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The game with no name
This fantasy role-play game (FRPG) is a development of a system that has been tried and
tested. It incorporates ideas from several well known FRPGs whilst incorporating its own
elements. There are so many FRPGs out there that many players will not want to adopt a new
system. In this case, this game may be a source of ideas; at least the creatures from the
bestiary can be converted to other games once the basic rules of this game are understood.
In the past, this game has carried various names, including Dragonlord, Quest and various
other names that are probably so clichéd that they probably already exist in some published
format. Hence, this game is now presented without a name. It is what it is, which is more than
just a game, for it was found, by a curator droid, in the ancient Vaults of Cronodon.
Out there in the depths of Outer Space there is a place known to few in our galaxy. It is an
inflexion point in space and time, a region where Nature’s laws seem very different to the laws
that hold elsewhere in this otherwise homogeneous and isotropic Cosmos. It is regarded by
some as a portal between universes, a region where several universes remain interfaced
together, having failed to separate at their birth. To others it is the Origin or Datum where the
relative becomes absolute and from which our Universe sprang. Some say it is a feat of
space-time engineering by a long-forgotten race of ancients whose technology exceeded all
things known to the empires of the alliance of the Seven Galaxies. Still others say it is a kink
in the cosmic fabric which prevented the higher dimensions or shells from properly collapsing
into their subatomic proportions. It is a place where several sets of physical laws appear
interlaced or interweaved, one upon the other. Here, the boundaries between the objective
and subjective, between the consciousness and external form become insubstantial and the
impossible is possible. It is a strange attractor where cosmic powers are gathered as if to
resolve the unfathomable, for here are many strange beings and forms that vie for control of
the worlds that are gathered in this place. Here the Darkness meets the Light without proper
order or resolution.

Few who have ventured to these worlds have returned, such is the strength of this strange
attractor, and yet beings from many worlds and many dimensions have been drawn here. We
begin on one of the more habitable orbs in this strange place, one which straddles the portal
itself.
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I. The Mystic Earth
Below is a map of the known regions of Midgard, the Mystic Earth.

Midgard (Midgarth or Middle Earth) was the name given to the known earth of history, myth
and legend by the Norse and Germanic peoples, bounded on all sides by ocean and with
darkness and fire beneath and illuminated heavens above. As humankind expanded its
knowledge beyond the seas, Midgarth became a planetary orb, bounded by the astral waters
of the star-studded void. As humankind expanded its horizons across the Void and among the
stars, the astral heavens became, in the eyes of some, an extension of Middle-Earth, which
was now the physical Cosmos bounded between invisible realms above and below, or rather
within and without. In this tome it is the name given to a similar planetary orb that bears many
similarities, but also has many differences to the Earth you know, which is now a world of
legend and myth.

Creation Myth
In the beginning was the One. The voice of the One echoed across the waters of the void and
light was born. The light expanded into the void and its reflection became fire and water
separated from the fire as the rushing air came between them. Far from the source of the fire
the water froze and became earth. Where the earth, water, air and fire met two fountains
sprang forth. One fountain was of black water and gave rise to the Mother of all venomous
serpents, the Black Dragon, whilst the other fountain was of white water and gave rise to the
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White Dragon. (Though other sources say that one dragon was red, the other white and still
other sources say that one was silver and the other gold). The two serpents have been
entwined in conflict, from ancient times ‘til this day, devouring each other; but as one devours
the other so it becomes the other and their conflict appears without end. Their writhing gave
rise to waves upon the dim waters and these waves mix in ever-shifting patterns with a
certain rhythm. These vibrations created the countless worlds. Where the scattered light
shines, some of these worlds may bear life. These great Cosmic dragons are known by many
titles, Mid-Earth itself was formed from a great drop of blood shed into the Void from one of
the black worms.
Other sages tell of how in the beginning there was solitude. The Light was alone. Eons of
solitude became unbearable and a certain dark water descended from the Eye of the Light,
with a horrible mournful and inexpressible sound. The Spirit moved above the dark waters.
The Light that emanated from the Spirit, and was one with the Spirit, fell upon the waters. The
Spirit beheld its own reflection upon the waves of the turbulent water, but the reflection shifted
and danced and became fragmented by the waves into a myriad of ephemeral shards. The
Light that penetrated the water forgot from whence it came. The Spirit, was mesmerised by
the beauty of the Light, yet the fragments of its reflection could not see the beauty of the
whole. Some of the shards of light became stars and suns, the givers of life. Immensely longlived but not eternal, the ashes of dead stars ignited in the sparks of life itself. All living things,
including human beings, are moulded from this star-dust and all contain a small fragment of
light from the stars themselves.
Many waves of ancient inhabitants have come to the shores of Midearth. One of the greatest
of which were the Tuatha de Danan, Children of Dana, who made land-fall in a great ship that
landed on a fiery cloud. They came from an otherworld beyond the west. They were a race of
gifted people, chieftans and gods. They brought with them immense knowledge of secret
worlds, of science and the arts. They established learned schools of druids on the western
isles of Celtica. From sages in four great cities they brought their knowledge, from Falias,
Gorias, Finias and Murias, and from these great cities they brought great gifts, such as the
Stone of Destiny, the Sword of Light, a magic lance and a great chalice that could feed any
number, quenching all thirst, and yet never be emptied. Other races have fallen from the
stars, including the dreadful Arcturans and beings who found a natural abode in the depths of
the sea. Humankind, born of stardust, sixth-born, came and made war on the peace-loving
Tuatha de Danan. Avoiding further conflict, the Children of Danu used their craft to retreat to a
land enshrouded in mists, existing invisibly alongside Mid-Earth, though a few remained.
These few set up arcane schools to enlighten the chosen few, with the apparent aim of
shaping the destiny of Mid-Earth for a greater good. Ancients of immense power, elemental
beings from other dimensions, strive like gods for control of this world; driven by different and
oft conflicting purposes they maintain a state of turmoil and conflict that has lasted for
millennia and thereby maintained a curious balance.
The unfamiliar variations in the laws of physics that sometimes manifest on the Mystic Earth
are in some degree understood by the learned scholars, known as wizards, and their
universities. The equations that govern these anomalies are subtle and complex, and to make
use of them requires years of disciplined study, practise and training, though as in any
endeavour, certain individuals have natural talent in the Arcane Arts. There are more than the
familiar three dimensions of space and one dimension of time. There are extra hidden
dimensions that run parallel to our own. These extra dimensions form ‘layers’ parallel to oneanother and to the four-dimensional realm of space-time and have been called the Astral
Planes.
Some of these dimensions collapsed during the formation of the Cosmos, compacting and
folding in upon themselves, though still existing in parallel with the familiar dimensions at
every point in space-time, spanning both the external physical universe and the psyche.
These dimensions have been called the Shell Kingdoms. The energy vibrations of these
shells are very different to those of the familiar world, different in nature and frequency.
Beings evolved in these shell dimensions, the so-called shell-daemons.
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Being hidden from normal senses, existing in their parallel worlds, these mysterious entities
can normally only reach the unshielded mind in dreams and through the deep unconscious,
for the sentient faculties span the many dimensions, accounting for the unexplained physics
of self-awareness. To bodily cross the barrier or ‘pass-me-not’ between our physical realm
and the shell-dimensions requires vast amounts of energy, however, on Midgarth the veil is
relatively thin and these beings can, very occasionally, pass across for a time, manifesting in
unstable forms. To do so requires the correct vibrational harmonics to be established. The
beings that inhabit the Shell Kingdoms are so alien in their appearance, properties and ways,
that to many they are hideous demons whose knowledge can drive mortals mad. However,
the dimensions they inhabit are essential to the proper functioning of the Universe.
Some hidden dimensions are extended, not compacted, but still imperceptible to our normal
senses. Some exist at supraluminal frequencies, whose hyperplanes overlap our known
Universe, but are ordinarily separated by a light barrier that reflects all that approach it from
either side. However, some of these beings have found ways to penetrate this barrier; again
this requires understanding of arcane formulas and a source of power.
Still other dimensions are protrusions of normal space-time, or even totally separate bubbles.
Some of these realms, which are infinite in number, will forever remain unknown to us, but
sometimes they collide with our Universe, or a wormhole is forged between them.
Even the visible Universe contains countless worlds, some known but most unknown, that
differ in countless ways: worlds of light, worlds of darkness, worlds of cold, worlds of heat,
barren wastes and orbs covered by populace city expanses, primitive worlds and worlds of
unimaginable technologies. We can see only as far as light has travelled to us from the
beginning of time. Whether the Universe stretches beyond this, perhaps to infinity, who can
know?
Midgarth sits in a region of the Universe where many of these dimensions and worlds meet!
Mysterious beings, both ancient and newly formed, some powerful and advanced, others
primitive, strive there for survival, control, mere leisure (‘Playground of the gods’) or for
deeper reasons. Those civilised Peoples caught up in this cauldron have managed to
establish small and fragile kingdoms, by appeasing or driving back hostile powers, but there
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expanse is at least matched by the vast wildernesses that still thrive on this unsettled world.
These fragile city kingdoms are primitive by our standards. Though some technological
artefacts have survived the occasional arrival from the stars, the majority of descendents of
those unfortunate to be stranded have become largely superstitious, achieving a mediaeval
level of society and learning. However, using languages unknown to most, the wizards have
kept some of the secrets of the mysteries alive in their esoteric establishments. Some chose
to use this knowledge for good, to benefit and help develop civilisation, others have more
selfish motives, whilst others detach from society to lead quiet lives of study and
contemplation. Perhaps, by assisting great warriors and others who seek adventure, they can
achieve their aims. Perhaps the kings and queens and their knights can use the secret
knowledge to forge new kingdoms. Perhaps, the many great and ancient secrets waiting still
to be discovered on this curious world will yield their own adventures. There are infinite
possibilities; you decide! Dare you open your mind and forge links with the Mystic Earth?

II. PLAYER Characters
PLAYER Character Races
The Mystic Earth is populated by many different races, many of whom play the Quest. These
races are as follows:

Races of Human Kin
The character races listed here are mainly for a “Western Euro-centric” gaming world. If a
game is set in another region of Middle Earth, then it will be appropriate to expand upon the
human and otherworldly races present in this part of the world. For example, a setting in
“Mediterranean Europe” may include most of the races below, as well as Greeks, Etruscans,
Carthaginians, and other Germanic tribes, such as the Goths, Visigoths, Vandals, and
Eastern Races like the Huns and Ottomans. The Dragon Isle would be suitable for an Asiatic
or Oriental based campaign. An African-type game might include the Egyptian culture, and
also other ancient civilisations that once existed in Africa (though European colonials tried to
eradicate the archaeological evidence for such civilisations or attributed their works to
European migrants without any basis to do so!).
Celtic (E.g. Britons, Gauls, Picts, Romano-Celts, Skots)
Germanic (E.g. Saxons, Norsemen, Normans)
Romans
Eastern (E.g. Mongols, Chinese)
African (E.g. Egyptians).
Note: Middle Earth is a transliteration of Midgard, the world in which we live according to
Norse Mythology. In this game, a world that is akin to our mythological and historic Middle
Earth is the setting, though the maps are somewhat different as this Middle earth evolved
along its own course. Tolkien adopted Middle Earth as his mythology was intended as a Eurocentric mythical history of our own world and so is based upon Western myth, not just
Germanic Saxon and Norse myth as some have suggested, but also on Celtic mythology.
Similarly, our Middle Earth is in part based upon Western mythology, but much more loosely
so.

Otherworldly Races
Fay
Elves
Dark elves
Elemental Races
Faeries were the original human-like inhabitants of The Magick Isles. Their proper name is
Fay or Shee, since Faerie is really an adjective. In life, however, they were known as the
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Tuatha Dé Danaan (pronounced “Tu-a-ha dey danaan’) or Children of Danu. They were said
to comprise of gods, chieftains and gifted people. Contrary to popular myth, they resembled
ordinary humans in outward appearance, but were generally of exceptional beauty. The Celtic
tribes displaced them, however, and after losing the first battle against their invaders, these
people decided to peacefully withdraw, by means of their great magick, into Avalon. Some
remain in the physical world to help the tribes of Middle Earth develop their spiritual
awareness, so that one day all may live in peace. Others, of more negative alignment, use
their magick to obtain power in the physical world, though their true motives may remain
hidden. A minority is half mortal and half Otherworld, and remain in the physical world, until
travelling to Avalon upon the death of their mortal bodies. The Fay were said to have arrived
at the Magick Isles on a ship that sailed through the air. They came from the Otherworld, but
who they were originally is unknown. Perhaps they once lived many lives as mortals before
returning to the mortal realms by choice? It may be that they represent the spirits of the
ancestors. Whilst in the Otherworld they learnt elemental magick. Some continued to dwell in
spirit around the burial bounds, for example the Banshee or Women of the Sidhe (Sidhe is
pronounced “Shee”) whose cries upon mourning the death of a beloved hero were so terrible
as to bring instant death to all those who heard them. The Celtic Druids claim that their
knowledge is inherited from the Tuatha Dé danaan, and some claim to be direct descendents,
though this is certainly not a requirement to join the Druid schools.
The (Light) Elves are primarily creatures of the astral and ethereal planes, and are of positive
alignment. A number of them have incarnated on the physical plane and, although tending
towards secrecy, they use their wisdom and magick to assist the spiritual development of
Humankind, often acting as go-betweens for humans and gods of positive alignment. Elves
are naturally inclined towards magick.
The Dark Elves, also referred to as Black Dwarves, Trolls, Kobolds or Goblins, are of evil
alignment. They cannot tolerate direct sunlight, which turns them into stone. They are
generally mischievous and try to oppose the work of the Light Elves and hamper Humankind’s
spiritual progress. According to Norse Mythology, Dark Elves were spontaneously generated
from the worms and maggots that fed upon Ymir’s corpse. They are of short stature (about 3’4’ tall).
A note for the curious: The Elves stem from Norse / Germanic legend but bear many
resemblances to the Fay of Celtic legend, and Tolkien seemed to combine the two as a single
race. The Fay were regarded as an actual flesh-and-blood race by contemporaries in historic
Britain, though their identity is long since forgotten.
Of the four elemental races, Gnomes, Sylphs, Undines and Salamanders, Gnomes are
particularly stable on the Plane of Matter, being creatures of the ethereal element of earth,
and so are more often encountered as PCs than the other elemental races. They are very
short in stature (about 3’ tall), and quite slow and cumbersome, but they are immensely
strong. They frequently dwell in subterranean abodes.
A note for the curious: the Dwarves or Trolls originate in Norse / Germanic legend and all
Dwarves were black or at best mischievous toward humans. These creatures became the
Orcs of Tolkien’s legend, though Tolkien’s Dwarves also resemble the Gnomes, who were
earth elementals and therefore very compact but very strong. Indeed, the fact that Dwarves
get turned to stone by sunlight in Norse mythology alludes to their earth elemental nature.
However, in modern traditions not all earth elementals, be they called Dwarves or Gnomes,
are considered evil, though they perhaps resent the disrespectful ways of humankind to the
natural order of things. This game will follow this more modern and spiritual viewpoint. In this
game, those earth elementals called Dwarves or Gnomes, as opposed to Black Dwarves, are
able to tolerate sunlight, even if they prefer the deep chasms of the Earth.

Kingdoms of the Hidden Depths
Lizardmen (E.g. Saurians, Crocodilians) are an ancient group of races, which once dominated
Middle Earth, but, for some unknown reason, they went into decline millennia ago. They now
live a barbarous existence; their tribes are found in inaccessible abodes, in the depths of
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ancient forests, in swamplands, or deep beneath the earth. Though not inherently evil, they
are often aggressive to humans. Many of them venture forth into the human world to gain
fortune as mercenaries.
Pisceans (Fish-men), Amphibians (Frogmen) and Coelenterates (Jellyfish-men) can not
venture far from water, but maybe used as PCs in water-based scenarios. Little is known of
the mysterious Undersea Kingdoms. At times they have been at peace with humanity, and at
other times have waged war against them for unknown reasons. It is thought that their
kingdoms are ruled by a great sea dragon.

The Starry Kingdoms
Some races encountered on Middle Earth are from other worlds on the Physical Plane, from
planets around other stars. Many of these are rarely encountered, and include the Spinalanx.
The Ankaragi feature heavily, however, as a degenerate surviving fragment of an insectoid
race. In many ways, they constitute the number one ‘bad-guy’ alongside certain of the
lizardmen, much as Orcs do in most FRP games.

Other Races
There are many other races that inhabit Middle Earth, including Avians (Bird-men),
Dragonmen, Leonians (Lion-men), Mermen, and Myriapods (Centipede-men), which can
begin adventures as PCs or that may be acquired during campaigns. Which races a referee
uses will depend on their own flavour preferences. Some prefer ‘traditional’ RPGs, which
really means those based on Tolkien’s mythology and so less directly based upon actual
mythology. Others prefer a blend of sci-fi and fantasy, and others prefer the exotic, each to
their own.

Character Abilities
Each player begins the game with certain characteristics or attributes, which are innate and,
but enhanced by professional experience. These prime attributes are:
Intelligence
Will Power
Wisdom
Charisma
Strength
Stamina
Dexterity
Alignment
Perception

Table of Racial modifiers of prime attributes
Attribute
Intelligence
Will Power
Wisdom
Charisma
Strength
Stamina
Dexterity
Alignment
Perception*

Human
+5

Fay
+5

Lizardmen
+10

+10
+30
-5
-5
ESP +10
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Attribute
Intelligence
Will Power
Wisdom
Charisma
Strength
Stamina
Dexterity
Alignment
Perception*

Attribute
Intelligence
Will Power
Wisdom
Charisma
Strength
Stamina
Dexterity
Alignment
Perception*
·

Elf
+10

Dark Elf
+10

Gnome
+5
+10

+15
+10
-10
+5

+15
-20
-10
+5

+30
ESP +20

-40
ESP +20, NV

Dragonmen
+10

Avians
+5

Leonians
-5
+10

+10
+10
+10
+20
+20
See +20

+10
+25

+40
-15

+20
+10
See +10

ESP +10

*Perception bonuses are relative to those for average human senses.

Table of Racial Relations - Leadership modifiers
Human
Faerie
Elf
Dark Elf
Gnome

Human
0
+10
0
-10
0

Faerie
-10
0
+5
-10
0

Elf
-10
+10
+20
-40
+5

Dark Elf
-20
-15
-40
-10
-30

Gnome
0
+5
+5
-10
+10

Leaders are in the left column, modifiers apply to leadership and hostility roles.

Non-Player Characters (NPCs)
NPCs have the same attributes as player characters (PCs) but require additional statistics to
track their psychological status. The most important are probably morale which may
determine their loyalty. The morale of NPCs will be affected by the leadership and treatment
they receive from their PC colleagues and also on their health (morale should be lowered if an
NPC is badly wounded) and other psychological effects, such as the fear or terror that an
encounter with undead monsters may instil. Many of the monsters have psychological effects
as indicated in the bestiary and these will generally have a greater effect on NPCs whose
loyalty to the PCs is based upon superficial bonds like financial gain. NPCs and monsters are
also given an initial hostility rating which will in part determine their reaction when they
encounter PCs for the first time. Such devices are intended only to guide the referee and
maintain a degree of realism, for example by preventing PCs abusing NPCs unrealistically,
though they are no substitute for well scripted characters.

Character Professions
Most players will probably want to be warriors or wizards, and fair enough. There are other
professions, however, which can be useful when played well, or may be incorporated as
NPCs.

X

-

Warriors
Skill level
1
2
3
4
5
6
7
8

1
2
3
4
5
6
7
8

Norman

Celtic

Squire
Sergeant / Turcoples
Knight
Champion
Hero / Paladin
Warlord (marquis)
Overlord
Legend

Kern
Knave
Galloglas
Champion
Hero
Warlord
Overlord
Legend

Roman & Romano-Celt

Germanic

Legionarius
Optione
Decurion/Centurion
Champion
Hero
Warlord (Comes)
Warlord (Dux)
Legend

Squire
Knecht
Thegn (Thane)
Eorl (Eorldorman)
Overlord
Legend

Notes. A turcoples was an officer who fought on foot. A decurion was a Roman cavalry officer
(in charge of ten cavalrymen or equites). (Cataphractii were heavy cavalry equipped with
chain mail and two-handed lances). A Galloglas was originally a foreign soldier (prob. of
Norse origin) who fought for the Celts; however, the word eventually stood for an elite Irish
warrior. A sergeant was effectively a light cavalryman rated as equal to half a knight. The first
three ranks are rather formal and a character who embarks upon adventures is likely to
receive little formal training, for example, a Roman legionary adventurer will have probably left
the Roman army (by choice or circumstance). In these cases the titles are only equivalent and
not actual rankings. The Scandinavian equivalent to an eorl was the jarl (yarl), that of the
thegn was the sokeman, and that of the knecht was the drengr. Pegn (thegn) in Old Norse
means "servant", this could cause unpleasant confusion (!), however, the word "knight" also
originally meant "servant", referring to the followers of the higher nobility. Of course, in a
feudal society everybody serves someone and the overlord or sovereign serves the divine, at
least in theory.

Nobility
Many, if not most, nobles were highly trained warriors (normally level three by the age of 18),
however, it was rare for warriors to become nobles, though many did become landowners. All
nobility ultimately descended from warrior classes. There were occasions, however, when a
warrior was effectively admitted to lower nobility. Naturally, many warlords took crowns by
force, or were effectively rulers or Overlords of a number of kingdoms. Many of 'King' Arthur's
knights were crowned kings, while Arthur himself was probably never crowned. In Saxon
society the king was elected, and other nobles were given titles depending more on land
ownership rather than on inheritance. A level 8 Saxon warrior has a chance of being elected
as a king. Professional Saxon warriors were generally nobles. Land was awarded in return for
military service, and it was on the basis of land that rank was determined. Hence, Saxon
warrior titles are analogous to titles of nobility. The higher ranks of tribune, legatus (in charge
of a legion) and Imperator (commander in chief) could only be inherited, but these officers
were nevertheless well trained. Comites were elite troops and a Dux was a military
commander or general. These titles were hereditary in the Roman Empire, but in RomanoCeltic society it was possible to earn these titles. Incidentally, it was from these military titles
that the noble ranks of Count and Duke were derived, as military commands became
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hereditary. In early Celtic societies, most cavalrymen were nobles, particularly the heavy
cavalry. Norman society was largely feudal and lordship depended largely upon power and
wealth. Every man had his lord (the King's only lord was God) in a kind of pecking order.
Many powerful knights, of ignoble birth, had their own castles, their own subjects and even
their own knights and were certainly lords, though those of noble birth often resented them. In
fact, it was possible for a knight of ignoble birth to become a baron.
The ranks of English nobility:
Baron
Viscount
Earl
Marquis
Duke
Prince
Sovereign
English nobility is derived from Anglo-Saxon (Germanic and Scandinavian) and Romanic
continental titles. Duke was derived from the Roman Dux, meaning general, and Earl from the
Saxon Eorl, Scandinavian Jarl or Yarl meaning of free birth, and is equivalent to the Romanic
continental title of Count, which derived from the Roman comes for elite warrior. Marquis
derived from the Norman phrase for a marcher-lord or frontier lord. On the continent, dukes
were also princes.
Adventurers can be of noble birth. This does not pose problems of characters starting the
game with hordes of land and riches, as most adventurers are paupers in search of wealth
and fame. Simply, a character who is noble will have been dispossessed of their riches. The
introduction of noble characters adds flavour and depth to the range of possible histories of a
character, and is particularly apt to warriors. The GM can, therefore, introduce a probability
that the character is noble or an ex-lord. The other character class in which nobility is
relatively common is the priest. Many bishops were noble, those that were not still acquired
massive power and military might. Although many priests and druids were not noble, when of
high level they often command more power. In ancient Celtic society, druids were not rulers,
kings were the rulers of the people, but even the King feared and respected their word, such
that the druids generally held greatest power; cf. the Church in Norman times. Consider also
the relationship of Merlin and Arthur.
Warriors can be of either sex. Note that in Celtic society female warriors were particularly
common. In fact in ancient Ireland, a female warrior instructed every trainee male warrior, in
the art of wielding arms.

Weapon Skills (and prime attribute requirements)
1-Handed Swords
2-Handed Swords
Daggers
1-Handed Hafted Weapons
2-Handed Hafted Weapons
2-Handed Pole Weapons
Thrown Spears
Other Thrown
Bows
Unarmed
Improvised

dex
str
dex
dex + str
str
str
dex
dex
dex
dex or str
dex or str

A warrior starts with 3 primary weapon skill fields, as listed above, one at +25, one at +20,
and the other at +15, and a secondary field at +10. In addition all warriors have unarmed
combat as a secondary field at +10, unless chosen as a primary skill. Experience in primary
weapon skills is obtained at a rate of 1d10 per XP, secondary weapon skills at the rate of 1d8
per XP. Tertiary fields may be acquired at the rate of 1d6 per XP. The improvised weapon
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skill is generally for hunter-warriors, rangers and bandits, and includes both the manufacture
and use of these weapons. Warriors also begin with 20 bonus points to distribute between
their stamina, strength and dexterity as they see fit (usually related to the PCs weapon skills).
Warriors gain +5 LDR for each level.

Additional Military Skills
Siege-craft & Engineering
Battle Strategy (mass combat)
Battle tactics (commanding units in the field)
Riding (half dex + 10)
Any noble warrior, or warrior who is literate and has access to the relevant information, can
have the siege-craft skill. This includes the construction and firing of siege engines and other
siege works/mines/sapping etc. Norman barons were often competent in siege-craft and
engineering. On other occasions, monks, priests, wizards and druids are recruited to help with
such matters. The Battle Strategy skill is used in mass-combat situations. Any warrior with
experience at leading units of men into battle will have this skill (generally a level 3+ warrior).
The riding skill includes the handling of war-horses in battle. Whether, or not, a PC possesses
this skill will depend in large part upon his racial background and military tradition. Saxon
warriors could ride horses, but did not use them in battle, unless trained by Norman Knights.
Norman, Celtic, Pict and Romano-Celtic warriors would almost certainly possess this skill,
unless perhaps if they were primarily archers. Romans have a less than 50% chance of
possessing this skill.

Equipment
The equipment a warrior PC begins with will depend upon race (and hence tradition) and
circumstance. Obviously, at least one weapon must match the primary skill area. Norman
knights will be equipped with chain mail, a long sword, dagger and shield, and also a lance if
mounted. A level 1 or 2 Norman warrior will generally be equipped with leather or padded
armour. Many Norman knights are equipped with plate or half-plate, but PCs Should not start
with such equipment, unless they are already of a high level. Romano-Celts will be equipped
with Roman-style equipment; a short-sword, pilum (throwing-spear) if on foot or a cavalry
spear (not lance) and a round shield. Level 3+ warriors may wear chain mail or other Romanstyle armour. Saxon mercenaries may also have Roman-style equipment, but usually
comprises a sax short-sword, a spear or javelin, round shield and a mail byrne and four-piece
spangenhelm. Brimmed war-hats are common helmets among Norsemen and short-swords
similar to the sax or a war axe. Norse armour was similar to Saxon armour. (Saxons, Angles,
Jutes and Vikings are closely related with some common ancestry, being descended from the
Germanic tribes). Celts are generally armed with a long-sword, spear or feathered javelin
(gafeluc) or slings, round-shield (usually wooden with a covering of animal hides), and with
leather, quilted or chain armour. Pict weaponry is similar to Celtic weaponry, though usually
more basic, consisting of a spear, javelin or sling, short-sword or long dagger and a round
shield, and usually padded or no armour.
It is not worth being too strict about starting weaponry. All races trade openly and learn and
adopt each other’s military strategies. Foreign weapons can also be captured in battle, or
bought while operating abroad as a mercenary. The above is only a rough guide intended to
paint a picture of the more typical cases. Many Saxon mercenaries fighting for Rome, for
example, carried Roman arms and equipment. Particularly heavily armoured PCs can begin
with leg greaves and one or a pair of mail or leather gauntlets, in addition. The equipment
listed is for the professional warrior, the peasants and ceorls that made up the bulk of Celtic
and Saxon armies would be armed with spears or short-bows and shields, rarely helmets and
no other armour.

Shortbows and Longbows
These two terms were not in common usage in Medieval times and there were many different
sizes of bow. The larger bows packed more punch and so were more effective against armour
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and archers probably used the largest bow they could manage for the duration of a battle. A
typical longbow required a force of about 180 pounds to draw back the string. Archers would
build up their strength from an early age and were generally well-built, and furthermore, a
right-handed archer (i.e. one who holds the string with his right hand) had a left arm some
50% more massive than his right arm! This enabled them to use the large and powerful
longbows for the duration of a battle. In battle the emphasis was as much on rate of fire as
accuracy. Skilled archers would fire between 6 and 10 arrows a minute.
The longbow was a very powerful weapon, capable of punching a hole in a human’s skull.
Nevertheless, at moderate range it took on average about 50 arrows to kill a knight in full
plate armour! This could still be achieved by groups of archers raining down arrows at a
tremendous rate, as at the Battle of Agincourt. These weapons were more effective against
chain mail armour, and arrows especially designed to penetrate chain mail had small heads
and flexible shafts which waved upon impact, enabling the arrow to wriggle through the
middle of a mail ring. Shortbows were generally used to fire arrows at chain-mail clad
warriors, but it still take several arrows, on average, to kill a mail-clad warrior at moderate
range. The Celts used shortbows at point-blank range as an ambush weapon inside forests
with very powerful effect against mail armour.
Arrows for piercing armour plate were fired from longbows and had broad, heavy heads and
stiff heavy shafts. This was intended to batter a hole through the armour. Many arrows would
glance harmlessly off plate armour, largely due to an unfavourable angle of impact. A blob of
beeswax placed on the arrowhead tip helped prevent this, by making the arrowhead less
slippery. Pointed arrowheads tended to glance off bones, nerves and arteries. Blunter
arrowheads were designed to break bones, including those of horses.

Wizards
The Magical Cosmos consists of various Planes of manifestation. Our own Plane, the
Physical Plane or Middle Earth, is the innermost and densest plane. Extending behind and
beyond the Physical Plane are the Ethereal, Astral, Elemental and Spiritual Planes. Beyond
these lies the Divine Plane that is beyond description. The Ultimate Divinity created these
Planes and the beings that dwell in them via a hierarchy decreasing from deity to spirit to
physical being. Creative energy permeates down from the Divine Plane to the inner planes,
crystallising into successively denser forms. The physical body exists on the Physical Plane,
but the soul and mind exist primarily on the Astral Planes, and the spirit on the Spiritual
Planes. As everything physical has its counterpart on the higher planes, so everything that
comes into existence on the higher planes has an affect upon the lower planes. The secret of
Magic is to manipulate the more tenuous material of the Astral Plane by act of will, since the
astral ether is less dense and more malleable than physical matter. This will then have a
direct affect upon the Physical Plane.
There are two principle means of acquiring magic, by enhancing ones own abilities to perform
magic, or by acquiring it from another being, essentially a deity. Either way, the end effect is
the same - the essence of spiritual or magical powers makes these two processes equivalent.
Deities represent Cosmic principles, forces and powers and are as much a part of the
Cosmos as they are individual beings. In fact on the higher planes normal physical
boundaries become tenuous and all things begin to unite as they do so in the Supreme
Divinity. Psychic energies from those that worship deities changes the ether, giving deities
power as they feed upon and are shaped by these energies. Monks and Priests obviously
obtain most of their magic from devotion to one or more of these deities. Wizards can acquire
powers from deities by worship or by performing favours or by manipulating cosmic laws. For
example, Druids utilise Nature and Elemental magic, they are both wizards and priests,
manipulating elemental energies and working with deities to increase the power of both.
Wizards, priests and especially monks may also have some military skills, as these often
advise lords on military matters and often participate in warfare. High level priests, such as
Bishops actively partake in war and may lead their own warriors, either in their own power
games or in holy war. Many a Bishop was involved in power campaigns in history. However, if
a priest begins with military skills, then he/she must forfeit some of their starting magical
ability.

