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About GURPS

Steve Tackson Games is committed to full support of the GURPS sys-
em. Our address is SI Games, Box 18957, Austin, TX 78760. Please
include a self-addressed, stamped envelope (SASE) any time you write
us! We can also be reached by e-mail: info@sjgames.com. Resources
include:

Pyramid (www.sjgames.com/pyramid/). Our online magazine
includes new GURPS rules and articles. It also covers the d20 system,
Ars Magica, BESM, Call of Cthulhu, and many more top games - and
other Steve Jackson Games releases like IMuminati, Car Wars,
Transhuman Space, and more. Pyramid subscribers also get opportuni-
ties to playtest new GURPS books!

New supplements and adventures. GURPS continues to grow, and
we'll be happy to let you know what'’s new. For o current catalog, send us
a legal-sized or 9"x12" SASE - please use two stamps! - or just visit
www.warehouse23.com.

¢23. Our e-publishing division offers GURPS adventures, play aids,
and support not available anywhere else! Just head over to
www.sjgames.com/e23/.

Emata. Everyone makes mistakes, including us - but we do our best
to lix our errors. Up-to-date errata sheets for all GURPS releases,
including this book, are available on our website - see below.:

Internet, Visit us on the World Wide Web at www.sjgames.com for
errata, updates, Q&A, free webforums, and much more. The GURPS
Magic web page is www.sjgames.com/gurps/books/magic/.

Bibliographites. Many of our books have extensive biblingraphies, and
we're pulting them online —with links to let vou buy the books that inter-
est you! Go to the book’s web page and look for the "Bibliography” link.

GURPSnet. This e-mail list hosts much of the online discussion of
GURPS. To join, point your web browser (0 wwwsjgames.com/
mailman/listinfo/gurpsnet-l/

Rules and statistics in this book are specifically for the GURPS Basic
Set, Fourth Edition. Page references that begin with Brefer to that book,
not this one.
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This 15 the thid edition of GURPS
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CHAPTER ONE

ES O}

Bid me discotirse, 1 will en painstaking process. \

Is car

thine ear.

but ma,

the nov

The table
of strange

The best

ability to learn 2

things — cups and belts and boxes and
other things that Pamrick didn't recog
nize. He looked up nervously at the
big man in the brown robes.
"Go on now, boy," the man said
gently. “Pick out something special.”
Patrick turned back to the tabl
and chewed his thumb. There v
many things, and they were all
He petted a soft fur 1
about the coming winter
He kept looking back at a se
knucklebones, like the men used down
at the public house. He reached out
and picked them up. They
almost alive in his hand — warm and
trembling, like a mouse
He stepped back from the table
and turned. “These,” he said, holding
out the knucklebones. g
The big man raised an eyebrow as
he took them. He looked to the back of
!hn:‘ room, where Parricks p
wailed with the nod:
Patrick's mother made a small noi
Squatting in front of Pamick
big man offered his hand. Patric
it; it was huge, but strangely soft. The
man clasped his hand firmly.
"Welcome to the vocation, Magus.”

ed

Magic is a powerful force that can
be manipulated with skills called
spells. By casting spells, a wizard can

magical energy — known as
Miarng ~ o produce almost anv effect
This is 3 mysterious an in some set-
Ungs, 3 precise science in others

Although hundreds of spells exist
eich has 3 unigque cffect. Finding the
Tight spell for 2 given task can be a

L]

Glossary of Magical Terms

abort: To stop the casting of a spell before its completion

backfire: A critical failure when casting a spell

base skill: Your unmodified skill with a spell; compare with &/

basic spell: A spell with no other spells as prerequisite

cancel: To end a spell before it would normally expire.

caster: The person casting a spell

class: A group of spells that use the same special rules. Two examples
appear in this glossary: melee spells, Missile spells and R

college: A eroup of spells that deal with the same subject — fire. healing
elc.

effective skill: Your base skill, plus any modifiers (usually penalties) for
range, circumstances, etc. A caster rolls against effective skill.

enchantment spell: A spell for creating permanent magic items. See
Chapter 2.

energy: The “cost” to cast a spell. You may pay this in either FP or HP.
Some game warlds offer alternative energy sources.

grimoire: The list of spells vou know (more senerally, any book of spells)

mage: Anvone with the Magery advantage.

Magery: The advantage of being “in tune” with magic; see pp. B66-67

maintain: To continue 2 spell after it would normally end This costs
more energy, unless you have high skill

mana: The ambient magical energy manipulated by spells. Diiferent
areas (or worlds) have different levels of mana; see Mara {p. 0L

melee spell: A spell that “charges” vouw hand or a magic staff with
harmfil enersies that affect the first target you strike.

missile spell: A spell that summans a magl al projectile that you must
“throw” at the subject.

prerequisite: A requirement for learning & spell

Resisted spell: Anv spell that must overcoms the “power” of its subject
before it works.

sapient: Racial 10 6 or higher

spell: A skill that produces a specific magical effect when used
successfullyv.

subject: The person. place. or thing on which 3 spell is cast

wizard: Ay user of magic, whether he is a mage or not

spells
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You must know a spell in order 10
st L, unless You possess a magic
that kets vou cast it (see Chapter
3} Tedl the GM whan 5pc|| VOLLATE Cast-
then take Concentrate maneuvers
Hor the requisite number of tums (see
Jime Reguiired, below). At the end of
*Mwﬂd"f cancentration, make
asuccess moll for the spell
Casting a spell works like anv othe
yse of a skill: roll 3d and compare the
qotal to vour effecrive skill (vour hase
skill with the \pu" adjusted by any
applicable  modifiers).  Modifiers
depend on the class of spell (see Spell
Classes, p, 1), 11 vour roll is less than
or equal o your clfective skill, the
spell works, 11 it is greater than vour
effective skill, the spell fails

again, The GM is free 1o improvise
mstead  of  using the rable
Improvisations should be appropriate
o the spell and the situation, and
should never kil the caster outright,

3 - Spell fails entirely, Caster takes 1d
ol injury

4 - Spell is cast on caster (if harmful)
or on a random nearby foe (if ben
eficial)

5-6 - Spell is cast on one of the caster's
companions (if harmful) or on a
random nearby foe (if beneficial)

7-Spell affects someone or something
other than its intended tarpet
Iriend, foe, or random obiject. Roll
randomly or make an interesting

choice

Improvisations should be appropriate to the
spell and the situation, and should vever kill the

caster oultright.

On a success, mark off the spell’s
energy cost against vour FP or HP (se
Enenzy Cost, p. B). Its effects take place
immediately. On a critical success, \he
spell works especially well, Details are
up o the GM, who should be both
generous and creative. Whatever else
occurs, there is never an energy cost if
you get a critical success when you
cast a spell.

On a failure, the spell does not
work. If success would have cost ener
B, you lose one energy point; other-
wise, you lose nothing. (Exceprion
You must pay the full energy cost for
an Information spell even on a failure;
see Information Spells, p. 13.) On a
enttical failure, you must spend the full
Enerpy cost and the spell fails badly!
The GM may use the Crirical Spedl
Failure Table o improvise some other
“backfire” he finds amusing,

CRITICAL SPELL
FAILURE TABLE

Roll 3d on the table below. If the
Iy inappropriate - or if it is the
tsult that the caster intended - roll

B - Spell fails ¢
porrt of mjpury

9 - Spell [ail
stunne (10

ntirely, Cast Wk

10-11 - Spell ¢
loud noise, |
awful od

12 - Spell
less shadow of the ir
13 - Spell produces the revers

intended effect
14 - Spell seems to work, but it is only
The GM should
do his best to convince the wizard

well

a useless illusion

and his companions that the
did work!

15-16 = Spell has the reverse of the
imended effect, on the wrong tar
get, Roll randomly.

17 = Spell fails entively. Caster tem-
porarily forgets the spell.
10 roll after a week, and
following week, until he' remem-

bers

18 - Spell fails entirely. A demon or
other malign entity appropniale (o
the selting appears and attacks the
caster: (The GM may waive this
vesult i, in fits opinion, caster and

CASTING SPELLS

spell were bath lily-white, pure
good in intent.)

DISTRACTION
AND INJURY

If you use an active defense against
knocked back
knocked down, injured, grappled, or
otherwise distracted while concentrat
ing, make a Will roll @

an attack, or are

3 1D continie
casting your spell, On a failure, vour
spell is spoiled and you must start
over

I you are stunmed while concen-
trating, spell is autamatically
spoiled

IF you are infured but not stunned

Your

while concentrating, and succeed on
the roll 1o avoid distraction, vou may
cast your spell, However, the shock
penalty for your injury will reduce
elfective  skill. See  Shock

(p. B419) for details on shock

Youi

CASTER AND
SUBJECT

The “caster” of a spell is the perso

vho is attempting (o

The "subject
son, place, or thing upan which 1

ell, vou are both caster a

The subject car

| Nng, an manimalc
a patch of ground. If the

touch

caster can

<_‘~.I:'\~L[\Hj' a hand over it or tou

the ground, as appropriate for

spell

TIME REQUIRED

Most spells tuke one second to cast
Take the Concentrate maneuver for
one tum and attempl your skill roll at
the end of vour wrn. If vou succeed,
the spell takes instantly.
Whether vou succeed or Fail, vour tum
ends as soon as vou roll the dice. No
ane can intermupt a one-second spell
unless he wok the Wait maneuver on
his own turn before the caster began
cancenlraling

elfect




him, cannot

ss he took

pi the spell
maneuver before Pawrick’s

Some spells take more than one
second to cast. This requires multiple
tive Concentrale maneuvers mn
Make the skill roll at the end
t turn of concentration. You
hed spell before
Ity, but vou must

vish to try again

ra wi:‘-.’” takes three sec-
cast, you must spend three
but concentrat-
dice at the end of your

nath

may be cast without
during a [oes iumn, to
tanal . See Bl 1

E (ERGY Cost

Each spell

an energy
When vou cast the spell, vou must pay
this cost in either FP or HP. The better
vou know the spell, the less en
need to cast it IF vou know it well
enough, vou can cast it at no cost.

ception: Never reduce the cost of a
Blocking spell; see Blocking Spells

{pp. 12-13)

COst

il

ihed only by the

1 vour base s

with a spell - mod-
5 for low mana, if
applicable - is 15 or mare; reduce the
1o cast the spell by 1. If you have
skill 20 or more, reduce cost by 2. Cost
continues to decrease by 1 per full five
skill levels bevond skill 20, Apply the
same reduction to the cost o mandam
4 spell. Caleulate the entire cost for a
spell (for instance, by multiplying cost
tor the size of the subject ar the area
affected) before applying enerey cast
reductions for high skil) hEnerg\ is still

g into the spell, but your skill lets
you draw it from the surroundine
mana instead of supply ing it \uuls-,-!l-'

You normally pay the ener
ol a spell in FP. You
FP by resting. A

YV cost
<N recover lost
with the

Muage

Optional Rule:

Magic Ingredients
Traditionally, spells have often required the use of exotic ’ )
dragon scale, virgin's blood, eve of newt, mandrake root, Nixon campeign
buttons, or what have vou. This book, however, does not specify whi
ingredients are required for spells, aside from some materiils required
enchantments. It would be nearly impossible o produce a list of ingredi-
ents that would make sense across a variety of sertings, to say nothing of

the space such a list would take up.

Instead, spell ingredients should be regarded as 2 powerful ool for
GMs to use for fine-tuning the feel of magic in their games. Spells you
wish to constrain may require expensive and rare meredients. If a partic-
ular spell is getting out of hand, maybe the mandrake crop will fail this
year. Spell ingredients can also serve as a useful cash sink, if the amount
of money in PC hands is getting excessive.

Exotic i]’!g‘l’fdlfrﬂ\ can be extremely useful for m()dn.'l".l!iﬂg the use of
magic. Ordinarily. wizards have little incentive not to use up all their
energy al every encounter; as long as the party has some time (o rest
afterwards. theyll be back up to scratch in no time. If there's only sa
much eve of newt to last until the next visit to town, however, wizirds
may start trying to use their magic to best effect, and to find alternate

ways to be useful in a pinch.

For some possible ingredients and their tvpical uses, see Magically

Recover Energy spell (p. 89) recovers
FP faster than no

Burning HP

You may also expend life energy to
pay the cost of a spell. Mark off some
or all of the cost against HP instead of
FP — the spell is actually harming vou!
You are at -1 on your spell roll per HP
used. This is instead of the usual shock
penalty for injury, and High Pain
Threshold has no effect.

Using HP to power spells is dan-

gerous, but it may be necessary if you
are badly fatigued and must cast
another spell. You mav “bum” HP
until you fall unconscious. Should a
failed HT roll indicate that vou have
died, you do not actually spend the
HP. Instead, vou fall unconscious

Treat HP lost this way just like any
other injury.

Magic RITUALS

To cast a spell, vou must usually
perform a ntual that invelves pestures
and speech. If you can't perform the
ritual, vou can't cast the spell! For
instance, if the ritual for a spell

PRINCIPLE

Magcic

requires vou to speak, you cannot cast
the spell if you are gagged or undera
spell of silence.

The higher your skill with a spell
the easier it is to cast. It takes less time,
requires less energy, and has less strin-
gent ritual requirements. See the list
below for details. In all cases i
refers to base skill, not effective skilk
The enly modifier that matters here 1s
the -5 for low mana, if applicable.

Skill 9 or less— Ritwal: You must have
both hands and both feet free for
elaborate ritual movements, and
vou must speak certain words of
power in a firm voice. Time
Doubled. Cosr: As listed.

Skill 10-14 - Rizual- You must speaka
few quiet words and make a ges
ture. Tinze: As listed. Cosz: As listed:

Skill 15-19 - Ritual: You must speak &
word or two or make a small ges
ture (a couple of fngers are
enough), but not necessarily both.
You are allowed 1o move one yard
per second while taking the

Concentrate maneuver. Tinue AS
listed. Cost: Reduced by |.
Skill 20-24 - Rirual: None' You simply
stare ino space as vou concentruie.




fime: Halved (round Fractions up
1oy the next second), Minimum cast-
ing time s still one second. Cosr.
Reduced by 2
Ml 25.29 - Ritual: None. Tome:
pivided by 4 {round wup). Cost:
Reduced by 3,
skill 30 or morc - As above, but for
every five levels of skill beyond skill
35 (that is, at levels 30, 35, 40, eic.),
halve casting time again (always
rounding up) and reduce energy
cost by one more paint

Certain spells alwavs require a spe-
cific ritual. Such requirements over-
ride the rules above. For instance,
hiah skill has no effect on the cost 10
cast Blocking spells (pp: 12-13) or the
sine 10 cast Missile spells (p. 12)

LIMITS ON
EFFECT

The effects of many spells vary
with the energy spent. For instance, a
healing spell might heal 1 HP per
energy point, or a combat spell might
inflict 1d damage per point.

If the spell description sets no
upper limit, then vou may spend as
miuich energy as vou can afford! The
more you spend, the greater the effect

If the spell specifies a finite range
ol effects and associated energy costs,
though, you camnor exceed the upper
limit without a high level of Magery
(see below)

I either tvpe of variable spell is cast
on the same subject more than once
only the spell with the most powerful
effects counts - multiple instances of a
gven spell do not “stack” or add in any
way. Spells that heal, damage, or oth-
enwise penmanently affect the subject
are an exception: you may cast such
spells repeatedly, healing or damaging
the subject by the full amount each
time,

Magery and FEffect

Talented mages may exceed the
usual limits for spells that allow a
binite number of “levels of effect” (dice
o damage, bonuses 1o skill, eic ). Th
upper limit is the higher of the
dard number of levels or the casters
Mageny leved

Example: Major He
sllows you o spend 1.2

Optional Rule: Alternate Magic Rituals
_ Here is an alternative way (o handle the rituals required for spells. It
gives wizards mare flexibility in the way they cast their spells, but demies
powerful wizards the ability to forget about ritual entirely,
By default, all spells require two-handed gestures, subtle foot motions
like dance steps, and a clearly spoken incantation. However. ariy wizard
may choose to omit parts of the riwal by accepting a penalty 1o skill

Omitting the fool movernents requires a -2 penalty. Gestures with only
one hand require a -2 penalty, while casting with no hand gestures at all
requires & -4 penalty. Softly spoken incantations demand 2 -2 penalty, and
no incantation requires a -4 penalty. g

If. on the other hand, a wizard has time to be especially precise with
his movemens and speaks the incantation loudly and articulately,
doubling the casting time, he gets +1 to his effective skill,

points to heal 2, 4, 6, or 8 HP. It has
four levels of effect. Magery 10 would
let you revise this limit to 10 levels of
effect - you could spend 1-10 energy
poinis to heal 2-20 HP!

If you can maintain a spell, the
energy cost to do so appears alangside
the cost to cast. When the spell reach-
es the end of its duration, vou may
continue the spell by paying its main-
tenance cost. If you do, the spell
endures for another interval equal to
d
requires no skill roll. Distance 1s not a
lactor.

Exa

notes

The GM is free not to use this rule
il he thinks it would be unbalanced. Of
course, if he puts a limit on the high-
est level of Magery available, this will
not be a problem!

DURATION OF
SPELLS AND
MA!NTAINI G another minute
SPELLS o ol

You may repeat this

long as you wish,

its duration. This takes no time

I tocast; | to o

a minute unless,

1id one

minute
point (o maintain it. If you |

YO Sp

Some spells produce an instanta-
neous effect when cast and then end
immediately. Other spells last for a
fixed "duration” (given for the particu-
lar spell, but most often one minute)
and then
mairtain them

supply the requ

CONSCIOUS

wear off — unless you tain a spell w

cannot “hand off” a spell 1o s

¢lse so he can maintain it for vou

Secret Spells e
It is rarely clear what spell a wizard is casting while he’s casting it -
especially if he knows it well enough to cast il silently! In general. ifa spell
has no obvious visible effect (unlike Fireball), it can be kept a secret This
can make magical battles much more interesting, when only the GM
knows exactly what spells are in efiéct and on whom.

Even if the spell is audible, observers may hme w make &
Thaumaology roll 1o recognize a spell they do not themselves know
Observers without Thaumatology are completely out of luck!
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Many tvpes of magic exist. Spells
fall into “colleges” according to their
subject matter, and “classes” according
o the way they work.

COLLEGES OF
MagIc

Spells related by subject matter -
eg, fire, healing, or mind confrol -
belonz 1o the same college. The basic
sgdbhnf a college are prerequisites for
the more advanced ones. Some spells
fall into more than one college. For
mnstance, Earth 1o Air {p. 25} is both an
Earth and an Air spell. This is only
important when counting prerequisites.

Most wizards specialize in only a
few colleges. This is the most efficient
way (o learn advanced magic.
However, you may leamn spells from as
many colleges as vou wish.

SPELL CLASSES

Each spell falls into one or more
glasses that define how it works in
play. These classes are not mutually
exclusive, except as explicitly noted in
the rules below

Regular Spells

Most spells fall into this class. A
Regular spell affects only one sub;
Its energy cost assumes a human-sized
subject - that is, one with Size modifier
0. Fora subject with a positive SM, mul-
tiply cost by 1 + SM: x2 ene
#1, 23 for SM +2, x4 for SM +
on. There 1s no cost reduction for a sub-
ject with 2 negative SM. A few Regular
spells have special cost schemes that
override these rules.

Regular spells work best if vou can
touch or see the subject. You do not
have 10 see through vour own eves; any
spell that lets vou see by magical means
will do .

U you cannot touch the subject
apply » skill penslty equal 1w vour dis-
$ance in yards from the subject; e.g., -5

a five yards. Figure disance at the
mament you roll the dice for the spell

I you camnant touch or see the sub-
i, these s a further -5 penalty. There
WP Two ways 1o direct such o speli

DIFFERENT KINDS OoF MAGIC

® Name a rtarget location. For
instance, if you specify “One vard
bevond the other side of this door”
youll get whoever is standing on the
other side of the door. 1f there is nobody
there, you wasted the spell.

® Name a subject; e.g., “The closest
persan in the next room,” or, “George,
wha 1 know is around here some-
where.” The GM determines the actual
range to the subject. This is risky! If the
subject is farther away than vou think -
or simply absent — you are in
failure or even critical failure!

No physical barmier affects a
Regular spell. Unless it backfires, the
spell never hits the wrong target.

Area Spells

These spells affect an area instead of
an indwidual. They are cast on a sur-
face - Aoor, pround, etc. — and their
effects extend four vards (12 feet) up
from that surface. A few Area spells
work differently; see the individual spell
descriptions for details.

The area’s size governs the energy
cost, but not the difficulty of the roll
The cost listed for an Area spell is
always its “hase cost.” The a
cast the spell is equal to its base cost
multiplied by the radius of the area of
effect in yards (minimum one vard):
base cost x| for a one-vard radius, x2
for a two-yard radius, =3 for a three-
vard radius, and so on

Area spells with a fractional base

tual cost 1o

cost, such as 172 or 1/10, cost 2 mini-
mum of one er

gy point. A few Area
spells specify a minimum cost, which
vou must always pay, even if it is larger
than the base cost multiplied by the
desired radius

If an Area spell affects living beings,
it affe avone i the area of effect
You may choose to affect only a pant of
the area, instead of the whole circle, but
Vou may

the cost is still the same —ie.,
create an area of effect with “hales™ in
it, but must stll spend energy as if you
had filled the entire radius of the spell

If vou cannot touch any part of the
affected area, apply a skill penzlty egual
to your distance in yards from the
nearest edge of the area

Otherwise, Area spells work like
Regular spelis

Melee Spells
Melee spells “charge” vour hand or
magic staff (see box) with harmful ener-
gies that affect the first target you
strike. These spells require nvo skill
rolls: a roll against spell skill to cast the
spell, and a normal melee attack roll 1o
hit the target with your hand or staff.
To cast a Melee spell, concentrate
for the required time, roll against spell
skill at the end of the final turn of con-
centration, and pay the energy cost. No
distance modifier applies because you
are casting the spell on yourself! On a
success, you energize your hand or staff
with the spells magic. On vour next
turn, you must either hold your spell os
attack with it
1f you hold your spell, your hand or
staff remains “charged.” This costs no
energy and requires no skill roll. You
cannol cast another spell while holding
a Melee spell. You can take any other
combat maneuver (but an attack with
the energized hand or staff discharge
the spell). A parry with the hand or
does not discharge S
attack in combat is a
A Melee spell held on a staff p

for as long as vou wield the staff. If vo
fi for

lose hold of your staff,
instant, the spell drains a

vay harm
ly. If someone grabs your staff, and 1
are bath holding it on your tus
attempt to wrench it free counts a
attack, and your opponent instas
suffers the spell’s effects!
To attack, roll a t DX

unarmed combat
hand, or the approp:
skill to hit with a staff

dard melee

attack
attempl any active di
ceeds, your spell is no
may try again next tm Ifhe
melee attack does its usual dar
vour spell affects him immediately
Armor protects normally

]'\-L‘"\ not at all

same Melee
others. If the spell is one that
neither an unarmed
(even with an armored limb) nor &
block can protect the L
spell. Even if such a defens
the melee attack, the spell arcs
through the targets armor or shick

and affects him

Armor

¢ from he

wards off




1 you know a spell at skill 15 or higher and have a
group of willing assistants, you may opt to cast the spell
by leading vour assistants in an elaborate ritual that
miaximizes the spells power. Such “ceremonial magic®
is time-consuming, but lets you cast more powerful
spells than you could cast on your own.

When you work ceremonial magic, multiply casting
time by /(. Energy cost does not change, but vour assis.
tants can supplement your energy input as follows:

Eacl: mage who knows the spell at level 15+: as much
energy as he wishes to contribute,

Each nonmage who knows the spell at level 15+ up to
3 ponnits,

Ea age who knows the spell at level 14 or lower- up
to 3 points,

Each unskilled spectator who supports the casting (by
chanting, holding candles, etc.): 1 point, to a maximum
of 100 points from all spectators.

Each spectator who opposes the casting: -5 points, to
a maximum penalty of -100 points from all spectators!

The sum of the energy from all sources represents
the total energy available. If this exceeds the cost to cast
the spell, you receive a skill bonus: +1 for 20% exira
energy, +2 for 40%, +3 lor 60%, +4 for 100%, and
another +1 per additional 100% of the required energy

Some Melee spells are Resisted
(pp. 13-14). These spells require a sec-
ond roll against spell skill, when the
spell actually takes effect, to overcome

the target's resistance

Missile Spells

This class of spells encompasses vour Maw

On vour mext turn, you have three
|\|?l|.m~ \\]ih vour missile: make a
ranged attack with it, hold it, or gt
it. If you opt to enla
you must concentrate
and. At the end of vour turn, you may

mvest more enerzy in the spe

Notes on Ceremonial Magic

® You imust have assistants 1o perform ceren

magic.

® High skill does not reduce casting time, energy
cost, or the ritual actions requinred.

® A group aids concentration. If you are dis
during the ritual, roll ar Will as opposed 10
avoid distraction

® Ceremonial magic is hard to coordinate. A
16 is always a failure, and a roll of 17-18 is always a ol
ical failure — even if effective skill is 16+.

® Once the spell is cast, the participants can o
ue to provide energy to maintain the spell. The co
sition of the group may change, as long as the rit
continues uninterrupted. Thus, ceremonial magic lets
vou maintain a spell indefinitely

® Ceremonial magic mayv not be assisted with
Wishes, Luck, or Bless spells. In general. magic cannot
affect or predict the outcome of a ceremonial rituall

® A spectator must support the ceremony of his own
. A 1d-controlled subject cannot focus
sufficient will to contribute energy

There is one drawback: if you are
injured while vou have 3 missile i
hand,” vou must make a Will roll. If yoo
fail, the missile immediately affects yous

When vou are ready to attck, mll
against vour Innate Attack skill o hit
This is a standard ranged aftack, sub
iect to the usual modifiers for ot 4
size, speed, and range. Once kund
the missile flies in a straight line 1o the
target. Physical barriers affect it just &8

re your missile

- another sec-

- any-
points equal to
This does not

a-dist g 2 iectile M b i 1
long _d,s...nu projectile” « r bolt require a skill roll
atticks, such as Fireball (p. 74) and The turmn after that. vou have the
¥ y Ja) ssile sfls | ,
Lightning (p. 196). Missile spell same options: attack. hold, or enlarge

require rwo skill rolls: a moll against
spell skill 1o cast the spell, and a roll
against Innate Attack skill (p. B201) to
hit the target

To cast a Missile spell, vou must con-
centrate for one second: At the end ol
vour tum, roll against vour skill with
the spell. There is mo modifier for dis-
fance - you are creating a magical mis-
sile in your hand. On a success, vou
may invest one of more r\‘ll““ of ener-
gv in the spell, 10 a maximum of a3 num-
ber of encrgy points equal w0 your
Magery level. The misule then appears
in your hand, “charged” 1o the desired
level

On your fourth turn, vou may only
attack or hold. You cannot spend more
than three seconds building up a
Missile spell.

Once vou stop enlarzing a Missile
spell, you may “hold” it in hand, ready
1o attack. You do not have to launch the
missile until vou want t, While holding
a Missile spell, vou may move up 0
vour full Move, take a Wait or Aim
maneuver or even attack using the
hand that jsnt “hobding” the missile.
You may defend normalle However,
o canmot cast another spell.

they would affect any missile wespom.
Your target may Block or dodge: but
cannot parry (Parry Missile Weapons
<kill may work on some Missile spedls.
ar the GM's discretion). I he fads. the
spell affects him. The \:mg_rrf:“ :: 1!!!
fect de s on the energy 1
iﬁ::: \nﬁipﬂm inflict 1d of domage
per paint of enerEx Damage Resistanc®
- namral or frem anor - profects nar
mally against damaging Missike spelis.

Blocking Spells
A Blocking spell is cast ool as
2 defense agninst ather a phyvaical

attack or another spell. It i the




On a evitical fBailure, the GM fes to
vour!

ancless of the outcom
Vo st alwavs pay the tull ener

gy cost for the spell - vou have no

radivs i @ contral hex
y wdiacent hexes.

of effect of a
spell cast over a three-
vard radins is a central
mwo-vand area of effect
plus the ring of hexes
adiacent 1o rhat. And so
on, building up larger
areas by  annexing

way to know il it succoeded o
mn

Information spells generally
allow only one attempt per day by
each  caster  (or ceremonial
group). "Seek” spells are an
exception to this

Except  where  specifically
noted, Information spells have no
duration. They grant a momen-
tary glimpse of insight and end
immediately; therefore, vou can
nol maintain them

Resisted Spells

sucvessive rings of hexes.

1 Imay casi

T, 1K

i wou try

mismupts W

tion. You lose any spell v

exactly as if you

roll o resist a dist
you are holding (not casting) a Melee
spell, it is unaffected. If vou are hold-
g a Missile spell. vou cannot enlarge
it further but may retain it for late

Blocking spells do »
cost reduction for high skall

Information Spells
Information spells are cast to
knowdedge. Some require vou 1o 1
the subiect, while others function at a
u.!.:st.mcc see Long-Dis
{ba) for range penalties. Spells intend-
ed 16 find things are a1 -1 per “known”
ftem you choose to ignore in vour
search; it takes some concentrati
byvpass your cameen when casti
Water in the desert. Most In
spedis have additional spocial modifiers
%0 read the spell description carefully
When you cast an Information spell
B G rolls for yous an secvee, 1 the spell
succonds, the GM gives yous the desinad
iformation - the beticr the mll. the

better the infor

the GM will sav. “You sense noil

Aspell of any type can also be

Resisted.” A spell like this works
automatically only on a critical
success. On a regular success, vour

spell must defeat the subject’s
resistance to work.

ion. 1If the spell fails,

Magic Staffs

A "magic stall” is any wand or staff imbued with the power to exter
vour reach for the purpose of casting spells (see Staff, p. 70). It gives
main benefits

® Touching a subject with your staff lets yvou cast spells on that
at no distance penalty. This is usetul in situations where vou must ¢
spell on a subject you cannot touch with your hand (e.g., a he
on someone trapped under mubble), This also allows a wizard o 1ar
Powerstone set into his staff.

® Paointing with a staff reduces the range to a distant subject by the
length of the staff. This is valuable for Regular spells, as a one-vard wand
shaves -1 off distance penalties. while a two-vard quarterstaff eliminates
-2! You can point as part of the nitual to cast a spell. Tell the GM w
pointing at the subject when you start concentrating. (This mig
an unwilling subject!)

® A staff can camy Melee spelts. This gives them more reach, let
you strike and parry without putting vour hand in harm’s way

A magic stalf can be any length up to two vards. A wand is Reach C
too light to do damage, and uses Knife or Main-Gauche skill. A long wand
or short staff is Reach 1, functions as a baton in combat, and uses
Shortsword or Smallsword skill. A full-length staff is Reach 2, counts as
a quarterstaff in combat, and uses Staff or Tiwo-Handed Sword skill. In
most pame worlds, a suitable ordinary item can be enchanted as 2 magic
staff for 330, but it must be made from once-living materials (wood.
bone, ivory; coral. e1c.)

In some settings, magic staffs are more than mere aids, but the fun-
damental 100l of magecraft! In these worlds ges buy some or all of
their Magery with g;)u‘ig:l limitations (p. B116) - usually Breakable or Can

olen. A mage who loses his staff may be nearly crippled




Dissipating Held Melee and Missile Spells
You will so d aheld M or Missile
Iy, without takin

Spells

are wsad 0

INVENTING NEW SPE

ve GMs ma
characteristic; W0

buys 2 point of 38

obStruc

passsed across or throneh — walls. DS
and so on Three points of el

PRINCIPLES OF MAcGIC




i St is-a roll against
enables a subject to iemore a cerfain The process begins when the The Prototype moll is a rull agains

tspeof obstruction and pass through it researcher describes the spell hF’ wish- th. new sf‘eﬂi iL"',e“i Lﬂ‘:l;:r;‘?:?\]ﬂ:
frecly. Four points of energy rendersa es 10 develop. The GM then writes the :tlmI can be o I _JL_!, '
-t immune 1o a cerain npe of spell up in the standard format, includ- similar to enchantment). 1he
glb'“; : ing class, college, energy cost, cast Prototype bonuses for qui d assis-
huz:[}“;»;;,;g\ and  Disadvaniages: tir _dul:uwn. and prerequisites. He tanis .s;"rl]\.. thou '7 the -"-‘ :“’"li‘
Spells that grant a subject an advantage may decide z!m:.:_n i Al has magic lties for 'Nhun;n, 'l\.ulu:w-‘
.r{dl!\ani\'-lﬂ'[.'l-;!f cost one point-of ener- prerequisites, which must be learned -»Hw} them. Apply ':u:!\ _m--;»ﬁ'ﬂ‘ It 'I
av for every three CP of the advantage or invented before research on the 111.‘: Conce; age that apply. A :mm..-
:l'dmd\‘-lﬂl-“_n’k'- intended spell can even bi failure on the Prototype roll is like any
Information: Mast informational The Concept roll is made --lhwrﬂ‘ut 'xl_lal]tlli'f a spell; 1 e
spells cost about two points of energy; Thaumatology, instead of a Com the Critical Spell Fa:i_nrc table (p. 7).
spells that reveal secrets cost four  modifier; subiract the prerequisite Each attemnpt takes a full day.
paints of energy or mote. count for the new spell (p. 6). Apply a-3 A successful Prototype spell may
Special Ef Spells that have nei- penalty for anv spell in a college bugs, but they are rarely tested. A
ther a sienificant effect on game which the researcher kno n:
mechanics por a lof sting effect Applv a -3 penalty !
N‘ should cost one point of encTEy. Once the C

°d a

Missile spells have a default Max
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1 or may be esoteric mysteries
knpwen only to @ handful of NPCs or
only in a hidden book of
. The latter can lead 10
2 new quests; beside the per-
sat sonal advantages of discovering new
spells, powerful wizards back in cwi-
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D&S[gﬂ"!g Wizard Characters
Mast wizards are designed with high 10 and some level of Magery.
Fatigue Points are also essential; some wizards buy hish HT, while some
simply buy FP directly. Fatigue Points may be bought with the limitation
“Usable only for spellcasting,” worth -10%

Theere are also several useful advantages for wizards that may not be
immediately obvicus. Compartmenialized Mind, if available, allows a
wizand to concentrate on multiple spells at once, which can be incredibly
valuable. A wizard with Doesn't Sleep can potentially maintain a spell
indefinitely. Mana Enhancer has obvious advantases for wizards in low-
and normal-mana worlds (though it can be positively dangerous in high-
mana worlds). Visualization is extremely useful for enchanters, or any
wizand performing ceremonial magic; the ritual nature of these spells
lends itself to visualization. A wizard with Visualization and a high 1Q has
a powerful advaniage with ceremonial magic.

In most settines, wizards also acquire skills that represent the breadth
of their occult learming. This virtually always includes Thaumatology, but
wizards may also want to learn such skills as Alchemy, Esoteric Medicine
Hidden Lore, Mental Strenoth, and Ocoultism.

“"  PLAYER-CREATED
SPELLS

uher

Encs 1n

¥ 1o tesearch
Als. Onlvan

&an

Inventions rules on
Al The
T T3 ~PL'“:-
is Thaumatology (p. B225). Most spells
have TL mc
Al spells m:
ve Complexity

“product” for
production s
Sevelopment of spells.
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Neville  Hawthorn Free and
o) Thaumaturge, glared at the
eiling of h 1
Is thi VOLL CX] d {
itk wr patent v, Tubbs
S ¥ 1 il

a lumpy ma

His roomimiale thed i Lh
next col, “1 didn't think it would b
Casy tarting out, But [ expe

ed 1o in

esting

Hawihor f
kn A sil 5
Suclcler a upright. "Lets

Fimd ot

What!

Lets po independent
I dont like this
job any more than vou do, but we're
nowhere near the Old Mans level. W

won't be that skilled Gor years

“Are vou insane

"We don't have 1o be. Look, wene

Nl We know our jobs, we

academy

11 be rough Tor

arvows on the sicle

while, but of least we'll be working oy
ourselves,”

Tubibs stared ot him tor o lew
s "Well need money.”

N

hen from: pow on, we put «

15
guilder aside ot of every week’s pay
By this time next yvear, we'll be on our
own, Then you'll see what an

enchanter can really do

Enchantment spells allow wizands
1o imbue objects with magic powers
Some magic items permit the user (o
cast spells that he does not know; oth
ers have a spell-like elfect placed upon

CHAPTER TwWO

MAagGIc ITEMS

them permanently: still others do vai
ious kinds of strange and wonderful
things

Most magic

anvone, but a fes may only be used hy

items are usable by

a mage. The power « C ilem

endures until it is removed magically

| 1 breaks

ar until the physica

wears out, at which point the magic

dissolves permanently

ENCHANTING

‘Enchanting” is the process of
cvating a4 magic item using spells
from  the

Enchantment  college
Enchantments must be performed
Ceremonial Mag
Unlike most Ceremonial spells, how-
even, enchantments can be performed
alone (though most enchamters take

using c (po 12)

advantage of the benelits of assis
tants). Lone enchanters canne

lor using extra ener

nin a

ntments, the ¢

any assistants must know both
I

bemng put on t

wchant spell and the speci

nem at an ¢
skill of 15 or better. Unski

{ors cannot contribute energy (o an

enc

and energy. A particular enchantme
might also require a specific item O

material (e ), or the expe

SENCTIC m

supplics




of a Magic Ttem
P‘"tﬁ f jigm has o “P
ation. An

fach magsc
ot Hpon o1

whi!
Prrws

with ¢

f

When wizards be
in their wordd. they will 1
feels that a particular item is 1w

s rrci apply whi
s Power: Since ¢

an e

Many items

n 10 makir

the item. the searcl

n each st oW
Whenever i wiould be imipe
the skill leve s spell

1 mag
iem, use the 1ems
the iter

S enle
An item's Power must be 15 o

I a warkshap similar 16 the |
mione for the frem 1o work. Apply a ) Sh0j ili r

z requived for enchantrer
tempatary -3 (0 Power in a low-mana

vith less than

1 Hem

areq; s

Power 20 will ot work at all in s low
mana zone. No magic item works in a A lone ca I
Ao-Mang regon v pnovid by his FP. HF
P ; Bu
- 1 b H¥
Success Rolls for R - : '
Enchanting i batres Uas :
The GM makes all molls 10 encham Powerste Thi at-1t
magie Items, As with other ceremon skill Tor each assistant; then th
ic, o rall of 16 fails automatically number of assistants allowed is 1
roll of 17-18 1s a critical failure number that would redu he caster
On @ success, the ilem is enchani effective skill 1o 15. With more assis
ol On @ critical success, increase Lhe tants, the enchantmem won't work
Power of the item by 2d - and il the sl th
o8 rofl was 3 na 3. the item 11
i have fon
GMs <
™ If apvane but the ca wl

assistants is within 10 vards, the spell

i
d 1o enchant the item is at a further -1
bl
: A cntical failure alws On o failure, the enchantment per
oW b :
: the item and all materiz verts in some way, It might acquire
e

unpleasant side effects (see the
Random Side Effects Table, p. B4TY),
hecome an entirely different spell, or
Ise the GM likes. The caster

won't know his spell went wrong

Quick and Dirty
Enchantment
This method (ore

anything e

; unless he uses Analvze Magic or tries
per 100 the item

red (roind v
nd ol

Latl, all the encrey is

3 the GM rulls the dice

al the

Sty

Controlling PC
ment

Enchap

campaign, rany spproaches can mak

GM could chan
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Slow and Sure
Enchantment

Use this method when the
er wants 1o be sure it's done

mage-day”™ per

enchy

right, It takes one
point of energy required. A mage-dav
represents o full eight-hour workday
for one mage. For instance, an item
that requires 100 energy points woltld
take one mage 100 days, two mages 50

days, and so on. A mage may work on

anly one enchantment at a time; he
may not “work two shifts,” either on
the same or dillerent items

All

ent every dav. If a

of the caster’s assistants must be

lavs work 1s

Lpped o mtermug

it takes

o make 1 up. Loss of a ma
wls the project
Make the success roll at the end of
last day. There is no FP or HP cost
1o the enchanters = they invested the
gy gradually  as the  spell
1

failure, the enchantment

The time was wasted, and

1als used in the spell are lost

Slow and Sure method counts as on

the-job  training (p

s

enchanter must split these

between the Enchant spell and what
)

ever spell is being ited o an

wIe

iem

MULTIPLY

ENCHANTED

ITEM
\h AT My Carry any HUIT'I“." ol

e

spells; cach one regquires a sepm

enchantment, The presence of a spell
an an e does not affeet further
enchantments, Evceprione: The Bane
spell (p. 02) Himils ancitems use, but
mukes it easier o enchant it furthe
Placing muluple spells on a single

iem has advantages and disadvan
fages. A multiply enchanted ttem is
easy o carry and use; dedicated
Powerstones (p. 69 can be used by all
the spells in the item. On the other
Banl, that single fem is yulnerable. U
it breaks, alf the enchantments are lost

and & eritical failuve while addu

ENCHANTMENTS
Witnout ITEMS

Some spells have “item” options
that do not create an item. Tepically

this entadls ma perm

£ ine ‘\P
nent with the expenditare of substan-
tially more energy - usually 10 or 100

times the usual casting cost. Generally

ls with this optic ke an area or

SR

person as their subject @ thus can

mio an i

not ¢ enck

ey

tue enchaniment, and can onby be

heless, the lring effect is a

removed with Remove Enchantment

ENCHANTMENTS
WITHOUT SPELLS

cal items are not @

. Alchemists ¢
objects with

vical amu

ed by e

ate a variety of endun

magical powey
and talismans, homunculi, and t

philosoply
pp. 220-221 for detik). O

(see G

wneotsly

items become magical spon

IR FONSS SO

C ems v

pend
work on
untamilianty penalty

Interruptions _
1f a mage s intermupted while enchanting using the Slow and Sure

methixl, note the following

® He will be hatigued. Assume he will be missing 1d FR
® He must keep concentrating on his enchantment: thereloe, amy
other spell use dsa-3, (1 he stops concentrating, he losss the day’s wark.)

A wizand who 5 bothered while

enchantment is at

»dhisadvantage!

¢ actively working on his




Magic items follow the rules for the
spellfs) they contain. Many give the
user the power to cast the spell - per-
haps only on himself, possibly on any
subject. Some are usable only by
mages; that is, they only work fior
users who possess Magery. If an item
has any “mage only” effects on it, only
a mage may use the item’s powers.

A spells description will explain if
it can be placed into a magic item
Unless specified otherwise:

® There is no ritual The user just
wills the item to work.

® Casting time is as described for the
spell. High Power doesn't affect this.

® Energy cost is same as for a
nomial casting of the spell. High Power
does not affect this (but the Power
spell does —see p. 57}

® Derermiine success nonmally. Use
the item’s Power as the caster's base
skill and apply all the usual modifiers
for the kind of spell being cast. Power
is at -3 in low-mana areas. A Resisted
spell allows a normal resistance roll;
use the item’s modified Power as the
caster’ skill in the Quick Contest.

.()’l J\ e persan al @ Hme can Lsé
. IF two people attempt to use
it oni\ the first to touch it can use it
If one can’t use it - for instance, the
item is usable only by mages and he
lacks Magery - his touch doesn't
count

® All other effects are as u
that spell

Identifving Magical
Items

The new owner of a magic item
may not immediately leam its powers.
“Always on” items (see below) or items
with Link spells are the easiest 1o fig-
ure out. Other items will not work until
they are willed to do so, and the user
must will the comect effect. Thinking
“Dosomething!” at a magical item will
nol activate it

Some effecis (increased artributes,
for example) are obvious once the
item is activated. Others (water
breathing, skill augmentation) will not
be apparent until a situation occurs
where they can take effect. In these
cases, the GM should oy not 1 drop

UsING MAgIc ITEMS

wo many hints aboui the item’s
nature.
The Analyze Magic spell (p. 102)

reveals any enchantments on an item.

“Always On" Iiems

Certain magic items are “always
on.” For the item to work, the user
must wear or camy it in the usual
manner (a ring on a finger, a sword in
a hand, and so on). These items dont
let the wearer cast the spell - they
automatically cast the spell on
wearer al no encrgy COSL.

If an amow or dart is enchanted
with hostile magic, it may be carried
without harm; in this case, only a per-
son stuck with the projectile qualified
as “wearing” it. The effects continue
until the item is removed by a suc-
cessful Physician or First Aid roll
(requires ope minute) or is ripped out

fE

Controlling

{doing the same damage that it did
going in)

For all “always on” items, unless
specified otherwise:
® Ritual casting time, and enerzy

cost are all irrelevant. The item does not
let the wearer cast the spell it puts the
spell on him, at no cost, as soon as he
wears or wields the item. An “always
on” item can be designed to phase in
its effects over a few minutes, so that
the source of the effect is not obvious;
this does not affect cost or difficulty
and is often used on hostle items
intended as u:u'h-

as the item
aried.

o Al other effects are as usual for
thar spell. 1t the wearer desires (as in
the case of an item with a bad effect),
he may make a resistance roll against
the item if the \[!t'“ n guestion can
normally be Resisted

Magic Items

Plentifidl magic items are not appropriate o every campign, and GMs
may wish to limit the number of magic items in circulation. The simplest
way to do this is to restrict Quick and Dirty Enchantment - either pro-

hibiting it outright, or changing
enchanting per 100 energy points.

dav of

its parameters to require a

rather than an hour. This makes minor

magic items much more tedious and costly to produce

Alternately, the GM can institute

setting elements 1o restrain the avail-

abilitv of magic items; such as the following:

Disorganizaziozn: Enchantment on any large scale typically requires
ample assistance. If enchanters are rare, or if wizards don't ofien get
along; the resources may rarely come together for an enchantment.

Fragility: Enchantment confers no

articular durability 1o an item,

and owners of magic items ofien insist on bringing them into dangerous

situations. Since a magic item loses its power when du

od, breakage

inevitably reduces the quantity of magic items in circulation

Limniting spells: Many magic items have lim

spells cast upon them,

and do not work for anvone but their intended user.

Harassment:

Its not hard to disrupt an

enchantment. A Slow and Sure Enchantment
can be disrupted easily by organizing a dis-
traction. Delaving one member can throw

offa

circle of Quick and Dirty enchanters.

If enchanters’ rivals and enemies are in the
Imb]t III lr_\mg 1w dl‘sl‘lpl \'r\l:h.l[“]'lh'nl,\
dealing with these disruptions drives the
cost of magic items up and the supplv down




sical

Eden Phillpots

I'he cash price of magic items is up
to the GM. For a tvpical TL3 fantasy
setting with plentiful wizardry and

shops full of magic items, it should be
possible to commission a magic ilem
for about 333 per energy pomnt. For
instance, a sword with Accuracy 42, a
1,000-eneryy item, would cost $33,000

over and above the cost of the sword
and any materials required for the
enchantment

A typic
mcripp

S(¥

The cost ol an
of capacity P an

Powerstone Costs

The Powerstone is an essential tool for 8 wizard. Even a mana source
with only a few points’ capacity can extend his magical efficacy

immensely. As such. they are hotly soug
| Powerstone for sale is quirk-free. Powerstones with a single
12 quirk are usually marked down about 10%:; Powerstones
with multiple quirks or a single crippling ane are marked down ai least

The following assumptions are incorporated into the table below.

bject suitable to be enchanted into a
encrgv-clfective manner s equal to:

i alter

gs of the Powerstone spell ca

BuyiING MAgIc ITEMS

This price, however, assumes that
enchanters are using the reliable Slow
and Sure method; low-energy-cost
items could be mass-produced using
the Quick and Dirty method. A talent-
ed enchanter with skill 20 and five
stants could pour 60 energy into
an ' item easily, without the vse of
Powerstones or HP. The exact break-
point is up to the GM, but the avail-
ability of Quick and Diny
Enchantment is sure to drop the price
of minor magic items drastically.
efore, at the GM's discretion,

itemn that a typical
or circle of enchanters
with Quick and Dirty
(80 =

s O

IS & reason-
ilv §1 per energy
an Accurcy +1 amow
ic staff would




T wsrdds where magic i unknawn
ar secrot, Magic 1ems fwve o fair
market value Each item is a one-ol-a-
Kind wreasure, and the seller ca fien
name his own price!

Second-Hand
Enchantments
in any world - especially one where
rnagic is plentiful - $33 per point isa lot
1o pay for a magic ilem Forunately
most peaple dont have 1o, In a world
where lots of people have magic items,
Juts of people have magic items that
they dont want anymore. Buying them
is wsually cheaper than paying an
enchanter to make something new
Several sources provide good sec
ond-hand magic ftems. 1n some set
l‘mu,\, the vast majority of magic items
are commissioned by nobles with
more money than sense = or laste
Some of these foibles become family
heirlooms, but most wind up gather
ing dust in some closet until the fami
Iy Ealls on hard times and nonessential
trinkets mist be sold off. Worse, some
items go out of style. Toa typical scion
of privilege, a sword with one of those
tacky baskei hilis from when his
[ather was young is worthless, Quick-
Draw enchantment notwithstanding
For this and ather reasons, cast-offs
from nobles lorm the lions share of
the secand-hand market
Another importanl source
enchantments is the adventuring party

used

Exploring lost cities, defeating vil
necromancers, clearing infested du
geoms - whatever adventurers do, they
tend 1o run across some magic iem of
another: They can't possibly use them
all: they sell them for maney 1o fund
the next expedition

Most used magic
through the hands of enchantment
brokers, often failed enchanters wha
make it as working

Hems pass

couldn’t
enchanters but still hay
quulity. They alfer ma
count of up to 409, dropping f

an eve lon

items at a dis-

rices 10
Brokers
don't usually handle items that can be
enchanted with Quick and Dirty
Enchantment; the margin of profit is

abaut 320 per encrgy point

106 narrow
The downside to buving
hand is that vou cani al

secand

by

exactly what you want. Some enchant
ments are not available used; if the
broker doesn’t have a wand of Stench
vou're omt of luck. You may only b
able wo lind the enchantment you want
in an inconvenient form = perhaps the
unlashionable sword mentioned
belore, or mavbe the brokers Purify
Water itemi is the size of a hula hoop.
Sometimes the only item that does
what vou want has another spell on ot
or an irksome Limiting Enchantment

The GM is not encouraged 1o go over-
harassing the pls
ndiculous items, bul sometimes vou

board

get what vou pay for when you buy
cut-rate

SELLING MAGIC
ITEMS

Sornetimes the PCs arc on the other
side of the transaction. When they are
trving 1o realize a profit on items
found vn adventures, an enchantr
broker is likely their only b
Brokers usually try 1o buy at doubl
the discount from the new price - so
an item that they might sell for 306

off. they try 1o buy for 60fe off. PCs can

try to sell directly, but it may be hard 1o
find an interesting buyer. Even if they

hi wani

can locate someone who 1
the item in guestion, they have (o
the brokers

.J-JII‘H‘I-_ on ||Ii| ¢ Wi
and they lack whatever reputation the
brokers have to rely on

If a PC is trying to sell items that fe
has enchanted, however, things an
slightly different. Brokers b !
items, and sometimes can be persuad

WREw

ed 1o pay a higher rate than they oth-

erwise might; the assurance ol an

item’s enchanter is worth more than
that of some scruffy adventurer who
dug it aut of a crypt. If the PC has any
connections (perhaps through the
Guild})

enchanter may be v

Some

ew minor ilems as

Hem an consignment

enchaniers carry a
examples of crafismanship and
impulse buys; lor a 1080 cut, they may
agree to sell a PCs magic item. The PC
enchanter will get paid when the item

sells, not befare

EconoMics AND ENCHANTMENT

As mentioned above, magic items
bought new in a TL3 abundant-magic
setting should cost $1/energy poini up
w0 ahout 60 paints, and $33/point
above 60 points, These figures were
nat arrived at arbitrarily; instead, they
lollow from the structure of the
enchantment system and certain
assumptions about the role and
Cupacity of a l_\'plL.|| enchanter

Naturally, those  assumptions
mightt not apply in all settings, Thus,
this section explains how to 1ake dif
ferent assumptions about the role of
magic in a panticular world and arvive
 price points that are more appro
priate for that world than the delault

The Business of

Enchantment

Maost enchantments are performed
using ceremonial circles. A lane
enchanter takes a long time to do any-
thing  with  Slow and  Sure
Enchantment, and lacks the energy
reserves o accomplish much with
Quick and Dirty Enchantient

Thus, énchanting lends itsell 1o
two tiers ol enchanters — master
enchanters, highly skilled and able o
lead large circles, and journeyman
enchanters, who participate in a circle
but aren't skilled enough to lead it To
determing the price of magic items,
we need 10 know three Il:mua-. the

average salary for a master enchanter

+ salarv for a journeyman
enchanter, and the average size of an
enchanting circle. While other param.
eters matter, those three are critical
For our hypothetical abundant-
magic setting, we posit that a jourmey-
man enchanter makes an Average
salary, while a master enchanter
a  Comlonable  salary
(pp. B516-517), Thus, monthly pay for
a Journeyman enchanter s £700
while monthly pay for & master is
$1.400. At the same time, we posit that

the average master enchanter has
Enchant-20, and can therefore lead a

circle with up (0 5 assistants




Slow and Sure

Enchantment

In Slow and Sure Enchantment
each enchanter contributes ane poim
of energy per day, no matter how large
thie fem or the civele. Thus, the cost ol
b opoint of energy 18 equal o an
enchanters dadly pay

We assume an Average salary for
all Slow aind Sure enchanters; there is

o real advantage o having o master

an hand for these projeats, und they
cont more. Thus, most Slow and Sure

jeets are done by groups of two or

PORTIEVINIn « nchanters

Assuming o live-day  waorkweek

1y enchanters pul in an avernge of

orkdoys per month. So the cost

{ int should be egual 10 $700
divided by 22

However, enchanters also have 1o

e respansibility for the possibil

Wy ol fathare, Fled enchantmernts ae

rare; sinee enchintments must be cost

ab skl 15 or higher, they suceeed m

TR of the tme. However, th

[ replacing that 5% of Indled

§ I b Digured into the daily

I thie Tl Inbor cost per poinl

il 10 $700 (manthly pay) divided

moniy) divided by

| ul success), or aboul

Quick and Dirty
Enchantment

el Dirty Enchantment s

where master enchanters come Into
thelr own; their skill determines how
many  enchanters may join o cirely

many poinis i
we avalluble for any giy

We begin by a
enichaniter

ety chrele

o s

uming that even
v Quick and
contributes 10 energy 1o

working in
the enchantment, (Obviously, somi
enchianters will be able o conteib
more or less, bul 10 5 & ressonabl;
average) Poweistones sre essentilly
eelevant; o professlonal Quick and
Dty enchanton, os

we Wil sew, pei
Fowvon severad enchintimens cach day
aned teying 1o use Powsistones s ool a
We alno

whichanier

gkl veturm on investiment
weatine that the average
knows Recover Energy at 15

Sa, Quile
I‘|1'n"- |>1.n-
enchanting and SO mlsie recovering

K and Dirty Enchantinent

in eveles of one Do

othenwise,

de not list duration

Base vost, this is the cost

instananeous ellects

PELTETTIETLS,

10 FP. An ik workday there
fome vields ul 44 oveles (some dovs
the enchanters stav late, others they
pack 0 T early)

Phe namber of enchanters inoa e
Cle depends on the mi s Enchant

kill; sinee every member of the circle
ubtiaets | from his skill, and his
elfective skill must cematn 15 o \n:.'h

vy the nomber of enchanters beside
himself ts eaual to- s Enchant skill
minus 15

Therelore, our stancard cir

le size i six = the moster plus Hve
wslstants (Enchunt-20 minus 15)

tundard clrele can mw

termines th enl e i

¢ with Quick
il Dirny Enchantment; 60 poings, at
I enchunters and 10 points per
enchanter 1 also determines (he eir
cled total energy output per doy: six
enchinnters times 10 ey per eyl
tives 4 cyeles per day in 264 energy
per diy

T Hgure the total laboy cost lor u
day's work, we wele the manthly saliy
fow the master (,A00) (o the monthiy
sabiry lor the Tive assistanis ($700x5%
owanrk
doy menth Tor o daily labor cost ol

3423

ar 35000, anl divide by the

The next twenty-four chapters contain descriptions for hutdreds of
spells, Each spell description includes the following information:

Name of Spell and the Classfes) it belongs o, A "(VH)" indicates an
10Nery Hard spell; otherwise, it 10/Hurd,

Description: The spell's elfects, special rules, ete. 1 the \T\t‘" reguires
particulor tems, assume i nses them up unless the desoription states

Dureration: Thie time the spell’s effects last. 1Fyou maintadn the spell, it
lasts for another period equal to this, Spells with an instantaneous affect

Cost: The energy (FP or HIP) spent wh
o vard of rdius
spells also give a cost 1o maintin. You cannot maintain spells with

Time forcast: W no time is given, the spell requi
centrntion and takes place at the end of your tum

Privequiisttes Other -.;wH‘. vor st know (Gt lesst ane point in the
spell) before vou may study this spell, as well as any Magery, 10, or other

T Tyvpes ol permanent maglcal em tat can be
spell, ane special vules GF aoy) for that e Also includes energy cost 1o
create the (temis) and costs for required materials (F any) 1F there is no
Ttem” listing, no maghc fem can be made with that spell

tions

1 you cast the spell. T given as
n Arca spell. Maintainable

ome second of con

e with the

Finally, we divide the wtal dally

labor cost (3223) by the chance ¢

S

coss ((9547), and then divide by the
total encrgy produced per day (264) 1o

get the average cost per point of ener

gy, which is about $.90. For ense ol
s, welll o that o $ 1/paint

Conclusions

Fhese numbers show why theres
Item
prices. Quick and Diriy Enchantment

such o breskpoint in magic

v cheaper; ity completely

uneconomical (o make any  magi
em which can be made with Quick
and  Dirty

way, The limir, then, is the number of

Enchantment any other

eiichanters thit can be packed into a

viele, In where wler
Enchunt-24, (he
viable threshold for chenp magle
fommm Is 100 points: where they have
Enchant-16. the threshikd is 20
Shrnlanly, the mambseis ¢hang
il the

changes. 1l

settings

enchinters  have

S

status of enchanters
ourmeyman enchanters
become Comlog

able while munster
enchanters become Wealthy, the price
lor Slow  and

il
while

Sure B
jumps o nearly $70point
Oulek wnd Divry ley

A8 peim




It was @ clever plan. Severin
Rudolph slowly advanced on the
Choking  the

roue  peromaneer

councilmen with dead wir o mak

their deaths seem namral. A pity for
you we ¢ould trace the remains ol
vour spell vourr treachenous  hittle
mag

The tip of Rudol

simed squarely at et

heart, but  wuched noth

Severin’s body  dissolved ino @
whirling mass of wind. A gust picked
Rudolph up and slammed him against
a wall with inhuman foree. He felvib
crack. His vision faded as the whirl

wind spun away wilth a mocking

lang

These spells deal with the tradi-
tional magical “element” of air. Except
as noled, assume that “air” is normal

breathing air at one atmosphere ol

pressure. Races who do not breathe an
Earth-normal atmosphere may learn
Air spells customized for their own
atmosphere - Le., the version of
Create Air tapght on Neptune might
create methane!

The College of Air has strong
alfinities with the Callege of Weathur

Purifv Air
Area

Removes all impurities from the
airin its area of effect. It is often used
to neutralize the effects of poisonous
that a room full ol
smoke may safely be purified one sec-
tion at o time - but truly deadly vapors
must all be remaved atl once, or some
may escape.

This spell can also turn old "stale”
air into fresh breathable air The airin
a one-yard radius, if not renewed from
the outside, lasts 45 minutes for one
persan at rest, or less for multiple per
sans of someone violently exercising
(GMs discretion)

gus or vapors, N

CHAPTER THREE

AIR SPELLS

’ Works in Puril
st | CCst
Item

Stall, wand, or jewelry, Ernensy cost

o ereater 30

Seek Air
Information

Tells the caster the direction and

approximale distance ol the nearest
significant amount ol air. Use the
long-distance modifiers (p. 14), In set

tings where air is understood as a

combination ol gases, the caster may

also seek out a specific gas or combi

nation of gases, rather than ordinary
alr Any known source of air may b
excluded il the cas

er specilically

mentions it bef ginning
Cast: |
ltem

A forked stick (usually of bird
bone). Cost to create; 60 energy and a
£200 onvs

Create Air
Area
Manulactures air  wh
exists, When casi | h
already air, it prod T |

breeze lasting about | UL

When cast in-a vacuom, it insintly
ereates breathable ai. When cast
within earth, stone, or other material
it fills any empmy ith air, but

does not burst the

il
underwater, it make ien
cast on o one-vard I he
spell creates about 4 | f
wery second for Hve second h
cubic foot of air will last o single
son at rest about o minute, However
N sOme environmenits ['I alr created

will rapidly dissipate into vacuum o
ihble away. This spell

inside a living being

Dur
onds. Ar cre

tion: Breeze, bubbles, ele last

{
Led 18 perm
I

Item
Staff, wand, or jewelry. Enerpy cast
fa ereate: 200,
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Devitalize Air
Area

the  htesustaining

v the air within

ORI
effect. rendening it unty

the “doud” as

whie neechs o br
cale (e Sl
flarrees within t

fhoker ar

thespells el

> spells area of effect

1S Ny ot

i die

il thev t

Walk on .

Tempao
Walk on Air ¢
subject fall
injury ), the spe
spell ¥ recast 1
only one seoo

| L T
U NS

S wand, jowelny, or shoes; only
alfects the wearer Cost to
ergy and $1.000

S0

creale
[

Wall of Wind

Arca

Surmounds an ares with a wall of
roling air that impedes movement

The wadl is ame vard thick and for

yards hagh but may be made higher by

mrduaphving the cost as v muhphy

impossible, and visibility i
best. Th

phvsicaliy

e Vaurd o

Lowstech missiles

s thew mss it

) 30 pow

wls per va
penalty 1o |

o pass tl

sutter a lorevery v ol -

of the wa pass il agin ey

Beings stan within the walls - 3
ness are ot DX and suffer 2d of B :
knockback in a random direction < i

every second

v & casie SIS S
p shapes w he ost o
W s as s L e | mes N
ard-radis is is als Earth sp
N R \ . W "I‘\' > X LAl 52
s LG § 7 \] LN ViU ¥ O
L e A bt
Baih
v Usable anly
vels
Area
or W Srells

Anvone within

Windstoem must ol v ST Predict Weather
Information
Wt

second to svoid being ki
All DX-based o

00 Sltacks &

the wind

and

S

v lor every vard of

they pass throush

bl
For double er

pv cost, the caster Wind

{
may create a PoweT wind-
storm, like a tomado. ST rolls 1o

Area

Iy

Spevcial;
Weather §

remain standing in such
&

mnged attacks through it



Mam
Essential Air

- \rea
\iea
R iv -
Concussion
Ais s b - it
Cxpiosive Lighitning
Y Se.
Lightning Whir
R
Resist Ligkitriine a .
£ [___ f,l“ \J_,‘“..'”-, r'-‘:'h
Regular "
. Lichtrnin g o8
Breathe Atr gy Spark Cloud
r “' > ‘
‘{,p:(.r:}: Storm
ted by HT or DX s
Wall of Lightning
2 T \rea
LY
Item
x Body of Air-spell fp 241 T Warm
¢ Arca
As ) N

Breathe Water




Ball of Lightning

Body of Lightning

Missile

Regular; Resisted by HT

Lightning Weapon

Sandstorm

ELEMENTAL SPI

Ite
Storm
Area
Lightning Missiles
Res

Lightning Armor

Bodyv of Wind
Regular; Resisted by HT

Summon (Air)
Elemental

RIT SPELLS




waster may question the sum

ental

Fequest a service
I'he elemental immediately makes
iction roll (o see how it feels about
On

vizard a good reaction, the

elemental cooperates for an hoyr - no

longer - and then vanishes An ele-

mental’s opinion may be swayed with

dPpropriate enticements, assuming a

rd can figure out what an
temental might desit
0 nir. Ma
T ke up o 2d minut
Py
M 1"
S
Item
Stz 1

SN energy, 81,300

Control (Air) Elemental
Regular; Resisted by
higher of ST or 1Q

not let th

its 10 must be sulficient (GM’s deci
sion) to comprehend its instructions!
This spell can also be used

mlormation spell, 1o judge the

48 an

lour

attributes of that type of elemental
(within 15 feet)

A successful roll s

required, but there is 1o enerm cost

LI
{ h I
ints \
Hall
S ' na
a1 ferm
Item
Stall, wand, or jewelny decorated
ith priate elemental images - 3

different enchantment s required for

wh of the four types. This item does

user cast the spell, but gives

larger elemental; | point of CNCTEY Is
HP. vir 2 points of DR. However the G
ic elemental, adding unusual traits to
one up from scrach

Small Air Elemental

Attribute Modifiers: ST-4 :-&(Ij:_lg.\ I
Secomdary Characteristic Modifiers:

s

Small Air Elemental

This basic air elemental is summened by casting Stmumn Air
Elememtal at the minimum energy cost of 4. More €neTEy put into the
spell summons a more powerful elemental. Usually, this simply means a

Advantages: Docsn't Breathe [201 Dossnt Ear or Drink [10F Doesnl
] [20F Flight (Lighter Than Air -k,
1 > - e 8 m
Mctabolic Hazords {30} Injucy Toderance (Diffuse) [ ¢
Disadvantages: No Fine Manipulators [-30) No ll.cgs_ iAerial) [0}
Vulnerabiity (Vacucm and wind-based sttacks x2} {-20]

A noncumulative 42 bonus i
allempt to use the spell, Cost g ot

1000 energy, §1,300 gold and playjy

an,

Create (Air) Elementy)

Specia|
Propirie
he caster may determing the
capabilities of the created elemeriga] by
mnereasing or de

Create a spiriy of the apy
element, T

g the attrilyge
of the basic elemental of thys tvpe: he
may only change. add or subtract
advantages and disadvaniages with
GM permissian There are 1o lirnits 1o
the alterstion of attribues though 5
very stupid elemental will not tnd
stand  complex commands. A pe
created elemental serves the

Caster
obediently for one hour, At the end of
that time, roll 2 contest between (fiy
casters skill with the spell, and the el
mentals combined [Q and ST. If the
caster wins, the elemental serves fur a
further hour. at the end of which
another contest is required, and o on
When the caster loses, the clemental
escapes control and leaves (or attcks

On a very

vad reaction)

2 and Control

stfes: Magery
Elemental for the appropriate ele

equal 1o 1 additional point of ST, 5
M may choose to build 3 mare el
the fallowing template, or working

40 points
[-20] 1Q-2 [40F HF-3 [-30].
SM -1; HP+2 [4]

107%) [36} Immmmnity to




Banu
fom't fust havee silver amlet
iff them, This thing

thi roperty ol o

Are vo

magle; thit bucl
ol the torest
pnrdinngl

He was imy
vice behind hes
Swlvie

the ¢

relute 1o ani

trol and Nane al

commumication
pells give

il poswer

their subjects ar

aritrials comrolled cannot

o soyvthing thiey
bt they

wre norma bl
vill |
1o the b

e albility to talk 1o

NN

mangd 1ol their

abilities, Likewise

beiants that framscend the asual e
0 example < part eople, purt i

hwhrid
Aniraly

et o vl for s piny
Ay animal thin defies olssific
riiniple

Hybrids

Some maglenl monsers e noither Gsh nor Towl, b gopaeal

st Wt e forequarters of o hore and the rear of o fishy, 48 another

that combine trts Teorm different aninls within i cotegory
oot qualify u bybds, A cremte thit baw & wolls head on ;
By fx camponed of pirts from within the Marmal

atlon
can be classilied an a hybrid, a1 the GM diseretion,

CoAPTER FOUR

ANIMAL SPELLS

an animal onl

al ko
Some spells 2
ol creature. The

for these rules is that the

dom is dis { o five

Vermin
and ol

(including most

fincluding most
and Mammals, These

lonsely | o the “lile

pories that cognitive anthropol

amphibians), Bire

find in most human  cultures

However, this pseudo-scientific taxon

reflect the reality of

omy may not

every pame setting. In some worlds
the onimal  categories  may b
Creatures ol the Land, Cre of

In

thee Adny, and Creatures of th
others, every modern biological class
may be represented, from Arachnida
10 Seyphozoa

The sprells of this college only work

an nonsapient animals, which typ al

pecies with a racial 10 of 5

Iy mean
w animals, such
10 of &
Mind and
appropriale o
use on them is up to the GM

All magical items of this

it iamex ALl Twcind
ther Animal spells o

spells

collep
must depict the appropriate (ype of
atmal, or contain an inset piece of

tooth or bone brom that creatur

ardes Tor animiads, Gryphons are o
The hippocampus, o legendary

i donkeys
spory, ond is thus

plant space amoehas, for

Beast-Soother
Regular
Calms i single andmal, The beast's
renction roll to the caster is improved

by fwicee thee energy put into the spell

Deerationt: Pevmanent, untl

SN
Whing chisturbs the anbimal

Cose 1103

Proveguisite:  Persuision or the
Andmial Empathy sdviantag




Ttem
Stall, wand, or jewelrv. Eneroy cogr
]

Beast-Rouser
Regular
Excites asingle animal. The beasts
reaction roll (1o anyone) is worsened
I twice the énergy put into the spell

Until a reaction moll is

uled tor or an hour passes.

vintained

ar  the

1. Cannot be n
Pre AT \|'\,|i

\nimal Er

ltem
Stall, wand, or jewelry, Energy cosr
e 500,

(Animal) Control
Regular; Resisted by Will

Contrals the actions of one large

uimal (any sized or o ¢ sWwarm
N Aracks P Bdal)
F nher, however, that subjects
h SM U increase the casting

Concentration is required, This

on a sapient bein
o) Then

| spell tor each Categony

Item
() Stafl, wand. or jewelry, Allow

10, {b) Stall, wane

the user 1o control any animal within
e 200

{10 cast lor that

Hyvbrid Control
Regular; Resisted by Will

Contro wetions of one L

| creat i iy
5 Wiucks, p. Bdal

Renr I r, thi thj
an SM 0 he castin

Samgg Animal Control Ene“r%v Costs

Vermin Control
Fish Control
Reptile Control
Bird Control
Mammal Control

caster must know all the Control spells
refevant to the hybrid (controlling a
gryphon would require knowledge of
both Mammal 1 Biid Control, fin
example); his effective skill with this

spell is the lowest of the vanous spells

ivolved, including Hybrid Control
This spell does not work on a sapient

being (racial 1O 6 or higher)

sEtwo (ARImal)

Lontrol spe s

Item
Stall, wand, or jewelry. En

Y OO

800 twill contral anly one

particular tvpe ol hyvbrid)

Beast Summoning
Regular

Calls one creature of a named vpe

Canvithing under 10 &), Range does not
eatter for (his spell 11 the spell is cast
sccessiully, the caster knows the loca
tion of the closest creature of the type

el henw Tong it will take o that creg

ture 1o come 1o him. It moves toward
the caster s lust as it can, until the
spell ends or the animal can see th
ter: 1t stavs nearby, without attack
g, until the spell ends. The sum
ned ar then has & on s

reaction o the caster (only). I the casi

er ar someone near the caster atacks

he creature, the spell is broken

Oeirafront;: 1 puinte
Cost: 3 10 cast. 2 W maintain, To
call rmany animaly, danble the ost ol
the spell. All creatures within o certain
srea (usuallv about p 10-mile mdius
wore for i very successiil casting) are
maned. OF cont the thme they

|
I
1

Item
Staft, wand, or feweley, Fise
reare: 400 For an

Mmons one particular species, or 800

I m that sum

lor an item that can summon any

beast

Master
Regular or Blocking:
Resisted by 10
Holds any beast motionless and
quiel as long as the caster muintanms
eve contact and concentration. Not
that darkness breaks eve contact! May
ol i the ani

mial s entering Close Combal rangs

be cast as a Blocking

with the caster - e.g., to attack

Item
Staffl, wand, or jewelv Energy cost
fir ervate; 8O0

Beast Link
Regulin
Estahlishes @ mental link with an
antmal. The animal will not stray e
enierally

from the caster after that (
not more than a halb-hour’s travel). [t
will then come, once, whenever the
caster wishes, ar a fast bur not killing
pace. it is a wild beast, any reactions
termined when the crea

miust be re-de
T anrives; previcois woind redctions
from Beast-Soother, (o nstance, ni
longer hold! This spell js similar 1
Beast-Summoning, bur is cast 0
achvince and on a speciic creanie

Dgatioie Untdl the bease s et

This ciounits as a spell “on

% srconds

Prevevpteivife. Beast Suummaning




M;auw amvilets. The gold one i
qarn by the aman, the siher one by
B il This gives the human the
m:.“ 1 cast the Beast Link, or
self-powered) creates the Imk‘ auto-
;mm'all\ Fnergy cnst 10 (reale. 00 fowr

the pait

Beast Speech

Communicate with anv animal in
the creature’s own uage.” The
information exchanged

Regular

amount ol
depends on the animals imtelligence
i creature below the Jevel of a bird is
likely to know much of interest. An ant
mav crawl over gold, but it knows only
that the material is hard and inedible
Each minute of the spell allows one
question and answer.

Duration; 1 minuie
Cost: 4 to cast, 2 10 maintain
.

FEr istie: Beast Summoning.

ltem

Stalf, wand, or jewelry. Enengy cost
o create; 1,000 for an item that alks 1o
one particular species, or 4,000 for an
item that can talk to any creature

Repel (Animal)
Area

Repels animals from an area. The
spell resists attempts by animals to
enter it (or stay in it) every second; roll
a Quick Contest between the caster's
effective skill and the Animal's ST,

Like (Animal) Contral, this is actu-
ally several different spells. There is a
Réepel (Animal) spell for each category
of animal Like all Area spells, the
alfected area extends 4 yards upward
lan important detail for flying animals
such as bats or birds). Casters may
extend the area upward by spending
Proportionately more energy; double
hase cost will create an area § vards
high, and so on, Beings with Animal
Empathy may feel uneasy and irritabl
While in the affected area,

The caster may exclude specific
animals from the spell's effect at the
time of casting: thus, a shepherd may
drive off wolves without driving away

his flux

Duration: | hour

Bese cast, Equal 1o the cost 1o cast

A wnirol i
ami
1} 10 seconds
Py e The [Anima
the tvx T

spell appropringe 1

to be repelled

Item

An area can be made permanently
repellent at an energy cost of 100
times normal

The animal is one w,

It does not distinguish

It is its activit

Repel Hyvbrids (VH)
Area
Repels hvbrids from an area. The
spell resists attempts by hyvbnds o
enter it {or stay in it); every second
roll a Quick Contest between the cast
er's effective skill and the beasts ST
The caster must know all the Repel
(A
his effective skill with this spell is the
lowest of the various spells involved
including Repel Hybrids. Beings with
Animal Empathy may [eel uneasy and
irritable while in the an
Ihe caster may exclude specific
animals from the spells effect at the
time ol casting

wal) spells relevant to the hybrid

D I hour
Ba 6 to cast. 3 to maintamn
Time to cast; 10 seconds.

Hyhy

] - 1
d Lontiol

Prere

Item

An area can be made permanently
repellent at an energy cost of 100
times normal

Rider

Regular

Mount and ride a subject creature

as though it were a trained, loyal rid-
ing animal. The creature must be
capable of carrving the caster, and the
caster must still make a Riding roll
whenever it would normally  be

quired

ONCENIraton s e

requinad. N

on the casters parn

136 g2 o
s lije acnviry.

It

i1y fromt itsel

— Karl Marx

Item
Stafl, wand, or jewelry, The spell

does nol affect the creature until the
would-be nder actually mounts it If
the rider dismounts, the creature will
remain docile for about a minutc
belore Heeing or attack

1s its mature ), Enerey cost 1o crea

(whicheves

e 800
for an item that contrals ane particu

lar species, or 3,000 for an item that

can control any creature

Rider Within
Regular
Warks on any type ol animal (but
not sapient beings). This is the animal
version of the Soul Rider spell. The
caster becomes able to see through the
subject’s eves, hear through its ears
etc, as long as he concentrates, (He
also remains aware of his own body
and may act normally) The caster
exerts no control whatsoever over the
subject, and the subject is unaware the

caster is “watching.”

Duration; 1 minute.

Cost: 4 10 cast. | to maintain

Time to cast: 3 seconds,

Prerequitsties: At least two different
(Animal) Contral spells; The coster
must also know the (Animal) Control
spell for the type of animal being rid
l.L"‘ hl"““.' Ilt‘ Can usg |I|I\ ‘{'\“ an

that type of animul




Item
A pair of identical pieces of jewelry
one wolkl rold ane
must be worn by the caster. the silver

silver. The

one by the subject (e, on 3 collar)
e spell can then be cast at any time.
regardless of distance. Usable only by
A mage. 1Ha Powerstone is included in
the ttem, it is in the gold one, If either
item s broken, the other loses its
enchantment. Energy cost 1o create

1.000 (for the pair). Each of the pai
must contam an opal worth $100

Spider Silk
Special; Missile

of spider

I

silk, which stre

€ CAsIEr Shoots a st

s rom his lingentip

1o thie 1 The strands appear wispy

1 weightless, bui VeIV stiming

and cun suppoit up

1] Iy..||n.1s
without snapping. As a mussile, the
strand has 12D wia, Max equal to
strand length, At 3; use the casters
DX or Innate Attack 1o hit. On a hi

led and immobi

. s n two surfu

s 11 | o

A I 1 ¢ {} & H

: \E { 30 < 1
! |

> 1 {1 i i AN

1K Hall
M, 1
ltem
(S Us L

Beast Seeker

Information
r o “\'l'l\l‘r
(p. 105), but it works onlv on animals
It mav be

This spell is simi

for any species of
animal, an individual, or simply sny
animal

Cast: 3, One try per week per
species.

Prevequisites Either Beust
Summoning and at least two

Seck spells, or Secker

Item
A lorked stick (wood. bane, or

wory) or compass-needle (carved out
of bone) that will paint 10 a particula
species of animal, specified when the
ilem is created, or taany animal. Ope
ounce ol bone from the animal species
ust be used m making the item
500

EneTey cost foor

Beast Possession
Regular; Resisted by Will
Like Rider Within

in full ¢
i
eV us own. He may use his
mental abilities, but not his phys-
| ones (so he cannot cast spells

vs. them so well that

i o speech or gesture)
I'l uneon
ious e and must be
Item
As lor Ricler Within, but niore cost
I Ene o create: 1500 (For the
pair). Each of the pair must include an

opal worth $200

Permanent Beast
Possession (VH)
Regular; Resisted by Will

Bea but the cast

s in the body

til he chooses w leave

or & “exorcised” by g Dispel
Possession, Counterspell, Remge
Curse, or similar spell. Rememibe
the caster must know the approy
(Animal) Control spell for the

work on the chosen subject. The . st
ers body is in Suspended Animistion
(p- 94) while the spell confinues. If ihe

caster’s body dies, the spell is broken
Whenever the subject hocy takes dam,
w the caster must mall against his
own bodys HT or take the San
damage. If the subject animal dies, (1
caster must roll vs. HT or die himself

In addition, the caster must ml

ainst his 10 every dav: a failed all

means that he loses one

of 10

The caster does not need 1«

he reaches the beasts J
range. The lost 1Q is reeained wher
the spell is ended. Should 1Q diop 10 3
only Remove Curse o Dispel
Passession will end the spell

Indefinite (could be pe

Item

Cap, crown, heln
gear: The ite
the animal form it is usable on. Usable

must |

ar a pict

anly by mages. Emeroy cost o creale
2,000

Protect Animal

e, this
all grimals of a certam kKind wi s

borders. Attempis to harm them ane
warded olf as if by imvisible defenders:

n DB «

proiecied animals

This is also a Protection and
Wamning spell

Dhirurtc | mimuee

Bus i | Same cost 1o miin

and anv t

Shapeshifting (VH)
Spec L.t_l

e 10 the form of an A

Char |
nal form is a different spes

Each ar

ell 1o

Kf s s



he bearmed sepurniely. The casier

L]
sy only kearn the form ol an antma

with which he s tamiliar Many
workds have onlv & frted muomber of

Clothimg, wv

p—g e
pimmal formms av

when the beast

e Permanent
d o c e lost! Shapeshifting (VH)

l“\_ﬂ‘!,”

: however or ifbe i con- Shapeshift Others (VH)
b i it A eRea s T Special; Resisted by Will
Ti 2 . Item
s . | :

Item
) Staff o




Partial Shapeshifting
(VH)

Regular; Resisted by Will

As Shapeshifting, but affects only

one body part. The subject of the spell

or someone else,

can be the caste
Each variation is a separate spell

The resulting body part preserves
the subject’s scale: Shapeshifting a
human’s head into a hummingbird's
head results in a human
human-sized hummingbird
Some bear
titles: Crocodile Jaws, for example

with a

head
varialions misleading
wansforms the subject’s entire head,
nol just his jaws - the jaw muscles
must be properly anchored!

Some known variations are:

Chameleom Eves (3 to cast): The
subject gains Enhanced Tracking |
(p, B53) and Peripheral Vision
(p. B74)

Crowo Jeiws (5 1o cast): The sub-
ject’s head becomes a crocodil
ranting the sub Teeth

B91 of 20 lor the pur

Spe slurred
He 2ains
Vision and C it
il
HnE ast) L
ject’s nose becon ink, granting
him an Extrs Arm (p. B53), He also
pains Peripheral  Vision il
Colorblindnes \ Is

Fi red 3 w0 castk The

ihject’s arm form into wing

him Flight (Winged) (f

st): The subject’s

m Enhan

ple powerful fluke
edd Move | (Waler)

4 b0 cast)

Lairn

COME 1T
him Chimbing

ICRLAINeCT

Jd g

suther Tieth (5 1o castt The subject’s

, boortiie saher-toeth, grantng

him Fangs (p. B91) and ST 25 for (he
purposes of biting onlv. Speech is
slightly slurred. The subject acquires
Colorhlindness as a side effect

Scorpion Tail (7 to cast): The sub
Ject grows. a scorpion’s stinger, com-
plete with poison gland. This is an
Impaling Striker (p. B88) with the
Follow-Up enhancement; on a suc-
cesslul penetrating hit, a 1d42 Innate
Attack  (Toxic, Melee  Attack,
Resistible) takes effect. A victim may
resist the scorpion venom by making a
HT-6 roll,

Serpent’s Fangs (3 to cast): The sub-

jects canines become [angs, able 1o

deliver a venomous bite; this is a 1d+1
Innate Attack (Melee Attack, Contact
Agent, Toxic, Resistible (HT-4), Cyclic
(daily, expires after three days))
Skunk Tatl (3 10 cast): The subject
grows a b skunks tail (2 vands
long), and gains the ability to use the
Stench spell (p. 24) at will. The area of

Hect 18ty

) yards in radius and must

be ¢ an some portion ol the
tail. This ability costs 2 FP 1o use.

Spider Arms (7 to cast): The subject
rows two Extra Arms and gains one
Extra Attack (p. B33)

X

aws (4

The subject’s

s, granfing
Striking ST
No

ome tiger
and

5 |
him Sharp Claws
also Fine
Manipulators (p. B145)
Toad Tomige {3 1o ¢

e becomes |
5 serving as an Extra Aem with the
Weak
Strik
full

24, but he gains

ast): The sub-

1 and adhe

enhancements and
ST - it attacks with
eth, but lifts with

and

if the subject’s ST. The sub-
ins Peripheral Vision as a
[(10 1o cast): The subject
encased in a twortle shell. It

hs 4 pounds per

5 and

podnt of ST aof the subject

Others | 1"
| Aller Bod
Item
The item’s form depends on the
body part affected ploves 10
shapeshifi the hands, boots for the

feet, o msk for the face, and s on. It

must bear a likeness of the shape i be
taken. There is no cost 1 i
the spell ends when the USET iy
pulling off the itern Enerpy comt 10 1
ate: 1000 plus 250 per poing of Cilling

cest

Great Shapeshift (VH)
Sp(:(ra]

Perform multiple, fast, repete
changes of shape, temporril
ing the Marph ahility (p, B
spell lapses, however, if
the caster rettirns t
The caster is mentally st
the spell ends

ish when the spell is cast, reappearing
when it lapses (magical jewelry cannot
be detected while “vanishe
that the caster was carrving when the
spell was cast (including backpacks,
ete) simply fall to the ground
At its  minimum

Shapeshift allows the cas
mto any creature whose 1

") Tierms

Girea

plate costs 0 points or less
different from the
h additional pomt

3 character

this is slig
Marph ability)
of energy, however; adds
poants 1o the maximum peant value of
the allowable emplates.

A caster remains subject o the
Magic Rituals requirements (p. 8
while shapeshifted; if he changes into
a form that cannot gesture or speak.
he cannat use any spell known at &
skill less tham 20.

Mages who know Great '_1h.)p=_~ai\lh
can use Counterspell m hold a Gret
y lom

wpeshifted caster in whateve
he currently has, for as many sec
as the Counterspell wins the contest by
(oo until the Great Shapeshift lapses)

3

ast, plus | per addi

3 character poirits of remplalé
lirmit, Half that to mraintain
Time to case: 5 seconds
Prerequisites: Magery 3, Altet Boudy
< of Shapeshifting unel 3
sther spells of any kind

four t

Item

Jewelry, decorated with an .afnul‘\-
dunce of anial motis. Usable -u;
by mages. The item s.unutmulm"ll .
spell 18 cast, 0 reappear .\&h;;r
lopriacs. Energy cost i vithe 3




Empire would do n

many. besiegers wha

These spells directly affect the
ly. Except as noted, they only affect
beings.

The College of Body Conural is a
comman starting point for wizards
who want to work magic on people
Body Control spells are prerequisites
1o many spells in other colleges that
affect sapient beings,

Climbing
Regular

Gives the subject a strong, sure
2np, mereasing his Climbing skill

Duration: 1 miniite

11 3 e cost. Same cost o0

abni. The increas

ini the subject’s

put ino the spell

Item
Shoes, gloves, clothing, or jewelry;
only alfects the wearer. Fr

TRV cosl o
treate: 250 times the masimum

CHAPTER FIVE

Bopy CONTROL
SPELLS

Climbing bonus (no more than 5) the
ilem can give

lich
Regular; Resisted by HT
Causes the subject 1o itch fiercely
in a spol ol the caster's choice. The
subject is ar -2 DX until he takes one
full second to scratch (maore, if armor,
ete. is in the way!), Only ong ltch spell
can allect a given subject at a time

Item

(a) Staff or wand; usable only by
mages. The item must touch the vic-
tim. Energy cost to create: 100, (b) Any
item; al
constantly, and remains at -2 DX while
item is worn, Ene

on. The wearer itches

cost o create; 60,

Touch
Regular
The subject feels a light touch at a
spot of the caster's choice. The touch is
easily felt, even through armor, but
has no effect other than to attract the
subject’s allention; i cannol cause
pain or discomfort, but it is very likely
1o distract him.

Corstz |
Item

Stalf, wand, or jewelry.
o create; 50,

SHETgy cost

Perfume
Regular; Resisted by HT

The subject smells strongly of any
odor that the caster desires. The sub-
ject can detect the odor but does not
find it especially olfensive (althox

Bopy CONTROL SPF

his companions certainly might)

regardless of it nasture

Item

Stafl
touch the subject. Enerpy cost o
ereate: 200

w wand, The item musi

Spasm
Regular; Resisted by HT
Can be directed against any of the
subject’s voluntary muscles, Directed

against a he

i, it causes the subject to
drop whatever he is holding (usually a

weapon), If the subject is in the mid

die of a lengthy spell requiring g
tures must make a DX roll or start
over. Ingenious casters will find othes
uses

{
Item

{a) Staff or wand; usable only by
mages. The item must touch the vic
tim. Energy cost to create: 300, (b) Any
item; always on. The wearer must roll
vs. HT each time he does something
delicate (e
or suffer a s
tor create: 100,

pick a lock, cast a spell)
asm as above. Energy cost

Stop Spasm
Regular

I||c HIJ|1_||'1! Is

Stops any seizu
undergoing. This works  against
epilepsy, vomitin

This is also a Healing spell

fits, etc

Case: 1
Prerequusite:  Spisim o |
Vitality

n i



Ttem

(a) Stalf or wand, decorated in a
stuke patiern, Usable only by o mage
with Physician-15 or
Emerey cosr o 4000 (h)
Ary item. Alwayvs on, The item prevenits

ar a nonmage

hagher reife

s wy irom suffering seizures
I bonus of +5 when resisting
Sp ! o create: 750,
Tickle
Regular; Resisted by Will
ject leels he s being tickled
he is helpless with
beat o v 1o esCape
| This is a
I IS inca-
! a S ur o
p. B428)
secand Will
t. High/Low
tind
ltem
Pain
Regular; Resisted by HT
The sub fex stab of agoniz
He 18 ake 2 Wall
- His
W siaet
. |

Item

{a) Staff or wand: usable only by
mages. The item must touch the vic-
tim. Energy coxt (o creaite: 400, (b) Any
item; always on. The wearer feels stab-
bing pain, as above, continuing until
he makes a HT roll. The wearer can do
nothing until he succeeds at the roll!
Eneroy cost to create: 300,

Clumsiness
Regular; Resisted by HT

The subject suffers -1 to his DX and
DX-based skills for everv poim of
energy put into the spell

[tem

(a) Any item. Alwavs on
the wearers DX. Energy cost (o create:
100 for each point of DX reduction. (b)
Staff or wand. Usable only by mages

reduces

st touch the suhjec
800

gular; Resisted by HT

|

1is Move and
rv point of energy

sctisat -] i«

10 the spell

its is also a Movement spell

Item
Stat Usable onlv by
= the be poinited at {but
i necessarilv touch) subject. Enengy
o0 Any item. Always
W i s Move score. Energy
200 for every l-vard

duction in wearers Move

Rooted Feet
Regular; Resisted by ST

lued n

The subjects leet are

try another resistance

P
ol o vorn, azounst the ongi-
nal speell skill roll, 1o break free. While
the spell continues, the subject’s skill

veapon oot a rmanged

with any

Bopy CONTROL SPELLS

weapon is at -2 arid his D !
2e
cut in half (round down), -
Duirsitie | mine o L
reaks Ir A
) Hinid
Item

(a) Staff or wand Usable ol (=
ges; the item must touch
ject. Energy cost (o crease 40

itemn. Alwavs on

i

the wearer
make a (ST-3) roll every tum in ord
to move. A failed roll means he oo
move. Enerzy cost 1o cridre: 6500

Tanglefoot

Regular; Resisted by D
The subject trips and falls down

Item

Staff or wand. Usable only by
mages; the item must be pointed at
(but not necessarily touching) the

subject. Energy cost to create: 600

Roundabout
Regular; Resisted by HT

Change the facing of a subjst o
any direction desired. This is not a
teleport-in-place, but a physical spin
On the subject’s next um, a roll &
Body Sense or DX-6 is needed to take

action. If the subject moved 2 or
re vards the previous turn, he must
make an [0 roll to avord continuing 0
the new direction.

Debility
Regular; Resisted by HT

Reduces the subject’s ST wemporas
ily. This will affect the subject’s basc
damage with weapons, byt not HP: It
does affect encumbrance, but GMs are
bree to igniore this detail in the inlerst
of plavabilirs
it THFRiLe
potrst of ST ethi
Hall thad sowseni

i

Tt S




(o) Stafl or watidd. Usable only T

mages; the item must be pointed al
{hut nol necessarily touch) subject
Energy 00811 crvate: 900 lhlf Any
ftem. Always o reduces wearer’s ST
Energy <08l [0 m-u.‘r. l.[Il_i for every
posint v which wearer's 8T s reduced

Frailty
‘Regular; Resisted by HT
Lowers the subject’s HT temporari-
Iv. This affects all ¢ side s I]lfsl
depend upon HT (Basic Speed, HT-
bascd skills, poison and spell resist:
ance, unconsciousness, death, etw.)
except far those dependent upon FF,
which is unaffected. The cost o cast 18
dot reduced by high skill.

faarafion! | minyuLe
(st 2 per point of HT decroast
b S Cost to iR

Lond Energy (p. 89)

{maxitmim S

Prevequitsile

Item

i) Any, Always on; the wearer's 1
is lowered while the item I8 wom,
Energy cost to create: 200 per point of
HT reduction. (b) Staff or wand. Usable
only by mages; the user must touch the
v cost fo create; 1,000

wul el Ene )

Might
Regular
Raises the subject’s ST temporarily
This alfects damage, encumbrance,
and hit points, but does not heal
wounds, If, when the spell wears off,
the subject’s wounds put him below
HT, he will have 1o make o HT roll 1w
live. High skill does not reduce cost o
cast this spell

tor every point of 81

Same cost

Increase (maxumnuim of 5
LLER T T HTTT]

Prengusie; Lo Bnerg

ltem
L Any em, Always on; the wenr

o5 ST is adved while ltem is worn
L; Voot fo ereate; 1,500 per point of
e (madmum 5. (h) Staff o
wand. Usable only by mages; the ftem
st wuch the subjeor, £ thengy cost o
oreale: | 000,

gy

Grace
Regular
Raises the subjects DX
temporarily. His  Basic
Speed and ability with all
DX-hased skills are also
raised. A caster can raise
his own DX 1o increase his
chances of hitting with
missile spells, e1c

[aration; | minite

Cost: 4 lor every point
of DX Incredse (maximum
of 5). Same oo

Item

(a) Any item. Always on; the wear-
er’s DX iy raised while item 1s worn!
This is o very rare item, Energy cost 10
create: 2,000 per point ol increase
(maximum 5), () Stafl or wand
Usable only by mages; the item must
touch the subject. Ewergy cost 1o
create: 2,000,

Vigor
Regular
Raises the subject’s HT temporari
Iy, This offects his Basic Speed, FP,
and ability to resist trauma and dis-
ease. A caster can raise his HT. If the
subject’s FP when the spell wears ofl is
below zero, he will immediately take |
point of damage for every point ol
lutigue below zero, risking uncon
sciousness, High skill does not reduce
cost o cast this spell

Durationy; | munule
Cast: 2 for every point of H1
erease (maxiumum ol 3} Saine ¢osl

o maimbain

Preveguisize: Lend Vitality or Frailty

Item
() Any ltemu Always on; the wen

er's HT ds raised while item is worn
Eneryy costto ereate: 1,500 per point of
Ineresse (maxinm 5), () Statl o
winiil, Usable only by i the dtem
roust toueh the subject, Eveny cost o
ervate: 1,000,

Boost (Attribute)
Regular or Blocking
This spell has lour separate vari
ants: Boost Dexaerity, Boost Healih,
Boost  Intelligence,  and  Boost

Strength. Each must be studied sepa
rately, but all four work identically
ubject’s attrib

This spell raises the
ute just long enough for a single die roll
or short action - one Quick Contest,
one attribute check, delivering a blow,
readving @ weapon, resisting a spell,
throwing an object, ete. 1t cannot be
used 1o inerease o roll that represents
several seconds ol effort, such as a
Regular Contest, The boosted attribute
alfects ol secondary characteristics
except HE and FP. High skill does not
veduce the cost to cast this spell.

Boost Mind
Control spell, not a Body Contral spell

Intelligence is &

i 1 iy point of attibute
rease (maximum ol

i i Lach wrant has a il

ferent prevequisit

Spell Prevequisite
Boost Dexterity Gragce
Boost Health Vigor
Boost Strength Might
Boost Intelligence Wisdom

Item
Stall, wand, jewelry, or article of
clothing, Energy cost (o erate: 300

Stun
Regular; Resisted by HT
The subject is physically stunned
{p. B420) and must roll vs, BT each
second 1o recover

Ciose: 2. Cantud be mumintained

Mrcregsite: Paln

ltem
(u) Any item, Always on; the w
€ oIs stunm

\
unbll 1 s removed

Energy cost to ereate: 500, (b) Stall o
wanel. Usabile only by mages: the item
must touch the subject. Energy cost 1o
creater 1,100




Nauseate
Regular; Resisted by HT
The subject becomes nauseated
(see Imirating Comditions, p- B42§),
Durarion: 10 seconds
Cost: 2. Same cost to maintain

Prereg < Perfume and at least
one other Body Control spell,

Item
Si

il or wand. Usable only by
the item must touch the
subject. Energy cost to create: 100.

Retch
Regular; Resisted by HT
he subject loses his lunch, retch-
ing for (25-HT) seconds (see
Incapacitating Conditions, p. B428).

Item

Staft or wand. Usable only by
mages; the item must touch the
subject. Enerey cost ta create: 100.

Fumble
Blocking; Resisted by DX
The subject automatically fumbles
the action he is taking. Regular range
penalties apply. IT the action is an
attack or party, roll on the Critical
Miss Table. A flumbled dodge results in
a fall, and a fumbled block unréadies
the shield. If he was taking some other
action (Move, Ready Weapon, etc), the
GM should determine the result as he
sees fit. "Mental” actions (concentra-
tion, speech, and so on) are unatleci
ed, but a spell requiring body motions
of some sort is affected!

Item

(a) Staff or wand. Usable only by
=: the item must touch the sub-
ject. Energy cost to create: 1,000. (b)

Jewelry. Alwavs on; anly affects the
wearer. The wearer kecps fumbl
Energy cost (o create: 1,500

Strike Dumb
Regular; Resisted by HT
The subject ‘cannot speak. This
makes it impossible (o cast any spell
that requires speaking (p. 8}.

Item

(@) Any item. Always on; the wear-
er cannol speak. Energy cost to create:
500. (b) Staff or wand. Usable only by
mages; the item must touch the
subject. Energy cost to create: 3,500

Strike Blind
Regular; Resisted by HT
The subject is temporarily hlinded.
Se¢ Blindness, p. B124, for a full
description of the effects; the most
important is that he is at -10 ta attack
anyone physically, and cannat see o
target spells.

Item

(@) Any item. Always on; the wear-
er is blinded. Energy cost fo create: S00
(b} Staff or wand. Usable only by
mages: item must touch the
subject. Enerey cost te creare: 2,000,

Strike Deaf
Regular; Resisted by HT
The subject is temporarily deaf-
ened

Item

(i) Any item. Always on; the wear-
er iy deafened, Energy cost lo create:
400. (b Stafl or wand. Usable only by
mages; the item must touch the
subject. Energy cost to create: 1,000

Hunger
Regular; Resisted by HT
Inflicts 1 FP of starvation damage,
equivalent to a single missed meal
Fatigue taken in this fashion can only

Bopy CONTROL SPELLS

be recovered by a dav of resi and ade.
quate nourishment (see Starvatiog
p. B426)

This is also a Food spell.

Item

Staff, wand, or jewelry. Usable anly
by mages; the item must touch the
subject. Energy cost o create: 2,000

Thirst

Regular; Resisted by HT
Inflicts 4 FP and | HP of dehvdra:
tion damage, equivalent 10 a full day
without water. Dehvdration fatigue
may be recovered in full with a full
davs rest and plentiful water (sec
Dehydration, p. B426). HP damuage
heals normally. Repeated castings
may render the subject nearly unable
to speak, because his throat will be
parched and his tongue swollen,
This is also a Food speil.

