sleep Mist. The limit Caster must be able to see the eyes of the person to be read.
only applies against inanimate objects. All animate crea- o

. . Soul Sight ALIGNMENT — Shadow
tures in such an area can suffer damage regardless of their g

MDV.) As for the Shamanic spell of the same name. Sometimes used
CASTING RANGE— EL 41" with the Deadly Shadow spell to curse enemies.
EFFECT AREA— (EL+1)/2" Speed ALIGNMENT — Varies

DAMAGE — 2D6+EL per phase.

STRENGTH— (EL+1)x5

DEPTH — (EL+1)x6 inches. This is the physical depth
of the pool created, i.e. &L 1 itis a foot deep, It is not a
tactical distance referenge

PERSISTENCE— EL +1 phases. After exiting the pool, this

is the number of phases that the acid will continue to have
its effect unless the affected object is totally immersed in
waten.

This spell increases tHeMR of the person affected. When the
Caster casts it on himself, he will subtract 20 from his success
roll, in addition to normal modifiers.

The speed increase gained can never more than quadruple the
currentPMR of the person that is cast on, i.e. if your current
PMR is 1, anEL9 spell will only increase it to 4.

RANGE — Touch Only.
DURATION — (EL+1)x3turns.
PMR INCREASE— EL +1

NOTE — The Caster selects a center point anywhere within t}& .
- . . AMPLE — If the warrior affected has BMR of 2/2/2, and arEL 2
Range. The Effect Area radiates from this point. If the Caster, et

. . sEeII is used, it is increased to 5/5/5.
within the area created heaN be affected by the Shine. . .

The Slime is semi-animate. Once attached to an object it B‘QTE — This is for ground movement. It grants no ability to fly
gins to creep up his body and along his limbs. It will advanc® walk on water.
EL+1 inches up the victims body each phase. In doing so, it wilpirit Cage ALIGNMENT — Shamanic

insinuate itself into any crack or crevice available to it. Its onlype gpell allows the Caster to create a cage of mystic power that

goalis to consume. _ will imprison the spirit affected. The Caster must have a wicker
Slime is notimmune to Astral Fire. It can effect creatures wighyge to use as the foundation of the spell. If it succeeds, the spirit

Earth Powers. is trapped therein.

The spell is cast at a specific target. It has no effect on corpo-

, , i , rate spirits. It will only affect spirits that are not in a body. To
A flame of incredible intensity drawn from the essence frogjo) 5 person’s spirit, the Shaman must first sever it's tie to the

which Fire was born. Success will damage the target. Abysrgeljy_ See Spirit Death.
Failure will damage the Caster. The Shaman can freely communicate with any spirit that he

The spell has no effect on Creatures with innate Fire POWg{§s imprisoned. A Communicate spell is required to do so. If it
Elementals of Fire, Jinn and Ifreet. Itis cast under the restrictigQgs the Spirit escapes from the cage.

specified folFIRE DART in Fire Powers. The factors below apply

Smokeless Flame ALIGNMENT — Elder

for this spell: Spirit Death ALIGNMENT — Shamanic
RANGE — EL +1" The spell severs the tie of a spirit to its body. As a result of
DAMAGE — 3D10+(EL x4). success, the spirit will wander the night searching for its physi-

. cal self, unable to find it. While the spirit searches, the body is
EXAMPLE — At EL4’_the_Spe” doele(_)’LlG hits. comatose and suffers from Disease atHheof this spell.
NOTE — No smoke is given off by this flame or the damage thatTo use this spell the Shaman must create a fetish that contains

is inflicted by it. elements of the intended victim’s anatomy, i.e. hair, nails, etc.

Soul Sight ALIGNMENT — Shamanic 'Sl'gsllp:czirlséon must be asleep when the spell is cast. If he isn't, the

Success can yield the following information: In all cases, if the spell fails, the fetish is worthless for any
A) The basic orientation of the person it is cast on. further attempts at casting magic. A new one must be created in
B) Whether the person is a magic-user. order to re-attempt the use of this spell.
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OPTIONAL — The Referee may allow severed spirits a chance to fihéghtning Swarm The spell unleashes a swarm of charged
their body. The base chance per day equaldvb¥ of the Character. particles from the location of the Caster. Any creature in the
If the body dies before they find it, they can become Edimmu or Ghogffect area can be hit by the effect. Hostile Magic cast into it will
at the Referee’s option. add theEL of this spell to the roll for success, i.e. it has some

RANGE — 2" (EL applies as a power. The Maximum dis- defense powers. _ _

tance that the Shaman can be separated from the body for No Missile Fire is aIIow_ed into a spell of. this type. If the
the spell to workanD for the spirit to be restricted from Referee chooses to allow it, add Bk x5 to the combat roll.
finding it). DURATION — EL+1 phases.

DURATION — Unto death or until the body is found. RANGE — EL +1" (A diametey.

NOTE — The Spirits created operate on the metaphysical planePAMAGE — 1D6+(EL x2) (Scored each time that a target
that Shaman'’s induce their consciousness into with the OrientS affected

Self spell. They are trapped in this World unless they can fodd@TE — The Caster is always the center of this effect. If he
on their body to draw themselves out of it. casts any other magic or moves, the spell ends.

Stillness ALIGNMENT — Chaos Thunderhead The spell creates a localized Thunderstorm. It

The spell makes it impossible for the victim to make a sour{?&;y only be cast in the open air. Regardless of the casting cost,

This includes speech, footfalls or any other sound initiated
the victim. Cast on a Magic User, the spell will make it impose—
sible for him to cast his magicHg may still use innate powers.
He cannot cast any spells that draw their force from his Casti
Ability).

e time to marshal the forces of the air, after the spell succeeds,
uals 10 minu&L turns or 2 phases, whichever is greater.

The spell strikes the entire area with Wind, 50% of the Caster’s
in this spell rounded down, and the ability to cast Lightning
Its from the clouds. With these bolts, success kills any target

that is not immune to thEL cast.

RANGE — EL +1" " . .
DURATION — 2 phasesKEL factor applies as a powggr RANGE — 2 (EL applies as a power. A diamejer
DURATION — EL 41 turns.

EXAMPLE — TheELS5 spell has a range of 6". The victim is unabl%XAMPLE — EL4. The effect area has a diameter of 32". The Du-
to make a sound for 64 phases, more than three minutes. ration is 5 turns. The Caster may call one Lightning Bolt per turn from

Storm Powers ALIGNMENT — Varies the clouds. Every turn he contrdd.2 winds to use against anyone in
. . . the area.

The members of this family are: )

NOTE — The spell requires that the Caster have open access to
FLIGHT the sky. It may not be used in an area other than this. The winds
LIGHTNING may enter enclosed areas. The Lightning, as it comes from the
LIGHTNING SWARM sky, may not be used against persons that are not exposed to the
THUNDERHEAD sky.
WIND Wwind The spell slows or fells the opponents of the Caster. The

Range specified is the distance that the winds can be away from
the Caster and retain their effectiveness. The Damage listed is the
Flight The spell causes air currents to lift and propel tigubtraction from the targetBMR when the hostile winds blow.
Caster. The Caster, and any person that is in physical conththe resultingPMR is 0, he may not move. If it is negative,
with him, can fly. he is blown over. Per 10 points of strength, rounded down, the
The spell has Maximum and Minimum Speed values. Wheigtim can negate 1 point of the spell’s effect. All persons in the
the MR falls below the Minimum Value the spell ends, immedieffect area are subject to the effect.
ately. The Maximum is the fasteBMR that the Caster is capa- RANGE — (EL+1)x2"

The descriptions are as follow below:

ble of with the spell. DURATION — 2 phaseskL factor applies as a powgr
DURATION — 2 turns EL applies as a Power DAMAGE — EL +1 (The reduction irPMR. See above
MINIMUM SPEED — (EL+1)/3, round up The Minimum  EXAMPLE — EL7 winds blow against Vlad Stonehand and Jaxom of
PMR required to stay alojt Gom. Vlad haPMR 2/2/2 and Strength 92. Jaxom HaMR 3/3/3/2
MAXIMUM SPEED — EL +4 (The MaximunPMR). and Strength 34. The spell has no effect on Vlad, his Strength more than

EXAMPLE — At EL3, the Caster can fly for 16 tums at a rate of unegates it. Jaxom, however, is bowled over by the spell. He can neither
' R18\S/e nor stand.

to 7 per phase. If in any phase, he moves less than 2 the spell en ) ) ) _
immediately. If in the air, he falls. NOTE — Once the spell is setin motion, the Caster may leave it.

. . . If he casts other magic, the spell is negated. He is never affected
Lightning The spell releases a bolt of energy against the targ9this own winds.

specified by the Caster. Only Magical Armor will apply AY
against this power. Normal armors have no effect. Shields of affange Powers ALIGNMENT — Balance
kinds are usable. The members of the family are:

If the Wizard has success the Damage listed is scored.

Shields are only usable if the optional Dodging Magic rulésSTRAL ILLS

are in use. They have no other effect. gUTOMATA
RANGE — (EL+1)x3 IMULCRA
DAMAGE — (EL+1)D10+EL The descriptions are as follows:
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5.4 Spell Descriptions

Astral llls  The effect area is bathed with unnatural radiation®. reassemble itself before attacking anew. If any piece of it is
The result causes a permanent reduction in Constitution aaken, it will follow the thief until it retrieves it.
Stamina. In addition, the victim suffers from the equivalent of The Damage scored by an automaton, in combat, equals the
Plague at thé&L of this spell. If either Stamina or Constitutiomormal armed valuesLusthe AV of the creature.
are reduced to zero or less, the victim is killed. Any Constitution L
reduction will affect the Energy Level of the person affected. EEJ(GA-E/llF:;LhI;:t p_oinisr the Stone Golern above a Normal Hit will inflict
TheHPV of the victim is also permanently affected by the loss '
in chara_cteristi_cs. Any attributes that are reduced in this way Ca ;R ATION — 2 hours EL factor applies as a powgr
be regained with a Negate Curse spell.

RANGE — (EL+1)/2" (A radius. TheOCV andDCV equals théeL of the spell. ThevIR formula

DURATION — EL +1, phases. that applies is listed in table 5.17.

CHARACTERISTIC EFFECT— 1D6+EL (Roll for both St

andC). Table 5.17Movement Rate for Automata
NOTE — The victim has a separate chance to be affected eagh, ., MR
phase that he remains in the effect area. Once the spell fails; 'T_egless (EL+2)—CDF*
cannot be affected further in that encounter. While the spell isgggeqd (EL+2)x2—CDF*
in effect, the Caster may not move or cast magic. If he does; ‘Winged (EL+2)x5—CDF*

suffers Abysmal Failure immediately and the spell is negated. *CDF equals Damage Factor in this table.
f the MR derived from this formula is zero or less, the magic-user

Automata  The spell is cast on inanimate matter. The eﬁeci':annot create a mobile automata of that type aEhis The automa-

allows the Caster t9 give that matter the ability to move a!ong th[%n can move its limbs but it does not move rapidly enough to have
groundAND the ability to follow and understand orders given 10, effective tactical movement rate. (As an option, the Referee can

it. They do not gain any power to communicate from this spelkjiow it to have arMR of one with movement allowed every second
They merely understand and obey when a Communicate spelkign.)

cast to speak with them.

NOTE — The mode of movenient actually depends on the phys-

ical form of the automaton. If it has no legs, if slithers. If it hasXAMPLE — TheELS Stone GolemCDF8, has aiMR, for a legged

legs, it walks. If it has wings, it can fly. The spell will allow it tGT€ature, of, ((3-2)x2)-8, 6 hexes per turn.

use what it has as best it can. NOTE — MR is the Movement Rate for the tactical turn. The
To animate an object, the Caster must touch it. To end thamage Factor is listed in the table above and is based on the

affect the Caster must dispell it. At the end of the Duration spevaterial that the Automata is made from.

ified, the Automaton becomes uncontrollable and will attack the

Caster. This will be it's first priority. Simulcrum  The spell creates a replica of the Caster, in minia-
Only the Caster responsible for creating the Automaton is ¢are form, that is tied to his life force. Any hostile physical ef-
pable of dispelling it. No other magic-user can do so. fects that the Caster suffers, when so protected, are passed into

For the Automata to be considered to be magic or enchanté, Simulcrum. While the Simulcrurn remains active, the Caster
the caster must cast EnhancemeRnteR he has succeeded inS immune to age and physical damage.
forming the creation. All Permanent Automata are magic or en-The Simulcrum is limited in the total damage that he can take.
chanted. Non-permanent ones are not and the listed duration kivihis value is exceeded, he dies. The Simulcrum also has a 24
apply for them. hour limit. If this limit is exceeded, he dies.

The Maximum Damage that the Automaton can take equalsf the Simulcrum dies, the Caster passes out for one hour per
the EL times the Damage factorlisted for the material in table (EL +1)x 2 of the spell that created it.
5.16. Damage score@IRECTLY on the Simulcrum of it person is

passed on to that person, not suffered by the Simulcrum. Used
Table 5.16Damage Factor and Armor Value for Automata in this way it will cause the simultaneous effect opaiN and

DISEASEspell at theEL of the spell that created the Simulcrum.

,\S/lsfttercliall:)th Damalgze Factor Armlor Value Neither is curable as long as the Simulcrum is under attack.

Woc;d, Leather 1 2 To create a Simulcrum requries the blood of the Caster and a

Metal 2 4 special essence that can only be decanted from Mandrake. With-

Stone 4 8 out both, it cannot be made.

Magic Enchanted X2 +EL No person may not be tied to more than one Simulcrum at one
time.

RANGE — 2 miles EL factor applies as a powgr.
TOTAL DAMAGE — 20+(EL % 3).
24 HOUR DAMAGE — 10+(EL x2).

EXAMPLE — A Stone Golem, magically enhanced, withBh of 5
for this spell, takes 40 hits and has Av of 13. To chip it you must
score 14 hit points.

Automata cannot be killed. The best that can be done, withdgither for attack or normal use. This is the maximum distance
magic, is to temporarily stop them. The spell is cast to animéiet the Caster can be separated from the Simulcrum and con-
a specific form. When the Damage above has been scored, tihak to gain its benefits. If he is separated by more than this
form is scattered. The Automata will take 1 phase per hit pottistance, for more than 48 hours, the Simulcrum dies.
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5 The Spells

Summoning ALIGNMENT — Varies FOOD CREATED— 2 Food Points EL factor applies as a

This spell allows the Caster to summon supernatural forces ndt®We)-
native to the Middle World. This includes all forces native togeeten Water ALIGNMENT — Elder
the Upper World, Tonahs and other Guardian spirits, Spiritu
forces and ElementglsWhen the spell is learned the Caster wi
know the rites for summoning forces of his orientation, i.e. if
is Law-oriented he knows how to summon Law forces. To lea .
the rites for others, the spell must be relearned. If a creaturéhlg spell fails.
summoned without knowledge of the correct ritesNtBV is ~ DURATION — 2 hours EL factor applies as a power. As
doubled in resisting the summons. Failure indicates that it doe$or Sustenange
not come. Abysmal Failure indicates that it comes, breaches th&BILITY — 2 ounces EL factor applies as a power. The
Caster’s defenses and attacks hirithé Caster will defend as humber of ounces of Sea water that can be chapged
specified for a target that is unable to mgve NOTE — At the Referee’s discretion, the Caster may be allowed
After the spell succeeds, the force summoned will arrive i use this spell to change any fluid into drinkable water.
1D6x Contact Levelphases. If the Caster casts any other magic )
during this period, he loses all control over the force’s actiogrqglemath'C Powers ALIGNMENT — Chaos
and may be attacked by it if it chooses to do so. The members of this family are:
The Range specified is the maximum distance away from the
Caster that the force may appear at. The Caster will place it GBNTROL
he desires, within this area. MIND BURN
For a creature to be summoned it must have a listed Conf#¢ND SEARCH

Level (CL) thatisNOT NA, i.e. a numerical value must be listedMIND SHIELD
SENDING

SUGGESTION

ﬂ’lhe spell will turn sea water, in a closed container, into drinkable
ater. The Caster must be in contact with the container and have
eEL required to affect all of the fluid within it. If he does not,

RANGE — EL

MAXIMUM CONTACT LEVEL — EL /3, round up.

DURATION — (EL+1)x2 turns (The number of turns that
the Caster may maintain control over the force. If the force
is not dispelled before this period ends, it will attact the Control All parameters are as for Fascination. If the control
Caster if it sees fit to do 30 lapses, the caster may subtract 10 from his roll when he attempts
COST PER ENTITY— Mana Costx Contact Level (The  toregain it.

cost to summon one member of the frce
NUMBER SUMMONABLE — (EL+1)/2, round up.

The descriptions follow below:

Mind Burn  The spell destroys the mind of the victim. The
Damage listed is subtracted from the Intelligence, Will, Empathy
NOTE — If control of a supernatural force is lost, the Casteand Eloquence of the person affected. If any of the factors are
may attempt to influence it if he has a fanatical tie with its aligieduced to zero or less, the Caster gains control of the target's
ment. All influence attempts require that the Caster promise tftuntary muscles. While the Duration lasts, he may do what he
force something that is of greater value to it than is the deatill with them.
of the Cqster. Fa!lure to provide the promised item witBlH-1 DURATION — EL +1 phases.
weeks will result in the death of the unfaithful Caster at the hands, , \ \ce — (EL+1)x2
of the betrayed fc_)rce. o RANGE — EL /2

In all Summoning attempts where more than one entity is sum-
moned, all entities summoned must be members of the saméénd Search The spell allows the Caster to detect the pres-
pernatural force. ence of other minds, their relative intelligence and whether they
Jpave any magical power. The Range represents the sides of a
60 degree cone. Any creature within this area is found by the
spell if it succeeds. The Range is not impeded in any way by
Sustenance ALIGNMENT — Law non-magical obstacles.