XIV

-

Magic is divided into the fields of Elemental, Enochian, Natural and miscellaneous magic.
These fields are each divided into various spheres. Each sphere can be priestly or wizardly.
Each magician starts with one primary sphere and one secondary, from the following: Fire,
Water, Earth, Air, Angelic, Demonic, Necromantic, Animal Lore, Plant Lore, Fungus Lore plus
miscellaneous magic. Druids must have both spheres from the elemental or nature lore fields.
If given the opportunity, to learn, all magicians can acquire new spheres. Experience may be
acquired as follows:
Primary sphere
Secondary sphere
Acquired sphere

1d10
1d8
1d6

Miscellaneous magic is learned as if it were a primary sphere, as any magician can use it. It is
important to note that use of magic is restricted by alignment, especially in priestly magic
where a deity of a certain alignment may be worshipped. Magic-users begin with 3 primary
sphere spells and one secondary.
New spheres can only be required from magic texts (which may be in secret code!) or from
direct instruction from a School or school member. Magic schools guard their spells
voraciously, and will only impart them to a student with certain requirements, with regards to
alignment and proficiency. Spells from the magicians primary and secondary spheres can be
learnt freely by normal application of experience points (either the magician has the essential
knowledge required, or they have access to this knowledge from their own school or books or
research). Restrictions can be placed as the GM sees fit. It should be very difficult, if not
impossible, for a magician to learn any spell they choose!
Magic-users begin with +10 to their intelligence, +15 to their will power, and +20 to their
wisdom (occult wisdom) and +15 LDR, +20 for a priest.

Additional Magic-User Skills
Magic-users begin with 2 major sage fields of study and 2 special knowledge categories in
each field (they also have General Knowledge concerning matters outside their major fields).
They also have the Divining (initially one specialist method, but others can be learnt later) and
Alchemical skills and the Consecration of Magical Artefact and Healing skills.
Divining (half of Occult Wisdom score + 10)
Astrology
Death by Elements (neutral or evil alignments only)
Tarot
Bone Dice
Rune Stones
Crystal Ball
Augural Science
Geomancy
Alchemy (half of Occult Wisdom + 5)
Brew potion / oil / gas etc.
Identify potion / oil / gas etc.
Invent new potion etc. (minimum level 3)
All potions, and such like, require a minimum level of magic-user to brew them, along with a
minimum preparation time and essential ingredients; these factors are detailed under the
potions list. When a potion is modified or invented, it can not be of a higher level of magic
than the alchemist, the GM must decide what ideas are acceptable at each level of expertise.
All magic-users may begin the adventure with a simple potion.

Healing (half of occult wisdom)
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This skill refers to the natural means of healing by use of first aid and herbal remedies etc.
The effects of herbal medicines are enhanced if brewed in conjunction with the alchemical
skill. The effects of such medicines are limited. It includes the ability to stem 1d4 points of
bleeding by first aid, 1d6 by herbal remedies and 1d8 by herbal/alchemical brews. By the use
of herbs and alchemy it also accelerates normal healing by as many times as 1 + the level of
the magic-user. More miraculous healing magic must be learnt as the healing spells in
miscellaneous magic.

Consecrate Magical Artefact
The minimum level required to manufacture a magical artefact, the raw materials needed,
construction times, and additional skilled workers required (e.g. sword-smiths) are detailed
under each item.

Invent Magical Artefact
This requires a minimum of a level 3 magic-user to make simple talismans and amulets, or a
level 5 wizard for more sophisticated items, such as rune weapons etc.

Spell Research
All level magic-users are able to modify existing spells, so long as the effects are realistic and
not obviously above the magic-users own level. However, this can be a hazardous pastime. In
order to create new spells, a magic-user must have at least 8 spells in the particular sphere
under investigation.

Bard, Poet, DRUID
The bard of the dark ages has no modern counterpart. He/she was neither a simple rogue,
nor a mere entertainer, nor a con man. This was, in fact, a highly respected profession that
required at least 12 years of intensive study to progress through the levels. Bards were held
in the same esteem as druids (‘People of the Oak’) by the ancient Celts, and probably were
druids, originally, who imparted their lore and wisdom to others in the form of song. Thus,
bards are treated as magic-users and bard magic is treated as another sphere of magic, often
pertaining to the power of the word, including poems that worked as curses or blessings.
Many of their poems were also stories recording past events, and hence bards possessed
great knowledge and wisdom. With their literacy, knowledge and wisdom all wizards,
including bards, often functioned as judges and advisors to nobility, in much the same way as
druids. The primary requirements to make a good bard are a good memory and a facility with
language. Some are descended, in part or in whole, from the Tuatha de Danaan, and all have
inherited a body of arcane knowledge that has its roots in the gifted people of the Children of
Dana.
Bard Skill Levels
1
2
3
4
5
6
7
8
9

Initiate
Philosopher
Philosopher
Bard
Anruth
Eces (Doctor)
Fili (Master Poet)
Ollamh
Ard-Ollamh (Chief Poet)

Equipment. Bards from most schools carry a branch with bells upon it, to signify status. At
levels 1-6, this is a bronze-branch; at levels 7-9 this is a silver branch, and at levels 10+ this is
a gold-branch. This branch is analogous to the branch of the Otherwordly tree, which is ever
fertile and hence related to the vitality of poetic creation. Many bards wear specific dress,
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symbolic of their school. Often this comprises a tuigen or bird-mantle. This is a feathered
cloak made from the skins of birds.
Bard Skills:
Beguile (half LDR + 1d20)
Occult Wisdom (Wisdom + 10)
Identify Language (3d20)
General Knowledge
Sage Spheres (2 major fields and 2 specialist categories)
Bard Magic
Entertain (half LDR + 1d20)
Solve Riddle (half INT + 1d20)
Divination (one method) (half Occult Wisdom)
Bard Spells
Curse
Bless
Song of Drunkenness
Song of War
Charm Song
Song of Fear
Tongue-Tie
Talk To Animals
Song of Sleep
Song of Dancing
Song of Madness
Bards begin with 2 spells, at least one from the Bardic Sphere and one other from either the
Druidic or miscellaneous spheres, and gain experience at 1d10 per XP. Bards have +10 INT
and +10 LDR.
Bards, due to the dangers of their travelling life-styles have one weapon skill at +10, which
they learn as an out-of-profession skill at 1d4 per XP.

Warrior-Monk
A warrior monk, or warrior priest, is a monk turned warrior, such as the Knights Templars or
the Hospitallers. They take up arms to fight some religious cause, and do so fanatically. Thus,
although their actions are highly restricted by their alignment and religion, they do combine
priestly magic with warrior professionalism. In fact, they are highly trained warriors and have
access to knowledge on siege-warfare and the such-like.

Fighting Skills
Warrior-Monks start with 3 primary weapon-skill fields at + 15, + 10, and +10, and a
secondary field at +10. They also have unarmed combat as a secondary field at +10. They
have 15 bonus points to distribute between their strength, stamina and dexterity. They also
start with the siege-craft skill (half INT).

Magic Skills
Warrior-monks have +10 INT, and +15 Will Power. They have one primary sphere of priestly
magic (1d8 per XP), and can acquire other priestly spheres (1d6 per XP). They begin with 2
primary sphere spells. They may be of any religion, but, as an example, certain of the Knights
Templars allegedly worshiped the goat-headed deity Baphomet who was antiMohammedean, though this might be propaganda. Warrior-Monks hate worshippers of
opponents to their god and will usually seek to destroy them. Warrior-Monks tend to be dirty
and unconcerned for their appearance (unless their religion dictates contrary) and if their
profession is unknown, for example if they are out of uniform, then they have -10 LDR.
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However, if their profession is known, then the fear they instil gives them +10 LDR at levels 14 of warrior skill and +20 LDR at levels 5+.

Rogue, Thief, Bandit, Outlaw, Vagabond
Skill Levels
1
2
3
4
5
6

Apprentice
Footpad
Robber
Cutpurse
Thief
Master Thief

Primary Skills (1XP = 1d8)
Pick Pockets (half DEX + 20)
Open Locks (half DEX + 15)
Find/Remove Traps (half PER +10 / half DEX + 10)
Move Silently (half DEX + 10)
Hide in Shadows (half DEX + 10)
Detect Noise (+10 hear)
Climb Walls (Half DEX + 20)
Read Languages -10

Secondary Skills (1XP = 1d8)
1 Light Weapon Skill (+10+1d10):
daggers, daggers thrown, clubs etc.
Unarmed + 5
(Thieves may have an archery skill as their weapon skill).
Thieves have + 15 DEX. New weapon skills are acquired at 1d6 per XP. Thieves are often
members of a Guild of Thieves. This makes recruitment of NPC thieves much easier,
depending upon the PC level. It also gives them a special network of underground contacts if
they need to find information on a particular NPC. This skill is at 15% per level (99 for a
master thief) if in or near to a city. Thieves also have good knowledge about the location of
likely treasure-troves and treasure-stocked dungeons, even if only from unsubstantiated
gossip and legends. Often, a thief will be better able to deal with the lower social classes than
PCs of other character professions, and may even be folk heroes. Thus thieves have +20
LDR when negotiating with the lower classes, while other classes have -10 on top of their
normal LDR bonuses.
Equipment. Thieves begin with 1 light weapon, usually a dagger, and basically little else
besides the clothes on their backs, though their is a 50% chance that the thief will start with
1d20 additional silver pieces from his/her last successful raid.

Assassin
The name of this character class derives from those Moslems who were sent out by their
Sheikh to murder Christian leaders. Hence, many, but not all, assassins are of eastern origin.
In terms of their skills they are intermediate between warriors and thieves.

Weapon Skills
Assassins have 2 primary weapon skills (1d10 per XP) at + 15. New skills can be acquired at
1d6 per XP. They have the ability to make poison (half INT + 10). It requires whole days
foraging to acquire or purchase the materials to make one phial of poison (1d4 wounds
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worth). Their weapon skill must be in a DEX oriented weapon skill, though the lighter twohanded swords may be allowed at the GMs discretion. Assassins have + 15 DEX.

Other Primary Skills (1d8 per XP)
Move Silently (half DEX + 15)
Hide in Shadows (half DEX + 15)
Climb Walls (half DEX + 20)

Secondary Skills (1d6 per XP)
Set Traps (half INT + 10)
Find / Remove Traps (half PER + 10 / half DEX + 10)

Equipment. Assassins start with their preferred weapons and no armour or shield. They
also start with one phial of poison (enough for 2d10 wounds, STR 2d6 for 5 rounds per wound
above half damage, or HITS 1d4 for 5 rounds per wound above half damage, i.e. duration not
strength of poison increases with multiple hits). The effectiveness of this poison, and the
range of other poisons available, will increase with each level.

Ranger, Hunter, Trapper
This character class includes all those who make a living from the wild lands, by hunting,
foraging, selling furs etc. This class also includes hunter-warriors from primitive tribes.
Hunters have +10 stamina, and +5 PER (except touch) and + 20 navigate.

Primary Skills (1XP = 1d8)
Improvise Weapons
Primary Weapon + 20: thrown spears, other thrown, bows, 2-H pole weapons
Set Traps (half DEX + 20)
Find/Remove Traps (half PER +10/half DEX +10)
Track (half PER + 10)
Forage (half PER + 10)
Plant Lore (half INT +10)
Animal Lore (half INT + 10)
Divine For Water (half PER + 10)
Make Fire in half normal time
Swim (4d20)
Weather Forecast (half PER + 10)
Build Shelter (100%, availability of materials permitting)
The swim skill enables extra distance to be swam (score = % extra) and acts as an additional
saving throw, in addition to normal saves, against drowning in hazardous waters.

Equipment. Equipment is very basic, consisting of one weapon plus a dagger (hunting
knife) and 1d4 animal skins worth 1d10 BP each. They never begin with any kind of armour,
other than that provided by animal skin clothing / soft leather.
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III. Castles
BUILDING CASTLES
Stone Castles
2

Wall rating

Thickness (m)

Tonnes Stone in 2m wall section

SP

1

2

15

21-40

2

5

40

41-60

3

7

55

61-80

4

10

80

81-100

5

13

100

101-140
2

Notes: SP = structural points (d10 dice of hits required to breach a 2 m section,
equivalent to 5 Star frontier SP). Masses of stone are based upon limestone with an
3
average density of ~2000 kg.m .
3

Cost of limestone construction: 2 SP / tonne or 4 SP / m .
3
Construction times: 10 tonnes / day or 5 m / day. This may be increased by up to a maximum
rate of 2.5 times, by increasing costs proportionately.
For simplicity costs include planning, labour costs, transport costs and the costs of tools
required, etc. E.g. a square tower of 10 m base width and 10 m high and a wall rating of 2
requires ~4000 tonnes of limestone and costs about 800 GP.
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Some typical costs are given below (wall ratings 2-3) as rough guidelines to avoid the need
for exact calculations:

Iron door
Castellation
Barbican
2
Bartizan (4 m by 6 m high)
Drawbridge (4 m by 6 m)
Portcullis (3 m w, 5 m h)
Stone Gatehouse
Stone Building
Wood Building
Wooden hoardings (4 m)
Stone machicolation (4 m)
Moat

50 GP
10 GP / 5 m
2000 GP
150 GP
200 GP
250 GP
1000 GP
250 GP (wall rating 1)
100 GP
5 GP
50 GP
100 GP

Extra costs

+ 10%-50%

Small amounts of stone may be obtained from local quarries at 50% of the above costs.
Otherwise stone must be imported by river, canal or from the coastline. Magick, such as “Wall
of Stone” can shorten construction times.

Destroying Castles
Damage caused to stone walls
Only heavy weapons, magick, fire, undermining and very large or very strong creatures (such
as Dragons, Dryads and Greater Demons) can damage stone walls. Magickal attacks: cause
1 SP of damage for every d10 of hit points of damage caused. Giant creatures: cause 1 SP of
damage for every d10 of hit points of damage caused by its primary attack, per hour. Siege
engines can be used in direct assault against a castle’s walls. The problem, however, is that
siege engines lack the accuracy to pound the same wall section relentlessly and the crews
will also face harassment and counter-fire from the castle defenders. Impact damage to stone
walls also tends to be minimal as only the outer layers of stone are crushed on impact. Hence
the ‘effective’ damage for determining a wall breach is as follows:
Small catapult
Heavy catapult
Trebuchet
Ram
Bore

1 SP / day
2 SP / day
4 SP / day
1 SP / day
2 SP / day

When a wall eventually gives way to bombardment, a section as large as 5 square metres
may be breached, especially if trebuchets are used. If able to get close enough (under shelter
of a siege-tower for example) small teams of men with pick-axes can damage castle walls at
the maximum rate of 5 SP / day in siege conditions). If these values for the damage caused
by siege-engines seem a little low, then bear in mind they are based in part upon historic
sources. Even when pounded by multiple siege-engines, a castle was expected to last for
weeks or months and very rarely fell quicker.
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PLAYER CHARACTER SHEET
Character Name:
Player Name:
Profession:
Race:
Base

Mod

Total

Strength
Stamina
Dexterity
Intelligence
Charisma
Alignment
Perception
See:

Hear:

Hits:
Hit Locations
%
H
86-100
LA
81-85
RA
75-80
T
19-74
LL
10-18
RL
01-09

Smell/taste:

Hit points

Weapon

Skill

Navigate:

Criticals

Base AS

Tactical Movement:
Luck:
SKILLS:

Touch:

AS Mod

AC

AS

Parry

Damage

Strategic Movement:

Sphere

Base

Mod

Occult Wisdom
(wizards only)

Climb
Swim
Ride

Dex
Sta
Dex

Detect Traps

Per
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XP mod

XP points

Score
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Skill

Sphere

Base

Mod

XP mod

EQUIPMENT LIST:
Item

Value
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IV. Combat
The party with the highest initiative attacks first. Initiative is determined by rolling 1d10 for
each party and adding initiative bonuses to the score, the highest score gains initiative.
Initiative Bonus (IB):
Surprise/ambush: +4
Charge: +3
Leadership: +half leadership bonus
Battle tactics: +level of battle tactics skill
Fear: -2
Terror: -4

Melee
Combatants take turns attacking, parrying and counterattacking. The combatant on the side
with the highest initiative strikes first. To strike a target an attacker must score less than or
equal to their melee Attack Score (MAS or AS) on 1d100. The target can parry the blow if
they score less than or equal to their Parry Score (PS) on 1d100. If fighting defensively then
the target can add up to 20 points to their PS. These points are subtracted from the AS for
their next offensive turn, however, the AS can not go below zero, a fighter with an AS of 15,
for example, can add no more than 15 to their PS when fighting defensively. Likewise, in an
all-out attack, up to 20 points may be added to the AS, these are subtracted from the PS of
the attacker for their following defensive turn, should they be attacked. Subtracted points do
not carry over should a defending combatant fail to make an attack or an all-out attacking
combatant fail to be counter-attacked.

Melee Attack Score Bonuses
Charging: +10
Target prone: +10
Attacking from higher ground: +5
Flying attacker attacking a grounded defender: +5
Grounded attacker against flying target: -5
Mounted: +5 + mounted combat skill level
Attacking from flank: +10
Attacking from rear: +20
Fear: -10
Terror: -20
Difficult terrain (swamps etc.): -10
Fighting in a confined space: -10
Morale critically low: -15
Weapon bonus: depends on weapon type

Parry Score Bonuses
Infantry in formation: +5
Infantry in formation with spears or pole-arms: +10
Outflanked: -10
Attacked from rear: -20
Panic: -10
Counter-charge: +5
Defender behind soft cover/fortification: +20
Shield bonus: depends on shield type
Mounted warriors cannot charge in wood or forest.
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Multiple attacks: highly skilled warriors may attack or parry multiple targets according to the
table below:
Fighter skill level
1
2
3
4
5
6
7
8
9
10

# attacks

# parries

1
1
1
1
2
2
2
2
2
3

1
1
2
2
2
2
3
3
3
3

Unarmed Combat
UAS: unarmed attack score, base score = highest of STR/2 or DEX/2.
UDS: unarmed defence score, base score = highest of STR/2 or DEX/2.
Damage: roll on 1d10, score = damage, up to maximum damage as shown in the table below,
higher scores mean that no damage was caused.

UAS
1-10
11-20
21-30
31-40
41-50
51-60
61-70
71-80
81-90
91-100

Damage
1
2
3
4
5
6
7
8
9
10

Unarmed Combat Modifiers
Criticals: C + 0, and unbalancing – UDS test.
Special unarmed combat modes:
Unbalancing attack: max. damage halved (rounded up), UAS –10.
Armed opponents parry on the highest of their unarmed or armed defence scores.
Disarming: UAS – 20, successful attack: maximum damage is halved (rounded up) and the
target is disarmed of their primary weapon, parry on highest of armed or unarmed defence
score.
Grapple: UAS –10: max. damage halved (rounded up) / turn, until hold broken by a
successful parry.

Ranged Attacks
A roll equal to or less than an attacker’s Ranged Attack Score (RAS) is needed to score a hit.
The following modifiers apply to the RAS:
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Point-blank range: +20
Short range: +10
Medium range: 0
Long range: -10
Extreme range: -30
Target moving very slow or stationary: +10
Target moving slow: +5
Target moving fast: -5
Target moving very fast: -10
Target very small: -10
Target small: -5
Target large: +5
Target giant: +10
Attacker moving fast: -5
Attacker moving very fast: -10
Target weaving/dodging: -5
Target prone: -5
Careful aim: +20
Target behind soft cover: -10
Target behind hard cover: -20
Target above attacker (inc. flying): -5

Effects of damage
Each hit causes hit points (HP) of damage depending on the weapon type and damage dice
roll. For example, a broadsword may cause 3d10 damage plus the strength modifier of the
wielder (equal to the attacker’s strength divided by 20 and rounded up or: strength 1-20: + 1
damage, strength 21-40: + 2damage, strength 41-60: + 3 damage, strength 61-80: +
4damage, and strength 81-100: + 5 damage). Additional damage may be added at the
referee’s discretion, e.g. for an attacker charging on horseback the speed of the horse must
be taken into account, for two horsemen charging together the relative speed is doubled!
Two-handed weapons may have the strength modifier added twice (optional) and optionally
an extra point of damage can be added for each level of warrior proficiency.
In the basic game (see below) damage is simply subtracted from a characters base hit points
according to appropriate dice rolls.
In the advanced game there is the option of using hit locations and criticals. The advanced
game hit location sheet (for a medium-sized humanoid) is shown below. The boxes represent
the hit points available, with unused boxes being shaded out and lost hit points being crossed
off, but this is optional, as the hits can also be recorded in the appropriate bars. The red
boxes are critical points, with unused criticals being shaded out.
Critical points are deducted in two cases; one, when a major wound or series of wounds
deduct all the hit points available for that body part in the white boxes, and then additional
damage is removed from the critical points and, two, when a critical hit is sustained. In this
latter case a 1d10 is thrown and the appropriate weapon modifier is added and then this total
is looked up on the critical damage table to determine the number of critical points of damage.
The chance of scoring a critical hit is equal to 10% of the Attack Score + the level of the
warrior. An attack dice roll on 1d100 of 01 will always cause a critical hit. The advanced game
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aims to recreate the highly variable damage that blows can cause. Someone may survive a
sword blow to the head, but die slowly from blood loss from an arrow in the leg. Archaeology
confirms this variability. I once attended a talk by an expert who examined the skeletons of
the fallen from a mediaeval battle, many of whom were archers who wore no or very little
armour. Several suffered multiple fractures in their arms as they tried to shield their heads
from sword blows. Several had survived previous sword blows to the head, which had taken
chips out of their skulls, whilst in one case a sword broke someone’s skull into two pieces
(though soft tissue had held the two halves together, so that the sword did not split the head
open like a pumpkin!). One message to come from this was that swords frequently broke
bones rather than severed limbs. The reason is probably simply that blades would blunt very
quickly in battle, when clashed against sword, armour, shield and bone, and frequently
worked as edged clubs rather than slicing blades. Conversely, however, there are accounts of
large axes and other weapons severing legs and heads. It is also difficult to deliver a precise
strike against a moving target. The polearms probably caused the most horrific injuries, as
their length gave them great leverage and force under gravity. There are accounts, however,
of single blows smashing helm, coif and skull, especially perhaps when two horse-riders
clashed at speed. It’s all nasty stuff, but that was the nature of mediaeval warfare. Remember
though that this is just a game, and although a certain amount of realism may be desirable,
one does not need every gory detail!
For example, a player sustains a critical blow from a broadsword to the head / neck. The
critical 1d10 roll gives a 5, adding the critical damage modifier which is +3 (this is usually
equal to the number of d10 of damage that the weapon causes, e.g. 3d10 in this case) gives
8. According to the critical damage table this results in 4 points of critical damage. Thus, 4
points are deducted from the player’s head/neck critical points (CP) total of 6, leaving 2
points. The sword also does 3d10+3 points of normal hit point damage, in this case 21 points,
leaving our player with 9 points. Now we must test for stun or concussion, with 2 CP
remaining there is only 20% chance of the player avoiding a stun, they roll 17 and so they are
not stunned, but this is clearly a serious wound and the player who wore no helmet is losing
blood and will lose 4 hit points per additional round of combat (half this, i.e. 2 points, if they
retire from battle), or until first aid is administered. If they continue to fight, then they will
probably last no more than 3 more rounds of combat. This rapid hit point loss due to bleeding
is somewhat optional and at the referee’s discretion, and usually applies to bladed or pointed
weapons only (that cause slash (S) or piercing/puncture (P) wounds).
Hit points can also be lost at a much slower rate from all types of damage, for example a
player who has been half-clubbed to death may lose one more hit per round or per hour if
they do not obtain first-aid. This is a dimension of realism left to the referee’s discretion, but
can be used to encourage a badly wounded character to do the normal thing and try to get
their wounds tended to, stitched or to rest for a day.
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Armour will clearly reduce critical damage. For example, the same character who was hit
above is now wearing chain mail armour and a great helm. This gives his head/neck region
an armour class of 4. His armour save d100 roll is 72, so his armour absorbs three dice of
the damage and only the +3 points of damage (from the 3d10+3) is incurred (had his armour
absorbed 4 dice of damage then the blow would have had no effect). The armour also
subtracts three points (number of points deducted equals the number of dice of damage
absorbed) from the 4 points of critical damage, leaving just one point of critical damage. The
armour has taken a critical hit equal to its armour class (4 in this case) and so is significantly
damaged and its armour class is lowered by one class to class 3 (and a further 3 CP of
damage would have lowered it to 2, a further 2 to 1 and one more point would have destroyed
the helmet and coif altogether – thus, a single blow causing 11 or more critical points of
damage would have wrecked the head armour completely). Since the armour is still effective,
the blow will not have caused much external blood loss (it may cause internal bleeding,
however,) and is a concussion effect. Our player is left with 5 CP and so has a 50% chance of
saving against a stun, but rolls 61 and so is stunned, but not totally as they only failed by 11
percentile points, so the referee determines that the player must act at -10% (-10% multiplied
by the number of CP lost) to all their action rolls (attacks, parries, riding score etc.) for 1d10
rounds. A more serious stun, e.g. had they failed by more than 30 points on their stun check
(with a roll of over 80%) then they would probably have been knocked unconscious for 1d10
rounds and further stunned at -10% for 1d10 rounds.
Note that if a blow removes all the CP for a body part, then that part is destroyed, even if hit
points remain, so a great sword that does 10 CP of damage to the neck may well sever the
head; a club that does 10 CP damage to an arm will probably break it so badly that it can not
be used until mended. If a body part loses all its HP but still has critical points then it may still
function, but when HP and CP or CP alone are lost, the part is unusable if not destroyed or
severed. HP loss due to blood loss will be deducted from the injured limb’s HP, then from its
CP and then from the HP of the torso. Loss of either the head’s total HP and/or CP or the
torso’s total HP and/or CP results in death (unless magic or supernatural forces intervene, of
course!).
What this game does not do is offer detailed effects of critical damage, after all, a lance in the
abdomen would possibly damage more than one important bit! However, the referee is
encouraged to elaborate as they desire, but what is most important is to describe the effects
on the player – how stunned they are, how much weaker they are becoming, etc. since in the
heat of battle a combatant may not fully realise what damage they have suffered exactly. It
should also be remembered that a stun is much more likely when the target is surprised,
since adrenalin sharpens the nervous system, increases its resilience and minimises or even
eliminates the effects of pain altogether, whilst the action lasts. There are plenty of stories of
warriors full of holes but not totally aware of it until they retire from the fight and are then
overcome by stun, concussion and pain. By the same token, a single blow in the right (or
wrong!) place can despatch a person very quickly, though unconsciousness seldom occurs in
less than five seconds – it is very hard to stop someone finishing a blow with a sword they
have started to deliver, whether you pierce their heart or not! Thus, a character that is
despatched may still be able to complete their last attack, this is left to the referee’s
discretion.

Damage Types
In addition to the effects of crushing, piercing and slashing, there are other damage types,
such as burns caused by fire or acid and electricity. Electricity may cause some burns, but its
major critical effect is to stun, possibly even causing heart stoppage. Burn wounds are
particularly debilitating and after the action, once adrenalin levels drop, a player who has
suffered more than 50% damage to a body part from burns, will be unable to use that body
part for anything much, simply because the pain will be too great. Of course, with the use of
magic things can be put right!
Damage from falls is usually of the crushing type, unless the player lands on a spike! Poisons
cause special types of damage, as described in the section on poisons. The damage types of
a range of common attack modes are listed in the Attack Types table.
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Note that it may be important to record how many points of damage are due to burn wounds,
when determining the debilitating effects of burns.

Fumble
The effects of a fumbled attack is given in the Fumble table. The chance of an attack fumbling
is equal to 10% minus the warrior level, so an unskilled attacker will fumble on an attack roll of
91-00. A role of 00 should always be a fumble (although accumulated d100 dice rolls can be
used for probabilities less than 1%, for example, a level ten warrior might only fumble on 00
followed by another roll of 91-00). The effects of a fumble are not exactly described, but can
be elaborated by the referee, but include general effects such as loss of balance (save on
coordination) or possible weapon breakage (save on the weapon’s durability score, which is
usually a score between 1-100 depending how well made or how old the weapon is or how
magical it is) etc. Incidentally, there are situations when weapons are much more likely to
break, a lance used in a charge is quite likely to break if it strikes a horseman’s shield and
fails to unhorse them.

Keeping Things Moving
In the Advanced Game, rolling 1d100 for an attack and 1d100 for a parry, followed by 1d100
armour-save and damage dice and possibly 1d10 of critical damage can slow things down a
bit too much. To get around this it may be deemed best to allocate dice by colour and roll
them together. To help with this, an alternative armour save table has been constructed which
uses a 1d20 instead of 1d100. The attacker can then roll 1d100 attack dice and 1d10 critical
damage dice; if they score a critical hit then the d10 determines the critical damage roll. The
defender can roll 1d100 parry dice and a 1d20 together; if the parry fails then the d20
determines their armour save roll. Also, if an unusual attack causes 20d10 of damage, then
why not roll 1d20 and multiply the result by 10, or roll 2d10 and multiply by ten? This not only
slows things down, but makes the outcome more variable, with 20 dice rolled together, the
final score will rarely deviate much from the average (of 110 for 20d10). This is useful,
especially when a monster is hit, a player may not appreciate the unpredictability of 1d20 x 10
(these rules perhaps should be stated before game play commences) though 2d10 x 10 is a
bit more predictable (the probability of rolling a 20 on 1d20 is 1 in 20 or 5%, with 2d10 the
probability of rolling two tens is only 1 in 100 or 1%, and incidentally, with 20d10 the odds of
rolling 20 tens is astronomically unlikely!). Of course, there may be times when a player is in a
tight spot and the game plays better when played more slowly, adding to the suspense!