Dehility
Dehility

Item

Staff, wand, or jewelry. Usable anly
by mages; the item must touch the
subject. Ermergy cost to create: 2,000

Resist Pain
Regular
The subject becomes temporarily
impervious to pain. He may ignore
Spasm and other pain-causing spells
He cannot be stunned in combat, and
does not suffer a shock penalty when
e is wounded or slow down when his
HT is reduced to 3. However, he does
not gain any actual resistance (0
injury - only to the pain il causes.

Derationt: | minute
Cose: 4 1o cast. 2 1o maintain
Parreguitsite: Magery 2 and Pain

Item
Any item; only affects the wearer
Entergy cost to creare: 800




\'\_.

‘MM

emporarily climinates the casters
nn; jor air, as if he had Doesn't
Breathe (p B49). He cmdd lh_u\ stay
anderwater, or i a room full of poison
s, withaut trouble. This spell does nat
scwally provide air; it simply delavs
suffcation while the caster seeks (or
crentes) a safer environment. This spell
does not supply pressure support
against vacuum or deep sea pressure,

Dueations; | o

Cos

Prereqau

Item
Wand, staff. or jewelry. Energy cost
fo create: 900.

Ambidexterity
Regular
Subject gains  Ambidexterity
{p. B39) for the duration of the spell.
The spell has no effect on beings that
already have the advantage. 1t also
only -affects a single pair of limbs;
beings with more than two limbs
require multiple castings of the spell

Item

(a) Any. Always on; the wearer
becomes ambidextrous. A rare item!
Enerpy cost ta create: 1,500. (b) Staff or
wand. Usable only by mages. Enermy
cost 1o create: 500.

Balance
Regular

The subject gains Perfect Balance
(p. B74} lor the duration of the spell. It
has no effect on beings that already
possess this advantage.

3 10 maittain

Prerequdsite: Grace,

Item

(a) Staff or wand. Usable only by
mages; the item must touch the sub-
et Energy cost 1o create: 300, (b)
Jewelry or headgear Always on;
alfects anly the wearer. Energy cosi 1o
creale: 750,

Reflexes
Regular

The subject gains Combat Reflexes
{p. B43) for the duration of the spell
The spell has no effect on beings that
already have the advantage,

Drirapicn

Item

(a) Anv ttem. Alwavs on; the wear-
er gains the Combal Reflexes advan-
tage. Rare item! Energy cost 1o create:
1,200. (b) Staff or wand. Usable anly
by mages. Energy cost to create: 306).

Cadence
Regular

Doubles the rate of production of
crafted items by both hastening the
craltsmans movements and making
them surer, eliminating
strokes. Any use of a skill that creates
or improves a handmade objec
assisted by this spell; m
work scroll
enchantment) cannot.

wasted

Writing of

(such as

Dueration The s

Item
Tool. Encrgy cost to create: 1,000,

Hair Growth
Regular; Resisted by HT
Causes the subject’s hair and nails
to grow at a million times the usual
rate (meaning an inch of hair every
five seconds and an inch of nails every
30 seconds). If left unchecked, such
growth interferes with vision (as hair
falls in the eyes), movement (as the
subject trips on his beard) and han-
dling ability (as nails get in the way).
Some bald people appreciate this
spell, while it lasts (baldness retumns
within abeut a month as the hair falls
ol n.llura!]_\ )

NGs.

Durai

i to maintain.

Ttern

{a) Any itern; always on. Hair stans
prowing an hour after the item is put
on and grows for an hour after the
item is taken off. Enerpy cost 10 create
100. (b) Staff or wand. The iem rmust
touch the subject. Emergy cost 1o
create; 250

Haircut
Regular; Resisted by HT
Trims the subj hair (beard
mustache, fur, etc -
fit. To determine the ae
of the job, roll agxinst Barber a
DX/ A Professional Skill). Can
also be used to shear sheep, pluck
chickens, or to trim the subject’s nails

claws or horns (although it may give
them a manicure).

Item
(a) The effect may be made p

nent (preventing hair from ng
back) for 10 times casting cost. (b)
Headgear. The item trims the hair of
whoever puts it on, to the style speci-

fied by the creator Energy cast 1o cre-
ate: 130. (c) Staff or wand. Energy cost
to create: 300.

Sensitize
Regular; Resisted by HT

The subject becomes extremely
sensitive 1o pain, gaining the Low Pain
Threshold disadvantage (p. B142),
The spell does not affect characters

that already have the disadvantage

Item

(a) Any. Alwavs on; only affects the
wearer. Energy cost 1o create: 300, (b)
Staff or wand. Usable only by mages
the item must touch the subject
Energy cost (o create: 300.
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Agonize
Regular; Resisted by HT
Magnifies the subjects sense of
touch o painful levels: a gentle touch
feels like a blow, someone elses breath
feels like a scorching flame, a cool
bhreese Teels like a freezing blast. Even
the contact of his own clathes
becomes unbearable; the subject fecls
like his skin is being scraped raw, He
is rendered helpless with agony (see
ipacitating Conditions, p. B428).

] on 1 mimite.

Item

(a) Anv. Always on; only affects the
weater; Frergy cost 1o create; 300, (b)
Stall or wand. Usable only by mi ;
the item must touch the subject.
Enerzy cost 10 ereare: 800

Weaken Blood
Regular; Resisted by HT
The subject acgquires Hemophilia
p. B
All wounds will cause severe bleeding
T'his is also a Necromantic spell.

8) for the duration of the spell

Vitalipy
ltem

Any item; always on. The wearer is
a hemophiliac! Energy cost to create.
200. (Usually combined with Hex.)

Strike Numb
Regular; Resisted by HT
The subject temporarily loses all
sense of touch, as per the Numb dis-
* (p. Bl14&). This includes the
effects of the Resist Pain spell, so it is
sometimes a blessing in disg ‘he
subject does not feel blows (bevond a
jolt), does not leel a pickpocket going
through his possessions, does not feel
the heat of the stove top he is leaning
an If the caster desires, the spell
can numb the subject
(numbing only the arms. for instance)

advant

selectively

Item

(@) Anv. Always on; only affects the
wearer. Energy cost to create: 300, (h)
Stalf or wand. Usable only by mages:
the item must touch the subject
Energy cost to ereate; 800,

Choke
Regular; Resisted by HT
The subject becomes unable 1o
breathe (or speak) and suffers the

effects ol sulfocation (see Suffocation,
p. B436). The spell cannot be main-
tained; so constant recasting s
required to cut off enough of the
victim's air supply to do any real harm

ot be ma

Mag

five Body Control spells

Htainecd

anel o least

Item
Stafl or

wand. Usable only hy
m the item must touch the
subject. Energy cost 1o creare: 200,

Control Limb
Regular; Resisted by Will
One of the subject’s limbs (including
, tentacles, etc) is under the cast-

wi
er's control! Arms can be made to swing
weapons (use the caster's skill); |
be made to kick, twist, and so on, The
caster must continually concentrate (o
control the limb once the spell is cast;
failure 1o do so causes the limb 1
dead” for the duration. The victim may
attempt to grapple himsell to prevent
his limb from acting, but he is a1 -3 on
contests of ST or DX with himself!

If a caster forces the subject to
attack himself with his own weapon
or fist, hit rolls are still required
(against the subject’s skill+4), and the
victim may Dodge at -2. He can even
parry (also at -2) if he has an appro-
priate weapon in his other hancl! Treat
as Close Combat for legal weapons
and any appropriate penalties

onds

intain, 1 cast

15 limb)

anly2

speflc

ades, and

damage

Magery 1 and at hoast

Hody Con elts. inchadin

Spasm

Item

Staff or wand. Usable only by
mages; the item must be pointed o
the subiject. Energy cost to ereate A0,

Paralyze Limb
Melee; Resisted by HT

The caster must strike the subject
on afinth to trigger this spell (hits glse
where have no effect). Armor does not
protect. Resolve resistance on contacy
If the subject fails o resist, the sub-
ject’s limb is paralvzed; it is considered
crippled for one minute.

Durution

Cusi: 3. Cannot he

1 myiniule

i tained
nust be recast

Magzery | and an lest
Control spells; including

Item
staff or wand. Usable only by
the item must touch the
subject. Energy cost to create: 1,000,

Total Paralysis
Melee; Resisted by HT
The caster must touch the subject
on the head (-5 to caster’s attack yall)
If the subject fails to resist, he is lotal
Iy paralyzed and cannot move at all
for one minute (in the average game,

until that battle is over).

Deratione: | mimate.

5. Cannot be mauntainest
TUst D revast

f Paralyze Limbh

Item

Staff or wand. Usable only by
mages; the item must touch the
subject. Energy cost o create: 2,000

Wither Limb
Melee: Resisted by HT
The caster must strike the subject
on alinth w rigger this spell (hits else
where have no effect). Armor does 1ot
protect. Resolve resistance uru:mt_m:l-
1f the caster wins, the subject’s |
withers immediately; it is o)
all purposes (see Crippling J'ru“":i
p. B420). The subject also !




Ihirsizion: Permanent unless healixd
by e ©f earaordinary technofogy

Cast: 5
Prevequisiites Magenn 2 and
Pasnhvre Limb

Iu-g?.ﬂ or wand. Usable only by
mages; the item must touch the
subject. Emery cosi 10 creale: 2,000,

Strike Barren
Regular; Resisted by HT
Renders infertile any subject that
was capable of producing offspring.
Restoration or Remove Curse will
undo the spell. Used on a plant, this
spell prevents it from ever bearing
pollen, fruit, or seed
This is also a Necromantic spell.

Time fo cast: 30 seconds
Magery ' 1, Sreal

Item

(a) Staff or wand. Usable anly by
mages; the item must touch the sub-
ject. Energy cost to create: 200. (b) £
item. Always on; the wearer is infe
tilebarren while the item is womn
Energy cost to creare: 800.

Sickness
Regular; Resisted by HT
As listed under Mind Control Spells
p. 138,

Deathtouch

Melee

The caster must strike the subject

io tageer this spell; hit location is
imelevant. The subject takes 1d dam-
age per point of energy in the spell.
Armor does not pratect. This spell

does affect the undead.
Cost. 1o 3
Prere tle Wither Limb

Item

Staff or wand; the item must be
colored jet black. Usable only by
Miges: the item must louch the
subject, Energy cosi to ereate: 2,500,

Alter Voice
Regular; Resisted by HT
Changes the subgect’s woice as the
caster wills. IT the caster is trving w0
duplicate an existing voice, the
"model” woice should be available
Recreating a familiar voice from
memory is a1 -2 to skill, -3 or worse if
the caster has only heard the voice a
few times, or a long time ago. Eidetic
Memory is helpful here (p. 51),

The subjects voice can also be
altered to make it more pleasing o
more grating, granting a bonus or
penalty (from +2 to -2) to reaction rolls
and skills involving vocal communica-
tion for the duration of the spell

The spell cannot "give™ a voice to a
muie person. If this spell is used 1o
permanently improve a PCs voice
(giving him the Voice advantage), the
GM should require him to pay the
appropriate character points!

This is also a Sound spell

I hour

Item

Any, but usually jewelry. Gives the
wearer a new voice, preset by the
caster, Enerey cost to create: 1,000

Alter Visage
Regular; Resisted by HT

Changes the subject’s face as the
caster wills, Any new organs (eg.,
extra eyes) do not really function
Other than that, any change is possi-
ble. If the caster is tryving to duplicate
an existing face, he is at -1 if he does
not have the model (or a good picture)
available; if he is not too familiar with
the model, -2 or worse.

This spell cannot be used 1o injure
the subject, Mages do nat get an auto-
matic 10 + Magery roll to realize
sumeane is under this spell.

If this spell or Alter Body (below) is
used to permanently improve a PCs
looks, the GM should require him to
pay the appropriate character points
for the improvement!

Duration: | hour tnless mode per
manent, May be removed by Al

Alter Body, or Remove Curse

Visuge

INTROL SPELLS

cast. 3 o maintain. Moy
wnl, as an enchant

ot of 40

be-made perme

menl, tor an end
it

Baxdy  Comtiold

Trriwe il

< Eight

spells and either Sha

Preveguast

Perfect Mhusion

Item

Any, but usually clothing or jewelry
Gives the wearer a new face, preset by
the caster: Energy cost to create: 1,000

Alter Body
Regular; Resisted by HT
As for Alter Vis: except that the
subject’s entire body (e.e., skin, hair
limbs) may be altered. The subject’s
general form cannot  change
humanoids stay humanoid. No extra
limbs, wings, ¢ic., may be added
Simpler additions are possible (non
prehensile s, horns, hooves), but
the subject will be unfamiliar with
them, and may sulfer penalties 1o DX
until a suitable adjustment period
(GM’s decision) has passed. The sub-

ject’s mass must remain the same;
basic stats do not change

Durition: 1 hour unless made per
manent. M be removed by Al
Bodv or Remove Curse

Cost: 8 1o cast. 6 to maintain: M
be made permanent, as an enchant
ment, tor ey cost ol 200

2 minuies.
Alter Visage

Prerequisit

Item

Any, but usually clothing or jewel-
ry (;I\L‘\ Ijll' wearer a4 new l‘ij[k‘l!l.
ance, preset by the caster, Energy cost
io create: 4,000

Lengthen Limb
Regular
The caster’s arm (usoally - but legs,
pseudopods and so on are also legal)
lengthens, becoming like a very long
snake. The limb lengthens ata rate of |
vard per secand, with no upper limit,
The caster retains his full sense of
touch, and must feel his way lorward
once the end of the limb grows out of
view, ar use Wizard Eve or some similar
spell o guide it He must remadn still;
the actual lengthening requires concen-
trtion, but the caster may relax once
he has achieved the desired length




The extended hmb may make a
tempting targel for whoever happens
When the spell

the kevs
ing th

Item
Staff, wand, or jewelre Usabie anly
by mages. Energ)

Shrink (VH)

Item
(a) Wand. Usable only by mages

eduction, the casters
are all multiplied by
points of SM reduc
St 1 5

Shrink Other (VH)
Regular Resisted by HT

i wrsshie
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CHAPTER SIX

COMMUNICATION
AND EMPATHY
SPELLS

Necrom
Powerful
Empathy wiz

st ravs of the  Sepnse Foes
Mas e Information; Area
3 o s Tells the caster if the subject has
Ter {ad) Riefohimn hostile intent, and what the de; al
I tatl hostility is. Can be cast an one persan
e d the Grand or a whole area. I cast over an ared.
A T 1ld T g | ', - this spell will only detect that samieaHe

0

is hostile, without telling

mum 21

f, wand, or jewelry. Energy (88
200,

COMMUNICATION AND EMPATHY SPELLS




Sense Life

Information; Area
Tells the caster if there ts any life in
ﬂggmjec(mandg'wesagcmml
ion (on a goad roll) of what
kind. The caster can also specify he is
Jooking for a specific sort of life:
1. ehves, redheaded girls, or a

ramed person who the caster knows

Base cose: 12 (minimum 1)

Hem
Smff. wand, or jewelry. Energy cost

10 create: 80,

Sense Emotion
Regular
Know what emotions the subject is
feeling at the moment. 1t works on any
lin’ng-bcmg. though it tends to be most
uselul on sapient beings. This will also
tell how loval the subject is to the

caster (see Lovalty of Hirelings,
p B3I8)
Cast: 2.

Prereguiisife: Sense Foes

Item
Staff, wand, or jewelry. £
-3

L

Hide Emotion
Regular; Resists
emotion readings
gives its subject the out-
ward appearance of deep calm. It
resists Aura and Sense Emotion (and
Sense Foes, a1 the GM's option) as well
as any attempl 10 gauge the subject’s
emotional state by other means
(Empathy, psionics, Body Language,
elc). This spell is a great favorite of
diplomats, courtiers, and poker play-
ers. It can grant up to a +4 bonus
(GM5 judgment) to any skill where
masked emations are valuable

Derationr: | hour
Casz: 2 1o cast. 2 (o mip
Prerequisite: Sense

iain
1ot

ltem
. Cap. cown, or other headgear.
Energy cost 1o create: 200

COMMUNICATION

Persuasion
Regular; Resisted by Will
Used when a reaction roll is
required, this spell makes the subject
{one sapient creature — racial 1Q 6 or
benter) more likely to react favorably.

o the rol

MY

Item

Cap, crown, helmet sther head-
gear: The item must mclude a purple
jewel (garmet or amethyst) worth at
least £200. Usable only by mages.
Energy cost to create: 1,000.

Vexation
Regular; Resisted by Will
Used when a reaction voll is
required, this spell makes the subject
(one sapient creature of racial 1Q 6 or
better) more likely to react unfavor-
ably. Frequently used by spies to
sabotage diplomatic missions,

Ouratiom: 1 minute.

st Twice the p

Item

Cap, crown, or other headgear
Usable only by mages, E;
1,000; the item must include a
amethyst)

cost 1o
creaie:
purple jewel el or
worth at least 3200

Truthsaver
Information; Resisted by Will
Tells whether the subject is lving or
not. May be cast in two wavs:

1. To tell whether the subject has
told any lies in the last five minutes.

2. To tell whether the fast thing the
subject said was a lie.

May alsc
great the

y give an indication of how
s. Il caster is not touching
range as for a

caleulate

: Sense Emotion

AND EMPATHY

Item
Crown. helmet, or other headgear

ey cast to create: S00.

Dream Viewing
Regular; Resisted by Will
View a subjects dreams; thex

appear on

choice (st

ny smooth surface of vour

1 as a basin of ws

=m facet, eic). Use
ince and Mind-Reading
4-and p. 46, respectively). If the
and subject don’t know each

Cost: 2 in
Prer Sleep
Item
Miror: Entergy cost {o ereate: 300

Dream Sending
Regular; Resisted by Will

IV]IL' caster uses Llll\ \[\'ﬂ o \L‘Hd a
dream vision to the subject, who must
be asleep at the time of the casting
The message is seen in dream-symbaols
by the subject, who must roll vs. 10-5 o1
a skill such as Fortune-Telling (Dream
Interpretation) (p. B196) to interpret it
corvectly. The margin of success of the
roll indicates how well the message is
understood. Use of the Dreaming skill
by the subject could distort or obliter-
ate the message (GM's discretion)

The caster tells the GM the exact
meaning (it is a
length of the message to as many
words as the caster has skill with the
spell). The GM, in trn, tells the sub-
ject what he understood (roll in secret,
as a critical failure will lead to com-
plete misunderstanding!). Use the
long-distance and  Mind-Reading
maodifiers (p. 14 and p. 40). I the cast-
er and subject don't know each other
there is a further -2 penalty. This is
also a Mind Control spell

ok idea to limit the

Deeration: 1 howr
Cost: 3. One try per night. Cannot
be maintained

Tin | minute

o casi
Prerequisite: Dream Viewing o
Sleep,
Item

Wand or staff, Enengy cos? to creale:

400

SPELLS




Dream Projection

Regular
Using this spell, the caster projects
his presence into the subject’s dreams
to converse with him. Roll a Quick
Contest of the spell’s skill vs. the sub
ject’s Will every minute; once the sub-
ject wins, the spell is broken and no
further contact is possible that night.
Use the long-distance and Mind
Reading modifiers (p. 14 and p. 46). If
the caster and subject don't know each
other, there is a further -2 penalty. The
subject may use his Dreaming skill
(see p. B188) to help the process; roll
every minuie to \-ki_;! the contest. This
is also a Mind Control spell.

Each minute
of two sentences
rand one from the

Duration: 1 minute
allows the exchan,
(one from the casf

subject)
Cost: 3 to cast. 3 to maintain, One
try per night
Time 1o cast: 1| minute.
Prerequisire: Dream Sending

Item
Headgear. Usable only by mages.
Energy 800,

casi 1o creale

Hide Thoughts
Regular
Resists all Mind-Reading and
Tho Conirol attempis on the sub-
ject. The "attacking” ability must win a
Quick Contest against this spell in
order to affect the subject. If the
attacking  ability  pierces Hide
Thoughts, the subject still gets his nor-

mal resistance roll (r

Il separately)

This spell does not aftect previously

established mental control

Dur

C

Prereg
Ematior
Item

Crown, helmet, or other headgear
Energy cost to create: 1,000

Lend Language
Regular

mamiam
3 seconds.

Preregu Beast Spe

or three Co ication and
Empathy spells
Borrow Language

Regular

Caster gains a language at the sub-
ject’s comprehension level or Accented
- whichever is less. The subject must
know the language in question

Gift of Tongues (VH)
Regular
Give speech and understanding of
any language (sapient creatures only)
Cannot provide speech or hearing to
ane who lacks these abilities

| minute

Broken compr

Item

Headgear or jewelny. Only affects
the wearer, and only for certain lan-
suages. Energy cost to create: 300 per
language included (must be known to

Creator).

Gift of Letters (VH)

Regular
Give literacy in any language (sapi-
ent creatures only).
I e
or Broken ¢ hension

o
1

Native comg 15i0n
maintam

Prere

300 per
must be known (o

t o cF

Mind-Reading
Regular; Resisted by wij|

Read a subjects mind. Works on
any living being. but is most i on
sapient creatures. Detects only surf
thoughts (what the subject is think ’
at that moment). This spell will w:
work on sleeping or unconscinus sube
jects. The subject is not aware
mind is being read, except in the
of & critical failure

his

e

10 seconds
Truthsaver or Borro

Lanpuage

Item
Crown, helmet, or other headges
Usable only by mages. Energy cost

1,000.

creaie.

Mind-Search (VH)

Regular; Resisted by Will
Searc] subjects mind to find
deep thoughts and knowleds:
things the subject is not thinking
about at the moment, In effect, the
caster may ask one simple guestion
{answered by no more than 10 words)
per minute, and get the most truthful
swer the subject can give, The sub-
ject is not aware of the infrusin
except in case of a critical failure
Language is no barrier for tis
spell and the subject may even be
asleep. Subjects of different races may
be h to mind-search, af the GMS

discretion.

spell cannot recover it

Duirarion: 1 minute
6 to cast. 3 to mainfain

Prereg & Mind-Reading

Item
Cap, crown, helmet, of other hs-vi'
gear. Usable only by mags Enerss

cost fo create: 1,500




Mind-Sending
Regular

Send vour thoughts 10 & subject in
3 OHE-WAY CONMILNICALIN Trans-
mission proceeds at oaly talking
speedl. though the caster may also
wend simple pictures {the time
;ﬂ"m is equal to the time o would
ke the subject to copy the picture on

or parchment).

When figuring the distance penal-
tx use the long-disance modifiers
{p. 14} If caster and subject don'
kpow each other there is an
additional -4 penalty

Durasioes: 1 minute
casl. 4 (o maint
4 seo 'T‘.'—L

ez Mind-Reading

atn.

Cap. crown, helmet, or other head-
gear. Usable only by mages. Energy
cost o create: 1,500,

Telepathy (VH)
Regular

Full two-way communication, like
Mind-Reading and Mind-Sending
combined. The subject must be will-
inz. Bath caster and subject know the
whole of each others’ thoughts a
what the other is experiencing: they
communicate at the speed of thought.
Other people can “enter the link™ - a
new casting of the spell (by anyone
mvolved) is required for each new per-
son to enter. To eavesdrop on an exist-
ing telepathic link without being
noticed, there is a -4 skill penalty:

If caster and subject know each
other and the subject expects the
“call” there is no distance penalty,
Otherwise, assess penalties as for
Mind-Sending. The spell cannot
work across  time,  dimensions,
interplanetary space, etc.

Duration: | minute.

Cost: 4 1o cast. 4 10 maintain, for a
2-way link Same cost for each
additional persan added.

Tome (o cast: 4 seconds

Prerequisite: Mind-Sending.

Item

Cap, crown, helmet, or other head-
gear Usable only by mages. Emery
an (o create: 2,000,

Retrogression
Regular; Resisted by Will
Causes a subject o re-experience
an event from his past life (or lives!)
This can be a torment or as a boon
Different kinds of memories have

different effects. A tervifvi
requires a Fright Check at
the memory of one’s viok eath, for
example (in a campaisn where
Reswrection is possible), requires a
Fright Check at -5. The memory of a
wound or illness requires a HT-3 roll
failure inflicts one point of damage. A
memory of slavery or degradation
reduces Will by 1 for 3d hours unless a
Will-3 roll is made. A memory of per-
sonal wiumph and power increases
Will by 1 for 3d hours if an 10 roll is
made. The GM judges the effects of
any other tvpe of memory.

The caster only specifies the rype of
event to be relived; he cannot use this
spell to “rummage” through the
memories of the subject.

Unless stunned, the subject must
roll his Body Sense to act on the turn
following a Retrogression.

OT more;

Duration: The mem
second to relive (altho

like more to the subje

Lend Skill
Regular
Subject gains a skill at (conmrolling
atiribute}+4 or increases his existing
skill by 4 levels - whichever is more
Subject’s skill cannot become higher
than caster’s skill. Caster must know
the skill in question (¢ither norm
or by Borrow Skill. below). Does
work on lanm

es or spells

ag

Borrow Skill
Regular
The caster gains a skill at (control-
ling attribute)+4 or increases his exist-
ing skill by 4 levels - whichever is
more. Caster's skill cannot become
higher than subject’s skill. Subject
must be willing, and know the skill in
question. Will not work on languages
or spells.

Duration: | minute.

Cosr: 4 1o cast. 3 to maintain
i
Prereguisites: Lend Skill

to casi: 3 seconds

Whoso regardeth dreams is like him that
catcheth at a shadow, and followeth after the

wind.

Cost: 5. Cannot be maintained. One
try per day

Time 10 cast: 10 seconds.
Prerequisites: Mind-Search and
Mind-Sending.
Item

{a) Headgear. Every time it is put
on, the wearer relives his worst or best
memory (creator's decision, but GM's
judement as to which memory that
turns out to.be). Energy cost o create:
350, (b} Staff, wand, or jewelry. Usable
only by mages. Energy cosl (o create:
400,

_ Ecclesiasticus 34:2

Compel Truth

Information; Resisted by Will

The subject becomes unable to lie,
though he may keep silent or tell par-
tial truths (this must be roleplayed).
The spell does not force him to volun-
teer information; he merely cannet
say anything he believes to be untrue.

Duration: 5 minutes.

Cost: 4 to cast. 2 1o maintain,

Prerequisites; Magery 2 and
Truthsayer.

Item
Torc or heavy necklace; the wearer
cannot lie. Energy cost lo creale: 600.




(‘{H!l[‘:‘f Lie
Regular; Resisted by Will

5

Communication (VH)

Regular

. el 2 2 = >
Insignificance ssume serson sty y
Regular; Special Resistance : e : ;
Lauses a wines with whon X B
s social < - ol e
e | him O h vy ~ x} <
» ¥ § 5 % \n k
3 H = s o < "D X g
k
$ ce s not 2 :
5 s
s e
5 5
pers

Item
al) \ (519 oW \
Alwavs an: the wearer 1S ignore ‘
¢ 00, (b) Wand o
dudl: usable only by mages. |
150
Presence This communiva %, NN

Regular; Special Resistance ltem

Il beines w whoan b 1) Cloak, jews
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Pemgiisie: Wizand Eve. Fur
Voices, and Ssmpie Mo

L bowl miror o orvssal
fall Usbie ooly by masges. Enery
ot 80 creare SO0,

Message
Regular; Resisted by spells that
block sound
As listed under Sowd Spells. p. 174.

Machine Speech/TL

As listed under Technalozical :‘:,'m-
p. 176

Soul Rider
Regular; Resisted by Will

The caster can see throush t the sub-

jects eves, hear through his ears, eic
n'henc\'.'r h& concenlrates. 'Thf casler
also remains aware of his own bodv
and mav act normallv). The casier
£xerts no control whatsoever over th
subject, and does not know 1t
jects thoughts. The subject must
sapient (10 6 or better). Skill is
the subject is of a different rac
subject is totally alien, 4 or m

£ | minute.

Time 10 cust: 3 seconds.
Prevequicite: Mind-Reading.

Item
A pair of identical pieces of jewelry
= one gold, one silver. The gold one
must be worn by the caster; the silver
one by the subject, The spell can then
€351 al any time, regardless of dis-
fance l'sah[e only by mages. If a
i8 included in the item, it
isin lbc gold one. If either item is bro-
ken, the other loses its enchantment
Cost o creare: 1,000 energy (for the
Pair), and a $100 opal for each piece.

Control Person

; Resisted by Will

Use all the victim’s sense< and con-
ol all the victim's physical actions
Gaster has no access 1o the sub-
Fﬂ@m skills, spells, etc.). The
reting his memony and wits
 aware of what is happening -

0ol of the caster's identiry. The

Gster can ondy “znimate = body a1
& ime, and mrist concemrate 1o con.
ol the sublects body. When
centrates, hic own body

when he stops conce
¥t regains o
The caster

bodies freely u

Possession (VH)
Rer'ula.r Res;sled by \\ 11]
Like Con
vicuam 1s

Item
Cap, crown

gear. Usable o

Cost 10 create:

Dispel Possession
Regular; Resisted by spell on
subject
Ends any Soul Rider, Control, o1
Possession spell (or their animal
equivalents) affecting the subject

Cost; 10

10 seconds.
Ri-ﬂ

holv™ religious

Posses-

sion, or (GMS5 «

.p[‘utﬂ.
status
Item
Staff or wand. Usable only by

mages. The item must touch the

possessed  subsect Ener

crenie 300

Permanent Possession
(VH)

Remla.r sttsted by “1[[

\"Z"

has been ca:

Possession

tages and disadva
body; 10, m

skills and spells 20 with

Note: Exchange Bodies may rest
in the caster increasing his point
value. The GM mav wish to charge the
old wizard for the difference in char-
acter point value. See Mind Transfer
(p. B296) for more on this. To help
keep body-hopping wizards under
control, the GM may wish to require
some rare spell materials for this spell
(p. 81

1o Permanent

-1 hour
Permanent

Prereguisites Posses-

sion and Soul Jar.

COMMUNICATION AND EMPATHY SPELLS



CHAPTER SEVEN

ARTH SPELLS

Bavard

skipped  back i

0 the
sian. Lady Ann turmied her
to the g Msize
SO | ideas al

pkary

These spells deal with

traditional magical “elemmer

of carth. Except as ne

none of these spells
tal, More spells |
attecting metal appear und
Technological Spells (p. 182

The Colleg
for dabblers. Very few spells
are available to wizards wha
have not mastered all the
basic spells of the colles i

stone oF i

of Earth is noi

lew spells of any kind an
accessible 10 nonmages.

Seek Earth
Information

Tells the caster the

poroximale disio

tion and
ol the nearest significan
amount of any one 1ype ol
earth, metal, or stone. Use the
long-distance mexlifiers
(p. 14), Any known sources of
that material nuay beexcludal

il the caster specitic |y men

she called 1o her cou
Reclining on o couch inside
Bavard sighed  heavily, handed his

k1o o fncedess servitor, and glided

aver 1o join her on the balcony

"Ann, dacling, 'm sure that what
ever youre doing 18 g credit to the
Goulding name, but 1'd really rather

Be uselul lor i

il there: \
Bovard sl At the moment
I'm not sure whil vou can do
though: I gets any higher youll e

| the path to the
creek. What did vou do with the pond

slocking the view «

that used o be on the left thepe?

I didn’t like it there in the shade
Here, let me try something,”

Her Hogers Hicked carelully and
previsely, and o depression formed in
the L in dront ol the hillock, As they
witlched, water turmed the depression

it small pond, sparkling in the

PRGN S
Oh, that s nice, 1t balances well

and now vou dont need (o rakse that

monindd, Brlliant as

Thank vou, Bayard. You can go

back 1o whatever (t was now

tions them before begimmning

T to cisl: 10 seconds

Item I

A forked stick with an ounce of (%
desived earthistone/metal set i 1he ”5:
coch stick will find only that ane b
carth, Cowy fo enie; S0 energy i

ol ‘.
o ol the maleis

cash 1o buy an onne

solght

Shape Earth -

¢ UM
Move carth about and shap

o (e
any form, 1 the fm s "*'N‘lm
hill), it will permanently 3




 An unstable form (¢.¢., a col-

or wall) lasts only while the spell

::mﬂ — no special concentration

required - and then collapses. An

::dlf‘ﬁ-‘““" roll may be required to
a Q:nhk form.

Earth moved with this spell travels
atonly Move 2: stone travels a1 Move
{_ It can harm nio one excepl by fAow-
jng over an immob!le petson and
purving him. 1f earth is moved onto a
person to bury him —or from beneath
him, to create 3 hole — he may move
pormally on his nest twrm, to escape.
He is trapped only if he fails to do so.

Anvone buried in loose earth: by
this spell may try to claw his way out.
One roll, at ST4, is allowed per sec-
and. GMs may make this roll harder if
the victim is buried undermore than 2

cubic vards of earth! The victim can
hold his breath (see Holding Your
Breath, p. B351), but he eventually
risks suffocation (see Suffocation,
p. B436). A victim buried in stone may
hald his breath, but unless he has
some means of digeging through solid
stone, escape is unlikelv.

Duration: | minte.

Cost: 1 per cubic yard of earth
shaped (minimum 2). Half that to
maintain (round up). Double cost to
shape stone sextuple cost to shape cut
or worked stone; like 2 wall. Its not
casy 1o make your own door inte the
castle.

Prerequuisite; Seck Earth,

Item

Staff, wand, piece of jewelry, or dig-
ging tool, Fnergy cost to create; 200
(500 for an item that will shape stone).

Seek Pass

Information

Tells the caster the direction and
approximate distance of the nearest
pass through a mountain range. Use
the long-distance modifiers p. 14).

Cosi: 3

Time to cast: 10 seconds.

Prerdquisite: Seek Earth,

Earth Vision
Regular
See Ihr_r)ugh_ the earth — 10 find
&aves, bodies of ore, buried treasure,
entombed victims, etc. Eanh and

uncut stone (up to S0 yards deep) are
transparent to the subject. wherever
he looks. Metal is not transparent: nei-
ther are cut stone, bricks, etc. Thus,
this spell won't let vou look through
castle walls i
This is also a Knowledee spell.
Duranion: 30 seconds,
Cost: 2 per 10 yards of depth to
1. Same cost to maintain.
Prerequisite; Shape Earth.

Item
Any. Energy cost 1o create: 400.

Earth to Stone
Regular

Turns an item of earth or clay into
hard stone (but not gemstone), or
turns an item of stone into a simple
metal like bronze or iron. For double
energy cost, turns an item of earth or
clay into metal.

Duration: Permanent.

Cost: 3 per cubic yard (minimum
3}

Prereguisites: Magery 1 and Shape
Earth

Item
Staff, wand, or jewelry. Energy cost
to create: 300.

Create Earth
Regular
Create good, solid earth where
none existed before. This earth must
be created in contact with the ground
- not hanging in the air or floating in
the sea!

w1 Permanent

Cost: 2 per cubic vard to create
earth from nothingness (minimum 2);
1 per cubic vard to selidify mud into
good earth (minimum 1).

Prereguisite: Earth to Stone.

D

Item
Staffl or wand. Energy cost to oredte:
500,

Earth to Air
Regular

As listed under Air Spells p.

Flesh to Stone
Regular; Resisted by HT
“Petrifies” a living subject (and all
his gear!), turning him to stone. Must
affect the enrire subject.
Duration:  Permanent unless
reversed by Stone to Flesh
Cost: 10. For double cost, a subject
may be timed into a metallic statue
Tirnee to cast: 2 seconds,
Prerequusite: Earth to Stone.

Item

Staff or wand. Usable only by
mages. Energy cost to create: 1,000
The item must touch the victim for the
spell to work.

Stone to Earth
Regular
Turmns any kind of stone (including
gemstone) into simple earth, Must be
cast on a wholestone or block, rather
thin a part of it. This spell also trans-
muies metal into stone, or transmules
metal into earth for double cost.

Duration: Permanent,

Cost: 6 per cubic yard (minimum
)

Prereguisites: Earth to Stone or any
four Earth spells.

Item
Staff, wand, or jewelry. Energy cost
to create: 400,

Predict Earth Movement
Information
Accurately predicts any landslides
earthquakes, or volcanic activity likelv
to occur within a given area over a
given period. It gives approximate
information regarding the nature,
location, and severity of the impend-
ing disaster: This spell cannot forecast
magically created earthquakes or
volcanoes.

Cost: 2 times the length of the fore
cast in days. Double the cost lor a
place outside the local area (beyond
the horizon). Quadruple the cost for a
place on another continent.

Time to cast: 5 seconds per day of
forecast

Prerequiisite: Four Earth spells.




Sand Jet
Regular

Shoot a thin jet of sand particles
from one hand. Each turn, the caster
rolls versus DX-4 or Innate Attack skill
to hit. This attack may be dodged or
blocked, but not parried. If the spell
strikes, il causes no injury, but tem-
porarily blinds the target unless he
makes a HT roll

If he fails the HT roll, he is blinded
(see Visibility, p. B394) for one secand
per energy point put into the spell.
After the target can see again, blurry
vision gives him a -3 penalty to all
combat skills for a fiurther 1d seconds.
On a eritically failed HT roll, the target
blinded for 1d seconds per point put
he spell. On a successful HT roll,
ictim closes his eves for the dura-
the spell, and is thus unable 1o
¢ for one second. On a critical
success, the victim is unaffected

haration: | second

Item

w. Enerey c(

Mud Jet

Regular
d from one
i ach tum, the caster rolls ver
sus DX or Innate Attack skill 1o hit

ar bloc

Shoot a thin jet of m

This attack may be dod

It does knock

(see
iless he makes a
the HT roll t

e £acn
he spell s him for

point in t

nd

1 Can s

2 3

him

Duirationt: | second

C 1t 3, Does 1d of knockback
tor every point used. Ran equal ta
the number of dice. Cost to maintain

Water Jet and Create

Earth.

Item

Staff or wand. Usable only by
mages. The jet issues from the item’s
lip. Energy eost to create; 600,

Stone Missile

Missile

Create a ball of stone and fire it

from one hand, injuring anything it

hits. This spell has 12D 40, Max 80,
Acc 2

missile is fired

1. Usable onky

Walk Through Earth

Regular
earth as if it were air.
With this spell, the subject could walk
thro Il of a dungeon

Pass throus

h the stone
1e earthen wall of a hut. This spell
10l 'l;'lt'\'i a P&#‘JEUC S0 [i?ﬂ'. lﬂhL‘l‘-
Wlow. It alse doesn't reveal what
f the caster also
will automati-
¢ breathing air during his
cost. Otherwise

Id the spell end before the sub-
regains the open air; he is buried in
or stone, as the case may be, He
is not automatically harmed, but will
suffocate (see Suffocarion, p. B436) il
he cannot escape

Lharation: 10 seconds.
3 1o maintain
n ine
Fre spedls,
Item
Gray cloak or silver jewelry; only
affects the wearer Energy cost fo

reate: 1,200,

Earth to Water

Turns eanh (o mud (or Veater)
Various uses of this spell include bog.
ging down enemies or pursuers, mak.
mud packs 1o treat insect Stingy
softening earth to use for o
dummies or decoys, etc.

This is also a Water spel]

clay

Duration: Permzment
Cost: | per cubic vard af sl
mto mud. Double to turm o

Item

Staff, wand, or jewelry. Usable anly
by mages; the item must touch the
subject. Energy cost to create: 500,

Partial Petrifaction
(VH)
Melee; Resisted by Hi
Turns part of a lr'.‘mg subject i
stone, usually leaving him immobil
but still able to talk or be tortured. The
caster must touch the subject The
body parts changed are at the discre
tion of the caster; the spell can petnfy
anything from a single finger to the
entire bodv from the neck down, but
the head can never be affected. The
subject’s metabolism is magically
altered to survive the experience, but
he understandably finds the experi-
ence intensely uncomfortable, what-
ever else is done to him.
etrified body parts are immobie.
numb, and have DR 10. Victims of this
spell suffer a DX penalty on any phye
ical action thev attempt: -| or mae
depending on details of the casT
and the action
Clothes, jewelry, etc, may be
“caught up” in the speil and included
in the petrifaction, but magsc items o
anvthing carried in the hand or 3
backpack remain unchang
Eir::}rr Stone to Flesh OFW
Curse is required 1o negate this
wntil reg

1 Permanent {

12, [t costs mare D pesriY
st s if i we A
Regular spell (ie.. 24 cncrgy e
+1, 36 encrey for SM +2 e}

Time &

cast: 3




Prereuivies Magery 2 and Flesh

1o Stone

ws'mm'r' wand. or jewelry Usable only
g the item must touch the

’:‘Ib"m‘:*‘,‘f,',,.,p-.u..( o create: 1,300
Rain of Stones
Area

Stanes rain hom the skyv onto the
Jrea, causing 1d-1 \,‘J\.I.‘-Illll:‘: damage
pet second to all within it. € haracters
satures under the min of stones
an their own turns; if less

and €
take damag
+an entire second is spent in the

halved

th
cled aren, damage 1s
ind down)

The spell can only be cast outdoors

Armor protects in the usual fashion. A
chield with a DB of 2 or better can be
held overhead o block the stones, but
it may take damage (p. B484). This
pequires two hands and a Ready
action, and succeeds automatically in
the character once the
shield is readied upward, but this
wnreidies the shield from its norma

profectn

protective functions!
Inanimate objects, such as build
ings. protect with their DR.

0 cast (minimam 2

maintain. Fo

2 per second!
Prevequisites: Magery 2 and Create
Earth
ltem
Statf. Usable only by ma
ust o create; 500
Entombment

Regular; Resisted by HT

The carth instantly swallows the
subject, He remains in Suspended
Animation (as per p. 94), in a tiny
spherical chamber 50 feet under
ground, until rescued by tunneling or
the reverse of this spell, A mage who
casty Entombment on Jiimsell may
Cect (o stay awake, but this is unwise

tnless hie hus some means of breathing
while entombed!

d Permanent unless

eversed by this spell

Gast: 10 (biat only & to ey

entombment)

Earth pells

Item

Wand or stafl - must be colored jet
black, Usable only by mages. Energy
1,200, The iftem musl
touch the victim for the spell to work

COst o create

Essential Earth
Regular
Creates the magical essence ol
Earth
as fertile: plants germinate three times
faster and grow three times taller or
bigg In addition, i
Essential Earth is trunsformed into
stone via the Earth 1o Stone spell, it
will be three times as strong (DR and
HP); columns or blocks cut from such

Essential Earth is three times

er than normal

stone would support three times as
This Essential Stone is
similar 1o the legendary
adamg discussed in me
GURPS Fantasy

much weight

material
e detail in

into metal via Earth te

I Essential Earth is transformed
Stone, that
Essential Metal will also have triple

the strength (HP, DR, and carrving

capacity) of normal metal; this is siny

ilar to the legendary alloy orichaleum,

discussed in more detail in GURPS

Fantasy

Duration: Permanent

cast: 30 seconds.

guuisites: Six Earth spells

Item
Staff. Usable only by mages. Energ
500

Cast 1

At
0 credl

Stone to Flesh
Regular

Flesh to

Reverses the effects of
Stone and brings the victim back to
life (stunned), Cannot be used o

animalte a statue thal was never »Iil\t'

Duratre ‘crmanent

Cost: 10. Double cost to restore a
person turned i«

Tinr

Prerequisite 2, Flesh to

Stone, and Stone to Earth.



Item

Staff or wand. Usable only by
mages. Energy cost (o create: 1,000,
The item must touch the victim for the
spell to work,

Body of Stone (VH)
Regular; Resisted by HT
Subject becomes an  animated
stone statue; he temporarily acquires
the Body of Stone meta-trait
(p. B262). Clothes also become stone,
but carried equipment does not.

I 'manute

3 (o mainiain,
3 \.Ul'ﬂl\i"

¢ Stone o Flesh

Item
Staff, wand, or jewelry. Only affects
500.

the wearer. Energy cost 1o create:

Steelwraith
Regular; Resisted by HT
Renders the subject intangible to
the touch of metal
through him, he cannot hold metal
L\C\\lil Lo wedr Hi\‘;.\l Armor f\L' [‘-!\‘11“!

Swords pass

through bars and metal floors

)]
Ca
e o east; 2 seconds

v 2 and Walk

ation: 1 mintite

7 ta cast. 4 1o maintain

Preveguinsites; Mog
Through th

Item

{a) Wand, staff, or jewelry. Usable
onlv by mages, Energy cost (o creaie
1,200, (b) A metallic weapon may be
enchanted 1o counter the spell (so that

it may be wielded by or against a
Sieelwraithed being), Energy cost 1o

create: 250 per pound of weight (mini-
mum 1 pound).

Purify Earth
Area

Removes foreign objects, poisons,
and harmful elements from spil, ren-
dering it fit to support growing plants.
This spell also remedies any deficien-
vies in the soils composition. Small
foreign ohiects (coins, nails) under-
ground are destroyed; medium ones
[swords, artillery shells, chests, stat-
vettes) "float” to the surface. L:
objects (coffins, walls, large stawes)
will cause the spell to fail, but the cast-
er gets a general idea of the reason

This is also a Plant spell

e

Duration: Permanent
Base cost: 2. Double cost in poor
as rocky flats or sandy desert
Tine to cast: 30 seconds.

F {is Create Earth and

Plant Growth

[tem

Staff, Energy cost 1o ereate: 400,

Sandstorm
Area
As listed under Air Spells, p. 27

Earthquake
Area
Shakes the affected area. The cast-
er probably won'l want the area to
include him. Divide the actual dis-
tance from caster to edge of affected
area by 20 before figuring the skill
penalty
The spell must be cast over 4 fairly
large @rea to be useful. Shaking one
corner of a building will upset the

occupants, but won't wreck the build
ing. Cost depends on strength of he
quake:

Timy: Just a demonstration - 4
ight swaying. Pay base cost.

Mild: Slight damage 1o buildings
Multiply base cost by 2. DX pll
required, every second, for those in
aflected area to keep their feet,

Sen Stone walls crack; tower
may fall. Multiply base cost by 4, DX
3 roll required, everv second, for thase
in affected area to keep their feet,

Duration: One minute
Buse cost: 2 1o casl. Same cusl i
maimtan
Tin
Prerequisites: Magery 2 and alfenst
Is, including

30 seconds.

six Earth

\ision

Volcano
Regular

Causes vapor and lwa (o spew
from a chosen spot of ground. This&
nat a quick spell, but it is very sefious
The valcano starts out small - a sma
hole spitting stones and vapars - and
increase its diameter by 4 coupled!

vards per day. This spell can also u'ﬁ:
tivate a dormant volcane. When
+ the volcan

spell is allowed fo lapse, (he ¥ o
ceases 1o grow and will soon die (4 s
o st
merly dormant volcano may
active at the GM's discretion)

Prradton: One day o
Cast: 15 to cast. 1010 majnsai
Time io cast; Qne |ml|l'ﬂlIU”h"

clfects  are  visible L“:‘:j‘l\.h
concentrution for-8 hours: @l ©

i

necessary to kewp the veliane i
Proveipuisites. Earthquake

lesst six Fing sprefls.




form vast amaouarnts of ter
overa karpe enough anc
a3 Oty IO 2 lake or sea

: Deathtouct ¢ holdert (a2 Summon Earth
e ; esces could slso st Dispdd Megicor  Elermental, Control

1 or d e amest 2= Earth Elemental
rms 1 . : Create Earth E

Small !E“.arth Elhemgntal !

Move Terrain (VH)
Area: Special Resistance

EARTH SPELLS



Hawthorne reverently picked the
last needle out of a shallow dish of
salamander oil. He passed it a few
times over the onyx, the opal, and the
bar of platinum, spoke a few palate-
twisting words, and carefully dipped
the tip into the special ink he’d import-
ed from across the Bight. Then, slow-
ly, he inserted the needle into the skin
of his client’s chest. He released the
needle; it stayed in place. He spoke the
final word of the incantation, and the
needle flashed blue for a moment. The
client grimaced.

“We're done,” Hawthorne said as
he retrieved the needles and stepped
back to take a final look at the intri-
cate pattern he'd traced out across the
client’s body over the better part of a
year. “Your amulet is finished, and will
protect you indefinitely, as long as the
pattern remains intact.

“Thank you again for the opportu-
nity to work on this. My partner and I
have been mostly making Power-
stones since we set up shop, and to
work on a project like this is . . . well,
really quite wonderful.

“If it’s not an intrusion, though . . .
why did you choose to have this
amulet done this way?”

The client grinned wolfishly,
pulling on a shirt to cover the
elaborate tattoo.

“I'm off to see an old acquaintance
who's very particular about people
carrying magic items in his house.
And, well . . . blast me with lightning
once, shame on you. Blast me with
lightning twice, shame on me.”

These spells allow mages to make
and unmake permanently magical
items. They can only be cast with cer-
emonial magic (p. 12). A PC may only
learn these spells with the GM’s per-
mission; nearly all of them are only
available to quite advanced mages.

CHAPTER EIGHT

ENCHANTMENT

Enchant (VH)

Enchantment
A prerequisite for all other
Enchantment spells except Scroll. To
enchant an item, the caster must also
know this spell. The caster rolls
against the lower of his skill with this
spell and the specific spell he wishes to
place on the item. If he has assistants,
they must have skill 15 or higher with
both spells, but the roll is based on the
caster’s skill.

Duration: Magic items
permanent until destroyed.

Cost and Time: See Enchanting
(p. 16).

Prerequisites: Magery 2 and at least
one spell from each of 10 other col-
leges.

are

Temporary
Enchantment
Enchantment
This lets the enchanter create

magic items that only function a few
times before losing their enchantment,

at a substantial savings in energy cos
(and therefore time).

An item can be temporar:
enchanted at an energy cost of 13
the normal cost for an item of tha
type per use. An item with only a sir
gle use can be created for 15% of the
normal energy, two uses would cos
30%, four would cost 60% (very cos:
ineffective under most circumstances
and the cost for an item limited to 7 e
more uses actually exceeds the cost o
a permanent item.

The temporarily enchanted item
acts, in all respects, as a normal itern
of that type until all of its uses are con-
sumed. Once all the uses of the tem-
porary item are gone, the item is
longer magical.

The Temporary Enchantment spel!
is used in place of the Enchant spell. A
single item may not be enchanted with
both temporary and permanent spells
simultaneously.

Temporary Enchantment can onls
be used to give items a one-time abili-
ty to cast a certain spell - not to cast
the spell on the object. For example, a

56
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mage couldn’t make a one-shot set of
invisible armor - it would never wear
off. He could give the armor the abili-
tv to-cast the Invisihility spell on itself
at normal-energy and duration costs.

Temporary Enchantment cannot
be used in conjunction u.ilh any

Enchantment col
college spells except the |l|ﬂm\|nu
Hex, Limit, Link, Name, Power, and
Speed.  Temporary Enchantment
absolutely cannot be used to further
reduce the cost of enchantments that
already have limited uses (e.g., Skull-
Spirit).

Puration: Until all of the items
pses have been expended

Cost -aid thne: “See Enchanting,
p. 16

Prepequisite; Enchant.

Seroll
Enchantment

Write a magical scroll charged with
a spell from one of the other colleges.
1f a mage who understands the scroll’s
language at Accented comprehension
or better reads it aloud, the scroll casts
its spell, after which its power dissi-
pates and the writing on the scroll
vanishes. Reading a scroll requires
twice the normal casting time for the
spell; the mage reading the scroll pays
the normal energy cost. No skill roll is
required when the spell is read unless
it is Resisted. In that case, roll using
the skill level of the mage who wrote
the scroll.

Pronunciation is important when
reading a scroll aloud! If the n
reading the scroll has Accented spoken
comprehension of the scrolls lan-
guage, the scroll casts its spell at a -1
penalty; if he has Broken spoken cc
prehension, the scroll casts at -3, 11 he
has None, he cannot articulate the
words properly and cannot cast the
spell

A serofl can be read silently, to see
what il says. Any mage who under-
stands the language will know what
spell it is supposed to be, This does not
cast the spell!

Spells may be written on any mate-
rial, but parchment is traditional
Damage 1o a scroll does not affect its
power as long as the scroll is legible

Time to cast: The number of days

needed 1o write a scroll is equal to the

energy cost required o cast the spell
originally (base cost for area spells),
nol counting anv bonuses for skill.
Multiply this by $33 (or the settings
usual per-point enchantment rate; see
pp. 21-22) to get the normal market
value of the scroll.

Exaimple: The Rear Vision spell
nosmally costs 3 energy 1o cast. A Rear
Vision scroll would take 3 hill days 1o
write, and would normally cost $100.
At the end of the writing time, the GM
rolls against the writers skill with
Scroll or the spell being written —
A suecessful mwll

whichever is lower:
means the spell is good A failure
means the scroll will not work. A cnt-
ical failure means it will cast a flawed
spell!

Druration: As long as the spell
would normially last, Thé mage who
reads the seroll can maintain the spell
if it could normally be maintained

Prevequisites: Magery 1 and must
have at least Accented written compre-
e the scroll is to
be written in. A mage may nol Wrile a
scroll for a spell he'does not know:

hension in the lang

Hex
Enchantment

Makes the item impossible 1o put
downitake offiget out offetc. In itsell,
this effect is merely inconvenient, and
can even be useful - for 1
will never drop a hexed weape
hexed pair of glasses will never fall off.
However, if the hexed object has
another malign spell on it, it becomes
much more dangerous. The hex effect
is “always on.”

To escape from a hexed object, you
must remove or suppress the enchant-
ment, find someone to cast a Remove
Curse spell, or amputate the body part
involved, Attempls to break or cut off
the hexed item will fail (or result in
amputation). GMs should permit this
rule to have illogical results, if neces-
sary, (o keep the hexed object on the
victim. Hexes aren't logical!

A liex may be limited by a Link or
Password spell. For instance, a ring
could be made with a Hex, the Strike
Blind spell, and the password
“Gesundheit.” Anyone wearing the
ring would go blind - but should they
say the magic word, the ring would
fall off!

anda
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Energy cost (o create: 200.
Prerequisite: Enchant

Power
Enchantment

Makes a magic item partially or
completely “self-powered.” Each point
of Power reduces the energy cosl 10
cast or to maiuain any spell on the
item by one. Halve this bonus in a low-
mana area (round down); double it in
a high- or very-high-mana area. Power
has no effect on the energy cost of the
wser’s spells!

If Power reduces the cost to main-
tain a spell to zero, treat the item as
“always on” after the cost 1o cast 1s
paid = hut the wearer must stay awake
to maintain the spell. 1f Power reduces
the cost to cast to zero, the item is
“always on” for-all purposes, although
the owner may tum it off if he wishes

Enerey Cost: See table below,

Power Cost
1 paint 500
2 points 1,000
3 points 2,000
4 points 4,000

Double the cost for each additional
her level,

point, May be recast at a hig
as per Accuracy (p. 63)

sites: Enchant and Recover

Speed

Enchantment
Decreases the casting time of any
othe item
enchanted with Speed h point of
Speed cuts the casting time in half,
just as high skill does for a mage. If the
casting time is reduced below 1 sec-
ond, the item can be used to cast the
spell without concentration

enchantments on an

Energy Cost: See table below.

Speed Cost

| point 00
2 paints 1,000
3 points 2,000
4 points 4,000

Double the cost for each additional
point. May be recast at a higher level,
as per Accuracy (p. 63)

Prerequisites: Enchant and Haste




Remove Enchantment

Enchantment
Takes one enchantment spell off
the subject item. This does not affect
other enchantments on that same
item. Exeeption: A failed attempt to
remove a Limiting Enchantment
removes all enchantments from the
item.

Skill modifers: -3if the caster does
not know how to cast the enchant-
ment he is trving to remove
does not know exact
15. -3 for each other spell «

These are cumulative

-3 if he

Iy what that spell

n the item

whichever is more
Tinse Ic see Ench

Prerequisite: Enchant

Suspend Enchantment

Enchantment
As Remove Enchantment, but the
enchantment is merely suppressed. It
but reappears when
the Suspend Enchantment spell ends.
IF anyone attempts to studv or detect a
\ll»]‘\'ﬁl!i”tl enchantment, it resists the
information spell at -5

SEEms 1o vanis

Skill modifrers: -3 if the caster does
not know how
ment he is trying to suspend. -3 il he
does not know exactly what that spell
is. -3 for each ather spell on the item

These are cumulative

£

to cast the enchant

Duration: One hour

& 100 of the cost to
nanument . or
whichever is more. Half this
(0 Maintain.

Prerequit

: Enchant

Resist Enchantment
Enchantment

An item enchanted with this spell
resists attempts to enchant it further,
imposing a penalty on the enchant-
ment skill roll. Farther. this enchant-
ment itself resists any attempt to
remove or suspend i, imposing fvice
the regular penalty.

It is possible for the enchanter o
set Resist Enchantment 1o not resist
specific further enchantments, but the
enchanter himself must cast those

spells or be present for the entire
casting.

Enegrgy C able below
Penalty Cost

1 50
2 100
200
4 500
-5 1,000
Prereguisite: Any Limiting

Enchantment (see p. 68),

Lesser Wish (VH)

Enchantment

e more powerful

This spell, like
Wish spells (below), must be cast ona
ring, amulet, or jewel. The wearer of
that item mav then specify the result
of any one die roll made in his pres-
ence, just before that roll is made -
except a die roll involving magic. This
is not an "action,” It takes no time, and
may be done at any time. Once used, a
wish is lost

Only one roll or
affected by one wish; you could use a
sh on your attack roll or on the
. but not both. GMs should
to disallow any wish use that
they consider abusive or imbalancing

action can be

1

lee

180

quisite: Enchant

Talisiman
Enchantment

A talisman is an item that grants
the wearer
attacked by a specific spell or nonmag-
ical attack or affliction. The talisman’s
enchantment adds o the resistance
roll, atiribute check,
against its specific attack or affliction.
The talisman is always “on” while
worn by or in physical contact with its
owner; othenwise it is inactive. It lasts
until the thing it protects against hap-
pens; then it loses its enchantment,
Talismans may protect against disease,
arrows, curses, lightning, and other
calamities.

Although most talismans are ¢re:
ed using pieces of jewelry, any item
may be sp enchanted. It is even pos
ble to rateo a talisman onto its wear-
er! When creating a talisman aguinst a
spell, the enchanter uses the lower of

a one-time  boon when

or defense roll

ENCHANTMENT SPE

his skills with Talisman an! the :
being opposed. "
Each protection is a diffe

it spell

to be leamed separately aliving
also work against variants of the [
spelk: a talisman against F hall aley

works against Explosive Firehall
Alchemists can creqte magica)
objects called 1alismans (p, 220) they
are, however, not the same s th
items produced by this spell

Energy Cost: See table below

Protection Cost
1 point 15
2 points 45
3 points %
4 poinis 130
Prerequisites: Enchant and the spel

to be oppased by the talisman {if anyi

Amulet

Enchantment

An amulet is an item that grants
the wearer magic resistance againsta
specific spell. Amulets are often
enchanted with several Amulet spells
to cover a wide spectrum of effects
Although most amulets are pieces of
jewelry; any item may be so enchant:
ed. It is even possible to faiioo an
amiilet onto its wearer!

The enchanter uses the lower of his
skills with Amulet and the spell heing
opposed. Amulets also work against
variants of the base s;x‘”: an amulel
against Fireball also warks against
Explosive Fireball.

Alchemists can create magical
objects called amulets (p. 2201
although they have a similar funcoo.
they are nat the same as the ifems

produced by this spell

Evergy cost 1o cast: 50 per point of
magi¢ resistance (he amulet grasts
(maximum of 3)

Prerequisite:  The  approposie
Tulisman spell (that is. to leam the
Amuletspell ta proteet from Panici the
caster must know the Talismad <pel
for Panic).

Adjustable Clothing
Enchantment
Causes an item of clothing 1
adjust to-fit whoever wears it W ot /
limits. The adjustment oecurs 88 {8 2

wearer begins o pul it ok 2
|




enchamment won't be discovered if
sommeone picks up the item and imme-
dintely discards it as "obviously” the
umng size. When removed, the item
retuims to its original size, The change
in size does change weight as well, an
object that doubled in size would
incrense in weight cightfold

This enchantment is rare; few
enchanters need 10 make "any size fits
all” enchanted clothing. Tt is some-
times found in extremely expensive
theatrical costumes. It is also used
when the itemis intended to outlive its
and often commis-

original wearer,
sioned for intended heirlooms,

The cost 1©

ath shirt or

r-of pants

ase o dec
n by 10% is 50.
varies widely de muc[m g on size, male
Is, und adapability; round fractions

& N every
This cost

For gloves, boots, shoes, a belt, a
hat, or similar small items, halve the
cost. For semething ring
sized, use one-third cost. For overalls

or earing

or a full-length gown, double cost, For
a pressure suil or other item that liter
ally covers the whole body, triple the

cost
An item with a few incidental

metal parts (zippers,

el

buttons

its as “cloth,” as does thin le
L zather thick enough to have DR
hiles cost. Scale armor, chainmail
similar items triple the cost. Pl

armor and other solid metal clothing

nultiply cost by five. For exception:
(@ veil or lingeric

adjust
e cost. If it can
. triple cost. If it
> 1o 15 size; o

Il the it
. dou
double in

cGan

grow (o e

times size, quadruple cost
Prevequiisites: Enchant and Reshape

Golem (VH)

Enchantment

Create and animate a permanent
servant or warrior. Golems make
-:\\:L‘"t'lu ‘.\al‘rinr\-‘, they NEver grow
tired, and are immune to stunning,
pain; and the like. Likewise, there is
o known spell o "steal” a golem from
s maker. The spell is permanent; the
zolen is “always on." A golem follows
verbal orders from its maker; the
faker may instruct it to obey others.

Clay Golem

Clay is the default material [orgolems it is easily molded, both phys-
allv: Golem ench

often go on to work with

ically and super

Clay Golem

[5]; Unag

Stign

[10).

more difficult materials — stone, plastic, flesh = but if a golem is needed
in a hurry, most enchanters return to clay.

Artribute Modifters: ST+5 [S0} DX+ 1 [20]; 1Q-2 [40]; HT+4 [40].
Advantages: Doesn't Breathe [20]; Doesnt Eat or Drink [10]; Doesn't
Sleep [20]; High Pain Threshald [ 10}; Immunity 1o Metabolic Hazards
[30]; Injury Tolerance (Homogenous, No Blood) [45]; Single-Minded
ging [15]; Unfazeable [15]; V
Disadvantages: Automaton [-85]; Cannot Learn [-30]; Disturbing Voice
[-10); No Sense of SmellTaste [-5

Valuable Property) [-10}; Unhealing (Total) [-30); Unnatural
[-50}; Wealth (Dead Broke) [-25].

Features; Neither has nor spends Fatigue Points;

Skills: 10 points of skills appropriate to the golem’s intended function

0 points

acuum Support [5].

mmable [-10]; Social

Reprog

Golems make excellent warriors; they never
grow tired, and are intmune to stunning, pain,

and the like

It understands only one

(which must be spoke
It takes no initiative,
situation for which it
no orders. However, it
anvthi

Golems do not heal on their own,
and are destroved if reduced to 0 HP.
hev may be repaired with Healing
spells (except Resurrection) if cast by
the golem’s creator: There is no other
way (o repair a golem. To create a
golem, the creator must make its body

doing all the work himself - then
animate it with this spell. Once ani-
mated, a golem lasts until reduced to 0
HP oruntil its ereator commands it to
cease functioning, No conceniration
or maintenance is required to control
a golem.

A basic clay golem (see box) costs
250 energy to enchant. A more. pow-
erful golem costs an - additional
energy for every extra character point

and ignores any

JANTMENT SPELLS

ilities added to the
most cases, additional abilities should
be restricted to extra ST, HP, and DR

golem. In

(a rule of thumb: 20 points of energy
buys 1 ST, 5 HP, or 2 DR); however,
GMs may allow more sweepi

changes to the basic golem il they feel
comfortable doing so. More powerful
golems require more durable
(and more costly) materials, adding to
the cost and time required to create
the golem’s body. (Optionally, the GM
may allow less powerful golems:
golems worth less than 0 points cost 2
less energy for every character point
below zero, to a minimum of 130
energy.)

may

Energy cosi to cast: 250 or more
Prerequisttes:  Enchant, Shape
Earth, and Animation, Other spells
may be necessary to work with unusu
al materials, such as Shape Plant for a
wood golem or Restoration for a flesh
EHE\‘HI




Impression Blocker

Enchantment
Secker (p. 105) and related spells
require an object associated with the
item or person sought in order to
work. The Impression Blocker
Enchantinent creates a container that
allows people to carry items without
them becoming “associated” with the
carrier
An object in a closed blocker con-
tainer retains the impressions it had
when the container was shut. If
removed, handled briefly, and
replaced, the object will aCquIre a very
faint impression of the handler; bur it
won't be enough for a Seeker spell
unless the handler does so ance a day
for decades. Tt is possi ble for an object
in a blocker container still 1o be useful;
for example, a book apen to an impor-
tant page, and stored in a glass con-
tainer; can still be read! At sulficiently
advanced tech levels, a “waldo” or
remote-manipulation box can  be
enchanted, allowing handling of the
ohject without opening the box,
Iﬂ some ‘1"“[“!3\, ||IU‘\L’ contia

s
can also be used to preserve evidence
If an ohject is owned for one person
for a long time, and then transterred
to a new owner, the original owner’s
impressions may wear off. A blocker
containes the original
owners impressions, (In other set-

preserves

tings, impressions never wear off; they
just accumulate, so an item can be
used to cast Seeker on any previous
owner.)

cast: 20 per pound of

IS It

capacity, minimum 20,
Prerequisties: Enchant, Seeker; and

Scrywall.

Malefice (VH)

Enchantment

Through this foul enchantment,
the caster can put.a victim under his
thrall, He must fashion a doll (usually
out of wax, but clay, straw, and other
materials may be appropriate with the
GM's permission) with something per-
sonally relevant to the target imbed-
ded in it. Parts of the body (nail clip-
pings, hair, blood, spittle, etc.) allow a
casting at base skill. Other items allow
a casting at a varying penalty; for
example, threads from a shirt worn
for years might be worth -2, while dirt

from a fresh footprint might be warth
-6.

Malefice is a lasting spell (p, 10)
that continues until its Endurance is
reduced to O. Tt starts with an
Endurance ‘equal to its caster’s
effective skill.

The doil can be used bv its maker
(and no one else) to cast harmful
spells (such as Pain) on the target, at
normal energy cost, wiide isnaring dis-
tance penalties, The caster uses the
lower of the Malefice’s Endurance and
his skill with the channeled spell. The
target resists all such attacks, even if
the spell is normally not Resisted
(spells without normal resistance
rules are Resisted by HT when cast
through a Malefice doll)

If the victim resists the very first
spell cast upan him through the doll,
the enchantment is immediately bro-
ken, Otherwise; every successful
resistance  simply  weakens  the
Malefice, reducing its Endurance by 1.
Upon reaching Endurance 0, the
Malefice dissipates (though the doll is
still a viable item for re-enchantment,
and its magical association with the
target offsets one point ol casting
penaliy). A critical failure by the chan-
neled spell or a critical success by the
subject also breaks the enchantment
Il'lllllinl,‘ [ltt’ d' l“‘\ E[ldlini[ki’ {0 zero,

Destroying the doll breaks the
spell, but it also inflicts on the target a
Deathtouch (p. 41) of as many dice as
the Malefice’s current Endurance
divided by 5 (round down, maximum
of 3d). This damage occurs as long as
the Malefice has any Endur
remaining. Remove Curse frees the
target from the Malefice without harm
10 him.

ance

Energy cost-fa cast: 250; The wax
and special ingredients cost 3500

Prevequisites: Enchant and Seeker,

Ensorcel (VH)

Enchantment;

Special Resistance

An ensorcelment is a durable spell,

usually malign but sometimes benefi-

cial, cast on a single being. The

process requires something that is

personally relevant to the subject; use
the modifiers listed under Malefice.

The caster’s spell roll is determined

by the lnver of his skills with this spell

and the specific spell being placed on

TMENT SPELLS

the subject. If the caster has assistants,
their skills with both spells must be 13
ater, but the roll is based on the
caster’s skill.

Possible ensorcelments  include
quite a few Body or Mind Contral
spells and others such as Shapeshify

Other; Flesh to Stone, the various
"Body of spells, Walk on Air; the vari-
ous “Resist” spells, Hide, Invisibility,

the various "Vision” spells and Plant
Form Other. In all cases, it must be a
maintainable Regular spell

When the spell is cast, the subjéet
gets a resistance roll if the object spell
allows one; distance is not a factor
Remove Curse is effective nst any
ensorcelment.

The cost of the enchantment can
be reduced if the caster includes an
"escape clause” - a particular action of
condition that will break the spell
Examples include speaking a ma
word, being Kissed as a gesture of trug
love, abstaining from speech for three
vears, and so on. The value of the
energy reduction depends on just how
difficult the condition will be to meet
~ and the “escape clause” must be at
least possible to be worth any reduc
tion, The "discount” can be anything
from 109 (for truly difficult or unlike-
Iv conditions) ta 90% (for something
that the subject could easily and

1)

automatically do, and easily disc

E

200 times

I casi

gV Cost

casting cost af the spell being place
an the subject

Prerequisite: Malefice

Spell Stone
Enchantment

A spell stone stores a spell unitil
) uses ik

someone (even a nonm
The stones user concent
second while crushing the spell stone
in his hand, thus casting the spell. At
the beginning of his next wm, roll
against the spell stone’s Power: If !h_\.‘
roll is successhul, the spell is cast. If it
is failed, the stone is simply wasted. !!
the stone is crushed withord the regui-
site second of concentration, it is like-
wise wasted.

The spells energy Is included in the
enchantment; none is required of the
user; who also may nat opt to supply
any power lo maintain the spell.
Likewise, he may nov caneel the spell
once cast, although the creator of the

tes lor a




stone may specify a shorter duration
than ordinary and may also invest
eira energy into the enchantmemt so
that the spell will maintain- itself. A
person may use ﬂrlh’ one SpL'" stone
per second.

A spell stone must be made from a
jewel worth $10xP? + $40xP, where P
is the maximum energy of the spell
that may be contained.

Any spell except a Blocking or
Enchantment spell mav be stored in a
spell stone: Limiting Enchantments
may be put on the stone. If the spell
stored in the stone requires that the
caster know another spell (Coumer-
spell, for instance), that other spell
must be specified at creation time. It is
thus passible to create a spell stone
that will eounter one specific spell, but
it is impossible 1o create a generic
Counterspell spell stone.

It is also possible to create spell
stones which, when crushed. do not
cast the spell for the user, but on him!

Analyze Magic reveals which spell
a spell stone contains, whether the
spell will be cast for or on the caster,
how much energy was invested, etc
(one question per casting)

Cost: 250

Provequisites: Lesser Wish and at
least one spell in cach of 15 different
colleges

Hideaway
Enchantment

When cast on an object, Hideaway
makes it larger inside than it is out-
side, Can be nsed on a pocket, pouch
drawer, pitcher — anything that can
normally hold other things. The ca
may add any amount of pound-capac-
ity he can afford, while increasing the
size of the “inside™ by 2 cubic feet for
each pound; the extra space may be
hidden by a false bottom, eic
Depending on the energy used 1o cast
the spell, objects within the Hideaway
may or mav not count as encum-
brance. The contents vanish forever if
the object is destroved. The time
required to find an object in a
Hideaway depends on how deep it is!

A large enough Hideaway could
hold & person. There is no problem
with air unless the Hideaway is sealed
off

er

Be careful what you wish for.

You might get it.

v cost 1o casi: 20 times the

including

naimenance cost if so desired.
Prerequisites: Enchant and Delay,

spells  casting  cost,

Wish (VH)

Enchantment
Allows the wisher (o change the
VY recent past. It erases anv just-
made die ral] - except a die roll for
-;l_r:ll Gisting - and replaces it with the
wishers desired roll. The restrictions
on use for Lesser Wish also apply ta
Wish.

Energy cost-to cast: 30 per pound of

extra capacity if the ob
encumbrance; 100 if they

count as

net

Prerequisite Enchant, Creaie
Object, and Lighten
Leak
Enchantment

A perversion of the Comucopia
spell (p. 64). The bag, purse, quiver,
backpack. or other containes
enchanted will have an uncanny ten-
dency 10 “lose” whatever is put in it
(coins, arrows, clothes, etc.). A Leaky

ENCHANTMENT SPELLS

purse woutld lose a coin or two a day,
a Leaky quiver would lose an arrow or
two a day, o Leaky back-pack would
lose 3 piece of equipment once in a
while . . . The lost items may “drop”
out of the container, be whisked away
by thieving mag or magically
vanish into thin air (as the GM's fancy
takes him). Living beings are
unaffected.

FBvergy cost do cast: 100,
Prerequisite: Hideaway,

Simulacrum (VH)

Enchantment

Create a golem in the exact image

ol a particular victim. The golem must
be prepared for a specific target; this
requires the incorperation of some-

thing from the original’s body (hair,
blood, ete) into the creation
Otherwise, any materials appropriate
for golems (clay, stone, fesh, etc.) may
be used, along with any other materi-
als that the GM approves. An appro-
priate Shape spell or Artist (Sculpting)
skill roll at -10 is necessary to achieve
a good likeness — the caster need not
do this himself. The simulacrum, once
enchanted, appears identical to the
target (including such details as eve
color and skin tone) through a sort of
always-on Perfect IMlusion Disguise
The simulacrum has the same
attributes as the underlying golem
Golems intended as simulacra are
often designed with higher 10 than
ordinary golems, to improve the

deception.

Once the simulacrum is activated
it takes on the persona and knowledge
of the target, as the caster perceives
them. That is, the Simulacrum cannot
know something that the target does if
the caster didn't 10 rolis may be
required of the caster as challenges
come up (what was the name of his
greatuncle, anyway?), Like any
golem, the simulacrum is unde the
direct control of the caster:

Time o build body: As for the
underlying golem, adding a week of
work.

Energy cost to activate: Double thay
ol the undertvi e,

Prerequisites: M gery 3, Golem
Perfect lusion, and Hhusion Disguise




Doppelginger (VH)
Enchantment
A Doppelganger is a duplicate of a
person, fabricated through powerful
magic, The Dapp nger must be
prepared for a specific tarser: hoth a
sample of the target’s body (hair
blood, etc.) and a cherished personal
possession of the target are required.
A statue of the original must be sculpt
ed, using some pure elemental “mate
rial” - pure ice or snow from a moun-
taintop, stone or fire from the bowels
ol a voleano, and so on are all appro-
priate materials. The likeness is
achieved with an appropriate Shape
spell or Artist (Sculpting) skill roll at
=10
The Doppelginger has all the
attributes, skills, and knowledge of the
original, with the exception of magic:
it has no Magery and cannot cast any
spells. It gets its knowledge from the
embedded object; anything that the
History spell could divine, it will
know. It acts as the original would
had the Doppelganger's
enslaved him. Suspend Curse para
Iyzes it, and Remove Curse destroys it
When destroyed, all that is left is a
mass of the original material (a puddle
of water, a mound of earth, a sudden
rush of flames) and the personal

£

]

creator

possession
It is very difficult to detect the
trickery. Whenever the GM judges an
Information spell does not altogether
fail to tell the copy from the original,
hl' \h“”‘d |R'l th' Dl.l!:‘[k,‘ig.l‘lg_’i'l \DL'“
Aura spell and the
.ld\.ml.lgr would be

resist. The
Empathy
Resisted, for example.

Time to build body: 6 weeks of
1\!_1I1q
Energy cost to activate: 1,000
Prerequisites: Magery 3, Golem

History, and Enslave.

Great Wish (VH)
Enchantment
T'his spell can do just about any

thing. In particular

(1) It can be used (o cast any one
spell, at no energy cost, with automat
ic success and no chance of resistance
(tor spells with variable cost, the max-
imum energy available is 1,000). The
caster does not have to know the spell,
or even have it in a book
to know the spell exists, If the spell is
a "continuing” one, it is up to the GM
to determine how I ng it should last.

(2) It can permanently improve a
character's 5. It will increase any
one attribute by 1 level, or any one
skill or spell by 3 levels. Tt can also
reduce an enemy’s scores, bul only if
that enemy is present when the wish is
made

(3) It will grant any one advantage
worth 20 points or less, or remaove any

he just has

one disadvantage worth 20 points or
less. An enemy can likewise be cursed
by losing an advantage or saining
disadvantage, but only if that enemy s
present when the wish ¢
enemy does

(4) It can do absolutely anvthing
else that the GM feels will not ridicy
lously unbalance the adventure or the
campaign!

S ma

get a chance t

Though incredibly powertul, this
spell is not used often. It can never be
learned at a level beter than 15
Furthermore, any failed roll when cre-
ating a Great Wish costs the caster
ach helper, | point of 10 and od
1 Critical filures have toppled
not

are,

and

dam.
civilizations. Great Wishes

normally found for sale. If tf
the price should be at feast $100,00

Cast: 2,000 -
Prevequusites: Magery 3, Wish; and
a combined DX and 1Q of 30+,

WEAPON ENCHANTMENTS

Unless specified otherwise, the
subject of any of these spells must be
a weapon, and the last person to pick
the item up is its “owner” All these
spells are permanent and require no
energy expenditure on the users part

Bane
Enchantment
This is also considered a Limiting
Enchantment (p. 68). It is used 1o
make a magical weapon with powers
that work only against one type of foe.

Successfully cast before any olfensie
weapon enchantment, it reduces 1?1#
enerzy cost of those spells, but they
will work only against the named Iif-
For instance, a sword could be maee

that did +3 damage, but only a8 -
orcs — and this would be ensiet 3

SR e

R




g Nt - weapon that did +3

i "mn&muhmame
il cannot. be removed unless the
enchantments it controls are also

The same caster who placed the
Bane on the sword must cast the
enchantments: limited by the ‘Bane,
The more specific the bane (GM’s
dacision) the greater the reduction in
the other spells’ cosifs). Banes like “All
v foes” are not allowed! Examples of
Jegal Banes:

Against a specific nation, religion, or
yace: Divide costs by 2.

Againista specific tpe of creature, or
ol of & certain city: Divide costs by 3,

Against all members of one specific
fumily: Divide costs by 4.

Against one specific foe: Divide
costs by 10,

Energy cost 1o cast: 100, The caster
must also possess some item o relic
pertaining o the person, creature,
vace, ¢i¢. invalved.

Preregtaisite: Enchant

Graceful Weapon
Enchantment
. This enchantment is a toned-down
version of Quick-Draw (below). The
itern does not become unready alter
attacking or parrying, even on a criti-
cal miss. If Graceful Weapon encoun-
ters Tumn Blade or Bladeturning, it
resists those spells with its Power.

E‘L»'J:_- cost fo cast: 150 per p-.:um[
of weight (minimum 1 pound)

Prerequisites Enchant
Appottation.

and
Item

May be cast on any sort of tool -
1ot just a Wweapon.

Loval Sword

Enchantment

The subject weapon seeks to return

to thewearers hand il it is dropped or
thrown - even if the wearer becomes
unable 10 fight. When dropped, it
Telums on the next wrn, as though
Quick-Drawn (below), When thrown,
it flies until it hits something or falls to
the ground, and then retums in as
straight a line as possible, with a Move
of 12. Tt avoids enemics and obstacles
when retuming! If its owner dies, it

rveturns to the body = bul aftev that, it
becomes loyal to the next person o
pick it up.

A loval weapon can be trapped,
captured out of the air etc., while
returning, but it requires a DX-4 roll
to catch it, and its constant attempts
to return to its owner give anvone else
a -4 to fight with it.

Aloval weapon can be sold or given
away at any time, but the transaction
must be wholly voluntary: it is then
loval to the new owner. It may have
onlv one owner at a time. Limiting
spells may be used 1o limit the class of
people who can use it

Note that if this spell is placed on a
Dancing Weapon (below) it makes the
Dancing Weapon spell almast worth-
less. The effect will be a Loval weapon
that strikes at foes on its way back 1o
its owner (but at no other time).

Energy cost to cast: 750 per pound
of the weapon (minimum | pound)

Prereguisites:  Enchant  and
Apportation.

Item
May be cast on any sort of tool -
not just a weapon.

Quick-Draw
Enchantment

The weapon will leap to the
oW I'L\‘r"\ %lﬂnd \\J‘fﬂ hf wanits ii‘
becoming ready instantly (no Ready
maneuver required!). Only the owners
mental command is reguired; no die
roll is needed.

The enchantment dees not work if
the weapon is more than a yard away,
or if it is tied down, peacebonded (tied
into the scabbard with rope or wire),
within a pack, etc. A weapon with this
spell does not become unready after
attacking or parrying (p. B382).

Energy cost to cast: 300 per pound
of weight (minimwum 1 pound); 2,000
for a quiver, bag, etc, from which
ordinary mussiles will leap into ithe
wearers hand at need.

Prerequisites:  Enchant
Apportation.

and

Item
May be cast on any sort of tool -
not just a weapon,

Penetrating Weapon
Enchantment
Cutting, impaling, or piercing
weapons with this enchantment pass
through armor as if it were butter:
Specifically, the spell grants lljm
weapon an acmor divisor (p. B268).
Such a weapon does not do extra dam-
age to unarmored foes. Hardened DR
defends against the armor divisor
conferred by this spell as normal.

Energy cost (o cast: Depends on the

armor divisor conferred on the
weapon

Armor Divisor Cost

2 250

3

5

10

lgnores DR

Dauble the cost if the subject is a
missile weapon (e, a bow), Divide
the cost by 10 if subject is a missile
(e.g,, an arrow). If the item falls in
more than one class (weapon, missile
weapon, missile), use the higher
enchantment cost. In addition to
weapons, any sort of cutting tool may
be enchanted. Note that this spell may
be recast at a higher level as per
Accuracy

Prevequisites: Enchant and Find
Weakness

Dancing Weapon

Enchantment

A weapon enchanted with this spell
fights on its own at the owner’s com-
mand, hanging in the air as though
wielded by an invisible warrior. It has
a skill of 15, a Basic Speed of 5, and a
ST (for damage purposes) equal to its
Power. It uses intelligent strategy and
follows its owner’s spoken or mental
commands about which enemy to
attack. It continues fighting until it is
dealt with (see below) or its owner
dies or tells it to stop. This spell does
not work on a missile weapon!

Any attack on a dancing weapon is
al a penalty: from -4 (for a polearm) to
-5 (a sword or axe) 10 -6 (a dagger or
pistol). 1f the weapon gets a eritical
miss, or is struck by a critical hit, it is
“stunned” and out of the fight (unless
it breaks, in which case it is
destroved). If its owner is killed, it |

alls
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but if he is merely
knocked unconscious, it continues to
attack the closest foe. A dancing
weapon can also be trapped in a net or
bag (same basic roll as to hit it, but the
GM can give bonuses or penalties
depending on the cleverness of the
method used).

The weapon can also be left with
attack anyone who
approaches within a certain distance:
a Link can be used to activate it only if
a certain event takes place. Once acti-
\'LI‘L'l‘, I!’ Its owner is not 'dl'“llrld‘ it
attacks anyone in range — closest first,
unless the Link had other instructions,

A dancing weapon cannot change
owners while animated; erasping the
handle of a dancing weapon is not
enough to make it change sides

o the foor

orders to

Energy
pound of the weapon's w
mum | pound). Double the cost to get
a weapon with a Basic Speed of 6, or
with skill of 18. Multiply cost by 4 to
get a weapon with bath advantages
Enchant and

1,000

per

Prerequisites:
Dancing Object

Defending Weapon
Enchantment
The subject weapon permits its
wielder to parry more skillfully; each
level of enchantment will give the
wielder a +1 to Parry, up to a maxi-
mum of +3. The spell does nor protect
the weapon from being broken
(p. B401).
It this enchantment is combined
with Dancing Weapon, the weapon

attackers when possible. Tt uses the
weapon'’s skill as per Dancing Weapon,
plus this spells bonus. The owner can
command it to defend a given side of
him (much like Dancing Shield) and
to either defend (in which case it gets
two parries per turn) or attack (in
which case it gets a single attack and a
single parry each turn). If a dancing,
defending weapon does not pany a
blow, the owner may stll use any of
his own applicable defenses.

This spell can only be cast on a bal-
anced weapon that can normally
parry.

Energy cost to cast: 500 for +1 to
parry, 1,000 for +2, and 2,000 for +3

The spell may be recast at a higher

level as per Accuracy.
Prerequisites:

Dancing Obiject.

chant and

Weapon Spirit (VH)
Enchantment

Transters the personality and some
of the intelligence of a recently
deceased being (humanoid or not -
dogs are popular subjects) (o a
weapon, uswally a sword. The
enchantment is at -1 for each full day
that elapsed between the donor's
death and the beginning of the
enchantment. Most of the body must
be present at the beginning of the
enchantment, but may disposed of
after it commences.

The enchanter can pass on as little
or as much of the donor's 1Q as he
wishes to the weapon, as well as some
of the donor’s skills, advantages, and
disadvantages. The weapon has no
memory of its former existence.
Although it has no sensory organs, it
possesses sight and hearing (Per 10),
Quirks (or disadvant:
quirk level) are sometimes transferred
from the donor to the weapon,
whether the enchanter wants them or
not (this is why dogs are popular; their
personalities tend to make biddable
but effective weapons)

The weapon can communicate

with its wielder through an extremely
basic empathy. When the wielder
takes a course of action the weapon
approves of, he gets a “good feeling,”
and if he takes one the weapon disap-
proves of, he gets an equivalent *bad
feeling.” The weapon may be enchant-
ed with the Voices spell 1o give it a
voice. Various Communication and
Empathy enchantments may be
added 1o the weapon to enhance the
communication.
h time it gets a new wielder; the
weapon must make @ single reaction
roll, which sets the tone for its rela-
tionship with the wielder from that
point on. On a very good reaction, the
weapon will do literally anything for
its wielder; on a very bad one, it refus-
es 10 communicate or cooperale in
any way. The GM should record the
result; the weapon cannot be forced 1o
roll a new reaction by being passed
back and forth between wielders!

s reduced 1o

ENCHANTMENT SPELL

The weapon's skills cannor he
improved, although skills such z
History or Area Knowledge may he
kept current through the absorptjon
of new knowledge.

Energy cost to cast: 100 per point of
1Q transferred, plus 25 times the cp
cost of each skill, plus 50 times the
total CP cost of all the advantages and
disadvantages (minimum of 2er0)
Add 300 for Voices.

Prerequisites:  Enchant  and
Summon Spirit
Cornucopia
Enchantment

Gives a quiver, bag of pellets, or
other container of ammunition an
“infinite” supply of one type of ammy-
nition - but items must be taken out
by hand, one at a time, Each missile
exists for one minute after being
removed from the container; then il
vanishes (or, if picked up by anyone
but the Cornucopia’s owner, it vanish-
es immediately). Therefore, this spell
cannot be used to make a single
quiver supply enough arrows for an
army! It cannot be cast an a weapon.
A high-tech wizard could create a
pouch that alwavs contained one
armor-piercing tracer shell: he could
not enchant a .50-caliber machine-
gun to fire forever

Energy cost 1o cast: This is tricky
because skillful players will find many
creative wavs Lo pervert this item. GMs
who find Cornucopia a nuisance i)
ban it entirely. In general: Energy cost
is equal 10 50 times the § valug, in the
curvent game world, of the missile pro-
vided by the Cormucopia guivet: Thus,
a quiver that provided ordinary anows
(52 each) would cost 100 enetgy 10

create,

This ‘means that a mage in &
medieval world could not make 2
“quivei” for high-tech ammo; tha
ammo is priceless i his world. A
Cornucopia quiver can be :nmllu (]
produce magic armows, but anly if the
creating mage is capable of :u.'nk:ng
such an arrow — and the energy €ost
will be tremendous.

Prereguisites: Enchant and o
other Weapon Enchantment spells.




Quick-Aim
Enchantment
The subject missile weapan (bow,
sling. etc) guns LACARAY responsive-
pess) i game lerms, an Aim action
(uken with the subject weapan has the
elfeat of two turms of aiming

Friergy oot fo cast: 100, For 200
vy, one Aimt action ma) Lumu fzw

e

Lum-c-| ail

¥ n'u!m or

axe). The enchantment
work

N

Accuracy

Enchantment
Makes u weapon more likely ta hit
by adding 1o the user’s effective skill.

Cost: Sce table below

0
)il the subject isa missile | an
: i a bullet)
Bonus Cost
+1 250
+2 1,000
+3 5,000
Prereguisites: Enc and at least

five Air spells.
Note: If a w

spell at o low level, a caster may recast
at a higher

the spe

WEapon

Puissance

Enchantment

Adds 10 the basic damage a
weapon does when it hits,

Uost: See table below, Divide cost
o 10 the subject is a missile (e.g., an
wrow or a buller). Double cost
.||!5\'|.1 15

I the

missie weapon (e.g., a

).
Damage Bonus Cost
# 250
<2 1,000
+3 5.000

Luracy |

Prevequisites: Enchant
tve Earth spells

Ghost Weapon
Enchantment
A weapon enchanted with this spell
affects ghosts (and other insubstantial
beings and spirits) as il they were tan-
gible. I the weapon itsell is made
intangible (through whatever means
the GM deems feasible}, the weapon
still affects the physical world at the
whim of its wielder

the anow may be recoverable, but is
now nonmagical.)

Any spell that can be enchanted
into a magic item can be placed in a
spell arrow, except for Blocking spe “lls,
Enchantment spells, Melee spells, or
spells whose magic item description
specifies "must touch.” Note that
some permissible spells are pointless
{e.g., Beast-Soother), since the archer
must hit the ta with an arrow any-
way. Enchantments may be placed on
the amow itsell normally, includi
enchantments.

e

limiting

On a very good reaction, the weapon will do
literally anvihing for its wielder; on a very bad

ane, it refuses
i any way.

Speil Arrow

Similar o
ATOW SIOTES 7
The archer need not be a mage. The
nirate for the
appropriate time to cast to “arm” the
spell. This cannot be simultaneous
with aiming the bow, and isn't reduced
by high skill (but see Speed Skill
Arrow, below), An unused spell arrow
disarms after 1 minute. The spell acti

it is {u;d

AITOWS USCT must con

vates when the amow hits a solid
object; roll against the effective skill of
the arrow’s enchanter. If the roll is suc

cesstul, the spell is cast. If it is a nor
mal failure, the spell is -I"‘upt' \n\l\.\j
y 1o the
le (p. 7). I the arrow is fired

Failure T
without the required concentration
the spell is wasted, but the arrow still
does narmal damage.

The spells energy is included in the
enchantment. The archer need not
{and cannot) provide any to cast the
spell or maintain it. Similarly, the
archer may not cancel the spell once
cast, though the enchanter may speci
Iy a shorter duration than normal, and
may also invest exira energy so the

spell will maintain itself

The head of a spell amow must
contain a jewel worth $10xP° + S40xP.
where P is the maximum energ
contained spell. The gem is destroyed
when the spell activates. (The rest of

of the

to comumunicate or cooperate

The only decision the archer can

make at. 1 the
spell re whatever the
arrow ject. (IF it is not ¢

ooden wall for

legal subject - e.g., 2
Strike Blind - the sp

What constitutes a “solid object” may

| is wasted.)

require the GM5s judgment (for exam:

ple, drops of rain a
trigger the spell). If it is an Area spell,
the point of impact is the center of the
area. It is a Missile spell, the effect is
as iF the missile hit the target, in addi-
tion to the arrow (the missile does nor
launch itself from the point of

e not enough 1o

. If the spell ereates an objec

abject appears as close as paossible
he point of impact. If the spell
would norm ct both a subject
and the caster (e.g., (Animal) Control)
cher is meated as the caster: If
the spell requires a human target, the
spell still works even if the amrow hits
clothing instead of skin. The
enchanter specifies evervthing else
duration, area, precise effect, etc
Analyze Magic can reveal what
spell a spell
much energy was invested, and so on
{one question per

al

arrow conains, how

casting). Amows
intended for the consumer market are

usually colorcoded.

Energy cost 1o cast: 30 times the
contamed spells casting cost, includ

m;

maintenance cost if desired, s
long as the item is an arrow or cross
how balt




OM may decide this spell can Blank spell arrows have a capacity,

Speed Spell Arrow

ork on other kinds of missiles (e.g representing the enerey cost of the :
ballets). Il so, lor those missiles, mul kanry pell they can hold. When a [Ll‘l(}l.mrnu;m
tiply t ontained spell’s casting cost spellcaster wishes 10 use the armow, This spell ¢ only b 6l O
' 110 the mi Max  range casts the spell normally, but dir missiles enchanted with Spell Aro

instead of 30, 11 the missile should  into the arrow, 1f the spell is 106 big Like the Speed enchaniment, §
piss bevond the Max range (for exarn the arrow, it is wasted. After the arrow reduces the time the archer must con
ple, 3 ired from @ more powerful gun) has been filled, it must be used within cenirate o activate  the ntained
the spell i isted, (This last rules one day (by the spellcaster or someone spell. Each level of Speed Spell Arrow
does not apply 1o actual arows and else), or the spell dissipates harmlessly, halves the concentristion time. If time
bolis.) Nate thal the need for a jewel making the arrow blank again is: reduced  be d, ne

tll applies to bullets! All ather rules for spell arrows alsa concentration is

i 3 e apply to blank spell arrows, with one { Qs

ception, I the caster of the 'l"'” i
so the archer, he can determine it Speed Cast

Blank Spell Arrow (VH)  effect a firing 1i ! A
- normally, (F & 100
Enchantment P 1 X o1
ssting en to the spell at firing 3 200
This enchantment creates a spell %
asting energy must be in the arrow.) i .
AT ith no spell stored, Instead the cost lor 1
any spelleaster may, at a later daote Ener st 10 casi: 30 tim thi poi Casl ol a b
place a spell in the blank spell arrow desired capacit The Spell Arro is per Accuracy (p. 63
and then use it as af it were a normal ules lor non-arrow missiles apply 1o Preréiiisitios: Speed. Spoll Arfow
pell arrow Blank Spell Arrow as wel
Prevequisite: Spell Arro
Th spells w only on clothing, times the item | ] by enemy d into armor it loses
armor, and s ”u Y alway bl When it has 1 penetrated wer after the fifth penetration
on’ and are excellent pr tion. The (DR%3) times, using natural DR, i i Ordinary repairs may fix the ilem
drawk i§ that when the itlem is damaged ¢ 1 that the enchant but do not count against the number
badly enough damaged, the spell also ment leaves I| the clothing has no of penctrations for purposes of lecid
vanishes, Keep track of the number of natural DR e, a cottan shin ing when the hantment wears ofl

However, the Repair spell restores (h
item to its original state

The er
suit of armor: individual pieces o
a fraction of the full-sul

v costs listed are for o full

Piece-By-Piece
Armor Prices

Armaor Pieces Percentage of Listed Cost = .

Full Suit 100¢ [‘U."ﬂ'!_\'

Torso and Vitals 300 Enchantment
Groin 1087 Increases the DR of clothing or 2
Neck 2.5% suil of armor

Arms 15% by A

Legs 0% Cost: Sec table be

Hands % DR Bonus Cost
Feet 7.5 AL 30
Head (skull and lace) H)’. 4 200
Skull 5%

Face 5%

The spell can be recast to SUERg

en il, as per Aczuracy (p. 63)

Enchanl

Prerequ

ENCHA



peflect
s Enchantment
Adds & Defense ‘Bonus to armior

- o a shield, or a weapon. This
ive defense rolls made

k adds 10 all act
hrdl-' user.
st Sec table below.
: Cost
o .m_
+1 e L)
'*3 ’ 2,000
b 8,000
% 20,000

This spell can be recast to
srengifien it, as per Accuracy (p. 83).
3 Pr;mam Enchant

Lighten
Enchantment

Makes armor or shields lighter and
casier to carry: The subject becomes
Jighter: onby when it is actually being
worn. Armor in a backpack would still
have its full weight.

Energy cost 1o cast: 100 to cut the
items weight by 25%. 500 to cut its
weight in half.

Presequasite: Enchant.

Dancing Shield
Enchantment

A shield enchanted with this spell
protects its owner as if wielded by an
invisible shield-bearer. The shield has
Shield-16, Basic Speed 5, and ST
equal 1o the Power of the enchant-
ment (for bashing purposes). It fol-
lows its owner’s mental or spoken
instructions as to which side to guard.
lithe owner is knocked out, the shield
continues pratecting him to the best of
is abilities, If the owner dies, the
shield falls to the ground,

The shield can Block two different
auacks per tum, regardless of its
OWTers actions (so the owner could
parry any blow that got by the shield,
Ior instance). The shield can be
insiructed to bash (p. B406), in which
SaSe s owner lorfeits the shield's pro-
tection until the beginning of his next
wm (the shield will yavel no more

“n wo yards from the owner to

'i‘:lw shield can be artacked at a
Penalty of jis DB4. The shields

defense will be either a Block (using
Shield/2) or a Dodge (using Speed); it
does not get anty DB bonus from itself.
The shield could also be netted or
bagsed (standard to-hit roll). If the
shield gets a critical miss or is struck
by a critical hit, it is stramed and out
of the fight until its owner grasps it
and “wakes it up” (a Ready maneu-
ver). The shield loses its magic if
destroved; it penetrated by an impal-
ing or piercing weapon, it loses one
point each of Power, Shield skill, and
Basic Speed. As always, il Power
drops below 15, the item ceases to
function

Energy cost 1o cast: 230 per pound
of the shields weight {minimom 1
pound). Double the cost 1o enchant a
shield with Speed & or Skill 18
Quadruple the cost to get both. This
spell may be recast at a higher level as
with Accuracy (p: 65), either to
improve or repair the Shield

Prevoguisites: Enchant and

Dancing Object.

Defending Shield
Enchantment

The enchanted shield allows its
wielder to block more skillfully; each
level of enchantment gives the wielder
a +1 to Block, up to a maximum of +3.
The spell may not be combined with
Dancing Shield.

Energy cost to cast: 500 for +1 10
Block, 1,000 {or +2, and 2,000 for +3.

Cost: See table below

Block Bonus Cost
+1 500
+2 1000
+3 2,000

The spell may be recast at a higher
level as with Accuracy (p. 63).

Prereguisites: Enchant and Grace.

