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Generations ago, the curse of the Crown of the
GiantKing finally splintered the ancient
Kingdom of Giants. Now, a hundred yedaser,
the curse has spread its malevolent influence
south, and engulfed th®uchy of Northfell in

ruin and despair. A band of heroes is needed to
breakthe curse and return peace and
prosperity to the land.

Welcome to Accursed Crown of the Giant King!Ancursed Crown of the Giant King, you

control a party of adventurers in a quest to break the curse of the crown of the giant king.
Accursed Crown of the Giant King is a singlyer roleplaying game featuring reéime,

pausable gameplay. For information how to control your party, click on the Help icon within

the game. This manual describes in detail the SENGptaleng system used by Accursed

Crown of the Giant King; the information contained within is not necessary to play the game, but
is providel to give full details on how the game functions.

For more information and updates on Accursed Crown of the Giant King or Merry Prankster
Games, visihttp://www.prankster.com

Hints and Tips

1  When you create yourtor, be sure to raise the attributes that you will be using a lot well
above their starting values. For instance if you are planning to play antsagh fighter,
you probably want to raise your strength and durability to at least 14.

1 Be careful about hich skills you select. For instance, for a fighter, you will likely want
to start with at least one weapon skill, and at least the light armor skill. As you progress
through the game, even if you branch out with some other skills, be sure to keepgselectin
the weapon and armor upgrade skills as well.

1 Don't worry too much if an actor or even your whole party is killed off. Resting will heal
your actors, even the dead ones, and if your party is killed off, you will be returned to a
reasonable location, wityour actors brought back from the dead. To rest, look for a
sympathetic actor who will offer to let you rest in his care, such as an innkeeper.

1 In general, defeated monsters wilappear as well when you rest. However, if you
complete the quest assocttgith that monster (watch for messages, or look in the
Journal for full quest information), often by killing the monster's chief, the monster will
be gone for good.

1 Pause often in combat to issue actions for your actors so they don't stand around doing
nothing.



http://www.prankster.com/

1 Use the "Fastmove" and "Return” buttons to speed your travel through aéngaldyed
areas.

T Watch the for notification messages that one of your actors has gained a level, and when
he has, go to the "Actor Information" screen and press the "Spad Roints" button.
This will give your actor new skill levels and even the occasional bonus attribute point.

1 Accursed Crown of the Giant King is probably impossible to complete controlling only a
single actor. Be sure to fill your party up with alliesh&p out.

1 If you have a spellcaster in your party, be sure you understand how to cast spells to get
the best use out of these allies; see thgaime help for information. Spellcasters are
weak in combat but their magic can prove incredibly valuable.

GameSystem

This section describes the SENG RPG system, as used by Accursed Crown of the Giant King.
You don't need to read this section to play the game, but if you are curious about what the
various statistics mean, this is the section to read.

The SENG RPGs a game system designed for implementation in computer role playing games.
This game system is similar to other lebalsed RPG systems, in that an actor's basic
effectiveness is determined by its level, but the actual abilities of the actor depesetaf a
attributes, skills, items, powers, and spells. SENG 2.0 is chiefly designed to simulate a world of
heroism and high magic, with warriors and wizards, evil knights and demons.

Basics
D100 Check

In SENG, we often wish to determine whether a giveroagucceeds or not, using a mechanism
called aD100 CheckThe action has a number associated with it, called a difficulty class,
representing how difficult the action is to take. A value of 50 represents a modestlyghgllen

action for a typical human, with lower values representing easier actions, and higher values
representing more difficult actions. The actor performing the action has a number associated with
him, called the bonus, representing how proficient he pgdibrming the given action. A value

of +0 represents a typical bonus for a human; lower values (negative bonuses) mean the actor is
less skilled at the action, greater values indicate that the actor is more able to perform the action.

To actually determi@ whether an action succeeds or not, the SENG game randomly generates a
number between 1 and 100. A roll of 5 or lower is automatically a failure, 96 or higher,
automatically a success. Otherwise, SENG takes the roll, adds the actor's bonus, and compares
the result to the difficulty class. If the result is greater than the difficulty class, the action
succeeds, otherwise the action fails.



Example: An actor attempting to physically strike another actor is done Witi0@
Check. Lancelot, a 5th levdtighter, attempts to strike Selene, a 4th level
Adventurer Selene is wearing armor, and is very quick on her feet, so the difficulty
class for this attack is 65. Lancelotiskilled attacker, so he gets a +25 bonus to his
roll. Lancelot rolls 47; after adding his +25 bonus, the result is 72, beating the 65
difficulty class of the strike, so he successfully hits Selene.

For some actions, where the results of the actionradéqtable, instead of generating a number
between 1 and 100, the SENG game simply selects the value 50. SENG generally uses this
method (called a statl@100 Checkfor noncombat actions, such as disarming a trap.

Time ard SENG

SENG displays things twice as fast as they happen in the SENG world. For instance, an actor
typically takes 2 seconds to complete an attack in SENG. However, you as the player will see
this action take place in only 1 second.

Movement and Actions

A typical actor in SENG moves 10 feet per second, or about 7 miles per hour.

A standard action in SENG, such as attacking or casting a spell, takes 2 seconds. Immediately
following the action, the actor is delayed for .5 seconds, during which the aatot caove.
Following the delayed period, the actor is recovering for 4 seconds, during which the actor can
move freely but cannot perform actions.

Certainskills, spells anditemscan affect the movement speed and recovering period for an
actor. See those sections of the rulebook for more information.

Actors

A single person or creature in a SENG game is referred to as an actor. The player (you) controls
one actor as your riraactor; you may also come to control other actors in your party.

Attributes

An actor's basic physical and mental abilities are defined by a set of 5 statisticattabiates
Theseattributesare the fundamental makeup of an actor, and are virtually fixed for an actor's
lifetime, changing only slowly as the actor gains levels. Each actor has a number assigned for
each attribute, where 10 represents an "average human" Atthilmitesgrant a modifier to the
associategdombat statisticsaving throwsspecial statisticspells, andabilities




1 Strength- The physical strength and power of an actor. Affects the actor's ability to hit
and deal damage with meleeaponsand the amount of weight an actor canry.

T Agility - The dexterity and coordination of an actor. Affects an actor's ability to hit with
missileweaponsand his ability to dodge physical and magical attacks,

T Durability - The phyical endurance and toughness of an actor. Affects his ability to
withstandwoundsand other physical pain and suffering.

T Intelligence- The raw intelligence of an actor. Affects an actor's ability to cast many
spells his proficiency at using specibilities and his proficiency akills like picking
locks or disarming traps.

1 Personality The force of will of an actor. Affects his ability to cast saspells to resist
mind-affectingmagic and to convince, cajole, and threaten other beings.

This table outlines the moddi of an attribute, based on the actor's value:

Attribute Value  Modifier

5 -12
6 -10
7 7
8 5
9 2
10 0
11 2
12 5
13 7
14 10
15 12
16 15
17 17
18 20
19 22
20 25

Race

Actors in the world of SENG are a member of a race. Player actors come from the subset of races
known as the civilized races, and thaitributesare affected by the race selection (the attribute
modifications take placet actor creation time). The available races are:

1 Human. Humans are the most common inhabitants of the Middle World, and are flexible,
adaptable, and wedluited to a variety of endeavours. Humans receive no modifications
to their attributes.

1 Elves. Elves are creatures of freedom and creativity, as tall as humans but more slender,
and more changeable in their ways. Elves receive a +2 bonus to their agility and
intelligence, but a2 penalty to their durability and personality.



1 Dwarves. Dwarveare short and stocky, sturdy and slow in their ways, and men and
women of pattern and order. Dwarves receive a +2 bonus to their durability and
personality, but a2 penalty to their agility and intelligence.

Class

Player actors (and other heroic figurspgcialize in &lass An actor'sclassdetermines what
skills andabilitiesthe actor can gain. Classes are broad definitions, with nyaeyg bf actors

fitting under the broad umbrella.

1 Fighter. Fighters specialize aombat with the highesbase attack bonwnd the best
ability to gain and use combsitills. They are poospellcasterand have poor abilities in
other miscellaneouskills. All types of actors who specialize in combat deéned as
fighters, be they soldiers, knights, master bowmen, gladiators, etc.

1 Spellcaster. Spellcasters specialize in castpells having the best ability to gain
spellcastingskills. They are por fighters (barring their magical abilities), with the lowest
base attack bonpyand have poor abilities in other miscellaneskifis. The game system
makes no definition over where a spaBter's magic abilities come from, whether they
arearcanedivine, or otherwise granted.

T Adventurer. Adventurers are the generalists of the SENG world. They can gain
miscellaneusskills most easily, have a moderdit@se attack bonyand have a moderate
ability to gaincombator magicskills. In addition, they can gain moseills than other

classes. Many different types of actors fall under the Adventurer class, from thieves and

assassins to diplomats and bards.

Levels

The "power” of an actor is roughtlefined by his level. A beginning character in a SENG game
typically begins at level 1, whereas the most powerful, neatig@dctor in SENG has the
maximum level of 20.

An actor's level depends on the amount of experience he has gained, represem@sgd
knowledge and abilities. This table outlines the relationship between experience points and an
actor's level:

Level Experience For Level

1 1584
2511
3981
6309
10000
15848
25118
39810
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9 63095

10 100000
11 158489
12 251188
13 398107
14 630957
15 1000000
16 1584893
17 2511886
18 3981071
19 6309573
20 10000000

Experience is gained by performing quests in the game, with the amount of experience granted
depending on the difficulty of the monsters and other challenges in the queStiSieg
Experiencdor more information

Gaining Experience

Achievements in SENG are designated quests, which are tasks or heroic deeds that the party can
accomplish. Actors can advancdemrelsby successfully completing quests. When the party
completes a questaeh actor is granted a reward of experience points for the quest.

Each monster, trap, or other obstacle in a quest is assigned an encounter level. Each obstacle is
worth a number of experience points, assigned from the encounter level. The experiened award
for a quest is calculated by totaling this experience. This table shows how much experience an
encounter is worth based on encounter level:

Encounter Level Experience Award

25
34
a7
65
90
125
198
313
497
788
1250
1981
3139
4976
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14 7886

15 12500
16 19811
& 31398
18 49763
9 78869
20 125000
21 198111
22 313985
23 497633
24 788696
25 1250000

When a character advances a level, he gets the following benefits:

His hit pointsincrease.

His base attack bonwmndbase spellcaster bonimerease.

His saving throwsncrease.

His special statisticsicrease.

At 3rd level, and every additional 3 levels, he may raise one atthisutesby 1 point.

He gainsskill pointsto spend orskills. Newskills may also become available as he gains
levels.

1 He may acquire newpellsor powersdepending on what skills he has.

= =l =] == =

Saving Throws

Actors have three separate saving throws, represgethigr ability to dodge different types of ill
effects or spells.

Save Attribute Class Description
The actor's ability to dodgar otherwise physically
evade some sort of threat.
The actos toughness, or ability to absorb physic:
punishment.
The actor's ability to overcome mental damage «
effects.

Energetic Aqility Adventurer

Material Durability Fighter

Spiritual Personality Spellcaster

An actor'ssaving throw bonus is from the following table, generally looked up in the normal
column. Eacltlasshas a type of saving throw they specialize in; for that saving throw, use the
improved column. An actor with tHenproved Energetiskill, Improved Materiakkill, or

Improved Spirituakkill also uses the improved column. Then, ditebutemodifier is added to

the bonus, using the saving throatsribute(from the table above).




Level Normal Improved

1 1 3
2 3 6
3 5) 10
4 6 13
< 8 16
6 10 20
7 11 23
8 13 26
% 15 30
10 16 33
11 18 36
12 20 40
13 21 43
14 23 46
15 25 50
16 26 53
17 28 56
18 30 60
i 31 63
20 33 66

A saving throw is 100 Checkmade where the difficulty class is 50 plus sipell bonuof the
spell, and the actor's bonus is his saving throw bonus.

Actor Creation

Follow these steps when creating a new, level 1 actor:

Pick aracefor the actor.

Pick a class for the actdfifhter, Adventurey or Spellcastéx
Assign a value of 6 to eaglttribute

Take 92 points and spend themattributes

1 point perattributepoint up to 8.

2 points peattributepoint up to 10.

3 points peattributepoint up to 12

4 points pegttributepoint up to 14.

5 points peattributepoint up to 16.

6 points peattributepoint up to 18.

7 points peattributepoint up to 20.

5. The actor then receives a numbeskifl points as per higlass and can gaiskills
accordingly.
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Skills

Skills represent gained abilities as actors grogxiperiencend power. Various skills give the
actor the ability to usereaponsandarmormore effectively to gain and cast magicabells and
other miscellaneousbilities Seelist of Skills for all of the available skills.

