i A 274-page fantasy extravanganza containing 20 character classes, 290 magic spells,
60 wargs, 50 magic circles, character races, psionics, dragons and adventure.

ROLE - Pl LAYING GAME

By Kevin Sicml;'i'cdu _ Revised Edition




I\OI ['_ pl Z\Y[\(J
GAME



SPECIAL NOTE

The Palladium RPG and its supplementary books are fictional. The characters, magic and monsters
portrayed are imaginary and have no substance in the real world. The inclusion of fictional magic is
simply a device to create the wondrous world of classic heroic and fantasy literature. ALL of us at
Palladium Books® condemn the belief and practice of the occult.

Twelfth Printing — June 1994

Copyright © 1983 by Kevin Siembieda.

Palladium Books and Megaverse are registered trademarks owned and licensed by Kevin Siembieda.
S.D.C., The Tristine Cronicles, Wolfen and their likenesses, The Palladium Role-Playing Game and other titles are trademarks owned
and licensed by Kevin Siembieda.

All rights reserved under the Universal Copyright Convention. No part of this book may be reproduced in part or whole, in any form or
by any means, without permission from the publisher, except for brief quotes for use in reviews. All incidents, situations, institutions,
governments and people are fictional and any similarity, without satiric intent, of characters or persons living or dead, is strictly
coincidental.

The Palladium Role-Playing Game is published by Palladium Books Inc., 12455 Universal Dr., Taylor MI 48180.
Printed in the U.S.A.



INTRODUCTION

What is a Fantasy Role-playing Game? In its simplest context it is a
game of make-believe and let's pretend. 1'm sure that most of the
people buying this book already have some idea of what Role-playing is
all about, so I'm not going to bore you with some lengthy explanation
or history of Role-playing. Read the rules, the descriptions and
elements of this game, get together with friends, choose a Gamemaster
(G.M.) 1o create/develop the fantasy world and scenarios, roll up your
characters and go to it!

EQUIPMENT

1)  Two or more players, plus ....

2) Game Master

3) Dice: Four 6-sided, two 8-sided, two 10-sided, two
20-sided, and two-4 sided

4) Paper and pen for notes and maps

5) Imagination

NOTE: Dice can be purchased at any hobby shop or many mail order game

suppliers,

GLOSSARY OF TERMS

Explanation of Terms

For someone not familiar with FRP games, there is often a number of
terms which may be confusing. As with any hobby, a certain
vocabulary has developed with which enthusiasts converse. Here is a
cross section and explanation of the gamer’s vocabulary.

GLOSSARY

ATTRIBUTE - An atiribute is a category, either mental or physical,
generated by rolling dice, used to define a certain por-
tion of a character. The set containing all of a character’s
attributes defines that character in its most basic form.
Sample attributes are Physical Strength, Mental En-
durance and 1.Q.

CAMPAIGN - A campaign is the term for a long standing series of
adventures based on one particular world, event, or set
of  characters. Campaigns are conducted by
gamemasters, who are responsible for setting things up
and maintaining  continuity. A well-conducted
campaign can provide countless hours of enjoyment
over a long period of time.

CHARACTER - A character is a player's ‘‘playing piece’” in a
role-playing game. In its most basic form it consists
of a set of autributes which vary depending on the
specific game played.

DEATH - Often in conversations among game players, one will hear
such phrases as ‘‘1 got killed'", *‘I died'’, **1 chopped off its
head', *“‘“We wiped ’em out', etc. This can be rather
disturbing to the uninitiated, but, in most cases, these
phrases refer to their characters' actions in the game, and
not their real lives. FRP games cannot, and should not, be
classified as being overly violent, This is a function of the
particular gamemaster and his/her group, and not the game
itself.

DICE - All fantasy role-playing games use dice of one form or another.
Common dice come with four, six, eight, ten, or twenty
sides. In the context of most game rules, these various forms
are distinguished by a capital ‘D", followed by a number
which indicates the range wanted. For example: **D8"" would
indicate an eight-sided die. A number before the **D"" indicates
how many of the required dice one should role, i.e., "‘3D8"
indicates that three eight-sided dice are to be rolled.

FRP - Fantasy Role-Playing games

GM/DM - Gamemasters (GM s), a.k.a. Dungeonmasters (DM s), are
those people who design and conduct FRP campaigns.

PLAYER - A player is a person who plays in a FRP campaign.

ROLL-A-TWENTY-SIDED - This means to roll dice and generate a
number within the stated range. In this
case a number from 1-20 would be
obtained.

ROLL PERCENTILE - This means to generate a number from 01-100.
To do this, two twenty-sided dice are required;
one die indicates the tens and the other the
ones.

RUN - This term can mean (o conduct a campaign or to play in a
game. Examples: ‘*He runs a campaign.”, 'l run in a
campaign'’,

SAVINGS THROW - A system to give players one last chance to
survive some adversity. By rolling under, or
over, a certain value, as set by the GM, players
are permitted to somehow avoid unpleasant
circumstances.

SCENARIO - A specific adventure or series of events which a GM has
drawn up with which to challenge the players. A scenario
can be as small as a one or two-room house, or as large
as an entire battlefield.

STAT - An abbreviation for STATISTIC. Often used interchange-
ably with ATTRIBUTE.



CREATING A PLAYING CHARACTER

Characters are composed of eight (8) attributes

1.Q.

Mental Endurance (M.E.)
Mental Affinity (M.A.)
Physical Strength (P.S.)
Physical Prowess (P.P.)
Physical Endurance (P.E.)
Physical Beauty (P.B.)
Speed

Each of these mental and physical attributes define a character’s
strengths, weaknesses, and natural abilities, They will also help
determine a character’s Occupational Character Class (0.C.C.) and
skills selection.

DETERMINING ATTRIBUTES

Altributes are determined by the roll of six-sided dice. The number
of dice rolled for each attribute varies from race to race reflecting racial
and anatomical differences. For example: humans have a consistent
physical make-up/aptitude in each atiribute, so three 6-sided dice are
rolled for each category. Wolfen, however, are large, powerful
creatures possessing a greater physical strength. This is reflected in the
number of dice rolled 1o determine the physical strength (4 dice).
Wolfen lack a certain degree of mental affinity, which again is reflected
in the number of dice rolled (2 dice). Goblins, on the other hand, are
extremely agile, possessing a high physical prowess (4 dice), but not 100
bright (roll 2 dice for 1.Q.).

The particular race a player chooses is very imporlant, as it will
directly influence one's attribute rolls (and possibly the character's
selection of an Occupational Character Class and skills). Be certain to
review the Racial Attribute chart and Racial descriptions before
choosing a specific race and before rolling up your attributes.

The numbers rolled on the 6-sided dice determine the character’s
attributes. The higher the number, the greater the ability. Generally, a
roll of 2-7 is considered low, 8-10 average, 11-15 high, and 16 or
greater exceptional. 1'm a firm believer in rolling-up a character going
with all the first rolls without adjusting or re-rolling an attribute if the
number is very low or if all the stats are average. This adds spice and
personalily to a character! Not all characters have to be perfect or
muscle-bound or genius. Play that strong but stupid character with an 1.Q.
of 5 and a P.S. of 16! This helps create the atmosphere for role-playing,
stimulating more thought, creativity and personality. Even in classic heroes
(as well as most greal literary or cinematic heroes) it is the strengths and
weaknesses that mold the character into what he/she is.

Allributes: A brief definition
1.Q.: this simply indicates the intelligence the character possesses.

Mental Endurance (M.E.): indicates how much mental and emotional
stress the character can withstand.

Mental  Affinity (M.A.): this is the character’s personal
magnetism/charisma. Many powerful men, such as Hitler and
President Lincoln, were not physically attractive, but possessed

incredibly magnetic personalities. The sign of a natural leader.

Physical Strength (P.S.): is just that; the raw physical power of the
individual,

Physical Prowess (P.P): indicates the manual dexterity and agility of a
character. This applies to the use of the hands and the nimbleness of
movement (not to be confused with speed).
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Physical Endurance (P.E.) is the strength of the character’s constitution,
the amount of physical punishment (hit points) the person can withstand,
resistance to fatigue, disease, and so on.

Physical Beauty (P.B.): indicates the physical attractiveness of the
character.

Speed (Spd): applies to the character’s ability to run the mile, Speed
DOES NOT apply to the use of weapons, tools, or number of atlacks,
parries or dodges (all of which fall under the P.P. category). NOTE:
Maximum Running Speed: Spd. x 20 = how many yards (meters) per
minute (one minute = one melee) a character can run. Example: Spd.
9 x 20 = 90 yards per minute. The physical endurance (P.E.) indicates
how long (by minutes) the character can maintain this maximum speed.
Example: Spd 9 X 20 = |80 yards per minute; P.E. 11 indicates thal
the person can maintain that spd. for 11 minutes/melees before tiring.
Total yards run in 11 minutes would be 990. When a characler tires
(upon reaching P.E. total) the speed is reduced 1o hall. Recovery time:
30 minutes rest for full recovery.

Adttribule Bonuses

Exceptionally high rolls (16, 17, 18 or more) provide the character with
special bonuses or conditions/abilities in conjunction with that attribute.

If a player rolls three dice and gets a 17 or 18 he/she gets 1o roll one
additional bonus die for that attribute. This applies to attributes where
three dice are rolled (not 4 or 5 dice) and the bonus is applied only
to the attribute in which the 17 or 18 was rolled, When a bonus
attribute roll happens the player rolls the one additional 6-sided die,
adds the number rolled to the specific atiribute and checks the attribute
bonus chart for the bonus abilities.

Attributes determined by the roll of two dice get a bonus third die roll
only if a 12 is rolled. No additional bonuses are allowed. The
attribute determined by the roll of four or five dice do not get any
additional bonus die rolls. However, attribute bonuses can be achieved
by high rolls of those four or five dice. See bonus chart.

Description of Attribute Bonuses

1.Q.: The Attribute Bonus Chart indicates the bonus percentage added to
all of the character’s skills, including O.C.C., elective and secondary skills.
This bonus is a one-time situation applying to first level skills. It does
not apply to skills developed or learned as a character matures,

M.E.: indicates the bonus added (o saving throws vs. psionic attacks
and insanily.

M.A.: Gives a bonus for strength of personality which increases the per-
centage probability of the character invoking trust or intimidation in others.

P.S.: shows the bonus to inflict damage in hand to hand combat.

P.P.: reflects the character's exceptional quickness and dexterity,
providing bonuses to parry, dodge and strike.

P.E.: indicates just how much physical punishment the character can
withstand, providing bonuses to survive coma/death (add to percentile
roll), and bonuses to save vs, magic and poison.

P.B.: reflects the character's incredible physical beauly/appearance.
The chart indicates the percentage probability of people being awed
and/or impressed by the person, charmed by the sheer attractiveness
he/she possesses.

Spd: No bonus.

ALL bonuses are in addition to any O.C.C. or skill or magically
induced bonuses.



ATTRIBUTE BONUS CHART

] = — 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
1.Q. add to all skills, Thisisaone  +2% +3% +4% +5% +6% +7% +8% +9% +10% +11% +12% +13% + 14% +15% + 16%
time bonus
M.E. save vs. psionic attack +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
B save vs. insanity +1 +1 +2 +2 +3 + 4 +5 +6 +7 +8 +9 +10 #1011 +12 413
M.A. trust/intimidate 40%  45% 50%  55% 60% 65% 70% 757 80% 84% 88% 92% 94%  96%  97%
P.S. Hand to Hand combal: damage  + 1 +2 +3 +4 £5 +6 47 48 +9 410 411 412 +13 414 +15
P.P. parry and dodge bonus +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 46 +6 +7 +7 +8
bonus to strike +1 +1 +2 +2 +3 +3 +4 +4 +35 +5 +6 +6 +7 +7 +8
P.E. save vs. coma/death +4% +5% +6% +8% +10% +12% +14% + 16T + 18% +20W + 22% +24% + 260 +28% + 30%
save vs, magic/poison + 1 +1 +2 +2 +3 +3 +4 +4 +35 +5 +6 +6 +7 +7 +8
P.B. charm/impress 30% 35%  40%  45% S50% 55% 60% 65% 70% 75% 80% 83% 86 90%  92%
Spd. No special bonuses other than the raw, natural ability to run.
RACIAL ATTRIBUTE CHART
Number of Dice rolled for attributes
RACE AVERAGE CANNIBALISM 1Q ME MA | ] PP PE PB Spd.
LIFE SPAN
HUMAN 60 years 80 3 3 3 3 3 3 3 3
ELF 600 years 0 3 3 2 3 4 3 5 3
DWARF 200 years 0 3 3 2 4 3 4 2 2
GOBLIN 80 years 18% 2 3 3 3 4 3 2 3
HOB-GOBLIN 60 years 50%0 2 4 3 3 3 3 2 3
KOBOLD 160 years 90% 3 2 3 3 3 4 2 3
ORC 50 years 60% 2 2 3 4 3 3 3 3
OGRE 90 years 997, 3 3 ) 4 3 4 2 3
TROLL 120 years 997, 3 2 2 5 4 4 2 2
TROGLODYTE 90 years 30%, 2 2 3 4 4 3 2 1
CHANGELING 80O years 40%, 3 5 4 3 3 2 2 2
GNOME 300 years 0 3 2 3 2 4 4 4 2
WOLFEN 50 years 90% 3 3 2 4 3 3 k] 4
RACE AVERAGE NIGHTVISION POSSIBLE OCCUPATIONAL CHARACTER CLASS LIMITATIONS
SIZE/HEIGHT PSIONICS -
HUMAN 4-6.10 1. None Yes None -
ELF 6-6.10 fi. 60 fL. Yes None
DWARF 3-41t. 90 ft. Yes No magic (except Mind Mage), No Long Bowman (loo short)
GOBLIN 3-4n. 90 f1. Yes No magic O.C.C. (except witch and cobbler), No Long Bowman, Knight or Palladin
HOB-GOBLIN 4 -5 fi. 40 ft. No No magic 0.C.C. (except witch), Long Bowman, Knight or Palladin
KOBOLD 3-41 90 f1. Yes No Long Bowman, Knight or Palladin
ORC 5-6.811. 40 fr. No No magic 0.C.C. (except witch and warlock), Knight or Palladin
OGRE 6-8ft. 40 f1, Yes None
TROLL 10 - 12 f. 60 fL. No None (although they tend toward Mercenary Fighter, Thief, and Assassin. They
seldom dabble in magic.)
TROGLODYTE4 - 5 fi. 120 fi. No Limited 1o O.C.C. of Mercenary Fighter, Thief, Assassin, Priest, Shaman and Healer
ONLY.
CHANGELING3 - 10 f1. None Yes None
GNOME 2-26fM1. 90 ft. No Limited to O.C.C. of Mercenary Fighter, Ranger, Thief, Assassin, Clergy and Magic
0.C.C. (excepl Mind Mage).
WOLFEN 7-91ML 40 f1. Yes None



NON-HUMAN
CHARACTERS

RACES AS PLAYING

Unlike many role playing systems, The Palladium Role-Playing Game
enables players to create and play many of the other intelligent races of
creatures which inhabit this world. Players can choose to play any one
of thirteen different races, from human and elf o ogre and troll.
Because of anatomical and racial differences, each race has different
natural sirengths and abilities. Size, height, and all other factors have
been considered and incorporated into the eight attributes of each race.
Be certain to review both the Racial Descriptions of each race and the
Racial Attributes Chart.

Remember each race will have certain strengths and weaknesses. For
example, while a troll is incredibly strong it is also very slow (despite its
size) and has little mental endurance/resistance. A goblin on the other
hand is very quick and agile but they are also less intelligent. Humans
are the norm in this world; they are the rule not the exception.
Consequently their eight attributes are all consistent. Often the lurc of
playing a non-human character is being different and/or possessing
other powers. However, as you can see, Lhese exira abilities or
enhanced attributes are balanced by attributes/abilities which fall below
the human norm.



Racial Prejudice

Players of non-human characters should realize that they will be
subject to racial fears and prejudice. This is a time of upheaval and
war between humans and the monster races (as the humans call them),
For example, a player whose character is a good ogre or wolfen is still
going to invoke fear, suspicion, and hatred in most humans because
they know ogres and wolfen as evil, murdering monsters. Humans
regard most of the non-human races in much the same way as early
settlers regarded the American indian.

While these racial and social prejudices and rivalry can add a lot of
spice Lo a role-playing game the players should remember that his/her
non-human character may be subject to abuse by both player and
non-player characters: hated by the humans he protects and hated as a
traitor by his own kind.

NOTE: Because of the multitude of diverse intelligent life forms it is
important to understand their interrelationships with each other and
their place in this world. It is wise to read both the general history and
each individual race’s description.

A HISTORICAL OVERVIEW

In the Palladium World no one life form has risen above the others to
claim dominance over the rest. As a result we have a world locked in
countless power struggles with dozens of kingdoms and races seeking to
rule it.

The humans, also known as the true men, seem Lo be the species of
growing dominance, continually increasing in numbers and technology.
Humans are clearly the most adaptable and organized of the thirteen
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major races. Consequently mankind flourishes, building powerful
kingdoms while destroying any non-humans who dare to oppose them,

If nothing else mankind has the advantage of sheer weight of numbers
being one of the more prolific species. Humans are the heirs-apparent
of this world. They are the norm and trod relentlessly along in their
pursuit to win this world,

Humans are generally friendly toward elves, dwarves, and gnomes.
All others are usually considered to be evil monsters who seek lo
destroy mankind and all that is good.

Elves are, perhaps, the humans greatest allies having chosen the
human race as their unspoken progeny. Perhaps the elves supporl
mankind because they are the most like themselves. It is likely none
will ever know for certain.

Once the masters of this world, the day of the elven lords has long
since perished. Because of the elves arrogant, degrading, sometimes
cruel treatment of the other (obviously inferior to elven) races during
this period, they are hated and despised by most of the other races.
Trolls, ogres, goblins, kobolds, and gnomes are particularly hostile
toward elves. Yet the animosity between the dwarf and elf is
legendary, as is their blood feud which has spanned the eons.
However, while elves deal favorably with humans, troglodytes, and
changelings, the free and natural spirits of the faerie folk, such as
pixies, brownies, and faeries, love elves above all others and will
seldom harm or even tease them.

Dwarves, once the mightiest of the subterranean races, were crushed
into submission during the rule of the elven lords. They alone held the
secret of Rune Magic, making them the only threat to elven rule.
Dwarven imprudence and knowledge of Rune Magic caused their down



fall as elf and dwarf waged bitter war for over 2000 years. Since losing
the great dwarf/elf wars several thousand years ago the secret of Rune
Magic has been lost while the dwarves dwindle with each generation.
Their place in this world is slowly coming to an end.

Having lost their respect among the faerie folk dwarves are generally
envious and bitter toward most of the other races, particularly the
larger and/or more handsome creatures. Although this jealousy applies
to humans as well, dwarves prefer to associale with them above all
others and are often found flourishing in human society. Strangely,
there exists a strong friendship/comradeship between dwarf and kobold
despite the dwarves abhorrence of the kobolds legendary cruelty. In all
of recorded history dwarf and kobold have never warred against each
other.

Goblins are among the most common of the sub-human races second
only to the ores. Hob-goblins, larger cousins of the goblin, numbers
are small and still-births are frequent. They are apparently genetic
mutations destined to oblivion.

Goblin and Orc populations are fairly large, and combined could
prove to be a formidableadversaryto the human race. However, they
tend to be a dull witted, unorganized lot often used as fodder or slaves
by greater forces. Goblins, hob-goblins, and orcs associate freely with
each other (a Lypical tribe consists of all three), as well as trolls and
wolfen. They despise kobolds, elves, dwarves, and humans.

Ogres are the human Neanderthal that never evolved. They are large,
cruel predators that trust no one. Ogres are tribal loners who hate
humans, elves, dwarves, and most faerie folk (including goblins and
kobolds), They deal favorably with wolfen and often command small
troops of orcs. The ogre's days in this world are surely numbered.

Kobolds, like dwarves, are a subterranean mining race whose
treachery and cruelty are legendary. While they tend to keep to
themselves they often lend their services as mercenaries and craftsmen
10 the other sub-human races (but only if the price is right). The
kobold threat to humans is yet undetermined for although kobolds do
possess some extensive land areas they are extremely terrilorial and care
little about what is happening beyond their individual domains.
However, humans are encroaching on kobold held territory suggesting
conflict is imminent.

It is the Wolfen who present the greatest threat to mankind. Once
limited to rag-tag barbarian tribes constantly battling among
themselves, it seemed they would destroy themselves. However, since
the unification of the twelve tribes they have become a well organized,
militaristic society determined to rule this world. Wolfen are
intelligent, cunning creatures of great strength. Extremely prolific their
numbers have grown at an alarming rate since their tribal bickering has
ceased. They have been known Lo command large troops of orcs and
goblin leading some scholars to believe that the wolfen could one day
unite the other sub-human races to their cause.

They enjoy the company of ogres and elves but loath humans and
dwarves.

Troglodytes are generally neutral toward all races. Having forsaken
the surface world long ago, they are content to live in peace in their
own subterranean domain. Loyalty lends toward the other
subterranean races; dwarf, gnome, kobold, and goblin. Troglodyles
greatly fear and distrust humans, elves, and wolfen.

Gnomes are a handsomer, smaller strain of dwarf that is nearly
extinct, Originally a subterranean race they now dwell in dense forests
or shallow tunnels in low hill sides,

Although of dwarven ancestry they do not get along well with
dwarves and hate kobolds, goblins, ogres, and most of the cruel
sub-human races. Gnomes are generally friendly toward humans,
troglodytes and the faerie folk.

Feared and hunted by nearly all the other races Changelings are
assumed 1o be a dead race. However, endowed with the natural ability
to shape change into any humanoid form it is impossible to determine

if changelings are not fMourishing in the guise of another race.
They seem to prefer the company of humans, elves, wolfen, orcs, and
trolls.

Trolls are lumbering giants whose destiny lies in oblivion. Trolls

enjoy the company of kobolds more than any other, but also deal
favorably with dwarves, goblins, hob-goblins, and orcs, They are
indifferent toward the remaining sub-human races and hate elves and
humans.

Giants of various species can also be found but they are genetic
mutations that will not survive in this changing world.

The faerie folk are a host of magical, natural spirits including the
likes of leprechauns, sprites, pixies, brownies, and so on. They are
ambivalent, chaotic creatures who have no knowledge or concerns of
the trials and tribulations of the silly human and sub-human races.

Dragons, too, walk this land, often meddling in the affairs of
humanoids for pleasure and profit. The most powerful of the surviving
archaic races their place in this world will end though not for many
centuries Lo come.

LANGUAGES
Common Racial Languages Written Language
*Human: Northern tongue (barbarian) Yes

Southern tongue
Eastern tongue
Western tongue

Yes
**Elven: (includes)
EIf
Changeling
Titan
Yes
**Dwarven: (includes)
Dwarf
Kobold
Gnome
Troglodyte
No
**Goblin: (includes)
Goblin
Hob-goblin
Orc
No
**Troll: (includes)
Troll
Most Giant tongues
Yes
Wolfen: One common tongue
No
Ogre: One common longue
No

**Faerie: (includes al/ faerie folk, even
Goblins, Hob-goblins, Orcs
and Kobolds, but is distinctly
different than the Goblin
language.)

* Humans have 4 distincily different languages
depending on geographic point of origin.

**Those languages with 2 asterisks indicate the same language
is spoken by several races.



HIT POINTS

HIT POINTS (OR LIFE POINTS),
ENDURANCE AND MOBILITY

HIT POINTS

Hit points might best be thought of as life points, because they
indicate how much physical damage (cuts, bruises, etc.) a character can
withstand before he/she dies. These are the points that are observed
during a battle (or melee) to determine how much damage is inflicted
on friend and foe. Each time a character is struck by a weapon he
takes physical damage. The individual players keep score of how many
hit points their character has by subtracting the damage from his/her
character’s hit points each time that character is hit by a weapon.
Likewise, the Game Master keeps score of how much damage the
player inflicts upon his opponent, When a character has zero hit points
he is in a coma and will soon die unless extensive medical or magical
aid is applied. When a character’s hit points have been knocked far

below zero, he is dead and beyond saving.

DETERMINING HIT POINTS

Now that you have some idea of what hit points are about, let us get

into the technical aspects of their determination and use.

1) Base Hit points: Having rolled up your 8 attributes you will recall
that one is physical endurance (P.E.). The physical endurance score
indicates your character’s base/starting amount of hit points. This

number means that he/she can lose that many hit points before dying.

Some of you will have a character with many hits points;... don't get
too cocky; a sword in the right hands can whittle you down o size in
one melee round. Others will find themselves with a character who has
only a handful of hit points (as little as 3);... don’t despair or fecl

cheated, you'll just have Lo use cleverness and cunning in avoiding

direct confrontations until you've built up your hit points.

2) Building Hit Points: After determining your base hit points, pick
up one 6-sided die, rof/ it and add the number rolled to your Hit point
base. Only roll one 6-sided die, one time.

As your character grows in knowledge and experience, he will gain
more skill and expertise in his chosen profession (see: Occupational
Character Classes). At the same time, he will also mature physically,
increasing his Hit points. Thus, each time a character allains a new
experience level, roll one 6-sided die and add it to the existing hit
points.

3) It is also possible to build Hit points through magical means, but
this is extremely rare. NOTE: Armour can offer much needed physical
protection. See Armour and S.D.C. in the Men of arms section.

RECOVERY OF HIT POINTS

After a battle, characters who have sustained physical damage (loss of
hit points) must tend to their wounds. The attending of wounds can be
administered by the character or by another person. Such natural
treatment includes bandaging, stitching, wrapping, etc. Injury may

also be treated by clergy or magic.

Natural recovery is through the use of applied medical knowledge,
including the use of salves, balms, leeches, stitching, bandaging, braces,
supports, cleaning and dressing wounds, herbs, compresses, bed rest,
and so on. The hit point recovery rate is two per day for the first two
days and four per day for each following day until the character has

regained all his/her original hit points.

Clergy: the healing touch: Through concentration, force of will and
belief in their god(s), most clergy (priests, shaman and healers) can heal

a person by the laying of hands/touch. This ability restores hit points
and heals injury each time the clergyman offers his healing touch. See
Clergy: Priests, Shaman and Healer.

Magical recovery can also be used in combination with either or both
of the afore mentioned healing processes or independently. Healing
through magic can include healing potions, spells, wands, rods, staves,
or any enchanted item (swords, medallions, charms, etc.). See
Alchemist and magic in general.

SURVIVING COMA AND NEAR DEATH

When a character's hit points are reduced to zero (or less) he/she
collapses; lapsing into a coma. This charactef is near death and will die
in a matter of hours unless he/she receives immediate medical
treatment.

How much damage below zero a character can undergo is indicated
by the physical endurance (P.E.) attribute. A character can take a hit
point of damage below zero (negative 1, -2, -3, etc.) for each P.E.
point. Example: a character with a P.E. of 9 will lapse into a coma al
zero hit points, but still live up to negative 9. However, if the
character takes more damage (which is possibie) than the P.E., he/she
is dead with no hope of recovery. Thus, if our character with a P.E, of
9 takes 10 points, or more, of damage below zero (exceeding his P.E.),
he/she is beyond medical or common clerical or magic help and dies.
Only a resurrection (magic or clergy) spell or warlock breath of life can
bring that person back to life.

Coma length

The length of time a character will survive (without treatment) in a
coma is again indicated by the P.E. Add one hour for each P.E. point
(example: P.E. 9 = 9 hours, P.E. 10 = 10 hours, etc.).

RECOVERY FROM A COMA

First the comatose person must be medically treated and brought back
up to at least one hit point above zero. Standard medical, clerical or
magical means can be used Lo achieve this. After this has been
achieved the character may be able to break-out of the coma. This is
determined by the rolling of percentile dice. I[f the player rolls two
successful recovery rolls out of three tries, the character breaks out of
the coma and is no longer in danger of dying.

Recovery ratio (roll 2 out of 3)

Must roll over 59% for recovery with standard (natural) medical
treatment.

Must roll over 31% for recovery with magic or clergy treatment,
NOTE: This may be attempted once every hour.

Optional Recovery Side affects (from severe damage)
Permanent Physical Damage
1-10 No permanent damage
11-20 Major scarring; reduce P.B. by 2
21-39 Legs impaired; walk with a limp; reduce Spd. by 2
40-55 Minor stiffness in joints; reduce P.P. by 1
56-70 Major stiffness in joints; reduce P.P. by 2
71-82 Chronic pain; reduce P.E. by 1
83-92 Minor brain damage; reduce 1.Q. by |
93-100 Major brain damage; reduce 1.Q. by 3 and M.E. by 1

Insanity (undetected brain damage)
1-26 None
27-48 Phobia
49-69 Affective disorder
70-95 Psychosis
96-100 Neurosis




PHYSICAL STRENGTH AND WEIGHT

A character can carry 10 times his P.S. of weight in pounds (in
addition to his/her own body weight). Thus, a character with a P.S. of
10 can carry 100 lbs. (45 kg.); P.S. of 12 = 120 |bs.; P.S. of 14, 140
lbs.; etc. He/she can carry this maximum load (P.S. x10) while
executing light activities (walking, standing, jogging) for 2 times is P.E.
(example: P.E. 10 x2 = 20 minutes/melees) before needing to stop
and rest. Heavy exertion (running, combat, etc.) takes its toll much
quicker, allowing the person to carry the load one minute for each P.E.
point (P.E. 10 x1 = 10 minutes).

Movement and Exertion

To keep the game simple and as quick moving as possible, light
activity such as walking, jogging, standing guard, riding, repairs, and
so on does not affect the character's P.E. or Spd. Even intense activity
(such as 15 minutes of combat) followed by light activity or periodic
rest (Y2 an hour) enables the character to operate at full efficiency
throughout the day and becomes a simple matter of pacing. In this
way, the character can search through ruins, engage in periodic combat
and still function at peak efficiency (although tired). A Lypical work

OPTIONAL

OPTIONAL PERSONAL MODIFIERS

I've found that many players like as much background and details
about their characters as possible. As a result, 1 have assembled a
series of tables that provide more background information about one's
character. These are not necessary, but can be fun, this | leave the use
of them up to the individual Game Masters and players.

All of these tables require the roll of percentile dice.

day is 8 to 14 hours long. Remember, we are dealing with adventurers
and mercenaries in good to excellent physical condition.

Drugs, psionics, or magic resistance to fatigue reduces the entire
exhaustion/fatigue process by half,

Weight encumberance

Even a strong character capable of carrying heavy loads with ease will
still find himself slowed down by the weight and bulk of the load.

Encumberance Modifiers

-2 Spd. for every 30 lbs.

-2% 10 Prowl for every 40 lbs.

-1 to parry or dodge for every 60 Ibs.

-1 P.E. point for every 40 |bs, meaning that one P.E. point is
temporarily subtracted for each 40 Ibs. of weight, reducing the
maximum time (minutes/melees) the weight can be carried without
needing Lo stop and rest,

Armour also impedes movement. See armour in the Men of arms
section.

BIRTH ORDER WEIGHT AGE
1-28 First born 1-10 Skinny Human/Wolfen/ Ogre/Troll/  Dwarf/ EIf/
i -gobli ; hangeli
2940 Second born 11-30 Thin Goblin/Hob-goblin/Ore  Troglodyte :(;nl)old/ Changeling
nome/

41-50 Third born 31-50 Average 1-17 16 years old 18 20 20
18-28 19 22 25 24

51-60 Fourth born 51-70 Husky 29.15 22 26 30 28
61-70 Fifth born 71-84 Pot-belly 36-49 24 28 35 30
50-59 26 30 40 50

71-80 Last born 85-100 Obese 60-73 28 34 50 B0
=5 74-89 30 38 60 100

80-100 Illegitimate 90-100 34 o 20 200

Humans, Wolfen, Goblins, Hob-goblins and Orcs all age at about the same rate.
Ogres, Trolls and Troglodytes age at about the same rate as humans, but have a longer life span (average 90 years).
Dwarves, Kobolds and Gnomes mature quickly and look old even when young. Example: a very young dwarf of 20 years

will look to be at least 50,

Elves and changelings mature quickly, but maintain their youthful appearance. A 100 year old ell (young by elven
standards) will look to be about 25 years old (by human standards). An elf that looks old will be 600 years old or older.
NOTE: There are no skill or O.C.C, bonuses for age. Whatever the age, the present O.C,C. and adventuring are a new

episode in the character’s life.



POSSIBLE SKILL BONUSES

The social background indicates the family’s background, life style,
and type of work the character may be familiar with. This is not the
character’s occupation nor should it influence the choosing of an
occupation. All  the social background indicates is the basic
background/environment the character grew up in. A character with a
social background of clergy may very well become a thiel or assassin,
while a serf or noble may choose an occupation as a man at arms or
priest, The social background is provided to help you flesh out your

SOCIAL BACKGROUND

character and his development, not dictate any sort of direction.

The possible skill bonuses are bonuses that may apply to a skill (if it
is chosen) or skills as a result of the character’s background. Just
being in that particular environment has afforded a limited degree of

knowledge which may be directly applicable to the character’s chosen
occupation (0.C.C.).

1-10  Sailor/Fisherman Sense of direction (+ 5%), Sailing (+ 5%), Swim (+6%)

11-17 Craftsman Carpentry (+ 6%), Recognize precious metals/stones (+4%), Recognize weapon quality (4 4%)

18-24 Serfl Trap/skin small animals ( + 5%), Identify plants/fruits (+4%), Carpentry ( +4%)

25-30 Peasant farmer Trap/skin small animals (+4%), ldentify plants/fruit (+5%), Carpentry (4 4%), Preserve food (+4%), Plant/farm lore

(+4%)
31-36 Farmer (land Same as Peasant farmer
owner)

37-54 Men at arms Prowl (+2%), Speak additional language (+4%), Recognize weapon quality (+4%)

55-70 Clergy Medical ( 4+ 3%), Demon and devil lore (+ 5%), Religious doctrine (+ 5%)

71-80 Merchant Read/write (+ 5%), Mathematics (+4%), Speak additional language ( +4%)

81-90 Scholar/Magician Read/write ( +5%), Read/write additional language ( +4%), Speak additional language (+ 5%)
91-100 Noble Same as scholar, plus, Recognize precious metals/stones (+4%)
DISPOSITION

1-6 Mean, suspicious, vengeful
7-10 Paternal, overbearing, over-protective of others (especially

young ones)

11-19 Quick tempered, grumpy, easily aggravated

20-28 Shy, timid, reserved, not real sure of onesell

29-37 Braggart, cocky, exaggerates, usually cheerful but annoying

38-46 Schemer, gambler, takes chances, looking for the best deal

47-56 Friendly, talkative

57-60 Courteous, hospitable

61-70 Tough guy, impudent, sell-reliant, confident

71-78 Complainer, constantly aggravated aboutl something or
somebody

79-88 Arrogant, snobbish, feels superior

89-95 Easy going, laid back, trusts almost anyone until they are
proven unworthy of trust.

96-100 Paranoid, trusts no one

RACIAL AND PERSONAL HOSTILITIES

LAND OF ORIGIN

(Looks upon one of the following with dislike, disgust and disdain).
1-4 Opposite sex
5-8 Children

9-14 Knights/Palladins

15-24 Magic/Men of magic

25-32 Dwarves

33-41 Elves

42-48 Wolfen

49-56 Non-human races

57-68 Clergy

69-73 Merchants

74-82 Soldiers/military

83-90 Thieves

91-100 The supernatural (Gods, ghosts, demons, etc.)

1-5 Ophids grasslands (North)
6-7 Northern Mountains (North)
8-12 Kingdom of Bizantium (North)
13-14 Phi Island (East)
15-17 Lopan (East)
18-20 Timro Kingdom (East)
21-38 Eastern Territory (East)
39-54 The Old Kingdom (West)
55-68 The Western Empire (West)
69-79 The Greal Northern Wilderness (North)
80-82 Baalgor Waste lands (South)
83-89 Land of the South Winds (South)
90 Mt. Nimro (South)
91-100 Yin-Sloth Jungles (South)




INSANITY TABLES

INSANITY

RANDOM INSANITY TABLE

Insanity falls into three classes: organically caused, environmentally
caused, and a mixture of the two. Mixed causes, of course, are by far
the most common. In addition, a character may develop a phobia that
is strong enough to interfere with his/her functioning level.

Game masters may want (o use the insanity tables as an additional
table to establish playing character’s quirks, but I don’t recommend

this. What | do recommend is having the characters roll on the
insanity tables after experiencing a terrible and/or traumatic
experience.

Totally Random Insanity table (optional)
Roll percentile dice.
1-18 No insanity.

19-30 Organically caused; brain cells have been destroyed by a
physical means.

31-40 Environmentally caused; a childhood trauma or isolated
incident; something happened which is so shocking it cannot
be assimilated by a healthy mind (Neurosis).

41-73 Phobia; a deep and overriding fear.

74-100 Mixture of Organic and Environmental causes-Psychosis.

TRAUMA

P've found that having a character roll on the insanity tables after a
terrible trauma is very appropriate/realistic and fun, adding a new
element to the game. What constitutes a traumatic experience is in part
up to the G.M. and the actual situation.

The following is a guide to some traumatic situations requiring a roll
on the insanity tables.

Long period of physical and/or mental torture.
2 to 8 weeks, roll once on Random Insanity table; 9 weeks to months
roll once on Random Insanity and once specifically on Neurosis table.

Drug or magically induced hallucinations
terrifying, hideous, or realistic.

Roll once on Phobia table; if extremely traumatic or lengthy or
re-occurring hallucinations, roll once on the Affective Disorder table.
Continued hallucinations or real life encounter of the creatures or
situation felt during the hallucination causes more trauma - 70%
chance of developing a new phobia (or disorder if severe) for each
encounter.

that were particularly

Witnessing or experiencing shockingly grotesque atrocity.
Roll once on Phobia table.

Terribly frightening or unusually terrible brush with death
Roll on Random Insanity table once.

Severe physical disability as a result of brain damage or leading to
alcoholism or drug addiction.
Roll once on Organically caused insanity table.

Possession
Roll on Random Insanity table once.

Resurrection

Roll on Random Insanity table once, and also on the Phobia table
once.

(resulting from trauma) Roll percentile dice
1-19 Affective Disorder
20-50 Neurosis
51-75 Phobia
76-100 Psychosis

INDIVIDUAL TABLES

Roll percentile dice

AFFECTIVE DISORDERS

1-19 Hates music and musicians, and will always try to destroy the
source of those horrible noises.

Frightened by loud noises to the point of cowering and welting
self.

Disgusted by anything sticky and will go to any length to avoid
touching it.

Obsessed with cleanliness and must clean up any area he/she is
at for more than a few minutes.

Loves to be dominated; will always obey any forceful
command, until a new command intervenes.

Intimidated by spoken language; cannot speak meaningful
sentences (must use sign language or writlen communication);
has difficulty understanding long sentences.

20-35
36-54
55-75
76-88

89-100

NEUROSIS
1-18

Fear of the Dark (spent much time locked in closets) to the
point of gibbering and total collapse while in the dark.

Fear of Animals (chewed on by the family pet while a nipper)
to the point of running away when confronted by small, furry
things.

Cannot tell the Truth; compulsive liar, even if of a good
alignment.

Invasion of the Body Snatchers: Acute paranoia toward all
aliens, those of alien heritage, even humans born off the Earth,
and creatures of inhuman appearance. (“They're out to get ya!
They could be anybody!! even . . . you!?!").

Fear of Heights (Uncle Goober used to dangle the character,
by one foot, out of windows) to the point of being frozen above
the second story; character is fine as long as ground is not
visible.

Fear of Success (mom always said you weren't any good).
Character will sabotage self at critical moments. The following
minuses apply during critical, or high pressure moments (battle,
danger, watched by others, etc.): —15% to all skills, —3 to
hit, dodge, parry and damage.

19-34

35-49

50-64

65-85

86-00



PSYCHOSIS

CURES FOR INSANITY

1-15 Paranoid type everyone is out to get you; trusts nobody.
16-40 Manic depressive alternate severe depression one week
(suicidal, nobody loves you) (-5% on all skills) with manic
episodes the next week (everything is great and 1'm the best
that there ever was!) (+ 5% on all skills). 30% chance of
alcoholism.

Schizophrenia you are very passive and easily frightened; you
hear voices telling you that all the angels are dead; worry
about what angels are. 50% chance of alcoholism or drug
addiction,

71-85 Mindless aggression Roll percentile:

41-70

1-90 semi-functional; when frustrated, angry, or upset there is a
72% likelihood of going berserk and lashing out at
anyone/everyone around until killed or confined; will take
3-18 rounds of confinement to regain composure.
non-functional/homicidal: continually going berserk until
confined or killed; have one lucid day a week and try o
talk your way out of confinement.

91-100

86-90 Hysterical blindness when under pressure, sight is lost until the
pressure is removed; 1-89% likelihood of happening - roll for
each situation,

91-100 Become a psychiatrist you can attempt cures per the psychosis
cure table; try to cure everyone around (they 're all sick, even if
only you have the perdpicacity to tell); be sure to demand stiff
fees.

PHOBIAS

1-5 Insects
6-10 Reptiles
11-15 Faerie Folk
16-20 Water
21-25 Darkness
26-30 Heights
31-35 Enclosures
36-40 Cats
41-45 Graveyards
46-50 Undead
51-55 Open spaces
56-60 Magic
61-65 Clergy
66-70 Opposite sex
71-75 Other races
76-80 Dragons
81-85 Gods
86-89 Worms
90-94 Flyers
95-97 Dogs

98-100 Slime/mold

ORGANICALLY CAUSED

1-40 Brain damaged alcoholic
lower all characteristics (attributes and skills) by 20%;
permanently,
41-80 Drug induced psychosis
lower all characteristics (attributes and skills) 20% one day,
10% next day, back to 20% next day, elc.
81-100 Injury induced brain damage
like from a severe blow on the head; lower all characteristics
(attributes and skills) by 15%

Affective disorders and Neurosis

Cures for Environmentally caused insanity
Disorder or Neurosis from childhood - hypnosis by a Mind Mage
may be attempted. Hypnosis must be repeated monthly for cure to
continue effectiveness. Roll percentile dice.
1-25 no effect.
26-55 hall cured; person feels occasional returns of old neurosis
(1-48% chance when under great stress).
total cure.
roll dice and add one new neurosis.

56-80
81-100

Traumatic Isolated Incident - one month intensive treatment at clinic
or hospital or by high level Mind Mage required. Roll percentile
dice,
1-25
26-50
51-75
76-100

no cure.

partial cure; disorder returns at times of crisis.
total cure,

roll dice and add one new affective disorder.

Psychosis
A psychiatrist or mind mage is needed. After the character has paid his/her
fee, roll percentile dice for results.

1-33  no cure.
34-60 old problems cured; roll for one new phobia.
61-80 full cure; ppatient is absurdly grateful and subservient to psychiatrist.
81-100 full cure; no side-effects.

Phobias
There is no cure for phobias, but prolonged or repeated exposure will
lessen the intensity ol the fear. That is, of course, il the afflicted
character doesn't totally break down first. If a prolonged or repeated
exposure occurs, roll percentile dice:
1-50 fear lessened so that person can function (although he/she still
doesn’t like the phobic object - ugh).

51-79 fear is so intensified that the person will become completely
paralyzed until the source of fear is removed, or the person is
physically removed.

80-91 add one new phobia (roll on Phobia Table).

92-100 person breaks and goes into permanent catatonia (can'l move
or perform any voluntary activity).

Organic

Cures for Organically caused insanity

Alcoholic - no cure

Drug induced - no cure

Injury induced - a cure may be attempted twice only while the
character is in the hospital.
(G.M. roll percentile dice:
01-25% full cure
26- 60% half cure (return to near original)
61- 80% no change
§1-100% death)

The Affects of Alcohol

When totally drunk the following penalties apply
When totally drunk the following penalties apply:

- {(minus) -4 on initiative.

- (minus) -2 to strike, parry, and dodge.

- Reduce speed by hall.

- Reduce all skills by 12%.

The alconolic is in a totally drunken state 25% of the time, intoxicated
as often as possible (at least 80% of the time) and tends to drink heavily
during a crisis (being totally drunk 50% of the time during a crisis).



ALIGNMEN’

Good: Principled and scrupulous
Selfish: Unprincipled and Anarchist
Evil: Miscreant, Aberrant and Diabolic

al

Alignments are an important factor in developing a character, his/her
ttitudes and moral principles. All players must choose an alignment

for the character they play!

NEUTRAL

First of all, there is no such thing as an absolute or true neutral. All

people tend toward good, or evil, or self-gratification. An absolute
true neutral could not make a decision, go on an adventure, kill, or
take any action of any kind without leaning toward good, evil, or
self-gratification. It is humanly impossible and is therefore eliminated
in the context of this game. (I realize that some of the philosophers

o]
d

ut there may disagree with this, but that’s a topic for philosophical
ebate and not a factor of this game. Sorry, no neutrals; this is one of

the very few definitive, unbending rules of this game).

GOOD ALIGNMENTS

Principled
Scrupulous

Because a character is of a good alignment it doesn't make him/her a

saint. Good characters can be just as irritating, obnoxious, arrogant,
even prejudiced, and full of quirks. However, life and freedom are of
the highest priority. Such a person can always be trusted in a life and

d

eath situation.

Principled (good)

- 4
Principled characters are generally the strong moral character.

S
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uperman is of a principled alignment with the highest regard for
thers lives, well being, truth and honor.

Principted characters will...

Always keep his word.

Avoids lies.

Never kill or attack an unarmed foe.

Never harms an innocent.

Never tortures for any reason.

Never kills for pleasure.

Always helps others.

Works well in a group.

. Respects authority, law, self-discipline and honor.

10. Never betrays a friend.

S

crupulous (good)

Scrupulous characters have a high regard for life and freedom. This

type of character is typically portrayed in many Clint Eastwood and
Charles Bronson films; the vigilante that works beyond the law, yet for
the law, and the “‘greater good”’ of the people.

1
2
3
4
5.
6.
7
8
9
|

Scrupulous characters will. ..

Keep his word to any other good person.

Lies only to people of selfish and evil alignments.

Never kill or attack an unarmed foe.

Never harm an innocent.

Never torture for pleasure.

Never kills for pleasure.

Helps others.

Works with groups, but dislikes confining laws and restrictions.
Distrusts authority.

0. Never betrays a friend.

g

SELFISH ALIGNMENTS (BUT NOT
NECESSARILY EVIL)

Unprincipled
Anarchist

Unprincipled (selfish)

This basically good person tends to be selfish, greedy, and holds
his/her personal freedom and welfare above almost everything else.
He/she dislikes confining laws, self-discipline, and distrusts authority.
This is the Hans Solo, Star Wars, character. The guy who is always
looking for the best deal; associates with good and evil characters; is
continually tempted to lie and cheat, and hates himself for being loyal
and helping others.
Unprincipled characters will...