1
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Enchantment
came as the “ltem description
Seadlls. pp 132

Aftune
Enchantment

This limid
atve of Ban

makes a ©

work better

:.l.;\\_:i!\

works on anv Resisted speil. providing

a penalty 1o th 1S nest

} 1 t v
verv case but the last, the rep-

1 he i

ton rporated

reed nol

he might nan amok | e

The

wensade of this encha

o s s

WizARDLY TOOLS

Jtems enchanred with these spelis
can be used only by mages All these

spells are alwavs on

Powerstone
Enchantment

Infises mana into an object for

¢ use by a wizand. Tra
mstone senves as th

biect of this

s SOn Nersione is

generic wond for an object con

stared mana), but any
Iy be used Anv wizard

wiching a8 Powerstone may o

e
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using it

1

1 only use one Powerstone

|
a large Powerstone is mare

an & handful of small ones. A
ge Powerstone can be used to cas
e spell: a

vup of small ones can
time to help maintain
anmol be used all at once

A Powerstone “recharses” its
alter wse, by ahsorb X

surmoundi

one o
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12 mana §
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e ol
Techarge vanies with the area’s ma
el

Local Mana Recharge Rate

None
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Power

< wotikd

creale &

15. But note that w

A capacity of

this many cast

be a cum

ings, there would

e
chance of nearly 1 in 4 that a critical
Failure would be rolled at some point
destroving the stone. For 60 successive
the cumlative chance of
critical faihure is 2 in 3!
F

while ca
cal “quirk Thus, it is
possible for work for months and end
up with a 20-energy Powerstone that
smells like fish and can oaly be used

rther, cach ondipary  failure

puts sGme Son of magt-

on the stone

enchantments < are
rermoned st

Svinbolic Representation Penalry
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wing ~2

piece of clothing -

P bhood s o

DNA sample or video -

] present during enchantment 3
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} BRCS

A ow  ands

Anv object
a Powerstone. However, it is easier Lo
enchant a Powerstone using an item
with intrinsic value

Powerstone 15 gt

The cost to cuist

d il the item

being enchanted has a vatue of less
than $10:F + $40xP, where P is the

2ol capacity of the Powerstone
This is 0N TEasOn SEMSLONEs ane pop
UL”’ 4 \Jill.l{‘él' stone s compact _l‘l\i
durable




ENCHANTMENT SPELLS

One-College Powerston,

Homunculus
Enchantment

Possession, p

4 for the first minute and 2 §

minute thereafter. He may

ohserve and communicate with 20

one in the homunculus’ prese®

Although the caster can G525
s

e

homunculus (usmg
i, he cannot perior any
e homunculs &

ple

cal action. since th
trapped inside the bottle The o=
may neturmn to his original body 3l Wi




1t a hastile wizard gains possession
of a live homuncuhs, he can cast
Communication und‘ Empathy spells
the homunculus’ creator at no

a .
ange penalty! The ereator also resists
|.n; aich spells at -5 when cast

through the ! ymunculus. A homuncu-
fus is thus & greal vilnerability and is

anly entrusted 10 the mast Faithiul of

servarnis.

The caster may own  several
homunculi; he can move his spirit 1o
only-ane at a time. While thus “away,”
the caster’s body is very vulnerable

ruarded

and should be safeg

Enaren cost fi cast: 80D,

Magery 2 and Mind

Effiev (VH)
Enchantment

A mage can enchant an elhgy, o life-
size statue of himsell, which attracts
hostile magic directed at him to itsell
Like Malefice, Elfigy is a
which continues until its Endurance is
rediced o zero, Every time a spell
attacks the effigys maker, the elligy
resists with its curment Endurance

asting \|lr|\.

modified for the distance separating it
from him (use the long-distance modi
fiers, p. 14). If the effigy succeeds, the
spell affects if rather than its maker
The GM must decide what consti-
wies 4 “hostile™ spell; for instance
Deathiouch s, but Mind-Reading
Redirected spells that have no

an imanimalte statues (such as
Paralyze Limb or Death Vision)
end “attack” the enchantment. The
ciligy then resists with its current

Endurance, Every such successful
attack rechices the effigy's Endurance
by ane; when the effipys Endurance
drtips below 0, it ceases functioning. A
critical failure by the effigy or a criti
cal success by the attacking spell also
breaks the enchantment, as does phys
16al destruction. An enchanter may
only have one elfigy at any one time

Enteny

¥ o8t to cast 1,000
piusites: M
ward, and Ward

1y 2, Euchin

Soul Stone (VH)

Enchantment
By trunsferving his life force 10 a
Sanl Stone, a sorcerer boco

Immanal. Although his body may still

be fuarr (hurned, cut, crushed . . ), he
may nol be killed as long as the soul
stone is sale. The caster hecomes
imimune 1o disease, poison, and agmg,
He automatically makes all HT "death
checks™ caused by injury. He may still
fall unconscious.

It the soul stone is destroyed, the
caster dies, so it is usually hidden in a
very hard-to-reach place. Death may
also come from some magical causes
such as a Planar Visit failure. Note
that the stone need not literally be a
piece of rock; examples from folklore
and fction include the caster's own
heart (removed once the spell is cast,
presumably!), eges, and more

Soul Stone and Soul Jar are
mutually exclusive

Cost: 500 One try; il the enchant

ment [ails, the caster dies!

Prerequisites: Magery 3, Enchant,

and Soul Ja

Crystal Ball
Enchantment
Used in the Crystal-Gazing varian
of Divination. Requires a ball of flaw-
less ervstal at least 2" in diameter
(value £1,000). A 3" hall (value $5,000)
gives 41 to divinations, A 4" ball (value

£20,000) gives +2

Energy cast to create: 1,000,

Prerequisite: Divination (Crystal

zing)

Lich (VH)
Enchantment
As listed under Necromantic Spells,
p. 159,

Wraith (VH)
Enchantment
As listed under Necramantic Spells

p. 160

Devotional Enchantment

In some seltings, enchantment is not the provinee of magical eraftsmen,
but an almost meditative outgrowth of the studies of holy men. Magic
items are created as part and parcel of a life devoted to a higher principle.

A practitioner of devotional enchantment must be Very Blessed
{p. B40), and a corresponding Discipline of Faith for his chosen faith,
worth at least -10 points. Not every faith has devotional enchanters

Devotional enchanters are not ma and they use neither mana nor
their own personal energies in their enchantments. Instead, they power
their creations with character points acquired through study

Every 200 hours of praver generates | character point that may be
spent to create magic items, at a rate of | character point per every 25

points of energy (note that this makes devotional enchantment about as
efficient a use of time as Slow and Sure Enchantment). Hours spent in
religious study accrue usable charz

strict conduct of a virtuous life accrues points at quarter speed. An

ter points at hall speed, and the

important meritarious act — pilgrimages, entering a cloister, ele, - grants

one character point that may be used lor enchantments.

The actual enchantment uses a system essentially similar 1o symbal
enchantment (p. 205); devotional enchanters must learn Symbol Diawing
or an equivalent Very Hard skill and the symbols necessary to enchant the
desived item, The process of enchanting an item by this method is quite
fast, usually a day or less; mage enchanters are offen astounded by the
seeming effortlessness with which devational enchanters produce irems,
not realizing that decades of rigorous practice go into the preparations for
stich an enchantment. 11 the rolls for all the symbols are made, the char
acter points are invested in the item and the item is enchanted. On a fail
ure, the points are not spent, but the enchanter may not attempt that
enchantment again until he has vaised his skill in all the symbols Tor which
he faiked the rolls: his knowledge was inadequate to the sk, On a eritical
[ailure, he may mever try that enchantment again; divine displeasure
attended the attempt




a deep breath, and exhaled
of Tame into Jacks e Jack sy
dimiy aware of s awn yoice sereain

g as (he pain overswhelmed him and

felllinto Blackness
Phe pyromancer pulled the collag

OF her sweser over hdr nose agn

wrred-bacon smell i th

These spells deal with the wadi
tional magical “element” of lire
Should the volume of a particular fir
matter in play, assume that the Hames
created or controlled by Fire spolls
high, See Flame
(p. B433) lon rules tor setting things
on fire

shoot sin feet

Ignite Fire
Regular

e spot ol heat, and is

Produces a sing
used 10 sel fire 10 a wadily Dammable
object. It works best on paper and cloth,
and will not affect any iwem that would
not burm in an ordinary fire, In particu-
ar, it will nor set e to i living being!
Onee fpnited, the fire bums normally,

Dearation: One soconcd
Cose: Depends on the anouni ol

heat deshied

| = As though a match had been
held 1o the subject. Lights o candle,
pipe, o tinder In one secod

2 As though o torch had been
held 1o the subject
loose cloth in ome

clothies being woam in four seconds

dles paper or
and, ordinary

CHAPTER NINE

FIRE SPELLS

Item

Stafl, wand, or jewelry Bnergy cost
o ereate: 100 item must indlude a
sinall riby warth $50

Seek Fire
Information
Tells the caster the divection and
approximate distance ol the nearest
simnificant fire or source ol inlensy
heat. Use the longdistanice modifiers
(p. 14). Any known lires or sources al
heat may be excluded if the caster
specitically mentions them belore
begimning. The caster may also speci
specitic fype of
s fuel (natural
.)

fy that he is secki

live, based on the h
gas [lame, aleahol bire, wood e, «

Cost: 1

ftem
A forked stick. Cost o creare; 50
enerey and a small ruby worth §100,

Create Fire
Area
Fills the avea of elfect with fire that
requires no fuel Gf cast in midair il
produces a sphere ol fame, which
falls to the ground): This is real lire,
and will eventually ignite any Hamma
ble ohjects it touches, Cannot be cast
within rock, foes, et

Drratton: | minule

Buse costz 2. Haoll thay i msiniain
Orcdinay fires set by this spell dis o
FOGEMNE mamntenance

Item
Siall

anil

fy eredte; A0; dtemy muse e luck
by worth $200

Extinguish Fire

\rea
oul all ordinary wnd miaelol
Tires i its area of elfect. Has o allet
an maler that wre intrinsically
superheated molten steel, lavo
plasii, et

Item

Stall, wand, or jewelry, Energy cox
o create; 400
vubv worth $300 and a black onys
worth $100

item must inclade &

Shape Fire
Area

Contiol the shape ol any Tl

ach shape change reguires a second of
concentration, Onee shaped, the flame
keeps that shape until the spell éspine
without concentration, Moviig a flame

requires. constant coneentidion i the
usters

flame moves gl Move 5, on the ¢
turn). A natural fire cannol mve 10 8
place that it can’t bur, bt Flome piacht




7

wilh the Creaie Fire spell meeds no fuel
nd can move almost anvwhere,
flame shaped with this spell nor-
mally retains its volume. H the fire is
oul” across twice its original
area; it only does half damage; if
across three times its original
area, it does 1/3 damage; and so on.

Draticn, 1 minule.
Buse cost: 2. Half that 10 maintain,
Prevequitsite: 1pmite Fire.

lem
Sialf, wand, or jewelry. Energy cost
1o create: 400; item must include a
rubv worth $£300.

Phantom Flame
Area

Creates an area of imaginary flame.
Those nearby feel heat {and pain, if they
touch it); items inside appear to burn,
However, the flame does not spread,
and does no real danage. Even the pain
it ereates subsides to a tingling after the
first shock. Shape Fire and Extinguish
Fire both affect this phantom flame;
water will not affect it.

This is also an Illusion and
Creation spell.

Dhira

Buase cost; 1. Same cosl 10 maun-
Lt

Prerequisite: Shape Fire or Simple
1lusicn

w1 mipute.

Item
Wand, staff, or jewelry. Energy cost
to ereare: 200; must include a $100 ruby.

Fireproof
Area
Prevents ignition of fires within the
atlected area: matches won' light, flint
won't make sparks, and so on. Does
nol extinguish a fire brought in from
outside the spells area, although such
& fire would fail to ignite anything clse.
Useful anywhere that fire is a hazard
(s in @ punpowder factory, for exam-
plel. Any magical attempt to light a fire
i ut -5 to skill. This spell doesn't resist
really intense heat (as from Java or bat-
tle lasers), bui it does stop guns from

1 1

working!

Duraticn: | day,
Base costy 3. Doubled cost gives a
210 1o mmgical attempts 1o light fires

and resists all heat less than star-heat
Same cost 1o maintain.
{bmne 1o cast::5 minutes.
Prenvqueisire; Extingussh Fire.

Ttem

An area may be permanently
Fireproofed; multiply the base cost by
100 A small quantity of powdered
ruby must be used (about $10 per
cnergy point’s worth),

Slow Fire
Area
Causes flames 1o cool down, con-
suming their surmoundings (and burn-
ing people) at a slower rate. The dam-
age that the lames do is reduced pro-
portionately. This spell acts as a Slow
spell on fire elementals and beings
with the Body of Fire meta-trait
(p. B262), Slow Fire tesists Fast Fire,

Duration: | minute.

Buse cost: 2 for a fire that burns at
half the usual rate; 3 for a Hre that
buris at 113 the rate, and so on
Same cost 1o maintamn.

Prerequisite: Extinguish Fire,

Item

Stafl, wand, or jewelry. Cost to cre-
ate: 350 energy, a $500 ruby, and a
$500 black onyx:

Fast Fire
Regular
Makes flames hotter, consuming
their surroundings (and burning peo-
ple) at a faster rate. The damage that
the flames do is proportionately
increased. This spell acts as a Great
Haste spell on fire elementals and
beings with the Bady of Fire meta-trait.

I 1 minute
€ 2 lor a double-ra
a triple-rate fire, and'so on: Same cost

e fire, 3 for

(o maintain
Prevequiisite: Slow Fire.

Item

Staff, wand, or jewelny. Cost fo cre-
ate: 375 energy and a $500 ruby.

Deflect Energy
Blocking
Deflects ane energy attack about to
hit the subject — including a beam

weapon attack or a Fireball or
Lightning spell. Counts as a parry foc
combat purposes. I the caster is not the
subject, apply distance modifiers as for
a Regular spell. Deflected attacks may
still hit a target bevond the subject.

Costc 1.
Presequiisites: Magery 1 and Shape
Fire,

Flame Jet
Regular

Shoot a jet of flame from one fist.
Each turn, the caster rolls versus DX~
4 or Innate Attack skill to hit, and rolls
for damage if he hits. This attack may
be dodged or blocked, but not parried.
Treat it as a hand weapon - a flaming
sword without the sward - but it can-
not parry! This is a wonderfully flashy
spell, good for magic shows, melee
combat, burning through ropes, etc.
The caster may cast the spell as many
times as he has hands and have a
Flame Jet in each hand; a Flame Jet
held in the caster’s “oft” hand suffers
the usual -4 penalty to hit.

For cinematic mage-dueling
action, the GM may allow a Flame Jet
to parry another Flame Jet. This
allows fire wizards to duel mano a
mano, which some groups may prefer
10 the casting and dodging of a more
typical duel of magic.

Durgtion:: 1'second.

Cost: 1103 pomts: Does 1d damage
for each point put into the spell. The
jet’s tange in vards is equal 1o the
number of dice.‘Same cost lo main-
L2y

Prerequitsifes: Create  Fire and

Shape Fire

Item

Jewelrv. Energy cost to create: 800;
must include $500 worth of gold and a
$300 ruby. Usable only by mages.

Smoke
Area
Creates an area of dense smoke,
Even one vards thickness of such
smoke will block vision. Until it dissi-
pates, it has the effect of tear gas (any-
one falling a HT roll is unable to do
anything but congh and weep). The
smoke is somewhat hot and rises
slowly (about one foot per secand)




The vate of dissipation depends on the

area and the presence of wind;
indoors, it usually lasts until the spell
expires, but outdoors on a windy day
it mayv last only 10 seconds or so. [

[ :
(ration

minuies, except i

dy areas

Base cost: 1. Half that to maintiin
Praveguisites:  Shape: Five angd
Extingtish Fire
Item

Staff, wand, or jewelry. Energy cost
o ereate: 50,

Heat
Regular

Raises the temperature of an
object. It does not necessarily produce
fire, though most things will burn if
ed enough. Heat will be radiated
away normally, (Use this as a guideline
for playable effects - don't fry to tum
the spell into a physics exercise!)

Any wizard planning to make
extensive use of this spell should arm
himself with a list of the melting
points of various materials. The spell
can have drawbacks. If you were in
jail, you might melt your way through
the bars . . . but the radiated heat
would probably broil vou first.

Drdrion: | minute. Each minute
ridses the target’s lemperature by 20°
Maximum temperature possible with
this spell is. 2,800

| for an ubject up to the size

foran object ug

andd 2 per cubic yar

object.  Température ch

led 1o 40° per

T mnute for
hieating

L.

less, Samwe co
Time Jo cast: | mnute:
Pren Create Fae and

JIsTIes

Shape Fie
Item

Stalf, wand, or jewelry. Energy cost
to create: 400, item must include a
ruby worth $300.

Cold
Regular

The reverse of Heat {above). It can
reduce the temperature of any ohp.jul
o absalite zero, f maintained for

long enough,

Daratiem, Cost, and - Tinte 1o casi

Exacily as for Heat, except that each

minue loners the target’s temperature
by 20

Prent sife: Heat

Item

Stalf, wand, or jewelry. Energy cost
for reate) 400; items must include a
$300 ruby and a $300 sapphire,

Rain of Fire
Area

Fierv droplets rain from the sky onto
the arca of effect, causing 1d-1 fire
damage per second to all within i
Creatures under the Rain of Fire take
damage on their own turns; if less than
an entire second is spent in the affected
area, damage is halved (round down),

The spell can only be cast aut-
doors. Armor protects in the usual
fashion. A shield with a DB of 2 or bel-
ter can be held overhead to black the
flames, but it may take damage
(p. B484). This requires two hands
and a Ready action, and succeeds
automatically in protecting the char-
acter once the shield is readied
upwards, but this unreadies the shield
from its normal protective functions!

Inanimate objects such as build-
ings protect with their DR, but some
structures (see HP and DR of
Structures, p. B358) may be damaged
or catch bire.

Duration: | minuie:

Base cost:'1 to cast (minimam 2)
Same cast o maintain. For. double
base cost, the Rain of Fire does 2d-2
pet

Fire

Item
Staff, Usable only by mages, Energy
cost 1o creafe: 600.

Resist Fire
Regular
The Subject (person, creature, or
object) and anything he carties
become immune 10 the effects of heat
and five (but not electricityk

Durnrion: 1 minuie;

Cost= 2 10 cast. | 1o maintain. Cost
donbles if subject must pesist-a blast
furnace oF volcana; cost taples i

subject must
muclear bom
ol protection
comba F

st the heat of 4

Item

Stalf, wand, or jewelry: only «(fucts
the wearer. Eitenzy ¢ost fa create: 800;
must imclude a ruby worth $500 and 4
black onyx worth $200,

Resist Cold
Regular

The subject (person, creature, or
object] and anvihing he carries
become immune to the effects of cold
and frosthite {but nor falling ice,
magical ice spears, efc.).

Duratiors: |- mintte

Cost: 2 to cast. ' to maintaim Cost
deiubles if sabjeel must resist cold of
40 or maore; cost riples if subject
must resist the cold of absolute sro

Prereguiisite: Heat

Item

Staff, wand. or jewelry; only affects
the wearer. Cost o create: 800 energy. a
£500 emerald and a $200 black onve.

Warmth
Regular
The subject remains comfortably
wirm in cold weather, avoiding the
risk of frostbite or hypothermia. This
effectively increases the subject’s ‘local
temperature” by 30°F towards his opti-
mum comiort level (p. B93). The spell
offers no protection against magical
cold attacks such as Frostbite. This i
also a Protection and Warning spell

I hous:
st o man

- ) seconds
Preveguisite: Heal

Item

Clothing, swff, jeweln or hl._mm;
only affects the wearer (holder in the
case of the staff), Erergy cost o croare:
200,

Fireball :
Missike

Throw a ball.of fre from one land
’l'hhhnsl!l[)ﬁ,-‘hﬂiﬂ.m?:f.\\?ﬂ!
it strikes something, {¢ vanishes in 4




wgq,gmmg-. This spell i Biely 1o
e fpnmable trgets.

Ay amw
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v el s
The firehall <

conidd

Lreate

hem

afl or wand - the bolt
from the end of the item, Er -

= s cmeie SO0 must include 2 ruby
warth $400. Usable onhy by mages:

Explosive Fireball

Missile

and

canch foes in the blast

e choser 1o the

spells

Item

Wand, staff, or jewelry. Usable only

by mages. £ = S00;
nust inchude a $400 ruby
Flaming Weapon

Regular

Causes any weapon to burst into

does nat harm

Flaming Missiles

Lik 2 Weapon, but cas

Regular

Flaming Armior
Regular
The subgect i sheathed in flames
without feeling any discomfort — he
and anvthing he carries, is under a
basic Resist Fire spell. The flames pro-
vide the usual illumination and heat 1o
their surroundings. The subjects
melee attacks do an extra point of fire
damage.
Any melee attack that hits the sub-
a 1d Flame Jet backlash

et i
along the weapon at the foe. This
attack automatically hits the hand

- weapon if the weapons
Should the sub-
ppled. the foe
but the spell




Item

Stall; wand, or jewelry. Usable only
by mages. Cost ro creare: 175 energy
and a $500 ruby

Breathe Fire (VH)
Regular
Similar 1o Flame Jet, except that
the fame issues from the caster’s
mouth, Breathe Fire cannot be main-
tained, and each energy point buys
ld+] damage instead of 1d. Caster
lls 1o hit against DX-2 or lnnate
Attack skill, This counts as an action;

the caster must be facing the target
No hand gestures are required to cast
this spell; cerain lip and tongue
motions are made instead. Thus,
Breathe Fire can be cast “no hands” at

any level of skill

1 be maintained

Item

Jewelry
Energy cost to create:
include $500 worth of gold and a $500
ruby

Usable only by mages
1,000; must

Burning Touch
Melee
Wreathes the caster's hand in
flames. The first target struck after the
spell is cast suffers 1d of fire damage
for every point of energy that the cast
er puts into the spell. Armor does not
protect, but naturl DR does

Mugery 2

! anel at least
dls including Heat

Item

Stalf, wand, or glove. The item
must tauch the subject. Erengy cost o
create: 3060,

Body of Flames (VH)
Regular; Resisted by HT
Subject gains the Body of Fire
metatrait (p. B262) for the duration
of the spell, Clathes (up to 6 pounds)
also become fire, but lose any magic
powers they might have had. He can

carry nothing while in this form

Small Fire Elemental

This is the basic fire elemental summoned by casting Sunvmon Fire
Elemental at the minimum energy cost of 4, More energy put into the
spell summons a more powerful elemental. Usually, this simply means

a

larger clemental; 1 point of energy 1s equal to | additional point of ST, 5
HP, or 2 points of DR. However, the GM may choose 1o build a more exor-
ic elemental, adding unusual traits 1o the following template, or working

one up from scratch,

Small Fire Elemental

40 points

Atiribute Modifiers: ST-2 [-20]; DX-1 [-20]; 10-2 [-40]; HT-3 [-30]

Secondary Characteristic Modifiers: SM <1, HP+2[4]

Advantages: Burning Attack 2d (Always On, <40%; Aura, +80%; Melee
Attack, Range C,-30%) [ 11]; Charisma | [5]; Doesn't Breathe (Oxygen
Combustion, -30%) [ 10]; Doesn't Eat or Drink [10]; Doesn't Sleep [20];
DR 10 (Limited; Heat/Fire, -40%) [30} Tmmunity to Metabolic
Hazards [30]; Injury Tolerance (Diffuse) [100]

Disadvantages: No Fine Manipulators [-30]; Weakness (Water, Td/min.)

[-40]

Item

(a) Staff, wand, or jewelry. Only
affects the wearer. A severe drawhack
is that, as soon as it is activated, the
item falls through the user’s hand
Thus, a spell cast with this item lasts
only a minute. Energ
3,000. (b) Staff, wand, or jewelry. O
alfects the wearer. Unlike the previous
item, this item turms to fire along with
the wearer, allowing him to maintain
the spell longer than | minute. While
in lame torm, the item loses any mag-
ical powers it might ordinarily have
Enerpy cost to create: 6,000,

cOsT 10 cre

Burning Death (VH)
Melee; Resisted by HT
Causes the victim to burmn. from
within, The caster must sirike the sub-
ject to trigger this spell; hit location is
irrelevant, Every turmn, the victim mist
roll against HT, ona failure (critical or
not), he takes 1d-1 fire damage. On a
success, he takes no damage that turm;
on a critical success, the spell is
broken. Neither DR nor Resist Fire

protecis against this injury! For the
duration of the spell, the victim expe
le dhiscomlon

riences almost unb
equivaleni to the effects of a Sickness
spell (p. 138) y

If the spell is maintained long
enough. the victim’s skin and clothes
start to char and little fames dart out
here and there. Once the victim dies
his body bursts into fame and bums
until anly a little pile of ashes remains.

Undead beings are nol affected
The caster must concentrate whike

maintaining this spell, but need not

remain in physical contact
This is also a Necromantic spell

Sickngess

Item

Staff, wand, or jewelry, Usible only
by mages; the iem must ouch the
subject, Cost 1o ereater 70U encrgy and
a $500 ruby

Summon Fire

Elemental,

Control Fire Elemental,

Create Fire Elemental
see pp. 27-2
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These spells are concerned with
lood and drink. Nune of these spells
can trn living beings (or the undead)
dircctly into lood: they cant be used in
combat. For the purposes of these
spelis, @ “meal” is about a pound of
nonal food, or hall a pound of dried
ravelers” rations.

The College of Food is often one of
the least respected, but many great
bealers got delr start as lood-mages

Seek Food

Information

Determines the direction, distance,
and general nature of the nearest sig-
nificant source of food. Use the long-
distance modifiers (p. 14). The food
found will be wholesome, but not nec-
essarilv appetizing - eg., edible
nsects. Any known sources of food
(such as those delicious insects) may
be excluded if the caster specil
mentions them before beginning.

)
Cosir 2

Item
Aforked stick. Energy cost fo create.
300.

Test Food

Information

Identifies whether a substance is
good to eat, The spell tells nothing
about taste or nutrition; it detects poi-
sons, dangerous decay, or foreign
objects (razor blades in Fuit). Tt does
not check for magic on food:

Item
Stalf, wand, or jewelry: Energy cost
to ereate: 100,

Decay
Regular
Makes food rot away immediately
and become worthless (it can be saved
il a Counterspell is cast, or Purily
Faod s cast, within a minute),

Item

Staff or wand., The item must
wuch the subject. Energ
create: 100

Season
Regular

Spices and seasons a single con-
tainer of food to the caster's prefer-
ence. The caster's cooking skl deter-
mines whether the food tastes any bet-
ter for it - the spell simply adds the
flavors that the caster demands.

- 10 seconds:

Preveguistie: Test Food

Item

A spoon which, when stirred
h food, ‘will spice it to the
taste. Energy cost fo creafe.

Far-Tasting
Regular

The subject can 1aste and smell amy
object that he can see (even at
distance) or taste/smell throug
objects totaling no more than two
vards of thickness. He automatically
makes all Taste/Smell rolls, though
any substance that would ordinarily
be impossible to taste or smell (an

odorless, tasteless gas such as carbon
monoxide, for example) will remain
undetected. This can be especially use

ful for sniffing out poisons, since the
effects of a poison do not transfer via

their odors
This is also a Knowledge spell

Item
Clothing or jewelry; only affects the

wearen. Enerngy cost o create: 200,




Mature
Regular

Causes any foodstuff that must age
and mature as ]mnu[ kl\p:mluulinn to
do so more quickly. This is most often
used with beer and wine, but it can
alsa be used to accelerate cheese,
vogurd, bread dough, or even meat

Aging processes that normally take
days or weeks (beer, wine, aged
cheese, pickles, dryv-aged meats) take
only an hour with this spell. Processes
that normally take hours (bread
dough, yogurt, fresh cheese) take only
a minute. Processes which take vears
(vintage wines, thousand-year egps)
accelerate a year for every casting of
the spell . . . this is a wonderful way to
discover whether a particular vintage
will age well.

Duration: The process takes an
hour {or @ minute, as above), bot the
food remains mature permanently

Cosr: 1 per pound of lood. Cannot

be maintained

10 seconds,

Item

A small keg that works al no ener-
gv cost 1o the user, but only works a
limited number of times per day.
Energy cost 1o create: 50 per gallon of
size, per cach time/day the item is
usable, For example, a 10-gallon keg

that works twice per day costs
50x10x2=1,000 encrgy to create.
Purify Food

Regular

Removes foreign objects, poisons,
and decay, and renders food fit 1o eat.
Works only on an edible or formerly
edible item - and if the whale item is
unwholesome, the spell removes all the
unwholesomeness and leave nothing.

Cost: | per paund of material 1o b
purified
Preveguisite: Decay

Item

Staff, wand, or jewelry. The item
must touch the subject. Enerzy cost to
create. 400,

Cook
Regular

Turns raw ingredients into a
finished meal. Produces only simple

fare (stews, etc.), which is only as
wholesome as the ingredients. No
cooking-fire is necessary: the spell
provides the heat

Item

A pot that cooks any food placed
within it, at no energy cost 10 the user
Requires about a minute to cook. The
size of the pot does not matter, but
each pot can be used only a limited
number of times dailv. Energy cost to
create: 30 per meal per day (e.g., a pot
which would cook three meals per
day would
have an
ENEergy
cost of 90
to create).

w

Prepare Ganie
Regular
“Dresses out” a slain animal. If cast
on a deer, for instance, the hide is
removed, along with all extraneous
body parts and innards. If cast on a
fish, it is zutted and scaled. Nothing is
destroved by the spell; all of the parts
are simply appropriately separated
and cleaned in such a way as 1o best
prepare the animal for cooking.

Item

(a) Wand, staff, jewelry, or knile
Energy cost to create: 300, (b) Skinning
knife, scaling knife, vegetable peeler,
ete. Usable only on the appropriate
food type. Energy cost (o create: 150.

Know Recipe
Information;
Special Resistance
When cast on an item of food, this
spell places complete knowledge of
the components of the food (and the
method of preparation used by the
cook) into the mind of the caster
This spell may even be used on
alchemical creations. However, such
elixirs resist this spell with the skill of
the alchemist that made them.

At the GM's discretion, thig pef]
may be usable o analyze chemicaly
drugs, %

This is also a Knowledpe el

Item
Wand, stalf, or jewelry, Eners

o B cost
to create: 450.

Poison Food
Regular
Introduces a physical poison into
food. This poison remains indefinitely,
but can be detected by Test Food
Anyone eating the poisoned food must
make a HT roll. On a successful mll,
thev merely feel sick and lose 2 HE. On
a failed roll, they will be seized by
painful stomach cramps and lose
1d+1 HP immediately; they will'be st
-3 for all skills or spells until the lost
HP is restored

Item

Staff or wand. The item must
touch the subject. Energy cost 0 I
create: 600,

Hunger

Regular; Resisted by HT
As listed under Body Control Spells:
p. 38, |

Thirst e by B
Regular; Resisted b
s listed under Body Coniral Sp
p- 38.

Foul Water o

mwmwﬂ"'ﬁ



=

Keeps any ofganic material from
ing, drying out, ete. Very usehul
for srvedens!

Durmtmote | week
Cost: 2 et poimd of food. 1 per
ponid Lo Frpp A,

Prevegnisite: Deciy

Irem

() Staff, wand, or jewelry. Enengy
et o create: 200, {b) Chest or sack:
ahwavs on; the contents of the chest
are preserved indefinitely, Energy tost
1o ereate: 20 for every pound of food 1o
be held (round up).

Create Food
Regular
Produces edible food. This spell is
easier when used 10 convert already
existing material into food: the closer
the starting material s to food, the
tastier the end result will be.

30 second

s: Couk and Seck Food

Item

{a) Wand, swff, or jewelry; usable
only by mages, The item must touch
material to be turned into food. Energy
eost 1o create: 600. (b) A pot, as
described for Cook, which will tarmn
anything placed inside into a cooked

meal. Energy cost to create: 200 per
meal per dav. (c) A vessel that will cre-
ale food from nothing. Energy cast 1o
create: 400 per meal per day,

Essential Food
Regular

Transtorms food, or anv other
material, into unbelievably good, fill-
ng, and nutritions food. Essential
Food dues not spoil; and six meals of
Hweigh only & pound

Ml 1w

2 per menl if the ongingl sub

ks 1otally ine
vkt caar; 30

Prevegwiinites:  Sin Food  spells
incinding Creane Food

Wizard Nose
lar
As listed under Knewledge Spells,
p. 104,

Wizard Mouth

Regular
As listed under Knowledge Spells,
p104.

Water to Wine
Regular
Turns water or other drinkable lig-
uid into a mildly alcoholic beverage
The nature of the resulting drink
depends on the starting malerial
Water or grape juice becomes wing;
fruit juices become “coolers.” The
quality of the result depends on the
caster’s roll and the quality ol the
starting liguid

Item

A bottle or drinking vessel that can,
once per day, change the contents into
an alcoholic bev . The quality ol
the result depends on the starting mate-
ral; seawater would make pretty bad
beer, while newly melted mountain
snow would give excellent wine. Energy
cost to ereate: 300 per gallon capacity of
the container: Note that critical failures
with this spell have been known 1o cre-
ate dangerous items, such as goblets
that poison the wine thev create — but
no one has yer found an enchantment
to do this deliberately!

Distill
Regular
Concentrates a liquid by removing
walter from it. This spell is mostly used
o moke strong alcoholic beverages,
but alchemists also employ it for other
purposes. Each use of the spell halves
the volume of the liquid, doubling its
concentration, One casting tums wine
inta fortified wine, two trns it into
birundy, and three leaves a distillate of

almost pure alcohol. Distill does not
work on living subjects.
This is also & Water spell

Dweration: Permament.

Cose: 1 per orirmal quarnt of ligquid
1) secnnds

Mat argd Destron

Winer

Ttem

A large closed kettle holding up o
5 gallons. Energy cost to create: K.
lllegal anywhere that a mundane
“still” is illegal!

Fool's Banguet
Regular
Makes any item seem like attrac-
tive, tasty food. The underlving nature
of the matter does not change, but
those who eat it will find it delicious -
not necessarily nutritions, but deli-
cious. Can only be cast on things that
can I‘l' eaten; || \\UUJ[J \\1irk oan HIUII.
but not on stones. A classic comple-
ment to the often dull provender
created with Create Food.

d, stall, or jewelry; usable only
The item must touch the
to be affected. Energy cost 1o
600,

matel
Creale.

Monk’s Banguet

Regular
Go without food or water for a
a day with no ill effects.

Durar
Caut

Resist Pe

Item

Clothing or jewelry; usable only hy
mages, or {at GM’ option) a “pure” or
“holy” person. Energy cost 1o creat
1,000,

Scents of the Pasi
Regular
As listed under Knowledge Spells.
p 107
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Magical Gates and el - e Lo iy
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r ™ . ™ il FP and a Will roll




Blocking
As listed under Movement Spedls,
p 148

Timeport (VH)
Special
This spell is similar to Teleport,
awept that it moves the caster w
amother time instead of another
place. Subjective "movement” s
msianianeous.
The mare “distant” the target time
8, the greater the energy cost and skill
penalty (see Time modifiers, box)
Unlike Teleport, there is no penalty o
Rmepart (o an "unfamiliar” ume; the
GM may, hawever, decree that any
fmeport to the future bears an extra
Peialty (-2 perhaps).
1 this spell takes the caster to the
it & the most likely of many
Possible futmes. If he returns from
the: futizre ang acts an the information
B, there is no guarantee that the
h"‘"!ht visited will actually occur
k' % @ caster who returns 1o
#ast, changes something, and then

amount of vanation between the cast-
er's "home” timeline and the new one
will depend on the GMs view of how
“tamper-resistant” the timestream is
in his game world(s).

This spell is dangerous — the penal-
ties for a failed roll are the same as for
Teleport. substituting time for space.
Also as in Teleport, the caster can carry
no more than Heavww encumbrance
(objects and beings). Rall vs. Body
Sense skill upon arrival, modifving the
roll for changes in velocity, fcing, and
aFleniaton.

If the caster wishes 10 travel simul-
taneously in both time and space, use
the caster’s Teleport or Timeport skill
(whichever is lowest), and combine
the penaltics and costs for distance
and time

Cost: see box
Prerequusiies:
Telepart

Magery 3 and

Item
Staff, wand, or timepiece. Usable
only by mages. Eners
4.000. An 1
one

Creaie

S user o
ts 2,000

very familiar with 1

Time Modifiers

Cost  Penalty
Within 1 minute 4 i
1 to 10 minutes [ <3
10 minutes to | hour 8 -2
1 to 10 hours 10 -3
10 hours to 4 days 12 -4
4 1o 40 days 13 3
40 davs 1o | vear 6 -0
1 to 10 vears 18 -7
10 to 100 vears 20 -8

each further 10x +2 -1

Timeport Other (VH)
Special; Resisted by Will+1
Same as Teleport Other (p. 147)
except that the subject is Timeported
away from (or to) the caster

spells for the distance betws
and subject; the Time
apply for the time span
caster wants o ome

One important diffe
Timeport and Timeport
the caster fils the spell roll or if the

which the
shiect
f\_'l Ween

or is that if

spell is successfully Resisted, the
subject does not timeport away!

Cost: As Timepost: also uses the
Teleport Other weight rmultipliers.
Prevequisite: Timeport.

Item
Swaff or wand. Usable only by
mages. Energy cost o create: $,000.

Timeslip

Blocking

Avoid an attack by fimeporting out
of its way. The caster slips a few sec-
onds ahead into the future, reappear-
ing in his original loction - unlss
that spot is now obstructed or occu-
pied! A location is not clear if someone
is standing in it. Any lesser obstruction
is ignored by the spell.

The caster must roll his Baody
Sense skill 10 act on the tum he reap-
pears. IF his original location remains
obstructed or oeccupied, the caster
stays in limbo, reappearing as soon as
the spot becomes clear . . . even if it
takes years! Critical failures have been
known to produce similar disastrous
effects

If the caster had any spells requir-
ing concentration “on” when he cast
Timeslip, thev automaticallv lapse
{unless they had the caster as their

subject). Likewise, anv spell whose
maintenance comes due during the
timeslip also lapses (but see Maintain
Spell, p. 128)

esond the frst o
e Timeport.
Item

Clothing, jewelry, or timepiece
2V cost to creare: 500,

Timeslip Other
Blocking

As Timeslip, but usable on others

ost: 1 per second of mtended dis-
nt. The spell skill roll is ata <1
cond of intended
displacement bevond the brst one
Prerequisite: Timeport

Item
Wand. stafl, or jewelry. Usable anly
by mages, Energy cost to create: 1,000




Kapid Journey (VH)
Special
eport and Timeport,
except that it allows an immediate
retum jourmey. It works anly an the
castes s nol work with Plane
Shift. Anything carried on the caster's

Similar 1o Te

persom, up o Heavy encumbrince
goes with him on the trip
IF the skill

nawhene but othen

oll fails, the caster goes

I5e sulters

mal penalties for a

timeport {possible dan

tion, and stunning) Telepon

t twice; once when the cast

mee when be retums

Once the

al his desti
pend FP to n

As soon as he st

mation, he mu
the

his

5 mamtaming

ice (this includes failing a
distraction roll), he snaps back to his
starting place or lime

The retum trip normally cannot

fail, However, if the easter succeeded
in the spellcasting by a small margin
(3 or less), the caster must make an 10
rall (at the distance/time penalty)
while maintaining the Il, 1o retwm
pomt One roll may be

ter his starting

attempted per minute. If he then stops

mamtaining the spell, he remains
stranded where or when he went, He

k

out or if he teleports 1w a no-mana

musy abso be stranded if he is knocked

20me

This is also a Movement spell

Dueration: | r

L tlar & Rapid Journey in

or Timeport (for o Rapid
Journey in time, or in both tine and
Nprace)
ltem

Stall or wand. Usable only by
mages, erey Coar o oreate; 5,000

Planar Summons
Special

nals @ creature, such as a

St

demnom o a Thing Man Was Not Meant
To Know, from another plane of exis-
tence, The GM determines the predis-
positiom and abilivies of this being
Each plane requines a dilferent Planar
Summons spell. Some exceprionally

potent entities might require their own
spells! If the version of Planar
Summons used dees not specify an
individual entity; the caster has na con-
ol over whom the spell summons
Planar Summons cannot be used on
the plane for which it is intended

When the creature appears, the
caster must immediately trv to conrol
it. Treat this as a Quick Contest
between the caster’s Planar Summons
skill and the entity's Will, The caster is
at +4 if he knows the creature’s "true
name.”

If the caster wins, he can give the
creature a single command, which it
muest cary oul. On completing this
task —or after one hour in any event -
the entity usually vanishes, However
same powerful entities can stay for as
long as they wish

IF the caster ties or loses, the crea-
ture will react badly, An “evil” being
mimits violence or vandalism, while
good” one is more likely (o depart in
d hulf and put in a bad word with the
caster’s gods. Wild or chaatic creatures
are liable 10 engage in theft and mis

hief. Extremely alien entities might
tin disturbing and unpredictable

Wavs

c

Duration:; Uniil the 1ask

build the

Minimum

mankained

Tirmie o cast: 5 minules
FeT tes: Magery | and at least
ane spell from each of 10 differen

olleges

Planar Visit (VH)
Special
The caster leaves his body behind
and wanders freely as a spirit on
anuther plane of existence. He is total
ly insubstantial and cannot aflect any-
thing or intersct with his. surround
Ings in any way (a blessing in dis-
guise, since this also confers tatal
physical immunity 10 whatever envi
ronmint he is traveming), He cannot
even cast spells, although he can
muintain existing ones, He is likewise
Imimune o magic that does not affect

minds irits (which caster fy,
until he retumns to his bedy ) The cast.
eris imperceptible to ardinary SeTiSes,
only magic (Astral Vision Serise
Spirit, Sense Obséervation ind similar
spells) will detect his presence

There is a different spell for travel
1o each plane or dimension Which
spells exist, and the precise details of
the dimensions they lead o, is up 1o
the GM. The subject’s senses are
altered 1o correspond to the AveTage
plane dweller’s; on a plane of pempety.
al gloom he would have Dark Vision
an the astral plane he would have his
senses augmented as per Astral Visign,
and on a dimension where al) life
lorms sense only via sound he wintild
have Scanning Sense (Sanar) Visiting
very strange allernate planes can be
hazardous 1o the mental health of an
unsuspecting traveler .

The most commun plane visited in
most worlds is the astral, which o
exists with the mundane universe and
allows visitars to observe real-world
places unseen (at least, unseen ex
by natives af the astral realm, if there
are any), While traveling astrally, the
caster moves at twice his full unen-
ered Speed and may walk
ugh walls, mountains, crestunes
He may also walk down into the
bowels of the earth or up inte the high-
er atmasphere. Astral Block (p. 159),
Pentagram (p, 124) and the "Uner™
spells (p. 1700 stop him, while Repel
Spirits (p. 158) will resist his intrusion

If the spell ends before his spirt
rejoins his body or if his body is harmed

thr

his spirit is away, he must mll =
HT, using the long-distance modifiers
(p. 14), 1w stay alive! Needless 1o say, his
boxdy is totally defenseless for the dura-
tion ol the spell, though a casual med-
fcal examination will reveal it to be
(barely) alive

Durarfon! | minute

Cost: 4 1o cast. 2 o maintain, Some
planes may cost maore, carry o skill
penalty, or hoth

Time fo cast: 30 seconds

Prevegudsires; Magery 2 anscl efther
Pravjection ar Planar Sunumons.

Item .
(a) Stafl, wand, or jewelry, Usatblie
anly by mages: only alfects lhﬂ’“ wearet
Energy cost to ereqte: 1,000 Al

the itern stays with the body while the
spirit walks nbout, it may still be




w maintain the spell. (b) Weapon.
Usable only by mages. A spiritual ana-
Jogue of this item accompanies the
spirit of its user! Energy cost to create:
2000 per pound (minimum of 1
pound)

Plane Shift (VH)
Special

Bodily transports the caster — along
with anvthing he is carmying (up to
Heavy encumbrance) - to a particular
plane of existence. Each plane
requines its own Plane Shift spell. This
is a one-way trip. To get back, the cast-
er must know Plane Shift for his home
plane or gel a wizard in the other
plane 1o cast Banish (p. 156) on him.

This spell gives the caster no special
immunity (o his surroundings, To safe-
Iy visit a plane where the natural condi-
tions are vacuum, flame, etc., you must
learn the necessary protective spells.

Duration: Permanent

Cost: 20, Some planes may cost
maore, carry a skill penalty, or both

Time to cast: 5 seconds.

Prerequitsite: Planar Summons for
the same plane

Item

Any item; can be used to travel to a
single plane only. Energy cost to create;
100 times the casting cost for the
plane.

Plane Shift Other (VH)
Regular; Resisted by Will+1
As Plane Shift, but usable on any
being or object. A subject who doesn’l
expect 10 be plane-shified must make
his Body Sense skill or be disoriented

for one second.

Duration; Permanent

Cosr: 20, Some planes may cost
more andfor carry a skill penalty.

fime {0 cast; 5 seconds,

Prerequisite: Plane Shift,

Item

Wand, staff, or jewelry, Usable only
by mages; sends the subject to a single
plane anly. Energy cost 1o ereate: 100
himes the casting cost for the plane,

Phase
Blocking
Avaid an aitack by phasing oul of
this plane of existence for a moment,

The caster actually becames ethereal
fust long enough for the attack to pass
through him. He neither disappears
nor loses track of his surroundings; no
Body Sense roll is required, 7

Cost: 3

Prerequisires: Magery 3 and either
Planc Shift or Ethereal Body,
Item

Clothing or jewelry: Energy cost o
create: 1,000,

Phase Other (VH)
Blocking
As Phase, but usable on others

Cost: 3

Prerequisite: Phase,

Item
Wand, staff, or jewelry. Usable only
by mages, Eneray cost to create: 2,000,

Beacon
Area
“Softens up” local space-time, mak-
ing the area of effect easy to teleport
timepart, or plane-shift to. The energy
cost and skill penalties to travel 10 a
beacon are halved (round down), A
beacon may also be used 1o hrlp

teleport a subject from its vicinity
toward the caster

A beacon is not private; any caster
magically transporting himself (or
someone else) to the area will benefit
from the spell (however, permanently
enchanted areas may be Limited or
Named; see p. 68),

The caster must, at casting, specify
which travel spells his beacon assists.,
There is no extra cost to creale a
multi-purpose beacon.

This is also a Movement spell.

Duration: 24 hours.

Base cost: 10 to cast. Half that o
maantan.
¢ 10 east: 30 seconds.
usite: Teleport, Timeport, or
Plane Shift. The enchanter must know
Teleport to create a teleport beacon,
Timeport to create a timeport beacon
and Plane Shilt to create a plane-shift
beacon,

Item

(a) Any area may be permanently
enchanted as a teleport beacon for 100
times the normal energy cost. (b) Any
object can be enchanted as a portable
beacon; any attempt to magically
transport into the vicinity of the object
receives the bonus. Energy cost to
create; 1,500,

P




Trace Teleport

Information;
Resisted by subject spell
When cast soon after sameone ot

something telepors timeports o

plane-shifts in or out, this spell gives
the caster

avision of the destination of

the teleported sub

The caster also

good iden of the magnitude of

the skill penalty involved 10 cast

critical success, the actual

will be known, but

Success gives the caster enough of 3

sense of the destination 1o follow, if he

does so within o minute of casting
Irace Teleport

This is also a Movement spell
Muods Fhe

umulative -1 for es

minute tha
lapses between the teleport and the
casting

Phere s o lurther Y penadty il

tness the o

caster didnt v

ort, Timeport

Plane Shilt

ltem

Any. Eneroy oost 1o cf 100)

Divert Teleport (VH)
Blocking; Resisted by
subject spell
When cast on the wr

SO

something weleports, tir

plane-shifis out, this spell ¢

caster to dictate where ar when the

subject g

The caster must know the spell he
is diverting; he uses the lower of his
skill with Divert Teleport and the sub
ject spell, IF the caster wanis to divert
a Telepart into a plane shift (for exam
plel he must know both spells and
nses the lowest of his three skills

The resistance is resalved by com
paring the mangins of sucvess of both
'\F‘l‘”\ it [h(‘ mage \\F]IP 5 l\']l‘lﬂll“ll"
mikes his roll by 5, then the moge
attempting 1o divert him must make
his roll by 6 or more 1o sucee

The Divert Teleport tukes nopmal
range penalties between the caster of
Divert Teleport and the casier of
Teleport (or Timeport, etc.), and the
standlard skill penalty for the destina
tion that the caster wishes 1o send the

teleporter o

The cost to cast the spelf i equal to
the difference in cost between the tele

porters intended destinar and his

new destination. If a magpe atlempis to

telepart 40 miles (9 energy), and
another m es him to another
cabion only 10 vards awav (3 ener
the ¢ g Il have 10

pay 6 enet

same cost would
il 1if i
Spply u destinations

were
eversed, T

HIMAIM <ost to cast

v case (high skill will
amd

w1 whe

this normally)

tull ener

s sway to his wait

ds who  knows
Divert Telepart and Teleport at
20, and who would prefer that Severin
end up just above a Take which hap

pens 1o be o mile away (skill penalty
4, ot 7,
First

Seve nakes his

iiempt

this 1s

Elsclon, using

v base skill of 18 (the

lowest sopriate spells)

This is also o Movement spell

Gates are not [?}H'\'f.n_'u‘f I any sense

are holes in reality.

Cose: As described above; minimum
cost 3

Priveguistes: N
Teleport

ery 3 and Trwe

Item
Any, Usable anly by mages. Erter
cost o creare: TOG

GATE SPELLS

Teleport Shield

\rea

Create Door

When cast at the

solid

shstri {wal

ete.), this spell creates 3

side. The in

vening distance

wiually traversed by the door’s us

they are simu Lneously (el |
rom the near side to the far ¢

This spell has the advanage o
Teleport of allowing access 10 places
unknown to the caster, as well as

allowing him to transport more than
Heavy encumbrance
Al

ty per vard of abstuction thick

The spell isar -1
there is no penalty if the abstrction |
hall
should not el the plaver
P

whether 1

a vard thick or less T

nalty i) he should simply el him

spell

the

Item

(ad Staff, wansd, jewelry, or writing
anhﬂm‘lﬂ (the latter is used o
the door on the obstacle)
Energy cost 10 erearer 500, (b) Partable
door. It is activated (il its Power i
above 15 ufter deducting the penalry
for obstruction thickness) after lean
ing if against the obstiction. Enes
: SO0 per 10 square feet of

"draw

ool fo e

s,




Information

b the cany the disecs

arnd
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When cast on 2 M
spell al r sond

SOy

Crate.

up the Sory

nsied, and adds 10 cncergy t

Ot Ctebion cost. The s Crealon
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Control Gate
Regular; Resisted by the Gate
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Create Gate (VH)
Regular

rival 1
gical portal

Cres

teading ume, or

L hole 1 um
v which those who enter
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Slow Time (VH)
Area; Special Resistance
Time in the area slows down. Any
unwilling beings within the area
when the spell is cast resist with the
highest of their ST and 10; they must
all fail for the spell o take effect
Objects and spells may cross the
areas edge without being hampered

Belngs Crossing into or out of the area
must roll vs, 10 or be mentally
stunned

Duration: 1 minute {outside time)
Base cosr: One-hall normal tempo
il “specd” costs 2, one-third costs 3
one-tourth costs 4, and so on (np

limnit, but see the Suspend Time spell
below), Same costs 1o maintan

Time 1o cast: 2 seconds
Magery 2, 10 134

Prenvvgiilsiles
el at least two spells from each of 10
dilterent collepes
ltem

Stall or timepiece. Usable only by

miages. Energy cost fo create: 1,000

Accelerate Time (VH)
Area; Special Resistance
| Slow Tirme: Time n

the allected area  spec

The opposite

Otherwise, all of the rules for o
the areas edge, resistunce, ond so on,
are as per Slow Time

Powerstones recharge at outside
rtes, so Accelernte Time does not
speed up Powerstone recharge. Of
course, relative rest-time can be
inereased, permitting mages 1o regain

lost FP mare rapidly

Puairatio I munute (outside tme
Rase cost: 2 tor double, 3 for tripl
d lor yuadiuple, and so on (no hmit
bt s Dut spell, below

SAarme

Tirnse 102 ¢

i
2 seconds
Muy

and ar least two spells from cach of 10

Prerequuistl

diflerent colleges

ltem
Stalt or timepiece. Usable only by
mages. Energy cost lo ereate: 1,000,

Hide Object
Regular
Ihe subject (which must he
nonliving) disappesrs o an other

dimensional space from which it can
be recalled at will: Failore to maintain
the spell causes the object o reapped
in mid-air nest 1o the caster. 1T the
subjcct is being held by a living being,
the holder can resist the spell with
his 10

Secker wortt find objects hidden
by this method; Trace loses touch for
the duration of the Hide Object,
regaining it when the object reap.

pears in this world, Teleport Shield
will oppose this spell (the original
margin of success of the Hide Object
spell would need ta be 5 or berter lor
thie object 10 reappear within an area
affected by o base casting of Teleport
p-

pears in the caster's grasp or in his

Shield, for example). The object

immediate vicinity (caster’s choice)

[
Cix

11 hour

| pir pound of object welght

o cast, Same cost Lo mairiam
Tirhe 1o cast: 10 seconds
Prereguisile H

Telepon

Wiy and

Item
w jewelry, Usable

by muges. Ener

(1 hject be enchanted
o "disappear” and ppear” al s
awners command. Energv cost f

ne: 100 per poundd ol item
welght. This is a popular enclantment
on illegal ubjects

Sanctuary (VH)
Special
Opens o doorsized portal 10 a
pocket dimension. The portal closes

immediately alter the caster posses

through it {others may pass through it
Hirst, of course). The portal leids to 4
small dirnly lit room with blank walls
el no visible exits, When the castey
wikhes 1o leave, he simply concen
trates and u portal appears on one of
the walls, leacing back 1w his ariginal
potnt of departure. The space can have
# shze up to that of & cube equil wthe
caster’s skill, in vards, on a side

The real world mpletely loses
touch with the occupants of the pock
ot dimension; Seeker won't find them
Trace will lose them for the duration
(bt will pick them up as soon as they
step back out) and s on. OF course

the reverse is also true

Long-term visits 10 the pockey
dimensian will require the cre

At of
air, food, and v

ater (and decem
lighting, for comfort’s sake), ax w
the disposal of wastes. This (s dightly
complicated by the fuct that the pek.
et dimension is low-mana; all spell
casting is at -5, and (he R
Energy spell doesn’t work unle
known at level 204,

Should the spell ex i thee g
er lose consclousness, all the roomy
contents reappear as il teleporied: jiy
oceupants each take Id of damuge
and are physically stunned if they fal
a Body Sense roll. This also hsppeny
to anyone who is foolish enousl
10 exit before the caster!

If the caster wishes to returm 1o (he

ell iy

et
g

ot

real world, but not to his paint of
departure, he may cast an Uppropriile
magical transport spell from (he
(LS ket dimension as il he were cust
ing it From the departure point (if he
is willing to take the risk of a low
mana casting)

This “default” description ol
the pocket universe created by this
spell should by no means be taken s
sospel. A less bare-bones version
might include opulent (bt magical
and temporary) fumishings and fea-
tures, llisionary windows, and so on
In some worlds, this will be deter-
mined by the GMS views on alternate
dimensions. In others, the dotails of
sunctuary dimensions might be con
scious, or unconscious, reflections of

the mage’s personality

ltem

Staff, wand e
Lsable only by mages. Exsgy 08
crvate: 2,000

Suspend Time (VH)
Area: Resisted by Wil
Time is suspended in the ares el
tive to the outside world, the ;
pants of a timesuspended e |
nol move. bicathe, age, of evel
As far as the affected beings E
concermed, no tine elapsy fioe
spell’s duration, One moment T




were having tea in a pleasant spring
meadow, and the next moment winter
Jiss- come putside the arcle ol grass
{fjen are sitting in :

anv unwilling beings within the
area when the spell is cast resist with
10. They mus all fail for the spell 1o
ke effect

From the outside, the area appears
{2 he surrounded by a perfectly r'uﬂ.uu
tive surface, which nothing (including
mapic and magical beings) can cross
Obiects thrown at it bounce off. Any
spell requiring concentration and
Jving outside the area immediately
lapses if its caster is caught inside
Likewise, any outside spell whose
maintenance comes due during the
so lapses (but

suspended time
Maintain Spell, p. 128).

D 1 day (outside time)
Base cos

10 cast; 5 minutes.
Magery 3 and Slow

10 ¢cast. > o maintam

GrisHes

or timepiece, Usable onlv by
S00;

v COSt [0 create:

Time Out (VH)
Area

The area and all
within it are temporar-
ily removed from the
time stream; the effect
i equivalent 1o having
the area’s time acceler-
aled infinitely.  Unlike
Suspend Time, this
only be cast
trom the inside, cen-

nds as soon as he
edge)

wld the caster die

hes s

dlone in the area, the
| will never end!
The caster and any
Objects caught in the
area would  simply

%em o vanish from
e time stream.

lar as outside
Obs. ot
a1 CIS  are <on-

the area “ape

‘slantaneously
Which may or may
be perceptible)
moment  five

es were attacking the pary while
their wizard cast a spell, and the nexi
moment the ogres were dead, the
party magically healed, and every
body was in a different positian and
drinking rum 1o celebrate

From the inside, the area is
bounded by a wall (and covered by &
ceiling) of utter blackness. Anvone o
anything touching the edge of the
area is immedintely expelled from the
area, back into normal time. This
causes an automatic mental stun 1o
anyone ather than the caster: Missiles

of any sort can be thrown blindly out
g B“:‘Hf‘
p. B389) but not into it. Note that

since all missiles fired out of the ar

ol the area (see Shoor

a
will emerge al the same outside time
an archer could create an impressive

burst of arrows by simply firing casu-
ally for a few subjective hours . |
Spells involving the outside simply
fail. Any spell requiring concentra
tion and lving inside the area lapses
immediately if its caster is left out-
side. Likewise, any inside spell whose

maintenance comes due during the

Time Out lapses unless its cas

also inside

GATE SPELLS

The “flow” of mana into the Timed
Out effectively  nil
Powerstones recharge,

area s

won't
enchantment is
Mages still recover lost energy (the

impossible, etc

physical consequences of mamipulat-
ing mana go away regardless of the
local mana supply), but GMs may
decree that spells cost much maore, ar
are impossible, within the time-
stopped area (since the power musl
be drawn entirely from the casters

personal life-foree). This is entirely
dependent on the GM' view of mana
in his setting

L 5 minutes.
Pr s; Magery 3 anc

Accelerate Time.

Item
Statl or time




Ghalhan had thought 1
seen an end to pain, but this withered
old torturer had put an end 10 that

notion with his probing. His

ny hn-

gers were like hot knives

1" he roared. “Enou

poking at me! Can you make me a
false leg that I can run with, or must 1
relieve the donkev's son who sent me
here of his nose?

The old man struightened. “I can
do you one better, my good man. [ can

rive you back vour true leg
Ghalhan's brow lowered, “Don't
taunt me, old man, 1ts bad for vour
health."

“You donlt believe me, hey?" He
M}LJJ\L‘ i longue-twisting |1|uxl\u 1y an
unfamiliar tongue and thrust a long
finger toward Ghalhan's face. The fin-
ger stopped just short of the patch
over Ghalhans right eve; Ghalkan's
Knife stopped just short of the old

b

man's throat

The old man looked down at the
knife, smirked slighthy and flipped
Ghalhan’s evepatch up with the tp of

his finger

Proper vision a shock after

Ve : e. Ghalhan choked
|

st, I'm afraid. Tt takes

some preparation to fix a wound that
old so that it stays fixed. But I can

bri

your eye back for good
e time. And your
hold back that impatience of yours
Are you interested, or will vou be off ta
relieve that gentleman of his nose?”

Sar il you can

These spells are the whitest of
white magic. Yetironically, the healing
spells are precursors of the dark spells
of necromancy, Some healers even
refuse to learn Resurrection, because
of the necromantic knowledge
required to make the spell function.

Most healers are mages; Magery |
is a prerequisite for even the first few
spells of the college, and higher levels
quickly become necessary. Some non-
mage healers; however, make up for
their magical deficit with an abun-
dance of compassion. In many magi-
cal hospitals, this leads to a division of
labor between the svmpathetic non-
mages, who handle minor injuries and

HEALING SPELLS

care, and the mages who have the
power to heal plagues and miral
wounds, but may have the bedside
manner of a stump.

Almost every mage at Jeast dahbles
in healing; the Recover Enerey spell
which can be vital o a practicing
belongs to the College of

Anyone who tries to heal fimself
has a skill penalty equal to the armouni
of injury he has. For example, & wiz
ard who is missing 4 HP rolls at 4 to
heal himself

A critical failure with 3 Healing
spell will always have some appropri-
ate bad effect on the patient, ageravat-
ing the injury, creating a new wound,
or the like

Body-Reading
Information; Resisted by Will
Creates in the mind of the castera

visual and tactile “image” of the inter-

or of the subjects body. Useful for
agnosing pain or illness of uncertain
gan Tup-

ins, this spell reveals organ r
tures and internal bleeding, bone frac-
tures — even the sex of an unbom
child. Use Regular range modifiers.
Essentially, this is the mag
ent of a detailed series of X
the caster can do with the information
gained depends on his medical skills

The spell does not reveal the exact
nature of dny poisons or diseases that
may be affecting the subject, h.ul 1\7
gives a +2 to any subsequent Poisans
or Diagnosis rall. The caster mus!
touch the subject

T - subiect isofadiF
Modifiers: -2 i the subject ‘_liLH\fr'

ferent species than the caster |
; {, 100

wizard reading a human subje :
instance), <4 or worse if wially alkn
Cost: 2.

Time io casi: 30 seconds.
Prerequisite: Sense Lile or Awaken:




Headgear or jeweln: Works only
‘on wearer. Energy cost fo create: 200.

Detect Poison
Area; Information
As listed under Protection and
Warning Spells, p. 166.

Final Rest
Regular

When cast on a dead body, this
spell renders the subject in:in?u_rle to all
Necromantic magic. The spirit of the
deceased cannot be summoned, nor
cn the bodv be animated (or
Resurrected). Tt has no physical effect
an the body. The spell may be cast at
anv time after the subject dies, but
there is a cumulative -1 penaliv for
cach month that the subject has been
dead, to a maximum of -10. Any given
caster may attempt the spell only once
per subjéct.

This spell has no effect on a living
person, and will not affect the undead
who have already risen.

In many settings, this spell is an
intrinsic part of funeral rites, 2nd may
be restricted 1o the clerey. GMs may
wish to change the prerequisite from
Magery to Power Investiture or
Blessed. In other settings, this spell is
unnecessary; ordinary nonmagical
funeral rites are sufficient to safe-
guard the dead from necromancy.

Itis usually assumed that this spell
functions by sending the soul of the
deceased from the mortal plane into
the presence of their deity. Some, how-
ever (usually members of one death-
cult or another), believe thar this spell
works by destroving the disembodied
spirits of the dead!

This is also a Necromantic spell.

Duration: Permanent
ast: 20),
fime fo cast: Minimum 10 minutes,
s spell is always cast ceremonially.
Prerequsie: Magery 1 or Spirit
Empathy. "Holy" persons may be able

10 cast this spell without either pre-
Tequisite.

Item
This spell may be consecrated into
Renerary regalia. Energy cost: 1,200,

Lend Energy

Regular

Restores the subject’s lost Fatigue

Points, at an energy cost 1o the caster.

Cannot increase the subject’s FP score
above its normal maximum.

Cost: Any amount: the energy spent
by the caster goes to the subject as
restored FP (e.g., if the caster spends 3
energy, the subject regains 3 lost FP),
Casting cost is not reduced by high
skill.

Prerequisite: Magery 1 or Empathy
(p. B51)

Iiem
Wand, staff, or jewelry: Energy cost
fo creare: 100.

Lend Vitality
Regular

Temporarily restores the subject’s
lost Hit Points, at an eneray cost to the
caster: Cannot increase the subject’s
HPF score above its normal maximum
Since restored HP vanish after one
hour and the spell cannot be main-
tained, this spell is only a stopgap
measure

Duration: 1 hour.

Cost: Any amount; the energy spent
by the caster goes to the subject as
restored HP ( if the caster spends
5 energy, the subject regains 5 lost
HP). Casting cost is not reduced by
high skill. Cannot be maintained;
must be recast,

Prerequisite: Lend Energ

Item
Wand, staff, or jewelrv. Energy cost
to create: 250

Share Energy

Regular
The caster makes his FP available
to anather wizard$s spell casting. The
caster may only cast this spell on him-
self. He must specify who can draw FP
from him in the next second - nobody
else may do so. More than one wizard
may be specified, and a limit of 5 FP
may be drawn in a single second. The
caster may specify a lower limit! HP
may not be used to cast this spell.
If a specified wizard does not draw
FP before the caster’s next tum, the
Share Energy spell expires, costing the

caster one FP. The wizard casting the
other spell does not have to be aware
of the Share spells existence. As he
casts his spell, he will feel an outside
energy attempting to aid him - he may
vield to that or deny it, paying the cost
himself.

A spell can draw power from only
one Share spell. If more than one
Share spell is cast, use the closest ane;
roll randomly if two are equally close.

Dueration: The FP.must be used in a
spell that turn. Cannot be maintained.

Cast: Twice the amount actually
used by the wizard who draws the FP.
The energy spent by the caster goes 1o
power another wizards spell. FP
bevond that needed by the spell is not
transferred 1o the other wizard — use
Lend Energy to do that. The cost to
cast this spell is never reduced by high
skill. A minimum of 1 FP is always
spent when casting this spell.

Prerequistte: Lend Energy.

Recover Energy
Special

Rest and recover Fatigue Points
more quickly than normal by drawing
energy from the mana around him. A
normal person recovers 1 FP every 10
minutes. A mage who knows this spell
at skill 15 or higher recovers 1 FP
every 5 minutes. A mage who knows
this spell at skill 20 or higher recovers
I FP every 2 minutes. No further
improvement is possible. Note that
this spell works on the caster himself:
it cannot restore FP to others.

The mage must rest quietly, but no
ritual or die roll is required. While
resting, he can maintain ordinary
spells, but not those that require
concentration.

This spell does not function in low-
Or No-mana areas.

Cost: None.
Prerequisites: Magery 1 and Lend
Energy

Item

Jewelry. Permits wearer to recover
as though he had this spell ar level
equal to item’s Power always on, A
very rare item! Energy cost fo ereate:
1,000; must be made of alloved gold
and platinum (minimum valse of a
small ring $500).



Remove Contagion
Area
Purifies the subject area of conta-
disease-causing
microbes, disease spirits, foul air; etc. -
rendering it stenile and free from infec-
tion. This spell can be used to cl
and sterilize anything from a disease-
cult temple to an operating theatre. It
will not cure or relieve disease in living
creatures; it serves only to cleanse and
puri
Infectious areas or objects treated
with Remove Contagion cannot serve
as a source of contagion (see
Contagion, p. B443) until reinfected.

gious agents -

nse

v objects and surfaces.

Duration: Until disease-causing
agents return to the affected area.
Base cost: 3
Time 1o casr: 2 seconds,
Prerequistte: Decay, Clean, or Cure

Disease.

Item

Wand or stalf, decorated in a snake
pattern. Subject must be touched by
item. Enengy cost to create: 400.

Stop Spasm

Regular

As listed under Body Control Spells

P-4

Awaken
Area
Renders the subject{s) awake and
alert. It instantly counters the effects of
stunning. If the subject is very fatigued
(less than 1/3 basic FP), this spell ren-
lll'r,\ hi]]'l LllL’l_[ I-(rr an hULll ]'Jlll COSIS
him 1 FP at the end of that time, 1t has
no effect on those with 0 or fewer FP.
Sleeping or unconscious subjects get a
HT roll to awaken, at a bonus equal to
the casters margin of success. A sub-
ject rolls at -3 if uncenscious due to
injury, at -6 if drugged.

Base cost: 1
Prerequisite: Lend Vitali

Item
Wand or staff. The item must touch
the subject. Energy cost to create: 300

HEALING SPELLS

Relieve Sickness
Regular; Resisted by
suh}n‘c[ \]\‘H
Temporarily relieves a . §

any sickness symptoms b
been display i

(hever, dizziness,

oL elc ¢ spells Sickness Wl
Drunkenness 10 resist. Note that
v the 5 ws -are cured. Re

Sickness will sober :

duration - but for a perman

use Neutralize Poison

Item
Wand, staff, or jewelrv, Enerpy cost

tocreare: 250

Share Vitality
Regular

The caster heals anothers injuries

by transferring them to himself, losing
as many HP as the subject heals. If the
subject had a crippled limb, it will
remain so —only the HP loss is healed
Likewise, the injury applied 1o the
caster will not eripple him (althougl
could certainly put him into un
sciousness or even kill him: the

includes no "safety net” for overly kind
wizards), The caster does mof suffer
the normal skill penalty for spendi
HP to cast spells, nor is he penaliz

for recasting on the same \'Iihih'&'l

D
can be healed of his new injunes
through normal or magical means

Cost: No energy need be expended
high skill only affects casting time.

Time to cast: | second per HP trans
ferred

Prevequisite: Lend Vitality

m: Permanent; the caster

Resist Disease
Regular
The subject is immune to diseases
for the duration of the spell, as per the
Immunity to Disease advantage
(p. B80). This is also a Protection and
Warning spell

Duration: | hour
Cost: 4 1o cast. 3 to matntun
Tome 1o cast: 10 seconds.




R

Prevmpusisite: Remove Contagion or

e

ur:)jmdn Always on; the wearer
& immune 1o diseases. A rare and

senl ftem! Energy cost lo create:
1000 for an fem that resists one spe-
dfic disease, 2.500 for ane that resists
ol diseases. (b) Jewelry. Always on;
prevents the wearer from .ﬂpmadingl
anv disease he may ha'\"i-. 'l‘Lttper,-_.
Cords™ are an example of this item.
Energy cost fo create: 250.

Resist Poison
Regular

The subject becomes immune 1o
paisons for the duration of the spell
For some very persistent poisons, this
#only a delay of the inevitable, since
traces of the poison may still be in the
subject’s svstem when the spell ends!

This is also a Protection and
Warning spell.

Duration: | hour:

Cost-4 1o cast. 3 1o mainta
Time to cast: 10 seconds
Prereguisite: Vigor:

Item

Jewelry. The item must bear a pic-
wre of o unicorn. Always on; wearer is
Immune 1o poison. A rare and prized
ltem! Energy cost to create: 500 for an
liem {hat resists one specific poison,
4000 for one that resists all poisons.

Stop Bleeding

Regular
Thesubject stops bleeding immedi-
ately, a5 if bandaged by someone with
the First Aid skill (p. BIS3). This
fstores | HE. and prevents further HP
loss: from bleeding if the optional
bleeding nyles (p. B420) are in effect.
The subject of this spell may not
subsequently benefit from further
"-“".LJ_EI"!_: of the same wounds.
.T his spell may also be used to sta-
bilize s moral wound (p. B423), ara
substantially higher cast,

‘ Drrarion: Permanent. although
Het Injuries will bleed norrmally

Cost: | 1o stop bleadi
Ml woy

Woungd
Prerequeisive Lend Vitaliry

i3 nor-
nd; 10 to stabilize a mortal

Item

Any item. The item must bear a
picture of a pelican, It prevents its
wearer from bleeding and from suffer-
ing mortal wounds. Enersy cost 10
create: S00.

Minor Healing
Regular

Restores up to 3 HP 1o the subject,
Does not eliminate disease or POISON,
but will cure damage caused by these
things

This spell is risky if used more than
once per day by the same caster on the
same subject. If voo try
the first repetition, -6 for
and so on

If yvou have the Physician skill at
level 15 or higher, a critical failure
with this spell counts onlv as an ardi
nary failure - unless vou are trving the
spell more than once per day on the
same subject

Cost: 1 10 3. The same amounl is
o the subject.

nd Vitality

reslonre

Prer

Item
Wand «
pattern

subject. Usz
nonmag
higher: Energy cost to create: 600

Major Healing (VH)
Regular
Restores up to 8 HP to the subject.

Poes not eliminate disease or poison

hv these

but will cure damage caused
things

Otherwise, this spell fur
like Minor Healix

ing on the same su

and Physician skill a

er will mitigate the ef

failure
The penalties for 1

led casting

accrue separarely for Healing
and Major Healing. For instance, a
caster could cast both spells on the

same subject ' the same day at no

penalty
Cost: 1 to Aot
spent 15 restornec

D

Item

Wand or staff decorated in a snake
pattern. The item must touch the
subject. Usable only by mages, or by
nonmages with Physician skill 20 or
higher. Energy cost ta creare: 1,500.

Great Healing (VH)
Regular
Restores all of the subject’s missing
HP, Does not eliminate disease or poi-
son, nor does it restore crippled ot
missing body parts, but it can heal HP
lost to any of these thi
A given subject can only benefit
from this spell whether
cast by the same caster or by a

2%

MCE per i

different caster each time.

If you have the Physician skill at
level 150rt a critical
this spell counts only as an ordinary
failure,

20. One try per dav per sub-

ject

Timne to cast: | minute

Prevequ Magery 3 and Major
Healing
Item

Wand or staff decorated in a snake
pattern. The item must touch the sub-
nly by mages, or by non

Physician skill 25

= 4,000,

ject. Usahl

higher

Cure Disease

Eliminates one type of dises
infection from the body of the sub
A successful Diaenosis roll (by the

caster or another) should precede the
51 Does
>ss has
> subject; the spell jusi

underving sickness

Duration: The illne
the subject isn't immnr

{ :

but

o-cast: 10 minutes. One try,
Prerequisttes: Relieve Sickness and
Major Healing

Item

Wand or staff, decorated in a snake
pattern. The item must touch the sub
ject. Usable only by m.
1y create: 800 to cure

ne specific dis-
r 1,500 for an item that cures
any disease.




Neutralize Poison
Regular
Eliminates all traces of one chosen
phison from the body of the subject. A
successtul Poisons roll (by the caster
or-unother character) should precede
the casting in order 1o identily the poi
som being treated; if not, spell use is at
5! This spell is of no use against
than thi
1 dineet damage. Does not cure

elixirs: other

e

the spell just

30 seconds (bew
C One 1y

1 es: Either Magery 3 aird
Test Food or Cure Disease

Item
Staff or wand decorated in a snake
pattern, Usable onlv by & me

ora
nonmage with Physician-20 or highes
The item must touch the subject. Cost

ate: 4000 for anitem that cures

one specific poison, 1.500 for an item

that cures anv poison

Instant Neutralize
Poison (VH)
Regular
As Neutralize Poison, but works
Instantly. A Poisonsoll is not required
far successful use of this spell!

Cout: 8. One try per day

Prerequisites! Magery 2 and
Neutralize Poison

Item
Wand or staff, decorated n a snake
pattern. The item must touch the sub-

ject. Usable only by a mage or a non

e with Physician-20 or higher
Nergy Cost o cre 800 for an item
that neutralizes one specific poison
3,000 for an itern that will neutralize
any poison

Relieve Addiction

Regu
Partially replaces a “daily dose” of
required by ihe subject
The subject will still feel the psvcho-
gical effects of missing a dose (that
Will-modified HT is il
nt the day 1oward

some dn

required 1

but will not
rom

shaking off the addiction),

suffer any physical

withdrawal

Masch
ty iF the caster casts it on himself, and

fiers: Thisspell is at o 4 pe
al a cumulative 4 per consectitive
subect

or for the

didly

nalty inher

y any casting!

Relieve Madness

Regular
Temporarily restores a subject’s
sanity, relieving him from a single
Delusion, Phobia, Compulsion, or
spell-induced  Madness  (caster’s
choice), The Madness and Permanent
Madness spells ist. For
permanent refief, use Cure Insanity
This is also a Mind Control spell

infamed

st: 2. Cannot be

10 secor

Vitality and

Lend

Item
Wand, staff, or jéwelry, Boergy cost
1y ereute: 850,

Restore Sight
Regular
Temporarily restores the s
sight, regardless of what caused the
koss (if the loss of
nature, ho the respansible spell
gels to resisth. The cves must not be
completely missing - (that
Regeneration). For a perme
use Restoration,

bhject’s

bt 15 magical in

e

Durdtion: 1 hour

Cost: Bqual to half of the restared
Vision score (Per + Acute Vision); hall
Ly

Ut

st 5 seconds,
Prereguisites: Minor Healing and

either Keen Vision or Strike Blind

Item
Jewelry or clothing. Always on
}

Energy cosi to creaies 1

HEAL SPELLS

or

Restore Hearing

Regular

Similar to Restore Sight, hue for

Hearing. The eardrums or oifer

argans of hearing must fot he
completely missing:

| hour,
| 1o halt of the resiored
+ Acute Hearing

Item

e

(eal

appropriate) or

Energy cost to ereate: 1,000

Restore Memory
Regular

Used to cure the victims of meme:

ry loss, either mundmne or magical
The spell restores one forg fact o
skill at a time. The Forgetfulness spell
Permanent  Forgetf
+3, This spell will

resists,

resists at

the sub
never a
place (but sce the R p. 106)

The spell is risky if used more than
once per day on the same subject
peat casting is ata cunulative
re s very haz

each 1
3 penualty. A erit
ardous ~ the memory being sought is

isting 2 mimites
Check at

buried memor

This catises a
penalty

If the caster has Psychology skill at
15 or higher. 3 “critical ilure” o6
spell counts as an ondmary failure
unless he has alneady tried the
more than once that dav on if

spe

same

subject.

The memosy 5 mC

+ 10 seconds.

3

Jresides: Awaken and 10 L1 oF
higher:

Item :

Wand or staff; theitem must beara
picture of an elephant. The it
tosich the subjecy. Er
ate: 600,




Restore Speech

Regular

Similar 10 Restore Sight, but for

Speech. The tongue and vocal cords
cannot be completely missing.

2 1 hour

cast. 3 to maintain
seconds
Minor Healing and
either Great Voice or Sirike Dumb.

Item
Jewelry or clothing, Always on
Energy cost to ereate: 1,000

Stop Paralysis

Regular

Counters temporary paralysis (due

to spell, paralysis gun, etc.). An ongo-

ing spell (such as Paralyze Limb or
Paralysis) gets a resistance roll

and, or jewelryv. Energy cost
200,

Relieve Paralysis
Regular
_T= porarily restores a subject's use
of his paralyzed or crippled limbs. The
limbs must not, of course, be com-
Pletely  missing  (that  requires
R_p.w ration). Since limbs wither with
disuse, the GM should use his judg-
ment and assess DX and ST penalties
16 the use of such restored limbs,

o | minute
Equal to the crippling thresh-
lor the limbs affected. Same 10

(0 cast: 10 seconds.

Prereguisite: Stop Paralysis
Item

Jewelry or clothing. Always on.
Energy cost fo create; 200 per point of
crippling  threshold  effectively
restored (should the wearers crippling
threshold be higher than the capacity
of the item, assess the difference as a

penalty to DX and ST for that limb).

Restoration (VH)
Regular

Regain the use of one crippled limb

or damaged eve - also restares lost
hearing, smell, erc. Will not werk on a
lost limb or eve - that requires
Regeneration. (If a limb has been
amputated and is intact, you may try
Restoration within the hour, at -5 to
skill, to put it back on!)

process of
parl may
month has
passed; it simply won't work, even
though it heal

or any
various "Restore” spells

Item

Wand or staff, decorated in a snake
pattern. Usable only by mages
Subject must be touched by item
Energy cost to create: 2 ,000.

Instant Restoration
(VH)
Regular
As Restoration, but works instantly
Cost- 50, One my
Prerequisites
Restoration

Magery 2 and

HEALING SPELLS

Item

Wand or staff, decorated in a snake
pattern. Usable only by ma
item must touch the subjec
cost to create! 2,500,

Regeneration (VH)
Regular
Regrow one lost limb or eye.

Duvation: Permanent.
Cost: 200 One (v,
Tonte fo cast: | minute to ¢
1 month before the proce
neration is complete, The regener-
ating part may not be used at all until
the month has passed

Prerequiisites:
Restoration

Magerv 2 and

Item

Wand or staff, decorated in a snake
pattern. Usable only by mages. The
item must touch the subject. Energy
cost to create: 3,000,

Instant Regeneration
(VH)
Regular

As  Regeneration, but works
instantly.

Cost: B0. One try

P eglusires
Regeneration

Magery 3 and

Ttem
Wand or staff, dece

ated in a snake

pattern. Usable only by ma The
item must touch the subject. Enerzy
cost 1o create: 4,000 =
Cure Radiation

Regular

As listed under Technological Spells,
p. 182



Cleansing
Regular; Special Resistance
Cleanses the subject of any foreign
matter in his tissues, including cactus
or porcupine spines, arrowheads
berbs, bullets, splinters, etc. Also elim-
inates external (but not internal) bac-
teria and parasites. Has no effect

agamsl |||‘*L'\|‘1L“' I‘“l\””\' or L!l'il‘__"\
The subject must be willing or totally
helpless (e.g., bound or unconscious)
and the caster must touch him
“Foreign matter” that is somehow
integral to the subject (gold teeth. steel

plates or rods, glass eves, cyberware,
and so on) must be excluded by the
caster or it may be destroved as well!
If the caster is careless (or malicious),
each item resists separately with
HT+5 of the sithfect,

Cost: 2 fo cleanse a hand or foot, 4
fora torso or imb, 6 for an entire body:

Time to cast; 3 seconds,

Prereguasites: Minor Healing and
Purify Earth,

Item

Wand or staff, decorated in a snake
pattern. The item must touch the
subject. Usable anly by a mage or a
nonmage with Surgery-15 or higher

Energy cost to create: 250,

Suspended Animation
Regular; Resisted by HT
Holds the subject in apparent
sleep, indefinitely. The effects of severe
bleeding, disease, age, etc. are all halt-
ed while the spell is in effect. The sub-
ject requires neither food nor air, but
can still be harmed by fire, weapons
and other natural hazards,

Duration: Remains in effect until
broken (the Awaken spell works well)

Cost: 6.

Time to cast: 30 secands.

Prerequisites: Sleep and at least
four Healing spells

Item

(@) Jewelry, arrow, or clothing
Always on; the item puts its wearer in
suspended animation instantly. The
spell lifts immediately when the item is
removed. Energy cost fo create: 2,000,
(b) Crypt. coffin, etc. Always on; puts
the oxccupant in suspended animation
Energy cost to create: 2,000 per human-
sized space

Healing Slumber
Regular;
Automatic Resistance

Subject falls into a deep restorative
sleep, and heals 1 HP for every hourof
rest. Fatigue is recovered a1 double the
normal rate.

The subject wakes once completely
healed, or after 8 hours have passed;
any fatigue from lost sleep is also com-
pletelv recovered after that time
Otherwise, he can only be awakened
by a word from the caster; an injury or
the Awaken spell (or Remove Curse,
Counterspell, ete). An unwilling
subject resists automatically

Duraiion: Up to 8 hotus (maximum
recovery of 8 HP per day).

Cost: 6. For a cost of 10, the speed
of recovery is dowbled. Maximum

recovery is unchanged,

Ttem

Jewelry, Always on; the item i
vents aging while &t is wom
Kingdoms have been toppled for pos.
session of such things
to create: 10,000,

Energy cosy

Youth (VH)
Regular

Removes one year from the b
ject’s age. Any anribute levels lost in

that  period &

automatically
regained. Does not affect memories
skills, injuries, etc., gained during the
“lost” months, )

Duration: Subject
again immediately

Cost: 100, One try per month
Magery 3 and Hal

slarts  aping

Prevequeisites

Those wounds heal ill that men do give

themselves.

Prereg
Minor Hea

Item

(a) Wand or staff, decorated in a
snake pattern. The item must touch
the subject. Usable only by a mage o
a nonmage with Physician-15 or high-
er. Energy cost to oreate: 1,000, (b) Any
item. If the wearer is willing to sleep
(or faints from fatigue or injury), the
item activates. The wearer wakes if the
item is removed or once the spell laps-
es (if the wearer’s HP is still negative,
see Recovering From Unconsciousness,
p. B423). Enery cost to create: 900,

Halt Aging (VH)
Regular
Stops the subject from aging for
one month. Cannot be cast again until
the first spell wears aff

One month.

ast: 20. One iy per week
Prerequaisites: Magery 2 and at least

cight Healing spelis

— William Shakespeare,
Troilus and Cressida

Resurrection (VH)
Regular

Brings the subject back to life, pro-
vided that the body, or most of it, is
available. This is the GM's degision;
note that a bodv that has reached
-10xHP is by definition too damaged
for resurrection. The resurrected sub-
ject has FP and HP 0, and must regain
FP and HP in the normal fashion. All
his limbs will be intact, regardless ol
the injuries that killed him. The cast-
er's skill is at a -1 penalty for each ful
day between the subject’s death and
the beginning of the spell.

This is also a Necromantic spell.

Duration: Permanent, until voure
killed again

Cast: 300. One o

Timte o cast: 2 hours

Prerequisites Instant Regeneration
and Summon Spirit

Item X
There are persistent rurpors. of #

magic item that will bring the desd W

life. bur nathing specific is ks




CHAPTER 1 HIRTEEN

TLLUSION AND
CREATION SPELLS

one stole
vheel off his bike. Now he couldn't

1l anyvone 1o take his mind of]

the lousy day, Shetla wasn'| answering

her pl Jim hac why alluded 1o
somet he hud to do and hiung
All the u LUSPECts we whie
W Tound
0 loaks lik
i
ied |
1 area it occupies. It may be a single awtomatically dispelled by any attack,
2

x il abject or an entire scene. It may move any other spell except Control Hiusion

wh, 3 bl e 4 heel to a different area, or change size or or the touch of any sapient creature
ouch issed him on e chee : o
Wi \ . I shape up to its maximum arex, if the p

ippv birthday! You sheuld see the $ Dreration; | minute

. caster concentrates, Any sapienl crea-

Apression om vour face 5 i< T duse costy | o cast. Hall that o

D St eaid " y ture can dispel it by “disbelieving

ude” Jim' said from underneath . ; maintain
Kim, “happy blrthdss ¥ taking & Concentrate action and mak- o
3 virthdi d @ o g "y

sifes:: Caster m

ave 10 11 or bel

ing a successful Will roll. The illusion is

These spells let the wizard create
what is not. An “illusion” has no real
substance. A "creation” does have sub-

stance, while it exists. Each illusion or

Scary [llusions

Hlusions are often used to terrify. If you know vour foe has a phobia

.!n Hon counts as a spell “an,” giving of reptiles, a well-timed Simple Hlusion of a snake can be more effective
“1 10 the caster's other spell rolls. than a Fireball! However, knowledge of illusion magic permits a wizard

he  College of Tlusion and 1o produce images that seem real, but nat necessarily images that are
Creation is n|1.\||rngm!_'; not everyone

seary. A real-looking dragon, with smoke curling from its nostrils and
talons gleaming in the sunlight, will likely make anybody nervous - but a
creative illusionist will contort the diagan’s expression into a nasty leer,
place a few seraps of bloady meat between the talons, and have the beast's
muscles flexing menacingly beneath the scales,

The GM may want to assess an illusion’s Fright Check penalty (if any)
hased on the plaver's description. However, to link an illusion’s impact to
character skill rather than plaver skill, the GM may permit an Artist
(Hlusion) roll; the higher the margin of success, the more frightening (or
beautiful, or moving) the illusion is

has the wit and Imagination to master
the art of illusion. Nonetheless, the
principles within the college are nec-
V1o many potent spells in other

Simple Ilusion

C

ates a purely visual in
an be seen by anvone in view of the




Phantom Flame

As listed under Fire S

Complex Illusion

Area

As Simple Hlusion, but affects
hearing as well as sight. It is not auto
mat

ly dispelled by a spell or touch

however, any amount of actual
damage will dispel the illusion
D, S
4 3 H
Perfect Illusion
Area

As Complex Hlusion, but affects all
the senses except touch; vour hand
will go through it It cannot be dis-
pelled except by Dispel Magic o
Dispel Musion. Any damage at all will
temporarily  disturb  the illusion
revealing it for what it is without

dispelling it

Musion Shell

Regular

This illusion makes a chosen object
look, sound, and feel different. The
ot must be of the appropriate
ape. T!'\L' \”!l“-]\‘ﬂ may h\‘
disbelieved, but is otherwise stable

less

base obje

and

However, it will not move about ur

underiving object moves. Da
by the underiving object is f
fected. For example; an illusion shell
v horse could be cast over a wood
en horse. It would stamp, nicker, and
smell like a horse, but could not be

ndden! Cancentration is not required
to maintain the illusion

Item

For 200
spell can be made permanent; it will
not be disbelieved!

>s the base cost, the

Hlusion Disguise

This illusion
being
iltusion  {usin
spell). The Musion D
superimposes the i
subject, so it covers }
with him. The better 1
used, the better an
the disguise; a

Disguise

tamn the di

s as onlv a si

Item

Jewehy or clot
an llusion Di
the item is enc
er. En
300 Comp!
There is no e

X

Independence
Area
This spell th 3y
controfled cr

SION AND CREATION SPELLS




s move about. speak (if it can
,*mm‘.&-l. and @ven react in pre
detesmined wans. All this 1s done with
oo furthier’ concentration on the casi-

 parts it dloes nOT count as a sepa-
:;. on” 1T faced with some-
thing for which it is not “pro.

,mied,” it may do nothing or (if an
lusion) stmply. vanish, at the GM's
whirn.

Dhiratii e as th

vriting them

its!). Comples

nstructions tak v time 1o cast
Mimmum 5 secomds

Presoguitsiie: Simple Musion

Know Hlusion
Information
Tells whether the subject is-either
an illusion or creation; and if so. just
what kind it is. The caster must be
able 10 see the subject.

Prevegiasite: Simple Musion

Control Hllusion
Regular; Resisted by
subject spell
Take control of an illusion that
someane else has cast. If your spell
Siicceeds, vou must pay any further
ESIEY C0sts 10 maintain the illusion

I'yes: fail, the ilusion still belo
the (rip

e

zs 10
nal caster. This spell does not
an Hlusion Disguise. 1f the spel
over something that is not an
llusiun, he ENerpy cost is still spent
but the spell has no effect.

LR

fation: Onee established

Crmanent uriless somee
Wkes conprg]

!

cast: 2 seconds

piste: Perfect usion

Item

Wang ¢
00Ty
10y e

W stafl. Energy cast 1o create:
e Mem must touch the illusion
Controlled

Dispel Hlusion

Regular; Resisted by
subject spell
Dispels any Hlusion or Mlusion

Disguise. Docs not affect creations

Preveginsire: Contral Mhision

Item

Wand or staff; the item must touch
the subject illusion. Enengy cost
create: 400,

(]

Inscribe
Area; Resisted by Will
Creates an inscription {(either writ-
mng aor images) on any surface
Appropriate specializations of Artist
(Calligraphy, Mumination, etc.) should
be used 10 assess the aesthetics of the
result. The image can be as stylish as
the caster desires; letters of silver
Hame, simple block-lettering, reflected
light an the surface of water, and so an
The inscription is integral 1o the sub-

jects surface, Fadine only when the
spell is canceled or exp
things 1o be inscribed

This is also a Making and Breaking

es. Any living

o resist

spell

Drariene: 1 minute

Buse cost: | to cast. Same cost (0
ntain. Minimum 2

Prereguisites; S
Copy

Hlusion and

Item

(a) Any inscription can be ma
permanent for 20 times the cost to
cast the spell. (b) A stvlus, brush
nscnplions on - any

le

that can
thing, without ever needing ink or
paint. F )

v cosi o creafe:

Phantom (VH)
Area
Like Perfect Hlusion, but a phan-
tom can impede movement and inflict
real damage. The first time any living
creature physically contacts a phan-
tom, roll a Quick Contest between the
caster's effective skill and the beings
10. If the caster loses, then the phan
tom is treated as a Perfect Hlusion for
all purposes with regards to that
character
If the caster wins, the phantom has
substance and may proceed to strike,

grapple, shove, and so on asif it were

real. A phantom may have any ST and
DX up to the mage’s skill with the spell
for the purposes of contests, damage
inflicted, and so on.

When the spell is first cast, the GM
should nate the margin of success. i
asingle attack an the phantom inflicis
this amount (or more) of basic dam-
age, the phantom is immediately dis-
pelled. Any spells that work on illu-
sions  (Dispel  [Husion, Control
Hlusion, Independence, etc.) work on
phantoms,

Pre sites: Magenry Perfeet
Hlusion, Hinder, and Apportition

Item

Staff, wand, or jewelry. Usable anly
by mages, Energy cost to create: 300;
half cost for an item that will create a
single, creator-determined phantom.

Initiative
Area
This spell can be cast on any cre-
ation or illusion the caster controls,
giving it a semblance of intelligence in
order to act on its own initiative. The
subject is totally loval o the caster,
and obeys him (or anyone else the
caster orders it 10 heed) to the best of
its ability

The base cost of the spell is based
on what knowle the caster grants
the subject. Creations stari with their
own DX and 1Q as listed in the spell
description. For the purposes of this
spell, Mlusions and Phantoms start
with 10 0 and DX 8. The subject’s DX
and IQ may be raised as high as the
casters. The subject may also be given
the caster’s skills — everv skill granted
is known at the same refarive level as
the caster. llusions and creations with
tive may use defaults on any

Onee the spell is cast, the subject
acts on its own until the spell expires
If the subject comes across a situation
that confuses it, it attempts to rétum
to the caster for clarfication. Like
Independence (p. 96), this spell does
not count as a spell “on,” and does not
require separale mamtenance

ILLUsSION AND CREATION SPELLS



Exummple: Lady Ann Gonilding has
created o magieal servam th anse
her noble and de
Wil

idetl giests, She
%01 to clroulite throughou the

party, serving food, dancing with 1he
noblewamen, and shic ¢ appropri
e respoect withor requiring caon
tant supervision, st that she can

rselb It begins with 9 in every
but no skills (Lady Anr
iled o skilled

but she hos Creae Servant-15 an

iin an unskilled one indefinie

fir this base she ndds 2 poinis of

IEINgE 3t up o own DX ol
ot s ol 10 (well below her

0 10 of 14) 1o make it wittier. Thi

1 lotal attibute ncrease of 4, fora
base cost of 2
Ll it twer skills

Dancing and  Savoir-Falie. She ha

Ariny then gives

Dancing-14 (DX 43), und since the ser
vint s the same DX o
servant will, tao, The Jadys knowledu
ol SaviieFadre 1 (skall

or 10w 1), bt the servant is not a8

ihe does, the

consiclerall

senal bs she, and will only have it at
s own 1Q+ 1, Tor o net Savoir-Faird
L3 These two skills add 2 miore 1o the
base cost, for a lotal of 4. Since the
servant s less than | viod in radin

castivgt ot base cost will sullice

Duration: As long as the subject

113 per point of DX or 10

necT nd up), plus 1 per <kill
minimum base cost of 3
Time ta cast: 10 seconds
Prevequisit Independence und
Wisdom

Create Object (VH)
Regular
Create any sort of simple artifact
with which the caster is familiar - e,
arobe, N‘\\lITL]‘ neup, It enninot create
a magical item or a living creature.

Lemdtations: Food created this way
will seem nourdshing, but in fact is not.
Information cannot be ereated: o hook
could not be created unless the caster
knew all its conents by heart, A work
ol art will be only is good as the caster
could make it by hand, A pechanical
device cannot be created unless the
caster could build it himself, (GMs -
the intent ol this rule is o make it
almost tmpossible for mages 1o create
cars, transistor radios, ele. Be strict)

Duranion: The created object lasts
inclefinitely
o living, thinking being. Thus, u wiz

a5 lang as it is touching

i can ereate a sword, and use it him
sell or give it toa friend = but il he cre
ales 4 com (o cheat amerchant, it will
vanish if the merchant drops it on the
s it in the air! A creat

COmier or 1oss

nod actually  ha

sul it mnst be
It could be held in o

Cosr: 2 for &

anids
Preregoisites: Magery Creats
Earth, and Pertect HHus
Duplicate (VH)
Regular

Like Create Object, but instead of
creating an object from the caster’s
mind, the Duplicate spell duplicates
an actual item, which must be held or
tauched by the caster while the spell is
casl. This permits a mage with no
knowledge of Armoury to create a pun
- il he has another one handy to copy,
It alse permits perfect lorgeries of
warks of art, money, documents, and
s on. The magical duplicate follows
all normal rules for items made with
Create Object - it must remain in con-
tact with a living thing, for instance, or
it will disappear,

The mage may also attempt to alter
the creation. For instance, he could
copy a sword and add inscribed runes,
or forge a passport with a dilferent
name or picture, etc. In this case, nor-
mal rules tor the caster’s abilities
apply; Forgerv skill rolls may bhe
required. A mage with no knowledge
of guns could gold-plate a duplicate,
but he couldn't modify the living
mechanism or ammunition capacity.

Duration: As per Create
(ahove)

Ohject

Cower 3 lor every 5 poiinds that the
created object welehs

Time fo case: Equal to the cost, in
seconds

Preerequisites; Create Object and
Copy

ltem
) Stafl, wand, or jewelry, Usable
only by mages. Euargy cost to create:

650. (b) A duplicate mg

¥ be
permanent for 100 time ke

" Casting coy.

Create Servant

lar
T Seryi.
9110 da the

Creates a stupid but ol
tor (all attributes equal 1o
caster's bidding, The COStET doyer,
mines the servant’s appearance -ﬂ"-
sarme spell can also creare 4 Brute \:
servant with ST of 16, 4nd all oher
attributes a1 9, Or it can ¢ Teale a oy
vant with attributes a1 9 ing one non-
combat non-10-based skill a1 level 14
Any created servant follows "impl.u
spoken commands, delivers verhal
messages, ete. It is under the GM
control. It cannot fight or handle o
fusing situat it has o skills,
Faced with danger, it whimpers, flees.
or simply vanishes, If questioned, it
knows only whaits master is anc what
its orders are,

Duration: | minute

Cogts 310 east. 1 to maifitain, F
\‘\\”l‘l
maintain, For o Brute
maimtan

I3
servitor, 4 wogast 2 g

& to cast; 2 10

Time 1o cast: 3 seeonds
Prevequtsites; Mag
higher, and Create OF

3, 1012 o

Create Warrior
Regular

Creates a warrior o fight as the
caster commands, He has 10 10; ST,
DX, and HT 12; and skill 16 with any
single weapon (or unarmed combat
ability) the caster desires. He has no
weapons or armer when created, bt
uses what he is given,

Duratione: | ranuite =

Cost: 4 1o cast. 4 1o maintain. Cost
o create u Brute Winrior (ST ol 100 &
6 b cast; 60 mdintin

Time to ewss: & seconds

Prereguisite; Create Servinl

Create Animal
Regular

Create an animal (105 or Jess) that
does vour mental bidding while
exists, Acreated living being conumies
to exist until the custer stops mﬂ:'
aining the spell. or until it s
which point it vanishes.




A living creation must b identical

o "real” Tiving being with which the
amtet ™ il Yot cannol create an
ety heing. or oven a real o
e of which vou have only heard st
fics, Neithier can you create 4 hewr with
potuon fangs but some wirods
occasionally resemich privaie we
an the spell 0 make unusual

tions

Creatures
Create Animal may also b usedd 10

a swarm ol small creatures

creale
(P B461). A “swarm” costs 2 encrgy 1o
aeale
3 1 it
manidtiplicd v 1+ SM o
o han SM 0, Hall thay 1o
L \ { «
ks
Create Wa O
Obilect. and 1012 or higher

Create Mount
Regular
Create a abedient
mount on which to ride while it exists

stupid  but

It can also be used as a dralt animal
The mount's traits are equivalent to
apony [p. B460), but the caster sets its
appearance at casting time; it can be o
horse, camel. dolphin, dwart elephant
huge ostrich, or anything else the GM
agrees 1o (use the Create Animal
\ lr-‘\.
very simple

mount can only

ken com

understand
mands, such as stop, go, left, right
sbout face, etc. It is under the GMs
not hight or handle
skills

Faced with danger, it will whimper

situations; it has no
bolt, or simply vanish

The caster may also choose 1o cre
al¢ a Brute mount with ST 35, a
V d mount with Move 7/14, a
nount with Move 18, ora War
d mount that remains calm in
mous situations and can be
ed to rample or attack

Item

() A mage may create a permi-
nenk meint for 100 dimes the casting
cost, (b) Hom or whistle, Usable anly
by misges. Sounding the hom ar whis-
tle cawses the mount 1o appear as if
summoned. Enengy cost 1o create: 200
times the casting cost for the intended
vpe of miouni

Cowe 1
Flonie 1o pusr: 2 sedomsds
Preveqnisite’ Cremte Animal o)

Crveate Servani

ltem
Warnd or stall; the em must touch
Lon. Energy cosi (0

the subject cre
create; 40,

Control Creation
Regular; Resisted by
subject spell
Tuikes control of a living Creation

cast by eone else. On a success
necessary 1o

Onals

further energy Costs an

maintain the creauon
the creation remains |
ers. This spell can

lision

Dispel Creation
Regular; Resisted by
subject spell

or stafl. Energy cost 1o

ILLUSION AND CREATION SPELLS




CHAPTER FOURTEEN

KNOWLEDGE

The diviner placed the oblong
dievice on the able in from of him
Gi

Even in the dim candl en

could see that he seemed worried

Where did vou acquire this
abject?”