The spell creates edible food from inorganic, inedible matter. IfRANGE — EL 41"

the matter is Poisonous, the food is creaged it retains the . . . .
Poison in it. (A Turkey formed from Arsenic has food value an'}qmd Shield - The spell cloaks the mind of the Caster. A mind
is poisonous). so protected cannot be detected by Telepathy or read by Soul
: . SiGth. The spell may only be cast on the Caster himself or a
The Duration of the spell is the number of hours the chan .
ind that he has contacted telepathically.

will last. If the food is eaten before this time expires, it is fully : .
nutritious. If the Duration expires first, it returns to its former The MaximumEL spell that the spell will cloak the Caster
state. against equals thEL that he cast.

The spell requires that the caster have a weight of mattePURATION — 2 hours EL factor applies as a powgr

equivalent to the weight of the .fooc_i points that he wishes to Cr§énding The parameters are as for Communicate except that

ate. The matter must be within his range to be affected. (Tfire must be a common tongue for meaningful communication

standard food point weighs pound). to take place. If not, the Caster will pick up surface emotions and
RANGE — (EL+1)/2" (A radiug. nothing else. Once the Caster has contacted a mind in this way,
DURATION — 2 hours EL factor applies as a powgr he may subtract 20 from his roll to do it again.

EXAMPLE — A magic-user summons three entities. If one is an Al
all three must be Alal.
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All factors of Range for the first touch are as for CommunNOTE — The Age Effect is permanent. The Constitution Effect
cate. Once a mind has been touched, the Caster can contactldisét for the Duration specified. If the spell is cast on the same
the Range values specified below. target more than once during the Duration, and both succeed, the

RANGE — 2 miles EL factor applies as a powsr total increase in Constitution-the decrease in Ageignoring

_ ~ the signs, is the chance that the victim is killed.
Suggestion The spell allows the Caster to force the victim to

perform EL +1 Specific Actions for him. The Suggestion imTime Slow The spell slows the passage of time for entities that
plemented may not be an order to commit suicide. It must bare affected by it. Its Range is expessed as an effect radius. The
specific command that can be stated in five words or less.  Percentage Reduction is the amount that the victM# is re-
Suggestions implanted will be carried out in order. They willuced by success. The Roll Modifier is an amount that victims
consume whatever time is necessary to complete them. Thewist add to all attack rolls in combat.
fgcts are totally at the discretion of the Referee and the imaginag snge — (EL+1)/2" (A radius.
tion of the Caster. _ PERCENTAGE REDUCTION— EL x5% (The MR reduc-
With Intelligent Creatures, thBIDV x2 is added to thg Suc_— tion. Round dowp
cess Roll. If the spell succeeds, the number of suggestions listeds, | mopIFIER — (EL+1)x2
above are reduced 50%, rounded down. DURATION — EL 41 turns.

EXAMPLE — At EL2, a Dumb creature can be given 3 suggestions ExXEMPTIONS— EL (The Caster is automatically exempt

and an Intefligent creature can be given 1. EXAMPLE — EL6. The spell has a radius of three and a half hexes

RANGE — EL+1" and lasts for seven turns. The Caster can exempt up to six people, in
addition to himself, from its power. If it affects a creature withMR
Terror ALIGNMENT — Chaos  of twenty, the creature must add fourteen to all attack rolls and it moves

Victims of the spell flee directly away from the Caster for th&ith anMR of thirteen.
entire duration of its effect. The person is either fully affected

the spell or totally unaffected l;Pl(me Stop The spell stops the flow of time for any person that

. ) is affected, and not exempted from its effect. They experience
RANGE— (EL+1)/2" (Aradiug. no passage of time while they are in the effect area. They are
DURATION — 2 turns EL factor applies as a powgr literally frozen in place.

EXAMPLE — Vobal of Salaqara is affected by &i.8 version of this  As new creatures enter the effect, roll to see if they are affected

spell. He will flee directly away from the Caster for 512 tactical turnggch phase that they remain within it. All unaffected creatures

i.e. about an hour and forty minutes. will move normally. If an exempted person leaves the area of the

Theft ALIGNMENT — Chaos Spell, he loses his exemption. If he returns, he can be affected.

The spell, if successful, will find the item specified and bring it 1€ SPell is negated for any effected target that is touched in

to the Caster. For the spell to succeed, the Caster must knowAf% Way by an uneffected one. They may not be affected again

precise appearance of the itemp its exact location. If either is Without recasting the spell.

off by the slightest amount, the spell fails. The spell can only be! N€ Spell affects both animate and inanimate objeéts. &

used to affect inanimate objects. If the property belongs to & fired into the area will stop in midair until the spell ends

Caster, he may subtract HI§EL x2 in addition to the normal 1h€ Spell is blocked by any physical obstructions of a non-
EL modifier IF he was the last person, other than the thief, g§9anic nature. Only those creatures that the Caster can see can
touch the item. be affected. If he casts any other magic during the Duration, or

The spell cannot affect any item that is magical in nature. Si¢fférs physical damage, the spell is negated.
cannot affect any item that is protected, or warded, magically. IfRANGE — (EL+1)/2" (A radius.
it is attempted in these cases, failure is automatically Abysmal. buRATION — EL +1 turns.

RANGE — 2" (EL factor applies as a powgr EXEMPTIONS— EL
NOTE — The Duration is the number of tactical turns that the
spell reinains in effect. Persons affected remain affected only so
long as they are within the Range specified. The effect moves
with the Caster if he moves.

Time Powers ALIGNMENT — Varies
The members of this family are:

CURE AGE

TIME STOP Time Trap This spell can be cast on any creature that has al-
TIME SLow ready been affected by a Time Stop spell, i.e. is currently under
TIME TRAP this influence. If it succeeds, the victim is locked into null time.
TIME TRAVEL Until it is dispelled, he will remain motionless and will be un-

affected by the flow of time. He will be immobile and totally
oblivious to what is happening around him. If a victim is touched
Cure Age The spell reduces the physical age of the target &fter the effect begins he is freed from its grasp.

fected and temporarily increases his Constitution rating. The spell is cast at a specific target. The Duration is the time
that he will be trapped in null time.

The descriptions follow below:

RANGE — Touch only.

DURATION — EL +1 months. RANGE — Touch Only.
CONSTITUTION INCREASE— (EL +1)x2 DURATION — 2 weeks EL factor applies as a power
EFFECT— 2 weeks EL factor applies as a powgr MDV LIMIT — (EL+1)x5
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Time Travel The spell allows the Caster, and any persons ifiransmutation ALIGNMENT — Varies

cluded, to move forward, or backward, in time. If the Caster dogfe spell changes the shape of objects other than the Caster him-
not choose to travel when the spell is cast, the Mana Cost of & It can affect both animate and inanimate forms. If the

spellis tripled. spell is cast such that animate creatures take inanimate forms, the
RANGE FORWARD — 2 minutes EL factor applies as a  Caster will add 20 to his success roll, in addition tokfgV . He
powel). may cast it to make an inanimate object animate. Any attempt to
RANGE BACKWARD — 2 months EL factor applies as a do so adds 25 to the roll.
powel). Victims of this spell will have the physical attributes of the
INCLUSIONS— EL /2, round up. new form in every detail. Mentally, inanimate objects changed
NOTE — To be aﬂ:ected, every person inc'uded must be in de“ be tOta||y Uninte”igent. Animate Objects W|” haVe the intel'
tact with the Caster. lect that they had in their normal form.

Per person included, the Mana Cost required to cast the SBéﬂ\MPLE — A Rock that is changed into a horse has the intellect of
must be paid a rock and can run as a horse does. A Man turned into a table has the

) physical attributes thereof with the intellect of a man.
EXAMPLE — If two persons travel with the Caster of Bh 3 spell the

cost is 3 times the Mana Cost stated, i.e. multiply the base cost times th&n€ Duration is the number of hours that the change will last.
number of people actually making the journey. The Extensions are a number of times that it can be extended at

its EL. Each extension requires an additional five Mana points.
Tongues ALIGNMENT —Elder 5 that are to apply must be cast at the same time that the origi-
The spell allows the Caster to communicate withy animate or nal spell is cast.
inanimate object that he touches. The quality of the conversatiombispelling— The Caster of this spell can automatically dispel
and the knowledge that can be gained thereby, varies with faeAny other magic-user that attempts to do so must add the
intellect and awareness of the item that he speaks with. MDV of the spell to his roll. If he fails, the failure is Abysmal.

EXAMPLE — |f Seeking detailed information abOUt a perSOn that DURATION — 2 hours EL factor app“es as a powér

passed by, it is better to ask a bird than to ask a rock. The bird May-y TENSIONS — EL /2, round down Each extension has
have taken notice of the person, the rock could care less. the Duration of the basic spell at tHeL cas).

If the spell is cast at double the Mana Cost, the Caster cakanGE — EL +1"
serve as a conduit to allow a person that is in contact with himdQ \\io1 g A Mage, EL7 in this spell, is angered at Aldwulf the
question the item that it was cast for_' Black. He casts his spell with all 3 extensions that he is capable of.
If the Caster casts the spellmtE times the Mana Cost, anthe succeeds, Aldwulf will take the form of a Snail for, 25@56x3),
rolls less than higwill +Empathy, he will gain the Language 1024 hours (Around 45 days).

that the spell is cast for permanently at the maxintlmpossi- |\PORTANT — Any person that is in a form that is not

ble. From that point on, he will not be required to cast magic ﬁ%turally capable of using magic will be unable to use magic

understand it. _ , _ while affected. Any form that does not have hands or the
When the spell is cast with extra Mana, in the previous wa wer of speech, i.e. speech that is normally understood to

neither the Ran_ge nor the Duration are affected in any way. B@Ianguage, without the use of magic, is incapable of casting
factors below will always apply. ;

magic.
For a Caster to talk to something with this spell, the entire-l-?1e HPV of the person, when changed, is not modified.

entity mus_t _be within the R.ang‘? (?f the spell. If not, SpeeChdﬁhenNise he will be the size of the creature that he has be-
heard but it IS only partially intelligible. . come and will have all normal attributes of that species. Men-
The spell in no way compels the object affected to talk. Th&y he will operate as normal for his new species unless the
Caster must cajole itinto doing so if it is not willing. Caster specifically states that his normal intellect is retained.
DURATION — (EL+1)x2
RANGE — 2" (EL factor applies as a power, a radius

f

Travel Powers ALIGNMENT — Varies

The members of this family are:
Tracking ALIGNMENT — Law y

The spell allows the Caster to unerringly track any intelligeltiSUBSTANTIABILITY
creature. When the creature’s path is within the Caster's RamgeERWORLD TRAVEL

he will see it as a faint glow. The Caster must possess an iteavITATE

that was in contact with the person up to 72 hours before the sgalLEPORT

to track him. If he has a part of the person’s anatomy, i.e. hair,

fingernails, blood, etc. he may subtract ten from the success rbile descriptions follow below:

T_he Success Roll is taken each day. While the Caster is unl%%hbstantiability The spell allows the Caster tovALK
the mflue_nce of the sp_ell, he cannot fire. He may move and Cﬁ%ugh material objects. While the Duration lasts, he cannot
any magic thgt he desires. . L suffer any physical damage and is unable to cast other magic,
If the spell is cast at three times the Mana Cost it will reveal tl%?cept for other Travel Powers. If he is attacked by a creature
present location of the target. This effect will yield the distantﬂg?at drains the Energy Level, or a spell that does so, without tak-
away and the direction to travel to get there _by thg s_hortest rOWR hlood, the effect of that a{ttack is doubled. '
Cast_m the extended form, the Range is unlimited and t nless the Caster is in the air, i.e. not surrounded by solid or
Caster is compelled to pursue the target. liquid material, when the duration ends he will die. The Move-
RANGE — 2" (EL factor applies as a powgr ment Rate while affected equai#R +EL .
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This spell does not confer any special movement abilities ORTIONAL — To simplify use of this power, it is best to base the
the caster. Unless he also casts the Levitate spell, or originallynber of inclusions on the weight of the Caster. Any item with this
casts this spell at three times the normal Mana Cost, he may\mjght or less is one inclusion, unless it is carried by a person that is
move in any way that he could not if he was solid (except th’ﬁfgcted in.Whi(.:h case it yvill not count at all. Per 109% increase in
he may pass through physical obstructions such as walls, doWF‘éght' anitem isan extrainclusion, i.e. if the Cast_erwe!ghs 120 pounds
etc.). To alter his position higher or lower, without a clear path 8f item that weighs 121 to 240 counts as two inclusion, 241 to 360

. . . counts as three, etc.
access such as a staircase, requires additional mana or the 'suc-

cesfull casting of Levitation. Only Travel Powers may be ca¥OTE — All inanimate material included in the spell, that are
while Insubstantial. not carried by another person, will move in exactly the same way

that the Caster does. If he moves 2" straight up, so do they.

Any Caster that has a range for his effect can narrow the spell at
NOTE — The Referee may allow the Caster to affect others.glhy time that he desires, after initial success. Any thing that is

you choose to do so, contact with the Caster will make the perggi outside of the effect due to this, or that moves out of it on his
contacted insubstantial for as long as the contact is maintaingglyn volition, will fall immediately.

Unless the Caster is also affected by Flight, Levitation, etc., he )
may not fly or levitate. Teleport The spell allows the Caster to instantaneously alter

his spatial position in physical reality from one point to another.
Interworld Travel The power to enter the Lower, Middle orAll factors of Range and Inclusions are as for Levitate. The Dis-
Upper World. The spell is learned separately for each world.t@nce listed below is the number of miles that he can travel. No
person in the Lower World may only travel to the Middle. Auration applies. The spell may never be used to travel from one
person in the Upper World may only travel to the Middle. Fromvorld to another. (It alters space, it does not affect dimensional
the Middle, a person may travel to either. Supernatural forgeslities in any way.)
native to the Upper World, excluding Elder aligned forces, arep;stance — 2 miles EL factor applies as a power. The
unable to enter the Lower World. They will never be found therenymber of miles that the Caster and those with him can
and cannot be summoned while the Caster is there. This will alsgayel).

apply to any Character that has a Fanatical Tie to Law, ChaomTE — The Levitate optional rule applies for this power as

Balance. ) ell. It is the best way to handle the various factors that are
If the spell succeeds, the Caster, and any persons mclu<¥v Ived in the shaping of the power
the '

may pass the barriers that separate the world that he is in from )
world that he wishes to enter. Itis only castable in an area whiYl? ORTANT — If the Caster teleports to a location that
such a barrier exists. If the attempt fails, each person includedifhd0€s not have precise, personal knowledge of there is a

the spell, including the Caster, suffers the damage specified. chance that_error occurs. '_I'he chanc_e, per journey, equals
20—EL. If this value or less is, rolled with D100, he teleports

DAMAGE — (EL 4-1)x3 (A number of hit poinfs erroneously, The effect of this, rolling 1D10 and subtracting
INCLUSIONS — EL the EL is listed in table 5.18.
NOTE — The Lower, Middle and Upper Worlds are the three
fragments of what was the True World. Travel from the Up- Table 5.18Errors in Teleport
per World to the Lower was forbidden in the Convocation of the
Gods which ended the conflicts which led to the three worlds. i 0dified Roll__ Error Effect :
essence, they are different realities which occupy identical spe SIS WIS SO IE e e EET Y

: . . . . landing point.
Further details will be found in various parts of this book anu_¢, o The Caster land®100x 10feet away from the de-

DURATION — 2 turns EL factor applies as a powgr

Book Three. sired landing point.

Levitate The spell warps gravitic mana to alter the spacial p Oto—4 Tg;t(i;arl]ster land®10 miles away from the desired
sition of the Caster. With the spell, the Caster may move up, 7 pThe Caéter arrivekD10x5 feet higher than the in-
down, parallel to the ground or he may hold his position in re- tended location.

lation to the ground. After his first move into the air, the spe”g and 9 The Caster landsD10feet lower than the intended
will end when the Caster comes into contact with solid groui location.

OR any object that is on or attached to solid ground. If he is stillLO The Caster landsD10x 10 feet lower than the in-
in the air at the time, he will fall. tended location.

DURATION — (EL+1)x 2 turns
PMR — EL+1 (The speed that he may rise, fall or move

each phasp rounded up, is subtracted from the D100 roll for error. If

INCLUSIONS — EL (The maximum number of persons, in yhe |anding is too high, the Caster will fall. If it is too low, he
addition to the Caster that can be included in the effect ofCan die.

the spell. Per additional person, the Mana Cost is increased
by 1).

RANGE — EL /3, round down If O, others included must
be in contact with the Caster, a radius

The number of miles travelled, divided by 100 and

NOTE — The result of error must be varied by the attempt that
the Caster was making. If he was trying to land in the first floor
of a building, being too low could put him in the basement. In
ALL cases, the spell must be cast in such a way that, all things

NOTE — The spell must be cast to include every person withjfbrking perfectly, the Caster arrives on a solid surface. It will
its range. If the Caster cannot include that many, the spell failgever be cast otherwise.
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5 The Spells

OPTIONAL — If the Caster does not have precise knowledge of wheldakefulness ALIGNMENT — Law

he is going, he may cast the spell anyway. Add 20 to the Success Rglljje effected, the victim is immune to Sleep, normal or mag-
and subtract 40 from the roll for error. If error occurs, it is modified 38al. He will be unable to sleep. When the spell ends, he will

normal. immediately fall to sleep. He will sleep 1 hour for every 3 that
the spell has kept him awake. If multiple spells are cast on a

) person, to extend the duration, the after effects are additive.
The spell creates a tie between the Caster and the person touched. s Touch onl
While the Duration lasts, neither may lie and both are compellecﬁAN E— fouch only.

to answer any question that the other asks. The answer must (Y RATION — (EL-+1)x12hours.

the exact truth as known to the person answering. EXAMPLE — An EL5 Caster affects a guard with his spell. The Guard

While the spell is in effect, the Caster is conscious. The perS\SSH remain totally alert for 72 hours. At the end of this time, he will

ffected by his touch is in a t Neith eep for 24. If the Caster affects him with the spell again, before the
fa ected by his .ouc ",Q' Ina rance.. either may move or engggg i finished, he stays awake an additional 72 hours and sleeps for 48
in any other action while the Duration lasts.

when he comes out of it.