1. Have a high regard for life and freedom.

2. Keep his word of honor.

3. Lie and cheat if necessary (especially to those of anarchist and evil
alignments).

4. Not kill an unarmed foe (but will take advantage of one).
5. Helps those in need.

6. Does not use torture unless absolutely necessary.

7. Works with a group, especially if profitable.

8. Never harms an innocent.

9. Never kills for pleasure.

10. Dislikes authority.

11. Never betrays a friend.

Anarchist (selfish)

This type of character likes to indulge himself in everything. He/she
is the insurgent, con-man, gambler and high roller; the uncommitted
freebooter seeking nothing more than self-gratification. This character
will at least consider doing anything if the price is right. These people
are intrigued by power, glory and wealth. Life has meaning, but his
has the greatest meaning. Laws and rules infringe on personal freedom
and were meant to be broken. An anarchist aligned person is always
looking for the best deal and will work with good, selfish or evil to get
it, as long as he/she comes out of the situation on top. The anarchist
is continually teetering between good and evil, rebelling, bending the
laws to fit his needs.
Anarchist characters will...

1. May keep his word.

2. Lies and cheats if he feels it necessary.

3. Are not likely to kill an unarmed foe, but certainly knock out,
attack or beat-up an unarmed foe.
Never kill an innocent (but may harm or kidnap).

5. Is not likely to help someone without some ulterior motive (even if
its only to show off).

6. Seldom kills for pleasure.

7.  Will use torture to extract information (not likely to torture for
pleasure).

8. Does not work well in a group (this is the cocky, loud-mouth who
is likely to do as he damn well pleases).

9. Has little respect for self-discipline or authority.

. May betray a friend.

EVIL ALIGNMENTS
Miscreant

Aberrant

Diabolic

All evil characters are mol bent on universal genocide or domination
over all living creatures. They are not maniacal people actively seeking

to harm innocent people. Nor are all evil characters sadistic and
untrustworthy., Many evil characters may actually seem kind or
likeable.



There is nothing wrong with playing an evil character, although
he/she may not survive too long if he/she betrays or harms too many
people. This is fantasy role-playing, not reality. You can play any
type of character you desire, just continue to play in character.

Evil alignments are a step beyond the self-gratification of the selfish
alignments. Evil characters are ruthless individuals who are willing to
say or do anything to achieve their goal. Human life has little meaning
to them and friends tend to be (but not always) people to use and
discard when they are not longer of value. Evil aligned people do not
automatically slay any good aligned person because of different ethics
and philosophy. All the better to use good to achieve their own goals,
for the end always justifies the means.

Miscreant (evil)

This self-serving, unscrupulous character is out only for himself,
Power, glory, wealth, position and anything that will make his/her life
more comfortable is his goal. [t matters not who gets caught in the
middle, as long as he/she comes out smelling like a rose. This person
will lie, cheat, and kill anyone to attain his personal goals.

Miscreant characters will. ..

Not necessarily keep his word to anyone.

Lie and cheat anyone, good or evil.

Most definitely attack an unarmed foe (those are the best kind).
Use or harm an innocent.

Use torture for extracting information and pleasure.

May kill for sheer pleasure.

Feels no compulsion to help without some sort of tangible reward.
Work with others if it will help him auain his personal goal.

Kill an unarmed foe as readily as he would a potential threat or
competitor.

Has no deference to laws or authority, but will work within the
law if he must.

11. Will betray a friend if it serves his needs.
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Aberrant (evil)

The cliche that there is ‘““No honor among thieves’*is false when
dealing with the aberrant character. This is a person who is driven to
attain his goals through force, power, and intimidation. Yet the
aberrant person stands apart from the norm with his/her own personal
code of ethics (although twisted ethics by the standards of good). He
expects loyalty from his minions, punishing disloyalty and treachery
with a swift, merciful death. An aberrant person will always keep his
word of honor and up-hold any bargains. He will define his terms and
live by them whether anyone else likes it or not.

Aberrant characters will...

Always keep his word of honor (he is honorable).

Lie and cheat those not worthy of his respect.

May or may not kill an unarmed foe,

Not kill (may harm, kidnap) an innocent, particularly a child.
Never kills for pleasure,

Does not resort to inhumane treatment of prisoners, but torture,
although distasteful, is a necessary means of extracting
information.

Never tortures for pleasure.

May or may not help someone in need.

Works with others to attain his goals.

Respects honor and self-discipline,

Never betrays a friend.
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Diabolic (evil)

This is the category where the megalomaniacs, violent, and most
despicable characters fall. This is the cruel, brutal killer who trusts no
one and has no value for any life other than his own. A diabolic
person will crush anyone or anything that gets in his way. Aberrant
aligned characters find these unhonorable people just as revolting as a
good aligned character.

Diabolic characters will...

Rarely keep his word (and have no honor).

Lie and cheat anyone.

Most certainly attack and kill an unarmed foe.

Use, hurt and kill an innocent without a second thought or for
pleasure,

Use torture for pleasure and information.

Kills for sheer pleasure.

Is likely to help someone only to kill and rob him.

Does not work well within a group (constantly disregarding orders
to do as he pleases).

9. Despises honor, authority, and self-discipline.

10. Associates mostly with other evil alignments.

I1. Betrays friend (after all, you can always find another friend).
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EXPERIENCE POINTS

Except in specially devised scenarios and tournaments, there is no
winner in a role-playing game. The acquisition of wealth, weapons,
armour, magic, knowledge and skills can be construed 1o be the results
of winning. If a character survives and meets with success, that is
winning. However, there are tangible rewards besides the accumulation
of material goods, and that’s developing your character’s skills,
knowledge and abilities. This is accomplished through the gathering of
experience points.

Experience points and their application

It’s difficult to devise a point system by which a Game Master can
judge and reward his players fairly. The ultimate purpose of
experience points and experience levels is 1o provide a means in which
the player’s character can grow and develop. Many fantasy
role-playing games have their own unigue system, charts, eguations,
and computations for distributing experience points. You may want to
adopt one of these systems 1o this game if that's what you're
comfortable with.

On the other hand, 1 use a very subjective method of observation and
logic. I feel that any twit can chop or blast a creature that has just
pounced out from around the corner. Most experience points
concentrate on the “‘kill factor'', but what about the thought process?
What about the decisions, plans, or motives for a particular action?
Doesn't cleverness and a cool head count? Aren't fthese the true
ingredients of good role-playing? It seems unfair to me, that the
person who devises a clever plan should get much less experience points
that the players who carry out the plan because they are better skilled
to do so. .And what about Role-plaving? Shouldn’t the brilliant
medical student playing a character with an 1.Q. ol 3 (and staying
firmly in character, saying and doing things as the character even
though he realizes the stupidity as a player) get experience for playing
in character? Hell yes!! Considering how flexible and subjective most
of the other Role-playing conditions and rules are, |1 don't see the logic
in having a strict, limited experience point system. So, here is my
chaotic, subjective experience system.

Each player's character involved in a given situation/confrontation
should receive the appropriate experience points. The game master
(G.M.) should make a list of his players at the beginning of the game
and jot down each players experience points as they gather them
throughout the course of the game. Al the end of the game, the G.M.
totals each player's points and gives them each total so that they can
keep track of their growing experience and skills.

The difficulty with this system of determining experience points is the
subjectivity, The G.M. must utilize the preceding experience outline
with some thought. Example: Eight third-level characters armed (o the
teeth and in heavy armour kill an average giant. The eight players
should receive experience points for killing a minor menace. After all,
the poor creature didn’t have a chance and presented no real threat 1o
the characters. However, if one or two first or second level characters
killed or subdued the same giant, they should receive experience points
for killing a major or even a grealt menace, because the threat and the
ingenuity involved is much greater.

’ve found this method stimulaies imaginative playing instead of
promoting slash and kill. G.M’'s, don’t be Santa Clause heaping
wonderful amount of experience points; be fair and tolerant. Let your
players truly earn their experience points, growing in skill and
knowledge. If you have a group of players rising rapidly in experience
levels, you will know it's because they are clever and imaginative
players. And that’s what this game is all about.

Character (0.C.C.) Experience levels

Each Occupational Character Class (0.C.C.) has a listing for Levels
of experience. A character involved in an adventure gains experience
points for his/her thoughts, actions and deeds. As these experience
points accumulate, the character will reach new plateaus indicating
his/her continual growth, development and master of his/her chosen
O.C.C. and the skills, knowledge and abilities involved. Each time a
player’s character accumulates enough experience points to reach the
next level (or experience in a particular O.C.C.), his/her skills increase
accordingly. This is why the skills are listed by levels. Example: When
a first level mercenary fighter has accumulated at least 1901 experience
points, he has attained second level, and a/l of his skill become second
level; meaning that he can perform them at the second level
proficiency.

A clever plan, a quick attack all earn experience points. The more
experience a character receives, the higher the level he/she attains in
that occupation; the greater the skills. Players; be certain to keep a
careful record of the experience given to you at the end or each game.
When a character attains a new level be certain to tell the G.M. so that
the skills and hit points can be increased accordingly.

Experience and Hit Points

Each time a character reaches a new level of experience the player gets
1o roll one 6-sided die and add the number rolled to the character's hit
points. This indicates the physical development and maturity of the
character as he/she develops.

Per level of Experience

Per level of experience, or per each level of experience, or per level of
the (any O.C.C.), indicates that the person can perform a skill, spell or
ability at his highest level of experience. This often indicates the
amount of damage that can be inflicted or a duration, Example:
Duration, 4 melees per level of the spell caster. This means that the
spell caster (wizard, witch, priest, warlock) can create/cast a spell that
will last 4 melees (minutes) per each level of the spell caster's
experience. Thus, a first level wizard duration is only 4 melees, second
level 8 melees, third level 12 melees, and so on.

Awarding experience points

Experience
Points

The action

25| Performing a skill (successlul or not).
25| Clever, but futile idea.

100| Clever, useful idea or action.
100] Quick thinking idea or action.
200| A critical plan or action that saves the character's life
and/or a few comrades.
400-1000| A critical plan or action that saves the entire group or
many people.
100-300| Endangering the character’s own life to help others.
500-700| Self-sacrifice (or potential self-sacrifice) in a /ife and death
situation (like leaping in front of a fireball meant for
someone else 1o save that person, even though likely to
die, or offering own life 1o save the group or another).
100| Avoiding unnecessary violence.
100-200| Deductive reasoning and/or insight.

50| Good judgement.
50| Playing in character bonus.
50-100| Daring (clever or not).
25-50| Killing or subduing a minor menace.
75-100| Killing or subduing a major menace.
150-300 | Killing or subduing a great menace.




OCCUPATIONAL

CHARCTER CLASSES

Men of arms
Mercenary Fighter
Soldier

Knight

Palladin

Long Bowman
Ranger

Thief

Assassin

Men of Magic

Wizard (spell magic)

Witch (devil worshiper)
Warlock (elemental magic)
Diabolist (circles/symbols)
Summoner {demonology)
Mind Mage (psionics)
Alchemist (Mon-player class)

Clergy
Priest/Priestess
Druid

Shaman

Healer

Optional 0.C.C."'s
Peasant/Farm/Stable hand
Squire

Scholar

Merchant

Noble

Requirements

P.5:7

P.5.10,P.E. 8

1.Q.7, P.E. ID, P.P. 12, P.5, 10
1.Q. 10, P.E. 10, P.P, 12, P.S. 12
P.5.10, P.P. 12

1.Q. 9, P.E. 13, P.5. 10

P.P.9

1.Q. 9, P.P. 14

1.Q. 10

1.Q. 5 (evil alignment)
1.Q. 6, M.E. 10

1.Q. 12

1.Q. 10, M.E. 14
1.Q. 9 (psionics)

1.Q.9, P.E. 12
1.Q.9, P.E. 9




OCCUPATIONAL CHARACTER
CLASS(0.C.C)

After the players have determined their characters physical and mental
attributes they will want to choose an Occupational Character Class
(0.C.C.) that will best utilize their greatest attributes. Each O.C.C.
requires a physical or mental aptitude in a particular area or areas. For
example, the men of arms O.C.C.s usually require high physical
attributes such as physical strength(P.S.), physical prowess(P.P.), and
physical endurance(P.E.) while a wizard must have a high intelligence

(1.Q.).

There are three major Occupational Character Classes: Men of arms,
Magic, and Clergy (plus a handful of optional O.C.C.s such as
peasant, merchant, noble, etc.).

0.C.C. ATTRIBUTE REQUIREMENTS

Each O.C.C. will require a minimum physical and/or mental attribute
rating. These requirements are summarized in the O.C.C. chart and
listed in each O.C.C. description.

0.C.C. AND SKILLS

Many systems have provisions for such skills as street sense,
diplomacy, bribery, gambling, haggling, and so on. While these skills
do indeed seem appropriate | feel that their inclusion eliminates the
players’ freedom to role play. | feel that such skills actually reduces
the degree of role-playing and restricts the imagination. A player with
skills like those mentioned above will tend 1o rely on his rolled statistics
(**oh, he has to believe my character because his diplomacy skill is
80%"'). Instead | would like Lo see a player actually concoct some
wild, bul convincing yarn or scheme that creates and promotes real
interaction belween characters. If a character wants to haggle on the
price of a sword then let him. The name of the game is role-playing.
The more you pul into it the more you will get in return.

Consequently, | do not include such skills in this game system, but
concentrate on skills that relate directly to character’'s O.C.C. and
personal development. A character’s alignment and O.C.C. will
usually guide or restrict a player in matters such as bribery, haggling,
diplomacy, and so on. For example, a palladin or character with a
good alignment would seldom haggle on an item that is fairly priced.
A thief of selfish or evil aligned character may haggle, lie, cheal, or
even steal to gel the item.

Each O.C.C. is provided with a vast selection of elective skills that
apply directly 1o his/her profession and the kinds of situations they are
likely to encounter. Thus, it should not be surprising to see that a
mercenary fighter has a large selection of weapon proficiencies and
skills like disguise, track, horsemanship, and prowl. Wizards, on the
other hand, have skills like magic combat, the study of circles and
symbols, read/write, and other intellectual and literate studies.
Remember these are primitive times and while a man of arms can
choose the elective to read and write, literacy is not crucial Lo his
occupation, wielding a sword and shield are.

Although many of the skills may over-lap into other O.C.C.s each
skill has some practical application for that particular O.C.C. or it
would not be listed. For example, while a handful of O.C.C.s offer the
ability to pick pockets, none are so adept as the thief whose occupation
makes him a specialist in that skill. Likewise, the eight men of arms
0.C.C.s have the greatest selection of weapon proficiencies available.

A WAY OF LIFE

An O.C.C. is more that a simple class (or game) distinction; it is an
entire way of life. A player’s character is devoled 1o developing the
skills and knowledge of his trade (O.C.C.) whether it be sword for hire

or scholar. Fighters pump iron, practice hand to hand combat, develop
weapon skills/ proficiencies, work hard and play hard. That is their
entire orientation. Not only do disciples of magic have little time to
study and practice hand to hand combat, but they find the whole idea
rather barbaric. As men of learning, why engage in physical combat
when they can expand the mind, using knowledge to unlock the
mysteries of magic? Thus while a warrior develops body and mind for
physical combat, a wizard is oriented to study, research, and scholarly
pursuils,

MULTIPLE CHARACTER CLASSES

It is natural for players 1o seek to develop the strongest and most
versalile character possible. This inevitably leads to the question of
double or multiple O.C.C. characters. That is, a character that
simultaneously ~ develops two (or more) occupational class
skills/abilities.

Many other systems allow this by simply adding experience penalties
or skill modifiers which work fairly well in the context of those games.
However, The Palladium Role-Playing Game has developed a system of
skills as they directly relate to a character's O.C.C. making il quite
different from other games. Simultaneous development in 1wo
different O.C.C.s is NOT allowed under any circumstances.

Think about it. Every occupation is demanding and elaborate in its
own way. Each requires the full time and attention of the characler 10
develop and master the skills fully. To eliminate long boring hours of
players practicing their skills, whether it be sword play or sorcery, it is
assumed that they concentrate on developing their skills in privacy
leaving game time to adventuring. To masier anything you must
devote your full (or at least most) atlention to that subject. Even
today, in this fast paced society of mass data and high technology, you
do not find someone studying computer science, architecture, and
biology simultaneously and be able to devote equal time and effort to
master each. Even that rare person who is a jack of all trades (and
master of none?!) must spend time concentrating more on one subject
than another until he is satisfied with his level of proficiency and moves
on 1o other areas. Consequently, while simultaneous development of
two O.C.C.s is nol possible, a character is allowed to change his
O.C.C. from time Lo lime.

When a character reaches the next level in his current O.C.C. he can
opt Lo freeze his skills and experience in that occupation to begin a new
O.C.C. The new O.C.C. is begun with zero experience and all skills at
level one. Although the character retains his previous O.C.C.
skills/knowledge, those abilities and experience are permanently frozen
al the point when he abandoned the pursuits of that O.C.C. Only if
the character resumes his old O.C.C. (by forsaking his new one) can
he again gain experience for that O.C.C,

For example, a third level thief, upon reaching third level of
experience/ skills, decides to change his O.C.C., abandoning thieving
to pursue the study of magic. He begins his new O.C.C. of wizard at
Jirst level with zero experience. All experience points now go to the
O.C.C. of wizard. However, he still retains the knowledge and skill
proficiency of a third level thief. Permanently frozen at third level he
can never develop the thief skills while he is of the wizard O.C.C.
However, he will always possess the skills he acquired as a thief. This
effectively creates a multi-class character of thief and wizard.

This method of adopting one O.C.C. and abandoning it for another
can be done repeatedly, feasibly creating a mulii-class character with
the background of several O.C.C.s. The trap with this, if abused, is a
character who has minor skills in several O.C.C. areas but no real
mastery of any. Thus a high level character with one or two O.C.C.
skills/backgrounds could rip him to shreds.



RULES FOR CHANGING 0.C.C.S

There are certain rules and requirements for changing a character’s
(5} 0= 2

1)Changing an O.C.C. can only be done at a transitional point of a
character’s current O.C.C, Thus a player can only switch to a new
0.C.C. when ever a new level of experience is attained. A player can
not decide that his thief, mid way between level two and level three of
the thief O.C.C., will abandon thieving to become a wizard. He must
wait until his character reaches third level of experience as a thief.
Experience points seldom fall upon exact level figures, so as soon as a
character achieves the plateau of the next level he can opt to change his
0.C.C.
2)The character must fulfill the minimum attribute requirement(s) of
the new O.C.C. desired. If they do not then the player can not take
that O.C.C. and must make a different selection.
3)The new O.C.C. skills begin at level one and with zero experience,
4)All experience points now apply to the new O.C.C. only. No
experience points go towards the abandoned O.C.C.
5)The old O.C.C. skill levels and experience are permanently frozen at
the level when it was abandoned. The character does retain the skills
acquired from that O.C.C. but frozen at that level. If the character
should resume his previously abandoned O.C.C. (forsaking the new
one) he can resume the development at the skill level when frozen.
Experience points now apply 1o the old O.C.C. again. However, the
new O.C.C. skill level and experience are permanently frozen at the
level when it was abandoned.
6)There is no limit to the number of times a person can change his
0.C.C., as long as he fulfills all the other requirements in adopting a
new 0.C.C.
T)Hit points are still gained for each new level of experience attained in

each 0.C.C.

B)IF a skill(s) is repeated in a new O.C.C. consider it to be continually
practiced, but taking a back seat 10 the other new skills. Thus, while you
may add any possible O.C.C. bonus to the skill, it remains frozen until
the character reaches an equivalent level in both O.C.C.'s. Example: A
third level thief switches to the Wizard O.C.C. Again choosing the prowl
skill he automatically adds the 4 % Wizard prowl bonus to his already for-
midable prowl abilities. However, the skill doesn't develop any farther
until he reaches third level as a Wizard. At this point the skill is unfrozen;
increasing as the character reaches fourth level, and so on.

9)The time of study between O.C.C.’s: There is a period of time in which
the character must practice his new O.C.C. before he even attains first
level abilities. During this period the character has none of the new
0.C.C.’s skills or abilities, but does maintain his previous O.C.C. skills
(though frozen). The length of time should be measured as equivalents
in experience levels. Men of Arms: equal to second level of that 0.C.C.,
Men of Magic and Clergy: equal to third level of that O.C.C. Once the
equivalent of second or third level has been attained, delete all those ex-
perience points and NOW begin at first level in the new O.C.C. (start
al zero experience points).

THE INITIAL EQUIPMENT FOR
DIFFERENT O.C.C.’S

Men at Arms

All have a set of clothes, boots, belt, one large sack, one small sack
and one low quality weapon (of any type). Amount of gold (to buy
more equipment under G.M. supervision) 120 gold

NOTE: Soldiers start off with the same, but are provided with more
equipment when they enlist. See Soldier.

Men of Magic

All have a set of clothes, boots, belt, large sack, unused notebook
(blank pages), ink, pen and quills, chalk, candle, one knife. Amount
of gold 110 gold’,

Clergy

All have a set of clothes, boots, belt, back pack or sack, one vial of
holy water, one scented candle, bandages, Y2 dozen sticks of incense,
one knife and 105 gold.

Optional 0.C.C.s
All have a basic set of clothes, boots, sack, one low quality weapon
and 50 Eold (Noble has same as Men at Arms and 200 gold ).

SRI IJIJ S

ELECTIVE SKILLS
Disguise

Dowsing

Forgery

Hand to Hand Combat
Horsemanship

Identify plants/fruit

ldentify tracks

Locate secret compartments/doors
Medical

Pick locks

Pick pockets

Prowl

Read/write (Native Language)
Scale Walls

Track

Trap/skin small animals
Trap/skin large animals

Use poison

Weapon Proficiency (W.P.):
W.P. Throwing axe

W.P. Battle Axe W.P. Large sword
W.P. Ball and Chain W, P. Staves
W.P. Blumt W.P. Small shield
W.P. Knives W.P. Large shield
W.P. Lance W.P. Sling

W.P. Pole arms W.P. Short bow
W.P. Spears/Forks W.P. Long bow
W.P. Short swords W.P. Cross bow

SECONDARY SKILLS
Carpentry

Cook

Dance

Demon and Devil Lore

Faerie Lore

Imitate voices

Mathematics

Paint

Play string instruments

Play wind instruments
Plant/Farm Lore

Preserve food

Racial Histories

Read/write additional Language
Recognize Poison

Recognize Precious melals/stones
Recognize Weapon quality
Religious Doctrine

Sailing

Sense of direction

Sing

Speak additional Language
Swim

Tailor

Ventriloguism



OCC & SKiILL

SKILLS

Each Occupational Character Class (0.C.C) is oriented 10 a particular
area of study and expertise. This knowledge is divided into three skill
categories: O.C.C. skills, elective skills and secondary skills.

0.C.C. SKILLS

0.C.C. skills are abilities/knowledge that are essential to that O.C.C.
and are mandatory skills automatically taught lo everyone in that
occupation.

ELECTIVE SKILLS

Elective skills are skills that, generally, apply directly to one’schosen
0.C.C., benefiling someone in that occupation one way or another.
The skills that are most closely associated with the O.C.C. will have an
0.C.C. skill bonus indicated next to it. Elective skills are provided to
give each character a variety of knowledge and abilities that the player
can enjoy. In this way, the player can creale a truly individual
character molded by his personal tastes and judgement.

Each O.C.C. has a list of elective skills that are available to characters
of that profession, as well as how many elective skills can be chosen
and at what levels selections can be made.

SECONDARY SKILLS

Secondary skills develop individual character knowledge and expertise
in areas that do not necessarily apply directly to any given O.C.C..
These skills may have been acquired any where and include knowledge
such as carpentry, cooking, faerie lore, or speaking an additional
language. The skills that can be attributed to a specific O.C.C. are
listed with an O.C.C. skill bonus indicated. However, the enlire range
of secondary skills are available to EVERY 0.C.C.; only the number
of skills available to each 0.C.C. changes.

0.C.C. SKILL BONUS

You will notice that while many of the same skills are available to the
different O.C.C.’s, some have a number indicated next to it and even
these numbers change from one O.C.C. 1o another. These numbers are
0.C.C. skill bonuses that reflect the results of training and/or aptitude
in that particular skill area.

0.C.C. skill bonuses are indicated as a percentile number with a plus
sign in parentheses. Example: Forgery (+6%). The O.C.C. skill
bonus is a one time bonus that is added to that skill's base percentage
ratio. Thus a character with a bonus of +6% in forgery adds that
bonus 6% to the base forgery skill percentage of 12% making his
forgery skill 18%. This is nor an accumulative bonus so at second level
the forgery skill would still only have a + 6% increase above the norm.

Example:  Unmodified Forgery skill Forgery with O.C.C. skill
bonus (+ 6%)
Level 1 12% | 3% 18% | 97
Level 2 209 | 6% 26% | 12%
Level 3 289 | 9% 34% | 15%
Level 4 36% | 12% 42% | 18%
. and so on .....

0.C.C. skill bonuses have been assigned to O.C.C. skills, elective

skills, and secondary skills.

INCREASING SKILL ABILITIES

As a player's character grows and matures so do his skill knowledge
and expertise. This is indicated by the accumulation of experience
points. When the experience points reach a certain level, that character

reaches a new level of expertise in skill knowledge increasing the
percentage or adding a new ability/aptitude to that skill. For this
reason you will notice that ALL skill tables have level one through
fifteen indicated with steadily increasing percentages. Individual
0O.C.C. experience levels are listed under each O.C.C. As every new
level is attained, the skill percentage increases accordingly. (For more
details about experience and experience levels see the explanation in the
previous pages under How to Play)

ACCUMULATING SKILLS

You will find that each O.C.C. will state how many elective and
secondary skills can be chosen and at what levels such selections can be
made. Example: Mercenary Fighter; Elective skills: choose 6 at level
one, 3 at level three, 3 at level eight, and 3 at level twelve. Secondary
skills: choose 8 at level one, 4 at level four, and 4 at level twelve,

As a character grows with experience he also increases his capacity lo
learn new things. This is reflected by enabling characters 1o choose
new efective and secondary skills when certain experience levels are
attained. As seen in the example above a mercenary fighter can choose
3 new electives at level three. Thus the player can choose three new
skills listed under the mercenary O.C.C. However, even though these
skills are selected at third level, the skill level begins at level one. When
the character reaches fourth level the skills selected at level three
become second level; al fifth level they become third level; and so on,
Likewise at eighth level the mercenary can again select 3 new skills.
Again these begin at first level proficiency even though the character is
an eighth level fighter.

Some people may feel that because of the greater amounts of
experience points needed Lo auttain higher levels, that is is unfair, taking
much longer to develop these new skills than it does those selected at
first level. This is not true! In arranging this playing sysitem 1 have
taken into account all aspects of the character’ development. Skills
chosen at higher levels mature slower because the character is adding
new areas of learning while continuing to develop his original skills at
the same pace. Don’t forget these characters spend a lot of time
adventuring and other extracurricular activities, 10o.

MAGIC AND CLERGY O.C.C. SKILLS

The O.C.C. skills for magic and clergy occupations are more
elaborate than those of men of arms. These O.C.C. skills are explained
in detail under the specific O.C.C. seclions.

UNDERSTANDING THE SKILL TABLES

All skills indicate a specific area of study, knowledge and proficiency.
The development of this knowledge and proficiencies increase as the
character accumulates experience. FEach skill table indicates the
percentage ratio of successfully performing that particular skill/ability.
This is determined by the roll of percentile dice. To successfully
perform a skill, the player must rol/l under his success ratio. Example:
A first level Longbowman has a forgery skill of 12% (+6% O.C.C.
skill bonus) giving him an 8% chance Lo produce a successful forgery.
This means he must roll a 1-18 to creale a successful forgery. A roll of
19-100 is an wnsuccessful altempt creating an obvious fraud. In most
cases (but not all) a character can attempt Lo achieve a successful roll
several Llimes, provided time, materials, skill limitations, and
circumstances allow it.

Some skills, like forgery, will have two sets of percentages listed. The
Jirst usually indicates the success ratio to perform that skill as explained
in the previous paragraph. The second usually applies to some
additional area of knowledge as il pertains to that skill. In forgery, for
example, the second percentage number indicates the abilities 1o
recognize forgeries. Another example is medical skills; the first
percentage indicating the success ratio of correctly diagnosing the
problem, while the second is the execution of proper treatment.

Not all skills list two percentage numbers (pick pockets, prowl, scale
walls for example only have one) and some, like hand to hand combat,
and horsemanship, list specific abilities and bonuses to strike, parry,
damage and so on. However, each individual skill description will
explain what the numbers (or abilities) mean.



SKILL DESCRIPTIONS

0.C.C. AND ELECTIVE SKILLS

Disguise: the person is skilled in the use of costume, make-up, wax,
putty, powders, dies, padding, and other accessories, equipment and
tools for creating disguises. The first percentage number indicates the suc-
cess ratio of creating a convincing disguise (preventing recognition), the
second is recognize others in disguise.

Dowsing: is the ability to locate fresh water whether it be with a
divining rod or by more scientific and logical means. For some (like
Druids), it is a mystical ability while for others (like Rangers), it is done
through deductive logic and knowledge of nature. The percentage
number indicates the success ratio of locating fresh water. A person
can roll once every melee to sense out the water, but must roll fwo
consecutive successful rolls to locate the water,

Forgery: individuals skilled in forgery are able 10 imitate signatures,
royal, noble, clerical, shipping (merchant) symbols and royal or
authoritative seals (wax impressions). This can allow them to create
false documents of all kinds, but they MUST have an example of the
signature, symbol, or seal that is to be imitated/forged. Because the
forger is copying the symbol he does not need to be able to read or
write, but it is a little more difficult, inducing a penalty of -2%. If the
forger can not read or write he can nol wrile oul an entire edict or
document or proclamation (someone else must), but can create the
authorizing signature and/or symbol/seal.

Time required: simple signature: 20 minutes

complex/difficult signature: 40 minutes

simple symbol: 15 minutes

complex symbol: 35 minules

a waxen seal (simple): 6 to 24 hours

a waxen seal (complex): | 1o 6 days

If a document has several of the above, the time requirements are
accumulative.

Passing forged documents: When a character uses a fake/forged item,
there is always a chance of the item being recognized as a fake. The
character (player or non-player) receiving a forged item must roll higher
than the forger's skill on percentile dice. (Example: if a forger has a
forgery skill of 440, the recipient of the fake document must roll 45%
or higher 1o recognize it as a forgery).

Forgery Perception Bonus: Characters skilled in forgery get a bonus 1o
recognize other forgeries. This bonus is a part of the character's
perception roll (Example: if someone with a forgery skill of 44% tries
to pass a fake document to someone else skilled in forgery with a
perceplion bonus of 9%, the latier character adds the 9% to his ability
to recognize a forgery, needing a roll of 36% +9% = 43% (o
recognize it as being fake). The first percentage number is the skill of
successfully creating a convincing forgery.
number is the forgery perception bonus.

The second percentuge

Horsemanship: There are 3 ranges of horsemanship skills: General,
Knight, and Palladin. Each indicales a ceriain degree of training and
expertise. The individual O.C.C. will indicate which of the 3 applies of
that O.C.C. (usually general knowledge). The following is an
explanation of the terms found under this skill ability:
Riding/care/feeding: a fundamemal knowledge in
grooming of horses.

Recognize quality/breed: the percentile number indicates the success
ratio of recognizing the quality (age, speed, health, etc.) and breed
(race horse, work, riding, etc.) of horses in general.

Jump: the percentile number indicates the success ratio of NOT being
thrown from the horse when jumping (or backing). Character must
roll under percentage 1o remain in saddle and control.

(+) Plus to parry and dodge: applies to the rider, not horse. The rider
gains a combat advantage from the height and speed of being mounted.

the care and

This is particularly evident in the charge attack and Knight and
Palladin horsemanship skills.

Charge attack: applies to the rider and is the damage bonus gained
from the advaniage of a mounted running/charge attack. Note:
bonuses 10 damage, parry, dodge are in addition to any combat skills,
weapon proficiencies, or attribute bonuses the character may possess.
Horse attack: this indicates that the rider is skilled enough to remain
saddled while he attacks and has his horse rearing or kicking in attack
simultaneously. See the description of horses for the number of attacks
and damage the particular type of horse can perform.

(+) Plus to damage: applies to the rider, and is the damage bonus
gained from the advantages of height and speed of being mounted.
This bonus is not added to a charge attack.

Raise/breeding horses: This is fundamental knowledge in the raising,
training and breeding/mating horses.

Hand to Hand Combat: Each of the eight men of arms O.C.C. has a
specific combat training and orientation affecting their speed, number
of attacks, damage, and so forth. In addition to the eight combat
tables, there is a ninth for the Non-men of arms O.C.C.s. This is
applicable to men of magic and most clergy, however some clergy may
be trained in combal skills (usually as mercenary fighter, soldier, thief,
or assassin). The Hand to Hand combat tables list each of the nine
combat skills. The following is a brief explanation of the terms found
under these skill abilities. See Combar under Men of arms O.C.C. for
combat rules.

(+) Plus to damage: this is the damage bonus gained in combat
training.

(+) Plus to parry/dodge: is the bonus gained from the skill of weapon
use and self defense.

(+) Plus to dodge only: is the bonus to dodge out of harm's way; it
does not include a parry skill,

{+) Plus to parry only: bonus to parry only.

Altacks per Melee: this indicates the development of speed and
dexterity in combat, listing how many attacks/strikes may be attempted
each melee (minute) when engaged in hand to hand combat.

Critical strike: All strikes, dodges, and parries are rolled on a 20-sided
die. The numbers listed indicate when a character rolls to strike, when
he inflicts a critical blow doing double damage 1o his opponent.
Critical strikes are applicable only on natural rolls (a roll not subsidized
by bonuses to strike).

Kick attack: this is the 1raining of an offensive assault using the foot
and leg strength much like a karate kick. It is not an additional attack,
but an optional attack ability.

Stun: Again, this applies to a natural (unmodified) roll to strike. The
assault is so well placed and devastating that it temporarily
stuns/incapacitates one's opponent for 1-6 melees.

Critical Strike from behind: is a sneak attack doing double damage to
one's opponent.

Critical Strike from behind (x3): a sneak attack doing triple damage
from behind.

Critical Strike from behind (xd4): a sneak attack doing gquadruple
damage from behind.

Death blow: the assassin can become so skilled that he is capable of
striking down and killing an opponent with a single blow. An instant
kill is scored when a natural 20 (unmodified by bonuses to strike) is
rolled.

Identify planis/fruit: is the skill to recognize the many different types
of plants and fruits, This is a particularly handy skill when gathering
herbs, edible mushrooms, and edible fruit and berries. The first
percentile number is the success ratio of identifying plants, The second
number indicates the success ratio of identifying fruit.

Identify tracks: this skill enables the person to become fluent in the




study and identification of both animal and humanoid tracks. The first
percentile number is the ability 1o successfully recognize the tracks (and
the animal that made them). The second number indicates the ability
to successfully recognize false tracks/trails.

Locate secrel compartments/doors: Many of the castles, dungeons, and
dwellings of this world have secrel passages, compartments, and doors.

Thus, a freebooter is wise to develop the skill of locating and
recognizing these secret compartments. The percentile number
indicates the chance of successfully locating a  secret

compartment/door, but the person must be actively searching for such
hidden passages to find them. It takes about 15 minutes to properly
search a 10 fL. area.

Medical: this is a general knowledge of medical arts and sciences as
they apply to the preservation of life. They include the cleaning and
bandaging of wounds, soaking wounds, cauterizing, setting broken
_bones, minor surgery, leaching (and other forms of blood letting), the
treating of burns, fever, and rashes. The first percentile number is the
ratio of correctly diagnosing an illness or problem (poisoning, fever,
infection, etc.). The second is Lhe success ratio of preserving/saving
life and executing proper trealment.

Pick locks: this skill enables the person to pick and open locks, The
person must roll under his/her success ratio to open a lock. A person
can try to open a lock as often as desired until successful or gives up.
Time required is as follows: Simple lock and key types (doors, chests,
pad locks): one melee (one minute)
Special/complex lock and key types: 2 melees
Simple tumbler types: 4 melees
Complex tumbler types: 6 melees
Pressure sensitive/tumbler/secret types: 8 melees
Trigger/trap: 12 melees

The percentile number indicates the success ratio of accurately picking
a lock.

Pick pockets: individuals with this skill are able to remove items from a
person's body without the victim being aware of it. If an attempt is
unsuccessful, the pick pocket has not removed Lhe desired item, and
there is a 67% chance of Lhe victim’s recognizing the intent of the
action,

Prowl: this is the ability to move stealthily without sound (or as little as
possible) and without being seen (hiding in shadows, behind objects,
elc.). An unsuccessful prowl means that the person has been spotted or
heard. A prowl cannot be attempted if that person’s presence is
already known, but if there is a distraction, the person can attempt a
prowl and slip silently away,

Read/write (native language): In the age of the Palladium world, the
luxury of literacy is not a necessity. Many men of arms and
most common folk are totally illiterate. Even those who can read and
wrile are not necessarily well practiced in the skill. The percentile
number indicates the approximate degree of literacy. This applies only
to the person's native language (area or race in which he was raised)
and not any other racial or regional language.

Scale walls: is a must among thieves and many men of arms. This is
the ability to climb or storm the walls of castles, fortifications; and just
the ability to climb any structure in general. Players should roll once
for every 15 ft. climbed., If a player misses his roll (rolling over his
success ratio), his character loses his grip and plummets to the ground.
Inflict 1 point of damage for each 6 f1, fallen.

Track: individuals with this skill are able to follow tracks (footprints),
trails of passage (broken branches, flattened grass, spore, eic.) of both
animals and humanoids. They are also able to discern how recent the
tracks/trail is and the approximate number of creatures. The first
percentile indicates the success ratio of tracking outdoors, while the
second number indicates the success ratio of tracking indoors.
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Trap/skin small animals: people with this skill are knowledgeable about
snares and traps for small animals (like rabbit, beaver, squirrel, weasel,
fox, etc.) and skilled in skinning and tanning hides. The first percentile
number indicates the success ratio of trapping and the second number
the ability to skin and treat pelts and leather without damaging the
hide.

Trap/skin large animals: This skill is identical to the one preceding it
excepl that it pertains to large animals (such as deer, moose, woll,
bear, etc.).

Use poison: people with this skill are trained in the use of poisons and
toxins of all types. The use of poison can be dangerous. The
percentile number indicates the success ratio of inflicting poison
properly. If the person [ails 10 make his success ratio, there is a 30%
chance of having inflicted himself.

Weapon Proficiencies (W.P.): a person trained in a particular weapons
skill (type) gains a certain degree of expertise with that weapon type.
That expertise is indicated by the paining of bonuses to strike, parry,
and throw the weapon. The skill tables indicate the specific bonuses
per level of experience, per weapon lype. Missile weapons (sling and
bows) indicate the bonus to sirike and the rate of flire. There are /17
different types, or areas, of weapon proficiency, including the lance
and long bow. Bonuses 1o strike and parry apply ONLY when that par-
ticular type of weapon is being used.

ELECTIVE SKILLS

Disguise

Dowsing

Forgery

Hand to Hand Combat
Horsemanship

Identify plants/fruit
Identify tracks

Locate secrel compartments/doors
Medical

Pick locks

Pick pockets

Prowl

Read/write (Native Language)
Scale Walls

Track

Trap/skin small animals
Trap/skin large animals
Use poison

Weapon Proficiency (W.P.):
W.P., Throwing axe
W.P. Battle Axe

W.P. Ball and Chain
W.P. Blunt

W.P. Knives

W.P. Lance

W.P. Pole arms

W.P. Spears/Forks
W.P. Short swords
W.P. Large sword
W.P. Staves

W.P. Small shield
W.P. Large shield
W.P. Sling

W.P. Short bow

W.P. Long bow

W.P. Cross bow



ELECTIVE
SKILLS TABLES

: Disguise Forgery Dowsing
Level | 20% | 2% 12% | 3% 20%
y 2 25% | 4% 20% | 6% 30%
{ @ -] : 3 0% | 6% 28% | 9% 40%
KPP i 4 35U | 8% 36% | 12% 50%
N o Jo i s 40% | 10% 44% | 15% 60%
55' \ P i 6 45% | 14% 520 | 20% 70%
N | N - 7 50% | 18% 60% | 25% 80%
; 2 8 55% | 22% 68% | 30% 84%
H N 9 60% | 26% 76% | 35% 88%
A By A0 10 65% | 30% 84 | 40% 90%
: $5°1 NG '. 1 70% | 34% 88 | 45% 92%
& i A 12 75% | 38% 900 | 0% 94%
2322a2e0n 13 807 | 42%, 92% | 55% 96%
14 82% | 46% 93% | 60% 97%
15 84% | 50% 949 | 65% 989

Hand to Hand

Hand to Hand

Hand 10 Hand

Soldier Mercenary Non-Men of arms O.C.C.
Level I + 1 to damage Level 1 +1 to damage Level | +2 1o dodge only
2 2 attacks per melee 2 +2to parry/dodge 2 +1 to parry only
3} +3 1o parry/dodge 3 2 attacks per melee 3 +2 10 damage
4 +2to damage 4 +2 to damage 4 2 attacks per melee
5 3 altacks per melee S +3 to parry/dodge S Kick attack: 1-6 damage
6 + 3 to damage 6 3 atracks per melee 6 Critical strike on from behind
7 Critical strike 18-20 7 Critical strike 19-20 7 +2 parry
8 +4 to damage 8 +1 to damage 8 +3 to parry/dodge
9 4 attacks per melee 9 Kick attack: 1-6 damage 9 3 attacks per melee
10 +5 to damage 10 Stun on 18-20 10 +3 to damage
1l Stun on 18-20 11 +4 to damage Il Critical strike on 19 or 20
12 +4 10 parry/dodge 12 4 attacks per melee 12 +4 to parry/dodge
13 +6to damage 13 +5 to damage 13 +4 10 damage
14 5 attacks per melee 14 +4 to parry/dodge 14 4 attacks per melee
1S +5 to parry/dodge |15 5 attacks per melee IS 45 to parry/dodge
Hand (o Hand Hand to Hand Hand to Hand
Knight Palladin Long Bowman
Level 1 +2 1o damage Level I + 2 to damage Level | + 2 1o dodge only
2 2 attacks per melee 2 2 attacks per melee 2 + 1 to damage
3 +3to damage 3 +2to parry/dodge 3 2 attacks per melee
4 +1 1o parry/dodge 4 +4 10 damage 4 +2 10 parry
5 3 attacks per melee 5 3 attacks per melee 5 Kick attack: 1-6 damage
6 Kick attack: 1-6 damage 6 Critical strike on 17-20 6 Critical strike with
7 Critical strike 18-20 7 Kick attack: 1-6 damage bow/arrow only on 18-20
8 +4 1o damage 8 Stuns on 18-20 T 3 altacks per melee
9 4 attacks per melee 9 4 attacks per melee 8 +3 1o damage
10 Stuns on 18-20 10 +5 to damage 9 +3 10 parry/dodge
Il +4 to parry/dodge Il +3to parry/dodge 10 +4 to damage
12 +5 to damage 12 +2 1o strike 11 4 attacks per melee
13 +2tostrike 13 5 attacks per melee 12 +4 (o parry/dodge
14 5 attacks per melee 14 +6 1o damage 13 +4 to damage
15 +5 to parry/dodge 15 +4 to parry/dodge 14 +2 10 strike
15 5 attacks per melee
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Hand to Hand
Assassin

Level

COMBAT REFERENCE KEY

+2 to damage

2 attacks per melee

Kick attack: |-6 damage
Critical strike from behind

3 attacks per melee

Critical strike on 17-20

Critical strike from behind ( x 3)
Stuns on 18-20

Death blow on natural 20

4 altacks per melee

+ 3 to parry/dodge

+ 2 to strike

Critical strike from behind ( x 4)
5 attacks per melee

+4 to damage

Hand 10 Hand
Ranger

Hand to Hand
Thief

Level 1

o -1 O B oW

Lt

11
12
13
14
15

+ 1 to parry/dodge

+ 1 to strike

2 attacks per melee
Kick attack: 1-6 damage
+2 to damage

3 attacks per melee

+ 2 to parry/dodge

+ 3 to damage

4 attacks per melee
Stuns on 18-20
Critical strike on 18-20
+4 to damage

+ 3 to parry/dodge

5 attacks per mefee

+4 to parry/dodge

Level 1 +2 to parry/dodge
2 attacks per melee
Kick attack: 1-6 damage
Critical strike from behind
+2 to damage
3 altacks per melee
Critical strike from behind (% 3)
Critical strike on 19 or 20
9 +4 10 dodge only
10 Stuns on 18-20
11 +3 to damage
12 4 attacks per melee
13 +6 to dodge only
14 Critical strike from behind ( x 4)
15 5 attacks per melee

[ R =a TR I SR PR S

Adftacks per melees: this indicates the number of sirikes or attacks a character has per melee (minute) in combat.

Critical strike: the numbers indicate what a character rolls to hit in order to inflict a critical strike doing double the usual damage.
This must be a natural roll only and not subsidized by bonuses to hit.

Kick attack: This is an offensive assault using only the foot and leg strength much like a karate kick. 1t is not an additional melee attack,
but an optional attack ability.

Stun: Again this applies to unmodified (natural) rolls to sirike, The assaull renders

1-6 melee rounds.

Critical from behind: inflicts double damage from behind.

Critical from behind ( x 3): inflicts triple damage from this sneak attack.

Critical from behind (x d): inflict quadruple damage.

the opponent temporarily stunned/incapacitated for

Death blow: the assassin, skilled in death dealing, scores an instant death with the roll of a natural 20 to strike. A natural 20 is a

strike roll that is not modified by bonuses to strike.

See combat section for detailed explanations.