That is my own business. What
can you tell me of it?"

The diviner scowled. "You've been
rooting in the Ruined City with the
rest of the fools, then, and like them
vou have found only wrouble. This
perhaps three
centuries, perhaps four [

object is ol

can tell you nothing of its
creator, save that he was

a mage ol

at power. |
cannot tell vou its full
capacities. They are

too complex tor me to

determine magically
- spells layered upon
spells, enchant-

ments on enchant-
ments — and 1 dare
l'\[\'|||1ll'[1‘ \\I[lT it
no further

As vou told me
it can detect
whether an item is
cal But it
can also

ma

lermine
whether an jlem is
magical by spell or
enchantment, and ana-
bvze the natre of that
accordingly, It ¢an
reveal the history of an

item - or ol its holder: It ean
remove the enchantment from

a magical iem, and it can do so of

o volition

This aboamination thinks, some-
how. It perceives, it decides, and it
acts, Yet it does not live. 1 have wested
il with every method 1 know, and 1
canmint say how such a thing can be. It
is an inert thing, and vet it thinks

I urge you to destroy it, if
It it were within my po

already have done so. Now g

These spells provide information
Duration 15 “instantaneous” unless
that 1s; the caster
but not 2

noted otherwise
gets one [ash of knowled

contmumng ‘NL'“II('

Measurement
Area; Information

Tells the caste ol

any on
the following things about
ht
ments in all

the subject: (a) its w

(h) its meast

dimensions; (¢ a
(d) its volume. This spell
will provide infor

mation in the native
system of the caster, be
that pounds, grams
sout the
size of your head
The measurement is

as precise as the cast-

ar slones a

er can comprehend
In some settings
where other quanii-
ties are commonly
measured. other meas-
urements may  be
e At h TLs

for example the wave-

l\ll.\‘-!l‘

length of a color mav be
determined, or the fre-
quency of a sound. The
speed of a moving object or

the local
tities that could be measured

rvity are also quan

in some settings
Base cost: |

Item

A different item exists for each of
the above funct
ruler lor measurcment \t.-]lk'.\ for

s an enchanted

Tell Time

Information

fells 1 what time it g

well as the day and vear, should that
be in doubt.

r ko
tenever he wants
_::'l‘
Alarm
Regular
Alerts the subject at a specibed
nme n Wi\&.' lufy J\\.!k\ll'lllf him il

necessary. It will also remind him of
one thing (in effect, delivering a mes
sage), provided he specified t g
at the time the Alarm spe
Can be set to "go off” up 10
from time of casting

Dhir

Cast.

Prereg e: Tell Time
Item

= e ol
Jewelry: 1t will buzz or vibratc &
exactly the same time every day, a8 3¢

by the original creator £

serey oSt

create: 60

Far-Feeling

Regular
] by pouch an¥
at a gresd
ohpest
y thick

The subjext can e
object that he can see (evef
distance) or through sulid
totaling no more than & feet i 2
ness. The sensations arc unr-\n\\hl;—
pinch a wench, use the Manipu




spelly; in particular. a mage cannol
deliver spells by Far-Feeling!
Duration: | minute,
Cost: 3 o cast. 1 1o maintain
Time to cast; 3 seconds.
Privequisite: Magery 1.

Ttem
Gloves or jewelry. Affects only the
wearer: Erergy cost to ereate: 200,

Find Direction
Information
Tells the caster which direction is
North. Alternately, it can tell which
way his home is, Note that no ene can
have more than one true home, and a
wanderer may have none!

Cost: 2

Prerequisite: Magery 1.

Base cast; | (minimum 2),
Prereguisite: Measurement

Item
Stafl or wand; the item must touch
the subject. Energy cast 1o create: 80,

Small Vision

Regular
As listed under Light and Darlness
Spells, p. 111,

Earth Vision
Regular
As listed under Earth Spells, p. 51.

Air Vision
Regular
As listed under Air Speils, p. 24.

Of making many books there is no end;
and much study is a weariness of the flesh.

Item

Enchanted compass needle that
points north, or to the user's home, on
command, Energy cost to create: 250,

Tell Position

Information

Tells the caster the subject’s exact

distance, azimuth, and altitude rela-

tive to the caster: The caster must be
able 1o see the subject

Cost: 1
Prerequisite: Measurement

Item
Stall, wand, or jewelry, Energy cost
Ier eredte; 150

Test Load

Area; Information

Tells the caster how much weight
the subject can support before warping
of breaking. This can reveal the
Capicity of |||M,|;!c\, baskets, nopes, elc

- Ecclesiastes [2:12

Detect Magic
Regular

Determines whether any one object
is magical. If the spell is
second casting tells whether the m:
is lemporary or permanent, A
success on either voll fully identifies
the spell, as for Analvze Magic.

This is not the same as the ability
1o detect magic items that comes with
Magery 0; that ability only detects
permanent magic items, while Detect
Magic detects items, spells, magical
creatures, and any other ongoing
magical effect.

successiul, a

Cost: 2.
Tl 1o cast; 5 seconds,
Prerequisite: Magery |

Item

{a) Stafl, wand, or jewelry. Usable
only by mages. Energy cost (o create.
100. (b) Ring or necklace. Always on
It vibrates, alerting the wearer, when
any magical item is within 5 yards, A
Limit spell is often vsed to make it

alert the wearer only 10 certain kinds
of magic. Energy cost to create: 300,

Sense Mana
Information
Tells the caster the mana level at
the point where he is standing, and
whether the local mana is aspected
(see GURPS Fantasy) or otherwise
unusual. 1T the spell is successful, a
second casting will reveal the precise
nature and level of any aspect or other
peculiarity.

Cost: 3.
Time to cast: 3 seconds.
Prerequisite: Detect Magic.

Item

(a) Staff, wand, or jewelry, Usable
only by mages. Energy cost 1o create:
200. (b Ring or necklace, Always on.
It vibrates whenever the wearer passes
over a boundary between areas of dif-
ferent mana. Energy cost {o create: 500,

Aura

Information
Creates a glowing halo, or "aura,”
around the subject. This aura gives the
caster a general insight into the sub-
jects personality — the better the skill
roll, the better the insight. The aura
also shows whether the subject has
Magery, Magic Resistance, or Magic
Susceptibility  (and  what  level);
whether the subject is possessed or
controlled in any way; and whether
the subject is in the grip of any violent
emotion. A critical success will detect
“secrel” traits, such as lycanthropy,
vampirism, and unnatural longevity.
All living beings have auras; inani-
mate things do nol. A zombie is
detectable by his faint, death-haunted
aura, while a vampire retains the aura
he had in life. Husions and created
beings have no aura
l';!.\li\]g ol [hi\.\']fh'“ dl:-'llnp_ni:‘lu\ them
[rom real persons.

so a successiul

Cost; 3 (for any size subject)
Preregquisite; Detect Magic

Item
Staff, wand,

rjewelry, Usable only
gy cost fo create: 10D,




Stafl wand, or powelny

Mage Sense
Information

by  mav specily that he
< looking for any unseen item, or he
vav specify a certain object

Seek Magic

Information

Analvze Magic
Information; Resisted by spells
that conceal magic

o emcthy what spells are on

the subsect. H the subioct has muore than
o spetl oF Anahvre Nagc xieniihy
the one that ook the least enevgy. and
sells the caster “there are more spells

It can then be cast again 1o dote

mMine

the mext spell, and o on. Nair i

Password enchantments (p. 68) couny

as separate spells that resist st |
lividhual w d may onlv atten
Analvee o Name or Pasoword anee |

Identity Spell, above, it will g

yesults when the casie

i
aed with an

unknown spell

1
| howin

dentify Spell

Item

Stati or ewelry. En

Summon Shade (VH)

Information; Resisted by Will
Sumr le” of the

mm a I\nh,].l
caster’s questions. The shade will not
lie (except on 2 critical Radure] bul i

will be dison

ANSWETS may

cise, One que

[ ih dicted event ¢

sUDRYTS

|
This spell may not be altempie
hi o

la than once "'\'. wear on U .
person. This s 3 very powerfid el
:\nc GMs niav wish to WS’ A
w this spell, or moquire oyponsive
materals




| e
2 fo munniaim

S0 1o cast
10 minutes. One iy

Summon Spirnt of

[tem

Siufl, waIk
oy 1 AEC The item does not give abil
&

{ the spell, but gives «2 skill 1o
knows the spell. Energy cost

| ar jewelry. Usable only

Glass “ﬂ”

Regular

ltem

Far-Tasting
RL':_UI.I!

Far-Hearing
Regular

Water Vision

{:” aton

wre inthe Sahara Desert, roughly 30 ltem
miles north of Timbukiu

location
Provequisites: Magery 1 and Tel
Position

KNOWLEDGE SPELLS



Know Recipe
Inlormation;
Special Resistance
As Dt vnuder Food Spells, p. 78

Wizard Eve

Regular
a 2" buill
throgeh which the canter can see. Th
Py can By theongh the alr, vertlealls
vith a Move ol

10, 1 moves on the casters fum

Creptes o plivsical eve

andfar harizontally
Concentrafian ik necessary (6 mive
thies ey, bint not 1o see through i, An

cing spells affecting the
caitor will also be usable through the
Eve. The Eye by small, with g SM ol 7
o b Faied e Bl = bauan 0t s B by s
physical attack, or any spell chat
wotld vessonibly 1o spacitate 40, 01

dlestroyed

Irarationt: 1 rodite

oty e ennt. 2 o madntsin

Thvne fo el 2 weconds

Prevegitsiies
Keen Vision

Appoitation  ane

Iem
An evebinll carviee of ivory and inset
with jewels. Usable anly by mnges. A

W holders commid, Bowill

(LI
o Wigird Eyve; on returndng 1o his
el 1wl poveit o the jeweled lorm
Cont fondveete 1 1O0 enerey; 51,000 Lo
akillidd vory coving, and S600 tor
wimerlds

Invisible Wizard Eve
Regular
Creates o Wizard Eve thist cannot
be ween without the See Invisible
wpell. Anyone who guesses whire it in
oy atlll metaek, but the -7 pennlty fo
SM comblned with the <6 peralty Lo
Loviuibibiey ks (0 very bavd to hit

Diration: 1 dniite

Conty 5 1o cnst, 3 1o madntaln

T o st A sosonds

Prervpreisttes: Wi Bye  unid
Fvinibility

Hem

As Wigard Eve, but mone costly
Cot 1o oreare) ) 600 anergy; $1,000 for
shilled vy carving, and $900 for
ey wid opals

Wizard Mouth

Regular

Crentes o replica = about 47 acr
i th ter's physical mou and
liy which he can speik i
1 as taste. The Mouth (lies through
the ade with s Move of 10, on the cast

s turn, thetigh it may vof dosao vith

ot burmping e things  unl

accompaniid by o Wizard Eve or Far!
Cloncentrahion 15 Necessary 0 move
e Mauth, bui pot to speak or fast
through 11, Any valce or Lasl erhimn
ing spells affecting the caster vill also
be usable through the Mouth. The
Maith miy not cast spells! While st
ph the Mouth, th

own mouth Is Insensitive, Every tuim

ing 1 wizhrds
he st specify whether he is tasting
tlooueh the Mouth or through his
own motth

(e Mouth Is serall, with o SM ol
6, w00 4 B 1o B = bt WA s bt by
o physical atinck, or any spell thin
cotle rensonalily Incapacitate 1, 1t s
destroved. The Mouth itsell cannat
il pny biting damage

Thls

Sovnd spell

alve o Food wpell and a

Dirationt. | pidinite

Coost; A 1o cadt, 2o madniain

Tt tor cast econd

Prevequisiiy Apportation, Far

st bing, aned Great Voles

Hem

G Aoy dtem depicting o human
lHIlH'l! iy |I|' [IHIH'Il Fober sy frenes
Bl Wizard Mouth, through which the
IF'?lIlI'\ 1P| il IH'IIlI]I ‘;l\.lLil‘!‘ .\l““ll'l,
envhanted ot the same tme, may
spenk rogardless of distance. Bach
wich Mouth links o one amulet and
vice veirsa, Energy cost fo oredte; A28
(b1 A mouth carved of red coral and
inset with ivory teath, Usable only by
mages, At s holders command, It
tuarns btes o Wihearel Mauth; on retuen
I tes Bk Bl f vevertys to the ubject
Tovm. Cost o creare! 650 enerpy, §1,000
o shilled coml carving and $400 i
Iy

Wizard Nose
Regular

Creates o disembodied replica
Al 2 af the caster’s
physical nose, through which he can
sl The Nose [Hes thiough the ale

o A long

with a Move of 10, ony lhcumﬂ'
though It may nor dey W bru,
Isarnping inter things e g
nied by & Wizard Ear ,;
Concentration js Necewsary in S
1l e, Bt oat 0 smell 1hevay
Any ll-enhancing syl i
the caster will gl be uahle !h:"
the Nowe, While smelling |l|y.m“1.
Nose, the wizard's own e Is ,r::“
sittve, Every i, he mus et : |
whether he is smelling Ih|n:||r||. |]§‘
Nowe o through his own nose .

Thie Nese is small, with a Mg
bt A0 i s hit by a physical .:rl.-ulc-:
any  spell  that could reisnghly
incapacitate i, it s destroyed

This b alser & Food spell

gh i

Dwiraticn: | pivinite
Cost: 3 o cant, 2 1o madnkidn
Time to cast; 2w

conidy
Proveguisites: Apportation and P
Toasthng

Iem [

(o) Any item depleting o by
< iminy be turmed fnto in muuuhﬂr
Wizard Nose, through which the held
er ol o Mowershaped amuler, enchan ‘
ed at the same time, may smell regd
lesw ool clistance. Each such Nose links
o ane wmnlet
cost facreate: 475, (h) A Nose carved ol
precious stone Usiibale only by muiges
At its holder's commund, it will tum
it o Wizard Nose; on netirning o
his hand it will eevert 1o thie obid
form. Cost to ervate: 500 wnergy aod
L5001t mnterials and workmanship

ndl vice versa, Frogy

Wizard Hand
Regular
Creates o replica ol the cadbers
physical hand, through which he can
grasp as well as feel Thie hand [lies
theongh the air with & Move ol 1, oo
thho caster’s tarn, thowgh it may ol o
wor withont lmmp\nulntulhlllﬂ"“ '“:
aceompanted by a Wizard Eab o By
Altermstively, it oy, jgrope (8 S0
whong witlls, Hoos, snd cellings ot 8
Musve of 3, Congentration [§ nesesi
o mnove the haned, but not & i
fieel through it The hand lli‘w.v il
ar deliver ypells! Any toueh
spells wileeting the :I.'uwr will 'h‘h
usahle thiroieh the
g threugh the hand, the Ul::
awh histls v insensisive: EVEE
b ud specty whither he e




wmm-w-mghmm

The Hand is small, with a SM of -5,
but any hit with a physical attack or
any spdl that could reasonably inca-

it will destroy it. The Hand
itself cannot inflict any punching
damage; it has ST 2 and the caster’s
BX.

This is also a Movement spell.

Duration: | minute

Cost: 4 to cast and 3 to maintain for
ane Hand; 6 1o cast and 4 1o maintain
for two Hands.

Tome 1o cast: 3 seconds

Prerequisites: Mampulate and Far
Fecling.

[tem

(a) Any item depicting a human
hand may be tumed into a stationary
Wizard Hand, through which the
wearer of a glove, enchanted at the
same time, may feel regardiess of dis-
tance. Each such hand links to one
glove and vice versa, Energy cost to cre-
ates 300. (b) A hand carved of precious
wood. Usable only by mages. At its
holders command, it will turn into a
Wizard Hand: on retwning to his
hand it will revert to the object form.
Cost to create: 400 energy and $500 in
materials and workmanship.

Plastic Vision

As listed under Tix

p- 185

Metal Vision

Reﬁruiar

L-iim-d under Fechnological

pl

Astral Vision (VH)
Regular
See insubstantial entities
Examples include ghosts and subjects
of Ethereal Body, Projection, or Astral
Trip spells.
This is also a Necromantic spell.

Duerarion: | minure
Cirst: 4 to cast. 2 1o maintain

Prerequisites: Sense Spirit and See
Invisible

Item
fa) Wand or staff. Usable only by
mages. Energy cost 1o create: 900. (b)

Spectacles or jewelrw Affects only the
wearer; always on. Energy cost lo
create: 1,400,

Memorize
Regular

All that the caster perceives at the
time of castine (and for 10 seconds
thereafter) s implaniad perfectly in his
memory, as if he had Photographic
Memory (p. B31). The spell can be used
o memorize maps, faces, an event, etc.
It cannot. be used to leam a skill or w0
retain a magically borrowed one.

This is also a Mind Control spell

Durari 1 day. After that, check
IQ every day, at a cumulative -1 per
day. On a critical success, the memory
becomes permanent; on an ordinary
success, the memory is still there. On
an ordinary failure, the memory fades
to the level that the caster would nor-
mally have of the event; on a eritical
failure, a false memory is created (still
-L’l:u.["tlb’ to eventual fading).

: 3 to cast. Cannot be main-

O

Knowledze spel

Item
fa) JL\sLL\ or headgear En

| e h‘.‘l.l_"-

removed. Energy o {c)
A memory can be made permanent for
an enerzy cost of 30, but it must remain
intact while the enchantment occurs.

Pathfinder

Information
Tells the caster the direction to a cer-
tain place, or the proper way to go (o
get to that place - his choice. Use long-
distance modifiers (p. 14). The GM
should apply penalties if the caster has
never been to the place, and severe
penalties if the caster isn'l sure that the
place really exists or what it is like. This
spell does not find people or things, A
city, mountain pass, or public buildine
can be a place. A certain person’s home
ar office isnl a “place” for this spell
unless the caster has been there.

Cost; 4. One try per day
Fimne to cast 10 seconds.

Prerequisites: Magery 1, 1 12 or
higher, and at least two “Seek” spells.
Item

A forked stick or compuase necdle
that will point, ance per day, toward
the goal the user names, It will contin-
ue pointing for 10" minutes for each
point by which the spell roll is made,
based on the item’s Power. Energy cost
o ereate: 1 000

Projection
Regular

The caster briefly projects his mind
away from his body, to any spot with-
in line of sight (use long-distance
modifiers, p. 14). to peruse his sur
roundings from a different viewpoint.
His projected self is twotally insubstan-
tial and can only see, hear, feel, smell,
and taste. Its presence can be detected
by Astral Vision, Sense Spirit, Sense
Observation, or the like; it is otherwise
imperceptible.

The Projection cannot cross an
Astral Block, Pentagram, or an Utter
spell. Repel Spirits will resist fts
intrusion.

The Projection cannot move; it can
only turn to look in different direc-
tions. The body is catatonic for the
duration of the spelk: it cannot act. T
someone attacks the body, the spell is
broken automatically

. wand, or jewelrv. Usable only
by mages; only affects the wearer
Energy cost to create: SO0,

Seeker
Information

Attunes the caster to one individual
or manmade object he is looking for. A
success gives the caster a vision of the
item’s: whereabouts — or leads him to
it, if it is within a mile.

To seek a person, the caster must
either know his pame or know him
well enough to visualize him. For
instance, you cannot use this spell to
solve a murder by secking “the mur-
derer” if you don't know w i
but if you do, Seeker will




Modifiers: Long-distance modifiers
(g 14D, Something associated with the
ftem sought (e.g., part of o lost person's
clothing) should be available af the time
of casting; if not; roll a1 -3, The roll is at
+1 10 the caster has held or is otherwise
Larmiliae with the item sought.

Cosi: 3. One try per week.
Prevegeasires: Magery |
higher and at least two !

1012 o

ek” spells,

Item

A lorked stick (wood, bone, or
ivory) or compass needle (carved out
of ivory) that will always point 1o one
particular subject, chosen when the
itern is ereated. Something pertaining
1o the subject must be used in making
the item, and incorporated into it
Energy cost to creqte: S00,

Trace
Regular

May be cast on any object or living
being. As long as the spell is main
tained, the caster will know where the
subiject is il he concentrates for a sec
ond, Either the subject must be with
the caster when the spell is first cast,
or the caster must first cast Seeker
successtully

Long-distance modifiers (p, 14)
apply il the subject is not in the
casters presence.

Duation: 1 hour,

Cost: 3 1o cast, | to maintain, One
try per day.

Time 1o

Prevequts

t: 1 minute.
Seeker

History
Information
When cast on any inanimate object
(or a l-yard-radius section ol a large
object), History lets the caster deter
mine the recent past of that object,
user's personality, and so on - but no
names!

Cosr: 3 lor one
dav’s hisl . 5
for a week; 8 for
a month; 10fora
vear,

Time 1o cast:
| second lor
each energy point
spent
Preveguisite: Trace.

Ancient History
Information
As History, but gives a general
impression of an item’s history over a
much greater time.

Cost: 3 for one vear’s history; 5
§ for 100 years: 10

10 vears' history
for 1,000 years
Tie 1o cast: 1 minute for each
CHCrgEy point spernl.
Preveguisire: History

Prehistory
Information
This spell is similar to Ancient
History, but it gives even less specific
information over a period of millennia
The age and function of an item can
.ll\\.l:\‘u I‘L' th'lL'[[H!llL‘l*, hll‘ lll\li"wﬂ 1||L'
item took part in an important event,
age and function may be the only infar
mation available, Fortunately, thats
olten enough for the archacological
scholars who most often use Prehistory,

Cost; 3 for 1,000 vears' history; 5
tor 10,000 vears; 8 for 100,000 vears
10 tor longer periods

Time to cast! | hour for cach ener
2V pont spent.

Prerequisite: Ancient History

Reconstruct Spell

Information

Tells the caster what spells were
cast on, at, or by the subject at o spe-
cilic point in the past selected by the
caster. If there were multiple spells on
the subject at the selected point,
Reconstruct Spell will identify the spell
that cost the least energy and tell the
caster "there are more spells.” The
Time modifiers (p, 81 yapply. Spells are
identified as per Identify Spell (p, 102),

L'r_ur 3. The magnitude of the Time
modifier is added o the cost, so the

spell costs 3 (3 4 0) For "within a

minute,” bat would cost 8 (3 + 8 for
"4 1o 40 days.”
Time to cast: 10 secaongds,
Prerequisites: Mage

and Identity Spell

2. Hisiory

Item
Staff, wand, or jewelry, Usable only
by mages. Energy cost to create: 1,400,

Know True Shape

Information
Tells i the subject is under any
kind of Shapeshilting spell or similar
magical effeet, including Alter Visage
Alter Body, and illusions, The ¢
must be able to see the subject. The
spell also gives a general idea of the
subject’s true shape; on a critical suc-
cess, it identifies the subjects true
nature (including a commuon name or
description) and the magic used 1o
disguise it It does nor reveal (he
nature of Hallucinations

ef

Cost: 2

Prerequisites: Magery 1,
shifting spell (Shapeshilting, Alter
Visage or Body, Plant Form, Shrink
etc.), and either Aurs or Know Hllusion

any one

Item

Wand, staff, or jewelry (a favonte s
a medallion or coin with an "Aperture
of True Vision” in it). Usable anly by

e 25
mages, Energy cost [0 creale 250,

Recall
Rggulilr
The subject recalls a single frurgot
ten or obscured fact or v
had Photographic Mr.'lnnl‘\'l "
The penalties given under Time ":‘w
fiers (p. §1) apply, based 08 lj"“’-‘
since the forgotten event tu;l:l“s
Eidetic Memory gives 8 i
Photographic  Memury gives -’m
bonus  (though individuals bus
Photographic Memory will only B

.



P sore  unnaturally

- wc"mmmm m?:.l Only a critical

WSS allows a magically blocked

1o be recalled. A critical i:u:i

3 a false or distorte

o ?:Fln‘:m;dicalc the memory

s hope of future recovery!

“This is also @ Mind Control spell.

| day. ARerwards, the

Duraticn: :
ey fades as per the Memorize

&

I .
Im{‘ns.'. 4. Cannot be maintained

fime o cast: 10 seconds. .

Prevequisites: Magery 2, Memorize.

and History.

Item .

{a} Headgear, wand, or jewelry,
Usable only by a mage. Energy cosi to
ereate: 2,500, (b) A memory can be
made permanent for an energy cost ol
50 but the memory musl remain
}mm while the enchantment occurs.

Remember Path
Regular

While this spell is active, its subject
will perfectly remember any path he
ireads on. The memory would allow
the subject to draw an accurate map of
his travels or to retrace his steps with-
out error, even in pitch darkness or
through distractions such as combat

Of course, later alterations of previ-
ously traveled terrain will be unknown
to the subject (a mine cave-in after the
subject has left it, for example).

Duration: 1 hour. Once the spell
lapses, the memory. begins to fade as
pet the Memorize spell, with 10 checks
being made hourly, not daily. Once
recalled, 3 memory can be made per-
manent for an energy cost of 30 (via
tment), but the memory must

in intact while the enchantment
UL,

: 31 cast. 1 10 maintain

e {0 cast: 10 seconds.
Prerequisites: Find Direction and

Memarize.

Item

1a] Jewelry or staff. Enerzy cost 1o
Create: 600, (b) A forked stick or com-
Pass needle that will peint the way
song one path specified by the creator.
IF activated from off the path, it will
POl 10 the neansst point along the
Path. An ahternate form of this item is
# small magical ball that will roll al mng
the path just ahead of the traveler, at

walking speed. Yet another form of
this item is footwear that, while wormn,
guides the wearer along the path
follow. Energy cost ta create: 400

See Secrets
Regular

Causes hidden items, doors, traps,
elc., to stand out clearly in the sub-
jeet’s vision. This spell works only on
things that were deliberately hidden -
not lost .

Duration: 1 minute.

Cost: 5 10 cast. 2'to maintain.
Time 10 5 seconds.
Prerequasites: Seeker and Aura

Item

Staff, wand, or jewelry. The item
must be carved with a picture of an
eve, Energv cost to create: 400.

Schematic/TL

Information
As listed under Techological Spells,
p. 177

Scents of the Past

Regular
When cast on a wall or
object, this spell releases whatever
scents it may have been exposed to in
the past. The caster specifies the
moment from which to start the “play-
back." The Time modifiers (p. 81)
apply. Each time this spell is cast for
the same time period, there is a fur-
ther -1 penalty to skill. A critical fail-
ure wipes away the object’s “memory”
of that time period.

some

Duration: | minute,

Cost: | 1o cast. Same cost
tain. The magnitude of the Time modi-
fier is added to the cost, so the spell
costs 1 (1 +0) for "within a minute,” but
would cast 6 (1 + 3) for "4 to 40 days.”
Time to cast: 10 secands,
Prereguisites: Magery 2, History,
d Odor

O main-

Item
Staff, wand, or jewelry. Usable only
by mages. Enerzy cost to create: 350.

Images of the Past

Regular
When cast on a mirror or reflective
surface, this spell “plays back

KNOWLEDGE SPELLS

whatever images it may have "seen” in
the past. The caster specifies the
moment from which to start viewing
(“Let us sec what happened in this
OO a year . "1, The Time mod-
ifiers (p. 81) apply. Each time this spell
is cast for the same time period, there
is @ further -1 penalty to skill. A criti-
cal failure will wipe away the object’s
“memary” of that time period.

GMs may also allow the spell 1o be
cast on any floor, wall or obj
"playback” manifesting itself as a
Simple Dlusion,

This is also a Light and Darkness
spell.

Duration: T minute.

Cost: 3 1o cast. 3 to maintain. The
magnitude of the Time modifier is
added to the cost, so the S]’h:" costs 3
(3 + 0) for “within a minute,” but
would cost 8 (3 + 3) for "4 to 40 days.”

Time to cast: 10 seconds.

Prerequisites: Magery 2,
and Simple Tlusion.

History,

Item
Staff, wand, or jewelry. Usable only
by mages. Energy cost to create: 700,

Echoes of the Past
Regular
When cast on'a wall, lor or some
object, this spell “plays back” whatey-
er sounds it may have "heard” in the
past. The caster specifies the moment
from which to start listening ("Lel us
listen to what was said in this room a
vear ago . . ."). Time modifiers (p. 81)
ach time this spell is cast for
the same time period, there is a fur-
ther -1 penalty to skill. A critical fail
ure will wipe away the objects
“memory” of that time period.
This is also a Sound spell.

apply.

Duration: | minute.

Cost: 2 10 cast. 2 1o maintain. The
magnitude of the Time modifier is
added to the cost, so the spell costs 2
(2 + 0) for “within a minute,” but
would cost 7.(2 +3) for "4 to 40 days.”

Time to cast: 10 seconds,

Prerequisites: Magery 2,
and Voices.

History,

Item
Staff, wand, or jewelry. Usable only
by mages. Energy cost ta create: 300




Unlike more Nashy sorts of magic,
which have direct and gquantifiable
effects on the game environment
(blusting dragons, healing heroes, call-
ing stone bridges into existence, and
50 on), divinations and other
Information spells deal only with PC
. and thus require special

When PCs have access to informa-
tion on such a wide scope, many
problems can result. Sometimes, the
GM doesn't have an answer to the
plavers’ questions; perhaps he didn't
anticipate that the continent on the
other side of the ocean would be rele-
vant this session. At the same time, a
particularly insightful question at just
the right moment can bring the GM’s
plans for the adventure crashing
down. My adventures, in particu-
lar, are subject to devastation at the
hands of divinations.

Its hardly fair, however, to be delib-
erately evasive or untruthful to plavers
who spent valuable character points to
play diviners. Fortunately, there are
alternatives. Svmbolic visions are
viable answers for anything but a yes-
or=no question, and may often be more
mmteresting than a straightforward
answer. Penalties for continued ques-
tioning on a single subject may at least
buy the GM some time to prepare for
the PCs' line of inquiry.

The GM should alwavs roll for the
success of the divination, and should
feel free to be delphic when appropri-
ate; diviners should never be entirely
sure that their visions are complete
and reliable.

The existence of divinations can
also have radical effects on a zame
world. Most people would want to
consult a diviner before embarking on
major decisions - marriages, crimes,
wars, and the like. Court procedures
would be changed radically. Indeed,
the law may strictly regulate the use of
divination.

Not every form of divination will
exist in every game world. The GM
should select those methods that
match the feel and flavor of his setting.

DIVINATION

Divination
Information
Gives the caster a vision relevant to
his question, or the answer 1o one yes-
or-no question. There are many sorts
of divination; each is a separate spell,
and requires the appropriate materials
(see below). Each has its own
strengths and weaknesses. Those
methods that are linked to a particular
element or elements will give more
detailed answers if the answer has
something to do with that element -
e.g. lecanomancy would work better
than extispicy for a question about the
sen

Skill modifiers: Standard long-dis-
tance modifiers (p. 14). If repeated
questions are asked on the same sub-
ject within a day, the “vibes” are mud-
dled; -4 skill for the second question,
-8 for the third, and so on. Questions
about the past or future are also
harder; use the Time modifiers (p. 81).

Cosz; 10,

Time 1o cast: | hour unless speci-
fied otherwise.

Prerequisites: History, and other
spells as specified for the particular
method of divination.

STANDARD
DIVINATIONS

Astrology is divination through
examination of the heavens, including
weather. Observation of the sky is nec-
essary; the caster must be outside, and
is at a -5 penalty unless it is a clear
night, away from city lights. Without a
reference library (cost $2,000; weight
200 pounds), all rolls are at -5
Because astrology relies on the pre-
dictable movements of the stars, it
excels at divinations into the far past
or future; no time modifiers apply to
astrological divination. If the divina-
tion involves an individual, however,
his birthplace and birthdate must be
known, or all rolls are at -5. All penal-
ties do stack! Prereguisites: Predict
Weather and Astronomy-15+.

Augury is the study of portents or
omens. The exact nature of the omens

is dependent on the culture of the
diviner; ancient Roman priests stud-
ied the flight and behavior of birds,
for instance. Fantasy cultures might
find portents in anything from a feed-
ing bear beside a stream 1o the move-
ment of a breeze through a willow
tree; the common lactor is the obser-
vation of some natural event. When
this divination is cast, the GM must
roll against the caster’s Vision in
secret. On a failed roll, the roll 1o cast
the divination is made at -5. Augury is
not ideal for divining the past; time
modifiers: are doubled when using
augury to ask questions about past
events, Prerequisites: One spell from
each of the four elements.

Cartomancy is divination using the
tarot or other fortune-telling cards.
The cards, symbolic as they are, rarely
give a straightforward ves-orno
answer. The only equipment reguired
is a tarot deck (hand-painted and
worth $1,000 at TL3 and below, but
mass-produced inexpensively at high-
er tech levels). Cartomancy is highly
persanal; any attempt 1o ask questions
about people other than the subject is
al -5. Prerequisites: One spell from
each of the four elements.

Crystal-Gazing is the use of a crys-
tal ball (p. 71) or mirror to facilitate a
divinatory vision. If it works, the GM
describes a scene; it is up to the player
to interpret it! The caster may use
clear; still water for this divination, but
at a -10 to skill. Prerequisite: Earth
Vision or Water Vision.

Dactvlomancy is divination by
movement of a pointer around a
board with all the letters of the alpha-
bet, plus Yes and Ne. Dactylomantic
divinations are usually straightfor-
ward, but extremely unsubtle; a com-
plex question (indeed. almost any
question that cannot be answered in
five words or less) is likely to produce
cryptic gibberish. Prerequisites: One
spell from each of the four elements.

Extispicy is divination by examin-
ing the entrails of a slaughtered ani-
mal (must be at least 20 pounds - 10
pigeons!). It is illegal in many areas.
Only one guestion can be asked per
animal. Extispicy is most useful in

divining matters of life and death:

¥

-




alth, war and peace

sickness and he
y rood can-

victory and deleat = all ar
dates for extispicy Other matters are
dhids

more likely

to receive vague and
Four

lmh-.']l"h\‘ answers, Prer
Apimal spel

(Gigstron
The subject is placed in a
prance, during which he utters thin
of o prophetic and cryptic natuve.
When the spell is cast the subject
loces 5 FP in addition to the energy
spent by the castet whether or not the
| was successiul. Preree

15 or highs

wey requives a willing

subject

sifes

5f
Hypno!

4 Control spells.

and three

P v is divination by examin:
the carth, Geomancy must be
P otndod where the geo
mancer con examine the lay ol the

land. Geomancy is very location-spe
ific: any questions that do not pertain
w the area where the divination is
heing  performed  are  at 10

Prerequisites: Four Earth spells.

Lecanomancy 18 divination by

\
shservi e results of casting objects

nto water. Like augury, lecanomancy

takes ditle cul-

rent forms in diffe

molten

diviners pour

10 observe the shapes

takes, while others examine

wply throw st

% Or Si nes into

| and observe the ripples

yomancy is invariably vague, and
avs subject toa -5 penalty; on the
hand, all time modifiers are

isites: Four Water

Nisnerology, or arithmancy, is div-
ination by the various numbers that
lehine an individual, including those
derived from name, birthday and, in

porary  sett

15 S0Cil secunty

wdiy of the subject
ster s il a =10 1o effective skall

stfe: Mathemarical Ab
v is the interpretation

'\l“-\'\.h\'.l\‘ﬂ\ |' reguires
quipment;, but only one question
an be asked per night, and there is
mly & 50% chance that the caster
The use of Drean
eam spell, disnpts any
The GM tells

ed: th

vakening. /

and E

Plivsi divination by

I L

examining and measunng parts of a

subject’s body. Different  traditions
wsually focus on a particular body part

hands, feet. head, etc. Physiognomy

is only really suited 1o answerng ques-

{ or his fortune;

tions about the subje
altempts 1o divine intormation about

absent persons ave ot -5, Preregutsifes
Four Body Control spells

Pyromanoey is divination by staring

into fire or smoke, 1t may produce a

vision, or the caster may hear a voice

in the fames. Small amounts of cer-

tain rare herbs (value $100 per

attempt) must be burned. Questions

are al -4 unless someth

ot stion (e.e., hair

Tivinati
51

is divin

ject of the

i Fire spells

Sorti ion through the

casting of lots or other objects that
reveal information through the pattern

in which they fall. The 1 Ching s 2
other cultures have

form of sortile
by throwing a handful of

used sortileg
arrows in the ground to interpret
where they fall. Preregrisiies One spell
from each of the four elements
Symibol-Casting is divination by
rmeans of symbal tokens (p. 205) The
caster must have a complete set ol
tokens for his symbolic language, and
is at -1 to skill for each stone
Mock symbaol tokens work |w|h\!|\
well but o full set of true tokens gives
+2 10 skill. Ad

10 minutes, or the caster may simply

Sing.

ailed divination takes

reach into a bag and pull out one ot
1es, In the latt
cost is only 1. The GM tells the caster

case, energy

mone st

which symbol(s) he drew; it is up to
the caster to interpret this, and the
symbols drawn on o failed roll will
Symbaol

be misleading. Prereqguiis

Drawing-15 or higher
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LIGHT AND
DARKNESS SPELLS

Intensity Vision Modifier
Stardight -7
llelight or moonlight

Continual Light

eves
1

moved

TOUD

away

\ne
i Light
These spells affect mot just visible i
light, but also infrared and ultaviolet
light. Spells that provide illur
will allow those with 1

JOn 10 see
block ondinary vision will alse
those senses

Many L

woises. But not for |

Regular
Produces a small light like 2 can-  Remove Shadow .
dleflame. Tt stays still unless the caster Regular; Resisted by Wil Y

ing it; then it can The b

TalES «

1 at Move 3

as the swe S

the follo

HT AND DARKNESS SPELLS



Ttem
Jewelry. Alwavs on; only affects the

wenrer. Energy cost to create: 100; must
include a $100 black anyx.

Shape Light
Regular
With this spell, the caster may
wansform a uniform light source into
a directional one. The caster may spec-
{fy any number of “baffles” or restrict
the illumination to specific beams.
Thus, the spell can change a torch
into a hooded lantern of sons
Concentration is required to change
the light's shape, but not to maintain it
The spell can also be used 1o bend
and twist light beams. The GM should
allow any effect that isnt already cov-
by such spells as Simple Hlusion,
Small Vision, Invisibility, and so on.

| minute.

ie CoSL Lo maimntain.

Light

Item

(8) The effects may be made perma-
for 100 times ¢ 1 {creat-
a permanent lig
ugh the light fiself
jow be preserved. (b) Staff, wand.
or jewelry. Enengy cost to create: 100,

also

SO

Bright Vision
Regular
Peer safely into intense sources of
light (like & roaring fire or the sun)
and protect against blinding from the
Flash spell, Vision-based amacks, os

Sim

OOCUITEnNCeS.

| minuge.

L 2 to casl. 1 o maintain
¢ Keen
Light and Darkness sy
must not

Jubje
Blindness

sulter

Item

statl, wand, or jewelry (sunglasses
or welding visors are certainly appro-
Priate in more modern settings). Only
usffects the wearer Ensrgy cost 1o
Creare: 200,

Regular
See “infrared” or heat ravs in addi-

bon 1o pormal light, as with the

Infravision advantage (p. B60). This
spell does not et invisible objects be
seen

Dreration: | minute

Cost: 3 1o-cast. | 1o mainiain.

Prevequ Keen Vision or 5 Light
spells

Item
Staff, wand, or jewelry; affects only
the wearer. Energy cost io create: 100.

Night Vision
Regular
See clearly as long as there is any
ot all, as with Night Vision 9. In
ter darkness, the subject is still blind

Dugrationt; | mimute.
Cost: 310 cast. | 1o maintain
Prerequisite; Keen Vision or 5 Light
spells
Item

Staff, wand, or jewelry; affects only
the wearer. Energy

Hawk Vision

Grants the
clarity of vision and the ability to
zoom in" on distant objects,
ing the equivalent of Tciumpu Vision
(p, B92). Each level lets the subject
ignore -1 in e penalties to Vision
rolls at all times, or -2 in range penal-
ties if you take an Aim maneuver lo
z00m in on a particular target. This
ability can also function as a telescop-
oht, giving up to +1 Accuracy per
level with ranged attacks provided vou
take an Aim maneuver for se
equal to the bonus. These benefits of
this spell are not cumulative with
those of technological aids such as
binoculars or scopes. Tf you use both,
you must opt for one or the other

provid-

IC 8

ds

Duration: 1 minute
2 per level of Telescopic
m. Half that to maintain

Base cost:

Vis

¥ fo cast: 2 seconds.

sites: Keen Vasion or 5
Light spells. Subject must not suffer
from Blindness orBad Sight disadvan-

Preregi

tages
Item

Clothing or jewelry, including a
picture of a hawk Affects only the

TRV Cost tocreate: 300,

Small Vision
Regular

The subject can examine objects
within his reach as if they were under
x 100 magnification, as per Microscopic
Vision 2 (p. B68). While the spell is on,
the subject is extremely nearsighted
(see Bad Sight. p. B123): he is incapable
of secing objects further than a vard
away clearly — they appear blurred and
are attacked at -2 skill.

This is also a Knowledsge spell.
minute.
ast 2 to maintain. Each
st increases the

Time 2 seconds.

Keen Vision or at
and Darkness spells
suffer  from

¢ 10 cast.

Prerequis
least five Light
Subject must not
Blindness or Bad Sight.

Item

(a) Clothing or jewelry. The item
must bear a life-size picture of a flea.
Only alfects the wearer Energy cost to
create: 400. (b) A gem that works as a
magnifving glass. Cost to create: 400
energy, plus the of the gem

Dark Vision
Regular
The subject can see even in pitch
darkness, as if he had the Dark Vision
advantage, He can also ignore the
effects of the Darkness spell,

Duration: 1 minute
Cost: 5 1o cast. 2 to maintain,
Prerequisite: Night  Vision or

Infravision.

Item
Staff, wand. or jewelry; onlv affects
the wearer: Energy cost 1o create: 400,

Darkness
Area
Cloaks the area of efiect in.pitch
darkness. A person inside the area can
see out normally, but can see nothing
else within the area. Those outside the
arva can see only darkness within
Thus, attacks out of darkness suffer no
penalty, but attacks into darkness are
at a penalty; see p. B394 for combat
rules
The Dark Vision advantage lets you
se¢ through & Darkness spell, but
Night Vision and Infravision do not

LicHT AND DARKNESS SPELLS




Duration: 1 minute.
Base cost: 2 1o cast. 1 to maintain
Prereg Continual Light

liem

Floor, ground, or a rug can be
enchanted so that the area above
(about & feet) is in permanent dark-
ness. Energy cost to creaie: 12 per
square oot

Blackout

Area
Shrouds the affected area in
impenetrable blackness. No one ¢an
see into the affected area, and no one
within the affected area can see any-
thing: see p. B394 for combat rules.
The Dark Vision advantage lets you
see through a Blackout spell, but
Night Vision and Infravision do not.

1 | minute.
2 to cast. | to maintain
Prerequisite: Darkness

Item

Floor, ground, or a rug can be
enchanted so that the area above
(about 6 feet) is in permanent black-
out. Energy cost fo create: 15 per

square foot

Glow
Area
Suffuses an area with a uniform
glow. Objects and beings standing in
the area won't project any shadows
unless a source of light stronger than
the ambient glow is brought in.

Duration: Variable. The GM should
roll 2d for the number of days.

Flash

Base cost: 122 for starlight; 1 for moon-
light: 32 for torchlight; 2 for davlight
(bright, no Vision penalty). Minimum
is 2 vands

fime To cast: | sec
point of base cost
Prerequisire: Continual Light

1 per hall-

Item

(a) Wand, staff, or jewelry. Energy
cost to create: 250. (b) An area can be
permanently  illuminated for 100
Himes casting cost.

Gloom
Area
Plunges an area into gloom. The
more energy is put into the base cost,
the gloomier the ambient light
becomes. Unlike the Darkness spell
sources of light still work normally
within the area.

Duration: Variable. The GM should
roll 2d for the number of days

Base cost: 1/2 for torchlight; | for
moonlight; 312 for starlight; 2 for total
darkness. Minimum radius is 2 yards

Time 10 ¢ | second per he
point of base cost

Prereguusite: Continoal 1

Item

(a) Wand, staff, or jewelry. Energy
cost 1o create: 250. (b) An area can be
permanently darkened for 100 times

casting cost,

Light Jet
Regular
Emit a beam of bright light from
one finger: This beam can be used like a
Hashlight. It gives good illumination for

Regular

Creates a brilliant flash of light. This will totally blind some that see it, and

reduce the DX of others by 3 (which reduces all DX-ba

sed skills). Tt may affect

anyone who is facing the flash and has his eyes open (GM's decision, if miniatures
are not being used). The caster himself is not affected if he closes his eyes as he
casts the spell. Each other creature in range must make a HT roll to avoid the

warst effects:

Distance If HT rall is made If HT roll is not made
Within 10 vards 1 minute at -3 DX 3 sec. blind, | min. at-3 DX
11 10 25 yards 10 sec. at -3 DX 1 minute at -3 DX
36 or more yards no effect 3 seconds at -3 DX

Cost: 4,
Tine to cast: 2 seconds.
Prevequisite: Continual Light,

10 yards in the direction it is pointed,
and some vision will be possible up ko
30 vards away. It can be wsed 1 5 sgmal
torup to a mile if visibility §s good
Can be used in combat 1o ingd foes
within 10 vards, but enly in rekative
darkness (e.g.. when the combas pengl.
tv is at least -5). Each wumn, the caster
rolls against Innate Attack skill of DX.
4, with a -3 penalty to hit the face This
attack can be dodged or blocked b
not parried. If the target is hit, he will
be at-a -4 penalty to combar skilly on
his next um, and at a -1 penalty for
the remainder of the combar This
elfect is not cumulative. Foes with
Night Vision double these penalties

frove: | minute,

ast. | o maintair
Prereg Continual Light or

Shape L

Item

Glove or ring; the item lets the
wearer cast the spell. Energy cost fo
create; 200.

Mirror
Regular

Creates a reflective surface. It can
be cast on an object or can be froe
standing (in which case it is two
sided). The mirror surface is not nec-
essarily flat; the caster could create
fun-house mirrars, for example.

In a scientific-paradigm universe,
casters with knowledge of physics can
use this spell to create parsbalic
reflectors, A simple curve can be sulfi-
clent to cook meat; a large and precise
one could be used to melt lead, given
sufficient sunlight at appropriate
angles. Against living targets, the GM
can assume that such a mirror would
do 1 point of burming damage per ¥ ld
radius of mirror every 10 seconds. To
ignite things, use the Ignite Fire guide-
lines (p. 72), substituting the Mimor
size for the listed energy cost An &
vard-radius Mirror ignites heavy \ulni
in about 10 seconds. Other; similat
uses are subject to GM approval,

Dyration: 1 minute. _
Cost: 2. Same cost o mamian.
Prerequisite: Colors.

Item ]

Wand, staff, or jewelry. Energy 08
10 create: 350; the item must incluce
tiny mirrot




-

Remove Reflection
" Regular; Resisted by Will
the subjects reflection(s) scem 1o
from mirrors, pools, etc. At
 t Tls, this may make the subject
aisible to sensars that use mirrors as
ol their optical pathways, at the

GM's discretian.

ftem
Jewelry Always on, Only affects the

wearer. Energy cost fo creale: 200; must
include a $100 black onvx.

Wall of Light
Area
Creates a curtain of light around an
area. The wall is Tour vards high, but
may be made higher; simply scale the
cost as the height (double for 8 vards
high, triple for 12 vards high and so an).
The only thing it blocks is vision,
both ways, It has no effect on spells,
beings, sounds, etc. Bright Vision
allows ane 1o see through the wall

Deiration: | minute

Base cost: 1 1o 3 1o cast. Samy
intain. The Walls glow deper
TErEY put into its base cost, as
Continual Light

Preguitsite: Continual Light

ds

Item

ta) Stalf, wand, or jewelry, Energy
o create: 200, (b) A Wall of Light
made permanent at an encrgy
A 100 fimes normal

Shade
Regular

s listed under Protection a
Wararing Spells, p. 196

Bluy

Regular

Makes the subject harder to sec

4nd therefore harder to hit with

..u_,.._b_ Each point of energy gives -1

" the effective skill of any attack on

the stibject, 10 2 maximum of S,
Desrarson | minute

Cnatv 1 £ -
2L 110 5 to cast. Same cost 10

Maimtan

Time to cast: 2 seconds
Prerequisite: Darkness or Gloom.

Item

Staff, wand, or jewelry; only affects
the wearertholder: Energy cost 1o
create: 100 per paitit of peﬁ:lh\.

Shape Darkness
Area
Shape and move three-dimension-
al darkness created with the Darkness
or Blackout spells at a Move of 5. It
also allows the caster to shape existing
wwo-dimensional shadows into other
two-dimensional shadowy shapes
Shadows can be reduced in size easily
but enlarging the shadows makes
them slightly transparent. The average
casual observer won't notice, but any-
one Iooking intently at the shadow
gets an 10 roll to notice that it doesn’t
have the “substance” it should.
SI]AIII"\\'\ dli ol ||Ai\l’ 10 reman
attached to the objects that cast them

Dhiration: | minute

Item
Staff, wand, or jewelrv. Energy cost
to creare: 200,

Hide

Regular

Makes the subject harder to find. A

Vision roll is necessary 1o see a subject
in plain sight detect a
subject alreadv hidd = at -1 per

point of spent, 0@ maxamum

of -5. These

apply while
but if he

cliects

the subject remains st

moves and then stops n

the spell expires, the effects resume

Duration: 1 |
Cost: 1 to 5 1o casl. Same cost 10

maintan

or staff; only

cost 1o cre-

alfects the wearer. Ene
are: 1,000. (b) Any
enchanted to make it permanently
"hidden,” at an energy cost of 200 per
point of “hiddenness.”

can be

See Invisible
Regular
Subject can see anything concealed
by the Invisibility spell or by “natural”
invisibility. These things will be shight-
ly wanslucent; thus, you can see¢
through them and tell that they appear
invisible to others,

Duration: | minute,

Cost: 4 (o cast. 2 to mainiain,

Prerequusites: Either Dark Vision
and Infravision or Invisibility

Item
Staff, wand, or jewelry; only affects

the wearer. Energy cost to create: 400

Mage Light
Regular
Creates a small light. However, the
illumination that it provides is anly
perceptible to mages, magical crea-
tures, and those under the influence of
Mage Sight. It moves just like Light
does. An [0+ Magery roll is not required
to see or use the light provided

like candle-

s of a'torch, 3
ht as day. Same cost

ITILEIT
Prerequisit

Mage Sight and

Item

Wand, staff, jewelry, or lantern
Usable only by mages. Energy cast 1o
create; 100

Continual Mage Light

Regular
a small object {up to
fist-sized, or 1 pound), or a small part of
ale object, this spell makes that
object glow with Mage Light

When cast

Duration: Variable. The GM should
roll 2d for the number of d
Cast: 2 for a dim glow like candle-
1, 4 for the brightness of a torch, 6
glare as bright as day. Same cost

Mage Light and

Item

Any item may be made 10 radiante
mage light permanently, for 100 times
the above energy cost (e.g., 200 tor 4
dim glow, elc.) -



Sunlight
Area

The area is illuminated in fiull day-
light - even underground! The area
extends skvward, stopping only when
it hits some sort of ceiling. If L'-QJ.\| ina
cave, the is a huge shaft of light
extending upward 1o the rock. If cast
on a cloudy day outdoors, the light
appears 10 break through the clouds
above. I cast at night, the light
appears 1o come from an overhead
star which brightens to sun level for
those inside the area.

Treat the light as natural sunligh
all purposes — it can be used 1o
grow plants, gel a tan, etc. Creatures
who are susceptible to the effects of
sunlight (such as vampires) are fully
affected.

Duration: 1 minute,

Base cost: 2 1o cast, | to maintain

Prevequisites: Magery 1, Glow, and
Colors,

Item
Wand, stalf, or jewelry, Usable only
by mages. Enerey cost to create: 150,

Continual Sunlight
Area
Hluminates an area as per the
Sunlight spell, but lasts longer and
cannot be maintained.

Duration: Variable. Roll 2d for
number of diys

Base cost: 3

Prereguitsite; Sunlight

Item

The area may be permanently illu-
minated for 100 times the cost to cast
the spell

Invisibility
Regular
The subject cannot be seen and
does not appear in reflections or pho-
tographs, He still makes sounds and
can be trucked by scent or foolprints.
Anvthing he picks up becomes invisi-
ble, unless he wills it 1o stay visible.
Infravision cannot detect him, but See
Invisible can, Invisible characters
havee a great advantage in combal: see
p. B3%d

Duration: | minute,

Cost: 5 1o cast. 3 to maintain

Time to cast: 3 seconds

Prerequisites:  Six  Light
including Blur. .

spells,

Item

(a) Jewelry, wand, or staff: only
affects the wearer, Energy cost 1o
create: 1,200, (b) An item can be macle
permanently invisible at an energy
cost of 500 per hex of size or 50
pounds of weight, whichever is
greater

Body of Shadow (VH)
Regular; Resisted by HT

The subject’s body fades away, leav-
ing only his shadow. The subject is
now a two-dimensional shadow on the
wall or foor, gaining the Shadow
Form advantage (p. B83) for the dura-
tion of the spell. His clothing (up to 6
pounds) also becomes shadow, but
while in shadow form it loses any
magic powers it might have had, The
rest ol his equipment tumbles (o the
ground; he can carry nothing while in
this form,

Note that this spell does not aug-
mient the subject’s senses 1o allow him
to see in pitch darkness!

BDuration: | minute. The spell
expires if the subject loses conscious
ness.

Cost: 6 to cast. 3 to maintain,

Time to case: 5 seconds,

Prerequisites: Magery 2,
Darkness, and
Movement spells,

Shape
at  least  three

Item

Staff, wand, jewelry, or cape, Only
affects the wearer: A severe drawback
of cach of these items except the cape
is that it falls through the subject as
soon as the spell is cast! Energy cost to
create; 2,500 (6,000 for the cape).

Sunbolt
Missile
Shoot a bolt of concentrated sun-
light from one fingertip. It has 12D
75, Max 150, Acc 2; use the Innate
Attack skill. The light burns like laser
light and does impaling damage.
Increase a shields DB against this
spell by 50%, rounding down, il it is
highly polished,

Whether or not divmage
through armor, a hit (o the fage hiinds
the victim unless he makes 5 HT rol]
A hit to the eyes does double damuge
and blinds the victim unless he makes
a HT roll at a penalty equal 1o the
damage suffered. Treat Sunbals.
induced blindness as a crippling
injury for recovery purposes (p. B420y

Any mirror will reflect a Sunbaelr; jf
the GM s uncertain of the exact angle
ol incidence/reflection (if (he Sunbolt
hits a hand-held mirror, for instance),
determine its new direction randomly,
Use the rules for hitting the wiong tar.
get (p. B389) to determine if anything
along the new path is hit.

Deliberately reflected shots are o
much trickier matter; range penalties
will be for the total range to the ar-
get, with an additional -2 for each
"bounce.” And unless the mirturs are
very large and/or stable andior delily
erately placed for the purpose, the
GM may simply declare the shot
impossible,

Defending characters holding mir-
rors may attempt to reflect the bolt
back at the caster - treat this as &
Block defense at a -2 penaliy; also
apply the normal range penalties from
the defender to the caster. The DB of
the mirror (if it is large enough to affer
any; GM call} adds ta this roll normal-
ly. The caster may defend normally,
unless totally SUTPris o

Sunbalt is not affected by Missile
Shield or Reverse Missiles, Force
Dome and Deflect Energy do oller
protection. Areas of magical Darkness
or Blackout resist Sunbolt

Cosl: Any amount up to vour
Magery level per second, for three sec:
onds. The bolt does 1d-1 impaling
damage per energy point

Tinte 10 cast: 1 10 3 seconds,

Prerequiisites: Al least six other
Light and Darkness spells, including
Sunlight,

Item

Staff or wand; the bolt s fired from
the tip of the item. Usable onf¥ by
mages. Cost 1o ereate; S00 energy and
a sunstone worth at least $1,000.

Images of the Past
R

As lsted under Knowledge Spells
p. 107,
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Inspired Creation (VH)

Regular

Helps a subject create on

work

i

faunching into his first spell

simething Hargaz didn’t rec
.

fis own part, Ha

i arearid s :
4 Spark rapidly growing into

ipped his

1 weapon, suit of ar

elc

ey send 1
An orderiy!

. his oppon

3 s

= dyivir

weapon created under the effects of
this spell is automatically of very fine
quality. Such items are not technically
s, but can be (and often
are) enchanted furthes

At the GM'’s option, this spell may be
used on works of art other than crafts -

e

magic

books, performances, songs, elc

Duration: Permanent

Cost: 5 per day spent creating the
object

.
11

The usual time to

make the object

Awaken Craft Spirit
Regular

e for the

remain

1 Lne
us W
whim
Not every s 15 craft spirits; if
the GM d | that they are
appropriate to the sering, this spell
cs Mol exist

Thisisalso a

Necromantic spell




Find Weakness

Information

Sense the weakest part of the sub-
ject. Can be cast on any part of a large
object; you would not have to cast it
on a whole city wall, for instance, but
could check one yard of wall at a time.
Of course, many subjects will have no
special weakness,

This spell can be used to trou-
hleshoot complex objects; a defect
that prevents a machine from working
usually qualilies as its weakest part.

Cost: 1, or | per vard radius for a
large object. Double this cost if the
mlnml is alive.

Time to cast: 2 seconds.

Prerequisites: One spell from each
of the four elements.

Item
Jewelry. Eviergy cost to ereate: 100.

Weaken
Regular
Does 1d damage to the weakest
part of the subject (works only on
inanimate items) for every two points
of energy put into the spell. See
p- B337, for DR and HP of various
items. No caster may use this spell on
the same subject more than once per
hour. Subject’s DR does not protect it.

Duration: Permanent

Cost: 2 to 6.

Time to cast: 5 seconds.
Prerequisite; Find Weakness.

Item

Wand, staff, or
must be used to strike the subject.
Energy cost to create: 200.

we. The item

Restore
Regular
Temporarily makes a broken inani-
mate object look as good as new.
Other ser will not be fooled, nor
will Mage Sight.

Duration: 10 minutes,

Cost; 2 to cast. 1 to maintain,

Time 1o cast: 3 seconds.

Prereguisite: Find Weakness or
Simple Illusion.

Clean
Area

Cleans the subject area or being
(i.e., removes dirt and stains, and
polishes surfaces which can hold a
polish). Does not remove lingering
odors (use Purify Air for that).

Duration: Permanent.
Base cost: 2
Prerequisite: Restore.

Item

Stalf, wand, or cleaning instru-
ment (broom, feather duster, etc.). The
item must touch the affected area.
Energy cost to create: 100,

Soilproof
Regular
The subject (person, creature, or
object) and anything he carries
become soilproof. Clothes neither
stain nor become dusty, hands won't
collect grime, and so on. The spell
doesn't affect stains already on the
subject at the time of casting,

Duration: 10 minotes.

Cost: 2 to cast. 1 to maintain.
Thne to cast: 2 seconds.
Prerequisite: Clean.

Item

(a) Wand . or jewelry, Enerpy
cost o create: 400. (b) For 100 times
casting cost, any item may be perma-
nently soilproofed. The item can be
made 1o also resist Ruin (with the
Endurance of the enchantment) at
double cost. On an ordinary failure,
the enchantment loses one point ol
Endurance. Upon dropping to
Endurance 0, the enchantment ceases
to function. A critical failure by the
Soilproof or a critical success by the
Ruin also breaks the enchantment.

Dye
Regular
Changes the color of any unliving
material, as desived by the caster (note
that hair is unliving, as is a thin outer
layer of skin!). The color fades in 2d
days, but is unaffected by ordinary
washing or application of solvents.
Only a single, uniform, color can be
produced — patterns are not possible,
but only part of the subject mav be
affected if the caster desires.

Duration: 2d days.

Cost: 1 for a small (up to palm.
sized) object, 2 to change a person's
hair color or an object about 2 sguare
foot in size, 5 for a person-sized (SM
0) object

Time to cast: 3 seconds.

Prerequisites: Restore and Colors

Copy
Regular

Makes one or more copies of a sin-
gle page of writing, Paper or parch-
ment must be supplied for the copies
to be made on. Copies of magical
scrolls, rune parchments, and o on do
not have magic power.

At higher TLs, this spell may be
used on digital media; a single casting
of this spell will copy about one kilo-
byte of information.

Duration: Permanent.

Cost: 2 plus 1 for each copy made.
The document copied may be 10 times
longer if the caster doubles the energy
cost: thus, 4 energy would produce
one copy of a ten-page document,
while 8 energy would copy a 100-page
h‘il)k

Time {o cast: 5 seconds.

Prerequisites: Dye and at least
Accented written proficiency in some
lang

age.

Rejoin
Regular
Temporarily fixes a broken inani-
mate object. If some small parts are
missing, skill is at -3, but if the spell
succeeds the object holds together
without the missing parts.

Duration: 10 minutes.

Cosi: | per 10 pound of subjects
weight (minimum 2) to cast. Half that
(rounded up) to maintain.

Time to cast- 4 seconds per 10
pounds of subject’s weight.

Prerequisites: Weaken and Restore,

Shatter (VH)
Regular
Similar to Weaken, but quicker =1t
can be cast in a single second, and may
be cast repeatedly: If the spell dogs ot
do enough damage to actually break
the subject, the subject takes no hari.

AND BREAKING SPELI




onlv affects  nammate

ctaff. or gne

Animate Object (VH)
Recular; Special Resistance

Ar existing ol <

ZrAnmne

an object

v 5 pounds

cost 1o ani

1 may he permanently

] for 100 times castine cost

or jewelry: Usable only

1 2 3
IS O poelry and pn
1 y ,

> WOTrK of our nands.

—~ Ralph Waldo Emerson

must touch the

2,000

Inscribe
Area; Resisted by Will
As  listed filusion and

Crerion Spells, p. §

Stiffen
Regular; Special Resistance

Knot
Regular

Ties a knot that cannot be untied
without magic (thongh the rope can
be cut The knot unties
when someone savs the password
{specified at casting) while touching
the rope at any point along its length
Thus, a rope tied at the top of a cliff
will come k when someone al the
bottom of the cliff says the password
if he can touch

of course)

works for string,

and either Shape Earth or Shape

lant

Item
Gloves. Enerpy cost 1o credfe: SO0

Rive (VH)
Regular

Pokes holes in inanimate objects,
wal c. See p. BS57, for the DR and
HP common objects. This spell
works like a huge piercing anack
punching a 2-foot-diameter hole (1he
affected may be smaller at the
caster’s discretion)

MAKING AND BREAKING SPELLS




and Apporal

Item
Wand, staff, or The item
must strike the sub cost fo
credte: 1,000,
Fasten
Regular

ith 2 length of
s pot created by
ated), Useful
moor boats,

Ties up the subject
e or chain (whic
spell, only an
io wrap packages

v skill. 1

innrlh- and

Measurement.

Item

(a) A scroll can be made self-map-
ping, updating itself whenever its
w area (and -mnu-
to activate it). Energy cost
= 100. (b} Wand or staff. Energy
300.

ast [0 Cre

if the holder

sites: Mag

Shatterproof

Item

Any item can be made permaneti
Iv shatterproof: if the item does t‘r“.:i
the pieces are no longer ench hanted
Energy cost ta create: 400.

Sharpen
1arp. e

Temporarily pru.im.-—s an’ extraoe

dinary sharpness on cutting
impaling weapons. =] or MO L
basic damage.




Mystic Mark

Weapon Self (VH)
Regular; Resisted by HT

(or by effective skill

for magic weapons)

Item

Sex Fortify (p. 66)

Transparency

as he desires instead of

it enlorfess

Item

t2) Wand, siaff, or
CO5! to create: 850. (b)
Umdtiplied by 1+5M
be made permunenth transparent




The subject mav not speak, so he
can only cust spells he knows ot skill
The
Making and Breaking spells such s
Weaken and Shatter

Magi pons

with their Power. If the subject wishes

20 or better subjects HT resists

resist the melding

Lo activale any of |i!;' ¢ ll.l]\[[‘u"ll-\l»“
the magic he must win a

Reg

weapons Power

weapon

tlar Contest of his Will against the

Duration: | minute
8 1o cast. 4 1o maintain
5 seconds

1es Mageny =
Apportation, and

st six Making

and

lls including

Reshape

Item
(a) Jewelry
along with its wearer when the spell is

The item disappears

cast, so the caster can maintain it
Energy cost to create: 2000, (b) Any
weapon. Energy cost fo create: 500 per
pound of weapon weight (minimum |
pound). (¢) A magical weapon may be
enchanted not to resist the melding
for an energy cost of 500 per pound of
weapon weight (minimum | pound)

Transform Object (VH)
Regular; Special Resis
Changes an object inio another
object of the same weight. The change
an be anything — a gun could be
doll, for instance. As
with Create Object (p. 98), anything
the mage brings into existence must
be something he is familiar with. To
turn something into a functional
object, the caster must have the appro-
priate skill for making a similar object;
the rag doll mentioned above will be a
pretty poor rag doll unless the caster
has Sewing skill, and if he wants 10
turn a rag doll into a gun, he'd better
have Armoury skill.
An object held or worn by someone
resists with its owner's 10.

lance

Duration: 1 hour

Cost: | to cast for every pound the
object weighs (minimum of 1 pound).
Double cost to change to (or from)
stone, triple for metal. Same cost to
maintaim.

Time to cast: Equal to cost, in sec-
onds.

Prerequisites: Magery 2, Reshape,
and at least four "Create” spells.

Item
Staff, wind, or jewelry. Usable only
! reate: 1,000,

by mages. Enengy

Contract Object (VH)
Regular
Scales an object down in one
A rope or blade can be
This spell

dimension
made shorter, for instance
could easily render most clothing
unwearable. This reduces the objects
Size modifier unless the ohject 15 not
being contracted in its longest dimen
sion. The objects DR is unchanged,
but its HP usually decreases in direct
proportion to the rescaling

I hour
Cost: | per p
ht (minimum of | pound) for

original

every halving of the chosen dimen
sion. Same cost (o maintain
Time to cast: 3 seconcs
Prerequisites: Magery 3 and

Translorm Object

Item
Wand, staff, or jewelry. Usable only
the item must touch the

subject. Energy cost to create: 800

by mages

Extend Object (VH)
Regular
Scales an object up in one dimen-
sion; the opposite of Contract Object
(above).

Duration: | hour,

Cosr: 1 per pound of
weight (minimum of 1 pound), per
doubling of the chosen dimension
Same cost to maintain

Time 1o cast: 3 seconds
fes: Magery 3 and
Transform Object.

( ""l—"“:ﬂ

Prerequisi

Item

Wand, staff, or jewelry. Usable only
by mages; the item must touch the
subject. Energy cost to create: 800.

Shrink Object (VH)
Regular
Scales an object down in size
while maintaining its proportions,
decreasing its Size modifier. Multiply
weight by 1/3, and HP by 2/3, for every
subtracted point of Size modifier; sub-
tract 1 DR for everv 2 subtracted
points of Size modifier.

Dieranions: 1 hour

Cast: | per pound of ariginal
weight (minimum one pound) fioe
every point of SM reduction Same

cost (o maintain

3 secomds

Prerequii Contract Object

Item

Wand, staff, or jewelry, Usahle anly
by mages; the item must toueh the
subject. Energy cost (o create: 800,

Enlarge Object (VH)
Regular

Scales an object up in size while
maintaining its proportions, increas.
ing its Size modifier. Multiply we 2ht
v 3.5, and HP by 1.3, for every added
point of Size modifier; add | DR for

every 2 added points of Size modifien,

Duration: | hour

Cosi: | per pound of origing
weight (minimum of | pound) o
every additional point of SM. Same
cost to maintain.

Time to cast: 3 seconds.
Extend Object

Prerequisite:

Item
Wand, staff, or jewelrv. Usable only
; the item must touch the

subject. Energy cost to create: 800,

LA

Disintegrate (VH)
Regular

Similar to Shatter, but leaves only
dust (cannot be repaired!). If damage
rolled doesn't destroy the subject, itis
unaffected. This spell affects inani
mate objects only and cannot affect
parts of objects.

Duration; Permanent

Cast: 1 to 4; does 1d damage for
each point of energy put info it

Prerequisites: Magery 2, Shaties
Ruin, Earth to Air, Destroy Air, and
Destroy Water.

Item
As for Shatter, Energy cost o creales
1,500.

Rebuild/TL
Regular
As ]lslﬁd liﬂi.ll.’r n—'{-"h’""" "5:""'“1 \",Mﬂ,_
p: 177,
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META-SPELLS

Counterspell
Regular; Resisted by
subject spell
Nullify any one ongoing spell. Tt

cannot

pern

spells that make 2
> in the world (e.g.,
Flesh o Stone, or
Zombie), and it cannot affect perma-
nently enchanted items, but it can
counter spells cast using magic items
The “subject” of Counterspell may be
either the subject of the spell to be
countered or the person who cast that
spell

Counterspell is a single spell — but
to counter a given spell, you must also
know that spell. Roll against the low
of your Counterspell skall or your skill
with the spell being countered. You
mustwina UU!L,‘\ Contest w] '.!h th‘ ar-
get spell 1o cancel it. You can cast mul-
tiple Counterspells to negate an Area

“counter”
t chan
Extinguish Fire

r

spell piece by piece.

Item

This spell may be cast permanently
on any itel
attempt o s 3
cost to cast: 500, multiplied h\ i-.\\l
for items larger than SM 0.

1 to make it resist any

Suspend Spell
Regular; Resisted by
subject spell
Temporarily nullify any one ongo-
ing spell. The caster must know the
spell he suspends. Suspend Spell does
not affect magic items, but can aflect
spells cast through one. Spells that can
only be removed by Remove Curse
cannot be suspended; use Suspend

Curse for those

Suspend Spell is cast at the lower of
the user’s Suspend Spell skill and his
skill with the spell being suspended
When the
pended spell “picks up where it left off”
es operation. If the subject

yension expires, the sus-

and res!
spell is m o, its caster will auto
maticallv k is being suspended.

against Perc

10M

We are all apprentices in a craft where 10

one ever becomes a master.

Scrvguard

Regular; Resists any
Information spells
Any information spell cast on the
subject must win a Quick L-‘nlfﬂ of
Spells with the Scryvguard 1o “see
himn, Identify Spell still detects that the

Serveuard is present

10 h

_ Ermest Hemingway

Duration: 1 minute.
Cost: 1

ed 1o cast, not counting bonuses the

10 that of the spell suspend

ather caster may have received for

high skill (round up). Sume cost 10

Magery |
Cou

Item
Staff, wand, or jewelry. Usable only
to create: 300,

by mages. Enengy cosi



Ward
Blocking; Resisted by
subject spell
When cast immediately after a
spell is thrown at its subject, this spell
can prevent the opposed spell from
warking. It works against only a single
magical attack. If an attacking spell
affects several people, each Ward can
only save one subject. It does not
protect against missile spells.
The caster may only Ward against
a spell that he knows at skill 12 or
higher; a caster who knows (for
instance) Sleep may also ward a single
subject against Mass Sleep. The caster
rolls at the lower of his Ward skill or
his skill in the spell being warded. The
caster must announce he is using
Ward before the opposed spell’s sub-
ject tries a resistance roll. If it turns
out the spell being cast is not one the
defending mage can ward against, the
ward is wasted.

Cost: 2 to cast it on yourselt, or 3 1o
cast on anyone you can See. You can-
not Ward someone you cannot see

Prerequisite: Magery 1.

Seek Magic

Information
As listed under Knowledge Spells
p. 102,

Conceal Magic
Regular
Casl on a single person or item,
this spell interferes with any informa-
tional spell cast on the subject. Twice
the energy put into the spell (up to 5
points) is subiracted from any skill
roll made to learn about the item, find
it, etc.

Example: 4 points of energy are put
into a Conceal Magic spell on a ring

Until the spell expires, any Detect
Magic spell will be at -8 10 work on

ring unless the

it will not see

nade his roll by at least 8

(though he may still see other things)

and so on.

Note that this spell has similar
effects in some ways to Scryguard
(p. 121), but they're not the same!

Duiration: 10 hours.

Cost: 1 through 5 to cast. Same cost
1o maintain

Time 10«

PI“ TEGLil

Magic

- 3 seconds.

: Magery 1 and Detect

Item

This spell may be cast permanently
on any item to make it harder ta sense
or identify with magic. Energy cost fo
cast: 100 times the cost above - e.g.,
200 to give a -4 on all attempts to
detect ar identify.

Reflect

Blocking; Resisted by
subject spell
This spell is an improved version
of Ward, and works like it. The differ-
ence is that it will reflect the opposed
spell instead of negating it. Thus, if
the Reflect sueceeds, the opposed
spell now attacks its original caster as
i it had been cast on him to begin
with. If the auacking spell is an area
spell, a successful Reflect protects its
subject and affects the caster as
though he were in the area being
attacked, but otherwise the area is

still attacked normally.

Cost; 4 to cast it on yourself, 6 to cast
il On somMeone You can see; you Ginnot
protect Someons You Cannot see.
Prerequisite: Ward,

Servwall

Area; Resislsan’

Information spefls

As Scryguard. but 1o protey 3
whaole area and evervthing in it

Duration: 10 hours

Base cast: 3 to cast. 2 to maintain,

Time to cast: Seconds equal to ener
oy cost.

Prerequisite: Scryguard

Item

(a) Any container. It, and every
thing inside, is protected by the
Scrvwall spell. Energy cost 1o cast: 200
per cubic foot (minimum cost 500),
(b) Any rug or area of {loor; protects
people and things standing atop it
Energy cost ta cast: 300 per vand
radius.

Great Ward
Blocking; Resisted by
subject spell
As Ward, but —if it works - protects
any number of those who would have
been affected by the attacking spell.

Cost: | per subject protected (mini-
mitm cost 4).

Pr sites: Magery 2 and Ward.

False Aura
Regular, Area; Special
Resistance; Resists Information
spells
Replaces the miagical emanations
of a being, area, or object with false
ones; the term “aura” is only literal for
living things. For instance, a human
could be made to have the aura of 2
Zombie, a sword could appear o be
enchanted with Dancing Weapan, an
area could appear to be under linked
Create Fire and Glue spells, etc. Rolla
Quick Contest between the False Aur
and any spell (Information oF
Regular) that can see or detect the
emanations (such as Aura, Mage
Sisht, or Analyze Magic). If the False
Atira wins, the other spell is fooled.

Fale Aura also works against
equivalent senses some creatures may
possess.

Unwilling subjects resist with 1Q:
The chosen False Aura must be famil-
far to the caster - a mage could not put
a False Aura of Golem on a stali€




ailess he knew the Golem spell. for
fnstance

g

Cas: 4 1o cast. Hall thut
i, When cast on an arca the basc
comt 18 2
W [0 Cast, 10} seconds
Prerequisites: Conceal Magic and
Auri
Ite

(a) Anv. Onlv affects the holder
st to create: 300 (b) Any object

mav be given a permanent False
foir 100 times casting cost

Magic Reststance
Regular; Resisted by
Will+Magery
For each point of energy put into
the spell (up to 5), the subject’s magic
resistance goes up by 2 if he is willing,
or by | if he tned to resist. This MR
works like normal Magic Resistance
{p. B&7) when Sih‘”\ are cast on the
The subject can still cast
spells, but at a penalty equal to the
MR. Spells already affecting the sub-
ject lor already cast by him) continue
unchanged. He can use potions and

ical items normally

subject

Duration
Cost: 1

I minute
si. Same cost (o

Titie to cast: 3 seconds

Magery | and one or

from each of seven

Item

(@) Wand, staff, weapon, or jewelry;
only affects the wearer: Usable by any-
ome, but energy cost is doubled for
inmages. Energy cost to create: 300
PEF maximum point of magic resist-
““Lt'l T can offer. (b) Any item. The
lems own magic resistance is
ereased by 1 through 10: the user’s
Magic resistance is unaffected. Energ
SOSLID ereate: 200 per point of added
Magic resistance. Does not affect spell-
Casting ability of its user,

Servfool
Regular; Special Resistance

- Redirect Information spells targeted
; & !_"'“ subject onto a second subject
decow” Both subjects must be

present at casting time; add the range
penalties, i any
resist with Will

From then on, ar

Information
spell atternpting to scry the first sub
fect must win a Quick Contest of
Spells with the Servfool 10 scry the
correct subject. Othenwise
the decay instead

Il scries

10 hours

4 1o cast. 2 1o maintain

7 o cast: 10 seconds
Prereguisile Mage Sens
and Simple SIOT
Item
Wand, staff, or jewel. This item

can only be used to divert Information

spells from the wearer Energy cost 1o
create: 300
Penetrating Spell

Regular

This spell is cast on another d

age-dealing spell

anting it an 2

divisor (p. B378). The spells are cast

one after the other

between casti

cast frst, and ce
determining 1}
second spell

A spell fortified with P
Spell does not do exira damage to
unarmored ardened DR
defends against the armor divisor

netranng

roes. I

conferred by this spell as normal.

Duration; Until the second spell
expires

Cost: See table below

Anmnor Divisor Cost
2 2
3 4
5 (-]
10 8
Ignores DR 10

3 seconds

Delay and

Tome lo cast
Prerequusiie

Weakness

Find

Catch Spell (VH)
Blocking; Special
When cast immediately after a
Missile spell is thrown (not when it is
cast), this spell all o catch
the missile as it comes within reach of
1. Once caught, the spell can be held
himself had

ws ifs caster

hirm
by the caster just as if he

Unwilling - subjects

cast it o be thrown ler (hack at its
origina 1. perhaps ) The
caster need not know the spell he s
catching

Casle

It the Catch Spell roll succeeds, its
caster physically catches the missile
b If
the Catch Spell voll fuils, its caster gets
hit dead-on by the spell fon a critical
failure, he takes maximum damage
from the spell!)

when it comes close enough to

requisites: Magery 2, DX 12 or

and Return Missil

Item

Glove, Usable only by mages. Such
a glove can catch only one specific
Missile spell, Treat variations (such as
Firchall/Explosive Fireball) as a single
spell for this purpose. Energy cost to
300. A glove that could catch
any Missile spell would require 1,200
CNCETEyY

o

Suspend Magic
Area; Resisted by
subject spells
mpaorarily nullify all other spells
It ha
Certain  powerful

within the area no effect on

enchanted items
spells are also unaffected — specifical-
Iy, those which can only be removed

by Remove Curse

ch spell resists

separate

Magic is nor selective; the
choose the shape of the
n the boundaries he pays
energy for (as with all Area spells), but
may noi exclude objects within the
affected area. The caster need not
know the spell(s) being suspended. To
suspend a specific spell without
affecting others, use Suspend Spell.

area wil

Deration: | minute
Base eost: 3 1o cast. 2 10 maintain

Time to cast; | second per energy

point spent

Prerequuisites: Suspend Spell and a1
least her spells of anv tyy
Item

Staff, wand, or jewelry. Usable only
by mages. Er cast fo create: 1,300




Displace Spell

Regular; Resisted by
subject spell
Changes the location of an Area
spell, permanently. Certain powerful
spells are unatfected - specifically, those
which can only be removed by Remove
Curse. Each Area spell must be dis-
placed separately, except linked spells,
which move together. The caster need

not know the spell being displaced.

Spell Shield
Area; Resists all spells
cast through it
Resist any spell cast through it at
the Spell Shield's Endurance (p. 10). It
also acts as a Scrywall (above).
Exception: It does not affect mussile
spells at all, including Thrown spells.
Note that if the attacking spell wins
the contest, it gets through, but the
Spell Shield is not destroved - instead

Magical creatures (demons, golems,
creations, zombies, elementals, and the like)
cannot cross the border of a pentagram;
neither may they cast spells, or move any
physical object, across the border.

Once the casting is complete, the
area moves with Move equal to the
caster's Magery. Each turn, the dis-
placed spell gets a new resistance roll;
once it successfully resists, it stops
moving and the Displace Spell is bro-
ken — though it may be cast anew. The
subject spell alwavs rolls to resist,
even if its caster doesn't wish it to (the
caster’s own spells resist at -5).

While being Displaced, the subject
spell remains active (thus, the caster
could trigger a Link by moving it over
its mtended target). If the subject spell
is being maintained, its caster will auto-
matically know it is being displaced.
Otherwise, roll against Perception +
Magery - 3 - distance is not a factor.

Duration: Until the caster stops
concentrating or the subject spell
resists successfully.

Cost: 1/4 that of the spell being
moved, not counting bonuses the
other caster may have gotten for high
skill (round up).

Time to cast: 5 seconds

Prevequisite: Suspend Magic.

Item
Staff, wand, or jewelry. Usable only
by mages. Energy cost lo create: 1,000.

its Endurance is reduced by 1. When a
Spell Shield's Endurance is reduced to
0, the spell dissipates and cannot be
maintained

Duration: | minute

3 1o cast. 2 1o maintain.
Prerequisites: Magery 2, Scryguard,
and Magic Resistance

Base co

Item

(a) Any container. It, and every-
thing inside, is protected by the Spell
Shield. Energy cost to cast: 250 per
cubic foot (minimum cost 500). (b)
Any rug or area of floor; protects peo-
pleand things standing atop it. Energy
cost to create: 400 per yard radius,

Spell Wall
Regular; Resists spells
cast through it

Creates a wall of anti-magic. The
wall resists any spell cast through it
from one side, specified by the caster
upon casting Spell Wall. It also acts as
a Serywall. Exception: It does not
affect Missile spells at all, including
Thrown spells.

If the Spell Wall fails to resist a
spell cast through it, the spell breaks
through, but the wall still stands, its
Endurance (p: 10) weakened by 1.
Upon reaching Endurance 0, the wall
dissipates. Spells passing through the

wall from the “safe” direction fusall
the side that the caster stands onl) are
nat resisted or affected in any way

The wall is cast in one=yard H'I:lb—
ments, either all at once or pisce [
piece. When adding new segments oy
weakened Spell Wall, the new
ments assume the Endurance of the
“weakest link." The only way gy
“repair” a weakened Wall is to cast it
anew.

The Spell Wall is four vards high,
soit is possible to cast across it froma
high enough elevation. Higher walls
can be created by spending propor-
tionately more energy (double energy
for double height, and so on).

Duration: | minute:
1: 2 per one-vard piece of Wall

g” or "floor™; each
point of energy will then cover two
hexes on a battle map.

Prereguistie: Spell Shield.

Item

A Spell Wall may be made perma-
nent for 100 times casting cost. Mages
often cover windows or skylights in
this fashion. “Permanent” Spell Walls
do not weaken when penetrated.

Pentagram

Special; Resists attempts
to cross it
Produces a magical barrier, which
blocks hostile spells and magical crea-
tures from passing in either direction.
The barrier is a starshaped higure
drawn on the floor or ground. Magical
creatures (demons, golems, creations,
zombies, elementals, and the like) can-
not cross the border of a pentagram:
neither may they cast spells, or move
any physical object, across the border
Nonmagical creatures - including
mages — can freely cross a pentagram,
though they cannot cast spells across
its horder. Spells of transport (&2,
Flight, Teleport) cannot be used 1o
enter a pentagram for hostile purposes:
Certain verv hostile creatures may
be summoned within a pentagram; the
caster stands outside and summans
the creature to a spot inside the penta-
gram. The caster will open the
pentagram only when he is sure he can

control the summoned creature.




If pant of the pentagram is cut or
erased, its power will be lost until the
caster can rejoin the pentagram — all
this requires is a piece of chalk and
time (usually just a second) to draw
the line. No magic spell can injure the
pentagram, but physical antacks — like
walking up and scuffing out a line
with vour shoe - can succeed if they
are made by nonmagical beings. A
demon or creation could not do it; an
ordinary person could. Likewise, an
ordinary person could throw a rock
into a pentagram. but a demon or
golem could not.

A magical creature mav trv to force
its way through a pentagram. Roll a
contest between the creatures
(ST+1Q)2 and the skill with which the
pentagram was cast. If the creature
wins, it destrovs the pentagram! No
one creature can thus “test” a
pentagram more than once per day.

Duration:  Permanent unless
!\Inlwh.

Cosz: 1 per square foot protected
(minimum 10). When the spell is cast
nonially, the casters can spend
extra energy to increase the effective
skill of the Pentagram. A mage can
the Slow and Sure
Enchantment method (though
Pentagram is not technically an

e

alsa  use

Enchantment spell) to create a large
pentagram by himself.

Time to cast; One second per
square foot. This time is spent in trac-
ing the line, and is necessarv no mat-
ter how well the spell is known or how
much power 1s av ailable.

Prevequisite: Spell Shield.

Item

Mages” Guilds may have perma-
nent pentagrams, inlaid with tile or
jewels (o avoid accidental scuffing,
and cast at a very high level of skill.
Such a design can be ritually “ewt,”
when necessary, by a chalk-mark. But
there is no intrinsic difference
between these and a regular penta-
gram - any pentagram is “permanent”
until erased or broken. (If a hostile
creature breaks through a Pentagram
spell, it destroys the enchantment but
does noi affect the physical design,
which can be re-enchanted later . . . if
its owner survives.)

Suspend Curse

Regular; Resisted by
subject spell
Temporarily nullifies any one of the
following spells, among others: Alter
(any tyvpe), Curse, Enlarge Other
Ensorcelment (anv tvpe), Flesh to Ice,
Geas (either tvpe), Healing Slumber;
Hex, Malefice, Mystic Mark, Oath,
Partial Petrification, Plant Form (any
lype), Possession (any tvpe), Shapeshift
(any type), Shrink Other, Stone to
Flesh, Stop Healing, Stike Barren,
Suspend Magery, Suspend Time. It will
also suspend any physical or mental
impairment caused by an hostile Wish
of any kind. If for any reason the skill
level of the subject spell is unknown,

the GM's assessment is final.

D

Cost:

t: 10 minutes.

10. Same cost to maintain
Time to cast: | minute
Prerequisites: Magery 1 and spells

from at least 12 different colleges

level of skill.

Mages' Guilds may have permanent
pentagrams, inlaid with tile or jewels to avoid
accidental scuffing, and cast at a very high

Suspend Mana (VH)
Area
The subject area is (temporarily) a
no-mana zone, dead fo the flow of
magic. A critical failure costs the
caster a level of Magery for 2d days. At
the end of that time, the caster should
roll vs. 1Q+Magery; any roll except a
crtical failure means that the lost
Magery is regained — a critical falure
means the loss is permanent!

Duration: The mana is restored at a
rate depending on the surrounding
mana level. In a low-mana zone, the
area affected by the spell shrinks by
one vard in radius every three davs; in
normal mana, by one vard every hour;
mana or very hig
d every minute!

mana, by

1o cast: 10 minutes.
Prerequisites: Suspend Magic and

spells

colle;

"




Dispel Magic
Area; Resisted by
subject spells
s within the
It has no effect on

Negates

arean il successhul

other spe

enchantments, but dispels any tempa.

rary, lasting, or permanent spell

(p. 10), unless the spell specifies ather
wise. Each spell resists separately
Dispel Magic is ot selective! The cast
er need not know the spellts) beir
dispelled

without

o nullify a specilic spell
allecting  others, use

Counterspell, above

a8 il he had cast it himself; he can
maintan i or manipulate it ar will
within the limits of the spell itself
The recipient must meet all of the
advantage and attribute qualifications
of the loaned spell, but need not know
Thus, a spell
could only be

its --[k'“ prerequisites
requiring Magery 2
le
but a spell requiring no Ma

ed to a character with Magery 2
ety and
no special advantages or attributes
could be loaned 1o arvbody. 1 the

recipient has Magic Resistance, Lend

Spell must overcome it,

Duration: Dispelled magic is

permanently gone

Buase cosi: 3

I second for each

V' point spent

Counterspell and at

vrequisiles

least 12 other spells of any type

Lend Spell
Regular
Lend” an already-cast maintain
able spell 1o someone else. The recipi
ent acquires full control and
responsibility for the loaned spell, just

over

Lend Spell is cast at the lower of
the caster’s skill with Lend Spell and
the subject spell. The caster must
touch the recipient

Modifiers: If the recipient doeés not

know all the prerequisites of the spell

o be loaned, the caster gets a -2 1o

skill, If the recipient knows all the pre
requisites, the spell is cast at par, If the
recipient actually knows the spell, the

sster gets a +2
Permanent ange

loaned,” the spell no longer belongs

to its original caster

T——————

Casr: Equal to the muintenmnes
cosit af the spell 1o be lemt
Time 1o case: 3 seconds

Prey I, Lend Skill.

ells from at least <ix diferens

15l APCTV

Item

Staff, wand, or jewelry. Usable anly
by mages. The mage loans the subject
spell by activating the item and physi-
cally passing the item to the recipien;
the item must be held at all times for
the magic 10 work - it may mer be
thrown. The recipient “owns” the spell
for as long as he holds the item, and

may pass it along 1o vet another recip-
ient, whether or nor either §

Energy cost to create: 1,000

o mage.

Remove Curse
Regular; Resisted by
subject spell
Nullifies any one of the lollowing
spells: Alter (any tvpe), Curse, Enlarpe
Other, Ensorcelment (any tvpe), Flesh
to Ice, Geas (either type), Healing
Slumber, Hex, Malefice, Mystic Mark,
Oath, Partial Petrification, Plant Form
type) {any typel,
Shapeshift (any type), Shrink Other
Stone to Flesh, Stop Healing, Strike
Barren, Suspend Magery, Suspend
fime. It also negates any physical or
mental impairment caused by a hostile
Wish of any kind. If for any reason the
skill level of the subject spell is
unknown, the GM's assessment is final.

(any Passession

v 2 and at least
f 15 different

Charge Powerstone (VH)
Regular

Recharges a Powerstone ar a high

er rate than the stone recharges itsell:
Every 3 energy spent by the caster
v to the stone,

restores 1 paint of ener
but every point restored is counted 48
an "advance” against future natural”
Thus, if a 10-pont

recharging.
recharged this

Powerstone is
spell in a normal-mana area, it will
1 to recharge for 10 days alter

with

not be
it is used. I
recharged again using this spell, it
will be 20 days until the stone begins

it is used, and then

e R U e T




to recharge normally. and so on. The
sence of multiple Powerstones
does not inhibit the casting of this
spell
On anv ordinary failure with this
s[rll the Powerstone gams a pew
quirk [p. 69). On a critical failure, the
Powerstone cracks and is destroyed.
This spell can safely recharge
Powerstomes with quirks that limit
reche ging only if the conditions
imposed by the quirk have been met
Attempts 1o ignore those conditions
may cause the Powerstone to shatter
This spell does not work on
Mamistones

The energv remains i
] peeded
Costi: 3 per pomt of

¢ fo cest: 10 minutes
equisites; Magery 3. Power

» and Lend Energy.

Spellguard (VH)
Regular; Resists attempis to
tamper with its :.ub]ec*. spell

1o

This spell is caston a
protect it from tampering
Twice the energy put into th
103 points) is subtracted from

of any casting of the follow Meta-
spells against the suobject spell
Counterspell, Displace Spell, False

Aura, Remove Aura, Remove Curse,
Steal Spell, Suspend Curse, and
Suspend Spell. Twice the energy put
into the Spellguard is added 10 the

effective skill of the subject spells cast-
er when resisting
pend Magic. Whe

s lapses or is

the spell it
dispelled, the

rd also lapses

LAOSTIS ot 1

each

ast: | second
7y point spent
juisite: Dispel Ma

Item
a) Staff, wand, or jewelry. Usable

F L ) CTeudt
May be cast ;\=|11|um'n'[|\ an
nted ifem or @ea to make i
amper with: it then hampers
Susperd Enchantment and R..r',--u.
Enchantment as well. Er
cust; 100 times normal cost

Remove Aura

Regular; Special Resistance;
Resists Information spells
Like False Aura, but removes the
magical emanations of the subject
entindy. When casl on an inanimate
object, this spell tums it into a blank
slate for spells such as Anciemt
History, History, See Secrets, or
Seeker (in the latter case, the Remove
Aura breaks the “association,” so the
Secker is cast at -3). To resolve this,
anv future casting of the aforemen-
tioned spells is resisted by the Remove
Aura — whenever the other spell fails
the information it tried 1o access was
successfully removed. Whatever hap-
pens io the object after s
removed can still be freely accessed by

those spells, of course
When cast on a living
subject, the Remove Aura only
one \i.:\ and cannot be fl!..hﬂ...t.['ul l

aura s

r magical

Item
(a) Wand, staff, or je
only bv mages;

the subject. Er

spells end, and

used o creale

a box mana-dead, when you move the
b, the dead space will stay where it
was, rather than moving with the box
A critical failure with this spell
cossts the caster one level of Magery!

Duratior: Permanent
Base «x
Time to ¢
Prerege

Suspend \.'..nu

Dispel Magic and

Restore Mana (VH)
Area
The reverse of Mana
restores mana (o 3 dead zone. The
area gains a mana égual I«
of the

1
age  mana kevel
area

been

SIS 2

Steal Spell (VH)
Regular; Resisted by
subject spell
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Missile
v ot be thromn

spells and

mav be blocked or

pamied. However

Delay

Item

Any missile weapon may be
enchanted to throw one specific spell,
which flies just as if the weapon had
fired its ordinary ammunition. Enersy
205t {o cregte! 2,500 times the casting
tost of the subject spell. There are
namors of enchanted missile weapons
that can throw any spell known 1o
their wielder, but nothing more
specific is known about them.

Regular

In son

worlds. onlv holv men or

ards can cast this spell; this

the GM’s to make

The effect of a blessing is as follows;
All the subject’s die rolls are modified
favorably by one point (or more, for a
more powerful blessing). The modifi-
cation will not affect critical successes
and failures, This lasts indefinitely . . .
until the subject fails some die roll {or
a foe makes a good die roll) and the
subject is in some serious danger. Then
the blessing miraculously averts or
reduces the danger - and ends. It is up
1o the GM o decide when the blessing
has its final effect, and what form the
rll'Ul\,‘l.'l}Ull L'ILL'\ l! an anow s illl'lllfll

at vour heart, a 1-point blessing might

nnt

move it 10 W while

one would send it through vour hat

and a 3-point one would Jet it slay a foe

behind vou

Item
Any. The blessing

item rather than a person, ar

the wearer of the item. WI
hlessing finally
the item I

1 fo cast: 10 times

AVErs some

its enc

Y COS

cast on a person

Curse
Regular
Exactly I e of Bless. All
the subject’s die rolls are modified
u ably, lasting until
notable success despite the bad
rolls = GM's decision as to exactly
what this is. Then the success turms
somehow to ashes, and the curse is

ended

e SCOres

Cost:3 fora

|-point Curse, 10 fora

20 for a 3 n

IS¢

2 point Cur

Like Bles

As for Bless, except
that both very good and very evil

CRATACIErs Can curse

Item

Any, The curse is cast on the item
rather than a person, and affects the
wearer of the item. GMs should make
rolls in secret, and otherwise do what-
ever they can, to keep players from
realizing they have encountered a
cursed item! When the Curse delivers
its final “zap,” the enchantment van
ishes. Energy cost to cast: 10 times the
cost Lo cast on a person.




Suspend Magery (VH)
Regular; Resisted by
Will+Magery

Temporarily nullifies the subject’s
Magery, The caster must touch the
subject throughout the casting. The
subject retains his knowledge of
spells, but cannot cast them — unless
he is in a high-mana area, of course, in
which case he simply loses the bonus
Even in a high-mana area, the subject
cannot cast spells that require Magery
of any level. Suspend Magery can only
be removed by Remove Curse.

A critical failure with this spell
costs the caster a level of Magery for
2d days. At the end of that time, the
caster should roll vs. 10+Ma s any
roll except a critical failure means that
the lost Magery is regained — a critical
failure means the loss is permanent!

Duration: | hour.
Cost> 12 10 cast, Same cost to main-
win, However, the subject gets to

resist. every time the spell is
maintained
Time to cast: 10 seconds.
Prerequisites: Magery 2 and two
spells from at least 10 different
colleges:
Item

Clothing or jewelry (shackles are a
favorite). Always on; only affects the
wearer. Energy cost to create: 2,200

Drain Magery (VH)
Regular; Resisted by
Will+Magery
Permanently drains one level of the
subject’s Magery advantage. The caster

must touch the subject throughou the
casting.

The subject retains his knowledge
of spells (albeit at a lower skill Im.‘«_-fﬁ
but cannot cast those that require 2
higher degree of Magerv than his new
one.

A critical failure with this spel)
costs the caster a.degree of Magery

and a point of 10!

Duration: Permanent.
Cost: 30.

Time 1o cast: 10 minutes
Prereguisites:  Magery 3 and
Suspend Mageny

Item

There are persistent rumors of
malevolent items that drain Magery
from their victims, but nothing
specific is known.

LINKING SPELLS

These three spells are related.
Delay, a Regular spell, is used for
quick coupling of spells, while Link,
an Area spell, is more useful for long-
term linkings. Reflex is a Special spell
cast on another spell lo convert it to a
one-shot Blocking spell - see pp. 12-13
for rules governing Blocking spells

With any of these spells, the “link-
ing spell” is Delay, Link, or Reflex. A
“linked spell” is another spell con-
trolled by the linking spell. Linked
spells must be cast by the same person
who cast the linking spell, and must be
cast within one minute after the
linking spell is cast.

- i

1f any questions arise on the inter-
pretation of a spell’s ability to detect a
particular event, or whether a particu-
lar spell may be linked, the GMS word
is final. GMs wishing to restrict any of
these spells may allow only a small list
of spells to be linked, or exclude
certain spells.

Any item with a spell linked 1o it is
visible as such to Mage Sight but not
to a mages 10+Magery roll. Only
Analyze Magic can tell the nature of
the linked spell.

Delay
Regular

This spell is cast on another spell to
delay its activation until a certain
thing happens in the linked spells
presence — that is, in the presence of
the item or area on which the linked
spell was cast. This triggering event
may be as simple or complex as the
caster desires; if complex, it should be
put in writing. The triggering event
must be something that could reason-
ably be determined by a normal per-
son at the Delay site; the GMS decision
is final. If the Delay is to be triggered
by a more esoteric event, an appropri-
ate spell such as Mage Sight may be
cast on the Delay. The Delay may also
be triggered by the activation of
another spell, such as Watchdog or
another linked spell. A Delay can
activate only one other spell.

The spells are cast one after the
other, with no delays between spells.
The Delay must be cast first, and
counts as a spell “on” when determiin-
ing the skill level of the linked spell -
see p. 10, Full cost for the linked spell
and for the Delay must be paid at the
time of casting. If the caster specifies a
spell to affect a human-sized subject,
and a larger victim (requiring more
energy —see p. |1)actually triggers the
Delay, there is either no effect or

reduced effect, depending on the spell.
The GM’s ruling on this is final.