Truth ALIGNMENT — Law

DURATION — EL +1 tumns. Wasting Hand ALIGNMENT — Shadow

NOTE — Each phase is sufficient to ask or answer one questiqine basic parameters of this spell are as specified for the Freez-
If any target resists the effect, he will takB3 phases to answering Hand. If the caster touches his chosen victim the spell drains

any question put to him. energy from him and causes him to age. If he fails to touch him,
he suffers the damage he would have done to that person. For
Vengeful Horror ALIGNMENT — Elder  range and Duration see Freezing Hand.

The spell may only be cast against a person that has harmed thgsxmace — (EL+1)D10 (The energy points l0$tND the
Caster in some way. The result of success creates a monstgfumber of months that the person ages.

drawn from the subconscious of the victim, that will attack i@, oTANT — Those effected are stunned one phase per
destroy him. , . year that they are aged by this spell. If they are aged more
The horror created is a product of the person that is attackggd, four years, they pass out for 2D10 turns. This spell has

by it. It is in his mind. It cannot_ be seen or attacked by any, its energy draining effect and no age effect on creatures
other peron. The presence of this phenomena can be det greater than human life spans.

magically. If it is, the magic-user who detected it can attempt

to dispell it by Dispelling Magic or casting a Sanity spell on thé/atchful Sleep ALIGNMENT — Balance

person affected. The spell allows the Caster to Sleepbd remain aware of ev-
Due to the nature of the beast, essentially the one thing thatdéhghing that occurs within his effect area. He will not awaken

victim most fears, the victim will have a reduc@CV against before the expiration of the Duration unless he, or friends with

it, i.e. to reflect his Hesitation and Terror. Reduce @@V of him, are threatened. If they are, he wakes immediately.

the person by 50% rounded down. If the Duration of this trance is more than 4 hours, the Caster
On any turn that the victim fails to roll higviLL x2 or less, will regenerate while under its effect. The Damage listed is the

he will turn and flee. He will continue running until he cannagtumber of hits that he will heaND the number of Mana Points

see the Horror or until he succeeds on the morale throw, rollifigit he will regenerate. For either to occur, he must sleep for the

every turn. entire duration of the spell.
Once created, the Horror lasts until it is dispelled or killed. If If the spell is cast at double cost, the Caster may place it on
it kills the person that it was set on, it will disappear. another person. To do so, he must touch that person.

DURATION — EL +1 hours.

RANGE— EL+1" (The distance away from the Caster that
DAMAGE — EL +2

the Horror will first appear a.

HORROROCV — EL x2 RANGE — (EL+1)x2" (The radius of the area in which
HORRORDCV — EL+3 the Caster is awarne
HORRORMR — (EL+2)x3 Water Erom Stone ALIGNMENT — Law

HORRORHPV — 10+(EL x5) The spell creates water from inorganic, inanimate matter. It has

HORROR BONUSES— MR /10, round up The number 9f no effect on pure or refined metals. It will affect any inanimate
bonuses possessed. The Referee will place them in an

N ) Stone or crystalline substance.
_charactensn_c _that he deswes._ I_n general, they should be The water created is drinkable. it pours out of the stone, leav-
in characteristics where the victim is weak. They are only.

i ) _ ing a depression of appropriate size. It is up to the Caster, or
EIg;eR%g]l\fz\);sEaIIEcLharactenstm:s those with him, to catch the water if they want it.

HORRORMDV — MEL +EL DURATION — EL+1 hours. @At the end of the duration the
water becomes mist and disappéars

EXAMPLE — A Horror is created with afEL 5 spell by anMEL 10 QUARTS PRODUCED— 2 (EL factor applies as a powgr
wizard. It has arOCV of 10, DCV of 8, MR of 21, HPV of 6D10, 3 RANGE — EL/3 rounded downlf 0, the stone to be af-

bonuses-€1 DB and+2 AB in this case)NAV of 5 andMDV of 15. fected must be touchid

NOTE — The target need not be present when the horror is CIROTE — The Caster must have material sufficient to produce
ated. If he isn't, the Caster must have a portion of the victimige volume of liquid desired. As a general rule, a 6 inch cube
anatomy in order to cast the spell. of stone will produce 1 quart of fluid and will disappear in the
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5.4 Spell Descriptions

process. (This is not a tactical measurement, i.e. 6 inches asftempt, beginning immediately, to escape what it now considers
1/, foot). to be captivity.
If the creature escapes, the effect is permanent. If it doesn't it

Water Powers ALIGNMENT — Varies ends when the Duration expires. The only way to cure this effect

The members of this family are: is with a Sanity spell. If it is cured, or the Duration ends, the
animal will remember it's skills and training.

FLooD While affected by this spell, the creature will never attack the

FRIENDLY CURRENT magic-user that cast it. If he can speak its tongue, and helps it

WATER BREATHING to escape, he can consider it to be a Personal Contact, i.e. friend,

WATER WALKING forever.

The descriptions follow below: RANGE—EL +1"

_ ) DURATION — 2 phasesKL factor applies as a powggr
Flood The spell causes bodies BRESH WATERtO rise or fall

in elevation. The Range listed is the area affected. The Delj{ithering Hand ALIGNMENT — Chaos

is the amount that the waters can rise or fall. The DurationTise spell allows the Caster to kill Plant life with the touch of
the number of turns that the spell lasts. The Speed isviRe his hand. It will also affect any material that is derived from any
of the waters while obeying the spell. When the Duration engigant. It will not affect any material that is magical in nature, or
all waters affectedIOLENTLY return to their original condition. protected by magic, unless the Caster rolls success against the
Anyone that is in a flooded area is washed into the lake if bpject.

rolls higher than his Strength witB100. Persons washed in  The Duration of the spell is the number of phases that the hand
are killed. Anyone that is in the bed when the water returnsrigtains the withering power. One touch is allowed each phase.
drowned. The effect is automatic unless magical resistance is encountered.
NOTE — The primary value of this spell, in play, is to putim- pyraTioN — (EL+1)x2

pediments in the way of enemies, cross water and get at of trea-

sures on the bottom of Lakes, etc. Wounds ALIGNMENT — Chaos

The spell creates a lance of dark power that radiates from the
fingers of the Caster. With this lance, he can inflict damage in
Combat. The Length of the weapon is as listed in table 5.19.

RANGE — (EL+1)x2"
DURATION — (EL+1)x3 turns
DEPTH— (EL+1)x2 feet
SPEED— EL+1

EXAMPLE — An EL10 flood will affect a Radius of 22" around the
Caster for 33 turns. In this area, he can raise or lower the waters by 22 EL

Table 5.19Wounds: Length of Weapon

feet. The waters move at MR of 11 to accomplish this goal. When 02 t?gnh%t:g Dagger
the spell ends, they return. 3.5  Sword
IMPORTANT — The returning waters have an MR of 6-8 Heavy Sword
40+-EL. 9+up Polearm

Friendly Current  As for the Sea Powers spell. The Speed is

1/ that listed there, rounded up. The spell may only be used tarhe Weapon Expertise equals e x 2. The Strength Bonus
make the current flow down stream. It may not be reversedenquals theEL /2, rounded up. All other factors are as for the
stopped. normal combat values of the Character using the spell.

Water Breathing  As for the Sea Powers spell. This version gFPXAMPLE — A Character uses tHeL 4 version of the spell. HIOCV

the spell will only give the ability to breathe in Fresh Water. is 3. He will use arOCV of 3 in combat. He subtracts 8 for Expertise
and uses 2 as a Weapon Strength Bonus. If his Character has normal

Water Walking The spell allows the Caster, and any creatubgnuses of his own, they will apply as well.
included by him, to walk on water. The Caster must remain inDURATION — 4turns EL factor applie3
motion. At any time that he stops moving, the spell is negated. '
All persons supported by the spell will sink immediately. NOTE — The Success roll is taken to get the spell to work. Itis
The speed walking is th®IR normal for the Caster or anynot taken for each individual hit that is scored on a target. Once

creature included. No added speed is gained. The Caster thgfCaster has successfully cast this spell it remains in effect until
walk in any direction on the water. the Duration ends, regardless of any damage that he may suffer.

DURATION — (EL +1) squared+10turns OPTIONAL — The spell has, under certain circumstances, a Leeching
INCLUSIONS — EL /2, round up The number of entities effect on the target. If a Deadly or Severe hit is scored, the target's

that can be included by the Caster. The cost per incIusionE“ergy Level is reduced by the number of hits scored, in addition to the
is 1 Mana Poin} ' physical damage. The amount of the reduction, divided by 5 rounded

up, is taken as Hit Points healed by the person using the spell and as
Wildness ALIGNMENT — Elder Manaregenerated.

The spell affects any specified domestic creature within its

Range. The effect causes the creature to revert to its wild state. It

will forget any training that it has ever received and will react 80TE — The preceding spell list gives a solid foundation upon
a wild animal to anything that it encounters. It will make everyhich the magic of a world can be built. The Referee is free
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5 The Spells

to modify, delete or add as he feels is necessary to improve his
individual campaign.

As a general rule, a Magic-User must have free use of his
senses in order to cast magic. He should also be required to
maintain a stationary position while performing any magic rite.

5.5 Supernatural Language Power (Optional)

Any supernatural language is magically potent in the force that it
is derived from. At the Referee’s discretion, a spell that is spoken
in the tongue of the force that its power is derived from will have
the following advantages:

A)

B)

C)

D)

E)

F)
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Reduce the casting cost by 20%. The amount of the reduc-
tion is rounded down.

EXAMPLE — A spell that costs 4 Mana Points will still cost 4

if it is cast in its tongue. A spell that costs 16, however, will only
cost 13 if the correct tongue is used.

Increase th&L for the spell by one.

EXAMPLE — If your currentEL in Darkness is 3, you cast Dark-
ness, when speaking in the Tongue of Darknesg] &t

Any result, after modification, of Abysmal Failure on the
Magic Table will have an additional 5 subtracted from it. if
Failure results, the expertise point gains specified for Fail-
ure are received in the spell and in the language even though
Abysmal Failure occurs.

Any expertise points gained for success with the spell are
also gained in the caster’s ability with the language that he
used.

Any Summoning, Dispell/Banish or Exorcism spell that is
attempted is rolled with 10 subtracted from the nelithe
Caster speaks the spell in the tongue of the force that he is
attempting to summon or oppose.

EXAMPLE — If a Banishment rite is spoken to an Edimmu in
the Tongue of Hecate, subtract 10 from your roll for success.

The spells that each supernatural language will apply for
are listed on table 5.20. The advantage is only gained when
they are used by a trained magic-user, or Natual Magician,
in casting magic derived from the languages alignment.



5.5 Supernatural Language Power (Optional)

Table 5.20Spell Languages

Tongue Of: Spells Effected

The Abyss Hatred, Slime, Insanity, Terror, Disorder, Stillness, Silent Terror, Silence

The Blasted Soul  Leeching

Darkness Darkness Powers, Disintegration

Death Death Powers, Plague, Disease, Withering Hand, Destruction, Chaining

The Dead Necromantic Powers, Lichcraft

The Desert Desert Powers

Dvalinn Permanent Magics

The Earth Desert Powers, Elemental Powers (Earth)

The Elder lllusion, Masquerade, Abandon, Peace, Vengeful Horror, Flaming Death, Blood Vengeance

Elder Water Sweeten Water, Elemental Powers (Water)

Elder Fire Smokeless Flame, Flaming Death, Elemental Powers (Fire)

Fiery Chaos Earth Powers, Hell Powers, Fire Dart, Quarrels, Invulnerability, Petrify

The Giant Cold, Illusion, Storm Powers, Smokeless Flame, Earth Powers

Hecate Purification, Summoning, Protection, Divination, Hell Powers

The Jinn Hatred, lllusion, Desert Powers, Shape Changing, Tongues, Smokeless Flame

The Kotothi Quarrels, Telepathic Powers, Choking Moisture, Flaming Death

Lawful Fire Purification, Protection, Fire Powers, Storm Powers, Truth, Resurrection

Light Divination, Detection, Summoning, Cure Disease, Healing, Sanity, Sustenance, Wakefulness, Light Powers, Open
Prison, Negate Curse, Revivification, Healing Light

Lilith’s Command Fascination, Compulsion, Wounds, Paralysis, Shape Changing

The Primal Clairvoyance, Damage Reversal, Watchful Sleep, Oblivion, Preserve the Dead, Astral Fire, Astral Powers, Time Powers,
Fate, Strange Powers, Planar Travel

Shadow All Shadow Magics

The Sidh All Sidh Magics, Concealing Mist, Wildness, Forgetfulness

The Tonah Communicate, Orient Self, Protection, Soul Sight, Perception, Shape Changing, Lower World Travel, Knowledge,
Restoration, Summoning

The Wind Storm Powers, Travel Powers, Elemental Powers (Air)

Young Chaos

Hell Powers, Theft, Storm Powers, Decay, Corruption

NOTE — You will find that not every spell is covered by the initial languages that are presented above. As Referee, you are free to add other
languages to this list if you desire to do so. If a language is added, you should also add creatures that speak it. No language should exist on its

own unless you choose to add dead languages that have magical power.

Whenever a supernatural language is used, the Caster must first successfully use the language and then the spell. If he has partial succe:
with the language, he casts the spell at his normal EL with no special advantage. If he fails with the language, the spell automatically fails. A

success roll is taken in any case to see if an abysmal failure results.
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6 Innate Magics

All Innate Powers, Fanatical Powers, powers used by creatuEe€CEPTION — The Energy Level listed for creatures that
and any form of innate ability that requires the casting of mahave innate powers represent the safe expenditure for that

are used in obedience to the rules in this section. creature. They may expend the entire value listed without
adversely affecting Themselvesithe Referee may increase the
6.1 Starting MEL value by 50% if he wishes to allow them a chance to cast Magic

The startingMEL for any of these powers is determined by th'tgtO death. Itis not suggested that you dojso

CharactersHiGHEST Maximum Ability in Intelligence, Will or EXAMPLE — A Character has innate Lightning Bolts. His Energy

Empathy. Consult the table below to determineMEL : Level is 80. When he casts his bolt, the number of points cast are sub-
tracted from 80 and the result is recorded in the Current Energy Level
box on the record sheet. Continue to subtract from the Current Energy

Table 6.1:StartingMEL ;
Level a long as any energy remains.

Highest Highest .

Characteristic MEL  Characteristic MEL 6.5.1 Natural Magicians

1-10 0 66-85 4 Natural Magicians fall into two classes; those that can cast mana
11-25 1 86-105 5 without any training and those that require training to tap their
ig—gg 23 106+Up 6 talents in a specific type of magic. In the sections that follow,

the first type is termed amNATE NATURAL. The second is a
TRAINED NATURAL. Consult the rules that are appropriate in

IMPORTANT — When the starting MEL is determined, YOU' ©S¢:

record the points listed for that MEL, Book One, section 4.6,
on your record sheet. They should be recorded, and in- . -
creased, separately from any points earned for any other in- Untrained, the Innate Natural has the ability to learn any spell

6.5.2 Innate Naturals

nate or learned ability. that he wishes. He will cast these spells obeying the rules spec-
ified in 6.3, 6.4 and 6.5. When he is trained, he may continue
6.2 Starting EL to draw directly from his Energy LevelnD/or use mana points

) . derived from his Casting Ability as a trained magic-user.
The EL for these powers is a function of the Character’s char-

acteristics. The normal rules f&L advancement dwoT apply EXAMPLE — Travus Caldo is an Innate Natural Magician. Untrained,

to Innate Magics. Th&L will only increase as the Character’iiS spells tap his Energy Level of 92. TrainédE=L 5, Mana Level 12,

characteristics do. Where a different formula for this is not sp g_has a Casting Ability of 120. He may use either his Casting Ability
. o - or his Energy Level for any spell that he knows.
ified, use the formula specified for Innate Powers in Book One

to determine this factor. IMPORTANT — Natural Magicians with a Casting Ability

EXCEPTION — Any power that is learned by a Natural Ma-  Will obey ALL normal Energy Level rules including the recu-
gician is improved according to the normal rules for EL ad- Peration rate and the basic restrictions on Casting Ability.

vancement. EXAMPLE — If Travus is operating with an Energy Level of 73, his
) usable Casting Ability is 73 unless he has a magic item that allows him
6.3 Casting Speed to exceed normal restrictions.

The casting speed for any Innate Magic power eqMids +EL. NOTE — In essence, the most that a trained Innate Natural can
Regardless of this cost, no power may be used more than onaguoilin one day, in casting magic, equals Esergy Levek2 un-
a given phase. less he has a toot that allows him to exceed his limitation.