Horsemanship (General)

Horsemanship (Knight)

Knowledge and skills as the apply to O.C.C. of Mercenary, Level 1 Riding/care/feeding
Fighter, Soldier, Long bowman, Ranger, Thief and Assassin 2 Recognize quality/breed 60%
Level 1 Riding/care/feeding 3 +2to damage (Rider on horseback, in addition to any other
2 Recognize quality/breed 40% damage bonuses)
3 Jump 56% 4 Charge attack -+ 6 damage (Rider on horseback)
4 +1 to parry/dodge (applies to Rider on horseback) 5 Jump 74%
5 Charge attack + 3 damage (in addition to any other damage 6 +2 10 parry/dodge (Rider on horseback)
bonuses) 7 Horse attack (kick: see horses for specific type and damage)
6 Recognize quality/breed 70% 8 Recognize quality/breed 82%
7 Horse attack (Kick: see horses and type for specific damage) 9 Jump 89%
8 +2 damage (Rider on horseback) 10 Charge attack +8 damage
9 +2 parry/dodge (Rider on horseback) 11 +4 1o damage (Rider on horseback)
10 Jump 79% 12 Recognize qualily/breed 967
11 Recognize qualily/breed 90% 13 +4 1o parry/dodge (Rider on horseback)
12 +3 parry/dodge (Rider on horseback) 14 Charge attack + 10 damage
13 Jump 89% 15 Raise/breeding horses 80%

14 Charge attack + 5 damage
15 Raise/breeding horses 60%
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Horsemanship (Palladin)

Level | Riding/care/feeding
2 Recognize quality/breed 68%
3 +2 to damage (Rider on horseback, in addition to any other

damage bonuses)

4 Charge attack +7 damage (Rider on horseback)
5 Jump 76%
6 + 2 to parry/dodge (Rider on horseback)
7 Horse attack (kick: see horses for specific type and damage)
8 Jump 91%
9 Charge attack +9 to damage
10 +4 to damage (Rider on horseback)
11 Recognize quality/breed 90%
12 +4 10 parry/dodge (Rider on horseback)
13 Charge attack + 12 to damage
14 Recognize quality/breed 97%
15 Raise/breeding horses 707
Locate secret
Identify plants/fruits Identify tracks compartments/doors Medical
Level | 8% | 9% 20% | S% 6% 28% | 327
2 16% | 18% 25% | 10% 12%p 36% | 40%
3 24% | 26% 30% | 15% 18% 44% | 48%
4 32% | 34%, 36% | 20 245, 52% | 56%
5 40% | 42% 42 | 25% 30% 60% | 640
6 48% | 50% 48% | 3070 36% 68% | 72%
7 56% | 58% 54% | 35% 420, 76% | 80%
8 640 | 669 607 | 40%0 48%, 84% | 88%
9 720 | 74% 66% | 45% 540, 88% | 90%
10 T6% | 78% 72% | 50% 60% 90% | 92%
11 80%0 | 82% 8% | 55% 660 927, | 9407,
12 84 | 86% 84% | 60% 720 949 | 95%
13 88% | 90% 90% | 65% 789 95% | 967
14 90% | 92% 92% | 70% 847 96% | 97%
15 94% | 96% 945y | 75% 90% 97% | 98%
*Read/wrile
Pick locks Pick pockels Prowl (native language)
Level | 127, 10% 18% 207
2 20% 15% 247, 26%
3 25% 207, 30%s 329
4 30% 25 6% 3800,
5 40% 30%, 42%, 447,
6 50%, 315%, 48% 50
7 55% 42%, 549, 56"
8 60% 50% 60% 62%
9 65% 55% 66% 687
10 70% 60% T2% 74,
11 75% 65% 789, 80%
12 807 T0% 840, 86%
13 8307 75% 907, 88%
14 86% 80% 927, 90%
15 8007 85%0 947, 92% *Add 10% if 1.Q. is 12 or higher
Trap/skin Trap/skin
Scale walls Track small animals large animals Use poison
Level 1 26% 20% | 2% 20% | 24% 20% 8%
2 329, 30% | 3% 28% | 32% 30% 16%
3 38% 6% | 5% 36% | 409 40% 2407,
4 440 420 | T% 44% | 48% 50% 320,
5 50% 48% | 9% 529 | 56% 60% 40%
6 56% 54% | 11% 60% | 64% 68 % 48%,
7 62% 60% | 14% 68%0 | 72% 2% 56%
8 68 % 66% | 17% 76% | 807 78% 64%
9 74% 2% | 20% 8497 | 84% 84 % T2,
10 809 78 | 23%, 90% | 88% 90% 80%
11 867 84%, | 26% 92% | 92% 92% 8495,
12 90% 88% | 29% 937 | 94%, 94 % 88%%
13 929, 90% | 32% 94% | 96% 96 % 92%,
14 947 91% | 35% 95% | 97% 97 % 9407,
5 96 92, | 40% 96% | 98% 98% 96%
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WEAPON PROFICIENCIES (W.P.)
Applies to all classes

CODE KEY: S = Strike; the bonus to hit. P = Parry; the bonus to parry. Thr. = Thrown; the bonus to hit when thrown.

~ DEFENSIVE: SHIELD

Small Large
Lvl. 8. P. Thr. S.  P. Thr.
[ 0 +1 0 0 +2 0
2 0 +2 0 0 0 0
J o+l +3 +1 +1 43 0
4 0 0 0 0 +4 +1
5 +2 +4 +2 +2 +5 0
6 0 0 0 0 0 0
7 +3 +5 +3 +3 +6 +3
8 0 0 0 0 0
9 +4 +6 +4 +4 +7 0
10 0 0 0 0 0 +3
I +5 +7 +5 +5 +8 0
12 0 0 0 0 0 0
13 +6 +8 +6 +6 0 +4
14 0 0 0 0 +9 0
15 +7 +9 +7 +7 0 0
NOTES About Shields
A shield’s size, weight, type of material and costs all vary greatly and A good rule of thumb is that a shield is so battered that it must be replaced
should be taken into consideration by the game master. The following after each month of regular combat for wood or leather shields and every
generally applies to most basic types of shields. two or three months for iron or steel shields.

OFFENSIVE: WEAPONS

SHORT SWORD LARGE SWORD KNIVES THROWING AXE BATTLE AXE LANCE
Lvl. S. P. Thr. S. P, Thr. S. P. Thr. 5., P, Thr S. P. Thr. S. P, Thr.
1+ +1 0 +1 0 0 0 0 +1 0 0 +1 +1 0 0 +1 0 0
2 0 0 +1 0 +1 0 +1 0 0 +1 0 0 0 0 +1 +2 0 0
3 +2 0 0 +2 42 0 0 +1 +2 0 0 +2 +2 +1 0 0 +1 0
4 0 +2 0 0 0 0 +2 0 0 +2  +1 0 0 0 +2 +1 0 +1
5 0 0 0 0 +3 +1 0 0 +3 0 0 +2 +3 0 0 0 0
6 +3 0 +2 +13 0 0 0 +2 0 0 +2 0 0 +2 0 +4 +2 0
7 0 +3 0 0 +4 0 +3 0 +4 +3 0 +4 0 0 +3 0 0 +2
8 0 0 0 0 0 0 0 0 0 0 0 0 +4 0 0 +5 0 0
9 +4 0 0 +4 +35 0 0 +3 +5 0 +3 0 0 +3 0 +3 0
10 0 0 +13 0 0 +2 +4 0 0 +4 0 +5 0 0 +4 +6 0 +3
11 0 +4 0 0 +6 0 0 0 +6 0 0 0 +5 0 0 0 0 0
12 +5 0 0 +35 0 0 0 +4 0 0 +4 0 0 +4 0 +7 +4 0
13 0 +4 0 0 +3 +5 0 +7 +5 0 +6 0 0 +5 0 +4
14 0 +5 0 0 +7 0 0 0 0 0 0 +6 0 0 +8 0 0
15 +6 0 0 +6 0 0 0 +5 +8 0 +5 0 0 +5 0 0 +5 0
SHIELDS

SHIELD WEIGHT DAMAGE THROWN COST

Small Wood 2.1 kg/451b 14 35 gp.

Small Leather 1.4 kg /b 14 30 gp.

Sm. Wood P Leather 25kg/51b 14 45 gp.

Small Iron 29kg/651b 1-4 55 gp.

Large Wood 29kg/651b 14 65 gp.

Large Leather 29kg/651b 14 65 gp.

Large Wood P Leather 36kg/81b 1-6 75 gp.

Large Iron 64 kg /141b 1-6 100 gp.
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Code Key: S. = Strike: bonus to hit R. = Rate of fire (per melee)

__OFFENSIVE: WEAPONS

SPEARS/FORKS POLE ARMS BALL & CHAIN BLUNT STAVES
Lvl. S, P. Thr. S. P. Thr. 5 P. Thr. S. P. Thr. S. P. Thr.
o+ 41 0 +1 0 0 +1 0 0 +1 0 0 +1 0 0
2 0 0 +1 0 +1 0 0 0 0 0 +1 0 0 +1 0
I o+2 42 0 +2 0 +1 +2 0 0 +2 0 0 +2 0 0
4 0 0 +2 0 +2 0 0 +1 0 0 0 +1 0 +2 0
5 0 +3 0 0 0 0 +3 0 0 +3 0 0 0 0 +1
6 +13 0 +3 +3 0 +2 0 0 +1 0 +2 0 +3 0 0
7 0 +4 0 0 +3 0 0 +2 0 0 0 +2 0 +3 0
8 0 0 +4 0 0 0 +4 0 0 +4 0 0 0 0 +2
9 +4 +5 0 +4 0 +3 0 0 0 0 +3 0 +4 0 0
10 0 0 +5 0 +4 0 0 +3 0 0 0 +3 +4 0 0
11 0 +6 0 0 0 +4 +35 0 0 +5 0 0 0 0 +3
12 +5 0 +6 +5 0 0 0 0 +2 0 +4 0 +5 0 0
13 0 0 0 0 +5 0 0 +4 0 0 0 +4 0 +5 0
14 0 0 +7 0 0 +5 +6 0 0 +6 0 0 0 0 +4
15 +6 0 0 +6 0 0 0 0 0 0 +5 0 +6 0 0
MISSILE WEAPONS
SLING SHORT BOW CROSS BOW LONG BOW
Lvl. S. R. S. R. S. R. S. R.
1 0 2 0 | 0 | 0 2
2 +1 0 + 1 2 +1 2 +1 3
3 0 3 0 0 0 0 +2 0
4 +2 4 +2 3 +2 i) +13 4
5 0 0 0 4 0 0 5
6 +3 5 +3 0 +3 4 +4 0
7 0 6 0 5 0 0 6
8 +4 0 +4 0 +4 0 +5 0
9 0 7 0 6 0 5 0 7
10 +5§ 0 +5 0 0 0 0 0
11 0 8 0 7 +5 0 +6 8
12 +6 0 0 0 0 6 0 0
13 0 9 +6 8 0 0 0 0
14 +7 0 0 0 +6 0 +7 9
15 0 10 +7 9 0 7 0 0

Ranges (maximum) NOTE: The Longbow is reserved for the Long Bowman and Ranger O.C.C.

Sling ~ — 300 M
Short bow - 480 f1 The Lance is reserved for Knights and Palludins.

Long bow — 800 t
Cross bow =700 It

A character may use any Iype of weapon at any lime, however, if he/she does not have a W.P. in that weapon, they simply strike with NO
bonuses 1o strike or parry. Those NOT trained in the use of bow weapons fire at a rate of one per melee.
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SECONDARY SKILLS DESCRIPTIONS

Carpentry: the skill of building or repairing wood items and/or paris of
buildings. The percentile number indicates the success ratio of proper
construction, quality and repair.

Cook: this culinary skill is the ability to cook, bake, brew, etc. tasty
dishes of food. The percentile number indicates the relative skill and
quality of the food. Il a cook rolls above the success ratio, the
preparations are particularly disappointing (bland, (oo spicy, looks
icky, etc.).

Dance: this is simply the ability to dance. The percentage numbers
indicate the relative skill and quality of the dancer, The first percentile
number applies to common folk dancing, while the second percentile
relates to ball and fancy/formal dance.

Demon and Devil lore: persons of this skill are knowledgeable about
the ways, desires, practices, abilities, and hierarchy ol devils and
demons. The percentage number indicates the approximate degree of
study and knowledge in these areas. The person with this knowledge is
likely 1o recognize activities, symbols, and temples of those creatures of
darkness (roll percentile). 1f the roll is under the success ratio, they
recognize the handiwork (influence) of demons or devils. If the roll is
over the success ratio, he has no recognition of them as they pertain to
the present situation.

Faerie lore: functions identically as Demon and Devil lore, but applies
toward the habits, activities, magic and identification of the laerie folk,

Imitate voices: this is the skill of impersonating voices, accents, and
character. The imitator must have heard the voice he is attempting to
mimic at least once, for no less than 60 minutes (or a series of
encounters totalling at least 60 minutes). He must also have been
studying that person’s voice for tone quality, inflection, accent,
mannerism, etc. during the encounter (if not, he cannot imitate the
voice). The imitator can also mimic the voices of people he knows
intimately. Note: roll once for every 6 melees (minutes) of imitation to
see il the character can maintain the convincing qualities. If he fails to
roll under the success ratio, he temporarily loses the vocal elements in
that imitation (can try again with minor preparations and concentration
in 6 melees).

Mathematics: the knowledge, use, and understanding of numbers
dealing with quantities, magnitudes and forms (addition, subtraction,
multiplication) i.e. arithmetic, geometry, etc. The percentile number
indicates the relative knowledge and success ratio of solving
mathemaltical problems.

Paint: the fine art of painting; the use and making of pigments, brush
and creating/rendering depictions of images (portrails, symbals,
designs, impressions, etc.). The type of paints used would be primarily
Tempera (a paint mixing pigment with egg yolk,or sizing,used thined
with water), and some watercolor and ink/dyes. The percentile
indicates the quality of technique and rendition,

Play string instruments: this is simply the skill to play common string
type instruments (violin, mandolin, guitar, etc.) The percentile number
indicates the quality of technique and performance.

Play wind instruments: Identical to the preceding skill as it pertains to
wind instruments (flutes, harmonica, whistles, etc.).

Plant/farm lore: this skill is not to be confused with the identify plant
and fruit skill although a related ability. Lore deals with the knowledge
and legends about plants and their healing or special properties as well
as the basic knowledge for their growth and care (that is where the
farm element comes in, the growing and harvesting of plants).
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Preserve food: this is the skill of food preservation including canning
(in jars) fruit and vegetables, pickling, drying and salting meats, and so
on. The percentile number indicates the success ratio, If the character
fails 1o successfully preserve the food, it will spoil and/or become
infected with harmful bacteria.

Racial histories: this is the study of the many different races, their
backgrounds, legends, tendencies, affiliations, leaders, habits, elc. A
person with this knowledge is likely to recognize the activities and
trademarks of these races when encountered, Because there are so
many races and corresponding data, the player can only choose 6
specific races to study. (Of course, the elective can be chosen twice Lo
include all races). The percentile indicates the approximate degree of
information the character has learned or can remember. Note: this
knowledge pertains only to racial histories and characteristics and does
not include an understanding of language written or spoken.

Read/write additional language: This skill involves the study of other
written languages (alphabels/symbols), meaning that the character
develops a certain degree of literacy in a language which is not his
native tongue. Clergy, men ol magic and scholars are the most adept
in this area. A player may choose only one additional language, but
may select this elective repeatedly to include as many languages as
desired (within the limited number of electives available to him). The
percentile indicates the approximate degree of literacy.

Recognize poison: people with this skill knowledge are able to recognize
poisons by their aroma, lasie, color/appearance, and effects (on a
victim). This includes a fundamental knowledge of the poison's
lethalness, effects/symptoms and origins. It does not include the skill
in safely using poison. The percentile represents the success ratio of
recognizing poison, but only if the person was actively looking to
identily/locate poison.

Recognize precious metals/stones: the person with this skill is able to
identily  precious metals (gold, silver, bronze, etc.) and
precious/semi-precious sltones (lopaz, ruby, jade, diamond, etc.) and
appraise their approximate value on the open market. This ability also
enables the person o discern fakes from the real. The percentile
number is the likelihood of correctly identifying metals and gems. A
character gets only one chance (roll) Lo appraise such items or will
otherwise respond according to their obvious appearance.

Recognize weapon quality: is the ability to determine the level of a
weapon's quality, including craltsmenship, weight, balance, edge, metal
strength, and so on. This skill also enables the person 1o recognize il
the weapon is crafted by dwarl, kobold or others and il it may have
bonuses to sirike, or parry or may have some unnatural (magic)
properties. Although the person may be able to tell that a weapon is
superbly crafted with bonuses, it is impossible 1o determine exactly
whalt these bonuses are until used in a combat type situation.

Religious doctrine: this is a knowledge and background concerning the
various religions, their history, rituals, practices, general philosophy,
laws, religious hierarchy, and gods. A player may choose 8 specific
religions (churches, sects and/or cults) in which he has this knowledge.
Of course, a player may select this skill knowledge more than once,
adding 8 new choices each time. The percentile number indicates the
degree of knowledge one has about a particular religion,

Sailing: persons with this skill have a rudimentary knowledge about
boats and the principles of sailing.



Sense of Direction: is a developed skill, especially when travelling in
wildernesses or underground. This skill includes basic knowledge of
determining direction by the placement of the sun, moon, stars, and
other tricks used in establishing (recognizing) one's location. The
percentile number indicates the success ratio of doing so properly. If
unsuccessful, the character is not likely 10 realize that he is lost or
misdirected.

Sing: this is simply the ability 10 carry a tune in a pleasant and
recognizable way. The percentile number indicates the relative level of
quality and skill,

Speak additional languages: This skill involves the study of other
spoken languages. While many people cannot read or write, most can
understand and speak one or more languages (other than their own
native tongue). A player may choose only one additional fanguage for
each speak additional language elective taken (player may select this
skill more than once learning one new language with each selection).
The percentile number indicates the degree of understanding and ability
to successfully communicate in that 1ongue.

Swim: is the skill of being able 10 stay afloat and move about (swim) in
water. The percentile number indicates the degree of expertise in this
area.

Tailor: is the skill of working with fabric (cloth, fur, soft leather, etc.)
to make and mend clothes. The percentile number indicales success
ratio in the proper construction, quality and repair of clothing,

Ventriloquism: is the practiced ability to throw one’s voice. That is to
say, create the illusion of not speaking while making the voice/sound
appear 10 be coming from someone or something (an inanimate object
such as a tree, box, chair, ewc.) else. This can be done up lo a
maximum of 5 fi. distance from the ventriloguist. The percentile
number indicates Lhe success ratio of successfully throwing one's voice.

SECONDARY SKILLS (COMPLETE LIST)

Carpentry

Cook

Dance

Demon and Devil Lore
Faerie Lore

Imitate voices

Mathematics

Paint

Play string instruments
Play wind instruments
Plant/Farm Lore

Preserve food

Racial Histories
Read/write additional Language
Recognize Poison
Recognize Precious melals/stones
Recognize Weapon quality
Religious Doctrine

Sailing

Sense of direction

Sing

Speak additional Language
Swim

Tailor

Ventriloquism
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SECONDARY SKILLS
TABLES

Carpentry Cook Dance Demon and Devil lore
Level 1 16% 10%a 18% | 12% 25%
2 24%, 25% 30% | 24% 35%
3 32, 407 50% | 38% 45%
4 40, 55% 70%, | 58% 55%
5 48, 65 B80Wo | 68%0 650
6 56% 80% 90% | 787 70%
7 64 % 907 91% | 8870 75%
8 72% 96% 920, | 897 80%
9 80%, 97% 93% | 90% 85%
10 85% 98 % 94% | 91% 887
11 879 9907, 95% | 92% 90%
12 8907 100% 969 | 93 920
13 917 100% 97% | 94%, 940y
14 9317 100% 98% | 95% 96%
15 95%, 100% 99% | 967 98%,
Faerie lore imitate voices Mathematics Paint
Level 1 20% 18%0 250, 12%
2 307 267 307 32%
3 40% 32 40%, 520,
4 50% 407, 48%, T2%
5 60% 487 58 80
6 70% 56% 68% 849,
7 807 647 78% 86
8 857, T2%% 88U 88
9 88 80% 90 907,
10 90% 84, 920, 917
11 9207, 88 940 9207
12 947 90% 950 930
13 967 92% 96 940
14 987 94% 97% 95%
15 990, 06 % 08 96
Play string Play wind
Preserve food instruments instruments Plant/farm lore
Level 1 24% 26" 24%, 12
2 2% 349, 329, 207
3 427 427 409, 28%0
4 5207 50% 48%, 36%
5 6207 58% 56% 447
6 T2 660 64% 52%
7 8207 747 2% 60%,
8 B8 7o 82T, 80 68%g
9 0% B4% 847 767
10 949, B6% 860 B4 %y
11 95% 88% 8897 8800
12 965 9007, 90, 92
13 977 920, 927 949,
14 S8 Wy 94% 9407 95%,
15 9907, 967 96T 967
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*Read/write Recognize precious

Racial Hislories additional language Recognize poison metals and stones
Level | 18% 20% 10% 8
2 24, 26, 15T 1207
3 30% 320, 20%a 18%
4 36 38% 30% 26T
5 42, 44, 407 32%
6 48% 50 50% 40%
7 54%, 56 60% 487
8 60%0 62 6670 56%
] 66T 680, 72% 6270
10 720 74% 78% 72%
11 8% 807 847, 807
12 847 867 90, 867
13 90%, 8807 9207, 90%
14 9307 90% 947 9407,
15 96, 92% 95% 987
*Add 10% for 1.Q. 12
or higher
Recognize
weapon qualily Religious doctrine Sailing Sense of direction
Level | 10% 18% 21% 35%
2 20% 26% 280 457,
3 30% 34%, 35% 55%
4 38% 420, 42% 650
5 4807, 50%, 4997, 75%
6 55% 58% 56'% 809
7 607 66% 63% 857
8 65% 74% 7097, 87%
9 70% 82% 7% 897,
10 T5% 90% 859 90%o
11 807, 92 91% 91%
12 85 94 93% 927,
13 90% 967 95% 9307,
14 930, 98 %o 977 94 %
15 96 99%, 99 95%,
*Speak
additional language Sing Swim Tailor Veniriloquism
Level | 30% 30% 25% 20% 80
2 40% 40% 357 280 16%
3 50% 50% 45% 36% 24%
4 609 60% 559, 44%, 32%
5 70% 70% 65% 52% 40%,
6 80% 80% 75% 607 489%
7 90%, 84% 85% 68% 56%
8 927, 88 % 90 6% 64%
9 93 % 90% 91% 84% 72%,
10 9407, 91% 9207, 9097, 78
11 95% 92%, 9307 92 840,
12 96 % 93% 947, 947 90%
13 977 94, 95% 9690 92%,
14 98 % 95% 967 97% 9407,
15 997, 96 % 97 % 98% 96%
*Add 10% for [.QQ. 12
or higher
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MERCENARY FIGHTER

These are rough and tumble men of adventure who sell their sword
and muscle for gold and glory. Their skills are usually directly oriented
to combat and sell-preservation. The jacks of all trades (when dealing
with the fundamentals of combat and adventuring) they are oflen
skilled in such areas as tracking, trapping, picking pockets and
prowling. However, as with most men of arms they seldom deal in
subtleties. I1f a door is locked, kick it in, if @ man won't reveal a
secret, slap him around a little, reading and writing are unimportant
skills on the field of combat. They tend to fight hard, work hard, and
play hard. A mercenary’s entire orientation is physical. One of the
great advantages of being a mercenary 15 the freedom Lo come and go
and do as one pleases without being responsible to a commander or
king as are soldiers. Merc’s are generally free agents.

Mercenaries and armour

Most mercenaries prefer the heavy armour Lypes which provide
maximum physical protection when in combat, but they can use any
type of armour. See Soldiers and armour.

Alignments: any

0.C.C. SKILLS AND REQUIREMENTS
MERCENARY FIGHTER

Attribute requirements: P.S. 7

0.C.C. skills: Hand to Hand (mercenary), W.P. small shield, scale
walls ( + 10%)

Elective skills; Choose 6 al level one, 3 at level three, 3 at level eight
and 3 at level twelve.

Secondary skills: Choose 8 at level one, 4 at level four and 4 at level
twelve.

Elective skills

Disguise (+ 2%)
Forgery

Horsemanship (general)
Identify Lracks ( + 5%)
Locate secrel compartments/doors
Medical

Pick locks

Pick pockets (+ 5%)
Prowl (+ 5%0)
Read/write

Track

30

Trap/skin small animals ( +4%)
W.P. Throwing axe
W.P. Battle axe
Blunt

Ball and chain
Knives

Pole arms
Spears/Forks
Short swords
Large swords
Staves

Large shield
Sling

. Short Bow

. Cross Bow
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Secondary Skills (Choice of any, but the following have O.C.C.
bonuses).

Sense of direction (+ 5%)

Speak additional language (+ 10%)

Swim (+5%)

Recognize precious metal/stones (4 5%)

Recognize weapon quality (+ 6%)

Recognize poison (+ 5%)

Levels of experience
Mercenary Fighter
Level 1 0- 1900
1901 - 3800
3801 - 7600
7601 - 12,000
12,001 - 20,000
20,001 - 30,000
30,001 - 45,000
45,001 - 65,000
9 65,001 - 90,000
10 90,001 - 130,000
11 130,001 - 170,000
12 170,001 - 220,000
13 220,001 - 270,000
14 270,001 - 320,000
15 320,001 - 370,000
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SOLDIER

Soldiers are men of combat trained in the formal aris of combat.
Their primary orientation is combat and the inflicting of damage
(killing) of one'sopponent as quickly and accurately as possible, where
it will do the most harm. Being the instruments of war (defensive or
offensive) the majority of skills and (raining are directed toward
developing weapon proficiencies, scaling walls and similar combat
areas. Generally soldiers are not freebooters with the freedom to come
and go as they please like the mercenary fighter. They are usually
directly responsible to a specific commander or leader (knight, king,
ruler) and required to obey laws and orders. A soldier usually cannot
pick an assignment or area to work, but is generally told what to do,
how to do it, and where to go. They must answer to all their military
authorities and laws or be punished, and/or discharged from service.
Military life can be particularly restrictive and petty in those garrisons
near large civilized kingdoms and those about to engage in battle. The
assignments which afford the most freedom are patrols, law
enforcement, and border towns. Being stationed at a border
town/outpost offers the most freedom from regime, laws and
restrictions because these towns or territories are usually under marshal
law, so the soldiers are the law. MNeedless to say, some of these
garrisons can become pretty powerful and/or corrupt. Of course,
border assignments tend to be in hostile or unexplored territories, or so
far from civilization that aid in the case of an assaull is weeks if not
months away.

Other advantages 1o becoming a soldier is the benefit of formal arms
training (Mercenaries are self-taught, learning from watching, practice,
tips from others and real combat experience), a monthly salary and the
benefit of free room and board and basic equipment.

Enlistment and salaries: Soldiers usually sign up for a minimum 2 year
period of enlistment. Re-enlistiment is usually for a | 1o 4 year period.
Conditions for discharge include poor behavior, lack of obedience, and
injury (sorry, no V.A. benefits; if you can't fight in the near future,
you're discharged).

Salaries: (average)

Typical soldier; 60 to 80 gold a month

Border soldier: 80 to 100 gold a month

Combat situation: 100 Lo 150 gold a month

Special assignment: 120 to 200 gold a month

Officers of lower rank: 200 to 350 gold a month

Officers of high ranking:500 to 800 gold a month

Mercenary fighters may also be hired to bolster the number of men in a
garrison, or in a battle situation. They are obligated 1o abide by all
military rules, laws, and authority. Room and board is provided under
the terms of Mercenary enlistment.

Period of enlistment is usually 6 months to a year with re-enlistment of
the same terms available. Merc's must provide their own equipment.
Salaries for Mercenary fighters in the Military:

Typical soldier: 30 to 60 gold a month

Border soldier: 40 to 80 gold a month

Combatl situation:60 to 100 gold a month

Special assignment: 80 to 120 gold a month

Officers: 100 10 200 gold a month

Seldom have high ranking mercenary officers.

Equipment provided (o Soldiers (not Merc's) upon enlistment.
Soft leather armour

Short sword and dagger

Small wood shield

Back pack

2 sets of clothing

Grooming utensils/supplies

Other equipment may be purchases or assigned.

Soldiers and buying equipment
Almost all towns and cities (even border towns) will have special shops,
weapon smithes, and armourers who are sub-contracled by the military

to provide arms and armour to their soldiers at a 25% discount. The
discount may or may nol (usually not) apply 10 mercenaries under
military employ.
Alignments: any
Soldiers and armour

Although any type of armour can be used (light and heavy) both the
soldier and mercenary fighter lean sirongly toward the heavy armours.
This is because their prcfessions call for little (if any) prowling/silence
and maximum physical protection, as both are usually in the forefront
of battle situations. Silence of movement is of little consequence when
actively engaged in hand lo hand combat;, protection (high armour
rating and S.D.C.) is of the utmost importance. Thus, the average
soldier or mercenary, of any quality, will be decked out in a full suit of
heavy armour. Which specific armour type depends on personal
preference and prosperity. both soldier and mercenary are trained in
the use of heavy armour and as such, do not suffer any physical
restrictions or penalties.

SOLDIER

Altribute requirements: P.S, 10, P.E. 8

0.C.C. skills: Hand to Hand (Soldier), scale walls (4 [2%), W.P.
small shield

Elective skills: Choose 7 at level one, 3 at level three, 3 at level eight
and 3 al level twelve.

Secondary skills: Choose 7 at level one, 4 at level four and 4 at level
Iwelve,

Elective skills Levels of experience

Forgery Soldier
Horsemanship (general) Level 1 0 - 2000
Identify tracks (+2%) 22001 - 4000
Medical (+4%) 3 4001 - 8000
Pick pockets 4 8001 - 14,000
Prowl 5 14,001 - 22,000
Read/wrile 6 22,001 - 32,000
Track (+2%) 7 32,001 - 47,000
Trap/skin small animals 8 47,001 - 67,000

Use poison 9 67,001 - 92,000

W.P. Throwing axe 10 92,001 - 132,000
W.P. Baille axe 11 132,001 - 174,000
W.P. Blunt 12 174,001 - 224,000
W.P. Ball and chain 13 224,001 - 274,000
W.P. Knives 14 274,001 - 324,000
W.P. Pole arms 15 324,001 - 374,000

W.P. Spears/Forks
W.P. Short swords
W.P. Large Swords
W.P. Staves

W.P. Small shield
W.P. Large shield
W.P. Sling

W.P. Short Bow
W.P. Cross Bow

Secondary Skills (Choice of any, but the following have O.C.C.
bonuses).

Racial histories (+6%)

Recognize weapon quality (+ 8%)

Religious doctrine (+4%)

Speak additional language (+ 8%)

Swim (+ 10%)



LONG BOWMAN
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An adventurer man of arms O.C.C., the highly skilled long bowman,
they are skilled in hand to hand combat and other skills helpful in their
sojourns. They aregenerally very quick and dexterous. Although good
fighters, their main skill is the use of the long bow. The Long bow is
not a common weapon and requires specific training to develop
expertise. Those who master the long bow can become one of the
deadliest (long distance) fighters in the land. Mastery of the long bow
is the main thrust of their combat training.

Tne long bow is a very effective weapon, having nearly double the
maximum range of a short, and does twice as much damage, Those
skilled with a long bow are extremely accurate and usually develop a
staggering rate of fire. Long bowmen are much sought men of arms,
ccmmanding two 1o three times the normal mercenary salaries when
hired by the military, and can generally get paid even twice that if high
level (seventh or higher) and can often dictate the terms of en[islmqm.
Otherwise, long bowmen are adventurers or mercenaries for hire.
Armour:

Long bowmen can wear any type of armour, light or heavy, but seem
to prefer studded leather, chain and double mail, and plate and chain.
Alignments: Any

LONG BOWMAN

Attribute requirements: P.S. 10 and P.P 12

0.C.C. Skills: Hand 1o Hand (Long Bowman), W.P. Long Bow
Elective skills; Choose 8 at level one, 3 at level three, 3 at level eight
and 3 at level Lwelve.

Secondary skills: Choose 7 at level one, 4 at level four and 4 at level
ten.

Electives

Disguise

Forgery (+6%)
Horsemanship (general)
Identify tracks

Medical

Pick locks

Pick pockets (+ 7%)
Prowl (+ 4%)
Read/write

Scale walls ( +6%0)
Track

Trap/skin small animals (+ 5%)
W.P. Throwing axe
W.P. Battle axe

W.P. Blunt

W.P.
W.P.
W.P.
W.P.
W.P.
W.P.
W.P.
W.P.
W.P.
W.P.
W.P.
W.P.

Ball and Chain
Knives

Pole arms
Spears/Forks
Short swords
Large swords
Staves

Small shield
Large shield
Sling

Short bow
Cross bow

Secondary skills (Choice of any, but the following have O.C.C.
honuses).

Carpentry (+4%)

Paint (+4%)

Recognize precious metals/slones (+ 5%)

Sailing (+ 5%)

Sense of direction (+ 10%)

Tailor (+ 10%)

Swim (+ 10%)

Speak additional language ( + 5%)

Levels of experience
Long Bowman

Level I 0-2100

2 2101 - 4200

3 4201 - 8400

4 8401 - 15,400
S 15,401 - 23,400
6 23,401 - 33,400
7 33,401 - 48,400
8 48,401 - 68,400
9 68,401 - 93,400

10 93,401 - 133,400

11 133,401 - 173,400
12 173,401 - 223,400
13 223,401 - 273,400
14 273,401 - 323,400
15 323,401 - 373,400



KNIGHTS

Knights, like soldiers, are trained in the art of hand (o hand combat

and are very direct and deadly in their assaults. They are, in fact,
highly trained soldiers (or have been soldiers); versatile, educated, and
lethal. Although a knight may be responsible to a sovereign lord, he is
generally a free agent, wandering the territory enforcing laws, righting
wrongs, and protecting the innocent or those under his charge.

Knights are often of noble birth or have been knighted for acts of
courage, honor, or feats of spectacular combat, Although trained and
schooled as a knight, a player’s characler can call himsell a knight, but
is not a true knight until knighted by a Sovereign Ruler or Clergy of an
established (large) church. (Of course, the character must fit the other
severe attributes required to become a knight.y All knights are expertly
trained in horsemanship and combat on horseback (W.P. Lance).
They are also usually privy to religious doctrine, the formalities of
nobility (dance, song, musical instruments, etc.) and often able to read
and write.

Knights and armour

A knight can wear any type of armour, butl usually uses the heavy
armour types; chain mail, double mail, scale mail, splint, and plate.
Specifically trained in the use of Lhese armours they experience no
restrictions of movement whatsoever,

Alignments

A knight can be of any alignment; good, selfish, or evil. Knighthood
is a social station indicating noble birth, position, and expertise in
arms, armour, and horsemanship. It is not indicative of one's inner
spirit or compassion. Thus, we have the good and noble knight and
the treacherous, dishonorable black or evil knights. NOTE: Knight of
the principled, scrupulous, and aberrant (evil) alignments are men of
honor, and live by the letter of the code of chivalry. Unprincipled and
Anarchist will follow the chivalric code most of the time (but bending
or forgetting the rules occasionally), while those of diabolic and
miscreant alignments will blatantly ignore them. The latter two
alignments tend to be held by men of no or little honor or respect for
life.
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KNIGHT

THE CODE OF CHIVALRY
1. Tolive one’s life so that it is worthy of respect and honor by all.
2. Fair Play:
Never attack an unarmed foe.
Never charge an unhorsed opponent.
Never atlack from behind.
Avoid chealing.
Avoid Lorture.
3. Nobility:
Exhibit self discipline.
Show respect to authority.
Obey the law,
Administer justice.
Administer mercy,
Prolect the innocent.
Respect women.

4, Valor:

Exhibit courage in word and deed.

Avenge the wronged.

Defend the weak and innocent.

Fight with honor,

Never abandon a friend, ally, or noble cause.
5. Honor:

Always keep one’s word of honor.
Always maintain one's principles.
Never betray a confidence or comrade.
Avoid deception.
Respect life.
6. Courtesy:
Exhibit manners.
Be polite and attentive.
Respectful of host, authority and women.
7.  Loyalty: to god, sovereign, country, and the codes of chivalry.

KNIGHT

Altribute requirements: 1.Q. 7, P.S. 10, P.E. 10, P.P, 12

0.C.C. skills: Hand to Hand (Knight), Horsemanship (Knight), W.P.
Large shield, and W.P. Lance,

Elective skills: choose 7 at level one, 3 at level three, 3 at level eight,
and 3 at level 1welve.

Secondary skills: choose 8 ai level one, 4 at level four, and 4 at level
ten.



Elective skills Levels of experience

Knight
Disguise Level 1 0 - 2200
Forgery 2201 - 4400

4401 - 8800
8801 - 15,500

2
Identily tracks 3
4
5 15,501 - 23,500
6
T
8

Medical (+4%)

Pick pockets

Read/write (+ 20%)

Scale walls ( + 6%)

Trap/skin small animals (4 4%)
Trap/skin large animals (+2%)

23,501 - 33,500
33,501 - 48,500
48,501 - 68,500
9 68,501 - 93,500

Use poison 10 93,501 - 133,500
W.P. Throwing axe 11 133,501 - 175,500
W.P. Baltle axe 12 175,501 - 225,500
W.P. Blunt 13 225,501 - 275,000
W.P. Ball and Chain 14 275,001 - 325,000
W.P. Knives 15 325,001 - 375,000

W.P. Pole arms
W.P, Spears/Forks
W,P. Short swords
W.P. Large swords
W.P. Staves

W.P. Small shield
W.P. Sling

W.P. Short bow
W.P. Cross bow
Secondary skills (choice of any, but the following have O.C.C.
bonuses)

Dance (+ 10%)

Demon/Devil lore { + 10%)

Play string instrument (+ 4%)

Play wind instrument (+6%)

Racial histories (+ 10%)

Recognize precious metals/stones (+ 5%)
Recognize weapon guality (+ 12%)
Religious doctrine (+ 20%)

Read/write additional language (+ 10%)
Speak additional language ( +20%)

Sing (+5%)

PALLADIN

THE PALLADIN

Palladins are the embodiment of knighthood, They are supposed Lo
represent Lhe highest values in honor, nobility and chivalric behavior.
They are the greatest fighting men alive, trained Lo be the very guickest
and deadliest of all warriors. Palladins are fighting machines fluent in
several weapon proficiencies, combat skills, and exquisite equestrian
skills. They are generally knights errant, free to search the land,
destroying evil and injustice wherever it is found. Like knights, they
are often of noble birth and usually educated.

Palladin is the highest rank of men of arms and are themselves
knights. As such, palladins live by the code of chivalry and are
affected by all the conditions and limitations of knights. They prefer
heavy armour types, powerful weapons of any kind and, like knights,
are seldom without a mount.
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Alignments and Palladins

A palladin can be of any alignment; good, selfish, or evil. Being a
Palladin/knight is a social status and is not indicative of the man's
character. Thus, we have the good, honorable, chivalric palladin and
foul, wicked, evil palladin (or anti-palladin). The same condilions
found with knights and alignments and the laws of chivalry apply
exactly the same 10 palladins.

Palladins and armour
Same as knights. Prefer heavy types; chain through plate, usually
needing maximum physical protection for combal situations.

PALLADIN

Altributes required: 1.Q. 10, P.S. 12, P.P. 12, P.E. 10

O.C.C. skills: Hand to Hand (Palladin), Horsemanship (Palladin),
Read/write (+40%), W.P. Large shield, W.P. Lance.

Elective skills: choose 7 al level one, 3 at level three, 3 at level eight, 3
at level twelve,

Secondary skills: choose 10 at level one, 3 at level four, and 3 at level
ten.

Electives

Disguise
Identify tracks

Medical (+ 2%) Levels of experience

Pick locks Palladin

Prowl (+4%) Level 1 0- 2400

Scale walls (+ 10%) 2 2401 - 4800
Track 3 4801 - 9600
Trap/skin small animals (+4%) 4 9601 - 17,000
Trap/skin large animals 5 17,001 - 25,000
W.P. Throwing axe 6 25,001 - 35,000
W.P. Battle axe 7 35,001 - 50,000
W.P, Blunt 8 50,001 - 70,000
W.P. Ball and Chain 9 70,001 - 95,000
W.P. Knives 10 95,001 - 135,000

11 135,001 - 177,000
12 177,001 - 227,000
13 227,001 - 277,000
14 277,001 - 327,000
15 327,001 - 377,000

W.P. Pole arms
W.P. Spears/Forks
W.P. Short swords
W.P. Large swords
W.P. Staves

W.P. Small shield
W.P. Sling

W.P. Short bow
W.P. Cross bow

Secondary skills (choice of any, but the following have O.C.C.
bonuses)

Dance (+20%)

Demon/Devil lore (+ 15%)

Faerie lore (+ 10%)

Play string instrument (+4%)

Play wind instrument (+ 6%)

Recognize precious metals/stones ( + 5%)
Recognize weapon quality (+ 12%)
Religious doctrine (4 15%)

Read/wrile additional language (+20%)
Sing (+ 5%)

Speak additional language ( + 20%)



RANGER

The ranger is a huntsman and a scout, able to hunt, track,
and trap both animal and human (humanoid) prey. They are usually
familiar with a number of different terrains and well versed in the
survival skills needed in the wild. They can identify tracks, follow
them, blaze trails, hunt, prow! and handle themselves well in combat,
These are a clever, hardy stock of men who enjoy the challenge of
survival and living off the land.

Just like anyone else, how a ranger lives depends on the individual
inclinations of each ranger., Some prefer the wilderness, shunning
civilization, others enjoy both. Some make a living as trappers, selling
animal pelts and tall tales, others market their abilities as scouts and
trackers to the military, nobility, or individuals. Some are adventurers
seeking wealth, glory, and power through deeds, others just crave
adventure, while still others explore the land and study its many
splendors.

Ranger is the only other O.C.C. that is able to take the long bow as a
weapon proficiency.

Armour:

Rangers tend to wear light armour or chain mail for maximum
movement and stealth (Prowl), but can wear any type.
Alignment: Any

RANGER

Attribute requirements: 1.Q. 9, P.S. 10, P.E. 13

0.C.C, skills: Hand to Hand (Ranger), Identify tracks (+ 22%), Track
{+20%0)

Elective skills: Choose 8 at level one, 3 at level three, 3 at level eight
and 3 at level twelve.

Secondary skills: 10 at leve] one, 4 at level four and 4 at level ten.

Electives

Disguise

Dowsing (+ 10%)
Horsemanship (general)
Ildentify plants/fruits (+ 20%)

Medical (+ 2%) Levels of experience

Prow! (+4%) Ranger
Read/write Level 1 0 - 2060
Scale walls 2061 - 4120
Trap/skin small animals (+20%) 4121 - 8240

Trap/skin large animals (+ 10%)
Use poison

W.P. Throwing axe

W.P. Battle axe

8241 - 15,100
15,101 - 23,100
23,101 - 33,100
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33,101 - 48,200
W.P. Blunt 48,201 - 68,300
W.P. Ball and Chain 9 68,301 - 93,400
W.P. Knives 10 93,401 - 133,500
W.P. Pole arms 11 133,501 - 175,600
W.P. Spears/Forks 12 175,601 - 223,700
W.P. Short swords 13 223,701 - 273,800
W.P. Large swords 14 273,801 - 324,900
W.P. Staves 15 324,901 - 374,400

W.P. Small shield

W.P. Large shield

W.P. Sling

W.P. Short bow

W.P. Long bow

W.P. Cross bow

Secondary skills (Choice of any, but the following have O.C.C.
bonuses).

Cook (+ 10%)

Carpentry (+ 10%)

Faerie lore (+ 15%)

Preserve food (+ 16%)

Plant/farm lore (+ 20%)

Racial histories (+ 10%)

Recognize poison (+ 10%)

Sense of direction (+ 15%)

Speak additional language ( + 15%)
Swim (+ 15%)
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Thieves are the rogues and cut-throats of the men of arms O.C.Cs.
They, unlike most of the other O.C.C.s, are skilled in stealth,
subterfuge, and trickery. In combat they are quick,dirty fighters
striking fast and below the belt. They are particularly adept at moving
silently (prowl) and striking victims/opponents from behind or by
surprise. In addition to their bushwacking tactics and skulldugery, they

are also often skilled in picking pockets, picking locks, [lorgery,
disguise, and other helpful tricks of the trade.

Thieves and Armour

Thieves, as are all men of arms, are skilled in the use of all armour
types; heavy and light. However, while heavy may not restrict a thief’s
movements, it does make plenty of noise. Consequently, thieves prefer
the light armour types which afford some physical protection, vet
maintains their need for silence in prowling and skulking about. Soft,
hard, and studded leather armour are the most commonly used types of
armour by thieves. Of course, some situations may call {or heavier
armour and highwaymen and bushwackers often wear chain, double,
and even scale mail.

Thieves and alignments

Because of the nature of thieving (take what does not belong to you),
a thief cannmot be of a good alignment (principled, scrupulous).
However, a thief can be of an unprincipled alignment (selfish), but will
not steal from friends, and tends to victimize only evil and selfish
aligned people. Thieves can be (and usually are) of anarchist (selfish) or
evil alignments (miscreant, aberrant, and diabolic).

Thieves' Guilds

Many of the larger communities (towns and cities) or more
seamy/corrupt communities have a Thieves's Guild. It is the Thieves'
Guild that handles black market and/or exotic items, buys and sells
stolen goods and dominates the local underworld. They are organized
crime at its simplest stage.

Of course, some guilds grow into powerful political and/or economic
powers, establishing heads of government, police, and alfecting trade.

Thieves’ Guilds, even smallish ones, are not to be trifled with unless
one does not mind waking up one night with a knife between his ribs.
It is wise to either avoid antagonizing a Thieves' Guild or to be ready
for trouble if you do.

Thieves' Guilds are very territorial and do not appreciate non-guild
members muscling in on that territory.

Non-members of a Thieves’ Guild involved in thieving, smuggling,
assassination, spying, fencing or other thief/guild activities in guild
territory/town is likely to have one or all of the following happen to
him:

1. Thieves demand a share of the profit from non-members activities;
A very large share - 50% to 75%. If person refuses, he is likely to
be threatened, beaten, and/or all of his valuables taken. Thieves'
Guilds do not tolerate interlopers.

Suggest the non-member should leave the area.

Ask him/her to join the guild.

Continually rob, annoy, beat up that person until he joins the
Guild. (Will throw him out of town or kill him if he blatantly
defies the guild).

This all applies only to activities that undermine the guild’s profits
and take place within their territory/community. Non-members can of
course buy any of the many services a guild may offer and can also
fence (sell) stolen items (from neighboring towns or from an adventure)
through them without repercussions. Remember, though, that these are
predominantly evil, dishonest people who may cheat, lie, and steal
from the unsuspecting if they think they can get away with it.
Membership in a Thieves’ Guild is a fairly simple thing. Finding a
member who will sponsor (invite one into the guild and speak on your
behalf) is the hardest part, because the unscrupulous rogues will claim
to represent you, ask you for some type of fee, claim you are a
member, and go out drinking while you get yourself in trouble because
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the creep wasn’l even a member himself. Even real guild members may
lie and trick a newcomer. Most guilds have a secret code, symbol,
word combination, etc. that identifies its members, Usually it is a
combination of words and symbols. The dragon crest guild, for
example, has a small tatoo of a crimson dragon placed on the left
shoulder of its members, others use brands, scarring, color codes,
clothes, eic.

Once sponsored the new members must turn over 50% of his first big

take (very often an assignment imposed by the puild to prove one's
merit). Aflter that, as a member, 20% of all future income is turned
over 1o the guild master,
The advantages besides avoiding beatings is having access to the guild's
knowledge and talent pools. A clever thief can always trick some
ignorant or drunken fellow member to reveal information. Also,
fellow friendly members may volunteer information, warnings and
assistance as a favor or payment for a favor. Best of all, guild
members can purchase guild services for 25% less than the current
street price (somelimes an even betler bargain can be struck, reducing
the fee by as much as 50%).
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THIEVES’ GUILD SERVICES AND FEES

FENCING

(the buying and selling of stolen goods)

Purchase Rates

25% of current marke! value for: common items, including most
weapons, light and chain armours, silver and bronze works,
semi-precious stones, and miscellaneous Lools and equipment.

35% of current market value for: uncommon items - quality liquor,
spices, drugs, dwarven and kobold weapons, quality (+) plus weapons,
scale and splint and chain armour, quality jewelry, gold works/items,
precious stones.

30% of current marketl value for: rare ilems - magic weapons, magic
armour, precious stones of unusual or exceptional quality (or size),
exolic spices, jewelry.



Selling rates (of fenced goods)

Common; sold at current market price,

Uncommon: sold at 10% to 40% above current markel value.
Rare: sold at 60% to 200% above current market value.