Basic Game: Effects of Damage
The advanced damage rules as outlined above do make the situation precarious, especially
for un-armoured players who engage in sword play! They may survive multiple wounds or be
despatched with a single blow. Some people like this type of realism, whilst others prefer a
more predictable outcome. For this reason, the optional basic rules do not use criticals,
except perhaps for stun effects only, and hits need not be allocated between the body parts.
A character has both a hit base, say 60 hit points, and an allocation of this to each body part
(50% or 30 points to the head/neck, 75% or 45 points to the torso, 35% or 21 points to each
arm and 60% or 36 points to each leg). Clearly when the points are allocated, a blow to the
head is more likely to be serious than a blow to the leg, however, in both systems the average
outcome is the same (each system was tested hundreds of times with a computer program).
In the basic game all hits come from the base, 60 hit points (HP) in this case, with no detailed
breakdown between body parts. This simplifies and speeds up game play and makes damage
more predictable, but has no average effect. The referee can use whichever system they
prefer. Even in the advanced system, some creatures have no HP allocation, for example a
Greater Demon capable of polymorphism has no criticals and severing a limb is no problem if
the being can change shape at will.

Intermediate Game: Effects of Damage
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It is possible to combine the advanced and basic game rules as one desires. For example,
damage may not be allocated to individual body parts, but come from the base HP as in the
Basic Game, but there could also be critical points allocated.

A Safety Net
A player in one of my games once lost his wizard when a skeleton warrior pierced his
shoulder with a spear, hitting a vital artery (probably the subclavian) and causing a rapid loss
of consciousness. This did not ruin the game, as it was a real freak dice roll, but some players
will take this better than others. I once lost one of my best Star Frontiers characters because,
being the ship’s captain, he was last to abandon ship and having no escape pod he simply
dived overboard in his spacesuit and almost made it to safety before the ship exploded, but in
the end he dies heroically. I enjoyed this event, I had another character and so I was not out
of the game, and I played him true to his character, and there has to be an end. How many
people cherished characters who played a couple of games and then faded into vague
memory? Some players, however, insist upon being utterly victorious always. As a referee
one has to strike a balance, the characters must have a chance of dying for the game to have
suspense, but there may be times when the referee and players wished something had never
happened! In this game each player has a luck or karma or charm score (call it what you will)
which will be particularly high for wizards who can distort reality, and for warriors held in high
esteem by their gods or by any player who proves useful to the powers that be. If a character
suffers some adverse die roll, then once per game (or per day or evening of play as the
referee decides) the character may use this luck or divine intervention to undo one bad die
roll. This gives them a final saving throw. For example, suppose a character sustains a
serious critical hit, but they have a luck score of 68 (on a scale of 1 to 100) then they get one
chance, and one chance only, to avert this ill fortune by throwing less than or equal to 68 on
1d100. If lucky, then the event either did not take place, but was averted, for example, by the
weapon breaking, or some subsequent event (natural or supernatural) saves them. Once they
use up their luck, however, then it goes to zero until the next day or the next adventure. The
referee can determine a new luck score by throwing 1d100 the next day, or it can return to its
former value, or it can start low and slowly accumulate as the player prays to their deity or the
wizard studies his magic, whatever the referee prefers. Indeed, certain events, like favours to
the gods, or for a wizard – constructing a magic circle, can increase a player’s current luck
score.
There are other safety nets, of course, since certain magic can put things right, for example
by reversing time or by bringing a character back to life. However, to maintain suspense,
every safety net must have potential holes in it! A resurrect spell may fumble, for example.
If the worst come to the worst and a character departs, then it’s not always a purely bad thing!
The character may become a hero or legend, they may reincarnate, or if they were of
maximum level, or they performed some phenomenal task, then they may become a demigod
or angelic spirit. Wizards, in particular, may retain some memories of their past lives and may
have the choice to roam the Astral Planes instead of reincarnating.
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EQUIPMENT PRICE LIST
ITEM

WEIGHT

COST

Backpack
Beer/ale (1 pint)
Boots
Blanket
Brandy (1 pint)

1

2

1
2

3
5

0,0,3
0,0,0,0,4
0,1
0,0,4
0,0,0,2

Cider (1 pint)
Cloak
Coat
Flint & Steel
(Tinder box)

1
3
-

2
6
½

0,0,0,0,2
0,2
0,3
0,0,2

Holy Symbol
Holy Water

-

½
-

0,5
0,2

Iron Spikes (10)

1

3

0,2

Lantern
Lock pick kit
Lodging
communal sleeping
separate bedding
separate room
0,0,0,8

1
-

2
½

0,2
0,2

Mead (1 pint)
Mirror
Oil flask

0,0,0,2
0,0,0,5

0,0,0,1
0,3
0,0,5

½

½
1

1

2

4
7
3

8
15
6

1
2

2
4

0,0,1
0,0,2
0,0,0,0,5

Tent (2 man)
Torch
Waterskin (1 pint) Weapon belt
Wine (1 pint)

4
½
½

9
1
1

0,3
0,0,0,0,2
0,0,0,1
0,1
0,0,0,1,2

WEAPON

WEIGHT
(lb(kg))

COST
(G,S,B)

17 (8)
16 (7)
15 (7)
12 (5)
7 (3)

2,4
2,2
1,8
1,6
1

Pegs/stakes (10)
Mallet
Pole (3m/10’ )
Rations (1 week)
Rope (15m/50’ )
Sack
small (50lb)
large (100lb)
Stable

0,0,1
0,0,4
0,0,0,5
0,1
0,1

Straight Swords
Great sword (6’)
Two-handed broadsword (5’)
Hand-and-a-half sword (4’)
Broadsword (31-4’)
Gladius (2½’-3’)
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Short sword (2’-2½’)

3 (1)

0,4

15 (7)
13 (6)
11 (5)
10 (5)
6 (3)
3 (1)

2,7
2
1,4
1,2
1,1
0,8

16 (7)
9 (4)
8 (4)
8 (4)

2,5
2
1
1,7

2 (1)
3 (1)
2 (1)
1 (½)

1,6
1,5
1
1

4 (2)
8 (4)

1,3
1,6

22 (10)
19 (9)
20 (9)
15 (7)
13 (6)
16 (7)
6 (3)
7 (3)

2,8
2,2
2
2
2,2
2
1,4
1

18 (8)
17 (8)
10 (5)
16 (7)

2,5
1,7
1
0,3

20 (9)
30 (14)
11 (5)
16 (7)
14 (6)
9 (4)
5 (2)

2,4
1,7
2,8
1,1
1,4
1
0,3

Curved Swords
Grand Shamsheer (6’)
Great Shamsheer (4½’-5’)
Falchion (4’ )
Scimitar (3’ )
Sabre (3’ )
Short sabre (2’-2½’ )
Unusual Swords
Flamberge (6’)
Pata (long katar) (3’-4’)
Shotel (3’-4’)
Manople (2’-3’)
Towne Swords
Rapier {3’-5’)
Epee (3’-5’)
Foil ( 3’ -4 ‘)
Sword Cane (2’-3’)
Bizarre Swords
Terbutje
Estok
HAFTED WEAPONS
Slicing Heads
Double-bladed broad axe
Great axe
Bullova
Broadaxe
Sickle (3’ )
Bhuj
Francisca
Taper axe
Stabbing Heads
Bec de Corbin
Zaghnal
Adze
Pick axe
Mashing Heads
Heavy Mace
War Hammer
Morningstar
Heavy Flail
Light Flail
Mitre
Bludgeon
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Baton
Piton Hammer
Crowbar

2 (1)
3 (1)
4 (2)

0,2
0,0,8
0,1

30 (14)
19 (9)
18 (8)
25 (11)
10 (5)
15 (7)
20 (9)
18 (8)
20 (9)
20 (9)
15 (7)
19 (9)
9 (4)
15 (7)
20 (9)

4,2
5
3,4
4
3,2
2
3,2
3,2
2,8
2,7
1,6
2,4
1,5
4
5,6

Pilum (5’-8’)
Trident (6’)
Hoko (6’)
Oxtongue (hasta) (6’)
Spontoon (8’)
Common Spear (6’)
Assegai (6’)
Javelin (6’)

10 (5)
8 (4)
9 (4)
7 (3)
10 (5)
5 (2)
5 (2)
3 (1)

1,5
1,2
1,1
1,6
0,6
0,4
0,4
0,2

Spearthrower (javelins)

1 (½)

0,2

3 (1)
2 (1)
2 (1)
2 (1)
2 (1)
3 (1)
1 (1)
2 (1)
1 (½)
3 (1)
1 (½)
2 (1)
1 (½)

0,6
0,6
0,3,8
0,5
0,3,8
0,4
0,4,1
0,3,8
0,2,8
0,5
0,2
0,3
0,0,5

3-7 (1-3)
6-8 (3-4)

(1-4)
(2-5)

12/18 (5/8)
22 (10)
25 (11)
20 (9)

(3/5)
8
12
6

POLE WEAPONS
Poleaxe (10’)
Chauves souris (12’)
Ranseur (runka) (12’)
Halbard (10’)
Pike (12’)
Demi-lune (halfmoon) (12’)
Voulge (10’)
Fauchard (12’)
Partizan (8’)
Guisarme (9’)
Scythe (long) (6’)
Billhook (11’)
Kumade (rake) (5’)
Brandestock (6’)
Extended Brandestock (9’)
SPEARS

DAGGERS
Sax
Kukri
Katar
Haladie
Bank
Bichlwa
Jambiya
Dirk
Misericorde
Main gauche
Poniard
Swordbreaker
Stiletto
PROJECTILE WEAPONS
Shortbows
Longbows
Crossbows
Hand-drawn
Arbalest
Cranequin
Dokyo
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Prodd
Staff sling (2-handed)
Common sling
Pouch of 100 stones
African Throwing Knife
Chakram
Shurikin
Blowpipe
Darts (30)
Hunting bola
War bola

10 (5)
10 (5)
1 (1)
5 (2)
13 (6)
2 (1)
1 (½)
3 (1)
½ (1/4)
5 (2)
8 (4)

WEAPON

4
0,1
0,0,2
0,0,6
3,6
0,8
0,6
0,2
0,1
0,7
2
DAMAGE

CRIT

3dl0
2dl0+4
2dl0+2

+3
+2
+2

3dl0+2
3dl0
2d10+1

+3
+3
+2

3d10+2
2d10+2
2d10

+3
+2
+2

2d10+3
2dl0+2
1d8
2dl0

+2
+2
+1
+2

2dl0+3
2dl0

+2
+2

5d10
4d10
4d10

+5
+4
+4

5d10+1
4dl0
3d10+2

+5
+4
+3

1-HANDED SWORDS (STR/COO)
Straight Swords
Broadsword (3’-4’ )
Gladius (2½’-3½’ )
Short sword (2’-2½’ )
Curved Swords
Scimitar (3’)
Sabre (3’)
Short sabre (2’-2½’)
Unusual Swords
Pata (long katar) (3’-4’ )
Shotel (3’-4’)
Manople (2’-3’ )
Towne Swords
Rapier (3’-5’)
Epee (3’-5’)
Foil (3’-4’)
Sword Cane (2’-3’)
Bizarre Swords
Terbutje
Estok
2-HANDED EDGED (STR/STR/COO)
Straight Swords
Great sword (6’ )
Two-handed broadsword (5’)
Hand-and-a-half sword (4’ )
Curved Swords
Grand Shamsheer (6’ )
Great Shamsheer (4½’-5’ )
Falchion (4’ )
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Unusual Swords
Flamberge (6’ )

5dl0

+5

1-HANDED HAFTED WEAPONS (STR/COO)
Slicing Heads
Broadaxe
Sickle (3’)
Bhuj
Francisca
Taper axe
Stabbing Heads
Zaghnal
Adze
Pick axe

3d10
3d10+1
2d10+3
2d10+2
2d10

+3
+3
+2
+2
+2

2d10+3
2d10
2d10

+2
+2
+2

4d10
4d10
3d10+3
2d10+3
2d10+1
2d10-1
1d10+3
1d10
1d10

+4
+4
+3
+2
+2
+2
+1
+1
+1

5d10+1
4d10+2
3d10+2

+5
+4
+3

5d10

+5

4d10+1

+4

Mashing Heads
War Hammer
Morningstar
Heavy Flail
Light Flail
Mitre
Bludgeon
Baton
Piton Hammer
Crowbar
2-HANDED HAFTED (STR/STR/COO)
Slicing Heads
Double-bladed broad axe
Great axe
Bullova
Stabbing Heads
Bec de Corbin
Mashing Heads
Heavy Mace
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2-HANDED POLE WEAPONS (STR/STR/DEX)
Slicing Heads
Poleaxe (10’)
Chauves souris (12’)
Ranseur (runka) (12’)
Halbard (10’)
Demi-lune (halfmoon) (12’)
Voulge (10’)
Fauchard (12’)
Partizan (8’)
Guisarme (9’)
Scythe (long) (6’)
Billhook (11’)
Brandestock (6’)
Extended Brandestock (9’)

6d10
5d10+4
5d10+3
5d10
4d10+3
4d10
4d10
3d10+4
3d10+3
3d10+1
3d10
2d10
3d10

+6
+5
+5
+5
+4
+4
+4
+3
+3
+3
+3
+2
+3

5d10
2d10+2

+5
+2

4d10
3d10+2
3d10
3d10
2d10+2
2d10
1d10+5

+4
+3
+3
+3
+2
+2
+1

2d10+3

+2

2d10
2d10
1d10+3
1d10+2
1d10+1
1d10+1
1d10
1d8
1d8
1d6
1d6
1d6
1d5

+2
+2
+1
+1
+1
+1
+1
+1
+1
+1
+1
+1
0

Stabbing Heads
Pike (12’)
Kumade (rake) (5’)
SPEARS (STR/COO or COO)
Pilum (5’-8’)
Trident (6’)
Hoko (6’)
Oxtongue (hasta) (6’)
Common Spear (6’)
Assegai (6’)
Javelin (6’)
2-HANDED SPEARS (STR/STR/COO)
Spontoon (8’ )
DAGGERS (STR/COO/COO)
Sax
Kukri
Katar
Haladie
Bank
Bich’wa
Jambiya
Dirk
Misericorde
Main gauche
Poniard
Swordbreaker
Stiletto
Bows
Damage

Crit

Range (m)

1d10
1d10+1

+2
+2

60
70

Shortbows
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1d10+2
1d10+3
2d10

+2
+2
+3

80
90
100

2d10+1
2d10+2
2d10+3

+3
+3
+3

140
150
160

2d10
2d10+2
2d10+4
2d10+6

+3
+3
+4
+4

90
100
100
100

Longbows

Crossbows
Hand-drawn
Hand-drawn
Arbalest
Cranequin
COMBAT TABLES
Hit Locations
1d100
86-100
81-85
75-80
19-74
10-18
01-09

Region Hit
H
LA
RA
T
LL
RL

Critical Hit
100
85
80
74
18
09

Hits (%)
45
35
35
75
55
55

Unarmed Combat
Attack Strength/
Parry Score
Roll Succeeded by
01-05
06-15
16-30
31-45
46-60
61-75
76-85
86-90
91-95
96
97
98
99
100
101-105
106-110
etc.

Hits Caused/
Hits Blocked
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17

1/10 AS or less = critical
Fumble Table
1
2
3
4-5

D-Minor (ld4) (bump, strain etc.) (auto crit, max. 1)
UT
DT
WBT
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6
7
8
9
10

WET:
DT:
UT:
D:

UT, DT
UT, DT, WBT
D-Major (impaled on enemy’s weapon etc.) (auto crit)
UT, DT, WBT, D-Minor (ld4)
UT, DT, WBT, D-Major

Weapon breakage test (Weapon Durability)
Disarmament test (COORD)
Unbalancing test (COORD)
Damage

Armour
Complete:

Weight (kg)

Cost (GP)

Armour Class

Plate Mail

40

10

4b

Chain Mail

25

6

3b

Scale Mail

30

1,6

3a

Banded Mail

30

7

4a

Splint Mail

30

7

4a

Ring Mail

25

8

2b

Ring-joined Plate

12

2

Leather

8

1

2a

Studded leather

10

1,4

2b

Hide Armour

20

1,5

3a

Coin Armour

30

1-1000

3a

Brigandine

25

1,6

3a

Bronze Plate

35

8

4a

Quilted/Padded

4

0,8

2a

Full Plate

50

15

6a

Field Plate

45

12

5a

Cap

1.5

0,1

2a

Coif

1.5

0,1

3b

Open-faced Helm

2

0,1,5

3a/3b

Closed-face helm

2.5

0,2

4a/4b

Great Helm

3

0,3

5a/6a

Notes: 1. Helm + Coif armour class shown to the right of /
2. [AC]b indicates a bonus of +10 to the armour class save role in the d100 system or +2 in
the d20 system. [Ac]a indicates no bonus.
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Shields
Shield Type
Buckler/Target Shield
Small shield
Medium/Knight’s Shield
Body/tower Shield

Weight (kg)
3
12
15
20

Cost (GP)
0,1
0,7
1,6,5
2

MD modifier
+15 / +15
+30 / +30
+40 / +50
+45 / +60

Note: shield used defensively against missile fire or as part of a shield wall in melee shown
right of /
Barding Armour Classes
Light

Padded
Leather

3a
3a

Medium

Scale
Brigandine
Ring
Studded Leather
Chain

3b
3b
3b
3b

Heavy

Banded
Splint
Plate
Field Plate
Full plate

4b
4b
5a
6a
6b

Armour Classes
On a d100 based system
AC
1
2
3
4
5
6
7
8
9
10
11
12

1-50 (0)
1-50 (1)
1-30 (1)
1-25 (1)
1-20 (1)
1-20 (2)
1-20 (3)
1-20 (4)
1-20 (5)
1-20 (6)
1-20 (7)
1-20 (8)

51-100 (1)
51-100 (2)
31-70 (2)
26-50 (2)
21-40 (2)
21-40 (3)
21-40 (4)
21-40 (5)
21-40 (6)
21-40 (7)
21-40 (8)
21-40 (9)

71-100 (3)
51-75 (3)
41-60 (3)
41-60 (4)
41-60 (5)
41-60 (6)
41-60 (7)
41-60 (8)
41-60 (9)
41-60 (10)

76-100 (4)
61-80 (4)
61-80 (5)
61-80 (6)
61-80 (7)
61-80 (8)
61-80 (9)
61-80 (10)
61-80 (11)

81-100 (5)
81-100 (6)
81-100 (7)
81-100 (8)
81-100 (9)
81-100 (10)
81-100 (11)
81-100 (12)

Note: values in brackets denote the number of dice of damage (d10) subtracted from the
damage role for HP damage, for the d100 score indicated.
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Alternatively, on a d20 based system
AC
1
2
3
4
5
6
7
8
9
10
11
12

1-10 (0)
1-10 (1)
1-6 (1)
1-5 (1)
1-4 (1)
1-4 (2)
1-4 (3)
1-4 (4)
1-4 (5)
1-4 (6)
1-4 (7)
1-4 (8)

11-20 (1)
11-20 (2)
7-14 (2)
6-10 (2)
4-8 (2)
4-8 (3)
4-8 (4)
4-8 (5)
4-8 (6)
4-8 (7)
4-8 (8)
4-8 (9)

15-20 (3)
7-15 (3)
9-12 (3)
9-12 (4)
9-12 (5)
9-12 (6)
9-12 (7)
9-12 (8)
9-12 (9)
9-12 (10)

16-20 (4)
13-16 (4)
13-16 (5)
13-16 (6)
13-16 (7)
13-16 (8)
13-16 (9)
13-16 (10)
13-16 (11)

17-20 (5)
17-20 (6)
17-20 (7)
17-20 (8)
17-20 (9)
17-20 (10)
17-20 (11)
17-20 (12)

Palladium armour class conversion table
Middle Palladium Armour
Value
2
4
6
8
10
12
14
16
18
20

AC
2
2b
3
3b
4
4b
5
5b
6
6b

Critical Damage Table
When a critical hit is sustained roll 1d10, add the critical damage modifier for the weapon and
for the attacker’s skill to the score and consult the table below:
Die Roll (1d10) + Modifier
1,2
3,4
5,6,7
8,9
10
11
12
13
14
15
etc.

Critical Damage
1
2
3
4
5
6
7
8
9
10
etc.

The result in the ‘Critical damage’ column is the number of critical hit points subtracted.
Multiplied by ten, the result also gives the percentage chance of stunning the target and
fracturing bones (for major wounds exceeding 50 % of initial hit points).
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V. Monsters
MONSTER CHARACTERISTICS
Psychological Attributes
Intelligence. The intelligence of creatures can be given a numerical level based upon the following scale:
Intelligence level
1
2
3
4
5
6
7
8
9
10
11+

Description
Plant-like, fungus-like, automated
Instinctive, automated with complex reflexes, e.g. worm
Animal (vertebrate)/Bestial e.g. lion – largely instinctive, some
reasoning ability, simple language
Semi-intelligent / Ape-like (Simian), e.g. chimpanzee – simple tool
use and inherited technology
Low – can use human language
Average human
Highly intelligent
Exceptional
Genius
Supra-genius
god-like

Technology. If the creature has some form of technology then this is rated according to the following scale:

Technology level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15+

Description
Ape-like (Simple tool use)
Early Palaeolithic (Early hunter-gatherer)
Mesolithic (Advanced hunter-gatherer)
Neolithic (Hunter-gatherer / agricultural transition)
Copper/Bronze Age
Iron/Steel Age
Gunpowder Age (Age of Alchemy / Dawn of Science)
Napoleonic (Pro-industrial)
WWI (Early industrial)
WWII (Heavily industrial)
Silicon Age (Age of Information Technology, early Space Age)
Interstellar Age (Advanced Space Age)
Silicon Life and Artificial Intelligence
Time Travel
?

Of course, not all civilisations will follow the examples given, but these represent equivalent levels of
technology. Degenerate civilisations, in particular may have technologies from a mixture of levels some
of which they may use without understanding how they function, others may be understood by only
esoteric groups during a Dark Age. Technology is related nope to tine, stability, and the most intelligent
members of a society, and may bear little relation to average Intelligence.
Alignment. Expressed as a positive number, represents the %age of good character in a personality
expressed as a negative number it represents the %age of evil nature. Of course, the two are
equivalently opposite -18 is equivalent to 98. An alignment of 8 to +38 represents an overall evil
personality, +31 to +18 is neutral, and +71 to +188 is a good alignment.
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Hostility. This is the percentage chance that a creature will attack a group of characters. It is modified by
the perceived relative strengths of the two parties the hunger status of carnivores, and sometimes by
alignment, depending upon the nature and intelligence of the creature. This optional stat. is given to all
random encounters and to all creatures with an intelligence of 4 or less. Creatures with a higher
intelligence will be operating according to an intelligent motive. If the % die poll is within +18 or -18 of the
hostility rating then the creature remains hostile but does not attack although it may threaten to do so. Its
subsequent actions will depend upon whether or not it is provoked, intentionally or unintentionally. A
suggested procedure to determine the behaviour of creatures of intelligence level 4 or less based on a
hostility check:

Hostility roll

Behavioural outcome

1. Succeeded by more than 15

Attacks immediately

2. Succeeded by 15 or less

Will attack next turn unless PCs increase distance
between the creature and themselves. If PCs approach
closer or intimidate the creature then an additional role at
-10 is required.

3. Failed by 15 or less

Will not attack unless provoked. If PCs approach closer
then an additional role at -10 is required.

4. Failed by 16-25

Will not attack, but will only move away if approached (if
cornered or unable to move then the outcome will be as
in case 3 above.

5. Failed by more than 25

Moves away (if cornered or unable to move then the
outcome is as case 4 above).

For more intelligent animals (including randomly encountered humans etc.) roll once to determine the
creature’s feelings towards PCs:

Hostility roll

Behavioural outcome

1. Succeeded by more than 15

Will attack at the best opportunity

2. Succeeded by 15 or less

Hostile, but not outwardly aggressive

3. Failed by 15 or less

Wary, but not hostile

4. Failed by more than 16-25

Neutral

5. Failed by more than 25

Friendly

Morale. This is an optional statistic. Regardless of how hostile a creature’s intentions may be, its ability to
continue combat after sustaining losses will depend upon its ‘Morale’. A morale check is required each
time a creature suffers appreciable damage. It is modified according to how successful the fight has
been, for the creature to date, and also according to the creature’s motivation. A hunting creature will
persevere for longer when engaging prey. (Note that ‘morale’ does not necessarily refer to what
influences human morale). A % die roll within 15 points either side of the creature’s morale will result in
the creature fighting defensively whilst retreating, but morale can be restored if the creature scores an
important victory. A creature which fails a second morale check, or fails initially, is routed and will flee,
turning to fight only if cornered and unable to withdraw from combat. The results of a morale check are
summarised below:

Morale Check d100 score

Behavioural outcome

1. Succeeded by more than 15

Fight as normal
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2. Succeeded by 15 or less

Fight defensively

3. Failed by 15 or less

Retreat whilst fighting defensively

4. Failed by more than 15

Routed

Language. Most living things use some kind of language, whether it’s simple sounds or chemical signals,
to elaborate spoken and written language. Many ‘languages’ also use a variety of media, such as visual
signals and vocal signals. Complexity can be measured by the number of signals conveyed, the number
of media used, and the amount of information contained in each signal and the nature of this information.
Creatures can be assigned a language level according to the following table:
0. None (only the simplest life-forms fall possibly into this category)
1. Simple signals (e.g. chemical signals used by single celled organisms, many plants)
2. Low Animal (e.g. dogs – uses a modest variety of visual, olfactory and vocal signals)
3. High Animal, e.g. Simian – uses a wide variety of signals, enough to permit simple culture
4. Advanced Spoken, e.g. tribes-people
5. Advanced Spoken & Written, e.g. Medieval English
6. Highly Advanced (e.g. high-level technological language, fluent telepathy)

Physical Attributes
Strength. This reflects brute physical strength, reflecting both relative muscular power and the size of the
creature. The units are in terms of Men, Frost Giants and Dragons, as follows:
1 Man = 58pts
1 Frost Giant = 58 Men
1 Dragon = 2 Frost Giants = 188 Men
Obviously, these are based upon the average (modal) strength of these creatures. (The strongest
dragons are as strong as 48 average Frost Giants. Such a number strictly means that a creature with, for
example, a strength of 18 men is 18 times stronger than a single man. Such a creature might, however,
be overpowered by 18 men if their combined weight far exceeds its own body weight. (Though for
simplicity they can be assumed to be similar).
Size. Creatures are classified as tiny (T), small (S), medium or man-sized (M), large (L) and giant (G).
Exact dimensions may be given, but these general categories determine such effects as wrestling ability
and ranged target ‘to hit’ modifiers.
Hits. This value gives the number of hit points if the basic rules are used, in which hits are not divided
amongst body parts. In the advance option hits are distributed among the various bodily appendages,
then they are calculated from the basic hits value as follows:
Table of Biped hit point allocations
Body Part
H
RA
LA
RA
RL
LL

Hit Points
%
45%
35%
35%
18%
55%
55%

Chance to
Hit (1d100)
91-188
81-98
11-88
31-18
16-38
81-15

For example, a biped with 100 hits in the basic game would have 45% of these; i.e. 45 hit points,
allocated to the head and neck, 35 to each arm, etc. Note that the total number of HP is greater than in
the Basic Game, however, on average the same amount must be lost before death, but that it is now
possible to take more or less damage.
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Table of Quadruped hit point allocations
Body Part
H
T
RFL
LFL
RHL
LHL

Hit Points
%
45%
18%
48%
48%
58%
58%

Chance to
Hit (1d100)
91-188
51-98
39-58
21-38
14-26
81-13

Examples of other configurations can be found in the Bestiary.
Obviously, these are only rough guides that may vary from creature to creature. Hit tables for each
creature type are described under the relevant creature’s statistics in the Bestiary. Note that these values
have been tested and ape equivalent to the base hit point value fop the basic game, but allow more
variation, that is more or less damage can be sustained before death, depending upon the areas hit.
Some creatures are able to polymorph, or change shape indefinitely, and have no specific hit locations,
having just the one basic value, e .g. slimes, and many magickal creatures like Greater demons.

Attack Types
Attacks.
Attack Mode
Bite
Slash
Club
Crush
Grapple
Heat-based
Cold-based
Electrical
Acid

Critical Hit Type
Piercing/Crushing
Slashing
Concussion
Crush
Unbalancing Crushing
Burn
Freeze
Electrical
Burn

Armour Modifier
-10
0
-10
-10
-5
Special
Special
Special
Special

Movement. This is broken-down into: 1. tactical movement (TM), i.e. the creatures ability to sustain short
rapid bursts of movement over short distances, as might occur in a combat situation, and 2. strategic
movement (SM) or the creature’s ability to move large distances over prolonged periods of time, such as
when tracking prey over several hours or days. Sometimes, only a tactical movement rating is given. This
usually implies that strategic movement is ‘normal’ or not normally employed.
TM is important in modifying ranged combat ‘to hit’ modifiers – Table of Tactical
Movement Categories
Category
m/turn
Kph (max)
RA mod.
Example
Stationary
0
0
+10
Very
Slow
1-15
+5
Human walking
Slow
16-45
27
0
Human jogging
Medium
46-75
45
-10
Human sprinting
Fast
76-105
63
-20
Very
105+
Over 63
–30
Cheetah sprinting
Thus two or three values are usually given, in m/turn, the first representing normal movement pate, the
last a sprinting rate, e.g. for a human: 10/30/50.
Strategic movement is rated on a scale relative to humans:
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Strategic Movement
Human- normal pace x 1
Human -stressed rate x 1.5
Horse- normal pace x 1.5
Horse- stressed pace x 2.5.
The ’stressed’ rate is the maximum that can be maintained, but will cause fatigue and may result in injury.
Flying Movement. Creatures capable of flight are given a flying movement class, ranging from A-E,
depending upon Manoeuvrability, class A being the most manoeuvrable. The details of what these
categories mean is given elsewhere, but some examples of each are given below:
A
B
C
D
E

Air Elementals, Djinn
Fly Spells, Sprites, Giant Wasps
Flying Carpet, Gargoyle, Harpies, Pegasi
Pteranodonts, sphinxes, mounted Pegasi
Dragons, Rocs, Wyverns

Greater Demons: C or D
o

Class A

Turn
Reach full airspeed in
Reach full stop in
Can hover in place

180 /minute
1 segment
1 segment

Class B

Turn
Reach full airspeed in
Reach full stop in
Can hover in place

120 /minute
6 segment
5 segment

Class C

Turn
Reach full airspeed in

90 /minute
1 minute

Class D

Turn
Reach full airspeed in

60 /minute
2 minutes

Class E

Turn
Reach full airspeed in

30 /minute
4 minutes

o

o

o

o

EXAMPLE MONSTER - Human(!):
Alignment
Primary Plane
Intelligence
Perception

50
Plane of Matter
Level6
See 65(40) Smell/taste 40 Hear 50 touch 60 Navigate 25

SM
TM

x 1(x 1.5)
10/30/50 (VS/S/M)

Strength
Size

1 Man /50pts
Man-sized

Hits
Hit Locations
Hit Points
Critical Hit Points

50
H (91-100)RA (81-90) LA (71-80) T (39-70) RL (16-38) LL (1-15)
H: 45% RA/LA: 35% T: % RL/LL: 55%
H 5 T 15 RA 5 LA 5 RL 7 LL 7
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Attacks

By weapon type, or unarmed: 25, damage: 1-5

VI. Transport
Horses ( Equus caballus ) and other Baggage Animals

Light Horse
Medium Horse
Great Horse
Pony
Donkey/Mule
Elephant
Baggage Camel
Baggage Camel
Dromedary Camel

Carrying Capacity (CC)
100 kg
140 kg
160-200 kg
80 kg
120 kg
450 kg
160-200 kg
250 kg
80-100 kg

SM (fully loaded)
110 km/day
65 km/day
50 km/day
40 km/day
40 km/day

TM (fully loaded)
6 m/s
5 m/s
4 m/s
4 m/s
4 m/s
2 m/s

65 km/day
50 km/day
130 km/day
(190 km/2-3 days)
40 km/day
40 km/day

Cart
Wagon

Cost of baggage animals and carts and wagons
Pony
1d4 GP
Donkey/Mule
1d4 GP
Light Horse
2d4 GP
Medium Horse 2d6 GP
Heavy Horse
2d8 GP
Light Warhorse 2d10 GP
Medium Warhorse
2d12 GP
Great Warhorse 2d20 GP
Cart
Wagon

2 GP
4 GP

Personalised Steed Characteristics
Horses:
Speed +/1 2ft/s (0.6 m/s)
Hits: (Strength + Stamina)/2 + size modifier

Pony
Donkey/Mule
Light horse
Medium horse
Heavy horse

Stamina
85-95
90-100
85-95
75-85
65-75

Strength
80-100 (2.5-5)
70-110 (2-6)
100-120 (5-7)
120-130 (7-8)
130-200 (8-12)

Size modifier
+5
+10
+20
+30
+40

Hits
88-103
90-115
113-128
128-138
138-178

Elephants:
Speed +/1 2ft/s (0.6 m/s)
Strength:: 200 – 400 (15 – 35)
Hits: 325 – 435
Encumbrance and strategic movement:
Burden
Light

Open terrain
30

Rugged Terrain
20
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Very Rugged Terrain
10
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Medium
Heavy

20
10

10
5

5
2

Mount
Light horse
Medium horse
Heavy horse
Draft horse
Cart
Wagon

60
40
30
30
25
25

25
20
15
15
15
10

5
5
5
5
-
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of
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“Many are those who say that all magic is evil, even though they do not know what magic is. Magic is not
something you do, but it is something you are. To be against magic is to be against the whole of creation, for
magic is the energy that is in everything. Magic is the subtle substance that binds all things together. Magic
is the act of causing change through power of will and may work by means that we consider normal and
physical, or it may act by means that are as yet mysterious. The science of today was the magic of the past
and the magic of today is the science of the future. There are, however, two types of magicians. There are
those that use magic to inflate their pride and ego and perform petty mundane tricks to impress and for
material gain, these are the black magicians; then there are those that use magic for healing. The latter are
those that serve the Holy Spirit to which they attribute their deeds, for all things come from the One, and so
they are not proud but humble, and their will is one with the higher Will. These are the white magicians. To
do nothing is to allow evil to reign unchecked, so use what you have to honour the light. It is not a sin to be
curious, but one must proceed with caution, so beware the shades of grey.”