6.4 Casting Cost 6.5.3 Trained Naturals

The Mana Costs that are specified in section 3.2 of this book al¢éained naturals are those Characters that are considered to be
apply for Innate Magics. All Innate Magics are cast at the curré¥@tural Magicians for certain types of magicthey are trained
EL of the Caster. Innate magic-users mayT vary theEL of to use their gift. They may only draw the power for their spells
the spell that they cast, as a trained magic-user can. from their Casting Ability. They may not directly tap their En-

If an Innate magic-user’s Energy Level is not higher than tg&gy Level.

cost to cast his power, he cannot cast that power until it is higt}quE — The only way to be an Innate Natural Magician is to

. - roll the Special Attribute — Natural Magician — for your Char-
6.5 Casting Ability acter. Trffined Natural Magicians are tr?ose Charact)érs that roll
The basic Casting Ability of an innate magic-usgualshisEn-  Intellectual or Empathic Power — and are subsequently trained
ergy Level. Any mana that he casts, in his innate power, is des Wizards or Shamans, as appropriate to the gift. Other than
ducted directly from this value. Like all other Characters, if hgpme creatures, no other type of Natural Magician exists in this
Energy Level ever reaches zero, he is dead. game.
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6 Innate Magics

6.6 Magical Training and Innate Powers NOTE — Where aCHARACTER has this attribute, he may de-

ﬂdg whether he wishes to resist or not. In all other cases, the

When a person that has an innate power, other than Natural at . . . .
- . : ; . entity automatically resists any spell that can harm it and aids
gicians above, is trained as a conventional magicuser, he R

tinues to draw the force for his innate abilities from his EnerdiCSe that will have a beneficial effect. If neither extreme clearly

Level. Only spells that he has specifically learned as a magi plies to the spell being cast, the entity should resist,

user may draw force from his Casting Ability. Take care to re-Any Abysmal Failure that occurs against a Character that has
member this distinction and record your expenditures in the af@aate power in the spell used will have the following effects:

where they apply. A) The entity will immediately regenerateL x2 energy and
mana points ana points are only regained if the entity
6.7 MEL and EL has a Casting Ability.

B) The spell automatically rebounds and strikes the Caster at
theEL at which it was cast.

EXAMPLE — A magic-user foolishly casts dfl 4 fireball at a
Dragon. The result is Abysmal Failure. The Dragon regenerates

An Innate magic-user will increase WEL in the normal man-
ner specified in these rules. H&& always remains a function
of his characteristics and will increaselLy as these values are

improved. 8 energy points and the magic-user is hit by his dr¥ fireball.
EXCEPTION — All Natural Magicians obey the normal EL (Had the failure occurred against a trained magic-user with innate
rules — at all times. If they require training, they will receive Fire Powers, he would have regenerated 8 energy points and 8
starting Expertise as specified for normal magic-users. If mana points

not, their starting Expertise will equal their Energy Level x2. All entities that are powerful in @PeciFicspell, or family of
If they do not require training, but they are trained, they spells, also have immunity to that power. Their level of immunity
will receive the normal starting Expertise PLUS their Energy equals theiEL in the power that they possess.

Levelx2. EXCEPTION — If the talent that the entity has is in a spell
EXAMPLE — Travus has a starting expertise of 200 for his traininghat can only have a beneficial effect on him, he wilkoT have
His Energy Level is 92. As a trained Innate Natural, he has 384 maﬁﬂ’fmunity to it at any EL.

expertise points to allocate in creating his Character. N .
P P 9 EXAMPLE — The average Dragon h&t. 7 in Fire Powers. Any fire

. spell cast at them, froBL O to EL 6 automatically has no effect.
6.8 Success and Failure :
Spells ofEL7 and up will have a greatly reduced effect. An

When Innate Magic is cast the normal success and failure rufs8 Fireball, against a Dragon, will ha. 1 effect if it works

applyEXCEPT. at all. (See Immunity in Book Four for the proper method of using
A) The Caster receives no expertise, unless he is a Natural Mamunity.
gician. NOTE — Immunity does not apply to entities with general pow-

B) The Caster cannot be affected by Abysmal Failure, unlegs, such as Natural Magicians. Certain creatures have stated

he is a Natural Magician that is trained as a conventiongimunities whether they are magic-users or not.
magic-userND is drawing the force for his spell from his

Casting Ability. (f the force is drawn from his Energyg 10 General Note
Level, Abysmal Failure does not apply. It is treated as a

simple failure except no expertise is gaihed In the course of play, you may discover that some factors of the
Innate Magic system escaped explicit detailing. If this is the
6.9 Resistance case, or if you discover some seeming ambiguity, you must uti-

. _ _ lize your discretion to create or modify the rules to a more usable
Entities that have Innate Magic power are less likely to be gfym.

fected by the power that they possess. Whenever that power igs a final note, the Referee must be cognizant of the immense
used to attack them, theilDV is doubled in defense. power potential that lies in some of the stronger Innate Magics.

EXCEPTION — Natural Magicians enjoy this resistance to To balance them somewhat, he may, at his own discretion, set
magic in general. If they are an Innate Natural magician, limits onthe Character’s use of the power, modify his appearance
their MDV equals (Mana Levelx2)+MEL for all spells used to reflect the orientation of the power that he has or otherwise

against them. If they are Trained Naturals, this increased place a compensating liability on him. In all cases, the Referee

resistance will only apply if they are trained and only against is the final arbiter of what these Characters can and cannot do
the type of magic that they are potent in. with their power.

EXAMPLE — A Character has Empathic Power. His Mana Level is

increased against all Shamanic spells if he is a trained Shaman. A Char-

acter has power in Cold. HEIDV is doubled against the Cold spell at
all times.

If the spell that the entity has power in is beneficial to it, i.e. in-
capable of harming it, it is more likely to be effected. Subtract
the increase®IDV from the Caster’s roll instead of adding it.
EXAMPLE — A Character has innate power in healing. A Shaman
casts healing on him and he wishes to be affected. If his bHX¢ is

10, the Shaman will subtract an additional twenty from his success roll,
i.e.normal EL modifier +20.
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7 The Priesthood

Priests have abilities that wizards do not, the ability to perforfintom the priest's salary. The basic salary of an Urigallu is
exorcisms for example. Without Priests, Shamans are the parfiank+1) squaredGC per month. It is only received when he
only defense against possession and other supernatural ills. \&&zves full time at a church or major temple. It is for personal
ards and Sidh Magicians can do nothing against them. Also, tikeep and religious projects not directly supported by the faith.
parties potential resources against poisoning, disease, etc.,E§

re - .
restricted more than they would be with an active Priesthood. AMPLE — At Rank 0 an Urigalu receives 1GC per month, at Rank

4 his salary is 25GC per month and at Rank 10, the highest possible
) rank, he gets 121GC per month.
7.1 Types of Priests

7.1.1 Urigallu
Cost to Learn — 200. Cost to Learn — 150

The Urigallu are the administrators, executives and main cel-The Kalu priest is a master musician. His duties revolve
ebrants of the faith. They celebrate masses, administer tengsRund the use of music in major rituals, feasts and daily wor-
lands and see to the welfare of the faith. Only male charact®féo. In most societies Kalu priests are male, though this is not
are allowed to become Urigallu priests. Exceptions may be magetrict bias. (Females rathaximum EL as Musiciansx 10 for
for female characters who rdiative Will x3 or less onD100. @n opportunity to gain acceptance as Kalu priests.)

(In Clima and L'p’nth only females are Urigallu and no excep-
tions are ever made.) 7.1.2.1 Vestments

71.1.1 Vestments The robes of the Kalu are yellow in color. The higher the rank,

. _ . the deeper the shade of yellow.
The normal vestments of an Urigallu class priest are white and

purple. Depending on rank. the percentage of the costume that, » Starting Skills
is white increases. At the highest rank, the Urigallu Mah (High

Priest of the Temple), they are white with a thin purple border<alu Priests gain Rhetoric at a startifg, one artistic or cre-
ative skill with a cost to learn greater than 35 and a maxingilm

7.1.1.2 Starting Skills as a Musician in a number of instruments equal toRask+-1.

Urigallu priests receive a Starting Level as a Scholar in théey gain Read and Write as specified for the Urigallu.

Cosmology of their chosen alignment plus Starting Rank non-

combat skills with a cost to learn greater than 35. They mé&.2.3 Magic Knowledge

choose any skill of sufficient cost that is artistic, creative or s@gpe section 7.3.7

entific in nature. They may also use it to gain any appropriate

(Referee discretion) language. They may never practice any farm 2 4 Wealth

of magic other than the rituals they gain through the Priestho
In addition to the knowledge above, Urigallu Read and Wri

their native tongue at their maximulL. If they learn any lan-

guages with their starting knowledge, they Read and Write t

language at their maximufaL at no additional cost.

7.1.2 Kalu

0 additional starting wealth is gained. The salary of a Kalu
priest is(Rank+4) squaredCC per month. It is intended solely
IIl%r,[ personal upkeep and he is not held accountable for it.

i _ 7.1.3 Ashipu
NOTE — While supernatural language knowledge is not
mandatory, progress to high rank (Ranks 8-10) is impossible (25t to Learn —200 _ _ _
less the Urigallu speaks the tongue of his deity. The Ashipu priest is the temple exorcist. He is responsible
_ for protecting the faithful from hostile supernatural forces and
7.1.1.3 Magic Knowledge inimical powers (disease, injury. etc.). He is the religion’s pri-

Starting Urigallu know Purification, Summoning and a numberary warrior against supernatural enemies. All Ashipu priests
of alignment spells equal to their Rank. The Summoning ritage male. In some faiths (L'p’'nth’s faith is an example) this spe-
known are for creatures of the Priest's alignment. The speatlalty does not exist because of sexual bias.

must be spells that benefit from being cast with the language of

the Priest’s deity with a Base Mana Cost less than or equal to th&.3.1 Vestments

Priest's Starting Rank. Ahshipu vestments are red. The higher the rank, the deeper the
EXAMPLE — A player wishes to start an Urigallu of Inanna. Highade worn.

Starting Rank is 2. He may learn two general or law spells with a Base

Mana Cost of 2 or less that are benefitted when used with the Tongug af 3 2 Starting Skills

Light (see section 5.5). His possible choices are Divination, Detection,

Cure Disease. Healing, Sanity, Sustenance and Wakefulness. Ashipu Priests gain a Starting Level as a Healer and in the tongue
of a hostile supernatural force. They are also trained as Herbal-
7.1.1.4 Wealth ists and in the tongue of their deity to their maximé@h. They

In addition to any wealth purchased. Urigallu priests have RaRkad and Write their Native Tongue and their deity’s tongue at
squared GC as starting wealth. These funds represent savimmyextra cost.
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7 The Priesthood

7.1.3.3 Magic Knowledge 7.1.5.3 Magic Knowledge

All Ashipu start with knowledge of Exorcism (see ShamanBaru priests are trained in Divination, Purification, Knowledge
spell of the same name), Purification, Protection (enemy aligmd the tongue of their deity. Their startifd. in their spells
ment) and Dispell/Banish (enemy alignment). They also kn@gual their rank or the maximum possible for them, whichever
Rank—1 other spells, benefitted by their god’s tongue, withia lower. They have a maximufaL in the tongue of their deity.
Base Mana Cost less than or equaBtarting Rank x 2. They may not start with any other magical knowledge.

7.1.3.4 Wealth 7.1.5.4 Wealth

In addition to any other starting wealth, Ashipu priestsRahk As for the Mashmashu. No starting wealth increase is gained.
squared SC. Their salary iRRank+2 GC per month. They only .

receive this stipend when they work at a temple. At other timé‘sl'6 Qadishtu Mah

they support themselves by charging for their services as an@®st to Learn — 200 _ .
orcist and healer. They may not refuse anyone service becaudde Qadishtu Mah are the female equivalent of the Ashipu.

he cannot pay their fee. (The average fe&itation Squared They are temple healers with some training as exorcists. In faiths
CC) where both specialties exist, the Ashipu specialty stresses exor-

71.4 Mash h cism and this one stresses healing. Where Ashipu do not exist,
o ashmashu both functions are stressed in this class. Except for Vestments,

Costto Learn — 275 all other factors are as specified for the Ashipu.
Mashmashu are temple wizards, trained in spells derived from

their deity and some priestly skills. They may not learn magic 6f1-6-1 Vestments

another alignment or magic derived from a deity who is hostilde robes of the Qadishtu Mah are red and green. If Ashipu exist,

to theirs. Within these restrictions, they are the same as any otherhigher the rank the greater the percentage of green worn. If
Wizard and obey the same rules. Their main duty in the templ&@, those who stress exorcism increase the percentage of red,
to combat magical threats and, in some areas, to destroy enetthiese who stress healing increase the green.

of the Faith, i.e. heretics and servants of enemy forces. 7.1.7 Qadishtu

7.1.4.1 Vestments Cost to Learn— 150

The robes of the Mashmashu are orange and black. In mosthis class specializes in the use of music and dance in the
faiths the higher the rank, the greater the percentkge of practices of the faith. The class is restricted to female members.
ange. In Chaos faiths, the reverse is true. In either case, dvigles who wish to enter it, rather than become a Kalu, roll their
a Mashu’mah is allowed to wear solid orange or black. maximum EL as a Dancerx5on D100. All factors except vest-
7.1.4.2 Starting Skills ments are as specified for the Kalu except the entertainment skills

h h K fic skill gained are not restricted to knowledge of musical instruments. In
Mashmashu gainBank+1 creative or scientific skills, as SpecaII cases, the first entertainment skill selected must be Dancer.
ified for the Urigallu and the supernatural tongue of his deity at

his maximumEL. He may Read and Write as specified for thé1.7.1 Vestments
Urigallu. The robes of the Qadishtu are varying shades of brown, espe-
7.1.4.3 Magic Knowledge cially tans. The higher the rank of the member, the lighter the

Mashmashu are trained wizards with3+Rank General Skills, robes and the finer the material they are made of.

excluding Divination, andRank-+3 alignment spells. 7.1.8 Tariti (Allani 1)

7.1.4.4 Wealth Cost to Learn — 200

The Tariti are specialists in sacred temple rites, ritual eroticism

éj other skills. All members are female. In certain societies
p'nth and Clima for example) they rule the temple and the

Urlgallu are little more than clerks and administrators. In others

7.1.5 Baru (Shurikal and Kacili) they are unimportant sacrificial victims. In

Cost to Learn— 175 general, the more Patriarchal a society is, the less important this
Baru priests specialize in Divination. Either sex has accesslass is.

this specialty. In general, they are only found in heavily popl7|Oll 8.1 Vestments

lated areas. Their duties are to divine the will of the worshippe . . ) )
deity, deal with the faithful and perform placatory rituals WheMemberS of this class are robed in white. The hlgher their rank,

the gods are angry. They are important functionaries in maﬁB? purer the shade of white worn and the finer the material used,
temples. i.e. the Tariti Ai wear a coarse white linen that is almost gray, the

Tari Mah wears pure white vestments of the finest silk.
7.1.5.1 Vestments

Baru priests wear blue. The higher the rank, the lighter the sha¢ e8 -2 Starting Skills
of blue worn. Eroticism plus the skills listed for the Qadishtu. Members of this

class may not practice any form of wizardry. They may not learn
rites of exorcism.

As for the Urigallu except in SC instead of GC for both startin
wealth increase and salary. These funds are for personal mai
nance and magical research.

7.1.5.2 Starting Skills

Baru priests havene Scholar skill ancRank+1 other skills, as In Chaotic temples this class is called the Allani instead of the Tariti. The title
defined for the U”gallu They can read and write any IanguageTarltl is derived from the Law Goddess Taritu. The title Allani is from the
that they can speak. Chaos Goddess Allatu.
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7.2 Priests in Society

7:1.8.3 Magic Knowledge Table 7.1:Ranks of the Priesthood

The powers available to this class will be described in sec-

tion 7.3.8. Rank  Title Equivalent Special
T A Acolyte Acolytes are restricted to their
7.1.8.4 Wealth 1 Bana temple, and the surrrounding
2 Cai area. This restriction is often

Their starting wealth is not increased. Their salary eqRalsk

squared+Appearance CC per month in societies where thei. s jcloney for. LI LE LS .
function i ¢ dominant. In oth ieties. it | ified Dama Priests Lesser priests who serve as in
unction is not dominant. In other societies, it is as specifie Ea major temples or as priests in
for the Ungallg and Urigallu income is decreased by .90%, ie. g Fama rural areas. Those with potential
a Rank 10 Urigallu gets 12GC and 1SC per month instead of and Fama rank usually serve in
121GC. major temples.
[l Hora Senior Priests Important priests who serve as
. . . 7 Inai major temple leaders, important
7.2 Priests In SOCIety missionaries or as the Abbots of
7.2.1 Setting Up a Nation’s Faith monasteries in villages. small
. . . . . . cities or rural areas.
The underlying rationale that drives a nation’s religious beliefis g kan  Bishop A major leader of the class.
generally, in early societies, found in how they interact with their Often in charge of training,
environment. This includes their most important survival meth- temples of minor gods, small
ods, the way they interact with other peoples and internal social cities or rural districts.
dynamics. To judge which gods in a given court are domina 9 Lama Archbishop  Among the chief elders of the
these factors should be weighed. class. Rarely found outside of
An example of this is the Fomorian Empire, specifically tt._ _ major temples or monasteries.
Mah*  Cardinal The leader of the class in the

island of Fomoria. They worship the Court of Ashur. Because 1°
the pre-eminent facet of their culture is their control and utiliza-
tion of the sea, for protection and trade, their great god is Enki. type. Only found in the largest
Because they built their empire through violent expansion, and temp;le of the faith in the nation.

are a major military power, they also have large temples WOkThe Urigallu Mah of a faith is its spiritual leader. His title is Sangu

shipped Inanna, her secondary gods (T'aritu and Mushru) amghn. In faiths where the Taritu dominate, the Taritu Mah rules the

Vahagn. Their emphasis on legal action and devotion to the lafith as Sangu Tari Mah or Sangu Alla Mah depending on the type

are the center-point of their worship of Ashur, though he is alsof faith.

a god of power and war. The needs of their people for food

and other goods gives them increased incentive to worship both

Inanna and Taritu. On a mountainous island with ready acces8 fshipu is Ashipu Hora, arank 7 Qadishtu Mah is a Qadishtu Ma'Inai,

the seas and little arable land, the fertility and optimum utiliz&-

tion of what arable land is present is critical. This is especiaBXCEPTION — The Mashmashu only use their full name

true among the common people. when they refer to the class as a whole. For personal rank
Thus, on the island of Fomoria we find that Enki is the gdte term “Mashu” is used, i.e. a rank 4 Mashmashu is a

all worship while Inanna, Ashur and Vahagn (in that order) aMashu’Ea, rank 10 is Mashu'Mah. A rank 10 Qadishtu Mah

worshipped extensively by various fractions of the populatios.THE Qadishtu Mah. All other ranks append the rank title

Inanna is most favored by soldiers and the common peojtethe word Mah, dropping the “h”, to get their full title, i.e.