Purchase rates of magic

20% of lowest current market value for: All magic ilems of an
undetermined nature. Including no-name/un-identified scrolls, potions,
powders, books, medallions, charms, etc.

35% of current market value for: All identifiable common magic items;
including healing potions, scrolls, potions, powders, and any other
magic item,

30% of current market value for: All rare or very powerful (tenth level
or higher) magic items: Including flaming swords, powerful holy
weapons, very magically endowed armours, scrolls, potions, books, and
so on, but all must be easily identifiable.

Selling rates of magic

Undetermined magic items are sold at current market value.
Identifiable common magic items are sold at current to 40% above the
current market value,

Rare or powerful magic items are sold at 70% 1o 300% above the
current market value.

AVERAGE THEFT RATES

Simple theft (minimal danger) 50 gold.

Theft from Merchant 80-150 gold.

Theft from Clergy 200-800 gold.

Theft Royalty/High Political officer 1000-10,000 gold.

Theft from Magic user 500-1000 gold.

Theft from High level magic user (level 9 or higher) 2000-10,000 gold
Dangerous add 20% to fee.

Extremely dangerous add 50% 1o fee.

Deadly add 80% to 100% to fee.

ASSAULTS AND ASSASSINATIONS

30-100 gold Assault (kidnap or beat up, break an arm only) of an
ordinary person or very low level (first or second) men of arms or
mage.

150-400 gold Assaull of a men of arms (above second level), military or
law enforcer.

S00-1000 gold Assault of a political or important person.

1000-3000 gold Assault high level clergy (above fifth level).

1000-4000 gold Assault high level men of magic (above level 4).
2000-6000 gold Assault Noble/Royalty

4000-15,000 gold Assault King/Pontiff/Ruler

100-200 gold Murder an ordinary person.
500-1000 gold Murder men of arms under level 3.
600-3000 gold Murder men of arms above level 3.
600-4000 gold Murder clergy or magic user under level 4.
1000-6000 gold Murder clergy or magic user over level 4.
5000-10,000 gold Murder clergy or magic user over level 9,
4000-10,000 gold Murder Noble or Royalty.
10,000-80,000 gold Murder King, Pontiff, high political leader
Of course, all of these rates may vary greatly depending on the
particular circumstances of the town, guild and game scenario.
Among the other services a guild may offer are spy networks, the
selling of information, protection rackets as well as gambling and
prostitution houses.
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THIEF

Attribute requirements:P.P. 9

0.C.C. skills: Hand to Hand (thief), scale walls (+ 10%)
Elective skills: Choose 7 at level one, 3 at level three, 3 at level eight
and 3 al level twelve.

Secondary skills: Choose 7 at level one, 4 at level [our and 4 at level
len.

Electives

Disguise (+ 3%)

Forgery (+ 10%)

Horsemanship (general)

Locate secrel compartments/doors (+ 6%)

Medical

Pick locks ( + 5%)

Pick pockets (+22%)

Prowl (+ 15%)

Read/write

Use poison

W.P. Throwing axe

W.P. Balltle axe

W.P. Blunt

W.P. Ball and Chain

W.P. Knives

W.P. Pole arms

W.P. Spears/Forks

W.P. Short swords

W.P. Large swords

W.P. Siaves

W.P. Small shield

W.P. Large shield

W.P. Sling

W.P. Short bow

W.P. Cross bow

Secondary skills (Choice of any, but the following have O.C.C.
bonuses).

Imitate voices (+ 8%)

Recognize poison (+ 10%)

Recognize precious metals/stones (+ 10%)

Recognize weapon quality (+4%)

Speak additional language ( + 10%)

Ventriloquism (+ 10%)

Levels of experience

Thief
Level I 0 - 1850

2 1851 - 3700

3 3701 - 7400

4 7401 - 13,000
5 13,001 - 21,000
6 21,001 - 31,000
7 31,001 - 46,000
8 46,001 - 66,000

9 66,201 - 91,400

10 91,401 - 131,500
11 131,501 - 171,600
12 171,600 - 221,700
13 221,701 - 271,800
14 271,801 - 321,900
15 321,901 - 372,000



ASSASSIN

THE ASSASSIN

The assassin, like the mercenary fighter, is a sword for hire; their
specialty: death. These people are expertly trained in hand to hand
combat and weapon expertise that rivals and even excels that of the
Palladin. Players, when selecting electives for this 0.C.C., will note
that the assassin can select 4 electives on any kind, but musr also select
4 weapon proficiencies (W.P.). In addition to their combat skills, they
are also masters of stealth (prowl), deception, and tracking. An
assassin tends (o be very amoral, doing what he must to survive and/or
get the job done.

Assassins and alignments

Assassins cannot be of any good (or even unprincipled) alignments,
but are restricted to evil (miscreant, aberrant, diabolic) and anarchist
alignments, Assassins tend to be cold, calculating hunters and slayers
of men. They seldom have little regard for lives other than their own.
Paid killers, most assassins rarely question the moral or social/political
ramifications of their actions;a job is a job and they perform with the
utmost efficiency. However, although evil, not all assassins are without
honor, compassion or conscience. Aberrant alignments in particular
have a code of ethics and twisted principles which makes even these
paid Killers seem worthy of some respect. Assassins of this alignment
rarely jeopardize innocent bystanders, and may exhibit mercy, sincerity
and kindness. Then again, there are those individuals who enjoy what
they do and are cruel, wicked, uncaring, and dishonorable (especially
diabolic and miscreant alignments).

Assassins and Armour

An assassin can wear any lype of armour without any restriction in
movement. Unfortunately, no matter how skilled one may be in arms
and armour, the heavy metal armour types make noise. Although
many of the men of arms will own a couple different types of armour
Lo be worn for the appropriate combat situation, the assassin is the
most likely 1o have several. When maximum silence is needed for
prowling, the assassin will wear one of the light leather types. When
grealer protection, but light weight is needed, chain or a Y2 suit of
heavy armour may be used. In a straight combat situation where
maximum protection is needed, rather than silence, a full suit of heavy
armour may be used.

Assassins and their services,

Assassins will usually provide the same services as a thief (except for
the fencing of stolen goods) both smuggling and stealing (many
assassins are master lock picks) charging about 20% more for these
services. Kidnapping, assault and especially murder are their specialties
charging about 25% to 50% more than a thiel (and frequently
guarantee their work). Many assassins are also active bounty hunters
as well,

Assassin Guilds

Occasionally an assassins' puild or even society is established in some
of the larger civilized kingdoms (the Western Empire has several and
the Eastern territory also has a few). These guilds operate similarly to
the thieves' guild and/or magic guilds, providing information, services,
and standardized fees. Assassin guilds tend to be less territorial than a
thieves’ guild, and more secrel. Its members are generally invited to
join, but only if that person has proven to be a worthy. Like magic
guilds, there is usually a headquarters, information (library) pool, and
a place for members 1o stay and/or hide. They seldom care about
freelance assassins working their territory, wunless this activity
incriminates or jeopardizes the guild. Some assassin guilds are actually
worshippers of death cults,
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ASSASSIN

Attribute requirements: 1.Q). 9, P.P 14
0.C.C. skills: Hand to Hand (Assassin), Prowl (+20%)
Elective skills: Choose 4 skills plus 4 W P, at level one, 3 at level three,
3 at level eight and 3 at level twelve.
Secondary skills: 7 at level one, 4 at level four and 4 at level ten.
Electives

Disguise ( +8%)

Forgery

Horsemanship (general)

Identify tracks (+ 4%)

Medical ( +4%)

Pick locks ( +7%)

Pick pockets (+10%)

Read/write ( + 10%)

Scale walls (+ 15%)

Track (+5%)

Use poison (+ 15%)

W.P. Throwing axe

W.P. Battle axe

W.P. Blunt

W.P. Ball and Chain

W.P. Knives

W.P. Pole arms

W.P. Spears/Forks

W.P. Short swords

W.P. Large swords

W.P. Staves

W.P. Small shield

W.P, Large shield

W.P. Sling

W.P. Short bow

W.P. Cross bow

Secondary skills (Choice of any, but the following have O.C.C.
bonuses),

Imitate voices (+ 10%)

Recognize poison (+ 15%)

Recognize precious metals/stones (+ 15%)
Recognize weapon quality (+ 12%)

Speak additional language (+ 15%)

Swim (+ 15%)

Ventriloquism ( + 6%)

Levels of experience
Assassin
Level | 0-2180
2 2181 - 4360
3 4361 - 8720
4 8721 - 17,100
5 17,101 - 25,200
6 25,201 - 35,300
7 35,301 - 50,400
8 50,401 - 70,500
9 70,501 - 95,600
10 95,601 - 135,700
11 135,701 - 175,800
12 175,801 - 226,000
13 226,001 - 276,200
14 276,201 - 326,300
15 326,301 - 376,400



OPTIONAL

OPTIONAL O.C.C.S

Peasent/farm or stable hand
Squire

Scholar

Merchant

Noble

SEASANT/FARM OR STABLE HAND

Attribute requirements: P.P. 7

0.C.C. skills: Cook (+5%), trap/skin small animals (+ 10%),
speak one additional language ( +20%)

Elective skills: choose 5 at level one, 3 at level three, 2 at level
eight, and 2 at level twelve,

Secondary skills: choose 6 at level one, 3 at level four, 3 at level
ten.

Alignments: Any

Multiple O.C.C.s are possible as long as the character has the
required altributes.

Levels of experience: are the same as Mercenary fighter.

Elective skills

Disguise

Hand to Hand (non-men of arms)
Horsemanship: General
Identify plants/fruits ( + 10%)
Identify tracks (+ 5%)
Medical

Pick pockets

Scale walls ( + 2%)

Track

W.P. Small shield

W.P. Throwing axe

W.P. Blunt

W.P. Knives

W.P. Staves

W.P. Short sword

W.P. Sling

Secondary skills (choice of any, but the following have O.C.C.
bonuses).

Carpentry (+ 10%)

Faerie lore (+ 10%)

Plant/farm lore (+ 12%)

Preserve food (+ 10%)

Sense of direction (+ 5%)

Sing (+5%)

Swim (+ 8%)

Speak additional language ( + 20%)

SQUIRE O.C.C.

Altribute requirements: 1.Q. 7, P.S. 6

0.C.C. skills: Hand to Hand: Mercenary fighter, W.P. Small
shield

Elective skills: choose 5 at level one, 3 at level three, 2 at level
eight, and 2 at Jevel twelve.

Secondary skills: choose 6 at level one, 3 al level four, and 3 at
level ten.
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Alignments: Any
Multiple 0.C.C.: possible as long as fits the requirements.
Levels of experience: are the same as Soldier.

Elective skills

Disguise

Forgery

Horsemanship (Knight)
Medical (+ 6%)

Pick locks

Pick pockets

Prowl

Read/write (+ 10%)
Scale walls ( + 4%)
Trap/skin small animals (+ 5%)
W.P. Throwing axe
W.P. Blunt

W.P. Knives

W.P. Spears/Forks
W.P. Staves

W.P. Short swords
W.P. Short bow
W.P. Cross bow

Secondary skills (choice of any, but the following have O.C.C.
bonuses).

Cook (+ 10%)

Paint (+ 5%)

Carpentry (+ 5%)

Play string instrument ( + 4%)
Play wind instrument ( + 6%)
Recognize weapon quality ( + 4%)
Speak additional language (4 8%)
Tailor (+ 10%)

SCHOLAR 0O.C.C.

Attribute requirment: 1.Q. 14

0.C.C, skills: Read/write (+70%), Mathematics (+ 60%), Speak
(two) additional languages (;35%)

Elective skills: choose 4 at level one, 4 at level three, 2 at level
eight, and 2 at level twelve,

Secondary skills: choose 10 at level one, 4 at level four, and 4 at
level ten.

Alignments: Any

Multiple O.C.C.: possible if fits requirements.

Levels of experience: same as Wizard

Elective skills

Disguise

Forgery

Horsemanship (General)
Identify plants/fruits (+ 15%)
Identify tracks (+ 10%)
Locate secret compartments/doors (+4%)
Medical (+4%0)

Pick locks

Use poison (+ 10%)

W.P. Small shield

W.P. Bluni

W.P. Knives

W.P. Staves

W.P. Short sword

W.P. Cross bow



Secondary skills (choice of any, but the following have O.C.C.
bonuses).

Carpentry (+4%)

Demon/Devil lore (+ 20%)

Faerie lore ( + 10%)

Paint (+ 10%)

Play string instruments (+ 10%)

Play wind instruments (+ 10%)
Plant/Farm lore ( + 10%)

Racial histories { +20%)

Read/write additional language (+ 30%)
Recognize poison (+ 5%)

Recognize precious metals/stones (+ 4%)
Religious doctrine (+ 10%)

Sense of direction (+ 10%)

Sing (+ 8%)

Swim ( + 10%)

Tailor (+5%)

Speak additional language (+ 35%)

MERCHANT O.C.C.

Altribute requirements: [.Q. 10

0.C.C. skills: Mathematics (+15%), Speak additional languages
(knows 2) ( + 30%)

Elective skills: choose S at level one, 3 at level three, 2 at level
eight, 2 at level twelve,

Secondary skills: choose 8 at level one, 3 at level four, 3 at level
ten.

Alignments: Any

Multiple O.C.C.: is possible if fits the requirements.

Levels of experience: same as Mercenary flighter.

Electives:

Disguise

Forgery (+ 6%)

Hand to Hand: Mercenary fighter
Horsemanship (General)
Identify plants/fruits (+ 4%)
Pick locks

Pick pockets

Prowl

Read/write (+20%)

W.P. Blunt

W.P. Knives

W.P. Staves

W.P. Short sword

W.P. Large sword

W.P. Cross bow

Secondary skills (choice of any, but the following have O.C.C.
bonuses).

Dance ( + 10%)

Demon/Devil lore ( + 8%)

Paint (+ 10%)

Carpentry ( + 10%)

Play string instrument (+ 6%)

Play wind instruments (+ 6%)

Racial histories ( + 10%)

Read/write additional languages ( + 10%)
Recognize precious metals/stones (+ 15%)
Recognize weapon quality ( + 5%)
Religious doctrine (+ 10%)

Tailor (+ 15%)

Speak additional language ( + 30%)

NOBLE O.C.C.

Altribute requirement: 1.Q, 7

0.C.C. skills: Read/write (+50%), Horsemanship (Knight)
Elective skills: choose 6 at level one, 2 at level three, 2 at level
eight, and 2 at level twelve.

Secondary skills: choose 8 at level one, 3 at level four, and 3 at
level ten.

Alignmenis: Any

Multiple O.C.C.: possible if meets other requirements

Levels of experience: same as Soldier.

Elective skills

Disguise

Forgery

Hand to Hand: Soldier
Medical

Pick locks

Pick pockets

Prowl

Scale walls ( +4%)
W.P. Small or large shield
W.P. Throwing axe
W.P. Battle axe

W.P. Ball and Chain
W.P. Blunt

W.P. Knives

W.P. Short swords
W.P. Large swords
W.P. Staves

W.P. Sling

W.P. Short bow
W.P. Cross bow

Secondary skills (choice of any, but the following have O.C.C.
bonuses).

Dance ( + 20%a)

Imitate voices (+ 5%)

Paint ( + 10%)

Play string instruments (+ 12%)

Play wind instruments ( + 12%)

Racial histories (+ 14%)

Read/write additional language ( + 10%)
Recognize poison (+ 5%)

Recognize precious metals/stones ( + 10%)
Recognize weapon quality (+ 15%)
Religious doctrine ( + 10%)

Sailing (+6%)

Speak additional language (+ 20%)
Sing (+ 15%)

Swim (4 15%)
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COMBAT

TERMS

Melee or melee round: is the lime two combatants strike, counter, and
return strike; approximately one minute.

Initiative: first strike

Attacks per melee: the number of attacks/sirikes a character has within
that one minute time segment.

Strike: attempt (o hit an opponenl

Critical strike: does double damage to one's opponent

Parry: an attempt to block a strike preventing damage

Kick attack: karate-style kick

Dodge: attempt to avoid a strike by moving out of harm's way.

Stun: dazes opponent rendering him temporarily incapacitated

Damage: the physical harm rendered on body and armour.

See hand to hand combat skill descriptions for specific data concerning
combat skills and abilities.

HAND TO HAND COMBAT

ALL combat rolls are determined by rolling a twenty sided die!
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DETERMINING COMBAT SKILLS

Each men of arms O.C.C. has a specific range and orientation for
combat. The particular abilities are listed under each O.C.C.'s hand to
hand combat table. (See O.C.C. and skill descriptions.,

INITIATIVE

When two opponents sqguare off for combat, an initiative roll is made
to determine which character strikes the first blow,or has the initiative.
This is done simply and quickly by each player rolling a twenty sided
die; the higher roll has the initiative. In case of a tie each player rolls
again. Roll for each new melee round,

This will set the pace for the entire melee round. Even though both
characters may have two or more attacks per melee, the character with
the initiative will always have the first attack for the entire round: the
opponent is on the defensive parrying or dodging and then striking
back.

Sneak attacks: No initiative roll for the first melee round. When
someone sneaks up (prowl or attack from behind) on his opponent he
has the initiative. The opponent is unaware that he is aboul to be
attacked and has no time to prepare. The sneak attacker has the first
strike, His victim stands totally unaware and does nol even get a parry
for the first strike. If the opponent survives the first strike he can
gather his wits and strike back and/or parry the next strike, but still
lacks initiative for that melee.

DAMAGE

This is the damage sustained to the armour (S.D.C.) and/or physical
bedy (hit points) of the combatants. The amount of damage points
inflicted is determined by the type of weapon used, skill, and applicable
bonuses to damage. Example: a short sword generally does 1-6 points
of damage, a large sword 1-8 or 2-12; a character may also inflict
additional damage through the acquisition of combat skills, attribute
bonuses, or special weapons.

The damage points are subtracted from the armour (S.D.C.) and/or
physical body (hit points). When a person’s armour S.D.C. is reduced
to zero it affords no more protection, having been whittled down Lo
nothing. Zero hit points means that the character has sustained
maximum damage and is on the verge of death, in a coma. See the section
on Hit Points, page 7.

ATTACKS PER MELEE

Men of arms are skilled in the art of hand to hand combat and
generally have two or more attacks per melee upon reaching third level.
Allacks per melee are the number of strikes/attacks a character can
attempt within one melee round.

Non-men of arms have only one atlack per melee unless they have
chosen a hand to hand combat skill elective, The reason non-men of
arms characters only have one attack is because they are not trained in
the ways of combat. A high level wizard may be devastating with
magic but when caught in a one on one combat situation a middle level
man of arms is going to mop the floor with him,

MAGIC ATTACKS AND HAND TO HAND
COMBAT

Most men of magic get two magic attacks per level upon attaining a
certain level of skill. This applies ONLY to the casting of magic and is
nol applicable to hand to hand combal.

A spell caster actively engaged in hand to hand combat, parrying,
dodging, and taking damage, is oo busy Lo concentrate on spell
casting; they CANNOT cast spells while directly involved in hand to
hand combat. (The mind mage is the only exception to this rule. Heis
able to strike both psionically and physically simultaneously.) A spell
caster will break concentration 90% of the time if struck a painful
blow, preventing the casting of a spell. Note: this applies to both men
of magic and clergy.

MAGIC COMBAT

See wizard section: magic combat for details concerning the use of
magic .



HAND TO HAND COMBAT RULES

STRIKE

A strike is the attempt to hit an opponenl.
been determined the character with the first strike strikes first.
defender may parry or dodge the strike and then strike back.

To determine a strike a twenty sided die is rolled by the attacker.
Any roll above a four (5 to 20) hits doing damage (o the opponent or
his armour unless a successiul parry or dodge is made.

After the initiative has
The

PARRY

A parry is the blocking of an attack. As a resull of their combat
training all men of arms gel an automatic parry (unless forfeited in
favor of another action).

To parry a strike the defending combatant rolls a twenty sided die. )
the parry roll equals or is higher than the auacker’s roll to strike the
attack is successfully parried preventing any kind of physical damage.
Note: Defenders always win ties. Example of a parry: Warrior A rolls
a 12 to strike. Warrior D (the defender) automatically gets to parry the
strike (unless he forfeits or dodges). Warrior D rolls a 14 (bettering the
roll to strike of 12) and is successful in parrying the blow from warrior
A, No damage is done and warrior D readies for his counter strike.

DODGE

A man of arms may opt to dodge a strike by moving out of the way
instead of parrying. However, the act of dodging negates his next
attack.

To dodge, the player must announce that he is dodging and forfeits
his next attack regardless of whether the dodge was successful or not.
The reason the dodging person loses an attack is because he is moving
oul of the reach of the attacker, meaning that he is relocating his
position. The movement involved uses the time he would normally be
using Lo attack.

To dodge, a twenty sided die is rolled exactly like a parry.
defender must equal or better the attacker’s roll to be successful.

The

SIMULTANEOUS ATTACKS

Combatants can parry or dodge each other's attacks or they can
forfeit any type of defensive maneuvers (possibly taking damage from
the opponent s strike) and strike back simultaneously, The advantage
of a simultaneous attack is that, while opening oneself 10 damage, it
deprives one's opponent from parrying or dodging the counter strike.
The reason the atiacker loses his opportunity to parry when the
defender attacks simultaneously is that he cannot both attack and
defend at the same time. Thus, both combatants can possibly 1ake
damage from each others blows.

MULTIPLE ATTACKERS

There will be times when a character is besieged by morc than one
opponent. Unfortunately, he can only attack one at a lime and may
elect to divide the number of his attacks per melee between the
attackers or concentrate on one only, attempting only to parry the
others. The lone defender can parry all atracks that are within his line
of vision. Il an opponent slips far Lo one side or behind him, the
defender cannot parry the strike because he is concentrating on the
assailants in front of him.

NON-MEN OF ARMS
DODGE ’

Charactefs with no combat training do not gel an autoinatic parry.
The player must announce whether the character is attempting to parry
or dodge; no announcement means no parry or dodge. Any bonuses to
parry are from what little weapon skills (W.P.) that the character may
have with a practiced weapon. Lacking a skill at arms, any such
maneuvers count as an attack. This means that if a wizard altempts to
parry or dodge, he forfeits his next strike. To prevent the lost of an
attack the non-fighter must hold his ground, taking any damage from
the attack, and then striking back.

PARRY AND
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BONUSES IN COMBAT

Alribute bonus
Skill bonuses
Strike

Parry

Dodge

Damage
Saving throws

All bonuses add to the characters’ ability to successfully accomplish
some action. Bonuses are added to the die roll modilying the final
outcome of the roll. Most bonuses are cumulative.

Autribute bonuses are bonuses pained through physical or mental
strengths that give a character an extra added degree of agility,
strength, endurance, etc. (See the eight attributes)

Skill bonuses are plusses gained through study, practice, and training.
Weapon Proficiency (W.P.) bonuses directly pertain to combat skills
denoting the level of expertise with a particular weapon. This provides
bonuses Lo strike, parry, and strike by throwing that weapon. A person

can use a weapon at which he has no W.P., but has no bonuses to
strike or parry.

BONUSES
PARRY

Most characters (especially men of arms) will have one or more
weapon proficiencies. The W.P. bonus to strike and parry is added to
the number rolled on the twenty sided die, boosting Lhe chance to
successfully strike and parry. Example: if a character has a +1 lo
strike with his weapon and he rolls a 13, it would be modified to a 14
due to the W.P. bonus.

TO STRIKE AND

BONUSES TO DODGE

Dodge bonuses work exactly like the bonus to parry or strike, adding
to the die roll increasing the chance to successfully dodge. Example: a
14 is rolled 10 dodge by a character with a + | to dodge; the final result
is therefore a 15,

BONUS TO DAMAGE

Damage bonuses indicate the amount of extra damage inflicted in an
attack. A damage bonus may be gained by the combatant's level of
combat skills, a special weapon, raw physical strength, or any
combination of the three. Example: a warrior has a + | to damage in
hand to hand and a +2 to damage due to his strength. If he hits with
his large sword (normal damage 2-12) he would actually do 2-12+3
damage.

MINUSES

Minuses o strike, parry, or damage are usually the result of magic,
poison, drugs, illness, or faligue. These penalties are subtracted from
the die roll decreasing the chance of a successful maneuver.

SAVING THROWS

Save vs spell magic

Save vs wards

Save vs circles

Save vs poison/drugs/toxins
Save vs coma/death

Save vs insanity

Save vs psionics

Saving throws apply to attacks other than hand to hand combat
including psionics, poison, coma, and insanity. A saving throw is a
sort of spiritual or endurance parry. A magic spell or psionic
manipulalion cast upon someone constitutes an attack and the victim
can attempl o resist that attack. Saving throws are determined by the
roll of a twenty sided die. Like a parry, the higher the number rolled
the better. Also like a parry, a successful saving throw means that that
person has blocked the attack, and is not affected. There are some
potent magic spells which still do half damage, rather than no damage,
if a successful roll is made.



Each type of attack has a base attack/strike ratio that must be
equalled or bettered by the defender in order 1o successfully save. Not
all magic attacks can be saved against; all spells, wards, and circle
descriptions indicate whether a saving throw is applicable.

High level men of magic can increase the potency of their magic,
increasing the number needed to save vs magic. For example, if a
wizard has a spell strength of two, players must roll a 14 or higher to
save.

The following are the BASE saving throws needed in each category.
Spell magic: 12
Wards: 13
Circles: 13, (Protection [6-20)

Poison: 14

Coma/death: (see coma and hit points)

Insanity: 12

Psionies: 15 (non-psionic), 12 (major or minor psionic), 10 (master
psionic)

Fumes: 14

ARMOUR AND COMBAT

All armour serves Lo prolect the body from being damaged in combat.
The two attributes of armour are the Armour Rating (A.R.) and the
Structural Damage Capacity (S.0.C.).

ARMOUR RATING

The armour rating indicates exactly how much protection is afforded
by the armour and how easily it is penetrated. The higher the A.R. the
better the protection.

As you recall, any attack roll to strike above a four (5-20) hits doing
damage unless parried or dodged. Armour provides additional
prolection in case of an unsuccessful parry or a sneak attack.

The attacker must roll higher than the defender's armour rating to
penetrate the armour and inflict physical damage (hit points) (o the
defender. Die rolls under the A.R. strike the prolective armour
damaging ONLY the armour (not the character). A.R. always wins
ties.

STRUCTURAL DAMAGE CAPACITY
(S.b.C.)

Each type of armour has a specific Structural Damage Capacity
(S.D.C.) which indicates how much damage the armour can withstand.
S.D.C. points are identical to hil points except they refer to inanimate
objects, not living creatures.

When armour is struck, the damage is subtracted from its S.D.C.
When the armour’s S.D.C. is reduced to zero it no longer provides
protection and is beyond repair. The person's physical body is then
open Lo attack. Example: If a warrior is wearing chain mail (A.R. 13,
S.D.C. 44) and is struck by a weapon on a roll of 12, the armour is not
penetrated and the character takes no damage. His armour, however,
would be damaged because the roll was above four. If the roll was
over Lhirteen, the character would take damage because the armour was
penetrated.

ARMOUR

Armour is any protective body covering used in a combat situation.
The armour 5.D.C. 1akes into consideration how much of the body is
covered and the strength of the protective material. A full suit covers
as much of the entire body as possible and can be stuffy, heavy, and
restrict movement. A half suit protects only key body areas such as
head, chest, and joints.

ARMOUR RESTRICTIONS

Anyone can wear armour, but only the men of arms O.C.C.'s are

specifically trained in the use of ALL armour, light and heavy.
Consequently, they suffer few restrictions in movement or speed except
when using heavy chain or metal type armour.
Men of arms restrictions: Warriors are not plagued by any restrictions
when using light armour, but even those trained in the use of heavy
armour find some insurmountable limitations. Woeight: reduces the
character’s natural speed by two points,
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Noise/prowl minus: no matter how stealthily one tries to move, chain
and metal armours clank, squeak, and jingle making prowl virtually
impossible. Reduce prowl by 40 points.

NON-MEN OF ARMS AND ARMOUR
RESTRICTIONS

Those characters not trained in the use of armour will find the light
armour types (cloth, padded, quill, or leathers) fairly comfortable and
unrestrictive, providing maximum mobility with minimal protection.
There are no restrictions in the use of light armour.

Heavy armour, including half suits, is another story. Individuals not
trained and practiced in the use of heavy armour will find it to be very
heavy, awkward, hot, and restrictive 1o movement. If these characters
should wear heavy armour they suffer the following restrictions (thus
includes all men of magic, clergy, nobility, scholars, merchants, and
peasants). Weight: reduces the character’s speed by half. Movement
impaired: characlers are -2 to parry and dodge. Characters in half suits
are -1 Lo parry and dodge. Prowl: Prowl is impossible in heavy
armour, including half suits.

DAMAGED ARMOUR

As a suit of armour is damaged the degree of protection it provides is
lessened. The most obvious result of damage is the reduction of
S.D.C., but the armour's A.R. is also affected. When armour is
reduced to half its original S.D.C. the A.R. is reduced by two points.
When the armour is reduced to one third its original S.D.C. the A.R. is
reduced by two more points.

REPAIRING ARMOUR

Damaged armour can be repaired and S.D,C. restored. Patching
armour is an expensive and time consuming process. The following
tables indicate the cost and time involved.

SELF REPAIR

Armour Type S.D.C. Restored Cost in gold Time
Cloth or quilt 5 10 4 hours
Soft leather 4 20 6 hours
Hard or studded leather 4 26 12 hours
Chain mail 8 30 12 hours
Double mail 8 35 16 hours
Scale 7 60 18 hours
Splint 7 70 18 hours
Plate 7 80 19 hours
Restores | A R, if brought back to half $.D.C.

Restores 2 A R. if brought back to full $.D.C.
PROFESSIONAL REPAIR

Cloth or quilt 5 20 | day
Soft leather 5 35 | day
Hard or studded leather 3 45 | 1o 2 days
Chain mail 10 50 2 1o 3 days
Double mail 10 60 3 10 4 days
Scale 10 70 5 days
Splint 10 80 5 1o 6 days
Plate 10 100 6 10 7 days

Restores 2 A.R. il brought back to half S.D.C.

Restores full A.R. if brought back to full $.D.C.

Rush jobs cost 200% to 600% more.

NATURAL ARMOUR RATING

Characters will often encounter supernatural or magic creatures Lhat
have a natural armour rating (A.R.) This included demons, devils,
demi-gods, godlings, gods, elemenial, and creatures of magic.

Any blows struck below a natural A.R. does no damage, having lailed
1o penetrate their natural defenses. Of course rolling above the A.R.
penetrates and does full damage.
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COST (gold) LIGHT ARMOUR ARMOUR S.D.C. WEIGHT
RATING (A.R.)
20 Cloth (lull suit) 5 6 2 lbs.
50 Padding or Quilt (full suit) 8 15 5 lbs.
75 Soft Leather (full suit) 9 20 8 Ibs.
150 Hard Leather (full suit) 10 30 11 Ibs.
200 Studded Leather (Bezainted) (full suit) 12 38 20 1bs.

HEAVY ARMOUR

280 Chain mail (full suit) 13 44 40 Ibs.
170 Chain mail (half suit) 9 20 18 Ibs.
340 Double mail (full suit) 14 55 50 lbs.
200 Double mail (half suit) 10 28 20 lbs.
650 Secale mail (Jazeraint) (full suit) 15 75 45 lbs.
300 Scale mail (half suit) 1 35 20 lbs,
700 Splint armour (Laminated metal) (full suit) 16 82 50 Ibs.
400 Splint armour (half suit) 12 40 22 lbs.
800 Plate and chain (full suit only) 15 100 52 Ibs,
1000 Plate (full suit only) 17 160 58 lbs.
450 Plate (half suit) 13 60 20 Ibs,

FULL SUIT: Leggings (chausses) or leg plating; knee, shoulder, and elbow guards; helmet; coif (protects neck), hauberk (protects chest/thigh)
or plating; arm bands or plating; gloves or gauntlets; surcoat.

HALF SUIT: Prolects chest, neck, joints (knees, elbows, and wrists), and head (helmet),

COST (gold)  Barding (Armour for horses) A.R. S.D.C. WEIGHT
400 Leather (full suit) average size 10 40 44 Ibs.
500 Leather (full suit) war horse size 10 40 56 Ibs.
750 Studded leather and chain (full suit) 14 60 55 lbs.
900 Studded leather and chain war horse 14 70 70 1bs.
1700 Plate (full suit) average 17 125 70 1bs.
2400 Plate (full suit) war horse 17 160 100 1bs.
1200 Plate (V2 suit) average 13 70 50 Ibs.
1600 Plate (V2 suil) war horse 13 8O 60 Ibs.
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TYPE 2-HANDED AV. LENGTH AV. WEIGHT DAMAGE AV. COST IN GOLD
AXES
Axe, battle n==:% no .8m/2.751t 2 kg/4.61b 2-12 40 gp
Axe, throwing ﬂ no Am/1.25f 1.4kg/3 b 1-6 8 gp
Axe, stone = — =] no 6m/2 M 1.8kg/4 b =8 18 gp
Axe, bipennis (2-head) :# no B/2.7501 2.8kg/6 1b 2-12 45 gp
Oncin Pick [ yes 1.0m/3.750 1.8kg/4 1b* 1- 8 20 gp
POLE ARMS 7
Awl Pike yes 3.2m/10 fit 2.7kg/6 b 2-12 45 gp
[ = T : —
Beaked Axe - ;;)7_ yes 2.3m/7.5 ft 2.3kg/S b 2-12 40 gp
Berdiche &— yes 2.lm/7 N 3.2ke/7 Ib 2-12 50 gp
Glaive yes 2.3m/7.5 1t 2.7kg/6 1b 2-12 40 gp

[

s A

Guisarme rrroef yes 2.5m/7.250 2.7kg/6 b 2-12 50 gp
Halberd ‘% i yes 2.2m/7.25N 2.3kg/5 b 3-18 60 gp
Sabre Halberd yes 2.4m/8 Mt 3.2kg/7 b 3-18 60 gp

— _.Lj_,—;-’D
Hippe < ﬂ% yes 2.3m/7.5 fi 2.7kg/6 1b 3-18 55 gp
i 2.9m/9.75M1 2.9kg/6.51b 2-12 40gp

Lucerne Hammei yes

o 1—3%.__

Military Fork Ry yes 2.Im/7 N 2.3kg/5 b 1- 8 30 gp
Pike Q‘ ‘l yes 5.0m/16 Tt 1.6keg/8 Ib 1- 8 45 gp
C ; j! T — o 11—

Runka L l—%f yes 23m/7.5 It 2.7kg/6 1b 2-12 45 gp
Scythe yes 24m/8 Nt 2.3kg/s b 1- 8 45 gp

L P —
Voulge _@Il \ yes 2.lm/7 fu 2.3kg/s |Ib 3-18 60 gp
1

SPEARS

Short Spear L - no 1.2-1.8m/4-6 N 1.8kg/4 Ib I- 6 30 gp
Long Spear yes 2.1-3.0m/7-10f1 2.9kp/6.51b - 8 40 gp
[ X i X L X 1 ] — Ml —>

Javelin no 2.1m/7 0 1.Bkg/4 1b 16 30 gp
Beaked Axe [ o q_ no [.4m/4.5 It 2.3kg/5 b I- 8 30 gp
Trident < E ves 1.5/5 fi |.8kgs4 Ib 1- 8 40 gp
Lance (Palladin & Knights ONLY) no 4.0m/13 i 3.6kg/8 b 1- 8 60 gp

—{> -
KNIVES
) b == [ —— "
Daggers and Knives b no .2-.5m/10-20in Skg/1 1b I- 6 10 gp

S  w—
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TYPE 2-HANDED AY. LENGTH AY. WEIGHT DAMAGE AV. COST IN GOLD
SHORT SWORDS

Short Sword [ o —- no Im/2.5 ft 1.4kg/3 1b 1- 6 40 gp
Sabre @ no 6m/2 i 1.4kg/3 b I- 6 30 gp
Scimitar @ no Im/2.5 1t 1.5kg/3.51b - 6 35 gp
Falchion mb no 8m/2.75ft  1.8kg/4 b 1- 8 50 gp
Cutlass ﬁy no .6m/2 It l.4kg/3 Ib I- 6 35 gp

LARGE SWORDS
Bastard @%: yes .0m/3.7501 2.1kg/4.5lb  1-8+2 50 gp
Broadsword P b Sm/3 It 1.6kg/3.51b I- 8

no 40 gp

Claymore Cmmmm-? yes 1.2m/4 2.9kg/6.51b 2-12 60 gp
Flamberge o yes 1.3m/4.25fL  3.4kg/7.51b  3-18 70 gp
Long Sword no 9m/3 i 1.6kg/3.51b 1-8+2 55 gp
2-handed Espandon yes Om/3 i 2.1kg/4.51b 2-12 60 gp
BALL and CHAIN

Ball and Chain E=—==D~ o) no o9m/3 ft 2.1kg/4.Slb 1- 8 50 gp
Flail C Pl ves 1.6m/s.25fL  2.5kg/5.51b  2-12 55 gp
Goupillon Flail yes Sm/2 N 2.1kg/4.51b 3-18 60 gp
Mace and Chain no 9m/3 N 2.1kg/4.51b 2-12 S0 gp
Nunchaku [ m— Y e R (] Bm/2.750 I.1kg/2.51b 1- 8 30 gp
BLUNT WEAPONS

Arab Mace ——=113) no bm/2 M 1.4kg/3 1b 1- 8 40 gp
Mace s ) no Im/2.5 M 2.0kg/4.51b  1- 8 40 gp
Cudgel 3 o 8m/2.75M 1.0kg/2.51b  1- 8 40 gp
Club / Stick / Pipe Sk no 8m/2.7501 ldkg/3 Ib  1-6 10 gp

Hercules Club fr —ﬂ:o s slh ves 2ms4 N 2.5kg/5.5lb 2-12 60 gp
Horseman Hammer —% ;. no 8m/2.75Mt 1.6kg/3.5lb 1- 8 45 gp
Maul 2@ no 2m/4 Nt 2.0kg/4 b 1- 6 12 gp
Morning Siar :ﬁb no .8m/2.751t 1.0kg/2.5lb I- 8 40 gp
War Club (wood) no 9m/3 ft 1.4kg/3 |Ib 1- 6 25 gp

War Hammer m:ﬁ no .Im/2.5 ft 2.1kg/4.5b 1- 8 40 gp
STAVES

Short [« Ir» no 1.2-1.8m/4-6 It 1.4kg/3 b 1- 6 20 gp

Long L X I I ] yes 1.9-2.7m/7-9 ft 2.3kg/5 b - 8 25 gp

Bo Staff yes 2.8m/9.5 ft 1.4kg/3 b 1- 8 40 gp

Quarterstall G = | yes 1.8m/6 ft 1.5kg/3.5lb 1- 8 30 gp

Iron Staff — = e s — — — e =3 yes 1.8-2.1m/6-7 ft 3.2kg/7 b 1-8+2 45 gp

MISSILES

Short Bow _./m\_, yes 1 1b 1- 6 30 gp

Arrows no 10 gp per dozen

Long Bow yes 2 Ib 2-12 70 gp

Arrows no 20 gp per dozen

Cross Bow yes 7 1b 1- 8 60 gp

Bolts no IS gp per dozen

Sling [ ey P S, no 2 oz I- 6 10 gp

MISCELLANEOUS (no W.P. bonuses)

Black Jack cuctEImtm, no 10 in 1.4kg/3 1b 1- 4 8 gp

Dart &= no 6 in 6 oz 1- 4 I gp

Bull Whip no 24m/8 It 1.4kg/3 b I- 8 20 gp
SN T KTy Tr

Cat-o-Nine Tails no Bm/3 Skg/1 1b I- 6 15 gp

Meal Cleaver m@ no Am/1 it Skg/1 b I- 6 2 gp

Frying Pan  See=———7 \ no Am/l Nt Skg/1 b 1- 6 2gp

Hand Pick e— no 7 in 8 oz 1- 4 1gp

Large Pick/Mattock yes 1.2m/4  ft 2.3kg/S b 1- 8 25 gp

Shovel yes 1.2m/ 4 1 2.0kg/5 Ib - 6 10 gp

Hammer (1ool) no 10 in 1/4kg/3 b 1- 4 7 gp

Gianl Weapons do one additional die of damage because of size and weight. This includes Troll, Ogre and Wolfen weapons.

Gnome size weapons are all very small; knives, short swords, blunt, staves axes, sling and spears do 1-4 damage. Large swords, ball and chain and pole
arms do 1-6 damage. Short bow does 1-4 and Cross bow does 1-6.
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SUPERIOR WEAPONS

The following is a list of superiorly crafted weapons, the bonuses
resulting from the quality, and the price.

The price increase of superior weapons is indicated as a percentile
increase/addition to a standard weapon of that type. Example: a
normal, good broad sword costs 40 gold pieces; a + | to damage costs
150% more or 100 gold total; a +2 to damage costs 200% more or 120
gold; +3 to damage costs 400% more or 200 gold, and so on.

KOBOLD MANUFACTURED ITEMS
(NON-MAGICAL)

Blade weapons (short sword, large sword, axes, knives, spears and
forks)

+1 10 damage

+ 2 to damage
+ 3 1o damage

add 150% 1o the price of standard
weapon.

add 200%

add 400%

These weapons have a superior blade edge (sharp/strong)

+1 10 parry add 200%
+ 1 to parry and strike add 800%
These weapons have a superior balance (weight/construction/design).

Pole arms

+ 1 to damage add 300%
+2 to damage add 400
+3 to damage add 700%
+4 10 damage add 800%
Superior blade edge

+ 2 to parry add 300%
+3 Lo parry add 500%
+4 to parry add 8007
Superior balance

Blunt weapons (siaves, maces,.
hammers, etc.)

+ 1 to damage add 200%
+2 1o damage add 400%
+3 1o damage add 500%
Superior weighting/stud work

+2 to parry add 4007
+3 to parry add 800%
+ 1 to parry and strike add 900%

Superior balance, weight, stud work

Ball and chain

+ | to damage add 400%
+ 2 to damage add 500%
+3 to damage add 700%

Superior balance/weight

DWARVEN MANUFACTURED WEAPONS

These are the very best weapons on the markel.

Blade weapons

+ 1 to damage add 200% to price of standard
weapon

+ 2 to damage add 300%

+3 to damage add 400%

+4 1o damage add 500%

Superior blade edge

+2 to parry add 400%

+3 to parry add 8007,
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+ | to parry and strike add 1000%
+2 to parry and strike add 2000%
Superior balance

Pole arms

+2 to damage add 400%
+3 to damage add 5009
+4 10 damage add 800%a
+5 1o damage add 900%
+6 1o damage add 10007

Superior blade edge, strength, and construction (reinforced)

+2 1o parry add 300%
+3 1o parry add 600%
+4 Lo parry add 9007
+2 to parry and strike add 2000%
Superior balance; reinforced

Blunt weapons

+1 Lo damage add 200%
+2 to damage add 400%
+3 to damage add 600%
+4 1o damage add 800%
+2 to parry add 400%
+3 10 parry add B00%o
+1 1o parry and strike add 1000%
Ball and chain

+1 1o damage add 500%
+2 10 damage add 500%
+3 to damage add 700%
+4 10 damage add 900%
+ 5 1o damage add 1200%,

Note: Dwarven weapons are the very best in the world, Even standard
(non-bonus) weapons cost 30% more if they are of Dwarven
construction.

Kobold are also excellent weapon smithes, second only Lo dwarves,
and even standard weapons cost 20% more Lhan standard weapons.
The same rates also apply to dwarven and kobold armour.

Also, a weapon can have both a damage and parry bonus, but the
cost for each is a listed even when combined (so a dwarven mace that’s
+2 1o strike and +2 to parry will cost 200% for the damage in
addition to 300% for the parry bonus).

SUPERIOR ARMOUR

The listed armour ratings (A.R.) cannot really be increased (except
magically) simply because of the nature of the armour, what body areas
it covers, and the material it is constructed of. However, the structural
damage capacity (5.D.C.) can be supplemented/increased to a limited
degree.

Light armour (cloth through studded leather) can have the S.D.C.
increased up to a maximum of 20 S.D.C. points at a cost of 90 gold
and weighs an additional 8 Ibs.

Heavy armour (chain mail through plate) can have the S5.D.C.
increased up to a maximum of 50 S.D.C. points. Cost is 100 gold per
each 10 S.D.C. added (weight increase is 8 lbs. per each 10 S.D.C.
extra).

MAGIC ARMOUR

See Alchemist

MAGIC WEAPONS

See Alchemist



ARMET

THE ARMET IS A HELMET Robe (Heavy) 10
WITH VISOR THAT TOTALLY Robe (Hooded) 35
TERNING (MOVEMENT), Night gown 10
PAULDRON Night robe o

Add
EUROPEAN SWORD S0% to 100% to the cost of fancy or special clothing. 20% to cost of
- specially tailored cloth.
COUDIERE
| FLBow Gk
LOWER oy Pt CONTAINERS

TACES
FPROTECTS THIGH
Cost in gold

MAIL SKIRT Saddle bag 20 gp
Small pocketl purse 1 gp
Belt purse (Attaches to belt) 2gp
W%%EME Shoulder purse, small Sep
Shoulder purse, large 12
GENOUILLIERE— Small sack 4
HNEE  GUARD Large sack 8
¥ Knap sack 15
AREVIERE Back pack 20
LGS LR EARE Cloth handle bag 10
-y Leather handle bag 18
SABEA Tobacco pouch 5
Water skin, 2 pints 5
Walter skin, 2 gallon 10
ADDITIONAL EQU]PMENT Water skin, | gallon 15
The following is a basic list of equipment and items al their average Cask (Wood, 4 gallons) 12
cost in gold. Prices may vary from town to town, game to game, G.M. Cask (Wood, 10 galions) 18
to G.M. Cask (Wood, 25 gallons) 0
Vial (Glass, 2 ounce) 2
CLOTHING Jar (Glass) | pint |
Cost in gold Jar, 2 pints 4
Socks Vi gold Jar, 4 pints 8
piece Jar, gallon 10
Shirt (wool) 6 ap iug '/la galllion 0
Shirt (silk) 15gp ug, ] galion 15
Viel 15 gp Jug, 5 gallons 25
Jacket (light) 20 Bucket (Wood) 5 gallons 5
Jacket (heavy) 40 Isl:chfclb(Metal) 5 gallons 1
Jacket (Short, down filled) 55 s 4 " wm db I Ib 5
Jacket (Long, down filled) 75 plwooe dox (0 3
Medium wood box (5 Ib) 10
Jacket (Leather) 40
Large wood box (15 Ib) |5
Jacket, Fur (Common, heavy) 70
Be 12 Trunk (Small, wood, 25 Ibs) 25
Trunk (Large, wood, 50 Ibs) 40
Work pants 16
3 Small metal box (5 Ib) 15
Skirt 10
Large metal box (15 ib) 30
Dress (Common) 30
Dress (Fancy) 60 Metal trunk (Small, 25 Ibs) 50
Metal trunk (Large, 50 lbs) 80
Surcoal 40
Cup/mug (Earthware) 1
Boots (Cloth) ]
Glass k)
Boots (Soft leather) 15
Goblet 5
Boots (Leather) 20
: Bowl (Earthware) 3
Boots (Work/reinforced) k1]
: Pot (Earthware) 5
Boots, Knee high 50
e Pot (Metal) 8
Boots, Hip high 70
Kettle 5
Shoes 20 Bottle (Pint) 5
Sandals 10 otlie b
Scarf 5
Cap (Pull over) 5 FIELD EQUIPMENT
Hat (Short brim) 15 (Hunting, trapping, camping) Cost in gold
Hat (Large brim) 20 Snare cord (per 4 ft.) 2gp
Hat (Large brim, leather) 35 Rope (per 40 ft.) 10 gp
Belt 4 Rope ladder (per 20 fi.) 25 gp
Sword belt 6 Light chain (per 10 f1.) 10 gp
Sword sheath 18 Heavy chain (per 10 ft.) 25 gp
Knife sheath 10 Hand manacles 15
Cape (Short) 15 Leg manacles 25
Cape (Long) 25 Lock (Key type) 5
Cape (Long, hooded) 35 Lock (Tumbler type) 10 gp
Robe (Light) 20
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Beaver trap (Metal teeth) does 1-6 damage
Wolf trap (Metal teeth) does 1-8 damage
Bear trap (Metal teeth) does 2-12 damage
Animal trap (No teeth/small) 1-4 damage
Animal trap (No teeth/large) 1-6 damage
MNet, fishing

Net, animal (thrown)

Met, man-size

Fishing hook

Fishing line (per 20 f1)

Camping

Sleeping bag

Blanket (Light)

Blanket (Heavy)

Tent (One man)

Tent (Two man)

Tent (4 man)

Tent canvas (per 4 square ft.)