Gaining Skills

An actor oflevel 1 starts with a small number sKills, and then gainskills as he advances.
FightersandSpellicastergain fewerskills, and some of the gainedills must be assigned to
their class (Others can be any availalgiell). Adventurergget moreskills, and allskills are
considered classkills for Adventurers. See thast of Skills for whichskills are associated with
which classesThis table indicates the numberstills gained at eackevel (* indicates a non
classskill for thatlevel):

Level Fighter Adventurer Spellcaster

1 3* 3 3
2 1% l I
3 0 i} 0
4 1 1 %
5 14 1 i
6 0 dl 0
7 1 1) il
8 1* s A
9 0 1 0
10 1 1 i
11 1* 1 iy
12 0 1 0
13 1 1 1
14 4 1 1*
15 0 il 0
16 1 . 1
17 1* N 1*
18 0 il 0
19 1 Al 1
20 1* i 4%

An actor can also replace osglell each time he gainslavel, in case &kill becomes obsolete or
a poor choice was made in a previteigel. Skills cannot be replaced if the actor has other skills
thatrequire thaskill as a prerequisite.

List of Skills



See theAppendix(Full SkKill Listing) for a complete description of alills. Here is a short list

of theskills and their prerequisites:

Fighter Skill Skill Requirements  Attribute  Prerequisites
Light Blades Strength
Heavy Blades Strength
Staves Strength
Bludgeons Strength
Axes Strength
Bows Agility
Light Armor
Heavy Armor Light Armor
Shield Level 5
Duelist Level 5
Marksman Level 5
Two Handed Level 5
Dual Wield Level 5
Shield Focus Shield Level 10
Duelist Defense Duelist Level 10
Duelist Finesse Duelist Level 10
Deadly Marksman Marksman Level 10
Two Handed Power Two Handed Level 10
Improved Dual Wield Dual Wield Level 10
Light Blade Mastery Light Blades Level 5
Heavy Blade Mastery Heavy Blades Level 5
Staff Mastery Staves Level 5
Bludgeon Mastery Bludgeons Level 5
Axe Mastery Axes Level 5
Bow Mastery Bows Level 5
Light Armor Mastery Light Armor Level 5
Heavy Armor Mastery Heavy Armor Level 5
Weapon Finesse Level 5
Light Blade Lunge Light Blade Mastery Level 10
Heavy Blade Precision Heavy Blade Mastery Level 10
Whirling Staff Staff Mastery Level 10
Bludgeon Repulsion Bludgeon Mastery Level 10
Tremendous Axe Strike Axe Mastery Level 10
Power Bowshot Bow Mastery Level 10
Shield Wall Shield Level 10
Duelist Maneuver Duelist Level 10
Marksman Bullseye Marksman Level 10
Two Handed Berserk Two Handed Level 10




Dual Wield Skirmish Dual Wield Level 10
Toughness
Adventurer Skill  Skill Requirements  Attribute Prerequisites
Traps Intelligence
Locks Intelligence
Stealth Personality
Observation Intelligence
Diplomacy Personality
Improved Flank Stealth Personality Level 5
Sneak Attack Stealth Personality Level 5
Combat Stealth Sneak Attack Personality Level 10
Singing Personality
Improved Singing Singing Personality Level 5
Masterful Singing  Improved Singing Pesonality Level 10
Battle Music Singing Personality Level 5
Heroic Music Singing Personality Level 5
Shadow Music Improved Singing  Personality Level 10
Wondrous Music  Improved Singing Personality Level 10
Wands Intelligence
Improved Material
Fortitude Improved Material Level 5
Great Fortitude Fortitude Level 10
Improved Energetic
Escape Improved Energetic Level 5
Lightning Escape Escape Level 10
Improved Spiritual
Resolve Improved Spiritual Level 5
Iron Resolve Resolve Level 10
Stand Stout Fortitude Level 10
Acrobatic Evasion Escape Level 10
Resolute Belief Resolve Level 10
SpellcasterSkill Skill Requirements Attribute Prerequisites
Matter Blood Matter Magic
Energy Blood Energy Magic
Spirit Blood Spirit Magic
Arcane Magic Any Magic
Religion Any Magic
Void Magic Personality
Matter Magic Intelligence
Energy Magic Intelligence
Spirit Magic Personality




Elemental Magic Matter Magic Energy Magic Intelligence

Cosmic Magic Energy Magi¢ Spirit Magic Personality
Life Magic Matter Magqic Spirit Magic Personality
. s Matter Magic Energy Magi¢ Spirit i
High Magic Magic Intelligence
Void Magic Mastery Void Magic Level 10
Matter Magic Mastery Matter Magic Level 10
i .
SRl gl Energy Magic Level 10
Mastery
Spirit Magic Mastery Spirit Magic Level 10
SIS Elemental Magic Level 10
Mastery
i i - -
R st Cosmic Magic Level 10
Mastery
Life Magic Mastery Life Magic Level 10
High Magic Mastery High Magic Level 10
Spell Penetration Any Magic Level 5
Cleless S = Spell Penetration Level 10
Penetration
Armored Casting Any Magic
e R Armored Casting Level 5
Mastery
Spellcasting Alacrity Any Magic Level 5
Combat Casting Any Magic
Defensive Casting Combat Casting Level 5

Mental Focus

ltems

An obtains possessions, called items, during his adventures, through purchase, searching, or
looting. These items are useful in a wide variety of situations.

See theAppendix(Full Item Listing) for a full description of common, and a sample of a few of
the magic items available.

Inventory

An actor's possessions go into his backpack. In addition, there are a number of slots into which
an actor can wieldems

T Weapon SeeWeapondelow.



1 Off-hand- Used to wield a twahandedveapon an additionalveapon(with the Dual
Wield Skill), or a shield.

T Armor - SeeArmor below.

1 Helmet- Hats and helmets can be worn in this slot. Normal hats have no effect, but
magic hats and helmets can provide benefits to the wearer.

1 Amulet- Magic amulets often have beneficedfects.

T Ring (Left and Right} Magic rings are wielded in this slot.

There are an additional setitfmsthat are not wielded.

1 Potion- Providehealingor some other beneficial effect. Each ea$ a potion can be
used once.

T Scroll- An actor with theArcane Magicskill can transcribe apellfrom a scroll into his
known spells. SeéAcquiring Spellsfor more information.

T Wand- Wands allow an actor with th&andsskill to cast thespellassociated with the
wand. Wands can be used multiple times; however, they will occasionafiyoht,
rendering the wand useless. $gendsin theMagic section of the rules.

T Miscellaneous Other useful items with no common purpose exist, such as keys or other
assorted items.

Weapons

Weapons give an actor the ability to deal additialzehagen combat.

If an actor does not have the propkill for using a weapon, he is considered-pooficient. For

a simple weapon, he takestapenalty taattack bonuswhereas for a standard weapon he takes a
-20 penalty to hisittack bonusSimple weapons, such as daggers or shortbows, require less
training to use properly and thus have a lower penalty; see the item description for an indication
that a weapon is considered simple. T2@ penalty also appkef the actor does not wield any
weapon.

Masterwork weapons (high quality weapons constructed by an exceptional craftsman) yield a +5
bonus toattack bonuswhile increasing the price of the weapon by 300 gold. Magiporea
yield a bonus to bothttack bonusndattack damagewhile also increasing the price of the item.

Two-handed weapons require both hands to wield, and make it impossible to wield a shield at
the same time. An actor with timaial Wieldskill can use thelual wield style wielding o
weapons at once (one in each hand).

Generally, melee weapons use the acgirengthto give a bonus (or penalty) &tack bonus
andattack damagend bows use the actoagility to give a bonus tattack bonusThere are a
couple of exceptions. Many bows impose a mininairangthon the actor to veld the bow, but
deal an additional amount ddmagebased on the minimum requiretiength If the wielder
does not meet the minimum strength, he tak&9aenalty tattack bonugnd does not get the
strength bonus tdamageLight weapons may use either actgtiengthor agility as the bonus
to attack bonugthoughattack damagstill depends ostrengti).




Most weapons have a 5% chance on any hit to deal a critical hit, mglidtiuble damage. Axes
have a 10% chance to deal a critical hit on a successful attack.

An actor with the appropriate masteiill for his weapon receives an attack speed bonus. See
speed borsifor details.

Here is a list of common weapons:

Weapon Type Damage Weight Cost
Dagger Light Blade (1 to 20) i 2 simple
Shortsword Light Blade (1 to 30) 2 10
Heavy
Longsword Blade (1 to 40) 4 15
Greatsword HB?;(;/();/ (1to50) +5 8 50 two-handed
Quatrterstaff Staff (1 to 40) 4 1 two-handed
Staff Staff (1 to 20) 2 1 simple
Club Bludgeon (1 to 30) 3 1 simple
Greatclub Bludgeon (1 to 50) 8 1 two-handed
Warhammer Bludgeon (1 to 40) 5 12
Greathammer  Bludgeon (1to45)+5 10 40 two-handed
Axe Axe (1 to 25) 3 5 simple
Battleaxe Axe (1 to 35) 6 10
Greataxe Axe (1 to 55) 12 20 two-handed
Shortbow Bow (1 to 30) 2 30 simple twehanded
Longbow Bow (1 to 40) 3 75 two-handed
Composite Bow (110 40) + 7 3 100 two-handed Strength
Bow 13
S dotew Bow (1 tc:)L ;10) 1 3 150 two-handleéd Strength
Armor

Armor is worn on an actor's body, and provides protection from physical attacks. Armor
generally provides a bonus to an actdegense class

Armor has a maximuragility bonus associated with it; this is the maximaaility modifier that

can be applied by the actor to disfense clasd his representthe bulkiness of the armor

making it more difficult for the actor to dodge; light armor generally has a very high maximum
agility bonus, whereas heavier armor has a much lower maximum. This maximum only applies
to defense clas®other uses adgility (such as thattack bonusvhen using a bow) is not limited

in this way.



An actor must possess thill associated with his armor, or else he suffers a penalty to his
attack bonusindattack damageArmor and shield penalties are cumulative. See the description
of the armor fortie amount of the penalty.

An actor wearing armor while castingpellsubtracts the armor's spellcasting penalty from his
spell bonusArmor and shield penalties are cumulative. Aneored Spellcastingkill can
reduce this penalty.

An actor wearing armor while hiding receives a penalty teteiglthspecial statistic. Armor and
shield penalities areumulative.

Masterwork armor (high quality armor made by an expert craftsman) has a +5 bonus to a normal
armor'sdefense classnaximumagility bonus, andtealthpenalty. Masterwork armor costs 150

gold more than armor of the standard type. Magic armor has the same benefit as masterwork
armor, but also typically provides a higlisfense clasthan standardrmor.

Shields are similar to armor, but are wielded in the actor's off hand, and can be used at the same
time as armor or onkandedveaponsAs with armor, shields havedafense classmaximum

agility bonus, and a spellcasting penalty. Note thastmeldskill is more advanced than the
armorskills, and the actor must achielel 5 before he can gain thskill.

Here is a list of common armors:

Defense  Max Attack  Spellcasting Stealth

Q0] wRs Class Agility Penalty Penalty Penalty VUL ey
Robes Lot 5 30 5 0 5 1 5
3 TR Armor
Leather Light 15 20 5 10 15 20 25
S T w Armor
Chainmail ' 1ea¥¥ 25 15 20 15 20 40 150
= /Ao
Platemail 1€ 49 0 35 20 35 50 600
= 0 Armor
Buckler Shield 5 5 5 5 5
Shield Shield 10 10 10 10 10
LOLES R S e 10 15 15 25 15 20
Shield

Carrying Capacity

Items have a weight in pounds. Actors can carry a certain amount of weight, based on their
strength An actor who has exceeded his carrying capacity cannot move, attack, or cast spells.
This table lists an actor's carrying capacity based osti@agth



Strength  Carrying Capacity

6 57
7 65
8 75
9 87
10 100
11 114
12 131
13 151
14 174
15 200
16 229
17 263
18 303
19 348
20 400
Combat

A combat attack is resolved as follows:

T A D100 Checks performed, the attackeBstack bonusgainst the defendedefense
class A success indicates a hit, a failure means the attack missed.
T A successful attack deals the attackettack damagto the defender’it points
1 If the defender has zero or fewet points he is dead and must be resurrected somehow

(seeHealing.

Attack Bonus

An actor's attack bonus represents his ability to strike an opponent and penetrate that enemies'
armor. The base attack bonus for the actor is calculated usingviisandclass per this table:

Level Fighter Bonus Adventurer Bonus Spellcaster Bonus

1 5 3 2
2 10 7 5
3 15 11 7
4 20 15 10
5 25 18 12
6 30 22 15
7 35 26 i
8 40 30 20




D 45 33 22
10 50 37 25
1. 55 41 27
12 60 45 30
13 65 48 32
14 70 52 35
15 75 56 37
16 80 60 40
17 85 63 42
18 90 67 45
19 95 /1L 47
20 100 75 50

The following modifiers are applied:

l

= = = = =l

An attribute modifieris applied, generally eithetrengthfor melee attacks aqility for

ranged attacks.

Non-proficiency penalties are applied for theapon armor, andshield

Magic and masterworkeaponsadd a bonus.

Someskills andstylesadd abonus (see the descriptions for details).

Powersandspellsmay add a bonus or subtract a penalty (see the descriptions for details).
Flanking may add a bonus (dearking).