Ashur is the god preferred by those in government, the legal prark 2 is Qadishtu Ma’Cai, rank 8 is Qadishtu Ma’Kah.

fession, officers and most intellectuals. Vahagn finds a good dedfinally, at ranks 6 and up, the Tariti delete the “ti” from

of support by individuals, across the spectrum of society, who &neir name in forming their title. Thus, a rank 7 Tariti is Tari

concerned with power and adventure. His most common wbrai and rank 9 is Tari Lama. The same is true of Allani, i.e.

shippers are mercenaries, sea traders, high-risk merchantsaaraahk 7 Allani is an Alla Inai.

the more active and forceful followers of Ashur. The other gods, . .

of the court find their importance in their relationship to the e2'3 Station and the Priesthood

four major gods. They receive worship as mucb for their cohistorically, advancement in the priesthood had a great deal to

nection to a greater godhead as they do for their own divinity,da With the power and station of a priest's family. The sons of

the society as a whole. Each has a certain strata of society figtle houses rapidly achieved high rank. Others, possibly more

considers them to be patrons or protectors and therefore gré@gerving, spent their lives as village priests despite their ability.

them worship. None are worshipped with the pageantry and efhe rules listed in table 7.2 reflect this factor.

phasis that is given to the “big four”.

nation, i.e. the single most
important churchman of that

7.2.4 Acceptance Chance
7.2.2 Ranks of the Priesthood The chance of being accepted into the priesthood equals:

Priests are ranked from Rank O (the lowest) to Rank 10 (the high-
est). This applies to all faiths. The meaning of the various ranks
are listed in table 7.1. Where the class you wish to enter concentrates on magic or heal-

EXAMPLE — The titles listed are appended to the class name. Thig, Will may be replaced by Intelligence. Where it requires
arank 9 Baru priest is a Baru Lama, a rank 2 Kalu is a Kalu Cai, a ragdncing or musical skill, Agility or Dexterity may be used in the

W+Em/2+Acceptance Modifier
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7 The Priesthood

Table 7.2:1nitial Station Table

Level of Class*
Acceptance Modifier Promotion Modifier

7.2.6 Promotion

A Character’s rise in the ranks of the Priesthood is determined
with a yearly roll of2D10. This roll is modified by the basic

promotion modifier and the modifiers listed in table 7.4.

Station | I 1l | Il 11
0 -30 -15 -10 +4 +2 +1 . . -
1 20 10 5 ) e 0 Table 7.4:Promotion Modifiers
2 -10 -5 0 +1 0 0 Item Yes No
3 S 0 S 0 0 -1 1) Has been actively performing his duties (at least 0 +3
4 0 > 10 0 -1 -2 one week a month spent on church business).
6 S 10 15 -1 -2 -3 2) Has come to the attention of higher ranking priests,-2 0
10 10 15 20 -2 -3 -4 favorably.*
*The level of the various classes varies with the basic alignment 0" 3) As 2 except to his disfavor.* +2 0
the faith. ForL Aw religions the levels are: 4) Has been a driving force behind a major victory for -3 0
| Urigallu the faith.*
Il Ashipu, Baru, Qadishtu Mah and Tariti 5) Held responsible for a major defeat for the faith.* +4 0
Il Kalu, Mashmashu and Qadishtu 6) Popular with the people. -1+
For CHaos religions the following levels apply: 7) Popular with secular rulers of the area.** 2 0
| Urigallu or Allani* 8) Disliked by.the secqlar rulers of the area.*’.* +2 0
Il Ashipu and Mashmashu 9) Not_ed for plety{ dedication and/or combatting the -1  +1
Il Al others enemies of the faith.* _

10) Possesses secondary skills that are of value to thel — +1

ELDER religions use the following levels:

| Urigallu, Qadishtu Mah and Ashipu

Il Kalu, Mashmashu, Qadishtu

Il Baru and Tariti

CertainKoToTHI faiths (Shurikal for example) vary from standard
Elder practice as follows:

| Urigallu and Mashmashu

Il Ashipu and Baru

Il Kalu Qadishtu Mah, Qadishtu and Tariti ) )
**|f the nation is matriarchal, the Allani rule and the Urigallu are To determine whether a Character is promoted add all of the

level 111, If the nation is strongly patriarchal, the Urigallu rule and @PPlicable promotion modifiers to his Next Rank tinego.

the Allani are level Ill. If neither applies for a Chaos nation, the The resultis a number that he must relGHER than with2D10,

table is used as is. EXAMPLE — Laran Shovan is a Mashu’Lama of Ashur in the city
of Pelara. During the year he has gained a net modifier®f His
personal modifier is-2. To be promoted to Mashu’Mah he must roll,

place of Will. These are the only modifications allowed. If yo®+(~3+—2). higher than 15 08D10

attempt to enter fails you may try at a lower class level. You mayAfter a promotion is received, new promotions are less likely

never attempt to enter at the same or higher level as your faild@g.a period of6—Original Station years, or one, whichever is

If your final failure is at the third level, your character may ndireater. During this period, the next rank is multiplied times

start as a Priest. His only option is to win favor in play and B&/REEin the formula above instead of two.

admitted for training as a result. EXAMPLE — An Ashipu Bana was just promoted. His original station
was three. For the next three years he will triple rank in attempting to
become an Ashipu Cai. The base number is 9 instead of 6.

IMPORTANT — Character’s do not automatically have a
A Character’s Starting Rank in the priesthood is determined@ince to be promoted. Beyond Rank 4 there must be a va-
in table 7.3. cancy to be filled or a new posting, requiring additional rank,
that he is being considered for. The chance that a Character
can be promoted is determined rolling 1D10. If the roll is
greater than or equal to the New Rankt+his Promotion Mod-

faith, i.e. skills not gained through the priesthood.

*These factors continue to the Character’s benefit or detriment, for
1D6 years after they are earned,l@t the value above rounded up.
**These factors apply at full value as long as the Character is in the
area and the feelings of the local rulers remain the same.

NOTE — Determination of when these factors apply is left to the
Referee and is based on the Player’s use of his Character in play.

7.2.5 Starting Rank

Table 7.3:Starting Rank

W+Em  Rank ifier for original station, he has a chance. Regardless of mod-
3-25 -1 ifiers, if the roll of 1D10 is a 10 the Character is automatically
26-50 0 considered for promotion. There is always a chance, even if
51-80 il you were born a serf.

81-120 2 , o

121+Up 3 7.2.7 Multiple Training

A starting character with sufficient rank to be considered a Priest
(rank 3 or higber) can train as a member of another class, serving
To the rank listed, ad8tation/3 rounded down. This is youra lesser god than his primary god. This requires the following:
final rank. If it is less than zero, you were admitted but failed té\) Sufficient rank.
become a priest because of incompetence, poor attitude or soBje Existing skills that would be worthwhile to the class of
other reason. They bounced you. Priests you wish to join in the performance of their duties.
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7.3 Magic for Priests

C) An acceptance roll with/> the normal chance of acceptancblessed’sOCV or DCV equals the PriestEL+1. His advan-
before the acceptance modifier is added. tage for blessing a characteristic equals lBist+1 times Two.
D) Enough expertise points to buy the skill. The duration of the Priest’s blessing is a number of days equal to

If all the above is done, the character will start wih the rank his EL+1. To bless a person the Priest must touch him and the

determined for his primary priest class, rounded down. If heR§rson must be willing to accept the blessing.

not accepted, he may not have more than one class. If a Priest pays double the normal mana requirement, he can
lay conditions on his blessing. This lets him limit the use of the

blessing to uses that are in the interest of the faith. He may also

n- . : .
‘;?)ay double mana to double the duration. Per increase cost paid,
the number of days the person is affected is doubled.

NOTE — In general it is best to refrain from trying for multiple

nections within the temple. It is more fun to win something
play than to simply throw dice for it.

EXAMPLE — An EL4 Priest blesses a soldier with Streng#h10.

. . This lasts five days and costs nine mana. If he pays eighteen, it lasts
7.3 Maglc for Priests ten days. Twenty seven points gets him twenty days. If he chooses to
7.3.1 General Rules limit the blessing with conditions, he doubles the amount paid for the

) ) . duration given. If he grants the blessing for twenty days, cost twenty
The general rules for trained magic use apply for all Priests Whelar, the total cost of the blessing is fifty four mana.
they draw power from their Casting Ability. When they draw the

power of a spell from their Energy Level, the rules for Inna;e;ea"ng
Magic apply.

Unless specified otherwise above, a Priest’s StaEingn any
magic spell that he knows equals his Starting Rank divided IW
2, rounded down. His StartinglEL is based on Current Will Sight
for all classes except Mashmashu (Intelligence), Qadishtu Méis spell is a limited form of Shamanic Soul Sight combined

As for the Wizardry spell of the same name.

(Empathy) and Tarit{EloquencerEmpathy)/2. with an Elf’s ability to perceive the intent of others. Successful
The maximurEL a Priest can attain in Priestly magic equalstse of the spell gives the Priest the following information:
W+Em+MEL divided by 15, round down. 1) The basic attitude of the person.

If a Character has Supernatural Will and Empathy he is a Nay) The person’s orientation, i.e. Law, Chaos, etc.
ural Prie;t. Al ruleg applying to Natural Magicians apply in hisS) Whether the person has supernatural powers of any kind
use of Priestly magic. and, if so, the orientation of those powers.

7.3.2 Basic Powers A Priest who uses this power successfully gets the information
The spells listed in this section are those that all priests can abeve. In addition, he may add twice Hi& +1 to his Influence
after they have completed their trainirgele table 7.6 Chance in talking to this person if the person is not hostile to
him.
Table 7.5Basic Powers Table ,
Detect Evil
5;"20 :F;”s Manf Cost Ciource As for Mana Reading. The Priest must be actively searching for
21-40  Healing 1 CA/ENL* Ew!. (\j/yhetp he Ifsh he f|?ds th.r:\t. which is within his range and gets
4160  Insight 5 o an indication of how strong it is.
61-75 Detect Evil** 2 CA
76-90  Presence 2 EnL Presence
91-100 Purification 2 CA Presence has two effects. First, it grants the Priest an increased

“Priests of the types devoted to the Healing Arts may have specighance to influence other&l(+1) and an increase®CV in
healing powers that are drawn from either Casting Ability or Energyphysical combat(EL +1)/3, rounded up.

Level. These will be covered in the appropriate sections.
**Evil as defined by Priests equals the enemy alignment. For Law: it Second, successful use of presence has a chance to repel en-

is Chaos, and vice versa. For Elder it is the Kotothi, if Sidh oriented®MY aligned forces. The maximuMDV that can be affected

or whichever force is the greatest danger in the area. The Referd this equals the PriestBL times 5. Those who can not be
must determine that for the area. affected ignore the spell. Others use tHdDV to resist it. The

BL on the Magic Table equals the Castdfk+one half his
MEL , rounded up. Success means that the target affected cannot
7.3.2.1 Basic Spell Descriptions approach withirBL inches of the caster. If he is already within

The descriptions that follow detail the six basic spells that 42t range he must flee out of the radius of effect. While doing
Priests can use. Variations to these rules may occur based orith&€ can deioTHING else. He must move directly away as fast
Priest’s type. Where such is the case, the rules listed for the t%é)ossmle.

have precedence over these basic descriptions. EXAMPLE — An MEL 8/EL6 user of this spell affects a Demon. The
Demon must stay at least 6 inches away from the Priest for the entire
duration of this effect. If he was within 2 when the spell succeeded, he
When a Priest lays a blessing on an individual he may gramist flee immediately.

a temporary increase to a characteristic or give combat advan-

tages for attack or defense. The amount of improvement to th® URATION — EL+MEL in turns.

Bless
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7 The Priesthood

Purification A) Worship — Worship of the deity to give praise. Rites used

Priestly Purification grants the advantages specified in P & P. It vary from simple prayers to complex festivals.

also repels supernatural forces hostile to the caster’s alignmefi. Placation— Rites intended to appease the anger of the de-
The rules specified for Presence apply here as well. Those forces ity @nd renew the ties between the deity and the people.
who are too strong to be repelled are infuriated. They will go t&) Dedication — Special services dedicating a person, place

any lengths to defile the blight on their land and slay its creator. Or thing to the service of the deity. These ceremonies are the
e S et s comaass | [0S T eanaeest
focus at its centey. 9 : p

culture are Marriage, Ordination of a Priest, Confirmation
7.3.3 Urigallu Magic and Baptism.

In most societies, Urigallu are the masters of the temple. As th®) Holy Observances— Major rituals celebrating high holy
administrators and main celebrants of the faith, their magic is days and other periods of significance. These ceremonies
dedicated to the greater rituals of the faith. As they are also mas- always require the services of other types of Priest in addi-
ters of temple forces and church law, they wield powers to 6nd tion to the Urigallu present.
truth and administer church law. They are the Master Shepherfi Funerals— In a fantasy world, with evil spirits under every
who give faith and justice to their flock. rock and twig, giving the fallen a proper funeral is very im-

In the spell table below, spells are marked with an R or a C. portant. Basic funeral rites are done by a single Priest. More
Spells marked with an R are ritual spells that require preparation complicated rituals, appropriate for heroes and the society’s
and the proper environment. Spells with a C are castable using €lite, require the aid of other types of Priests and elaborate

the normal rules for casting magic. preparations.
The relevance of ceremonies depends on the significance that the
Table 7.6:Urigallu Spell Table Referee places on the supernatural and religion. In all cases, the
effect of a given ceremony varies with the power of the Priest cel-
Roll  Spell Cost  Type ebrating it. The base chance that a benefit is gained, if one is re-
1 Blessed Truth 2 C quested, equals the casteFk x5. The benefit granted is deter-
2 Ceremony 8 R mined by the Referee. The factors of importance, each weighted
= S 0 i from 420 to —20, in deciding what is done are:
4 Judgment 4 C .
5 o TR 3 c A) How fitting is the request? _ _ _
6 Hidden Truth 5 C B) How frequently does the person who will benefit ask for aid

from the Gods of that court?
C) Does the Priest perform the ritual correctly?
7.3.3.1 Spell Descriptions D) What environmental factors, if any, predispose the god to a
friendly or unfriendly response?

Blessed Truth o _ ) _
Igtttmgness is a measure of the desires of the deity. Where the

Unlike other Truth spells, the person affected by this spell rre'quest asked is a function, interest or power of the deity, the

mains completely aware. He is not compelled to speak trlJthd’gity will be more likely to grant the request. Where it runs
any way. However, if he lies, he can besrc trouble. :

There are two forms of this spell that the Priest can use. ﬁ_'oeunter t(.) the deity's power, function or interest, the deity will
first, cast at the cost above, grants him a chance to tell wt?ee more likelynoT to grant the boon asked.
sorr;eone is Iving to him Thié ghance cquals: II}requency is a measure of how dependent the Character is on
ying ' q ' divine intervention. The more a deity is asked for aid by a given
The Priest'sWiLL +(EL x5). individual, the less likely that the deity will grant the request.
) o ) _If the Priest rollssuccesson his spell roll, the fullEL x5
If the roll succeeds or partials, the Priest is aware of the lie. Ifjtnefit is gained. If the result BARTIAL SUCCESSthe benefit
fails, he believes the lie to be truth. _ . equalsthe Priest's EL+His Rank. If a FAILURE results the
This spell can also be castwtiPLE normal cost. When this is priast'sEL is subtracted from the chance of success.

done, the Priest can impose a minor curse on the affected persop,, environment. the more sacred a place is to a deity, the
In this case, whenever the person lies the curse strikes him. Thige jikely that deity is to hear a request. The more it is opposed
automatically occurs with any lie the person may tell. The typgsihe deity, the less likely that deity will respond.
of curses that can be tied to this spell are nervous twitches, bails

. . . . XAMPLE — Jeina of Asidan wants a blessing before going to
minor disease symptoms (vomiting, sneezing, etc.) and ot ‘?{o chu. She seeks aid from the Priests of Inanna in the city of Fo-

such things. In all cases, the curse ends when the spell endsn%} . As she states her willingness to serve, they perform a ritual of
leaves no lasting damage. _ Confirmation on her in the Temple of Inanna and beseech the goddess’

Blessed Truth can only be cast in the second manner descriggor her newest warrior. Jeina is a faithful worshipper of Inanna who
above when the Priest is on ground purified for his alignment f¥quently asks for aid and is sometimes offensive when it appears that
Priestly magic. It is not usable in any other situation. she will be refused. The factors weigh out as follows:

Ceremony A) I_:it_tingness— Granting aid against servants of Abaddon’s court
is fitting. (+10)

The term Ceremony defines basic forms of ritual worship that a g Frequency — Jeina often asks for aid and can be a petulant

Priest engages in. All such rites require preparation of materials, child when the goddess withholds it. These factors are bad. Her
purification and a prepared altar and/or sacred ground. The forms attitude and her tendency to lean on divine intervention make this
a ceremony can take are: factor a minus. £20)
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C) Performance — The ritual is performed by a rank 5 UrigalluHidden Truth

g\r/lnill_l ;{5;'-338)'“ this case, he achieves a Partial Success on3pyiest who successfully casts this spell on himself can't be

: ) ) , lied to easily. His chance to detect the unstated truth behind any
D) Environment —The ceremony is performed in Inanna’s mo%ta}tement equals hEm+(EL x5) if the speaker makes an In-
tsk?igre(iztg;nple. She is more likely to grant the request becausﬁL?ence roll to conceal the fact that he has hidden something. If
' the speaker does not succeed on this roll, the Priest automatically
To determine the chance that the request is granted, totallzens the full truth.
factors assigned. The result is the percentage chance that tfiehis spell does not place the Priest or any speaker in any kind

deity bestows the benefit requested. In our example, this isafitrance. Both are fully aware for its entire duration.