Hammock (Cloth, man size)

Mosquito netting (per 4 square ft.)

LIGHTING

Flint/steel

Tinder box

Treated torch (Quick light, lasts 3 hours)
Untreated torch

Candle (Fast burning, 45 minutes)
Candle (Long burning, 3 hours)

Glass candle lantern

Candle holder (Earthware, uncovered)
QOil lantern (6 hour/1 pint)

Oil lantern (12 hour/2 pint)

Oil lantern (6 hour, metal case)

Qil (per pint)

Qil lamp (6 hour/1 pint)

Qil lamp (12 hours/2 pint)

Charcoal (per pound)

WRITING EQUIPMENT

Paper (Dozen 9x 12 inch sheets)
Parchment (Dozen 9 x 12 inch sheets)
Book (Paper, glued, 100 shis)

Book (Parchment, glued, 100 shts)
Book (Parchment, stitched, 100 shts)
Slate board 18 %24 inch

Chalk (Dozen sticks)

Charcoal (Dozen sticks)

Silver point (One 2 inch needle)

Ink black (6 ounces)

Ink color (6 ounces)

Powder pigments (Earth colors/2 ounces)
Powder pigments (Colors/1 ounces)
Gold leaf (1 ounce)

Silver leaf (2 ounces)

Bronze leaf (2 ounces)

Crow quill pen

Brushes (Low quality)

Brushes (Sable hair)

Etching needle

Etching plate

Wood cutting tools (Fine)

Print ink (Heavy, 6 ounces)

10
20
50
10
20

15
30

40

10

50

75
100
15

20
10

Cost in gold
3gp
5ep
Jegp
I gp
1gp

5
6
2
10
20
30

Cost in gold
8gp
15 gp
50 gp
100
150
10
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EDIBLES

Fowl (per whole bird)

Pigeon

Chicken

Duck

Goose

Quail

Pheasant

Turkey

Fish (per whole fish)
Common

Game fish

Shell fish (Clams, oysters, shrimp, lobster) per dozen
Fresh meat

Rabbit/Squirrel, whole
Venison, leg or roast

Beef steak

Beef leg or roast

Beef side

Beel, whole cow

Pork steak

Pork leg or roast

Pork side

Pork, whole pig

Lamp leg or roast

Lamb side

Lamb, whole

Prepared and preserved foods (per each 2 Ibs)
Smoked sausage (pork or beel)
Spiced sausage (pork or beel)
Smoked beef

Salted beef

Jerked beef (lasts months)
Smoked pork

Salied pork

Smoked fish

Salted fish

Canned vegetables

Canned fruit

Dried fruit

Dried vegetables

Cost in gold

lep
5
8
12
10
20
15

1-2 gp
4-8
6-10

8gp

30 gp

4gp
25
75
190

20
50
100
12
35

= 20 s

L L N = R =

Note: Most fresh vegetables last fairly long before spoiling; particularly
polatoes, carrots, onions, garlic, radishes, turnips (last 2 to 8 weeks

depending on conditions).

Others

Bread, 4 loaves

Buns/rolls 2 dozen
Pastries/donuts | dozen
Cheese (various lypes cost more) 2 Ibs.
Curds and Whey 1 1b.
Butter, salted 1 Ib.

Butter, unsalted 1 Ib.

Lard (per Ib.)

Cream (pint)

Honey (per pint)

Jam (per pint)

Syrup (per pint)

Maple syrup candy (per 1b.)
Sugar (per Ib.)

Salt (fine) per Ib.

Salt (Rock) per Ib

Pepper (per 2 ounces)
Spices (per 2 ounces)

Flour (per Ib.)

Oat meal (per Ib.)

Cooking oil (per pint)

Lggs per dozen (chick or duck)



Feed Grain (for live stock, per 25 Ibs.) Cost in gold

Wheat 20
Oats 15
Hay 10
Straw 7

NOTE: Add 25% to 100% for high quality foods, and special
preparations and spices.

BEVERAGES

Cow or goat milk (per gallon) 2gp
Fruit juices (per gallon) 2
Tea (per Ib.) 4
Coffee (per Ib.) 6
Alcohol (per pint)

Tonics (foul tasting) 2-8 gp
Mead (Sweet) 4
Ale (Light) 5
Beer (Heavy) 6
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Cost in gold
Wine (poor) 2-8
Wine (good) 10
Champagne 12-20
Brandy 20
Rum 15
Moonshine 8-16

NOTE: add 50% 10 100% for excellent quality. Add 100% to 200%
for special or outstanding quality.

MISCELLANEOUS

Tobacco (Dried for smoking, per ounce) 1-8 gp
Tobacco (Chewing, per ounce) 2-12
Snuff (per ounce) 2-)2
Perfume (per ounce) 2-12
Soap (per ounce) 1-2
Wax (Clear, per Ib.) 12
Wax (Bees, per 1b.) 10
Rabbit skin glue (per Ib.) 10
Quick silver (Mercury) per ounce 20

i S




Wizar

THE STUDY OF MAGIC

Spell magic, witchcraft, elemental magic, circles/symbols, demonology,
illusion and the mind.

This is a world where magic and creatures of magic abound. Yet, the
ways of magic are secret and well guarded from the uninitiated. There
are seven distinct classes (O.C.C.) of magic, excluding clergy (discussed
elsewhere) and alchemist {not an available O.C.C. 10 players). They
are . . . Wizard, Warlock, Witch, Diabolist, Summoner and Mind Mage;
the last not dealing with true magic,

THE WIZARD O.C.C.

Perhaps the most complicated of the seven magics is wizardry. This is
an occupation dedicated to research and study. It also offers the
greatest potential for raw power at a mere whisper,

Spell Magilc

Wizardry is the science of spell magic; magic forces invoked by
spoken incaniations and directed by the wizard's words and/or
thoughts, Spell magic relies on the speaking of arcane spells that are
said 1o have their roolts in ithe days when the Old Ones ruled the world.
The properly spoken words can summon, direct, or unleash great
forces in the blink of an eye. No components, 1o diagrams, no deity
and litle, if any, preparations are required; merely the spoken word.

115 a repetition of words or series of wuords spoken properly thai
invoke and ignite the spell into being. These words are carefully
guarded and rarely shared, even with a fellow wizard. Thus, wizards
usually disguise the words of the incantation amidst a string of
meaningless phrases of gibberish, often mumbling the true key words.
Another trick is to recite the spell by combining several different
languages, since the spell can be invoked in any tongue. Consequently,
the same spell will be spoken differently by every wizard using it. In
fact, the same spell often sounds different every time the same wizard
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recites it. Note: spell abilities return at full strength within a 24 hour period.

Spell magic is spoken softly, often whispered so quietly it is barely
audible. Only the meaningless paris are ever spoken clearly or shouted
aloud and then only 10 create a particular affect/reaction,
showmanship being as much a part of wizardry as anything else. After
all, a snarling; bellowing person, seemingly molding forces out of sheer
force of will, is more imposing than a soft spoken person, calm and
ordinary.

SPELL CASTING

The wizard's abilities are derived from his knowledge, physical
stamina, and ingenuity. They can learn and memorize dozens of spells
regardless of O.C.C. level; that is to say that, a wizard may know 20
spells at level one or level nine depending on his luck and research.
The wizard's knowledge is not lImited by his O.C.C., but by
circumstance.

Nor does the wizard forget a spell upon casting it. This is his life,
spell magic and study, thus as with all O.C.C.s, we will assume that the
wizard studies and practices secretly in his private moments. To forget
a spell could mean his death and is a fairly ludicrous idea. This is his
occupation, his livelihood, he is no longer an apprentice, but a
fMedgling mage working to establish himsell in his chosen profession.
To suggest that he would forget a spell is like saying a soldier might
forget how to use his sword.

Wizards can also learn and cast spells far above their actual
experience level. Consequently, a second level wizard could cast a fifth
level spell if he is fortunate enough to know it. Of course, the spell will
not be as powerful or last as long as when cast by a fifth level wizard,
but the second level spell caster can still successfully weave the spell to
the full extent of his abilities. (Note: for this reason you will find that
most spells will read something like: Duration: 6 melees per level of the
spell caster. This means a first level spell caster/wizard will invoke the
spell lasting only 6 meiee rounds, while a fifth level spell caster
invoking the exact same spell will have his last for 30 melee rounds ; a
simple matter of expertise and stamina gained through experience.).

Because the wizard's powers are gathered from words, knowledge,
and memory he can cast any combination of spells or the same spell as
often as he likes (within his personal limitations of spell knowledge and
experience level).

Ah, but there are limitations other than spell knowledge. The
wielding and channelling of magic energies is a physical as well as
mental strain. Trne frail human condition (this includes ALL player
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character races) can only withstand so much, limiting the number of
spells a character can weave per day (24 hour period). One might
think a high physical endurance (P.E.) would make a difference, but it
does not. However, as a character uses more and more magic his body
builds a tolerance toward the magic energies enabling him to cast more
spells per day. In direct game context, this tolerance is gained as
a character grows in experience levels. The exact number of spells is
listed under the category of spell casting in each O.C.C. that includes
spell magic. NOTE: It is important to again point out that even
though a wizard may know 20 spells, if he is second level he can only
cast three spells, because that is all he can physically do. No matter
how hard he may try, no matter how grave a situation, no matter how
desperate, he can only cast a maximum of three spells. At third level
he can cast a maximum of five, at fourth level six spells,and so on. The
spell casting table indicates the total number of spells a wizard can cast
at that level of experience.

ELEMENTAL SPELLS

There is a distinction between elemental spells and elemental magic.
Elemental spells are spell magic operating and functioning under the
principles just discussed. Elemental spells are given a separate
categorized listing because they all specifically relate to the 4 elemental
forces: air, earth, fire and water. They are spell magic equivalents to
the Warlock's elemental magic. Only the spell level, range, duration,
and saving throw may be different that the warlock's magic, otherwise
the spells’ effects are identical to the elemental magic. Another
difference is that only a limited combination of elemental spells are
available to wizards, while the elemental magic of warlocks is much
more extensive and more clerical in nature/origin.

COMMON KNOWLEDGE SPELLS

Decipher magic
Sense magic
Cloud of slumber
Globe of daylight
Tongues
The enchanted cauldron

In reality common knowledge spells are not common knowledge at all
unless you happen to be a young wizard fresh out of apprenticeship.
All wizards begin with these six spells; they are the rewards of two to
five years as a wizard's apprentice. While under apprenticeship, the
young wizards gain a rudimentary knowledge of magic, learn to read
and write their native language and at the end of their tutelage and
service as assistant, they are given the six common knowledge spells. [t
is said that with these six spells and determination, the secrets of
grealer magic are attainable, Five of the spells are low level spell
magic; the sixth, the enchanted cauldron is one of the few component
magics in wizardry and is exclusive to the wizard O.C.C.

The Enchanted Cauldron

The enchanted cauldron is among one of the more disgusting and

dangerous methods of gaining knowledge of the mystic arts.
The ingredients: 1 small iron cauldron. 6 pints of human blood (fresh),
I dead butterfly (symbol of the spirit/soul) 1 owl's feather (symbol of
wisdom) stirred with an iron or steel sword approximately 2 hours before
the moon’s zenith. Success Ratio: 12% per level of the wizard.

The brew is slowly brought to a boil over a two hour period during
which time the wizard, in a meditative state, recites the rites of
invitation. The two hours of chanting and aroma of blood attracts and
invites a spirit of magic to enter the cauldron and share with the
summoning wizard the joys of life and death. At the end of the two
hour period, the wizard must drink one full cup of the brew; it is then,
and only then, that he will learn whether he was successful or not.

If unsuccessful the brew and preparations have been for naught and
must be spilled out in a graveyard. The process may be repeated again
on another night with all new ingredients.

If successful the spirit in the cauldron will enter the wizard through
the cup of warm blood he has drunken, At this time, the wizard will
lapse into an apparent coma in which the spirit and living wizard will
share each other’s memories. The coma trance state is temporary;
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when the wizard awakens he will possess the spell knowledge of that
spirit.  However, as one might expect, the experience is quite
harrowing, often resulting in insanity.

Roll percentile dice and see insanity tables:

1-13 No insanity

14-20 Affective Disorder

21-40 Phobia (only one)

41-50 Phobia (two)

51-82 Neurosis/general table

83-100 Psychosis

Spell Knowledge gained

The best way to determine spell knowledge impartially is to have the
player roll a six-sided die to see what level spells he/she has gained. If
the player has 4 new spells he rolls the six-sided die 4 times to see what
level spells they are (rolling the same level more than once is valid).
Then the player can roll 3 six-sided dice to determine which spell from
that level. Example: level two number 12 is rolled; that would indicate
the spell of darkness (elemental spell magic). If the same spell is rolled
twice, roll again, but if a spell is rolled up that the wizard knew before
the cauldron, he does not reroll. The cauldron is a completely random
procedure. Only spells levels one through six can be learned this way.

Number of spells gained (roll percentile)

1-25 three
26-59 four
60-79 five
80-89 six
90-100 seven

There is also a chance that the spirit will remain in the cauldron until
the contents are spilled out. If this occurs, the cauldron will function
exactly like a crystal ball, although the wizard must sip a tablespoon of
the cold brew each time to activate it. If the brew is continually
replenished, never dropping below half, the wizard can maintain the
cauldron/crystal ball for years. (NOTE: the wizard can never gain new
spells from this cauldron again; it is a one time experience. Likewise,
drinking of it can never again create the coma/trance state. However,
the wizard cannot make another enchanted cauldron until this active
one is destroyed/emptied). The chance of the spirit remaining in the
cauldron is 32% (roll percentile dice).

Of course an additional problem with the enchanted cauldron is
possible alignment conflicts. After all, how many good characters are
going to use a spell requiring fresh human blood; and how do they get
the blood without murdering? Volunteers? Well, that’s the problem.

PURCHASING MAGIC

A true spell caster will NEVER sell his precious spell knowledge, for
it would jeopardize his socio- economic standing in society as well as
threaten his occupation. To one spell caster another spell caster is
competition, and a shrewd businessmen never helps the competition.
Thus, a wizard will rarely sell or trade a spell unless the situation really
demands (but a wizard would sooner die than reveal his secrets).

While wizards and their ilk will not sell magic spells, the clergy and
alchemist have no such qualms.

Clergy

Only a sixth level priest (or higher) can sell magic spells for the good
of the church. They can refuse anyone without reason and often
consider the buyer's alignment and motives, both of which may spark
rejection or a sharp price increase.

Standard procedure (minimum fees)

* Gratuity 500 gold

* Consultation 500 gold

* Spell cost 1500 gold per each level of the spell

* All fees are paid in advance

® Spell is not guaranteed

* No refunds

* Fees vary widely depending on religion and circumstance.



Gratuity

A small donation of 500 gold is required to set the proper wheels in
molion and lo attract the attention of the superiors involved. More
than one such gratuity may be required (although faithful followers of
that religion usually find one such donation sufficient).

Consultation

When a sixth level or higher cleric is available he will meet with the
person (and only one person) and discuss motive and money. Five hun-
dred gold is required at the beginning of the consultation. At this meeting,
the priest will decide if he will try to provide the spell and how much it
will cost. There is no refund of the consultation fee even if the priest refuses
to sell the spell.

Spell cost

Only the spells available to that priest's deity are available for sale.
Because a priest does not study magic, he does not know the spell, but
is endowed with the ability to spell cast by his faith in his deity(s)
by invoking the deily's name. The deity is the mystic focal point by
which the magic energies are called upon and channelled (much like the
witch O.C.C.) Obviously this is useless to the wizard whoneeds a spell
incantation. To get the spell magic incantation the priest or priestess
will pray, fast and meditate over a period of days and invoke the
prayer of intervention (See clergy for details on the intervention prayer
and chance of success.) The whole procedure usually takes a week to
10 days.

If the priest is successful he will receive temporary knowledge of the
spell magic incantation. The cleric will then teach the spell to the one
wizard by word of mouth in a secret place and free of prying eyes and
ears. The pricst or priestess will teach only one spell at a time (each
spell requiring the repetition of the entire procedure) to only one person
at a time. A note to the foolish: it is not wise to attempt Lo cheat, trick
or steal from the clergy. To do so would require retribution by that
religious organization. A retribution that is likely to cause much pain
and sorrow, if nol death. Remember, your character will be in the
clergy’s power while learning the spell incantation.

All of the proceeding are factors in the spell’s cost. Standard
minimum fees for most clergy is 1500 gold (or gems) per each level of
the spell requested. Thus, a second level spell costs 3000 gold, third
level 4500, forth level 6000, plus gratuities. Also, most clergy will not
offer spells beyond fourth level (without charging three times as
much or more) and never above sixth level. Prices may vary as much as
300% depending on the individual priests, priesiesses, wizards, and
situations.

All fees are paid in advance before a priest will even consider
undertaking the task.

The spell is not guaranteed

Even though arrangements have been made and all monies paid in ad-
vance, the cleric might fail to attain a successful intervention (priests seldom
try more than twice during the entire procedure) and not get the spell
incantation.

Sorry, No refunds
“'But thanks for the donation, the church really appreciates your
sacrifice. Say, let's try again in a week or so. It will cost the exact

same amount, ... heck, forget the gratuities next time, Again, sorry.
May the gods go with you."

Fees vary widely

Again, the fees can vary widely from one priest 1o another, from one
religious organization (o another. Performing a special deed or service
for a church may inspire a discount and other situations will also cause
the fees to fluctuate. Recognized patrons of the particular religion

often get the service for the standard minimum of 1500 gold per spell
level.

The Alchemist
Alchemists are the magic merchants of the world and eagerly buy and
sell all types of magic items and knowledge. OF course, an Alchemist
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can only sell spell incantations that he knows (or has recorded in his
many books, which are always guarded jealously). Determining what
spells the alchemist possesses is left up to the game master’s discretion
(although a modified enchanted cauldron method would be applicable.
Figure ‘the average alchemist will possess knowledge of about 25 1o 40
spells between levels | through 5).

Standard procedure (minimum fee)

* Spell cost 3000 gold per each level of the spell

* All fees paid in advance

® Spell is guaranteed

* No refunds

® Fees vary widely

* Will sell spell magic only to a proven wizard.

Spell cost

An alchemist charges an extravagant fee of 3000 gold (or more) per
each level of the spell. Thus a second level spell costs 6000 gold, third
level 9000, fourth, 12,000 and fifth 15,000. Of course, these are
completely functional, field tested spells satisfaction guaranieed.

The alchemist will teach the spell to only one proven wizard in his (the
alchemist’s) private sanctuary. There is no limit to the number of spells
taught/purchased- Usually a full 24 hour period is required to teach
one spell. The alchemist rarely sells a spell incantation above level five
and NEVER above level seven (sixth and seventh level spells usually
cost /0 times the standard fee).

All fees paid in advance

All payments must be paid at least one day in advance. Rush jobs
(teaching the spell immediately upon payment in a 16 hour period) cost
an additional 15%.
Spell guaranteed

These spells are all completely functional spells delivery and quality
guaranteed. If the spell cannot be taught, the full payment will be
returned.

No refunds

If the person who has just purchased a spell incantation is not happy
with the spell he cannot get a refund. All sales are final upon teaching
of the spell. If the spell functions as promised, the Alchemist has
fulfilled his end of the agreement.

Fees vary widely

As with clergy, the pcople involved, alignments, temperments and
situations are all factors in the price. If the Alchemist likes a person
they may get the spell knowledge at the standard minimum, if he
dislikes the person he may charge double or more, Likewise, the
Alchemist can refuse (o sel' 1o any person.

Spells are taught to proven wizards only!

The Alchemist can easily tell a (rue wizard from a charlatan by a
simple private conversation discussing the principles and methods of
study, the concepts of spell magic and the performance of a simple
spell or two (usually common knowledge spells).

For more about Alchemists see scroll conversion and the alchemist
description/explanation.

OTHER METHODS OF GAINING SPELL
MAGIC

Trade
Boon/grant
Scroll conversion

Trade

Occasionally a wizard will trade spell knowledge with another wizard
in exchange for another spell that he covets. Wizards will very rarely
exchange a spell higher than fourth level.

It is also possible to work out an agreememt with a high priest or




alchemist to gain spell knowledge for services rendered. However, this
is very uncommon; clergy prefer to offer spiritual or tangible rewards
like gold, equipment, or scrolls.

Boons/Granls

Like trade, if a wizard performs some greal service Lo someone of
greal power and/or knowledge, he may be granted a spell as his
reward. Dragons (and an occasional deity) are very prone Lo leaching a
wizard a low leve! spell or two for some greal service or in friendship.
However, these spells are usually restricted to level one and two, for
dragons guard their spell magic knowledge as jealously as wizards and
alchemists. After all, it is often a wizard who is a dragon’s greatesl
foe.

Scroll Conversion .

A wizard can attempt to convert a scroll spell into a functioning
magic spell incantation. This is a difficult lask, as spells on scrolls are
yet another type of magic quite different from spell magic. A scroll is
instantly activated upon reading it, immediately disappearing upon that
reading. A simple glance will activate or dispel a scroll. Consequently,
the wizard has only a few minutes to converl Lhe written scroll into a
viable incantation. This is done mentally while reading the scroll.
Once read, the scroll is activated, magic energies flow about the wizard
as he attempts to mold and control them. This is extremely dangerous
(something akin to juggling nitroglycerin) because the energy is
extremely volatile and there is ALWAYS a reaction.
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The wizard’s chance to successfully converf a scroll into an incantation
for spell magic is listed with the O.C.C. info/tables. It is a skill
developed slowly and carefully, but only an Alchemist can match or
better a wizard in this area. AL first level a wizard has only a 8%
success ratio, but by level six, it has developed 1o 42%.

An unsuccessful conversion results in one of the following reactions.
Roll percentile dice. No Saving Throw for these effects.

1-16 Explosion does 1D6 of damage per level of the spell; 5 1.
radius

17-20 Shock; wizard paralyzed for 1-6 hours

21-30 Lightning boll strikes wizard 6 Lo 36 damage

31-40 Temporarily blind 2-12 days

41-48 Melamorphosis into a goal, |-6 months

49-55 Summon lesser demon (G.M. discretion as to which one)
56-60 Weight increased by 300 Ibs.; 1-6 months

61-68 Skin turned pale blue; 2-12 years

69-72 Creates 200 pallons of water (on self)

73-80 Size/height reduced by “4; 2-12 months
81-91 Metamorphosis into a moose; |-6 months
92-100 Summon grealer demon (G.M. discretion)

All affects are accumulative, add one for
conversion,

each unsuccessful

A successful scroll conversion may nof be exactly what you might
expect. What it means is that the wizard has succeeded in created a
working magic incantation, but not necessarily the spell desired. The
possibilities are (roll percentile dice)

1-18 Desired spell but 4 strength and duration and damage
19-60 Total success, exactly as desired
61-100 Unstable spell

Unstable spell magic

An unstable spell is a spell that will produce any number of random
reactions each time the spell is cast. Roll percentile dice.

Unstable spells’ random reactions. Standard range & duration.
1-8 The original spell attempted during conversion, full
strength/duration/damage
9-24 The original spell
strength/duration/damage
25-27 Weightlessness (sell)
28-35 Heavy rainfall 10 fi. radius

36-42 Turn selfl invisible

43-48 Multiple image

49-56 Fire ball 5-30 damage

57-65 Reduce selfl 6 inches

66-72 Call lightning 6-36 damage

73-80 Metamorphosis (others) into mice
81-86 Magic net

87-92 Wind rush

93-100 Create bread and milk

altempled during conversion, but

Important Notes:

After an attempled scroll conversion the scroll itselfl is totally
destroyed giving the wizard only one chance al conversion, Also, the
spell magic incantation hoped to be converted from the scroll will be
the spell on the scroll That is Lo say, a scroll with a fireball spell can
only be converted into a fire ball magic incantation; charm scroll into a
charm spell; tongues scroll into a tongues spell.

Scroll conversion by an Alchemist

Alchemists can also convert scrolls into spell magic incantations. The
standard minimum fee is 1000 gold per level of the spell. This fee
covers the risks involved in spell conversion; of course, the Alchemist
gets to add a new spell to his knowledge, too. If the conversion is
unsuccessful 2 the money will be refunded. However, an alchemist
may refuse to convert spells he already knows or may lake the scroll
and money, keep the scroll and claim unsuccessful conversion. They
can be quile ruthless in their acquisition of magic

Alchemists also sell unstable spells at a healthy discount (as low as
300 gold per level of the spell). See Alchemist for more details.



SCROLLS

Scrolls are enchanted items just like magic medallions, weapons, and
armour. They are created by means of mystic enchantments. Scrolls
are, basically, a spell magic incantation altered and transferred to a
piece of parchment as a kind of instant one-time-only spell. The scroll
can be read by anyone who is literate in the language in which it is
written, thus a wizard, witch, priest or even a literale thief, soldier or
knight (any O.C.C. with a Read/wrile above 55%) can successfully
read and activate the average scroll.

A scroll is instantly activated the moment it is read, regardless if read
aloud or silently to oneself. Only the descriptive title heading can be
read withoul fear of activating the scroll. Even Lhe reading of a few
words begins the spell sequence, Lo stop prematurely will cause the rest
of the spell to fade away into nothing. The scroll inscription always
fades away as it is being read. When the scroll has been read in its
entirety, the reader will have activated/cast the spell, in his hands he
will find only a blank piece of paper.

The spell on the scroll is not affected by the reader’s O.C.C. nor level
of experience. Consequently, whether it is read by a tenth level wizard,
or a second level diabolist, or a first level palladin, the spell strength,
duration, effect, and/or damage potential is unchanged. If the scroll is
a second level fire ball spell, who ever reads it can cast fireballs witha
damage of 2 six-sided dice. If the scroll is an eighth level fire ball spell,
then the person reading it will cast a fireball with a damage of 8
six-sided dice.

The title heading: clergy and mystic.

The descriptive title heading on a scroll is the only portion readable
without activating the scroll. Unfortunately, while it states what the
scroll is, such as fire ball or carpel of adhesion, it does not indicate
what level the spell is (Never). So a found spell could be [irst {evel or
tenth level; the reader won't know until the scroll is read (no, there
isn't any way to determine the level of a scroll).

However, scrolls created by clergy and deities (gods, devils and
demons) will state the deity's name and then the spell title. A typical
inscription will read: *‘In the name of lord, god Pathos (or whoever);
fireball (or whatever spell)’’. These scrolls are always wrilten simply
and in one language (made simple for common use). This is an
important distinction between clerical scroll and mystic scrolls, because
mystic scrolls are much more difficult to read unless versed in the ways
of magic.

A mystic scroll is created by a dragon or high level magic-use (wizard,
diabolist or alchemist; tenth level or higher). It will bear only the
descriptive title (such as fireball) and nothing more. The incantation
itself is likely to combine both the writlen word and mystic symbols
(many mystic scrolls are written entirely in symbols known only to
wizards and their ilk).

Exactly, what is a scroll?

A scroll is a variation of a ward, Wards are mystic symbols and/or
inscriptions, both visible and invisible, that when disturbed or activated
create a predetermined affect/reaction and then fade away. Sounds
familiar, huh; kind-a like a scroll. Well, that is exactly whalt a scroll is,
a ward-like inscription whose effect when disturbed (read) is to create a
magic spell.

Acquiring Scrolls

Scrolls can be found, stolen, granted, given and bought. The
commonest scrolls are spell magic levels one, lwo and three (higher
level scrolls are rare and precious) with a maximum spell strength of
level six.

Clergy will provide scrolls to trusted people senl on special
assignments for services rendered. The clergy, wilth rare exception,
NEVER sell scrolls; but use them as gifts, rewards, and examples of
power and allegiance. A clerical scroll is created exactly like the
acquisition of spell magic incantations (minus the bureaucralic red top
and monies) except that the spell is transferred onto a piece of paper as
a one-time scroll spell.  Again, the most common scrolls are magic
spell level one, two, and three with a spell sirength of level one through
six. However, the clergy can create a scroll of any level up to, and
including, level eleven and with a maximum spell sirength of level 20,
Of course, this is subject to limitations of the individual deities' spell
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magic knowledge. NOTE: True elementals never create spells; thus
warlocks cannot call upon their elemental deity to create a spell, but
elemental magic scrolls do exist.

Wizards and alchemists can create scrolls via the tenth level spell
““scroll creation'’. The exact spell strength can be manipulated, but can
never exceed the spell caster’s O.C.C. experience level. Of course, they
cannot creatc a scroll with a spell they do not know. See spell
description for details.

Diabolists can create scrolls, but only if they have spell magic
knowledge and experience (meaning thal at one time the diabolist
studied spell magic as his O.C.C.). Apgain he is limited by his spell
knowledge as to which scrolls he can create, but his knowledge of
wards and and power words allows him (o increase the spell sirength up
Lo a maximum of level six (or his O.C.C. level as wizard, whichever is
higher).

Scroll Cost (average minimum)

Clergy never sell scrolls for money, but will give, grant, trade scrolls in
exchange for services and/or deeds beneficial to the church.

Alchemists charge 200 gold per spell level plus 100 gold for each level
of spell strength., Thus a scroll with a third level spell would cost 600
gold plus an additional [00 gold for each level of spell strength.
NOTE: Spell strength indicates the power and duration of a particular
spell. See Spell combal lor exact description.

Seroll Spells above third level double in price: 400 gold per level plus
200 gold per level of spell strength. Thus, a scroll with a fourth level
spell would cost 1600 gold plus 200 gold for each level of spell strength.
Wizards are not in the market of selling scrolls and usually prefer to
trade them for other scrolls, magic items, spell magic incantations and
in exchange for special services. Depending on the level and reputation
of the wizard and the level and spell strength of the scroll, the price in
gold can fluctuate radically. Wizards will try to get the highest price
available and seldom sell a scroll for less than the current market price
(current market price usually being the standards set by the local
alchemist or magic guild).

Diabolist usually trade or sell directly with wizards, alchemists or
clergy. When Lhey sell directly to consumers their prices are usually
close (a little more, a little less) Lo those of the Alchemnist.

CIRCLES

Circle magic is mystic forces drawn upon and manipulated by means
of the circle (and symbols there-in). The circle is the magic focal point,
The three major Lypes of circles are profection, summoning and power.

Wizards may study and use circle magic, but this is not their major
area of study, so Lhey are quile limited in the knowledge of circles.
Through the rudimentary study of circles, the wizard will eventually be
able Lo recognize a real magic circle from a phoney. However, the
wizard still does not know enough to tell exactly what the circle is fully
capable of doing nor how to use il, Most people versed in magic do
know that entering a magic circle often results in death or worse.

Wizards can eventually learn and use cerlain profection circles. IFor
details about circle magic, knowledge, powers,and acquisitions. See
Diabolist and Summoner.

SYMBOLS

Symbols are among the component parts Lo circles,as well as potential
magic themselves,such as wards and power words. NOTE: The study
of circles is considerably hampered without symbol knowledge.

The study of symbols includes al/l written and spoken languages as
well as mystic symbols, wards, runes, swords, arrows, animals, stones,
colors, and power words.

Wizards can study symbols,but again, their knowledge is limited (0
the /2 basic mystic symbols, the 4 elemental symbols, and colors. For
details aboul symbols see Diabolist.

MAGIC GUILDS

Cities and towns with large communities of magic-users often establish
magic guilds. The guilds include only the true user of real magic:
Wizard, diabolisi, summoner, and alchernist; the other magic O.C.C.s



are excluded (although they may be allowed use of the library and

room and board for a small fee). Magic Guilds usually provide the

following services:

1. An established meeting place or headquarters. This is usually an
entire building or an entire floor or two of a building. Some
larger guilds may use several buildings and some are so large and
established that they are considered magic colleges.

2. Imexpensive room and board for guild members, This is usually a
small simple room with bed, table, chair and lantern. 10 gold per
week.

3. Locations of other guild’s headquarters in other towns and cities.

4, Access 1o guild library. The library does not contain spell books
nor diagrams of circles and symbols, rather it contains books on
the philosophies of magic, histories and information about cities,
kingdoms, rulers, gods, devils, demons, dragons, religious
organizalions, other magic organizations, the guild, the various
races, regional legends, plants, herbs, animals, individual
histories/adventures, some maps, trade routes, and other
reference books. Other than privately held book collections and a
few royal (private) libraries, the guild’s library is the only facility
available and few others are as extensive. The use of the library
alone can make a magic guild valuable. Guild members are
allowed to use/read the books only in the library. No book can
be removed from premises. Members have free access to the
library day and night, but donations toward the book fund are
appreciated.

Non-members may be allowed access to the library for a small
fee (usually 25 to 50 gold per visit or 24 hour period). No books
or maps leave the library,

Warning: The guild HQ is highly protected by wards, circles,
and other magic. The library is among the most protected. Even
many of the books have wards or magic symbols to provide
protection from theft. To steal, or attempt to steal, is begging
for much trouble and possibly death.
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6. Vault of potions and items for sale. Magic items and potions.
Very random type stuff, usually donations.

7.  Standardized fees for scrolls, scroll conversion, spell magic
incantations, potions and all other magic items. The guild will
establish a standard fee rating for that entire area (usually
prohibiting non-guild sellers or scaring them off). This will
establish a correct market value for all magic retailers in the area
and other guild outposts elsewhere. Guild members of good
standing can get a 20% discount when buying directly from the
guild.

8.  Meeting of other mystics.

9.  Sell information. The higher guild members and particularly the
guild council will gather and sell information whether it be a
simple consultation or special assignment. Rates vary widely
from guild to guild and a guild member is not obligated to sell
any information or perform any service.

Standard minimum rates are:

Consultation/advice S0 gold

Specific info on secrets, rovally or dangerous subject 200 gold

Spying on assignment varies on dangers involved 1000-8600 gold

Half the fee goes to the guild and half to the mage providing the

service,

THE GUILD COUNCIL

All magic guilds are operated by a council of guild members, ranging
from 6 to 13 total. Council members must be of good standing within
the guild and no less thansixth level (O,C.C.). They can consist of any
combination of the true magic O.C.C.s (Wizard, diabolist, summoner,
and alchemist). The council maintains the operation of the guild,
handles all monies, judges its members, makes all final resolutions,
rules, and laws. They are the governing administrative body of the
magic guild.

Council members are elected for a 6 year tenure, and may run for
office indefinitely. Requirements: true mystic, good standing in guild,
level 6 or better, willing to stay (no adventuring) with the guild for
duration of council term.
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OTHER GUILD NOTES

Membership

Yearly fee of 200 gold per level of O.C.C. (meaning a second level
diabolist pays 400 vyearly, a fifth level wizard pays 1000 yearly, etc.).
However, 1o be a member in good standing regular (and impressive)
donations of gold and/or magic are required/expected.

Expulsion from the Guild

This occurs only as the result of theft or attempted theft from the
guild or a guild member, repeated defiance of guild council and/or
guild rules, slaying a fellow guild member or council member (the latter
usually also leads to death). Other penalties may also be involved for
these crimes. Once expulsion from a magic guild is official, that
member can never be re-admitted as a guild member, nor allowed on
any guild property, unless proven innocent in the eyes of the council.

COMBAT

WIZARDS AND WEAPONS

Wizards, and all the magic O.C.C.s, are restricted to a limited
number of weapons and weapon proficiencies. They are not
fighters/men of arms, they do not expend much time developing their
physical skills or body. After all, this is not their area of study and
expertise. Rather, wizards and most men of magic spend all their time
in scholastic pursuits, generally pursuing all areas of knowledge;
reading, writing, studying many languages, mathematics, histories,
sciences and particularly their area of mystic studies., Wizards are
dedicated to the attainment of spell magic and power through
knowledge. Many are intellectual snobs, looking upon physical sport,
careers (O.C.C.), and practices with disdain and revulsion. Not that
such activities are not fine for someone else, the gods know the world
needs fighting men, but such activities are not the ways of wizardry; no
sir. The thought of becoming a warrior, or worse, a soldier, having to
do intense daily exercises, wear that stifling, heavy armour, and kill
things “‘up close’ with your bare hands can make some wizards
physically ill.

However, this doesn't mean that wizards are helpless without their
spells. Many are quite expert with knives, short swords, staves and
sling.

Wizard Weapon Proficiencies (W.P.) include: Throwing axe, Short
sword, Blunt, Knives, Staves, Sling, Cross bow, and Small shield. Of
course, they can use any other weapon, but without the skill/weapon
proficiency bonuses of that weapon.

WIZARDS AND HAND TO HAND
COMBAT

All non-fighting O.C.C.s have only one attack per melee round. This
means a wizard with no training in hand to hand combat has only one
attack per melee, in contrast to a man of arms O.C.C, which may have
as many as 4 or 5 attacks per melee (depending on level of experience).
Even a tenth level or twentieth level wizard with no combat training
(hand to hand) has only one attack per melee.

HAND TO HAND COMBAT ELECTIVE

Of course, not all wizards are appalled by physical exercise , and even
those that are can appreciate the need of some expertise in this area.
Those who find themselves involved in adventuring and mercenary
work may even find hand to hand combat skills a necessity. Thus,
Hand to Hand non-men of arms O.C.C, elective skill is available. This
instills a rudimentary skill knowledge in hand to hand combat. See
skill descriptions: Hand to Hand Combat for more details.

WIZARDS AND ARMOUR

A wizard can wear any type of armour, but since he is not trained in
its use, it can be very annoying and hamper movement., Wearing heavy
armour (which includes all armour between double mail through plate)
reduces speed by Y2 and prowl by %; strikes, dodges, and parries are
-2.



Consequently, wizards prefer to wear light armour (cloth, quilt, all
leathers). This armour does not hamper movement at all. Wizards can
also wear light chain mail, but prowl is reduced by '% and speed by Y4
(no minuses to strike, dodge, or parry).

MAGIC COMBAT/WIZARDS

Wizards and all men of magic have a magic combat table with skills,
abilities and bonuses. See individual Magic O.C.C.s for specific
abilities.

SPELL CASTING: TERMS/DESCRIPTION/COMBAT
Level a term indicating degrees/magnitudes/experience.

Level of spell indicates how polentially powerful, uncommon and
expensive a magic spell is. There are eleven levels of spell magic. The
higher the level, the more powerful the spell is, the more uncommon
(rare or difficult) and the more it costs to practice that spell knowledge.

Level of spell caster refers to the experience level of the wizard (or
whatever O.C.C.) who is casting the spell. This is a very important
distinction, particularly in a combat situation, because the higher the
experience level of the wizard, the more powerful the spell. Many
spells will indicate something like *“Duration: 5 melees per level of the
spell caster’’; or ‘‘one die damage per level of spell caster’, and so on.
This means that a third level wizard with a spell duration of 5 melees
per level of spell caster, upon casting a spell, can maintain the spells
effects (whether it be a cloud of smoke or invisibility or whatever) for a
maximum duration of 15 melees (5 melees for each level of experience
X third level = 15 melees). Likewise; a third level wizard casting a fire
ball spell, which does one die of damage per level of spell caster,
creates a fire ball doing 3 dice of damage (3 six-sided dice, doing 3-18
damage).

Level of experience or level of spell caster indicates the experience level
of the person and his spell casting abilities. See experience points for
more details.

Range: indicates maximum distance the spell can be cast, with x
number of feet, touch, or radius (area of spell effect).

Area affect spells are incantations that affect everyone and/or thing in
a given area or radius. A spell with a 15 ft. radius affects alf within the
circle of its power/radius. Those just outside the area are not affected.

Line of vision means that the spell caster’s target/victim must be within
his sight (line of vision) to be affected. If the target is not seen, totally
obscured by obstacles,darkness, invisibility or just not seen by the spell
caster (hiding, behind him, beyond normal vision) the spell cannot be
used. However, some line of vision spells can be directed in a specific
area that the spell caster can see to affect someone invisible or hidden,
Touch means that the spell effects can only be transmitted through
physical contact.

Duration: indicates how long the spell effects last, whether it be instant
like a fireball or long lasting like a fly as an eagle spell. Long lasting
spells will indicate exactly how many melees a spell lasts per level of
spell caster. See level of spell caster: Duration.

Melee or melee round is a designation of time as it relates to a combat
situation. A melee is basically one minute (60 seconds). During a
melee round, all players get an attack (or attacks) or movement.

Attacks per melee:

Physical attacks/hand to hand combat: only one attack or move per
melee, unless the wizard has a hand to hand skill. See wizards and
hand to hand combat.
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Spell magic: a wizard can cast only one spell per melee round, bul as
he grows in experience levels so does his abilities, enabling him to cast
two spells per melee by level four. See magic combat table for wizard
O.C.C.. Similar conditions apply to Witch and Warlock as well, see
specific O.C.C. descriptions and tables.

Spell strength bonuses: As a spell caster grows in experience and
expertise, the strength or power of his spells also increases. This
increase is indicated as a spell strength bonus listed in the wizard magic
combat table. This bonus is added to the base magic attack/strike
(saving throw) of 12. Thus, a +2 spell strength makes a magic
attack/strike of 14,

Base magic strength/attack for all magic, spell
magic, wards, circles and symbols, is 12.
different, see psionics/mind mage.

magic, elemental
Illusions and psionics are

Saving throws vs. magic: The spell strength attack/strike potential is
constant and automaltic (12). In hand to hand combat a 20-sided die is
rolled to determine strength of the attack or strike of each opponent, a
dodge or parry is then applicable. [n magic that strength of the
attack/strike is automatically 12 (more powerful wizards/spell casters
have spell strength bonuses that increase that base 12). Aphysical dodge
or parry is usually impossible against a magic attack, but strength of
will, mind and body (P.E.) create the factors lor saving throws.

A saving throw is automatic, characters of all O.C.C.s and races get a
saving throw vs. magic each time they are attacked by magic. Saving
throws should be thought of as a dodge or parry against magic.

To save against a magic attack (spell, circle, or ward) the player rolls
a 20-sided die and must match or better the magic attack. A successful
saving throw means that character is not affected by the spell at all. NOTE:
some powerful spells even affect those who successfully save vs. magaic,
however, this is very uncommon and effects are minimal.

Spell strength bonuses for high level spell casters increase the strength
of the spell and rhe saving throw needed to successfully save against the
magic attack. Consequently, a spell cast by a fifth level wizard has a
spell strength bonus of +2. This increases the magic attack/strike
from 12 to 14. This means the spell is more powerful and that the
player must now roll a 14 to maich or higher to save against the spell’s
magic effects, See page 43 about saving throws.

Players only gei one saving throw per magic spell/attack, not one
every melee round. Once affected by a spell, that character will remain
so affected until the spell duration's end. (If a successful saving throw
is made, the spell usually has no effect on that person.)

Saving Throw: Standard; means that the usual conditions just
discussed apply. Saving throw: special, means additional factors have
changed the normal principles involved in the saving throw; these
conditions are explained in the individual spell descriptions.

Saving Throws vs. magic: bonuses and types. Wizards, the other magic
0.C.C.s receive bonuses to save vs. magic (special magic items can also
afford protection against magic). However, while spell magic, circles
and wards may share the same base attack/strike of 12, they are three
distinctly different types of magic. This means that a bonus 1o save vs.
spell magic does not apply to circles or wards. Nor does a bonus to save
vs. circles apply to saving throws against spell magic, and so on.
magic, and so on.

Saves vs. spell magic applies only to spell magic andincludes spells cast
by wizards, witches, warlocks, and clergy (as well as deities, devils,
demons, dragons and faerie folk).

Save vs. circles/wards applies only to all circles and wards,but is useless
against spell magic.

Magic items that specify saves vs. circles saves against circles only.
Likewise, with spell magic and wards.



Decipher circles: The ability to deduce an unfamiliar circle’s function
and to decipher the correct invocation Lo create or activate the circle.
(Similar to a wizard's scroll conversion). See decipher circles tables
and diabolist section for details.

Save vs. circles/wards apply only to all circles and wards, but is useless
against spell magic.

Magic items that specific saves vs. circles only saves against circles
only. Likewise, with spell magic and wards.

Save vs. psionics applies to the mind mage’s mental assaults and not true
magic. See mind mage and psionics.

Attribute bonuses: save vs. magic may apply to some character and is in
addition to O.C.C. bonuses or magic items. See attribute bonuses P.E.
and M_E. for details.

Elemental magic as listed and described under the Warlock section /s
not spell magic and can not be cast as spells by Wizards nor turned into
scrolls except by Clergy (and then only if that priest or priestess is
affiliated with a god who has those specific elemental powers).
Elemental magic is not incantations.

Elemental spells as listed under the Wizard section are spell magic that
mimic certain elemental magic. These spell magic incantations create
effects nearly identical to elemental magic; only the spell level, range,
and duration may differ.

Cancelling spells: any spell caster can cancel a spell he has cast at any
time at will. A spell caster does not have to create a spell for its full
duration. Note: a spell caster can discontinue a spell in mid incantation
without side affect nor sapping his spell strength.

Negate magic is a fourth level spell which gives the spell caster the
potential abilities to cancel/dispel/negate another spell caster’s magic
spell. Dispel magic barriers works on a similar principle. See the
negate magic spell description for details.

Recognize enchantment is the percentage chance of the wizard
recognizing the use and effects of magic. Just as a doctor can
recognize flu symptoms or nervous disorders, so can the wizard
recognize the use of magic, particularly charm and manipulative type
magic. (Illusions do not count as enchantment.) See magic combat
table.

Recognize magic item is similar in principle to recognize enchantment.
The wizard has a certain percentage chance o recognize a magic item
by shape, inscription, symbol or gut feeling. See magic combat table.

Sense evil: because Wizards are exposed to magic energies and
sensations, they develop a certain sensitivity to other energies and auras
(not that they can sce them, but rather an impression, feeling). Good
and evil often play a major role in magic, thus wizards develop a
sensitivity to evil emanations. See magic combat table.

58

WIZARD O.C.C.