Delay may be cast two ways: to acti-
vate the linked spell on a specific sub-
ject, or as a trap, to activate the linked
spell against any subject that meets the
triggering conditions. In the latter case,
the Delay and the linked spell are both
cast on a “trap item,” and range is fiz-
ured from the trap item at the moment
the spell is wiggered. Magic Resistance
penalties also apply to the linked spell
at the time of triggering.

The caster rolls for Delay when it is
first cast; the roll for the linked spell is
not made until the tiggering event
occurs, If the intended subject of 2
linked spell is not present at the time of
casting, there is an additional -3 penal-
ty for the linked spell (but not for the
Link) for not being able to touch or se¢
the subject - see p. 11. So, for instance,
the dreaded “deathtouch doorknab” set
to “attack” the first person to touch it
would activate at a -5 penalty.

When a Delay is trigaered, the
linked spell begins to activate, taking
affect the next turn. Thus, a Delay can-
not be used as a Blocking spell. 1t can
be used as a trap; the victim m:-l}‘_bf
taken by surprise. An unsuspecting
victim must make an 1Q roll 1@
respond before the linked spell is fully
activated — Combat Reflexes gives +0
1o this roll.




“instantancous” spell like Thunder-
clap will happen once, when activated:
then the spell will be gone. A continu-
ing spell like Voices will start when
activated, and then operate until it
expires.

A single Link can be made to acti-
vate a spell when the area is entered,
and deactivate the spell when the area
is left. This may continue until the
linked spell expires. As an example, a
mage may casl Link on Continual
Light, If he then rolls seven days [or
the duration of the Continual Light
spell (168 howrs), he can have the Link
set up to turn the Light on when he
enters the room, and tum it off when
he leaves. When 168 hours of light
have been used, both spells expire, For
instantaneous spells, the Link vanishes
after activating the other spells,

No maintenance of a Link is
required, either for the Link itself, the
linked spells, or any information spells
cast on the Link to tell it when to
trigger:

the first intruder o enter the Link's area
would find himsell in a zone of flaming
glug, but subsequent intruders would
be safe (from that Link, anyway). The
size of the linked spells must be set at
the time of casting. If the subject is larg-
er than the estimated target, the spell
either has no effect, or a weaker effect,
depending on the spell. The GM's nuling
on this is final

Only subjects within the Linked area
are affected, unless the spell results in
an effect that would not be bound to
that area - summoning a demon, for
example! The iriggering event may
occur outside of the area, however.

The time to cast the linked spells is
spent when initially set up. There is no
delay when the Link is triggered — all
linked spells are activated instantly.

The linked spells do not count as a
spell “on” for any purpose. Every three
Link spells on count as one spell on,
rounding down, A mage cannot detect
a Link simply by looking at it. The
Mage Sight spell or the Detect Magic
spell will reveal the Link, however:

r Both the Delay and the linked spell
count a8 “on” fior spellcasting purpos-
& if an Information spell has been
aiided, it s also on. The linked spell
not meed to be maintained,

the Delay or its Information
‘mavneed to be. Once the Delay is

i it vanishes, and no longer

counts as on. The linked spell contin-
yes to_count as on as long as it is
active. limay be maintained normally.

4 Delay may also be set to “turn
off an ongoing spell when a trigoering
avent occurs. In that case, the linked
spell lasts only while the caster main-
wins it, but the Delay itself requires no
mainienance.

Blocking and Missile spells cannot
he Delayed - all other spells can. An
“instantancous” spell like Thunderclap
will happen once, when activated; then
the spell will be gone. A continuing
spell like Voices will start when acti-
vated, and then operate until it expires.

Duration: 2 hours.

Time 1o cast: 10 seconds,

Costz 3 to cast. 3 1o maintain.

Prerequisites: Magery 3 and any 15
spells.

Link I'll break my staff
Bury it certain fathoms in the earth
And deeper than did ever plunimet sound
I'll drown my book.
— William Shakespeare,
The Tempest

Area
Postpones the activation of one or
more linked spells cast in its area of
effect. until a certain thing happens in
the Links presence. This triggering
event may be as simple or complex as
the easter desires, and is governed like
Delay :jb(;\‘e). The Link may also be
tzeered by the activation of a spell
Psced on the area after the Link, :ih
as \\"::lchdag‘ Delay or another Link.
€ Caster pays the enerey costs
and makes the skill rolls I'orrﬁe Link
spell and all linked spells at the time

of casting Linked epellsiimy ot bins If the mage knows the Conceal

Link may also be set in reverse, o

Ef?_l fom cost reductions for high
lﬁliklﬂ IF the intended subject of a
. ed spell is not present at the time
‘asting, there is an additional -5
?erullh&_v for the linked spell (but not
90 the Link) for nat being able 10
mu:horseelhesuhju:cl-smp‘ 11.
E I‘lmmohhea];muithel.inkspeﬂ
= al the time of casting.
m spells may go off anywhere
a Linked area; for instance, if
Yardradivs Create Fire and one-

mﬁdms_ﬁlne_ spell were linked 10 a
Mﬂd&m i Link to catch intruders,

Magic spell, the Link may be made
harder 1o detect by magical means.
Simply adding the Conceal Magic costs
to the base cost of the Link spell accom-
plishes this effect. The mage must know
Conceal Magic to use this option.

If the subject of a linked spell is not
present at the casting, and has Magic
Resistance, refer to the original die
roll 1o determine the results. If the
original die roll of the linked spell is
not recorded, reroll the spell for this
purpose only,

Blocking and missile spells cannot
be Linked - other spells can. An

stop one or more spells when a trig-
gering event oceurs, In that case, the
linked spell will last only while the
caster maintains it, but the Link itself
requires no maintenance,

Duration: Until triggered, and jis
linked spells expire.

Base cost: 8; linked spells cannot be
maintained.

Time (o cast: 4 hours — there is no
reduction in time to cast, no matter
how well Link is leamed.

Prerequisite: Delay,




Item

This spell may be cast permanently
on any enchanted item, to determine
the circumstances under which it
. The Limit spell would be used
1o determine the class of users that
could use the item, but Link might be
used, for instance, to make it work
only at night, Energy cost 1o cast: 200.
Any Information spells required to tell
it when 1o trigeer (e.e., Detect Magic)
must be cast as separate enchant-
ments on the item. For instance, a
sword might be Linked with a Light
spell and a Sense Life spell, so that it
would glow in the presence of orcs

A reversed Link may be cast per-
manently on any enchanted item, 1o
deactivate it under set circumstances
This is often used to keep magic items
from falling into the wrong hands.
Energy cost to cast: 200.

Reflex
Special

This spell is cast on another spell. It
converts that spell to function as a
Blocking spell for one time only, then
disappear. Unlike Delay or Link, a
Reflexed spell is trigzered by the will
of the caster, not by an external event.
This means that while Reverse
Missiles may be Rellexed to activate il
the caster sees someone shoot at him,
it will not be triggered by a shot in the
back. It is treated as an active defense,
similar to Parry or Block for all practi
cal purposes (except retreating does
not add 3 to the roll). Casting a
Reflexed spell will interrupt any spell
the caster is concentrating on, and is
handled like any other Blocking spell
see pp. 12-13.

When Reflex is cast, the linked
spell must be cast immediately after
Reflex, by the same caster. Each cast-
ing of Reflex will only work on one
spell - it is not possible to have multi-
ple spells: operate as one Blocking
spell, The skill roll for Reflex is rolled
at the time of casting, but the roll for
the linked spell is not made until it is
cast as a Blocking spell. The energy
cost for Reflex is paid at the time of
casting Reflex, but the energy for the
Reflexed spell is not paid untl it is
cast, whether as an active defense or
otherwise. The time to cast a Reflexed
spell is spent immediately after the
Reflex is cast, but the success roll and
energy cost are handled later,

A Reflexed spell counts as one spell
“on” for spellcasting purposes - see
p. 10. A Reflexed spell does not count
as “on” when making the roll 1o cast
itsell. Thus, if a mage has four
Reflexed spells on, any other spell he
casts is at -4, but when he casts one of
the Reflexed spells, it is only at -3 for
the ather three Reflexed spells on.

It is extravagant or even tiseless to cast
certain spells as Reflexed!

A Reflexed spell may be cast only
once, It then disappears, and no
longer counts as a spell on, The effects
are immediate, and the duration is
instantaneous, not the duration listed
for the original spell. This means that
it is extravagant or even useless to cast
certain spells as Reflexed! A Force
Dome, for example, would stop one
physical attack, then disappear - a
fatiguing, but effective, defense! A
Created Animal will appear, then dis-
appear before it can make any action.
(It might stop a missile during its brief
existence, however. The GM may rule
such an animal must be nearly equal
in size to the target it is shielding,)
Exceptions to this instantancous-
result rule are spells with permanent
results, such as Major Healing — their
effects are indeed permanent

Any person may carry any number
of Reflexes. However, ¢ one spell
may be cast in any one tum.
Remember also, that if a Reflexed
spell is used as an active defense, no
other active defense may be used
against that attack, unless All-Out
Defense is chosen. See p. Bige,

A Reflexed spell may be cast as a
regular action - it does not have 1o be
cast as o defense. It takes one second
lo cast, regardless of the time it would
normally require to cast.

All normal modifiers for distance
and Magic Resistance are used when
casting the Reflexed spell, if the sub-
ject of the Reflexed spell is distant
frum the person ar object the Reflex
itself is cast on.

Note that a mg

on another ﬁﬁw?‘l‘llmv Wi
subject) mav activae

using Iongdiwml;:?f::! ting
linked spell s cast an a subi Ity
than the subject of the Refley ey
the regular modifier for the d; ks,
to that subject is added 1 the
distance modifier for the cay If!lg

ter.

Example: Felix gives Beast-Se siher
as a Reflexed spell 1o Ruiclolph. Feliy
then activates a Wizard Eve 1 keep
tabs on Rudolph as he goes Hunting
Rudolph meets a short-tempered wild
boar, which Felix observes through
the ¥ -d Eve. Rudolph cannot acti.
vate the spell. Fartunately, |
have to! Felix activates Beast-
as Rudolph tries an Animal Ha
roll to caim the boar Rudk
sone about two miles into the woods
so Felix is at -3 for long distance. The
boar is 3 vards away from Rudolph
so Felix 1s at another -3 for the ran
to the subject of the Reflexed spell. He
is also at-1 for having Wizard Eve on
Thus, Felix casts Beast-Soother ol 7.
and pays the energy for the spell al
that time. Fortunately he has it ot
level 21, so he casts it for the mag- |
mideed

hoar s

mum effect. The
calmed, and Rud

Soother spell no lon:
Rudolph meets another animal
on his own, though Felix may:sall be
observing any action with his Wiz

he's

Eyve

Blocking spells and Missile spell
cannot be Reflexed; other spells can
be

gtz 1 hour
) cast: 10 seconds.

Equeal 1o the cost 10 et the
subject spell — minimum of | ot 0
mamiain is the same. Note tht S

with the Reffex spell does nok 3

Cost o cast it

requisites; Delny and Ward

£




CHAPTER EIGHTEEN

IND CONTROL
SPELLS

lime

Control all require eithe
Iv sharp intellect or a good
in the College of Com
Empathy. They

relationst

I
ys with Body Con

CTOSS

spells; sapient beings cannot be

cleanly split into body and mind

Keen (Sense)
Regular
This spell is actually several differ-
vith (Animal) Control or

The most comm

ent spells
Boost (Attr

is

U \LJJ;
s Detect
tion Sense

| bonus per

&) EIVES a

point of energy spent to Sense rolls of

the appropriate tvpe.
Kenn Hearing is also a Sound spell

creare: 150
pei point  of

improvement

Dull
(Sense)
Regular;
Resisted by HT
The inverse of
Keen (Sense), this

I .
spell reduces all

the subject’s Sense rolls for the appro-

prale sensc

Item

{a) Clothing or jewelry. The wearers
Sense score is reduced. Energy cost fo
create: 50 per point of Sense decrease
Staft or Usable only by

mages. Energ

wand

ost 1o create: 500,

Alertness (VH)

Regular
Increases all the subjects Sense

rolls

LAy




Prevpiisiter: Anv two

Keen (Senwe)

Item
Clothing ar jewelry, Eneney cost

ereate: 30 per polot ol improvement

Dullness (VH)

Repular; Resisted by 1T
Recluces all of the subject’s Sene
roills

Drirarion 10 minum
Coar 2 1o 10 1o cant

Ll that 1o
e veduced by 1 ot
eath wir g s of ¢
pell
Preveduansi
Dull (Senve)

nerpy pat into the

Any wo

ltem
Clothing or jewelry, The

wrer’s
Sense sioores are reduced, By coy

forereate; 2000 per point ol decremse

Fear

Area; Resisted by Will

The subjectis) leel fright, The caster

4 bonus 1o reaction rolls in

potenthal combat situations and othe

sitiations where threats are eflective
1 penalty on lovalty rolls
and situstions where wrrorizing NPCs

s counterproductive

Deeration: W mintes unk Il
tered by Bravery
Hase cost: 1 Cannol be mmintained
Preveuisite: Sense Emotion ar i

Ermputhy advantage

Item

(i) Any item, Always on: the ftlem
v wearer to feel lean Eneney cost
200, {(b) Stalf or wand. Usable
s the ftem must 1ouch
the subject. Energy cost to create: 300

s
{0 il

only by 1

Panic
Area; Resisted by Will
Those in the atfected wrea (ee in
mlncdless fean away [vom the caster;
{or the durstion of the spell. A sulsject
whio connol escape can um and fake
the AlLOW Delense
uitucked

maneuver, 1

1 it

$ 10 cust

Dhieratitm
Bt

P o madntaln

Prervigtiisite! Fear

Iem
Stall: or wand. Usable only by
mages; 1 Wem must tovck  the

sublect, Energy cost o create; 500

Terror
Aren; Resisted by Will
Anvone dn the aren who Tails 1o

TS INE ot ek o e e Fright
Checl a3

Hase vose: 4

Prevequisite: Fea
Item

Stall or wand, Usable anly Iy
mages; the ftem must touch the

subject. Energy cost to ervate: 600

Bravery
Area; Resisted by Will-|

N the subject(s) fearless
Anyone under this spell muost muke an
10 ol o avold Being brave

el
coution be called for

Ouration: 1 hour anle ounlered
by Feur

Hase case: 2. Cannot be mainained

Fre I

Item
() Any item
miaintalns a Bravery spell on fis

Always on; the ftem

e
0 (h) Stall
ar wand, Usable only by mages; the

en Endrgy cost le credle

e must touch the subject, Ewxerpy
cost to ereate; 500,

Rear Vision

Regular
The subject can see all around
i he had the 360" Vision
advaniage (p. B34)

himsell, as

Drratiom: | minui

o Viocast, o madntain

Prerequiisite: Alertness

Iem
Weapon,
Energy cost o ereate: 1,000

clothing, or jewelry

Berserker
Regular; Resisted by Will
Causes the subject 1o fight as o
rker see Berserk disadvaniage
P B124) 1 known [oes are in sight (o
even in earshot ), they will be atracked
Hrst

Dgrafvon

Hght erds

HO erbinapg
il the wibye ¢ -

Feniv b0y ety 4

Premvgnisine

Item
Ll Stall or w
miag

nel; nahl oy B
wly by

udle 4
i ||--,|1_ o u beye

Fhe btern st {n |
ntation of

Energy cost 16 create T50, T hy) By | :
k which casty iy P
F Al O energ
resistance roll i ible), 1t ser
# Heavy Cloak with i 3 DR 2
20 HP. 1Fthe cloak loses all it I;l-‘
enchantment is destroyed Fry

Ty ereate: 500

ipell g )

Foolishness

Regular; Resisted by Will

Thie subject sullers <1 0 his 10 aid
10-based skills (nelding apella) fo
every point of energy put tne iy
pell. The GM may also require an 10
voll 10 remember complex thing
while under the influence of thi pell

Lleeraly

Cost: |

maintain frour

10 12 or high

Proveguisin

Item

(i) Any item. Always on; the lem
recluces wearers 10, Enengd cosl oo
afes 100 forench point of 10 reduetion
(b) Stall or wand, Usable only by
mages; the ftem {ouch fhe
subject. Energy cost 1o ereate: 800

Daze
Regular; Resisted by HT
I'he subject looks and acts normal
what s goimg on
wround him, ernernber it faten A
dazed guard stunds gquietly while a
thief walks past! Any fijury, o su
sl resistance o spell, o the
sublect o snap vut of the e and
return to full aert stitus

but does not noti

Deeratiom: | miniile

Cost: 3 o cost, 2 o mankin
Tinie fov caxe: 2 sevonds

Pre isite: Foolishne

Item

() Any item, Always on; e lem
cinses efects of Dase spell Energy
cost fo create; 400, (b) Stalf or wand




Lissble only by mages the item must
wach the subject. Enery
createc 1.000

cosl o

Mental Stun
Regular; Resisted by Will
The subject is mentally stunned
il e can miake an 1Q roll 1o recaver

.
Cost: £

Prrsguitsite: Daze or Stun

Ttem

(a} Any item, Alwavs on; the wear-
eris mentally stunned until the item is
remived. Fninyv cost 1o create: 500, (b)
Suaff or wand. Usable only by mages;
the item must touch the subject
1,100,

creale

Disorient

Area; Resisted by Will
Al within the area lose their bear-
ings. They will not immediately fee
lost, but as soon as it becomes neves-
sany W remember the path they've
ken, or femember their position rel-
¢ 1o a landmark, they will draw a
blank. Those with Absolute Direction

SISt ol +5

afi

e The B
hearings in the usual fashion
mbion roll, back-tracking, com
les, elc,)

Tl 1o ey

subjects ¢an regain

10 seconds,
Base cost: | Canniot be maintained

Py wsire! Foalishness
Item
Sl or wand. Usable only b

mages. Etergy cost to create 200.

Encrypy
Regular

any writing or othe
Yal informistion medium, this spell
makes it unreadable o any but the
Sser Anvone can see the wiriting, but
thes sl bye convineed that it is hope-

W |l\'l1 Casl on

dos

LM.\-h AlGane complex, o foreign
o

& “r media dependent an the selises

LN

W hiding
iding any arcane taste- or smell

i " that might be used by
. ‘\i:mu.m faces, as well as Braille in

LS 5 o1
- r-m eltings) may be encrvpied if
M permits it

Dusy

sed “wrinly

o, | week

L
#‘m” 1*"“ Up to 1000 words of
85 2 e up 10 10,000 wonds of

plaintexs; 3 for up o 100,000 words of

plaintext: +1 for each additiona
100,000 wards, Thus
wcal GURPS Fourtiy F

books, al 73,000

ck ol six tvp

SounCe
about |1 words per
hook, would ¢ 12

CNerey 10 encrypt

Prevequaisite: Daze

Item

(a) Any writing may be perma-
nently encrypted for 100 times the
cost 1o cast the spell. (b) Staff, wand
or jewelry. Energy cost to create: 100,

Fascinate
Regular or Blocking;
Resisted by Will
Holds the subject (a sapient being
motionless and unaware of the pas-
sage al time as long as the caster
maintains eye contact and concentra-
tion. Darkness breaks eve contact!
May be cast as a Blocking spell if the
subject is entering Close Combat
range

The caster may move slowly

(Move 1) while maintaining eve con-
tact il he knows the spell at level 15 o1
better; each vard he moves away from
t
ance 1oll 1o break the spell, The spell is
also broken by any attack (physical or
magical) on the subjec

subject allows it another resist-

Diiva Indefinite
Cosi: 4
Prer site: Diae
Item
Mirror, painting, or statuette

:1,000.
This item is used s a guardian in some
places (the spell is broken when the
victim falls unconscious  through
stanvation, dehvdration, or exhaustion)

Alwavs on. Energy cost (o ¢

Forgetfulness
Regul

Resisted by
Will or skill

Causes the subject to forget one
fact, skill, or spell temporarily. The
skill or spell cannot be used while
Forgethulness is in effect. Iff (for
instance) a forgotten spell is a prereg-
wisite lor other spells, the other spells
can still be used, at -2 to skill

ot | howr
3 1o cast. 3 to maintain
10 secands

£ Magery |

and
Foolishness

Minp CONTROL SPELLS

Item

Anv item
causes the wearer to forget one thing
specified when the item is created
The wearer will remember again an
hewr after the item is removed. Energy
S00.

Always on; the item

cost [0 crealer

Sleep
Regular; Resisted by HT
The subject falls asleep. If standing,
he falls
He can be awakened by a blow, loud
ete., but will be mentally
stunned (see Effects of Stun, p. B420)
The Awaken spell (p. 90) will arouse
him instantly. If not awakened, he will
sleep for around eight hours and
awaken normally

( i
fime 1o cast

Prevequedsire

but this does nor wake him

NoIse,

3 seconds.

Daze

[tem

(a) Any item. Always on; the item
puts to sleep until it is
removed, When the item is created,
the caster can specifv whether its
effects are gradual or immediate,
Energy cost to create: 600, (b) Staff or
wand. Usable only by mages; the item
must touch the subject. Energy cost to
create: 1,200

wearer

Wisdom
Regular
Raises the subject’s 1Q temporarily.
This raises his ability with skills, but
not with spells! The subject’s 10 can-
not become higher than the

caster’s
Durationt; | minute
Cose: 4 for every point of 1Q

increase (maximum of 5). Same cost
1O mamntam

P At least six other
Mind Control spells,

Julisites

Item

(a) Any item, Always on; the wear
e1’s 10 is maised while the item is wam!
This is a very vare and prized item
Energy cost to creaty: 2,000 per point of
ncrease (maximum 5). (b) Staff or
wand. Usable only by mages; the item
must touch the subject. Ene BV 0OST o
erette: 2,000 .




Boost (Attribute)

Regular or Blocking
As listed under Body Control Spells,
P 37,

Weaken Will
Regular; Resisted by Will
Temporarily reduces the subjects

Will.

Duration: 1 minute

Cost: 2 per point of Will reduction
(maximum Will reduction of 5), Half
that to maintain

Prevequisites: M
Foalishness.

v 1 and

Item

(a) Any item, Always on; the wear-
er has his Will weakened. Energy cost
to cregte: 100 tor each point of Weak
Will, (b) Staft or wand. Usable only by
mages; the item must touch the
subject. Energy cost 1o ereate: 700

Strengthen Will
Regular
Temporarily increases the subject’s

Will,

Diparion: 1 minute

Cost: | lor every +1 to Will (maxi
mum Will increase of 5), Hall that to
minntan

Prevequusites: Magery | and at least
six Mind Contral spells

ltem

{a) Any item. Alwavs on; the wear-
ins up to 5 points of Will. This is
arare item, Energv cost to create; 1,000
per point of Will (maximum of 3). (b)
Staft ar wand, Usable only by mages
the item must touch the subject
Energy cost o oreate: 1,500,

Memorize
Regular
As listed under Knowledee Spells,
p. 105

Lovalty
Regular; Resisted by Will
Makes the subject loval (o the cast
er: The subject follows any direct order
the caster gives; in the absepce of
direct orders, he acts in the casters
best nterest as he understnds it. The

spell is immediately broken if the cast-
er attacks the subject, If the subject is
tokd to do something very hazardois
or against his normal code of behavior
(GM’s decision), he gets an 10 roll 10
break the '-fKH

Duration: 1 hour
Cost: 2 to cast

2 to maintain
Double this cost if the subject does not
know the caster, or triple if the subject
is & loe of the caster
Time to cast: 2 seconds.
Prerequisites: Bravery and two
other Mind Control spells

Item

(a) Any item. Always on; the wear-
er becomes loyal to the original cre-
ator of the item (when that person
dies; the item loses its power). Energy
cost to create: 500, Double this cost for
an item that makes the wearer loval 1o
some specific third person. (h) Stalf or
wand. Usable only by mages; the item
must touch the subject. Evergy cost 1o
create: 2,000

Command
Blocking; Resisted by Will
Give a subject one imnmediate com-
mand - a word and a gesture, or at most
two words — which the \ulnut musl
obey. If the subject is unable o fulfill
the command immediately or on his
next turn, the spell has no effect.

ect drops what
ever he was holding

Look!
direction the caster indicates

"Wait!" - the subject takes the Wait
maneuver on his next turn

the subject looks in the

Prere

tes: Magery 2 and

Forgetfulness.

Item
Wand, staff, or jewelrv. Energy cost
torcreate: 500,

Drunkenness
Regular; Resisted by Will
Makes the victim temporarily
intoxicated: he is loud, cheertul, and
badly coordinated. Both 1Q and DX
are reduced by the amount of energy
put into the spell. 1F the victim is a PC
he should be told he feels drunk, and

encouraged to roleplay it! When he
spell ends, it does soinstantly (no
hangover),

Duyation: | minute

Cost: | bor each point of 1Q and DX
lost (maximim 53, Half that 10 main.
lain

Time to cast: 2 seconds

Prereguisites
Clumsiness,

i

oolishness  and
Item

ta) Any item. Alwavs on; the item
causes the effects of the Drunkenness
spell. Energy cost to crate: 200 per point
of reduction. (b) Staff or wand. Usable
only by mages; the item must touch the
subject. Energy cost to create: $00.

Madness
Regular; Resisted by Will-2

The subject is driven tempararily
insane; this should be roleplaved. The
caster selects the severity of madness
he wishes to inflict, and the GM
decides which maclness at that severi-
ly is appropriate to the situation
(rolling a die is a perfectly acceptable
way to make this decision). On a eriti-
cal success, the caster may select the
madness to be inflicted

Unless noted otherwise, each mad-
ness is identical to the disadvant f
the same name. Some madnésses are
equivalent to disadvantages that
require self-control rolls. The subject
always fails his self-control rolls
ical madness

against the mag

Mild: Delusion [-3], Flashbacks
[-5], Phantom Vaices [-3], Phobia [-3]
Moderate: Bestial [-10], Confused
Delusion [-10], Flashbacks [-10]
Paranoia [-10], Phantom Voices [-10]
Berserk, Bestial [-15]

Severe:

Hallucinations (as the Hallugi
incapacitating condition, p. B429)
Phantom Voices [-15],

Evtreme: Catatonin (as the Dz
incapacitating condition (p. B428)
but the subject cannot snap out of it
until the spell ends), Flashbacks [-20]

Oyraticon: | minute

Cost: 2 for o Mild madness: 3 (¢
Moderate; 4 tor Severe; 6 for Extreme
Hall

AL [0 suniEun

i 2seconds.

fulness o

Prereguistie Forge

Drunkenness




{a) Any tlem Always on; the item
cnses the effects of the Madness
;;\'II When the item is created, the
caster can specify whether its effects
¢ gradual or immediate, and (if
a!c.-‘n*l‘d! u specific type « nmdri?‘“
Esurgy cost 10 CTeale 500, (b) 5|:-‘|¢ ar
wand. Usable only by mages. Energy
cast 1o create: 1,000

castet

Dur i | minute
Base cost: 2 10 cast. | lo maintain

Minimium radius 2 vards

Time to cast: 1 second for each

ene paint spent

Daze and 10 13 or

Prereguistiies

higher

Emotion Control
Area; Resisted by Will
Instills the subject(s) with anv one
emotion the caster chooses. There is no
game system” effect unless the GM
feels it necessary, but subjects should
roleplay 1! Some sample emotions:

love, hate, lust, anger; greed, jealousy,
hunger, fear, sadness, joy, peace, unrest,
depression, patriotism, boredom.

Dy

Base ¢

1 hour

t:2, Cannot be maintained;
351 be recast

te: Lovalty or Mental

St

Item
12) Any item

\ Always on; the wear-
118 alfecte

d by the emotion instilled
0 the item when it was created.
Energy cust 1o create: 300, (b) Staff or
wand, Usable only by m: ges: the item
MUSttouch the subject. £ ergy cosi o
ereate: 1,000 for an item that can instill
s pne emation, or 22

o 2,200 tor one
stills any desived emot ion.

Mass Daze
Area; Resisted by HT

bat can be cast over an

As Dage
ey,

Mindlessness (VH)
Regular; Resisted by Will
Reduces the subjects 10 to 1 tem-
porarily, n him to babbling
idiocy. The subject cannot cast or
maintain spells, use skills, talk, or
other actions determined by the GM.
The subject can walk, laugh, cry,
drool, eat with his hands, react to heat
and cold, etc. He has a very short
attention span and notices only col-
ors, pretty things, movement, and
other things that a baby would be
cunious about. If the subject is a PC,
the plaver should roleplay this state.

Duration: | minute
Cost: § to cast. 4 to maintain.

Time to cast; 5 seconds

Prerequisites: Magery 2 and
Forgetfulness

Item

Any item. The item casts

Mindlessness on its wearer. Energy
cost o create: 800

Compel Lie
Regular; Resisted by Will
The subject becomes unable to tell
the truth: he cannot make any

sttement he believes to be true, and

in fact feels compelled to tell lies
although he may (if he realizes that he
is under a spell) choose 10 remain
silent.

Compel Lic and Compel Truth
resist each other. Aura may be required
to find out which spell has won out!

This is also a Communication and

Empathy spell

Duration! 5 minutes.
Cost: 4 1o casl. 2 to maintain,
Prerequisite; Emotion Control

Item

Torc or heavy necklace; the wearer
cannot tell the truth. Energy cost o
create: 600

Lure
Area; Resisted by Will

Each being who steps within this
spell’s area of effect feels compelled 1o
approach the center of the affected
ion, The GM should roll the cr
ture’s resistance in secret and then te
the unlucky victim that he “feels curi-
ous about the chest” or some such
subtle hint. Once the victim has
reached the center, he is immune to
the spell until he leaves the affected
area (if he returns, he will once again
be “attacked” by the spell).

Lure and Avoid are antasonistic
spells and thus resist each other:

Duration: 1 hour:

Base cost: | to cast. Same cost to
maintain

Time 1o casi: 10 seconds.,

Prerequisite: Emotion Control.
Item

An area may be made permanently

attractive for 100 times normal enerey
Cost.

Mass Sleep
Area; Resisted by HT

As Sleep, but can be cast aver an

Base cost; 3
vards

Thne to cast:
ENErgy point spent

Prerequisites: Sleep and 1Q 13 or
higher

Minimum radius 2

l second for each




Peaceful Sleep

Regular; Special Resistance
The subject gets an undisturbed
s sleep. This spell cures insom
allows sleep in noisy, disruptive
environments, and protects inst
nightmares and the Nightmare spell
This period counts double in terms of
HP and FP recovery. The caster can
awaken the subject with a word
Otherwise, subject cannot be awak
ened, except by injury or with the
Awaken spell.

This spell works only an a willing
subject;
automatic

l“hL‘!‘\\ihL‘. resistance 1s

Time |

Prerequisites: Sleep and Silence.

cast: 30 seconds.

Item

(n) Wand or staff that gives the
power to cast this spell, Energy cost to
create; 900, (b) Any item. If the wearer
is willing to sleep, the item puts him to
sleep as per the spell; he awakens in
L'I}.!|II hours, or if the item is removed
Energy cost 1o create: 300.

Sickness
Regular; Resisted by HT

Makes the subject feel sick and
nauseated (dizzy, vomiting, etc.). He
may run if necessary (at hall his nor-
mal Move) but may do nathing else
except maintain existing spells and
give very simple answers. When the
spell wears off, the sickness vanishes
instantly.

This is also a Bady Control spell.

: | minute

Duration
Cost: 3 1o cast. 3 to maintain,

Time to cast: 4 seconds
Prerequisite; Drunkenness or Pes

tilence

Item

{a) Any item. Alwayvs on} the item
causes effects of Sickness spell. Energy
cost to creare: 300. (b) Stall or wand
Usable only by mages; the item must
touch the subject. Energy cost (o create
1,500

Will Lock

Area; Resisted by (ST+Will)/2

Creates a circular zone that traps
anyone inside at the moment of its
creation. The bartier is purely mental,
warking on the wills of the people
trapped. For this reason, the subjects
muist be aware they are being circled
if they are not, the Will Lock has no
effect on them

Each being trapped inside has one
chance to escape each day; roll a
Regular Contest between the being!
(ST+Will)/2 and the Will Loc
indurance (p. 10). Each being that
escapes weakens the Will Lock's
Endurance by 1.
Endurance 0 or on a critical failure on
its part, the Will Lock dissipates, A
critical success by an escaping being
does not break the Will Lock. The spell
can also be broken if an outside party
scuffs the circles away

5

Upon  reaching

trapped can freely cast
spells or throw missiles across the Will
boundary. An
method of escape is to be knocked
unconscious and then thrown bodily
outside the Will Lock!

mteresting

Duration: One day
Base cost: 3 to cast, Cannot be

st be recast

maintained; mu
cast: As long as it takes the

to circle the area three times

widdershins (counter-clockwise)

Prere ite; Emotion Control

Oath
Regular; Special Resistance
Similar to Great Geas, but works
on a willing subject only. Although the
caster casts the spell, the subject must
speak the oath.

The subject may knowingly
attempt to break his oath no maore
than once per dav. The spell resists the
attempt; if the subject overcomes the
resistance, he manages to break the
oath just this once. A critical success
by the subject or a critical failure by
the spell breaks the spell. The spell

MinD CONTROL SPELLS

may otherwise be broken
Remove Curse o L
Unknowing Alempts, such

the subject is tricked N0 by
e

vath, are not Resisted

I by the spelt

Permiar

ast | i,

Control

Ttem
Jewelry, Always on; anly alfiscts
alfects b
wearer. Energy cost o creqq, 350 -~

Permanent
Forgetfulness (VH)
Regular; Resisted by
Will or skill
As Forgetfulness, but permanent
The subject alse forpets he ever knew
that thing ar that he was enchanid
Anather mage with this spell cin
restore forgotten things by recasting
the spell and winming a Quick Contess
of Spells with the original Permanen
Forgetfulness spell

: Permainent

Item

Any item. Same effect as fof
orgetfulness item, but ifitls wornior
a full day, the thing is fargotten forey
er unless the spell is removed by
Remove Curse or an opposed
Permanent Forgetfulness spell. £
)

cost ta create: 1,0

Recall

As listed under Knowd
p. 106.

Vigil (VH)

Reguk’
1 o il

pow I
night's casting

lanive

Skip a nights slee
effects. Each successie
on the same subject 15 aLa cumt
-3 to skill,

Duration: 1 night

Cosi: 3: Cannot be m»

may be recast

). bl
qinuinss 5



rm,u_‘ih'h Magery 2, Sleep, and
Energy. At the GMSs option

« astizs mav be sufficient
gy st

Headgear OF jewelry Usable onlv
e 'n mage o (2t the GM's option) by
“haly” beings Enerivy cost {0 create:
00, Rumors persist of an “dlwavs-
.{ﬂ‘ version

Relieve Madness
Regular; Resisted by Madness
and Permanent Madness
as listed under Healing Spells,

p 22

Charm
Regular; Resisted by Will
The subject becomes caster’s faith-
fu) stave until the spell expires, follow-
inz any orders, no matter how danger-
aus, There is no mental link - the cast-
er must give his orders to the subject
verbelly or in writing. However, the
subject will protect the caster without
orders. In all other respects the subject
will be mentally normal and alert. He
will be unable to explain (and unwill-
ing to discuss or even think about) his
lovalty 10 the caster

Dieration: | minute

Cost: 6 to cast, 3 (o maintain,

Time to cast: 3 seconds.

Prerequisiies: Magery 1, Loyalty,
and seven other Mind Control spells

Item

ta) Any item, Always on; the wear-
& becomes loyal to the original cre-
dor of the fem (when that person
dies, the item Joses its power). Eneray
T fo creater 1,000, Double this cost
loc an item that makes the wearer
o4l 10 some specific third person. (b)
Staif or wand. Usable only by mages:
Irf::qncm must touch the subject.
=Y cost 1o create; 3,000,

Ecstasy (va)
Regular; Resisted by Will

rw?: subject feely an incapacitating
Pleasure; he can take noaction

bor (e
o the duration, not even 1o move out
Lt I“'-l_\". High/Low Pain
i is irvelevan.

Repeated exposure can be danger-
ous 1o the subject, If any character has
been the subject of an Ecstasy spell
three times within 10 davs, he must
make & Will+2 roll after the third time,
and after each subsequent time until
five davs pass without exposure to the
spell. I any of these rolls are failed,
the subject gains an Addiction (see
p. B122) to the spell, and will beg the
caster {or anyone else who is known to
have the spell) for more! Withdrawal
from the Ecstasy spell follows the nor-
mal miles for a psychological depend-
ency (see Drug Withdrawal, p. B440).

Dueration: 10 seconds.

Cost: 6 1o cast, Cannot be main-
tained
Yinte To cast: 3 seconds

Prevequisites: Magery 2 and

Emaotion Control

Item

(a) Staff or wand. Usable only by
mages; the item must touch the sub-
ject. Energy cost to create: 800. (b)
Headgear. Always on. The wearer may
not intarily remove the item, and
addiction occurs within 15 minutes.
Energy cost to create: 1,300.

Enthrall
Special; Resisted by Will

The caster tells an enthralling tale.
Anyone within earshot who knows the
language and pays attention falls under
the spell, resisting with 10. An hour of
real time passes, but the victims natice
only a minute slipping by. Anyone who
resists will perceive the caster and his
victims as paralyzed, although pro-
longed examination will reveal they are
maoving, very slowly. Any subject that is
attacked or shaken breaks free of the
spell (in the latter case, the victim gets
an extra resistance roll for every second
that he’s disturbed).

This spell may never be higher
than the caster’s Public Speaking skill,
or Performance if the story is mimed
or acted out.

Duration: 1 hour (real time).

Cost: 3 to cast. 3 to maintain,

Prerequisites: Forgetfulness, Daze
and Slow

Ttem ;
Staff, comedians mask. or musical
instrument. Energy cost fo create; 500,

AMinp CONTROL SPELL

Permanent Madness
(VH)
Regular; Resisted by Will-2
As for Madness, but permanent.

Duration: Permanent.

Cost: 20

Time 1o cast: 10 minutes,

Prerequisites: Magery 2, Madness,
and 1Q 13 or higher:

Dream Sending
Regular; Resisted by Will

As listed under Communication
and Empathy Spells, p. 45.

Dream Projection

Regular
As listed under Commuinication
and Empathy Spells, p. 46.

False Memory
Regular; Resisted by Will

Insert a single, simple false memo-
ry into a subject’s mind. This spell is
often used to avoid paving bills, and is
considered highly illegal in many
areas

If the implanted memory conflicts
with a real memory, the subject’s brain
will usually fit the new one in anyway,
leaving him slightly confused but con-
vinced. In case of extreme direct con-
flict = "You remember killing the
duke” (when the subject saw the cast-
er kill the duke!) - the subject should
be allowed a bonus on his resistance
roll; the example above would be a +5
for a loyal subject, but probably only
+1 for somebody who wanted to kill
the duke.

Duration: Variable (see below).
When the spell ends, the subject geis a
second resistance roll, at -1 for each
day the spell lasted. If this rall is failed,
the subject will believe the false mem-
ary indefinitely, but is likely to remem-
ber the truth at some unpredictable
time, perhaps as a result of a shock.

Cost: 3 for a duration of an hour, or
8 for a whole day. Cost to maintain is
3 per hour if cast for an hour, or 4 per
day if cast for a day.

Tine 1o cast: 5 seconds.

Prerequisites: Forgetfulness and six
other Mind Control spells,




Item

Any item Always on! the item
causes the wearer 1o remember one
false memory specified when the item
is created. The wearer will forget the
memory one hour alter the item is
removed. Enerngy cost 1o create: 500

Avoid
Area
Makes the subject area unattractive
to all creatures except the caster, Gazes
will be averted, and approaching char-
acters will feel an intense unease, an
urge 1o be somewhere else, The spell
resists attempts 1o look at it or to
approach it (roll caster’s skill vs
weher's Will), Vietims won't be awiire
of the repulsion if it can act in a subtle
way (eg, vou just felt like sitting in
front rather than in the middle . . ).
This is a subtle spell, and GMs should
roll insecret to see i it works, It does,
the vietims should not be (old "You
can't look in that closet,” but just "you

S

see nothing,” The spell made them
think they had checked the closet, or
made each searcher think that another
one had checked it

I o single caster uses both Hide
and Avoid, the GM should not check
for the results of the Hide spell unless
a searcher penetrates the Avoid spell
and looks in the caster’s direction

and soon

Duira | hour

Base cost: 3 1o cast. 3 lomaintain

| minute,

Hide, I

Time 10 ce

Prevequii i, and

Forgetiulness

Item
An area can be made permanently
enerpy cost ol 100

“avoided” at
times normal

Nightmare
Repular; Resisted by Will
When cast on i sleeping subject,
this spell causes a nightmare of the
caster’s cholee, Knowledge of the sub
jecrs fears and phobins gives o 42 1o
effective skill, The subject gets an 10-4
roll 1o realize the nightmare was
caused by hostile mogic, 15 the spell
sucoeeds, the subject gets no rest lrom
the night’s slegp, and instead loses
FP. Dispel Magic will stop the night
mare while it is occurring, preveniing

FP loss. This spell is also e
the Peaceful Sleep spell

1T the spell is recast the next night,
the effects are cumulative. 11 the suls
jects FP falls to zero due 1o this spell
he falls into a coma and will lose 1d
HP each day uniil he dies, unless
Dispel Magic is cast

ered by

Duration: 1 hour

Cosi: 6

lime 1o ¢ I minute

Prer Magery 2, Death
Vision, Fear, and Sleep

Item

(a) Wand or staff that gives the
power to cast this spell, Even
create: 800, (b) Any item, IF the item is
worn for maore than eight hours a day,
it cawses o nightmare as per the spell
even il taken off at night! Ene
o creafe: 500,

cost

Hallucination
Regular; Resisted by Will
The  subject’s
addled. He is completely convinced
that one thing that is not present is (o1

perceptions  are

vice versa); he can see it, hear it, feel it
and so on. This is similar to an illusion
in some ways, but it exists entirely in
the mind of the subject.

The hallugination must concem

the presence or absence of a single

“thing”: one person the subject knows
or knew, one crowd of revelers, ane
pair of shackles on the subject’s wrists
one prid
described as a single entity in English

of lions It it can be

gvmnastics), then it

(withaut amazing
The GM's judgment is

should pa
final, as usual

The hallucination does not require
concentration; the subject supplies,
y, all the “realism’ neces

sary. By concentrating, the caster can

HRCONSCIOUS,
“direct” the hallucination - put words
in the mouth of the absent person,
have the revelers head off in o cerfoin
divection or start singing a particular
song, ele,

Impossible or obviously Lilse hally

cinations (o long-dead uncle, to

exgmple) are Resisted at s bonus ol up
T +5

Dierat

Lost nizun

Hime 1o | ond

tes: Madness and Su

Item

{a) Any item. Always on; the

fem
causes the elfects of Hallicination
spell. When the item is crenr d, the
L the

casler must spec
hallucination. §

the niture of the

¥ oS

Vly
1000, (b) Staff or wand. 1 only
by mages. Energy cost to oy le: | ‘l;u

Lesser Geas (VH)
Regular; Resisted by will

Give a subject one command, which
the: subject must obey. This must b

A
command 1o d

me specilic thing. It
must be reasonably possible

i the
GMS opinion, “Destrov every e on
this continent” is not a fegul peas tat
least im o low-tech world), Until the e
is halfilled or remoyed (only Rems

Curse will do this), the subject musy

1%

make it his Girst praority

Bearion: Permanent wntil follilled
Cetr 12
Time ter st

Prey

S0 seconds
Magery 2 and at st
10° Mind Control spell

Command

[rIsiies

Item
Any item. Alwavs on; the item
places a Lesser Geas (specified at the

time of its creation) an the wearer: The

wearer may not voluntarly remov

the itemy iF it is rém wway, the

as will persist tor aor

removed by Remove Curse, Ener

cost to create: 2,000

Suggestion
Regular; Resisted by Will
Instills o suggestion in the subjects
mind. 1t must be one simple idea; lat
puage is no barrier unless the subjects
lanpuage cannol gncanpss the iclen.
If the suggestion goes against the subr
ject’s |wr-.u|m| safety, it s Resisted al
V52 0l It goes against his beliets, con

victions or knowledge, s Riesistid at
3, The subjeet will try b ac amplish
the supggestion or otheryise acl as i\l
the iden was his own

Dyrarton: 10 minules

Cost: & 1o, cast, 3 o maiitai

T 1o case: 10 sevonds,

Premcouisites; Emotion Contiol il

Forgethilne




Ttem
Anv. Alwavs on; the item canses

r 10 have one idea. specified w! hm
the obiect was created. The sugges

dissipates an howur ahter Hhk\l 15

e item must touch the subg
Cost 1o creare: SO0 energy.

Mass Suggestion

Area; Resisted by Will

ecls an area

sstion, but al

it (use T]ie TR ‘-lel

skill

Glib Tongue
Rwular' Resisted by Will

n mystically make
savs be what the subj
Whatever the caster
al gibberish, will find
sment. However, the caster
wont | clue what the target
thinks he’ saying . . . GMs may give up
o <3 on tion rolls d\p{m‘mc on

how clex

Enslave (VH)

Regular; Resisted by Will

Like the Charm spell, but perma-
Bent. The subject will follow the cast-
&5 orders until the spe i
Eemoved. At
Centrates

he can fi
With the subject e
Subject’s ¢ves, hear ‘mm,_}’ his ears
and give orders

i the

Great Hallucination
(VH)
Regular; Reslsted by Will

h.u s
ified. He

significant
occur in the subjects new -.Lumund
ings, concentration on the part of the
caster is required, as per
Hallucination. If the caster dramati-
changes the subjects percep-
tions, the subject may be given a new
resistance roll, at the GMs option.

tur

however

ed mto

the 1

roll.

meadow

sject would

ew Resistance

This spell can be used for positive
effect: if the subject is required 10 walk
a narmow log across a thousand-fc
deep chasm, he might find it easier if
the log only a shallow
streambed

spans

Minp CONTROL SPELLS

Hallucination

[tem

(a) Any item. Always on; only
affects the wearer When the item is
created, the caster must specifv the
ture of the hallucination. Energ
2.500. (b) Staff or wand

ages. Energy cost i

Usable only by ma
900

creale.

Great Geas (VH)
Regular; Resisted by Will
Give a subject one continuing com-
mand, such as “Never touch weapons”
or “Slay all orcs.” A Great Geas does not
have to be reasonably possible; it can
occupy the subject f
unless removed. Onlv
will negate a geas. Ac ilure on a
he caster an 10 point

Greal Geas costs

i Permanent

v 3 and at least
urtru\ spells, including

15 Mind C

Lesser Geas.

Item

Any item. Alwavs on; the item places
a Great Geas (specified at time of its
creation) on its wearer. The wearer may
not voluntarily remove the item; if it is
removed, the geas will persist for a vear
unless removed by Remove Curse
Energy cost to create: 4,000.




SPELLS

said Rudolph

spells  physically

.I‘h\'.\'\.’
manipulate the subject o
alfect his movernent abilities,
Unless stated other-
wise, Movement spells

It-in accel-

havea b
eration of just under
I G; Maovement
spells can change a
subject’s speed by up
to 10 yards per second
Movement spells under-
othet

including the entire

lie many
enchantments,
Gate college

Haste
Regular
Increases the subject's Move and
Dodge scores by up to 3.

con es C i d. "l could
have flown olf by myself: 1 still can. if L5
vou'd prefer =5
N no, thats hne Rudolph Item
replied They sailed over the Shoes or jewelry. Only altects the
city walls south wearer, Energy cost to create: 250 for
Hey vould vou  mind every point added to Move score.
pulh Ol wicket
; : U Apportation
i Regular; Resisted by Will

il to | Move physical objects without

shif touching them. This spell levitates its

- Eventug subject at Move | - not fast enough o
f Elsd " | do damage with it. Liv ng subjects get

1o resist with Will

MOVEMENT SPELLS

CHAPTER NINETEEN

MOVEMENT

Weight

less than 1 pound I
up to 10 pounds 2
up to 50 pounds 3
up to 200 pounds 4
every additional 100 pounds 4

Energy Cost

Prevequiisite: Magery |

Item

Staft wand
mages; the item must touch or point at
the subject. Energv cost o create: 900,

or Usable anly by

Glue
Area
Makes a surface extremely sti

onto

lrapping anvone stepping
surface as if by a Rooted Feet spell
(p. 36). If a victim successfully resists
he is free to act until he moves more

iil-ll! a \.!l\[ from ’H'\"ll
at which point he b
again il he is still in the

Item

(a) Wand, staff, or jewelry, Energd
cost to create: 900 energy. (b) An area
may he made permanently sticky for
100 times the normal casting cost

Grease
Area

Makes a surface extremely slippery
Anyone stepping onto the "“Fl“‘-‘:
must roll against DX-2 for every ‘-“‘.‘
he moves within the affected ares i
he fails the roll, he falls down. Anotber
DX-2 roll is necessary to stand up{but
not to sit or kneell. All close combat,




and active defenses are
‘rﬂnml skills. including
"a e gnd thrown Wweapon sttacks,
et -2l bad footing. This spell can
e cast OO vertical surfaces w
Jimbing impossible. The GM
d;;‘.mm; his judgment with sur-
o afinermediate tlt.
Ynlike Tee Slick, whose cﬁe}:s are
identical | Grease cannol be seen
Fn:mal smeans. Also, crampon boots
- aeainst a Greased sur-
‘;:;,Gmsrmd Glue resist each other

10 punules.
3 to cast, Same cost

Haste

(3) Wand, siaff, or jewelry. Energy
ot 1o create: 700. (b) An area may be
sade permanently slippery for 100
times the normal casting cost.

Hinder
Regular; Resisted by HT
Aslisted under Badv Control Spells,
p3a

Deflect Missile
Blocking

Deflects ome missile about to hit the
subject ~ including any Missile spell.
Counts as a parry for combat purpos-
& If the caster is not the subject,
apply distance modifiers as for a
Regular spell. Deflected attacks may
still hit a targel brl\mrl'.r the subject.

This is also a Protection and
Wamning spell.

ite; Appartation

Hold Fast

. Blocking
This spell negates knockback from
0¥ shire.

Cost: | for every yard of knockback

”W‘Q.u.um-- Appartation.
liem

|hﬁ“‘fmwirwdr_\-.'ﬂxilmmust
gy “PiCture of an ox or an oak tee.
) ot fo create: 300.

Increase Burden
Regular; Special Resistance

Increases the weight of an object:
the object’s wearer (if such is the case)
resists using 1Q. Useful to slow down a
charging knight or to keep thinss from
being blown away by the wind,

Jump

Improves the subject’s ability 1o
jump, increasing his Basic Move for
jumping purposes only.

| mimute.

The inc

> Move s

Appor

Item

Staff, jewelry, or footwear. The item
must bear a picture of a grasshopper,
rabbit, or deer. Energy cost to create:
250 per point of Jumping bonus the
item can give (maximum 6).

Levitation
Regular; Resisted by
ST or Will
Subject must be a living being. The
subject floats through the air, moving
as the caster wills, Moving a levitating
suibject requires Concentration unless
the caster is the subject. Leaving a sub-
ject suspended in midair requires no
concentration. Maximum Move lor a
levitated being is 3, horizontally or ver-
tically, A caster who levitates uses DX-
based skills normally; other subjects
use them at -3.
Duration: 1 minute
Cost: | per 80 pounds (minimum 2]
o cast. Half (round up} 10 maintain
Thne to cast
Prerequiisile

2=ec wnds
Appornation.

Item ,

(a) Staff, wand, or jewelry; only
affecis the wearer. Energy cost [0
create: BOD.

Lighten Burden
Regular
Reduces the weight of any
equipment the subject is canmving.

£ 3 seconds.

Apportation

Item

A backpack that reduces the weight
of equipment held in it. Enerzy cost to
create: 300 for 25% reduction; 600 for
50Fc reduction.

Locksmith
Regular
Allows fine manipulation of small
parts —e.g,, the inside of a lock. Adds 5
to the subjects Lockpicking skill by
letting him move tumblers, etc., with-
out touching them, if he has normal
tools available: Lets a wizard with no
tools at all attempt to open a lock at
his normal Lockpicking skill. Gives a
similar bonus for Mechanic and other
skills where a “third hand” is useful

Duratton: | minute: (One minute

allows one at

npt

a lock stavs open

lock.) Once open,
until closed
Cost: 2 to cast. 2 to maintain.

Prevequisite: Apportation.

ltem

A golden key, or a golden amulet in
the shape of a key. Its intrinsic value
must be at least 3300. Energy cost (0
creaze: 1,000.

Long March
Regular; Resisted by ST
Halves the subjects long-distance
travel rate (p. B331). It does not affect
the combat Move rate or Basic Speed.

Diration: | day,

Cost; 3 to cast. Cannot be main-
tained.

Tione to cast: 1 minute.

Prereguisites: Magery | and either
Clumsiness ar Debility.




Item

(a) Staff, wand, or jewelry. Usable
only by mages. Energy cost 1o create:
4. (b} Footwear. The item must bear
a picture of 2 snail. Always on; only
affects the wearer Emersy cost 1o
create: 300,

Poltergeist
Missile; Resisted by HT
Hurls the subject at caster’s chosen
target. The effect is as if a man with ST
15 threw the subject (see Throwing,
p. B355). When it strikes something, it
does crushing damage. A DX4 or
Throwing skill roll is necessary to hit
the target, who may dodge or block
normally. Note that only the subject of
the spell — not the target — can resisi!
12D 20, Max 60, Acc 1. Figure dis-
tance to the target from cither the
caster or the thing being thrown,
whichever starts out farther away.

Cost: 1 paint for an item up to 10
pounds (1d damage); 2 points for
something up to 25 pounds (ld+]

damage)

Prerequisite; Apportation,

Item

Staff or wand. Usable only by
mages; the item must point at the sub-
ject and then at the larget. Energy cost
fo create: 1,000,

Quick March

Regular

Doubles the subject’s long-distance

travel speed. At the end of the day’s

travel, the subject loses 10 FP and

must sleep. This spell has no effect on
Move in combat or on Basic Speed.

Duration: 1 day’s march

Cost: 4. Cannot be maintained
Time toveast; | minute
Prevequisites: Magery 1 and Haste

Item
Footwenr or jewelry. Only alfects
the wearer. Energy cost to ereate; 400,

Slow Fall

Regular

Slows the velocity of a falling sub-
ject to 1 yard per second. No damage
will be suffered upon landing on a
normil strface (spikes, ete. would still
dlo hall damage). This spell can be cast

before the subject becomes airborne,
If the subject is already falling, hefit
will fall another 10 feet (assuming
standard gravity of 1G) in the second
normally required to cast this spell.

Disratiom

Cast: | per 30 pounds of weight
Hall

1O mantam.

Apparation

Item
Clothing or jewelrv. Enengy cost o
create: 1,000,

Wallwalker
Regular

Walk on walls or ceilings as if thev
were level ground. The subject must
keep at least one hand or foot in con-
tact with the surface; otherwise, the
spell is broken. Combat is at -2 for
both the wallwalker and his
becanse of weird angles.

Duration: 1 muinute
Cost: | per S0 i

2 points. Ha

1ds minimum of

amntamn

Prerequ

Item

Jewelry or shoes. The
bear a picture of a spider, fly, or lizard,
Only affects the wearer. Cost 1o create;
1,000 energy.

Dancing Object
Regular
Animates a single object to do
repetitive work. It can accomplish
roughly the same sorts of tasks as a ST
15 man: a bucket could carry water
from a stream to a barrel, a broom
could sweep a building over and over
in, a crossbow could cock itself,
ete. The object’s program cannot be
changed or respond to events , ., it just
does its work, mindlesslv. The clever
use of Link can make Dancing Objects
effectively respond 1o situations, but
this requires some careful thought.

Duration: | how
Clast; 4 1o cast. 2 10 maintain
Time fo case: 10 seconds

Magery 2

Prerequuisires. and

Apportation

Item

This spell can be made permanent
on any ohject, Cost e create: 400
energy, $300 magical ingredients. The

object must be "Walked thyoee o
Progrum once per day m L
enchantment is going on, the

Distant Blow

R

Attacks a subject ar distance, The

ga'sl-:r choases a single melee \veypan
that, for the duration of the $pelf
gains infinite reach with regard ,:Th;
subject only. The weapon mus e,
that delivers blows - hrass I\mu_-l:'j:
are all right, but a garrote i not! &
long as the subject is within (e _Nf
er’s line of sight, the castery weapon
can strike him. The subject defends
normally (dodge, block, parry). s if
an invisible double of the
engaging him.

The caster's own bokly (for panch
ing, biting, and kicking) COUNLS 5 ong
weapon for purposes of this spell. If
the subject gets inside the weapons
real Reach, normal rules apply

The weapon does not actually
stretch or leap from the caster’s hand
the force of the blow is ransmitted
magically. Apply standird ranged
attack modifiers (p. B548) 10 the
caster’s attacks.

Note that magical properties of the
weapon (e.g., Flaming Weapon) or the
caster (e.g., Melee spells) canmor be

used through this spell!

Caster was

i) rion: 3 seconds.
Cost: 3. Same cost 1o mainlun
Tirme fo 3 seconds

Prere Magery 2 amd

Apportation

Item

Staff or other weapon. Energy cod
to create: 1,000 per pound of the
weapon’s weight (minimum | pound!

Lockmaster ‘

Regular; Resisted by Magelock

Opens locks magically: A I\'.I},’l‘lm‘\:\

Il gets a roll to resist Lockmastet

Any modifiers for the difficulty of the

lock that would apply to Lockpieking
skill also affect this spell

" o TR WY
Duration: Quce opened, 4 U8

stavs apen until closed
Cost: 3. Cannot be mainmine
Time 1o cast: 10 seconds =t
Prerequisites: Either Magety =

Apporation or Locksmith




7 kev, or a platinum

A "’;‘ﬂ'ﬂ:’ﬂ,m‘ of a ke Tts intrin-
e must b east $800.Erery
oot 10 creales z.m-

[ 1
Manipulate s

anipulation of ifems larger
lha:]l :;lv::»r:d b:u:ht Locksmith spell.
R may be untied, donrknnl‘:s
wrned, knives sharpened, handmill
wurned, ete. The caster need not
touch the subject. Any activity com{:le.\
enough 10 require a DX penalty gives
she same penalty to this spell.
pyrion: 1 minute. (This allows
uitving the average knot.)
Cost: & to cast and 3 1o maintain for
each 10 potnds manipulated.
Thinie 4o cast: 3 seconds.
Provequeisiie: Locksmith,

Item
Wand, staff, or glove. Energy cost to
create: 600,

Slow
Regular; Resisted by HT
Slows down the subject a great
deal; in effect, the subject has one
lvel of Decreased Time Rate for the
duration of the spell.

Dussttion: 10 seconds
Cont: 510 cast. 4 1o majntain,
fime 16 cast: 3 seconds

Pemguisites: Magery 1, Haste, and
Hindet

ftem
(3) Staff or wand, Usable only by
'F'“ih- Energy cost to create: 1,000, (b)
Ootwear or jewelry. Always on.
' COST 10 create: 500,

Undo
Regular; Special Resistance

Unties knats and fastenings of any
thai could normally be undone
(but not docks), A eritical suc-
i ould even undo chain mail into

w:‘ links! Useful 1o survep-

&
35-5

vard; 6 will undo everything in a one-
yard radius, bul a person in that area
resists with their Will

Heavier items may be undone at a
propartional cost. For instance, if a
mage 8 chained, he might want to
Undo a link of the chain, bending it
apen, The GM rules that it would rake
ST 20 {1wice normal strength) to open
a link by hand. So the cost 1o Undo
that Tink is twice normal, or 6.

Preveguisite: Locksmith,

Item

(a) Wand, staff, or elove. Only affects
the wearer; the item must touch the
subject. Energy cost 1o create: 400, (b)
Amulet granting immunity from the
Undo spell. Energy cost to create: 40.

Winged Knife
Missile
Magically throw any weapon. The
weapon is the “subject” for distance
purposes when determining whether
the spell succeeds. 12D 20, Max 40,
Ace 1. 11 it hits, it does the damage it
would do if hurled by a man of ST 15.
Basic thrusting damage for that ST is
1d+1; basic swing damage is 2d+1.

Cost: | per pound of weapon’s
weight. Double cost for a weapon that
is not normally thrown (such as a
broadswaord)

Prerequistte; Poltergeist

Item

Any weapon. At holder’s command,
the weapon will leap from his hand, or
from its scabbard, 1o fly at a target.
This is considered an attack maneu-
ver, carried out with DX equal to the
item’s power. Energy cost to create: 300
per pound of weapons weight -
minimum cost 300.

Flight (VH)
Regular

Fly through the airunder vour own
control, without wings, at Move 10,
Flight speed is reduced normally by
encumbrance. A flving character can
move and fight normally, and has a
combat advantage il above his foes
ip. B402),

Durationy | mamate

Cast: 5 to cast. 3 to maintuin,

Tire f0 casy; 2 seconds.

Preveguisites: Magery 2 and Levi-
tation.

Item

Staff, wand, or jewelry. Usable only
by mages; only affects the wearer.
Energy cost to create: 2,500.

Light Tread
Regular

Walk on any surface (which must
be able to bear his weight) without
leaving any trace, making tracking
impossible, If vegetation is present an
the surface, some traces of the subject
will remain, making tracking possible
at a -8 penalty. This spell will also
prevent the subject from triggering
pressure-plate traps and the like.

Duration: 10 minutes.

Cost: 4 10 cast. 1 to maintain. If the
caster also knows Hide Path, an extra
point of energy to cast and maintain
will ensure that even vegetation won't
bear any trace of the subject’s passage.

Prevequisites:  Apportation  and
Shape Earth,

Item

Footwear; the item must bear a
picture of a doe. Only affects the
wearer. Energy cost to create: 400,

Slide
Regular; Resisted by Will

Slide down a slope as if skiing. The
subject uses the Skiing skill, at default
if necessary; assess a -2 penalty for not
having poles to guide oneself with.
The spell works equally well on all
types of surfaces (sand, grass, stone
... ), but the subject still has to avoid
any obstacles!

Down a good slope, the subject can
sustain a Move equal to the subject’s
Skiing skill can be sustained relatively
safely. Peak Move, in extremely good
conditions, equals twice his Skiing skill.

On level ground, the spell is a nui-
sance; the subject is constantly affect-
ed as if he has just entered a Greased

area!

Duration: 1 minute

Cost- 2. Same cost to maintain.

Prerequisizes: Apportation and
Grease
Item

Jc\mln or footwear: The item must
bear a picture of an otter. Only affects
the wearer. Energy cast to create: 350,




Flying Carpet (VH)
Regular

Transforms a carpet (or any other
object one could reasonably stand on
or in - cauldron, chair, towel, broom,
elc.) into a flying vehicle. It is under
the command of the first person to
step aboard it If there are several
beings already aboard when the spell is
cast, roll a Quick Contest of Will to see
who gets control; the caster (if aboard)
gets a +5 bonus to this roll. TF the pilot
leaves the carpet, roll another quick
contest of Will between the remaining

assengers to see who gets control.

The carpets maximum Move is
equal to the caster’ effective skill, and
it can handle 1 G turns without skill
rolls being necessary (p. B466). Use
the Piloting (Contragravity) skill
(p. B214) 10 control the carpet.

In general, a rider cannot fall from
a flying carpet unless he jumps off
deliberately or is knocked off hy an
obstacle (such as a tree branch) or
attack; the carpet keeps its riders safe-
Iy on board through a combination of
magic and deft maneuvering. A flying
carpet does not bank sharply, fold, or
bend: the spell specifically provides a
stable, level platform (which makes
flying through narrow gaps rather
hard). Any rider engaged in strenuous
activity such as fighting must make a
DX roll every turn to avoid falling off
(the GM may modify this roll depend-
ing on the activity). In all ather
respects, treat anvene fighting from a
flying carpet as being on the ground
(ignore the special rules for flying
combatants on p. B548). Characters
aiming a missile weapon from a mov-
ing carpel can only take the Acc
bonus; aiming for extra turns gives no
further bonus. Of course, someone
fighting from a fving broom or chair
would be subject to the usual penalties
for being seated (p. B547)

Generous GMs may stipulate that,
after the caster cancels the spell, the
convevance remains airborne for 2d+2
seconds, wobbling more with every
passing moment. This somerimes

allows a safe, if bumpy, landing

rerequisites: Either Magery 2 and
Walk on Air ar Flight.

Item
A carpet may be permanently
enchanted for 200 times casting cost.

Hawk Flight (VH)

Regular
A very fast Flight spell. The subject
has a Move of 40 (80 mph) without
encumbrance; encumbrance counts
x4 against this speed! (Example: Light
encumbrance;, normally -1, reduces
Hawk Flight speed by 4.) The subject
can move and fight normally, and has
a combat advantage if above his foes
(p. B402).

ite.

r: & to cast. 4 to maintain
Time 10 cast: 3 seconds.
Prerequisite: Fligh.

Item

Stalf, wand, or jewelry. Usable only
by mages; only affects the wearer.
Energy cost to create: 3,000.

Wizard Hand
Regular
As listed under Knowledge Spells,
p. 104

Ethereal Body (VH)
Regular

The subject becomes ethereal and
can move through solid objects and
creatures as if they were not there. His
clothes become ethereal, but not his
equipment. He cannot wield weapons
or move things about, and does not
need to breathe, eat. or drink while
ethereal. He has, in most respects;
become a ghost. He can be seen,
though he has a transhicent appear-
ance, and can be heard if he speaks.

Physical attacks and most magic
cannot affect someone who is ethere-
al. However; any spell of the Colleges
of Communication and Empathy or
Mind Control has normal effect on an
ethereal person, and is Resisted at -2!
Likewise, Necromantic spells affecting
the mind or soul will have normal
effect and be Resisted at -2,

Ethereal individuals can use
magic, but at a -3 to skill; the ethereal
plane appears (o be a low-mana area,
Ethereal bodies can interpenetrale,

and cannot harm each other

with spells, as above, e

Item

(a) Staff, wand, jewelry, or cine
only affects the wearer. A sey ere draw-
back is that, with the exception of the
cape, the item falls through the caster
as soon as the spell is cast! Exerey cog
to create: 3,000 (3,000 for the cape). (b)
Gem that glows and vibrates when
any ethereal being is within 30 vards
Cost to create: A gem worth £500, and
100 energy.

Great Haste (VH)

Regular

Speeds the subject up a for. In

effect, the subject has one level of

Altered Time Rate (p. B38) for the
duration of the spell.

Duration; 10:s

Item

Shoes or jewelry; only affects the
wearer. Energy cost ta create: 2,000.
The item costs the wearer 5 FP for
each 10 seconds of effect.

Pull
Regular
When cast on a single point, this
creates a zone of “attraction.” Objects
(including living beings) are pulled to
the center point at Move 1 by a force
that increases as one gets closer w0 it
Living beings can “resist” with a Quick
Contest of ST every second. The pull
has a ST equal to twice the energy put
into the spell at the center, reduced by
1 for every vard of distanee. The spell
does not_have any effect on ohjects
heavier than 20 times its ST. Note th_.nl.
to drag an ordinary human being
{weight 150 pounds) aleng an ordi-
nary floor, the spell would have 0
have a ST of at least B




“This spell can only be cast on a
point in space oron the ground, not on
objects or creatures. A small pile of

Drinttionr: 1 minute.

Cast: 1 for every 2°ST af “pull.”

Time to cast: 5 soconds

Prerequiisites: Magerv 2 and at Jeast
four Movement spells imcluding
Levitation

Item

{a) Wand, staff, or jewelry. Usable
only by mages. Energy cost to creafe:
250, (b) An area may be made perma-
nently attracting for 100 times casting
cost.

Repel
Regular
Like Pull, except that the force now
repels objects instead of attracting
them.

Dherarian: | manute

Cost: 1 per 2 ST worth of “repul-
sion” at the center point

fime to cust; 3 seconds

Prerequisites: Magery 2 and at least
four Movemenl
Levitation.

spells including

Item

(a) Wand, staff, or jewelry. Usable
only by mages. Energy cosi lo create:
250, (b) An area may be made perma-
nently repelling for 100 times casting
cost.

Swim
Regular

Move through water at normal
Move (reduced normally for encum-
brance). The subject is in full control
of his own movement, and can act and
fight without the normal penalties for
underwater combat. This spell does
not provide for the subject’s breathing
needs! However, the subject automati-
cally makes all Swimming rolls,
regardless of fatigue or encumbrance,
unless he is actually dragged totally
under the water.

This is also a Water spell.

Diwrprine: | minute
Cost: 6 10 cast. 3 to maintain

Timne o cast: 3 seconds
Prerequisites
Levitation

Shape Water and

Ttem

~ Saff, wand, jewelry, or cape. The
item must ‘bear a picture of a sleck
fish. Only affects the wearer. Cost 1o
create: 1,000 energy.

Teleport (VH)
Special

Instantly moves the caster to
another location. However, the farther
away the target spot is, the more ener-
£v is required, and the greater is the
skill penalty, as follows:

Normally, you may only teleport to
a place vou are looking at or one you
are familiar with. Penalties: -2 for a
place you have “seen” only through
the mind or memories of another; or
via television; -2 for a place you have
not seen within a month (except, per-
haps, vour own home!); and -1 1o -3
for a place seen only briefly.

This spell is dangerous, too, If you
fail vour roll by 1, you take 1d damage
and arrive at vour destination physi-
cally stunned (HT rall to recaver). If
vou miss your roll by more than 1, you
suffer no physical injury — but you go
somewhere else. The location is up to
the GM! A critical failure with this
spell can send the caster anywhere the
GM likes — make it interesting! — and
cause physical injury, as long as it
doesn't kill the caster outright.

Even a successful teleport can be
confusing. A wizard must roll vs. his
Body Sense skill (p. BI81) in order 1o
act on the same turn in which he tele-
ports. A failed roll means disorienta-
tion - no actions except defense are
possible an that tumn. A critical failure
means he falls down, physically
stunned. A teleporter arrives in the
same position he staried in, He may
be [acing a different direction, but this
makes it more likely that he will be

Distance Cost Skill
Penalty

Within 10 yards 3 0
11-20 yards 4 -1
20-100 yards 5 -2
101-500 vards 6 -3
501 yards to

1.99 miles 7 4
2 10 9.99 miles B -5
10 10 99.99 miles 9 -6
100 10 999.99 miles 10 -7
=10 distance +1 -1

disoriented on arrival; -2 1o change

facing, -5 1o go from vertical to
horizontal or vice versal

Anything carried on vour person,
up to "heavy” encumbrance, goes with
vou. You can also take one person with
you by holding hands, if the added
weight does not exceed vour “heavy”
encumbrance limit. On a failed roll,
they suffer the same effects vou do.

This is also a Gate spell.

Prerequisites: Either 1Q 13 or better
arid at least one spell from 10 different
colleges, or Hawk Flight,

Item

Staff or wand; usable only by
mages. Energy cost fo create: 3,000, An
item that will only take the user 1o
one, predetermined place costs 2,000
to create; the caster must be very
familiar with that place.

Teleport Other (VH)
Regular; Resisted by Will+1

Same as Teleport, excepl that the
caster does not move, and the subject
can be anything or anyone. A part of
an object may not be teleported
away; neither may a solid ohject be
teleparted into another solid object.
Separating two connected objects car-
ries a penalty set by the GM; taking
the stopper from a jar might be at -1,
while teleporting a locked door from
its frame might be a -5, Jewelry or
clothing being worn, or an object held
tightly by another person, is at -5 o
teleport away, and the holder may
attempt a resistance roll

This is also a Gate spell.

Cast: Costs and skill penalties are

as for Telepart, with the following
multiplicrs
Weight Multiplier
less than 10 pounds x142
10-49 pounds x|
50-99 pounds x2
100-200 pounds %3

One additional multiple for
each 100 pounds therealter

The consequences of o missed rall
ore similar, but inanimate objects ar
liss likely to suffer physical damisge. 1
a sapient subject resists the roll, the
caster suffers no ill effects other than
the expenditure of epergy

Magery 3and 1

Prerequinaies lepar




Item

Staff or wand: usable only by
mages. The user must point it first at
the subject and then towards the
desired destination; this takes a sec-
ond and cannot be huried. Energy
cost to create: 3,000.

Blink
Blocking

Avoid an attack by teleporting
instantly out of its way and into an
open spot nearby. A spot is not open if
someone is standing in it; any lesser
obstruction is “open” for the purpose
of this spell.

The caster may Blink to any unoc-
cupied spot within 3 yards, in any direc-
tion. The casters facing remains
unchanged. The caster must roll against
his Body Sense skill to act on his next
turn (p. B181). If there are no open
spots within 3 vards, the spell will fail,

For combat purposes, the “blink”
is treated as a dodge that succeeds
automatically if the spell roll is made.

A critical failure on this spell is
treated like a Teleport critical failure,
except that the caster rarely goes more
than a mile.

This is also a Gate spell.

stie: Teleport
Item

Clothing or jewelry. Energy cosi to
create: 800.

Blink Other (VH)
Blocking
As Blink, but usable on others.
This is also a Gate spell.

Item
Wand, staff, or jewelry. Usable only
by mages. Energy cost to create: 1,600.

Beacon
Area
As listed under Gate Spells, p. 83.

Trace Teleport
Information;
Resisted by subject spell
As listed under Gate Spells, p. 84.

Rapid Journev (VH)

Special
As listed under Gate Spells, p. 82.

Divert Teleport (VH)
Blocking; Resisted by
subject spell
As listed under Gate Spells, p. 84.

Air Vortex
Area; Resisted by HT
As listed under Air Spells, p. 26.

Freedom
Regular

Bestows a bonus on the subject’s use
of skills or atiributes to maintain or
regain his freedom of movement.
Tvpical cases include: Contests of DX or
ST to avoid being grappled, to break
free, or to evade; using Escape or
Lockpicking; jumping or climbing
restraining walls; bending bars apart or
forcing doors; resisting  Glue,
Levitation, or Paralysis spells, and so
on

The spell does nor help with
Camouflage, Disguise, or Stealth;
Mind Control spells; dodging missiles;
using Lockpicking, Climbing, or
Jumping to get iside some place, and
so on. The GM's judgment is final,

This is also a Protection and
Warning spell.

traiion: | minute.
2 per point of
m bonus +3), Same cost o

bonus

Item

Jewelry or clothing. Always on. The
wearer becomes very hard to hold,
keep in chains, or behind bars . . . A
rare item! Energy cost to create: 500
per point of bonus.

Cloud-Walking

Walk on clouds (including fog
banks) as though they were solid. If the
subject falls for any reason (e.g., injury),
the spell is broken! If the spell is recast

MOVEMENT SPELLS

immediately, the subject

only one second fabout 5 v:r::,j::’l]‘t

still in the midst of the cloud, hel haye

to "dig" his way oy, which wi] take

about 3 seconds. If he is already

through the cloud deck, too bad!
This is also a Weather spell
Duration: | hour

Cost: 3 1o cast. 210 maingin

Prereguisites: Walk on Air and W

Ik
on Water -

Item

Staff. wand, jewelry; or shoes, The
jewelry and shoes only affect ther
wearers. Energy cost o create: 500,

Cloud-Vaulting (VH)
Regular

Travel grear distances with 2 fow
movements. The subject flips into the
sky and bounces to his destination
using clouds like trampalines. Cloyd-
Vaulting can only be cast in open air

Each casting of this spell carries
the subject up to 100 miles, plus 100
miles per skill level above DX in
Acrobatics. If there are no clouds at all
in the sky (a frequent occurrence over
deserts), the subject cannot go farther
than 100 miles. Storms will likewise
block the subject’s path. An Acrobatics
roll is required every 100 miles, at a
penalty equal to the subject’s encum-
brance level. On a failure, the subject
falls 3dx3 yards (p. B431) and lands at
a random location along the intended
path — Slow Fall will save the subject
from damage, but the Cloud-Vaulting
spell is still broken. .

This is a dizzving spell: upon arriv-
ing at his destination (or failing his
Acrobatics roll), the subject will be
physically stunned unless he can roll
his Body Sense (p. BI&1) skill at -1 per
100 miles covered.

This is also a Weather spell.

second per 100
ast. Cannot be

Dur

Cost: 7 o't
taimed. :
Preregiaisites: Magery 2, Jump, and

Walk on Air

Item ! v
(a) Footwear: The item must bear d

cloud. desisn. Energy cost to cretie

4,000. (b) Jewelry, wand, ar a-l.lﬂ'

Usable only by mages. Energy cost 0

create: 3,000.
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Death Vision

Regula:

passible

T ks =i |

4 - huture - but it 1s
o should have
bwavs ¢l

ymbies — to
stting. My n
thought

The subject

mentally

movernent caught his
He bent and picked a
insect off the pile. As he
1, he trembled w

arer be

may; at the

spell 1o

subject. Energy co
12 (minimum 1)
tes: Either Magery 1
Sense Life or Death Vision

Final Rest

Regular
As listed under Healing Spell

p. 89,

Item
(a) Stafl, wand, or jewelry
= 100. {b) Gem that

Sense Spirit

NECROMANTIC SPELLS




Sunimon Spirit
Information;
Resisted by spirit's Will
Talk to the spirit of a dead person
The subject resists at -5 if he was a
friend of the spell suc
ceeds, the subject will answer one
question, to the best of his knowledge
as of the time he died, and one more
per minute he remains.

ter. If the

11 the spell fails, that caster (or cer-
roup) may not summon that

emonial g
rain for on

spinit vear. A critical fail-

] 000,

Animation (VH)
Regular

S pirit (10 9

Awaken Craft Spirit

Skull-Spirits
A skull-spirit is a ghostly, vaporous form, created from the ife foree
that hngﬂsamndaspwmbung‘sduﬂﬂuﬂﬁﬁfmohnﬂgm
whao evoked themn without question. They cannot be reasoned with, by
can sometimes be confused.

Skull-Spirit
224 points

Attribute Modifiers: ST-10 [-100]; DX+4 [80].

Secondary Characteristic Modifiers: SM -5; HP <20 [40]

Advantages: Doesn't Breathe [20]; Doesn't Eat or Drink [10}; Doesn}
Sleep [20]; Immunity to Metabolic Hazards [30]; Injury Tolerance
(Diffuse) [100]; Toxic Atiack 2 pts (Cannot parry, -5%: Trresistible
Attack, +300%; Melee Attack, Reach C, -30%) 11} Unaging [13]

xed ST
ate Attack (E) DX+3 [8]-17

n: | minute.
muhlph d by SM+1 for
larger than hlmmn size. Half

> cost o

Steal Vitality

Regular

Take HF from the subject
vour own injuries. The sub|
either be willi

nate metal

or when the =
fwhich autom;

to Slop

Regular
o o reaches -1

the subject)

p. 115

Duar 7: Permanent
Y o ! e 10 the caster! For every
Steal Energy

3 HP taken from the subject, the
¥ ins | HP.

Iake FP from the subject (o reston " cast: | minu

A when item is removed. Energy
J tHForevery  cragge: 200 per lost HE.
FP u
DIL! 4 :
Materialize
Special; Resisted by STorlQ
PRty S This spell is used by ghest and
Item other spirits who canno finarly
Stal ' rv. The werer hevome  visible o beings b
i i phvsical world
Enter —p h-‘.' —\;.r ‘ The spell can alvw be used by &

matenaliae 0

mage (o lorce @ spur 1o




ghost Tesists with the

the
| case
ol s ST and 10
™~ | minute
- 15 5 1o mamtam
‘[\, y Symmon Spint
et
Solidify

Spec : Resisted by ST or 1Q

This spell is used by insubstantial
aiils 1o become tang ble and affect
oore and creatures in the substan
G A tangible spirit is in all
+ normal physical being

bk

sgal world

epspects like -
The spell can also be used by a
4 spirit to solidify; in

the ghost resists with the

hetter of its ST and 1Q

ort: 1 minute
30 o cast. 10 10 maintain

Prereguisite: Materialize

Affect Spirits
Regular

When cast on a4 person or object

subject to interact

spirits as if they were
A weapon with this spell on it

harm an insubstantial spirit

n
Lot & o cast, 2 1o mamtam
2 'l\"?l\k"
Prevequitsite: Solidify
ltem
This spell cannot be enchanted into
an dtem, but see Ghost Weapon (p. 65)

Weaken Blood
Regular; Resisted by HT

\ Sra

Baoxdv (

Skull-Spirit

SMMmons g

stly assassin o do
ast

see box, p. 150
of a sapiemt

Ch s destroved in the

Regular

Item

The skull of a sapient creature. Any
user can t"l\\.kl Ilh \!\LIH'NPH'I[ !‘\ Say
ing a password (chosen by the caster
when the skull is enchanted). The skull
then crumbles, and the spirit appears as
reate: 40,

above. Enerpy co

Turn Spirit
Regular; Resisted by Will
Causes o single subject in spirit
form to retreat from the caster: The
caster must be able to see the subject
The subject moves away from the cast
erat its current maximum Move until
r the caster loses sight
ack the

caster in any way during this time; this

the spell ends

of it. The subject cann

includes the use of special powers and
spells

If the spirit possesses a living enti-
ty, Turn Spivit will not force the spirit
aut of its host. Instead, the spirit will
flee using the host's body

Duration: 10 seconds

Prer Fear and Sense Spiril

Item
Wand, staff, or jewelry. Usable only

by mages. Er

Zombie
Regular
T'he subject of this spell must be a
relatively complete dead body. The
nature and condition of the corpse
determines the nature of the undead
creature  produced. The animated
corpse becomes an undead servant of
the caster. Its attributes are based on
those of the original body, as are its
p DX-based
It does not have the "soul,” men
tal traits, 10-based skills, or memories
of the living person. The GM will deter
mine its exact abilities, as appropriate
1o the camp:

advantages and

Duration; The zombie remains ani
mated until destroved,

I minute
s: Summon Spirit and

0 casi




Control Zombie

Zombic spell: DR does M Progec
Regular; Resisted by Zombie g

addition, roll 1d for eath 20n
1. it turmns and fess from .

Take

raised

tion will bbey the o
raised it. The Zo
+2 if the original o

is within 100
vards, and at -2 if he is dead.

Duration: Permanent

Undead Templates

The following templates demonstrate three possible tvpes of undead created with the Zombie spell. A normal dead
body produces 2 zombie; a corpse rotted away to bones produces a skeleton (indeed, zombies rol away o skeletons
over time); and a desiccated cadaver, or a properly embalmed body, becomes a mummy,

Muinmy Dependency (Mana; common, constantly) [-30%
- y Fragile (Brittle) [-15}; Frasile (Unnaturl) [-5a}
147 points Mute [-25]; No Semse of SmellTuste (5]

Attribute Modifiers: ST-1 [10]. Reprogrammable [-10]; Skinny [-5]: Slave Mentality
Secondary Characteristic Modifiers: HP+4[8]. [40]; Social Stigma (Dead) [-20F Unhealing (Totl)
Advantages: Doesn't Breathe [20]; Doesn't Eat or Drink E30) Vidnerability (Crochias Aiase 5ol 301
[10]: Doesn't Skeep [20]; High Pain Threshold [10]: Wealth (Dead Broke) [25]. A e
Immunity to Metabolic Hazards [30]: Immunity (All Quirks: Cannot Float: Sexless. [-2]
mind conirol) [30]; Indomitable [15} Injury ¥

Features: Affected by Control Zombie, Pentagram, and

Tolerance (No Blood, No Brains, No Vitals, Unliving) Turn Zombie; No mental skills; Skull has onlv 2 total
[35]; Single-Minded [5]; Temperature Tolerance 10 DR.

[10]; Unaging [15}; Unfazeable [15]
Disadvantages: Appearance (Monstrous; Universal, .
+25%) [-25); Automaton [-85} Cannot Learn [30:  Zomibie
Dependency (Mana; common, constantly) [-50]; -207 points
Disturbing Voice [-10]; Fragile (Combustible) [-5]; Attribute Modifiers: ST+1 [10]; 10-2 [40].
Fragile (Unnatural) [-50]; Reprogrammable L10  guondary Chanacteristic Modifiers: HP+4 (8]
Slave Mentality [40]. Social Stigma (Dead) [-20]; Advantages: Doesn't Breathe [20]; Doesn't Eat or
Unhezaling (Total) [-30]; Wealth (Dead Broke) [-25). [10k blx:sﬂ;l -SFL"\.".‘ [20]: Hish Pain Thresh
Features: Affected by Control Zombie, Pentagram, and - . : '
Tum Zombie; No mental skills; Sterile.

(Al

Injury

Immunity to Metabolic Hazards [30]; Immun
mind control) [30]; Indomitable [1
Tolerance (No Blood, Unliving) [
Skeleton {5} Temperature Tolerance 10 [10F
202 points Unfazeable [15] _—
_ - e pom Disadvantages: Appearance (Monstrous; Universat

Artribute Modifiers: ST-1 [-10]; DX+2 [40]; 1Q-2 [40] 5 o
Secondary Characteristic Modifiers: Basic Speed-1

-Minded

i 4

30} Dependency (Mana; con

[20] ; e o constantly) [-50]; Disturbing Veice [-10} F e
Advantages: Doesn't Breathe [20]; Doesn't Eat or Drink (Unnatural) [-50]; No Sense of SmellTaste :
(10}, Doesnt Sleep {201 DR 2 [10]; High Pain Reprogrammable [-10]; Slave Mentality [40]; Socit

Wealth

Threshold [10}; Immunity to Metabolic Hazards
[30]}; Immunity (All mind control) [30]; Indomitable

20]; Unhealing (Total) [-30]

NECROMANTIC SPELLS



wand, o jewelrv. At the GM's
< itern may work onlv for a
Blessed or Power

eS0T
pers 600

fnvest

Zombie Surmmoning
Special

rest zombie

ard the caster as

it can see him or

< hroken by any attack on the
if the zombie fails to
er before the spell durz
will simply turn and

business, or wander off if

ir masiers
mon Zom-

4 seconds

- Zombie

Mass Zombie (VH)
Area

mbie, but reanimates
v complete dead bodies in
Lombie, dif
S of corporeal undead are
m different qualities of bod-

dead types may result
Mass Zombie. A carpse
0t tomb or at its place

2 1o be affected
Oleriise

v this spell
C I wont be

S in graves up 1o 4 4
will ooy, their way up 1o
¥n thesr new masicy

affected

ards deep
the surface 1o

Undead
becom
er. H
manded as a
bers of the hord
tasks. If this s

the leader

The 2

created by this spell
the loval servants of the cast-
they can only be com-
up; individual mem:
IV

WEVET

sep-
Ceremo-

f the circle is the

undead
cterv where the
Toom in their
Crypls, ar mq 1 INass grave.
Undead c h this spell are
identical to those created with the
Zombie spel
tes and are affected the same way

agic

. T'ﬂr:_\ use the same tem-

i: Permanent
cost: 7. Minim

Astral Vision (VH)

Regular

Slow Healing
Regular; Resisted by HT

Makes ct less likely to heal
or be . The spell subtracts from

any natural recovery roll (p. B424) or
healing skill (Fi Physician
Surgery, etc.), including Healing spells.
Hlness, FP recovery and HT-based
resistance rolls are nor affected. Only
Remove Curse can break this spell.

1 day

o 5 to cast. Same cost to
The same amount is sub-
d from any healing roll

30 seconds.

Magery |, Frailty, and

Steal Vital

ANTIC SPELLS

[tem

(a) Stalf, wand, or jewelry. Usable
onlv by mages. Energy cos? 10 creale
(b} 4 The wounds it
inflicts
pcim\t\
completely
: When attempting healing
specify whether or not the
s wounds are included; if they

v applies. Energy co

1V weapon

very difficult 1o heal; the

applies until the wound is

healed or the curse is

oved.

m

weapon

i 10 if sub-
j an arrow). If the
weapon falls in more than one class,
use the higher cost

Stop Healing
Regular; Resists Healing
As Slow Healing, except that this
spell resists the natural recovery
process and healing skills and spells.
Every healing attempt on the subject
must be made as a Quick Contest
between the healer’s skill and the Stop
Healing spell’s Endurance (p. 10)
Every failure by the spell to stop a
healing  attempt
Endurance by one; upon reaching
Endurance 0, the spell dissipates. A
critical failure by the Stop Healing or
a critical success by the Resisted spell
skill, or process breaks the
enchantment. Otherwise, Remove
Curse is required to undo the spell

weakens  ils

also

Du n: Until dissipation of the
spell

Cost: 10

Tin ast: 10 seconds.

Slow Healing

Item
Staff, jewelry, or wand. Usable only
by mages. Energy cost to create: 500.

Command Spirit (type)
Regular; Resisted
by spirit’s Will
Like Charm (p. 139), but only
aifects. spirits. Each class of spirits
(banshees, spectres, manitous, elc.)
requires its own spell. No version
exists for demons or elementals; use
Summon Demon or Control
Elemental as appropriate, Unlike the
subject of a Charm spell, the spirit may
11y to pervert the caster’s orders, like a
demon (see Summon Demon, . 155)



Dreration: | mimste
Cosiz | point per

Evisceration (VH)
\elee; RESlSlEd b\ HT or IQ

Tonehy,
Skl Spage

points used to buld ' —
that (round up Shape Darimess,

GM does not ha / y
for the spirit i et "/
line for min e i f

v e 5y

Rotting Death (VR .
\Ie.-lw Resl:tedh\ h /

a more formi

o ¢
p’& TrequiLsies
Spirnt

Strike Barren .

Regular; Resisted by HT ~ brain has no sense

As listed und:.rﬁw. ontrol St i
p-41,

ils

Age (VH)
Regular; Resisted by HT
Makes the subject older! The sub-
ject ages one vear for every 10 points
of energy put into the spell.

HT roll at a penalty from 0 ¢
remain conscious. Mest e
kill within a minute; however, some
organ losses can be survived - a lung
a kidney, etc. In this case, the victim
will still bleed seriously. Restoration is
required to re :
An extracts
minute.

ractions

Permanent
50 points.
T'-m ta cast: 1 minute.
Prer: te: Either Youth or six
other Necromantic spells

1 1s de "
s dead, its

nly 2

Item

(a) Any item. Always on. If wom
(not just touched), it will age the wear-
er by one year for everv day it is worn
(so two hours’ wearing would
by a month). Energy cost to create: 500. .
(b) Staff or wand. Usable only by Animate Shadow
mages; the itern must touch the Regular; Resisted by HT
subject. Energy cost to create: 2,000. Summons a spirit that animales the
subject’s shadow and attacks him. The
shadow has 10 9, HT 10, DX equal to
the caster’s effective skill, and ST and
Move equal to the subj ST and
Move. The shadow wields whatever
weapon the subject had in hand at

must conc
this spell. but
physical contact

vou

Item )

Staff. wand, or jewelry Usable ondy
by mages; the item must puch the
subject. Ene i

Pestilence

Regular

Infects the subject with a loath-
some plague of the caster’s selection
(though the GM mav veio an inappro-  casting time (even if he drops it later
priate selection). The disease takes its on!), inflicting basic damage only
normal course; infection will not  (ignore cutting and impaling bonuses)

Soul Jar (VH)
Regular

Traps the subjects soul in some

normally be apparent for some time. as fatigue. Armor does not protect, but object (which must be present). I the
Durarion: Permanent until cured :;::L edd:;‘:j::::;:t;\\:jjzti;:TJ subject is not the caster; then I%w‘r,n\ﬁlr
'.:‘U'”_'- Sate Bt ) defend is one that the subject had t:‘_‘ g';“"::l:‘ and. either Witlt
Time to cast: 30 seconds. when the spell was cast. When the sub- u L“ ‘:ur TR

Prerequisite: Magery 1, Steal

Vitali dD ject’s FP reaches zero, he falls uncon-
itality, and Decay.

scious and the spell is broken. An ani- unaffected until either your bady dics

Item
Staff or wand. Usable only by

mated shadow may be attacked as per
a Body of Shadow subjeet (see p. 114);
if its HP reaches zero, it is “killed” and

or the jar is destroved. The death of
vour body does not kill you. Your cor

sciousness shifis 1o the Tar” where
ear, and even &ast

mages: the item must touch the sub-
ject. The item’s creator sets the plague
transmitted upon creation. Enwergy

1,000.

vou are able to see, e :
any spell that you know at skill 20 of
above (i.c., castable without speech-of
gesturing). You may communicate 3

the subject regains his normal shadow.

! 5 »n‘nnd_x

Ccosi (o creale:




distance via telepathy-tvpe spells, if
1

wu know any - or by direct mental

withouit a spell, with any

whea handles the jar. Your FP remain

s when vou had a body. You

may oot spend HP, but you may use
amv Powerstone cumrently in contact
with vour jar

If & new body comes near the jar
you may iy 1o take 1t hvy a Possession,
Permanent Possession, or Exchange
Bodies spell if vou know such a spell
wse, the soul of that body goes
» the jar. But if your soul is in a jar,
that destroys the jar will kill

permanently bevand hope ol
ion - even if your body is

\|u3| may be cast .k“alrr to
Swi uln the soul to a different “jar.

Duration: Permanent

Cost: 8

Timee to cast: 1 minute

Prerequisite: Magery 1 and six
Necromantic spells, including Steal
Vitality

Summon Demon
Special
This version of Planar Summons
{p. 82) raises demons; see that spell
description for details. If the caster
fails 10 control the demon, it always
attacks him! If it cannot reach the
caster (if, for example, the caster is
protected by a Pentagram), the demon
will vanish (if trapped) or escape to
havoc in the outside world.
he manages to control the
1 and give it a command, the
ill carry out the lerter of its
orders, doing its best to pervert their
spint 1o the caster’s disfavor. Tt will
also work incidental mischief, unless
specifically instructed not to.
the GM's discretion, a caster
may summon a flock of minor

demons whose values add up 1o 200
chars

acter points or less (a caster sum-
momng minor

demons may never

spend more than 20 energy on this
~|.-L||

In this case, the caster controls
nlire flock at once, contesting the
st Will in the flock. A flock of
T demans is not restrained to a
ngle task: they alwavs stay for the
entire duration of the spell

Duiratizn: Until the demon’s task is
done, or one hour, whichever is less
Cost: 1 point per 10 character

Demon
This (ype of demon mest commonly appears on the moral plane, a
hulking brute with batlike wings and mzorsharp claws and teeth.
Demans are not especially smart, but they are strong, tough, and vicious.
Their malicious sense of humor is legendary. and they leave a swath of
destruction behind them no matter what task they are set to.
Demons vary widely: these stats are merely a convenient average.

Demon
200 points

Attribute Modifiers: ST+7 [70]; DX+2 [40]: HT-4 [40].

Secondary Characteristic Modifiers: HP+8 [ 16].

Advantages: Claws (Sharp Claws) [5]; DR 5[25]; Flight (Winged, -25%; +5
vards per second) [40]; Immune to Metabolic Hazards [30]; Immunity
to Mind-Affecting Magic [30]; Magery 0[5]; Night Vision 5 [5]; Striking
ST+2 [10]; Teeth (Sharp Teeth} [1]

Disadvantages: Appearance (Monstrous) [-20]; Bloodlust { 12) [-10]; Bully
(12) [-10]; Callous [-5]; Cannot Harm Innocents (Prevents direct harm
of truly good or holy tolks only, -30%) [-5]; Fragile (Unnatural) [-50];
Sadism (12) [-15]; Selfish
(12) [-5): Social Stigma
(Monster) [-15]

Features: Affected by True
Faith and Pentagram.

Skills: Acting (A) 1Q-1 [1]%;
Brawling (E) DX+2 [4}
14; Broadsword (A) DX
[2}-12; Fast-Talk (E)
10+2 [4]-12; Hidden Lore
(Demon Lore) (A) 1Q-1
[1]-9; Intimidation (E)

10+2 [4]-12; Stealth (A)

DX [2]-12.

points used to build the demon
Minimum energy cost is 20
(although this will not always
summon a 200-point being)
Those tempted to summon pow-
erful demons should bear in
mind that such demons tend to
have high Will, with all that
implies for control

Time o cast: 5 minutes,

Prerequisites: Magery 1 and at
least one spell from each of 10
different colleges
Item

Centain artifacts are known to
make summoning (or summon-
ing a particular demon) easier.
Those who deal with demons
prize such items, but (fortunate-

I¥!) the technique for making
them is not commonly knovn.




Some would-be mages become frustrated at the time

it takes 1o master advanced spells, or at the limits
imposed on them by their own Magery (or lack thereof).
For those wizards who cannot come to terms with their
limitations, there is another, darker option. The aid o
demons is ready for the asking.

Casting a spell with demonic aid begins by summon-
ing a demon. In most settings, it takes a relatively
advanced mage to summon a demon; in some worlds,
however, Summaon Demon may nol require Magery, or
even prerequisites! If demons wani to be summoned,
they may have easy ways of contacting them

Once summoned, the caster must negotiate a con-
tract with his chosen demonic patron, and sign it with
his own blood (wise wizards usually prepare a contract
ahead of time, or take one from a book; the contracts
that demons draft are murder).

Alter the contract is signed, the contracting wizard
may draw on demonic assistance to cast spells at any

Bluck magic also has costs. Channeling foul energies
leaves a taint upon the caster’s soul, At the end of any
day on which the wizard casts a demonically assisted
spell, he must make a WilleMa
equal to the total energy
demaonic helpers, On a success, nothing happens, On a
failure, the wizard gains a level of the Black Penalty for
every 10 points (of fraction thereol) by which he failed

The Black Penalty is a skill penalty to any spell cast
without demonic assistance. lts presence is obvious to

oy roll at o penalty
“borrowed” that day from

the Aura spell, and anyone with Magery 3 or higher may
notice the taint when first encountering a black m
cian il they make a Vision roll, Any spell cast by a wiz-
ard suffering the Black Penalty is treated like a der
spell with regards 1o filures and critical failures

ONIC

A caster may only gain 10 levels of the Black Penalry

¢
Al that point, his soul has become completely black

any virtuous disadvantages, such as Honesty or Pacitism

are lost and often replaced by some dark perversion of

Banish

Demonic Contracts

Black Magic

Resolve the Banish attempl as a

time without summoning the dﬂhﬂnm M
with demonic aid receive energy and froms
extradimensional forces; the caster may n—duuu!
of a spell by any amount up to tiple i il
Oceultism or Thaumatology (whichever i hi
hefore applying cost reduction for high skil)
However, demonically assisted magic has jig liimitg.
tions, It can never be vsed to benefi Othery d
unless o do so would somehow further the dement
dark ends (GM* discretion). 1t can be used in ‘tl'\\-.::
the caster’s comlort, however. Any AUEMPLS 10 beng
demonic energies to positive ends may cayse |hnh'm|m
to suspend the contract, preventing the custer from
using demonic energies until it is suitably appeased
Any failure on a demonically assisted spell is reated ag
a critical failure; any critical failure is treated g5 if the

caster had rolled an 18 on the Black Critical wble (5ee i
p. 157) -
i

the original virtue, He also gains a - 10-paint Addiction o
demonic energies (demonic magic is ch
addictive, and usually ille
ke 10 rolls at the end «
demonic magic, but at +10, Failure results in a loss of §

ap '-s-__'M\
Such wizards must sull

any day when they use
character points - either as a reduction of aitnbutes, liss
of advantages, or acquisition of a new disadvaniage - for
every point by which he failed the roll!