18% chance of a boon being granted. RANGE — EL+1 (The maximum distance between the
As Referee, you may modify the final chance determined aspeaker and the Priejt.

the campaign situation demands. The rule above is a guidelingyration — (EL +1)x 10(The number of minutes that the
to give you an idea of the probability of success. You may wishspell remains in effeqt.

to modify it and include other negative factors. . ] ]
7.3.4 Ashipu and Qadishtu Mah Magic

E).(AMPLE — Gods hav'.e a tendency to be temperame.mal' To .reﬂeﬁ%ese Priests are the guardians of the faith and the faithful. Their
this, a request roll that fails by more than 50 can result in angering the

God. The effect of this can be anything from no further help from thgprppse is to heal the faithful and de§troy their enermes. Thelr
God for a substantial period of time to a bolt of lightning between tfadics center around advanced healing arts, exorcism, rites of

eyes. The response in this case is varied by the nature of the God RBishment and powers of both defense and attack. Against their
is angered and the game situation at the time. enemies, they are a force to be feared. They are the Shield and

Sword of the Faithful.

_ ~7.3.4.1 Ashipu/Qadishtu Mah Powers
Curses cast by Priests are generally meant to affect the V'Ct',rq'H.é table below lists the major powers available to Priests of this

the afterlife. An example is Excommunication. Where a P”e(ﬁ(t;lss. They are divided, in the table, between Offensive Powers

des[res amore |mmed|ate effect_, h_e must cast this spe_ll at de?rli'd Healing Arts. The section following the spell descriptions
ble its normal casting cost. If this is done, he can achieve lains the relevance of this distinction

effect as specified for Curses under Permanent Magic in Powers

Curse

& perils. Table 7.7:Ashipu/Qadishtu Mah Spells
Judgment Healing Powers
This spell is intended for use in church trials. If it succeeds, th&pell Mana Cost ~ Source
caster becomes aware BYERY crime that the person affectec Healing Hand 3 EnL
has committed against the God that the Priest calls on. Cast[ispell/Banish 3 CA
double cost, it grants this awareness for the God’s entire co Regrowth > CA
Cast at triple cost, the knowledge is gained for the God’s entire"€r9y 6 CA/ENL
alignment. Negate Pmspn 6 CA
. . - Negate Magic 7 CA
For this spell 'Fo .operate, th.e victim must be williogr Pre-  Exorcism 8 CA
vented from resisting. The rites demand that he be relativery Offensive Powers
motionless while his Judgment is read. In most societies whekg,g| Mana Cost  Source
this spell is used to any great extent, refusal to undergo the rit€figpel Evil 2 EnL
the same as an admission of guilt. Paralyze Enemy 3 CA
Purifying Lance 5 CA
Command Inner Revelation 5 CA/EnL
With this spell the Priest uses his power to force a person to p'fr‘—.bsorpt.'on of Evil 8 CA
. - - : - Dispersion 10 CA
form an action the Priest wishes him to do. Unlike other spells YHamnation 15 CA*

this Inature, the_VI_Ctlm has a choice under this spell. If he mal“q?his spell requires a complex ritual and other items to be used. Itis
a Will roll, the victim may flee rather than obey the command. .t ;sable in day to day adventuring.

Targets who worship the God called on by the Priest have a
+20 chance of the spell working on them and 20 subtracted
from their Will if they choose to resist the order. The comman@s3.4.2 Spell Descriptions — Healing Powers
possible with this spell are limited to things that can be qul'ealing Hand
formed immediately, i.e. with ten seconds of effort or less. If
desired, the spell can be cast to have a greater effect. In this CEQ
it must be cast on purified ground and the target must be wiIIiH
or restrained. When this is done, the casting cost is tripled aH
no Will roll is allowed to resist its effect. Success at this lev
places a Geas on the victim as specified in Powers & Perils.

'@ spell is a special power of these classes. It hERO+EL
points when a success occurs. A partial success, using the
s for normal skills, healEL hit points. All persons who are

ected by this spell are immune to infection for 48 hours. They

also have the normal benefits to future Healing rolls, as specified
for the Healing spell in Powers & Perils. Under no circumstances

RANGE — EL (If the EL is zero, the Priest must touch his can the Priest use this spell on himself. It may only be used on

target) those aligned with his alignment or those with no alignment. If
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it is attempted on persons who are tainted with evil, as viewegorcism

by the Priest's alignment, both the Priest and the person tolegpecified for the Shamanic spell of the same name in Powers
affected suffer damage equal to the number of hits that woy|gharis.

have been healed by Success.

Dispell/Banish 7.3.4.3 Spell Descriptions — Offensive Powers

As listed for the spell of the same name in Powers & Perils. leﬁgpel I_EV'I _ _
spell may only be used on supernatural forces of the enemy alife Priest has the power, when concentrating on doing so, to

ment. repel forces of the opposite alignment. To be affected the enemy
must be within range and have MDV less than or equal to
Regrowth that determined with th&#DV Limit formula. If either case is

This spell is used to cure permanent physical damage of manyrue, the spell has no effect. Use of this spell is obvious. While
kinds. The basic cost specified is used when the spell is useil iobeing employed the caster has a certain radiance about him,
heal permanent losses to a Character's characteristics. Per thigcgreater th&L , the greater the radiance exhibited.
cess, a number of characteristic points equal to the Prieistisl Persons repelled by the spell must flee from the Priest for a
are healed. set number of phases. After this period ends, they can’t enter

In campaigns where the Referee allows permanent, debilitsit radius of effect as long as his spell remains in force. Those
ing Injuries, i.e. lost arms, eyes, etc, this power can be usedwfoseMDV s are too high to be repelled must add the Priest's
heal the damage suffered. The Casting Cost is tripled. Eachit-to all attacks that they attempt, magical or physical, while
tempt to use the spell in this way takes one day per normal phgigs; are in his effect radius.
_reqwreq to cast the speII. Ift_he spell succeeds, the |njury|s_cureﬂADV LIMIT — (EL+1)x3
if the Priest rolls ten times hiSL+1 or less orD100. Per addi- .
: e . . ; RADIUS OF EFFECT— EL (If the EL is zero the effect ap-
tional successful attempt, if this roll fails, this chance is doubled. . : .
If the person to be affected is tainted with evil, as viewed b theplles It the enemy tries to touch the Prigst.

P ' Y €, URATION OF FLIGHT — (EL+2)x2

Priests alignment, the spell can’t succeed. DURATION OF EFFECT— (EL +1)x3 (The number of turns

EXAMPLE — An EL3 spell is cast to regrow an arm. The Casting the power remains in effect. Can be recast, without chance
Costis 33 (1k3). The Priest has a Casting Speed of 4. After nine daysof failure, at full cost. This will increase the duration By
working this spell, there is a 40% chance that the arm is regrown. If it .

is not, another nine days of effort will yield an 80% chance. the duration above, rounded doyn.

Energy Paralyze Enemy

This spell is used to return lost energy to others. Cast from tHeuse this power the Priest must touch his enemy. If he does,
Casting Ability, it returnD6+EL points to the affected person@nd the enemy is of the enemy alignment, he is paralyzed by
Cast from the Energy Lev@D10+EL points are returned with SUCCESS. See Paralysis in Powers & Perils for detalils.

a minimum gain equal to thEL cast times two. After casting the spell the Priest has a number of phases equal

This spell has the use restrictions specified for Healing Halchis EL 41 to touch the enemy chosen. He must score a hit or

above when it is used from the Energy Level. If it is being us&gtter in combat to do so. If the victim does not have a shield, a
from the Casting Ability, the Priest may heal himself but mushield hit counts as a hit.

obey all other restrictions. Damage suffered as a result of misB%e.

of this spell is a number of points subtracted from the Energy rifying Lance
Level of the Priest and his intended target. The effect of this spell is intensely variable. In essence, the Priest

) forms and casts a lance of his deity’s power into the soul of his
Negate Poison adversary. If the spell succeeds, a roll must be taken on the Com-
Success or Failure will negate the effect of any Poison wittbat Table using thEL x2 as the attack line, i.€L2 is line +4,
BL less than or equal t(EL +1)x2. If the BL is higher than EL7 is line + 14. The Referee will ejudicate its affect using the
this value, a Success must result for the poison to be negatedle below:
If it is, it has no further effect but any effects suffered to that
point are retained until normal recovery occurs. When Success
is required, the Poison is allowed to useBts as forMDV in
resisting negation.

Table 7.8:Purifying Lance Effect

Hit Type Effect of Power

. Deadly
Negate Magic
This spell operates against evil magic, as defined by the religiofgvere
only. It can be used to negate a spell being cast if the Priest’s
Casting Speed is at least equal to that of his enemy. The effec Hit
this case, adds tHel. x2 pLUS the Priest’'s MDV to the enemy’s : :
roll for success. If Success does not result, the spell is negatga'eld Hit
completely.
EXAMPLE — A Wizard is casting Lightning at a Priest’s bodyguarc
The Priest 1DV 20) responds witiEL 3 Negate Magic. He succeed:s

Miss

Target killed, converted or taken by the god, depending
on the god’s nature.

Target suffers major damage, is dazed or has a curse
laid on him.
Target takes minor damage or fights under tactical dis-
advantage for a while.

The spell has very little effect. Inflict subdual damage
equal to the Priest’s EL on his enemy.
As for a Shield Hit. If the roll exceeds the Priest’s Hit
Chance by more than 25, he suffers the subdual dam-
age instead of his target.

with this spell. This requires the Wizard to add 26 to his roll in addition
to the MDV of the bodyguard.
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Inner Revelation A) The Priest casts the spell at ok higher than his current

This spell is akin to the Knowledge spell. It may only be ap- EL atno addmo_nal cost, i.e. if a Priest hBE 2 he casts the
plied to gain Priestly spell knowledge or Scholarly knowledge ~SPell atEL3 paying the cost normal fdzL 2. .
associated with the Priest’s faith. The effect of this is as for thE) Casting Speed for all spells derived from the God is as spec-
Knowledge spell in Powers & Perils. When the caster has access [fied for Natural Magic users{EL +EL). If the Priestis a

to purified ground, and a subject who is willing or confined, he ~Natural Magic user or Priest, his casting speed is twice that
may use this spell on others to gain knowledge about them. Used Normal for Natural Magic users, in this case only.

in this way, the Casting Cost is tripled. If the spell succeeds, tHe) NO abysmal failure is possible when using these spaiis
Priest learn€L x20% of what there is to know about the tar-  LESSthe Priestis in disfavor with his God for some reason.
get. AtEL5 and up, he learns all there is to know about that3.5.1 God Spells

person’s life history..ln addition, he can gain some knowled.ge.ﬂ;e spells derived from a given God'’s power can be derived from
his goals, subconscious fears, etc.E2M10 and higher, he 9aNShe attributes given him in the Site Book in Perilous Lands, a

all of this and can also learn something of his soul’s past lives Swers & Perils supplement. Final ejudication of which spells

other arcane I_mowledg(.a. This can be a very powerful spell in p%%eive the benefits above is left to your discretion. The example
hands of a skilled practioner.

below, for Inanna, should give you an idea of how to go about

Absorption of Evil making this decision.
XAMPLE — The attributes of the Goddess Inanna are described, in

The Priest sets himself as a barrier against evil. All evil magic o' Book, asINANNA — The Star of Lamentation, Courtesan of

beings that ente_r h_ls radius of eﬁeCt f’ire diminished by his pOV\{ﬁé Gods, Patron of Priestesses, Lady of Resplendent Light, Goddess of
He absorbs their vile essence into himself to preserve Others'Battles, Mistress of Fertility and Sterility, Lady of Beauty and Charm,

The number of mana or energy points that the Priest can 8Re who commands fear in men, She who brings to life and sends
sorb in any one turn (four phases) equalsHlis<2. When this to death, Mourner in the Winter, the Questing Goddess, The Warrior
value is exceeded, he can absorb additional amounts each pQasen.
equal to hisEL+1. All points absorbed at this level reduce Given this description, it can be seen that Inanna is a very powerful
his Energy Level by the amount absorbed. If his Energy Levepddess. Her main powers lie in Light and Life. She grants Mashmashu
reaches zero, he dies. Any that are absorbed beyond his liiiteased effect with Light Powers, Revivification and Resurection. She
are applied to the death chance set below. The power rem&if¥ also grant a bonus for Might because of her position as a Goddess

in force for the Duration set below. It must remain in force foqj Battle. At the Referee’s discretion, favored servants could gain Luck

the entire period and can't be dispelled. It will affect any evl” battle, increased Appearance, Eloquence and Empathy and enhanced

h . di f off The Pri bilities in Tracking when they are on a Quest in service of Inanna.
creature who enters |its radius of eifect. e Priest must t re are many possibilities with a Goddess of this power. As Referee,

something from all such creatures. in this case, you may assign disadvantages in the winter or other prob-
IMPORTANT — In absorbing, active mana is taken before ems based on the darker side of her nature.

energy unless the target uses magic naturally. If the target 7 3 6 Baru Magic

is a normal wizard, the Priest must drain his Casting Ability

before he can atttack his Energy Level. Baru priests seek to divine the will of the gods for the good of

the faith. They have great powers of Divination and magics that
MAXIMUM DRAIN — EL+1 (The most that can be taken 9rantthemadegree of Prescience. They are the Eyes of the Faith,
from any one individua). finding its path into eternity with their rites.

MINIMUM DRAIN — EL/2, round up The minimum 7361 Baru Spells
amount that must be taken from each enemy in range.

RADIUS OF EFFECT— EL 41 Baru magics are not intended for combat. The sole purpose of

this Priest is to divine the will of his gods and assist in seeing that
NOTE — Instead of taking energy or mana, the Priest can usigeir will is done. They are mystics, not combat-oriented Priests
the power to inflict subdual damage. If he does so, no armairch as the Ashipu and Mashmashu. Their spell knowledge re-
counts against the damage caused. However, the effect spedifgets this fact.

above is reduced by 50%, rounded down. Finally, in draining

mana, mana being cast into a spell is always drained before dor- Table 7.9:Baru Spells

mant mana in the Casting Ability.

Spell Cost  Source
7.3.5 Mashmashu Magic Awareness 1 EnL
Mashmashu are trained wizards who use their power for the good S_U_estltqg Sight 32 gﬁ
R . . . vination
of the faithful. They learn their wizardry and gain advantages Knowledge 3 CA/ENL

where the powers used are drawn from the essence of their cho- Divi )

) ivine Vision 6 CA
sen god. They are the Lance that drives through the heart of the Vision Trance 8  CA/ENL
faith’s magical enemies. Their purpose is to vanquish the magics
of evil for the good of all.

Magic, as done by the Mashmashu, is wizardry. They hay%
the basic powers listed for all Priests previously. In addition;
they may learn any spell of their alignment and wizardry genefifyareness
skills. For those spells that are drawn from the power of the GBdru Priests receive training that, through meditation and other
that the Mashmashu serves, the following special rules applymetaphysical skills, seeks to make them one with the world

.6.2 Spell Descriptions
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around them. Mastering this is important to any future prowessvAxiMuM DISTANCE — (EL+1) squaredmiles
they may have in the arts of divination. To understand why ths

o ; . S % “Divination
is important, realize that in many forms of divination the diviner
is responding to signs and portents that exhibit themselves inftfefor the spell of the same name in Powers & Perils. Priests
world around him. This given, his ability to develop a feel for hi¢sing this spell may subtract their Avarenéds in addition to
immediate environment is critical to his success at divination.the normal EL modifier.

To use this talent the Priest must state that he is doing so. Rgbwledge

hour he is doing so, he expend2—EL energy points. When This spell is one of the most important powers of the Baru Priest.

the power is used in th|§ way, the a Priest increases h'S.ET“ﬁ%' expertise gain varies with how he uses the power. The fol-
thy by (EL+1)x5. He will also have a chance equal to this IT

crease times two to detect ambushes and other surprises tha Quing categories apply:

can . . .
give detectable clues before they strike. This allows him to give) Used to Master Baru Skills — When this spell is used
warning or react to the threat.

to increase the Priest's ability in Baru Magic, Medita-
EXAMPLE — A Priest hasEL 3 in this. One hour of its use costs

tion or Scholarly skills associated with Divination he gains
him nine energy points. While affected his Empathy is increased by 12

2D6+EL expertise with each success.
and he has a 24% chance of detecting surprise occurrences before thayUS€d for Other Priestly Knowledge— When the spell is

strike, i.e. he hears the twig snap under an ambusher's foot, he senses Used to gain knowledge from other classes of the the Priest-
the minute crack in the ceiling above that indicates a deadfall trap, etc. hood, the normal expertise D6+EL ) is gained.