Defense Class

An actor's defense class represents his ability to avoid and repulse attacks. The defense class is
calculated as follows:

= = = = =l

Start with a value of 50.

Add a bonus for the actoesmorandshield

Add anagility modifier, limited by thearmorworn by the actor (se&rmor).

Someskills add a bonus to defense class tbeedescriptions).

Spellsandpowersmay add a bonus or subtract a penalty (see the descriptions for details).

Attack Damage

The damage dealt by an actor's successful attack is calculated as follows:

l

Start with the damage dealt by the actaesmpon(seeWeapon} or 1-15 points if the
actor is unarmed.

For melee attacks, add teeengthmodifier of the attacker.
Subtractarmorandshieldpenalties if the attacker is using nproficient gear (see
Armor).

Somestylesandskills may add a bonus (see the descriptions for details).




T Somespellsandpowersmay add a bonus or subtract a penalty (seedberightions for
details).

T Flanking may add a bonus (deél@nking.

T 5% of the time, the attack is a critical hit and deals double damage.

Hit Points

Attack damagés subtracted from the defder's hit points. If the actor is reduced to O or fewer
hit points, he is dead, and must be resurrected{sakng.

An actor gets a certain number of hit pointslpeel. The amount depends ars classand his
durability:

Class Hit Points Per Level
Fighter 26-50 + Durability Modifier

Adventurer 21-40 + Durability Modifier
Spellcaster 16-30 + Durability Modifier

Ranged

Ranged attacks are calculated in the same manner as melee attacks, with the exception that no
strengthmodifier is added to thattack damageNote tha some bows do provide a damage

bonus for actors strong enough to use themy$egponsRanged attacks have a maximum

range of 100 feet.

Flanking

When an actor is attacking an enemy, he grants a flanking bonus to any etharseiin

addition, an actor who castspellor launches aanged attacigrants a flanking bonus to any
enemies. An actor who attacks, and is granted a flanking bonus, is said to be doing a flank attack.
A flank attack gives a bonus of +10atiack bonusindattack damage

An actor who las themproved Flaniskill gets a bonus of +20 &itack bonuinstead of the
normal +10, and deals additional randattack damagequal to histealthvalue.

Healing

When the party rests, all actors are resurrected and havaith@intsrestored to their
maximum value. Typically this is only done in "safe" locatibkea inns or castles.

In addition, if the party is ever wiped out, the party is restored to a recent safe locations, such as
a temple, where a benevolent force raises the dead actors back to life to continue their adventure.



Spdls anditems(often potions) can also heal a portion of an ackor'goints the amount
described in thepellor item description. An etor can only use a limited number of healing
spellsor itemsbetween resting. This number is referred to as recoveries, and is equal to an
actor'sdurability divided by two.

Styles

When an actor achievésvel 5, a number of additiongkills become available, enabling
advanced fighting styles. These are:

1 Shield- Allows the actor to use the shield style, providing proficiency when wielding a
shield Wielding a proficienshieldprevents the shieldpecific norproficient penalty
from being applied tattack bonusindattack damage

1 Duelist- Allows the actor to use the duelist style, granting a +5 bonagaokbonusand
attack damagehen wielding a ondhandedveaponand no shield.

T Marksman Allows the actor to use the marksman style. When wielding a th@maactor
adds hisagility bonus toattack damage

T Two Handed Allows the actor to use the two handed weapon style. When using a two
handedveapon, the actor gains 1 1/2 times the nostrahgthbonus tcattack damage

1 Dual Wield- Allows the actor to use the dual wield styldpaling the actor to wield and
attack with twoweaponsat once. A-20 penalty is applied tattack bonugor both
weaponsand only 1/2 the normatrengthbonus toattack damagis applied to the
offhandweapon If the offhandweaponis a light weapon, thattack bonupenalty is
only -10 (for bothweaponk

Speed Bonus

Certain skills, abilities, and items grant a speed bonus. For every 5 points of a speed bonus, the
recovering timdor an action is reduced by one second, allowing the actor to perform actions
more quickly. The minimumecovering timas 1/2 second (achieved at speed bonus +18),
allowing actiongo be performd every 3 secon@kills generally raise the speed bonus for either
attacking or spellcasting separately, whersaasandspellsusually grant a speed hasfor

either. See the skill and item descriptions for details.

If an actor achieves a speed bonus of higher than +20 for attacks, he gets a chance for an extra
attack. The chance is equal 10% per speed bonus above 20. An actaluasivgeldgets an
extra attack with both weapons.

When an actor is using asyyle, or uses a weapon mastelill, he receives an attack speed

bonus. The bonus is himse attack bonusvided by 5, and is not applied doubly if the actor
both uses atyleand aweaporhe has the masteskill for.

Abilities




Actors can gain optional abilities that give them special actions that they can take, typically
giving some sort ofombatbonus or effect. Abilities come in two main flavamsagic spellthat
can be cast that have some magic effeqpoarersthat can be activated, granting some type of
bonus that remains in effect until theweris deactivated.

Energy

Most abilities cost energy to us@lagic spellscost energy to cast, whifgwerscost energy for
10 seconds that they are active. The costspfedlis based on itspell tier and is listed iMagic
Spells and the cost of poweris based on its level, and is listed in B@wvers List

An actor starts with his maximum energy, and expends it the abiliies His energy is fully
restored when he rests; otherwise, only magimssuch as potions willestore energy. Potions
that restore energy typically require a recovery to be usediesdangfor information on
recoveries.

An actor's energy points are determined byldugl. Do note that aactor gets a minimum of 1
energy point per level, even if his laatelligencewould normally give less energy.

Level Energy Points

1 6 + Int Modifier x 1

2 8 + Int Modifier x 1

3 10 + Int Modifier x 1
4 12 + Int Modifier x 1
5 16 + Int Modifier x 2
6 20 + Int Modifier x 2
¥/ 24 + Int Modifier x 2
8 32 + Int Modifier x 2
9 40 + Int Modifier x 2
10 48 + Int Modifier x 3
11 64 + Int Modifier x 3
12 80 + Int Modifier x 3
13 96 + Int Modifier x 3
14 128 + Int Modifier x 3
15 160 + Int Modifier x 4
16 192 + Int Modifier x 4
17 256 + Int Modifier x 4
18 320 + Int Modifier x 4
19 384 + Int Modifier x 4
20 512 + Int Modifier x 5

Magic



An actor uses magic by casting spells, special tygditify. There are 4 requirements to cast a

spell:

1.
el

3.

4.

The actor must have acquired the spell Seell Acquisitior).

Each spell has magic domairassociated with the spell; the actor must have the
matchingskill to be able to cast the spell.

Eachspell has &pell tier, the actor must be able to cast spells of at least that tier in order
to cast the spell.

The actor must pay thenergycost each time he casts the spell.

The effect of thespell depends on the specific spell; Be# Spell Listingin the Appendixfor
details.

Magic Domains

There are 8 domains afagic The more complex doma Elemental Cosmig Life, andHigh)
depend on the basic domaihdafter, Energy andSpirit). To casspellsfrom one of the

complex domais, the actor must first learn tkkills of the basic domains that the complex
domain depends on, and then learn the complex doskéinSee the descriptions below for the
dependencies of the cofeg domains.

1

Void Magic (Black Magic) is magic based on ktfraining and undeati.oid Magicis
easy to become proficient in, but is weaker than other forms of magic, and/ésihas

evil and criminal in most cultures.

Matter Magic(Blue Magic) is the magic of controlling and repairing mattéatter
Magicis sometimes known as healing magic, amynof its spells are used foealing
purposes. Other spells are used to alter the properties of an object (suckeasmor
being.

Energy MagiqRedMagic) is the magic of harnessing and directing raw energy. There is
little subtlety toEnergy Magi¢ and its spells are generally used for direct attacks.
Spirit Magic(Yellow Magic) is the magic of controlling the minds and emotions of
people and creatures. SpellsSgfirit Magicare often used for changing the perceptions
or emotions of the spell's target.

Elemental Magi¢Purple Magic), combining the domainsiéatterandEnergy is the
magic of controlling the raw elements that make upeallity, drawing power from the
fire and ice realms to suit the spellcaster's purposes. Spéllsroéntal Magioften
involve summoning elemental beings into this world, or using the elemental energies to
attak enemiesElemental Magidepends oMatter MagicandEnergy Magic

Cosmic MagiqOrangeMagic), the combination dinergyandSpirit, is the magic of the
cosmos. Spells a@osmic Magiadeal with scrying, teleportationnd summoning cosmic
beings to aid the spellcast@osmic Magiadepends oftnergy MagicandSpirit Magic
Life Magic (Green Magic), combininfylatter MagicandSpirit Magig is the magic of

life and living creatures. Powers lofe Magic include controlling other creatures, aiding
their abilities, and restoring their powekse Magic depends oMatter MagicandSpirit

Magic.




T High Magic(White Magic) is the highest form of magic, called the one true magic by the
Archmagi.High Magicallows the spellcaster to control the magic of o8pelicasters,
dispelling or diminishing the effects of their spelsgh Magicdepends oMatter
Magic, Energy Magi¢ andSpirit Magic

Spell Tier

Spellsare arranged by tiers, numbered 0 through 9, where the tiepedladetermines its
magical potency, and the difficulty in casting #pell The tier of a spell determines thase
spell bonudor that spell, and thenergycost for thatpell A spellcaster can only agige and
cast aspellif his classandlevel allows him to casspellsof that tier. This table lists the
maximum spell tier that an actor can cast, arrangeddsgandlevel:

Level Fighter Tier Adventurer Tier  Spellcaster Tier

1 0 0 1
2 1 1 1
3 1 1 2
4 1 2 2
5 1 2 3
6 2 2 3
7 2 3 4
8 2 3 4
D 2 <) 5
10 3 4 5
11 3 4 6
12 <) 5 6
13 3 5 7
14 4 5 7
15 4 6 8
16 4 6 8
17 4 6 9
18 5 7 9
19 5 7 9
20 5 8 9

Spell Bonus

When an actor castssaell a spell bonus is generated, measuring his effectiveness at casting that
spell The spell bonus is used:

1 To determine whether trepellis cast successfully. (Generallgpellis cast successfully
automatically, but if the actor is wearing hearynor, or is under adverse conditions,
there may be a chance of failure).



1 To determine whether trepelldefeatghe target'spell nullification
1 To determine the difficulty of angaving throwshe target must make.
1 To passoncentration checkshen the casteakes damage while casting theell

The spell bonus is calculated as follows:

T Start with the average of the base spell bonus for the spell, equabteethgerof the

spell times 5 minus 3.

Average that with the base spellcaster bonus of the caster (see table below).

Add thedomainbonus for thenagic domairthat thespellbelongs to.

Add the aster'sattributemodifier for themagic domain

Subtract the castersmors spellcasting penalty.

Someskills, spells andpowersmay affect the spell bonus; see the individual descriptions
for details.

== =) = =)

This table lists the bonuses aattkibutesfor the 8magic domains

Domain Spell Bonus  Attribute
Void Magic -5 Personality
Matter Magic 0 Intelligence
Energy Magic 0 Intelligence
Spirit Magic 0 Personality

Elemental Magic +5 Intelligence
Cosmic Magic +5 Personality
Life Magic +5 Personality
High Magic +10 Intelligence

This table lists the base spellcaster bonus for an actor, dependingcastasidlevel:

Level Fighter Bonus Adventurer Bonus Spellcaster Bonus

1 1 1 2
2 2 3 5
3 & 5 7
4 D 7 10
5 6 9 12
6 7 11 15
7 8 13 s/
8 10 15 20
9 i 16 22
10 12 18 25
11 13 20 27
12 15 22 30
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14 17 26 35

15 18 28 37

16 20 30 40

1N 21 31 42

18 22 33 45

19 23 35 47

20 25 37 50
Spell Casting

To cast aspell the actor must pay tlenergycost of the spell. Thenergycost depends on the
spell tierof thespelt

Spell Tier Energy Cost

0 2
3
5
8

12
20
32
48
80

128
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Spellshave a maximum range; see Hpell descriptionor the range of a givespell

Somespellsrequire a successful touch attack to strike the target. A touch attack is similar to a
standardanged attagkbut it ignores theveaponof the caster, and tremorof the defender. A
touch attack uses tlagility modifier to modify theattack bonus

If a spellcaster is under adverse conditions, such as wearnmythat redges hisspell bonus

or under the effect of spellthat reduces hispell bonushisspell bonusvhen casting apell

may actually be lower than tliiase spellcaster bonasthespell In this case, he must pass a
casting check to cast tilspell or else he fadl to cast thepell A failedspellhas no effect, but

still costsenergyfrom the caster, and requires a recovery time afterwards. A casting check is a
D100 Chechkwhere the bonus is the spefijgell bonusand the difficulty is théase spellcaster
bonusof thespell

If a spellcaster takes damage while castisgell or during his recovery period before casting a
spell he must pass a concentration check osg@lis disrupted. A truptedspellhas no effect,

but still costeenergyfrom the caster, and requires a recovery time afterwards. A concentration
check is @100 Chechkwvhere the bonusithe spell'spell bonusand the difficulty is 50, plus
thebase spellcaster bonasthespell plus the most recent damage that the spellcaster received.