A demon
spirit of the Black Penalty, but the process is ditficult
Each level requires a period of reflection and abstinence
| sensual pleasures for a per
day) lor its ren

er who repents may try 1o cleanse his

from all magic use and a
od of (20-Will) days (minimum
This is difficult enough for o tvro; a wizd who

Addiction hasar

also struggle with It

ble sk ahead o
The Black

points/level. A contract with a demon isa

ih 3
e worth

perk (p Bl

Penalty is a disa

q CIGr
Note that certain powertul

2 3 il Quick Co the caster’s Banish skill [ures are resistant ar even Mo
Special; Resisted by Will vs, the subject’s Will, IF the caster wins this spell
Sends an extrndimensional visitor e gibtact trimaclicisll vebros tute : 0
fe.e, o demon) back to its plane of ori & : . & ‘l ;
in. It can only be cast by a caster in ) T -I . ; plu
- A lll I ) ‘I‘ d i ni Appeared 1 W MO I” : \ L3
plane banish voursell 1 mntile it Other thin Pk d: g
ki ¢, but a native of that plan B covmiino: s s e we knows
ald banish you. This spell will not gtie bahind i ul & i

hat is already




Black Critical Table

Afier any failure using demonically assisted magic. the GM molls 3d on the table below. Use these results as suides
S mmprovise wiklly 10 customize the awfulness and to convey the prickly uncertainty of demonic aid. A failure
hould never result in the casters intended effect, or even accomplish it acadentally,

values C
5 —Caster loses one Jevel of W
& — Caster loses one level of Appea

spell might cause unsishtly burn scz
sockets for 2 wild, staring effect

Spell is n loved ones, Imends, allies, mnocent bvstande

Spell Rils entirely; caster takes 2 points of injury immediately becomes infected

nIs eve Sockels

1¢ centered or

produces the reverse o
produced the reverse of the intended ef

ndom friendly or neutral target

rit! The caster
cost when

ends the

Resurrection (VH)
Regular

B .
“Nting Death (VH)
Regular Resisted by HT

A lisaed
Sed inder Fire Spells. 76




Repel Spirits

Repels

Spirt

Item

Bind Spirit (type) (VH)
Regular; Resisted by
spirit’s IQ

Steal Youth (VH
RC-‘TI.ﬂ.dI' Resi

w

Steal Skill (VH)

Regular; Resisted by Will Item

Steal (Attribute) (VH)
Regular; Resisted by
appropriate attribute

<T
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Steal Beauty (VH)
Regular

v to the

ers the subject

ar more

Voices

lons results in

& Caster)

Staff, w or jewelry. The wearer
m must both touck

oes. Fre

ible only by r

Astral Block

No spirit

spell, wh

ble 10 use Solidify

per cubic vard

and half that to

NECROMANTIC SPELLS

permanently enchanted for 100 times
casting cosl. (c) A container of any size
(from a stoppered bottle to a starship)
may be enchanted for an energy cost of
500 per cubic vard or fraction thereof

iiner must be at least ain

lly closed. This createsa

block. Any spirit coaxed

s closed. Ope

poraniy suspenas

Lich (VH)

Enchantment

4

s spell lets the caster becol

wizard preserved into undeath

lich,
with powerful magic and alchemv. He
we, 10

and all his

retains his personality, knowle

skills, and spells
mental advantages and disadvantages
(including Magerv), but gains the
physical and supermatural traits of a
ed by the GM. The

the

lich, as deterr

more powerful that pack
1er the energy cost
After the GM determines the lich

template (and hence. the enc

cost),

the mase casts this spell as with any
other enchantment with himsell
as Lhe AL the end al the

st skill, Amy

thie caster. A

he rolls ¢

HLRT:

SUICCESS | the wizard’s body for

DeXt st




T complete the transformation,
the would-he lich must drink an
alchemical elixir of Lichdom. The
elixir of Lichdom is prepared like any
other alchemical elixir (see p. 210); it
requires $13,500 in materials and 50
weeks of brewing. It defaults 1o
Alchemy-7. Anyone not currently
ander the effects of a Lich spell who
imbibes an elixir of Lichdom is affect
el s il he had drunk an elixir of Death
(. 215). However, an elixir of Lichdom
cannot be counteracted, even with an
alchemical Antidote. The elixir of
Lichdom is forbidden everywhere, and
formularies for it are almost impossi-
ble 1o find: most liches are compelled

Lich

Attribute Modifiers: ST-1 [-10]; DX+2 [40]: HT+2 {20]
&mnd;;g] Characteristic Modifiers: Basic Speed-] {20}, HB.3
FP+ % : ]

Advantages: Doesnt Breathe [20]; Doesn't Eat or Drink [ip) d
Sleep 120} DR 2 (10}, High Pain Threshold (1o} o Dot
Metabolic Hazards [30]; Injury Tolerance (No Blood, Ne Brain, N,
Eyes, No Vitals, Unliving) [40]; Temperature Tolerance | iml:

Unaging [15]; Unfazeable [15]; Vacuum Support [5]

Disadvantages: Appearance (Monstrous; Universal, +254) {25}
Dependency (Mana; common, constantly) [-50T; Fragile (Brite) [.;5'[f
Fragile (Unnatural, Mitigated by potion, monthly, -700) [-15¢ ‘io.
Sense of SmellTaste [-5]; Skinny [-5]; Social Stigma ‘Dt‘-'l.d'.li-l‘ﬂl;
Vulnerability (Crushing Attacks; =2) [-30].

Quirks: Cannot Float; Sexless. [-2]

Features: Affected by Pentagram; Can be turned using True Faith: Skull
has only 2 total DR

Racial Skill Modifters: +1 1o Thanatology [2].

to reinvent it from scratch.

When a wizard under the Lich spell
drinks a potion of Lichdom, he must
roll vs. HT. If he succeeds, he dies, ris-
ing as a lich in 2d days. If he fails, he
just dies. Luck, as well as the Bless and
Wish spells, carr influence this HT roll.

This is also an Enchantment spell.

undead guardian sustained by magic. die if he wishes. Onlv Rei

Enerey Cost to Cast: Equal to the
lich's point total in his undead form,
including his personal abilities and

It attempts to affect the wearer every
time it is put on. The spell is Resisted
normally by HT. If the subject ever

fails to resist (or chooses not to), he

Enchantment can reverse the V
spell without harm

Each Wraith item can sus
wraith at a time. Once 2

those on the lich template. It costs “dies” and rises as a wraith 24 hours has produced a wraith

late: on other wearers unt
The GM determines the exact abil- been destroved. The Wr
ities of the wraith, but mental raits no effect on the undead
are preserved as per the Lich spell At double
enchanter can create an Hem

more for a more poweriul subject
because there are more abilities to
preserve. Minimum cost is 100,
Prerequisites: Magery 3, 1Q 13 or
higher, Enchant, Soul Jar, and Zombie,

uth spell Das

energy  Cosl

The wraith always has a Dependency
(p. B130) on the Wraith item (a rare makes the wraith his llrh.L'._u! servanl
item, required constantly, for -150 The wraith automatically
points), and shrivels and dies if it is Reprogrammable (p B150) with I
enchanter as his master in addition “l'
his Depe { Ve
the Wraith
At half cost, th
ate an item that
an undead tomb ]
exactly as a regular
except that the u
Compulsive Behavior
tomb and guard it; kill abductors &
sreibly removed From fome

Wraith (VH)
Enchantment; Resisted by HT

Enchants a ring or an amulet that
will turn the wearer into a wraith, an

1

removed or destroyed. This item isnl
Hexed: the victim can remove it and

ncy, and
itern himsell
enchanterc

Wraith

233 points =
Remain !

s ald

Attribute Modifiers: ST+5 [50]; HT+5 [50],

Secondary Characteristic Modifiers: HP+5 [10],

Advantages: Doesn't Breathe [20]; DR 4 [20]; Immunity to Metabolic
Hazards [30); Injury Tolerance (No Blood, No Brains, No Vitals,
Unliving) [10%; Magery | [15]: Night Vision 9 [9]; Supernatural
Durability (Spells, Magic Weapons) [150]; Temperature Tolerance 10
[10); Unaging (15} Unfazeahle [15]

Disadvantages: Appearance (Horrific) [-24]; Bloodhust (12) [-10]; Callous
112) [-5]; Dependency (Wraith item: rave, consiantly) [-150]
Distwrbing Voice [-10); Social Stigma (Dead) [-20] Supernatural
Features (No Body Heat, Pallor) [-15]; Unhealing (Can heal with Steal
HTY [-20]

Quirks: Loves batile; Sexless. [-2]

Racially mnate Spells: Deathtouch-15 [20]; Steal Health-15 [20]

Ethereal Body-15 [20]

return if forcib
(15t ot spell
This is also an Enchantment 5P

300

g Cust:

Proereg

higher, E

Item
A ring or funerary
need not be ormare.
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the apncot he
| g

R shook

don't under you

modify, con-
e with plants
ise, the subject

These spells detect,

trol, and «

Unless

10 special powers.

Seek Plant

Information
ains the direction and approxi-
nce of the nearest growth of
5, or of one specific plant type.

the long-distance modifiers
P 14 Any known plants may be

eluded i the caster mentions them
before casting

ltem
: A wooden wand

. Evterpy

staff, or
OSI to create: 50,

ldenyify Plant

U\"u %
. Wrimings ¢ and species of
Y 0ne iy, | £
LTt alsg pives basic infor-
A00UL it (edible, Poisonous,
stul ey 0
ing 4
3 asting of this spel]
“aturalisy o Physician
S,
SETIning  medicinal or

&5 of the plant

Information
he type

LT

Ul proper,

Soek Plys

CHAPTER TWENTY-ONE

PLANT SPELLS

Item )
Wand or stalf
cost to create; 200

Enerey

Heal Plant
Area
Heals plants within the
area of disease, parasites,
and damage. The plants
must still be alive for the
spell to work

| minute

Item
Staft

touch the plant

cost [o create: 400

The item must

Energy

Shape Plant
Regular
Shape and mold plants
and plant material with
hands. Gives +2 1o Carpentry

and Artist (Woodworking), or allaws

the caster to work without any tools ar
-1 1o skill. Useful for building houses
and fumniture, repairing shields and
equipment, and removing wooden
obstacles. It can be used on a focs
Weapon in combat, doing 2d damage
to wooden weapons; see Striking ar
Weapons (p. B400) for details on
damaging weapons.,

Dhar 1 minut

maintain

s no lonser

Item
Gloves of

plant material Energy
€0t o create: 500

Bless Plants

Causes the plants within the area
of effect 1o grow faster and stronger
for the rest of their growing season
The crop vield within the area of effect
is doubled.

Duration: One
SO

Base
plants mu
of ¢

TOp GF

ste 1. To be affected, the

within the area

LS Niiles
Prevequiisite: Heal Plant
Item
Staff. Usable only by mage
Ener

BV cost {o create: S00),




Hide Path
Regular

or and up

e
or One
s through
without

smipt

e eguivalent one
rowth in onge minute. Trees
lv slightlv, while weeds grow
Iv. Useful for gardening
o all the weeds!), and

wih

subject

cost 1o create: 300

Pollen Cloud

Area; Resisted by HT
i of pollen fills the arex
within it beg
and coughing All victims

anyone ns sneezing,

werping

\}u!h‘r a -2 DX penalty for as long as
ithey are £ a3 1
‘h‘_‘.f-::’ the cloud and lor 3d tums
The rate of dissipation depends on
!Hx: area and the prsence of wind
indoors. it usually lasts until the spell
expures, but ou

0Ors o0 a wingdy day

it mav last onhy 10 seconds or so

wand, or jewelry F
100

Blight

ses the plants within the

ed area 10 grow more slowly and
=akdy for the rest of their growing

son. The crop vield within the a rea

Immediate effects include

is halved

Staff. Usable only by mages. Energy
500.

Blossom

Causes planis within the a
effect 1o bloom and bear fruit v
the one-hour duration of the spell. To
be affected, the entire plant must be
within the area of effect. The plant
remains in this condition for 24 hours
at the end of which it enters its fall
phase — leaves of deciduous trees will
wirn color, blossoms and fruit drop off,
etc. The spell may be limited to a si-
gle plant, or a single type of plant, at
the time of casting

Conceal

Causes the local
grow v ¢
g quickdy over amy by
area, concealing them § ' ":h
2 n froen i
ISpection. Anvone knk N "
wokiing

VRt 3y

. i e ¢
arca must make 3 Quicy ‘(“ the

(their Vision vs. the ¢ asler
notice objects hidden by the

Ing growth. Lars

Item
Wand or staff. Ex
250

Forest Warning

As N1

Item
Can be cast permal
area of plant growth. Energy

» 100 per yard radius

Tangle Growth

Causes grass ©F othe:
plants. within the area
become obstacles {move
12 Move, -2

erow into bamers i
Treat such 8
n slab (p. B3
i the

low trees 1o £
muist be removed 1o pass
barrier as a8 3’ wioode
per yard of widih Anyone
when the spell is cast ma

rmally on the pext turm;
v be caught

gy miove Dof
Iy if they fatl

(o Jeave will th




Bem

An area may be made permanently
~zled” at a cost of 20 per yard
s for grass, or 30 per yard radius
~ ees and bushes.

Surify Earth

Area
As listed under Earth Spells, p. 54.

reate Plant
Area

Hrings forth vegetation where noth-
. wrew before. Whether this vegeta-
survives depends on the area.

Duration: Permanent.

Base cost: 4 for grasses; 8 for bush-
B 15 for trees.

fime to cast: 1 second per energy
Poant
Prerequisites: Magery 1 and Plant
wth.

Tem

Staff. Usable only by a mage. The
- must touch the area where the
s are to be created. Energy cost to
e 1,000.

t

Salse Tracks
Regular; Resisted by Will

The subject leaves tracks that
~car to be those of some animal or
1 being. Unwilling subjects resist
1 Will. A Quick Contest between a
- ker's Tracking skill and the caster’s
~ uralist skill (or his skill with this
| whichever is lower) determines
~ wther or not the tracker is fooled.

Duration: 1 minute.

Lost: 2 to cast. 1 to maintain.

Prerequisites: Shape Plant and
Bape Earth.

Rem
Footwear. The item must bear a
~ure of the animal or being whose

ks it leaves. Energy cost to create:
w0

Hlant Sense
“egular; Resisted by Hide Path

The subject sees and hears minute
s known by the plants around
- such as disturbances caused by
~=ing or hiding creatures. This gives
- < bonus to Tracking, a +2 bonus to

all Sense rolls, and the ability to detect
the presence of invisible or magically
hidden creatures with a normal Sense
roll. Works only in areas with thick
plant growth (jungles, forests, etc.);
may work at half effect (with no
chance to sense invisible or magically
hidden creatures) in sparser terrain.

Duration: 1 minute.

Cost: 3 to cast. 2 to maintain.

Prerequisites: Forest Warning and
Hide Path.

Item
Stalf or figurine. Energy cost to cre-
ate: 500.

Rejuvenate Plant
Regular

Causes a dead, dying, or old plant
to undergo a sudden burst of life.
Tables (or longbows!) sprout leaves,
an aging [ruit tree bears fruit once
more, etc. Whether the plant can sus-
tain this new vitality depends on its
immediate surroundings. A rejuvenat-
ed chair would die slowly unless its
legs could grow roots into nourishing
soil, for example.

Duration: Permanent.

Cost: 3.

Prerequisites: Magery 1 and Plant
Growth.

PLANT SPELLS

Item

Staff. Usable only by mages; the
item must touch the subject. Energy
cost to create: 700.

Wither Plant
Area; Resisted by HT

Causes plants within the area to
wither and die. The caster can choose
to affect only one type of plant, or
everything but one type of plant, if he
wishes. Any large plants or animated
vegetable foes should be assigned a
HT score with which to resist this spell
~ see Animate Plant.

Duration: Permanent.
Base cost: 2.

Time to cast: 10 seconds.
Prerequisite: Blight.

Item
Staff or wand of dead wood. Energy
cost to create: 200.

Walk Through Plants

Regular

Enables the subject to pass through
grass, undergrowth, heavy forest or
jungle without any hindrance from the
vegetation. He can travel as if the land
were open (normal movement rates);
plants move aside to let him pass and
then resume their previous position

behind him.
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The spell makes tracking difficult
giving a penalty from -1 10 -8, depend-
ing on the thickness of the local vege-
tation. If used against Tangle Growth
a Quick Contest of spells must take
place every second

Item
Cloak of plant material. Er

to creare: 400

Walk Through Wood

Regular
the subject to pass
wood (dead or alive) as
It does not open a pas-
others can follow, nor
< it reveal what is on the other side

The subject should hold his breath,
1s the spell does not supply any air!
uld the spell end before the

n open air, he is
is not omati-
suffocates (p. B436)

Item
Cloak of plant material. Energy cost
00.

1o creale

Plant Control

Regular; Resisted by Will
Contral the actions of one large
setable (anv size) or a group ol
small ones, up to about 100 pounds
total — useful only if the plant can
move spontaneously to start with
Concentration is required. This spell
will not wark on a sapient vegetable
{10 6 or higher). Note that this spell
makes possible the use of Rider, Rider
Within, Beast Possession, and similas
spells on vegetable creatures. Plant
Cantrol is Resisted by Animate Plant

Item

Staff. wand, or jewelrs Energs comt
reate: 600 (will control any type of
vegetable)

toc

Essential Wood
Regular

Transforms any intact wood into
the magical essence of wood. Essen-
tial Wood is three times as strong as
re-gular wood, with three times lhc‘HP
and DR listed on p. B358, and three
times the ability to support weight. It
is difficult to ignite with regular
fames (Highly Resistant, according
the chart on p. B433), but once lit
bumns three times as long. It also
burns hotter; adding an extra point of
dam 1o each die (this will even
increase the heat of Essential Flame!),

Manufactured objects made of
wood can be turned into objects made
of Essential Wood; living plants, how-
ever, may not be transformed.

Item
Staff. Usable only by mages. Cast fo
create: 800 energy.

Animate Plant
Regular
As Animation (p. 150), except only
one living plant may be animated. An
animated plant gains a HT score equal
to twice the put into the spell
Note that woody plants often have a
high DR and make frightening foes.
A sapient (IQ 6 or higher) plant
may not be animated.

15t 5 seconds
s: Seven Pla

Plant Form
Special

Assume the form ol any natural
plant or tee between 12 and five
{imes your own size. Clothing vanish-
&5, eappear when you regain youl
form; large possessions fall to the

ground, while

g e small oney ¢
hﬁl.'.ek‘l o wand s -
|mr§:ied i Your Dlan fopy
o ST COnnee e
..m‘dc ., unless 3 plany e,
abilities exists in the qr; veg:

e takes that form, wi =2y,
P!ar._r 15 cast on his plant oy
ard in plam shape may cag o '|
unless he knows them sa ‘,“‘E|

can cast them withou “peech flm = #
ture! He may hesr normally b

YT

Nol see except to semse

darkness. He mav ney

Injuries taken
VT o

bility is req

plant

However, he
hour that he stay
failed roll tempararily
1. 1f1Q drops to 3. h
form, with a plant’s IQ
else frees him with Ren

Item
Staff or wand. B
1,200

Plant Speech

“Converse” with plants 1
rudimentary fashion (s0
cally; the mage mt
The older the plant
the information that
For instance, grass cotl

it had been stepped on 1
a day), while an ancient
recall details of mounts:

Sapient vegetd
better conversanons

dress, arome

bles can hold much

-3} for
[tem ——

Staff, Energy cost roicula”
k 1o one P

e that W :“;ﬁ;—,i that W 1) ealk 0

o

an il
species, 2,000
any plant
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DiWrb“ng Voice

o of Nuls
fain of ! oy
of nuts to &l within
from the nearby trees
o if they were suddenly ﬁﬁﬂd “:'-h
- squirrels. The‘ noisy Iorn_m
y helmets, stings bare skin,
ks or AT ok missile fire. An
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{Semi-Ablative, -20%) [8]; Doesnt
ic Hazards [30]; Injury Tolerance
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- Hazards [_’D]‘ g brate [-20]; Affected by Plant spells
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Arboreal Immurement
Regular; Resisted by HT

Similar to Entombment, except
that a tree, instead of the earth, con-
fines the subject. The subject is
instantly swallowed by the nearest
tree large enough to contain him. He
remains in suspended animation (as
with the spell; see p. 94) in a tiny cylin-
drical chamber inside the tree, until
rescued by chopping through the tree
or the cancellation of the spell.

A mage who casts Arboreal
Immurement on himself may elect to
stay awake, but this is unwise unless
he can create air!

¢ subject to the

enough 1o hold him.
1 Indefinite
5 to reverse an

Immurement

Dy

& 10 cast

v 2 and Walk

Prereg

Through Wood.

Item

Wand or staff. The item must be
wooden, and works only with trees of
that wood. Usable only by mages; the
item must touch the subject. Energy
cost 1o create: 1,000,

Plant Form Other (VH)
Special; Resisted by Will
As Plant Form, but usable on oth-
ers. Only the caster or a Remove Curse
spell can end the spell. 1Q loss will
soan transform the subject into a true
vegetable!

Duration: | hour.

Item

Siaff or wand. Usable only by
mages: the item must touch the
subject. Energy cost fo create: 3.000

Body of Wood
Regular; Resisted by HT

Subject becomes an animated
wooden statue, temporarily granting
him the Body of Wood meta-trait (see
box). Clathes (up to 6 pounds) also
become wood, but lose any magic
powers they might have had. He may
still speak, cast spells, etc.

A subject under the effects of Body
of Wood may also merge into wooden
objects as if he had the Permeation
(Wood) advantage (p. B75).

Duration: 1 minute. The spell
expires if the subject loses
consciousness

Cost: 7 to cast. 3 to maintain

5 seconds

- Magery 2 and Plant

Form

Item
Staff, wand, or jewelry. Only affects
the wearer. Energy cost to create: 1,300.

Body of Slime
Regular; Resisted by HT
The aquatic equivalent of Body of
Wood. The subject becomes an ani-
mated mass of green slime - algae,
pond scum, and other muck you
might find in a swamp — temporarily
granting him the Body of Slime meta-
trait (see box). Clothes (up to 6
pounds) are also transformed, but lose
any magic powers they might have
had.

Duration: 1 minute. The spell

expires il the subject  loses
CONSCIOLSNESs,
Cost: 6 1o cast, 2 to maintain,
Time to cast: 5 seconds.
Prerequisites: Magery 2, Plant

Form, and Shape Water

Item
Staff, wand, or jewelry. Only affects
the wearer. Energy cost to create- 1,300,
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Sense Danger

Information

Tells the caster if any immediate
danger is nearby; can also detect a far-
away danger if it threatens to come

close and strike!
any danger that i

Gives the nature of

isonlya

minute ¢

if there is a danger within f

Detect Poison
“rﬁ‘ﬂ lnl(;r[m[“m

presence of

specifically search for ¢
, Or {0 &
alcohol)

This is also a Healir

for instanc

away;

minutes, the spell produces forebod- ood
ing but no

{except possibly on

a critical success)

Magelock

Regular; Resists
Lod.mamr ~p:“
Locks a door r]u-: \ j
does not open unless the

\‘\'."ni\\\.‘\—l

Item
Wand, staff, or jewelrv. Ener
to create: 400,
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‘? agnbsite: Mage™) 1.

HardieS®  pocking
' version of the

an el - adds to the Damage
AT e of the subject for one

. nell is mot cumulative
Mﬁ _sg:nl\' the stronger spell
por® RemEmber that only one
e be castina turn. A

! may n:
- &{ﬁnfoﬂm\. up a failed Iron
ife with & Hardiness spell, for

{ per point of DR (maximum

Block.

Watchdog

Area
cast around an area, this
ms the caster of anyone or
crossing with hostile intent.
caster is asleep, he wakes
without being stunned The
t destroved if triggered; it
ts natural expiration.

Whet

I to maintamn.

= I 10 < nds

nse Danger.

(an te cast on an-area of floor or

= 0 0n 2 rug Energy cost 10
e 200 per vard of radius.

Nightingale

Area
‘._":_:*_i;&m or section of floor
i o squeaks Joudly when
g ‘ 2 patch of ground becomes
_m‘h:r?:m:rg sticks when someone
"‘"‘Ti:)ca].i- afloor squeaks, etc. This
e 'h\ dlerts or awakes the
~ p:. i within hearing range,
_dlr_:?‘ slerts others, nearby zs
m‘m‘:" 10 roll if there is other

e 10 hewry,
it 3y

By

. 2 10 maintain

e Sctve Dager

Item

Can be cast on an area of floor or
ground, or on a rug. Energy cost 1o
create: 100 per yard of radius.

Sense Observation

Area

Alerts the caster if someone or
something spies or scries upon the sub-
ject area, by means magical or other-
wise. A Quick Contest is rolled between
the spy’s 1Q or the effective skill of the
Information spells caster (Trace,
Seeker; Crystal Ball, any of the “Sense”
spells . . .) and the effective skill of the
Sense Observation spells caster; if the
caster wins, he becomes aware that the
subject areais being observed. A critical
success (on the Contest) might give the
caster an idea of who or what is doing
the scrying or spying.

1f the caster then tries to seek out the
spy, the margin of suceess of the Sense
Observation contest can be added as a
bonus to the Seeker roll, up to a maxi-
mum of +3 (effectively neutralizing the
-5 penalty for having nothing associated
with the person sought). Another possi-
ble course of action is to Counterspell
the scrving spell; distance penalties do
not apply, but the -5 penalty for absent
subject does.

Sense Observation can also be cast
on a being; in that case, the caster can
choose to have the spell alert the sub-
ject instead when eavesdropping is
detected.

Duration: 1 hour
cost: 1 to cast. Half that (o

1. When cast on a being, the

seconds

Sense

L)u{lg\_l' or

fa) Wand, staff, or jewelry. Energy
cost to create: 300. (b) Jewelry or
cluthing. Always on. Only affects the
wesrer. Energy cost (o create; 1,500

Shield
Regular
Conjures an invisible shield of
magical force that moves 1o protect
the subject from fromal antacks. The
Defense Bonus granted by this spell is
cumulative with that from an actual
shield, but this \frl] does not allow a

subject without a shield to block.
Defense Bonus granted by Shield is
not cumulative with any granted by
Block (p. 166).

Duration:; 1 minute.

Cost: Twice the Defense Bonus given
to the subject, 10 a maximum DB of 5
(cost 10). Half that to maintain.

Prerequisite; Magery 2.

Item

None with this spell — but the
armor enchantment called Deflect
(p. 67) can increase your Defense
Bonus by | to 5 points.

Armor
Regular

Adds to the Damage Resistance of
a living subject. DR from this spell is
treated for all purposes like DR from
armor, and is cumulative with that
from actual armor.

Duration: 1 minute.

Cost: Twice the Damage Resistance
given to the subject, to a maximum
DR of 5 (cost 10). Half that to main-
tain.

Prerequisite: Shield.

Item

None with this spell - but the
armor enchantment called Fortify
(p. 66) can increase the Damage
Resistance of your armor by 1 to 5
points,

Turn Blade
Blocking

Makes an incoming blade tum in
its wielders hand, inflicting only
crushing damage instead of cutting.
This also unreadies the weapon. Only
good against blade attacks - it is use-
less against a spear, club, or the teeth
and claws of an animal. This spell does
not count as an active delense itself; it
may be cambined with a normal Parry,
Block, or Dodge. '

If the caster is not the one being
antacked, apply regular range modi-
fiers between the caster and the
attacker

Ceast; |
Prerequisite: Appontation or Spasm
Item

A bracelet or ather piece of arm
upparel. Energy cost to create; 300,




Bladeturning
Regular

A continual version of Tum Blade -
all blades atiacking the subject are
turned, doing only crushing damage
and becoming unready. For each blad-
ed attack, roll a Quick Contest
between the wielder's DX and the cast-
ers elfective skill to see which wins
out. Useful only against blade attacks,
as per Tum Blade.

Note that, unlike Turn Blade, the
spell is cast on the one being attacked,
not on the attacker.

Item
Wand, staff

nor. Energy

velry, weapon, or
0st to create: 300.

Unibrella

Regular
As listed under Wazer Spells, p. 185

Deflect Missile
Blocking
As listed under Mo t Spells,

p. 14
Missile Shield
Regular
Turns any missiles harmlessly
aside by the tiniest fraction needed to
ensure they miss the subject; the game
t is that the missile continues in a
ght line past the subject. Works
on all kinds of missiles — arrows, bul-
falling r lls, shrap-
ing. The GM
wild conceal the existence of the
spell from the caster’s foes as long as
possible, saving they just missed!

Dn

L maintain

Pre n'or Shield
Item

Wand, staff, weapon, or armor.

Energy rost to create: 300.

Catch Missile
Blocking
he caster caiches one missile
ahout 1o hit him. This spell is cast with

a modifier depending on the nature of
the missile caught. Considered a Parry
by the caster for combat purposes.
The missile is unready when caught.
To catch a missile spell, use Catch
Spell

Missile Tipe Penalry
Large thrown weapons a

laxes, spears, eic.)

Thrown knives =2
Arrows 0
Blowgun daris, crossbow balts -5
Bullets, Impassible

supersonic missiles

Reverse Missiles
Regular

Turns any ranged attack (including
Missile spells) back upon the attacker,
If the attacker’s “t0 hit" roll is success-
ful, he i 1 -if

1, he sees the

Weapon, or armor.

600.

Causes ene mi
spells) about to hit the subjec
back upon the atiacker. If the afta
ers “to hit" was successful, he hits
himself — if not, he sees the missile fly
back toward him and miss
Considered a Parry (by the caster) for
combat purposes. Applv Regular
range modifiers if the caster is not the
subject.

Catch Missile

Item
Jewelry, weapon. or shield. Energy
cost to create: 400.

ical suc
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Shade

Regular
| Provides shade for the subject. This
< sunburm and provides some
at (reducing the effective
| emperanire around the subject by
\0'F if hot light is a significant source
of the heat), The effect is that of an

imvisible parasol
This is also a Light and Darkness

prevent
pelief from hez

spell
Duration: 1 hour
Tin 10 se
P Continual
Sh
3 Shigld
I ltem

Sult o jewelry. Only affects the
Wearer. Energy cost 1o create: 100,

1 Resist Poison

! Regular
1 ] :u listed under Healing Spells,

Resist Diseqse
Regular

\ : ‘;; listed under Healing Spells,

Resist Sound

- As | Ra

\ ‘?\:! USted under Spupgd Spells,
f
' Resist Wate

Ay
isted ungle; Water Spells, p_ 186

Resist Lightning

Regular
As listed under Wearher Spells
p. 196

Warmth

Regular
As listed under Fire Spells, p. 74

Coolness

Regular
As listed under Water Spells, p. 187

Iron Arm
Blocking
Stop a blow with only
an arm. If the spell

succeeds, the arm
becomes harder
than iron,

momentarily -
and automati-
cally parries the
attacking
weapon without
harm to the caster.
If the spell fails, the
wizard is simply par-
rving with his arm! This
spell can parry no attack that a
sword could not parry, and is consid-
ered a parry for purposes of combat.

Cost: 1
Prerequisites: Resist Pain and DX
1'1 or higher

Item
A bracelet or other item worn on
the arm. Energy cost to create: 600.

Weather Donie
Area

Creates a shimmering dome that
repels bad weather of all types (up to
and including Windstorm spells, vol-
canic ash, and rains of frogs, as well as
flying insects!). Floods, landslides, and
similar catastrophes destroy the
dome. Inside the dome, the air
remains fresh and the temperature
remains comfortable for the caster.

This is also a Weather spell.

Duerari 6 hours
Base cosi: 3 1o cast. 2 to mainiain.

Preregrisites; At least two spells

from cach of the four elements

Atmosphere Dome

Area

Creates a shimmering dome that is
selectively permeable to gases. It can
either drive out specified gases, or
draw them in. When the dome is cre-
ated, the caster defines a target atmos-
pheric composition; when the target
level for each component gas is
reached, the dome ceases acting on
that gas until conditions inside the
dome change. The composition select-
ed by the caster specifies both propor-
tions and total pressure; this spell can
thus be used either 1o change the
composition of the air within
the dome or its pressure rel-
ative to the surrounding
area, or both. An
Atmosphere  Dome
cannol creale gas
where none exists; if
there is no oxygen ina
planet’s atmosphere, a
dome set to accumulate

OXYEgEn remains empty.
This is also an Air spell.

Duration: 6 hours
Base cosi; 4 to cast. Half that to
maintain.
Prerequisites: Purify Air  and
Weather Dome.

Resist Pressure
Regular

Protects the subject from the
effects of pressures higher or lower
than his native pressure, providing the
equivalent of Pressure Support
{p. B77) or Vacuum Suppart (p. B96).
The caster must select that advantage
the spell grants and at what level at the
time ol casting.

This spell is most appropriate in
scientific-paradigm settings; if the
space between the planets is filled
with ordinary air and the bottam of
the acean is much like the bottom of a
river, there’s not much use for this
\p|:||.

Resist Pressure does not enable the
subject 1o breathe in the environments
it renders survivable; Breathe Water
or Hold Breath may be useful in these
situations,

TION AND WARNING SPEI




m: | minute
Varies with the advantage

conferred

Advanta
Pressure Support |

Energy Cost
2 to cast;
I to maintain
3 to cast;
2 to maintain
5 to cast;
3 to maintain
3 to cast;
2 10 maintain

Pressure Support 2

Pressure Support 3

Vacuum Support

Weather Dome.

TErequstle

Item
Wand, staff, or jewelry. En
rate: 900,

Resist Radiation
Regular

ical Spells

As listed under Techn
p- 182

Resist Acid
Regular
As listed under Water Spells, p. 190.

Freedom

Regular
As listed under Movement Spells,
p. 148

Teleport Shield
Area

Any attempt to Teleport (or Blink)
into or out of the area of effect is at -5
to skill. Failed attempts to teleport in
have the normal Failed
attempts 10 teleport out leave the
caster where he saned, physically

eltects

stunned and having spent all the ener-
gv for the attempt! Doubling the
energy cost increases the penalty to
-10; tripling it increases the penalty to
-15!

This spell works against Teleport
Timeport, Plane Shift, Timeslip, and
all their variations

This is also a Gate spell.

Base ¢

vard rac

Item

Can be cost on an area of floor ot
ground, or on a rug or similar item
Ene 50 per vard
radius.

ost 0 ¢

Force Dome
Area

As Weather Dome, but the Force
Dome repels anv physical force or
missile spell. Nothing can enter except
light, and only enough light to see by
(the interior is always in twilight)
Likewise, nothing can leave the Force
Dome except light — and not even t
if the caster wills it. However, ma;

and magical creatures and items, pass
through the Force Dome as though it
did not exist.

Once cast, a Force Dome takes a
full second to form; anyone inside the
Dome’s area at the time it is cast has
one turn to leave

Force Wajy

Create
I_.a-'.a!u a ‘h!ﬂlhk‘r‘mu k
Which physica| forces =
c
spells canno Cross, flra

nlm.\{i“-.;l. spells
Force Wall is four samic »
walls are possihia 3;“,“ -
¥ increassd s
double hej

Energy cost 1o ¢
Wall may be r

energy cost of 100 t

Utter Dome

Protects against phys C

ical attack; has the
nation Force Dome 3
However, creatures

Utter Wall
Regular:
Resists intruding spells
As Force Wall, but prote
physical and magical
effect. of a combinat
and Spell Wall
A !

C

Same cost (o

wall

Item " mages-
(i by mag

3 Usable only B
{a) Sttt 1 000 bl A

Energy cast o o

. may be mad
Uter Wall ) tines pormil

Cntal
Jo permanctt "

an encigy cosl af 10
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CHAPTER TWENTY-THREE

SOUND SPELLS

amie people Tind the fale :
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[ puitude for shriekin His piert
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Q0 0K
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v heinp Turned
ki | onds belor
! o no led himi oul
|1l | il
Shieiln siehied with satisfaction and

For any spell that produces sound,
the "subject” is the spot from which

the sound comes

Sound
Regular

Produces any sort of meaningless
the drone of
an insect, the distant babble of voices,
the clatter of something falling, o
anything similar

sound the caster wishes

The spell cannot
produce fond noise. It requires no

concentration once the spell is cast
1 1o 5
1 sound th
i Fminute i

ltem
Any. Continually

specitied sound (tho

produces the
Link is often
sed 1o wim it on and off). Ene T cost

Tete: S0

Keen Hearing

As listed under Mind ¢ ontrol Spells,

Silence
Area

e an arca ol quict. No one
N this ars can hear anyihi
Rathing that happens in this ares

Cre
with
and

aley

makes any sound. 1tis the area that is
alfected and not the people in it;
one moving out will be able o sp
Note that of silence w
prevent spoken spells from working!

an area

An area can be permanently
silenced; the spell is on the floor or
ground, and is broken if that area is
torn up. Or a large rug can be enchant-
ed for a portable silent area. Energy cost
to create; 80 per vard radius, but only
one spell is required for the whole area

Sound Vision
Regular
The subject sees by sound, like a bat
or dolphin, as if he had the Scanning
Sense (Sonar) advantage (p. B81). The
Silence and Wall of Silence spells are
equivalent 1o Darkness to the subject,
while someone using Hush or Mage-
Stealth will be effectively invisible o
Sound Vision. The subject may still see
with his normal vision, if he wants to
and there is light to do so,

ns 1 minute

Cost: 5 (6 cast, 2 1o maintain

Teqrisie,

Acute Hearing ady

Item

Ke

Wing

Staff, wand, or jewelry; only affects

the wearer. Energy cost to create: 400

Thunderclap
Regular
Produces a single loud sound like
an explosion or crash of thunder. The
“subject” is the spot the caster chooses
as the spell’s center, Outdoors, anyone
within 3 yards of this place must make
a HT roll or be deafened; anyone deal-
ened may roll vs. HT every hour to
recover: In an enclosed area - less than
10 yards in any dimension — increase
this distance to 6 yards! The caster
makes his roll at HT+2.

rr Sound

Item
Gloves, staff, wand, or jewelry.
Energy cost to create: 300,




Voices
Regular

Produces a meaninghul sound
of normal speak
Requires

VOICES, music, el

lume constant

ng V
concentration on the part of the caster

Dearafioni |

ninife
Cost 10 Cast. 2 1o maintam

Sound

Item

Any, The itern repeats a single say
ine over and over (unless limited with
Link). Energy cost to create; 20 per

word

Garble
Regular; Resisted by Will

The subject (a living being) can no
longer make meaningful sounds; i
comes out completely garbled. This
spell could make an opposing w

powerless!

Item
(a) Clothing or jewelry; only affects

the wearer, Always on. Enerpy cost 1o
400. (b) Stalff o
only by mages: the item must touch the
subject. Energy cost 1o create: 1,000,

creale wand. Usahle

Imitate Voice
Regular; Resisted by HT
Alters the subject’s voice 1o precise
ly imitate that of a single other being
knenwvn to the caster (including
inflections and accent). Recreating a
farniliar voice from memorvy is a
penalty to skill, -3 or worse il the

caster has only heard the

special

a lew

times or a long time ago (Eidetic or
Photographic Memory is helpful here).
Te determine whether someone famil
iar with the imitated beings voice is
fooled or not, roll a Quick Contest
hetween the spell and the listener’s 10
when he first hears it

Wall of Silence

Surrounds the affecte

wall that sounds will not .-‘l' p Th

within it cannot hear outside
or be heard by the
of spoken

outside. Casting

Is is unalfected

Item
As for Silence, but the cost is 10§

per yard radius

Hush
Regular; Resisted by Will

The subject (an ohject or living
k
accidentally or on purp: Add 3
Stealth sk

roll is necessary, or subt

being) can m

the subject

Hearing roll of anvone teni

the subject. This spell
opposing wizard in batth

Item 3
Clothing or jewe
wearer, Energy cost 10 (
Mage-Stealth
Regular
The subject can moOve qui tly,
., hut can
breathe without sound, et 'lllnh.l

still talk when necessary
benefits are as for Hush

ltem

s the
Clothing or jewelry

only aiect
Ll

CrEiti
wearer. Energy cost |




Great Voice
Regular

The subject can be heard dlearhy and
gdissimatly by evervone he can see, even

1 et distance- The subject can
e e heard by anly a few chosen
choose 10 and B e

ers il he specihies before speaking
I.’h:“ within-ondinary earshot will he
& vhether he wants it ar not, of
vl \;.-1u that, for instance, one

course ) £
Lw_i. oot cut off the subject’s voice by
could T

ducki behind a rock. This spell is
widely usad by ship captains, m,lu,‘m
comeanders. and public .\pcakm\ The
mav become irmitatingly loud if
loud, but will not

soumd
the original yoice 18
deafemor cause harm

‘.I.-‘::.J.!'.

Item .

Saff, wand, helm, or jewelry; only
affects the wearer. Energy cost o
create: 200.

Noise
Area
Fills an area with meaningless,
continuous, very loud noise. No one
within this area can have a conversa-
uon or hear other sounds, Use of any
I0-based skill is either distracted
(spelks, for example), or at -3 (or both!
GMs choice). A Wall of Silence sur-
rounds the affected area. Resists (and
is Resisted by) Silence

ltem

An area can be permanently made
noisy; the spell is on the floor or
Bound, and is broken if the area

;1;\. Or 4 large rug could be enc
or

is torm
anted
& portable noisy area. Enerpy cost to
“restie: 100 pervand radius, but enly one
spell i required for the whole area

Delayed Message

" Area
dc-':‘:: an oral message, which can
i 16 g0 off until 5 cortain per-
m%lfmi Al casting, armives in the
The. recipiemt hears it clearly,

regardless of ather noise, but nobody
else hears it. A Detect Magic spell cast
in the area reveals that it contains a
delaved message, but only a eritical
success reveals more. A eritical success
reveals one of the following (roll ran-
domly): the sender, the intended recip-
ient, or the words (not any hidden
meanings) of the message.

This does not count as a “continu-
ing spell” — the mage casts it and
forgets about it.

Resist Sound

Regular

The subject (person, creature or

object), and anvthing he carries,
becomes immune to the effects of
sound: Thunderclaps won't deafen
him, sonic weapons won't harm him,
Sound Jet won't stun him, and so on.
Noise may still distract, however: Very
popular at high TLs.

This is alse a Protection and
Warning spell.

Item

(a) Any. Only affects the wearer
Energy cost to create: 300. (b) Wand,
staff, or jewelrv. Energy cost 1o create:

1,200.

Sound Jet
Regular
Shoot a thin beam of very shnll
sound from a fingertip. Each turmn, the
caster rolls versus Innate Attack or
DX-4 to hit. This attack may be
dodged or blocked. but not parried.
The spell does no actual damage, but
anvone hit by the jet must roll versus
their HT minus the energy cost of the
spell ar be stunned (see Effects of S,
p. B420). DR gives a +1 bonus to the
target’s cffective HT for every five
points of DR. Every tum, a stunned

person may roll v HT minus the
encrgy cost of the spell to recoves

Item
Staff, wand, or jewelry. Usable only
by a mage. Energy cost to create 400

Concussion
Missile
As listed under Air Spells, p. 26.

Converse
Regular

Allows the caster and his subject to
converse quictly without fear of eaves-
dropping, even in a noisy environment
(such as a raucous party), Each one
will hear the words of the other clear-
Iv regardless of the surrounding din.
Other beings within earshot will hear
a meaningless buzz of conversation.

Converse resists spells that block
sound such as Silence or Noise.

As long as eve contact is

[tem
nv. Usable onlv by mages. Energy

cost to create: 150.

Far-Hearing
Information

The caster can hear any conversa-
tion that he can see. even at a great
distance, or hear through solid objects
totaling no more than six feet of thick-
ness. He automatically makes all
Hearing rolls.

This is also a Knowledge spell

| minute

4 to cast, 2 0 maintain,

o cast: 3 seconds

isite: Magery | oand lour
Mav now  have
Dealness or Hard ol Hearing

Wl spells

Item
Clothing or jewelry, Only affects
the wearer: Enengy cost to creare: 400




Scribe

Regular
Animates a pen, which writes down
whatever the caster dictates for the
duration of the spell, Tf the caster fails
by only | or 2 points, the pen is still ani-
mated, but the transcription is not per-
fectly accurate! Therefore, the caster
should always double-check his work.
At higher TLs, this spell may also be
used with typewriters, computer key-
hoards, and other transcription devices.

Duration: 1 minute.
| 1o maintain
Dancing

Cast: 3t cast

Prerequisites:  Voices

and must have Accented or

yvritten comprehension in at

least one lar

Item

A pen may be permanently animal-
ed at an energy cost of 250. For an addi-
tional 100 points of energy (which may
be a separate enchantment) the caster
may attune it to someone elses words.

Musical Scribe
Regular

Animates a pen, which records in
musical notation any tune that the
caster hums, sings, or plays on an
instrument. The caster may also
attune the pen 1o the sounds created
by another person (or by a radio, ete.),
instead of himself. The pen records
only the music; if lyrics are 1o be
recorded simultaneously, a second
pen with Seribe cast on it can follow
along and do so!

Ditrution: | minute.

3 o cast, |
» cost by 1 (bath casting and
mtenance) il the paper supplied is
nol  properly vuled for musical
wation (the pen has to work harder
wplving the lines as well g5 the

o maimtain

T
¥

esth
Presegquesile: Scribe

Item

A pen may be permanently animat-
ed at an energy cost of 350. The caster
can command it to change which
source it is “attuned to” at will.

Message
Regular; Resisted by
spells that block sound

Send a spoken message 1o a sub-
ject. Use the long-distance modifiers
(p. 14). If the caster doesn't know the
subject, he is at -2. If he doesn’t know
the subject’s whereabouts, he is also at
-5 (a successful Seeker spell will elim-
inate this). These penalties may be
cumulative. A successful Trace gives a
+35 bonus.

The subject hears the message
clearly and distinctly whatever his
sonic surroundings, but nobody else
hears it. Silence, Wall of Silence, and
Noise will resist the incoming message.

This is also a Communication and
Empathy spell.

Duration:

the subjectat 5

travels 1o

peed dou-

mph: This

bles when \sting cost is doubled

| per 15 seconds of MEsS:

Item

A conch one speaks into while con-
centrating on a mental picture of the
subject and his surroundings. Energy
cost to create: 1,000

Wizard Mouth
Regular
As listed under Knowledge Spells,
p. 104,

Alter Voice
Regular; Resisted by HT
As listed under Body Control Spells,
p- 4L

Silver Tongue
Regular
Grants the subject the Voice advan-
tage (p. B9T). The spell has no effect on
beings that already have the advantage.
Dreratione: 1 oninule.
Cost: 3 to cast. 210 TRl

) Proreguetsires; Voices and E miiain
Control

Item

(a) Staff or wand. Usable only by
mages; the item must touch the
subject. Energy cost to create: 200. ()
Jewelry; must bear a picture of 3
nightingale. Always on, only affects
the wearer. Energy cost 1o create: 600

Echoes of the Past

Regular
As listed under Knowledze Spells
p. 107

Wizard Ear
Regular
Creates a replica of the casters
physical ear, through which he can
hear. The ear may move about without
bumping into things (as if it had
Sound Vision), though it cannot “see”
more than the general size and shape
of halls and rooms. This spell may be
cast on an already existing Wizard Eye
{resular or invisible); this does not
change its shape, but allows it to hear
conversation and other sounds.

Item

Any painting or sculpture depicting
a human ear may be tumed into an
immobile Wizard Ear. through which
the holder of an earshaped amulet,
enchanted at the same time, ma¥ hear
regardless of distance. Each such Ear
links only to one amulet, and vice
versa. Energy cost (o cast: 450

Invisible Wizard Ear

Regular

Creates a Wizard Ear that uannjx

be seen without the See ln\nsl_bt_c spell

Anyone who guesses where it 15 mni\

still attack, but the cumulative modi-

Fers from invisibility and its ,-l.rnalJ size
make it nigh impossible to hit.

Dygrpbiore: 1 miniie
Cast: 5 10cast. 3 to mainiain
Time o cust: 4 seconds

Preroquisies: Wirard Ear and

Iirvisibility




CHAPTER TWENTY-FOUR

TECHNOLOGICAL
SPELLS

Traditionally,
st m

coexist, spells that manipulate and
support the wols and features of the
mechanized world must logically

arise

Unlike other spells, many Tech
spells are technological skills (p. B168)
and must be learned at a particular
TL. When a mage is expert with magic
designed to interact with TL10 tech-
nology, he is at a penalty when trying
to power a TL11 blaster or trying to
drain the energy from a TL7 flashlight
battery

These penalties also affect prereg-
uisites. To use a Tech spell as a prereg-
vou must have it at the level
sciated with spending one charac-

ter point

trving to

MACHINE SPELLS

rpose of these rules, a
£ ol that in some way
ores, or 5“!71*!‘\'!1“}[1\ P‘W'\C[' mn
to do its job: Thus, a hand drill
doesnt qualify, but an electric drill
does, A spring-powered pocketwatch
is 2 machine, while a sundial is not
The GM has final say r:-g.ulilng any
&V area.
In some cases, it may be imporiant
Io assign an attribute to a machine for
purposes of determining spell resist-
ance. For most purposes, the
machines HT is appropriate for this
purpose; maost machines have HT 10
unless specified othenwise

o

e)

Machine spells are intended foruse
on machines without sapience or free
will; as a rule, they should not affect
any being that would ordinarily be
built as a character. They should affect
most machines with 1Q 3 or less, and
some machines with the Automaton
meta-trait. Als and other sapient
machines should be conwolled with
Communication and Empathy or
Mind Control spells (though the GM
may wish to assess a -4 penalty for
controlling an “alien” mind). At the
GMss discretion. the mare physical
Machine spells, like Glitch or
Malfunction, may work on sapient
machines.

TECHNOLOGICAL SPELLS

Seek Machine/TL

Information
Identifies the direction and approx-
imate distance of the nearest machin-
ery of any sort. The caster can also
specify that he is looking for a specific
sort of device; lasers, computers, light
sources, etc. Any known examples of
technology may be excluded if the
mage specifies them before casting.
Use long-distance modifiers (p. 14)

0

Item
Staff, wand, or jewelry, Ernergy cost
1o create: 100,




Reveal Function/TL
Information; Resisted by
spells to conceal magic
Reveals the functions of the subject
machine. If the subject has more than
one function, the spell reveals them in
order of complexity (simplest first), and
tells the caster “there are more func-
tions,” Later castines will reveal the
remaining functions, one per casting.
The spell can also be used to reveal
how to activate known functions (i.e.,
which button to press); the caster gets
one by, at -5! If successful, the caster
can then use the machine with the
appropriate skill (or 10-6) at a penalty
of only -1 for unfamiliarity.

Cost: §
Fime 1o ¢
Prerequi

[tem
Stalf, wand, or jewelry. Enerpy cost
to create; 1,500,

Machine Control/TL
Regular

Control the actions of one machine
(anvthing under 1Q 6, of any size) or a
swarm of small ones, up to about 1,000
machines or 100 pounds total. The cast-
er must be aware of the machine’s func-
tions to control it. The spell does not
supply the skill to use the machine - the
caster must use his own skill at Gunner,
Computer Operation, Driving, and so
on, Concentration is required.

The spell acts through the
machine’s triggers and contrals,
mechanical or electrical. A m.
could use the spell to make a camer:
snap a picture, a robot strangle its evil
ator, or a gun discharge all of its
ammunition. He could not aim the
object, or move it, unless it was self-
aiming or self-propelled (at least with-
out adding an Apportation spell).

1f something else has control (an Al
in a vehicle or 3 human operator at the
driver's seat, for instance), then hefit
may dispute control of the machine
every second with a Quick Contest of
the caster’s effective skill vs. the opera-
tor's skill (or Will=TL for cybernetic
control).

A mage who knows this spell may
use the Rider or Rider Within spells on
machines; note, however, that a
machines sensory apparatus may not
be readily intelligible to a human being!

Item

Staff, wand, headgear, or jewelry.
Energy cost 1o create: 1,000 for an item
that controls a specific type of
machine, 2,000 for one that will
control any machine,

Machine
Summoning/TL
Regular

Call one machine of a named type
(anything under IQ 6). Range does not
matter for this spell. If the spell is suc-
cessfully cast, the caster knows the
location of the closest machine of the
type and how long 1t will take for that
machine to come to him. It moves
towards the caster as fast as it can,
until the spell ends or the machine
reaches the immediate vicinity of the
caster.

Of course, the machine may not be
very gr)ud at Hndiﬂg ils way, or It may
run out of fuel or power, etc. For
example, a TL7 refrigerator would be
unable to move at all. A TL7 car would
proceed in a straight line at top speed,
unaware of (and thus unable to avoid)
abstacles such as pedestrians, ditches,
lampposts . . .

TECHNOLOGICAL SPELLS

Once the machine reachies he
er, it stays nearby, without Gltnzl?*
until the spell ends. The spell js b,,*:
if the caster ar one of his companiog
attacks the machine.

4 secands

Item

Staff, wand, or jewelry, Eyeriny st
to create: 500 for an item thu\i Sum.
mons one particular machine e,
1,000 for an item that can SUmmon
any machine.

Machine Speech/TL
Regular

Communicate with any machine
(of any 1Q) in the machine’s own “Jan-
guage.” Unless the language is
sound-borne, the subject has to main-
tain physical contact with the
machine’s interface port or antenna
The amount of information
exchanged depends on the machines
intelligence; no machine below 10 3
will be likely to know much of interest
Each minute of the spell allows ane
question and answer.

This is also a Communication and
Empathy spell.

1 manle

cast. 3 o maintai

: Machine Summoning

Item

Stalf, wand, or jewelry. Energy cost
ta create: 1,200 for an item that talks to
one particular machine tvpe. 3,000 for
an item that can talk to any machine.

Glitch/TL
Regular; Resisted by HT
The machine equivalent of Spasm
(p. 35). This spell causes something 10




| annovance cast

el, 10 polen

jedic

{, for instan

{ cast on an autor

il
L the riiddle ol laser surgery)

Usable only by
1h

miust 1fouch Ihe

_. ._’, 1. Ener ot fo creare: 300

Malfunction/TL
Melee; Resisted by HT
lent of Total

The mechanical equiv

Puralyy

¢ subject machine simply

tion for the duration of

1 airplane falls, a sensor 1s
“Blind." and so an). The caster must
wnich the subject

D

ltem

Staff or wand, Usable only by
miges; the item must touch the
subject Enwrpy cost (o create: 2,000,

Schematic (VH)

Information

Creates detailed rechnical “blue-
Prims” of the machine subject in the
Saslers mind. The caster can browse
through the mental schematic at his
lf‘"ulf OF the same rate that he could
Examine actual by, wpy plans for the
Machine. Howpy T, this spell
PPropriate . skills; 10 interpret, for
‘I’l:::::u a schematic of a starship’s
Lo Pawer ]1|ul|:|. l_hn: caster would
[Fumm""‘;" skill in Engincering
i 0 make any use of a
matie of 4 weapon,  either
SILY or some som of WEAPONS
::':1:&'. would be required. The
the length of time that the
e u::::: with any useful clarity in
mind, The caster must

subject during the casting.

ants no

lisr

nmn

maa b pres

ent). This could be used 1 form :

1 a fragmented

complete picture fro

' device, Tor Instance In

the cost 1o

Parses,

This is also a Knowledge spell

Item
Blueprint or headgear. Us

: the item must o

subjett. Energy cost to create: 200,

Rebuild/TL (VH)
Regular

This spell is an improved version of
Repair. 1t totally rebuilds anv object,
{rom even a fragment. The caster must
first successfully cast Schematic on
the subject, and, while the schematic
is still in mind, begin casting Rebuild
Schematic is unnecessary for simpler
objects. With enough power, you
could rebuild a starship from a scrap
of bulkhead!

The object re-forms at a rate of 500
pounds of missing mass per second,
beginning after the casting is complet-
ed, Thus, it would take a 30-ton tank
two minules o completely rebuild
itsell. Exotic materials may inflict a
skill penalty or slow the rebuilding
process,

On objects simpler than machines,
ignore the TL modifiers. Magic items
cannoi be rebuilt

This is also a Making and Breaking
spell.

Dueradiom: Permanent

TECHNOLOGICAL SPELLS

Animate Machine/TL
(VH)
Regular; Resisted by Wil
irit 1o !

Summons a spi

Ch rs with
trait (p. B263

spell, though intelligent machines do

gel a hance to resist

The summoned spirit controls the
animated machine just as if it were
being operated in the normal fashion
It also controls all the mechanical or
accessories  (including
weapons) built into the machine

The spirit has DX 10and 10 9 with
the Automaton and Spirit meta-traits
(p. B263). It obeys the orders of the
caster or anyone the latter designates
- but the spirit takes all orders literal-
Iyl “Drop me off’ is a particularly
unfortunate command 1o give to an
animated helicopter. In such cases,
roll against the spirits 10 to see il it
uses the colloguial or literal meaning
of the phrase.

On a ¢ritical failure during casting,
a demon enters the machine. It then
attempts to kill its summoner and any-
one else it can reach. The caste:
not dispel the demon animatir
machine — it uses its own 15 FP to
keep the spell gaing! In other respects,
the demon is similar to the spirits
ordinarily summoned.

electronic

Dratton: One minute

Cost: 8 for a machine of up to one
ton in mass, Y for two tons or less, 10
tor four tons, 11 for eight tons, 12 for
16 tons, and so on, with each extra
point of energy doubling the copable
mass of the spell Hall tha
ML,

o

Time to cast: One second per
point

Preve

nergy

sites: Machme Contral and

cither Animation or Animate Object



Any sufficiently advanced technology is
indistinguishable from magic.

Machine Possession/TL
Regular; Resisted by Will

Like Animate Machine; except that
it is the caster's own spirit which ani-
mates the machine. The machine
must have 10 5 ar less.

The caster animates the subject
just as if he was at its controls. He has
full access 1o the machines memories
and abilities; he may use all its skills
and abilities as though they were his
own. He may use his own mental ahil-
ities, but not his physical ones (so
spells cannot be cast unless they are
known so well that they reguire no
speech or gesture),

The spell allows the caster to keep
his own sensory apparatus in addition
to the machine’; otherwise, he would
be severelv handicapped, since
machines of TL6 or less are basically
blind and deaf.

The caster's own body lies uncon-
scious during the spell and should be
safeguarded.

Duration: | minute

Item

An pair of identical pieces of jewel-
1y, ane of silver; one of gold. The caster
wears the gold one, the machine bears
the silver one. The spell may then be
cast al anv time, regardless of distance.
If a Powerstone is included, it is in the
gold one. If either item is broken, the

ENERGY SPELLS

For the purpose of these rules,
“ponwer” means anv energy used by a
machine to do its job. At TLS, this gen-
erally means electricity. Eardier Tls
misht use mechamical power from a
waterwheel or steam engine; later TLs
might use exotic forms of beamed

~ Arthur C. Clarke

other loses its enchantment. Energy
cost to create: 1,500 (for the pair). Each
of the pair must include a synthetic
gemstone worth $200.

Permanent Machine
Possession/TL (VH)
Regular; Resisted by Will

Like Machine Possession — but the
caster remains in the subject machine
until he chooses to leave ar is exor-
cised by an appropriate: spell (Dispel
Possession, Remove Curse,
Counterspell, etc). The caster’s body
remains in suspended animation
(p. 94) while the spell lasts. If the cast-
ers bodv dies, the spell is broken
Whenever the subject machine takes
damage, the caster must roll on his
own bodv’s HT or take the same dam-
age. If the subject machine “dies.”
caster must roll vs. HT or die also!

In addition, the caster must roll
against his Will every day; a failed roll
means that he loses one point of 10
The caster does not need to roll any
more once he reaches the machine’s
normal 1Q or Will range. The lost
attribute is regained when the spell is
ended, Should the casters 1Q drop to
5. only Remove Curse or Dispel
Possession will end the spell.

the

Machine

power “Fuel” bv contrast, means any
substance that is consumed o provide
power Fuel takes many forms, from
wood 1o coal to antimatter The TLof a
fuel or power source is determined by
the TLs at which people use it 1o operate
machines. If a fuel has more than one

HNOLOGICAL SPELLS

Awaken Computer/ry
(VH)

Similar to Awaken Craf Spirit. this
:peil.a“akms 3 computers spiry
Srantng it awareness and sapience. if
the computer s alreads inhahited by 5
Sapient program, that program may
resist this spell: if it fails 1o FESIL, it s
rendered unconscious for the duraion
of the spell.

The spirit awakened by the spell
has 10 equal 10 the computers
Complexity = 3. It has complete o :
to all its host computer's databaces =
and peripherals, though
encrypted information
databases. It can access
computers like anv othe
its host computer- it |
Operation and Comy
gramming at its 1Q. It «
caster’s orders faithfully, bus
has free will (also, true 10
computer spirit can be ;
literal-minded).

Computer spirits often have quirky
personalities all th 1
remember what
they are awake
between awake
slumber, not nonexistence

If a critical failure &
time a given computer is
spirit is malicious and &vil, and seeks
to do harm to the caster and anyone
else it can hurt. It has C
Hacking at a level egual
Complexity: if nothing else,
important data just because it can

Iuriatingly

Item .
A computer may be permancntiy
awakened for 100 times casting cost

TL, use the TL mﬁﬂmjt‘-ﬁ\:_nnl: 1o the e

caster when making calcuialions. W
Many of the spells below requite v

conversions between standard zl-;\_;

sources and GURPS spell energy =

defanlt assumption is that ene ki :

wait-hour (kWh) is equal o 10 enerEys




hus, 360 Kilowatts (kW) is equal 1o 1

Jsecand, and 360 kilowatt-sec-

ands (kWs) or Kilojoules (k1) is cqual

1o | energy. Some scitings may have
different assumptions, however;
enerzy spells can become extremely

cerful in settings with antimatter
reactors, and the C!M may want to
change the conversion rale (0 com-

pﬂlﬂk‘-
Seek Power/TL

Information
1dentifies the direction and approx-
imate distance of the nearest signifi-
cant source of power. Use the long-
distance modifiers (p. 14). Any partic-
ular types or known sources of power
may be excluded if the caster specili-
cally mentions them before beginning.
Power sources that are not current-
Iy being drawn from (a battery not
connected to a circuit, for example)
are harder to locate than power
sources in use; double the long-
distance penalty.

10 seconds

ftem

Awand that will point in the direc-
tion sought after and glow in propor-
tion to the importance of the source
detected. Energy cost to create: 60.

Seek Fuel/TL

Information
_ Identifies the direction and approx-
imate distance of the nearest
Significant source of fuel. Use the
long-distance modifiers (p. 14). Any
particular types or known sources of
fuel may be excluded if the caster
spe._:iﬁcali\ mentions them before

Cosr: 3
Tliie to cast: 10 seconds.
ltem
\\'ilf Lhﬁn graduated metal stick, which
pomnt in the direction sought after
EVe an indication of the amount
- Energy cost to create: 60,

Test Fuel/TL

- Information
h:'ﬂlhhm if 3 substance can be
0 normally as fuel for a specific

purpose. The spell reveals nothing
about the substance’s chemistry or
stored energy, but it detects impuri-
ties, decay, and foreign ahjects that
might interfere with normal use. It
does not check fuel for magic.

wnda o

Item
Staff, wand, or jewelry. Energy cost
to create: 100.

Preserve Fuel/TL
Regular
Prevents fuel from spoiling, decay-
ing, or otherwise becoming unusable.
Wood does not rot, gasoline does not
evaporate — even the radioactive decay
of nuclear fuels is suppressed!

Duranion: 1 week

Coust: 4 per pound of fuel Half that
Lo maintain

Prereguisite: Test Fuel

Item

(a) Staff, wand, or jewelry. Energy
cost to create: 400. (b) Chest or con-
tainer; always on; the contents of the
chest are preserved indefinitely.
Energy cost to create: 40 for every
pound of fuel to be held (round up).

Purifv Fuel/TL
Regular

Removes foreign objects and impu-
rities from a fuel, rendering it fit 10
use. If the fuel has been completely
corrupted by the impurities, the spell
will remove them . . . leaving nothing!
Cost: 1/2 per pound of

be purified (minimom o
Prere re- Purify Wat

Item

Staff, wand, or jewelrw. The item
must touch the subject fuel. Enenny
cost to create: 200,

Create Fuel/TL
Regular
Twmns any natural substance into
the primary solid or liquid fue! for the
spell's TL. At TL5, this will urn rocks
into coal: at TL7, #t would tum rocks
inlo uranium.

JCHNOLOGICAL SPEILLS

Other Energy spells such as Steal
Power or Draw Power cannot fap
magically created fuel or a machine
using created fuel for energy

Drrarion: Permancnl

Cost: | per TL per pound: a TLS fuel

r nond o
I W

two transmutation spells

Item

{a) Wand, staff, or jewelry; usable
only by a mage. The item must touch
the material to be turned into fuel
Energy cost to create: 400. (b) A pot or
container that will change the contents
into solid fuel. Energy cost to create:
100 per pound of the daily capacity of

the container.

Essential Fuel/TL
Regular

Turns any regular fuel into the
magical essence of fuel. Essential Fuel
burns 10 times as long as regular fuel,
with one-third the usual pollution
(smoke, radiation, etc.). Vehicles run-
ning on Essential Fuel have 10 times
the Range; in a secret-magic setting.
this spell may give rise to urban leg-
ends about 200-mpg carburetors.

The increased potency of Essential
Fuel onlv applies when the Fuel is
used in a machine; hay treated with
Essential Fuel does nothing if fed o a
mule.

Other Energy spells such as Steal
Power or Draw Power cannol tap
Essential Fuel or a machine using
Essential Fuel for energy. i

Permanent

r pound

10 seconds

fes; Any six Energy spells.

Time
Preveg

Stop Power

Area
Stops the flow of power in the area,
causing all powered devices to cease 1o
function. This may or may not cause
permanent damage to the devices
depending on their design. Barrine
this, any affected device works
normally when it leaves the area.

Duration: 1 minute

Base cost: 3 1o cast. Half that to
maintain




Tine to cast: 3 seconds

Prereguisites: Magery | and Seek

Porwer

Item
Wand or staff, usable only by a
mage. Energy cost to ereate: R00.

Lend Power/TL

Regular

The caster expends energy to mag-
ically power a device. In theory, a large
enough circle of mages could use this
spell 1o power a starship and its
Weapons.

The spell cannot be nsed to directly
charge batteries or other storage
devices. It could, however, power a
machine designed to recharge them .

Duration; Indebinite
Cosr: The GM will have to convent
the devices power requirement inio

i energy rate equivalent (see pp. 178

179). Minimum energy cost is one per

hour: high skill does not reduce cost
Prereguisites: Magery 2 and Seck

Power

Item

(a) Staff, wand, or jewelry. Usable
only by mages; the item must touch the
subject. Energy cost to create: 1,000 (b)
Any device can be enchanted so that
any mage willing to lend it power (pos-
sibly in addition to its normal power
source) can do so. The mage need not
know the spell; the enchantment sup-
plies the magic. The enchanted device
will also accept a Powerstone of
Maintain Spell. Energy cost to create: 1
per 100 pounds of device mass {round
up); the minimum cost is 250.

Propel/TL
Regular
Uses magical energy 10 operate any
device that converts power or fuel into
mation, from a lawn mower (o 4
stardrive. In almost all cases, these
devices are vehicles of some sort; see
Vehicles, p. B462, for more details.

1) 1

ultiply X
desired Move
le's Top Speed)
caster’s skill. Min
ov: high skill de
--\-l Same cost 1o man

Create Fuel and

up 10 the

1 divide DY

Dancing Object

Example: A mage with PropelTL7-
15 wishes to move his sports car
(p- BA64) at its top speed of Move 75
(150 mphl. The car weighs 1.8 wns. To
move the car at Move 75 for the dura

tion of the spell requires (1.8x75015 =9

enerey

[tem

(a) Stalf, wand, or jewelrv. Usable
only by mages; the item must touch
the subject. Enerev cost to create.
1,000. (b) Any engine can be enchant-
ed so that any mage willing to propel
it can do so. The mage need not know
the spell; the enchantment supplies
the magic. The enchanted device will
also accept a Powerstone or Maintain
Spell. Energy cost to create: 20 per ton
of vehicle Lwt. (round up); minimum
cost is 200

Conduct Power/TL (VH)
Special

Turns the caster into a power con-
duit, a link between an active power
source and a device in need of it. The
spell has two “subjects”™ the source
and the sink. The range penalty is
based on the total distance from
source to caster plus caster to sink. If
either the source or the sink is not vis-
ible to the caster, the roll is at -5; if
neither is visible, the roll is at <10!

A device may draw power through
one mage or circle of mages at a ume; if
several mages are competing to supply
a device, roll a Quick Contest of Skill
between casters, adjusting for range.

The maximum power a mage may
safely serve as a conduit for is (HT) x
(Magery squared)/d, in megawatls
Thus, a wizard with HT 10 and
Magery 2 could handle a steady
stream of 10x(2x2)4, or 10
megawatts, safely. If a mages sa level
is exceeded, every second he must take
1 fatigue per excess MW (or fraction
thereof) and roll vs. HT. On a failed
roll, he loses HP equal to the fatigue
loss for that turn. On a critical failure,
he suffers a heart attack (see Mortal
Conditions, p. B429) and collapses,

A source for this spell need notbe a
source of electricity or some ather
energetic essence; particularly in its
low-TL versions, Conduct Power may
tap into mechanical energy from
natural sources. However, a power
source must be in a form that could be
directly used by a machine; thus, a

water wheel would be a viable source,
but a waterfall would not be.

Dharat 1 mim
Coat: None o

(e to the strain

{ the powers

sage), This maintenance

cost st
reduced by h

Prenigui I and Sedk
Power

Exvarmple: The spell couli} be cost on
the fusion ||Lm| in o starship (the
soniree) and @ blaster pistol in: the

mage's hiand (the sink), While the spell
& mamiained, the fusion ;\i.n.'. Pvers

the pistol, IF the blaster is in the me

| the plant 15 3 vards bene

catwalk he is stand

ance is 3 vards, fora -3 rang

th

Ii the catwalk obsc

view of the pe

ther -5 (note that t
looking at the power plant while bring

the gun - just while casting the spell!

Steal Power/TL (VH)
Regular
The caster steals power from o
stored power source (suich as a battery)
to restore his FP.

(
percenis ney equal 1o his sk
with the spell; a caster with sh
a hattery completely, would
gain 15% of the power poten

tial contained in the hattery (or less, i
Jexs would completely restare the
er's FP

buttery is wasted

The rest of the power if

Item
Wand, staff, or jewelry Usable only

by a mage. The ma and the item
must both touch the source Energy
cost to create: 1,000,

Draw Power/TL (VH)
Special

Identical to Conduct Powes, except
that the subject is a spell;a wizard with
HT 10.and Magery 2 could use 10 MW
fusion plant o provide him_ with a
steady stream of 28 energy per second
to power his magic! The Draw Power
must be cast first and counts as 3 spell
“on” when casting the subject spell




Dasrrtion. 1 finte
(st None o cast. 1 o maintain
(e to the strain’ of the powers pas
ael This maintenance cost is nol

reduced by high skill
Pr yies: Stel Power and w
spells from 10 dilferent

Magnetic V
Regular

Reveals magnetic helds to the sub.
ject. They are brightest where densest
and seem to flow from one magnetic
pale to the other If the subject has
Phvsics/TL6 or higher at a skill of 12
or more, he can use it to estimate the
streneth of the magnetic feld. If no
object than a
et is within 1 vard of

magnenc stronget
kitchen  ma
him, the subject can determine mag
netic north, Combined with 1,000x
Microscopic Vision (p. B68), the
subject can directly read magnetic
data storage media (each lormat is o
distinet Janguage, which must be

known a1 Native level 1o read in real
tme)

h | minute

maintaimn
Keen Vision

Prerequisites

Item

Jewelry or spectacles. The item must
include a small magnel. Only affects the
wearer, Energy cost to ereate: 150,

Radio Hearing
Regular
The subject can “tune” his hearing
1o the radio and microwave portions
of the electromagnetic spectrum, as if
he had Telecommunication (Radia)
(Receive Only, -5060) (p. B91)

Puration: 1 minute

Cosi: 2 asl. | o maintain

Prerequit Keen Hearing
Item

Jewelry (carrings are particularly
appropriate). Only affects the we

er

Energy cost o create: 150, Some
enchanters create items (eonchs, or
small tdios or earplugs, typically) that
win the mdio signal into an_ audible

one; the user tunes it by concentrating,

Spectrum Vision (VH)
Regular
The subject can perceive any portion
of the electrompgnetic spectrum, as il
he had Hyperspectral Vision with the
Extended Low-Band and Extended
High-Band enhancements (p, B60). The
GM may require rolls against various
scientific skills to allow the subject ©
understand what he sees,

Deeration: 1 minute
Clost: 4. Same cost o maintain
Prere Inlravision

[tem

Jewelry or spectacles. The item
must include a small prism, Only
affects the wearer, Energy cost (o
create: 750,

RADIATION SPELLS

Radiation is insidious; it is odor

less, invisible, and silent. Fatal expo

sure can be reached in a few minutes,

|‘|\l lIl'-l 'I aan ln‘kl' \\L'K'L\'\ 1O Ccome - an
ugly, agonizingly painful death. See
p. B435 for details on the elfect
radiation can have on a person

Under some circumstances (partic-
ularly with spells such as Radiation
Jet), a victim may have only part ol his
body irradiated. Such doses of radia-
tion do not have the same effect as a
dose distibuted over the entire body
To assess the dose’s effects, one must
comert the body part’s dose into an
“equivalent whale-body dose”™ divide a
dose received by the head or limbs by
15, one received by the torso by 8 and
one recetved by the vitals by 4

See Radiation

Regular

Makes all radivactive items visible in
the subject’s field of vision. Each such
Mem wlows in propartion 1o its activity
licms hidden under clothes, behind
walls, e1c, give off o glow depending on
radiation

the amount ol gelting

through the shielding. Spells such as
Radiation Jet also become visible

Nt 1 minut

Item
Staff, wand, or jewelry. Energy cost
fo create: 400

Seek Radiation
Information
Identifies the direction and approxi
mate distance of the nearest significant
source of radiation of any sort. The
caster can also specify that he is looking
lor a specific sort of radiation (gamma,
newtron, ¢tc.). Any known radicactive
sources may be excluded if the mage
specifies them before casting. Use the
long-distance modifiers (p. 14},

ast: 10 seconds
See Radiation

ltem
A wand or stick that will point in
the direction sought and dlick or ping

TECHNOLOGICAL SPELLS

in proportion to the strength of the
source found. Energy cost (o ereate: 60

Irradiate
Area
Makes an arca radioactive

B 10 rads/hour. Halk
huat

Prerequii A\t Jeast two Earth
spells and two Fire spells
Item

Stalf, wand, or jewelry. Energy cost

3000

o creale,

Extinguish Radiation
(VH)

Removes harmful radioactivity

from the subject.

Duration: Peérmanent
Cosr 1 per 10 padshouy
Prevequiisites: M

Fire, Earth 1o Air, &

1y 2, Extinguish

rradinte




Item
Stalt, wand, or jewelry. Exergy oot
1.5,

Hy creai

Resist Radiation

Regular

The subject (person, creature of

object) and anvthing he  carries

becomes resistant to radiation. This is
expressed in

terms ol Protection

Factor (see p. B436)

This is also a Protection and
Warning spell

) Vit

1 tor PF 10, 2 for PF 100, 3 for
PE LOOD. Hall thar (round up) 1o
vakntiin
(4 Al lonst  thie

Radintion spell
ltem

(a) Any; only alfects the wearer

NErEN COST 10 oreqile

1,000, () Wand,
stdl, or jewelry, Enenoy cast 1o creale

ure Radiation (VH)

Regular
Heals the subject of radiation dam-
this spell reduces the inherent
radiation dose in the subject’s body
including the 10%

"permanent”

relained dose (the permanemt dose
however; is the last to be healed) h
does not restore alreadv-lost HP o
other infury, which must be healed by
other means,

This is also a Healine spell

Viajor He

ltem

Wand or staff, The item must wuch
the subject. Usable only by & mage or s
nonmage with Physician 20 or highe
1,500

Energy cost 1o ereate

Radiation Jet

Regular

Shoat an inwisible beam of mdiation
from one fingen Each nim, the caster
rolls versus DX or Innate Artack skill
1o hit, This attack may be dodged or
blocked (though only shields which e

impervious to radiation will be any
use), but not parried. The jet inflicts 10
rads per point of energy in the spell to o
human-s

The

films, scramble electronics

ed target

pell can also log photographic

and 0 on

Item
Sall or wand, Usuble
The jet

Issues trog

Breathe Radiation (VH)

Regular

Similar 10 Radistion et et
that the radintion issues from the
ers mouth and it cannol be
tained. Caster rolls o hit sgainst -
o Innate Attack skill This counts as
an action; the coster wast e
his targel, No hand pestures are
requined o cast this spell; certain lip

il

Il

Ty

angd tongue molions are made instend
Thus Breathe Radintion can be cast
o hands” at any Revel of skill

Usable only by
1.200

Energy cast 1o crele

METAL AND PLASTIC SPELLS

For the purposes of these spells, a
“metal” is any conducting material, A
“plastic,” by
.IIII!I\I.I‘ H('\Il””l!lilt”l": Uﬂh\\ll"
polymer material, IF it isn't (a) animal,
(b)  stonefearth/ceramic/glass,  (c)
(d) air/gas, (e)
tead), or (N

contrast, 15 any

\\.Ill'\-l‘d\nl‘l\‘ 1\[‘““'
plantwood (living
metal, then its “plastic.”

Seek Plastic
Information
Ilentifies the direction and approxi
mate distance of the nearest signiticant
quantity of plastic, Use the long-dis
tance modifiers (p, 14), Any particulis
types or known quantities of plastic
may be excluded if the caster specifical
Iv mentions them before beginning

ltem
Wand, staff, or jewelry. Energy cost
o ereate) oth,

ldentify Metal
Inlormation
Iddentifies o metals type, The caster
must touch the metal o be identified

Sciick Metal

Identify Plastic
Information

Identifies a plastic’s type. The caster
miust touch the plastic 1o be identified
Uselul for sorting recyelables

Shape Metal
Regular
Muwve solfcl ane Houid metal about
andl shape it into any form, 10 e [orm
s stuhle, 1t rerming permanently afier
shaplng. An unstable form lasts only
while the spell continues - though no
spectal concentrgtion is vequired = il
then breaks and collapses, A successful
Architeetine roll may be requined 10
create a stable arch, overhang or other
strueture, Solid metal uunnl with this
spell travels ar Move 122; liquid mets il
Mlows at that speed u|-l||li hut goes
much faster hovzonally (Move 41 of
downhill (up o Move 10}




Sha

Shape Plastic

Regular
Similar to Shape Metal, but affe
erial moved with this

Move 172 or faster if
Metal Vision
Regular

rough metal to gaze
lies bevond — past the door
etc. Certain metals
ea sck this spell outright
This is also 3 Knowledge spell

whatever

inside the che

d} resist or

. 4
Item
Anv. Only affects the wearer. Energy
st {0 create; 800,

Plastic Vision
Regular

through plastic
is also a Knowledge spell

Item

Any. Only affects the wearer. Energy
05t (o ereate: 800,

Body of Metal (VH)
Regular; Resisted by HT

subject becomes an animated
melal, temporarily granting
of Metal meta-trait

Item
Staff, wand, or

Item
Body of Plastic (VH) Eners 25
Regular; Resisted by HT
The subject becomes an animated
statue of plastic, temporarily granting

New Meta-Trait: Body of Plastic
Bady of Plustic: Your body is made of ordinary plastic, like the materi-
al used to make plastic buckets or milk jugs. Dogsn't Breathe [20]; DR |
{51 Immunity to Metabolic Hazards [30]; Injury Tolerance (Homogenous,
No Blood) [45]; Pressure Support 1 [5]; Sealed [15]; Vacuum Support [5]

125 pomis,

TECHNOLOGICAL SPELLS




CHAPTER TWENTY-FIVE

ATER SPELLS

splashes a victim’s face, he must roll Cost: 3
th vs. HT to avoid blinding. On a failure
¢ he takes acid damage to the eves, and
if more than 2 points are inflicted, the

d victim is blinded (see Crappling Injury
oriz pp. B420422). A cratical failure causes
permanent Blindness

Water spells affect acid normally.
In steam form, acid does the higher of

Remove a

10 i
SeC i

ek W

Purify Water

Special

| impurities from

by pouring it through any hoop or
{or, in a pinch, his own fingers) in
container. Only skill roll
required, as long as the flow continues

its scalding and buming damage, not
both, Magical acid attacks all
substances but g maost stone, and

one

certain metals.

. Seek Water R g i

]
substance A forked .
forked
{ Water is ac N
3 mayv also be
acids come - |
acid h of bone or £ \
acid spells, however, assu a ,
1 ] % Cost 1o
fr OIENCy acid. "Acid,” for mag-

COETEY am

rosive damage; immeTsion

does 1d-1 points corrosive da

Seek Coastline

Item
A hoop of bone or wory Ein

Information

Tells a caster at s2a the direct
and approximate distanc
long-dista

id can cause 8

> excluded if t

tions it during casting

1es pure waler ool o
L Appear

I Ay



may appear within a

several forms. 1
i a globe in midair {it

mmcr(v‘a‘_'\

falls immediately) Or it may appear as
2 dense st of droplets; in this form,
one gallon of water will extinguish all
fires in a one-yard radius. Water can-
ot be created inside a foe drown

him!

wiusite: Purifv Water

Item ‘
Suif, wand, or jewelry. Enerzy cost
200

Destray Water
Area
Causes water {in any form) to van-
ish, leaving a vacuum — or perhaps
specks of dry impurities. If more water
is all around, it will rush in to Al the
hole. Good for drying things out, saving
a drowning victim, etc. Cannot be used
as a “dehydrating” attack on a foe.

{ .Hll-
Create Water

Item

Wand, staff, or jewelry, Enerzy cost
focreate: 300,

ley Weapon
Regular

Causes any weapon 10 become
frsezing cold. This does not harm the
4ser or the weapon, but an attack with
the weapon will do +2 damage to most
9SS 1 it penetrates DR. Multiply this

for any Vulnersbility (p. B161)
10 j0e or cold. Add this bonus to the
mal injury inflicted by the attack - for
sance, an “impaling” icy attack is
still only good for +2 damage, not +4

Duraziont: | minge

Lor: 31

1 10 maintain
3 St

onds

Prrequisite: Creae Water

tem

A Weapon that bocomes freezing
whenever wielded, at no enerzy

810 the user Cost to creaie: 750

ey £2.000 spell materials.

Shape Water
Regular

Sculpt water (including ice or
steam) into any form, and even move
it about. Once given a shape, the water
holds it without further concentration
until the spell ends. Water moved with
this spell travels at Move 3.

A useful shape is a wall of water to
stop fiery attacks — 20 gallons make a
wall 2 vards high x 1 vard wide. This
stops Fireball spells and ordinary fire.

Item
Staff, wand, or jewelry. Enerzy cost
1o create: 400,

Frost
Area
As listed under Weather Spells,

p. 193.

Umbrella

Regular
Walk in any slight precipitation
without getting wet. An invisible
shield” is seen 1o deflect incoming
raindrops. Umbrella does not work
against intense (or magical) hail, rains
of stones or frogs, etc.
This is a Protection and
Warning spell.

Dierarions: 10 minu

CONAs.

v Water

r Shield

Item
Jewelry. Always on. Only affects the
wearer. Cost 1o create: 100 energy.

Body of Water
Regular; Resisted by HT
Temporarily grants the subject the
Body of Water meta-trait (p. B262).
Clothes (up to & pounds) become
liquid along with him, while other
possessions drop to the sround.

| mimte:

) INAkNi=m.

Timie 1o casiz 5 scoonds

Prevequisie: Shape Water

Item

{a) Staff, wand, or jewehy Only
affects the wearer: A severe drawback
is that, as soon as it is activated. the
item falls through the user’s hand —
thus a spell cast with this item lasts
only a minute. Energy cosl fo create:
1,200. (b) Staff, wand, or jewelry. Only
affects the wearer. Unlike the previous
item, this item turns agueous along
with the wearer, allowing him to main-
tain the spell for lonzer than a minute.
While aqueous, the item loses any
magical powers it might ordinarily
500,

have. Energy cost fo cr
4

Foul Water
Area

Renders water undrinkable. Foul
water is readily recognizable by its
uninviting color and smell, whereas
fouled beer or wine may be more dif-
ficult to detect. Anyone foolish enough
to drink it must make a HT roll. On a
successful roll, he merely feels sick
and loses 2 HP. On a failed woll, he is
seized by painful stomach cramps
losing 1d+1 HP; he is at -3 for all skills
until the lost HP are restored.

Foul water also fails to satisfy
thirst, and cannot support fish or
other water-dwellers (a fish of anv sort
slowly suffocates in fouled water; a
sea-mammal becomes ill from ir -
ing it). In a body of water, the foul
water is eventually diluted to harm-
lessness; if cast in a mountain stream,
for instance, this spell effectively lasts
only a second or two.

Purify

Water and

Item

Suaft or wand. The item must touch
the subject water. Energy cost to create:
100,

Freeze
Regular
Tums water into solid ice. The ice
retains the shape of its container in
open water. the affected volume
freezes as a sphere or cube, at the
caster’s option. A Shape’ Water spell
may be cast 1o form the water before it
is frozen. or 1o alter the shape of the
ice after it is frozen,




) iim .
Puranion: The ice lasts until a1

mehts naturally

Cose 2 for an object up 1o the sire
ol a hist, 4 for up to.& cubic foot. & for
a cubic yvard, 3 maore for each addi
tiemial cubic vard. 1f the lempx
above freezing, the caster may main
tain the spel] by expending the casting

TR 15

cost once every 10 minutes
Tinte-to cast: 10 seconds
Pretequiisite: hh.md\‘ Water

Item
Stafl, wand, or jewelrv. Cost ro
create: 200 energy, $100 blue gem.

Fog

Area
As listed under Weather Spells,
p 193

Ice Slick
Area
Covers the floor or ground with a
quarter-inch sheet of clear ice. Footing
on this ice slick is very precarious. All
close combat and melee attacks, and
all active defenses, are at -3 on an ice
slick. Other physical skills, including
missile and thrown weapon attacks,
are at -2, Even walking across an ice
slick is usually difficult
anyone attempting to walk or run
across an ice slick must roll against
DX-2 far every yvard of distance he cov-
ers, Il he fails this roll, he falls o the
ice, He may, with another DX-2 roll,
attempt to stand on his next turm
Spiked foorwear negates all penalties

in general

on ice

Ice slicks are very difficult to see
Anyone not J\;ll\'g'i_\ \\.;l(lnng the
ground for ice must make a roll
against 10-3 to notice an ice slick
before stepping onto it

An ice slick will extinguish an area
of normal fire that it overlaps, and vice
versa,

i An ice slick lasts unul it

Dura
melts naturally

Buse cost: 3.

Time (o cast: 2 seconds per vard ol
radius
Tost

Prevequitsite
Item

(a) Rug or mat. Cost per 10 square
feet: 100 energy, $250 spell materials.

(b) Wand, stalf, or jewelry. Cost 1o
ereate; 250 energy, £500 blue gem,

Ice Sphere
Missile
Throw a ball of ice from vour hand
When it strikes, it does crushing dam-
age and vanishes ina gout of water. A
1-die lee Sphere can also extinguish
five in a l-yard radius, if accurately
aimed. It has 12D 40, Max 80, Ace 2

Cost: Any
Magery level per second, for 3 s
]

amount up o your

onds, The sphere does 1
i :

il of energy

Water

Item

Staff or wand ~ the ball is fired
from the end of the item. Usable only
by a mage. Energy cost to create: 400;
the staff or wand must be tipped by a
5500 sapphire,

ley Missiles
Regular
Like Icy Weapan;, but cast on a mis-
sile weapon. The isell
becomes cold to the touch, but won't
harm the wielder. Any missile it fires
becomes freezing cold, doing +2 dam-

weapon

age 1o most foes; it shatters after it hits
a target or after 10 seconds, whichever
comes first.

D | minute.

cast. 2 10 mainiain
o cast: 3 seconds

lcy Weapon

Item

A missile weapon that fires icy mis-
siles whenever used, at no energy cost
to the user. Energy cost fo creare: 1,000;
a $500 sapphire must be set in the
weapon

Melt Ice
Area
Turns solid ice into water:
Diire - Permanent above freez
ing; 10 minutes below freezing

Rase eost: | (manimum 2)

ring, the cost 0 maimiain

ST

10 s

tor Freeze

WATER SPELLS

Item
Stalf, wand, or jewelry, Cosy b cre
300 eneryy, $100 spell materialy

arke

Resist Water

Regular

The subject (persan crentu
object) and anything e
become

i
Camiey
mmune o the effects of
dampness, remaining dry even if Com.
pletely submerged. The spell protecys
against the dampening effect of steam
or ice, but not against the scalding
freezing itsell! This alo prote
against waterlike substances a spilled
drink does not stain, for instance. [
protection against acid is limited - (he
subject is ted 2 paints of DR
ainst acid spills or immersion

This is also a Protection and
Warning spell

oy

s

Duration: | minute

Cost: 2 o cast, 1w maintin
Either Shape Wile
1 Destroy Water, or Umbrelly

Prerequisites

Item

(a) Swaff, wand, or jewelry. Always
an. Only affects the wearer, Cost fo o
ate: 200 energy and a 3200 emerald
(b) Staff, wand, or jewelry. Cost i«
create: 400 energy and a $200 emerald

Snow Shoes
Regular
Cross ice or snow as though it were
regular ground. Snow Shoes elimi-
n ny movement, DX, or skill
penalties normally assessed for ice or
snow, The subject is still subject 1o
penalties caused by an unstable sur-
face, such as a rocking ice flo¢ o an
avalanche,

Duration: 1 minlte
wis 2 to cast. | to maintain

2 seconds

Ti

Prevegu.

e loncast

¢ Shape Walet

Item
Shoes, hoats, or sandals. Only
r. Energy eos o

affects the wi
create: 350.

Walk on Water
Regular
Walk on water as with the Walk on
Liquid advantage (p: B97).




Item
Staft
Orily affects the wearer Enerty cost to

wand, jewelry. or clothing.

eneate; 500.

Waves
Special; Area
As listed under Weather Spells

p- 194

Water Jet
Regular
Shoot & thin jet of water from one
finger. Each turn, the caster rolls vs
DX-4 or Innate Attack skill to hit. This
attack may be dodged or blocked, but
nat parried. 1t does knockback to all
eatures of

and damage to on
flame; it can kill or knock down flying
watures. It can extinguish a 1-
vard-radius area of normal fire.
Anyone hit in the face by a Water Jetis
alty to combat skills next
£V put into

) point of ene

} ’
y e mumber of dice

Prevequasite: Shape Wiaite

ltem
Stall, wand, or jewelry. Usable only
by mages. If the item is a wand or
staff, it must have a blue tip (or a blue-
jeweled tip); the jet comes from the
Her reate: 600

WETEY COs{

Water Vision
Information
See through water, snow, and ice -

lind sunken treasure, lurking
monsters, gic

n

This is also a Knowledge spell.

Deeratioi: 30 «

ondds
{ et 20

of depth o cast

Saumie

Corst (o main:

Prereguisite; Shape Water
ltem

AnY. Energy cost to create: 200

Whirlpool
Area
Create a circular whirlpool in a
body of water (lakes, rivers, seas, but
also ponds and pools). By concenirat-
ing, the caster can move the Whiripool
any distance up to its own diameter
per second. The caster may move at
half speed while concentrating
The whirlpool has a "funnel” in its
center, the radius of which (at the sur-
face) may be up to half that of the
whirlpool. The depth of the funnel may

be up to twice the radius of the

whirlpool. The funnel gets progressin
Iy narrower as one nears its bottom.
vard
whirlpool moves at Move 1

he  outermost
T

inner ring at Move 2 and so on
Anvane caught in the whirlpool will be
dr bottom; a
Swimming roll, at a penalty equal to
the current ring’s speed, must be made
every revolution to avoid being
dragged into the next inner ring (in
addition to the usual consequences for
failure — p. B354)

| towards its

A success by 3 o1
more means the swimmer managed to

move outward one ring (if he so wills)

he whirlpool has litt

beings and objects weighi
than 90 pounds times its radius in
vards. While in the whirlpool, all DX-
based skills (except aquatic ones such
as Swimming or Scuba) are at
above and beyond any penalty for
being in water in the first place.

Dher | ninute after reachin

WATER SPELLS

Whirly

quired

Item
Staff, wand, or jewelry. Usable only

by mages

and a $500 e

Coolness
Regular
The subject remains comfortably
coal in warm weather, avaiding the
risk of dehydration or heat stroke —
but not sunburn! Effectively, the sub-
ject gains Temperature Tolerance 3
(p. B93) toward heat for the duration
of the spell. The spell offers no protec-
tion against actual flame or fire-based

attack spells

iis is also a

Protection and

Warning spel

Item

Clothing, staff, or jewelry; only
affects the wearer. Energy cost o
create: 200



Create Ice
Repular

Creates a quantity of ice or sniow, I
miny appear as: a solid block of any
shape; within a container (which must
b large enough); hanging in micd-air
(i falls fmediately); as a mass of ice
shavings (great for cooling drinks); or
as i dloud of snow (which settles 1o
the ground). It takes 60 gallons of ice
shavings or snow (o pul out a oneyard
vaciug avea ol five within one second
A gallon of snow, depending on s
Mulfiness (p. 195), will cover a one
yard-adiug area 1o a depth of two to
18 inches,

Duration) Permanent; the ice lasts
until it melts noturally

Cost; 2 per gallon of ice ¢reated

Frevequisite: Free

Item
Stall, wand, or jewelry, Cost to cre
ate; 200 enerpy and a $100 sapphire,

Dehydrate
Regular; Resisted by HT
Remioves the water from a subject’s
tissues, causing damage or death
Affects the whole victim if cast from a
distance: if the caster touches the sub
ject, damage is limited to the par
touched. Armor does not protect!

Daraiion: Damage done perm
nient until healed

Cost: | per 1d-1 dan done, up
13

Tinee 10 cas wconds

Prevequisi AL least five Water
spells, including Destroy Water

Item

Wand or staff. Usable only by
mages; the item must wuch the sub-
ject. Cost o create: 700 energy and
$1,000 in spell materials.

Ice Dagger
Missile
Create and hurl a razor-sharp ici-
cle. When it strikes, it does impaling
damage and melts instantly. 1t has
12D 30, Max 60, Acc 3.
Cost: Any amount up 1o VOUI

Magery level per secand, for 3 sec-
onds. Does 1d-1 impaling damage fos

each paint of ene

xira ¢

ol ot b Ny
res of fire
Tirne o cant: | e ¥ second
Prevequisive; lce Sphere or Witer
Jet

It o cres

Item

Jewelry; the item must have a dag
ger shape or design. Usable only by a
mage. Energy cost feereate: 400

ley Touch
Melee

Covers the subject with a coating of
ice, The caster must touch the subject
to trigger this spell; hit location is
irrelevant. The subject is immobilized
and may take no action until he
breaks through the ice with a success
ful ST roll at a -1 penalty for every 14"
of ice. The ice can be chipped off from
the outside at a rate of 1/4" of ice lor
every point of basic damage; it has DR
1 per 112" of ice. If rescuers are not
carelul, however, they may smash
through' the ice to injure the subject
(see Overpenetration, p. B408)

While encased in ice, the subject is
vulnerable 1o thermal shock (p. B430);
he must roll vs. HT immediately. On a
success, he loses 1 FP; on a failure, he
loses FP equal to the margin of failure
The HT roll must be repeated
minute that the subject r
encased in ice. If the situation
becomes dire enough that the subject
must start making death checks, a
critical success means that the subject
has fallen into suspended animation,
as per the spell

VeTy

AIns

Digr Permanent. Il the em

perature

s above the [ree

g may be m:

v 10 minut
ice; must aitect
it punt of it!

Every 1/4
1o flame creatu

Tirme 1o ca

ct 1d-1 af damage

I second per 14" of
lce
tes: Magery | and at least

frour Water spells

Preregi

Item

Staff or wand. Usable only by
mages; the item must touch the sub-
jecl. The item’s tip must be white.
Entergy cost to create: B00.

ATER SPELLS

Wall Through Water
Regular

Pass through water or lce ay if
were air; the subjject can walk threnugh
whaciers, along the bottoms of lakesy,
etc, Like the Swim spell, this negites
combat penalties for fighting in wager
In Hiquid water, the subject reqiires g
surface o walk on, The spell nuay cost
more il resistance to high pressures s
necessary, The spell neither opens
pivssape so that others Tellesis, rio
reveals what is on the other side |
the caster (or the subject) knows 5
spell 1o let him breathe, the subjec
will have no difficuly breathing dus
ing his journey, al no e

y cont
Otherwise, he must hold his breath!
Should the spell end before the
subject regains the open air, he finds
himsell ed. He is not
automatically but drowns log

submery

ipe

Pharation; | second
Clast: 4 1o cast, 3 (0 main

Tine 10 cast

Preregu

Item

Clothing or jewelry; onl ects the

weirer. Energy cost fo create: 1,100

Dry Spring
Regular
Dries and blocks the waterflow
within a spring, reducing its outpul

D

Prereqts

Shape Earth

Item . v
Staff. Cost to create: 430 energy i
a §500 emerald.

Earth to Water

&3

As listed under Earth Spells, p




Essential Water
Regular
Like Create Water, but the warer
crented is the magical essence of
water: It extinguishes any type af fire
in the same proportion that ardinary
water extinguishes ordinary fire. It is
also three times as thirstquenching as
ordinary water - in other words, a
mere quart of Essential Water will
keep someone hydrated for a full day
of exertion in hot climates (p. B426)

Dgration; Permanent until used; if
it s usad 1o put oul @ lire, for instance
the sieam created is ordinary waler
3 per gallon created
autstie; Al least & other Waner

Item
Stafl, wand, or jewelry. Usable anly
by & mage. Enerpy cost (o create: BOO,

Frosthite
Regular; Resisted by HT
Lowers the temperatures in the
body tissues of the subject, causing
damage or death. Affects the whole
victim if cast from a distance; i cast
by 1owich, damage is limited 1o the part
touched. Armor does not protect.

Duration
until healed

Corst: 1 per die of damage done, up
to 3

Damage is permanent

Time to case: 3 seconds

Preveguusites; Frost and Freeze

Item

Wand or staff. Usable only by
mages; the item must touch the sub-
Ject. Cost 1o create: 700 energry, $500
spell materials, and a $500 blue gem.

Snow Jet
Regular

Shoot 4 thin jet of snow from ane
finger, Bach tum, the caster rolls Ver-
55 DX-4 or Innate Attack skill to hit,
This attack may be dodped or blocked,

0ot parried. It does knockback on
all targets and damage 10 creatures of

mies it can kill or knock down flving
SWaI creatures. 1t can extinguish
normal fire within an area ane vard in
t'ndtlmfi IF the spell strikes the targets
M temporarily blinds him unless

he makes & HT roll.