The Cosmic Planes
There are seven cosmic planes. All of these planes are connected, coexist and overlap in a higher
dimension. However, they may be represented as a series of concentric spheres or circles (Fig. 1). The
space between two adjacent spheres then represents a cosmic plane. Each sphere permeates the space of
each inner sphere.
The innermost sphere is the 'smallest' (though still possibly infinite) and densest; this is the Physical Plane,
or Plane of Matter. This is surrounded by the larger, but less dense Ethereal Plane (Elemental Earth), which
is divided into two principle subplanes or aethyrs. Surrounding this is the Astral Plane (or Lower Astral Plane
of Elemental Water) comprised of five aethyrs. Again, the Astral Plane is larger and less dense than the
Ethereal Plane. The Astral Plane is surrounded by the larger and less dense Lower Mental Plane (or Middle
Astral Plane of Elemental Air) with its seven subplanes. The larger and less dense Upper Mental Plane (or
Upper Astral Plane of Elemental Fire), also has seven concentric subplanes within it and it surrounds the
Lower Mental Plane. These five planes, or in some classifications the innermost four, constitute the Inner
Planes.
Surrounding the five Inner Planes are two Outer Planes, first of these is the Spiritual Plane comprised of
nine aethyrs. The Spiritual Plane is larger and less dense than the Upper Mental Plane. Surrounding this is
the largest and least dense plane of all, but defies description by mortals. Deities: demons and angels exist
in the Outer Planes.
Separating the inner from the outer planes is the great expanse of the Outer Abyss. This cosmic rift is home
to the Abyssal Demons and Chaotic Deities. The deepest layers of Hell are connected to the Abyss and
demons may traverse across the two realms.
All created things exist on one or more of these cosmic planes. Humans and other living creatures of
Midgard possess physical forms on the Plane of Matter, but they also have souls and minds on the Astral
Planes and spirits in the Spiritual Plane. All these subtle bodies are connected to the physical, but the seat
of awareness remains in the physical (most of the time). Spirits may lack a physical form, but may exist on
the other subtle planes, for example, Salamanders exist on the Elemental Plane of Fire, where their
awareness is based, but they also have spirits on the Spiritual Plane. In fact all things have spirit, even
inanimate objects; this is the essence emanating from the Source, from the One. Living things may also
possess soul and mind, in addition to spirit. Thus, the model of the Macrocosm (the objective universe) is
also a model of the inner Microcosm – “As above, so below.”
There are various models depicting the Cosmic Planes and Subplanes and their creation. These vary from
cosmic trees, to the three worlds, to the universal egg, to the concentric sphere model mentioned above.
Despite their apparent differences, each represents the same basic cosmic principles. There is no correct
way to represent a multidimensional magickal universe (Multiverse or Macrocosm) in three-dimensional
space!
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THE Nature of Magick
Magick is the power of the will to influence matter and energy. Magick is the power of the spirit in all things,
both animate and inanimate. Magic is the purposeful use of cosmic laws, through arcane formulas, to affect
change. Magic is the science of the unknown. Now, energies become increasingly subtle on the higher
Cosmic Planes. This means that they require less ‘strength’ to manipulate than physical matter, but their
subtleness means that their manipulation also requires more skill. Whatever is imagined forms on the Astral
Plane, but is easily disrupted on this subtle level. The secret of magick is that willed changes occurring on
the subtle Astral Planes will manifest on the Physical Plane, if they last long enough and are not disrupted. A
trained will can more easily manipulate the astral energies to maintain a coherent form. Crucially, all the
planes are interconnected. Creation descends (from the One) down through the Outer Planes and Inner
Planes and finally manifests on the Physical Plane. Similarly, what a magician creates on the Astral Plane
will manifest on the Physical Plane, if the magician is successful. This is where the will power of the
magician becomes important, and will power stems from energy and belief, and ultimately from intense
study and practice.
Beings who inhabit a subtle plane, and whose awareness is centred within it can more easily manipulate
their environment. These beings will, therefore, have more inherent magickal power. By this way deities can
affect change on the Physical Plane, with which they can not normally interact.

The Nature of Divinity
The Ultimate Divinity or the One is the Source of all creation, or so it is written. Every spirit, divine or mortal,
is but a spark of the One. The One is of no-thing we know. It is unity, it is infinite energy and without limit.
From behind these veils, creative energies pour into the Cosmos, descending through the Outer Planes to
the Inner Astral Planes and hence into the Physical Plane. All powers that exist or are possessed by any
being ultimately stem from the Source. Deities and mortals alike are created beings.
Deities exist in many pantheons. Each deity is the personification of some natural force. They are shaped by
psychic energies, and each may present different facets to different peoples, but nevertheless their
consciousness is real. Each deity gains vitality from the power of belief, and hence each strives to increase
its share of worshippers on the lower planes and the many worlds in the Universe. The more worshippers
they have the more powerful they become, and likewise they wane in power if their followers diminish. If all
people cease to believe in a deity they may become dormant, or transfer into another form perhaps on
another world. Deities can never be truly destroyed. Deities will thus further their own cause by bestowing
rewards on their most devoted followers, more so as their influence over the world increases.
As the forces of creation are both positive and negative, so to are the deities. Evil deities are known as
Greater Demons. Many Greater Demons were once benevolent spirits, but fell from grace. Others were
created evil, nourished by evil within the world. Benevolent deities are often known as Greater Angels. Less
powerful ranks of spirits serve these deities, forming the various orders of demons and angels.
Some powerful beings of mortal origin may become deities as they grow in magical power. Legends are
immortalised by the psychic energies of those who believe. Many of the Dragon Lords began this way.
There are many powerful and mysterious entities who stake an interest in the Mystic Earth, many are feared
and many are worshipped, and like the gods of legend, they vie for power in a strange cosmic game.

The Nature of Death
When a character dies, their consciousness does not simply end. The physical body may be destroyed, but
the soul, mind and spirit continue to evolve. After a time the spirit and soul will reincarnate and materialise
once again on the Physical Plane. Only the spirit is truly immortal, however, and part of the mind and soul
perishes with the body or some time afterwards. Upon reincarnation most memories are lost, though some
may be subconsciously retained and shape the personality, especially those pertaining to spiritual
development. Sometimes, however, some memories of past incarnations may be retained. This is true for
magicians, their will is strong enough to preserve certain memories, sometimes quite detailed, which may
resurface at any time during life, especially after periods of retraining in the Arcane Arts. Thus, magicians
are more readily able to regain their previous incarnation’s magical powers, and thereby achieve further
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spiritual advancement. In fact, magicians of level 8 or above can reincarnate with very little memory loss, or
at most a transient memory loss that is regained during childhood.
In the interim, between lives, mortals spend at least some of their time contemplating their past life, often
reliving the consequences of their actions in one of the hells or heavens. Magicians, in particular, have open
minds and strong wills and, whilst most of the dead will either be in a sleep-like state or contemplating their
past life in an Afterlife World, they may roam the Astral Planes until their time for reincarnation arrives.
Any character of level 8 or above (level 6 or above for magicians) or any mortal achieving a certain level of
spiritual advancement, may chose not to reincarnate, or to delay the process, and remain on the subtle
planes, perhaps in the service of a deity in an Afterlife Realm (Heaven or Hell).
A level 10 character (or any other character of legendary status) achieves divine status upon death and can
take their place amongst the deities. Any character who has balanced their karma has the choice of
returning to the source of the One or reincarnating to guide the progress of mortals. Many of these spirits
become saints.
Individuals with particularly strong will or a powerful motive may refuse to reincarnate. They may remain on
the Ethereal Plane, sometimes crossing intermittently into the Physical Plane as ghosts. They may remain
as ghosts until their will is somehow achieved through the living or until they grow weary and allow
themselves to slowly ascend to the Astral Plane prior to reincarnation. Even on the lower Astral Planes
some spirits refuse to reincarnate, perhaps having lost hope, perhaps seeing no end to the cycle. These
unfortunates become the Empty Ones, drifting through the Astral Plane, often exhibiting signs of madness or
sudden and dramatic changes in behaviour. Only if they reincarnate can these spirits continue to evolve,
and helping them to do so is considered an act of great charity.

Arcane Schools
Many magicians were initiated into magickal orders, arcane or esoteric schools, or secret cults. Only
candidates who meet certain criteria are then permitted access to the powerful and potentially dangerous
secrets of magick. This prevents these powers falling into the wrong hands. These orders may be white,
black, or grey, depending whether they are of positive, negative, or neutral intent. Typically, each school has
a series of degrees or levels, and only when each level is achieved can the next degree be entered. This
ensures that both difficult skills and dangerous knowledge are accessible only to those of proven worth.
Some magicians start their own orders, whilst others chose only to train a single, carefully chosen,
successor as an apprentice. To safeguard their secrets few complete manuals exist on magick. Most are
summarised notes, often in magick script, intended to be understood only by the initiated. It is possible for a
trained magician to learn magicks of other schools using these manuals as a basis for research, though
naturally this process is slower than learning directly from the initiated.
Many kingdoms and great cities have their own universities where learned wizards conduct research and
study to uncover the mysterious laws of Nature and the many mysterious artefacts that exist in the world.
Although powerful, even their knowledge is limited, but by constant research they strive to drive back the
darkness, or to increase it, according to the will of their order and the rulers they serve or to whom they ally.

Religion and Spirituality
Most magicians are spiritual, for it is difficult not to be awed by the majesty of Nature and the Mysteries,
though to some it is more of a pragmatic pursuit. Many see beauty in the Cosmic Numbers and Formulas,
though some are beguiled by the promise of power. Those who are truly wise, properly earn the title of
Wizard or Sage or of Druid. Some are evil; others are good, and the remainder somewhere in-between. It is
up to each individual to choose which way they turn. Not all magicians are religious, however, in that many
do not worship a particular deity or pantheon. Mysticism transcends more mundane religion and magicians
are mystics of one sort or another (though many will disagree for political and moral reasons about who are
and who are not ‘enlightened’!). In either case deities of like alignment may still employ them to affect
change on Earth, and many willingly assist deities of like alignment or similar intent, perhaps in exchange for
spiritual or magickal reward. Many see the many deities as merely facets of creative energies emanating
from the One and they may worship the One directly. Others may respect the gods, but realise their own
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potential as children of the divine and chose their own path. Those that are religious and serve a particular
deity or order of spirits may become priests. Other magicians believe that the deities are personifications of
natural forces, others that they are manifestations of psychic energy. However one interprets what is, the
magick works. Many magicians are also great mystics.

Instability
Beings from other dimensions, undead, elementals, demons, angels, deities and spirits are subject to
instability on the Physical Plane under certain circumstances. For example wraiths are subject to instability if
away from their natural abode: a graveyard, or in the vicinity of a sick or dying person, in sunlight, at –3.
They also lose their ability to cause harm in sunlight. Demons and artificial elementals are subject to stability
checks periodically. In all cases, unless otherwise specified, if a stability check is failed then roll 1d20, add
any appropriate modifiers, and consult the table below to determine the effect.

1d20
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20

Effect on creature:
Returned to plane of origin
Returned to plane of origin
Returned to plane of origin
Returned to plane of origin
Returned to plane of origin in 1d10 rounds
Assume shadow form – unable to affect the Physical Plane
Assume shadow form – unable to affect the Physical Plane
Become (more) ethereal – unable to have physical effect, but can use magick
Lose half of power (hits, EP, strength etc.)
Lose half of power (hits, EP, strength etc.)
Lose one quarter of power (hits, EP, strength etc.)
Confused 1d10+2 rounds
Confused 1d10+2 rounds
Reactions and movements slowed to half normal speed
Reactions and movements slowed to half normal speed
Phasing in and out of existence – unable to act for 1d4+2 rounds
Phasing in and out of existence – unable to act for 1d4+2 rounds
Energy gained – all damage is healed
Power increased – all damage is healed, hits/EP +10%
Movement accelerated – twice the normal number of attacks, attack/parry +20

Psychic Combat
Magick-users and some other creatures have psychic powers, including a greater or lesser ability to wage
psychic combat. All intelligent creatures have the potential to become psychic, but for most mortals this
ability only comes with the intense training characteristic of the Arcane Arts, although some individuals and
some species are gifted psychics.
Psionic ability: (psychics only) PSY: base score = WP/2.
PAS = psychic attack score; PDS = psychic defence score.
Base scores: PDS = PSY/2, PAS (psychics only) = PSY/2.
Damage = PAS/10, subtracted from psionic ability score.
Criticals: % chance of causing critical mental damage = (PAS-PDS)/10 (minimum 1%). Maximum critical
damage = (PAS-PDS)/10 (minimum 1).
Psychic damage may result in confusion, loss of mental powers, uncontrolled negative emotions, loss of will
power, loss of personal identity and psychosomatic shock. The effects may be acute or chronic. Chronic
effects require magickal remedy.
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Table: Psionic Criticals:
d20 Roll
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20

Psionic Critical
Confusion (1d10 rounds) –10
Mental damage: INT –5, WIS –5
Fear
Memory loss (1d4 days) -10 to knowledge based skills
Mental block: stunned 2d6 rounds
Confusion (2d10 rounds) –20
Partial block – total loss of one knowledge sphere
Panic attack, WP save
Terror
Intellect damaged: INT –10, WIS –10
Psychosomatic shock, all body crits –1
Psychosomatic shock, all body crits –1, stun 3d6 rounds
Alignment +/- 15 (change in opposite direction to current ALG)
Loss of short-term memory (about 1 month’s past events) for 1d4 days
Insanity fit (1d6 rounds)
Temporary insanity (1d4 days) WP save at –20
Subjugation, WP –20
Mind enslaved
Insanity
Mind and soul lost on Astral Plane, body lives on in vegetative state

If the injured mind is enslaved, then it becomes under the control of the aggressor and WP is reduced to 9. If
the WP falls below 10, then the mind is automatically enslaved.

Special psionic combat modes
Fortress will: employment of this defence mode increases PDS by 20 points, but no psionic attack will be
possible on the same round.
All out mental assault: PAS +20, but PDS = 0 on the same round that this mode is employed.

Magick in all things - the Green Gold
All things, both inanimate and animate, but especially living beings, possess some magickal properties.
Magicians have the power to utilise these properties to enhance their own powers. One example is the
healing property of many herbs. These properties are innate, but intensify when coupled with a magician’s
will, and so are much more effective in the hands of a magick-user. Trees acquire great magickal power,
due to their presence and durability. The Druids harness these powers: the masters of Tree Lore. Crystals
and gems have magickal energy as a result of their own vibrations, but also act as excellent reservoirs for
storing energy from their environment, or from a magician’s will. Many items find their way into potions and
philtres. All things generate magickal currents and all living things have some power to tap into these
currents and enhance them, but an untrained will can not direct and control these currents. The Arcane Arts
train magician’s to control these energies and direct them according to will.

Healing Herbs
Respiratory / Lung Disorders

Scurvy

Skin Disorders

Field Madder
(Sherardia arvensis)
Forget-me-nots
(many spp.)

Goosegrass
(Galium aparine)
Brooklime
(Veronica beccabunga)

Goosegrass
(Galium aparine)
Dark mullein
(Verbascum nigrum)
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Dark mullein
(Verbascum nigrum)
Common Speedwell
(Veronica officinalis)
Ground-ivy
(Glechoma hederacea)
White Horehound
(Marrubium vulgare)
Honeysuckle
(Lonicera periclymenum)
Ivy
(Hedera helix)
Black Mustard
(Brassica nigra)

Wild Angelica
(Angelica sylvestris)
Soapworts
(Saponaria officinalis)

Flesh Wounds

Internal Wounds

Wounds in general

Basil thyme
(Prunella vulgaris)
Tutsan
(Hypericum androaemum)

Selfheal
(Prunella vulgaris)
Bistort
(Polygonum bistorta)
Dove’s-foot Crane’s-bill
(Geranium molle)

Bugle
(Ajuga reptans)
Buck’s-horn Plantain
(Plantago coronopus)
Selfheal
(Prunella vulgaris)
Hedge Woundwort
(Stachys sylvatica)
Common Speedwell
(Veronica officinalis)
Chickweed Wintergreen
Common Wintergreen
(Pyrola minor)
Burnet-Saxifrage
(Pimpinella saxifraga)
Sanicle
(Sanicula europaea)
Kidney Vetch
(Anthyllis vulneraria)
Perforate St. John’s-Wort
(Hypericum perforatum)
Common Winter-Cress
(Barbarea vulgaris)

Broken Bones

Stop Bleeding
(Coagulants)

Bugle
(Ajuga reptans)
Spring roots of
Common Comfrey
(Symphytum officinale)
Greater Stichwort

Marsh Woundwort
(Stachys palustris)
Hedge Woundwort
Stachys sylvatica)
Bistort
(Polygonum bistorta)
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(Stellaria holostea)

Burnet-Saxifrage
(Pimpinella saxifraga)
Willowherb
(Epilobium montanum)
Sanicle
(Sanicula europaea)
Biting Stonecrop
(Sedum acre)
Great Burnet
(Sanguisorba officinalis)
Marsh Cinquefoil
(Potentilla palustris)
Herb-Robert
(Geranium robertianum)

The Colour of Magick
The magician is able to use their will to effect change on the Astral Planes and hence on the Physical Plane.
This is not an easy matter, however, for one cannot get something for nothing. Magicians refer to subtle
energies, meaning the energies of the aethyrs rather than physical energies. These subtle energies must be
manipulated and controlled by the magician in order to work magick. These energies are more subtle and
‘less dense’ than physical energies, meaning they are easier to manipulate than physical matter – this is the
secret of magick; one can more easily affect change by manipulating Astral material than by manipulating
physical matter directly. Nevertheless, this process still requires energy, not simply physical energy, but
energy that comes from within – spiritual and mental energies. Thus it is that each spell has a designated
energy cost (unless this energy cost is negligible) in energy points (EP) and each magician has only so
much magickal energy that they can expend in one day. Some have argued that magick cannot involve
energy since the changes it brings about are so great that no body could possess such energy. Well, as
2
explained above, the energies required are more subtle and also since E = mc when one converts mass
into energy (or denser energy into more subtle energy) the return is enormous! These subtle energies are
often designated by ‘colour’.
If magicians are working together, then they may pool their energy to complete a spell for which one
magician has insufficient energy. However, a group of Neophytes could hardly match a single skilled Magus!
Each magician has a number of energy points equal to their Occult Wisdom multiplied by half of their level.
Energy points are regenerated at a daily rate equal to one tenth of Occult Wisdom, rounded up, + twice the
th
magic-user’s level. For example, a 5 level wizard with an Occult Wisdom of 84 has a maximum of 210 EP,
and can recuperate 18 per day. Special places that are imbued with magickal energy, such as temples, ley
lines and sacred places can assist a more rapid energy recuperation rate. Magickal weapons, such as staffs
can also store, as well as focus, magickal energy, enhancing the power of a wizard. Sometimes, very
powerful magick may incur a karmic debt, especially if the magick is performed hastily and without proper
consideration, and this may require months of recovery.
To understand the science and art of Magic, know that everything is an energy vibration of one sort or
another. Change can be affected most easily by vibrational resonance.

Magic Circles
Magic circles are protective barriers that a magic-user can use to protect themselves from hostile forces, or
to invoke beneficial forces. A circle may be cast as a sphere (of visible or invisible astral energy) enclosing
the wizard as a protective aura. Alternatively, a circle physically constructed upon the ground can be
charged with a circle spell, so that it will automatically give benefit to the magic-user (or whoever else)
enters it. This is useful when working in a fixed abode, such as a temple.
Circle of the Five-rayed Star
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Energy: 4
Preparation Time: 10 minutes
Duration: 24 hours
This is a magic circle / sphere which the wizard can construct about himself, from astral energies, of 3 m
diameter. Anyone or anything within the sphere will be affected. A banishing circle of the pentagram will
keep out unwanted spirits, and so can be used during evocation. An invoking circle can be constructed to
allow only the invoked spirit(s) to enter. Any unwanted spirit (including undead, demons and angels)
attempting to enter the circle will be forced to make a stability check at -10% / level of the magical circle.
If the circle is successfully breached then it is broken. The circle will also impart magick resistance at 5%
per level. If a properly constructed circle is used, such as may be found in a temple, then it will impart an
extra 20% magick resistance.
Circle of the Six-rayed Star
Energy: 2
Preparation Time: 10 minutes
Duration: 24 hours
Functions much like a Circle of the Pentagram, but excludes neutral and even beneficial entities. When
traced over a Circle of the Pentagram, therefore, all spirits, undead, demons and angels will be excluded.
If cast on top of a Pentagram Circle, the Circle of the Hexagram will also double the % magick resistance
afforded.
Circle of the Cross
Energy: 3
Preparation Time: 10 minutes
Duration: 24 hours
This circle creates a kind of spiritual invisibility. Once cast the wizard will not become physically invisible,
but will pass 'unnoticed'. Anyone who is not specifically looking for the magic-user will see an ordinary,
even harmless person, and will not feel inclined to trouble or harass the wizard or prevent them going
about their business, even if their actions would normally bring trouble. For example, with the protection
of this circle the wizard may walk past a gatekeeper, who will not bother the wizard, even if the wizard
carries obvious wealth, magical tools or weapons, the gatekeeper will see a harmless merchant, sage or
beggar, for example, and will ignore them. If confronted by the wizard, or looking for the wizard, however,
then the gatekeeper will see them as they really are.

B Elemental Fire f
Fireball
Level
1-5
6
7
8
9
10+

Max. damage
5d10 F
6d10
7d10
8d10
9d10
10d10

Range
50 m
100
200
300
400
visual

EP
5
6
7
8
9
10

Armour saves are at -20, due to the conduction of heat. Armour automatically receives damage according to the
number of d10 of damage caused to the target. Flammable targets take double damage and may be set alight (see
rules on fire damage). Up to 2 fireballs may be cast in one round.
Fire storm
This spell causes flaming rocks to fall from the sky upon a certain specified area. Damage is from
concussion and fire.
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Level
1-3
4-6
7-9
10
11

Range
10 m
20
40
80
160

Area
4 m2
8
16
32
64

No. hits / target
1d4
1d6
1d8
1d10
1d12

EP
5
10
15
20
25

Each hit causes 1 d10+2 concussion damage and 1d10 fire damage.
Sheet of Flame
This spell creates a vertical wall or horizontal sheet of flame, which causes damage to anything, which
passes through it.
Level
1
2
3
4
5
6
7
8
9
10
11

Range
2m
2
3
4
5
6
7
8
9
10
10

Area
2 m2
4
10
20
30
40
50
60
70
80
90

Damage
2d10 F
2d10
2d10+1
2d10+2
3d10
3d10+1
3d10+2
4d10
4d10+1
5d10
6d10

EP (area)
5
10
11
12
13
14
15
16
17
18
19

Armour saves at -10.
The sheet / wall may assume any shape not exceeding the maximum allowable area (approximately!).
Range indicates distance to the nearest edge of the sheet.
Breathe Fire
This spell allows the user to breathe fire at a range, and causing such damage, as shown below:
Level

1
2
3
4
5
6
7
8
9
10
11

Range
(m)
S
2
2
2
2
2
4
4
6
8
8
10

Area of
Effect
M
4
10
15
20
25
30
35
40
45
50
100

L
6
15
20
30
35
40
50
60
70
75
150

E
8
20
30
40
50
60
70
80
90
100
200

1 target
1 target
1 target
1 target
1 target
2
4m
2
4m
2
6m
2
8m
2
8m
2
10m

Damage

EP

S-M / L-E
2/1
4/2
6/3
8/4
10/5
12 /6
14/7
16 / 8
18 / 9
20 / 10
20/10

2
4
6
8
10
12
14
16
18
20
20

Resist Fire / Heat
This magic spell can be used at any time during the round, any number of times. It can also be used
automatically if the wizard is unsuspectingly struck by fire. The fraction of damage taken depends upon
the % roll that the save roll succeeds by:
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Roll Succeeded by(on
1d100)
0-10
11-20
21-30
31-40
41-50
51-60
61-100

Damage Taken
75%
60
50
40
25
10
0

If the magician is level 6 or higher then any successful role absorbs all damage, so long as there is
sufficient energy available for the spell. This spell uses 1 EP for every 5 points of damage the attack
would cause at 100% effect.
Heat Air
Heats a spherical volume of air to a certain temperature, the maximum temperature depending upon the
level of the spell-caster:
Level
1
2
3
4
5
6
7
8
9
10
11

Sphere
radius (m)
2
4
6
8
10
20
30
40
50
50
50

Range
4
8
16
20
30
40
50
60
70
80
100

Max. Temp.
(C)
20
30
40
45
50
55
60
65
70
80
100

EP
1
2
3
4
5
6
7
8
9
10
11

Duration: after one round, the sphere of heated air cools by 5C each round, until ambient temperature is
restored. The heat generated is a dry heat. At 60- 70C the air becomes intolerable and painful to endure.
At 80C it causes 2 points of burns damage to each exposed body part per round, at 90C 4 points and at
100c 6 points.
Heat Object
Level 3
Range: touch
Energy: 3/round.
This spell allows the wizard to heat any non-metallic object, at the rate of 1 cubic m/round by 10C per
round, for 3 EP per round at level 3-5, or by 100C per round at levels 6-10. Burns damage can result to a
target, at the rate of 6 points per round at 100C, + 1d10 per additional 100C per round of contact.
Conjure Artificial Elemental of Fire
This magick allows the magician to conjure an artificial elemental from the elemental plane of fire. An
artificial elemental combines elemental forces from its plane of origin with a will created by the spellcaster. The elemental must be given a specific purpose, but has a type of rudimentary consciousness
and a form of intelligence, provided by its creator, which it will employ to achieve its set task. If the
elemental successfully completes its task it will dissipate its remaining energy harmlessly only if
commanded to do so upon creation by the magic-user, if this command is not given then the elemental
becomes uncontrollable and subject to the rules governing 'rogue elementals'. Alternatively, the
elemental may be given a date and time, or other condition, upon which it will dissipate, e.g. "On the next
day of Mars when the Sun is halfway between its highest point and its setting." This command must also
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be given upon creation. The elemental will harmlessly dissipate at this time, whether or not its task is
completed, unless stated otherwise. In short, commands will be followed to the letter and can not be
countermanded. If an elemental is imprisoned in a magical container, then it can not disperse until
released, (unless it was instructed to do so upon creation). Artificial elementals are not truly conscious
entities, and have only those traits given to them by their conjurer(s). See the 'Book of Summonings" for
more details.
Summon Fire Elemental Spells
This collection of spells allows the magician to summon elemental beings from the Elemental Plane of
Fire. See the "Book of Summonings" for details.
Hand of Light
Causes the wizard's hand to glow, casting light as a torch, but with twice the range. It costs x EP for
every hour the light is maintained, where 'x' is the level of the spell-caster. The Hand of Light is
extinguished by an Aura of Darkness Spell of higher level. An Aura of Darkness of lower level halves the
intensity (which can be compensated for by expending twice as much energy).
Aura of Light
This creates an aura of light around the wizard. This aura will oppose an aura of darkness (the two will
mix in proportion according to level and energy).
Level
1
2
3
4
5
6
7
8
9
10
11

Radius
5m
10
20
30
40
50
60
70
80
100
100

EP/m radius
1/m (1-5)
1/2m (1-5)
1/3m (1-10)
1/4m (1-10)
1/5m (1-10)
1/6m (1-10)
1/7m (1-10)
1/8m (1-10)
1/9m (1-10)
1/10m (1-10)
1/20m (1-5)

Duration
2 rounds
5
8
10
15
20
25
30
35
40
50

Lightning Bolt
This spell launches a flash of lightning which may branch so as to strike up to 10 separate targets.
Level

Damage/branch

EP/branch

Range

5

5d10

6

30m

6

6d10

7

60

7

7d10

8

120

8

8d10

9

200

9

9d10

10

200

10+

10d10

11

200

Metallic armour saves at -40, non-metallic armour at -10.
Damage indicates stamina loss. In addition, 20% of this damage is taken as burns wounds, in addition to
the full stamina loss.
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Blinding Flash
This spell creates a sudden flash of dazzling light, covering an effective radius of 1 m/2 EP used, up to a
maximum radius of 20 m. Anybody, other than the spell-caster, who is within this radius and can see the
light, must make a reaction speed check. Anyone failing the reaction speed check is blinded for 1d100
rounds, or twice as long if the spell was cast in darkness.
Night Vision
This is a magical ability, which requires no energy points cost. It gives the magician the ability to see in natural
darkness as if it were daytime. If entering an aura of darkness then the degree of visibility obtained will depend
upon the level of the magician with night vision and the level of the aura, as shown in the table below:

Level of aura:
Level of night vision:
1
2
3
4
5
6
7
8
9
10+

1

2

3

4

5

6

7

8

9

10+

50
55
60
65
70
75
80
85
90
95

45
50
55
60
65
70
75
80
85
90

40
45
50
55
60
65
70
75
80
85

35
40
45
50
55
60
65
70
75
80

30
35
40
45
50
55
60
65
70
75

25
30
35
40
45
50
55
60
65
70

20
25
30
35
40
45
50
55
60
65

15
20
25
30
35
40
45
50
55
60

10
15
20
25
30
35
40
45
50
55

5
10
15
20
25
30
35
40
45
50

The values in the table are the percentages of the spell-casters normal (daytime) vision obtained; 50% is
comparable to a low twilight.
Detect Radiation
This magical ability costs no energy points. It allows the wizard to detect radiation, which is otherwise
invisible to the eyes, e.g. infrared. It also allows them to detect ethereal and astral forces.
Shift Spectrum
Allows the user to convert all the light reflected from their body into a specified range of the
electromagnetic spectrum (e.g. IR or UV), thus making them invisible to human sight, or changing their
colour. It costs 1 EP for every 10 minutes that it is maintained.
Fireflow
Energy: 4
Duration: 1 round / level/ 4 energy
Allows the magician to control the direction in which afire spreads. The fire can spread 20 square meters
per round. The flames can be spread in any direction and in any unbroken pattern, but must remain in
contact with a solid surface.
Move Fire
Range: 30 m
Area of effect: 2 square m / EP Duration: one round
Distance moved: max. of 10 x spell-level in m.
Moves any fire, across any solid surface, and in any direction that the magician desires. The fire must
remain in contact with the solid surface throughout the movement. The fire will not harm any animate or
inanimate matter during the movement.
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Fire Grow / Fire Slow
Range: 20 m
Duration: 1 d1 0 rounds Energy: 6
Can halve the rate of spread and damage caused by a fire, or double them, according to the magicians
will.
Aura of Fire Protection
This level 7 spell creates a sphere of 10 m radius (+10 additional m / level above 7) about the caster. The
aura lasts indefinitely. Any fire or heat based attack striking the shield will be absorbed, draining 1 EP /
d1 0 of max. damage (1 EP/d8, 1 EP/2d6, 1 EP/3d4, 1 EP/d12, 2 EP/d20, 10 EP/d1 00) , that the attack
would cause against an unshielded target.
Fiery Constrictor
Energy: 15
Duration: 10 rounds/level
Range: 100 m
With this spell a wizard may cause a fiery wirm to leap forth from any natural fire (of any size). The wirm
will have a length equal to the spell level x 10 in meters. The tail of the wirm must stay attached to its
source fire. The wirm can be made to coil about any target, causing 1 d4 hits, each hit causing 2d10
burns damage. The wirm can attack 1 man-sized creature for every 10 m of its length, but requires a
round to wrap itself about each target, one at a time. If wrapping about a large or giant target, then for
every 10 m of length which is able to coil about (10 m / round) the target will suffer 1 d4 hits. Targets are
allowed a parry roll to avoid the constrictor (large targets at -20, giant targets at -30, since they are easier
for the constrictor to hit). The constrictor is composed of a fiery substance that behaves as if solid, and so
continues to wrap itself about the target for each turn it remains. Even if the target can resist the pain,
strength alone will not overcome the constrictor, because of its semi-fluid nature. However, the target is
allowed a parry-check each successive turn. On a successful check, the constrictor scores only 1 d4-1
hits (non-cumulative), and if a '1' is rolled, resulting in 'zero hits' then the target has struggled free and
takes no damage that round and the constrictor must attack again.