The Combat CastingndDefensive Castingkills can aid a spellcaster in making or bypassing
the concentration check; see the skill descriptions for details.

Spell Acqusition

In addition to having the propekill to castmagic spellsthe actor must also gain thpell
There are a variety of ways to acquirgpa|l

First, somespellswith aspell tierbelow 3 are automatically gained if the actor hasithgic
domainskill (Void Magic, Matter Magig etc), and can caspellsof thattier. This means #it
Spellcasterbelowlevel 5, Adventurerselowlevel 7, andFightersbelowlevel 10, only need to
gain themagic domairskill and they will have access to sosgells

Next, Void Magicspellsare automatically gained when the actor gets access $pé¢hidier
needed to cast thapell Keep in mind thaVoid Magic spellsare somewhat weaker thapells
from otherdomains

Certain actors have an inherent magical quality to them, and gainspetisautomatically for a
magic domainSelect théVlatter Blood Energy Blood or Spirit Bloodskills to grant an actor
these abilities.

TheReligionskill grants access &pellsbelowspell tier3, provided the actor has the
appropriatenagic domairskill. To gain highespell tierspells he should also join a worship
basedaction Thisfactionwill grant spellsas the actor advances; see faetionssection for
more information, and thigist of Factiongor details on which Gods are available.

TheArcane Magicskill allows the actor to transbe magicscrollsinto his spellbook, acquiring
thespellfrom thescroll. The actor must be able to cast spells ofsthel tierof thespellto be
inscribed.

Spell Types

Mostspellshave a save type associated with them. For haggtéés this determines thgaving
throwthat the target actor uses to avoid or lessen the effect gpéieForspellswith a lasting
effect, the save type determines hgpellsstack together. There are 3 major save types
(Energetic, Material, and Spiritual), with a number of subtypes for each major type. The save
types are:

1 Energetic Energeticspellslaunch some form of energy &ettarget, or infuse the target
with enhanced speed or quickness. A succesafthg thronmeans the actor dodges or
avoids the effect to lessen the harm.

1 Radiant (Energetic)Radiant spells affect the target with helyergy. Undead are
generally very susceptible to Radiant spells.

1 Fire (Energetic} Fire spells burn the target.



T Cold (Energetic} Cold spells freeze the target or launch some sort of ice or frost against
him.

T Lightning (Energetic} Lightning spells blat the target with electricity.

Force (Energetic) Force spells target the enemy with pure force or sound.

Material- Material spells affect the body of the target directly. A successaftihg throw

means the target's constitution is strong enough to lessen or negate the effect.

Necrotic (Material} Necrotic spells target the life force of the enemy.

Stasis (Material) Stasis spells slow or paralyse the target.

Poison (Material} Poison spells poo the target.

Acid (Material)- Acid spells often have a lingering effect as the acid slowly burns the

target.

1 Debility (Material)- Debility spells wound the body of the target directly, internally or
externally.

1 Spiritual- Spiritual spells affect the imd of the target. A success&dving throw
indicates that the target's willpower overcomes the effect.

1 Curse (Spiritual} Curse spells directly damage the mind and sanity of the target.

Charm (Spiritual} Charm spell exert some form of control over the mind of the target.

T llusion (Spiritual)- lllusion spells cause the target to experience things or emotions as
directed by the caster of the spell.

= =
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Damagespellsdealdamagdo the target. See tt&pell Descriptionsor details for a givespell

Summonspellssummon a creature to aid the party. This creatiagessaround until the spell
duration expires (see tl8pell Descriptiorfor any given summoapell), at which time the
summoned creature disappears. The creature's disposition is detéle8pell Description

1 Party means that the summoned creature is under the complete control of the player.
These creatures can be summoned as long as there is room in the party.

1 Friendly means that the summoradature will attack any enemies of the party that are
present, but is not directly controlled. The party may only have one of a given type of
summoned creature at a time.

T Berserk means that the summoned creature will attack the closest creature, eghardles
who the caster might want it to attack. The party may summon as many of these as

energyallows.

Bonusspellsgive a bonus to some of an actor's statistics, suattrédsutebonusesattackand
defensesaving throwsandspecial statsSee th&Spell Descriptiorfor the details of a given

spell

Penaltyspellsare similar to bonuspells but apply a penalty to the actor's statistics instead.

Dispelspellsremove bonuses or penalties on the target. Whether or not a dispel succeeds is
determined by doing @100 CheckThe difficdty of the check is 50 plus the effectisellcaster

bonus and the bonus to thH2100 Checks the caster'spelicaster bonu$Some dispetpells

remove only one effect, whereas others target all of the bonuses (or penalties) on the target. Also,




some dispespellsremove only effects of a givesaving throwtype, wheeas others target all
regardless ofaving throw See the individuapelldescriptions for details.

Statusspellsinflict a status on an actor; see thgell Descriptiorfor a givenspell The statuses
are:

Fear: The actor cannot physically attack anyétenged attackare still allowed.
Held: The actor cannot move, attack, or cast spells.

Confused: The actor moves around randomly.

Immobile: The actor cannot move, but can attack or cast spells.

Charmed: The actor does not move, attack, or cast spells. However, if this acto
attacked, the charm is broken.

1 Dominated: The actor attacks the closest ally.

= = = =] =

Most bonus, penalty, and statellshave a duration, at the end of which they expire, removing
the effect. Some of thesgells however, have an indefinite duration, in which case they last
until dispelled, or the party rests.

Resistance

There are 3 special types of resistance that an actor can have to damage and spell effects, beyond
the standardefense clasandsaving throw

1 Damage resistance provides resistaneeénag) standarcheleeandrangeddamage.
T Magic resistance provides resistance agapslisbased on the spelkaving throwtype.
1 Spell nullification gives the actor the ability to completely negate hcsidés

Some creatures have innate resistance to damage, from staradl@edndrangedattacks. For

each +5 damage resistance that an actor has against a given attdakydbdrom that is

reduced by 25%. Damage resistance can be overcome by the enhancement value of a magic
weapon, by subtractintpe enhancement value of the weapon from the damage resistance of the
target. The damage resistance of a given monster may also be specific to sharp or blunt weapons.

Example: Lancelot strikes a skeleton warrior with his Longsword +5, with an attack
thatwould normally deal 40 points of damage. The skeleton warrior has damage
resistance +10 versus sharp weapons. Subtracting the enhancement value +5 of the
longsword from the damage resistance of +10 gives a damage resistance of +5
versus this specific attlcfor a damage reduction of 25%. The final damage from

the attack is 30 points of damage.

Magic resistance is granted by certapellsanditems and also inherently to some types of
monsters, andpplies to magic of a certaBaving throwtype. Magic resistance can apply to a
general type o$aving throw(such as Energetic), or a specific typesabing throw(such as
lllusion). When magic resistance of the same type is granted from different sources, only the
maximum resistance of that type applies; however, when both general and specific magic
resistance applies to a given hostitell those values are added. For each +5 of magic




resistance against a givepell the damage and penalties of spellare reduced by 25%, and
for each +5 of magic resistance against a gspil the duration of the spell is cut in half. This
reduction occurs independent of asawing throwof thespell possibly completely negating the
effects of thespell

Example: Selene is struck by an Inflict Critical Wounds spell, of type

Spiritual/Curse, which would deal 80 points of damage to her. She has&piritu
resistance +5, and Curse resistance +5, for a total of +10 magic resistance from this
attack, reducing the damage by 50%. She succeeds at her Spiritual saving throw
against this spell, which halves the effect of the spell. In conjunction with her magic
resistance, this means she takes no damage at all from the spell.

Some monsters have innate spell nullification that defends them againstdppsige
Temporary spell nullification may also be granted to actors by cespaiis To defeat spell
nullification, the spellcaster must perfornrba00 Checkwhere the bonus is tigpell bonuof
thespell and tke difficulty is the spell nullification of the target. If tlIlEL00 ChecHKails, the
spellhas no effect.

Wands

An actor with theVandsskill can use wands tastspells even with no other spellcastisgills
or abilities. Each magic wand has a particglallassociated with it. Wands may be used
multiple times; however, thdyave a small chance of burning out with each use.

An actor with theVandsskill can use a wand to casspell if the actor'spell tieris at least
equal to thespell'sspell tier Adventurerswith the Wandsskill get a +2 bonus to thespell tier
when determining which wands he may use. There are a few differences to captfigvh a
wand:

1 Thespell bonugor thespellis based on thgpell'sbase spellcaster bonysus thespell's
domainbonus, plus the actor's intelligence bonus.

1 The actor'®ase spellcaster bonhas no effect.

T Any effects that modify the actor's spellcasting abilities do not apply.

1 Thearmorspellcasting penalty does not apply.

Note that concentration checks do not apply to spells cast with a wand.

SeeFull Wand Listingin the Appendixfor a list of available wands.

Spell List

See theAppendix(Full Spell Listing for a complete descriptions of all spells. Here is a short list
of spells by domain and Base Spellcaster Bonus:




Spell

Spell Skill ) Save Learn
Tier
Disrupt Undead Void Magic 0 Energetic/Radiant Void Magic
Chill Touch Void Magic 1 Material/Necrotic Void Magic
Doom Void Magic 1 Spiritual/Curse Void Magic
Inflict Light Void Magic 1 Spiritual/Curse Void Magic
Weakness Void Magic i Material/Debility Void Magic
ST § Puibid Wabic,s 8 o 2 Spiritual/Charm Void Magic
Ghoul Touch Void Magic 2 Material/Stasis Void Magic
Inflict Moderate  Void Magic 2 Spiritual/Curse Void Magic
Halt Undead Void Magic 3 Spiritual/Charm Void Magic
Exhaustion Void Magic 3 Material/Debility Siffa Silverleaf
Inflict Serious Void Magic 3 Spiritual/Curse Void Magic
Poison Void Magic 4 Material/Poison Void Magic
Inflict Critical Void Magic 4 Spiritual/Curse Void Magic
Animate Dead  Void Magic 4 Void Magic
Bestow Curse  Void Magic 4 Spiritual/Curse
Death Ward Void Magic 4 Material
Mass Inflict Light Void Magic 5 Spiritual/Curse Void Magic
Waves of Fatigue Void Magic 5 Material/Debility
Symbol of Pain  Void Magic 5 Material/Debility Void Magic
Slay Living Void Magic 5 Material/Necrotic Siffa Silverleaf
Lay to Rest Void Magic 6 Energetic/Radiant
Create Undead Void Magic 6 Void Magic
Circle of Death  Void Magic 6 Material/Necrotic
Harm Void Magic 6 Spiritual/Curse Siffa Silverleaf
Mass Inflict . : o . (
NSdE e Void Magic 6 Spiritual/Curse Void Magic
Biting Curse Void Magic 6 Material/Debility
I\/Iz;sesr—ilorhﬂslct Void Magic [/ Spiritual/Curse Void Magic
Control Undead Void Magic y/ Spiritual/Charm
Finger of Death  Void Magic 7 Material/Necrotic
Symbol of ) ; r he : :
ek ess Void Magic i Material/Debility Void Magic
Waves of . ] i *
Exhalsten Void Magic 7 Material/Debility
Destruction Void Magic 7 Material/Debility Siffa Silverleaf
%t Void Magic 8 Spiritual/Curse Void Magic
Greater Undead Void Magic 8 Void Magic




Symbol of Death Void Magic 8 Material/Necrotic Void Magic
y Matter - .
Virtue —Ma - 0 Material Matter Magic
Cure Light I\/Ia_tt_er 1 Matter Magic
Magic
Magic Mattgr 1 Matter BloodReligion
Warhammer Magic
Magic Matter Ay
Ouarterstaff A 1 Matter BloodReligion
Magic Dagger I\/Ia_tt_er 1 Matter BloodReligion
Magic
Magic Shortbow I\/Ia_tt_er 1 Matter BloodReligion
Maagic
Speed Burst mr 1 Material Matter BloodReligion
Maagic
Barkskin mr 2 Material Matter BloodReligion
Ty Maagic
Knock I\/Ia_tt_er 2 Material Matter BloodReligion
== Maagic
Matter 4
Cure Moderate —Ma P 2 Matter Magic
Flame Blade mr 2 Matter BloodReligion
TR T Maagic
Haste geite) ) Material Matter BloodTyr
Maagic
Matter
Greater Dagger tagic 3
Greater Matter 3
Quarterstaff Magic
Greater Matter 3 Thunor
Warhammer Magic AT
Greater Shortbow mr 3
Maagic
Slow Mr 3 Material/Stasis Matter BloodTyr
Maagic
) Matter
Magic Lealne gi
Magic Leather Miatid 8 Tyr
. v Matter
Magic Platemail abic S Tyr
Sl Sarhils Matter 3 Matter BloodThe
IV R Magic MotherTyr
) Matter .
Stoneskin S . 4 Material Matter BloodTyr