1f the HT roll is fatled, each enerpy
point in the spell Blinds the target for
one second. After the target can see
again, blurry viston will put him ata -3
penalty to combat skills for & harther
Id seconds, On a critically failed HT
roll, the target is blinded for 1d sec-
onds per point of energy in the spell.
On a successful HT rall, the victim
covers his eves and is therefore unable
to see for one second. On a critical
success, the victim is unaffected

Dueration: | second
1l o3

knockback for every point put ima it

Cost The jet does 1d of
Its range w8 equal 10 the number of
dice. The cost to maintain is the sam

Prevequisites: Water Jet and Froes

Item

Stafl or wand. Usable only by
mages, The jet issues from the item’s
tip. Energy cost to ereate: 600; the stalf
or wand must be tipped by a $500
sapphire,

Breathe Water
Regular

Allows the subject 1o breathe water
as though it were air, temporarily
granting Doesnt Breathe (Gills)
(p. B49). The subject does nor lose the
ability to breathe ordinary air! At the
GMs discretion, this spell may also
include the equivalent of Pressure
Support | (p. B77), allowing the sub.
ject to venture into deep water without
concer.

This is also an Air spell.

Duration: 1 minute

Costz 4 10 cast. 2 to maintain

Prevequisites:  Create  Air
Destroy Water:

and

Item
Clothing or jewelry, Energy cost to
create: 400,

Breathe Air
Regular
As described under Afr Spells, p. 26,

Swim
Regular
As described under  Movement
Spells, p. 147,

Body of Ice (VH)
Regular; Resisted by HT
Temporarily grants the subject the
Body of lee meta-trait (p. B262)
Clothes (tip to 6 pounds) also become
ice, but lose any magic powers they
might have had

Dursatione: 1 miinote. Expires il thy
subpect loses Consciousniess
Cost: 7 to cast, 3 to maintain

Time te cast: S seconds
Preregristes: Magay 2

Water, and Freeze

Body ol

ltem
Staft, wand. or jewelry, Onlv affects
the wearer. Energy cost 1a ereate: 1,300

Boil Water

Regular
Turns water into steam, Water
expands considerably in going from lig-
uid to gas: a mere pint of water makes a
lot of steam. The scalding effect of
steam is such that o steam hex should
be tremted exactly as a lire hex, except
that it cannot ignite anything,

Duratione: Permanent, though the
steam will recondense naurally (with
it about 10 minutes)

Cosr

waler (muakes about a hex of

2 lor a fistsized quantity of
am), 4

tor a cubic foot’s worth (imakees about 40
cubic yards of steam), 6 for a square
vard of water w0 a loot’s depth (makes
about 400 cubic vards of steam), 3 for
each additional third of a cubic yand

Timte to cast: 10 seconds

Prerequisites; Shape Water and
Heat

liem
Stafl, wand, or jewelry. Cost to cre-
ate: 200 energy and a $100 carnclian,

Condense Steam
Area

Turns  steam  into room-

temperature waler,

Duration: Permanent, though the
water may boil agmin,

Base cose: | (minimum 2)

Time o cast: 10 séconds,

Prerequisite; Cold ar Boil Wates:

Item
Staff, wand, or jewelrv. Cosr 10
ereare: 300 energy and a $100 emerald,




Create Acid

Regular

Creates a strong acidic solution out

of nothing. It may appear in any of

several forms. It may appear within a

container (which should be of glass ar

ol some special stone or metal if the

acid is not to attack it), as a globe in

mic-air (which falls immediately), or

as o dense mist of droplets (which
inflicts splashing damage).

¢

Duration: The created acid is per-
manent, but is neutralized as it reacts
with objects and beings

Cost: 4 per gallon created.

Timne io cast: 2 seconds

Prerequisites: Create Water and
Create Earth

Item

Staff, wand, or jewelry, Usable only
by mages. Energy cost to create: 300.

Create Spring
Regular
Increases a springs output, or
creates one w hl.’il.‘ none exisis.
Note, how
may

Duration: Permanent

ever, that the local
eventually shift, red Springs
output o its previous level
Cost: 5 times the increase in the
springs output, in gallons per hour
Time to case: | minute
Prerequisites:  Dry
Shape Water

Spring and

Item
Stafl. Cost to create: 675 energy and
a $500 emerald

Current
Special; Area
As listed under Weather Spells,
p 194

Tide
Special; Area
As listed under Weather Spells
p 194

Flesh to Ice (VH)
Regular; Resisted by HT
“Petrifies” a living subject (and all

his gear!) into ice. Stone 10 Flesh can

reverse the effects of this spell, but the

caster is at a -4 penalty unless he also
knows Flesh to Tce. Remove Curse can
also break the spell.

Duration: ~ Permanent  until
reversed by another spell or substan-
tial melting (or breakage) takes place

Cost: 12 1o cast; must affect the
entire subject, not just a part of it!

Time to cast: 2 seconds,

Prerequisites: Magery 1, Frostbite,
and Body of Water,

Item

Staff or wand. Usable only by
mages; the item must touch the
subject. Energy cost to create: 1,200,

Create Steam
Area

Produces a cloud of steam. Until it
dissipates, anyone standing within the
area of effect is at risk of scalding (treat
as if surrounded by fire, pp. B443-444,
except that steam cannot set anything
aflame). The steam tends to rise; the
rate of dissipation depends on the
area, ambient temperature and the
presence of wind - indoors, it usually
lasts until the spell expires, but out-
doors on a windy or cold day it may
last only 10 seconds or so.

De 5 minutes or less, as

above

Base cost: 2 to cast. Cannot be

maintained

site: Boil Water,

Prereg

Item
Staff, wand, or jewelrv. Cast to cre-
afe; 400 enersy and a $100 camelian

Distill
Regular
As listed under Food Spells, p. 79

Resist Acid
Regular
The subject (person, creature or
object) and anything he carries
become immune to the effects of acid
This is also a Protection and
Warning spell.

minute

2 & if sub

Essential Acid. Hall

¢ Create Acid

Item

{a) Staff. wand, or jewelry: ol
affects the wearer. Energy cost 1o e
ate: 800. (b} Staff, wand, or jewelny
Energy cost to create: 1 200, e

Summon Water

Elemental, Control

Water Elemental,

Create Water Elemental
see pp. 2728

Rain

As listed under Wearher S.pei!_;
p. 195,

Snow

Area
As listed under Weather Spells,
p. 195.

Hail
Area
As listed under Weather Spells
p 195,

Mud Jet
Regular
As listed under Earth Spells, p. 52

Geyser (VH)

Causes a geyser of scalding-
water to gush forth from the ground
It creates a hole equal o its radius. as
set by the caster. All those within the
gey ser suffer 3d damage. Thev arc
automatically pushed out of the area
of effect, and must make a DX-3roll 1o
stay afoot!

Tiwo seconds affer the geyser starts.
the water begins to fall back as spras.
Under normal conditions, it affects an
area double the radius of the original
geyser: All those within this new spily
area suffer 1d damage per scoond

Ex - 4 sevserof 2 vands radus
is created. All those in that ares \uIb.'I!
30 damage. Two sevonds later all

N
hose within 4 vards, but not within =

ur

yards, suffer 1d of damage




a larger
working one up from scraich.

Small Water Elemental

Metabolic Hazards [30] Injury
Tolerance  (Diffuse) [100];
Pressure Support 3 [I5);
Slippery 5 [10].
Disadvantages: Invericbrate [-10];
Vulnerability  (Dehvdration)
[-10].

Ifthe caster is in the gevser area, he
takes normal damage, but if he is in
the spray area, he is unharmed

The geyser must alwavs spring
the earth; it would not work on a
0p. If cast under unusual circum-
siances, it can produce interesting
effects, such as a continuing stream of
scalding water Aowing downhill at
foes, but these must be controlled by
the GM.

D I second.
Lo cast. 2 16 mainiain
: Sseconds

s: Six Water
ncluding Create Well, and either four
Earth spells or four Fire spells

spells,

Rain of Acid
Area

Droplets of acid rain from the sky
onto the ares, causing 1d-1 acid dam-
age per second to all within it

taracters and creatures under the
7ain of acid take damage on their own
Wums; if less than an entire second is
pent in the affected ares, damage is
halved (round down).

The spell can anly be cast out of
Soors. Armor protects in the usual
fashion. A shield with a DB of 2 or bet-
. 167 cun be hidd overhiead 1o block the

" Small Water Elemental

This is the hasic water dlemental summoned by casting Summon
Water Elemental at the minimum encrgy cost of 4, More energy put into
the spell summons a more powerful clemental. Usually, this simply means
: one point of enerpy is equal to | additional point of ST.
5 HP, or 2 points of DR. However, the GM may choose to build a more
exohic dlemental, adding unusual traits to the following template, or

Artribute Modifiers: ST-3 [-30]; DX-2 [40]; 1Q-3 [-60]; HT-2 [-20].

Secondary Characteristic Modifiers: SM -1

Advanrages: Amphibious [10); Chameleon 1 [5]; Doesn't Breathe [20];
Doesn't Sleep [20} Immumity 1o

40 points

droplets, but it may take damage
(p. B484). This requires two hands
and a Ready action, and succeeds
automatically in protecting the char-

acter once the shield is readied
upwards, but this rnreadies the shield
from its normal protective functions!

In addition, acid rain eats objects
away at the rate of | HP every 10 sec-
onds; the object’s DR protects it com-
pletely lor 3 seconds per DR. This
includes buildings.

Duration; | minute.
Base cosi: 3. Same cost 1o maintain
Prerequisites: Magery 2, Create
Water, and Create Earth.
Item

Staff. Usable only by mages. Energy
cost to create: 1,200,

Steam Jet
Regular
Shoot a thin jet of scalding steam
from one finger: Each tum, the caster
rolls versus DX-4 or Innate Artack skill
to hit. This attack may be dodged or
blocked, but not parried. It does
knockback on all targets in addition 1o
damage; it does double
eatures of flame or ice. It

its regular
damage 1o
can extinguish normal fire within an

area | vard in radius. If the spell
strikes the target’s face, it temporarily
hlinds him unless he makes a HT roll

If the HT roll is failed, cach energy
point in the spell blinds the mrget for
one second. After the target can see
again, blurvy vision will put him at a -3
penalty to combat skills for a further 1d
seconds. On & critically failed HT roll,
the target is blinded for 1d seconds per
point of energy in the spell. On a sue-
cessful HT roll, the victim covers his
eves for one second and is therefore
unable 10 see for one tum. On a critical

success, the victim is unaffected.
|

I second

Daes 1d-1 of scalding

O

Costy 1o 3

Item

Staff or wand. Usable only by
mages. The jet issues from the item’s
tip. Energy cost to create: 700; the staff
or wand must be tipped by a $300
carnelian

Acid Ball
Missile
Throw a ball of acid rom one
hand, When it strikes something, it
bursts, inflicting acid damage. It has
1/2D 20, Max 40, Ace 1; use the Innate
Attack skill.
Cost: 110 3; the Acid Ball does 1d

||:|1||\|;:r for each energy ponnk pul it
i

Tinme 1o gast: 1 1o 3 seconls
Prerequisites: Magery 2 and Create

Acid

ltem

Stafl or wand ~ the missile is fired
fram the tip of the item. Usable only
by mages. Energy cost to create: 300,




Acid Jet
Regular
Shoot a jet of acid lrom ane hand
Each turm, the caster rolls against DX-
4 ot Innate Attack skill o hit, The jet
may be dodged, but not parvied or
blockesl, The jei does knockback as
per Snow Jet; if the jet strikes the face,
the acid may blind the victim as
wip. B428,

det

Duration: 1 second

Cost: 110 3, Does 1d-1 of damage
lor every point used, Range is equal (o
the number of dice: Cost 1o maintain

i the sami

Magery 2, Water Jet

Item

Stalt or wand. Usable only by
mages. The jet issues from the item's
Hp. Energy cost (o create: 400

Rain of Ice Daggers
Area
lee Daggers rain from the sky onto
the area, causing 1d-2 impaling dam
second to all within it
Characters and creatures under the
Rain of lce Doggers take damage on
their own turns; if less than an entire

age per

second is spent in the affected area
damage is halved (round down)

The spell can only be cast out of
doors. Armor protects in the usual
lashion. A shield with a DB of 2 or bet
ter can be held overhead to block the
ice, but it may take damage (p. B484)
This requires two hands and a Ready

action, and succeeds automatically in
protecting the character once the
shield is readied upwards, but this
unreadies the shield from its normal
protective functions!
Inanimate  objects
buildings protect with their DR

such as

Diration: | minute
Base cost: 1 (mintmum 2), For dou

ble base cost, the Rain of lce Da

does 1d per second!
Magery 2, Hal, and

Item
Staff. Usable anly by mages. Cost to
create: B00 encrgy and a $1,000

sapphire

Storm

Area
As listed under Weather Spells,
p. 195

Icy Breath (VH)
Regular
The caster expels a deadly hail of
Iee and cold air from his mouth, The
caster rolls to hit against DX-4 or
Innate Attack skill. This counts as an
attack; it can be dodged or blocked,
but not parried. The caster must be
facing his target. No hand gestures are
required to cast this spell; cenain lip
and tongue motions are made instead
Thus, ley Breath can be cast “no
hands” at any level of skill.

Duration:: 1 second

Cosiz 1 to 4. Does 1d+ ) damage for
every point ol energy in the spell.
Cannot be maintained

Time to cast: 2 secongs,

Prevequisites: Magery 1, Snow Jet
und Resist Cold

Item
Jewelry, Usable only by mages
Cost to create: 400 eneray and a $500

sapphire.

Breathe Steam (VH)

Regular
Similar to Steam Jet, except that
the steam issues from the casters
mouth, Breathe Steam cannot be
maintained, and each energy point
buys 1d damage instead of 1d-1.
Caster rolls to hit inst DX-2 or
[nnate Attack skill. This counts as an
attack; it may be dodged or blocked,
but not parried. The caster must be
facing his target. No hand gestures are
required to cast this spell; centain lip
and tongue motions are made instead
Thus, Breathe Steam can be cast “no
hands o skill

al any leve

Drutions: | wecimd
Costr | 1o 4, Cannig be Halfiiainggj
Time 1o cast: 2 seconds.

Prereguisites: Mage

1y 1. Steam §
et
and Resist Fire p

Item

Jewelry, Usable anly by Migey
Coast to ereate: 1,000 energy and g H\‘ﬁ
carnelian,

Spit Acid (VH)
Regular

Similar 1o Acid Jet, xeepl that the
acid issues from the casters maouth,
Spit Acid cannal be maintained, and
each energy point buys 1d damage
instead of 1d-1. Caster rolls 1o hit
against DX-2 or Innate Attack skill
(p. B201). This counts as an atack: it
may be dodged or blocked, but not
parried. The caster must be facing his
target, No hand gestures are rf.-qliurd
to cast this spell; certain lip and
longue motions are made instead.
Thus, Spit Acid can be cast “no hands”
at any level of skill.

Duration: | second
I to4. Canne

be maintained

3, Acid Jet

and Resist Acid

Item
Jewelry. Usable only by mages
Energy cost to ereate: 400,

Essential Acid (VH)
Regular

Turns regular acid into the magical
essence of acid. No subsiance is
immune to its bite, and it inflicts three
times as much damage before being
neutralized. Essential Water or Flame,
in like quantity, will nullify Essential
Acid. If frozen with the Freeze spell. i
is harmless until thawed.

At the GM5 option, this spell may
produce alkahest (p. 220).

ranent until nedtab

Duration: Per
!-'LLI
Cost: 8 per gallon
i 3 i
Prerequisites: Magery 3 and all

Acid spells

Item .
Staff, wand, or jewelrs. Usable only

) I
by mages. Energy cost fu credie L




CHAPTER TWENTY-SIX

WEATHER SPELLS

“You did what?!" Jenkins yelped.

[ needed some rin on the north
farty, s 1 pulled some clouds in from
the hills. What's wrong with that?”
omes brought in a northeasterly
e his «nnﬂmur\ \\! -

pollmat

clouds over th

es Aaronson

lander grumbled. "Dur
on little Susie Atkins' birthda
just because his Jenny wasn't

on does

what kind of per
something like that?
“That's beside the point, Dan! Talso

happen to know that widow Sawyer
od that rain for her tomatoes, 2
dumping it on Vic

nd

vou Just went

ins sank his head into
Evervbody does someth
e weather, but no cne 12

GMs willing 10 give weather mages
more potential may wish 1o have all
Weather/Area spells cast using long-
ance modifiers (from the caster to
of the affected area)

the

Area
Hes a covering of frost on all
ces in the area of effect. The frost
s real, and lasts indefinitely if the tem-
perature is below Ireezing. In warmer
conditions, the frost qulLH\ melis toa
dew. When cast upon a real or magical
the frost produces a cloud of

am and

causes the flames to hiss
w seconds. Only a tiny fire-a
or candle — would actually be
uished by a Frost spell

A Frost spell cast upon a fire ele-
mental or other

one >

faming creature does
1 ol damage (o the creature,

but is more likely 10 anger it than drive
i away

r

This is also 3 Water spell

Duration: The bost lasts until

melts naturally
Base cosi: 1
Prevequisite: Create V

eror Cold.

Item
Staff, wand, or jewelry. Cost 10 cre-
ate: 200 energy, $350 blue gem.

Fog
Area

Creates an area of dense fog. Even
one yard of fog blocks vision. Flaming
weapons and missiles lose their extra
power in fog. A Fireball loses | point
of damage per vard of fog it must tra-
verse (e.g., a 3d Fireball that crosses 5
vards of fog inflicts 3d-5 damage),
while victims of an Explosive Fireball
may count each yard of fog as nwo
vards of distance from the blast
However, no amount of fog will
extinguish a fire

This is also a Water spell.

D .

Base cosl: 2 to cas
mainiain,

fion | min

that o

Prevequisite: Shape Wate

Item
Staff, wand, or jewelry. Energy cost
1o creaie: 300,

Predict Weather

Information
Forecasts the weather accurately
for a given location over a given time
This forecast does nor take magical
meddling into account, or predict the
actions of other wizards!
This is also an Air spell

Cost: 2 limes the length of the for
. in days

z Double (he cost for a
ocation outside the peneral area (say
over the horizon). Quadruple the cost
tor a place on another ¢

spell cannot predict

ontinent. This
cather on plan
ets or planes other than the one wheers

seconds per day

lorecast

Prerequisttes; Ay
spells

st four Air




Description
0 Calm

! Light Air

2 Light Breeze
3 Gentle Breeze
5 Moderate Breeze
B

6

7

Fresh Breeze
Strong Breeze

Maderate Gale

8 Fresh Gale
9 Strong Gale
10 Whole Gale
11 Storm
12 Hurricane

3 Hurricane
14 Huiricane
15 Hurricane
16 Hurricane

Hurricane

Waves

Special; Area
Changes the surface calmness of

any large body of water. Each applica

tion ol the spell can increase or
de

on the

rease the wave height by one point
Beaulon

achieve multip

scale (above); 10

woint changes, multi-

ply the spells cost accordingly, The
Note that the

is specilic to ocean

wind is unaflected

Beaulon

waves; waves produced on lake shores

scale

e generally much lower
wind speed (GM's judgment)
The \‘\f\ may be casl an an arca

vaves movi yss i i

casl « such as

vhuch it must then encompass
n its entirety (typically, 10 to 30 yards
in radius). The area ol effect then

vith the ject

This is also a Water spell

1 s

Item
Siatt Al

The Beaufort Scale

Wind Average Wave
Speed Height af Sea
(mpht)

(feet) Notes
0
1-3 0
4.7 0-1
812 1-2 Breaking crests
13-18 24 Some foam
19-24 43
25-31 8-13 Some spray
32-38 1320 Some spindrift
3946 1320
47-54 13-20 Sea begins (o roll
55-63 20-30 Visibility affected
64.72 3045
73-82 45
83.92
93-103
104-114
115-125

Clouds
Area
Creates or dispels normal outdoor

cloud cover, as the caster chooses

This is also an Air spell.

120 (minimum 1). Same

Al two Water
Item
Stalf, wand, or
ente: 300
Current

Special; Area

Affects the currents of any large
body of water. Each application of the
spell can shift the current direction by
225 degrees or speed by 1 mph (or
knot)

tionfspeed changes, or mare extreme

To achieve combined direc

r the other, increase

anges in one

proportionately

The spell mav be ca an ared

affecting the curvent me uncler it

tor 40 §

rds in depth. It can also be
an object, such as a ship

which it must then encompass. in its

A8 on

entirety. The area of effect then moves
with the object.
This is also a Water spell.

Tl
spells

Item
Staff, wand, or jewelry. Ene
tor create: 300!

venst

Tide
Special; Area

on of this spell

Each applic

or lower

raisc

r changes, increase

toot
spell's cost pr oportionately J

The “hill of water” thus created
spreads naturally from the area alfect-
ed, dropping by one foot for each :.'u'd
bevond the actual area of the spell

The spell may be cast on an are
affecting the tide in it. 1t can also be
cast on an object, such as a ship.
which it must then encompas
entirety. The area of efiect then moves
with the object

This is also a Water spell

s im it

0 (mamm

| ounuke.




Prerogritsiies: AL Jeast eght Water
speth

Ttem
Suff, wand, or jewelry, Energy cost

o ortle: 225.

Wind
Special; Area
Maodifies the current outdoor wind
conditions. Each application of the
spell can shift the wind direction by
225 degrees (from W o WSW, for
example), or change wind speed by
ane level on the Beaufort Scale (see
) To combined
directionispeed changes, or more
e in one or the other

achieve

extreme chang
increase cost proportionately

The spell may be cast on an area
affecting the wind moving over it from
the ground 1o an altitude of about 300
feet, It can also be cast on an object,
such as a sailing ship, which it must
then encampass in its entirety. The area
of effect then moves with the object.

This is also an Air spell.

1 hour
1150 {minimum 1), Sam

TaLntam,

| minute

Prevequusite: Windstorm,

Item
Stalf, wand, or jewelry. Energy cost
fo create: 300.

Rain

Area

Creates (or prevents) 1 inch of rain
in a normal outdoor setting.

This is also an Air spell and a Water
spell,

D 1 1 hour

Base cost: 110 (minimum 1), Cost
1o mike rain doubles in a desert or
other aréa (GM3s determination)
where rin is unnatural. Cost o pre-
Venl gain doubles in a naturally rainy
OF swampy area,

Tine to cast: | minute
Prerequisite: Clouds.

Item

Staffl or wand. Usable only by a
Inage. The item must be kept in water
wheas fiot in use; it loses its powers if it
Says dry for more than an hour
Energy cast 1o ereate: 600

Snow
Area

Creates (or prevents) | inch of snow
in a normal outdoor setting. To work
property, this spell must be cast when
the temperature i 32°F or lower. When
cast under warmer conditions, this
spell simiply summons a thin drizzle
dampening the ground but not leaving
any significant puddles

This is alsoan Air spell and a Water
spell

Duarati

1/15 tminimum 1). Each

i radius

bv |

ltem
Staff. It must be kept cool when
not in use; it loses s powers il it 1s

exposed to temperatures over 90° for
more than two hours, Usable only by a
<. Energy cost ta create: 450,

Area
Makes hail fall. The temperature
must be above heezing. The main
effect s o provide intense distraction
to whoever is being pelted with hail;
wizards must make a Will roll each
second to keep their concentration
For 5 times the cost, the GM may
allow really big hailstones, doing 1d-2
crushing damage per second.
This is also a Water spell

Deration: | minute,
1/5 (minimum 1). For
damaging hailstones, base cost is 1.

Prerequisite; Snow

Base cost

Usable only by a mage,
Energy cost to create: 500.

Warm
Area
Raises the ambient air temperatu
of an area. This could be used to dissi-
pate Fog, for example. The spell can-
nol raise the temperature above 100°F.
This is also an Air spell.

Drerateon: | hour
Timw: to cast: | minute per base cost
application,

[tem
Staff. Usable only bv a mage
Energy cast o create: 150,

Cool
Area

Lowers the ambient air tempera
ture of an area. This may cause fog to
hi. The
spell cannot lower the tempers
below about 40°F

This is also an Air spell

appear if the conditions are

e

:
base cost apphcation lowers the

ent tempeatare by 1077

Prevequisites: Cold and at least four
Air spells
Item

Staff. Usable only by a mage

Energy cosi to create: 150

Storm
Area

(or dispels) a storm
Depending on ambient temperature
and humidity, it may be a simple wind-
storm or include rain, snow or hail - the
odd lightming bolt, too. This is particu-
larly effective at sea. The spell is unpre-
dictable in its effects (which is 1o say the
GM decides what the storm does . . . ).

The spell can also be used to dispel
a storm; the effectiveness of the spell
depends on the relative sizes of the
affected area wversus the natural
storm’s full area,

This is also an Air spell and a Water
spell.

Dutration: 1 hour.

Base cost. ) (minimum 1),

Time to casi: | minute. An incipient
storm will take about an hour o gath-
erand reach ull strength. Once the
spell laps it may take a varving

length of time to calm down - it may
even keep going on its own far howrs
yet! A dispelled storm will also take
about an hour to calim down
Prerequisites; Rain and Hail,




ltem
Stalf. Usable only by a mage.
Energy cost to ercate: 1,000,

Weather Dome

Area
As listed under Protection and

Warning Spells, p. 169.

Cloud-Walking

Regular
As listed under Mavemenr Spells,
p. 148

Cloud-Vaulting
Regular
As listed under Movement Spells,

p. 148,

Resist Lightning
Regular

The subject and anything he car-
ries become immune to the effects of
lightning and electricity. In low-tech
settings, this is most often used to
guard against hastile magic;
tech worlds, 11 becomes @

in higher
valuable

professional tool,
Protection and
Wamning spell and an Air spell

This is also a

Duration.
Cost: 2 1o cast. | 1o maintain,

Preveg

| minute

fes: Any six Air spells

Item

(a) Any. Only affects the wearer
Cost to create: 1,000 energy and £1,000
in platinum. (b) Wand, staff, or jewel
1,500 energy and

ry. Cost lo creale
$1,000 in platinum.

Lightning
Missile
Shoots a bolt of lightning from a
lingertip. This balt has 120 50, Max
100, Acc 3. Treat any metal armor as
DR | against this spell! 1f the warget is
wounded, he must mike a HT roll, at
-1 per 2 HP suffered, or be stunned
He may attempt a HT roll each tum
er Against electron-

thereafter to rec
ic equipment, treal this aitack as il it
had the Surge damage modifier (see
p. B103).

ining behaves unpredictably
A lightring bolt

around  conductons.

canmot be fired through o metal grid,
between bars, from within a car, ete, - i1
Jumps to the metal and is lost. However,
the GM may (for instance) allow a wiz-
ard to shoot a lightning bolt into a
metal floor. This would not electrociite
those on it, but could shock them all,
interrupting concentration and doing
slight damage (no more than 1 point,
and possibly none at all). The GM may
encourage creative use of lightning
until it becomes a nuisance.

This is also an Air spell

Any amount up to your
v level per secand, for three se
The bolt does 1d-1 burning
gV paint

1 I to 3 seconds (the
casters fingers sparkle as the spell
builds)
Prerequiisizes: Mag
six other Air spells.

I and at least

[tem

Staff or wand — the bolt is fired
from the end of the item, Usable anly
by mages. Cost to create: 800 energy,
$1,200 for platinum decorations,

Explosive Lightning
Missile
Creates a lightning bolt that affects
both its target and things nearby. This
has 1/2D 50, Max 100, Acc 3. It can be
thrown at a wall, floor, ete. (at +4 1o
hit) to catch foes in the blast. The tar
get and anyone closer to the target
than one vard takes full damage
Those further away divide dam:
by three times their distance in vards
from the explosion (round down). The
eltects of ]I'__’[‘IEHII
under Lightning apply.
This is also an Air spell.

ge

damage listed

Any amount up (o twice your

rv level per second, for thre:
The |

burming dar

tning bolt does

onds

e per full 2 points ol
energy
Timee to cast! 1 1o 3 seconds

Prerequisite: Lightning

Item

Staff or wand - the bolt is fired
from end of item. Usable only by a
mage. Enersy cost (o create: 1,200;
must include platinum decorations
worth $500

WEATHER SPELLS

Lightning Whip

|
Creates a whip of Iighmmg ;E:',he
caster’s hand. It is wielded like '
mal whip (p. BA04), except thyy a
always takes only one second to rl “jlr
and it cannot be used 1o mn\" -—.‘
entangle. The whip inflicts 19 hm-mr(
damage every time j strikes ]'!:2
cffects of lightning damage 5
under Lightning apply:
This is also an Air spell

age lisied

Duration: 10 seconds,
Cost: 1 1o cast per vards of
reach (maximum of 8 yards), Sameio,
maintain
Time to cast: 2 seconds
Prerequisite; Lightning

Item
Glove, whip, or jewelry, Usable only
by mages. Energy cost 10 ereate: 350

Shocking Touch
Melee

Charges the caster’s hands or staff
with lightning, The caster must strike
the subject to trigger this spell; hit
location is irrelevant. The subject
takes 1d+1 burning damage per point
of energy in the spell. Armor does not
protect

Shocking Touch has unusual side
elfects on electronics and conductive
materials, as per Lightning (above

This is also an Air spell

Cost: 1o 3
te: Lightning

Item

Staff, wand, or glove. The
must touch the subject. Energy cost U
create: 1,500

Spark Cloud
Area

Creates a ground-level cloud of
electrical sparks, It does not hlock
vision, but it inflicts burning damage
1o anyone standing 1 it. Armer pr-
tects in the usual fashion ‘rm'l_:l”h
armor provides the same minn_nul
protection that it does against
Lightning)
This is also an Air spell.

Duration: 10 seconsds
Bty 1 1o 5! the cloud jnfliets 1

ponnt o damag

PR ALY b
e per second for even

« hugses cusd
point of energy put inlo the huse




Tioie (00 Cl ] o ond

s oot Cannot B
Jeponding on hase Cer SLLL
wd

Shap Al anid

wand, or jewelry. Usable only
w Cost o creale: 150 energy

v, and a $500 opal

Spark Storm

Area

Creates a normal Windstorm, w ith

s dangerous addition: every turmn
Lightning strikes one random victim

in the area of effect. To resalve the
balf's attack, roll against the caster’s
Spark Storm skill, without any range
adjusiments. The victim gets an active
defense, as usual

At the GM's option, the lightning
strikes may not be completely ran
dom: tall targets may be at more risk
than short ones, and metal armor niay
tend 1o aftract the lightning. M
his spell know what the true
niles are in their world

e

who use

This is also an Air spell

seconds

n yards i«
3 hull strength

Windstorm and

Item

Staff, wand, or jewelry. Usable only
7 mages. Cost (o create: 300 energy,
300 in platinum ;and a $500 opal.

by

I a
Wall of Lightning
: Area
Creates 3 shimmering, crackling
Curtain of lightning around an area.
e wall is four yards high, but may
maide higher by scaling the cost as
the height (double for 8 vards high,
Wple for 12 vards high and so on)
‘ k}:r\ Wm, anyone crossing or
SHching the wall suffers hul:nnng
':IF-"wgu. It impedes vision and hear-
2 through it: -1 1o these Sense rolls

This is also an Air spell

the ball floars right threngh winde

urtains, walls, etc. It maintains |
heading and speed unle
comcenirales 1o changs
on th

expleds

Item

(a) Staff, wand, or jewelry. Usable
only by mages. Cast to create: 500
energy and a $500 opal. (b) A Wall of
Lightning may be made permanent at
an energy cost of 100 times normal

Ball of Lightning
Missile
Creates a ball of lightning in the
caster’s hand. Unlike a regular Missile
spell, however, a Ball of Lightming
floats away in the direction the caster
wills it to; it cannot be hurled in the
usual fashion. The ball is utterly silent
and moves in a straight line at a max-
imum speed equal to the caster’s skill
divided by 5 (round down), regardless
of wind and nonmetallic obstacles —

spell is allowed to expire, the Ball
winks 1 without

of existence

exploding.
Ths is also an Air spell.

Duration: | minute.

Cost: 2 to 6 to cast: Half that to
maintain. The ball inflicts Id-1 burn
ing dam

age for every point of energy
put into it at the paint of explosion
less 1d-1 for every v
fram the explosion.
Time to casit: | 1o 3 seconds; the ball
grows in the caster’s hand as the cast
ing pre
Prere:
Lightning

rd of distance

ESSES

isites:  Apportation  and

Item

Staff, wand, or jewelny. Usable only
by mages. Cost to create: 600 energy
and a $500 opal




Lightning Stare
Regular

The caster shoots lightning from
his eves, using DX-4 o Innate Attack
skill to hit. The caster must be facing
the t to use this spell, The t\'pic.;l
ritual for this spell uses Facial motions
rather than hand gestures; thus,
Lightning Stare can be cast “no
hands” at any level of skill.

This is also an Air spell.

Duyation: | second.

Cost: 1 to 4. Cannot be maintained.
Does 1d burning damage per point of
energy put into the stare. Range js 2
s per point of eneroy

7

2 seconds.
Lightning

Resist

Lightning

Item

Jewelry. Usable only by mages,
Cost to creafe; 1,000 eneray,
worth of platinum, and a $500 opal.

Body of Lightning
Regular; Resisted by HT

Subject becomes an animated
shape of lightning, temporarily granti-
ng him the Body of Lightning meta-
trait (see box). Clothes (up to 6
pounds) also become lightning, but
|"\l.' any nhlgiL [1"\\L‘]‘,w ”'lL'\ ”“L"”
have had

Stop Power acts as Glue and Steal
Power acts as Steal Strength on the
subject.

This is also an Air spell

o | minute. The spell is

1 if the subject loses conscious

4

) cast

Item
(a) Swaff, wand. or jewelry, Only
affects the wearer. A severe drawback is
that, as soon as it is activated, the item
falls through the user's hand - thus a
spell cast with this item lasts only a
minute. Erergy cost to create: 3.000. (b)
Stalf, wand, or jewelry. Only affects the
wearer. Unlike the previous item, this
item turns 1o lightning along with the
wearer, While in lightning form, it loses
any other magical powers it might ordi-
narily have. Energy cast 1o create: 6,000,

Lightning Armor
Regular

The subject is sheathed in crack-
ling lightning, without feeling any dis-
comfort (the subject and anything he
carries are under a Resist Lightning
spell). The subject’s melee attacks do
an extra point of burning damage

Any metallic weapon that hits the
subject triggers a 1d-1 backlash ol
burning damage along the weapon.
This attack automatically hits the hand
that is holding the weapon, re less
of the weapon's length, as long as its
entire length is conducting. Should the
subject grapple or be grappled, the foe
takes 3d-3 burning damage, but the
spell will be broken.

This is also an Air spell

D 1 | minute
Co to cast. 4 1o maintam
Preveguisites: At least six Lightning

spells including Resist Lightning

Item

(a) Stall or jewelrv. Usable only by
mages. Cost to create: 1,000 energy
and £300 worth of platinum and
opals. (b) Cape or armor; only affects
the wearer. When activated, the cape
seems like a piece of sheet lightning; it
will protect against attacks from the
back and sides, but not from the front,

New Meta-Trait: Body of Lightning
Bodly of Lighming: Your body is made of lightning. ST 0 [-100]; HP +1 F)
[20}: Burming Attack 1d (Always On, -40%; Aura, +80%; Melee Algick.
Reach C. -30%) [6] Doesn't Breathe [20]; DR 10 {Limited: !f.!c-an-cm‘
40%e) [30]; Immunity to Metabolic Hazards {_3!)]‘ !|1|u|_1. Fnlc[:mu‘
{Diffuse) | 100]; No Manipulators [-50] l:l'.lllll'l.' (Affected by Energy Spells
{p. 1781 [0} and Taboo Trait (Fixed ST} [0). 56 poins

unless it is wielded asa light cloak

+ l
Cloak, p. B184), Energy cost 1 m..::
700 for the cape, 1,000 for Aoy,

Lightning Weapon
Regular
The subject melee Weapan
becomes charged with lightning, yi;.
bly spitting and sparking, withoy
harming its wielder, The Weapon must
be at least partly metallic: Weapons
made entirely of wood and/or stine
won't hold the spell. The weapon dogs
an additional 2 points of injury after
armor penetration and wounding
modifiers have been fisured, Apaing
metallic armor, the weapon inflicts at
least 1 point of damage on any hit
This is also an Air spell,

Drirarion: 1 minute

Cost: 4 1o cast. | w maintain,

Time to cast: 2 seconds

Prerequisites:
Lightning.

Magery 2 and

Item

A weapon that beeomes electrified
whenever used, at no energy cost (o
the user. Energy cost 10 create :
least $300 must be spent in platinur
and opal decorations

Lightning Missiles
Regular
Like Lightning Weapon, but cast on
a missile weapon. The weapon itself
becomes surrounded with an electric
halo. Any missile it fires becomes
charged with lightning, doing i
tional points of injury as per Lig
Weapon. The missiles wooden parts
turn to ash after it hits a target or
10 seconds, whichever comes first
This is also an Air spell

Duiration:: | minute

Cosi: 4 1o cast. 2 to maintain. Cost
doubles if the missiles o be fired o
nonmetallic

Time 1o cast: 3 seconds

Presequisite: Lightning Weapon

Item

A missile weapon that fires light
ning missiles: whenever used. al no
cost (o the user. Energy cost 10
1.000: at least 3400 must e
platinum  and O

e

e
spent  in
decorations.
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i |} | 1 Jowir nin
; th i Ouickly, he
neantation
Noth appened
v Academy Moages th
intruder sheered You think vou
Lyon mvihing there 18 o know

Understand  thi
witside your book

i the world you

lail begin to compreh nd

ctucial act completed

the floating glyphs coalesced into

himmering  ball of light
intrdder’s hands. H
hutled the thing ot Tubbs, Tubbs
v ward, dey
that it

He was right

In lolklore and 0
tion, magic wkes man

s, thee logie of g
iy be difficult 1o sim
wlate using the stan
dord mpgic systemy; in

others, there may be

multiple oexisting
types of magic. This
chapter introduces a

videty ol ways 1o
twenk wnd extend the

GURPS Magic

Lo Eneompuss o varety

yslem

of possibilitic

1 Turther
possibilities are ol inte
esl, GURPS Fantusy
tiscusses

migical

many more
exotic theories ol migi
and how to use them in

GURPS

ALTERNATIVE MAGIC SYSTEMS

rhaps the simplest way (o

| possibili
adjust the parameters of the

dard system, changing how spells

acquired. By changing the

ple learn spells, or the circum.

under which they can us
a GM can achic

ol Mg

v o dilferent Mo
vhile retaining the utility
ol the standurd spell list

. MAGIC

worlds, holy men and

CLERICA

In w0

e receive magiesl abilities Trom

etn they servie. Such POAWETS

handled using the standard

i system. with o lew

dieration

o

Clerical Spells
Clenical spells have oo prerequi
s, A piriesd ay aogquire a new spell

any tme he hos poinis (o spend

o for it teachers and
v (though GMs

s permit o priest (o put a point in

<imply by prayir

study are unnec

a new spell after 200 hours of devout

contemplation) However, each gods
pricsthood is restricted to an abbrevi
ated list of spells that the god will
mrant, usually closely tied 10 the god's
portfolio;  fire pods dont gram
Essential Water. Also, the patron god
may decide to alter the effects of the
magic he grants - or “'“‘l""“L \‘IIFI['%!‘H

magical nbilities altogether = for ren

sons s inetable

S One comes 1o
expect from a deity

Clericnl spellcasters often possess
Clerical Investment (p. B43) and
Religious Rank (p. B30 indeed, some
relighons require such waits belore a
priest may |

n clerical spells,
However; other fiths include individ
unls who wield divine powers withow

belonging to the formal ehurch hierar

chv, Clerical spellcasters are olten

required to take o Discipling of Faith
(p, B132) to maintain their poy

See D

for a related form of magical practice

Sanctity
Clerical  magic

upon mang, but upon i me hanically

es nol depend

similar  property  called sanctity,

nts the level of influence
s In an area, Sanctity
from

which repres
i delty po

levels  runge no sanctity”" o

"very high sanetity” much as mana
does: howevier, sanctity levels are spe
cilic 1o o particular god, and more
Pesponsive 1o human alterntion. Most
arcas wee normil sanctity; duly canse
crated places, however, are high-san
ity zones for the appropriate gods
worshippers, and low sanctity for wor
shippers of an enemy god

A fuller treatment of sanctity and
holy places can be found in GURPS
Fantasy
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de Bless
and Vigil

spells inc
Zombie

Since
equivalent to mana

sanctity is. mechanically
clerical spellcast-
Power Investiture cannot

cast clerical spells

ers without
when outside an
area with high sanctity. Priests with
Power Investiture, however, can carry
patran deitys work into the
tity world

Much as mages can d
vel (p. 6), cler

their

larger normal-sa

ect changes

in mana r‘
with Power Investitu
changes in level by

against 10 + Power Investiture

RituaL MAGIC

15, m

into hundreds

ers

mlJm_

sancuty

In somé

¢ is not di
|

al ing

proce-

dures by which a wizard can brir
dead 1o life but kn

spez \L\N r 1o birds, Ins C iS 2
single practice, dizzying in its many

applications but essentially one

In such settir

s, magic use
depends on a single “core skill,” typi
cally Ritual M (p. B218) or
Thaumatology (p. B225). Each college
ol magic is an IQ/Very Hard "col
skill” or “"path” that defaults to core
skill at -6. €
skill as a prerequisite and may never
exceed the core skill,

Ritual wizards can cast spells at
delault! |

with a default to the associated college

o

ollege skills have the core

“ach spell is a Hard technique

skill, The default is at a penalty equal
1o the spells prerequisite count (p, 6)
To raise a spell past its default level,

al least one

the wizard must have

“Holv” Spells
The regular spell system offers another alternative for priestly magic.
Individuals who are good and pure of heart may buy certain spells with-
:s. The relevant spells are ones that permit the caster to
perform supernatural acts traditionally assaciated with the clerzv. Th
ssession, Final

Tom

Mank’s Banguet

All other rules are the same

ALTERNATE
PREREQUISITES

In most

ven for spellsint this book mak

However, mr- COS

mologies of som

different struct

ations, the prerequisites

= o7

tier supported I\\. a

GM

mes

wizard must Jearn

can learmn that sp

add one 1w the

count for every

points the trait costs; thus, each |
ol Magery above zero adds one 1o ¢

requisite

count, while literacy adds

zero. Forbidden traits
blind,”

To alter a spells pr

adid nothing

requisite

come up with some plausible set

quirements that adds up to roug

the same prere
an exact science
uisite count of Utter Dome fie
ht be problematic, but if

prerequisite chair

adds

ign is b

The care skill for ritual m
game balance, but fascinat

Influence, similarly, is a
Hard skill, however,

In a setting whe

Zen Archery

Wei
paigns,
shenanigans.

accomplish their magic. Paradi
as an exercise for the reader.

VARIATIONS

Other Ritual Idioms

alternative candidates, Some Very Hard skills are abvious choices, as they
already verge i the mystic — Alchemy or Herb Lare, I
clear choice for bardic magic, Almost any V
can be a potential core skill for ritual magic.

e magic is the final mystery of martial arts or monas-
tic discipline, skills like Body Control, Blind Fighting

In a more technologically advanced setting, Computer
d Science become core skills, Tl
“the warld is an illusion”

Ritual magic can even be based on mundane sciences. Ritual physi
cists up!un subtle and counterimuitive principles of natural law 1o

c must be a Very Hard skill for the sake of
opportunities emerge when you look for

wample. Musical

Invisibility Art, or

Hacking or
is is excellent for cyberpunk cam-
ngs, or over-the-top technomagic

set

gms based on Biology or Surgery ane left




Shortening
prerequisite Ci hains

some worlds have fewer low-pow
ered spells than others, and a wizard
can learn powertul magic \\nhl.--m
o dozens of less

having master :
incantations. One Pﬂg\_\[hlr way

patenl
1o simulate this situation is 10 cut all
prerequisite counts in half and simul-
wneously double the points I‘t"qlf!ll'm}
for a spell 1o serve @s a prerequisile
So, a wizard trying to learn Steam Jet
might need to spend two points each
on five different spells rather than one
paint each on 10 different spells.

Advantage-Based Magic
In other worlds, magic reflects
more strongly the sort of person a
spellcaster is, and less what hes stud-
ied. One way to make a prerequisile
chain reflect this sort of world is to
[ean heavily on advantages as prereg-
uisites. Demand that Plant wizards
have Plant Empathy for certain spells
ir that Communication wizards have
same Charisma. Any number of
lalents make good prerequisites -
Artificer for Making and Breaking,
Smooth Operator for Mind, and so on.

Renaming Spells
The names given in this book are generally descriptive and functional,
for ease of use. There's no reason that they also have to be the names that
wizards use for them in the game workl. There are dozens of ways 1o

rename spells to help them conform to vour game worlds flavor.

Different Phrasing: Something as simple as changing a spells pant of
speech can make an important difference in favar Fireball becomes Ball
of Fire, Seek Earth becomes Search for Earth, etc.

Named for s Creator: In worlds
where spell research is an ongoing
concern; wizards concemed with self-
promotion will want their spells to
enhance their reputations directly. Why
develop Weather Dome when you can
develop Malathrax's Weather Dome?

Technical Nomenclature: Sometimes
wizards just like to keep the untrained
guessing. The Seventeenth Chant of Air
sounds verv impressive, even il its just
Odor.

Flonid Prose: Create Fire pales belore
the Most  Excellent  Pyrogenitive
Incantation. In an appropriately
baroque’ setting, every spell can be
improved with the indiscreet use of
Latin and a few superfluous adjectives

IMPROVISATIONAL MAGIC

Improvisation is the heart of role-
playing, Players improvise to react to
unexpected situations that the GM
throws to them, and the GM improvis-
& to accommodate the . . . innovative

solutions the players devise. This
sort of freewheeling improvisation
can be the basis of a game’s magic sys-
em as well, ) e

Not every setting features wizards
who spend long hours to leam and
master individual spells with clearly
defined effects, The systems presented
in this section offer the opportunity for
Wizards 10 cast spells without vears of
Study and memorization; in some
Cases, they allow wizards to invent new
spells at their whim, These systems
Moy exist alongside the regular spell
S¥slem, or replace it, as appropriate for
< Bven setling

A word of

. of wamning: improvisation-
ul systemy

are only appropriate for
Eroups where the GM enjovs thinking
O his feet, and the players are happy
10 accept GM judgments on the fly

Some GMs dont enjoy being pul on In combination with the Retention
the spot, and some players prefer to  enhancement, Wild Talent becomes a
know exactly what their characters means by which wizards learn new
are capable of doing. If that describes spells; at the GM’s option, it may not
vou, skip these systems. even be possible to learn spells

Magery and Improvised Magic
Any system described in this section may or may not require Magery,
depending on the world in which they exist. They may, as with spell
magic, require Magery to use in a region with normal or lower mana.
They may require Magery to use at all,

through study. Without Retention, a
wlLD TALENTS wizards level of Wild Talent becomes
: the limiting factor for his spellcasting
Tl‘:‘ ‘!l“Pi:‘l‘-" way ;10 h—‘\"ﬂ‘ﬂ; impro- Adding the Emergencies Only limi
< - a 2l o
f:]'“l—_“”/d" '-‘J is the Wild Talent ation can be a great incentive for wiz-
advantage 'lP_- IJWJ- A paradigm of  4ds 1o g adventuring; with
vic | dzards devise ne - 2 !
magic i whch “"‘H‘i—" d"“:"‘ new Emergencies Only and Retention
spells extemporancously is easily sim-
ulated by some level of Wild Talent
with the Focused limitation.

wizard can only leam new spells by
putting himself in new and dangerous
situations,




WiLpcArD
Magic

Magic can also be treated as a wild-
card skill (p. BI75) to enmulate settings
where wizards master the Full \'pcl-
trum of magical endeavor instead of
learning one spell at a time. Instead of
buying spells, a wizard simply buys
levels of Magic! With that single wild-
card skill, he can cast any spell he
wants, at a penalty equal to the spell’s
prerequisite count.

This is a cinematic option. Wizards
using Magic! are extremely flexible
and powertul. If the scope of Magic!
seems too broad, it may be wise to
treat each college as a separate wild-
card skill. The GM may also want to
retain Magery prerequisites for spells
that usually require some level of
Magery.

SPELL DEFAULTS

Another way to allow wizards ta
attempt spells outside their comion
zone is 1o allow spells to default 1o
other spells (p. B173). In this system,
cach spell defaults to every other spell
in the same college. An unknown spell
defaults to any known spell a1 4. with
an additional penalty equal 1o its own
prerequisite count. However, if the
known spell is in the prerequisite
chain of the unknown spell, add a
bonus equal to the prerequisite count
of the known spell. A wizard cannot
cast a spell at default if it requires an
advantage (usuallv Magery) that he
does not possess. When defaulting to a
spell at skill 20 or higher, treat the
spell level as 20 for default purposes.

Spells cast at default cost twice as
much energy and take twice as long to
cast

Improvisation is too good to leave to chance,

— Paul Simon

Exa Patrick wanty p
Lend Language on his rend Aig
help him pass the Old Dra
midterm, but his i
Communication and Empathy ‘r\;i‘|\
are Se Foes-15  angd \rr._:
E He can cag Lend
Lan-\nm-;lc at a base penalty of -4 with
an additional penalty of -3 for I,-v.il
'[:.m‘- S prerequisite. count '.\':n;r
Sense Emotion is a possible Prerequi
site for Lend Lanmage, he can add
Sense Emotion's prevequisite coung
for a +1 bonus. He could also have
defaulted from Sense Foes, by
Sense Foes has no prere
would not have gotten any bonus. Hic
final effective skill for Lend Language
will be 9, and it will cost him & et <
to cast and 2 to maintain, Aida
initely going to owe him one.

sy
an o

Y

notion- |3

Jusites. he

Allowing wizards to cast spells a1
default, while pot as: cinematic s
wildeard magic, substantially increas-
es their flexibility. If the GM s not pre-
pared for a wizard to atternpt any spell
in his college of choice, he should rot
allow casting at default.

SYNTACTIC MAGIC

Some wizardly traditions don't even
use discrete spells. To them, rote and
formula are anathema; magic is a cre-
ative art that responds to the needs of
the moment, These wizards turn their
efforts toward mastering fundamental
principles of existence instead of learn-
ing individual recipes. These funda-
ments are called Words in the vernacu-
lar of wizards. To work magic, wizards
bring together these potent principles
in much the same way that words are
strung logether into sentences.

Every spell has two elements: what
is done, and what is done to.
Correspondingly, there are two types
of Words., Some are described as
verbs: Create, Move, Heal, and so on.
Others are described as nouns: what is
being created, moved, etc

Each Word is a separate [Q/Very
Hard skill. with the exception of
Control and Transform (p. 204);

mages add their Magery to 10 when

learning Words. :
There are 10 verbs: Communicate,

Heal, Sense, Weaken, Strengthen,

Move, Protect, Create, Control, and
Transtorm.

There are 14 nouns: Air, Animal,
Body, Death, Earth, Fire, Food, Image,
Light, Magic, Mind, Plant, Sound, and
Water.

The GM may remove, add, or
change Words as he sees fit.

SPELL
PARAMETERS

Before casting a syntactic spell, the
player describes what he wants the
spell to do, and selects the verb and
noun that he wants to use. The possi-
ble effects are limited only by the
players imagination. The GM then
decides whether the intended effect is
possible, whether the Words chosen
by the plaver are appropriate, what
tvpe of spell the proposed spell is, how
much energy the improvised spell
should cost, and what skill penalty (if
any) should apply.

If an improvisational wizard
attempts to improvise a spell equiva
lent to an existing memorized spell,
feel free to assess parameters similar
to the memorized spell. If the pro-
posed spell has no counterpart, how-
ever, or if the plavers and GM prefer
not to crack a book in the middle of
play, use the following guidelines, The
auidelines listed under fnventing New
Spells (p. 14) may also be helpful

Appropriate Words

The Words for some spells will be
obvious: a flight spell, for instance, 5
clearly Move Bady. Some spells, haw-
ever, could be achieved with nm\ll.plc
different combinations —a spell to fire-
proof 4 wooden cart could be Weaken
Fire, ar it cotild be Protect Plant. GMs
should be fexible in allowing players
(o utilize their wizands' strengths, but
try not to let the game gel bogee
down in arsuments aboul the
optimum configuration of Waords.
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Spell Results

The result of a syntactic spell
attempt depends on what rolls were
made or failed. 11 both skill rolls (verb
and noun) were made, the spell
works. Energy cost is paid normally.
If there was a critical success, halve
energy cost; if both rolls were critical
successes there is no energy cost.

Il one word is successful but the
other is not, there is a magical result,
but it is not the result the caster has in
mind. The GM should not be mali-
cious in this - an attempt at a spell 1o
make someone sneeze might flare
their nostrils, for example, but proba-
bly shouldnt make them expel
Concussions from their sinuses.
Energy cost is paid as for the spell
that was attempted.

If both rolls are ordinary failures,
nothing happens, and the caster must
spend one point of energy.

A critical failure an either spell roll
has disastrous effects, of course. And
critical failure on both should be
spectacular!

The wizard always knows if his
spell has succeeded or failed. If it has
failed, he may not know exactly what
the result is, but he knows it's not
going to be the result he was hoping
for.

Resistance to
Syntactic Spells

A syntactic Resisted spell uses the
worse of the two rolls to determine
if the subject resists. The GM
determines whether a spell should be
Resisted; almost any Body or Mind
spell should be, while spells that do
direct physical damage generally
aren't Resisted.

TRANSFORM

The verb Transform is a special
case, somewhat more complicated
than the other verbs. Unlike every
other syntactic spell, Transform spells
require three rolls: one for Transtorm,
one for the noun governing the begin-
ning material, and one for the noun
governing the final material If the
same Word governs both forms, the
spell still requires separate mlls for
gzch. Thus, shapeshifting from
human to animal can be considered a

Transform Bady to Animal spell, and
the caster would roll against
Transform, Body, and Animal; chang-
ing a fig to a thistle, however, would
be Transform Plant to Plant, requiring
one roll against Transform and two
against Plant. Transform spells do not
suffer the -1 penalty for using a third
Word,

As long as a transformed object
remains undamaged, it can (with a
new spell or Remove Curse) be
restored to its  original form,
unharmed. If it is damaged, an appro-
priate amount of damage manifests if
its original form is recovered.

Dealing with transformed objects
requires many judement calls on the
part of the GM. In general, a trans-
formed object behaves in all ways like
a natural one, except that transforma-
tions cannot be used to gain any sig-
nificant increase in intelligence or
knowledge. (A servant made from a
dog will be faithful, but not much
smarter than he was before.)

LINKING
SYNTACTIC
SPELLS

Syntactic spells may be linked, as
with any of the linking Meta-Spells
(pp. 130-132). IF syntactic spells and
memorized spells are two means of
manipulating the same forces, any ol
the three linking spells may be
attached to a syntactic spell. If syntac-
tic magic stands alone in your game
world, then linking spells must be
svntactic as well. Such links require
the Magic Word and one or more
Words related to the triggering event
The more Words are used for the frig-
ger; the mone accurate - but the hard-
er lo casl - it 1.

Create
Heal
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Protect
Sense
Strengthen
Transform
Weaken
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Light
Magic
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Keep in mind that if the linking
spell works, but the syntactic spell to
which it is attached Fails partially,
something strange will happen when
the triggering event occurs.

GMinNG
SYNTACTIC
Magic

Syntactic magic can be hard
GM. Its open-ended nature mikes if
possible for a syntactic \\'I;.'.Il'll o
wreak havoe on the campaign; 1S
hard for a GM to anticipate what the
players may do when they fisve the
complete gamut of magical knowl:
edge at their disposal

Therefore, it's essential 1o set lim-
its. Just because a player can imagine
it doesnt mean that their chamcter
ought (o be able o do it. Un the other
hand, its no fun to play a wizand i
vour spells never work - o worse, it
they never work right




A Syntactic Spell: Waterproofing

Morris the Mage and his friends are preparing 10
swim DCTOSS @ Tiver Morris himsell knows how to cross
without gedting wet, but it’s too fatigwing to cast spells
an the whole party 10 get them across dry-shod.
However, they are camying somc valuable books that
Moiris doesnt want to gel wet. So he puts all of the
books in a large pile and tries to improvise a
Waterproofing spell that will protect the whole heap of
material ;

The GM zind Morriss player talk it over and decide
that: there are a number of ways to construct this spell.
Protect Plant is one possibility, since books are made
from trees. Weaken Water is another, as is Control Water.
Morris decides his best chance is with Protect Plant. The
pile of books, about a vard across, has a SM of -2, so
Morris opts for a Regular spell. The standard guidelines
sugpest that a Protect Plant spell should cost 2 energy
nd take 6 seconds to cast. The GM notes that this is
about twice the cost of Umbrella, which seems appro-
priate. If he had tr iod 10 use Weaken Water, it would have
been quicker to cast, but significantly more expensive.
The GM also rules that this spell will only work on inan-
imate objects, in case a situation arises in the future

ypriate balance

means accepting the principle
wer wanis to do while set-

mable himits. The regular

It is almost
for a player

wd touchstone

sorts ¢ isions. s

ly refusi

proposed eftect siimilar in scope 1o S

that can be done with r

do similar spells cost?

zard using memorized

spent a similar number of character
points on his magic?

vays more satisfying
be told “Yes, but .

than to be told "No
: a proposed spell, try some-
vou can do
Let’s see, about 15 minutes to cast and
200 epergy should be about rig
that result. Now if you'd settle for less

thing like, "Sure,

where Morris claims this spell will keep him from
drowni

Morris’ skill in Protect is 14 and his skill in Plant is
15. He First rolls against 14 for the verb, Protect He
makes his roll, and then rolls against 15 for the noun

Plant. He will pay the whole energy cost unless both
rolls fail entirely, or one or both are critical successes,
1f the spell succeeds, Morris will know, and the boaks

are waterproofed for the next minute, at least. If one roll
succeeds but the other one fails, something else will
happen. Moris might not know exactly what, but he
will know that it didn't go exactly as planned — he can
choose 1o try his luck with the river or not, as he sees [it

The GM must rule what happens if one of the rolls
should fail, but only in the case of a critical failure
should he be malicious. If the second roll is failed, for
example, the spell might only work against oil, not
water (which wouldn't do Morris any good), or only for
one second, not ane minute, or will protect from dust
instead of water, etc. On a critical failure, the ink might
start umning before the books even get (o the water. On
a double critical failure, the books might be entirely
dehydrated and fall to dust!

than totally destroying the castle,
think we can work something out
It may take a while for players and

Rather than flat-

standing of what sorts of spells
appropri
critical. Try to encou
creativity without ruining

— patience on all sides is

2 players
me

that’s what it's all about. And remem

ht for
ber to enjoy it when they come t
w \[h a ]'\\]1](15

arly clever idea!

GMs to come to a mutual under-

SYmMBOL MAGIC

Symbol magic is one of the most
ancient lormms of magic; many cultures
have a magical tradition that relies
upon aset ol signs representing mvsti-

v potent words, sounds, or con-
epts. The Viki had their Futhark
1es; Celtic druids had Ogham; the

places great impor-

Hebrew alphaber
mysiic epts.  Chinese
Sanskrit UCs all have

been used as symbalic

miagic

A properly trained person can use
these systems to work magic. This most
commaonly takes the form of scrolls and
items enchanted with powerful ghyphs,

but the power of magical svmbols can
be used

create magical effects direct-

Iv. A symbol-

teris free to learn other
gic, if thev are available.

SymBoOLS

lorms of m:

symbaolic languag
of the Futhark Body-rune avails not a
b

symbalic "language.” In addition, he
must master each individual symbol
before he can use it. Each symbol is a
separate 1Q-based skill with Symbol
Drawing as a prerequisite and no
default. Magery does not add to 10 for
the purpose of leaming symbols,

A wizard experienced in multiple
traditions of Symbol Drawing must
leam the symbals separately for each
Deep knowle

when dealing with an Atlantean

-sigil




more fexible

enchantments would become trivial,

In most symbolic svstems, the
most common interpretations of the
symbaols correspond to the Words of
the syntactic magic system (see
Sviractic Magie, p. 202), Tn any given
nscription, however, a related concept
may be a more appropriate transla-
tion; the symbol for the verb Weaken

esent concepts like

Damage, Harm, Undo, Rot

e symbols are more difficult

than others

IQ/Easy: Food, Sound

I/ Average: Communicate, Weaken,
Strengthen, Move, Protect, Air, Fire,
Image, Light, Plant, Water

IQ/Hard: Heal, Sense, Creale
Control, Transform, Animal, Body
Earth, Magic, Mind, Spirit

and anvone
The GM may

n sym

decide

Hrng que or extensi

rese to uncover. Anyone with
Symbol Drawing skill mav make a
skill

Il 0 recognize an unfamiliar
ithin his symbeolic languag:

svimib
vent if he has never seen it belore
d it, he still ha

pol, but can study

Alternatives

Whole-Language Synthal Magic: Under the normal svimbal magic rules, a
symbolcaster must learn Svmbol Drawing
farity with that symbolic tradition, and the
represent his deeper study of each individual mystery. An alternate approach
to symbaol-casting is to treat each symbol as a Hard technique that defaulis
0 Svmbol Drawing. Easy symbols default to skill-4, Average symbaols to skill-
6, and Hard symbols to skill-8. This makes symbol-casters substantially
GMs running this version of symbal magic should consicler
being conservative with the effects possible with symbols.

Ideogram Synibols: Not all symbolic languages are short and sweet, One
could run a setting in which symbol magic is not improvisation:
every spell in the standard spell list has its own symbol. Such a svstem is
essentially equivalent 1o using the regular spell system with the particular
constraints of symbol magic; spells would take much longer 1o cast, but

10 represent his general famil-
n learn each svmbol separately to

rolls sre failed, the full Puvpenie of (e
nscription will remain hidden [
the symibals deciphered may hine a4
same part of the Inscription’s intent

CASTING THE
SPELL

A symbol spell usually consists
two symbols: a verb

of
and & noun, The
energy cost of a symbol spell depends
on the symbals used and the disere
tion of the GM, as described far «

} instead,

tactic magic. The duration of

A 5Vim
spell depends on the nature o
\[\\.'”_ as with symtactic magic; symbal

spells, however, may be lasting in

Example of
Symbol Casting

Therfinn, a Futhark runemaster; wants to make a sword that wil
destroy fire elementals, Discussing the question, he and his mentor
(i.e., the player and the GM) determine that the appropriate nnes are
Hagalaz (Weaken), Kenaz (Fire), and Perthro (Magic),

Thorfinn is a skilled smith, so he plans to work the runes directly
) the sword. Some runemasters might prefer to inscribe the nunes
onto a finished sword using Antist (Calligraphy), but Thorfinn feels
that a runemaster who wanis to enchant an ftem ought to make the
item himself. Besides, he’s not that good o calligrapher.

His Smith <kill is 15, His rune skills are Hagalaz-14, Kenaz-15, and
Perthro-16. For each rune, he must roll against his skill for the partic-
ular rune to formulate it correctly, and then roll against his Smith skill
lo inscribe it successhully,

All these attempis are successful, and Thorfinn now possesses a
runic sword. The time required is determined by the nature of the
desired enchantment, In this cuase, the sword does +2 damage (42
Puissance - energy cost 1.000), and has +2 to hit (+2
energy cost 1,000). The latter two enchantments are both limited by a
Bane spell (fire elementals only). This divides their cost by 3, but il
costs 100. The total energy cost is 966, so it would usually 1ake 966
days to complete. This is halved because the item will reguire Symbol
Drziwing to activate, so Thorfinn will need about 16 months to finish
This does. nat consider the time required to make the sword!

However, item manulacturing time and rune-seribing time B8 coneus
rent, and it will take Thorfinn less than 16 months to forge a sword, 5o
no tirme is added

When Tharfinn wishes to use the sword Elame-Cleaver,
Svinbol Drawing. This, in itsell, requires no energy. His skill at Symbeol
Drawing is 16 I-Ium‘ur one of the runes on Flame-Cleaver is Weaken
which f‘w knows anly at level 14, so his effective skill o activate the

i INLSE LsE

munes is o 14

. ¢ speclls
There is no encrgy cost 1o use the sword because none of the spe |
W

e with

in it require energv. Many magical jtems require the user o &
¢ This is treated normally. Sell-po
symbol-magic; the Magic rune must be added o let them drmw mana

crid items can be mad
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Symibols can be used to cast spells
avs, including writing on
m the ai,

\T:u.cnlv ng indi-
vidual symbol 1okens. For each sym-
bol used, the caster rolls against the
Jower of his Symbol Drawing skill and
his skill with the particular symbol to
see if it is drawn or placed successful-
Iv. Doubling the drawing time gives a

tracing

an an object, or ust

¢] bonus to skill. Or time may be
halved. at a -2 to skill. Using materials
that are e svmbol-
icalphabet in use may entail a penalty
of -1 ar we

Once symbols have been suceess-
fully created or placed, they must be
activated with a successful Symbol
Drawing roll. Activating a set of sym-
bals takes 1 second for every symbol
i the inscription. The caster’s effec-
tive skill for this roll is equal to the
lowest of his skill in Symbol Drawing
and any of the symbols being activat-
ed. A eritical failure on this roll has the
usual critical spell failure results. A
svmbol-caster cannot activate an
mnscription if it includes a symbol he
does not know. Also note that if the
symbols themselves are flawed due to
failures i the creation proc

a suc-
cessful activation roll will activate the
symbols, laws and all.

Parchment Symbol
Casting
Symbals can be written on parch-
mﬂll OF piper (o create a lemporany
MBS item. These are faster 1o make
scrolls (p. 57), but harder 1o use.
Wing the symbols correctly is
Snpoant, so a successful skill roll

An Emergency
Symbol-Casting

Ferzus, an Irish bard, possesses seven true symbol tokens — short
wants carved with Straif (Weaken), Ailm (Create), Getal (Move). E‘!_tﬂ.li!
(Mind), Onn (Animat), Fearn {Fire), Ur (Earth), and Saille (Water). While
exploring a deseried holding, he is suddenly L'«_;nl'mnl{.‘d by a party of hos-
ile Fomorians (giants). As his companions begin to fight, Fergus drawsa
wand at random from his belt pouch; this takes his first tumn. The GM
rules that he gets the Move-wand

For his second turn, he draws another wand, The GM assigns each of
the remaining stones a number from 1 to 6, and lets the player roll. He
draws the Fire-wand. )

Fermus then concentrates on a spell to move the fire from a comrades
torch into the chief Fomarian’s face. The GM decides this is essentially the
same thing as the spell Shape Fire, and uses the parameters of that spell
Because Fergus is working with true symbol tokens, the time to cast is
only ane second per symbol, or two seconds.

Fergus rolls once against the lowest of his Symbol Drawing, Move-
wand and Fire-wand skill. The roll is a success, and flame jumps from a

torch into the chief

Fomorians, and they flee:

Fergus’s enel

o

maintain the spell) —

vainst the lower of the creator’s Artist
(Calligraphy) skill level (default if nec-
essarv) or the desired symbols skill
level is needed. The time needed to
draw each symbol depends on its
complexity: Easy symbols take 1 hour,
Average symbols take 3 hours, and
Hard symbols take 6 hours.

draws the
parchment chooses the desired effect.

A \\IT]!“F]"“I!Lll['niﬂnl can hL’ car-
ried and used later. Any damage to the
[klp&.'i \\]“[ Illﬂkt‘ l]lL’ \_\ n'(bUh Ll\L’IL"-\
To cast the spell, the user looks at the
paper and activates the symbols with
Symbol Drawing. He then pavs the
energy cost. The parchment turns o
ashes when used. A symbol-caster is at
-4 10 his Symbol Drawing skill if trving
to activate a parchment that he did
not draw himself,

A symbol-caster can also trace
symbols in earth or sand, at -2 to skill.
Times are as for parchment. The sym-
hols can be activated repeatedly while
they last (GM’s decision), but of course
are not portable!

The persan who

face, burning and terrifying him. It clings to his face
until he flees (Fereus continues to concentrate) and then moves toward
another Fomorian. At this point, the GM makes a reaction roll for the

 cost is calculated as per syntactic magic (p.
spell costs 4 energy (the battle did not last long enough for F
1 relatively low price to pay for deciding a battle!

202). The
gus 10

Symbolic Inscriptions

When two or more symbols are
inscribed in a permanent fashion, a
magical item is created. Tt can be acti-
vated with Symbol Drawing as many
(imes as necessary. This method is
;_Lund for swords, staves, doors, elc.
Two successful rolls are needed to
inscribe each symbol. One is
the caster’s skill level with the symbol
to be used. The other is against his
skill in working the material - usually
Smith or a specialty of Artist.

The time required depends on the
desired effect. The wizard is essentially
improvising a magic item. The GM
decides exactly what effect the item will
have, by reference to the item descrip-
tions in Chapters 3 through 26, Carving
the symbols will take as much time as it
would normally take to enchant the
item, If the item must be activated with
Symbol Drawing, that time is cut in
half. The wizard’s exact intent for the
item, and his understanding of the sym-
bols, guides the way he
decorates, and interlaces them.

against

£ carves,




Using a
Symbol-Enchanted Item
To use most items, the user activates

the symbols by ralling ainst the

i
g and his low
st skill in any of the symbols inscribed

lenwer of Svinbol Drawir

an the item, and pays the approprate
enerey cost for the destred effect, 1T the
itemm works, the effect is that chosen by
the original maker; the user cannot
alter it 11 the user does not know exact-
ly what the item does, he must acce pt
that risk! Any symbal-caster may acti
vate a symbol-enchanted item, but only

il the

language with which he is fam

symbols are in a symbaolic

When & permanently ins

is used, a critical |

the itemn

tion roll does
This may or
Samic

5d damage to

svml

used by anvone. These are §
|}\ ”IJ l’l‘!"- !lll ?1‘!\"'“.." €r
items, and take long to make

normal enchanted

Finger Tracing

I
F'.

The Futhark Runes
Name Letier Associated Word
l\iHI r I
Uruz I n
Thurisaz TH
Ruidhe R Se
Kenaz K Fire
Geba G Food
H H
Nauthiz N
Isa i
| |
I El
P P
Ali Z
oy ~
I M
He L
Ehwaz E Mine
Manue M Body
Dugas (] Light
(hala o Sonsed

syntactic magic (see Syntactic Magie
p. 202). A ul skill rall for e
symbol used is needed,
wizard needs
v symbal, ix seconds for
an Average symbol, and 12
tor a Hard symbol. When the
is complete, the wizard must ac

CCes

at i -3 penal

voy secands 1o

conds

the symbols with Symbol Drawing

Symbol Tokens

Permanently enchanted symbaol
tokens can be made as o
Each symbol s in
object; thi

gem, but

ith Symhbal Dr
is much faster than dra

hal

ing them

O paper, more

Other Meanings
Property if
Repair, Make f
Tension an  effect
J " ¢

Cateway

Harm, En Pr
Bind bol
Decent 1 work
i hie I
3V |
Mystery, S :
Guard  alphabet
t apprt
i 5 sols.

Travel, Progress

Human, Self

b {

Magic, Unknowable

10 ORDIIDS

W

Comtrol/Bin
Transform/Ga
£
F
5 b
Food/Off
& Dar
"
CeCTTmancy
£ My

G G

==
-y

e

ol

7} 52

=




srach randomiy. In this case
oses the svmbols in any
red. Many unusual and
#ht be tried in an

Ty i
the GM <h

T

pmaorous spells 1

extreime situaiion . .
A wizard can also use “common

ymbol tokens (as opposed 1o true

anes). Comman symbol tokens are
marked with symbals but have no
enchantment  excep! the symbol's
intrinsic power. Time (o make these is

e hours for an Easy symbol, six for

Drawing. There 15 also a
Itv 10 the Svmbal Drawing roll

non stone used

tokens can also be used as
a method of divination (see Svmbol-

Casting, p. 109)

THE FUTHARK
RUNES
h“z:ll-l. I|\ s 5 1I|L F\]T||:«r'i\ unic

most lamous svstem of

et used in one form oranother
the Germanic peoples of
pe, According to the
Odin discovered the
acrificed himself 1o
himself, hanging from the branches of
Yegdrasill the World-Tree. He learned
16 use the potent symbols for divina-
o and magic, passing on their
POWer 1o is priests

The Ogham Alphabet

Name Letter  Associated Word

Beth B Im

&

L_m\ i Air, Light
Fedm Fry Fire
Saille S Water
Nuin N Transform
Lath H Body
Dhuiy 1] Plant
Tinng I Protect
:—f‘" C Sense
‘-ﬂl‘tﬁ Q Communicate
SHERI M Contral, Food
] G Strengthen
g('ial NG Move

k.ltu STR.Z Weaken

? : It Heal

im )

A Create, Sound
::"‘ . 0 Magic, Animal

‘- W Earth
E;J!"' I Mind
i I Spirit

Assactated Tree

Apple [Holly, Aspen]

The Futhark is a secular alphabet

as well as a g each run
cormesponds to a sound. and ordinany
language can be runic
Indeed, the “futhark
derives from the word spelled by the
hrst six letters of the alphabet

writlen m

scnpl Tame

THE OGcHAM
ALPHABET

Ogham is a symbol svstem devel-
oped in Ireland around the 4th or Sth
centuries, and used throughout the

British Isles. The 20 letters of Ogham

are formed w

rizontal
or diagonal strokes across a center ling
All surviving inscriptions are in stone
but some have suggested that the alpha-

inally lor wooden

bet was designed or

rods. Others believe the alphabet is
shorthane for sign language, each letter
indicating the number and orientation
of the fingers held up

The historical uses of Ogham are
n Insh culture did not
ather the

Chrstanin

murky; pagi

introduction of
| e Nors
it of the surv
I short and
‘w'\[\\"n{l maonument
Allusions in ancient
texts suggest variously that Ogham
may have been, in addition 1o its uses

Il as

tures did,

Ogham insc

plions are

functional

border markers

as a secular alphabet, a secret code
ds and druids, a ool
id other magic prac
tices, and even a sys-

language for ba

for divination a

tem of musical nota-
tion for the harp.
Regardless of its

Birch R
- nistorica purpose,
Rowan, Elm RULE
however, Ogham is
ey i th mystical
ncn wi V5Lica
Willow %

flavor that makes

Ash, Nettle

Hawthom it excellent fodder
- Oak fOF gaming. Each
Holly :
fal ciated with a ree
b

(though the exact
trees vary between
sources), and these

Vine, Bramble

VY 3
R F.i connections link the
Bl: 'klh:?l':\ alphabet to a larger
i Tder corpus. ol druidic

it tree-lore,

Fir, Pine
Ga An Ogham sym-
AOrSC

Feuiiies bal-token carved of
athes

the wood associated

Aspen .
! with the symbol

Yew

A’ he Ogham .41’phab¢%

Beth . B
Luis ==k
Feamn F
Saille S
Nion — N
Uath — H
Duir —_— D
linne T
Coll ] C
Muin \\\ M
Gort \\\\ G
Ruis %% R
Ailm e W1 U A

Onn —————x 1)
Ur — —— ]

Eadha _—:—__:_——___. E

Idho ————

being carved grants
2 that svmbol

cause there are only 20 Ogham
symbols, some symbols represent
more than one Word, Even so, a sir
inscribed symbol cannot functior
two Words, If an imscription needs
both meanings of a symbol, the
symbol must be inscribed rwice

+1 bonus to

cust

s




Max fipped forward in his formu-
hand. He

rememberin

lary o few pages, jar in

ihways had  trouble

whethe T
hether vou add adder’s tongue

the syrup hoi

handful of orichalcum shavines

chemi

d into a pan of a
cal mercury

Process sometnmes, s

A lump of

SWax

helped

he rumm

shell

his

ol beeswax. Theres -

he antimony; the POW

dered alicorn, pickled eve

1, adder’s tos

THE ALCHEMY

Alchemy is an 10/Verv Hard skill
there is no defiault. Like spel
it only hall-speed

arned

s, alche

my can be leame
without o teacher. It cannot be |

in a no-mana area! Much of the skill
has o do with experience in walching
and the n

eced. A lone student can do

al reac

hearing

fions pry

il only in

this by experimenta

TV W

an area where alch

MAKING
ALCHEMICAL
ITEMS

An alchemist can make any elixii
from the list on pp. 213-219 with
access 1o adequate formularies and
other alchemical texts. Over time, an
become sufficiently

chemist may

practiced with certain elixirs that rel

erence books are no longer necessary.
In game terms, every elixir is a Hard
technique; most default 1o Alchemy-1

it can be studied and wsed by those
without Magery - indeed, Mogen con
lers no benefit on these Studving

alchemy! Alchemy is & séience like an

He stopped and stared at
the

looking down w

him from the s
looked

jar stll

lowly down at the

m his hand. Dried

other - it just happens that its subject
< Hakes. IS magnical
O hot!
Max The chief effort of most alchemists
i} b ! .
ik as s lab is the manufacture of substances

wound mm.

led ing ma effe The general name
tor such substance: -

Alchiemy is the o ots s ol
SolrioeaF mmtcal : Alchemy works normally in areas
o

il an g I

SR i and high mana. In low
mana areas, elixirs take twice as lang
to make and work for only hall as

long, though those with permanent

and  transmuta-

tions. It is a

wech
Il;l|'||""”‘!‘: ;Il effect work normally. In aveas of very
iSThe ke ligh mana, elixirs take only hall as
G Aah IHI.‘I to make, but any failure is criti
&t in certain cal. In no-muna areas, elixirs cannot

) be made or used
Therelore

KILL

Alchemical techniques may never materials by the number of doses pro
exveed base skill duced. In this case; the final moll is
o create an elixir, an alchemist I for every extra dose of ehir
musl \\V\‘mi a4 certain amount ol I‘Hlnhhl\
money for materials and a certain At the end of the required time, the
amount of time. The elixir will be wlehemist molls against the wechnigue
brewing 24 hours a day during that the elixir in development. The
time, and must be attended by an are no entical successes in alchemy

alchemist

This

ed not be the same alchemist

either the process works or it doesni
nedients, w

ar least eight ars daily

A failure mins the i

throughout the process, but the |
est-skill alchemist who worked on the
elixir makes the final Alchemy roll. An

alchemist cannot pay attention (o two

different processes at one tine, but he

may manulactore a multiple bateh ol

AW ing the money spent on them. On a

critical failure, make a second tech-
| elixir

nigue roll at -1 for each dose
in the batch. 1f that second roll is su

cesstul, disaster has been averted: It he
lails that second roll, roll 3d 1o see

an elixiy, multiplving the cost foi what happens:
Roll  Resnlt
3-5 Evervone within 100 viards suffers the effect of the elixir or its feverse:
50% chance ol each
69 Evervone within 10 vards sulters the effect of the elixir or its reverse
as above
10-12  Explosion destrovs lab; alchemist has time 1o flee
13-15  Explosion destroys lab; alchemist lakes 3d damage. ‘
l6-18  Explosion destroys lab; alchemist takes 6d damage! i




Alchemical Laboratories

An alchemist relies upon his equip-
mient to achieve good results, At the
very  leasy alchemy
demands some method for making
fire and an ample supply of clean con
lwiners; under such circumstances, an
alchemist suffers a -1 penalty (o
worse) 1o his effective skill, To avoid
this penalty, a sturdy table and $1,000
worth of equipment - athanors,
retorts, and so torth - is required. A
prolessional-grade lab, with at least
100 square feet of space and 35,000
worth of alchemical equipment, con-
fers 4 +1 banus to effective skill on the
alchemist so blessed. A truly cuttir
edge lab, sporting the best equipment
the age has 1o offer, with at least 200
square leet of space and $20,000
worth of equipment, gives an
ulehiemist working there a +TL2
banus 1o effective skill, This highest
level of sophistication isn't really
worth it until TLY, as the rise of gun-
powder brings mundane chemistry to
a point that it can help alchemy:

successhul

Alchemical Formulas
and Secrets

I an alchemist has rised his skill
with & given elixir to equal his Alchemy

" The Herb Lore Skill

Herb Lore, like Alchemy, is an 10/Very Hard skill without defauly, Tt
sepresents the folk approach 1o concocting magical preparations - an
herbalist can't tell vou wiy grinding blue mallow with kingscrown makes
a good healing elixiz, but he knows darn well that it does

Thus, while Herb Lore allows herbalists to compound “alchemical”
eligirs, it does nor allow them o use any other alchemist abilities. like
analvzing elixirs or magic items. Further; herbalists cannot use alchemi-
cal formularies. Books of herbs and their uses -
they lack the depth and detail of a proper [ormulary, A good herbal may
give n honus to Naturalist or Herb Lore, but it isnt rigorous enough 1o
offset the penalty for working without a formulary. As a result, herbalists
mn_g[l_\' leam new elixirs h)' instruction, not study

The advantage to working with Herb Lore is that herbalists work with

well, herbs. Alchemy uses exotic ingrediemts like dragan’s blood and
fossilized beetles from Far Cathay, which are expensive and rare, while
herbalists can do their work with the gleanings of a day in the woods and
# Tew Nawralist rolls. Thus, herbal preparations cost 50% less than
alchemical elixirs in materials (with a maximum discount of $100). In
worlds where Alchemy and Herb Lore coexist, herbalists dominate the
market for cheap potions with their brews made from local foliag
herbs are not as volatile as alchemical reagents; a eritical Herb Lore
failure may produce poison, but it won't blow up the herbalist's house!

alled herbals — exist, but

Also

skill, he needs no book or other
instructions to brew it. Otherwise, he
must use a reference book, called a

mudary, or work under a teacher who
has mastered the elixic Any attempt 1o
brew an unmastered elixir with neither
formulary nor supervision is at -6

The availability and price of formu
laries depends on the setting. In some
\\(“‘l‘\, .lll lll'lﬂ\ 18 \HHF{\ nl“ﬂl“l'l
wade, and formularies are priced like
other books or scrolls. In others, alche
my is an esoteric discipline and formu
laries are jealously puarded. Most set
fings \\\" P]‘Pl\lhl\ [.Ju SOMeEw “l'h' mn
between, with a select few tormulas
‘\l'{“ secret

Assume that any elixir with a retail
cost of more than $1,000 per dose is a
secret formula, restricted to fully initi
ated Masters of the Alchemist’s Guild
(Merchant Rank 2). Only Grand
Masters know formulas with a retail
cost over $10,000 per dose (Merchant
Rank 3)

Naturally, these restrictions need
not prevent a PC alchemist rom creat-
ing these elixirs, if he can find a copy ol
the formulary. Such disregard for
Guild policy, however: may have reper-

CUSSHMS.

Wizard Alchemists

Wizards and mages make excellent
alchemists; their abilities offer many
useful shortcuts for the working
alchemist.  Identitving
potent materials is a snap for a mage
spells like Distill and Mature can
accelerate many alchemical processes
spells like Essential Acid or Essential
Earth provide high-grade reagents at a
fraction ol the cost, GMs may want to
olter a discount on preparation time
ar cost o .ll\_‘h(_‘l]ll\l\ \\l”‘ JPPH"‘“ e

||\.|_\:|-.||l\

spells at their disposal

Gadgeteer Alchemists

An alchemist may have either ver-
sion of the Gadgeteer advantage
Standard Gadgeteering allows the
Gadgeteer
elixirs using the rules on p. 212, The
skill penalty is the Alchemy skill mod
itier tor the elixir, nor multiplied by 2
As with non-Gadgeteer elixir research,
'L modifiers do not apply

Quick
alchemist produce any preparation he
knows how to make, taking 1 minute
for everv two days that would normally
be needed. The Alchemy skill roll is
at a penalty equal to the full

alchemist to research

Gadgeteering  lets  an

M
detault penalty for the elixir in question
i fon to any penalty remaining for
an unmastered elixir, with an extra -1

for using improvised equipment. The
cost of ingredients doesn't change, but
assume that whatever the alchemist has
on hand or can find in a quick search
will serve. An alchemist can improve
his ability with quick techniques in the
ustial way, but the quick technigques ane
different from the conventional tech
niques and must be learmed separately
The improvised equipment penalty can
never be removed

Finally, an alchemist can apply the
Gizmo advantage to alchemical prepa
rations, whipping out a dose of any
elixir that he knows at a moment’s

notiee

OTHER
ALCHEMIST
ABILITIES

There’s more to alchemy than sim.
ply churming out elixirs. In many set
tings, alchemy is the closest thing to
physical there s, and

sCIence
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FORMS OF
ELIXIR

There are lour

Jiwir, each with

Paricn: Ligud

m all

drinking. One

man-sized creature instantly

o
Potions Jose their power in a day it leht
open o mised with other things.
powder: Solid form. A powder
miust be caten in foad, or dissolved in
ffective; it takes effect in

drink, 10 be ¢

24 minutes. Powders can last a long

timies ther
ear that

ke ¢
f

wower wi

When It

1o flame anc

R
Kept n & scalea vial

irmstamtly Hashe
o [ill an area 3 vards across and 8 feet
high with smoke. Indoors, this smoke
ers aboul @ minute; outdoors, it
disperses within about 10 seconds
Anvone within the affected area sul

ers the elixir's effects in 2d s

onds
To avoid the smoke’s effects, hold your

breath (see Hol

ling Yaur Breath

1 pastille lasts a

troved instantly upon contact w

o am bul

et
alk

m ol elixirs in pastil

usual U

s double the

A cream or jelly. Ul
) the skin, taking
¢ ol intrment

ized by water

MAGIC
RESISTANCE

¢ with the M

HT+MR when d
even a benelicia
HT+MR exactly, the potion 1

the GM determines the de

an HT+MR, the

effe
If he rolls less
potion has no eliec

CoST AND
AVAILABILITY

Like magic iter ¢

made in batches

would like

e Youth anc

al, or a
i [ hese
hostile” elixirs, and all elixirs (especial

) sibility) th yuld be of

all por

TYPES OF ELIXIRS

The elixirs are divided here into
vh categories based on the effects

ey have
1s with
eneric name for the elixir and any

Each elixir description beg

i names by which it may be
known in some locales. Next, it give

etails of the elixir's effect. Finally,
it gives the elixir's duration, its retail
price in common-magic and rare-
magic settings, and the time, cost ol
e and  default  penalty
required 1o make the elixir

ANIMAL CONTROL

Beast-Speech
Alternarig

Vouiferous Beast

Names

Melampus,

The subject can speak to animals,
as per the Beast Speech spell

Drration: 2d minutes
Form: Any but pastille
Cost: S850/%1350

Recipe: $300; 3 weeks; defaults to

Alchemy-1

Bird Control

Aliernative Namie: 1bycus

v control birds, as
al Control
spedl (p. 30), with no energy cost or
skill roll reguired

The subject m
per the appropriate Ar

Durntion: 3dx5 minutes
Form: Any but pastille
Casr: $550/3900

Recipe: $200; 2 weeks; defaults 1o
Alchemny-1

Dragonslaying

Alternat Balsam ol St

ve Names

George, Cadmus, Falnir

The smoke from this elixir does 5d
damage to any reptile. It can also
ans - but anly if it is igmted
agon’s breath,

Duration: See Pastille above

Form: Pastille.

Cost: $1,300/$2,000.

Regipe: $100, plus one drop of
blood from a dragon’s heart, which
costs at Jeast $500 if it is available at
all; 4 weeks: defaults to Alchemy-1.




Horsemanship
Alternative Names: Bronco Buster,
Castor.

Granis the subject a +4 10 any
Animal Handling roll specific 1o hors-
es and their relatives (mules and don-
keys). Tn addition, it grants a +4 to any
Riding, Teamster or Freight Handling
skill roll made concerning horses in a
noncombat situation.

Duration: 2d hours,

Forme: Ointment.

Cost: $25( (0.

Recipe: $50; 2 weeks; defaults to
Alchemy-1

CoMBAT
ABILITIES

Baitle

Alternative Names: Ares, Battle
meacd,

Adds 1d o DX. The subject also
becomes Brave, as per Bravery spell
(p. 134), for the duration.

Duration: 1 hour.

Form: Any but pastille

Cost: $350/$700

Recipe: $150; 2 weeks; defaults to

Alchemy-2

Endurance

Alrernative Name: Antaeus,

The subject feels no Fatigue for the
duration of the elixir except for fatigue
caused by his own spellcasting. When
the elixir expires, his FP is reduced 10
0 and he falls unconscious.

Duration: 1d hours

Form: Any.

Cost: $1,400/32,400.

Recipe: $300; 6 weeks; defaults 1o
Alchemy-1.

Fetching and Carrying
Alternative Name: Orion.

The subject’s encumbrance levels
are multiplied by 4 — so, if his extra-
heavy encumbrance is normally 200,
it hecomes 800! Encumbrance effects
having to do with spells (e.g., Teleport)
are not affecred. It works on animals,
and can be used to let a load-beast
carry more

Duration: 1d+1 hours.

Form: Any

Cost: $300/$400.

Recipe: $200; 1 week; defaults to
Alchemy-1

Leadership
\ltermative Numes: King's Draught
Theseus

Adds 4 to Leadership
skill, and 2 to Strategy
and Tactics skills.

Duration: 1d hours

Form: Any

Cost: $1,650/$2,850

Recipe: $400; 7
defaults to Alchemy-1

weeks;

Invulnerability

\lternative  Names:
Achill Infusion ol
Impervious  Integument,
Iranskin

Hardens the skin into
DR 3 armor. This protec
tion is cumulative with
other forms of protec
tion. Does nol protect
eves. Note that this elixin
is quite illegal in gk
rial contests, legal duels

diato

and so on!

Duratiye: 1d+1 hours

Form: Any but pastille

Cost: 32,100033,100

Recipe: $1,000; 6 weeks; defoults 1o
Alchemy-4

Speed

Alternative Name: Atalanta.

Increases Basic Speed and Move
by 1. Up to three doses of this elixir
may be taken at once, for increased
effect, but roll separately for the time
each dose lasts,

Duration: 3d=4 minutes.

Form: Any but pastille.

Cos S0/$850

Recipe: 5200; 3 weeks; defaults 10
Alchemy-1.

Stealth

Alternative Names: Assassin's Brew,
Hermes
The subject’s Stealth and Climbing

skills are each raised by 1d points (roll
separately). Illegal in many cities!

Duration: | hour.
Farm: Anvy
DO

3 weeks; defaulis

Cost: $300

Strength
Alternative
Porthos.

Names:  Heracles,

Adds 1d ta ST. This
encumbrance, weapon dama;
appropriately, but does not give extm
HP.

INCreases

el

Drration: 1 hour

Form: Any but pastille

Cast: $250/5500

Recipe: $100; 2 weeks; defaulis 10
Alchemy-2

HosTILE ELIXIRS

Aging
Alrernative
Finger, Tithonus.

Names: Death’s ey

The subject becomes & year older
Appropriate aging rolls must e musde




immediately. Antidote must be given
within 6 hours to be effective!

Duriation: Permanent
Any
Cost: $825/%1,350.

we: $300; 3 weeks: defaults 10

Reciy
Alchemy-1.

Death
Alrermative Namies: Reapers Broth

Thanatos

A poison, doing 4d damage; a suc-
cessful HT roll reduces this to 2d dam-
se. Symptoms include numbness and
alvsis. A second dose will not be
tive until an hour after the first
almost everywhere!

Durarion: Instant

Form: Any

Cosi: $300/5800.

Recipe: $100; 2 weeks; defaults to
Alchemy-1

Fear

Altemative Name: Phobos

The subject is affected as per the
Fear spell (p. 139), including
inst the alchemist’s skill

a resist-

ance roll

1: As Fear
Any: subject resisis at -

Form
ainst all forms but pastille.

5/5400.
$50; 1

Cost:
Recipe:
Alchemy-1

week; defaults 1o

Foolishness
Altern,
Tantalus.

e Names

Slupcl'a(lmn

Each dose taken (up to 4) reduces
1Q by 3.

Draration: |d hours.

Form: Any, but pastille effect only
lasts 1d minutes

Cost: $500/$850.

Recipi: $150; 2 weeks; defaults o
Alchemy-1

Frustration
Alterma
Sisvphus.

Names:

Murphy.

The subject has -2 to all die mlls.
Any number of doses can affect a
person simultaneously!

Ihi 1 One day

Form: Any

Cast: 650081 150,

R $100: 3 weeks; defaults 1o

Alchemy-1

Hatred
Alternative
Nemesis

Antipathy

Namies:

The subject hates all that he

normally loves

atior: 1 hour
- Any

$300/5500

Jealousy
Alternarive
Monster, Juno

SRy |
Names: Green-Eved

Makes the subject violently jealous
of anvone of equal or superior intelli-
and so on
subject

wealth, beauty
attainments the

gence
W h.!h‘\ Ccl

mosl przes

Lecherousness

Alternative Name: Priapus

The subject suffers the disadvan-
of Lecherousness (p. B142)

Duiration: 1d hours.

Form: Any.

Cosr: $500/5700

Recipe: $200; 10 davs; defaults to

Alchemy-1

Madness

Altemarive Name: Enis.

The subject suffers the effects of
the Madness spell (p. 136). The maker
may attempt 1o specify the precise
form of madness the elixir will cause,
but must make his Alchemy roll by 2
or better to produce the results he
wants; on a success by less than 2, the
madness is determined randomly.

Duration: 1d hours.

Form: Any

Cost: 32003400
L "
Recipe: S100; 1 wesk defaults o

Alchemy-1

Odium

\lternative Name: Bellerophon

rreiond A LRS!
The subject is perceived as untrust

worthy and unattractive; evervone

reacts to him at 4.

1: 1d+2 hours,
Any
£1,000/51,700

$300; 4 wecks; defaults 1o

Self-Love

Alternarive Namie: Narcissus

The subject cares nothing for tf

i
opinions or well-being of any but him-
self. He is very happy and self-satisfied
during this time. The chiel legitimate
use of this elixir is to treat depression

Unluckiness

Atermative Name: Hecate

The subject has the Unluckinesy
disadvantage (p. B160), which comes
to pass once within 24 hours and then

expires

]

For

1 1 day (see above)
Any but pastille

Cost: 81,000 000,

Recipe: $400; 6 weeks; defaults 1o
Alchemy-1
Weakness

Altern Names: Enervation,

Philoctetes

ch dose taken (up to 4) reduces
ST by 3

Duration: 1d hours

Form: Any, but pastille effect only
lasts 1d minutes.

Cosz: 340013700,

Recipe: $50; 2 weeks; defaults to
Alchemy-1.




MAgGICAL
ABILITIES

Altractiveness
Aliernative Name: Aphrodite.

Grants one level of Appearance
(p. B21). The subjects looks will
improve one level — from Average to
Attractive, from Beautiful to Very
Beautiful, or from Hideous to Ugly, for
example. Subjects who are already
Transcendent gain Terror (p. B93) -
sametimes too much is too much.

Duration: 2d+1 hours.

Fornm: Any but pastille.

Cast: 3600/81,000.

Recipe: $100; 3 weeks; defaults 10
Alchemy-1

Fire Resistance
Alternative Names: Agni, Sala-
mander Unguent.

The subject is fireprool, as per the
lowest level of the Resist Fire spell
(p. 74).

Duration: 1d hours.

Form: Any but pastille

Cost: $500/$700.

Recipe: 3300; 1 week; defaults to
Alchemy-1

Flight

Alternative Name: Daedalus.

Gives the power of flight, as per
Flight spell (p. 145).

Duration; | hour:

Form: Any but pastille

Cost: $3,000/54,700.

Recipe: $500; 10 weeks; defaults 1o
Alchemy-3

Gambling
Alternative Names: Babys New
Shoes, Kauon,

Gives subject a +3 on all Gambling
rolls. Use of this elixir is considered
cheating, and it is only available on the
hlack market. Penalties if caught using
it vary from a fine to a knife in the
back, depending on the clientele of the
game! This potion only affects games

of chance - it will not confer a +3 to

win a horse race or wrestling match
just because there is a bet placed on it!

Duiration: | hour.

Form: Potion or powder

Cost: 3900+ (whatever the market
will bear).

Recipe: 3200; 4 weeks; defaults to
Alchemy-2.

Invisibility
Alternative Name: Odysseus.

Tums the subject invisible. This
elixir wears off without warning. It is
illegal in many places!

Duration: 1dx10 minutes.

Form: Potion or ointment

Cost: $3.000/$6,000

Recipe: $1,000; 16 weeks; defaults
to Alchemy-4.

Luck

Alternative Neme: Tvche.

The subject has the Luck advan-
tage (p, B66).

Duration: 2d game-hours

Form: Any form.

Cost: $1,300/52,300

Recipe: $200; 6 weeks; defaults to
Alchemy-3

Magic Resistance
Alternative Nawme: Moly.

Grants five levels of Magic
Resistance (p. B67) to the subject, If
taken by a wizard, all of his spell rolls
are at -5!

Duration: | hour.

Form: Any

Cost: $1,600/33,200.
$300; 5 weeks; defaults to

Recipe
Alchemy-3.

Pain Resistance

Alternative Name: Hector

Grants the High Pain Threshold
advantage (p. B59)

Duration: 1 hour.

Form: Any but pastille

Cast: $600/51,000

Recipe: $200; 2 weeks; defaults 1o
Alchemy-1

Transformation

Alernative Name: Circe.

The subject turms into an animal, as
per the Shapeshifting spell (p. 32). It is
passible to become trapped in beasi-
form: if this happens, either an alchem
ical antidote or a Remove Curse spell
will restore his natural shape. If the
subject takes the elixir knowingly, he
may transform into any creature
between twice his body weight and 110
his body weight. 1f the subject takes it
unknowingly, he is transformed ino
the creature most appropriate to his
personality, at the GM’s discretion.

Duration: 2d hours.

Form: Any but pastille.

Cost: 33,000/%5,000

Recipe: 3800; 12 weeks; defaults 1o
Alchemy-1.

True Sight

Alternative Names: Delphi, Faerie
Ointment.

Gives subject the power Lo see
auras, as per the Aura spell (p. 101).

Duration: 1d minutes.

Form: Any but pastille

Cost: $350/31,300

Recipe: 3200; 4 weeks; defaults o
Alchemy-2

Water Breathing

Alternative Name: Poseidon,
Grants the ability to breathe water.

Duration: 1d hours.

Form: Potion only.

Cost: $600/31,100.

Recipe: $50; 5 weeks; defauls 1o
Alchemy-2

Water-Walking

Altemative Name: Ephialtes.

Gives subject the ability 1o walk on
water as though it were dry land. If the
subject falls, he will not get wet
Subject may not dive or swim while
under this potion’s influence, any more
than he could dive into the earth!

Duration; 3dx4 minutes,

Form: Any but pastille

Cost: 3700/31,200

Recipe: $1500 3 weeks; defaults o
Alchemy-1




MepicAL ELIXIRS

Alchemical Antidote

Alternative Name: Janus

Counteracts the effect of any other
alchemical products. A dose of antidote
cnstantly undoes the effect of any or all
ather elixirs, except healing elixirs. It
alsa gives “immunity” to further doses
of elixir of any type, but only for 1d
minutes after the antidote is taken!

o Instant.,

Any but pastille.

s $400/51.000.

$250; 2 weeks; defaults 10

Du
I

Alchemy-3,

Awakening
Alternative
Vigilance

Nantes; Aurora,

Acts on the subject as the Awaken
spell (p. 90)

Durarione: Instant

Formi: Any.

Cast: 350005900

i $150; 3 weeks; defaults 10

Eternal Rest

Alternative Name; None.