Altribute Requirement: 1.Q. 10

0.C.C. skills: Spell casting, magic combat, scroll conversion, power
words (4), common knowledge spells (6), speaks 2 additional languages
( +40%), Read/write (+70%).

Power words: knows the four simple power words Acba, Keron, Pein
and Yin. See Diabolist section about power words.

Common knowledge spells: Decipher magic, sense magic, cloud of
slumber, sphere of light, tongues, the enchanted cauldron.

Speak 2 additional languages: the player can choose any 2 additional
languages as an area of study and knowledge. See Secondary skill
table; O.C.C. skill bonus ( + 40%).

Read/write his native language, wizards are extremely literate; O.C.C.
skill bonus (+70%). See Elective skill table.

Magic Combat
Level 1 Recognize enchantment S0%
Recognize magic items 20%
+ 1 save vs. spell magic
2 SPELL ATTACKS per melee
+ 2 spell strength
+ 2 save vs. spell magic
+ | save vs, circles/wards
Recognize enchantment 80%
+ 3 spell strength
Recognize magic items 60%
+ 2 save vs. circles/wards
+ 3 save vs. spell magic
Sense evil 55%
+ 4 spell strength
15 44 save vs, spell magic

L=l B - P T )

—
N =

Spell Scroll
Casting*  Conversion
Level 1 2 B
2 3 12
3 5 20
4 6 28
5 8 36
6 9 42
7 11 50
8 12 58
9 14 66
10 15 72
11 17 80
12 18 84
13 20 88
14 21 90
15 23 92

*Spell casting indicates the maximum number of spells that can be cast
per day (per 24 hour period).

Elective skills: choose 6 at level one, 3 at level three, 3 at level eight,
and 3 al level twelve,

Secondary skills; choose 8 at level one, 3 at level four, and 3 at level
ten.




Elective skills
*(magic)
Recognize runes
Study circles
Study symbols
Study wards

Disguise (+5%)

Forgery (+ 5%)

Hand to Hand: Non-men of arms
Horsemanship (General)
Identify plants/fruits { + 5%)
Medical (+ 18%)

Pick locks (+3%)

Pick pockets ( +4%)

Prowl ( + 4%a)

W.P. Throwing axe

W.P. Blunt

W.P. Knives

W.P. Short sword

W.P. Staves

W.P. Sling

W.P. Cross bow

W.P. Small shield

Secondary skills (choice of any,
bonuses).

Demon and Devil lore (+ 15%)
Faerie lore (+ 15%)

Mathematics ( + 20%)

Racial Histories ( + 20%)
Read/write additional language ( + 30%)
Recognize poison (+ 5%)

Religious doctrine (+ 15%)

Speak additional language ( + 40%)

but the following have O.C.C.

» Explanation of the four Magic electives:

Recognize runes: Runes are the written language of an ancient, long
dead people. The symbols themselves (similar to wards) are magic.
Rune symbols and power runes emit magic energies. Taking this
elective teaches the wizard some idea of what runes look like, but he
cannol read them. Recognizes rune symbols at 8% per level of
experience.

Study circles: is useless unless the wizard also studies symbols. This
skill will enable the wizard 1o recognize a real mystic circle when he sees
one. However, the use and operation of circles remains a mystery. He
can learn how to use the 5 simple protection circles: protection
(simple), protection sealed, protection from good/evil, and protection
from magic (simple). Recognizes mystic circles at 9% per level of
experience.

Study symbols: wizard can study and learn (to a limited degree) the
language of symbols. This knowledge is restricted to the 12 basie
mystic symbols (the symbols in the grey zone), the four elements and colors.
Chance to recognize other symbols as being mystic in nature is 11% per
level.

Study wards: Like circles, a wizard can study the configurations of
wards so that he can recognize a real ward from a phoney. However,
the use, creation and function of wards remains a mystery. He can recognize
wards at 11% per level of experience and is able to determine the exact
nature of the ward (alarm, protection, area effect, etc.), at 5% per level.
However, he still cannot use the ward.

See Diabolist for details about all of these magic electives.
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Level |
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11
12
13
14
15

Levels of Experience

Wizard
0-1870

1871 - 3740
3741 - B480
8481 - 16,900
16,901 - 24,900
24,901 - 34,900
34,901 - 49,900
49,901 - 69,900
69,901 - 94 900
94,901 - 134,800

134,801 - 174,700
174,701 - 224,600
224,601 - 274,500
274,501 - 324,400
324,401 - 374,300




SPELL DESCRIPTIONS

SPELL AND MAGIC
APPLICATIONS OTHER THAN WIZARDRY

The list and description of wizard spell magic has several applications
in the Palladium game. These exact same spells, functioning exactly
the same, also apply to dragons, faerie folk, some creatures of magic,
gods, witches, and clergy. It is important to point out that while the
same spells, spell levels, and spell effects may be identical, the means
by which the knowledge and/or ability is gained is radically different.
A wizards spell magic is found, bought, studied, practiced through

Level One Pages 61-62

Level Two Pages 62-64

incantations. The number of spells a wizard may know is unrestricted
even by experience level. Witches and clergy (as are warlocks) are given
the ability to cast spells by their deity. Their spell knowledge is limited
by experience level, religious rites, and their gods limitations in spell
knowledge. Yet, while able to cast spells, witches and priests have no
real knowledge of the principles of magic and do not understand the
ways of magic.

Level Three Pages 64-65

Level Four Pages 66-68

charm

charismatic aura
decipher magic

globe of silence

increase weight

paralysis bolt

reduce self (6 inches)
sense evil

sense magic
ventriloquism
weightlessness

Elemental Spells

pg. 91 blinding flash
pg. 81 cloud of slumber
pg. 91 cloud of smoke
pg. 86 dust storm

pe. 96 water to wine

Level Five Pages 68-70

carpet of adhesion
invisibility (self)
immobilize

levitate (self)

love charm
mesmerism

see the invisible

sense Lraps

swim as a fish
tongues

wisps of confusion
Elemental Spells

pg. 86 chameleon
pg. 82  darkness
pg. 86 dowsing

pg. 96 fog of fear
pg. 86 identify minerals
pg. 82  resist cold
pe. 86  rock to mud
pg. 91  sphere of day light
pg.- 82  wind rush

Level Six Pages 70-72

commune with dead
fleet feet

fly as the eagle
levitate others

mask of deceit
multiple image
reduce object
sphere of invisibility
speed of the snail
the armour of Ithan
the fairies tongue
turn self into mist
words of truth
Elemental Spells

animate/control dead
commune with spirits
control the beasts
death trance

diminish others
familiar link

magic pigeon

magic net

mystic illusion

negate magic

size of the Behemoth
spirit of the wolf
turn objects invisible
Elemental Spells

pg. 82 call lightning pg. 89 clay to lead

pg. 93 circle of flame pg. 93  extinguish fires

pg. 96 breath underwater pg. 83 fifteen foot air bubble
pg. 93 fire ball pg. 97 hail

pg. 87 grow plants pg. 84 phantom

pg. 82 miasma pg. 94 wall of ice

pg. 92 resist fire pe. 89 wall of thorns

pg. 87 wall of clay pg. 87 wither plants

Level Seven Pages 72-73

Level Eight Pages 73-74

blind

create bread and milk
detect poison

eyes of the wolf

heal self

induce epilepsy

mute

metamorphosis (self)
shadow beast

shadow walk/meld
teleport (self)

the strength of Utgard Loki
turn the dead

x-ray vision

Elemental Spells

pg. 87 animate plants
pg. 84 circle of rain
pg. 93 heal burns
pg. 95 melt metal
PE. 97  part waters
pe. 87 wall of stone
pe- 06 water seal
pg. 85 whirlwind

Level Nine Page 74

age

animate object
dispel magic barriers
exorcism

mind wipe

myslic alarms

mystic portal
metamorphosis (other)
schizophrenia
telekinetics

the faeries dance
the sorcerers seal
witch bottle
Elemental Spells

pg. 83 calm storm

pe- 88 encase object in stone

pg. 85 snow storm
pg. 96 walk the waves

Level Ten Page 74

astral projection
curse of boils

create zombies
curse of fever

empathy doppleganger
impenetrable wall of force expel demons
geas expel devils
remove curse swords to snakes
see wards restoration

Elemental Spells

Elemental Spells

pg. 94 eternal flame pe. 89 close fissure
pg. 88 quicksand pg. 90 earthquake
pg. 91 suspended animation pg. B9 river of lava
pg. 94 ten foot wheel of fire pg. 90 stone to flesh

Level Eleven Page 75

teleport (superior)
summon greater familiar
Elemental Spells

pg. 86 rainbow

pg. 86 tornado

death

havoc

scroll creation
Elemental Spells

PE. 94 hurricane
pg. 85 magnetism
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dimensional teleport
resurrection
Elemental Spells

pg. 90  petrification



SPELL MAGIC DESCRIPTIONS

LEVEL ONE

Charm level one

Range: 15 feet

Duration: 5 melees per level of spell caster
Saving Throw: standard

This spell affects any intelligent creature that it is cast upon, but can
only be thrown on one person at a time (this is not an area effect spell).
The affected person will fall under the complete control of the
magician who cast the spell and will do absolutely anything the spell
caster commands. All questions will be answered truthfully and in as
much detail as requested. Remember, the enchanted person will answer
and respond only to the spell caster who charmed him and only as long
as the spell lasts.

Suicide clause: if the spell caster commands the charmed person to kill
himself or commands him to do something which is obviously certain
death, that person will hesitate and is given an additional saving throw
(+2) vs magic to break the charm. If this saving throw is unsuccessful
the charmed person will do exactly as told.

Note: The charmed person does remember everything he has
undergone, said and done while under the spell. Thus the victim will
reacl accordingly (anger, vengeful, etc.)

The spell can be cancelled by the caster at any time.

Charismatic Aura level one

Range: 60 foot radius

Duration: 6 melees per level of spell caster
Saving throw: standard

A particularly handsome tool of deception, this spell can be cast upon
the spell caster or another person. The spell instantly enhances that
persons physical beauty by eight (8) increasing his charisma, charming
all who behold him. Although the focal point of the spell is the person
on whom it was cast, it effects everybody in a 60 foot radius
(emanating from the person with the charismatic aura)’ Thus,
everybody in that radius is allowed a saving throw vs magic. Those
who successfully save will not be affected at all, those who fail to save
are affected and will respond accordingly.

The person with a charismatic aura can invoke one of three responses:
[friendship/trust, power/fear, and successful deception.

Friendship/trust: The first few words spoken will set up the response.
Thus, a statement of (riendship, peace, trust will inspire hose
sentiments in everyone affected.

Power/fear: A statement of power, anger, strength, or vile intent will
strike awe and fear into everyone effected. (Example: ‘‘Lay down your
weapons and let us pass, lest you suffer my wrath!’")

Successful deception: This enables the charismatic aura person (o
convincingly hie like a master con-man. There is an 80% chance that
those affected will believe anything he tells them. This response is
triggered by a phrase like, ‘‘trust me completely” or *‘1 would never lie
to you."

Decipher Magic level one

Range: sell

Duration: 10 melees per level of spell caster
Saving throw: none

This spell enables the spell caster to read (decipher) any magic book,
scroll, inscription, text, rune, or symbol. The ability lasts only for the
duration of the spell and the spell caster will not be able to read those
same inscriptions once the spell has elapsed. This spell does not
interpret  other languages and their alphabet, nor does it
identify/decipher mystic circles or wards.

Globe of Silence level one

Range: 90 feet

Duration: 6 melees per level of caster
Saving throw: none

This spell immediately creates an invisible 10 foot radius globe which
stops all sound. Voices, screams, foolsteps, everything within that 10
foot radius is absorbed by the globe. This means that absolutely no
sound can leave the globe or penetrate it. So while it can prevent those
within the globe from making noise, it also prevents sound from
outside 10 enter. Those within the globe cannot hear anything. A
wizard, reliant on spoken incantations, is completely powerless inside a
globe of silence because his words cannot be heard,

This spell affects those within its radius; stepping beyond the radius
frees that person from its effect. The globe itsell can be fixed in a
stationary area or mentally moved and manipulated by the spell caster.
However, the spell caster cannot cast another spell while manipulating
the globe, and once fixed to one spot that is where it remains until the
spell duration time elapses or it is cancelled. The globe can be cast up
to 90 feet away.

Saving throw: There is no saving throw because it is actually the
physical space around the person that is being altered. A negate magic
spell could dispel/cancel the globe and its influence.

Increase Weight level one

Range: 60 feet

Duration: 8 melees per level of caster
Saving throw: standard

The spell caster is able 1o increase the weight of any one specific living
creature or object by 30 pounds for each of the spell casters levels of
experience,

Saving throw: Those who roll a successful saving throw vs magic are
not affected. However, objects have no saving throw and are affected
automatically.

Paralysis Bolt level one
Range: 90 feet
Duration: insiant
Saving throw: standard

This mystic energy bolt short circuits the victim§ motor parts of the
brain, rendering him totally paralyzed. The victim cannot move or
speak, but can breath, hear, and think. Paralysis lasts for 6 melees per
level of the spell caster. The bolt hits automatically, leaping from the
spell casters hand or eye in a flash. Only a dodge of 19 or 20 can
evade the mystic bolt (parry does not apply).

Reduce Self (6 inches) level one
Range: sell

Duration: 10 melees per level of caster
Saving throw: none

This spell instantly shrinks the spell caster to six inches tall. Only the
physical body is affected; consequently the spell casters garments,
weapons, tools, and miscellaneous paraphernalia that he was wearing
or carrying do not shrink with him. However, this is an excellent spell
for spying or quick escapes.



Sense Evil level one

Range: self

Duration: | melee per level of spell caster
Saving throw: none

This spell will indicate 1o the spell caster whether any person,
creature, object, or place within a 30 foot radius is evil. The
impression is immediate but somewhat vague since it simply indicates
the presence of evil and not actual alignments or location. Nole: Most
objects will not register as evil because they are merely objects or tools
which can be used for any purpose, good or evil.

Sense Magic level one

Range: self

Duration: 2 melees per level of spell caster
Saving throw: none

Magic radiates a very distinct energy which this spell enables the spell
caster to detect., The spell creates an invisible force in the direction of
the casters line of vision that is 10 feet wide and 30 feet long. Any
creature, object, or place of magic falling in this area will radiate an
aura of magic that only the caster can see.

This spells force can also be focused on any one person or object if
desired.

Ventriloquism level one

Range: self or others by touch

Duration: 8 melees per level of spell caster
Saving throw: none

This spell enables the spell caster (or person it has been casl upon) Lo
throw his voice up to 15 feet away. The spell caster can only throw his
voice,nol change il or imitale another person unless he has that skill
from his O.C.C. This means he can creale a voice, mumble, grunt, or
growl from behind a bush, from a shadow, or from thin air up to 15
feet away.

Weightlessness: level one

Range: 60 feet

Duration: 6 melees per level of spell caster
Saving throw: standard

Weightlessness is the exact opposite of the increase weight spell. The
spell caster is able to reduce the weight of any one object or creature by
30 pounds per each level of experience.

Elemental Spells
These function exactly like Warlock/Elemental magic.

Blinding Flash level one
Range: 60 feet
Duration: instant
Saving throw: standard

Cloud of Slumber level one

Range: 90 feet

Duration: 2 melees per level of spell caster
Saving throw: standard

Cloud of Smoke level one

Range: 90 feet

Duration: 5 melees per level of spell caster
Saving throw: none

62

Dust Storm level one

Range: 100 feet

Duration: 3 melees per level of spell caster
Saving throw: none

Water to Wine level one
Range: touch

Duration: Permanent
Saving throw: none

LEVEL TWO

Carpet of Adhesion level two

Range: 90 feel

Duration: 10 melees per level of spell caster
Saving throw: special

The spell caster creates a sticky carpet, up to 10 feet wide by 20 feel
long, that will adhere firmly to anyone who touches it. The victim will
stay stuck until the carpet spell time elapses or until the spell caster
cancels the spell. The carpet can be cast on a floor, lable, wall, elc. or
actually cast upon a person. The spell caster can create this super fly
paper up to 90 feet away and can alter the size and shape (without
exceeding the stated limit of 200 square feet).

Saving throw: I a successful saving throw vs magic is made that
player rolls 2 six sided dice 10 see how many melee rounds it will take
him to pull free. Those failing to make the saving throw are stuck for
the entire duration of the carpet spell. Of course if only the feeL are
stuck they can still use missile weapons in a combat situation. Nore: A
dispel magic barrier will instantly dissipate/dispel the carpet.

Immobilize level two

Range: 60 feet

Duration: 2 melees per level of the spell caster
Saving throw: special

This spell creates a transparent glittering cone with a 20 foot radius
and 40 feet tall (the caster may make it smaller if desired). The cone
halts EVERYTHING within ils scope. Missile weapons, speech,
movement, flight, everything is momentarily frozen in lime. Anyone
entering or touching the glittering cone of light is afso immobilized.
When the spell time elapses any missile weapons or creatures in flight
will drop to the ground while speech and movement will continue,

Saving throw: If a successful save is made the player rolls one six
sided die 10 determine how many melees his character is immobilized.
After that time his character is able to move freely in or out of the
cone.

Invisibility (self) level two

Range: self

Duration: 15 melees per level of the spell caster
Saving throw: none

The spell caster and anything he was wearing or carrying at the time
of the spells invocation are turned completely invisible. However, any
object picked up after becoming invisible remains visible. Neither
normal nor nightvision can detect invisibility, only a being who can
naturally or magically ‘‘see the invisible’" is able to see somebody or
something which is invisible.



Although the invisible person is imperceptible to the eye he still
retains his physical mass. This means he cannot go through walls nor
do weapons pass through him. He still makes noise and physical
and/or magic attacks still effect him,

While invisible the spell caster can speak, walk, climb, run, open
doors, carry objects, or any other physical activity, including combat,
and remain invisible. The invisibility is terminated when the spell
duration lime elapses or the spell caster cancels the spell.

Note: if cut, the blood only is visible.

Levitate (self) level two

Range: sell

Duration: 10 melees per level of the spell caster
Saving throw: none

The spell caster is able to rise into the air 20 feet per level of
experience. Besides his own body weight he is able to levitate up 1o 300
pounds with him. Note: Levitation is simply the ability to rise straight
up into the air, horizontal movement is not possible.

Love Charm level two

Range: 30 feet

Duration: 20 melees per level of the spell caster
Saving throw: standard

This spell affects any intelligent being causing that person to fall
madly and devotedly in love with the spell caster. Victims of this spell
will believe, trust, and defend anything the spell caster says or does.
They will also obey any request by their lover, including murder or
suicide. The charmed person will constantly stay at the caster's side
and will often suggest amorous pleasures.

Side effects: This spell has two potential side effects: insane jealousy
and permanence. Roll percentile dice:

01-50 no side effect

51-84 insane jealousy

85-00 permanence

Insane jealousy: this person becomes unreasonably
possessive resulting in at least attempted:

Roll percentile dice

01-36 betrayal of spell caster

37-55 suicide

56-65 murder of spell caster

66-84 fight with potential rival lovers

85-00 kill spell casters friends

Permanence: 1f the spell becomes permanent the charmed person will
forever remain a love slave until the spell caster dies. If the caster runs
away the charmed person will seek him out until found. If the spell
caster dies the spell is broken, but there is a 10% chance he will be
broken hearted and commit suicide.

Note: This spell can be cast upon only one person at a time. If there
are no side effects the charmed person will return to normal at spells
end.

jealous and

Mesmerism level two

Range: 6 feet

Duration: 5 melees per level of spell caster
Saving throw: standard

Mesmerism enables the spell caster to induce simple hypnotic
suggestions upon any intelligent being such as ‘‘you like me"', ‘“‘you
trust me'’, or “‘let us pass."”” The verbal suggestion should be weaved
into a sentence or brief conversation. Remember, the enchanted person
responds only to simple suggestions and cannot be forced to do bodily
harm to himself or friends. The tactics used are similar to getting
information by getting that person drunk. Subtlety is the key.

63

See the Invisible level two

Range: sell or others

Duration: 10 melees per level of spell caster
Saving throw: none

This spell enables a person to see any invisible object or being
(including gods, elementals, jinn, etc.) clearly and distinctly within his
line of vision for up to 60 feet. This spell can be cast upon onesell or
another person.

Sense Traps level 1wo

Range: self

Duration: 8 melees per level of spell caster
Saving throw: none

This spell endows the spell caster with a sort of sixth sense which
enables him (o sense traps. This is done by simply looking over an
object or area no further than 5 feet distant. Unfortunately, while the
spell detects and locates traps it does not identify or deactivate them,

Swim as a Fish level two

Range: self or others

Duration: 40 melees per level of spell caster
Saving throw: none

This spell can be cast on onesell or on one or two people at a time by
speaking the incantation and touching the intended targets. The
enchanted persons are then able to breath underwater and swim
expertly (at a speed of 20).

Tongues level two

Range: self or others

Duration: 10 melees per level of spell caster
Saving throw: none

This spell enables the speil caster to understand and speak all
languages. However, it is limited 1o the spoken word and does not
include the written language. Note: The spell caster can bestow a
tongue spell on someone else by casting the spell and touching the
person.

Wisps of Confusion level two

Range: 90 feet

Duration: 5 melees per level of spell caster
Saving throw: standard

Wisps cause 1-8 people/creatures to become confused and disoriented.
Those effected strike, dodge, and parry at minus five; attacks per melee
are reduced by one-half.

Elemenial Spells

Chameleon level lwo

Range: selfl or others

Duration: 15 melees per level of spell caster
Saving throw: none

Darkness level two
Range: 5 square feet per level of spell caster
Duration: 15 melees per level of spell caster
Saving throw: none



Dowsing level two

Range: 90 foot radius

Duration: 6 melees per level of spell caster
Saving throw: none

Fog of Fear level two

Range: 20 foot radius per level of spell caster
Duration: 6 melees per level of spell caster
Saving throw: standard

Identify Minerals level two

Range: self

Duration: 2 melees per level of spell caster
Saving throw: none

Resist Cold level two

Range: self or others

Duration: 10 melees per level of spell caster
Saving throw: none

Rock to Mud level two
Range: 20 feel
Duration: permanent
Saving throw: none

Globe of Daylight, level two

Range: 6 feet

Duration: 10 melees per level of spell caster
Saving throw: none

Wind Rush level two
Range: 60 feet
Duration: instant
Saving throw: special

LEVEL THREE

Commune with Dead level three

Range: touch

Duration: 8 melees per level of spell caster
Saving throw: none

This spell enables the spell caster to speak with a recently deceased
person (12 hours maximum). The corpse will answer simple questions
on any subject but does have a tendency to get easily confused.
Although the corpse can answer questions, it still retains the memory
and personality of the dead person with a will of its own.
Consequently, it does not have to tell the truth and it can even refuse
Lo answer questions.

To activate the body the spell caster recites the spell and touches the
body. The spell can be cast upon only one body and must be an
intelligent being. The being will speak in its own language.

Fleet Feet level three

Range: 60 feet or self

Duration:2 melees per level of spell caster
Saving throw: standard (if desired)

This spell doubles the physical prowess, speed, and mobility of the
affected person. This means that the character’s speed, attacks per
melee, dodge, and parry are all doubles for the duration of the spell.
Spell casting is not increased.

Fleet feet can be cast upon oneself or 1-6 persons up to 60 feet away
but within the spell caster’s line of vision.

Saving throw: If this spell is cast on someone who is not aware that

the spell is being cast or on someone who does not want these
temporary abilities, the standard saving throw vs magic applies.
Willing subjects get no saving throw.

Fly as the Eagle level three

Range: self or 60 feet

Duration: 20 melees per level of the spell caster
Saving Throw: none

When invoked, this spell bestows the power of flight upon the person
it is cast upon. It is particularly effective out of doors and in large
open areas, enabling the enchanted person to fly like an eagle (speed
45). Also +1 to parry, +2 to dodge, +2 to damage on a diving
attack.

Levitate Others level three

Range: 60 feet

Duration: 8 melees per level of spell caster
Saving throw: none

This spell operates very much like levitate self, however it enables the
spell caster to raise others into the air. The spell weaver can raise an
object or person or creature 20 feet per level of his experience. Weight
limitation is 250 pounds per level of the spell caster. Remember this is
a vertical movement only, horizontal movement is impossible.

Mask of Deceit level three

Range: self or other

Duration: 20 melees per level of the spell caster
Saving throw: special

A useful tool in deception, it magically creates an illusionary mask
over the enchanted person’s features. The mask is mentally molded by
the spell caster into any facial features changing color, race, sex, elc.
However, the spell only effects facial features and not any other part of
the body. Remember, this spell is an illusion; the original, true
physical features are hidden but unchanged.

The mask can also be placed on some one else but the spell caster
must do the mental molding of the illusion and the intended recipient
of the mask must be within a six fool radius.

Saving throw: It is possible for anyone to see through the illusion of
the mask. Everyone encountering the enchanted person gets to save vs
magic seeing the true features, however, such rolls are minus five.

Multiple Image level three

Range: self or 30 feet

Duration: 5 melees per level of the spell caster
saving throw: special

Another illusionary spell, it creates 1-6 identical images which mimic
the spell casters every movement exactly. If the false image is touched,
pierced, or struck that particular one will disappear.

This spell can also be cast upon another person within a 30 foot radius
and in the spell caster’s line of vision.

Saving throw: Viewers may be able to see through the illusions and
identify the true person but such rolls vs magic are at minus six.



Reduce Objects level three

Range: 30 feet

Duration: 10 melees per level of the spell caster
Saving throw: none

This shape altering spell reduces both size and weight of any
(non-living) object such as wood, stone, minerals, liquids, statues,
furniture, etc. Size is reduced to one-third the original size and the
weight is reduced by one-half. This spell only works on objects
weighing less than 1000 pounds.

Sphere of Invisibility level three

Range: 15 foot radius

Duration: 15 melees per level of spell caster
Saving throw: none

The spell caster is able to create a sphere or bubble of invisibility in
which everyone within the radius is invisible, The spell caster can alter
the radius to his desire up to the maximum of fifteen feet. He can also
mentally move the sphere (but cannot cast spells while doing s0), or
place it in a stationary area, or cast it around something up to 30 feet
away. For additional information about invisibility see: Invisibility
fself) a second level spell.

Speed of the Snail level three

Range: 60 [eet

Duration: 2 melees per level of spell caster
Saving throw: standard

This spell reduces the physical prowess, speed, and mobility of its
victims to one-third their normal ability. Speed, attacks per melee,
dodge, and parry are all reduced to one-third. Spell casting is not
reduced.

This spell can be cast upon 1-6 persons (roll die) up to 60 feet away,
but within the spell caster’s line of vision.

The Armour of Ithan level three

Range: selfl or other

Duration: 4 melees per level of the spell caster
Saving throw: none

This powerful spell creates an invisible, weightless, noiseless, full suit
of mystic armour instantly upon the spell caster. Named after the
magic armour of the dwarfl king Ithan, this mystic armour has an
armour rating (A.R.) of 18 and S.D.C. of 200; fire, lightning, and cold
do one-hall damage making the wearer nearly impervious to normal
weapons.

The armour can be placed upon anyone as long as the spell caster
invokes the spell while touching the intended recipient.

The Faeries Tongue level three

Range: self or others

Duration: 10 melees per level of the spell caster
Saving throw: none

This spell enables the spell caster to understand and speak all of the
faerie languages.
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Turn Self Into Mist level three

Range: self

Duration: 5 melees per level of the spell caster
Saving throw: none

Turning into mist is particularly useful for escaping prisons, traps,
and all sorts of unpleasant situations. While in this form the speil
caster cannot speak, cast spells, or carry anything but he can hear and

think. Only the physical body is affecled not any possessions,
weapons, or cloths; these simply drop o the f(loor after the
transformation,

No weapons can hit or cut a mist and pass harmlessly through. Fire
does do half damage, however, and lightning and cold based spells slow
the mist's movement by one-half. Normal movement of the mist as it
floats through the air is a maximum speed of 12.

Words of Truth level three

Range: 5 feet

Duration: 5 melees per level of the spell caster
Saving throw: special

The being affected by this enchantment is compelled to answer ali
questions truthfully. The spell caster must be within 5 feel and can ask
two questions per melee. It is wise to keep questions simple and clear
10 avoid confusion.

Saving throw: The person under this spell makes a saving throw for
each question asked. Saving throw requirement: standard; he does not
have Lo answer the question if he rolls successfully.

Elemental Spells

Breath Underwater level three

Range: self or other

Duration: |0 melees per level of spell caster
Saving throw: none

Call Lightning level three
Range: 90 feet

Duration: instant

Saving throw: none

Circle of Flame level three

Range: 10 foot radius

Duration: 5 melees per level of spell caster
Saving throw: none

Fire Ball level three
Range: 90 feet
Duration: instant
Saving throw: none

Grow Plants level three
Range: 10 foot radius
Duration: permanent
Saving throw: none

Miasma level three

Range: 60 feet

Duration: 2 melees per level of spell caster
Saving throw: standard

Resist Fire level three

Range: self or others

Duration: 10 melees per level of spell caster
Saving throw: none

Wall of Clay level three

Range: 60 feet

Duration: 10 melees per level of spell caster
Saving throw: none



LEVEL FOUR

Animate/Control Dead level four

Range: 60 feet

Duration: 10 melees per level of spell caster
Saving throw: none

This spell enables the spell caster to animate and manipulate (control)
any dead person, monster, animal, or skeleton. These zombie-like
automatons have no will of their own nor any intelligence. They will
obey any simple command such as “‘protect me'’, “‘slay him", etc. to
the letter without fear or heed of consequence. These are dead
creatures turned into robots, (they continue to decay), until the spell
has elapsed or they have been destroyed.

Animated dead can be stopped (slain?) by normal weapons, fire, or
magic (charms, slumber, stench, mesmerism type magic has no effect).
A turn dead spell or clerical ability will repel them.

Animated dead have the following abilities:

Hilt points:: 4 per each level of the spell caster

Normal day vision only.

One attack per melee,

Damage: 1-6 if human sized, 1-4 if smaller, 2-12 if giant sized or by
weapon.

Average strength: 10

Speed: 6

No bonuses of any kind.

No memory or 1Q.

The spell caster can animate 1-6 dead per level of experience,

Commune with Spirits level four

Range: self

Duration: 10 melees per level of the spell caster
Saving throw: none

The spell caster opens himself Lo the spirits of the dead much like a
medium during a seance. The spiril will temporarily possess the spell
caster speaking through him. It will answer (or ask) questions but is in
no way compelled to tell the truth. This spell contacts a person’s spirit
or essence which means it has all the memories, emotions, and intellect
of the dead person.

Chance of successful commune with specific person:
{roll percentile dice)

1-75% recently dead (1 month)

1-50% over a year ago

1-30% decades ago

1-20% centuries ago

1-08% specific god, devil, or demon

If not successful roll again to determine if a wandering spirit has been
accidentally contacted.

01-40 no contact

41-70  benevolent spirit (good)

71-00  hostile spirit (evil)

Control the Beasts level four

Range: 60 feet

Duration: 5 melees per level of spell caster

Saving throw: none

The spell caster is able to control any animal (mammals, birds,
amphibians, reptiles, and fish but not insects) within his line of vision
up to 60 feet. He is able to control 1-6 animals per each level of
experience. All creatures affected will obey simple commands like;
“‘stay, sit, go, attack,’” etc. This spell does not effect any intelligent
creatures, humanoids, or were-creatures.
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Death Trance level four

Range: self

Duration: 10 melees per level of spell caster
Saving throw: none

This mystic trance slows the spell casters metabolism so low that it
creates the appearance of death. While in the trance the spell caster is
quite helpless, unable 1o speak, move, or invoke spells. He is only
vaguely aware of what is happening around him. He would only
recognize minor sensations like being touched, carried, or hearing
voices but he would not know who did these things or remember
speciflics. This spell can be cancelled at will.

Diminish Others level four

Range: 90 feet

Duration: 10 melees per level of spell caster
Saving throw: standard

This spell will affect any living creature; it will not affect gods, devils,
demons, dragons, elementals, golems, or skeletons (vampires and
were-creatures are affected). This spell will reduce any one
target/person to six inches in height so long as that person is within the
spell caster’s line of vision and within range.

Willing persons have no saving throw.

Familiar Link level four
Range: 10 feet
Duration: permanent
Saving throw: none

This spell enables the spell caster to mentally link with a small animal
(mammal, bird, or lizard). This link is permanent producing a rather
impressive symbiotic relationship. No matter how wild or mean the
animal may have been, it will be instantly linked to the spell caster
becoming docile and submissive to him and him alone. The two are
now one. The spell caster is now its friend, master, and part of the
animal. The animal familiar will understand and obey any command
verbal or mental. The familiar is now a sensory extension enabling its
master to see, hear, smell, laste, and feel, everything it experiences.
Thus, familiars make greal spies; listening (o conversations and
prowling into areas not easily accessible to its master. Although the
familiar understands and obeys its master it cannot actually speak 1o
him.

Just as the spell caster knows what the familiar is feeling so does the
familiar know what its master is experiencing. If one is in danger the
other will know it. Because of the magical nature of the union the spell
caster and the familiar both get an additional six hit points. However,
il the familiar is hurt or attacked, its master also takes the same
damage even if miles apart. If the familiar is slain the spell caster
permanently looses the six hit points gained from the union plus an
additional four points. There is a 50% chance he will also suffer shock
from the ordeal; if he does he will lapse into a coma for 1-6 hours.
Another familiar link cannot be tried for a period no less than one
year,

Other limitations:

1)Telepathic/empathic communications maximum range 600 feet.
2)Familiar possesses its normal animal abilities.
3)Size maximum 25 pounds.
4)Usual animal types used: cats, dogs, coyotes, foxes, weasels, rodents,
birds, lizards, and snakes.



Magic Nel level four

Range: 60 feet

Duration: 2 melees per level of the spell caster
Saving throw: special

This spell creates a net composed of magic fibres which will snare 1-6
human sized victims within a 10 foot area. Normal weapons cannot cut
through the net, only weapons of superior quality, magic weapons, or
magic can effect this net. Even then it requires a full two melee rounds
10 cut out (a dispel magic barriers will dispel it instantly). Anyone
caught in the magic net is helpless and unable to attack or defend. The
spell caster can cancel the nel at any time.

Saving throw: Although there is no save vs magic, intended victims
can try to dodge being snared by rolling a 16 or higher.

Magic Pigeon level four

Range: immediale area

Duration: 2 months per level of spell caster
Saving throw: none

Through the means of a special incantation the spell caster is able to
creale a mystic facsimile of a pigeon. The magic pigeon is able to
deliver a spoken (30 words or less) or wrillen message (o anyone,
anyplace in this world (in the same dimension). However, the spell
caster must know at least the general location of the recipient of the
message and a specific person (or two) to receive the message. Upon
reaching its destination it will seek out that person and immediately
deliver the message. If the recipient of the message is not at the
prescribed destination it will wait until he returns or until the spell
duration elapsed and it fades away.

The magic pigeon looks exactly like a real pigeon but needs no food
or rest; thus it can fly 720 miles every 24 hours at a speed of 30 mph.
Normal weapons cannot harm or capture the pigeon but magic spells of
entrapment can capture it, Only a dispel magic spell can destroy it.

Mystic lllusion level four

Range: 90 feet

Duration: 2 melees (conditional) per level of spell caster
Saving throw: standard vs illusion

This incantation conjures forth an image or illusion of anything the
spell caster would like. Anyone not making his saving throw will
believe the image to be true and respond accordingly. Although the
image can be of anything, and as large as 20 by 20 by 20 feet, it has no
audio, only visual effects. The illusion is immediately dispelled when
touched by metal.

Saving throw: To save against the effects of this spell, players roll 1o
save vs illusion not magic needing a roll of 14 or better.

Negate Magic level four
Range: 60 feet
Duration: instant
Saving throw: special

The negation of another spell caster’s magic is difficult and
dangerous. Note: this spell negates only spell magic and is useless
against circles, symbols, illusions (other than spells), psionics, magic
weapons, powders, and potions.

Negating magic is very similar to the dodge and parry in hand to hand
combat, The spell caster attempting to negate another spell caster's
magic spell rolls to negate/dispel the magic by rolling a 20 sided die.
This is a mystic attack against the spell and spell caster; thus, the
defending spell caster rolls a mystic parry (saving roll). This is done by
rolling a 20 sided die. If the defending character's roll matches or
betters the attacker’s roll then he has won and the spell is not negated.
If the attacker’s roll is higher then he successfully negates/dispels the
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magic. Note: even if the defending spell caster is thousands of miles
away, in another dimension, or even dead his spell still gets a mystic
parry. Spell strength bonuses still apply.

Spell strength bonuses apply as a mystic bonus to parry against the
negating attack. Thus if the spell caster has a +2 spell strength he has
a +2 1o parry against the negation attempt., Note: Special bonuses:
Devils, demons, elementals, and dragons have a bonus to save against
spell magic negation of +5. Gods have a bonus of +8. These are not
spell strength bonuses bul special bonuses against negation due to the
myslic properties of these creatures,

Spirit of the Wolf level four

Range: self or others

Duration: 10 melees per level of the spell caster
Saving throw: none

This high powered spell affects only one person per spell casting,
heightening the five senses of that person. The following abilities are
bestowed.

Sight: 10 foot nightvision; 50% chance of seeing the invisible

Hearing: aware of a wider spectrum of sound frequencies; detect noise
within 20 foot radius 90% chance, within 40 feet 40% chance; virtually
impossible Lo be caught off guard or from behind (only 10% chance)
Taste: identify foods, spices, plants 50%

Touch: sensilive 1o even minor temperature changes 60%

Smell: identify odor within 20 foot radius or downwind humanoid
807, animal 60%

All five heightened senses enable:

Track:

fresh trail (up to 3 hours old) 80%

less than one day old trail 60%

more than one day old trail 20%

Sense of direction 90%

+ 2 to damage

Size of the Behemoth level four

Range: self or other

Duration: 5 melees per level of spell caster
Saving throw: none

This spell can be cast upon oneself or another person within the spell
casters line of vision and no further than 30 feet. The incantation
increased the size and weight of the person to 15 feet tall and 800
pounds. The spell effects only the physical body and not the clothes,
armour, weapons, or possessions the person was wearing or holding.
Strength is increased to 30
damage bonus: +15
Speed is reduced to 6

Turn Objects Invisible tevel four

Range: 60 feet

Duration: 8 melees per level of the spell caster
Saving throw: none

The spell caster is enabled to turn one object invisible or a small
number of stationary objects invisible (within a § foot radius).
However, the weight of the object(s) must not exceed 60 pounds. In
the case of weapons the weapon will be invisible but will become visible
when stained by blood. Magic items turned invisible will still radiate
magic if a sense magic is done.




Elemental Spells

Clay to Lead level four
Range: 10 foot radius
Duration: permanent
Saving throw: none

Extinguish Fires level four
Range: 30 feet

Duration: permanent
Saving throw: none

Fifteen foot Air Bubble level four

Range: 15 feet

Duration: 5 melees per level of spell caster
Saving throw: none

Hail level four

Range: S foot radius

Duration: 2 melees per level of spell caster
Saving throw: none

Phantom level four

Range: immediate

Duration: 5 melees per level of spell caster
Saving throw: none

Wall of Ice level four

Range: 60 feet

Duration: 10 melees per level of spell caster
Saving throw: none

Wall of Thorns level four

Range: 60 feet

Duration: 10 melees per level of spell caster
Saving throw: none

Wither Plants level four
Range: 30 feet
Duration: permanent
Saving throw: none

LEVEL FIVE

Blind level five

Range: 90 feet

Duration: 5 melees per level of spell caster
Saving throw: standard

This vicious spell will temporarily blind anyone it is cast upon, but
can be directed against only one person at a time. The blinded person
attacks at -5 to strike and at -10 to dodge and parry. The chance of
stumbling and falling is 50% every 10 feet.

If the blind spell is cast upon another spell caster he cannot use any
spells which require his vision. If the blind spell caster uses any
defensive/assault spells such as magic net, ball lightning, fire ball,
carpet of adhesion, etc., there is a 65% chance that spell will be
misdirected upon his own comrades.

Create Bread and Milk level five
Range: 30 feet

Duration: permanent

Saving throw: none

This incantation creates 2-12 loaves of bread and 1-6 gallons of milk
held in jugs which disappear when emptied.
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Detect Poison level five
Range: 15 feet
Duration: instant
Saving throw: none

The spell caster is able to direct his sight and concentration on a
particular object and detect whether or not the object or liquid is laced
with poison. This would also include mind, mood, and physically
altering drugs.

Eyes of the Wolf level five

Range: self or other

Duration: 20 melees per level of spell caster
Saving throw: none

The sister spell to the Spirit of the Wolf, it bestows the following
abilities:
Nightvision 60 feet
See the invisible 75%
Identify plants/fruits 70%
Identify tracks 85%
Track 50%
Detect poison 55%

Heal Self level five
Range: self
Duration: permanent
Saving throw: none

This spell is very similar to the psionic bioregeneration, magically
healing cuts, bruises, internal injuries, restoring 2-12 hit points to the
spell caster.

Induce Epilepsy level five
Range: 60 feet

Duration: 4-24 melees
Saving throw: standard

This spell wracks the victim’s nervous system causing him to convulse
and thrash about wildly as if having a severe epileptic seizure. The
victim will drop anything he may be holding and collapse to the ground
completely incapacitated by the seizures. The afflicted person cannot
engage in battle, defend himself, speak, stand, or even crawl. In
addition he will take from 1-6 points of damage from the attack.

This spell affects only one person per incantation and lasts 4-24 melee
rounds.

Mute level five

Range: 30 feet

Duration: 20 melees per level of spell caster
Saving throw: standard

This spell temporarily affects the voice box and vocal cords preventing
any voice or sounds to be uttered,

Metamorphosis (self) level five

Range: self

Duration: 50 melees per level of the spell caster
Saving throw: none

Metamorphosis self is a unique and mystifying spell which enables the
spell caster to actually alter his physical shape and form. This means
that a wizard could transform himself into the form of a sparrow as



easily as he can change into the form of a gargoyle. It is important to
emphasize that while the spell caster can change his physical shape and
form into any living creature, he does not gain the abilities of the
creature he now resembles. Rather, the spell caster retains all of his
normal eight attributes and hit points. This means that, while the spell
caster may transform himsell into a dragon, he does not gain the
dragon’s armour rating, special bonuses, ability to fly, or attacks.

Likewise, as a mouse, while the spell caster would gain the advantage
of mouse size, he would not be able to communicate with other mice
nor move as quickly as a real mouse. He would, however, be able to
speak and cast spells as no normal mouse could. Consequently, in
whatever guise the spell caster retains his own natural abilities and does
not acquire those of the form he is assuming.

Shadow Beast level five
Range: immediate
Duration: special
Saving throw: none

This inter-dimensional spell summons a creature not of this world to
do the bidding of the spell caster. Shadow beasts are large vicious
predators of some other strange world. They stand 9 to 12 feet tall
with sharp taloned claws and wicked fangs. Deadliest of all is their
ability to completely merge into the smallest shadow, becoming
completely invisible. While hidden in shadows they are undetectable
even by a See the Invisible spell, since they are not truly invisible but
one with the shadow,

Abilities in darkness or shadows
1LQ.TME.TM.A. 7
P.S.26 P.P. 24 P.E. 30
Spd. 24 Hit points 90
Altacks per melee 3
Damage bonus + 11
Dodge/parry bonus + 5
Strike bonus + 5
Invisible

Prowl 90%

Abilities in light
1.Q.7M.E. TM.A. 7
P.S. 18 P.P. 16 P.E. 15
Spd. 8 Hit points 45
Attacks per melee 2
Damage bonus +2
Dodge/parry bonus + 1
Strike bonus + 1

Visible

Prow! 45%

The spell caster can command the shadow beast in a combat situation
for six melees per level of experience or in a non-combat situation send
the beast on a simple mission (*‘bring me so and so's gem," or ‘“‘slay so
and so’'). The shadow beast will remain in this dimension until the
mission is completed or it is slain.

There is a 15% chance that the shadow beast will not return to its
own dimension and will no longer obey the spell caster who summoned
it. If this happens it will remain in our world wreaking havoc and
killing innocent people for food and pleasure. Likewise it will kill any
who try to send it back. Does 1-8 damage (plus bonus).

Shadow Walk/Meld level five

Range: self or others

Duration: 2 melees per level of the spell caster
Saving throw: none

This unique spell allows the spell caster to step in shadows becoming
totally invisible even to a See the Invisible spell (a psionic presence
sense will detect the presence of someone in the shadow). While in the
shadow the spell caster cannot be seen or harmed by weapons or most
magic (only charms and sleep are effective, but all psionic attacks are
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still applicable). The person in the shadow can talk and cast spells but
cannot use a physical attack unless he steps out from the protective
shadows.

Sudden or intense light will dispel the shadow revealing the spell
caster who must flee into a new shadow for sanctuary. Feeble light
(less than 10 torches or 5 lanterns) will only create more shadows.

While in shadow or darkness the spell caster prowls at 60%. Note:
The mage can step into any size shadow large or small with the same
results. This spell can be cast on others by reciting the spell and
touching the intended recipient.

Teleport Self level five
Range: self

Duration: instant
Saving throw: none

Invoking this spell transports the spell caster from one location to
another in the blink of an eye (maximum distance 5 miles). The spell
caster can also teleport an additional 100 pounds per level of experience
so long as he is maintaining some kind of physical contact with it, This
spell could teleport another person if they fall under the weight
limitation but there is a 26% chance of shock rendering both the spell
caster and the passenger unconscious for 1-6 hours.

While teleportation can be very handy, it can also be extremely
dangerous, especially if the area teleported to is unknown.

Chances for a successful teleport:

1) Teleporting to a familiar location (or one seen from your starting
point): 99%

2) A place seen only a few times (2-6 times before): 76%

3) A place never seen but described in detail: 32%

4) A totally unknown place: 11%

Results of an unsuccessful teleport:

01-60 Totally wrong place. Mo idea of present location.

61-79 Teleport 300 feet above ground level, fall does 6-36 + 6 points
of damage

80-00 Teleport into object; instant death.

The Strength of Utgard Loki level five
Range: self or others

Duration: 2 melees per level of the caster
Saving throw: none

Utgard Loki is a giant sorcerer of legend from some unknown
dimension. When the spell is invoked it endows the spell caster with
the giant's powers.
+5 on all saving throws
+6 to damage
+5 to dodge
Raises physical endurance to 24, strength to 21, speed to 24,

Adds one additional attack per melee in hand to hand combat.

These are bonuses in addition to possible O.C.C BONUSES. This spell

may be cast upon oneself or another person as long as that person is
within the spell casters line of vision and no more than 30 feet away.

Turn the Dead level five
Range: 60 feet
Duration: instant
Saving throw: standard

The utterance of this arcane spell will turn/repel 1-6 dead per level of
the spell caster. This means that those affected will turn and
immediately leave the area without harming the spell caster or anyone
near him. The dead turned will not come back for 24 hours. This spell
affects animated dead, skeletons, and mummies but does not affect the
undead like vampires and zombies.

Saving throw: Each dead thing is allowed a saving throw vs magic,
those that successfully save are not affected.