Magic




Matter Matter BloodThe

Cure Critical

Magic MotherTyr
: Matter
Mass Cure Light MeIE 5 Matter BloodTyr
Increase Density mr 5 Material Matter Blood
Magic
Hammer of Matter 5 ThunorTvr
Disruption Magic g Sl
. Matter . h Matter BloodThe
Disintegrate VEE T 6 Material/Debility Mother
Warrior Matter .
R ransormd WERE 6 Material ThunorTyr
Mass Cure Matter
Moderate Magic 2 R R
Matter
Heal Wiagie 6 Tyr
Incorporeal Body I\/Ia_tt_er 7 Material
Maagic
Mass Cure Matter
Soriols Magic 7l Matter BloodTyr
Mass Cure Matter 8 Matter BloodThe
Critical Magic MotherTyr
Matter ]
Iron Body il 8 Material ThunorTyr
Matter
Mass Heal Maaqic 9 Tyr
Flare m 0 Energetic/Radiant Energy Magic
Maagic
Magic Missile @gy 1 Energeti¢Force Energy Magic
Magic
Burst of Flame m_gy 1 Energetic/Fire md
Magic Religion
Faerie Fire m 1 Energetic/Radiant wd
Magic Religion
Scorching Ray m 2 Energetic/Fire Energy Magic
Maagic
Sound Burst @gy 2 Energetic/Force md
Magic Religion
Fire Bolt My 3 Energetic/Fire Energy BloodThunor
Magic
! Enerqy O 1
Fire Burst Madle 3 Energetic/Fire Energy Blood
Searing Light LT S Energetic/Radiant The All Father

Magic




Enerqgy

Energy BloodThe

Deafening Shout Wte 4 Energetic/Fare Maiden
: Energy i
Explosion MEGIE 4 Energetic/Fire Energy BloodThunor
\ Energy :
Energize Self Mad 4 Energetic
y Enerqgy L
Eruption TE 5 Energetic/Fire Energy BloodThunor
Flame Strike _g)Ener_ 5 Energetic/Fire SREL A D
Magic Father
Reverse Energy m 6 Energetic/Force UL BIoodThe
Magic Maiden
Eireball mgy 6 Energetic/Fire Energy BloodThunor
Magic
Sunbeam sl i Energetic/Radiant Energy BloodThunor
Maagic
Divine Outburst m_gy 7 Energetic/Radiant The All Father
Maagic
Energy . .
Cage of Force Magic 7l Energetic/Force The Maiden
Sunburst ALY 8 Energetic/Radiant The All Father
Magic
Overwhelming _g)Ener_ 8 Energetic/Force The MaidenThunor
Shout Magic
y Enerqgy e
Fire Storm Maqic 8 Energetic/Fire Energy Blood
Meteor Swarm m 9 Energetic/Force Thunor
Maagic
Fatigue Spirit Magic 0 Spiritual/Curse Spirit Magic
Color Spray Spirit Magic 1 Spiritual/lllusion Spirit BloodReligion
Fear Spirit Magic 1 Spiritual/lllusion Spirit Magic
Hypnotic Pattern  Spirit Magic 2 Spiritual/lllusion Spirit BloodReligion
Blur Spirit Magic 2 Spiritual Spirit Magic
Scare Spirit Magic 2 Spiritual/lllusion Spirit BloodReligion
Invisibility Spirit Magic 2 Spiritual Spirit BloodReligion
Spirit BloodThe
Displacement  Spirit Magic 3 Spiritual MaidenSiffa
Silverleaf
Spirit BloodThe
Invisibility Sphere Spirit Magic g Spiritual Mother Siffa
Silverleaf
Greater P . 1 Spirit BloodSiffa
Invisibility ~ ~PntMagic 4 Spiig Silverleaf




The MaiderSiffa

Rainbow Pattern Spirit Magic Spiritual/lllusion Silverleaf
Panic Spirit Magic Spiritual/lllusion Sl ECE I
Mother
Phantasm | Spirit Magic Siffa Silverleaf
Spirit BloodThe
Shadow Strike  Spirit Magic Spiritual/lllusion MaidenSiffa
Silverleaf
¥ . The MotherSiffa
Phantasm |l Spirit Magic STa
Nightmare Spirit Magic Spiritual/lllusion Spirit Blood
A : Spirit Blood Siffa
Shadow Walk Spirit Magic SNarlear
4! \ . | Spirit BloodThe
Symbol of Fear  Spirit Magic Spiritual/lllusion VsidenThe Mother
Phantasm llI Spirit Magic Siffa Silverleaf
n ot T i . T Spirit Blood Siffa
Mass Invisibility  Spirit Magic Spiritual ST
The MaidenThe
Phantasm IV Spirit Magic Mother Siffa
Silverleaf
Shadow Fireball Spirit Magic Spiritual/lllusion SDII’I'[‘B|OOdSIffa
Silverleaf
Phantasm V Spirit Magic
Scintillatin line blaideqiihe
T Spirit Magic Spiritual/lllusion Mother Siffa
Pattern :
o~ Ty Silverleaf
The MaidenThe
Phantasm VI Spirit Magic Mother Siffa
Silverleaf
Elemental ] 1
Ray of Frost v EnergeticCold Elemental Magic
Air Elemental | EILe_ntal Elemental Magic
Maagic
. Elemental o
Air Armor —Ma T Religion
Elemental . Al
Endure Elements Nioaicd Material Religion
: y Elemental il : e
Lightning Touch VT Energetic/Lightning Religion
2 Elemental . i
Cold Protection P! Material Religion
Lightning Elemental . y .
Brotaction —Ma T Material Religion




Acid Arrow

Elemental

Magic

Material/Acid

Religion

Flame Arrow

Elemental

Magic

Energetic/Fire

Elemental Magic

Fire Elemental |

Elemental

Magic

Religion

Earth Elemental |

Elemental

Magic

Religion

Fire Protection

Elemental

Magic

Material

Religion

Icy Cloud

Elemental

Magic

Energetic/Cold

Thunor

Poison Ball

Elemental

Magic

Material/Poison

Lightning Bolt

Elemental

Magic

Energetic/Lightning

Thunor

Air Elemental Il

Elemental

Magic

Thunor

Earth Sheld

Elemental

Magic

ThunorTyr

Ice Storm

Elemental

Magic

Energetic/Cold

Thunor

Air Elemental Il

Elemental

Magic

Frost Shield

Elemental

Magic

Thunor

Fire Elemental Il

Elemental

Magic

Thunor

Fire Shield

Elemental

Magic

Earth Elemental Il

Elemental

Magic

ThunorTyr

Fire Elemental Il

Elemental

Magic

Burst of Cold

Elemental

Magic

Energetic/Cold

Thunor

Poison Cloud

Elemental

Magic

Material/Poison

Air Elemental IV

Elemental

Magic

Thunor

Earth Elemental

Elemental

Magic

ThunorTyr

Lightning

Elemental

Magic

Energetic/Lightning

Thunor




Poison Fog

Elemental

Magic

Material/Poison

Fire Elemental IV

Elemental

Magic

Thunor

Acid Fog

Elemental

Magic

Material/Acid

Thunor

Air Elemental V

Elemental

Magic

Thunor

Earth Elemental

Elemental

\YA

Magic

Tyr

Fire Elemental V

Elemental

Magic

Thunor

Fiery Cloud

Elemental

Magic

Energetic/Fire

Thunor

Earth Elemental

Elemental

Vv

Magic

ThunorTyr

Guidance

Cosmic
Magic

Spiritual

Cosmic Magic

True Strike

Cosmic
Magic

Spiritual

Cosmic Magic

Alertness

Cosmic
Magic

Spiritual

Religion

See Invisible

Cosmic
Magic

Spiritual

Religion

Find Traps

Cosmic
Magic

Spiritual

Cosmic Magic

Dimension Door

Cosmic
Magic

Disbelief

Cosmic
Magic

Spiritual/Curse

The Maiden

Purge lllusions

Cosmic
Magic

The All FatherThe

Maiden

Purge Blessing

Cosmic
Magic

The Maiden

Bind Warrior

Cosmic
Magic

The Maiden

Magic Eye

Cosmic
Magic

The All Father

Repulse

Cosmic
Magic

Spiritual/Curse

The Maiden

Bind Sorceress

Cosmic
Magic

The Maiden

Prying Eyes

Cosmic
Magic




Cosmic

The All FatherThe

L e, Magic R Maiden
Mass Repulse mc 6 Spiritual/Curse The Maiden
Maagic T "}
Bind Berserker CL”."C 6 The Maiden
Maagic
Mass Disbelief CL"."C 6 Spiritual/Curse The Maiden
Magic
Truesight —COS”T"C 6 Spiritual The Al F_atherThe
Magic Maiden
Arcane Eye mc 7
Maagic
BindMagus TSNS 7 The Maiden
Word of Recall Cosmic " The All F_atherThe
Magic Maiden
Bind Avenger TN 8 The Maiden
Greater Arcane Cosrr_lic 3 The All Eather
Eye Maagic BN 7 WA Y
Cosmic The All FatherThe
Gate : 9 :
Magic Maiden
Daze Life Magic 0 Spiritual/Charm Life Magic
Bane Life Magic 1 Spiritual/Charm Religion
Sleep Life Magic 1 Material/Stasis Religion
Charm Person  Life Magic 1 Spiritual/Charm Life Magic
Bless Life Magic 1 Spiritual Religion
Cure Poison Life Magic 2 Religion
Durability Life Magic 2 Material Religion
Aqility Life Magic 2 Material Religion
Strength Life Magic 2 Material Religion
Idiocy Life Magic 2 Spiritual/Curse Religion
Daze Monster Life Magic 2 Spiritual/Charm Life Magic
Personality Life Magic 2 Material Religion
Remove Paralysis Life Magic 2 Religion
Intelligence Life Magic P, Material Religion
Hold Person Life Magic 3 Material/Stasis The MotherTyr
Heroism Life Magic < Spiritual
Deep Sleep Life Magic 3 Material/Stasis The Mother
Life Force Life Magic 3 Material The Mother
Neutralize Poison Life Magic 4 Material The MotherTyr
R 31 Life Magic 4 The Mother

Augmentation




Despair Life Magic 4 Spiritual/Curse
Confusion Life Magic 4 Spiritual/Curse
Charm Monster  Life Magic 4 Spiritual/Charm The Mother
Raise Dead Life Magic 5 The Mother
Feeblemind Life Magic 5 Spiritual/Curse The Mothe
Dominate Person Life Magic S Spiritual/Charm The Mother
Hold Monster Life Magic 5 Material/Stasis The MotherTyr
Mind Fog Life Magic 5 Spiritual/Curse
Symbol of Sleep Life Magic 5 Material/Stasis The Mother
Breath of Life Life Magic 5
Great Heroism Life Maqic 6 Spiritual
Pﬁeggglsgn Life Magic 6 Spiritual/Charm The Mother
Mass Strength Life Magic 6 Material The Mother
Mass Aqility Life Magic 6 Material The Mother
Mass Durability Life Magic 6 Material The Mother
Mass Intelligence Life Magic 6 Material The Mother
Enc?:%(ment Life Magic 6 Spiritual Tyr
Mass Personality Life Magic 6 Material The Moher
Mass Hold Persor Life Magic 7 Material/Stasis The MotherTyr
Insanity Life Magic 4 Spiritual/Curse The Mother
Power Word Halt Life Magic 7 Material/Stasis
Resurrection Life Magic 7 The Mother
7M8|\t/?§n§tz a;rm Life Magic 8 Spiritual/Charm The Mother
%yr%f Life Magic 8 Spiritual/Curse The Mother
Power Word Stun Life Magic 8 Material/Stasis Tyr
Power Word Kill Life Magic 9 Material/Debility The Mother
%ﬁgd Life Magic 9 Material/Stasis Tyr
%e Life Magic 9 Spiritual/Charm The Mother
Minor Protection High Magic 0 Spiritual High Magic
Courage High Magic 1 Spiritual Religion
Protection High Magic i Spiritual Religion
Shield High Magic il Spiritual High Magic
§ (:s?%aetrion High Magic 2 High Magic
Calm Emotions  High Magic 2 Religion
Silence High Magic 2 Spiritual/Curse Religion




Resist Lightning High Magic 3 Material
Resist Cold High Magic 3 Material
Dispel . )
Augmentation High Magic 3 The All Father
Resist Fire High Magic 3 Material
Maagic Circle High Magic ) Spiritual The All Father
: ] : The All FathelSiffa
Dispel Curse High Magic 3 Silverleaf
Dispel Blessing High Magic 3 The All Father
Mageskin High Magic 4 Material The All Father
Regoration High Magic 4 Spiritual The All Father
: : ) The All FathelSiffa
Freedom High Magic 4 Material Sivellear
4‘”93&%*}'\2"" C High Magic 4 Spiritual
Break ; . ok The All FathelSiffa
Enchantment High Magic g Spiritual Silverleaf
Dismissal High Magic 5 Spiritual/Curse The All Father
Spell Nullification  High Magic 5 Spiritual The All Father
Dispel . )
TR TN High Magic 6 The All Father
Magic Globe High Magic 6 Spiritual
. , ‘ The All FathelSiffa
Dispel Curse I High Magic 6 SVerlest
Dispel Blessing Il High Magic 6 The All Father
Banishment High Magic % Spiritual/Curse The All Father
Greater k i ny i ‘
Bastiration High Magic 7 Spiritual Siffa Silverleaf
Limited Wish: . :
N T High Magic 7 The All Father
me;eM: High Magic 7 Material The All Father
rower
Limited Wish: d y
- Ay LT High Magic 7
Mind Blank High Magic 8 Spiritual Siffa Silverleaf
Aura of Magic High Magic 8 Spiritual The All Father
Spell Protection High Magic 8 Spiritual The All Father
Wish: Health High Magic 9
Wish: Power High Magic 9 Material The All Father
Wish: Ally High Magic 9 il it

Silverleaf

Powers



Powers arabilitiesthat highedevel actors gain, boosting their potency for a brief time. A powe
is activated by the actor, which incurs theergycost of the power, and gives the actor a bonus
for 10 seconds. After the 10 seconds,dhergycost is incurred again and the bonus is renewed,
unless the power is deactivated or the actor doesn't have ezioeigiyto pay for the power.