AElemental Air e
Magic Winds
This spell causes winds from all four sides to surround one target and lift it up to a height depending upon
the energy expended:
Level

Range

1
2
3
4
5
6
7
8
9
10+

10 m
20
30
40
50
60
70
80
90
100

Max. weight
lifted
25 kg
50
75
100
200
300
400
500
600
700

Max. height

EP

30 m
30
50
50
75
75
100
100
100
100

1/10 m/25 kg

1/10 m/50 kg

1/10m/100kg

The wizard can break the spell immediately, and of course the object falls. The duration of the spell is 10
rounds once maximum height has been reached (target moves at 30 m per turn).
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Storm Blast
This spell creates a powerful blast of wind, which is fired as a single bolt. The blast will cause impact
damage to a target and also knock down anything weighing 100 kg or less.
Level

Range

Damage

EP

1
2
3
4
5
6
7
8
9
10+

50m
50
50
50
50
100
200
300
400
visual

5d10
5
5
5
5
6
7
8
9
10

5
5
5
5
5
6
7
8
9
10

Structural
Damage
10
10
10
10
10
12
14
16
18
20

The storm blast spell can be used to punch a hole through walls up to 2 m thick. Such a wall can take
100-200 structural damage. Non-fortified walls have 50-70 SP, fortified doors 50-70. Normal heavy doors
and thin non-fortified walls have 25-35 SP. Light doors have 2-16 SP. Up to two storm-blast spells can be
cast in one round.
Wall Blaster
Causes a great wind to push against a structure, causing 5 + spell level structural points of damage per
round / EP.
Become Ethereal
Allows the user to become ethereal, but not invisible. It costs 12 minus caster level EP per round to
maintain this state. Other magic can still be used while in an ethereal state. If the caster is encumbered
by a heavy burden, then the spell costs double the number of EP to maintain, since whatever the wizard
is carrying also becomes ethereal. In this induced ethereal state, the caster can move through any
physical obstacle, but can not exert any physical force. In this state the caster causes fear in all living
creatures of medium size or less, and all large/giant creatures of intelligence level 4 or less. This spell
does not allow the caster to hover, levitate or fly, unless an appropriate additional means is employed.
Ethereal Bolt
This attack spell affects ethereal creatures only. It is an invisible bolt of energy.

Level
1
2
3
4
5
6
7
8
9
10+

Damage
1d10+1
2d10+2
3d10+3
4d10+4
5d10+5
6d10+6
7d10+7
8d10+8
9d10+9
10d10+10

Up to two ethereal bolts may be cast in one round.
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Range
10m
20
30
40
50
60
70
80
90
100

EP
1
2
3
4
5
6
7
8
9
10

Wind Walk
Range: visual.
This allows the caster to walk through air as if walking on a horizontal solid surface. This costs 2EP per
round. Only the caster is affected by this spell. Disperse Clouds Allows the user to disperse / disintegrate
a single cloud that is in visual range. It costs 1 EP per cubic m of cloud dispersed. Magical attack clouds
can also be dispersed. This spell allows the user to open a path through fog, for example. If cast upon a
demon or vampire in gaseous form (at least 1 EP/ 100 hits) this spell will force the creature to revert to its
physical form. If this form is unstable then an instability check must be made immediately. If cast upon a
magic-user in gaseous form, then it will negate the gaseous spell at a cost of 1 EP / target magic level.
Vacuum
Energy: 2 + 1 / round maintained.
Range: 100 m (once formed the vacuum can be maintained at any range).
Creates a vacuum bubble which spreads from a focus in all directions, at the rate of 1 m / turn, until a
maximum diameter of 10 m / spell level is obtained. The vacuum will then disperse, unless 1 EP is
supplied each round in order to maintain it.
Humidify Air
This spell will humidify a sphere of air around the caster for 1 EP / 10 m radius. The spell lasts until dawn
the following day when it will condense as mist and then disperse at noon. Flammable targets struck by
fire, whilst in this zone, will take normal damage when initially hit, but no burning will ensue as the flames
extinguish.
Calm Winds
Creates an aura of still air about the magic-user, at a radius of 10 m / spell level for 1 EP / hour. If a
Wind-Blast, Storm-Blast, Wall-Blaster, Magic Winds, Whirlwind or Freezing Blast of Air spell enters the
aura, then the two spells will cancel on a level-for-level basis. E.g. a level 3-storm blast is cast into a level
10 calm winds aura of still air. The storm blast is totally negated and the aura is now reduced to level 7.
At level 3 and above, the wizard may leave the aura stationary and leave it behind (normally the aura is
compelled to follow the spell-caster). At level 5, and above, the aura may be cast upon any point,
stationary or moving, within 100 m range. (The aura will follow a moving target).
Whirlwind
Energy: 10 EP.
Creates a whirlwind with strength equal to the spell level in 'men'. It can be commanded to pick-up, carry
and drop items. It can not be used to damage animate or inanimate objects, but it can be used to filch
items from NPCs / PCs etc. It will last for 1 hour / spell level and will follow the spell-caster, but can not
leave the spell-caster's line of sight, if it does so it will disappear.
Heat Air
As for the fire spell "Heat Air", except that a humid heat is created, not a dry heat.
Choking Mist
Creates a low-lying bank of mist covering 20 square meters. The mist costs 10 EP to create. The mist will
put out tendrils with the intent of choking any air-breathing creature within its area of extent. It does not,
however, distinguish between friendly, hostile or neutral targets. Any target affected by the toxic,
pungent, acrid vapours must make a stamina check or pass unconscious for 1d100 rounds. A successful
check will still stun the target, giving it -20 to all actions whilst in the mist and for 1d10 rounds thereafter.
Those that pass out will do so in 1d10 rounds. The mist will last for 1 day / spell level. The mist can only
be moved by natural or magical winds. The range of this spell is 10 m / level to the edge of the mist.
Poison Air
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Generates a sphere of toxic air centred about the spell-caster, who is not affected. The radius of the
sphere is 10 m and it costs 15 EP / round to maintain. The strength of the poison is equal to the level of
the spell (stamina loss per turn) and once inhaled the effects last for 10 rounds.
Detoxify Air
Immediately cancels the effect of airborne poisons and asphyxiants in a sphere of 10 m radius centred
about the magician. If cast over a poison air spell (or vice versa) then the poison air spell will be
cancelled on a level for level basis.
Bad Air
Energy: 5 EP / round
Generates a sphere of foul-smelling air, 10 m in radius about the spell-caster (who can neither perceive
the malodour, nor any other odour for that matter). Any creature with a smell/taste perception score
greater than 10 will be adversely affected by the bad smell, receiving -20 to all actions. Anyone smelling
the air will be affected for 1d10 rounds. Anyone exposed to the zone for more than 3 rounds will have to
check for unconsciousness and every round thereafter for which they are exposed. Consciousness will
be regained in 1d100 rounds after the zone is lifted. Targets who anticipate entering a zone of bad air
can avoid the effects by holding their breaths; however, once they do inhale they suffer the full effect. If
cast over a zone of sweet air, then the two zones will negate each other for each round that they coexist.
Sweet Air
Energy: 5 / round; creates a sphere of sweet-smelling air, 10 m in radius, about the spell-caster (who can
not perceive the sweet odour, or any other odour whilst in the zone). This will lower the hostility of targets
within the zone, due to the magical lulling effects of the pleasant odour. Intelligent targets can resist the
effects on a successful WP check. Targets calmed in this manner will still become hostile if provoked, but
will otherwise sit-down and relax or skip with joy. If cast over a zone of bad air, then the two zones will
negate each other for each round that they coexist.
"You're just full of hot air!"
Range: 30 m Energy: 5
Causes any animate being, of 200 kg or less in weight, to rise into the air at 5 m / turn for 1d6 + spell
level rounds. After this, the target will descend at 5 m / round and land gently.
Lead Wings
Energy: 8
This spell can be cast on a single winged flying target within visual range. If the target is of medium size
or smaller it will immediately lose the ability to fly. Large or giant creatures are affected more slowly, but
are forced to land immediately, descending at maximum rate.
Lasting Breath
Energy: 1 EP.
Allows the wizard to hold their breath for 10 min / spell level with no adverse effects. The spell can not be
voluntarily broken. The magician can not be forced to take a breath by any means, and is unable to talk.
Freeze Water
Creates a magical breeze that will freeze (non-living) water only. The layer of ice so formed will be strong
enough to support medium-sized creatures. Large creatures have a 60% chance of crossing safely; giant
creatures can not cross without breaking the ice. The spell will freeze 10 square meters of water / level.
The water will thaw immediately after 10 rounds. This spell has a range of 100 m to the far edge of the
area to be frozen.
Freezing Blast of Air
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Fires a blast of freezing cold air from the wizard's hand or mouth. The blast will spread out in a 30-degree
cone. Any target within this cone will suffer damage, due to freezing, depending upon spell- level as
shown in the table below:
Level
1
2
3
4
5
6
7
8
9
10+

Range
5m
10
15
20
25
30
35
40
45
50

Damage
2d10
2d10
2d10+2
2d10+4
3d10+2
3d10+4
3d10+4
3d10+4
3d10+4
3d10+4

EP
2
3
4
5
6
7
8
9
10
11

The damage is per exposed body part (in the advanced game).

CElemental Water g
Breathe under Water
Allows the wizard to breathe underwater for 1 hour per energy point expended.
Walk on Water
Allows the magician to walk on water for 10 minutes for every EP used. Energy cost is doubled if the
spell-caster is encumbered, treble if the spell-caster is mounted.
Cause Rain
Can cause rainfall wherever there are clouds available. If no cloud is available then extra rounds must be
spent gathering clouds. There is a cumulative 10% chance of clouds being ready each round. Cloud
gathering costs 10 EP. Cloud busting costs 20 EP for torrential rain (lasting 1 d1 0 hours), 10 EP for light
rain (also lasting 1 d1 0 hours).
Part Water
Costs 1 EP for every 10m length x 10m breadth x 10m depth of water displaced each turn.
Creeping Fog
Creates a dense cloud of magical fog 100m by 100m, to a height of 10 m. All creatures move at half pace
and in a random direction. The fog can be moved by the spell-caster at will at 5 m / turn. Creatures with a
well-developed sense of direction will find it ineffective in magical fog. The fog costs 20 EP to create and
1 EP each round it is moved. The fog will last until the next sunrise.
Termination Cloud
Level: 5
This dense black cloud of death can be created by the wizard and sent to destroy an enemy. It will hunt
this foe until either it or its master is destroyed. It is a type of elemental and immune to lightning bolts, ice
bolts, fire attacks, all cold attacks, all acid / chemical attacks and all magic winds, unless specified under
the spell description. The cloud has 500 energy points; it is completely evil and will lightning-bolt anyone
or anything in its path (one level 10 lightning bolt spell). Unless the conjurer destroys it, after the foe is
slain, it will return to slay the wizard who created it. Although initially mindless, the cloud grows upon the
hatred of the wizard who was determined to slay their foe and acts with equal hatred to all beings. The
cloud is composed of impure water vapour and its choking, acrid fumes necessitate a stamina check to
be made by all which inhale its vapours, in order to avoid unconsciousness for 1d100 rounds.
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Acid Storm
Range: visual
Duration: one round
This spell will cause acid rain to fall on an area of 10 by 10 metres per level, for a cost of 2EP / level. This
spell can work indoors and outdoors, in all weathers, but will have its effects halved in heavy rain and is
useless under water. The acid rain will cause 10 hit points of damage to all unprotected body parts. It will
reduce non-magical metal armour by one AC level and dissolve all non-magical metallic weapons and
other implements. A metal shield held above the target will protect the target and their equipment, but the
shield will be destroyed. Non-metallic armour will give complete protection, whilst clothing will halve
damage. Heavy clothing, for example furs, will offer complete protection. Metallic items in backpacks or
belts have a 50% chance of being destroyed.
Condense Cloud
Level: 4
Range: visual
Area of Effect: 1 cloud Energy: 2
Reduces any cloud, magical or non-magical, to a small drop of water (or whatever liquid it is composed
of). It will also liquefy poisonous gas. If used on a Termination Cloud, or magical creature in gaseous
form it will not destroy it, but it will condense and then reform in 3d4 rounds.
Vaporise Water
Range: 10 m Energy: 2
The reverse of 'condense cloud', this spell will turn a very small amount of water (about 1 ml) into a
visible cloud of fog / gas (about 10 cubic metres).
Vaporise Water Elemental
Level: 2
Range: 10 m
Energy: 2 / 100 points of elemental
Vaporises a water elemental, or part thereof, transforming it into an air elemental for 3d4 rounds, after
which time it will re-condense into a water elemental.
Conjure Drinking Water
For 1 EP one day's drinking rations, for one person, can be materialised. More can be conjured by
increasing the energy expended. Alternatively, food rations or wine can be turned into water of equivalent
quantity without expending energy.
Divine for Water
This spell always requires a proficiency check, unless a divining rod is used to guarantee success. It will
detect all substantial bodies of water in a 1 km sphere around the caster. The size and direction of the
water sources will be indicated.
Ice Ball
Launches a ball of magical ice at a designated target, which will suffer damage from the magical effects
of freezing. The range and damage caused depend upon spell-level as shown in the table below:
Level
1
2
3
4
5

Damage
5d10
5d10
5d10
5d10
5d10

Range
50m
50
50
50
50
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EP
5
5
5
5
5

-

6
7
8
9
10+

6d10
7d10
8d10
9d10
10d10

60
70
80
90
100

6
7
8
9
10

Up to two ice balls may be cast each round.
Fish Tongue
This enchanted tongue can be used to communicate simple thoughts to aquatic creatures of animal
intelligence or higher. It costs no energy points. Proficiency for this spell is equivalent to the language
proficiency of the wizard in this tongue.
Resist Fire Attacks
This magical force shield will protect the caster only from fire based attacks, magical or non-magical. It
sets up an astral cloak composed of elemental water. The cloak will last for one day, or until dispelled,
and provides AC 1-10 (equal to spell-Ievel) against fire / heat attacks. The shield drains 1 EP each time it
repels a fiery attack.
Re-hydrate
Range: touch Energy: 2
Re-hydrates any living creature that has suffered dehydration damage, but is still alive. All wounds
suffered from dehydration will be restored. It will also negate the effects of bleeding for 1d10 rounds +
spell Level. Finally, the spell can be used to re-hydrate dried food rations etc.
Turn Water to Wine
This spell costs no energy points.
Create Wave (or "Wave Goodbye")
Generates a large moving wave on any substantial body of water. The wave height, speed and duration
are as follows:
Level
1
2
3
4
5
6
7
8
9
10+

Height (m)
2
5
8
10
10
10
10
10
12
12

Speed (m / turn)
10
10
10
10
12
15
20
30
40
50

Duration (turns)
1
2
3
4
5
6
7
8
9
10

EP
1
2
3
4
5
6
7
8
9
10

The wave can be moved in any direction or held stationary, according to the magician’s will. The
alternative name "Wave Goodbye" is said to have derived from the mockery of the legendary magician P.
Daniels, in an incident in which he washed away King Boolan's court after he had been demoted to court
jester.
Rainbow Bridge
Energy: 10
Creates a rainbow-bridge over any body of water. The bridge lasts for 10 minutes before it starts to
slowly fade over the next 10 minutes. Any object / creature may cross the bridge. Only one end of the
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bridge needs to be fixed to the ground or some other solid support; the other end may hang in the air, or
dip into the water.

DElemental Earth h
Stone Blast
This attack spell launches a magical missile, which causes a solid impact like a huge rock. The range
and damage caused depend upon the energy expended and the spell-caster's level as shown in the table
below:
Level
1
2
3
4
5
6
7
8
9
10+

Range
10m
20
30
40
50
60
70
80
90
100

Damage
2d10
4d10
6d10
8d10
10d10
12d10
14d10
16d10
18d10
20d10

EP
2
4
6
8
10
12
14
16
18
20

Only one stone blast may be cast each round.
Mud to Earth
Turns slushy mud, including quicksand, into solid earth, for 1 EP for every square / cubic metre
converted.
Earth to Quicksand
The reverse of 'Mud to Earth', Earth To Stone turns earth to stone for a cost of 2EP per square / cubic
meter. Shatter Stone Causes stone to shatter as indicated in the table below:

Level
1
2
3
4
5
6
7
8
9
10+

SP of Stone Destroyed
50
100
150
200
250
300
350
400
450
500

EP
3
6
9
12
15
18
21
24
27
30

The wizard must touch the stone for it to be shattered (but will not be harmed by falling debris). For
double energy cost, the stone can be disintegrated to dust.
Earth Shaker
Level: 3
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Causes the ground to tremor in the local vicinity .All walls and similar structures will lose 4d1 0 structural
points for every EP expended.
Wall of Earth
Creates a solid earthen bank immediately in front of the spell-caster. For every EP expended, the bank
will be 5 m tall, 5 m long and 2.5 m thick at its mid-point.
Earthen Ditch
Identical to the "Wall of Earth" spell, except that this spell creates an earthen ditch of the same
dimensions.
Wall of Stone
Erects a solid wall immediately in front of the magician. For every EP, the wall may contain 1 cubic metre
of limestone.
Move Stone
For 1 EP, a 2 m by 1 m by 1 m thick slab of stone, or equivalent sized boulder, or other stone structure,
can be moved along the ground 1 m. The stone must not be attached to anything about its edges, but
can be rooted in the earth.
Open Earth
Range: 20 m / level
Energy: 2/ level
Opens a fissure in the earth's crust, 5 m wide and up to 10 m / spell-Ievel in length. The fissure may lie in
any direction. The depth of such a fissure is variable and impossible to predict.
Close Earth
The reverse of 'Open Earth' and can be used to close holes or fissures.
Turn Lava
Range: 100 m
This spell allows the magician to redirect a lava stream, of any size, by up to 90 degrees. This spell
consumes 1-10 EP depending upon the size of the lava stream.
Cool Lava
Range: 50 m
Energy: 3
Completely solidifies up to 10 square / cubic metres of molten lava / magma per level, instantly.
Detect Hole
Enables the detection of any breach in a single solid surface, within a 100 m radius of the wizard. This
will include hidden doors, cave entrances etc. This spell costs 12 EP minus the-level of the caster. It
works by reading the energy fields of the earth and detecting discontinuities.
Increase Weight
Allows the wizard to double the weight of any single target, living or non-living, for the duration of 1d20
rounds + spell-level. This reduces the target’s dexterity by 20 and reduces movement by half. At levels 15 only small or medium-sized targets can be affected; at spell levels 6-8 large targets can be affected;
and at levels 9+ giant targets may be affected.
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Slow
This spell can be cast on any single target within visual range. All actions of the target take twice as long
to perform. However, if the target is struck, it will be discovered that the target is as hard as granite and
not easily damaged. The spell lasts for 1d10+1 rounds, and costs 4 EP. When the effects of the slow
wear-off, the target will perform all actions at twice normal speed for a number of rounds equivalent to
those for which it was slowed. The spell may be cast on animate targets, such as a landslide or river, for
example. The spell can be used upon missile weapons, in which case it slows the missiles fired from the
weapon, but does not affect the operator. Conversely if the spell is cast on an archer, for example, then
the archer will fire arrows at half-normal rate, but the arrows will move at normal speed.
Animate Fossil
Range: 20 m
Energy: 20
Causes the animated skeleton of some animal to emerge from the ground in 1d10 rounds. The skeleton
will be made of stone. The summonation will be subject to instability .The size of the skeleton will depend
upon spell-level. Often, if this spell is miscast, then the animated fossil will be incomplete or deformed /
damaged. The animated fossil will obey simple verbal commands.
Stone Shield
This creates a magical 'target-shield' of stone for 1 EP, or a larger stone shield for 2 EP, or a 2 m by 2 m
stone shield fixed in the ground for 3 EP. A similar stone shield completely surrounds the magician for 5
EP, or a dome of 4m radius about the magician for 10 EP. The shield will have 20 SP / EP. The shield
will remain until destroyed or until dispelled.
Pass through Stone
This spell allows the magic-user to pass through stone, earth, crystal, metal, or any other earthly solid.
The spell costs 1 EP for every 2 m thickness traversed through metal or stone, or for every 20 m
traversed through soft / loose earth. Be warned that spell failure can have very unsatisfactory
consequences!
Stone Piercing Arrow
This spell will bless a number of arrows, for 1 EP per arrow, with the ability to penetrate a single,
specified earth or stone obstacle. The arrow will travel at 2m / turn through stone, or 1 m / turn through
earth.
Strength
Quadruples (+40) the strength of the spell-caster or any target touched by the magician, for 1d4 rounds.
The target's hit points will not be increased, but damage caused by their blows will be. This spell only
works on living creatures of elephant size or smaller. The spell costs 1 EP for small creatures, 2 EP for
medium-sized creatures and 4 EP for large creatures.
Detect Metals
Energy: 1 EP
This indicates the approximate position and approximate quantity of metals within a radius of 10 m / level.
No indication will be given as to the type or nature of the metals.
Fool's Gold
Converts gems and precious metals into fool's gold on a GP for GP basis, for 1 EP / 10 GPs.
Alternatively, this spell can convert ordinary tin, copper, bronze or silver coins (must be coins) into fool's
gold coins at the correct currency conversion rate (10 SP to 1 GP, 100 BP to 1 GP, and 1000 TP to 1
GP) for 1 EP for every 10 GP 'worth' of fake coins created.
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Read Crystal
This spell enables the magician to read the astral vibrations stored in the lattice of a crystal. This will
reveal the nature of the crystal, its composition and history, what events occurred in its presence, who
owned or touched the crystal, etc. and any magical properties the crystal might have. This costs no
energy, but a miscast may provide distorted or incorrect information.
Detect Gems
As for 'detect metals' but reveals the presence of precious stones.

NATURE LAW: ANIMAL LORE
Detect Animal Presence
Energy: 1 EP
Scans an area of 100m radius, about the magician, and relays information concerning the number and
approximate sizes of animals in the vicinity, but not their positions, types, or directions of movement. It
will give a rough indication of proximity.
Animal Language
Uses no energy, and allows the magic user to converse with any terrestrial creature of level 3 or 4
intelligence. The ideas are expressed in images / pictures rather than words.

"Spider Web
Can be used to either:
(1) Construct a magical web, 10 m by 10 m for every 4 EP. This web will entrap creatures who enter it for a
length of time depending upon their strength as follows:
Strength
<0.25 men
0.25-0.5 men
0.5-1.5 men
1.5-2.5 men
2.5-5 men
5-10 men
10 + men

Entrapment Time
indefinitely
4d10 + 4 rounds
2d10 + 2
1d10 + 2
1d6 + 1
1
can not trap

(2) To entangle a single target, depending upon target strength as above, but by firing magical silk at the
target, up to a maximum range of 10 m / level; ranged attack score equal to spell proficiency score.

!Spider Rope
Spins magical rope, 10 m / level in length. The end of the rope is sticky and will fasten to any desired
object within 100 m.
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Charm Animal
This spell prevents a hostile animal from attacking or acting hostile towards the spell-caster in any way.
(The animal must be of animal intelligence or lower, for the spell to work). The maximum number of
targets affected is equal to the level of the spell.
Animal Leadership
Level 3
This spell will only work upon a non-hostile animal, or an animal, which has been charmed. If cast
successfully, then the animal will follow and perform a simple task, subject to the intrinsic alignment,
morale and bravery of the animal in question. Once this task has been performed, the animal will
continue about its business. This spell can not be cast upon the same animal more than once a day.
Lycanthropy
Level: 6
Duration: 1 day Energy: 12
This spell temporarily endows the spell caster with lycanthropic powers, such as the ability to turn into a
wolf, man or werewolf. The type of were-creature is generated by a random die roll:
Die Roll
1
2
3
4
5
6

Were-creature
Werewolf
Wereboar
Werebear
Weretiger
Weresnake
Werebat

Summoning Animal Spirits (I)
The following spells do not cause physical alteration to the wizard's body, unless miscast!
Eye of Eagle
Energy: 1 EP / hour
Duration: as above
Effects: gives the wizard 'see' + 25. Can only be cast once per day.
Feet of Fly
Energy: 6
Duration: 1 d1 a rounds + spell level
Effects: allows the user to walk up walls and across ceilings. Can only be cast once per day.
Vision of Bat
Energy: 1 EP / hour Duration: as above
Effects: gives the spell-caster a peculiar kind of night vision, equal to normal night vision + 25. Can only
be cast once per day.
Heart of Lion
Energy: 4
Duration: 1 day
Effects: This spell can be cast on a number of NPCs equal to the spell-caster's level. It will give them +
30 to their morale. This spell can only be cast once per day.
Nose of Dog (Nose of Elephant)
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Energy: 1 EP / hour Duration: 1 hour
Effects: Gives the spell-caster 'smell/taste' perception + 50. Can only be cast once per day.
Strength of Bear
Energy: 10
Duration: 1 hour
Effects: Gives the spell-caster + 60 strength points. Hit points are not increased, but damage caused in
combat and weight which can be lifted I carried are increased. The melee 'to hit' score is increased .by +
20. Can only be cast once per day.

õStealth of Leopard
Energy: 2
Duration: 1 day
Effects: Gives the wizard proficiency in stealth. If the spell-caster already has a proficiency skill for
stealth, then an extra roll is gained, equal to the spell proficiency score, in case the normal proficiency roll
fails. Can only be cast once per day.
Nose of Pigeon
Energy: 3
Duration: 1 day
Effects: gives the wizard a 'navigation' score of 100.

õSpeed of Cheetah
Energy: 4
Duration: 1 d 10 rounds + spell-level
Effects: Enables the magic-user to move at up to 165 m I turn (about 100 kph) .Can only be cast once
per day.

öAgility of Cat
Energy: 4
Duration: 1 d1 0 rounds + spell-caster level
Effects: gives the magician + 30 dexterity .Can only be cast once per day.
Fish-Gill
Energy: 5
Duration: 1 hour
Effects: Enables the user to breathe under water. This spell can only be cast once per day.
Freedom of Bird
Energy: 10
Duration: 2 hours
Effects: Allows the caster to fly as a great eagle. Can only be cast once per day.