Use of the power as specified above does not entail any cast Used for Any Other Purpose— If the spell is used to gain

ing cost, the wish to do so is sufficient. Regardles€bf the knowledge outside of that shown in the sections above the
minimum cost to attune oneself in this way is one energy point €XPertise gain equals the castéfk. Except in emergen-
per hour. cies, such use of the power is felt to be somewhat gauche

This spell can also be cast from the Energy Level in the con- Py Most Baru Priests.
ventional method. When this is done, the Priest places himsifyour option, you may allow other uses of the power when
in a trance after stating to the Referee what specific influencetlh@ Priest reaches higher levels of mastery. Examples are use
is sensitizing himself to. The influence chosen must be a spéKnowledge as a more precise means of Divination, use of
cific class of thing, i.e. mana, animate life, supernatural beinfg§lowledge to give expertise to others (if this is allowed, only
etc. While the spell remains in effect, the Priest is automaticakifowledge that fits in category three above can be given in this
aware of anything within his radius that fits within the class chyay), etc.
sen. He will remain entranced for the minimum duration statedAll other parameters for this spell, include the restriction on
below. The maximum duration, in all cases, is ten times this m#he frequency of use, are as specified in Powers & Perils.
imum. Per minute, or less, that the Priest remains in this tranGGine Vision

he must pay the casting cost for the spell. _ i o )
This spell is only used on purified ground, preferably in a temple

IMPORTANT — As Referee, you may evolve other uses of with other Priests monitoring the affair. In casting the spell the

this tg\lent. 'trhosde above farel ?r?ly basic applications. Otherg Baru Priest concentrates on a problem of importance and opens
can be mastered as you 1ee! they are nNecessary or appropriyy et 1o the will of the gods, hoping to gain a solution to the
ate. For a use form to fit within this spell it must be some-

) ) . . roblem. It is used to determine the best means of placating an
thing that heightens the Priest’s awareness of his surround- b b 9

. th h meditational . Th ibl fthi angry god, how to overcome deadly adversaries of the god and,
Ings through meditational practices. The possible uses o ISothervvise, for reasons of major importance. Use of the power
are virtually endless.

frivolously can lead to the Priest's death. To determine the effect,
RANGE — (EL+1)x3 (The Priest’s range in hexes or determine the amount that the Priest makes or misses his roll on

inches. the Magic Table by and consult table 7.10
MINIMUM DURATION — EL +11turns NOTE — A positive value on the table above indicates a roll less
Questing Sight than or equal to the number the Priest needs to roll. A negative

Use of this power allows the Priest to key himself to discov¥f/U€ IS @ number greater than the roll required.

the whereabouts of a specific person or thing. To use this spglion Trance

:E.e Pneﬁt musi rl:now the pt);(.emst(:] atphpeatr)ancg of thte p;er;t?ﬁlﬂg power is used only in very serious instances when the Priest
i |ngtor € r?.us .a\t/ﬁ slorgi Tg ak e}? .fr?n n (t:r?n ac Wlh ﬁ}ﬂ‘fst have a precise view of the future for himself or some other
arget sometime in the 1ast- +1 weeks. It either IS the case, NG, ;4,5 casting the spell the Priest’s enters into a trance
will see the precise whereabouts of hls. t_arget, 1.€. Its 'm_med_'ﬁﬁvhich he is comatose. While the trance lasts, he travels the
surroundings, and learn how far away it is and in what dll’eCtI?u ure in spirit form. Per day in the future, ten minutes pass in
it lies. The Referee will tell the player distance and direction a present. While in the future, he sees’ what is occuring for
describe the surroundings. It is up to the Player to takg it fr erson in question. The Re,feree gives this knowledge. It
there. Shogld thg Player choosg to do so, he may cast this SP&J b to the Player to determine a course of action based on the
up toFIVE times its normal casting cost. Each increase of 10qr{?or

. mation gained.
taken doubles the range yielded. 9 > (Th ber of d .
EXAMPLE — A Priest use€L2. His first attempt shows that his DAYS FORWARD — (EL +1)x2 (The number of days into

target is outside of his range. He casts the spell at five times norma'ihe future that the Priest can travel before he must return to

cost, increasing his detection range from nine miles to forty-five miles.tN€ preseny.
He sees his subject lost in the forest fifteen miles to the north. ENERGY LOSS— 20—(EL +1) per day travelled
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7.3.7.2 Spell Descriptions
Spirit Blessing

Table 7.10Vision Effect Table

Amount Effect . . . .
This spell has the effect of Healing Light for replacing ener
+50 and up The god is completely open with his knowledge about P g -9 P 9 gy

: ; : - lost to disease, poison or soul-draining attacks of any kind. The
the question asked. The Priest will get a definite re- . N Ly
sponse and the god is likely to give him some Supporfamount gained is d|\{|ded eveply among all persons within the
in achieving his goal effect area. Any fraction resulting is rounded up.

+21-+49  The god favors the Priest and gives him a good re- If the target loses Energy as a result of an attack by a creature
sponce. He may, in the course of the mission, givefrom the enemy alignment, he ga'rnwo energy points for every
the Priest signs to keep him from straying too far off point of benefit received, i.e. if he gets four points of the effect
his path. he regains eight energy.

—20-+20  The god responds. His answer is couched in riddles - All parameters for range and effect are as specified in Powers
but, properly read, does contain knowledge of benefilg perils for Healing Light. This spell, however, wiEVER

to the Priest. At this level the god gives no other aid. oyt any benefit to a member of the enemy alignment.
—21—40 The god is mitted. If he is whimsical, he may mislead

the Priest to teach him a lesson. If he is deadly, orBlessed Sphere

very peeved, he may visit some temporary disabilityry, o | 15 affect enemies with this spell is taken each phase that
or insanity on the Priest to teach him some manners.. ins in eff Th I hat is hostil h
—41orless The god is furious with the Priest. Depending on his't remansin e ect. 1€ spe c_reates an area that is hostile to the
attributes, the god will badly mislead the Priest, give €N€MY alignment. This area will affect all supernatural members
him a permanent disability or strike him dead. WhenOf that alignment each phase that it succeeds against them. It will
this result occurs there is no restriction on the severityalso affect non-supernatural members to a lesser degree.
of the response. Supernatural members, those with a Contact Level, are af-
fected by both Energy Loss and Damage. Other members are

only affected by Energy Loss. While the spell remains in effect

NOTE — Spells that give the ability to see future time can B¢ Priest may not move and may not taker other action. His
disruptive in play because of the parallexes that they create, fiflii'e Peing is concentrated into his song.

pressure they place on the Referee and some Players tendencyRaNGE — EL +1 (The effect radius

use them as a crutch. In the case of this spell, the encountersAMAGE — EL /2, round up Hit point damage taken by
are seen. Roll them out so the Player knows. However whateveaffected targets. This damage is only reduced by armor that
the vision of the future seen, the Referee is under no compulsiois dedicated against Priestly magic.

to stick to it or change it unless the Players take meaningful ENERGY LOSS— EL +1 (The number of energy points lost
realistic action to avert their fate. Keeping this in mind will help each time the target is affectgd.

you Referee and will compell Players to continue to play thﬂr

role. They must use the vision in play, it is not a free ticket. itual Music
This power is used to enhance the performance of allied Priestly

7.3.7 Qadishtu and Kalu Magic magic that is used within the Priest’s effect area. The diameter
. L . . __of this area equals the Pries{SL +1)x2. The modifier granted
These Priests primarily assist other Priests to perform their Mot other Priest equaEL +1. This spell may only be used to

sacred duties. Through the power of music, dance and sqQigy ot other classes of Priests in performing their magic. It may

they enhance the effectiveness of their brothers. In additiormﬂ be used to enhance Qadishtu/Kalu magic.

this function, these Priests have unique powers of their own that
can be used to some effect. They are the Voice of the Faith whamish/Satire

sing the beauty of the divine for all to hear. This spell is the most potent and rarely used ability of the
Qadishtu/Kalu class. To use this power the Priest must be trained
7.3.7.1 Basic Powers as both a Musician and a Singer and, after casting, must succeed
The major rites of these Priests are used in association with o#fsh both entertainment skillsFor a success to be recorded the
specialists. Table 7.11 shows the basic spells available. Entertainment Table result, using the targe¥¥bV /2 rounded

up as the Audience Type modifier, must be a sixteen or less. For
the spell to succeed the Priest must succeed with all three)rolls.

The possible affects of this spell are infinite. To help handle
this, follow the procedure below when it is used:

Table 7.11Qadishtu/Kalu Spells

Spell Mana Cost Source

Spirit Blessing 2 CA/EnL A) The Priest states thexAcT effect he wantsaND what
Blessed Sphere 3 CA crime, known to the Priest, is his reason. (The fact that a
Ritual Music 5 CA target is known to be evil is insufficient. The Priest must
Punish/Satire 7 CA/EnL* personally know, or been affected by, an evil action that his
Sacred Bane 10 CA target did. It can’t be cast otherwise.)

*Only Sidh oriented or Druidic Priests may cast this spell through B) The Priest must define what conditions, if any, will lift the
their Energy Level. They may only draw it from within when they affect of the spell. If it can't be lifted through proper action,

are dying, as a last curse, or when they are damaged through some

improper breach of hospitality. increase the target'’s effectivdDV by five.

After the Priest delineates his spell, the Referee determines the
effectiveness required for it to take effect. Effectiveness is de-
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termined by adding the amount the spell succeeded by to Th@.8.1 Basic Powers

amount that the Entertainment skills succeeded by times five Tayiti (Allani) powers are subtle influences that affect the mind
EXAMPLE — The Priest iSVEL 5/EL 2. His spell roll is a 31 against and soul of their targets. Where they apply to the areas of Love
anMDV of 10. He thus succeeds by 13 with the spell. HEis with and Fertility, they have little bearing over the majority of a cam-
Music and Singing. He rolls a 17 (effectively 16) and a 9 (effectively 8aign. Therefore, the precise spells of this type are omitted from

He succeeds by zero and by eight fox 8 40. His total effectivenessthis chapter.
for the spell is 53.

This number determined, consult the table below. If the effect Table 7.13Tarriti (Allani) Magic

desired is greater than that allowed by the resulting effectivenesg
. . Spell Mana Cost Source
the spell fails unless the Referee chooses to allow it to haVﬂMaster Emotion 1 CAENL
diminished effect. Sublime Peace 2 CA/EnL
Inflict Emotion 3 CA
Table 7.12Punish/Satire Effects Destroy Emotion 5 CA
. ) Soul Search 8 CA
Effectiveness  Desired Results Empathic Union 12 CA
0to 10 Minor malady, inconvenient physical or mental
problem, target is hardly impaired.
11to 25 Non-fatal iliness, slight physical or mental problem, i
target is slightly impaired, 7.3.8.2 Spell Descriptions
26 to 50 Significant mental or physical problem, target is im- Master Emotion
paired. _ _ Cast from the Energy Level, this spell allows the Tariti to control
511080 Lingering illness, major mental or physical prob- e emotions. Using her Casting Ability, she may lessen another

lem, target is severely impaired.

81to 120 Fatal illness, disabling mental or physical problem
transmutation, target is completely impaired.

121 and up Anything the Priest wishes is possible.

person’s response to an emotion. With success, the person af-
"fected ignores the effect of the emotion specified for the duration
of the spell. If a person is affected by a spell that forces extreme
emotion on him, this spell negates the effect. In doing so, it op-
erates as specified for Immunity. If hEL is greater, the enemy

This spell must be cast in the presence of the target to beSpell is negated. If not, it is ignored for the duration of her spell.
fected. It may not be used unless the Priest has a SignificAfiten her spell ends, the enemy spell resumes at a redilced
reason for doing so. It is primarily used as a spell of last res¥ff1€n the spell is cast in this way it is always cast against the
to punish those who need it or who may profit from a lesson.MPV of the spell and the person it is cast at is considered to
has no effect on non-intelligentNT rating for species 4 or |ess)have arMDV of zero for influencing the chance of success.
creatures or supernatural forces (creatures with a Contact LeVefAMPLE — A person is affected bMEL 7/EL5 (for a spellMDV

The range for the spell equals the Priegis+1. of 12) Silent Terror. A Tariti Priestess cad 2 versus Terror. She
succeeds. While the duration of her spell lasts, the person ignores terror.

Sacred Bane When her spell ends, the Silent Terror spell starts agaiiil 8t

This spell places a bane on the target which has the followingRANGE — EL (The range the person to be affected must be

affects: within.)

A) The victim suffers damage as for the Blessed Sphere spell jPURATION — (EL+1)x2tums

he enters ground purified for or sacred to the Priest’s aligbablime Peace

ment. An enhanced version of the Peace spell that is cast at a single
B) All members of the Priest's alignment may add the bangigrson. Affected targets are incapable of any hostile emotion
EL +1to any damage scored on the target. (This is affectgdld may not initiate combat for any reason. In addition, they
by armor.) have a heightened sensitivity to pleasant stimuli and cannot feel
C) All supernatural members of the Priest’s alignment who epain (other than magical pain who&e is higher than th&L of
counter the victim attack with uncontrollable Battle Fury. this spell). It is an important spell, often used to aid Healers and

The range of this spell equals the Priels+1. Once it suc- perform certain sacred rites. To affect anyone with this spell the

ceeds, a Negate Curse spell is required to remove it. It is didéeStess must touch them. _
dispelled with the death of the victim cursed with it. When the Tariti uses this spell on herself, twice the normal

Casting Cost is subtracted from her Energy Level. Used in this
way, the spell has the range specified for Peace in addition to
having the effect specified above on the Priestess and everyone
within its radius of effect.

7.3.8 Tariti (Allani) Magic .
) ) ) o . DURATION — EL +1 squaredminutes
These Priestesses are important in many major rituals of the faith.

In areas where they are dominant, they have the powers lidffict Emotion

here plus the powers listed for the Urigallu. This is especialys for Master Emotion above except this use of the spell in-
true in the nations of L'p’nth and Clima. The powers of the Taritreases the degree to which the target is affected by the speci-
(Allani) center around love, fertility and the emotions. They afied emotion and the Priestess has no ability to cast it from her
quite powerful in these areas. They are the Soul of the Faith. Energy Level. All other factors remain the same.

MDV LIMIT — (EL+1)x5 (The maximum MDYV that the
Priest can affect with this spéll.
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Destroy Emotion D) If either suffers an attack on their soul, both suffer equally.

A person smitten by this spell is no longer able to experience E¥AMPLE — A Priestess IDV 15) and her husbandMpV 20) are
emotion that the Priestess attacks. To use this spell the Priegtaied. Both increase theMDV by 10 and may choose to take injury
must touch the target. If she does, and the spell succeeds 2fifpain from the other. If either is struck by a soul-draining creature,
victim loses the emotion. Once success occurs, the spell remJfi8 are affected, i.e. a Lamia bites the husband taking 40 energy. He
in effect until it is cured by a Negate Curse spell. Cast at th réd his wife both lose 20 energy and are subject to the Lamia’s will

. . hough the Lami f this fact).
times normal cost, the spell can eliminate only part of the cho en Y the Lamia may not be aware of this fact)

emotion, i.e. the emotion as it relates to a specific person, pldé&se are the basic attributes of the spell. The last two forms

or thing (love of a woman, hate for an enemy, etc). must be cast on purified ground. Neither may be cast on an un-
willing target. Both require a good deal of Ritual and specific
Soul Search environmental influences (Referee discretion) to succeed. If an

This spell allows the Priestess to determine what the major rAdysmal Failure occurs in either case, the spell may never be
tivations and desires of the target are. In play, this increasesthied on that target again. The less powerful forms are usable
Influence Chance with that person L +1)x5 and makes it without these restrictions.

extremely difficult for him to dislike her or to ever consider do- pyraTiON — EL +1 squaredminutes

ing her harm. To cast this spell, the Priestess must be within ong/pv LimiT — (EL+1)x4 (This limit applies when the

hex of the person. If she is actually touching him, increase hegarget is not willing to be affected by this spgll.

EL modifier by ten. TRANSFER RANGE — EL (The maximum distance, in
Empathic Union hexes, that a united pair can be seperated and still use the

. . . . full attributes. If the range is zero, they must touch to use
This spell is cast to do many things. The Priestess must touch th 9 y

person to be affected. Cast at half normal Mana Cost, the spef-f]Is powe)
enables her to sense tb®@RRENT emotions of her subject and

get an impression of what is causing those emotions. At normal

cost she gains this knowledge and may use Master Emotion or

Inflict Emotion (if she knows those spells) to modify emotions

read. When used with this spell, the Emotion spell automatically
succeeds. The Emotion spell may only be used to Influence the
strongest emotion the target is feeling (the Priestess may exclude

feelings the target may have for her IF she chooses to do so).

Cast at twice normal power, this spell reads the emotional his-
tory of the person’s recent past and can modify emotional mem-
ories @ll factors are as for Forgetfulneks

At three times normal cost the Priestess unites with her sub-
ject. This yields perfect understanding of all that that person is
and grants the same understanding of the Priestess to her target.
Both feel what the other is feeling as well as what they are feel-
ing themselves. Neither are truly aware of themselves while they
are affected by this spell. They become one.

After the Union, the Priestess retains perfect knowledge of the
emotional foundation and personality of her partner. Her partner
will retain only flashes of insight about her.

This spell can be cast at five times cost to forge a permanent
Empathic Bond between the Priestess and ONE other person.
If this is done, both retain awareness of their individuality while
gaining the ability to feel the emotions of their partner when they
choose to. When one experiences extreme emotion, such as in
combat, under torture, etc, the other is allowed a Will roll to
keep those emotions from affecting them as well. If the roll is a
success, they are not affected. A partial success means they are
visibly affected and a failure forces them to react to the emotion
as if it was happening to them.

Emotional Union at this level is a permanent spiritual tie be-
tween two beings. Though they remain seperate, they are one.
This grants the following benefits:

A) Either can track the other no matter how far apart they are.

B) If physical damage, energy loss or illness afflicts one, the
other can minimize its effect by taking half the effect on
themself.