Powers typically boost the combat statistics, sudittask bonusattack damageor defense
class or thesaving throwsf an actor. Most powers aFéghterpowers, with a lesser number of
Adventurerpowers, and become available to actors when they teaehl 0. See the individual
power descriptions for details.

Powers can be acquired in two ways. First, sekilés grant powers directly, if the actor has
attained the requiredvel, see theskill descriptiondor details. Secondly, manfactionsgrant
powers to the actor, again, if the actor has the reqléwed see thd=actionssection for more
information.

Singing powerare slightly different. Th&inging Skillgives the actor the singing ability, at a
value of 5 times higvel, plus hispersonalitymodifier, with a +20 borsifor Adventurers

Singing grants singing powers (called songs), depending deuhief the actor. Songs

generally affect the entire party, not just the casting actor. When an actor singsteesongt
perform aD100check against the song, where the difficulty is 50 plus the song's level times 5,
and the actor's bonus is his singing ability. Upon failure, the song has no effect for the next 10
seconds.

See theAppendix(Full Powers Listinyfor a complete description of all powers. Here is a short
list of powers:

Power Skill Level Learn
Shield Wall 1 Shield 10 Shield WallSkalds
Shield Wall 2 Shield 15 Shield WallSkalds
Shield Wall 3 Shield 20 Shield Wall
Duelist Maneuver 1 Duelist 10 Duelist ManeuveShadow Guild
Duelist Maneuver 2 Duelist 15 Duelist ManeuveShadow Guild
Duelist Maneuver 3 Duelist 20 Duelist Maneuver
Marksmarlln Bullseye arshian 10 Marksman Bullcsaﬁﬁgeanqer§hadow
Marksman Bullseye METRSIHL 15 Marksman BuIIseyRanqer§hadow
P A Guild
Marksma;n Bullseye Marksman 20 Marksman Bullseye
Two Handed Two Handed 10 Two Harded BerserlPhilosophers
Berserk 1 PR AT
Two Handed Two Handed 15 Two Handed BerserRhilosophers
Berserk 2 YT Vel
Two Handed Two Handed 20 Two Handed Berserk

Berserk 3




Dual Wield

SKIEN% Dual Wield 10 Dual Wield SkirmishPhilosophers
w Dual Wield 15 Dual Wield SkirmishPhilosophers
Skirmish 2 N ARl
Dual Wield Dual Wield 20 Dual Wield Skirmish
Skirmish 3 Y A
Light Blade Lunge Light Blade 10 Light Blade Lungelrhe MaidenShadow
). Mastery Guild
Light Blade Lunge Light Blade 15 Light Blade Lungelrhe MaidenShadow
0 Mastery Guild
Light Blade Lunge Light Blade 20 lighiE ateiiinGe
& Mastery
Heavy Blade Heavy Blade Heavy Blade Precisionhe All Father
= 10 :
Precision 1 Mastery Rangersshadow Guild
Heavy Blade Heavy Blade Heavy Blade Precisionhe All Father
= 15 :
Precision 2 Mastery Rangersshadow Guild
_y_Heav_ Blade Heavy Blade 20 Heavy Blade Precision
Precision 3 Mastery
Whirling Staff 1 Staff Mastery 10 Whirling Staff The MotherPhilosophers
Whirling Staff 2 Staff Mastery 15 Whirling Staff The MotherPhilosophers
Whirling Staff 3 Staff Mastery 20 Whirling Staff
Bludgeor i Bludgeon 10 Bludgeon RepulsioRhilosopherd hunor
Repulsion 1 Mastery
Bludgeor (_a'on Bludgeon 15 Bludgeon RepulsioRhilosophersThunor
Repulsion 2 Mastery
Bludgeor i) Bludgeon 20 BludgeonRepulsion
Repulsion 3 Mastery
Trerréetzrr;gguls A Axe Mastery 10 Tremendous Axe Strik8kaldsTyr
Trerg?rri\lc(iguzs LG Axe Mastery 15 Tremendous Axe Strik8kaldsTyr
Trerr;?rrilgglgs e Axe Mastery 20 Tremendous Axe Strike
Power BowshoPhilosopherfRangers
y == :
Power Bowshot 1 Beiviiasier 10 Shadow GuildSiffa Silverleaf
Power BowshoPhilosopherfkangers
SHEIRDW et REn esteh Bt Shadow Guilcsiffa Silverleaf
Power Bowshot 3 Bow Mastery 20 Power Bowshot
Song of Ilnsplratlon SitaH 0 Singin
Song of Inspiration Im_pro_ved 5 Improved Singing
2 Singing
Song of Inspiration Ma_lste_rful 10 Masterfull Singing
3 Singing




Song of Inspiration

Masterful

o 15
4 Singing
Song of Inspiration Masterful
Soasle 20
5 Singing
S0ig offndurance Battle Music 5 Battle Music
Song of Rage 1 Battle Music 5 Battle Music
Song of Rage 2 Battle Music 10 Improved SingindgSkalds
Song ofEndurance Battle Music 10 Improvad SingingPhilosopherSkalds
=0ng 0f3Endurance Battle Music 15 Masterful SingindPhilosopher$Skalds
Song of Rage 3 Battle Music 15 Masterful SingingSkalds
Song offndurance Battle Music 20 Masterful Singing
Song of Rage 4 Battle Music 20 Masterful Singing
Song of Courage 1  Heroic Music 5 Heroic Music
Song of fersuasmr Heroic Music 5 Heroic Music
Song of_Couraqe 2 Heroic Music 10 Improved SingindRangersSkalds
Song of ;’ersuasmr Heroic Music 10 Improved SingindgSkalds
Song of_Couraqe 3 Heroic Music 15 Masterful SingincdRangersSkalds
Song of ?Ij’ersuasmr Heroic Music 15 Masterful SingingSkalds
Song of_Couraqe 4  Heroic Music 20 Masterful Singing
£hhg offersuasmr Heroic Music 20 Masterful Singing
Song of_SiIence 1 Shadow Music 10 Shadow Music
Song of Cunning 1 Shadow Music 10 Shadow Music
Song Oflou'CkneSS Shadow Music 10 Shadow Music
Song of_Cunninq 2 Shadow Music 15 Masterful SingincgSkalds
Song of Silence 2 Shadow Music 15 Masterful SingindShadow GuildSkalds
=0 Of,f“'Ck”eSS Shadow Music | 15  Masterful Singindshadow GuildSkalds
Song of Cunning 3 Shadow Music 20 Masterful Singing
Songq of Silence 3 Shadow Music 20 Masterful Singing
Song ofé)wckness Shadow Music 20 Masterful Singing
Song of Mysticism Wondr_ous 10 et ol Musie
1 Music




Song of Willpower

Wondrous

: 10 Wondrous Music
1 Music
Song of Wondrous 10 Wondrous Music
Concentration 1 Music
Song of Mysticism Wondrous q e
2 7Music 15 Masterful SingindSkalds
Song of Willpower Wondrous - g
2 —Music 15 Masterful SingindSkalds
Song of Wondrous By
Eoncartaiion 2 —Music 15 Masterful SingingSkalds
Song of Mysticism Wondrpus 20 Masterl Singing
& Music
Song of Willpower Wondr_ous 20 e illsnaing
3 Music
Song of Wondrous L o
Concentration 3 Music 20 Masterful Singing
Stout Fortitude 1 M 10 Stand StouPhilosophers
Material
Stout Fortitude 2 w 15 Stand StouPhilosophers
Material
Stout Fortitude 3 w 20 Stand Stout
Material TAE D oo
A et el :;r:]perrozetzi(i 10 Acrobatic Evacsallcj)ir;t;{janqer§hadow
A ahalidEssanal :;r:lgerrméetzi(i 15 Acrobatic Evaélgirﬁanqer§hadow
Acrobatic Escape 3 M 20 Acrobatic Evasion
Energetic
Resolute Belief 1 M 10 Resolute BelieBkalds
Spiritual
Resolute Belief 2 M 15 Resolute Beliebkalds
Spiritual
Resolute Belief 3 M 20 Resolute Belief
Spiritual

Special Statistics

An actor has a set of special statistics that indicate his facility in certain situations:

Diplomacy

Traps
Locks

Stealth

= = =] =



1 Observation

If the actor has the relevastill, his special statistic is equal to leseltimes 5, plus his
attributemodifier for the relevarttribute Adventurersalso get a-20 bonus to special statistics
if they have the correskill.

When an actor attempts to use a special statisBatec D100 Checls performed, where the
bonus is equal to his special &t value, and the difficulty class is determined by how difficult
the action he is trying to perform is.

Diplomacy

Diplomacy measures an actor's ability to persuade, intimidate, convince, or otherwise manipulate
someone through conversation and comnatioa. In the game, this typically means that-non

player actors may react to the actor in more favorable ways, perhaps opening areas of
conversation that would not be available otherwise.

An actor's diplomacgpecia statisticis modified by higpersonalityattribute.

Traps

In a SENG adventure, your party may encounter a trap. Each trap has a detection difficulty class;
if the actor is able to succeed at iIhe00 Checlagainst the trap, he can detect and disarm the

trap when he moves through the trap's area. Otherwise the trap will activate and act on the actor
in some manner, typically through an attack of some sort. In addition, if an actor caraic@ee
D100 Checkagainst the trap, with a penalty of 20 plus the distance (in feet) to the trap, he can
detect the trap at a distance. (Note that he must move over the trap to actually disarm it).

An actor's trapspecial statistics modified by hisntelligenceattribute.

Locks

An actor may also encounter a locked door, chest, or other object in SENG. A lock has a lock
difficulty class; if the actocan succeed at@100 Checkagainst the lock, he can pick the lock,
unlocking it. Keep in mind that a key or some other personage in the world may also be able to
unlock the door in the case where no actor is able totpélock.

An actor's lockspecial statistics modified by higntelligenceattribute.

Stealth and Observation

An actor has both a steabpecial statisticand an observatiagpecial statisticlf an actor's
stealthspecial statistics greater than a viewer's observatspecial statisticthe actor can hide




from the viewer, if the actor so wishes. If the hider is closer than 50 feet, the observer gets a
bonus of +5 for every 10 feet closer than 50, to a maximum of +25.

An actor carstart hiding if there is no unfriendly actor within 100 feet whose observation is

greater than his stealth, and he is not in combat. The actor is revealed if he performs an action
such as attacking or talking. He is also revealed if he comes within@bageactor that can

view him. Once the hider has been spotted, he cannot hide again until he is out of combat and out
of sight. Spells that render an actor invisible may allow the actor to hide even in combat,

provided the actor is not directly attackiogbeing attacked.

An observer can always discern the name, racehiapdintsof any visible actor. If his

observation is greater than or equal to the stealth of an actor, he can also deteroiseahd

level of the target. If his observation exceeds the stealth of the target by 25 points, he can also
determine theombat statisticandsaving thows of the target.

Sneak Attacks

Hidden actors can issue a sneak attack. A sneak attack gains a +10 laitack toonusind

attack damagdor both melee and ranged attacks. In addjtan actor who has ti&ealthskill,

and reachelgvel 5, can gain th&neak Attaclskill. An actor with theSneak Attaclskill deals

an additionahttack damagequal to the attackerstealthvalue. Note that sneak attack damage is
not doubled on a critical hit.

The action of issing a sneak attack will cause the attacker to become visible, and the attacker
will not be able to issue another sneak attack until the current combat has ended.

Factions

As actors progress and advance in the world, they may have the opportunity ttagtiora
Factions are groups or organizations, such as:

Worship organizations for a God.

Guilds, like a Thieves' Guild.

Orders of spellcasters.

Political entities like clans, houses, Kingdoms.

= =] =] =l

Actors are limited to joining one faction at a time. Factions have multiple ranks, representing
greater status and power within the organization. Factionsaiffigiesand magical items for
sale to their members as thepgress through the faction's ranks.

Many factions are available once an actor has reached level 5, though an actor should carefully
check that the faction matches the actor's skill and abilities. Other factions are available through
the game world; for #se factions, the actor needs to locate the faction in the game world, and
talk to the leader of the faction. The faction may impose some conditions on the actor, such as
some task or quest that the actor must undertake in order to join or advanceaatiome f



An actor can leave a faction at any time. However, he may +joinra faction once he has left
it. In addition, when an actor leaves a faction, he may not join any faction until he has gained at
least one level.