!Venom of Spider
Energy: 2
Duration: 2d10 wounds
Effects: All weapon-based attacks become venomous (paralysin: strength 10 Rounds 1 d1 0 + 1). This
venom causes paralysis but not death. This spell can only be cast once per day on any single target by
touch.
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Snake-Charm
Energy: 7
Duration: 1 d1 0 rounds + spell-caster level
Effects: (1) LDR + 30; (2) Reduces the hostility of potential adversaries by 20; (3) At 5th level + this spell
can be used to beguile an individual (WP check to resist) .Can only be cast once per day upon the spellcaster.
Legs of Flea
Energy: 6
Duration: one jump
Effects: enables the spell-caster to jump onto or over an obstacle of up to 100 m in height, and land
safely. Can only be cast once per day.
Stamina of Horse
Energy: 4
Duration: 1 day
Effects: gives the spell-caster + 30 stamina. May only be cast once per day.
Chrysalis
Level 4 Best cast when the magician is close to death. It encases the spell-caster in a crystalline matrix,
which can optionally be attached to any surface. Once encased, the magician's body takes no further
damage from blood loss, poisons, disease etc. and regenerates at 20 points (hits, stamina etc., any
reversible damage may be repaired, but lost limbs can not regenerate, for example) per day. Inside the
chrysalis the magician requires no oxygen or sustenance. If damaged the chrysalis can absorb 20 SP of
damage before shattering, but can itself regenerate at 10 points per turn. The chrysalis is immune to fire I
heat attacks and acid. If frozen, then, although the magician will be unharmed, regeneration will cease
and animation will be suspended.
Summon Animal Spirit
See the 'Book of Evocations.'
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Detect Poison
Costs no energy.
Enables the druid to tell whether or not a particular plant (or fungus), plant-derived potion is poisonous,
and also what type of poison it contains, and what is its spectrum of action.
Locate Herbs
Costs no energy.
Enables the druid to magically locate the nearest herbs (or fungi) of a specified type.
Charm Plant
Enables the druid to still any aggressive plant, for example a man-eating plant. It affects a single plant or
clump of plants, costs 2 EP, and the effect lasts until the plant is encountered again.
Counteract Plant Poison
Energy: 1d10
Enables the druid to treat someone who has been affected by a plant-derived poison. The degree of
success depends upon how much %age the spell proficiency check passes by:
% roll succeeded by
0-20
21-40
41 +

Effect
the poison will cause no further damage
as above + half damage caused is repaired
as above but all damage is repaired

Example: Thoréd the barbarian has been affected by a plant paralysin causing 10 strength loss each
round for 10 rounds. Three rounds have elapsed and so Thoréd has lost 30 strength points. Mordin the
druid's proficiency in 'counteract plant poison' is 84, the druid rolls 26, which is more than 40 percentile
points below 84 (84- 26 = 58), which is a total success. The poison will not only cause no further strength
loss, but all 30 strength points lost due to the poison are restored within one round, as if by magic!
Enhance Herbal Remedy
Energy: 4
Any standard herbal remedy can be converted into an appropriate magical potion with double the normal
effect.
Wither
Energy: 5
Range: 40 m / level
A whole field of crops can be made to whither and die instantly with this spell. If cast against a hostile
plant, then this spell will damage all of the plants appendages by 10 hits / level/appendage.
Enhance Growth
Energy: 8
Causes a single seedling to populate a field. If cast against a monster plant, then it will have the reverse
effect of the 'Wither' spell.
Camouflage
Allows the druid to blend in to vegetation, giving the wizard an additional roll to avoid detection, when
they would have otherwise been detected. This spell costs no energy.
Summon Plant Spirit

LXXVII

-

Energy: 1-4, depending upon size of plant Range: touch
Duration: consumes 1 EP / round that the plant is animated
Enables the wizard to animate vegetation, which will obey their will. Only a single plant is affected, but if
that plant is able to free its roots it can become fully mobile.
Evoke Dryad
See the 'Book of Evocations'.

Enochian Magick
Heal Wounds
Heals 1d10 hits/level/patient for 3 EP. This spell can only be used once per day on a particular patient.
Does not heal burns, does not stop bleeding and will not restore critical hit points or heal fractures.
Stop Bleeding
Seals all wounds to prevent hit point loss due to bleeding. Costs 1EP for every 10 hits/round of bleeding
stopped.
Organ Repairs
Restores all critical points lost to injuries, except broken bones. Costs 1EP for every 5 critical hit points
restored. Does not stop bleeding.
Bone Repairs
Heals fractured bones completely and instantly. Costs 1EP for every 5 crush-criticals restored.
Burn Repairs
Heals all burn wounds completely. Costs 1EP for every 10 hits restored. Also heals freeze damage.
Bless Weapon
This spell can be used but once a day and lasts for one combat/level of the spell, for 1EP/level. If a
blessed weapon strikes evil Undead or lesser demons it will make the target unstable. An immediate
stability check is required at -10% for each level of the spell above level one. Greater demons are only
affected by level 11+ blessed weapon spells, and must make a stability check each time they are hit, but
with a 0% modifier.
Curse Weapon
As for the 'Bless Weapon' spell, but affecting angels and good spirits.
Ritual of the Paths
This enables the magic-user to contact angels, demons and gods and make a request in return for a
payment. To use this technique, the magic-user must be able to astral travel or mental-project to the
upper Astral Planes. The true magical name and abode of the spirit must also be known. The magician
must travel along the correct astral path to the right abode and then speak the spirit's name. The spirit (or
its ambassador) will appear and the magician may then make a request. The request must be simple and
singular and must concern knowledge or spiritual assistance. (The request may concern the Plane of
Matter, but the spirit will not concern the Plane of Matter, but the spirit will not intervene directly, but may
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weigh fortune in favour of the magician with regards the thing requested). The spirit will now require
payment. This payment will depend upon the difficulty or importance of the assistance or knowledge
requested. The usual payment is in terms of spiritual energy. If the magician refuses to grant payment,
then they will be trapped in the astral abode until payment is made. This spell requires an appropriate
banishing ritual and about one hour of time. This magic can only be employed once per day.

For the following summonation (evocation) spells, see the Book of Evocations:
Summon Lesser Angel
Summon Greater Angel
Summon Lesser Demon
Summon Greater Demon
Cause Wounds
Causes Id10 hits/level upon touch, for 3 EP. This spell may only be cast once per day, on a single target.
Can not cause burn wounds, criticals or fractures.
Cure Disease
Reduces the level of a sickness (or strength by 10/level) for a number of EP equal to the initial level of
the disease per level. For example, to reduce a level 5 disease to a level 3 disease requires 10 EP. For
magically caused illnesses, the maximum number of levels that a disease can be reduced by is equal to
the level of the magic-user. Only a higher-level magic-user can complete treatment.
Cause Disease
Causes a magical illness equal to or less than the level of the magician, for a number of EP equal to the
level of the illness times 4. For example, it costs 16 EP to create a 4th level magical disease. The
disease may cause rot (hits loss), paralysis (strength loss) or fatigue (stamina loss). The disease lasts
Id4 days per level of the spell. A level 8+ magician can create a fast acting disease. In this case the
damage is per round, rather than per day, and the duration is a number of turns equal to the magician's
level.
Blast That Demon
Fires an energy blast which causes full damage to all demon types, including those resistant to fire or
cold based attacks (magic resistance still applies, however). The range of the energy blast and the
damage it causes depend upon the magic-user's level as shown below:
Level
3
4
5
6
7
8
9
10

Damage
5dlO+3
5dlO+4
5dlO+5
6dlO+6
7dlO+7
8dlO+8
9dlO+9
10dlO+10

Range (m)
10
20
30
40
50
60
70
80

Any lesser demon struck by the blast will also have to take an immediate stability check, if its form is not
destroyed by the blast.
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Baptise
This spell cleanses a person's soul from sin. It makes the alignment of the person more positive (though
it can not be made more positive than the spell-caster's alignment). It costs 1 EP for every number of
alignment points added equal to the spell level. E.g. a leve14 spell adds 4 alignment points per EP,
although, as already stated, this can not exceed the magic-user's own alignment.
Bless Your Soul
This spell can only be cast once a day on the same target, but may be cast on a number of different
targets equal to the spell level. It costs Id6 EP per target. It brings good fortune and allows the target to
re-roll anyone event for which the outcome would otherwise have been unfavourable. This may be an
attack roll made by the target, or an attack roll received by the target, a critical roll, a skill check or any
other event.
Speak Holy Word
Anyone demon which hears this Holy Word will have to make an immediate stability check. Only level 6+
spells effect Greater Demons. If the demon is totally stable, then it will become temporarily unstable and
1d100 must be rolled to determine its stability rating. A level 10+ spell will effect Id6 lesser demons. A
Holy Word can only be spoken by a magic-user with an alignment above 60, and then only once per day.
With an alignment of 80+ a magic-user may speak a Holy Word twice a day, or three times a day with an
alignment of 90+ and four times a day with an alignment of 100.
Speak Unholy Word
Like speaking a "Holy Word", but banishes angels.

NNecromantic
Contact Dead
Enables the necromancer to contact dead / Undead and creatures which inhabit the Hadal zone (e.g.
Plane of Tartarus, Plane of Elysseum etc.) for the purposes of invocation and evocation.
Raise Skeleton
Energy: 6
One skeleton warrior will emerge from the ground anywhere within 50 m of the caster. It will take one
round for the skeleton to emerge. The power of this skeleton warrior will depend upon the level of the
spell. The skeleton will obey simple commands and will be subject to instability.
Raise Skeleton Horde
Level: 4
Energy: 25
As for 'Raise Skeleton', except that 1 d1 0 + 2 skeletons appear .
Raise Skeleton Army
Level: 8
Energy: 90
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For this spell to work, a portal to Hades must first be opened ('Open Gate To Hades', a level 8 spell) after
a banishing circle has been formed ('Banishing Circle of The Pentagram', a level 1 spell). Then the spell
may be cast, allowing a whole skeleton army to enter the Plane of Matter. The army will consist of one
expert skeleton warrior commander, an 'Undead War Banner', 1d10 mounted skeleton knights (and 2d10
mounted skeleton sergeants) and 1 d1 00 + 10 skeletons-at-arms on foot. The skeleton commander can
obey complex commands, and will do so if this involves the possibility of bringing more souls to Hades.
Such commander will have no fear of anything but the gods.
Summon Spirits
Level: 3
Energy: 30
This spell must be cast at dawn or dusk or at night; or else in total darkness in daytime, or in a suitable
haunt, such as a graveyard, crypt, tumulus / barrow mound, old battlefield, or other place of mass death
etc. It may also be cast wherever the dead or dying lies. One spirit / spell level will appear and be bound
by the summoner's will until instability returns them to their own abode. A banishing circle must first be
created about the caster. The spell takes 1-10 minutes to perform. The spirits may be of any type, but
ghosts and wraiths are the most common.

Raise Zombies
Energy: 1 EP / zombie raised Range: 100 m
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Raises corpses in the local vicinity to walk as zombies under the control of the necromancer. The
corpses will remain under the necromancer's control until instability returns them to lifelessness. Up to 10
zombies / spell level may be raised.
Raise Mummie
Level: 5
Energy: 5 EP / mummie
Any mummified corpse can be awoken by the necromancer to do their bidding. It will have the same
attributes as an Undead mummie and the same stability rating. A maximum of 1 mummie / spell level can
be raised. These mummies will obey the necromancer's every command (which can be more complex
than that given to skeletons or zombies).
Deanimate Undead
Level: 9
Energy: 1 EP
Causes all unfriendly Undead, within 10 m x spell-level to become unstable, requiring an immediate
instability check at -5 / spell level. This spell can effect single mummies or up to 10 skeletons or 10
zombies. It will not effect spirits, vampires or liches.
Increase Stability
Level 10
Costs no energy points
Allows the necromancer to avoid the effects of failed stability rolls on their controlled Undead, on a
successful spell proficiency check.
Double Control Range
Increases the necromancer's radius of control over their Undead by an extra % equal to the proficiency
rating. For example, a necromancer with a 'Double Control Range' spell proficiency of 50 can extend their
control range to 150%. Success is automatic and this spell costs no energy points.
Smash Undead
Any hit caused by the necromancer upon any Undead, will cause an extra 20 hits + 1 hit / level. Each
successful hit requires a proficiency check to be made to cause the extra damage, and each successful
attempt costs 1 EP. Non-magical armour can not stop this attack.
Life-Drain
Any damage caused by the necromancer will drain energy at 1 point / 10 hits, which will increase the
necromancer's magical power.
Open Dimension Gate to Hades
Level: 8. See the 'Book of Evocations'.
Summon Lesser Hadal Demon
See the 'Book of Evocations.'
Summon Hadal Deity
See the 'Book of Evocations.'
Become Undead
Level: 10

LXXXII

-

Transforms the necromancer into a liche. The spell takes effect (on a successful proficiency check)
immediately upon the death of the necromancer's mortal body. Methods which permanently destroy
liches will prevent the transformation.
Aura of Decay
Living tissue within this aura rapidly rots (the spell-caster is not affected!). The extent of the aura and the
rate of decay depend upon the spell-level as shown in the table below:
Level
1
2
3
4
5
6
7
8
9
10+

Radius of Aura
10 m
20
30
40
50
60
70
80
90
100

Hits / body part / turn
2
4
6
8
10
12
12
12
12
12

EP / turn
1
1
2
3
4
5
6
7
8
8

Hand of Decay
Any hit caused by the necromancer, upon a living target, will rot living tissue, causing 10 hits + 1 hit /
level of additional damage. A proficiency roll is required each time a hit is caused, a successful roll
indicates that the extra damage has occurred, unless stopped by armour. Each successful blow costs 1
EP.
Detect Undead
Range: 1 0 m / spell level Energy: 1 EP
The nature, type, number and position of all Undead are indicated by a 'sixth sense' whenever this spell
is used. The information will be sensed for a single round only.
Chill Touch
Energy: 1 / hit
Any blow struck by the necromancer, against a living target, will cause chill paralysis, as in the same
manner as a wraith's attack.
Feign Death
Enables the necromancer to enter a kind of dormant state resembling death. No pulse, warmth or breath
can be detected, but the body will remain fresh and will not decay. Whilst in this state the necromancer's
consciousness resides in their astral body, hovering above the physical body. They can perceive their
surroundings from this position. This spell uses no energy points, but requires at least 10 rounds for the
wizard to reach the deathly state.
"That Deserves a Big Hand and a Crushing Applause"
This spell will cause a giant skeletal hand to spring from the earth and wrap itself about a designated
target. The spell costs 10 EP + S EP / turn that the crushing hand is maintained. The strength of the
hand, and the damage it causes, depend upon the spell level as shown in the table below:
Level
2
3
4
5

# hits
1d4 hits
1d4 hits
1d4 hits
1d4 hits

Damage / hit
2d10+4
3d10
3d10+2
3d10+4
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Strength
5 men
6 men
7 men
8 men

Hits / finger
60
70
80
90

-

6
7
8
9
10+

1d4 hits
1d4 hits
1d4 hits
1d4 hits
1d4 hits

4d10
4d10+2
4d10+4
5d10
5d10+2

9 men
10men
11 men
12 men
13 men

100
110
120
130
140

The number of hits varies each turn, reflecting the struggles of the victim. The strength is the number of
men required to restrain the hand. Two men holding a finger of a level 10 hand, will be able to prevent
further crushing, but will not be able to prise the finger open, this will require the strength of three men.
The strength and damage caused by the hand will be reduced if one or more fingers are destroyed.
Spells affective against skeletons will also affect the crushing hand, each finger counting as one skeleton.

Miscellaneous Magicks
Charm
Increases charisma by 10 points for 10 minutes per EP at levels 1-4, by 15 points per EP at levels 5-8, 20
points at level 9 and 25 points at level 10. This is useful for sweet-talking people and for posing. If
combined with telepathy this spell will enable the wizard to make suggestions.
Detect Magick
This allows the wizard to sense if an item, place or person is magickal. It also alerts the wizard
(automatically) if anyone nearby employs magick. This special sense costs no energy points.
Detect Life Aura
This allows the wizard to tell if an item has been handled, or a place occupied by a living thing in the past
24 hours, for no points cost. They will also be able to gauge the being's predominant emotions whilst it
held the object or occupied the place.
Magick Analysis
A more advanced application of the 'detect magick' sense, which is a prerequisite to learn this ability.
This allows the wizard to identify the alignment and sphere of the magick. If it is a spell the wizard knows
then they will recognise the exact spell. This is a level 4 ability.
Telepathy
This allows a wizard to communicate, through thought, with anyone within 100m (range is multiplied by
magick level), so long as their presence and approximate location are known to the wizard. If the receiver
has previously been in telepathic contact with the sender, and is willing to 'listen', then no success roll is
required. If, however, the receiver is not in visual contact and not intentionally trying to maintain a psychic
link, then the sender must make a successful ability check to establish contact. Once contact is
established, the sender can easily maintain contact and establish the whereabouts of the receiver. If the
receiver is also telepathic, then the range may be increased ten-fold. A lead screen blocks transmission
unless the sender and receiver are in physical contact.
Navigate
The wizard can add their score in this ability to navigation roles.
Levitate
This allows the user to levitate himself (+100 kg x level) for I EP / 10 m vertically or horizontally.
Telekinesis
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For each EP used up to 10 kg per level can be moved up to 10 m in any direction.
Life-Signs
This allows the wizard to sense the presence of life-forms within 100 m for 1 EP. The amount of
information obtainable regarding the size and nature of the life-forms depends upon the degree of
success of the proficiency role:

Less than 10% below proficiency score: no specific information;
Less than 20%, general type, e.g. plant or animal, and magnitude (size and number);
Less than 30% general type, size and number and general position;
Less than 40% type, e.g. dragon or goblin, number, size and position;
Less than 50% precise information has been obtained.
Stealth
The wizard can make no sound, neither involuntarily or voluntarily, whilst this spell lasts. Maximum
duration: 1 minute per level. Cost: 1 EP per duration.
Detect Traps
For 1 EP the wizard has an enhanced ability to detect traps that lie before them. The proximity, and
sometimes the general nature of the trap will be known. On a failed roll the wizard will either fail to see a
trap or suspect a trap where there isn’t one. Proficiency = ESP + 20.
Confuse
This spell effects a number of targets equal to EP spent. On a successful role the target(s) will be
confused for 1d10 rounds. This will cause them to hesitate such that they can take no action but defend
themselves if directly attacked. The target or target group leader are allowed a saving role at –5% per
spell level.
Hallucination
By psychic projection the wizard can implant any image in a subject’s mind. The image will appear as a
real entity to the subject’s senses, unless they pass a perception test (at minus 5% per spell level) in
which case something will appear unreal about the hallucination. If a subject successfully resists, then
they are immune to further hallucinations caused by the same wizard or other magickal source, for the
remainder of that day.
Aura of Silence
This will generate an aura of silence centred on the magic-user and extending for 10 m radius per level. It
requires one EP per minute to sustain and will follow the magic-user. It will stifle all sounds, so absolutely
no normal sound can be heard within the aura. Magickal instruments can only be heard if their magick is
of a higher level than the aura, but even then they will be somewhat quieter.
Wizard-eye
This incantation creates a ball of astral energy, about 5 centimetres in diameter, in the shape of an eye.
The ball will float in any direction at up to 4 metres per turn (40 metres per minute) as willed by the
enchanter. The eye costs 5 EPs to make and is thereafter subject to instability as for an elemental. If
attacked by magic, then the eye has 5 energy points (5 hit points). A wizard can control a number of eyes
equal to their skill level simultaneously. The wizard can focus his vision through only one eye at a time,
but the others will alert the wizard is they see what the wizard is seeking. For making observations the

LXXXV

-

eye grants enhanced vision (see + 20 and ESP + 20). The eye may be teleported by a teleport spell or
portal to a remote location. The eye will also detect invisible beings, including ethereals.
Listen
Augments the normal sense of hearing (hear bonus = spell proficiency). If the augmented hearing
exceeds 100% then super-natural feats of hearing may be achieved.
Sound vibration
This spell causes air to vibrate and so creates an audible sound of any type emanating from a specific
position and halving in volume for every ten metres of distance or whenever a barrier, such as a wall is
crossed. The sound will last for up to ten minutes per spell level and will then slowly fade. Cost: 1 EP.
Sound Illusion
Unlike sound vibration, this spell creates the illusion of sound. It will affect any target or group of targets
within a maximum range of ten metres per spell level and will induce any sound desired by the wizard,
lasting for one turn (6 seconds). If the target knows that the sound is illusory then a successful will power
save will dispel it and its effects. If the sound is made deafening then a target will suffer -30 to all actions
whilst the sound lasts. Cost: 1 EP.
Gold-Finger
A Gold-Finger allows touch to turn base metals into gold. Consumes 1 EP per 5 GP worth of end product.
For example, 5 EP are required to convert 5 copper pieces into 5 gold pieces.
Pathway
This is a safe way for those not used to astral travel to accompany a wizard on the higher planes. The
pathway will form in the astral plane wherever the wizard travels, trailing the wizard. However, the path is
metastable and anyone trailing more than 20 metres or who tries to turn back along the path may find
that the path has dissolved or is in the process of dissolving. To form the pathway costs 1 EP per hour. If
the wizard wishes to keep the entire path open, then they may resist its dissolution by power of thought,
for an addition cost of 1 EP per hour.
Barricade Door
This spell will bar a door shut. The normal strength/toughness of the door will be multiplied by the level of
the magic. Several such spells can be cast on a single door. This costs 1EP per level.
Diffuse Through matter
This allows the wizard to phase out into a semi-ethereal state and so pass through solid objects. It costs
1 EP per six second turn to maintain.
Portal
The minimum level of this spell is level 4. It allows a transient portal to be opened to an adjacent
dimension or hyperplane, or another distant part of the same plane. Ideally, two wizards open the same
portal from each side, otherwise it is hard to guarantee where the portal will exit exactly. It takes several
days to prepare the portal, though once an area is charged the portal can be opened in an instant.
Alternatively the charge can be transferred to an item, such as a wand, allowing the portal to be opened
anywhere on the source plane.
Life Support
This spell will prevent any further hit point loss due to the effects of poison or blood loss, for one day. The
person may continue to function otherwise as normal until the spell wears off.
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Which way next?
Whenever the wizard is faced with a choice they may cast this spell together with a suitable question,
such as ‘Which way leads to most treasure?’, or ‘Which way is safest?’, or ‘Which way leads to open air?’
If a definite answer to the question exists then the wizard will receive the answer, otherwise they will be
given an arbitrary answer. This spell costs no EP but can only be cast a number of times each day equal
to the level of the wizard.
Regenerate
The wizard can regenerate 5 hits, or STR or STA points, per level per round.
Hold Life
If someone’s hit points have fallen to zero or below, then application of this spell within one turn will stop
the person from dying, though they will not live either, rather they will be in suspended animation until
either the spell wears off (after one day) or until other magick restores their health. If the person’s body
has been completely destroyed, as by fire or acid or an explosion, then the spell will not work. If the
person has lost limbs then the spell will work. If the person has been decapitated then the spell will have
no effect.
Swivel
Range: 20 m
Energy: 3
Causes any man-sized target to swivel upon their head for one turn. Following this the target will be
dazed (-30% to all actions) for a further 1d10 turns.
Empty box
Range: touch
Level: 6
Energy: 2
Causes the contents of a box or chest to dematerialise and reappear on the outside of the box.
Speak Golem
Range: 10 m
Energy: 0
Forces any golem to repeat its instructions, in their entirety.

Psychic Combat
Psionic ability: (psychics only) PSY: base score = WP/2.
PAS = psychic attack score; PDS = psychic defence score.
Base scores: PDS = PSY/2, PAS (psychics only) = PSY/2.
Damage = PAS/10, subtracted from psionic ability score.
Criticals: % chance of causing critical mental damage = (PAS-PDS)/10 (minimum 1%). Maximum critical
damage = (PAS-PDS)/10 (minimum 1).
Psychic damage may result in confusion, loss of mental powers, uncontrolled negative emotions, loss of will
power, loss of personal identity and psychosomatic shock. The effects may be acute or chronic. Chronic
effects require magickal remedy.
Psionic Criticals:
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1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.

Confusion (1d10 rounds) –10
Mental damage: INT –5, WIS –5
Fear
Memory loss (1d4 days) -10 to knowledge based skills
Mental block: stunned 2d6 rounds
Confusion (2d10 rounds) –20
Partial block – total loss of one knowledge sphere
Panic attack, WP save
Terror
Intellect damaged: INT –10, WIS –10
Psychosomatic shock, all body crits –1
Psychosomatic shock, all body crits –1, stun 3d6 rounds
Alignment +/- 15 (change in opposite direction to current ALG)
Loss of short-term memory (about 1 month’s past events) for 1d4 days
Insanity fit (1d6 rounds)
Temporary insanity (1d4 days) WP save at –20
Subjugation, WP –20
Mind enslaved
Insanity
Mind and soul lost on Astral Plane, body lives on in vegetative state

If the injured mind is enslaved, then it becomes under the control of the agressor and WP is reduced to 9. If
the WP falls below 10, then the mind is automatically enslaved.
Special psionic combat modes:
Fortress will: employment of this defence mode increases PDS by 20 points, but no psionic attack will be
possible on the same round.
All out mental assault: PAS +20, but PDS = 0 on the same round that this mode is employed.

Special Attack Modes
Life-Drain (LD)
EP 2-20 + n
Each time a life-drain weapon wounds a living creature it temporarily reduces the creature’s strength by
1-10 d10. The strength is restored at the rate of 10% of the target's original strength per day.
Hellfire Blade (HFB)
EP 10/d10 extra damage + n
In addition to its normal damage, such a weapon will cause 1-10 d10 fire damage.
Freeze You Fiend (FYF)
EP 10/d10 extra damage + n
In addition to its normal damage, such a weapon will cause 1-10 d10 cold damage.
Electric Blade (EB)
EP 10/d10 extra damage + n
In addition to its normal damage, such a weapon will cause 1-10 d10 electrical damage.
Instability Blade (IB)
EP 40 + n
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Any creature subject to instability that is hit by this weapon must role immediately for instability. There is
no armour protection role. For 50EP the instability role is at +10, and for 60EP it is at +20.
Invisible Blade
EP 10
This gives an opponent -20 to parry (-40 on the first turn of combat). However, the chances of fumbling
with such a weapon are increased 10%.
Brightblade
EP 1 * n
This weapon can be made to glow on will, casting light as-a torch. 1£ the -weapon is also restricted in its
use to certain users, then for an extra 5EP the light can only be seen by the wielder of the sword. For an
extra base of 10EP the weapon can be used to dazzle an opponent. The opponent must be in melee with
the user and must make a reaction speed check. If unsuccessful then the opponent is blinded for d100
turns.
Hypnotic Blade (HB)
EP 20
The weapon must be shiny for this to work. Any opponent that beholds this weapon must save on
intelligence or be hypnotised for 1d100 turns. While hypnotised the opponent will still be ready to defend
themselves, but will lose all aggression and initiative.
Warp Blade (WB)
EP 30
This weapon blinks in and out of the ethereal plane. It is completely able to pass through armour, except
that which has an ethereal shield magic ability. It is also harder to parry (-20) and has 50% chance of
damaging Ethereals.
Mighty Strike (MS)
EP 20
This weapon has a +20 bonus against all armour and does an extra 2dlO damage and an extra +2
critical.
Stone Breaker (SB)
EP 10
This enables a weapon to damage stone targets, including earth creatures, without breaking.
Iron Slayer (IS)
EP 13
This enables a weapon to penetrate metal more easily. The target must role metal armour saving throws
at +30. If cast in conjunction with a mighty strike, such a weapon receives +30 against all armour
(including leather and scales).
Miscellaneous Part Mist
EP 5
This weapon can be used to cut a pathway through mist or fog of normal/magical nature. This weapon
will do full damage to a Termination Cloud.
Detect Animal
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EP 5
This weapon will detect any living creature of a particular type, e.g. dragons, humans. For +5 EP it will be
able to detect living creatures of a particular class, e.g. reptile, mammal or for 5EP it will respond to the
presence of any living creature. The detection range is 25m, or less if the user so desires.
Putrefy
EP 50 + n
Any living creature killed by this weapon will be reanimated (in 1d10 turns) as a zombie, loyal to the
holder of the weapon. If the weapon is dropped, then all zombies immediately, and irreversibly, are deanimated. A necromancer with a ‘Raise Zombies’ spell can only create this weapon.

Magickal Armour
Increased Protection (IP)
EP 15/-10 bonus
For every 15 EP the armour receives a -10 protection role. This is for a complete suit of armour. For a
single piece of armour, in this case a helm, breastplate or a complete set of greaves (1 EP each) it costs
only 5EP for each -10 bonus. The bonus cannot be less than -50.
Destroy Magical Weapon (DMW)
EP 80 + n
Each time a magical weapon strikes the armour, the weapon loses d100 EP. There is also a 10% chance
of any non-magical weapon breaking. Each time a magical weapon strikes the armour, the armour loses
one use whether the weapon was destroyed or not.
Magical Absorption (MA)
EP 150 + n
Each time a spell is cast at the wearer, or each time the wearer enters a zonal spell, the spell is nullified.
The armour has an absorptive capacity of 50 x n magic points. Any EP used to augment a spell must
also be absorbed to totally nullify the spell. (This does not count EP used in augmenting the chance of a
spell being cast correctly).
Resist Heat (RH)
EP v
For every EP used the armour will be able to absorb 5 points of fire damage (magic or otherwise). For
every 5 points absorbed (rounding-up) the armour loses one EP permanently.
Resist Cold (RC)
EP v
For every EP used the armour will be able to absorb 5 points of cold damage (magic or otherwise). For
every 5 points absorbed (rounding-up) the armour loses one EP permanently.
Resist Electricity (RE)
EP v
For every EP used the armour will be able to absorb 5 points of electrical damage (magic or otherwise).
For every 5 points absorbed (rounding-up) the armour loses one EP permanently.
Increased Protection for Shields
EP 51-10 bonus
For every 5EP the shield gives the user +5 to his/her parrying score.
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Gauntlet of Dexterity
A Gauntlet of Dexterity gives the wearer +20 manual dexterity, and so increases their ranged weapon
attack score, for example, and assists in climbing.

Magickal Cloaks
Cloak of Invisibility
EP 30 + n
This cloak is only visible when rolled/scrunched up. When opened-out the cloak, and anything it covers
becomes invisible. The cloak and its wearer are still visible in the IR, however. While concealing an
object the cloak loses one EP per hour. If allowed to rest, the cloak regenerates 10 EP per hour.
Cloak of Healing
EP 30 + n
For every EP used, this cloak will heal 2d10 hit points, regardless of the nature/extent of the injuries (so
long as the subject is still alive).
Cloak of Charm
EP 20
This cloak adds +20 to the charisma of the wearer. This will consequently increase the subject’s
leadership.
Cloak of Silence
EP 30
While wearing this cloak one cannot be heard. The only noise the user can make is with their mouth
(unlike the Helm of Silence). Nothing touched by the wearer will make a sound. This also gives +30 to
any camouflage/concealment role.
Cloak of Darkness
EP 40
This cloak castes a continuous aura of darkness (2m radius). Therefore, the cloak itself cannot be seen,
only its fabric may be felt by anyone reaching into the darkness.

Magickal Helms
Helm of Logic
EP 100
This helm increases the intelligence of the wearer by 10 points.
Helm of Seeing
EP 150
This enables the wearer to see any part of the spectrum. This enables the wearer to see invisible
creatures or objects. Any magical fields/zones can also be seen. The user is able to use X-ray vision and
see through non-magical walls of average thickness. It also enables the wearer to see the aura of living
things and any objects recently touched by them. The user can also see the UV sky-map, enabling them
to navigate by the sun, even when it is not visible. The helm will also help in locating traps or hidden
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passageways etc. (+30). When used with a Seeing Eye, the helm can apply its abilities to anything the
eye can see.
Helm of Judgement
EP 50
This helm enables the wearer to estimate the intentions of other people/animals with 80% success. This
includes the creature1s opinion about themselves, their state of mind, whether they are a likely threat and
whether) or not] they are truthful.
Helm of Instinct
EP 80
This helm will warn of possible danger, while by traps, living creatures, impending disasters etc. Magical
traps/dangers have only 80% chance of being detected. The helm will also indicate if any action is likely
to be dangerous, e.g. turning left down a passage instead of right, or pulling a lever etc. The helm gives
little detail about the nature of the danger and is unable to determine any beneficial after-effects.
Helm of knowledge
EP 50
This helm will grant the wearer sagely knowledge (80 points) on any specific sagely topic, such as flora,
fauna, demonology, alchemy or on some more specific topic, e.g. the trolls of Belakaar. Some helms of
knowledge may grant +20 to general knowledge.
Helm of Infravision
EP 30
This helm gives the wearer almost perfect night vision. It also enables the wearer to see invisible
creatures that radiate heat. Any camouflaged creature receives a -30 modifier to its camouflage. Cold
creatures or creatures using fire to mask their presence will be harder to detect.