C) TheMDV of each is increased by half thDV of the part-
ner with the highesvIDV when that partner is in range.
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8 A Background

The sections that follow are provided as an aid to the Refere€) The Elder — These races are capricious in their actions.
All descriptions and rules in this section are optional. They in- They can be friendly, extremely deadly or deliberately mis-
clude a basic description of the alignments, optional language chievious. They have a definite opinion of what belongs to

rules and other information that can add flavor to your world. them and how they should be treated. The way that they
treat those that they encounter depends on the actions ofthat
8.1 The Alignments person or party in relation to these perceptions. They toler-

ate nothing that assaults their rights or land. They can be-

An alignment system is used throughout these rules. If you do friend those that show them honor and respect. They trick
not care for alignment as a fantasy tool, it may be ignored. If and mislead those who do neither or who show fear.
alignment is used, the following system is used to categorize itD) Shamanic Elder — These forces are concerned with the

The major alignments are Balance, Chaos, Law and the Elder. preservation of wild, animate life. They are the patrons,
Within the Elder, there are four sub-groups. They are the Sidh, friends and guardians of wild animals. They are the deadly
the Kotothi, the Elder and Shamanic Elder. A basic description enemies of people who assault that which they protect. Ex-
of the concerns and proclivities of these groups can be found in cept for this protective function, and Shaman contacts, these
the sections below. forces avoid contact with other races.

8.1.1 Balance 8.2 Ali t Conflict
Balance is devoted to preserving itself. They cunningly, and vio- 'gnment Lonticts

lently, insure that no other alignment can overpower its enem#&s is noted throughout the creature descriptions, and other
by opposing the strong and aiding the weak. They are primaihaces, a great deal of conflict exists between the various align-
concerned, at this time, with maintaining balance between Lavents. In all cases, these conflicts evolve from one or both of the
and Chaos. following causes:

8.1.2 Chaos A) The ahg_nmen_ts are diametric opposites in their power,
moral orientation and goals.

Chaos is devoted, fir_st, to the destruction qf Law and,.secong) One or both of the enemy alignments, historically, have in-
to the return of all existence to a state of primeval nothingness. fjicted. or caused the infliction of major reverses on the

It will choose to serve those that serve these goals through their ginar The major conflicts that exist, and that the Referee

actions. It will battle those that oppose them. It preys on those may use to color his game, are described in the section that
that do neither. follows.

8.1.3 Law 8.2.1 Law vs Chaos

Law is devoted to the total end of Chaos and Disorder. They segff, causes above apply to this confrontation. The alignments
to maintain that which maintains or strengthens Law. It strivesip, diametrically opposed on all grounds and Chaos is irrecon-
end things that maintain or strengthen the forces of Chaos. Frqy furious at the creation of Law to forestall the return of
a follower, Law will tend to demand and reward good actionggihingness. No peace can exist between these alignments. They
devotion to the goals above and practicing of the gentle emotiqgs; ar until both are negated or one is destroyed.
i.e. love, mercy, generosity, etc.

8.2.2 Sidh vs Kotothi

8.1.4 Elder Forces ) ) In the Golden Age, the Elder and Sidh Gods were prolific cre-
The Elder alignment is fragmented into four, more or less Coftyrs of stunningly beautiful creatures. This irked a jealous Ko-
flicting, groups. They are: toth and, in spite, he created races to counter, and better, the Sidh
A) The Sidh— The eldest of the elder, the Sidh are dedicategeations. When the Sidh ridiculed them as monstrosities, Ko-
to preserving that which remains of their domains. Whetgth was furious at them. With the betrayal of the True World
possible, they may seek to expand their hold at the expetis€haos, by Kototh, the Sidh’s feelings of disdain and distaste
of their enemies. They will not do so if the effort is a majofor the Kotothi became virulent hatred and disgust. To this day,
risk to what they already have. nothing is more hated by a Troll than is an Elf, nothing is more
B) The Kotothi — The Kotothi are the children, and majodisgusting to an EIf than is a Troll. The hatred festers unabated
creations of the God Kototh. They have a jealous hatredapfd the Kotothi war on, and are warred on by, the Sidh.
most other races and are noted for their greed, cruelty and ]
ferocity. Some of the Kotothi, i.e. the Daoine Sidhe, Baof:2-3 Kotothi vs Law
han Sith, etc. are forces that were seduced into the servite Kotothi hatred of Law stems from its creation. Law was cre-
of Kototh by a fatal hatred that drives them. This hatredted from the sphere that was coveted by Kototh, the price of his
when applicable, will color the actions of these creaturdsetrayal as it was. When they were born, the Gods of Law fought
In general, the Kotothi seek to prove their own superiori§ototh and, defeating him, banned him from the heavens forever.
through the destruction or humiliation of others, especiaBy so doing, they deprived him of the fruits of his betrayal and
their enemies. brought forth the full flower of his hatred. To serve Kototh, the
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Kotothi hate Law. In most cases, this hatred is combined with a
good measure of fear.

8.2.4 Shamanic Elder vs Law and Chaos

The hatred of Shamanic forces stems from the efforts made by
Law and Chaos forces to subvert and control the forces that these
forces protect. This opposition engenders a total suspicion of
Law and Chaos that allows no margin of error. Any imposition
on the freedom of the Shamanic forces is viewed as an attack and
is repaid as such. As an alignment, they do not seek combat but
they do revel in its arrival.

8.2.5 Elder vs Kotothi

The Elder despise Kototh for his treachery, which led to the frag-
mentation of their world. They hate his children and creations
for their foul disregard of elder rights and property.

8.3 The God Kototh

Throughout these rules, the God Kototh is mentioned. He is one
of the major gods in the mythos that has been created for this sys-
tem. Que to space considerations, this cosmology could not be
included in the basic rules. It will appear, in the future, as a Com-
panion produck Kototh, the Great Serpent, plays a major role in
the cosmology of these worlds. His historical actions were both
a great aid, and terrible detriment, to the Elder. Philosophically,
he can be viewed as combining the ambition, creative impulse
and emotion of a Loki with the cunning and unpredictability of
Coyote @ Native American trickster ggdAmong the races that

he fathered, in an endless quest to prove his supremacy, were
many serpent forms, Trolls, Trold Folk, Goblins, Great Apes and
the first Dragons. Of these, the Dragons and Great Serpents are
his true children. The others are mere creations that are only
secondarily related to him through their ruling gods.

8.4 The Sun-Shy

The majority of Elder races are nocturnal. The sun, a new cre-
ation in the history of this mythos, did not exist when they drew
their first breath. They do not care for the harshness of its light
and avoid it as much as possible. In some cases, the light of the
sun is fatal to them. They were not created for a world heated by
such an “odious” creation and do not approve of its existence in
the least. Thus, in the Lower World, no Sun shines and all are
happy in twiligh}.

8.5 The Human Condition

The human race was born as a direct result of the conflict of the
gods. They are not the children of any one alignment. Rather,
in their genesis, they contain substance from all the forces of ex-
istence. For this reason, mankind has a unique advantage over
other races, vis-a-vis alignment, morality, etc. This advantage is
Free Will. Because of this advantage, man is the key to the main-
tenance, or destruction, of balance and is subject to the jealous
hatred of many. Because of the race’s relative youth, it is viewed
with disdain and/or condescending respect by others. Because of
the mixture of forces that are its essential core, it is despised by
others, especially the Jinn Races.
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The cave mouth y:wns before you, a dark
abyss bearing mute witness of the stygian
terrors that may lie just within. Intrepid, you
approach the cavernous maw, pondering a faint
sulphuric stench that pervades the air. As the
first rays of the morning sun seek out the inner
reaches of the cave, your eyes are transfixed by
the sudden glimmer of golden treasures. Before
your joy can give wind to your feet, a blast of
fiery vapors threaten to tear your cloak from
your body. Your back is seared with heat, as if
the gates of hell have suddenly been left ajar.
Drawing breath slowly, you turn and match
gazes with an immense Dragon . . .

The streets are quiet 'ere the Fires of Law
bring light to the skies. It is your time, a time to
wander the avenues and see what prey fate
delivers to your judgment. Before you is the
corner leading into the Avenue of the Juggler.
As you make your way into this palely-lighted
street, you detect a cowled figure heading in
your direction. Silently, you melt into the
shadows and await your prey, daggers drawn.

Noiselessly, with silent awkward motions, the
figure glides by. Heedless of the crawling at the
nape of your neck, you spring forth and drive
your daggers deep into the enemy. The dagger
hilts jam into his clammy flesh until they will go
no further, yet he does not bleed. Slowly the
figure begins to turn . .

Powers‘Perils

Powers & Perils presents you with new dimensions
of Role Playing excitement. It transports you from the
drudgery of mundane existence into cataclysmic worlds
where the Shadows live and myriad eldritch encounters
await the valiant.

With friends at your side, or bravely alone, you issue
your challenge to the terrors of an unknown and
mysterious realm. At your quest’s end lies treasure,
power, fame, and glory without limit. On the road to this
reward, you must face and master unlimited perils and
awesome powers beyond the normal limits of mortal
man.

Powers & Perils is a Fantasy Role Playing game
in the finest sense. With the simple systems provided, in
partnership with the imagination, the game allows you to
create worlds both unique and challenging. It is the
ultimate test for the tested FRP gamer, while its systems
are simple enough for the total novice to understand and
enjoy.

With Powers & Perils you will create highly
detailed Characters that are dynamic in every way. As
you succeed, and survive, your Character will increase in
ability until, at the highest levels of development, he is
truly a power in himself.

Going beyond the finely detailed Character Book, you
will discover a game system that simply and logically
details all facets of combat, encounter and magic without
bearing you down in waves of picayune detail. The
general systems are further aided by simple generation
tables that allow you to expand on this system as you
desire, creating spells and creatures unique to your
campaign. With this system, you are never limited to a
campaign waged with assembly line artifacts against one-
dimensional enemies.

Powers & Perils provides finely detailed creatures,
magical artifacts of all descriptions and magics, both
natural and learned, beyond the standard parameters of a
fantasy game.

As sure as the Sun rises, Powers & Perils will
provide you with unique, challenging and constantly
dynamic adventure. In partnership with your Referee,
Powers & Perils will lead you on a journey into the
infinite and allow you to grasp the intense variability
possible in a truly fantastic world.

This game contains Four Rule Books, an exciting
scenario—County Mordara, a tablet of Character Record
Sheets and the dice that are required for play.

Number of Players—Powers and Perils is
suitable for play by one to twelve players (five to seven
are recommended) and a Referee. It is recommended for
ages twelve and up.

Playing Time is unlimited!

©1983

Nl The Avalon Hill
Wl Game Company

BALTIMORE, MD. Printed in USA




	Cover
	Book 1: Characters
	Contents
	List of Tables
	A Beginning Note
	Trained Magic-Users
	Innate Magic-Users
	Abbreviations & Dice Codes

	Character Generation
	Characteristics
	Age & Station
	Special Events & Attributes
	Use of Characteristics
	Height & Weight
	Movement
	Common Knowledge

	Character Skills
	Starting Skills
	Combat Skills
	Other Skills
	Weapon Courses
	Skill Descriptions
	General Knowledge

	Economics & Equipment
	Coin Standards
	Equipment
	Encumbrance
	Animal Portage
	Animal Commands
	Armor
	Weapons
	Animals
	Animal Equipment
	Travel Gear & Supplies
	Climbing Gear
	Common Medical Supplies
	Transport
	Buildings & Property
	Clothing
	Lodging & Entertainment
	Travel Charges
	Hirelings
	Miscellaneous Items
	Magic & Special Goods

	Experience
	Combat Gain
	Magic Gain
	Training

	Problem Solving
	Skill Use
	Combinations
	Gains
	Characteristic Use

	Language & Cultural Variation
	Human Tongues
	Cultural Variation
	Supernatural Languages


	Character Sheet (Front)
	Character Sheet (Back)
	Book 2: Combat & Magic
	Contents
	List of Tables
	Combat
	Modifiers & Damage Classes
	The Combat Table
	Missle Fire
	Range Fractions
	Horse Archery
	Equipment Damage
	Mounted Combat

	Movement
	The Phase Sequence
	Movement & Melee
	Creatures
	Restrictions

	Magic
	Spell Resolution
	The Magic Table
	Abysmal Failure
	Casting Cost
	Casting Speed
	Gaining New Spells
	Increased Expertise
	EL Maximums
	EL Effect
	Broken Concentration
	Magic Defense

	Creating a Magic User
	Starting Experience & Expertise
	Magic Paths
	Wizardry
	Shamanism
	Sidh Magic
	Shadow Magic


	The Spells
	Random Selection
	General Skills
	Spell Lists
	Law Powers
	Balance Powers
	Shamanistic Powers
	Elder Powers
	Sidh Magics
	Chaos Powers
	Shadow Magic

	Spell Descriptions
	Abandon
	Astral Fire
	Astral Powers
	Akasha
	Astral Leech
	Astral Paths
	Astral Web
	Astral Well
	Opposition
	Creation

	Blindness
	Blood Vengeance
	Chaining
	Choking Moisture
	Clairvoyance
	Communicate
	Compulsion
	Concealing Mist
	Cold
	Corruption
	Create Warriors
	Cure Disease
	Damage Reversal
	Darkness Powers
	Darkling Light
	Darkness
	The Dark Companion

	Dark Sight
	Deadly Shadow
	Death Blast
	Death Powers
	The Fog of Death
	The Hand of Death

	Decay
	Delusion
	Desert Powers
	Desication
	Grasping Sands
	Heat
	Navigation
	Whirlwind

	Destruction
	Detection
	Disease
	Disintegration
	Disorder (Chaos)
	Disorder (Shadow)
	Dispell/Banish
	Divination
	Dreams
	Earth Powers
	Avalanche
	Extra Strength
	Earthquake
	Fire Resistance
	Location
	Transport

	Elemental Powers
	Elf Shot
	Energy
	Exorcism
	Fascination
	Fatal Shade
	Fatal Spear
	Fate
	Fire Powers
	Combustion
	Fire Ball
	Fire Darts
	Fire Detection
	Fire Showers

	Flaming Death
	Forgetfulness
	Foyson Theft
	Freezing Hand
	Hatred
	Healing
	Healing Light
	Hell Powers
	Fire Darts
	Fire Resistance
	Pain
	Summon Demons

	Illusion Powers
	Active Illusion
	Glamours
	Major Illusion
	Personal Illusion

	Insanity
	Invisibility
	Invisibility Sphere
	Invulnerability
	Knowledge
	Leeching
	Liberate Shadow
	Liberate Spirit
	Lichcraft
	Light Powers
	Light
	Killing Light
	Radiant Light

	Lower World Travel
	Luck
	Masquerade
	Might
	Music
	Necromantic Powers
	Animation
	Communicate With the Dead
	Control the Dead
	Corruption
	Dark Knowledge
	Decay
	The Black Curse
	The Seeking Death

	Negate Curse
	Oblivion
	Open Prison
	Orient Self
	Origin Powers
	Dissolution
	Inanimate Creation
	Repulsion

	Painlessness
	Paralysis
	Peace
	Perception
	Permanent Magics
	Curse or Ban
	Enhancement
	Enchantment
	Dedicated
	Ensorcelled
	Ward Pact

	Petrify
	Plague
	Planar Travel
	Preservation
	Preserve the Dead
	Protection
	Punishment
	Purification
	Quarrels
	Regeneration
	Restoration
	Resurrection
	Revelation
	Revivification
	Sea Powers
	Calm Sea
	Friendly Current
	Navigation
	Water Breathing

	Sanity
	Shadow Bands
	Shadow Cage
	Shadow Command
	Shadow Plague
	Shadow Sculpting
	Shape Changing
	Silence
	Silent Terror
	Slay the Tame
	Sleep Powers
	Sleep Mist
	Sleep Touch
	Perpetual Trance

	Slime
	Smokeless Flame
	Soul Sight (Shamanic)
	Soul Sight (Shadow)
	Speed
	Spirit cage
	Spirit Death
	Stillness
	Storm Powers
	Flight
	Lightning
	Lightning Swarm
	Thunderhead
	Wind

	Strange Powers
	Astral Ills
	Automata
	Simulcra

	Summoning
	Sustenance
	Sweeten Water
	Telepathic Powers
	Control
	Mind Burn
	Mind Search
	Mind Shield
	Sending
	Suggestion

	Terror
	Theft
	Time Powers
	Cure Age
	Time Slow
	Time Stop
	Time Trap
	Time Travel

	Tongues
	Tracking
	Transmutation
	Travel Powers
	Insubstantiability
	Interworld Travel
	Levitate
	Teleport

	Truth
	Vengeful Horror
	Wakefulness
	Wasting Hand
	Watchful Sleep
	Water from Stone
	Water Powers
	Flood
	Friendly Current
	Water Breathing
	Water Walking

	Wildness
	Withering Hand
	Wounds


	Supernatural Language Power
	Spell Languages
	Innate Magics
	The Priesthood
	Types of Priests
	Urigallu
	Kalu
	Ashipu
	Mashmashu
	Baru
	Qadishtu Mah
	Qadishtu
	Tariti/Allani

	Priests in Society
	Ranks of the Priesthood
	Station & Acceptance
	Starting Rank
	Promotion
	Magic for Priests
	Spell Descriptions
	Basic Powers
	Healing
	Insight
	Detect Evil/Good
	Presence
	Purification
	Bless

	Urigallu Magic
	Blessed Truth
	Ceremony
	Curse
	Judgment
	Command
	Hidden Truth

	Ashipu/Qadishtu Mah Magic
	Healing Powers
	Healing Hand
	Dispell/Banish
	Regrowth
	Energy
	Negate Poison
	Negate Magic
	Exorcism

	Offensive Powers
	Repel Evil
	Paralyze Enemy
	Purifying Lance
	Inner Revelation
	Absorption of Evil


	Mashmashu Magic
	God Spells
	Baru Magic
	Awareness
	Questing Sight
	Divination
	Knowledge
	Divine Vision
	Vision Trance

	Qadishtu & Kalu Magic
	Spirit Blessing
	Blessed Sphere
	Ritual Music
	Punish/Satire
	Sacred Bane

	Tariti (Allani) Magic
	Master Emotion
	Sublime Peace
	Inflict Emotion
	Destroy Emotion
	Soul Search
	Empathic Union



	A Background
	The Alignments
	Alignment Conflicts
	The God Kotothi
	The Sun-Shy
	The Human Condition

	Back Cover