Religion

Certain factions are bag®n worship of some type. These factions will generally gaalisor
powersto member actors, provided those actors have the ps&iberto use theabilities and
also theReligionskill. See the listing ofactionsfor which factionsgrant which abilities, and
require theReligionskill.

List of Factions

See theAppendix(Full Faction Listing for a full description of the availabfaections Here is a
brief list of thefactions

Church of the All Father
School of Divination

Sclool of Elementalists
School of High Wizardry
Church of the Maiden
Church of the Mother
Imperial Order of Natural Philosophers
Verdant Rangers of Northfell
Shadow Guild

Church of Siffa Silverleaf
Skalds of the Granite Isles
Church of Thunor

School of Transmutation

Church of Tyr

Appendix

Full Skill Listing

= = =) =] =) =) =) =) =) =) =) =) =]

Fighter Skill Skill Requirements  Attribute  Prerequisites
Light Blades Strength
Heavy Blades Strength
Staves Strength
Bludgeons Strength

Axes Strength




Bows Agility
Light Armor
Heavy Armor Light Armor
Shield Level 5
Duelist Level 5
Marksman Level 5
Two Handed Level 5
Dual Wield Level 5
Shield Focus Shield Level 10
Duelist Defense Duelist Level 10
Duelist Finesse Duelist Level 10
Deadly Marksman Marksman Level 10
Two Handed Power Two Handed Level 10
Improved Dual Wield Dual Wield Level 10
Light Blade Mastery Light Blades Level 5
Heavy Blade Mastery Heavy Bades Level 5
Staff Mastery Staves Level 5
Bludgeon Mastery Bludgeons Level 5
Axe Mastery Axes Level 5
Bow Mastery Bows Level 5
Light Armor Mastery Light Armor Level 5
Heavy Armor Mastery Heavy Armor Level5
Weapon Finesse Level 5
Light Blade Lunge Light Blade Mastery Level 10
Heavy Blade Precision Heavy Blade Mastery Level 10
Whirling Staff Staff Mastery Level 10
Bludgeon Repulsion Bludgeon Mastery Level 10
Tremendous Axe Strike Axe Mastery Level 10
Power Bowshot Bow Mastery Level 10
Shield Wall Shield Level 10
Duelist Maneuver Duelist Level 10
Marksman Bullseye Marksman Level 10
Two Handed Berserk Two Handed Level 10
Dual Wield Skirmish Dual Wield Level 10
Toughness
Adventurer Skill ~ Skill Requirements  Attribute Prerequisites
Traps Intelligence
Locks Intelligence
Stealth Personality
Observation Intelligence
Diplomacy Personality

Improved Flank

Stealth

Personality

Level 5




Sneak Attack Stealth Personality Level 5
Combat Stealth Sneak Attack Personality Level 10
Singing Personality
Improved Singing Singing Personality Level 5
Masterful Singing  Improved Singing Personality Level 10
Battle Music Singing Personality Level 5
Heroic Music Singing Personality Level 5
Shadow Music Improved Singing  Personality Level 10
Wondrous Music  Improved Singing Personality Level 10
Wands Intelligence
Improved Material
Fortitude Improved Material Level 5
Great Fortitude Fortitude Level 10
Improved Energetic
Escape Improved Energetic Level 5
Lightning Escape Escape Level 10
Improved Spiritual
Resolve Improved Spiritual Level 5
Iron Resolve Resolve Level 10
Stand Stout Fortitude Level 10
Acrobatic Evasion Escape Level 10
Resolute Belief Resolve Level 10
SpellcasterSkill Skill Requirements Attribute Prerequisites
Matter Blood Matter Magic
Energy Blood Energy Magic
Spirit Blood Spirit Magic
Arcane Magic Any Magic
Religion Any Magic
Void Magic Personality
Matter Magic Intelligence
Energy Magic Intelligence
Spirit Magic Personality
Elemental Magic Matter Magic Energy Magic Intelligence
Cosmic Magic Energy Magi¢ Spirit Magic Personality
Life Magic Matter Magqic Spirit Magic Personality
High Magic sl Maqm@zzgv L Intelligence
Void Magic Mastery Void Magic Level 10
Matter Magic Mastery Matter Magic Level 10
Sl 0 el Energy Magic Level 10
Mastery
Spirit Magic Mastery Spirit Magic Level 10




Elemental Magic

Elemental Magic Level 10
Mastery
L e TG Cosmic Magic Level 10
Mastery
Life Magic Mastery Life Magic Level 10
High Magic Mastey High Magic Level 10
Spell Penetration Any Magic Level 5
GrLterS_p_ell Spell Penetration Level 10
Penetration
Armored Casting Any Magic
I i Armored Casting Level 5
Mastery
Spellcasting Alacrity Any Magic Level 5
Combat Casting Any Magic
Defensive Casting Combat Casting Level 5
Mental Focus
Light Blades

Class:Fighter
Attribute: Strength

Light blades provides proficiency in light bladed weapons such as daggers, short swords
rapiers. Wielding a proficient weapon avoids tB@ nonproficient penalty to Attack Bonus.

Heavy Blades

Class:Fighter
Attribute: Strength

Heavy blades provides proficiency in heavy bladed weapons such as longswords and
greatswords. Heavy blades are sometimeshtartded weapons. Wielding a proficient weap
avoids the20 na-proficient penalty to Attack Bonus.

Staves

Class:Fighter
Attribute: Strength

Staves provides proficiency in oh@anded staves and tvianded quarterstaves. Spellcasters
often favor this type of weapon. Wielding a praict weapon avoids thf0 nonproficient
penalty to Attack Bonus.




Bludgeons

Class:Fighter
Attribute: Strength

Bludgeons provides proficiency in blunt weapons such as clubs and maces. Sometimes
weapons are found etwo-handed variety. Wielding a proficient weapon avoids-#@enon
proficient penalty to Attack Bonus.

AXes

Class:Fighter
Attribute: Strength

Axes provides proficiency in hafted, bladed weapons like axes. These weapons are ofte
in a twohanded version. Wielding a proficient weapon avoids2Benonproficient penalty to
Attack Bonus.

Bows

Class:Fighter
Attribute: Agility

Bows provides proficiency in bows of all types. Bows are alwayshtarawed weapons.
Wielding a proficient weapon avoids tH0 nonproficient penalty to Attack Bonus.

Light Armor
Class:Fighter

Light amor provides proficiency in wearing light armor, such as wizard's robes, or leathe
armor. Wearing proficient armor prevents the arspecific norproficient penalty from being
applied to Attack Bonus and Attack Damage.

Heavy Armor

Class:Fighter
PrerequisiteLight Armor

Heavy armor provides proficiency in wearing heavy armor, such as chain mail or plate n
Wearing proficient armor prevents the arrspecific nonproficient pendl from being applied
to Attack Bonus and Attack Damage.




Class:Fighter
Prerequisite: Level 5

Shield allows the actor to use the Shield Style, providing proficiency when wielding a shi
Wielding a proficient shield prevents the shisfakcific norproficient penalty from being
applied to Attack Bonus and Attack Damage. In addition, he getstack/Apeed bonus in
seconds equal to his Base Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Shield Wall 1
1 Level 15:

o Shield Wall 2
1 Level 20:

o Shield Wall 3

Shield

Class:Fighter
Prerequisite: Level 5

Duelist

Duelist allows the actor to use the Duelist Style, granting a +5 bonus to Attack Bonus an
Attack Damage when wieldinganehanded weapon and no shield. In addition, he gets an
Attack Speed bonus in seconds equal to his Base Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Duelist Maneuver 1

1 Level 15;

o Duelist Maneuver 2

1 Level 20:

o Duelist Maneuver 3

Marksman




Class:Fighter
Prerequisite: Level 5

Marksman allows the actor to use the Marksman Style. When using a bow, the actor gai
1/2 of his Agility Bonus to Attack Damage. In addition, he gets an Attack Speed bonus ir
seconds equal to his Base Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Marksman Bullseye 1
1 Level 15:

o Marksman Bullseye 2
1 Level 20:

o Marksman Bullseye 3

Two Handed
Class:Fighter
Prerequisite: Level 5

Two Handed allows the actor to use the Two Handed Weapon Style. When usingantied
weapon, thector gains 1 1/2 times the normal Strength Bonus to Attack Damage. In add
he gets an Attack Speed bonus in seconds equal to his Base Attack Bonus divided by 2

Usable Abilities:

1 Level 10:

o Two Handed Berserk 1
1 Level 15:

o Two Handed Berserk 2
1 Level 20:

o Two Handed Berserk 3

Dual Wield
Class:Fighter
Prerequisite: Level 5

Dual Wield allows the actor to use the Dual Wield Style, allowing the actor to wield and @
with two weapons at once. R0 penalty is applied to Attack Bonus for both weapons, and




1/2 thenormal Strength Bonus to Attack Damage is applied to the offhand weapon. If the
offhand weapon is a light weapon, the attack penalty is-a8lyfor both weapons). In additig
he gets an Attack Speed bonus in seconds equal to his Base Attack Bored lojvib.

Usable Abilities:

1 Level 10:

o Dual Wield Skirmish 1
1 Level 15:

o Dual Wield Skirmish 2
1 Level 20:

o Dual Wield Skirmish 3

Shield Focus
Class:Fighter
PrerequisiteShield
Prerequisite: Level 10

An actor with the Shield Focus skill gets an additional +10 bonDeftense Class when usin
shield.

Duelist Defense
Class:Fighter
PrerequisiteDuelist
Prerequisite: Level 10

An actor with the Duelist Defense skill gets a +10 bonus to Defense Class when using th
Duelist style.

Duelist Finesse
Class:Fighter
PrerequisiteDuelist
Prerequisite: Level 10

An actor with the Duelist Finesse style may optionally add his Agility bonus, in place of
Strength, to Attack Damage, when using the Duelist style and a light weapon.




Deadly Marksman
Class:Fighter
PrerequisiteMarksman
Prerequisite: Level 10

An actor with the Deadly Marksman skill adds a bonus equal to 1/2 of his Agility Bonus t
Attack Damage when wielding a bow (in addition to any bonus from the Marksman skill)

Two Handed Power
Class:Fighter
PrerequisiteTwo Handed
Prerequisite: Level 10

An actor with the Two Handed Power skill deals 2 times the normal Strength Bonus to a
with a twohanded miee weapon.

Improved Dual Wield
Class:Fighter
PrerequisiteDual Wield
Prerequisite: Level 10

An actor with the Improved Dual Wield skill reduces the dual wield attack penaft tor to (
if the offhand weapon is a light weapon.

Light Blade Mastery
Class:Fighter
PrerequisiteLight Blades
Prerequisite: Level 5

Light Blade Mastery grants the actor extra bonuses when wielding a light blade. The act
+5 bonus to his Attack Bonus and Attack Damage. In addition, he gets an Attack Speed
seconds equal to his Bagttack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Light Blade Lunge 1
1 Level 15:

o Light Blade Lunge 2




1 Level 20:
o Light Blade Lunge 3

Heavy Blade Mastery
Class:Fighter
PrerequisiteHeavy Blades
Prerequisite: Level 5

Heavy Blade Mastery grants the actor extra bonuses when wielding a heavy blade. The
gets a +5 bonus to his Attack Bonus and Attack Damage. In addition, he gets an Attack
bonus in seconds equal to his Base Attack Bonus divided by 25.

Usable Abiities:

1 Level 10:

o Heavy Blade Precision 1
1 Level 15:

o Heavy Blade Precision 2
1 Level 20:

o Heavy Blade Precision 3

Staff Mastery
Class:Fighter
PrerequisiteStaves
Prerequisite: Level 5

Staff Mastery grants the actor extra bonuses when wielding a staff. The acto+§dtsraus to
his Attack Bonus and Defense Class. In addition, he gets an Attack Speed bonus in sec
equal to his Base Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Whirling Staff 1
1 Level 15:

o Whirling Staff 2
1 Level 20:

o Whirling Staff 3




Bludgeon Mastery
Class:Fighter
PrerequisiteBludgeons
Prerequisite: Level 5

Bludgeon Mastery grants the actor extra bonuses when wielding a bludgeon. The actor
bonus to his Attack Bonus and Attack Damage. In addition, he gets an Attack Speed bor
seconds equal to hizase Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Bludgeon Repulsion 1
1 Level 15:

o Bludgeon Repulsion 2
1 Level 20:

o Bludgeon Repulsion 3

Axe Mastery
Class:Fighter
PrerequisiteAxes
Prerequisite: Level 5

Axe Mastery grants the actor extra bonusesnwhielding an axe. The actor gets a +5 bonug
his Attack Bonus and Attack Damage. In addition, he gets an Attack Speed bonus in sec
equal to his Base Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Tremendous Axe Strike 1
1 Level 15:

o Tremendous Axe Strike 2
1 Level 20:

o Tremendous Axe Strike 3

Bow Mastery




Class:Fighter
PrerequisiteBows
Prerequisite: Level 5

Bow Mastery grants the actor extra bonuses when wielding a bow. The actor gets a +5 [
his Attack Bonus and Attack Damage. In addition, &ts gn Attack Speed bonus in second:
equal to his Base Attack Bonus divided by 25.