This pale green formula smells
faintly af pine and cherry blossoms. It
is much favored by roval embalmers,
who must take steps to assure the
muler rests in peace. If introduced into
a dead body (the most common
method is to pour a potion into the
corpses mouth, but some rub the
body with an ointment or inject the
elixir into the central cavity), this elixir
prevents the body from rising as an
tndead creature, as per the Final Rest
spell (p, 89), Further, the body’s blood
and flesh hecomes poisonous to
ghouls or any carrion-eating ereature
The smell of the fluid is very obvious
1o such beings, who avoid treated biod-
ies. It does not prevent the deceased's
spinit from being summoned, nor does
It prevent Resurrection.

This elixir is a contact poison 1o
corporeal undead, doing 2d points of
njury and reducing the undead’s DX
by 4 for four davs

Dur Permanent.

Form: Potion or omtment

Cosr: $4,100/86,200.

Recipe: $2,000; 4 weeks; defaults 1o
Alchemv-2

Fertility
Alternative Name: Ceres.

The subject becomes fertile and/or
potent, Except for Sexless characters,
offspring will result from any natural
union made during the elixirs dura
tion. Unusual combinations ( elf
and dwarf) will not necessarily result
in oflspring, even with the polion, but
the possibility is there . . .

Duration: | hour:

Form: Any but pastille

Cost: $6,000/$11,000.

Recipe: $1,500; 20 weeks; defaults
1o Alchemy-5

Healing

Alternative Name: Chiron

Heals 1d hits of injury —or, it HP is
normal, restores 1d lost FP. Repeated

doses have full effect

Duration: Instant
Form: Any but pastille.
Cost: $120/$250
Recipe:
Alchemy-1.

I week; defaults to

Health

Aternative Name: Aesculapius,

Cures the subject of any and all
diseases, and heals 2 hits. Only one
dose per day will be effective

Di on: Instant.

Forn: Pation only

Cost: $750/81,200

Recipe: $200; 4 weeks; defaults 1o
Alchemy-2

Hybridization

Alternative Name: None.

Enubles two living creatures of dif-
lerent species 1o produce offspring
that are exotic or monstrous hvbrids
Two doses must be made at the same
time; ane is given (o each parent. If the
parents are of different sizes, the ofl
springs size will be based on the
mather’s, Intelligent beings may roll

vs, Will to resist the impulse
unnatural mating that results

Dugration: 1 mating

Formt: Powder or potion.

Cost: $2,250/34,000.

Reoipe: $500; 10 weeks; defaults to
Alchemy-4

Lichdom

Transforms a subject under the
influence of the Lich spell into a lich
Details are available on pp. 159-160

Long Slumber
\lternative

Van Winkle.

Names: Epimenides,

The subject falls into a deep sleep
lasting indefinitely. Roll vs, HT
vearly: on a critical success, subject
wakens. Otherwise, an alchemical
antidote can only revive him. He
requires no food, and is unaffected by
age or disease, though physical attacks
do normal damage. Wounds neither
heal nor worsen, though bleeding
must be stanched or he will bleed 10
death, In essence, this is “suspended
animation.”

Duration: Indefinite

Forn: Any.

Cost: $9,000/%14,000.

Recipe: $4,500; 25 weeks; defaults
to Alchemy-1.

Reanimation
\lternative  Names
Ointment, Pluto.

Forensic

When this elixir is brushed onto
the lips of a corpse, it will answer the
next question put to it, to the limit of
the knowledge it had in life. The brain
must be intact; if the person has been
dead for more than 2 days, roll vs, (16

days since death). A frozen or other-
wise preserved corpse might be
responsive longer,

Should this ointment touch a living
person, he immediately suffers the
effect of the Death Vision spell
(p. 149), and the ointment is lost

Duration: One questi

Farm: Ointment only;

Casr; $4,100/86,200.

Recipe: $2,000; 12 weeks; defaulis
1o Alchemy-3

1}




Luck, and Wisdom.

Popular Elixirs
Some elixirs naturally lend themselves to being made into a charm,
The most popular elixirs for amulets
Calm, Hardheartedness, and Antidotes, The most popular elixirs for talis-
mans include Attractiveness, Charisma, Fentility, Gambling, Leadership,

include Health, Magic Resistance,

Regeneration
Alternative
growth,

Names: Hydra, Re-

The subject must rub the elisir into
his own skin at the site of an injury
Will restore a single arm o leg (com-
pletely) or a single hand, foot, fing
ete., or a single eyve or ear.

{1

Duration: Permanent
Formi: Ointment only,
O00/81 1,000,
Recipe: $300; 20 weeks; defaults to
Alchemy-4.

Resurrection

Alternative Name, Persephone

If administered 1o a subject killed
within the preceding hour, restores the
corpse to life and heals 2d HP; further
12 proceeds normally. When the
subject reaches positive hit points, he
will be able to function normally. The
subject returns 1o life with 0 FP.
Cannot restore life to a decapitated

heal

corpse or one that has taken enough
damage to destroy it

Deration: Permaneni

Form: Potion only

Cast: 325,000/$40,000

Recipe: $12,000; 50 weeks; defaults
to Alchemy-6

Sleep

Altermative Name: Morpheus

The subject must roll vs, HT-4 o
lall instantly asleep. He sleeps [or 16
HT hours, and may not be awakened
by nonmagical means during that
tire. After that, he sleéeps eight more
hours, but this sleep is natural and he
may ]K‘ .1\\.{}\\.‘“4.'(! noy HI:I“\

Duranon: As above,
Formi: Any
Cost: $120/5250

Recipe: 350; 1 week; defaulis to
Alchemy-1.

Tranquility
Alternative Name: Athena

Nullifies any extreme emotion the
subject is feeling and allows rational
thought. Specifically, this elixir grants
4 +3 Lo resist any spell or skill that
works on the emotions, enabling the
subject o reason something through
her than be swaved by passions o
sentiment. In addition, it will calm
any hysterical or enraged person, and

grant a +3 to the 1Q roll to overcome
the Berserk or Bad Temper

disadvantages. It has no effect on

other disadvantages, however.

Duration: 2d hours

Form: Any,

Cost: $500/£900.

Recip
Alchemy

3100; 2 weeks: defaults 10

Universal Antidote

Alternative Nanze: None

This elixir counteracts the effects
of any non-alchemical poison. If taken
in advance, it grants +8 to HT to resist
any poison; reduce this bonus by 1 per
hour. If taken after swallowing a sus
pected poison, it grants an immediate
HT roll at +8 w throw off the effects,
but does not unde any harm that has
already been suffered

Duration: 8 hours (see above)

Form: Potion or powder

Cost: $750/41,150

Recipe: $350; 2 weeks; defaults w
Alchemy-2.

Youth

Alternative Name: Hebe.

The subject becomes a

VOUnNger

year

Driration: Pérmanent
Form: Potion only
Cost: $25,000/%60,0004

Recipe: $6,000; 50 weeks: defaulis
o Alchemy-9.

MENTAL
ABILITIES

Charisma
Alternative Name: Orpheus

The subject becomes charismatic
Roll 1 extra die an any reaction roll

Duration: 1d hours,

Fornr: Any but pastille,

Cost: $350/5550.

Recipe: $100; 3 weeks; defaulis 1o
Alchemy-2

Foresight

Alternaiive Name: Prometheus.

The subject sees a vision about the
next important crisis or turning point
in his life. This is entively up to the
GM; however, if there is danger ahead
or an important choice about 1o be
miade, it is reasonable for the vision to
help with it

Duration: Instant

Fornr; Any.

Cost: $2,0000%3.700

Recipe: $200; 10 weeks; defaults 10
Alchemy-1

Hardheartedness

lternative Name: Artemis

Protects against and cancels the
ettect of the Love elixir. This elixir will
\Il\\l Zive lh&' ‘Illl!il'i.t a r:| Lo resist any
Sex Appeal aempt, and will nullify
any infatuation the subject has.
Duration is 2d hours for protection
purposes; the effects of a Love elisi
taken within that time or earlier are
canceled permanently. A natural infat
wation is nullified for 2d hours, and
remains nullified until the subject next
sees Lthe object of his infatuation

Duranion: As above

Farm: Poation anly

Cosr: $500/5 1,000

Recipe: $100; 3 weeks; defaults w
Alchemy-1




Memory

Atemarive Namse: Epimetheus

The subject gains Eidetic Memony
{p. B31)
ion: 1 hour
Any
Cost; $1,5000$2,500
£400; 6 weeks: defaults o

Ricipe

Alihemy-1

Wisdom

Altemative Name: Apollo

Adds 1 to 1Q. The mcreased 10

benefits skill use, but not spellcasting

10U
\ or powder
32,400,

Recipe: $600; 5 weeks; d
Alchemy-2

Potic
£ £1,500

MENTAL
CoNTROL

Drunkenness

es: Bacchus, Pan

Altemanve N

Privale Reserve

Subject becomes drunk, as per the
Drunkenness spell (p, 136); -3 each to
DX and 10, He is a happy, charismat-
ic drunk (others react at +1) and
recovers without i ha

gaver.

Duration: 1d hours

Form: Powder only; must be taken
In wine

Cost: $130/$300

Re $100; 3 days; defaults 10
Alchemy-

Friendship
Wrernative Name: Philemon

The subject has
others

+3 reaction o all

Duration: 1d hours.

Forme: Any, but pastille: effect lasts
only 3d minutes

Coast: $550/%1,000

Rectpe: 3300, 2 weeks: delaults 1o
Alchermy-1

Forgetfulness

Altermative Name: Pirithous

Proddices amnesia in the subject
The subject’s 10 is treated as normal
[or intellipence purposes, but the sub
ject cannot remember his name o
what he was doing at the time he took
the elixir, Any quest or geas will be for
gotten. The subject will not remember
his skills, though if he is persuaded he
can accomplish a task, he will perform
at -2 Spelleasting is impossible while
under the influence of this potion

Dy nt: | hour
Form: Polion only
Cost: $7000%1,200,
Recipe: $100

Alchemv4

cks; defaults 1«

Gullibility

\lternarive. Namres: Fools Broth

Polyphemus

The subject acquires the Gullibility
|||m|c|\.\|!l.\‘\_-.‘ {p. B137)

1d hours
Any but pastille
Cosr: $500/5900,

pe: $150; 2 weeks; defaults

-1

Love

\ltery s: Eros, Lowve
Potion

he subject falls in love with the

next person ol the appropriate sex he
sees. This effect is permanent unless
counteracted by a dose of alchemical
antidote, another dose of love elixiy
(which will cause the subject 10 love
someone elsel, or the Remove Curse
spell

Dy

}‘ n ‘\\I\

Cost: $900/52,000.

Recipe; $600; 3 weeks; defaults 1o
Alchemy-1

Permanent

Truth

Wernative Name: Phoebus

The subject cannol tell a lie, exact-
Iy as per the Compel Truth spell
(p.47).

Damrazions: | hour

Forme: Any

Cosr: $1,100082,000.

Recipe
Alchemy-1

S200: 4 weeks; defaulis 10

SKILLS AND
PHYSICAL
ABILITIES

Craftsmanship

l.“h rnarive Name: Valcan

Gives the subject 1d+ 1 levels of the

Artilicer and Gifted Artist talents
(p. BRO)

l 1d hours

Farm: Any

Cost: $1,10031 800

Recipe: 3400; 4 weeks delaults to
Alchemy-2
Hearing

Miernative Name: Syrinx,
Gives +6 to Heanng rolls

s 3dxS minutes

Ointment only; musi b

ypplied directly 1o the ears
L300/3500),

125 1 week

Name: Argus,

Gives +6 to Vision rolls. If wwo
doses are given, the subjects vision
becomes no keener but he can also see
invisible: objects as per the See
Invisible spell (p. 113)

Dura

Form: Ointment only

on: 3dx5 minutes

must be
applied directly to the eves

si1 340073700,

$250; 10 days; defaults to

Alchemy-|

Music

Aternative Natie: Marsyas,

The subject gains 4 levels of
Musicul Ability (p. B91). Most bards

consider this 1o be a cheat!

Duaration: 1d hours

Form: Any, but pastille effect Lasts
only 2d minutes

Cost: 33005400

Recipe: $150; 4 davs: defaults o
Alchemy-1




In some settings, alchemists may
turn their abilities to the manufacture
of alchemical charms

minor magical
items that confer the effects of an
alchemical elixir on a more lasting
basis, Most charms either protect or
enhance the wearer in some fashion
For game purposes, a charm with pro-
tective powers is called an amulet,
while a charm with empowering abili-
ties is called a talisman (not to be con-
fused with the Amulet and Talisman
meta-spells)

Alchemical charms are not appro-
priate to every campaign. I the GM is
concerned treading
enchanters’ toes, or about alchemists

about on
becoming overpowered, he should not
allow alchemists to create the items
that follow. However, charms can add
scope and interest ta alchemy, and
bring more depth 10 a setting,

TiME AND CoSsT
TO MAKE

The cost in materi

als 1o manufac-

ture an alchemical charm is the same
as [or an elixir with the same effects
The time

talisman is 10

to make such an amulet or

times that listed to

nake the elixir; making a charm is

ward work ong hours and

réquInys

planetary i

vary ume or cost

less a

charms more or
At the

period, the alchemist makes his sk

end of

in his world

ALCHEMICAL CHARMS

rall, applying any penalties as per the
equivalent elixir. A critical failure has

the usual explosiv

and materia

The kll‘l\;ifd

charms isa

each charm is a separate Hard ts
nigue, with 1ts own formul

po

> results, while a
normal failure merely wastes the time

of how to make

and difficult skill -

h-
which

defaults 10 the corresponding elixir

lechnique
In many

ar

settings
x charms may be restricted 1o

Grand

sts’ Guild. The GM m
want to employ any or all of

the secrets of

Masters of the

v also

gested methods for limiting regular

enchantment (p. 17)

DETECTION AND
ANALYSIS
T

—SEEP

knows the

does
GM may
Alchemy

alchiemical ¢
e an elixir for
212. Inge

o
forr

ection purposes
Ichemist

al, ifana

d a successtul

wers that

cast,” and they cost the user no energy
They pr er at all times
whether the person knews what the
amulet does or not
Alchemical talismans
ing de
time.

ect th

empower-
s — work for anly a limited
When

effects last as long as the co

a talisman is

lixir would. The talismar
becomes  dormant
iumb
number of weeks it would tal

ding

and  must

“recharge” r of days ¢

1o th

e

to brew the appropriate elixir Thus, 2
talisman of Charisma would last 1d

hotirs, and take three days to re

rEe
before it can be used again. A tali 1
of Luck lasts 2d hours, then negds s
days to recharge, and so on. Talismuns
only recharge while worn; :
stashed inac

talisman
west or backpack will lie
dormant indefinitely

There is no "cost ta cast” for a tal-
isman - no energy is spent activating
I'he wearer must will the ralis-

man to have its particul

ane

effect - sim-
ply willing it 1o “Do something
work

In a normal-mana area, muost

mans work automn

Ie

roll against

hemist

Ex0oTIiC PREPARATIONS

Especially  brilliant

push the discipline 1o the very I”.“H"'I
possibility, creating strange and won-
derful things, All these preparations
their formularies are

VEry rare
almost never seen, and they may even

rded as mere myths

are

be re:
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horatory

FESIWL

TLAIS SIN

Fortunately
OWI VI

it has been neuir. z
weighs 0.5 pounds and takes u

of a cubic it

A dose

thi

other device

ume in soli

oL

=

1d min

h the mechanism of a

Used w artack a |

fal




B420-422). Blindness caused by

jf;_.'-.cq is automatically ;\frm_mcm

Alkahest cant be stored for later

ns. The penult-
ineredients for a single dn.\e are
in two vials makin
"\,IJI"{'\ a roll against Alchemy
siep does not need a skill o
¢ be performed by an alchemi
combined, the ingredients
me active extremely quickly. Roll
<DX10 i‘:!n\\ lhc L'Oﬁl.x!ﬁcl at atar-
lves and

- for abviod

be made more etfectv
est siphon, The container
riments the two penulti-
redients and a LUIJDIL pump
ment 10
ane
hes Acc 0, Max eg
It holds four

usly at

fluids in an alchem
ult is a second be
the same essence, able 10 serv
saks. Most hurru_.:,_.
out they don't have 10 be; the
just cost mane.

A homunculus is an Ally with the
Minion enhancement. The character
sheet for the homunculus is based on
that of its original. but does mot
m..._,i_ his -n.::} traits

sel

\-du.:hlu ?nvpem and robably
Dezd Broke. 1 the homunculus devel-
ps properly, it will be 2 perfect LL-—
fiess of the original's truc form. (1f d

iginal has lost a body part or

injury the
homunculus stll has it) Homuncul

Reprogrammable by their cre-
rs, but de

ects the creature’s charac-

outcome al
ter pmm \..uur I any case.
Thoush cosmetically similar; this

preparz same as il

Hi e

0, $100,

) the

inst Alcherny-10.
e and cannot be

‘|U.“ requues a ['I)J
This is not a techni
bought up. On an ordinary succe
the result is a fully form
On an ordinary fail
materials are wasted. Ona

cess, the homunculos }

Racial Memory (Ori

or a chara faw. The

weakniess,

'ud_\_ special
o use it
s an actual physical
In others, it's a symbeol of the
spiritual transformation of the
alchemist by the practice of his art

In GURPS Magic, the lapis

1 actual stone th

some account

oabject.

IS Sma 1l]
\ person

"’f.’!

o of

\ ‘L'\'lf\
If left in contact with a metal object
for 1d days, it tums the outer surface
to gold, 10 a depth of 1/16". Such
objects gave rise to the belief that
alchemists are simply plating objects
with gold as a deliberate fraud.

The materials to manufacture a
e cost $9.000, and
] weeks; the recipe
defaults 10 ! v-8. On the very
unusual occasion that one comes up
for sale, thev cost at least $15,000
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SPELL TABLE

This section can be copied and pell is fimished, and {8 comploted Special.” in any column, means
wed lor relerence, especially when immediately. "Indel.” means that the that the description is (oo comples to
realing characier The grimoire elfect expires when some condition fit on a table - see the appopriate
form on po 240 may v be photo described in the spell description page (also shown on the able)

copled for your own use; it is especial OCCUns. A # sign means that there are excep
Iv handy 1o copy it anto the back of a Under preregisise Magerv | is tions o special cases lor the informa
wiznrd’s character sheet abbreviated “M1," Magery 2 is "M2 tion given = see the appmopriate pags

angl s on for full details
Notes!
An asterisk (%) after o spell numi
indicates that it is 10Nery Hard, All
other spells are 1Q/H

A T indicates that that column
does ot apply

Under class, an "R indicates that

the spell can be resisted, Ther entry
alter the dash shows what resists (h
pell

Under energy, 11 two numbers an
eparated by a slash, the Tirst is the
cost to cast and the second 1s the cost
to mudntain, A “TH" means cost 1o
maintain is hall the cost 1o cast, A /S

NS cost o madntain is the same i
o8l 1o caslt
Under time to cast, “Instant” mican
that the ellect occurs as soon as the
Page  Spell Name Class Durativn Energy  Time fo cast Prevequisifes  Prevegnisite fumu
i Accedernte T Arei/R-Siw Cind 1 i Vi M2 10 134, 2 spells ench
Trom 1) @ '
¢ Aot Enchantment Enclwantr Enchant and 5 Air spell I
| Ackd Ball It 1w dsee. M2, Creane Acid 11
A 74 A Bt 1wy | e M2, Water Jer, Croate Acid I
; Adivstilile Clolhing Perm Viarles Enchunt, Reshaps 16
151 Alfect Spirit 1 min 112 ) Salidif f
154 \jie Pern 10 to 50 1 min Youth or 6 other
Necromantie spell
1] Ayl e ol 1] Body 1 mmin Rk | sk M2, Sepiuitize 7
" Al Jet Ropulu ([ IS I sk Shiap ]
] Afr Visfon Regtila | min [ w Sl |
0 A Vi Area/ I ar DX 10 5 2 M2 B ol Al Windstorm
06 Alarm gl 1 weel 1 s Tell Tirne |
133 Alevtnes Rogulit Mind 10/ min | sy ent spells )
i Al sl Wegnilin/R-HT [1T1] (RIT} ! imiin 16
Nlter Tert M Fartl 2l dlay 1) e M3, wll Four el il j
Shupe spell Stum
i Alter ik WegolarB-HT Body 1 hr 4 I min Shapesh or Pevtect [Husion, 15
oind B Biigly spells
i b Reglne/-HT Flowly /S | I he 2 I il 4 Bosdy spells, 4 Sonrid spell
i Hasgalint Pl 1 nin \ | s iy \
Ariiiliet Enehant Perm S0ipt, MR Tallsinian lor approprinte spell 14
(L1} Anadvee Mapic Kavwh Tnstani 4 1 It Fiberstify Spell




Spell Name

Ancient History
Animal Control
Animate MachineTL

Animate Object*
Anitmate Plant
Animate Shadow
Animation®
Appartation

Arhoreal Tmmusrement
Armior

Astral Block

Astral Vision*
Atmuosphere Dome
Attiane
Aura

Avaid
Awaken
Awaken Cov
Awaken (
Balance
Ball of Lightning
Bane

Banish

Bencon

Beast Link

Beast Possession
Beast-Rouser
Beast Secker

Bemst-Soother

Beast Speech
Beast Summoning
Berserker

Bind Spirn®
Blackout
Bladeturning
Blank Spell Arvow”
Bless

Bless Planis
Blight

Blink

Blink Other*
Block

Blossoun

Blur

Body of Air

Body of Flames*
Bady of fee*

Body of Lighming*
Bexiy of Mctal*
Bady of Plastic
Baody of Shadow
Bexly ol Slime
Baxdy of S1one®
Baxdy of Water
Body of Wind

Bedy of Wood

Class
Information
Regiilar/R-Will
RegularR-Will

Regular/R-Spec
Regular
Regular/R-HT
Regular
Rez/R-Will
Regular/R-HT
Regular

Aren

Regular

Arcs
Enchamment
Information

Regular
Regular
Enchantment
Spec/R-Will
Area

Regular

Reg

R-Will
RegularR-Will
Area

RegularR-Spec

Enchantment

Regular

Area

Arca

Blocking
Biocking
Blocking

Area

Repubar R-HT
RepularR-HT
RegularR-HT
RegulacR-HT
RegularR-HT
RegularR-HT
RegulaeR-AT
RegularR-HT
RegularR-HT

College

Knowledge Instant
Animad 1 min.
Tech 1 min
MEk-Brk I min.
Plant I min.
Necro, 1 sec
Necro. 1 min.
Movemnent 1 min.
Plant Indef &
Protection I min
Necro, 10 min

Knowledge/Necro, 1'min.

Protection/Air 6 hr=.
Enchantment Perm
Knowledge Instant
Mind 1 he
Healing Instant
Tech I'he
Mk-Brk/Necro. 1 min
Body 1 min
Weather/Air | min
Enchanmment Perm:
Necro, Instant
Gate/Movernent 24 hrs.
Animal Special
Animal | min
Animal 1 hour=
Animal Instant
Animal

Animal

Animal

Mind

Neore

Li-Pk

Protection

Enchantment

Weatheridur
Tech

Tch

LDk

Plan

Earth

Water

Air

Plamt | man,
Healing Instam
Water Perm.
By Mind Instam
Comm 1 mn,
Comm. 1 mis:

Varies
Varies

Varies

2w éH

100
Varies
10"H
3
672

lis3

min=cost
1 sec
Varies

3w

I sc.
lwisc

3 sec
30 sec
5 sec.

5 S&C

I sec

1 sec

MmN =00t
5 min
5 min.

Duration Energy  Time to cast Pm'cqum‘m Prevequisite Count

o

hl-&mﬂlr 1
Machine Cantrol,

Animation or Animate Object
M2, 3 Shape spells
7 Plant spells
Skull-Spirit, Shape Darkness
Summaon Spirit
M1
M2, Walk Through Woed
Shield
Summan Spirit. Repel Spirits
Sense Spint, See Invisible
Purify Air, Weather Dome
Bane
Detect Magic
Hide, Fear, Forgerfulness
Lewad Vitality
Animation. Wisdom
Inspired Creation. Sense Spirit
Grace
Apportation, Lightning
Encham
M. I spell each from 10 collegs
Teleport, Timepon, or Plane Shift
Beast Summaning
Rider Within ar Possession
Veouation or Animal Empathy 0
Secker or Beast Summoning 4

and 2 Seek spells

or

D e S ok D

=

e Bk = D A e P = e TR

3 e

M2, 2 spells each from [0 ‘u.Jrﬂ-\r“’"
Heal Plant

Mant Growth

Teleport

Blink

M1

Plant Growth

Darkmess or Gloom

Shape Air

Breathe Fire

M2, Bady of Water, Freeae

M2. Lighmins

M2. Shape Metal

M2, Shape Plastic

M2, Shape Darlness

M2, Plant Form. Shape Water

Stone 1o Flesh

Shape Water

M3 Body of Az, Windssorm,
1 spedi cach fram 5 collegesd

M2, Plani Form  J

Sexwse Life or Awaken

Shupe Water, Hest

Vs

S

D e L e e

zhn-\:t

Lend Langrage
Lowsd Skll




1o
113

120

23

Breathe Water
Bright Vision

Buming Death®
Buming Touch

(Charge Powerstone*
Charm

Choke

Clean

Cleansing
Climbing
Clond-Vaulting*

Cloud-Walking

Clouds
Clumsiness
Cold

Colors
Command
Commund Spirit
Lammunication’

Compet Lic
Compel Truth

Complex Wusion

Canceal Magic

Comoussion
Condense Steam

it Power/TL

Continual Light

Continual Mage
Light

Continual Sunlight

Contract Object*

Control Creation

Control Blemental

Control Gate

Contral Mhusion

Contral Limb
Gantrol Person
Contral Zombie
Converse

Coak

Canl

Conlness

Copy

Conicapia

Compulence®

Counterspell
Create Acid
Create Al
Create Animal

Class
Area/R-Will-!
Repular
Regular
Remilar
Regular
Repular
Regular

RegularR-HT

Regular®R-HT
Ares
Ri

larR-Spec

far

Repular

Regular

lay/R-HT

Regul
BlockingR-Will
Regular/R-Will
Regular

RegularB-Will
Inform./R-Will
Area

Area

Regular
Missile

Ares

Special
Regular
Regular

Arca

Reegtilar

tlar/R-Gate
pulan/R-spell
Regular/R-Will
Regular/R-will
Regular/Rspell
RepulariR-spell

Enchontment
Regulus/R-MT

RepularRapell
Repular

Area

Regular

College Duration Energy

Mirdd I he H | sex
Air Wt \ 47 | =x
Fire to 4 2w
Tiosct P 3 el
Water ) sex o4 2 s
Water Air min 42 I s
Li-Dk 21 5
FireNecn 312 3 s
Fire I s
Baody «
Protection Instant 2 I &
Meta-Spell stz 3 1 s

Meta-Spell Perm 3t

Mind 1 min a3

Bods 30 sex 4 [N

Mk-Brk Perm - s

Healing Perm Vanes 3 sec

Body 1 I 11038 | sec

Movement! | sec/100 mi# 7 | sec

Weather

Movement I hr A2 S

Weather

Wenther/Air 10 min. 1S

Ty 1 min 1o 5H

Fire 1 min Varies

L1-Dk 1 min 1

Mind Instant 2

Neci. 1 min Varies 280

Comm. | 1 44 ERNTN

Mind/ Comm 5 min 472 1 sex

Comm 5 min 42 1 sec

1 1 ir 2H 1 sev
I min ’

Meta-Spell 10 firs.

Ain/Sound Instam

Water Perm

Tech 1 min

Li-Dk Varies

Li-Dk Varies

Li-Dk Varies 3 | sex

Mk-Brk | hour Varies L

Hlusion Instant I 2 5e¢

4 Ditf I min. Special 2 5ot

Gt 1 min, 6/3 10 see

Hlusion Perm | 2 sex

Baody 5 sec. 334 | sec

Camm 1 min &3 1056,

Netin Perm 3 | s

Soind Indel 4 2 1 sew

Food Instant 1 per mical 5 sew,

WeantheniAin 1 b 1nois 1 i

Wate otection 1 2/ 10 sec

Mik-Brk Perni. 2 plus licopy 5

Enchantment  Pem,  50x8 values

Body 10 min 66 3 sev

Meta-Spell Tnstant Varies 3 s

Water Perm. Aljgal. 2 sy

Air 5 sec ¥ 1 1 s

s | min Varies S0, =008

Time to cast Preveguisifes

Fear

Create Water. Destrov Al
ML F Rexist F
M2 Ra

M1, Stemm Jet. Resist Fire

i1 Diestron: Wiate

M2, Heat, Sicknes:
M2, & Fire spells inc. Hea

Deflect Missile

M2 DX 12+ Ret
M3, Powerstone
M1, Lo 7ol

n Misxile

Lond Emerg

M1, 5 Body spells inc. Spasm
Restore
Minor Healing

M2, Jump, Cloud-Walking

Walk on Ade, Walk on Watey

2 Water spells, 2 Air spells

Spasi

Heut

Light

M2, Forgerfulness
Summan Spir, Tum Spirit
Wizard Eve, Far-He

Voices, Simple 11l
Emation Contrl
M2, Truthsaver
Sound, Simple Hlusion
Plant Gr
Detect Magic

Shape Ain, Thunderclap
Cold or Boll Water

M1, Seek Power

Light

wih

Mage Light, Continual Light

Sunlight

M3, Transtorm Object

Create Animal or Create Servant

S mon Elemental#

M3, Seck Garte

Pertect Musion

ML, S Body spells (e, Spasm

Soul Rider or Telepathy

Zombie

M1, Garble, Silence

Test Food, Crente Fire

Cold, 4 Ajr spells

Cold

Dye, | Accented Tangoage

Enchant, 2 Weapon
Enchantment spells

M2, Create Earth; Crente Waiter
4lllml\ spells i Alter Body

Create Waten, Create Earih
Purify Air or Seek Ay

Create Water, Create Object
10124

Proveguisite Count




Page
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n
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Spell Name
Create Doot

Create Earth
Create Elemental
Create Fire
Create Food
Create Fuel TL
Create Gate*

Create ee
Create Mount
Crente Object*
Create Plant
Create Senant
Create Spring
Create Steam
Create Warior
Create Water
Crysal Bull

Cure Disease
Cure Radiation*
Current

Curse:

Dancing Object
Dancing Shickd
Dancing Weapon
Derk Vision
Darkness

Daxze

Death Vision
Deathtouch
Debility
Decapitation®
Decay

Defending Shickd
Detending Weapon
Deflect

Deflect Energy
Dellect Missile

Delvdrute

Delay

Delaved Missage
Destrov Air
Destroy Water
Detext Magic
Detect Polson

Devitalize Aur
Disintegrate”
Disorient

Class College
Regubr Gate
Regulbar Earth
Special 4 Diff
Aren Fire
Regulor Food
Regular Tech
Regular Gate
Regulor Water
Regular Hhusion
Regular Wsion
Arci Plant
Regular Hhusion
Regular Water
Area Water
Regular lusion
Regular Water
Enchantment Enchantment
Regular Healing
Resular TecivHealing
Speciak Area Wieather Water
Regular Movement
Enchantment Enchantment
Enchantment Enchantiment
Regular LBk
Aren Li-Dk
RegulasR-HT Mind
Regular Necrn.
Melee Buody
RegularR-HT Body
ResularR-HT.2 Boxdy
Regular Food
Enchantment Enchantment
Enchantment Enchantment
Enchaniment Enchantment
cki Fire
Blocking Moverment/
Protection
Reguba/R-HT Water
Regul Meta-Spell
Ares Sound
Arga Adr
Area Water
Regular Koowhedge
A Mirsde h a
Healing
Area Air
Regular Mk-Brk
Arca/R-Will Mind
Whuston
Regulan Respell Hlusion
Avea/Reapell Meta-Spell
RegubarRspell  Meta-Spell
Regulir Mircement
Regubar Food Water
BlockingRoapell  Gato/Nawerent
Infimason H

Rogar/ RWillM
Area
Spevial

Dwation  Emergy  Timw to cast Prevequisites  Prereguisite Cosnt

10 sec.

Perm:
Perm
I min.
Pexrm.
Perm
| min.

Perm.
I b
Indet #
Perm
1 mim
Perm.
3 min#
| min.
Perm.
Perm.

Instant
Perm.
| b
Specal
I hn
Perm.
Perm.
| min.
1 min.
! min
1 sec.
Instant
I emin
Irneleet
Perms.
Perm.
Perm
Perm.
Imstant
Inseant

20 sq s

Sk
Special
2H
Varnes
(B2}
Varies

Zgal
Varies
25 |bs.
Varies

110 rads#
150
Vartes
42
230064
1,00¢1b.4

Ssec.

0 mn
| min.
Varies
10 sex:

e
1 sec
2 sec
Jsec
=
I sec

Telheport. any oo
Warlk Throush el
Eanth 10 Sione
M2, Control Elctrental®
Igmite Fire or Seekt Fire:
Cook. Seck Food
Seck Fuel 2 trancruntion spells
Control Gase snd Teleport,
Timeport, or Plane Shify
Froeze
M3, Create Animal
M2. Create Earth. Pevbect Wsion
M. Plant Growth
M3, 1Q 124, Create Object
Bod Water
Create Servant
Purify Witer
(Crystal-Gazing)
Major Healing. Relieve Sickness
Resist Radiation, Major Healing
& Water spells
M2, 2 spells each from 10
N2, Apportation
Enchant, Dancing Object
Night Vision or Enfravision
Continual Light
Foodishness
M
Wither Limb

N2, Alter Body

Test Foodd

Emchant, Grace
Enchant, Dancing Object
Enchant

Al Shape Fire
Appartation

3 Water spells inc. Déstrow Water
M3, 15 spelis

M1, Voices, Sense Like

Create Air

Create Water

Ll

Sense Danger or Test Food

Destion Aar

N2, Shanwer: Ruind
Foulishmess.
Conirol Creotion
Conteol Uinsdon

5
2

a

3
13

]
23
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Saud Rider or Possessivnt
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Drulines
Douplicsine

Dar

Eurth 10 Awr
Strinic
Water
Earth Vision
Eurthopadke

Farast Rrse

Fansd Dz

Regmilur
RepuilarR-Will

Regulbur R-Wil

Varies®
1w 3

-

basborrrustacs

Time 1o cast Prerequisites

I min

§ min.
I sec

i 1 wes

{ream Sending
Diremm Viewing o Sleep
w Slecp

Ar
Creaie Ob;
Restire, Colars

Create Air Shape Earth
M1, Shiape Esrth

M}, Cr
Shape Earth

ot Copy

M2, & Earth spells inc. Earth Vix

Water, Shape Earth

Prevequaisite Cosert

5
4

BN

>




Page  Spell Name Class Callege Dration  Energy  Tinwe to casi Prevequisites  Prevequisite Coun
116 Find Weaknes Information M-k Iristant (L] I e | spell of ench four elerments a
Al Fire Clowd Area Fire 10 s 105S It 5 sec.  Shipe Air; Fireball L]
) I hall Ml Firy Instant | 1o Magery¥ | 103 s M1, Create Fire, Shape Fire 4 ’
3 Firey Area v 1 iy ta 5 min Extinguish Fire 2
£ ] Flame Jot Regnbar 1 wec 1o VS | Croute Fire, Shape Fire ]
s Flaming Armor Regulor 1 min &3 | sx MU, Resist Fire, Flame Jiy )
> Flaming Missiles Fire I min 420 1 sex Flurming Weapon 7
% Flaming Wespon ’ Fire 4 2 sex M2, Heat f
112 Flash Regrulin L1k 4 Continual Ligh 2
196 Flesh 1o lee® RegulnrR-HT Water i2 M1, Froathite, Body of Water ]
3l Flesh 1o Stone RegulaR-HT Earth Perm 1oi Earth 1o Stone 4
145 Flight Regular Muovernent 1 min S 2 M2, Levitatlon i
146 Flving Carpet Regulor Mevement 10min.  1sg fUH 5 sec Flight, ar M2 and Walk on Air 5
191 Foy Arca Weather/ Water 1 min IH | sec Shape Water 4
79 Banguet Found Tday 2 permenl | siec M1, Cook, Foolishness 10
134 I liness Mind I min. | per IOJ/H | sex 10124 4
170 Do Protection 10 min 32 ) sec Weather Dume, Apportation L1}
170 Wall Protection 10vmin vdiS 1 sec Force Dome 12
le2 Fi Narming Plant 10 hrs 5 1 mex 4 Plant spells 4
i3 Fr 1hulness Mind 1 hr i3 10 sec M1, Foalishness &
L] Fortily Enchantment Enchaniment Perm Varies Enchant 11
185 Foul Water Area ‘Water/Food Perm. 3 1 nec Putily Water, Decay 4
37 Frailty Regular/R-HT Penly I min. 2 pe | 5o Lend Energy 2
148 Freedom Regulur Meovement I min | sec § Bedy spells, 3 Movement spells, 10
Protection 3 Protection spells
185 Frevee Regular Water Perm, Varies 100 s Shape Water 4
193 Frost Aren Weather/Water Indef, 1 1 sex Create Warer or Cold i
189 Frosthite Regular/R-HT Water Perm 11 3 2 Frost, Freese (.}
i Fumble Blocking/R-DX Body Instai 3 Clumsiness
172 Garble Regulan®R-Will Sotind 1 min. 4 Volces 2
43 Ganntriess Regular/R-HT Busdy 10 min. &6 M2, Eanth to Air Déstroy Water, 17
4 Body spells inc. Hunger
190 Gevser Area Water 1 s a2 5 sex & Water spells inc. Create Well i}
and either 4 Earth or Fire spells
65 Ghost Weapon Enchantment Enchantment Perm 250¢1b.# Enchant, Solidify 17
46 Gift ol Letters* Regular Crumm. 1 min Varies 1 sec Borrow Language, 3
1 languages a1 Accented
46 Gift of Tongues® Regular Comim. | min Varles | sec 5
3 lang
103 Gluss Wall Regular Knowledge 1 min. an | sec 5 Knowledge spells or Earth Visian 3
141 Glib Tongue Regular/R-Will Mind S min. 21 lsec,  Supgestion 15
176 Glich/TL Regular/B-HT Tech Instant 3 | sec Machine Control 12
12 Gloom Arca Li-Dk Varies Varies Varies  Continual Light 2
12 Glow Area Lt-Dk Varies Varies Varies  Continual Light A
142 Glue Aren Movement 10 min. s I sec Hoste |
30 Golem Enchantment Enchantmieni Perm Varies Varies  Enchant, Shape Earth, &
Animation
7 Grne Regular Baody 1 min. 4 per DX+/S 1 sec. Clumsiness 3
(2] Graceful Weapon Enchantment Enchantmient Perm 1501b. a Enchant, Appostation 5}
142 Grease Area Movement 10 min s I nec Haste I
141 Great Gens® Regular/R-Will Mind Perm 0 fmin. M3, 15 Mind Control spells 0
e Lesser Geas "
141 it Hallucination®  Regulay/R-will Mind | min. 643 4aee. M2, Hollucination Ie .
146 Gireat Haste® Regular Mesverment 10 sec ¢ Ysee. MU Hase, 1012+ L4 .
91 Grent Healing Regnli Healing Perm, 20 1 min M3, Major Healing "'
3 Grear Shopesh Special Animal 1 min. 20/ HW 3 sec M3, Alter Body, 2
4 Shapeshilting, 10 uther spells
173 Grea Voice Regular Saund | min, 31 2sec Voices, Thundendap 3
122 Great Ward Block/R-spell Meta-Spell Instant | per subjectd  none M2, Wand 3
62 Great Wish® Enchantment Enchantment  Special 2,000 - M3, Wish, (DX + 10130+ 4
195 Hail Aren Weather Water 1 min 5 1 sex Soiw B o
319 Hair Goowth RegubisrR-HT Bady Susec. Tsec, 5 Body spelly § !
19 Halrau Regular/R-HT Body Instant 2 Zwc.  Weaken, 2 Body spells L} I
140 Hallucination RegulanR-Will Mind 1 i L 3 sec Madress, Sugestion L]
™ Halt Aging* Regular Healing | manth 20 | see M2, § Healing spells n




143

172
30
188

m

Spell Name

o]

Healing Shimber

Hem

Hex

Hide

Hide Emotion

Hidi: Object

Hide Path

Hide Thoughts

Hideaway

Hinder

History

Hold Breath

Hold Fast

Homunculus

Hunger

Hush

Hybiid Control®

lce Dagger

Ice Slick

lee Sphere

Icy Breath®

Tev Missiles

Iy Touch

ey Weapon

Identify Metal

Identify Plant

Identify Plastic

Identify Spell

Ignite Fire

Hlusion Disguise

THlusion Shell

Images of the Past

Imitate Voice

Impression Blocker

Increase Burden

Independence

Infravision

Initistive

Inscribe

Inagnificance

Inspired Creation™

Instant Neutralize
Poison

Instant Regeneration®

Instant Restoration”

Invisibiliny

Invisible Wizard Ear

Invisible Wieard Eve

Iron Arm

Inudiate

lich

Jump

Keen Sense

Enot

Koow lhuion

Know Location

Koow Recipe

Know True Shape

Class College
Regular Movemnent
Regular Movement
Regular L-Dk
Area Plant
RegularR-# Healing
Regular Fire
Regular LDk
Regular Comm.
Regular Gate
Regular Plant
Regular Comm
Enchantment Enchantment
Regular BodvMavement
Information Knowledpe
Regular Body
Blacking Movement
Ench Ench
RegularR-HT BodyviFood
RegularR-Will Sound
RegularR-Will Animal
Missile Water
Area Water
Missile Water
Regular Water
Regular Water
Melee Water
Regular Warer
Information Tech
Information Plant
Informanion Tech
Information Knowledge
Regular Fire
Regular [Hhusion
Regular Musion
Regular Knowledge/Lt-Dk
RezularR-HT Sound
Ench Ench
RegularR-Spec Movement
Area Musion
Reeular 11Dk
Area THusion
AreaR-Will Husion/Mk-Brk
RegularR-Spec.  Comm
Regular Mk-Brk
Regular Healing
Regular Healing
Regular Healing
Regular Li-Dk
Regular Sound
Regular Knowledge
Blocking Protection
Area Tech
RegularR-HT Bady
Regular Movernent
Regnlar Mind
Regular ME-Bek
Information arsion
Information Knowledge
Information Food/
R-Spec Knowledge

Duration Energy Time to cast Prevequisites  Prerequisite Count
1he  Varies 10sec.  Delay 19
Instant  1DRe#  lsec  Block 2
Imn  2iptH Ime. - 0
1 min. 84 3Isec.  Flight ]
Imin. 2hLHz 2sec.  Keen Vision or3 Light spells; 1
no Blindness or Bad Sight
Perm. 3 1 min. Identify Plant 2
B hrs= &orl0 30sec. M2, Sleep. Minor Healing 13
1 min. Varies I min.  Create Fire, Shape Fire 3
Perm. 200 - ‘Enchant 13
Lhe 11058 Ssec,  Blur or Forgetfulness 4
1 hour 22 Isec.  Sense Emotion 2
1hr 1bJS 10sec.  Hideaway, Teleport 29
1 min. 2 Isec,  Heal Plant %
10 min. 31 Isec.  Truthsayer or Hide Emotion 3
Perm. 308 - Enchant, Create Object, Lighten 21
1min. 114§ Isec.  Haste or Clumsiness 1
Instant  Varics sec=cost  Trace 9
1 min. 42 1 sec M. Vigar 5
Instant Ihd= I sec.  Apportation 2
Perm. 800 - Enchant, Mind-Sending 17
Instant 2 Ssec. M1, Debility, Decay 4
10sec.® 21 Jsec.  Silence 2
1 min. 63 Isec. 2 Controf spells# 3
Instant |toMagerv# 1 1o 3 sec. Ice Sphere or Water Jet 5
Perm. 3 Varies  Frost 4
Instant 1 to Magerv# 1103 sec. Shape Water 4
1 sec. lwod 2/sec, M1, Snow Jet, Resist Cold 12
1 min A2 3 sec. Icy Weapon 4
Perm. 2 Isec# M, 4 Water spells 5
1 min: 311 3 sec Create Water 3
Instant 1 1 sex - 0
Instant 2 1 sec Seek Plant 1
Instant 1 1 sec. - 0
Instant 2 1 sec Detect Magic 2
1 sec. 1045 1 sec. - 0
Varies 3 Isec.  Simple Hlusion 3
Iminn.  lor2H lsec.  Simple Husion 3
1 min. 33 10sec. M2, History, Simple Hllusion 12
| min. 31 1 sec. Voices 2
Perm. 20/b. - Enchant, Seeker, Scrywall 16
10min. 123 1bs# 3sec.  Apponation 2
Varies 2 Varies  Simple lusion 3
I'min. 31 1 sec Keen Vision or 5 Light spells 1
Indefs Vaniss 10sec.  Independence, Wisdom 11
1 min. s 1 sec. Simple Tlusion, Copy B
1 hour 44 10 sec Persuasion, Avoid 10
Perm Sday Varies - 1]
Instant 8 1 sec. M2, Neutralize Poison 3
Perm: B0 Special M3, Regeneration 9
Perm. 50 Special M2, Restoration 7
1 min. 53 3sec. 6 Light spells inc. Blur &
1 min. 33 d4sec.  Wizard Ear, Invisibility 15
1 min. 53 4 sec. Wizard Eve, Invisibility 10
Instant 1 1 sec Resist Pain, DX 11+ 8
lhe 110rmadsheh 1 sec. 2 Earth spells, 2 Fire spells -+
Scratch® 2 1 sec. - 0
1 min. 103 1 sec Apportation 2
30 min 1 per-/H# 1 sec - 0
Indef 2 2 3sec Suffen L
Instam 2 I sec. Simple Husion 3
Instant 2 10 sec M1, Tell Position 3
I days 3 15 sec Far-Tastine, Season 4
Instant 2 I sec M1, any one shifting spell (i}

either Aura or Know Hlusion




Page  Spell Name Class College Duration Energy Time to cast Prerequisites  Prevequisite Const
- Hidleaway :

61 Leak Enct Ench Perm. 100 v n
§9  Lend Energy Regular Healing Perm.  Vanies L. M1 or Empathy advantigs 1
4o Lend Language Regular Comm 1 min n 3w 3 Communication spells, 1
or Beast Speech
180  Lend PowerTL Regular Tech Indef. Varies I sec. M2, Seck Power L
47 Lend Skill Regular Comm. 1 min. 32 3sec.  Mind-Sending 10 11+ 7
126 Lend Spell Regular Meta-Spell Perm. Varnes 3 sec M1, Lend Skill 1 spell each 14
From 6 colleses
B9 Lend Vitality Regular Healing 1 he | per HP loaned 1 sec Lend Energy b ]
41 Lengthen Limb Regular Body | min. 2 Ssec. M3, Shapeshifting 10
140 Lesser Geas® Regular/R-Will Mind Perm 12 30 sec M2, 10 Mind Control spells 14
58 Lesser Wish* Enchantment Enchantment Special 180 - Enchant 13
143 Levimtion Regular! Movement 1 min. | per 80 Ibs/HE 2 sec Apportation 2
R-ST or Will
159 Lich" Enchantment Necro/Ench Perm. Varies Varies M3, 10 13+, Enchant, b}
Soul Jar, Zombic
110 Regular Lt-Dk 1 min. 7 1 sec - 0
112 Regular Li-Dk 1 mmin. 20 Isec.  Continual Light or Shape Light 2
143 Regular Movement 10 min. A= 1 sec Apportation, Shape Earth 4
67 Enchantment Enchantment Perm Varies Enchant 13
143 Regular Movement 10min. 3 or3HE 3sec Apportation 2
196 Missile Weather/Air Instant | o MagervE |10 3sec. ‘M, 6 Airspells 7
198  Lightmning Armor Regular Weather/Air 1 min. T4 1 sec 6 Lightning spellsinc. 13
Resist Lishining
198 Lightning Missiles  Repular | min. 2% 3 sec, Lightning Weapon 10
198 Lightning Stare® Regular 1 sec. Lo 2500, Lightning, Resist Lightning L]
198  Lightning Weapan Regular 1' min. 41 2 sec M2, Lightning 9
196 Lightning Whip Regular Weather/Air 10.sec. 1'per 2vards# 2 sec Lightning 8
68 Limit Enchantment Enchantment Perm. 200 - Enchant 13
131 Link Area Meta-Spell Indef.# 8 4 hrs Delay 19
144 Lockmaster Regular Movemnent Perm. 3 10 sec Locksmith or Apportation and M2 3
R-Magelock
143 Locksmith Regular Movement 1 min. 22 I sec. Apportation 3
143 Long March Regular/R-ST Movement | davsmarch 3 I min. M1, Clumsiness or Debility 2
63 Loyal Sword Enchantment Enchantment Perm. 750/b.# - Enchant, Apportation 13
136  Lovalty RegularR-Will Mind l'he s 2 sec Bravery; 2 other 5
Mind Conirol spells
137  Lure AreaR-Will Mind 1 he s 10 sec Emation Control &
176 Machine Control/TL  Regular Tech 1 min. a3 Isec.  Reyeal Function, Locksmith, 1]
Lightning
178 Machine Regular/R-Will Tech 1 min. 62 30 sec. Machine Contral, 6
Possession/TL Rider Within or Soul Rider
176 Machine Speech/TL  Regul Tech/Comum, 1 min. 53 Isec  Machine Summoning :
176 Machine Regular Tech 1 min. 42 dsec.  Machine Control 12
Summoning/TL
136 Madness RegulaoR-Will-2  Mind 1 min 42 2sec Forgetfulness or Drunkenness 7
113 Mage Light Regular Li-Dk 1 min. Varies Isec.  Mage Sight, Lizhn 4
102 Mage Sense Information Knowledge | min. n Isec.  Detect Magic 2
102 Mage Sight Regular Knowledge 1 min. 3z Isec  Detect Magic 2
172 Mage-Stealth Regular Sound 1 min 32 3 sec Hush 3
l6d  Magelock Regular Protection 6 hrs 2 4 sec Ml !
123 Magic Resistance RegularR-WillsM  Meta-Spell Fmin. |0 3/54 3sec. ML 1 spell each from 7 colleges 8
181 Magnetic Vision Regular Tech 1 min. i) Isec.  Keen Vision 1
128 Maintain Spell* Special Meta-Spell Indef ¥  Varies 2sech Link 20
91 Major Healing* Repular Healing Perm. ltod Isec. M1, Minor Healing 4
60 Malefice* Enchantment Enchantment Indef.# 250 - Enchant, Seeker 16
177 Malfunction/TL Melew/R-HT Tech 1 min 5 Isec. M2, Glitch 14
70 Mansstone® Enchantment Enchantment Indef. 5 - Enchant 13
145 Munipulute Regular Movement 1 min. 438 isec.  Locksmith 3
118 Mapmaker Special Mk-Brk 1 he 42 10sec.  Inscribe, Measurement 1n
137 Maxs Daze Area/R-HT Mind Instant 214 sec.=cost  Daze, 1013+ 8
137 Mass Sleep Area/R-HT Mind Lnstant k1] sev.scost Sleep, 10 13+ 9
141 Mass Suggestion  Area/R-Will Mind 10min. 42 sec.=cost  Suggestion 15
153 Mass Zombic* Area Neero, Perm. 1 varies#  Zomibie, Charisma 2+ 8
30 Master Reg/Block /R-10° Animal Tndef. z Isec.  Beast-Soother I
150 Materialize Special Nexro, 1 min. 515 Isec.  Summen Spirit 4
78 Mature Regular Foud Perm. | perpound 10sec.  Decay or Season 2
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Uﬂmm
Meral Stun
Ncwage
Metal Vinion
Mlighst
Mind-Resding
Minad-Search®
Mind-Sending
Mindlessmess”
Mirscw Healing
Mirvos
Missafe Skueld
Monk's Banquet
Move Terrain®
Mud Jet
Musical Scribe
Mystic Mark
Mustic Mist
Name
Nauscate
Neutralize Poison
Night Viswon
Nightingale
Nighumare
Ne=Smell
Noise
Oath
Odor
One-College
Powerstone
Pam
Panic

Paralvze Limb

Parual Pesrifaction®
Parial
Shapeshifting®
Password
Pathfinder
Peaceful Sleep
Penetrating Spell
Penetrating Weapon
Pentagram
Perfect Nhusion
Pertume
Permanent Beast
Possession”
Permancnt
Forgetfulness®
Permanent Machine
Possession/TL

Permanent Madness®

Permianent
Possession®
Permanent
Shapeshifting*
Persiasion
Pestilence

Phamom®

Phantom Flame
Phuse

Phase Othes®
Planar Summons

m&-
At

Repular
Reyulus R

i%

Regular
RepubaR-Will
will

ii

Regular/R-Will
Regubar
Regular
Regular
Regular
Arca/R-Spex

Rogulbar

RegulourR-Spec
Area
Enchanimeni
RegularR-HT
Regular
Regula

Arca
RégularR-Will
Regular

Area
RegularR-spec
Arca
Enchantment

Regular®-HT
Aren/R-Will
Melee/R-HT

ReguluR-HT
Regular/R-Will

Enchanin

Informati
Regula/R-Spec
Regular
Enchantment
Special

Arca
Regular/®-HT
RegularR-Will

Regulari
R-Will or skill
Regular/R-Will

Regular/R-Will-2
Regular/R-Will

Regular

RegulanB-Will
Regulur
Area

Arca
Blocking
Blocking
Special

College Duration E-nx- Timc 0 cust Provequeisites  Presequisite Coumnt
Kaowledge Insiant

Water
Knewdidge Mind
Mind

TechKaowlodge
Body

Comm.

Comm

Comm

Marud

Heahng

LDk
Protection

Protection
Enichantment
Baody
Healing
Li-Dk
Protection
Mind

Air

Sound
Mind

Al

Enchantment

Baody
Mind
Baody

Eanh
Animal

Enchanimen
Knowledge
Mind
Meta-Spell
Enchantment
Meta-S
husion
Body

Animal

Mind
Tech

Mind
Comim,

Animal

Comm:
Negro.
Whusion

Fire/llusion
Cane
Gale
Gaie

Perm #
| davet
Tnszant
Vares
W e
| min.
I min.
| mmin,
| min.
| min
Perm
1 min.
| min.
24 s
| hour
1 sex
| mum
Inddel.®
10 hirs.
Perm.
10 s
Permi
| min
10 his.

I b

I b
3 =N
Perm
I'he
It

I sec
1 mmin

10 min
Indet

Perm

Indef.#

Perm.
bndel

Iniclef

1 mn.
Perm.
1 min.

1 min.

Instant

Instant
1 b

L)
30

Varies

Zxcbomush

st - L
Mo Hear or Froese 4
2 sex Winchrin o 6 Ko leder el &
1 = e < Shim 4
Vartes  Great Vosce, Socker [
Isex Shage Wetal 7
| sex Lemid Eneryy 2
Y sex Truthsarver or Borros Langunage 3
1 min. Ninch Readi 4
4sex Mind-Reading 4
5 s M2, Forpetfuloes )
1 e Lend Vitaliny 3
I sex Ciolors 2
1 sec Apporatica ar Shield 3
| s Foul's Banguet, Resist Pain 15
1 min Alter Terrain, Hide Object 48
| s Sand Jet, Create Water »
| sec Scribe T
10 s Dye, Trace 4
3 min. M1 and Wate hdoss or Shield 3
- Enchant I3
1 se¢ 2 Body spefls inc. Perfume 2
M) s Cure Discase or M3 and Test Food 4
| s Keen Vision or 3 Light spells !
[ sec Sense Danger 2
1 min M2, Death Vision, Fear, Sleep I3
| s Purify Air 1
| i Wall of Silence 3
| min M1, Emation Control 7
1 s No-Smell x
Enchant 13
2 sec Spasm 3
I sec Fewr 3
I sec M. 5 Boxdy € trod spel L
inc. Clumsi
Jsct. M2, Flesh o Stoe 5
Hsec M3. Shapeshilt Others, 2
Alrer Body
Encham 13
10sec ML, 1Q 12+, 2 Scek spells d
30 sex Sleep, Silence 9
3sec Pelay, Find Weakness
Enchant. Find Weakness 13
Isg. fté  Spell Shield 12
| sec M1, Complex Ulusion [
| sec Odor I
1 min M2, Beast Possession 7
I he M2, Forgetfulness, 1Q 13+ i}
3 min M3, Machine Possession 19
10 min M2, Mudniss, 10 13+ Il
5 min, M3, Possession g
I miin M3, Shapeshitiing 10
1 sec Emation 2
30 sec Vitality, Decay B
1 sec M2, Perfect Hlusion 9
Hinder; Apportation
| sex. Shape Fire or Simple Wusion 2
1 sec M3, Planc Shift o Ethereal Body 8
I sec Phase q
3 imin M1, I'spell cach from 10 colleges 11




Page  Spell Name Class College Duration  Emergy  Time to cast Prevequisites  Prerequisite Coyng

82 Planar Visit® Special Giote 1 min 472 Awec. M2, Projection or 0
Planar Summons
83 Plane Shilt Special Gare Instant 5™ Planar Summons 12
81 Plane Shift Dther Regular'R-Wills1  Gate Instani 3 & M3, Plane Shift 4
164 Plant Control Regular/R-Will Plant 1 min I sec Plunt Sense [}
164 Plant Form Special Plam Ihe s M1, & Plant spells i
165  Plant Form Other SpecialR-Will Plant I'he 30 sec M2, Plunt Form 9
162 Plant Growth Ared Plant 1 min 10 sec Heal Plant 3
163 Plant Sense Regulan Plant 1 min. Isec.  Forest Warning. Hide Puth 5
R-Hide Path
164 Plant Speech Reaular Plant 1 min. 32 | sec M1, Plant Sense 7
162 Plant Vision Regular PlantUKnowledge 30sec. V10 yds. | sec Shape Plant 3
185 Plastic Vision Regular TechKnowledge  30sec. 215 ydsJS I see.  Shape Plastic 3
78 Poison Food Regular Fsael Perm. 3 per meal | sec Purify Food, Decay 3
162 Pollen Cloud Area/R-HT Plant 5 miin# | 1 sec Shape Plant 3
144 Poltergeist Missile/R-HT Movement Instant | ar 24 | sex Appartation 2
49 Pissession® Rezular/R-Will Comm 1 min. 104 I min M1, and Control Person
ar Beast Possession 6
57 Power Enchantment Enchantment Perm, Varies - Enchant, Recover Enersy 13
o9 Powerstone Enchantment Enchantment Perm. 20 - Encham 13
51 Predict Earth Information Eanth Instant 2 per dav# Varies 4 Earth spells 4
Movement
193 Predict Weather Information Weather/Air Instant Varies 5sec.# 4 Air spells 4
106 Prehistory Information Knowledge Instant Varies hr=cost  Ancient History 1}
78 Prepare Game Regular Food Perm. 2 10sec.  Punfy Food 3
48 Presen Regular/R-Spec Comm, | hour A4 10sec.  Persuasion, Lure 7
79 Preserve Food Regular Food lweek  Special | sec Decay 2
179 Prese Fuel/TL Regular Tech 1 week 40b/H I sec, Test Fuel |
105 Projection Regular Knowledge | mmin. 42 Jsec.  Sense Spirit, 4 Knowledge spells 7
180 PropelTL Regular Tech 10 min Varies I sec.  Create Fuel, Dancing Object 15
32 Protect Animal Area Animal/Protection 1 min s 1 min. Armaor, chdog. 3 Animal spells 8
65 Puissance Enchantmint Enchantment Perm Varies Enchant, 5 Earth spells 7
146 Pull Regular Movement I'min. 12ST/S Ssec. M2, 4 Movement spells inc. 6
Levitation
23 Purify Air Arca Air Instant I 1 sec - 1]
34 Purify Earth Area Earth/Plant 'ermm. 28 30 sec Create Earth, Plant Growth 9
T8 Purify Food Regular Food Perm. 1 per Ih 1 see Decay 2
179 Purify FuelTL Regular Tech [nstant 1# 1 see. Purify Water or Decav 2
184 Purify Water Special Water Perm. lgal.  5-10 sec/pal # Seek Water 1
65 Quick-Aim Enchantment Enchantment Perm Vanies - Enchant, Grace Ie
03 Quick-Drraw Enchantment Enchantment Perm.  300/b.# - Enchant; Apportation 13
144 Quick March Repular Movement | davs march 44 | min.  MI, Haste 2
182 Rad n Jet Regular Tech 1 sec o 3S I sec. Irradiate, Resist Radiation 8
181  Radio Hearing Regular Tech 1 min. 21 | sec Keen Hearing 1
195 Rain Area Weather/AirWater 1 hr: 11SH Imin.  Clouds 5
191 Rain of Acid Area Water 1 min: 33 1 sec M2, Create Wates; Create Eath 10
74 Rain of Fire Area Fire 1 Fin. 1Se 1 sec. M2, Create Fire 4
192 Rain of lce Daggers  Arean Water 1 min. 224 | sec M2, Hail, lce Dagzer 11
165  Rain of Nuts Area Plant I min. 110s I'sec. M1, 6 Plant spells inc. 7
Shape Plant
33 Rain of Stones Area Earth | min /5% I sec M2, Create Earth o
82 Rapid Journey* Special Gate/Movement | min. Varies 3 sec. M3, Teleport ar Timeport 8
134 Rear Vision Regular Mind | min 31 | sec Alertness 3
177 RebuildTL Rezulir Tech/Mk-Brk Porm.  Vares Varies M3, Repair, Create Object, 2
3 spells of each element#
106 Recall Regular Knowledge/Mind 1 day# 4 10sec. M2 Memorize, Wisdom 10
106 Reconstruct Spell Information Knowledge Instant k1] 10sec, M2, History, Identify Spell 13
89 Recover Energy Special Healing Special none Special MU, Lend Enengy 2
122 Reflect Block/R-spell Metu-Spell Instant 4 or 6F none  Ward 2
168 Reflect Gaze® Blocking/R-Spec Protection Instant 2 1 sec Mirror 3
132 Reflex Special Meta-Spell I hi. Varies 10sec.  Delay, Ward e
3 Refleves Regular Body 1 min. 33 Isec.  Grace; Haste 5
93 Repeneration® Regular Healing Perm. 20 Special#  Maogery 2. Restoruion *
116  Rejoin Regular Mk-Brk 10 min, Tper 10fsH dsc10lbs Weaken, Restons 7
163 Rejuvenate Plant Regular Plant Pesm. 3 | sec M1, Plant Growth 3
1] Relieve Addiction Regular Healing I day 6 10 sec Neurralize Poison ]

APPENDIX: SPELL TABLE
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Rebieve Parabysis
Refieve Sickness
Remember Path
Remove Aurs
Remove Contugion

Remove Curse

Remwonve
Enchantment

Remone Reflection

Remove Shadow

Repair

Reped

Repel Animal
Repel Hyviw
Repel Spi
Reshape

Resist
Resist Ce
Resist Discase

Resist Enchuntmen
Resist Fire

Resist Lightning

Rewist Pain
Resist Poison

Resist Pressure
Resast Radiation
Resist Sound
Rewist Water
Restoration
Restore

Restore Hearing
Restone Mana

Restore M,
Rextore Sight

Restore Speech
Resumecton*

Retch

pression

n Missile
Reveal Function/TL
Reverse Missiles
Rider

Rider Within
Rive*

Rooted Feet
Rotting Death*
Roundaboan
Ruin
Sanctuarny*
Sanid Jet
Sandsionn

Class

Regualar Reapel!
Regular
RegularR-spedl
Regular
RegularR-Wills
Ares
RegularR-spell
Enchantment
RegularR-Will
RegulanR-Will

Regular
Reggular

Area’R-HT
Area/R-HT

ArcaR-Will
Regula

Enchantment
Regulas
Regular

Regular
Regular
Regulas

Regular

R

ki

Regular
Regulur

Regubar

RegularR-HT
RegularR-Will
Blucking
Information/Rspell
Reguli
Regular
Regular
Regular
Regulan®-ST
Reguar®-HT
Regular®R-HT
Regulw
Special
Reguilar

Area

College
Healing Mind
Healing
Healing
Knowledee
Mera-Spell
Healing
Meta-Spell

Enchantment

Lt-Dk
Li-Dk
Mi-Brk

Movermem

Anumal

Wates |
Fix

Healing
Protection

Enchantment

Fire

Weathet
AirfProtection

Boxdy

Protection
Tech/Protection
Saum

Water
Protection
Healing

Mk-Brk
Healing

Maita-Spell
Healing
Healing

Healing
Heal/Nearo

Baody
LComm,
Protection
Tech
Protection
Animal
Anfmal
Mk-Brk
Body
Necio,
Bodv
Mbk-Brk
Gate
Eanth
Auw'Eanh

10 miny
1-min.
10 min
1hr
Perm
Instant

nstam

Porm.

1 min
1 man
Perm
I min

I min

1 hour

1 man

| min

1 min

Perm

10 min
1 hr

Perm
Perm

1l

Perm

Inssant
| sex
Instant
Instant
1 min,
S min
1 min
Instaant
| min.#
| sec
Instant
| min 8
| hr
| sex

1 miate®

3

Varwes.

Varies

vancs#

21

Varies

Vartes

¥l
LU |
| per die

2per s
s
I &8
i

10 s
10
10 e
10 s

10 sec

s

1sev

1 sex

1 sech

S sec

10 s
10 sex

10 s

10 s

T sex

LTS

5 %N

1 hr
10 sex

5 s

2hus

§ sex
10 set
(T
10 min,
I sex
| sex
3 six
I wx
| sex
LEEN
1 s
5 swlh
10 sexc
I sax

Instantd

Lend Vitalicw, Wisdom
Stop Paralves
Lend Vitality
Fined Direction, Memonse
Drvped Magic, Aara
Dexay. Chean, or Cure Disease
M2, Suspend Curse or

1 spell each from 15 colleges
Enchant
R

mve Shadow

Lighu

M2, Rexnn

M2, 4 Movement spells inc
Levitabon

Banish Spirit

M1, Weaken, Shape Earth
or Shape Plant

Acid

Heat

Remove Contagion or Vigor

any Limiting Enchantme
Firepiool

8 Air spells

M2, Pain
Vigor

Weather Dome
3 Radiation spells
4 Sound spells

Umbrella, or Shape Water
and Pestroy Water

orany 2ol

iove Paralvsis and the
Restore spells
Find Weakness or Simple Iusion
Minor Healing, Keen Hearing
or Strike Deat
Dispe] Magic, Suspend Mana
Awitken, 1Q 11+
Minor Healing, Keen Vision
o Strike Blind
Minor Heali
or Strike Dumb

vl Volce

Istant Regencration,
Summion Spirit

Nawseate, Spasm
Mind-Search, Mind-Sending

Cateh Missile

Seck Machine

Missile Shield or Farce Dome
1 Control spelli

2 Cantrol spelisé

M2, Sl

Hinder

M2, Sickness, Pes
Tungletoot

Ler

M1, Weaken, Decay
Hidde Objext

Create Eanth

Windsuorm, Create Earth

Durarion  Energy  Time 1o cast Prevequisites  Prevequeisate Coast

0

ok




Page  Spell Name
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Soents of the Past

SchematicT

Seek Food
Seck FuelTL
Seek Gane

Sevk Machine/TL
Seck Magic

Sevk Pass
Seck Pl
Seek Plastic

Seck PowerTL
Seek Rad

« Danger

Sense Emot
Seme Foes
Sense Lite
Sense Mona
Sense Observation
Sense Spirit
Sensitize

Shade

Shape Air
Shape Darkness
Shape Esrth

Shape Plan

Shape Plastic
Shape Water
Shapeshift Others*
Shopeshifting”
Share Energy
Share Vitality

Sharpen
Shatert
Shatverprood
Shickd
Shocking Touch
Shrink*

Shrink Object*
Shrink thber*
Sickness

R

Regular
Anca

Regular
Regular

ecular

Information
Informa

WET

Inf W
Information
Information
Information

Information
Intormanion

Informition

Information

Intorm./ Ares
Infoemanion
Area
Inform/Area
RepularR-HT
Regulor

Regular
Regular
Regular
Regular
Spectal R-Will
Special
Resilur
Regula
Regular
Regular
Regular
Regular
Melee
Reyular
Regular
RegularR-HT
Regubi/R-HT

College
Kinowhedpe
Food
Tech
knowledpe
Sonnd

Enchantment

al L
RegulaR-Spec  Meta-Spell

Met-Spell
Meta-Spell
Food
Li-Dk

Tech
Kne
Aur

Water
Earth
Fire
Food
Tech

Gate

Protecuion

Comm
Comm
Comm
Knowledge
Protection
Necro
Bady
Protectinn/Li-Dk
Air

LDk
Eanth

Fire

Le-Dk

Tech

Plam

Tech
Water
Arirmal
Animal
Healing
Healing
Mk-Brk
Alk-Brk
Mic-Hrk
Protection

Minid/Body

Duration

I min

1 min

| min

Tin.
10 hrs.

10 brs.
10 hrs.
Perm
| min.

| min.
| mun
Instant
Instant
Instant

Insi

Instant
Instant

[nstant

Instant

[nstant
[nstznt
Instant
Instant

Instant
Instant
1 hr

Instant
I min
1 hr
1 min
| mun
1 min.
1 min
I min.
| min.
| min.
| min.
| mun
1 hour
I howr
Spettal
Perm
| mmin.
Instant
1 b
1 min
Instant
I'he
| bour
18
I min

1ne

= S =
=

3

S = &I

1k

1o 108

254
125 cu
2H

L

10 s
5
1%

davs=cost
10 sec
10 sec.

Ssec.
OC.=Cos]
10 sex
1 sec,

1 sec
5 e
1. sec.
10 sec
10 sex
1 sec
1 sec
1) sec
10 sec

10 sec.
10 see

10 se¢
| sec
10 sec
10'5ec
10 sec
1 sex
I s=c
1 s
I sec
I sec

I sex

5 sec.

5 e

I sec

| sec
10 sexc

I seéc

I sex

1 sec.

I sec

| sec

| sexc
10 sex

| sec.

2 sec
30 sec

3 sec.

| s,
I sec /HP
4 sec

I sec.

| sex

I sexc

APPENDIX: SPELL TABLE

M2, History, Odor
Reveal Function, History

Vivices, Dancing Object,
1 Acoented language

M, | language at Accented

Seek Gate

ML Sense Ohservation,
Simple Nusion

NI

Scryguard

Test Food

Tnvisibility, or Dark Vision
and Infravision

Scrker; Aura

Seck Water

M2, Seck Magic. | spell each
from 10 colleges

Detect Magic

Seck Earth

See Radiation

M1, 10 124, 2 Seek spells
Sense Foes or Danger Sense
Sense Foes

Detect Magic
Sense Danger or Scrvauard

Death Vision, or Sense Life and M|

M. Stun

Cantinual Light or Shield
Create Air

Diarkness

Seck Emth

Tgnite Fire

Light

M1, Shape Earth or 6 Tech spells

Tdentify Plant

M1, Shape Plant or & Tech spells

Create Water

M2, Shapeshifting for that form

M1, 6 other spells
Lend Energy
Lend Vitality
Repair

M1, Weaken
Repair, Shatter
M2

Lighining
Contraxt Obgect
M3, Shrink
Drunkenness o Pestilence

Energy  Time to cast Prerequisites Preveguisite Cownt

b, r —

S 1w s

b= o R S - Sy S A,

-

CERE




Page  Spell Narme Class College Duration  Eweripy  Time fo cast Prevequisites Prevequisite Count
Silence Sonmnd

7 Area Tmin. 2 Paoc.  Sound !
174 Siiver Tongue Regilar Sound 1 min. » Tsec.  Volces, Emotion Cotitrol n
a5 Simple Mhsion Area Mishon 1 min 1H (7 not blind, 10 114 2
& Simulacrum*® Enchaitiment Enchantment Perm#  2xgolem - M3, Golem, Perfect lusion, 23
Musion Disguise
151 Skull-Spin Regular Necre 24 hrs. 20 Isec. 4 other Necromantic spells 6
195 Slep RegularR-HT Mind Instant 4 Jsec.  Dare ]
145 Shide Regular/R-Will Mavement I min 22 | sec Appariation, Grease 4
145 Slow Remular/R-HT Muwvement 11) sec 54 3 xec, M1, Haoste, Hinder |
144 Slow Fall Regutlar Mavement Pmine 1 per S0ThsH ) sec, Apportation 2
7 Slow Fire Regular Fire 1 min. Varies 1 see. Extinguish Fire F]
153 Slow Healing Regular/R-HT Necin 1 day 11058 10 8ec, M1, Frailty, Steal Vitality 7
#h Slow Time* Arca/R-Spec Gale 1 amin. Varies 2 sec M2, 10 13+, 2 spells each 23
from 10 colleges
1 Small Vision Regular L1-Dk/ 1 min 4124 2 sec. Keen Vision or 5 Light spells; |
Knowledge o Blindness or Bad Sight
71 Smaoke Area Fire S min# I 1 s Shape Fire, Extinguish Fire 3
195  Snow Area Weather/AlrrWater 1 hr 1154 | s Clouds, Frost 7
189 Snow Jel Regular Water 1 sec. liod 1 ser Water Jet, Freeze L]
18 Snow Shoes Reqrular Water 1 min un 280 Shape Water 4
116 Saoilprool Reqilar Mk-Brk 10 min. el ] 2 sec Clean 5
151 Salidily Special Necro, 1 min S0/10 | sec Materialize 5
154 Soul Jar* Regular Necro Perm ] Imin. ML 6 Necro, spellsine. 10
Steal Vitality
L) Soul Rider Comm 1 min 512 3 sec Mind-Reading 4
il Soul Stone* Enchantment Enchantment Perm SO0 M3, Enchant, Soul Tar 20
171 Sound Regular Sound Maries Vardes | e, - 0
173 Sound Jer Regulir Sound I sec. 1 10418 1 see. Greal Voice 4
171 Sound Vision Regular Sound | min 512 | sec Keen Hearing or Acute Hearing 1
196 Spark Cloud Area Wieathe 10 sec 10 5/8 110 Ssec.  Shape Air, Lightning 8
197 Spark Siorm Area Weathe I mind 2,4, or&H  Instantd  Windstorm, Lightning 8
15 Spasm Regular/R-HT Body Instant 2 I sec, ltch 1
181 Spectrum Vision®  Regular Tech 1 min A 1 sec Infravision 2
57 Speed ) Enchantment Perm Varies Enchant, Haste 13
66 Spoed Spell Armow Enchantinent Perm Varies Speed, Spell Arvow 23
5 Spell Arrow Enchantment Perm.  30xspell cost - Spell Stone 20
124 Spell Shicld Meta-Spell 1 min in 1 sex M2, Servpuard. Magic Resistance 11
ol Spell Stone Enchantment Enchantment Varfes  20xspell cost Enchant, Delay 19
124 Spell Wall Regular/R-spell Meta-Spell I min 2124 1 see Spell Shield 12
127 Spellgiand* RepulianR-Spec Meta-Spell 10 hs. 1 1o 3/S4 Varies Dispel Magic 15
2 Spidder Silk Missile Animal 1 'min 175 ys, i 1 see M1, 2 Animal spells |
192 Spit Acid® Witer I sec, 1 o4 2 sec, M3, Acid Jet, Resist Acid 14
70 Stalf Enchantment Perm 3 - Enchant 13
158 | Anribune® Necro, 1 day v 1 min, Varies
159 | Beaty® Regnilar Necro, 24 lrs Varies 30 s M3, Alter Visage. Steal Vitality 23
150 Steal Energy Regular Necro. Perm noned 1 min/3 FPa Minor Healing 4
180 Seeal PowerfTL* Regular Tech 1 min o | sec M2, Minor Healing, 8
Conduct Power
158 Seenl Skill* Regrutar/R-Will Nevin 24 hirs: Varies 1 min, M3, Borrow Skill, Daze 16
127 Sical Spell* Perm Varies 5 sec Lend Spell, 16
150 Sieal Vitality Perm nonek | min/3 HP Steal Encrgy 5
158 Steal Youth® Regular/R-HT Newro, Perm 1010 30 1 he Youth, Age, Stes 16
191 Steam Jet Regular Water | s 1wl I nex Water Jet, Boil Water 10
54 Steclwraith Regular/B-1T Earth 1 min T4 3 e M2, Walk Through Earth 8
M Stench Area Al 5 min H | sec, Purily Air 1
T Stillen Regular/RSpec.  Mhkelirk 10 min. 1 per b/HE 2sec/lb. Rejoin 8
52 Stone Missile Missile Earth Instant 1 1o Magery | o 3sec.  Create Earth 5
81 Stone (o Parth Regulir Farth Perm 625w h 1 sec Earth 1o Stone or any 4
4 Earth spells
51 Stintier 1o Flissh Rl Earthy Peran 10 5 sex M2, Stone to Earth, Flesh to Stone 7
9 Sinp Mloeding Repular Healing Perm 1o 10 I sex Lend Vitality 3
153 Siop Healing Neoro Indel # 10 10 sex Slow Healing ]
n Stoy Paralysis Regular Healing Perm Lor2 | s Major Healing, or Minor Healing 5
and Paralyze Limb
119 Swop Power Aren Tixch 1 miin I LR M1, Seck Power ]
AL} Siop Spaxm Regulor HaodyHoaling Instant ] | Spasm or Lend Vitality 2

APPENDIX: SPELL TABLE



ST WTERE N Liass Coltege Duration  Energy  Time to cast Prevequisites  Prevequisite Couni

195 Storm Area Wenther/ Lhour 175008 Imin.  Rain, Hail o
. Air'Water
I“\h ::::lim:‘hm '\\'ﬁl chu.lar. Mind . 1 miin 1iptH Isec. M1, 6 Mind spells 7
Strike Barren Regular/R-HT Body/Necro Perm, 5 30 sec. M1, Steal Vitality, Decay ]
iR Strike Blind Regular/R-HT Bady 10sec. 41 bsec. 2 Light spells, Spasm
38 Strike Deaf Regular/R-HT Baody 10 sec. k| Isec. 2 Sound Gwlls Spasm ;
8 !-‘flui.u I!umh Regular/R-HT Body 10 sec 3 | sec Spasm 2
:f: 2!1 ke Numb Regular/R-HT Body 10 sec 3 I sec Resist Pain [
37 ...lun Regular/R-HT Body Instant 2 I sec Pain 3
l-_ilf S_uggn!!on RegullarfR-Wi[l Mind 10 min. 43 10sec.  Emotion Control, Forgetfulnes 14
lz:u b:lmunnn f?cnmn Sp«c!.-l\ Necro. 1 he# 204 5 min. M1, I spell each from 10 colleges 11
27 .jllulnum Elemental  Special 4 Diff. 1 he Hi J0see. M, # g9
102 Sumiman Shalles = Infoam IRV Knowledge Lmin, 5020 10 min.  Summon Spinit or Divination. 4
130 Summon Spirit Inform./R-Will Necra, 1 min. 20/10# Smin.  Death Vision, M2 1
114 Sunboli Missile Lt-Dk Instant 1 to Magery# 1103 sec. 6 Light spells inc. Sunlight 7
llf %uuh;;!ll Area Li-Dk 1 min. A1 1 sec M1, Glow, Colors ]
131 Suspend Curse Regular/R-spell Meta-Spell 10 min. 110 Imin. M1, 1 spelleach From 12 colleges 13
58 Suspend Enchantment Enchantment 1 he 25% Isec.  Encham 13
Enchantment
130 Suspend Magery® Regular/R-Will+M I he 12128 10 sec. M2, 2 spells each from 10 collegesg23
123 Suspend M Area/R-spell | min. 32 sec=cost  Suspend Spell, 8 other spells 10
125 Suspend Mana* Area Meta-Spell Varies 3 10min.  Suspend Magic, | spell each 13
From 10 colleges
121 Suspend Spell RegularR-spell Meta-Spell | pmin. Viries 1 sec M1 I
86 Suspend Time* Area/lR-Spec. Gate 1 day /5 5 min M3, Slow Time 30
94 Suspended Animation RegularR-HT Healing Indef.# 6 30sec.  Sleep, 4 Healing spells 12
147 Swim Regular Water/Move 1 i /3 Jsec,  Shape Water, Levitation 7
58 Talisman Enchantment Enchantment Perm. Varies - Enchant, spell to be oppased 13
162 Tangle Growth Area Plant I min. 1 or2#H Lisee. Plant Growth
36 Tanglefoot Regular/R-DX Body Instant 2 I sec.  Clumsiness 3
128 Telecast® Special Meta-Spell 1 min. Varies I'min. M3, Telepart. Wizard Eye, 17
1 spell each From 10 colleges
47 Telepathy* Regular Comm 1 min. 4 4 sec Mind-Sending 3
147 Telepon* Special Movement/Gate  Instant Varies I sec. Hawk Flight or IQ 13+ and 6
1 spell each from 10 colleges
147 Teleport Other* Regular/R-Wills1  Movement/Gate  Instant Varies 1sec. M3, Teleport 8
170 Telepart Shield Area Protection/Gate 1 he 1S4 10 sec Watchdog, either 10
Spell Shield or Teleport
101 Tell Position Information Knowledge Instant 1 1 sec Meastirement I
100 Tell Time Information Knowledge Instant 1 bsee, - ]
56 Tempuorary Enchantment Enchantment Indet:# Varies - Enchant 13
Enchantment
134 Terror Area/R-Will Mind Instant 4 lsec.  Fenr 3
77 Test Food Information Food Instant | to3# 1 sec = 0
179 Test FuelTL Information Tech Instant  Varies Isec. - 0
101 Test Load Area/Inform. Knowledge Instam 2% lsec.  Measurement 1
38 Thirst Regular/R-HT Body/Food Instant 5 10sec. M1, Debility, Destroy Water ]
128 Throw Spell* Missile/Special Meta-Spell Indef# 3 1 sec Delay, Catch Spell 20
171 Thunderclap Regular Sound Insiant 2 Isec.  Sound !
36 Tickle RegularR-Will Body | min. 35 I'sec.  Spasm 2
194 Tide Special; Area Weather/Water 1 hr 130 I min. 8 Water spells 8
87 Time Out* Area Gate Instane 3 Smin. M3, Accelerate Time 30
81 Timeport® Special Gate Instant  Varies Isec. M3, Teleport g
81 Timeport Other* Regular/R-Will+]  Gate Instant  Varies 1sec.  Timeport S
81 Timeslip Blocking Gate Instant I/sec.ft 1 sec. Timep?n ||j
81 Timeslip Other* Blocking Gate Instant lisec.# 1 sec. Timeslip : .
40 Total Paralysis Melee/R-HT Bady I min. 5 lsec.  Paralvee Limb .
35 Touwch Regular Body Instant | 1 wc. - o
119 Toughen Regular Mk-Bl]’k § :_i \’:;1‘5» !:! r:x“ ::.:;l :rpmuf ;
5 ” Regular Knowledge in. -
;20 I\r::'l‘dcpm‘l Information/ et it 3 lsec.  Teleport, Timeport, or Plane Shift 7
R . e
e mbmpon S Db b Ve lme ol Supeine
. : g ¥ I3
120 Transform Object®  Regular/R-Spec Mk-Brk .'liz:ur m m M2, Reshape, 4 Create spells »
43 TransformOther  SpecialRWill  Body U - ’

* Transform Body#




Page  Spell Name Class College Duration  Ewergy Time to cast Prevequisites  Prevequisite Count
4t Transmopification Body

. e o o “'I:LMW!. Flesh 10 Stone 5
2 10 s Dve, Stone 1o Earth 12
1% Transparency Reguilar Mk-Brk 1-min 42 . ‘ .
48 Truthsaver Inform R OWill Comm, Triseani 2 1 s Sense Emotion 1
167 Tiirn Blade BlockingR-DX  Protection Instam ‘é : s Fm*l""’"“""s" st;m&u b
| la/BWIll Newra, 10 sexc. ] - . Sesc v
T:; mmlr m Necro, | day 2 4 mex Fombic# i
185 Umbrella Rejutar Wiater/Protection 10 min 1} 2 weic Shape Water ar Shickd i
4 Unda Regula/R-Spee.  Mavement Instant  3or6d : e I‘.::.-k:nilhm o 1:
1 Arca Protection 1 min o4 e 2. Force ] Shicid
:2 ﬂ: :::l'lw Repular Protection | min And S 1 sex Urter Dame, Spell Wall ll:
45 Vexation RegularR-Will Comm. I min.  2xpenalv ] sexc Senae | rn--:’.‘-:.n‘j . “.‘
" i Mind 1 might L 1 sex. A2, Skeep, gy
_Ii'.? g ::::::: Baody ] m‘i‘i‘. 2per HT+/S8  Isec.  Lend Vitality or Pralhy 3
172, Voices Regula Sound 1 min. 32 I sex Sourd |
34 Volcano Regular Earth 1 day 15710 1 bir# Earthquake, 6 Fire spells 1L}
35 Walk on Air Regulur Air 1 min n 1 sec S]l:an- xt :
186 Walk om Water Luir Water 1 min. 2 dsev.  Shape Water 4
52 Walk Through Earth ::::Jur Earth 10 sec. 13k I sec 4 Earth spells 5
163 Walk Through Plants  Regular Pl 1 min. L} | sec Hide Path, Shispe Plant 5
188 Walk Through Water  Regulur Waler I sec, 43 3 sec M1, Shape Water 5
164 Walk Thiough Wood — Regular Plant 1 sec 2 | sec Walk Through Plants (]
13 Wall of Light Aren -0k 1 miin, 1 38 | sixc Continunl Light 2
197 Wall ol Lightning Repulur Weather/Ajr | min 210 6/8 |y Lighir 8
172 Wall of Silence Area Saund 1 min, 20 I sec Silence 2
25 Wall af Wind Arva Alr | min, UH Instanté  Shape Air |
144 Wallwalker Regular Muovernent L. | per 50 [bs/HE | sec Appartation 2
122 Ward Block/R-spell Meta-Spell Instant 2or 3 nefie Ml |
195 Warm Ares Weather/Atr | hous s | mind  Heat, 4 Air spells 8
74 Warmth Regular Fire/Protection | hour 21 105ec Heat 4
167 Watchdog Ared Protection 10 hrs 171 10 s Sense Dunger 2
187 Water Jet Regular Waler | se¢ Tw3 | sex Shape Water 4
b Water 1o Wing Reguilar Food Perm.  dpergaldt 10 sec Purify Water, Mature !
187 Waiter Vision Information Water/Knowledge 30 sec 114 1 see Shipe W 4
194 Waves Special; Area WeatherWarer | he 16t 1 min Shape Water 4
16 Weaken Reguluy ME-Brk Perm 2106 5 sex Find Wenkness 5
40 Weaken Blood Bodv/Necro. 1 day o5 1 sec. Sickness or Steal Vitality [
136 Weaken Will Mind 1 min 2iptH | s M1, Foolishness [
119 Weapon Self* Mk-Brk | min B4 3 sex M2. Apportation 14
& Mk-Brk spells inc. Reshape
64 Weapaon Spirit* Enchantment Perm, Vanies - Enchany, § ] 14
169 Weather Dome Protection/ o hus, n 1 sec 2 spells each from 4 elements ]
Weather
187 Whirlpoal Water 1 min# 2 Varies Shape Water 4
138 Will Lock 2 Mind 1 day 3 Varies  Emotion Control &
195 Wind Special; Area Weather/Air 1 houy 1750/8 Umin,  Windsiarm ]
25 Windstorm Arca Air 1 min # 2H Instant®  Shape Ain 3
145 Winged Knife Missile Movement Instant 1 per b 1 sec. Polterpeisi i
135 Wisdam Regular Mind 1min. 4 perlQ«/S | sec 6 other Mind Control spells ]
61 Wish Enchantment Enchantment  Special 250 - Lusser Wish, | spell each 19
from 15 colleges
40 Wither Limby Melée/R-HT Body Perm, 5 I sec., M2, Paralyze Limb 8
163 Wither Plan) Arca/R-HT Plant Perm, 2 10sec,  Blight 5
174 Wieard Ear Regular Sound 1 imin, 43 2806, Apportation, Far-Hearing, 7
Sound Vision
104 Wizard Eye Regular Knowledpe | min, 42 2 sy Apporiation, Keen Vision 3
104 Wizard Hand Resguilar Knowledge! 1 i Varies 3 se Manipulate, FarFeeling 3
Movement
104 Wizard Mauth Riegular Knowledge/ 1 min. 42 2sec.  Apportation, Far Tasting, L]
FoodiSound Greal Volee
104 Wizard Nose Reguliar Knowledge/Food 1 min in 2aec,  Appartation, Far Tasting 4
160 Wraith* Enchantment/ Newro./Ench. Perm. 250005000 Varies M3, 10 13+, Enchant, 4
R-HT Hale Aglog, Soul Ju
M Youth* Regular Healing Special 100 1 see. M3, Halt Aying 1
151 Zombie Regular Nearn, Perm. 8 Lmin.  Summan Spirit, Lend Vitality &
153 Zomble Summoning  Special Neero, 1 min. 24 4 sex Zombie 7

_ﬁ




SPELL PREREQUISITE CHART - Foop COLLEGE
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. Prepare Game
This play aid is designed to help GMs and players find the necessary prerequisites for spells from the Food College
The prerequisite charts for other colleges can be found at www.sjgames.com/gurps/books/magic h 4

Ench spell's prerequisites can-also be found in the spell description. See the spell table on pp. 223 for page numbers

Poison Food

Key A B A B \Water spell 1Also a Knowledze spell i
g Fire spell *Also a Body Control spell No Magery
“Body Control spell  *Also a Water spell Required
PMind Control spell  *Alzo 3 Sound spell I |
4 Y ¥ FAirspell . =
Spel "Roowle el Spell from Magery 2
S:::[I’L‘ r:“:r: 3‘\2 “:1;”“ Movemeni Spell ?:E;uﬁ#l:‘. another college _ Required
Advantage-based magic, 201 Alternative magic svstems, 199 Awakening elixin 217 Casting spells, 2
Aging elivic 214. “Always on” items; 19. Bane spell, 18 ol magic, 31 J
Air spells, Amulets, 220, Battle elixir, 214 3 peils, 203
Alchenucal Antidote elixic 217 Analvas of alchemical Beast-Specch elixir, 213, Ceremonial magic, 12, 16 .
charms, 220. Bind Control dlixir. 213 Changing maintained spells, 10
Analysis of elixirs, 212 Bless spell, 200 Charisma elixic 218 i
Animal Control elixirs, 213 Blocking spells. §. 12 Charms, alchermical 20
Animal spells, 29 Bodv control spefls, 35 Chemisary, 212
Alchemy skill, 210. Ares spells, 11 Brokers, 21 Classes, spell. 11,
Alchemy. 210 om g bartle map, 13 Buving magic ilems, 20 Clerical Imvestment
Allshest. 220, Artist (Calligraphy) skill, 207 Canceling spells, 10 advantase, 199,
Alternate magic rituals, 3 Atiractiveness elivir 216 Cantrips, 203. Clerical magic, 199
Alternate prevoquisites. 200 Aonilabilicy, of elizirs, 213 Caster: 7. Colleaes of ma, 11

Combat Abilities elivins. 254




e items, 19,
Contralling PC enchantment, 17.
(Cosy ol elinirs, 213
Craltsmanship elixir. 219,
Critical failure, 7.

Critical spefl fallure table, 7.
Death elixir. 215
Designing wizard characters, 15.
Detecting elivirs, 212,
Detection of alchemical
charms, 220,
Devotional Enchantment
S 199,

Discipline of Faith
disadvantage, 199,
Dispel Possession spell, 200
Dissipating spells, 14,
Distill spell, 211
Distractian, 7.
Dragonslaying elixir, 213,
Drunkenness elixir, 219,
Duration of spells, 9;
af sintactic spells, 203.
Duration types, 10,
Earth spells, 50.
Economics and enchantment, 21,
Elixirs, 212,
Emergencies Only limitation, 201.
Enchanters, 21
Enchanting, 16; success ralls, 17.
Enchantment spells, 10, 14, 56,
Enchantment, ecanomics and, 21,
quick and dirty, 17, 22;
slow and sure, 18, 22;
without iens, 18;
withour spells, 18;
second-hand, 21.
Endurance elixir, 214
Energy cost, 8;
of swuactic spells, 203
Essential Acid spell, 211
Essential Earth spell. 211
Eternal Rest elixir, 217
Esotic preparations, 220.
Failure, 7.
Fear elixir, 215.
Fertility elixir 217
Fetching and Carrying elixir, 214,
Final Rest spell. 200,
Finding & teacher; 6.
Finger tracing, 208
Fire Resistance elixir; 216,
Fire spells, 72.
Fircball spell, 12.

Flight elixir, 216.

Food spells, 77
Foolishness elixir, 215
Foresight elixir, 218,
Fargetfulness elixir, 219.
Formulary, 211.
Formulas, alchemical, 211
Friendship elixir. 219
Frustration elixie 2150
Futhurk runes. 208, 209.
Gadgetver udvantage, 211,
Gadgeteer alchemints, 211

Gambling eliir, 216

Gate spells, §0.

Gizmo advantage, 211,
Gllossary, 5.

GMing syntactic magic, 204,
Grimoire, 6.

Gullibility elixir; 219,
Hardheanedness elixir. 218.
Hatred elixir, 215,

Healing elixir, 217.
Healing spells, 88,
Health elixir, 217.
Hearing elixir, 219.
Herb Lore skill; 211,
High skill and

oot to maintain, 10
"Holy" spells, 200
Homunculus, 221,
Horsemanship elixir; 214,
Hostile elixirs, 214,
Hybridization elixir; 217.
Identifving magic items, 19, 212.
Ideogram symbals, 206.
Hlusion and Creation spells, 95.
Improvisational magic, 201,
Information spells, 13.
Ingredients, magic, 8.
Injury, 7,
Innate Attack skill, 12.
Instantaneous spells, 10
Intermuptions, 18.
Inventing new elixirs, 212,
Inventing new spells, 14, 202.
Invisihility elixir, 216.
Invulnerability elixin 214.
Ttems, alchemtical, 210; magie, 16;

multiply enchanted, 18
Jealousy elixir; 215.
Joumeyman enchanters, 2
Keen Sight elixir, 219
Knowledge spells, 100.
Laboratories, alchemical. 2
Listing spells, 10.
Lezadership elixir, 214
Learning magic, 6
Lecherousness elixin 215.
Lichdom elixir, 217.
Light and Darkness spells, 110
Lightning spell, 12
Limits an effect, 9.
Linking syniacue spells; 204.

Long Slumber 217.
Long-tistance madifiers, 14
Love elixir; 219

Luck elixir, 216

Madness elixir 215,

Magery, 5

Magic ingredients, 8,

Magic items, 16; buving, 20;
identifving, 19, 212; selfing, 21;
using, 19

Magic Resistance elixir, 216,

Magic resistance, 1o efixirs, 213.

Magic rituals, 8.

Magic staffs, 13.

Magic, advanrage-hased, 201;
ceremonial, 12, 16; elerical, 199;
colleges of, 11; improvisarional,
201; learminig, &; principles of, 3;
rirnal, 200; symibod, 205;
sytactic, 202; wildcand, 202.

Magical Abilities elixirs, 216.

Magically patent minerals, 222

Maintaining spells, 9.

Making alchemnical jtems, 210

Making and Breaking spells, 115
Mana, 5. 6.

Master enchanters, 21,
Mature spell, 211,
Medical elixirs, 217,
Melee spells, 11,
Memiary clixir; 219.
Mental Abilities elixirs, 218
Mental Control elixirs, 219,
Meta-spells, 121.
Mind Control spells, 133
Minerals, magically potent, 222.
Missile spalls, 12.
Monk’s Banquet spell, 200,
Movement spells, 142
Multiple words, 203.
Multiply enchanted items, 18.
Music elixir; 219,
Necromantic spells, 149
Nouns, 202, 206,
Odium elixir; 215
Ogham alphabet, 209,
Ointment, 213.
One try spells, 10.
Other ritual idioms, 200,
Pain Resistance elixir, 216,
Parchment symbol casting, 207,
Pastille, 213.
Perception, 212.
Permanent spells; 10
Philosopher's Stone, 221,
Plant spells, 161
Player-created spells, 15.
Potion, 213.
Powder, 213.
Power Investiture advantage, 200,
Power of a magic item, 17
Powerstone costs, 20,
Prerequisite chains,
shortening, 201.
Prerequisite count, 200,
Prerequisites, 6.
Principles of magic, 3
Proteciion and
Warning spells, 166,
Quick and dirty
enchantment, 17, 20, 22
Reanimation ¢
Regeneration elixin
Regular spells, 11.
Religious Rank advantage, 199,
Renaming spells; 201.
Resisting spells, 13;
of synractic spells, 204,
Resurrection elixir, 218
Retention enhancement, 201
Ritual idioms, 200.
Ritual magic, 200,
Rituals, magic, 8.
Sanctity, 199, 200.
Serolls, 207,
Second-hand enchantments, 21
Secret spells, 9.
Secrets, alchemmical, 211.
Self-Love elixir. 215

Selling magic items, 21

Sensing mana, 6.

Shorening prerequisite
chains, 201

Skills ard Physical Abilities

Elixirs, 219,

Sleep elixir, 218.

Slow and sure enchantment, 18,

Solvent, nniversal, 220.

Sound spells, 171

Speed elisin 214,

Spell classes, 11

Spell defaults, 202.

Spell descriptions, 22.

Spell results of
synitactic spells, 204.

Spell table, 223.

Spells, 5 area, 11; blocku, 8, 12;
canceling, 10; casting, T; clencal,
199; dissipaning, 14; duratton of,
9; enchantment, 10, 14;
information, 13; instanianeous,
10; ineverting, 14; lasting, 10;
maintaiming, 9; melee, 11;
missile, 12; one try, 10;
permanent, 10; player<reared, 15;
regrelar, 11; resisted, 13; secret, 9;
temporary, 10,

Staffs, magic, 13.

Stealth elixir, 214

Strength elixir 214,

Subject, 7.

Success rolls for enchanting, 17

Suceess, 7,

Symbol Drawing skill, 205, 208,

Symbal magic, 205,

Symbaol tokens, 208,

Svmbolic inscriptions, 207

Syntactic magic, 2027 Gling,
204; tnking, 204.

Teacher, 6.

Technological spells, 175,

Temporary spells, 10.

Thaumatology skill, 15, 200

Time and cost to make alchemical

Sy
Tranquility elixir; 218
Transform, 204
Transformation elixir, 216
True Sight elixir, 216,

Truth elixir; 219,

Tum Zombie spell, 200.
Universal Antidote elixir;, 218,
Universal solvent, 220,
Unluckiness elix

Ised enchantments,
Using a symbol-enchanted

item, 208,

: hemical charms, 220
Using alchemical items, 212,
Using magic ilems, 19,

21

Verbs, 202, 206,

Vigil spell, 200

Water Breathing elixir, 216.

Water spells, 184

Water-Walking elixi, 216

Weakness elixir, 215,

Weather spells, 193

Whale-language symbal
magic, 206.

Wild alents, 201

Wildcard magic, 202

Wisdom efixir, 219.

Wizard alchemis, 211

Wizard characters, 15

Waords of power, 203

Wards, 202

Youth elixir, 218,
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