X-Ray Vision level five

Range: sell

Duration: 2 melees per level of the caster
Saving throw: none

This spell empowers the spell caster to see through solid matter such
as wood, stone, clay, dirt, and iron, However, it takes a few minutes
of concentration 10 see through various substances. The following time
is needed to see through these materials.

1 melee: 2 feet of wood or dirt, | foot of clay or stone, 1/2 foot of
iron

2 melees: 4 foot of wood or dirt, 2 leet of clay or stone, | foot of iron
3 melees: 6 feet of wood or dirt, 4 feet of clay or stone, 1.5 feet of iron
4 melees: 8 feet of wood or dirt, 6 feet of clay or stone, 3 feet of iron

Elemental Spells

Animate Plants level five

Range: 10 foot radius

Duration: 2 melees per level of the caster
Saving throw: none

Circle of Rain level five

Range: 20 foot radius

Duration: 10 melees per level of the caster
Saving throw: none

Heal Burns level five
Range: touch
Duration: permanent
Saving throw: none

Melt Metal level five

Range: 60 feet

Duration: 2 melees per level of the caster
Saving throw: none

Part Waters level five

Range: 420 feet

Duration: 10 melees per level of the caster
Saving throw: none

Wall of Stone level five

Range: 60 feet

Duration: 10 melees per level of the caster
Saving throw: none

Water Seal level five
Range: § foot radius
Duration: permanent
Saving throw: none

Whirlwind level five

Range: 60 feet

Duration: 2 melees per level of the caster
Saving throw: none

LEVEL SIX

Age level six

Range: 90 feet

Duration: 3 melees per level of the caster
Saving throw: standard

This spell accelerates a person's or animal’s aging process instantly
transforming them to the /imii of their natural age. Consequently,
elves, dwarves, and other races which age much slower than humans
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are also affected. Only supernatural creatures such as gods, demons,
devils, faeries, spirits, and dragons are not effected by this spell. The
aged person will suffer the following:

-5 to strike

-4 1o damage

-8 to dodge/parry

Autacks per melee reduced Lo half

Speed reduced 1o half

The age spell affects only one person per each spell cast up 1o 90 feet
distant.

Animate Object level six

Range: 60 feet

Duration: 2 melees per level of the caster
Saving throw: none

This incantation allows the spell caster to animate and control any
object or objects under a total of 50 pounds. The spell caster is able to
mentally direct the object to do just about anything: a table to walk, a
broom to sweep, etc. The spell caster can cause the object to hover up
to six feet off the ground and move in any direction. Note: The spell
caster must mentally direct the object(s), thus if he is knocked out or
killed the spell is instantly cancelled. Likewise, if his vision is
impaired/obscured he loses control of the object(s).

Dispel Magic Barriers level six
Range: 60 feet

Duration: instant

Saving throw: standard

The dispel magic barriers spell negates/dispels all magic barriers of
any kind including the sorcerer’s seal, carpet of adhesion, immobilize,
wall spells, etc.

Saving throw: the magic spell being aulacked automatically gets a
standard saving throw as if it were a person. If a successful saving
throw is made the negate magic barriers spell has no effect; the barrier
remains.

Exorcism level six
Range: 60 foot radius
Duration: instant
Saving throw: none

This gives the spell caster a 60% chance of successfully
exorcising/repelling such supernatural creatures as vampires, zombies,
animated dead, and lesser devils and demons. Unlike the clerical
equivalent, which requires much time and preparation, this magic spell
is instant. The exorcised being(s) will not return to the place it was
exorcised from for 1-6 days. This spell affects 2-12 beings per level of
the spell caster.

Metamorphosis (Others) level six

Range: 15 feet

Duration: 30 melees per level of the caster
Saving throw: standard

Through this spell the spell caster is able to alter the physical shape
and form of another person. The intended viclim must be visible and
no further than 15 feet away. Thus, a wizard could turn someone into
a toad, snake, mouse, etc. The effects are temporary enabling the
person Lo change back into his true form at the spells end. All the
principles and limitations described under Metamorphosis (Self) apply
Lo this spell,




Mind Wipe level six
Range: touch
Duration: conditional
Saving throw: standard

The mind wipe blanks out any specific memory the spell caster may
want to erase. This enables the spell caster to cause the victim 1o forget
a particular event, name, spell, location,etc. Unfortunately this spell is
unstable having various effects:

01-20 forgets for 1-6 days
21-40 forgets for 1-6 weeks
41-60 forgets for 1-6 months
61-90 forgets for 1-6 years
91-00 permanent

Mystic Alarm level six

Range: 12 feet (one object)

Duration: one week per level of the spell caster
Saving throw: none

The spell caster can protect his possessions and domicile by placing
mystic alarms on them. This is a spell magic equivalent to the
diabolists wards of alarm and operate in a very similar fashion. By
invoking the mystic alarm spell, invisible ward-like symbols appear on
any one object. If this object is touched/disturbed in any way an
instant silent alarm will buzz in the spell caster’s head alerting him to
the intrusion. The alarm will alert him instantly even if he is thousands
of miles away or in another dimension. Once disturbed the alarms
disappear. Unlike wards, the mystic alarms have a limited spell life of
one week per level of the caster.

Mystic Portal level six

Range: 6 feet wide by 15 feet 1all portal opening
Duration: 4 melees per level of the spell caster
Saving throw: none

This spell creates a dimensional rift in the fabric of space allowing the
spell caster to use it in the following ways:

Pass through solid walls, The caster has bul to weave the spell
targeting a particular blocked area. The area will shimmer bright and
suddenly a portal or passage will appear as if cut out of the very stone.
The portal can create a |12 fool deep passage per each level of the spell
caster in any substance.

Teleportation. The portal can also teleport someone Lo another
location instantly as well as flawlessly. Range: 300 miles. Limitations:
as per Teleport. The portal can be placed on a vertical wall. Looking
into it reveals what will appear 1o be just the other side of the wall even
though the view may be completely incongruous to ones present
location. Stepping through it will instantly place the person in that
location.

Dimensional gate way. The portal can be used to get to another
dimension or plane of existence. The greatest limitation is that the spell
caster must be familiar with the other dimension having actually been
there at least once.

One way passage. A limitation of this spell is that the portal provides
only one way passage to or through all the afore mentioned places.
Once a person steps through a mystic portal the portal behind him is
gone (although people on the other side can see both the portal and the
person). To return a new portal must be made on the other side by
invoking the same spell again.

Schizophrenia level six

Range: 30 feet

Duration: 6 melees per level of the spell caster
Saving throw: standard

This spell causes its victim 1o become either passive or disorganized.
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Roll percentile to determine which effect occurs.

Passive/apathetic: the victim does nol really care about what is
happening , becomes skittish, and easily frightened. There is a 66%
chance the enchanted person will surrender or run from a battle or
frightful situation without thought or concern about the consequences
(roll every 2 melees). He also has a -1 to strike, parry, or dodge.
Prisoners will not try to escape (or even think about it).

Disorganized: the victims thoughts become very confused and muddled;
all attacks (even magical) are reduced by one-half and are -2 1o strike,
parry, or dodge. The victim also has no sense of direction.
Telekinetics level six

Range: 40 feet

Duration: 6 melees per level of the spell caster

Saving throw: none

This spell empowers the spell caster to move or raise mass through
mental force very much like the true psionic ability. Thus the spell
caster can mentally open a door, move a latch, snatch an object, or
hurl a small weapon up to 40 feet away. The spell caster can move 50
pounds per level of experience. Small objects weighing under 3 pounds
can be hurled through the air as weapons doing 1-6 points of damage
each and are +3 to hit due to the mental manipulation.

The Faeries” Dance level six

Range: 60 feet distance, 20 foot radius
Duration: 10 melees per level of the spell caster
Saving throw: standard

This is the spell magic used by flaeries which forces its victims to
dance in a mad frenzy until they drop from exhaustion, When the spell
is invoked an eerie music permeates the air; all those hearing the music
within a 20 foot radius will suddenly feel compelled to dance (unless
they save vs magic). Victims dance against their will at a maddening
pace around and around in a circle; they can be saved only by being
forcibly pulled from the circle or rendered unconscious. Note: anyone
entering the area must roll vs magic or be affected too. Dancing
victims are -8 to strike, parry, or dodge.

At the end of the dance or every 20 minutes of dancing the dancers
must roll under their P.E. or fall unconscious for 3-18 melees.

The Sorcerer’s Seal level six
Range: 10 feet

Duration: conditional
Saving throw: special

The sorcerer’s seal can permanently seal/lock a door, chamber, box,
compartment, etc. Once the seal is cast no amount of brute strength,
beating, or assault by weapons will break the seal nor will fire,
lightning, cold, energy weapons, or magic effect it. Not even a god can
open such a mystic seal, only a Dispel Magic Barrier spell has any
chance of penetrating/dispelling it.

Before the seal can be cast the object (door, portal, etc.) must be
completely sealed in wax. Only after all openings, cracks, and
crevasses are sealed/filled with melted wax can the spell be placed upon
it. Once sealed in wax and the spell invoked nothing can open it
including the mage who cast the spell. Only a Dispel Magic Barrier
may open il. Saving throw: none to place the spell but the seal is +2
to save against the spell magic Dispel Magic Barriers.

Wilch Bottle level six

Range: person wearing il

Duration: one year per level of the spell caster
Saving throw: none

A witch bottle is a magic charm that will protect the wearer from
attack or harm from a witch. This is another rare spell magic formula
that requires very specific components and is created for a particular



individual. A witch bottle can be used only by the person it was
created for. Anyone else using it is not protected in any way.

The witch bottle is a spell that must be cast in secret and seclusion.
Spell casters are likely 1o sell a witch bottle to anyone who can afford it
( price can range from 2000 to 20000 gold).

The protection of a witch bottle

+13 to save against spell magic from witches
+2 to save vs psionic, circle, wards, or poison attacks from witches
This also includes magic attack from the witch’s familiar or
demon/devil servant. The bottle protects the person from attacks from
witches only and are ineffective against all other magic.

The ingredients

A sturdy pint bottle, a cork to cap the boitle, lead lo seal the bottle,
one-half pint of ram’s blood, 3 small iron nails, 7 thorns, a pinch of
sall, and some hair and nail clippings from the person who seeks
protection. All these ingredients are placed into the bottle, corked,
sealed, and boiled on a fire at midnight while the incantation is
invoked.

Elemental Spells

Calm Storm level six

Range: 50 fool radius per level of the spell caster
Duration: 20 melees per level of the spell caster
Saving throw: special

Encase Object in Stone level six
Range: 8 feet

Duration: instant/permanent
Saving throw: none

Snow Storm level six

Range: 10 foot radius per level of the spell caster
Duration 5 melees per level of the spell caster
Saving throw: none

Walk the Waves level six

Range: self

Duration: 10 melees per level of the spell caster
Saving throw: none

LEVEL SEVEN

Astral Projection level seven

Range: self

Duration: 4 melees per level of the spell caster
Saving throw: none

This spell functions vary much like the natural psionic ability. When
a person astral projects his physical body falls into a death-like trance.
The astral body enters the vast plane of the astral world. It is a
pleasant world of rolling clouds and endless yellow sky. In this
dimension the astral body is free to fly great distances in mere moments
and gaze from the astral plane into the world containing its physical
body. This provides a great spying vehicle, since only psionic presence
sense can detect an astral body and only psionic attacks (from both the
physical and astral planes) can harm the astral body. The astral body
can be killed psionically by being prevented from returning to its
physical body. Psionic hypnotic suggestion, stun, sleep, mind wipe,
dispel spirits, and possession are all powerful weapons against the astral
traveler.

The person has a 50% chance of successful travel through the astral
plane and peering into the physical world. In astral form he cannot be
seen or heard nor can he touch anything. He may make psionic
contact through telepathy, empathy, or telekinesis.
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Although hostile astral travelers can cause trouble (psionic attacks
only), the real danger lies in returning to the physical body before the
lime limit elapses (4 melees per level of the spell caster). If the person
becomes lost and cannot return to his body, the astral body is forever
trapped in the astral plane. The physical body will die in 1-6 days. It
is not wise to wait until the very last melee to return to the physical
body.

Roll percentile dice to determine the state of mind and sense of
direction. Roll percentile dice up to three times per melee to find the
physical body. The player may keep trying until he succeeds or time
elapses. The player must roll ‘‘definitely certain'’ to return.

01-30 hopelessly lost

31-50 uncertain/confused

51-80 fairly certain of location
81-00 definitely certain of location

Curse/boils level seven

Range: 30 feet

Duration: 1-6 weeks per level of the spell caster
Saving throw: standard

This vicious spell affects one person causing him to break out in
painful boils within twenty minutes of being cursed. The victim} entire
body will be covered with large, painful nodules that cause extreme
discomfort if any pressure is applied to them. Consequently, the victim
cannot wear any type of armour other than quilt or padding, nor carry
a backpack or equipment. If a boil is struck or broken it does one
point of damage. The constant discomfort makes sleep almost
impossible and movement is often painful; as a result the person is -1
to strike and -2 to parry or dodge.

Remove curse is the only thing that can cure the boils.
medicines have no effect.

Normal

Empathy level seven

Range: 60 feet

Duration: 4 melees per level of the spell caster
Saving throw: standard

This is much more limited that the natural psionic ability but an
effective weapon in the spell caster’s arsenal. Through this incantation
the caster is able to transmit a deep emotional sensation 1o another
creature. This emotion can be anything from fear or hate to joy or
sincerity. The emotion will instantly wash over its victim causing him
to react accordingly,

Impenetrable Wall of Force level seven
Range: 90 feet

Duration: S melees per level of the spell caster
Saving throw: none

This spell creates a shimmering wall of light that no creature, weapon,
or object may penetrate. Only a Dispel Magic Barrier spell or a
powerful Negate Magic will destroy the wall. The spell caster is able to
create a wall of force that measures 20 by 20 feet per level of
experience. The wall can be cast up to 90 feet away.

Geas level seven
Range: 30 feet
Duration: conditional
Saving throw: standard

This powerful spell enables the spell caster to mesmerize and establish
a geas/quest within the mind of his victim. The enchanted person will



be suddenly compelled to fill the implanted quest deserting friends,
family, and responsibility. The enchanted person will not accept any

quest that is illogical or that directly violates his alignment, code of
ethics, or beliefs.

Remove Curse level seven
Range: 30 feet

Duration: permanent
Saving throw: none

The spell caster is able to magically remove both magical and clerical
curses in much the same way as a priest. The spell has a 55% chance
of succeeding and can be tried as many times as needed.

See Wards level seven

Range: 90 feet

Duration: 4 melees per level of the spell caster
Saving throw: none

Through this spell the spell caster can see the normally invisible magic
energies that radiate from wards. In this way he can tell if a ward is
real or not ( a false ward radiates no energy.) He can also see the
magic energy that covers and area when a protection ward is used or
whether a ward is active or not.

Elemental Spells

Eternal Flame level seven
Range: immediate area
Duration: forever
Saving throw: none

Quicksand level seven

Range: 15 foot radius

Duration: 20 melees per level of the spell caster
Saving throw: none

Suspend Animation level seven
Range: self

Duration: | day to 10 years
Saving throw: none

Ten Foot Wheel of Fire level seven

Range: 120 feet

Duration: 2 melees per level of the spell caster
Saving throw: none or dodge

LEVEL EIGHT
Create Zombies level eight
Range: 6 feet

Duration: permanent
Saving throw: none

This necromantic spell turns a corpse into an undead. Zombies are
more than simple animated corpses, they are the damned sentenced to
unrest and slavery.

To create a zombie the spell caster must find a recently deceased
person (6 hours maximum), lay it on a white or silver linen, draw a
circle around it, and light three scented candles placing one on the
forehead, one on the mouth, and one on the chest above the heart.
This must all be done in secret, in a graveyard during a night of the full
moon. Then the symbol of directed power is drawn on the corpse’s
throat with the still warm blood of the spell caster while the incantation
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is invoked. Soon after the zombie will rise to serve its master. The
entire ritual takes about two hours.

Zombies obey only the person who created it and are generally used
as slave labor or dread armies. Zombies are powerful undead and fear
nothing. They retain only a rudimentary intelligence (1.Q. 4) and can
comprehend only very simple and explicit commands,

Zombie

1.Q.4P.S. 20

2 attacks per melee, 1-6 damage or by weapon
+5 to damage

+3 on all saving throws vs magic and psionics

Charms, mesmerism, hypnotic suggestion type spells/influences have no
effect at all. Fire and cold do half damage. Normal weapons do no
damage (only silver, holy, and magic weapons can harm it).

Hit points: 1-8 per level of spell caster

A.R.: 14

Speed: 8

Zombies will rise again aflter killed within 48 hours unless their heads
are severed from their bodies and buried separately or an exorcism is
performed. Regenerate all hit points within 48 hours.

Curse/Fever level eight

Range: 30 feet

Duration: 1-6 days per level of the spell caster
Saving throw: standard

This magic curse inflicts a terrible fever upon its victims within one
hour of being cast. The victim will feel weak, dizzy, and burning with
a high fever. Attacks per melee, speed, and non-combat skills are
reduced to one-half. The victim is also -2 to strike, parry, and dodge.
The afflicted person should rest and have clergy summoned to remove
the curse, If the person insists on participating in activities roll once
every hour to see if he passes out from the fever (50% chance of
passing out for 1-4 hours).

Normal medicines, healing potions, or healing touch are of no help;
only a remove curse can cure the victim.

Doppleganger level eight

Range: self

Duration: 24 hours per level of the spell caster
Saving throw: none

This powerful spell creates a mystic duplicate of the spell caster. This
“‘clone’’ looks exactly like the spell caster in every way but possesses
only half of his hit points, memory, knowledge, attributes, and spell
casting abilities. The original spell caster can implant any idea, goal,
emotion, memory, etc. that he desires into the doppleganger’s mind.
He can then awaken it sending it on a mission or working with it side
by side. The doppleganger will never question its existence.

The wizard can create only one doppleganger and cannot create another
until that doppleganger is clain, dispelled or negated. Dopplegangers can
be killed by normal weapons or magic and can be instantly destroyed by
a negale magic spell. NOTE: yes, a doppleganger can create a doppleganger
of itself (one).

Expel Demons level eight

Range: 15 foot radius

Duration: 15 melees per level of the spell caster
Saving throw: special

The spell caster is able to repel all lesser demons forcing them to leave
the area and not return for at least an hour. The spell may also expel
greater demons with a little less efficiency.

Saving throw: lesser demons must roll an 18 or higher to save vs spell
magic; greater demons only have to roll the standard 12 or higher to
save.



Expel Devils level eight

Range: 15 foot radius

Duration: 15 melees per level of the spell caster
Saving throw: special

This spell works exactly like the Expel Demons spell described
previously.

Resloration level eight

Range: 6 feet

Duration: one melee/permanent
Saving throw: none

This awesome spell enables the spell caster Lo restore or regenerate a
missing limb such as an arm, leg, or restore someone back to complete
health when they were dying from disease or injury. This is an
extremely costly spell as it permanently drains the spell caster of one
P.E. point each time it is cast. The spell can be cast on oneself or
another,

Swords to Snakes level eight

Range: 60 feet

Duration: 6 melees per level of the spell caster
Saving throw: none

Mot only does this spell transform swords (large or small including
daggers) Lo snakes, but the snakes are extremely hostile; biting whoever
holds them doing [-4 damage each bite (one attack per melee). The
snakes will not change back into swords until the spell elapses. Note:
magic swords (including holy and rune swords) are not affected. The
spell caster can transform one sword per each level of experience.

Elemental Spells

Close Fissure level eight

Range: 60 feet

Duration: 8 melees per level of the spell caster
Saving throw: none

Earthquake level eight

Range: 120 feet

Duration: 2 melees per level of the spell caster
Saving throw: none

River of Lava level eight

Range: 120 feet

Duration: 5 melees per level of the spell caster
Saving throw: none

Stone to Flesh level eight
Range: 12 feet

Duration: instant/permanent
Saving throw: none

LEVEL NINE
Teleport (Superior) level nine
Range: 300 miles

Duration: instant

Saving throw: none

This spell can transport the spell caster and up to 1000 pounds per
level of experience a maximum of 300 miles away. All the other

conditions, dangers, and limitations as outlined under Teleport (Sell)
apply.

Summon Greater Familiar level nine
Range: immediate area

Duration: permanent

Saving throw: none

This spell summons forth a lesser devil or demon to serve the spell

caster by becoming his familiar. This can be achieved by signing a pact
(see witch) or by a battle of wills. The spell caster can impose his will
over the devil or demon through a brief mental wrestling match. Roll a
twenty sided die five times; if the spell caster rolls under his Mental
Affinity (M.A.)) three times out of five the demon or devil will be
submissive and become his familiar. (See witch and greater familiar
section; numbers | to 8 all apply).
Note: the familiar devil/demon is likely to challenge his new master
(once a month) requiring another mental wrestling match and/or a
show of power or punishment. The demonic familiar will be fairly
loyal but may cheat, question, or lie to his master.

If the spell caster loses the mental wrestling match the demon or devil
is likely to attack (1-30%) or just disappear (51-00%).

Elemental Spells

Rainbow level nine

Range: | mile

Duration: 15 melees per level of the spell caster
Saving throw: standard

Tornado level nine

Range: 100 foot radius

Duration: 2 melees per level of the spell caster
Saving throw: none

LEVEL TEN
Dealth level ten

Range: 60 feet
Duration: one melee
Saving throw: standard

This incantation wracks its victims body and nervous system inflicting
1-6 points of damage per level of the spell caster, This is an automatic
hit each time it is cast and effects hit points directly. One person is
affected at a time. The spell can hit a target up to 60 feet away.

Havoc level ten

Range: 90 feet

Duration: 2 melees per level of the spell caster
Saving throw: standard

Another powerful spell of chaos, it affects everyone in a 20 fool
radius and can be cast up to 90 feet away. Victims take 1-8 points of
damage per melee, are confused, skittish, -3 to strike, parry, and
dodge, and have no sense of direction.



Scroll Creation level ten

Range: self

Duration: temporary knowledge
Saving throw: none

Through this spell the spell caster is provided with the temporary
knowledge and power o create a scroll. The spell caster can only
create a scroll from his own knowledge of spell magic. The scroll can
have the power and duration of any level not exceeding the spell
caster's maximum level of experience/proficiency. It takes ten hours lo
create one spell, requiring repeated incantations, meditations, and
translation into written form. A magic scroll must be written on
parchment and in gold ink. They can be written in any language or
combination of languages and bear magic symbols.

Scrolls are activated by being read, the written word disappearing as
they are read. Upon completion of the reading the spell is activated as
if a spell caster had invoked a spell, If a person stops reading for any
reason the words continue to disappear rendering the scroll useless.

Elemental Spells

Hurricane level ten

Range: 120 foot radius

Duration: 4 melees per level of the spell caster
Saving throw: none

Magnetism level ten

Range: 20 foot radius

Duration: 15 melees per level of the spell caster
Saving throw: none

LEVEL ELEVEN
Dimensional Teleport level eleven
Range: another dimension
Duration: instant

Saving throw: none

Invoking this spell transports the spell caster and a maximum of 1500
pounds into another dimension. The location where the teleporters
appear within that dimension is completely random unless the spell
caster has been there before and knows exactly where he wanis to
appear. To dimensional teleport, a specific world/dimension must be
in mind and must have its true name known to the spell caster (such as
Hell, Hades, Taut, the Asiral Plane, etc.)

The success ratio of dimensional teleportation is 6% per level of the
spell caster. If the spell caster is unsuccessful nothing happens.

Resurrection level eleven
Range: 6 feel

Duration: instant/permanent
Saving throw: none

This awesome spell works very much like the clerical resurrection;
restoring life into the dead. The resurrected person will have all his hit
points, memories, abilities, and skills that he had at the moment of his
death. Missing limbs will remain missing, but healed; this is not a
regeneration process but a revitalization. This spell works only on
creatures that have died in the last twelve months.

Success factor: regardless of the spell caster’s level of experience the
chance of success is 45%. The spell can be attempted on the same
corpse no more than three times. If still unsuccessful another magic
weaver or cleric will have Lo be sought.
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Elemental Spells

Petrification level eleven
Range: 30 feet
Duration: permanent
Saving throw: standard

SPELLS OF LEGEND
Anti-Magic Cloud

The Barrier of Thoth

The Crimson Wall of Lictalon
Sanctuary

These four spell magics are the only known spells of legend that have
survived the greal confrontation with the old ones (although rumors
persist that others still exist). These are all extremely powerful spells
created by the greatest gods, wizards (such as Lictalon the elf), and Old
Ones long before the existence of mankind. The spell knowledge for
any of these spells are virtually unknown and jealously guarded by the
very few who posses their secrets.

Anti-Magic Cloud legend

Range: 100 fool radius per level of the spell caster
Duration: 20 melees per level of the spell caster
Saving throw: special

Those who are ignorant of the great old magics insist that this spell
never existed, that it is impossible, merely another myth., They are
wrong. This incredible spell creates an ominous dark, grey-brown
cloud large enough to hang over an entire town. It cannot be dispelled
magically or by manipulating elemental/atmospheric conditions. The
cloud’s effect is as singular as it is spectacular; it simply negates all
magic! Spell casters cannot weave spells, circles and wards are
ineffectual, potions and charms are impotent. Any object of magic
(except runes and rune swords/weapons) is rendered harmless as long
as it is under the anti-magic cloud. The magic returns when the cloud
is cancelled.

Only the creator of the cloud is not affected. Saving throw: only an
18 1o 20 saves against the cloud and even these lucky few will find their
magic reduced to half strength. If outside the cloud’s range the magic
abilities return.

The Barrier of Thoth legend

Range: 75 by 75 by 25 feet per level of the spell caster
Duration: 30 melees per level of the spell caster
Saving throw: none

This spell of legend creates a super wall of force with an A.R, of 18
and 400 S.D.C. per level of the spell caster. In addition the barrier is
impervious to fire and cold and prevents (negates) people from
teleporting beyond or casting any type of magic or psionics through it.
Thus, a wizard casting an earthquake spell would affect the area before
the barrier but it would stop at the barrier. Likewise a cloud of
slumber (or anything else) could not be cast beyond the barrier. The
barrier also regenerates at a rate of 200 S.D.C. per melee,




The Crimson Wall of Lictalon legend

Range: 50 by 50 by 25 feet per level of the spell caster
Duration: 20 melees per level of the spell caster
Saving throw: special

The mere sight of this eerie crimson wall of flame that does not burn
strikes fear in the bravest, for within the flames are the shadows of the
souls it has devoured. Large humanoid shapes, men, elves, dragon,
and others not easily identified are contained within the dreaded,
crimson fire.

Effects of walls

Fear: anyone seeing the wall has a 70% chance of running away in
terror. Standard saving throw.

Entering/passing through the wall:

1)Upon entering its silent cool flames the person takes 6-36 points of
damage unless a standard saving throw is made.

2)staying in the wall for more than 3 melees jeopardizes sanity
unless a saving throw vs insanity is made. Saving throw: standard, but
if unsuccessful roll once for each insanity: affective disorder, psychosis,
and phobia.

3)Staying within the wall for more than 6 melees jeopardizes ones very
soul, If the soul is lost the person becomes one of the featureless
shadows forever locked in the wall. Saving throw: person must roll a
16 or better 1o save. Roll every melee beyond the first six. Those lost
cannot be saved.

Sanctuary legend

Range: 50 foot radius per level of the spell caster
Duration: 1-6 hours per level of the spell caster
Saving throw: none

This legendary spell prevents all acts of aggression or hostility within
its radius. It is so powerful that it can immobilize an entire army. Any
creature that attempts to attack or harm any other creature within its
radius is instantly struck down becoming temporarily paralyzed or
rendered unconscious. The aggressor is not harmed in any way but
merely immediately and completely incapacitated. The perpetrator of
any action that will harm another, no maiter how subtle, will be
immobilized. Only the spell caster of the sancluary is not subject to its
effects.

Warlock

WARLOCKS

A warlock is a man or woman who draws his powers from
one or two of the Four elements Air, Earth, Fire, and Water.
NOTE: A warlock is not a male witch.

THE WARLOCK O.C.C.

Warlocks are men and women who believe that the 4 elemental
forces are the components of life and the fabric of the universe.
Consequently, while they may acknowledge the existence and
powers of the gods, warlocks know that even these supernatural
beings are a part of the living universe and the 4 elemental forces
which compose it.

A warlock will directly ally himsell to one (or two) of the
elemental forces, acknowledging it to be his lord of life, power and
magic. It is from this elemental force that the warlock will derive
all of his magic powers. Although all 4 of the elemental forces are
acknowledged and revered, it is this one (or two) force which
becomes the warlock’s life sign and source of power. Warlocks
may worship and/or honor/respect any force, deity, or creature of
nature and/or the elemental forces. They appreciate nature and
freedom above all else.

CHOOSING AN ELEMENTAL FORCE

The player of a warlock must choose an elemental force as his
character's life sign and source of magic. The elemental force
chosen, Air, Earth, Fire, or Water, will determine the specific type
of magic abilities a character possesses. A warlock has no power
until an elemental force is chosen, and once chosen il cannot be
changed.

CHOOSING TWO ELEMENTAL FORCES

If a player has a character with an 1.Q. 12 (or higher) and a
M.E 14 (or higher), he/she is allowed to choose 2 elemental
forces as the character's life signs and source of magic. The
advantage of this is that the warlock has a greater selection of
elemental magic, being able 1o select one spell from each category
of the 2 elemental forces, The disadvantage is that a mastery of
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one elemental force is impossible. For example: a warlock having
chosen Fire as his one elemental force will be able to
wield/command the forces of fire only, while a warlock having
chosen 2 elemental forces of Fire and Air can command both.
However, the Fire warlock will have a large range of fire spells,
while the Fire and Air warlock must divide his spells between both
Fire and Air. Thus, at third level the Fire warlock has six fire
spells, while the Fire and Air warlock has three [ire spells and three
air spells. Both have six elemental magic spells, but the Fire
warlock has greater control/mastery of his one elemental force,
while the Fire and Air warlock has greater diversity of magic, but
less control/mastery in each category.

Elemental
Magic

ELEMENTAL MAGIC

Elemental magic taps directly into one or two of the great
elemental forces (Air, Earth, Fire, or Water). A warlock's magic
will be the command and control of that one or two elemental
forces. Thus, a Fire Warlock's spells will all pertain to fire in
some way (blinding flash, cloud of smoke, control of light and
dark, control of temperature, create flaming circles, walls, etc.); an
Air warlock wields only spells that relate 1o the forces of air (wind,
clouds, rain, eic.); an Earth warlock only earth related spells; and
aWater warlock only water related magic.

A wizard can also create spells that command or manipulate the
elemental forces. These are elemental spells (spell magic) and are
not limited to any one of the 4 elemental forces, however, the
variety of elemental spell magic 1s pitifully limited when compared
to the range of a warlock's elemental magic.




SPELL CASTING

A warlock derives his magic powers and spells directly from his
elemental lord/force in much the same way as a priest from his
deity. The elemental being that represents the warlock's chosen
(elemental) life sign gives him the power and grants him the
elemental magic knowledge/ability. The spell casting ability is not
learned (like wizardry), but endowed by the elemental deity. The
spell is cast by invoking the elemental power word(s) in a simple
chant. The spell casting table indicates how many spells can be
cast per day (24 hour period). Both the tables for one elemental
force and two elemental forces are listed,

Choosing and Gaining spells

Likewise, the elemental magic (spells) a warlock is able to cast is
also provided by the elemental deity. As a warlock reaches a new
level of experience, he/she is allowed to select one or two new
spells. The level of the spells selected is limited to the experience
level of the warlock. This means a warlock can not select an
elemental magic spell above his own experience level. Example: A
Fire warlock (having one elemental lord) can select any two first
level Fire elemental spells. At second level, the warlock chooses
another two fire spells, but is able to choose from the range of fire
spells listed under first and second level. Upon reaching third level
of experience, the Fire warlock can again choose two fire spells,
but this time is able to make his selections from the full range of
fire spells listed under levels 1, 2, and 3. When a warlock reaches
eighth level or higher, he can choose spells from any level 1-8.

Note: Warlocks with two elemenial lords gain and choose spells
in the exact same manner, except that they can choose only one
spell from each of the two elemental magic categories.

Under no condition can a warlock learn any spells other than
those provided by his elemental deity. Warlocks (along with
witches and clergy) have no real knowledge of spell magic or any
other magic, because their powers are given to them through their
deity, not learned. They cannot learn to use spel! magic (unless a
multiple O.C.C. character), circles, or wards; However, a studious
warlock can learn about such things, recognizing mystic circles and
wards when he sees them and understanding some basic
symbols

MULTIPLE O.C.C.

A warlock can stop maturing as a warlock (stop gaining
experience points/levels as a warlock) to study a different O.C.C.,
gaining the skills and abilities of that occupation. The warlock
will keep his elemental power as long as he does not forsake his
elemental lord and/or his devotion to any of the 4 elemental
forces. However, because of this devotion, it is not likely that the
warlock would choose to study another area of magic, especially
wizardry. See multiple O.C.C. section for details on the subject.

ALIGNMENTS

Although the elemental lords and forces warlocks worship and
respect are very chaotic and elementals are considered to be evil
(which isn't true), a warlock can be any alignment (good, selfish,
or evil).

SPECIAL WARLOCK ABILITIES

Speak elemental
Sense elementals
Non-aggression
Summon elementals

SPEAK ELEMENTAL

All warlocks can communicate with all elementals of all 4
elemental forces. This means our Fire warlock can not only speak
with all Fire elementals but Air, Earth, and Water as well. This
can be extremely useful, as most (98%) elementals never leave the
elemental dimension, which is their home, unless impressed against
their will into some activity by a magic-user (usually a summoner
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or diabolist). This means they will tell the warlock everything they
know about their mission or any other subject that may be
inquired of them. Elementals will always be helpful, usually
courteous and friendly toward all warlocks unless that warlock is
known as an unfairenslaver of elementals. 1f the latter is the case
the warlock will be treated as if he were scum and possibly
attacked if he continues to pester the elemental. Of course, any
warlock worth the title and friendship of elementals will sincerely
offer his aid to help the elemental with its quest or duty or some
way to ease ils burden. Often, being courteous and generous (o
their little mortal brothers, they will decline the offer  but many
warlocks will aid their elemental friend/deity anyway).

It is very imporlant to stress here that elementals generally have
absolutely no regard for the lives or aclivities of mortal creatures.
They will step on a baby or destroy a town in rage or even
negligence. To an elemental, creatures of this
dimension (including all intelligent races) are just bugs, nothing of
value. It is not because they are evil, because there is no ill or evil
intent, but because they are so completely different. Only a
warlock can freely converse with an elemenial without being
ignored, torn limb from limb, or needing some kind of protection
(circle, charm, ward, etc.). Nor will an elemental accept someone
because he is the friend, kin, or lover of a warlock. They will
accept and befriend ONLY warlocks, none others. (Elementals are
so friendly toward warlocks that they have been known to stop in
the middle of a massacre Lo converse). NOTE: All this applies
only to true elementals and not elemental gods, godlings, or
others.

SENSE ELEMENTALS

Warlocks are so intuned to true elemental forces that they can
actually sense the presence of an elemental within a 60 f1. radius.
Likelihood of sensing an elemental is 15% per each level of the
warlock’s experience.

There 15 also a 75% chance that a warlock can see an Air
elemental (including the lJinn, which is a demon, not a true
elemental),

NON-AGGRESSION
ELEMENTALS

All elementals will not hurt their little mortal brothers (warlocks)
unless absolutely necessary, provoked, or attacked first. Again, il
is a result of the mysterious bond that is shared between elemental
and warlock. Even if the elemental has been commanded/forced
to kill a warlock as part of its quest, it will first warn the warlock
of its mission, apologize, and staie that it understands that the
warlock may feel compelled to fight back. After these formalities
the elemental will attack without hesitation or mercy.

If a warlock encounters an elemental that is guarding a passage
way or object thal he must use, the elemental will warn the
warlock that it must kill him if he persists, and 1t will without
hesitation if he does. Likewise, if a group of adventurers engage
in combat with an elemental it will destroy all of them except the
warlock in the group. Only if the warlock attacks the elemental
will the elemental strike back, but only afier inquiring **“Why do
you attack me, little brother?™. An appropriate response would be
something like ‘‘Because | must" or ‘‘Because | must pass’,
Elementals do not undersiand the concept of friendship and
protecting the group because they are one's friends would be an
explanation falling upon deaf ears. The elemental will accept **1
must”'. If the little brother must, he must, just as an elemental
does as it must. However, the warlock can stop the battle, discuss
the situation, find oul who is responsible for the elemental's
mission and slay that person, which usually (but not always) frees
the elemental. Or, the elemental may tell the warlock of a
different entrance or way to get the item without a confrontation.

FROM ALL

SUMMON ELEMENTALS

A warlock can summon only the type of elemental that is his
chosen life sign. This means the Fire warlock can only summon a




Fire elemental.

The summoning process can be attempted only once a day (24
hour period) as the process is very emotionally and physically
taxing. A physical symbol of the elemental force (see Diabolist:
Stone symbols) must be present as the focal point of
concentration; the symbols of the elemental must bescrawled on
the floor in charcoal or in dirt/dust (see Diabolist: Mystic
symbols); and fwo hours of concentration and chanting are
required. Only a warlock may summon an elemental in this way.
Success ratio: 5% per each level of Lthe warlock’s experience.

Type summoned: Only the elemental force of the warlock’s life
sign can be summoned and only lesser elementals will respond.
When the warlock is high level, he may be able to summon a
greater elemental. See: true elementals section.

Ability: The warlock will be able to request the elemental to aid
him in battle or activity for any length of time. However, the
elemental will want to go back to its own world after a day or two.
Only the warlock can release it 1o return to its own dimension.
The elemental will become increasingly insistent about being
released with the passing of each day. This will quickly change to
anger and hostility at a rate of 12% per week. The percentage
indicates the degree of its hostility and the likelihood of it killing
the warlock (roll once for every week that passes in the Palladium
world). If the roll is under the hostility percentage, the elemental
will be angry enough 1o kill the warlock. HOWEVER, it will first
warn the warlock that it will kill him if he does not release it now.
Elementals never bluff. The elemental will obey only the warlock
and will follow any command withoul question.

KNOWLEDGE ABOUT ELEMENTALS

Warlocks know and understand as much about elementals as
humanly possible. See the True Elementals section for a detailed
description about elementals.

WARLOCKS AND WEAPONS

Warlocks are not limited in any way in the choice of weapons by
their beliefs or deities. However, being of a non-men of arms
0.C.C., they do not have the full range of weapons types available
to warriors. The weapon proficiencies available 1o warlocks are
listed under the electives in the Warlock O.C.C. tables. They seem
partial to iron weapons.

WARLOCKS AND HAND TO HAND
COMBAT

Like all non-fighting classes, they have only one attack per melee.
See Wizards and Hand 1o Hand Combat. Same as wizard.

HAND TO HAND COMBAT ELECTIVE

Same as wizard, Only the Hand to Hand: Non-men of arms
elective skill is available, Warlocks spend their time in other areas.

WARLOCKS AND ARMOUR

Same as wizard.

COLORS AND CLOTHING

Warlocks all wear clothing that is indicative of his/her particular
elemental life sign. Air: white or pale pastel color; Earth: brown,
black or green; Fire: red; Water: blue; or brown, which is the
universal color symbol of elemental forces. The standard garb of
a warlock is a hooded robe (any armour is underneath the robe) in
the color of his element.

Jewelry will also correspond directly to their elemental lile sign.
Air: diamond and/or sapphire; Earth: onyx; Fire: ruby and/or
topaz; Water: emerald and/or pearl.
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Swim (+ 15%)

WARLOCK 0O.C.C.

Attribute requirements: 1.Q. 6, M.E. 10 (to choose one elemental
force) or 1.Q. 12, M.E. 14 (to choose two elemental forces).
0.C.C. skills: spell casting, magic combat, power words (5),
symbols (4 elemental), speak 2 additional languages (+25%),
special warlock abilities.

Power words: knows the four elemental power words:
Cherubot-kyn, Ariel-Rapere-kyn, Seraph-mytyn, Tharsis-myen and
yin.

Symbols: Knows the four elemental symbols and the six stone
symbols.

Speaks two additional languages: the player can choose any two
additional languages as an area of study and knowledge. See
Secondary skill table; O.C.C. skill bonus (+ 25%).

Special warlock abilities: Speak elemental, Sense elemenials,
Non-aggression, Summon elementals.

Elective skills: choose 6 at level one, 3 at level three, 3 at level
eight, 3 at level twelve.

Secondary skills: choose 8 at level one, 4 at level four, 2 at level
ten.

Elective skills:

{magic electives same as wizard)
Recognize runes

Study circles

Study symbols

Study wards

Disguise

Dowsing (+ 12%)
Hand to Hand: Non-men of arms
Horsemanship: General
Identily plants/fruits (+ 5%)
Medical (+ 4%)

Pick locks

Pick pockets

Prowl

Read/write (+ 10%)
Scale walls

Use poison

W.P. Battle axe

W.P. Blunt

W.P. Knives

W.P. Spears/Forks
W.P. Short sword
W.P, Large sword
W.P. Staves

W.P. Small shield
W.P. Sling

W.P. Short bow
W.P. Cross bow

Secondary skills (choice of any, but the following have O.C.C.
skill bonuses)

Demon and Devil lore (+ 10%)

Faerie lore (+ 10%)

Mathematics (+ 5%)

Play wind instruments (+ 10%)

Recognize precious metals/stones (+ 15%)
Religious doctrine (+ 5%)

Sailing (+ 12%)

Sense of direction (+ 10%)




Level Spell (two Magic Combat \
Casling elemental)
(one
elemental)

| 2 1/1 + 1 save vs. spell magic ‘

2 4 212 + | save vs.
circles/wards

3 6 /3 + 1 spell strength

4 B 4/4 2 SPELL ATTACKS
per melee

5 10 5/5 Recognize enchantment
36%

6 12 6/6 Summon greater
elemental 38%

7 14 1/7 + 2 save vs. spell magic

8 16 8/8 + 2 spell strength

9 18 9/9 Summon greater
elemental 50%

10 20 10/10 Recognize enchantmenl
56%

11 22 11/11 + 2 save vs.
circles/wards

12 24 12/12 + 3 spell strength

13 26 13/13 + 3 save vs. spell magic

14 28 14/14 Summon greater
elemental 77%

15 30 15715 +3 save vs.

circles/wards

Levels of experience
Warlock

1 0- 1880

2 1881 - 3760

3 3761 - 7520

4 7521 - 15,000

Level

5 15,001 - 23,100

6 23,101 - 33,200

7 33,201 - 48,300

8 48,301 - 68,400 '
9 68401 - 93,500

10 93,501 - 133,600

11 133,601 - 173,700

12 173,701 - 223,800

13 223,801 - 273,900

14 273,901 - 324,000 ‘
15 324,001 - 374,000
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ELEMENTAL SPELL
SCRIPTIONS

FIRE SPELLS

Level one
blinding flash
cloud of smoke
create coal

flame lick

globe of day light
nightvision (60 feet)
resist fire

stench of Hades
Level two

cloud of ash
darkness

fiery touch

freeze walter

resist cold
spontaneous combustion
swirling lights
tongue of flame
Level three

circle of cold
circle of flame
create heat
extinguish fires
fire ball

lower lemperature
wall of flame
Level four

cloud of steam
flame friend

fuel flame

heal burns

heat objects/water
mini-fireballs
Level five

blue flame

breath fire

eal fire

screaming wall of flame
wall of ice

Level six

dancing fires
eternal flame
flame of life

AIR SPELLS

Level one

breath without air
clap of thunder

cloud of slumber
cloud of steam

create light

create mild wind (2 mph)
howling wind

stop wind

Level iwo

change wind direction
create air

heavy breathing
levitate

mesmerism

miasma

northwind

silence (15 feet radius)
wind rush (60 mph)
Level three

call lightning
darkness

fingers of the wind
float in air

fifteen foot air bubble
northern lights

resist cold

walk the wind

Level four

ball lightning

calm storm

dissipate gases

freeze waler
invisibility

leaf rustler

phantom footman
protection from lightning
Level five

breath of life

circle of rain

darken the sky

detect the invisible
invisible wall
phantom

whirl-wind

Level six

electric field/wall
eleclromagnetism
mist of death

WATER SPELLS

Level one

cloud of steam
color water

create fog
dowsing

float on water
purple mist
saltwater to fresh
waler 10 wine
Level two

breath underwater
fog of fear

foul water

liquid (any) to waler
resist fire

ride the waves
walk the waves
waler seal

Level three

calm waters

circle of rain
command fish
freeze water

resist cold

sheet of ice

wall of ice

Level four

create water

hail

shards of ice
snow storm

swim like the dolphin
water wisps

Level five

earth to mud
protection from lightning
ten foot ball of ice
toxic mist
whirlpool

Level six

heal burns
hurricane

EARTH SPELLS

Level one
chameleon
dowsing

dust storm

fool’s gold
identify minerals
identify plants
rock to mud

rot wood

Level two

create dirt or clay
dirt to clay

dirt to sand
grow plants
hopping stones
track

wall of clay
wither plants
Level three
animate plants
create mound
crumble stone
dig

earth rumble
encase object in stone
locate minerals
wall of stone
Level four
animate object
cocoon of stone (setf)
mend stone
quicksand

repel animals
Tust

sand storm

wall of thorns
Level five

chasm

clay to lead

clay 1o stone
close fissures
mud mound
river of lava
travel through earth
Level six

clay to iron
earthquake
mend metal

sculpt and animate clay animals

stone Lo flesh

travel through stone
wood Lo stone

Level seven

create golem

metal to clay

ten foot wheel of fire snow storm ice elemental metal to wood

Level seven vacuum summon sharks/whales petrification

fire whip whisper of wind encase in ice wall of iron

melt metal Level seven Level seven Level eight

river of lava atmosphere manipulation drought cap volcano

Level eight hurricane rain dance magnetism

burst into flame rainbow storm soul transference
drought tornado tidal wave suspended animation
Page 91-95 Page 81-86 Page 95-99 Page 86-91
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ELEMENTAL MAGIC DESCRIPTIONS
AIR ELEMENTAL MAGIC

LEVEL ONE

Breath Without Air air level one

Range: self or others by touch

Duration: 10 melees per level of the warlock
Saving throw: none

This spell enables the person affected to function totally without air,
whether it be underwater or in a vacuum or in an area with little or no
oxygen. This spell does not protect the person from magic toxins
(miasma, cloud of slumber) or any other type of magic but does protect
against natural toxins such as gas.

Clap of Thunder air level one

Range: quarter mile radius per level of warlock
Duration: one-halfl melee

Saving throw: none

The warlock is able to create a booming clap of thunder that is so
loud that it seems to make the air vibrate. This is an effect method of
intimidation, showing others anger, power, or simple theatrics. People
with a low mental endurance (M.E. 8 or less) will become very jumpy
and nervous. The thunder clap also makes a handy distraction.

Cloud of Slumber air level one

Range: 90 feet

Duration: 4 melees per level of the warlock
Saving throw: standard

This spell creates a 20 by 20 by 20 foot cloud which magically induces
sleep (instantly) on all who pass through it. All affected will sleep until
the cloud dissipates and until then they cannot be roused (unless
dragged from the cloud in which case they will wake in six melees).