Magick Weapons: Anti-Undead Weapons
Break Undead (80)
EP 1 + n
This weapon has an ethereal blade in addition to its normal material blade. It, therefore, causes
full/normal damage to all Undead and Ethereals. Beheading skeletons and zombies will stop them
immediately.
Dissolve Undead (DU)
EP 20 + n
Any Undead or Ethereal hit receives abase 10% save plus its armour at -20 (minimum 10%). If it fails
then the Undead is reduced to dust or dispelled.
Smash Undead (SU)
EP 5x + n
For every 5EP the weapon causes an additional d10 of damage to any Undead or ethereal hit by it. This
damage is extra to the weapon’s normal damage. For each additional 5EP the weapon can be given an
extra 10% attack bonus against Undead / Ethereals.
Detect Undead (DtU)
EP 5
The weapon will alert its user to the presence of Undead or Ethereals by glowing, tingling or psychic
suggestion etc.
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Anti-Demonic Weapons
Damage Demon (DD)
EP 10 + n
Demons in a state not normally susceptible to physical damage can be damaged, as normal, by this
weapon (it may be necessary to subtract damage from the demon’s EP). If the weapon is unable to
penetrate a demon’s armour, then it will cause no damage.
Detect Demon (DtD)
EP 5
The weapon will alert its user to the presence of demons by glowing, tingling or psychic suggestion etc.
Go to Hell (GtH) (Destabilise Demon)
EP 30 + 5n
Any demon hit by this weapon receives a base save of 5% for every 100 EP it has plus its armour at -20
(minimum save of 5%).
Magickal Instruments
Magickal tools enhance the effectiveness of spell-casting. The table below gives some typical examples:
Magickal Tool
Cup / Chalice
Fire Wand
Earth Pentacle
Air Dagger
Skull Staff
Copper/Silver/Gold
Branch
Consecrated Dagger
Great Seal
Ebony Staff
Dragonite Staff
Rainbow Wand

Spell Casting Bonuses
+20% to all water elemental magick
+20% to all fire elemental magick
+20% to all earth elemental magick
+20% to all air elemental magick
+20% to all necromantic magick
+10/+20/+30 to all bard and druid
magick
+20% to all magick circles
+20% to all angelic magick
+20% to all demonic magick
+20% to all dragon magick
+10% to all magick

The bonuses apply to the magician’s spell proficiency.

Potions and philtres
Potions combine magick inherent in their ingredients, with magickal energy invested by the Alchemist, and
so have enhanced power. Potions also have the advantage of storing magickal energy, although they may
not last indefinitely! In order to manufacture potions a magic-user requires the alchemy skill in addition to the
relevant spell and necessary ingredients. To brew a potion roll 1d100 and subtract the ‘magick-level bonus’,
if the result is less than or equal to the alchemy score, then the process will be successful. Furthermore, the
number of percentile points below the Alchemist’s alchemy score determines the time taken as shown in the
table below:

Alchemy roll succeeded by
2 months
7 weeks
6 weeks
5 weeks
4 weeks

Time taken
<10
10-20
21-30
31-40
41-50
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Quantity Produced
1
2
3
4
5

-

3 weeks
2 weeks
1 week
1d6 days
1 day

51-60
61-70
71-80
81-90
91-100

6
7
8
9
10

The ‘magick-level bonus’ is equal to the level of the Alchemist minus the level of the potion (or relevant spell)
multiplied by five. If the alchemy roll is unsuccessful by the more than twenty percentile points, then after two
months of work the Alchemist will unknowingly have made either the wrong potion or poison. If the alchemy
roll is unsuccessful by less than twenty percentile points, then after two months a functionless liquid will
have been produced. If an Alchemist has to struggle for two months to perfect a potion, then they had better
test it first!
Once an Alchemist has successfully manufactured a potion for the first time, then they gain a +30 alchemy
bonus (-30 to alchemy skill check) when making the potion on subsequent occasions. There is always at
least a small chance of failure (alchemy roll of 100), however, when using a new batch of ingredients. The
time taken, as calculated above also includes the time required to obtain the ingredients for more common
potions, however, some of the more powerful potions require very special ingredients that are hard to come
by.
Potions take one turn to consume and take full affect within 1d4+1 (6 second) turns. Mixing potions can have
various outcomes as determined randomly using the potion miscibility table below:
1d100

Outcome of mixing potions

01

Explosion: internal damage 2d8 (torso) critical hits. If mixed externally,
then a poisonous gas cloud of 2m diameter results – this will be a
strong poison of a randomly determined type.

02-03

Lethal poison results. If mixed externally, then a poisonous gas cloud
of 2m diameter results – this will be a strong poison of a randomly
determined type.

04-08

Mild poison – nausea causes a –20 modifier to all actions for 2d10
turns.

09-15

Immiscible – both potions cancel out.

16-25

Immiscible – one potion negated, the other works normally.

26-35

Immiscible – both potions work at half efficacy.

36-90

Miscible – both potions work.

91-99

Compatible – one potion works at 150% efficacy (in terms of duration
and/or effect).

100

Discovery! Only one potion functions but with permanent effect, or
some new potion is discovered with completely different effects.

Special Potions
Potion of Danger Seeking
The imbiber’s intuition will be turned against them. They will get strong feelings that certain directions lead to
safety or that booby-trapped chests are safe to open and potentially hostile monsters are friendly, etc. Each
test requires a wisdom check, failure will result in the character losing control of themselves and taking
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stupid risks.

Example of a specific potion of danger seeking is:
Duration: 1 day per phial (10 ml)
Age: 10 years
Chance of working: 90% - 10% per ml under the 10 ml dose
Effective dose: 10 ml
Description: fire-red precipitate in light green (translucent) solution, which smells of sulphur and
tastes like eggs.
In general it is up to the DM to specify the duration, age, dose and description for each potion.

Red Vitriol (Potion of Giant Strength)
Grants +100 strength, +5 damage modifier. This potion is a dark-orange solution that tastes like rusty iron
or blood.

Green Vitriol (Growth Potion)
This doubles the physical dimensions of the imbiber for 1d10+4 turns per dose. This gives them +40
strength, but does not affect their hit points.

Polymorph self
This potion will turn the imbiber into the first living creature that the imbiber names in speech. Even if the
imbiber accidentally utters the name of the creature, then they will assume that form. The effects last for
one hour per dose.

Heroism
Gives the imbiber, including NPCs and other creatures, a morale of 100 for 1d10 hours per dose.

speed
Doubles reaction and tactical movement speed, granting + 30 to reaction speed checks and +20 to all
combat roles and doubles the number of possible actions per turn. The duration of the effect is 1d6 turns
per dose.

slow
This slows time from the imbiber’s perspective by tenfold for 1d4 hours per dose. This is useful, for
example, to slow the progress of disease or injury.

Poison
The potion is actually a poison (see ‘Poisons’) or alternatively it poisons the imbiber’s character, by
reducing their alignment by 10 points per dose.

Longevity
A potion of longevity adds ten years to the imbiber’s natural lifespan. This potion does not have an
accumulative effect.

Milk of Toad (Potion of Delusion)
This potion will convince the imbiber of their legendary greatness! This naturally leads to bouts of
recklessness, for example, a warrior may rush foolhardily into battle against overwhelming odds, and a
wizard may attempt spells that are far too difficult or cast them hastily with poor preparation (and so are
more likely to fumble). If the imbiber can be convinced of their delusion then they may resist these
episodes on a successful save against their Will Power. The effect lasts for 1 d10 days, wearing off
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gradually.

Potion of Climbing
This potion is a dark brown precipitate in a light green solution and smells of alcohol and increases
climbing skill by 10% per ml drunk. If more than 5 mls are imbibed, then it will also double the climbing
rate.

Potion of Diminution
This potion shrinks the imbiber and any equipment or clothes that they are carrying (magickal items will
not be affected) to 5% (one twentieth) of the normal size. This potion is a dark orange liquid that smells
and tastes of roses.

Water lungs
This potion will allow the imbiber to breathe underwater for one minute per millilitre imbibed.

Make Undead
If the imbiber is slain, whilst under the influence of this potion, then they will become a zombie in 1d100
turns. This potion is a black solution that is quite tasteless and odourless. These potions are generally of
long duration (e.g. one day per ml imbibed).

White Vitriol (Album Vitriolum or Potion of Lycanthropy)
This potion (or sometimes topical oil) transforms the imbiber into some other creature of comparable size
for 12 hours. Some only work at night or at specific days of the year.

Anti-lycanthropy
An anti-dote to the lycanthropy (or other metamorphosis) potion (dose for dose of potions of equal
strength), or any other cause of lycanthropy/metamorphosis (with a success rating of 5d20, a 1d100 roll
equal to or below this success rating is successful).

Danger Detection
This potion allows the imbiber to automatically sense hidden dangers within 100 m of space or 10
minutes of time (such as traps, lurking monsters or a potential ambush) with some rough indication of the
nature of the danger and a fair indication of its direction. Some Danger detection potions are not meant to
be imbibed, but are kept in tightly sealed ampoules and instead radiant one or more distinct colours of
light according to the specific type of danger(s) they are meant to give warning of.

Aurum Potabile (Potion of Treasure-Seeking)
There are two forms of this potion that are indistinguishable by small taste or appearance. One will draw
the imbiber to material wealth by luring them to open a treasure chest or to turn down the path that leads
to greatest treasure. The urge to do these things can only be controlled by a successful will power check
each time the imbiber tries to resist temptation. Otherwise they will pursue the wealth that they sense
without regard for safety – they will not check for traps or monsters that may lie in their path, rather they
will pursue their urge foolhardily. The other form of this potion grants the imbiber +10 wisdom (or +10
occult wisdom). The former potion wears off after one day, whilst the latter is permanent.

Oil of Invisibility
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Grants invisibility to any object or being it is smeared over (if there is sufficient oil to cover the object).
This lasts for one full day/night cycle.

Oil of Etherealness
This oil turns anything that it covers into an ethereal object without form or substance and invisible to all
but astral vision. The oil will continue to have this effect until it is washed off in water (it does not wash off
easily in water but will do so eventually, especially if the water is warm). Once dispersed in this way the
magickal energy is released.

Oil of Slipperiness
A superfluid that is perfectly slippery and frictionless but which sticks by mysterious forces to whatever
item coats it, other than glass, off which it slides immediately. After 24 hours of opening the phial it
transforms to ordinary water.

Poisons
Poisons take more or less time to act and so they cause accumulated damage over a period of time. Many
toxins are very slow acting, causing damage that accumulates over hours, but many work in seconds or
minutes. Each poison has a strength, which is the number of damage points that it causes each turn, and
duration, which is the number of turns that the poison acts for. Damage may be subtracted from strength,
stamina, hits, or other attributes, depending upon the nature of the poison. Many poisons are specific and
only act against certain types of creature, whilst others are more general and affect most living creatures.
Some examples follow. Most poisons have a natural antidote, which may be known by those with herbalist
or alchemy skills. Some individuals may have a natural tolerance to some poisons (1% chance) and suffer
half the normal damage.

Non-lethal Paralysin
Causes paralysis of the muscles, but does not stop the heart or respiratory muscles, and so does not cause
immediate death, but preserves the victim in a comatose state. These toxins deplete strength and paralysis
occurs when strength is reduced to zero. Example: giant spider’s venom, Str 10 T 2d10, causes the loss of
ten strength points per turn for 2d10 turns.

Lethal Paralysin
Depletes strength, causing paralysis, but also causes heart stoppage or respiratory failure (by causing
concurrent stamina loss), e.g. Str 10 Sta 5 T 10 is a poison that causes the loss of ten strength points and
ten stamina points per turn for 20 turns.

Cardiac poisons / respiratory poisons
Cause stamina loss.

Caustic chemicals (e.g. acids, alkalis)
Cause chemical burns on contact resulting in hit point loss. Count as burn wounds. The effects can be
reduced by washing in copious amounts of water or by neutralising an acid with an alkali and vice versa or
by some other appropriate antidote. If in vapour form, then these chemicals will cause respiratory damage
(stamina loss).

Anticoagulants
Anticoagulants work to enhance a slashing or piercing attack mode. They reduce blood-clotting and so
cause additional hit loss due to bleeding, which will usually be a number of hits lost per turn.
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Coagulants
These cause death by clotting blood whilst it is still inside the body, and so cause strokes and organ failure.
These poisons will reduce critical points.

Shock-inducers
These cause a sudden drop in blood pressure (by stimulating vasodilation) and result in loss of
consciousness and possible heart failure and so cause stamina loss and a stamina check each turn for loss
of consciousness. Additionally, individuals who react hyper-sensitively to bee venom or other usually
harmless poisons will suffer these symptoms.

Hallucogens
These cause no or little direct damage, but induce hallucinations. These require an intelligence test for the
person experiencing the hallucinations to maintain control of their minds and to be aware that they are
hallucinating. These poisons are usually ingested.

Pyrogens
These induce a feverish state, usually accompanied by nausea and vomiting and are generally debilitating,
causing a negative action modifier (a penalty to all percentile die rolls) and may cause a loss of coordination
or perception. These poisons are usually slow acting, but may be fatal.

Demon’s Blood
A variety of poisons fall into this category. Most will cause a gradual gangrenous decay to any body part that
comes into contact. Some are acidic, fiery or abnormally cold (typically causing 2d10 burns on contact per
ml). Holy water can neutralise the harmful effects of demon’s blood.

Demonbane
This is a ‘poison’ that affects demons, either by causing burn-like damage, or by inducing instability.

Golems
Manufacturing Golems
There are for principle types of golem: clay, flesh, stone and metal. The skills and materials required for the
manufacture of each varies. The skills required are as follows:
Clay Potting 90
Flesh Surgery 90
Stone Stonemasonry 90
Iron smithing, smelting, armoury 90
The tools and raw materials required are as follows:
Clay Golem: Clay Wheel and kiln (5 SP) and100 Kg clay / golem from a charmed river-bed.
Flesh Golem: 2-8 corpses / golem which have not been buried on consecrated ground, nor laid to rest by a
priest.
Stone or crystal golem: Stone Chisels, hammers, wedges, block & tackle (2 GP) and 150 kg stone / golem
and a handful of dust from an earth elemental.
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Bronze or Iron Golem: Metal Forge (coal fed fire & bellows), hammer & anvil (3 GP) and l00 kg metal /
golem and a blood sacrifice from a sacred bull to awaken the metal heart.
The spells required are:
'Make & Awake Golem' (level 7) requires a water cup, fire wand, earth pentacle and air dagger or a rainbow
wand. The wizard must have a degree of proficiency in all four elemental fields.
Overall, the cost of all the materials (assuming they are all available) and the construction time are given in
the table below:
Golem Type
Clay
Flesh
Stone
Metal

Cost of Raw Materials
200 GP
variable: usually cheap
600 GP
800 GP

Construction time
2 weeks
1 month
2 months
3 months

This assumes that the wizard works full time and undertakes no other research. Even if the materials are
available, the construction time can not be shortened, as this is restricted by the complexity of the magical
operations which occur at all stages of construction.
Basic Golem Attributes
Golem Type
Clay
Flesh
Stone
Metal

Hits
300
100
300
300

Armour Class
2
0
4
6

Strength
10 men
5 men
15 men
20 men

Typical Height
8'
7'
8'
9’

Magick Rings
Magick rings store magickal power as long as the ring remains unbroken. The magickal power is
incorporated into the ring when it is forged. The magick will either operate all the time, automatically when
required, or will be activated by the bearer’s will or by a word of power. Most magick rings will change their
size to fit the ring-bearer.
Ring of Charisma
This ring grants the ring bearer +20 charisma / leadership.
Ring of Darkness
This evil ring makes the bearer’s alignment lean more towards the dark side and reduces alignment by 20.
Ring of Lies
This ring enables the wearer to beguile. Even if the bearer lies, they will sound convincing and the
listener will have to make a will power save to resist being falsely convinced. This will power save will
have a negative modifier, depending on the strength of the ring.
Ring of Dominion
A Ring of Dominion controls a number of other rings. Whoever puts on one of the subordinate rings will
have to make a will power save or become subject to the will of whoever wears the ring of dominion.
Ring of Fortune
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A ring of fortune may either increase the ring-bearer’s luck or decrease it, depending on its intended
purpose. Some such rings will increase the luck of a bearer of given alignment, whilst reducing the luck of
a bearer of opposite alignment.
Ring of Truth
This ring will glow and feel warm whenever someone is intentionally lying to the wearer.
Ring of Eternity
This is a semi-ethereal ring that grants the wearer immortality as long as the ring is worn. The physical
form of the wearer will degenerate, however, first to a zombie-like form, then to a skeleton and finally to a
shadow-wraith. The wearer is not immune to the ill effects of wounds and ailments, but they will not die
as such, but eventually pass to wraith-state.

Rods, Staves and Wands
Wands or staves are the principal magickal weapon of most wizards. Each is personalised as it imbibes
magickal energy from its carrier, storing it for later use. Each staff will resonate in sympathy, both with its
owner, and with the magickal spheres of its owner. Thus the staff of a necromancer will have predominantly
necromantic powers. Since these magickal weapons are so personalised, it can be dangerous for another
wizard to attempt to use the staff of another, indeed it may be impossible whilst the original owner is alive,
however, if the said owner has departed the physical realm, then the staff might seek or be receptive to a
new owner, especially if the new owner has similar alignment and expertise in the same magickal field.
Though, only a wizard can command the energies of a staff, rod or wand, anyone who resonates with the
wizard may gain the sympathy of the staff and derive some benefit whilst carrying it. For example, a warrior
carrying the staff of a departed wizard friend may gain some of the charms from bearing the staff (at least
until it finds a new wizard-owner) and may have their luck increased. However, if an enemy bears a wizard’s
wand, then they will find their luck decreased. The magickal power of the staff will slowly wane, however, if
no wizard carries it. A staff, wand or rod can not be destroyed until it is drained of its magickal power. Some
examples are given below.
Oak Staff
An Oak Staff gives +10 to all magick work and +20 to all druidic magick.
Crow Staff
A Crow Staff gives +10 to all magick work and +20 to Necromancy.
Fire Wand
A Fire Wand gives +10 to all magick work and +20 to Fire Elemental magick.
Rainbow Wand
A Rainbow Wand gives +15 to all magick work.
Wand of Ebony
A Wand of Ebony gives +10 to all magick work and +20 to all Enochian magick.
Rod of Lightning
A Rod of Lightning will generate a single level 10 lightning ball, once per round.
Air Dagger
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Not intended as a physical weapon, the air dagger functions as a wand. An Air Dagger will give +10 to all
magick work and +20 to Air Elemental magick.
Rod of Hazel
A Rod of Hazel gives the wizard +10 to Elemental Water magick and +20 Occult Wisdom and will also
cure any psychological disorder (even if magickally induced) in whoever it touches, once per day.
Rod of Blasphemy
A Rod of Blasphemy gives the wizard +20 to all demonic magickal work.
Word of Rowan
This gives the carrier a magic-save against all magical affects of 50% - 5 x magic level of the operating
magic.
Staff of Ash
This gives the magic-user +20 to all magical operations involving other dimensions and planes.
Wand of Willow
A Wand of Willow gives +20 ESP to whosoever carries it. It will also give a bard +20 to all bard magic. It
can also indicate any source of water with 100 m.
Wand of Weeping
Made of willow, this wand will induce uncontrollable grief and sadness to its target (range 10 m) should
they fail a Will Power save at a penalty of 20 points. An effected subject will remain affected whilst within
100 m of the wand and will suffer -10 to all actions.
Rod of Chastisement
A useful tool for fanatical clerics, this rod will allow the bearer to utter harsh words of rebuke to one
person, once per day. The target will have to make a will power save at -30 or become consumed by
shame and guilt and hence slave to the chastiser’s will for one day. They will even commit suicide if told
by the rod bearer that this will cleanse their soul.
Wand of Holly
This wand will repel any lightning bolt and instantly redirect it toward a target designated by the wand
bearing with a chance to hit equal to the wand bearer’s base ranged attack score.
Staff of Beechwood
This staff will allow the bearer to add or subtract 10% to any d100 die roll that they make, according to
their wish.
Elder Rod
This rod will induce instability in any undead or demon to which it is pointed and will also grant the bearer
+10 ESP.
Birch Wand
This wand of birchwood will double the beneficial effects of any healing spells cast by the bearer and also
double the beneficial effects of any first aid that they administer. If the bearer has no such magick, then it
will restore 10 hit points to whoever it touches but no more than once per day.

CI

-

Sceptre of Apples
The carrier of this wooden sceptre will never go hungry. No matter where they are, they will always find
enough food for their own personal needs.

gMagickal Chalices and Cauldrons
Water Chalice
A Water Chalice can be used like a wand and gives +10 to all magickal work and +20 to all Water
Elemental magick.
Cauldron of Plenty
This cauldron will, when heated with water, produce enough broth to feed 20 people a day.
Grail of Healing
When filled with water from a natural spring, this grail will turn the water into wine with healing properties,
healing all wounds, sicknesses and ills, to whoever drinks from it, once per day.
Goblet of DREAMS
Drinking from this goblet causes the imbiber to experience vivid visions. These may be dreams and
experiences of the past, perhaps past people who held or drank from the goblet, or they may be visions
of the future or of hidden places. Often the visions will appear symbolic and abstract.

Magickal Pentacles, Amulets and Talismans
These magickal devices serve for protection. Pentacles will protect the wearer from magick worked against
them, by allowing an additional save (modified according to the level of the attacking magick). Pentacles
may offer strong protection against a specific sphere of magick, by ‘earthing’ the bearer, or they may offer
more general protection against magick. Amulets ward off certain influences, whilst talismans attract certain
influences. The examples below will make this clear.
Earth Pentacle
An Earth Pentacle gives +10 to all magick work and +20 to all Earth Elemental magick.
Pentacle of the Elements
This pentacle halves all damage caused by air, earth, fire or water, whether caused by magickal or nonmagickal agents. It will not protect against weapons of metal or stone wielded by an aggressor, however,
but only against the elements in their un-crafted state or in their magickal form. It will also reduce the
damage caused by elementals.
Pentacle of Magick Protection
This pentacle gives protection against all magickal attacks ranging from a save of 10% to 100% minus 5
times the magickal attack spell level.
Amulet of Lost Souls
Ethereal spirits will avoid coming within 10 m of the bearer, or else become subject to instability, requiring
them to make a stability check at -5 every round.
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Amulet of the Wilderness
This amulet will ward off wild beasts (of intelligence level 4 or less), such as wolves (though pack leaders
may have a high enough intelligence not to be affected). If forced to interact with a bearer of an Amulet of
the Wilderness, such creatures will be subject to fear.
Amulet of Faith
Amulets of Faith take on a variety of forms, but often represent a glyph of hope. These amulets increase
the bearer’s luck by 20 points.
Talisman of Fortune
This talisman will double the material value of any gold, gems or other treasure found by the wearer. An
alternative type of Talisman of Fortune will give the wearer a luck score of 100 once each day. This
enables the character to automatically reverse the outcome of any single gaming die roll once per day.
For example, if the character fails a dexterity check whilst dangling over a chasm and falls potentially to
their death, then they can reverse fate and so pass the dexterity check and not fall from the rope. They
will not be able to do this again until the next day.
Talisman of Lost Souls
A Talisman of lost Souls attracts wandering spirits and other ethereal creatures to the talisman bearer.
Amulet of Rowan
No Dryad will attack a wearer of this amulet, unless first attacked.
Talisman of Manna
This attracts magical potency from the ether and restores 20 EPs each day to a wizard who carries it.

Magick Swords and other enchanted weapons
Vorpal Blade
A Vorpal Blade possesses Warp Blade ability and also reduces the armour class of demonic creatures by
2 levels.
Sword of Kings
This sword possesses Mighty Strike and Iron Slayer abilities. This sword can not be broken by nonmagickal means.
Sword of Saints
A Sword of the Saints is an enchanted Instability Blade with the Detect Demon and Smash Undead
abilities
Mace of Piety
A Mace of Piety can only be used effectively by one true to its intended faith. It is enchanted with Detect
Undead and Break Undead and gives the wielder +20 to hit against ‘infidels’ (those of other faiths!). If
wielded by someone ‘not of the faith’, then a Mace of Piety will become a cursed weapon and grant the
wielder no benefit from its charms and -20 to hit.
Dagger of Darkness
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Grants the wielder +30 to hit (whether held or thrown) and returns to the bearer if thrown or dropped and
also possesses a 3d10 Life-Drain.

Scythe of Hades
This evil weapon is empowered with 3d10 Life-Drain and 3d10 Freezing Blade.

Blood Scythe
A Blood Scythe, as carried by Blood Wraiths, is empowered with 3d10 Freezing Blade and passes
through all non-magickal armour.

Hellfire Sword
A flaming sword enchanted with 3d10 Hellfire Blade. Tempered in the flames of Hell, this sword can not
be broken by non-magickal means.

Sword of Vapours
Enchanted by ethereal and Air magick, a Sword of Vapours possesses the Part Mist ability and Hypnotic
Blade attack mode. It can also be made Invisible at the will of its wielder. Its lightness gives the wielder
+10 to hit and to parry with this weapon.

Axe of Teh
Fashioned by Gnomes, this 2-handed battle-axe is enchanted with Stone Breaker and Iron Slayer attack
modes. It gives +30 against all forms of armour.

Sword of Justice
A Sword of Justice is enchanted with Brightblade and a 3d10 Electric Blade attack mode.

Hammer of Judgment
A Hammer of Judgement causes instability in demons and Undead that are struck by it.

Arrow of Truth
An arrow of truth never misses its target.

Drums of Desolation
The Drums of Desolation were brought into the world by the Empty Men from the Sea of Sighs in the
service of Lord Mortorus when his undead army attacked the Isles of Tethys. The drums remained when
the army was finally dispersed at the Battle of Broken Ridge. These drums produce a haunting melodic
beat that echoes far upon the winds. The sound of these drums causes Hopelessness and Despair in all
living things that fail to resist (morale check at -20).
The undead Men of Mortorus attacked the entrenched legion of Lord Moon at Thunderstone, night after
night. They would march from the sea in ethereal form and moved at great speed until they outflanked
their mortal enemies and then they would assume material skeletal form before charging into battle.
Upon the first light of dawn, any skeletons left standing and the broken bones of their fallen comrades
would dissolve into nothing, only to march forth from the sea again the following night. This continued
until the last of Lord Moon’s men were routed. Moon’s loyal guard never deserted the battlefield once
Moon himself lay fallen, and the last of them fell at the greying of dawn. Lord Moon held Thunderstone
long enough for Tethys to gather its allies and the Men of Mortorus fell for the last time at Broken Ridge.
The Liche Lord Mortorus was defeated in the light of day, at his weakest hour, after he had fled from the
battle, when his secret temple was discovered, his brotherhood slain and his blackheart ripped out from
his undead body.
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Magick Scripts: Runes, Sigils and Glyphs
Magick scripts are arcane languages used by magicians. These scripts are used both to communicate ideas
in a form that only fellow wizards can understand (thus safe-guarding magick secrets) and they are also
used to store and convey magickal power (for example on a scroll or a rune sword). When charged by
magickal rituals the symbols themselves may become enchanted, each will absorb power according to its
mystical meaning(s). Many of these symbols are icons, conveying large amounts of arcane knowledge in a
single glyph, for example, the Tree of Life glyph, which serves as a map of the Magickal Universe. Runes
constitute a magickal alphabet, in which each symbol also contains power and magickal meaning. The runic
alphabet is used by the Gnomes (Dwarfs) and is especially powerful in earth and metal workings. Ogham is
a similar alphabet, used by druids, and evokes magickal power from the tree spirits. Enochian is the
language used by demons and angels, and is used to work charms by those who wish to call upon the
power of these beings.

Magick Scrolls
A magick scroll is a charm written by a magician. The charm must be spoken aloud in order to be effective. If
the scroll is written in an arcane language, then it can only be read by another wizard, otherwise anyone
who can read the language and pronounce it correctly can use the scroll. A scroll may only be used once,
however, and once the words are spoken correctly and the magick does its work, the scroll disintegrates.
Any spell may be incorporated into a scroll.

Magickal Musical Instruments and Bells
Magickal instruments are made and used primarily by bardic wizards and druids. They store magick that can
be unleashed by any skilled musician, but are generally most effective in the expert hands of a bard or druid.
They typically possess bardic magick that can usually be used but once per day. When the instrument is
played, it will resonant with energies on the astral plane, bringing about its magick to all who are within
listening range. Magickal bells may be used to affect magick from any sphere, but again work within audible
range. Very large bells, such as one finds in a bell-tower, may store vast amounts of magickal power, by
virtue of their size and the circular nature of their metal, and can often be used more than once per day, and
may even have unlimited use. Some examples are given below. Bards may design and craft new magickal
musical instruments.

Death Bell
When the death bell rings, it creates a zone of Undead stability within audible range. Similar in effect to
the Drums of Death which Undead drummers may play as their legions march to war.

Trumpet of Thunder
A Trumpet of Thunder may be played but once a day. This creates a level 10 Wall Blaster spell effect
against any desired target structure directly facing the blast of the trumpet (within the maximum range of
1000 m). The maximum duration is ten rounds, after which the trumpet will make no further sound for the
rest of that day.

Harp of Wonders
A Harp of Wonders creates illusions of whatever the listener desires or cherishes. Many will see eat and
taste food from the greatest banquet, others will be lured by illusions of the opposite gender, whilst many
will see gold, silver and other mundane treasures. These illusions are real to all the senses and last as
long as the harp plays. People so beguiled will lose all sense of time as the music continues. The wise,
however, will see spiritual truths and gain 10 wisdom points (not accumulative, once heard the harp has
no other effect except to calm with its beautiful sounds).

Lute of Merriment
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A Lute of Merriment induces ecstatic happiness in all those who hear its music. Passing a will power
check is necessary to resist its charms. Those affected will seek to do little else but to sing, dance, drink
and be merry, until they collapse of exhaustion or until the playing ceases.

Horn of Courage
A blast on this horn will increase the courage of those whom the horn was constructed to muster. Its
magickal use is limited to two usages per day, once at the start of battle, and once more during the
course of battle (often used to rally troops, or motivate the hard-pressed, or else when victory is already
established).