Usable Abilities:

1 Level 10:

o Power Bowshot 1
1 Level 15:

o Power Bowshot 2
1 Level 20:

o Power Bowshot 3

Light Armor Mastery
Class:Fighter
PrerequisiteLight Armor
Prerequisite: Level 5

Light Armor Mastery gants the actor extra bonuses when wearing light armor. The actor
bonus to his Defense Class equal to his Base Attack Bonus divided by five. In addition, t
Maximum Agility Bonus of the armor is increased by Base Attack Bonus divided by five.

Heavy Armor Mastery
Class:Fighter
PrerequisiteHeavy Armor
Prerequisite: Level 5

Heavy Armor Mastery grants the actor extra bonuses when wearing heavy armor. The a
a bonus to his Defense Class equal to his Base Attack Bonus divided by five. In addition
Maximum Agility Bonus of the armor is increased by Base Attack Bowidead! by five.

Weapon Finesse
Class:Fighter
Prerequisite: Level 5




Weapon Finesse allows the actor to optionally use one half of his Agility Bonus, in place
Strength Bonus, when determining his Attack Damage. altilgy only applies when using a
light weapon.

Light Blade Lunge
Class:Fighter
PrerequisiteLight Blade Mastery
Prerequisite: Level 10

Light Blade Lunge grants the actoight Blade Lunge powers, granting a bonus, when
activated, to the actor's Attack Bonus when wielding a light blade.

Grants Abilities:

1 Level 10:

o Light Blade Lunge 1
1 Level 15:

o Light Blade Lunge 2
1 Level 20:

o Light Blade Lunge 3

Heavy Blade Precision
Class:Fighter
PrerequisiteHeavy Blade Mastery
Prerequisite: Level 10

Heavy Blade Precision grants the actor Heavy Blade Precision powers, granting a bonus
activated, to the actor's Attack Bonus when wielding a heavy blade.

Grants Abilities:

1 Level 10:

o Heavy Blade Precision 1
1 Level 15:

o Heavy Blade Precision 2
1 Level 20:

o Heavy Blade Precision 3




Whirling Staff

Class:Fighter
PrerequisiteStaff Mastery
Prerequisite: Level 10

Whirling Staff grants the actor Whirling Staff powers, granting a bonus, when activated, {
actor's Defense Class when wielding a staff.

Grants Abilities:

¢ Level 10:

o Whirling Staff 1
1 Level 15:

o Whirling Staff 2
1 Level 20:

o Whirling Staff 3

Bludgeon Repulsion
Class:Fighter
PrerequisiteBludgeon Mastery
Prerequisite: Level 10

Bludgeon Repulsion grants the actor Bludgeon Repulsion powers, granting a bonus, wh
activated, to the actor's Defense Class when wielding a bludgeon.

Grants Abilities:

1 Level 10:

o Bludgeon Repulsion 1
1 Level 15:

o Bludgeon Repulsion 2
1 Level 20:

o Bludgeon Repulsion 3

Tremendous Axe Strike

Class:Fighter
PrerequisiteAxe Mastery




Prerequisite: Level 10

Tremendous Axe Strike grants the actor Tremendous Axe Strike powers, granting a bon
activatel, to the actor's Attack Damage when wielding an axe.

Grants Abilities:

1 Level 10:

o Tremendous Axe Strike 1
1 Level 15:

o Tremendous Axe Strik2
1 Level 20:

o Tremendous Axe Strike 3

Power Bowshot

Class:Fighter
PrerequisiteBow Mastery
Prerequisite: Level 10

Power Bowshot grants the actor Power Bowshot powers, granting a bonus, when activat
the actor's Attack Damage when wielding an bow.

Grants Abilities:

1 Level 10:

o Power Bowshof
¢ Level 15:

o Power Bowshot 2
1 Level 20:

o Power Bowshot 3

Shield Wall
Class:Fighter
PrerequisiteShield
Prerequisite: Level 10

Shield Wall grants the actor Shield Wall powers, granting a bonus, when activated, to th
Defense Class when using the Shield Style.




Grants Abilities:

1 Level 10:

o Shield Wall 1
1 Level 15:

o Shield Wall 2
1 Level 20:

o Shield Wall 3

Duelist Maneuver

Class:Fighter
PrerequisiteDuelist
Prerequisite: Level 10

Duelist Maneuver grants the actor Duelist Maneuver powers, granting a bonus, when ac
to the actor's Defense Class when using the Duelist Style.

Grants Abilties:

1 Level 10:

o Duelist Maneuver 1
1 Level 15:

o Duelist Maneuver 2
1 Level 20:

o Duelist Maneuver 3

Marksman Bullseye

Class:Fighter
PrerequisiteMarksman
Prerequisite: Level 10

Marksman Bullseye grants the actor Marksman Bullseye powers, granting a bonus, whe
activated, to the actor's Attack Bonus when using the Marksman Style.

Grants Abilities:

1 Level 10;
o Marksman Bullseyé




1 Level 15:

o Marksman Bullseye 2
1 Level 20:

o Marksman Bullseye 3

Two Handed Berserk
Class:Fighter
PrerequisiteTwo Handed
Prerequisite: Level 10

Two Handed Berserk grants the actor Two Handed Berserk powers, granting a bonus, W
activated, to the actor's Attack Damage when using the Two Handed Style.

Grants Abilities:

1 Level 10:

o Two Handed Berserk 1
1 Level 15:

o Two Handed Berserk 2
1 Level 20:

o Two Handed Berserk 3

Dual Wield Skirmish
Class:Fighter
PrerequisiteDual Wield
Prerequisite: Level 10

Dual Wield Skirmish grants the actor Dual Wield Skirmish powers, granting a bonus, wh
activated, to the actor's Attack Bonus when using the Dual Wield Style.

Grants Abilities:

1 Level 10:

o Dual Wield Skirmish 1
1 Level 15:

o Dual Wield Skirmish 2
1 Level 20:

o Dual Wield Skirmish 3




Toughness
Class:Fighter

The actor has enhanced physical stamina, granting 5 extra hit points per level.

Matter Blood

Class:Spellcaster
PrerequisiteMatter Magic

The blood of some magical ancestor runs through the actor's veins, granting intrinsic po
Matter Magic to the actor.

Grants Abilities:

T Spell Tier 1:
o Speed Burst
o Magic Dagger
o Magic Quarterstaff
o Magic Warhammer
o Magic Shortbow
1 Spell Tier 2:
o Knock
o Barkskin
o Flame Blade
T Spell Tier 3:
o Haste
o Slow
o Cure Serious
T Spell Tier 4:

o Cure Critical
o Stoneskin
T Spell Tier 5:
o Mass Cure Light
o Increase Density
1 Spell Tier 6:

o Disintegrate
o Mass Cure Moderate

1 Spell Tier 7:
o Mass Cure Serious
1 Spell Tier 8:

o Mass Cure Critical




Class:Spellcaster

PrerequisiteEnergy Magic

Energy Blood

The blood of some magical ancestor runs through the actor's veins, granting intrinsic po

Energy Magic to the actor.

Grants Abilities:

T Spell Tier 1:

o Burst of Flame

o Faerie Fire
T Spell Tier 2:

o Sound Burst

T Spell Tier 3:
o Fire Bolt
o Fire Burst
T Spell Tier 4:

o Deafening Shout

o Explosion
T Spell Tier 5:

o Eruption

o Flame Strike

1 Spell Tier 6:

o Reverse Energy

o Fireball
1 Spell Tier 7:

o Sunbeam
1 Spell Tier 8:

o Fire Storm

Class:Spellcaster
PrerequisiteSpirit Magic

Spirit Blood

The blood of some magical ancestor runs through the actor's veins, granting intrinsic po

Spirit Magic to the actor.
Grants Abilities:

T Spell Tier 1:




o Color Spray
T Spell Tier 2:

o Hypnotic Pattern
o Invisibility
o Scare
T Spell Tier 3:
o Displacement
o Invisibility Sphere
T Spell Tier 4:
o Greater Invisibility
o Panic
1 Spell Tier 5:
o Nightmare
o Shadow Strike
1 Spell Tier 6:
o Shadow Walk
o Symbol of Fear
T Spell Tier 7:
o Mass Invisibility
T Spell Tier 8:
o Shadow Fireball

Arcane Magic

Class:Spellcaster
Prerequisite: Any Magic

Arcane Magic allows the Spellcaster to learn spells from spell scrolls.

Religion
Class:Spellcaster
Prerequisite: Any Magic

Religion allows the Spellcaster to learn spells from divine sources. Religion grants all sp
tiers 1 and 2 to the actor, provided he also has the prerequisite skill for the spell. Religio
requires that the actor join a religious faction in order to gain higher tier spells.

Grants Abilities:
1 Spell Tier 1:

o Alertness
o Air Armor
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Lightning Touch
Endure Elements
Burst of Flame
Faerie Fire
Protection

Courage

Sleep
Bane

Bless

Speed Burst

Magic Dagger
Magic Quarterstaff

Magic Warhammer
Magic Shortbow

Color Spray

T SpellTier 2:
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See Invisible
Fire Elemental |
Acid Arrow
Earth Elenental |
Fire Protection
Cold Protection
Lightning Protection
Sound Burst
Calm Emotions
Silence

Idiocy

Strength

Aqility

Durability
Intelligence

Personality
Remove Paralysis

Cure Poison
Knock

Barkskin

Flame Blade
Hypnotic Pattern
Invisibility

Scare

Void Magic




Class:Spellcaster
Attribute: Personality
Spell Bonus:5

\Void Magic (Black Magic) is magic based on ldieaining and undeath. Void Magic is easy
become proficient in, but is weaker than other forms of magic, and is viewed as evil and
criminal in most cultures.

Grants Abilities:

1 Spell Tier O:
o Disrupt Undead
1 Spell Tier 1:
o Chill Touch
o Weakness
o Doom
o Inflict Light
T Spell Tier 2:
o Command Undead
o Ghoul Touch
o Inflict Moderate
T Spell Tier 3:
o Halt Undead
o Inflict Serious
1 Spell Tier 4:
o Animate Dead
o Inflict Critical
o Poison
1 Spell Tier 5:
o Symbol of Pain
o Mass Inflict Light
1 Spell Tier 6:
o Create Undead
o Mass Inflict Moderate
1 Spell Tier 7:
o Symbol of Weakness
o Mass lIdlict Serious
T Spell Tier 8:
o Greater Undead
o Symbol of Death
o Mass Inflict Critical

Usable Abilities:

1 Spell Tier O:




o Disrupt Undead
Spell Tier 1:

o Chill Touch

o Weakness

o Doom

o Inflict Light
Spell Tier 2:

o Command Undead

o Ghoul Touch

o Inflict Moderate
Spell Tier 3:

o Halt Undead

o Exhaustion

o Inflict Serious
Spell Tier 4:
o Animate Dead
o Bestow Curse
o Death Ward
(0]
(0}

Inflict Critical
Poison
Spell Tier 5:
o Symbol of Pain
o Waves of Fatigue
o Mass Inflict Light
o Slay Living
Spell Tier 6:
Circle of Death
Create Undead

Biting Curse

Lay to Rest
Harm

@ © e o @,

Mass Inflict Moderate

Spell Tier 7:
Control Undead
Finger of Death
Symbol of Weakness
Waves of Exhaustion
Destruction
Mass Inflict Serious
Spell Tier 8:

o Greater Undead

o Symbol of Death

o Mass Inflict Critical

O O O O O O




Matter Magic

Class:Spellcaster
Attribute: Intelligence

Matter Magic (Blue Magic) is the magic of controlling and repairing matter. Matter Magic
sometimes known as Healing Magic, as many of its spells adefaskealing purposes. Othe
spells are used to alter the properties of an object (such as a weapon) or being.

Grants Abilities:

1 Spell Tier O:
o Virtue
1 Spell Tier 1:
o Cure Light
1 Spell Tier 2:
o Cure Moderate

Usable Abilities:

==

Spell Tier O:
o Virtue
Spell Tier 1:

Speed Burst

Magic Dagger
Magic Quarterstaff

Magic Warhammer
Magic Shortbow
Cure Light
Spell Tier 2:

o Knock

o Barkskin

o Flame Blade

o Cure Moderate
Spell Tier 3:
Haste
Greater Dagger
Greater Quarterstaff
Greater Warhammer
Greater Shortbow
Slow
Magic Leather
Magic Platemail
Cure Serious
1 Spell Tier 4:

o Cure Critical

=]
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o Stoneskin
T Spell Tier 5:

o Mass Cure Light

o Hammer of Disuption

o Increase Density

1 Spell Tier 6:
o Disintegrate

o Warrior Transform

o Mass Cure Moderate

o Heal
T Spell Tier 7:

o Incorporeal Body

o Mass Cure Serious

T Spell Tier 8:
o Iron Body

o Mass Cure Critical

T Spell Tier 9:
o Mass Heal

Class:