Cloud of Steam air level one

Range: 90 feet

Duration: 4 melees per level of the warlock
Saving throw: half damage

This spell enables the warlock to cast a cloud of steam (30 by 30 by 30
foot maximum size) up to 90 feet away. Anyone caught in the cloud or
passing through it will take 1-8 points of damage for each melee spent
in the cloud as well as being temporarily blinded for 1-6 melees. While
in the cloud victims can not see and are in pain; striking, parrying, and
dodging at -7. Saving throw: if the standard saving throw is
successfully rolled (12 or better) the victim takes half damage and is
only blinded for 1-3 melees.

Create Light air level one

Range: 6 fool radius per level of the warlock
Duration: 10 melees per level of the warlock
Saving throw: none

The warlock is able to magically create a light that is approximately
the equivalent of one candle (per level of the warlock). As with all
spells it can be cancelled at any time. Note: the warlock can increase
or decrease the light intensity by thought and can have the light remain
stationary or follow him.
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Create Mild Wind (2 mph) air level one
Range: 320 foot radius

Duration: 4 melees per level of the warlock
Saving throw: none

This spell conjures up a mild wind about 2 mph. The warlock can
control the winds direction and can direct it up to 320 feet away.

Howling Wind air level one

Range: 100 foot radius

Duration: 4 melees per level of the warlock
Saving throw: standard

The warlock is able to create a mild wind which creates an ominous,
ghostly howling. All who hear the wind will become nervous and/or
fearful. There is a 40% chance that those hearing the wind will leave
the area (run away) fearing ghosts, banshees, or worse. Those who
hear it but stay will be -1 10 strike but +2 to parry and dodge (panicky,
adrenalin flowing). Saving throw: standard; those who successfully
save are not affected/afraid.

Stop Wind air level one

Range: 100 foot radius

Duration: 3 melees per level of the warlock
Saving throw: none

The warlock is able to completely still the wind for a 100 foot radius.
No breeze or wind can penetrate this area; all is still. This spell only
affects winds gusting under 25 miles per hour.

LEVEL TWO

Change Wind Direction air level two
Range: 320 foot radius

Duration: 4 melees per level of the warlock
Saving throw: none

This spell enables the warlock to change the direction of the wind any
way he wants, as often as he wants (within his spell’s duration).

Create Air air level two

Range: S fool radius

Duration: 3 melees per level of the warlock
Saving throw: none

The warlock is actually able to create breathable air in a 5 foot radius.
This is not an air bubble so it must be done in an enclosed area
otherwise it will just dissipate. This spell does not work under water.

Heavy Breathing air level two

Range: 60 feet

Duration: 5 melees per level of the warlock
Saving throw: standard

The warlock is able to conjure a mysterious, frightful sound of heavy,
labored breathing as if something invisible was lurking about. The
warlock can mentally manipulate the sound, increasing or decreasing
the breathing rhythm and move the sound around up to 60 feet away.
The breathing can be heard in a six foot radius. Those hearing the




breathing will become fearful and panicky. There is a 60% chance that
the frightened fellow will flee in terror. Those who hear the breathing
but do not run will be -2 to strike and -1 to parry and dodge as they
shake in their boots.

Saving throw: standard; those who save are not affected/fearful.

Levitate air level two

Range: 30 feet

Duration: 5 melees per level of the warlock
Saving throw: none

This spell enables the warlock to lift himself, someone, or something
up into the air. Maximum weight is 150 pounds per level of experience.
The maximum height is 30 feet and the warlock can levitate things no
further than 30 feet away. Note: levitation is the abilily to rise straight
up into the air, horizontal movement is impossible,

Mesmerism air level two

Range: 5 feet

Duration: 4 melees per level of the warlock
Saving throw: standard

The warlock conjures a nearly invisible swirling mist which creates a
hypnotic state on the person who sees it {(one intelligent creature at a
time). This enables the warlock to induce simple hypnotic suggestions
such as “‘tell about Oscar’ or “‘you like me.”" The verbal suggestion
should be weaved into a sentence or brief conversation. The
mesmerized person will respond only to simple suggestions and cannot
be forced Lo do something that is strongly against his nature. Subtlety
is the key, using similar methods that one might use to manipulate a
drunk.

Miasma air level two

Range: 60 feet

Duration: 4 melees per level of the warlock
Saving throw: standard

This spell creates a poisonous vapor that can be cast up to 60 feet
away and affects a 10 foot radius. Those affected will instantly fall ill,
struck with fever and vomiting, All victims take 1-4 points of damage
each melee while in the vapor area and are -3 to strike, parry, or
dodge.

Northwind air level two

Range: 200 foot radius

Duration: 6 melees per level of the warlock
Saving throw: none

The warlock is able to create a biting cold wind gusting up to 15 miles
per hour. This wind will chill everyone to the bone unless they seek
shelter or bundle up.

Silence air level two

Range: 15 foot radius

Duration: 5 melees per level of the warlock
Saving throw: none

By magically controlling the air vibrations the warlock can muffle any
sound within a 15 foot radius. This creates a 93% prowl rating even
for a small crowd clad in chain mail or plate armour. The spell affects
only sound within the 15 foot radius around the warlock.
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Wind Rush (60 mph) air level two
Range: 120 feet

Duration: one melee

Saving throw: to keep balance

This spell creates a short, powerful wind gusting at 60 mph which is
capable of knocking people down, knocking riders of mounts, blowing
small objects 20 to 120 feet away, or creating dust storms.

The wind can be directed by the warlock at a specific targel or a
general sweep ( maximum wind width 20 feet) can be made. Any
caught in the wind is helpless and unable to attack or move forward. It
take an additional melee to recover,an 1-8 to gather up all the items
blown away.

Saving throw: a roll of 18 to 20 saves one from losing one’s balance
and/or losing some item.

LEVEL THREE

Call Lightning air level three
Range: 120 feet

Duration: instant

Saving throw: none

This spell creates a lightning bolt which can be directed at any specific
target up to 120 feet away. The lightning bolt sHoots down from the
sky hitting the desired target. The target or area must be within the
warlocks line of vision. The lightning bolt does one 6 sided die of
damage per level of the warlock.

Float in Air air level three

Range: self or other within 30 feet
Duration: 10 melees per level of the warlock
Saving throw: none

This spell creates air currents which hold a person or object aloft
hovering about one foot above the ground. It can be used to slow
someone’s descent from a fall or used to float on top of water.
Movement is awkward and slow while in the air. Speed of the floating
person is reduced to half, all attacks, strikes, parries, and dodges are at
-1.

Darkness air level three

Range: 5 foot radius per level of the warlock
Duration: 10 melees per level of the warlock
Saving throw: none

This is an wun-natural darkness which cannot be dispelled by normal
flames. Nightvision is cut to half in such enchanted darkness. Those
with a prowling ability add 16" to their prow! skill while in the
darkness only.

Fingers of the Wind air level three

Range: 90 feet

Duration: 3 melees per level of the warlock
Saving throw: none

The warlock can conjure a wind and manipulate it to touch, tap,
bump, or press against a person or object. It can also put out candles,
slam doors shut, or move or knock over small items weighing less than
10 pounds.



Fifteen foot Air Bubble air level three
Range: 15 foot bubble

Duration: 15 melees per level of the warlock
Saving throw: none

The warlock is able to create a durable 15 foot air bubble. The air
bubble will contain breathable air for its duration and can be used
under water. The bubble can be pierced and popped by normal
weapons. The bubble has an armour rating of 6 and 30 S.D.C.

Northern Lights air level three

Range: 30 foot radius

Duration: 4 melees per level of the warlock
Saving throw: standard

This spell conjures forth a kaleidoscope of swirling, changing colors
stunning/dazzling all who behold it. Victims will gaze helplessly into
the dancing colors, not speaking, moving, attacking, parrying, dodging,
etc., for the duration of the light show. All senses return at spells end.
This spell can be cast up to 60 feet away.

Resist Cold air level three

Range: self

Duration: 30 melees per level of the warlock
Saving throw: qoné

The warlock is able to resist/ignore the effects of cold functioning
without discomfort or ill effects,

Walk the Wind air level three

Range: sell or others

Duration: 20 melees per level of the warlock
Saving throw: none

This is a sort of limited fly spell enabling those enchanted to hover up
to 20 feet off the ground and glide along the wind currents. Warlocks
love to impress people by casting this spell and walking into the sky as
if climbing a staircase.

Speeds: walking persons normal speed

gliding, up to a maximum of 20 feet.

This spell offers maximum control and maneuverability. There are no
restrictions in combat,

LEVEL FOUR

Ball Lightning air level four

Range: 90 feet thrown or energy field
Duration: special

Saving throw: none

This spell creates three basketball sized balls of lightning which will

hover at the side of the warlock. With a simple gesture the three balls
are hurled at their target.
The player must roll a 20 sided die to strike just as if the ball were a
normal thrown weapon but the magic balls are +5 to strike, Damage
is one 6 sided die for each ball per level of the warlock. The balls are
destroyed on impact.

An electrical field can be created by placing the three balls in a
triangular formation about four feet apart. This creates an electrical
energy field 8 by 8 by 4 feet per level of the warlock that does 2-12
points of damage to anyone who passes through it. People in metal
armour take an additional ten points of damage on contact. g.
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Duration of the field is 3 melees per level of the warlock.
Destroying the field by destroying all three balls is possible. Each ball
has an A,R. 5and 30S.D.C.

Calm Storm air level four

Range: 90 foot radius per level of the warlock
Duration: 30 melees per level of the warlock
Saving throw: special

The warlock can impose his will over the forces that be, reducing the

intensity of a storm by half. The warlock can affect/influence a %0
foot radius per level of experience.
Saving throw: This calming effect is automatic against normal storms
of any kind. Calming magically created storms is more difficult as it
pits the warlock against the storm’s creator. This mental and magic
duel is exactly like the wizard Negate Magic

Dissipate Gases air level four

Range: 30 fool radius

Duration: 4 melees per level of the warlock
Saving throw: none

This spell dissipates/destroys all gases including magical. It reduces
all damages and side effects by half and will completely dissipate a 30
foot radius of gas in B melees.

Freeze Water air level four
Range: 30 feet

Duration: varies

Saving throw: none

The warlock is able to freeze 20 gallons of water per level of his
experience. This water will remain frozen until it melts due to normal
conditions. This spell can be cast up to 30 feet away.

Invisibility air level four

Range: self or 6 foot radius

Duration: 10 melees per level of the warlock
Saving throw: none

This spell renders the warlock or everyone/everything in a 6 foot
radius invisible. The spell requires intense concentration on the part of
the warlock preventing him from casting any additional spells unless he
drops the invisibility. He cannot perform any complicated task lest he
lose concentration and become visible. All effects and abilities are
identical to the wizard spell of invisibility.

Leaf Rustler air level four
Range: immediale area
Duration: 30 melees

Saving throw: none

Through this spell the warlock is able 1o summon and command a
simple mischievous air elemental. This air elemental can be assigned an
area or told to follow a particular person or group and rustle leaves,
make noise, breath heavy, knock over objects, slam doors, tap, thump,
blow out candles, etc.

Leaf Rustler

A R. 12 Hit points 20

Invisible, 3 feet tall

P.S.4P.P.6 Flyspeed 20

1.Q. 5 +4 to dodge

The leaf rustler is too puny to steal any item weighing more than 3
pounds and is too dumb to spy or follow complicated orders. It will
remain in this world until the spell's duration ends or the warlock sends
it back.




Phantom Footman air level four

Range: immediate area

Duration: 15 melees per level of the warlock
Saving throw: none

This is another spell that enables the warlock to summon and
command a lesser air elemental, This invisible aid will stay at the
warlock’s side (30 foot radius) helping to carry items, open doors,
locate secrel compartments/doors (89%), fly slightly ahead to check
oul a passage, elc.

Phantom Footman

A.R. 12 Hit points; 30

Invisible 6 feet tall

P.S. 20 P.P. B Fly speed 25

1.Q. 7 +4 to dodge

Impervious to normal weapons.

The footman can carry up to 250 pounds and still move at iis
maximum speed. It can perform simple 1asks and simple
reconnaissance. The elemental servant will obey only the warlock and
will stay within 30 feet of him. It will remain in this world until the
spell’s duration elapses or it is sent back by the warlock.

Protection from Lightning air level four
Range: self

Duration: 10 melees per level of the warlock
Saving throw: none

The warlock is able to make himself nearly impervious Lo lighining or
electrical effects. All damage is reduced to one-third from all electrical
based energies.

LEVEL FIVE

Breath of Life air level five
Range: touch

Duration: permanent
Saving throw: none

This is the only life restoring elemental magic spell that exists. It will
restore life to any creature which has died within the past 24 hours.The
breath of life restores life into someone who is recently dead but does
not restore missing limbs, heal burns, or cure insanity. 1t only restores
one-half of the creatures original hil points, the rest must be regained
through other means.

The warlock can revive a recently dead person by invoking the
elemental magic and pressing his mouth to the dead person's mouth
and blowing his breath into the lungs of the corpse. The person will
revive in 3 melees if successful
Success Ratio: 74%

This spell can be attempted only once although another warlock can try
on the same body.

Circle of Rain air level five

Range: 60 foot radius per level of the warlock
Duration: 30 melees per level of the warlock
Saving throw: none

Through this elemental magic the warlock can create a heavy
downpour accompanied by thunder, lightning, and clouds. Anyone in
the circle of rain will become soaking wet, chilled, movement slowed by
one-third, and the sense of hearing and vision will be impaired (both
normal and nightvision reduced to 30 feet). This magic can be done
indoors and outdoors.
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Darken the Sky air level five

Range: 300 feet per level of the warlock
Duration: 60 melees per level of the warlock
Saving throw: none

The warlock is able to manipulate atmospheric conditions by causing
the sky to darken/turn grey and large black, ominous clouds to roll in
as if a terrible storm were coming. A slight chill also permeates the
area. This can only be done outside,

Detect the Invisible air level five

Range: 60 feet in line of vision

Duration: 10 melees per level of the warlock
Saving throw: none

The warlock is able to see/detect an invisible creature within his line
of sight clearly and distinctly. The spell endows only the warlock with
this ability.

Invisible Wall air level five

Range: 8 by 8 by 8 feet per level of the warlock
Duration: 2 melees per level of the warlock
Saving throw: none

This elemental magic creates an invisible wall composed of wind and
water that cannot be penetrated because it continually renews itself. A
Dispel Magic Barriers will destroy it completely in the blink of an eye.
This spell can be cast up to 60 feet away.

Phantom air level five

Range: immediate area

Duration: 15 melees per level of the warlock
Saving throw: none

This spell summons a minor air elemental that will do the bidding of
the warlock who summoned it. It will scoul ahead, spy, hunt, kill,
defend, attack, etc.

The Phanton

A.R. 12 Hit points 30

8 feel tall, invisible

Flies at speed 40, P.S. 221 P.P. 19 1.Q. 10
Does |-8 damage or by weapon

+ 2 1o strike, parry, and dodge

+6 10 damage, 2 attacks per melee

+4 1o dodge while lying

locates secret compartment/door 89%

can cast all air elemental magic level one at fourth level proficiency
can cast eight spells per day

Natural state is invisible (cannot turn visible).
Impervious to normal weapons.

When ordered to kill someone it will use what weapons that are at
hand and/or magic. All elementals can see the invisible.

Whirlwind air level five

Range: 20 foot radius, 300 feet distance
Duration: 3 melees per level of the warlock
Saving throw: none

The warlock creates a whirlwind which is a rotating windstorm of
limited intensity moving in an inward and upward spiral motion. lis 75
mph winds will suck up, hurl and dash to the ground anyone or
anything within its 20 foot radius. Anyone caught in the wind cannot
attack, cast spells, speak, etc. They will be snaiched up and hurled
about 12 10 24 feet taking 2-12+2 points of damage. (The whole
experience lasts about one melee.)



Objects such as wooden doors, fences, walls, etc., exposed to the full
force of the whirlwind will be smashed within two meles. Stone is
hammered al a rate of one foot per every four melees; iron is not
affected.

The whirlwind can move all directions but must be manipulated by
the warlock requiring his full attention. A warlock cannot cast any
other spells while maneuvering a whirlwind and must be within 300 feet
of it.

LEVEL SIX

Electrical Field air level six

Range: 10 by 10 by 5 feet per level of the warlock
Duration: 6 melees per level of the warlock
Saving throw: none

The electrical field is a crackling wall of energy that inflicts 4-24
points of damage on anyone who attempts to pass through it. There is
a 50% chance of being stunned for 2-12 melees taking an additional
4-24 points for each melee caught in the field. People clad in melal
armour take an extra 20 points of damage automatically. All damage
is subtracted from hit points and not armour S.D.C. The field cannot
be attacked or destroyed but a Dispel Magic Barriers will destroy it
instantly. Can be cast up to 200 feel away.

Electromagnetism air level six

Range: 20 foot radius

Duration: 20 melees per level of the warlock
Saving throw: none

This spell creates an area (20 foot radius) that is super magnetized.
Any iron or iron alloy that enters its radius will be irresistibly drawn to
the center or the field and held there until pulled away or the spell
elapses.

The magnetic force is invisible and undetectable except for the
irresistible pull if a iron object is placed in the field. To remove an
object requires a combined strength (P.S.) f 600. The force can pull
and hold a single object weighing up to 1000 pounds. The magnetism
is 50 strong that it will rip swords from their scabbards, iron utensils
from pockets, and draw 1o it an entire suit of armour man and all.
Even though it is not a magic barrier a Dispel Magic Barriers spell can
destroy the field; the magnetic field has a + 3 to save however.

Mist of Death air level six

Range: 90 feel distance, 10 fool radius
Duration: | melee

Saving throw: standard

This elemental magic spell creates a toxic red mist that affects a 10
foot radius, inflicting 20 points of damage to everyone il touches. The
mist lasts only one melee and dissipates instantly. The warlock can cast
it in any area up to 90 feet away. Saving throw: standard, those who
successfully save take no damage.

Snow Storm air level six

Range: 135 foot radius per level of the warlock
Duration: 8 melees per level of the warlock
Saving throw: none

Drops the temperature to 15 degrees fahrenheit, creates 30 mph
winds, and creates snow and hail with a three foot accumulation every
other melee. Reduces speed by half, reduces vision to 20 feet, and

inflicts 1-8+ 1 points of damage each melee. “fects everyone in the
storm radius. Can be cast up to 240 feel away.

Vacuum air level six

Range: 2 foot radius per level of the warlock

Duration: 2 melees per level of the warlock

Saving throw: special

The warlock is able to create a vacuum (an area devoid of air). If the
vacuum is placed around a person/animal the person will immediately
begin to choke/gasp for air and will be rendered unconscious in four
melees. Suffocation occurs in six melees. Air elementals caught in a
vacuum suffer 1-8 + 2 points of damage each melee,

Saving throw: the standard roll is made but it is to indicate if the
person can escape from the vacuum area. The victim can roll two
times in the first four melees only.

Note: the warlock can manipulate the vacuum as he desires at a speed
of 8.

Whisper of the Wind air level six
Range: 40 miles per level of the warlock
Duration: special

Saving throw: none

This spell enables the warlock to send a verbal message (under 60
words) on the tongue of the wind. The message will travel on a gust of
wind (40 mph) and can be sent to anyone within range as long as their
exact location is known. The person receiving the message will hear it
clearly whispered in his ear as the wind caresses his chest. The message
is only spoken once.

LEVEL SEVEN

Atmosphere Manipulation air level seven
Range: 300 foot radius per level of the warlock
Duration: 30 melees per level of the warlock
Saving throw: none

This elemental magic enables the warlock to actually manipulate
atmospheric conditions. In this way he can increase precipitation to
cause heavy or light rain, a storm, frost, snow, darkness in the sky,
clouds to roll in, etc. He can also slow or stop rain, make clouds go
away, etc. Specifically the warlock can:

1) Raise or lower the temperature 10 degrees per level of experience.
2) Increase or decrease the wind 10 mph per each level of experience.
1) Increase or decrease precipitation 12% per level of experience.

4) Create normal fog.

5) Dispel normal fog al a rate of 6 foot radius per level of experience.

The proper manipulation of temperature and precipitation can create
any number of atmospheric conditions.

Hurricane air level seven

Range: 120 foot radius; cast up to 300 ft. away.
Duration: 6 melees per level of the warlock
Saving throw: none

This elemental magic conjures a greal sea storm with 100 to 150 mph
winds blowing around within its 120 foot radius. The sea is lashed into
huge waves (4-24 feet) which will batter and destroy all but the largest
ships in 2-12 melees. Torrential rains, thunder and lighining
accompany these terrific winds. Any person foolish enough to be
above decks during this storm will take 1-6 points of damage per melee
due to flying debris, wind, and hail.



Rainbow air level seven

Range: | mile

Duration: 15 melees per level of the warlock
Saving throw: standard

Through this magic spell the warlock creates a rainbow, extraordinary
in its primatic color display arcing across the sky. The gentle beauty of
this sight will raise the morale of all who view it, instilling a deep feeling
of wonder, self worth, hope and job.

Tornado air level seven

Range: 100 fool radius

Duration: 5 melees per level of the warlock
Saving throw: none

The warlock creales the most severe storm possible, a tornado,
accompanied by heavy rain, hail, thunder, lightning, and roaring winds.
People within 100 feet of the funnel cloud take 3-18 points of damage
each melee from flying debris,

The awesome black funnel cloud is the center of the storm with winds
of 120 to 180 mph. The funnel sucks in everything within its 100 fi.
radius destroying all wooden and clay structures and uprooting Lrees in
one melee. I1 destroys stone structures (up to 8 feet thick) in two
melees, and metal structures (up to 4 feet thick) in four melees. Any
living creature caught in the funnel takes 1-6 points of damage per level
of the warlock plus 20,

The warlock can maneuver the tornado as he desires in any direction.
This requires the full attention of the warlock so he may not cast any other
spells for the duration of the tornado. Should the warlock be knocked un-
conscious or killed, there is a 64 % chance the tornado will run wild and
uncontrolled, disappearing only after the full spell duration has elapsed.

EARTH ELEMENTAL MAGIC

LEVEL ONE

Chameleon earth level one

Range: sell or others by touch

Duration: 18 melees per level of the warlock
Saving throw: none

This spell enables the affected person to seemingly alter the color and
patterns of his clothes and physical body enabling him to blend into the
surrounding environment. Movement destroys the effectiveness of this
magic.

90% undetectable if unmoving

70% undetectable if moving 2 feet per melee or slower
20% undeteciable if moving 6 feet per melee

totally ineffective if moving any faster.

Dowsing earth level one

Range: 120 foot radius

Duration: 10 melees per level of the warlock
Saving throw: none

This is the magically induced ability to sense the location of fresh
(drinking) water, whether it be a stream, pond, river, or underground.
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Dust Storm earth level one

Range: 20 foot radius per level or the warlock
Duration: 8 melees per level of the warlock
Saving throw: none

The warlock can cast a dust storm up to 120 feet away. Victims
caught in the storm will find their vision impaired (both nightvision and
normal), speed reduced by one-third as well as finding the whole
situation uncomfortable and difficult to speak or cast spells.

Fool's Gold earth level one

Range: 5 feet

Duration: 20 melees per level of the warlock
Saving throw: standard

This elemental magic enables the warlock to cause any object to appear
to be made of gold. After the warlock leaves, the object will still retain
its gold appearance until the spell elapses. The effect is temporary and,
upon close examination by those who can recognize precious metals it is
seen that it is not gold.

Saving throw: standard with those who save recognizing it 10 be fool's
gold.

Identify Minerals earth level one

Range: 5 feet

Duration: 3 melees per level of the warlock
Saving throw: none

The warlock is temporarily instilled with the knowledge of all minerals
and fossil type formations. Thus he can identify minerals, rocks,
metals, stones, with a 90% success ratio.

Identify Plants earth level one

Range: 5 feet

Duration: 3 melees per level of the warlock
Saving throw: none

Just like the previous spell, the warlock is endowed with the ability to
recognize all types of plants, fruits, molds, and even herbs and powders
which are primarily composed of planits,

Rock to Mud earth level one
Range: 20 feet

Duration: instant/permanent
Saving throw: none

This magic turns any type of stone or rock into mud. The warlock
can transform 30 pounds of stone per level of experience. The spell
can be cast up to 20 feet away.

Rot Wood earth level one
Range: 20 feet

Duration: instant/permanent
Saving throw: none

This elemental magic rots the structure of wood. This reduces its
strength and structure by half. The warlock can affect 30 pounds of
wood per level of experience.



LEVEL TWO

Create Dirt or Clay earth level lwo
Range: 12 feel

Duration: instant/permanent
Saving throw: none

This spell enables the warlock to actually create dirt or clay out of
thin air. He can conjure up 30 pounds per level of experience.

Dirt to Clay earth level two
Range: 12 feet

Duration: instant/permanent
Saving throw: none

This spell enables the warlock 1o transform dirt into clay. Fifly
pounds of dirt per level of the warlock is affected. The warlock can
affect dirt no farther than 12 feet away.

Dirt to Sand earth level two
Range: 12 feel

Duration: instant/permanent
Saving throw: none

Another transformation spell, the warlock is able to change dirt into
sand, ¢[fecting 50 pounds per level of experience.

Grow Plants earth level two

Range: 10 fool radius per level of the warlock
Duration: one month per level of the warlock
Saving throw: none

This spell increases. the fertility of the area soil and doubles the
natural growth rate of those plants on it.

Hopping Stones earth level two

Range: 60 feet

Duration: 4 melees per level of the warlock
Saving throw: none

With this spell the warlock can make any stones, pebbles, or rocks
hop and jump creating a bizarre spectacle or using them to pelt people.
The stones can hop up to 6 feet and a maximum of 50 pounds of stones
are affected. An assault of pebbles does 1-8 points of damage. Small
rocks do 1-4 points each, large (shoe size) do 1-6, and very large
(football sized) 1o 2-12. The attack can be spread oul to assault several
people or directed on one person.

Track earth level two

Range: self or others

Duration: 10 meiees per level of the warlock
Saving throw: none

This spell endows the person with the ability to follow tracks. This is
a temporary ability enabling the person to track with a 77%
proficiency. See track skill description for further details.

Wall of Clay earth level two

Range: 8 by B by 4 feet per level of experience
Duration: 12 melees per level of the warlock
Saving throw: none

The warlock can create a wall of clay with a total S.D.C. of 100 per
level of experience. The wall can be cast up to 60 feet away.

Wither Plants earth level two

Range: 8 foot radius per level of the warlock
Duration: permanent

Saving throw: none

This spell kills all plant life within a 20 foot radius of the warlock. In
the case of trees and heavy shrubs or vines their structure is weakened
by one-half. The process takes three melees Lo complete.

LEVEL THREE

Animate Plants earth level three

Range: 40 foot radius

Duration: 4 melees per level of the warlock
Saving throw: none

This spell enables the warlock to mentally manipulate all plant lile
within a 40 foot radius around him. Thus he can cause any vines,
weeds, shrubs, or trees to trap and ensnare an animal, entangle
someone, or cover something. He can also manipulate the larger plants
1o grab and hold something. Although the limbs of the plants can be
made to move and function like hands and arms, they are still restricted
to the fact that the plant is rooted in the soil.

This spell requires the full concentration of the spell caster preventing
him from casting any other spells. Notes on plants: since the warlock
is likely to use this spell to impede movement and to attack here are
some basic slatistics;

Weeds, grass, soft plants: A.R. 2 S.D.C. 1-6, damage 0

Heavy weeds, vines: A.R. 5, S.D.C. 2-12, damage 1-6 per melee
Bushes, shrubs, small trees: A.R. 5, S.D.C. 3-18 + 4, damage; strangle
1-6 per melee or 1-4 each limb

Average trees: A.R. 8, S.D.C. 10-80, damage 1-8 per hit Large trees:
AR, 10, S.D.C, 20-120 + 40, damage 2-12 per hit

Maximum atlacks by a plant per melee is eight.

All attacks must be within the warlock's line of vision. Entanglement
can be utilized within the entire radius of control, even outside the line
of vision.

Create Mound earth level three

Range: 10 by 5 by 5 feet per level of the warlock
Duration: 20 melees per level of the warlock
Saving throw: none

The warlock is able to move the earth to create a huge mound in the
terrain. This is particularly handy in roughing up land, creating an
area to hide, or creating a lookout post. One mound is created each
time the spell is cast.

Crumble Stone earth level three
Range: 12 feet

Duration: instant permanent
Saving throw: none

This spell weakens or crumbles stone and rock. This reduces its
structure by half. The warlock can crumble 50 pounds of stone per
level of experience.



Dig earth level three

Range: immediate area

Duration: 6 melees per level of the warlock
Saving throw: none

This unique spell unleashes an invisible force that will dig a hole or
tunnel for the warlock. It can dig through 10 feet of dirt per melee, 5
feet of clay, or 2 feet of stone per melee. This stone must be somewhal
loose for this to work. A solid stone wall cannot be dug through.

Earth Rumble earth level three

Range: 30 foot radius

Duration: 1 melee per level of the warlock
Saving throw: standard

The earth rumble spell causes the earth within a 30 foot radius to
rumble, shake, and tremble as if an earthquake was occurring. This
will usually cause panic (unless a saving throw vs magic is made) among
those experiencing the tremor causing animals to flee in panic (85%
chance) and people as well (60% chance). It can be cast up to 90 feet
away,

Encase Object in Stone earth level three
Range: 8 feet

Duration: instant/permanent

Saving throw: none

This spell works on objects (non-living). The warlock can magically
encase any one object in a block of stone without damaging the item.
The item will be permanently encased and must be broken free from
the stone if it is to be retrieved, Very small items such as coins or gems
can have up 1o a dozen encased in the same block. The warlock can
create up to 35 pounds of stone lo encase an object. The objects must
be fairly small (6 inch circumference) or fairly long and narrow. The
stone encasement is solid with an A.R. of 14 and a 5.D.C. of 50.

Locate Minerals earth level three

Range: 40 foot radius

Duration: 4 melees per level of the warlock
Saving throw: none

The warlock is instilled with the temporary ability to sense and locate
a particular mineral within a 40 foot radius (including underground
deposits).

Wall of Stone earth level three

Range: 8 by 8 by 2 feet per level of the warlock
Duration: 10 melees per level of the warlock
Saving throw: none

This spell creates a wall of stone with a total S.D.C. of 300 per level
of the warlock. The wall can be cast up to 60 feet away.

LEVEL FOUR

Animate Object earth level four

Range: 40 feet

Duration: 4 melees per level of the warlock
Saving throw: none
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This powerful elemental magic enables the warlock to animate any
wood, clay, or stone object weighing less than 50 pounds. Thus he can
bring a chair or table to life bucking or kicking or running about a
room, or make a jug or pot dance merrily across a table top. These
objects as weapons do 1-6 damage if small (broom, stick, club, chair,
jug, etc.) or 1-8 if large (ltable, sofa, large chair, etc.) Animated
weapons constructed of wood or mostly wood or stone do their normal
damage. The object has one attack per melee, speed of 8, +3 to parry,
and +2 to hit.

Cocoon of Stone earth level four

Range: self

Duration: one day per level of the warlock
Saving throw: none

Similar to the encase objects in stone, this spell enables the warlock lo
encase himself in a protective cocoon of stone. The warlock is in a
semi state of suspended animation and even though the stone is solid he
can breath. While in the stone he cannol communicate verbally or cast
spells. He is safe from extreme heat, cold, fire, magic clouds, and any
other physically disabling phenomenon. The warlock can mentally
cancel the cocoon at any time.

Cocoon: A.R. 16, S.D.C. 300, weight 500 pounds, thickness one foot

Mend Stone earth level four
Range: touch or immediate area
Duration: instant/permanent
Saving throw: none

This spell mends/ restores clay, stone, or rock sealing cracked or
fractured pottery and rejuvenating crumbling or deteriorating stone.
This increases the crumbling stone’s S.D.C. by one-half and stops
deterioration. The warlock can restore up to 70 pounds of stone or
clay.

Quicksand earth level four

Range: 4 foot radius per level of the warlock.
Duration: 20 melees per level of the warlock
Saving throw: none

The warlock transforms normal earth or stone into a pool of
quicksand. Anyone stepping into it will find himself sinking at a rate
of 2 feet per melee. Struggling doubles the sinking rate. Once
submerged the victim will drown within 6 melees (loses consciousness
in 4). The quicksand is covered by leaves or water looking like a pool,
pond, or bog, 79% undetectable outdoors, 97% undetectable in
swampy area, and 30% undetectable indoors.

Repel Animals earth level four
Range: 20 foot radius
Duration: 15 melees

Saving throw: special

This spell repels all animals from the area (insects not included). The
animals simply find the area disturbing and will not enter it. They may
pace or wail just beyond the protective radius. Saving throw: each
animal must roll a 17 or higher to not be affected by the spell. Pack
animals would tend to follow their leader (50%) even if they have failed
the roll.



Rust earth level four

Range: 12 feet

Duration: instant/permanent
Saving throw: none

This elemental magic weakens or rusts iron. This reduces its structure
by one-third. The warlock can rust 40 pounds of iron per level of
experience. The spell can be cast up to 12 feet away.

Saving throw: one for normal iron or steel but this spell is totally
ineffective against magic items.

Sand Storm earth level four

Range: 20 foot radius per level of the warlock
Duration: 6 melees per level of the warlock
Saving throw: special

The warlock can cast the storm up to 120 feet away. Victims are
blinded while in the storm, all sense of direction is lost, strike, parry
and dodge at -4, and everyone takes 1-4 damage every melee, Speed is
reduced by half.

Saving throw: those who successfully save vs magic take no damage
and maintain normal speed.

Wall of Thorns earth level four

Range: 10 by 10 by 10 feet per level of the warlock
Duration: 10 melees per level of the warlock
Saving throw: none

This spell weaves a dense wall of hard, gnarled vines with long, sharp
thorns. If someonc falls into the thorns he takes 5 to 30 points of
damage. Those wearing full suits of plate or banded armour can chop
through the wall with little danger at a rate of 4 feet per melee.

LEVEL FIVE

Chasm earth level five

Range: 120 feet

Duration: 10 melees per level of the warlock
Saving throw: none

This spell splits the earth creating a yawning chasm that is 40 feet
long, 20 feet long, and 20 feet deep per level of the warlock. At spells
end the earth will close up as if it had never happened. The spell can
be cast up to 120 feet away. Falling into the chasm does 1-8 damage
for every 20 feet of depth.

Clay to Lead earth level flive
Range: 12 feet

Duration: instant/permanent
Saving throw: none

This transformation spell converts ordinary clay into lead. The
warlock can affect 50 pounds of clay per level of experience. The spell
can be cast up to 12 feet away.

Clay to Stone earth level five
Range: 12 feet
Duration: instant/permanent
Saving throw: none
Another transformation spell that changes clay into stone. The
warlock can change S0 pounds of clay per level of experience.
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Close Fissures earth level live

Range: 60 feet

Duration: 8 melees per level of the warlock
Saving throw: none

This elemental magic will temporarily close any (non-magic) fissures,
chasms, etc. The warlock must be within 60 feet of the edge of the
chasm's edge and can close the opening by 50 feet in length, 30 feet in
width per level of his experience.

Mud Mound earth level five

Range: immediate area

Duralion: 30 melees per level of the warlock
Saving throw: none

This spell summons forth an earth elemental that appears as a huge
walking mound of mud. The mud mound will obey any and all simple
commands (rom the warlock, attack, lift, carry, etc.

The Mud Mound

A.R. 16 (other blows hit but just pass through the mud)

Hit points 38, 12 feet tall

P.S. 20, P.P. 18, 1.Q. 7, Speed 10

does 1-8 damage or by weapon; +2 to strike, parry, and dodge
+ 5 to damage, 2 attacks per melee

Can cas! all earth elemental magic level one

fourth level proficiency, can cast 8 spells a day

River of Lava earth level five

Range: 120 feet

Duration: 6 melees per level of the warlock
Saving throw: none

An impressive and deadly spell, the warlock can create a boiling river
of lava that is 30 feet long, 10 feet wide, and 5 feet deep per level of
experience. Creating the lava directly underneath a group/army is a
vicious but terribly effective ploy; killing all or most and barring the
path for others. Falling into the lava does 4-24 +10 damage each
melee. Victims can be pulled or levitated out but will be hideously
burned and will take an additional 3-18 points of damage from the still
flaming lava that clings to their body (this lasts for 3 melees unless
cooled somehow). The river can be cast up to 120 feet away.

Travel Through Walls earth level five
Range: self

Duration: 8 melees per level of the warlock
Saving throw: none

This spell enables the warlock to travel/walk right through earth (dirt,
sand, and clay but not stone, wood, or iron). The warlock can pass
through earth substances like a ghost through a wall. Rate of travel 60
feet per melee through dirt or sand or 40 feet per melee through clay.
If in the earth when the spell duration elapses the warlock will
materialize and die instantly. He cannot cast spells or speak while
traveling through earth.

LEVEL SIX

Clay to Iron earth level six
Range: 12 feet

Duration: instant/permanent
Saving throw: none

A transformation spell that changes clay into iron. The warlock can
affect up to 50 pounds of clay per level of his experience.



Earthquake earth level six

Range: 120 feet

Duration: 4 melees per level of the warlock
Saving throw: none

This devastating elemental magic invocation does not simply open up
a chasm in the earth but is an awesome destructive force. Tne quake
sends out terrible shock waves as the very ground rumbles, undulates,
and tears open. A fissure will ripple down the center of the quake
ripping apart any in its wake doing 1000-4000 points of damage per
structure. The fissure will run 60 feet long, 20 feet wide, and 20 feet
deep per level of the warlock. Victims falling into the opening take 1-8
points for each 20 feet fallen. The warlock can close the fissure at will
or it will close by itself at spelld end; those caught in the fissure at
closing are crushed taking 250 points of damage.

Shock waves radiating away from the fissure do 6-36 +40 points to
any structures within 100 feet of the quake center each melee. People
take 1-8 points from falling debris each melee and their speed is
reduced by one-third.

Saving throw: none but a Dispel Magic Barriers will instantly dispel
the quake (the quake is + 5 lo save however).

Mend Metal earth level six
Range: touch or immediate area
Duration: instant/permanent
Saving throw: none

This spell mends/restores iron, steel, and metal alloys, sealing cracks
or fractures in any metal substance and rejuvenating rusted metal. This
increases the S.D.C. of rusted metal by one-third and stops the
deterioration. Armour can be mended by this process restoring 20
S.D.C. (up to the original of the suit). This spell does not effect magic
weapons, armour, or items. The warlock can mend up to 60 pounds of
metal per level of experience.

Sculpt and Animate Clay Animals earth level six
Range: touch/200 foot radius

Duration: 6 hours per level of the warlock
Saving throw: none

This elemental magic enables the warlock to sculpt any type of animal
real or imagined up to 12 feet tall and/or long and animate it so that it
moves like a living beast. The clay animal is under the warlock’s
mental control but must be within a 200 foot radius. This particular
mental manipulation is very simple so that the warlock can cast other
spells or engage in other activities.

Clay creature: A.R. 6, S.D.C. |1-8 per level of the warlock
Speed 10 (max), damage 1-4, 2 attacks per melee

Special note:

The right combination of spell can make the creature more formidable.
Combining a clay to stone and a breath of life will create a stone
golem-like creature (A.R. 14, S.D.C. doubled, damage 2-12). A similar
combination will create an iron golem-like creature (A.R. 16, 5.D.C.
tripled, damage 3-18). Or a clay to stone, stone to flesh, and a breath
of life will create a living zombie-like creature (A.R. §, hit points 1-6
per level of warlock, damage 1-6, speed 12).

Stone to Flesh earth level six
Range: 12 feet

Duralion: instant/permanent
Saving throw: none

This spell transforms stone to flesh and can restore people who have
been turned Lo stone back to normal. The warlock can change 50
pounds of stone per level of experience.

Travel Through Stone earth level six
Range: self

Duration: 8 melees per level of the warlock
Saving throw: none

This spell enables the warlock to travel/walk right through stone
(rock, sand stone, lime stone, elc. but not wood or metal). Rate of
travel is 30 feet per melee; all restrictions of Travel Through Earth
apply to this spell also.

Wood to Stone earth level six
Range: 12 feet

Duration: instant/permanent
Saving throw: none

This transformation spell enables the warlock to change wood (non
living) into stone, affecting 60 pounds of wood per level of experience.

LEVEL SEVEN

Create Golem earth level seven
Range: Touch

Duration: permanent

Saving throw: none

The warlock first sculpts a golem (humanoid shaped) from clay with
two onyx gems, worth no less than 100 gold each, for eyes and a heart
of iron. The golem can be of any size up to 18 feet tall. The clay is
then turned to stone (or iron). Then through the elemental magic
golem spell the warlock places a single drop of his blood on the
golem’s forehead; six hit points are permanently drained from the
warlock into the golem bringing it to life.

The Golem (stone)

A.R. 14, hil points 60

1.Q. 8, P.S, 25, P.P. 20, Speed 12
allacks per melee 2, damage 2-12

+ 10 to damage, +3 to parry/dodge, + 2 vs magic
Psionic mental attacks have no affect. Magic loxins, sleeps, charms,
mesmerism, and mental assault have no affect. Fire and cold have no
affect. Mend stone restores 20 S.D.C. to the golem each time it is cast
on him.

An Iron Golem

A.R. 17, hit points 66

1.Q. 8, P.S. 25, P.P. 20, Speed 10

+ 10 to damage, + 3 to parry/dodge, + 2 vs magic

Everything else stated under stone golem applies here except a mend
melal is required Lo restore S.D.C.

The golem will obey only its creator and will follow any of his
commands. Golems have no emotions, desires, ambitions, etc.; they
are basically giant stone or iron robots,

Metal to Clay earth level seven
Range: 12 feet

Duration: instant/permanent
Saving throw: none

This transformation spell changes metal into clay. The warlock can
change 60 pounds of iron per level of experience.

Petrification earth level seven
Range: 40 feet

Duration: permanent

Saving throw: standard



This is yet another transformation spell that changes any living
creature to stone. The victim must be within the warlock’s line of
vision and not further than 40 feet away. The affects of petrification
are instant and permanent. However, a stone to flesh spell will restore
the petrified creature back to life.

Saving throw: if successful in saving against magic the person is not
affected at all.

Wall of Iron earth level seven

Range: 8 by 8 by 2 feet per level of the warlock
Duration: 10 melees per level of the warlock
Saving throw: none

The warlock can create a wall of iron with a total S.D.C. to 400 per
level of experience and 2 feet in thickness. The wall can be cast up to
60 feet away.

LEVEL EIGHT

Cap Volcano earth level eight

Range: 300 feet

Duration: 6 hours per level of the warlock
Saving throw: none

This powerful spell enables the warlock to place a temporary cap on a
volcano stopping the flow of lava, ash, and soot. The warlock must
get dangerously close, however, to the volcano's mouth lo place a cap
on it.

Magnetism earth level eight

Range: 30 feet radius

Duration: 30 melees per level of the warlock
Saving throw: none

Identical to electromagnetism spell.

Soul Transference earth level eight
Range: self

Duration: instant/permanent
Saving throw: none

Through this spell the warlock can permanently transfer his soul
(1.Q.., M.A., M.E., personality, memories, etc.) into any object of
stone, clay, iron, or wood (living or dead). This is a permanent change
as there is no way 10 reverse the process and the original body dies
within six days. Whatever the object, the warlock's soul will remain
trapped in the object unul it is destroyed. In the case of soul
transference into a living plant (wood), the warlock can animate and
control the tree as if it were his own natural body (he is rooted to the
ground however). Communication must be through telepathy or
empathy or written (scrawling in the dirt). In this form he is limited to
two attacks per melee, The soul transference can also be done with a
golem.

The new sensations of the strange new body are likely to drive the
warlock insane (roll on insanity tables twice every eight years).

Suspended Animation earth level eight

Range: self

Duration: | day to 10 years per level of the warlock
Saving throw: none

The warlock can place himself in a total state of suspended animation
slowing all body functions to a craw! simulating death. The Warlock
ages two years for every ten that he sleeps. While in the suspended
state the warlock cannot cast spells; this is a death-like trance. His
physical body is unprotected from external attacks or conditions so it
should be placed in a safe, dry, warm place with some form of
protection.

FIRE ELEMENTAL MAGIC

LEVEL ONE

Blinding Flash fire level one
Range: ten feet radius
Duration: instant

Saving throw: standard

This spell creates a sudden burst of intense white light temporarily
blinding everyone in it's ten foot radius. Victims are blinded for one
to four melees. The spe.. can be cast up to sixty feet away. Saving
Throw: Standard; those who successfully save versus magic are not
blinded.

Cloud of Smoke fire level one

Range: ninety feet

Duration: four melees per level of the warlock
Saving throw: none

This spell enables the warlock to create a cloud of dense black smoke
(30" x 30" x 30" maximum size) up L0 ninety feet away. Victims caught
in the cloud will be unable to see anything beyond the cloud and the
impaired vision allows them to see no more than three feet in the cloud
(and that is only a blurry shape). while in the cloud victims will be -5 to
strike, parry and dodge.

Create Coal fire level one
Range: immediate area
Duration: instant/permanent
Saving throw: none

This spell creates lumps of coal out of thin air. The warlock can
create twenty pounds of coal per each level of his experience

Flame Lick fire level one

Range: four feet per level of the warlock
Duration: two melees per level of the warlock
Saving throw: none

This elemental magic creates a tongue of flame that leaps from the
palm of the warlock's hand. The warlock can shoot out this flame
only once per melee doing 1-8 points of damage to the target (2-16
points of damage to wood). The warlock must roll to determine strike,
with a + 3 modifier.

Saving throw: none versus magic but victims may dodge (not parry) the
atlack.

Globe of Daylight fire level one

Range: radius of one foot per level of the warlock
Duration: 10 melees per level of the warlock
Saving throw: none



This spell creates a small sphere or globe of true daylight. This light
is bright enough to light up a twelve foot radius (per level of the
warlock ). Because it is daylight, it can ward off most vampire keeping
them at bay just beyond the light's radius. The warlock can mentally
move Lthe globe along with him or send it up to thirty feet away.

Nightvision fire level one

Range: 60 feet (self)

Duration: 20 melees per level of the warlock
Saving throw: none

The warlock is endowed with the ability to see clearly in the dark or
at night for up to sixty feet.

Resist Fire fire level one

Range: self or others

Duration: 20 melees per level of the warlock
Saving throw: none

With this spell the warlock can make himself or one or two others fire
resistant. This means heat has no ill effect and fire, normal and
mystic, does half damage. The spell can be cast up to sixty feel.

Stench of Hades fire level one

Range: 60 feet

Duration: 4 melees per level of the warlock
Saving throw: standard

This spell creates a heavy sulfur-like stench which irritates the nose,
eyes and stomach. Victims gag and retch from the terrible smell taking
1-4 points of damage each melee and are -2 to strike, parry or dodge
while in the stench area. The stench of Hades can be cast up to sixty
feet away and affects a ten fool radius.

LEVEL TWO

Cloud of Ash fire level two

Range: 90 feet

Duration: 4 melees per level of the warlock
Saving throw: none

This elemental magic creates