Flute of Beguilement
Forces the listener(s) to believe in the theme of whatever song is being played (will check allowed to
resist the effects). Such an instrument could have a similar effect to that used by the Pied-Piper. A
musician who plays the flute but does not know that it is charmed must also make a will-power save or be
similarly affected.

Horn of Plenty (Cornucopia)
When blown, this horn can summon forth 1d20+5 gold coins (or equivalent worth in gems) once per day.
Alternatively, it may be used to summon forth a banquet of food once per day.

Magick Orbs
Orb of Dragonite
This orb will shield those within its aura against magick employed against them which matches the
principle element of the dragon from which the dragonite came.

Orb of Quartz
This orb creates an aura of health and well being and makes one feel well grounded and earthed. It will
heal psychological conditions and negate the effects of adverse psychological magick. It will increase
psionic defence scores by 20 points.

Orb of Seeing
This orb is usually fashioned out of quartz, jet, aquamarine, malachite or blue obsidian.

Orb of Darkness
Usually fashioned out of jet or ebony, this orb will create an aura of total darkness, which will negate all
sources of light.

Orb of Obscurity
An orb of smoky quartz, which generates an impenetrable mist. This mist deadens sound as much as it
deadens vision and disturbs all sense of direction. Whilst in the mist any creature will also be subject to
amnesia.

Orb of Desolation
An Orb of Desolation creates an aura of despair. All in its aura will lose 40 morale points and 20 will
power points.

Blood Orb
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An orb fashioned out of bloodstone or ruby. It will create an aura of physical healing will heal 10 points (of
any damaged physical characteristic) per turn. It will stabilise degenerative conditions, such as due to
blood loss or poison.

Orb of Terror
Instils terror (or fear if a successful will power or courage save is made) in all who perceive its eerie glow.

Orb of Undying Will
An Orb of Undying Will allows the bearer to control all Undead within the orbs sphere of influence
(usually about 100 m). Undead champions may be allowed a will-power save. Undead with a will power
in excess of 80 points are not affected.

Orb of Insanity
Causes all who perceive its glowing light directly, to make a will power save. Failure will result in insanity
(duration depending on the percentile die roll). A successful roll will still cause -20 to all actions for that
round.

Magick Mirrors
Skrying Mirrors
These mirrors can be used by a magician to aid skrying operations (+20). The scene being skryed will be
seen in the mirror. They will also sporadically reveal scenes to non magic-users who look into them,
though in this case the viewer can not direct the scene. These mirrors can be broken.
Mirrors of Seeing
These mirrors occur in connected sets. A mirror of seeing will reflect an image of whatever can be seen
in anyone of the other mirrors to which it is connected (either at random or according to a magic-user's
command). These mirrors can be broken by normal means.
Mirror of Solomon
This mirror is an aid to communicating with spirits by evocation. They give +20 to any attempt to contact
a spirit or deity. The image of the spirit will appear in the mirror, but for a few minutes at most. These
mirrors can be broken. If broken whilst in use then communication will be broken.
Portal Mirrors
These mirrors form portals to other planes, worlds within the same plane, or other times. They may be
one-way or two-way. Usually they only activate when touched, others may require a magical pass-word
to be spoken in order to activate them. More dangerous portal mirrors form portals that are permanently
open. Portal Mirrors can be broken by normal means, unless the portal is open. Some Portal Mirrors are
guarded; the guardian can not leave the mirror but can face intruders through the mirror's reflection, and
can physically confront anyone entering the mirror. Some examples of Portal Mirrors are: Mirror to
Hades, Mirror to Gehenna and Mirror to the Ethereal Plane.
Temporal Mirrors will take the entree to another time. It may appear that to the entree that they emerge
where they entered if the temporal shift is small, or else they may enter far into the past or future. Usually
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these mirrors connect the same region of space at different times, but they may cross time and space.
Mirror of Fragmentation
These mirrors are cursed. They appear as portals to an unknown space. Upon entering the entree will
find that they are in a small empty void or room. The only exit is back through the mirror, however, upon
leaving the mirror shatters. The leaver then exits as several miniature versions of themselves (3d6+2).
The mirror will subsequently recombine itself. The unfortunate will have their physical dimensions and
physical strength shared between each fragment of them self. Magical items and magicians are allowed
a saving throw to avoid fragmentation. Magical powers, including magical implements will also be
distributed between each fragment (for example, a level 6 magician is fragmented into 10 miniatures;
each miniature emerges as a level 1 magic-user). A regenerate spell that restores sufficient strength
points will recombine the corresponding number of fragments. A geas spell cast on any fragments will
allow those fragments to recombine. A polymorph spell cast on any fragment will affect all the fragments,
allowing them all to meld back together.
Mirror of Dispersion
This mirror is similar to a Mirror of Fragmentation. The mirror does not fragment, but the entree will
emerge on the other side in several (ld4+2) different places at once. These fragments will not be
miniaturised, but they will have their knowledge scattered between them and hence their skill levels will
be shared. Magical items will not be affected and will be shared randomly amongst the fragments. Should
any two of the fragments meet each other they will rejoin on contact. Through ESP the fragments may
obtain glimpses of each other's sensations and thoughts.
Mirror of Madness
Anyone who looks at their own reflection in this mirror must make a Will Power check or suffer a partial
loss of sanity and a loss of 10 will power points. Once affected, the viewer will feel the urge to return to
the mirror each day. They must make another will power check on their reduced will power. If they fail
this test of will, then they must return to the mirror at all cost. Failure to do so will result in an uncontrolled
fit of madness. This rage will drive the viewer to return to the mirror. If they do so and look in the mirror
again, as they must, then they will suffer a further loss of 10 will power points. The following day they
must repeat the test of will, but with their now even lower will power. If they succeed in passing a will
power check, then they are free from the mirror's influence and their will power will be restored
automatically by 10 points per day. Should they return to the mirror with anything less than fully restored
will, then they must test to resist its influence, even if they do not look at it. If the mirror is broken, then its
influence will cease. However, anyone under its influence will try to protect the mirror at all costs. If
anyone has their will power reduced to zero by this mirror, then they will be driven to murder and suicide.
A psychic with a psionic defense score of 100 or greater can resist the effects of a Mirror of Madness.
Mirror of Splinters
This mirror will shatter as soon as anyone gazes upon it from within 5 m. It will send out shards of glass
towards the viewer(s). The shards are extremely hard and forceful and will concentrate to cause a single
hit of 3dl0 damage (puncture crit +3). The mirror is then permanently destroyed.
Mirror of Foreboding
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This mirror will reveal possible futures pertaining to the onlooker. All, however, will reveal the worst
outcome of possible dangers in the near future. This mirror can only be used once per day.
Mirror of Absorption
This mirror will absorb any magic cast within its field of reflection, negating all such magic. This mirror
can not be destroyed.
Mirror Demon
Some mirrors contain a Mirror Demon. This demon will emerge from the mirror when someone gazes
upon it and attack until either itself or the gazer is destroyed. If successful, then the Mirror Demon will
drag the victim's body into the mirror to consume it. The demon must stay near to the mirror, if its
reflection leaves the mirror, then it will vanish and reappear within the mirror and require another gazer to
activate it. The host mirror mayor may not be breakable. If it is breakable then the demon will shatter
when the mirror shatters. If it can not be broken, then covering the mirror will banish the demon back
behind it. The space within the mirror can only be accessed by the Mirror Demon or by an additional
portal opened into it.
Wraith Mirror
This mirror is parasitic. It will drain life energy from anyone who's reflection enters it causing 2dl0 strength
loss per round that the reflection remains in the mirror. The vicinity of a wraith mirror is always cold.
These mirrors are strongest by night, by day they merely cause a general feeling of weariness.
Mirror of Horrors
This mirror will only affect the first person to gaze into it each day. It will instill terror into the gazer. A will
power save (or NPC morale check) is required. If this save is failed then the gazer will be severely
unnerved and subject to the effects of terror for one day. If the check is successful then the gazer will be
subject to fear for one day. This mirror's power can only be destroyed by a blessing from a magic-user
with level 4 or higher Enochian magick.

The Book of Stones
Crystals, Metals and other Minerals
Crystals have a natural ability to absorb and conduct magickal energies with which they resonate. Different
crystal types will resonate at different frequencies and so absorb different energies. These intrinsic magickal
properties of crystals make them extremely useful in magickal work. The table below lists properties of use
to the magician with examples of crystals that show resonate with each property. Notice that the effects of
gems, stones, metals and other minerals of the same type are not additive; for example, possessing two
Pearls of Wisdom will still only give +10 wisdom, the same as a single pearl. If two pearls differ in power,
then it will be the strongest of the two that determines the wisdom modifier. Different crystals will differ in the
magnitude of their power, according to size, perfection and purity. The examples beneath the table below
give typical stats.

Suggested Use

Suggested Stone, Metal, Mineral

Calming/soothing

agate, amber, aventurine, Herkimer diamond, opal, rose quartz, selenite, snow
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quartz, topaz, tourmaline.
agate, aquamarine, aventurine, charoite, fire agate, garnet, hematite, ruby,
Courage/strength/fear
rutile, sodalite
amber, amethyst, aqua aura, bloodstone, Botswana agate, gold calcite, carnelian,
Depression/grief
citrine, chrysoprase, galena, jasper, jet, laguna agate, lapis lazuli, pyrite, smoky
quartz
Dispel anger
anglesite
Dream Recall
Herkimer Diamonds & Moldavite
amazonite, aqua aura, bloodstone, chrysocolla, citrine, crocoite, diamond,
Emotional
dioptase, emerald, chrysoprase, jasper, labradorite, larimar, lepidolite,
disturbances/trauma
moonstone, peridot, rhodochrosite, rose quartz, smithsonite
Energy/Vitality
agate, bloodstone, boji stones, chrysocolla, garnet, ruby, sulphur
Family problems/Unity
citrine
agate, amethyst, celestine, azurite, boji stones, calcite, coral, diamond, dioptase,
General Healing
fluorite, garnet, quartz crystals, selenite, turquoise, zircon
agate, aquamarine, aventurine, copper, jade, smoky quartz, tigers eye, malachite
Good luck/good fortune

Intellect/creativity
Joy/Happiness
Love/Friendship
Memory
Protection/breaking
spells/dispel negativity
Self-confidence
Addiction/remove toxins
& poisons
Muscle, sinew and bone
Blood/circulatory system

apatite, aquamarine, agate, amazonite, ametrine, aquamarine, aventurine,
azurite, bloodstone, celestite, chalcedony, coral, crocoite, diopside, emerald,
galena, malachite, obsidian, pyrite, rose quartz, sodalite, tektite, topaz,
turquoise
amazonite, moonstone
Barite, garnet, moonstone, opal, rhodochrosite, rose quartz, sapphire,
tourmaline
emerald
amber, amethyst, carnelian, chrysocolla, fire agate, jade, jasper, jet, lapis lazuli,
obsidian, pyrite, ruby, sardonyx, tigers eye, tourmaline, turquoise
agate, citrine, dolomite, garnet, labradorite, malachite, moss agate, rhodonite,
ruby, sodalite, tigers eye, tourmaline, turquoise
amethyst, barite, botswana agate, green calcite, citrine, Herkimer quartz, moss
agate
abalone, amber, apatite, azurite, blue lace agate, carnelian, chrysocolla, copper,
fluorite, malachite, petrified wood, ruby, sulphur
amber, amethyst, aventurine, azurite, bloodstone, carnelian, chalcedony,
chrysocolla, copper, coral, fire agate, garnet, hematite, howlite, pyrite, red
jasper, kunzite, ruby, sapphire, topaz
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Ears/hearing

amber, celestine, rhodonite
alexandrite, amber, amethyst, aquamarine, bloodstone, green calcite, chrysoberyl,
Endocrine system
citrine, howlite, magnetite, green obsidian, rhodochrosite
aventurine, aquamarine, optical calcite, celestine, fire agate, jade, jet, lapis
Vision
lazuli, malachite, moss agate, blue obsidian, rhodochrosite, rose quartz, trilobite
alexandrite, anhydrite, atacamite, carnelian, chrysoprase, crocoite, cuprite,
Fertility
malachite, moonstone, smokey quartz, zoisite
agate, amethyst, celestine, azurite, boji stones, calcite, coral, diamond, dioptase,
General Healing
fluorite, garnet, quartz crystals, selenite, turquoise, zircon
Heart
amazonite, amber, beryl, hematite, lapis lazuli, green obsidian, onyx
Immune system
amethyst, citrine, pearl, snow quartz, sulphur, topaz
amber, aquamarine, barite, celestine, chrysocolla, citrine, pyrite, jasper,
Digestive System
labradorite, laguna agate, moss agate, onyx, rockcrystal, smokey quartz, peridot
anhydrite, amber, bloodstone, green calcite, chrysoberyl, coral, cuprite, jade,
Kidney/Bladder
jasper, rhodochrosite, rock crystal, smokey quartz
Muscle/muscular
abalone, amazonite, apatite, chrysocolla
alexandrite, amazonite, aquamarine, apatite, botswana agate, fire agate, galena,
Nervous system
lapis lazuli, morganite, sugalite, tourmaline, peridot
Protect against electricity
citrine, quartz crystal
Sleep disorders
aventurine, amethyst, hematite, jacinth, sapphire, sodalite, peridot
amber, ammonite, angelite, beryl, chalcopyrite, chrysocolla, galena, larimar,
Respiratory System
malachite, morganite, opal, tigers eye, blue topaz
agate, amethyst, ametrine, boji stones, chrysocolla, fluorite, hematite, kunzite,
Balancing
labradorite, larimar, sugalite, tektite, tourmaline, unakite
Balancing/
bloodstone, boji stone, chrysoberyl, chrysocolla, crocoite, cuprite, fluorite,
strengthening/ stimulating
kunzite, kyanite, obsidian
chakras
Enhance the work of other
apatite, chrysoberyl, quartz
crystals
apache tears, boji stones, carnelian, cuprite, fluorite, morion crystal (smokey
Grounding
quartz), obsidian, sulphur, unakite
Purify home
chyrsocolla
apatite, azurite, celestine, green calcite, orange calcite, emerald, fire agate,
Psychic/ enlightenment/
garnet, hematite, pyrite, labradorite, lapis lazuli, moldavite, opal, peridot,
intuition
petrified wood, quartz crystal, ruby, selenite, tektite, turquoise
Spiritual/ meditation
amethyst, ametrine, aqua aura, azurite, celestine, chalcedony, chrysoberyl,
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chrysoprase, optical calcite, fire agate, howlite (magnetite), pyrite, jacinth.
kunzite, kyanite, lapis lazuli, quartz crystal, selenite, topaz, zircon
Agriculture/Gardening
lepidolite
Architects/Construction
ammonite
Astrology
angelite
Calms Pets
diopside
Law enforcement
fuchsite
Leadership/Management
trilobite
Mathematics/Science
angelite, diopside, hematite
Plant Growth
boji stones
Retail/Business
citrine, fossil, jet
The following lists some specific examples of crystals that have been charged by magick with which they
naturally resonate.
Gem of Enlightenment
A Gem of Enlightenment increases the knowledge of the wearer by +10 points for the purpose of any
knowledge checks. These gems usually consist of haematite. Wizards will also gain +20 wisdom.
Crystal of Destabilisation
Any undead or demon and any other planar being that is subject to instability will be required to make a
stability check if they behold the light from this crystal.
Pearl of wisdom
A Pearl of Wisdom will increase the wearer’s wisdom by +10.
Topaz of Tranquillity
This will lower the hostility of other creatures toward the wearer. Wild beasts will have 30 points
subtracted from their hostility score, whilst sentient beings who wish to harm the wearer must make a will
power check, failure will mean that they can not attack the wearer (but will fight back If attacked first).
Moonstone of Serenity
This creates an aura of calm of 10 m radius, such that no adverse weather will have effect within this
aura. This stone also confers 60% magick resistance to hostile magick to any within the aura. Elementals
will refuse to enter the aura, but if they are forced to do so then they must make an instability check at
+20 (that is they are 20% more likely to become unstable). Non-magickal fire can exist within the aura,
but it can not grow or burn new material that is not already alight. Storm winds will drop to a gentle
breeze within the aura and torrential rains will not penetrate.
Quartz of Clarity
A Quartz of Clarity will grant the wearer ESP + 20 as well as clearing the mind.
Amethyst of Restoration
An Amethyst of Restoration will empower the wearer’s vitality, causing them to regenerate 5 points of
damage (of any type) per round.
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Obsidian of Darkness
This gemstone will cast an aura of darkness for a 10 m radius roundabout. This aura will not penetrate
obstacles, such as walls, or a purse enclosing the stone, but it will permeate air, water and empty space.
No normal light can be seen in this aura and only magickal lights can be seen, but they will be very dim.
Angelite
Grants any wizard +20 bonus for all Angelic Magick.
Zircon of Truth
A Zircon of Truth will glow bright yellow if anyone lies to the wearer.
Tiger’s Eye
An enchanted Tiger’s Eye increases the wisdom of the wearer by +10.
Stone of Telepathy
A Stone of Telepathy is made of green moldavite and grants the wearer the ability to communicate
telepathy to another who also wears a Stone of Telepathy.
Lodestone
When worn about the neck, a lodestone will guide its wearer true in darkness or fog (Navigate + 20).
Diamond of Fortune
Any hidden treasures in the vicinity of this gemstone will be more easily discovered by the wearer if they
follow their intuition (detect secrets +20) and they will know if treasure is near by, but it will not reveal the
presence of booby-traps.
Opal of Dreaming
This magick opal grants the wearer dreams of possible futures, if they wear it when they sleep.
Quartz Metacrystal
A Quartz Metacrystal enhances the magickal effects of other crystals, according to the DM’s discretion.
Emerald of Psionics
Increases the psionic abilities (PSY + 20) of any psionic who ears this stone.
Firestone of Fortitude
Gives the wearer and his immediate followers increased courage (+20 save versus route, fear or terror).
Malachite of Might
A Malachite of Might increases the physical strength of the wearer by 10 points.

CXIII

-

The Book of EVOCATIONS

CXIV

-

CXV

-

Summoning Demons
The process of summoning or gating in demons is a complex process with several steps. These are
consecrating a space, evocation and materialisation, and stabilisation.
The Magick Circle
The purpose of consecrating a space is to protect the summoner from the demon being summoned, should
he / she not be too happy to be so, and also to protect the summoner from the controlling influence of the
demon’s will and other negative influences which may infiltrate the physical plane when the gateway to the
demonic plane is opened. This includes the outpouring of raw energy from such a portal. The usual way to
do this is to consecrate a space by constructing a magic circle (aura or shield) about the spell caster and his
/ her company. In its most basic form this involves creating a magical sphere around the magician, with
pentagrams situated at intervals about it. The evil pentagram has two points uppermost, symbolising
supremacy of gross matter over the Holy Spirit. Even if a magician of good alignment is summoning a
demon (as, for example, to converse with it) the evil pentagram must be used so as not to insult and agitate
the demon. Such a magic pentagram circle is created from magical energies, but works even better if it is
also a physical circle etched or chalked upon the ground. In either case the circle is charged by chanting
words of power, which may include names of the ultimate divinity, that indefinable essence which created
the cosmos, gods and all. Alternatively, they may be charged with names of greater spirits, which it is known
that the demon to be summoned will respect. Preparing such a circle takes from 10 minutes to an hour. A
demon will not attempt to break such a shield unless provoked fiercely. The preparation of the circle is the
magical skill labelled “Banishing Pentagram Circle”, a first level spell. This will not banish demons unless
they try to enter the circle (see the section about demons attacking magic circles) but it will banish their
negative influence upon the spell caster.
Evocation
The next stage is the evocation. For this purpose the demon’s name must be spoken in a correct and
specific manner (known as vibrating the name – the “Contact Demon” level 1 spell). This will take a variable
amount of time, from 1-10 minutes. If lesser demons are being summoned, then the name of their master
must be evoked and the service of its minions requested (also a smaller dimension gate will be opened to
permit only lesser demons onto this plane). The purpose of summonation must be made apparent and a
mutual understanding reached, or else the summonation must be bound by the summoner’s will (“Bind
Demon”).
Materialisation
When the demon is ready to materialise, a dimension gate must be opened to allow it to enter the physical
plane. This will depend upon whether the demon’s normal abode is in Gehenna, Hades (Tartarus), The
Abyss, or any other demonic plane. The ability to open a gate to one of the planes does not automatically
grant the ability to open gates to other planes; each must be learnt as a separate discipline:
Open Dimension Gate to Hades
Open Dimension Gate to Gehenna
Open Dimension Gate to the Abyss
All these are level 8 spells. The energy required to open a dimension gate is less when summoning lesser
demons than that when summoning greater demons. The number of demons that can be summoned from a
single portal will depend largely upon the type of demon being summoned. Lesser demons can be
summoned in greater numbers (see the demon’s characteristics for details).
Stabilisation
When the demon materialises it will assume one of various forms (due to its ability to polymorph) comprised
of demonic matter. Lesser demons will be fixed in form, but Greater Demons retain their ability to assume a
gaseous form. For this reason Greater Demons will not have hits allocated to separate body parts, and can
not take critical damage (though a critical hit will force a check on stability), but will appear solid (extremely
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so considering their high armour classes), in fact, their high armour classes will grant them almost complete
protection from non-magical weapons. (The demon’s armour behaves like normal armour when struck by
magic weapons, and magic weapons, which have means of penetrating armour, can do so). A demon in this
state will have a(n) (in)stability rating of 1d100.
However, other states are possible. If the magician fumbled an attempt to open the dimension gate then the
demon may only partially materialise, its powers may be reduced, its instability may be greater, and it may
assume an unintentional form, perhaps greatly mutated, as comprising various bits of different bodies, etc.
Alternatively, a demon’s stability may be increased. If the summonation took place in a well established
temple dedicated to the demon (or its master if it is a lesser demon) then its stability may be increased, so
long as the demon remains within its temple. Stability may also be increased by providing an abode or
sanctuary for the demon’s spirit Such an abode may be a statue or golem which the demon can inhabit, or
the body (living or dead) of an animal, person or other being (see also invocation of demons). In some
cases, the stability may be increased to many years or centuries, at least until the temple or golem abode is
destroyed. These procedures are very advanced and require much preparation time, making use of the
magician’s ability to manufacture magical artefacts.
The degree of success at stabilising a demon on the physical plane will depend upon the time and energy
invested and the skill level of the magician, but will always be difficult. (It would be disadvantageous for the
DM to have a world inhabited by half of the hordlings of Hades, along with Orcus, Satan and a few hellish
princes!). Note also, that whenever a demon changes state, e.g. if it transfers from one body to another, a
stability check is automatically required (see “instability”). The stability will also depend upon the demon’s
will to remain on the physical plane. A demon which is unwilling will depart as soon as it as fulfilled its initial
purpose or task, therefore, instability checks are required after the demon performs a task for the
summoner. A demon that is very stable may assume a more physical form, loosing its ability to assume
gaseous form. In this case, it may have hits (including critical hits) attributed to the various parts of its body.
A critical hit would then cause real damage to its organ systems and it would be treated as a living creature.
However, destruction of a demon, in any of its forms, on the physical plane does not result in its destruction,
but merely in its banishment back to its own plane, where it will take 10 years for the demon to resume its
true form. During this time it can not be summoned and will suffer a loss of face. The general rules are that
lesser demons are more easily stabilised than greater ones, and that nature will return energies to their
proper plane, sooner or later.
Payments
If a greater demon or its servants have been bound into service by the names of their master or the ultimate
divinity (particularly if it has no master) then it will seek something in return. This need not involve a bloodsigned contract entitling the demon to claim the summoner’s soul after so many years (though it may do!),
but might involve worship of the demon, or its master, increasing its power as a god, or a payment in energy
or a magical item. If it receives insufficient payment in return then it will instead seek to trick the summoner
into performing deeds which will lead to the summoner’s ruin, for demons desire nothing more than the ruin
of others.
Divine Intervention
Greater Demons are gods and may intervene in worldly affairs, through their earthly servants, or by tipping
the balance of fate. If a magic-user intently worships a Greater Demon as their god, then devoted prayer
may seek favours. In very desperate situations, in answer to a prayer, a Greater Demon may send one of its
minions to help the priest in their hour of need (the Greater Demon, like any god will rarely appear in
person). This can be an instant process, without need for the lengthy summoning procedure. The energy will
come from the priest’s spiritual power, gained during worship, and the servant will stay only until its task is
done. (This is generally a brief and vital task, the defeating of some deadly foe, or saving the priest from a
fall, or from being burnt at the stake, etc.).
Summoning Angels
The procedure is essentially the same to that used to summon demons, except that a banishing circle with
one point uppermost on the pentagrams is used. This pentagram symbolises the precedence of the Holy
Spirit over matter. It may seem as if there would be need to use a banishing circle when summoning
benevolent spirits, however, there are several possible adverse effects. The alignment of the wizard may
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differ from that of the summonation, and may not be compatible. Alignment may be altered, madness or
detachment may result. The energy radiating from a heavenly portal may have adverse effects of its own:
the light might be too pure and intense and even physical damage may result. The circle also ensures that
the angel is being summoned by evocation, i.e. to appear outside the wizard’s body, otherwise an accidental
invocation may result and the angel may temporarily occupy the wizard’s body (even unintentionally) as this
is a stable abode. Additionally the portal will differ, relating to the appropriate plane. Angels can be invoked
in the same way as demons.

Summoning Other Spirits
In this account spirits of the Outer Planes have been classified as either demons or angels. Whilst it is true
that the Outer Planes are more polarised than the inner planes, deities of neutral alignment do exist and can
be summoned in the same manner.

Summoning Creatures from the Elemental Planes
Elementals may be summoned using a magic circle (Banishing Pentagram Circle), an evocation (Contact
Elemental Plane) and a dimension gate to the respective elemental plane (Open Dimension Gate to the
Elemental Plane of Fire/Earth/water/Air – level 4 spells). In this way a wide variety of elemental beings may
be summoned, including the elemental Gnomes, Sylphs, Undines and Salamanders (Summon Elemental
Being). Artificial elementals may be created by summoning raw elemental energy (level 6 spells).
Summoning elementals is easier than summoning spirits from the Outer Planes, because the elemental
planes are more condensed and centred nearer to the physical plane than are the heavenly and demonic
worlds.
Some of the elemental creatures that may be summoned are:
Fire: Fire Sprite, Ball Lightning, Salamander, Efreeti
Earth: Mud Man, Stone warrior, Gnome
Air: Sylph, Genie
Water: Undine.

Summoning to Battle
Unless a summonation has been prepared beforehand it is a lengthy procedure and not fit for an
emergency. However, it is possible to summon spirits by opening a dimension gate and evoking without
constructing a circle! If this is done, however, then the wizard has less control on the outcome. For example,
if a horde of lesser demons is summoned in this hasty way, then they will probably attack the nearest mortal,
and may turn against the wizard. Thus it may be useful if a means is found to project the portal into enemy
ranks, or if a speedy escape route is available. If the summoner is of evil alignment then the demons are
less likely to harass them if enemy of a more positive alignment are nearby. They may also fear the power of
their summoner, but there are no guarantees! With luck the demons will destroy the enemy and then
become unstable before encountering their summoner.

Instability
Beings from other dimensions, undead, elementals, demons, angels, deities and spirits are subject to
instability on the Physical Plane under certain circumstances. For example wraiths are subject to instability if
away from their natural abode: a graveyard, or in the vicinity of a sick or dying person, in sunlight, at –3.
They also lose their ability to cause harm in sunlight. Demons and artificial elementals are subject to stability
checks periodically. In all cases, unless otherwise specified, if a stability check is failed then roll 1d20, add
any appropriate modifiers, and consult the table below to determine the effect.

1d20

Effect on creature:

1
2
3

Returned to plane of origin
Returned to plane of origin
Returned to plane of origin
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4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
+20

Returned to plane of origin
Returned to plane of origin in 1d10 rounds
Assume shadow form – unable to affect the Physical Plane
Assume shadow form – unable to affect the Physical Plane
Become (more) ethereal – unable to have physical effect, but can use
magick
Lose half of power (hits, EP, strength etc.)
Lose half of power (hits, EP, strength etc.)
Lose one quarter of power (hits, EP, strength etc.)
Confused 1d10+2 rounds
Confused 1d10+2 rounds
Reactions and movements slowed to half normal speed
Reactions and movements slowed to half normal speed
Phasing in and out of existence – unable to act for 1d4+2 rounds
Phasing in and out of existence – unable to act for 1d4+2 rounds
Energy gained – all damage is healed
Power increased – all damage is healed, hits/EP +10%
Movement accelerated – twice the normal number of attacks, attack/parry

Cromlechs and Dolmens
These ancient stone monuments are imbued with magickal power. Their origin is completely mysterious,
the time of their construction and the nature of those people who constructed them have been forgotten by
most. They are primarily associated with Earth Elemental, Necromantic and Druidic magick. They absorb
magickal power from their surroundings, especially the earth and also from ancient magick ceremonies.
Dolmens or Trilithons consist of two standing stones and a capstone. These represent magickal portals to
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hidden realms. Some of these portals require a magickal key or Word of Power to activate them, or are only
active at certain dates and times; a few are always ‘open’. Stone circles or Cromlechs (Dolmens are also
sometimes called Cromlechs) act as giant rings that store magickal power. This power may be used to
power dolmens, or it may have other uses. Stone circles may be contained within a Henge, a circular
enclosure surrounded by an earthen bank, and sometimes also a ditch.
These lithic monuments were used by the Tuatha De Danaan, when they once lived upon the Physical
Plane, before they withdrew to the Otherworld. For a time many of them remained as Druids, passing on
their wisdom to guide the peoples they left behind. Necromantic, Earth Elemental and Druidic magick gains
a +30 modifier if performed within one of these stone circles. Magick from other spheres gains a +15 bonus.
It is believed, that if the keys can be found, the Portal Dolmens may eventually lead to Avalon itself.

A Library of Magickal Tomes
Beware what you read! It is not what is written in the book that matters, but what is written in the heart.

Book of Beguiling
This book will usually take the appearance of a philosophical or religious text and will profess itself to be
ancient, true and wise. A will power check is required upon opening the book. A drastically failed check
means that the reader is immediately drawn in by the book and desires most of all to read its “divine
message” whilst a narrowly failed check will mean that the reader is gradually tempted to read more and
gradually persuaded to believe. These books usually contain political messages that the author wishes to
impose upon others. To people not so fooled, such a book may appear nonsensical or even evil. These
books have the power to make even good men fight against their fellow men and wage ‘Holy War’.

Tome of Elemental Lore
Grants the wizard four new elemental spells at 40% proficiency.

Bestiary
This will grant the reader +20 knowledge in the sphere of Flora/Fauna.

Book of Mirth
Alchemica
This will grant any wizard that reads it +20 Occult Wisdom, a non-wizard will not understand it, or worse
still they will misinterpret it and lose 10 wisdom points.

Mysteria Magica
Grants any wizard that reads it four new miscellaneous spells at 40% proficiency.

Libri Spiriti (Book of Spirits)
Grants any wizard with the sphere of Necromancy four new necromantic spells at 40% proficiency and
then dematerialises to reappear in some unknown location. This book is weightless and will whisper the
spells in a language the wizard understands.
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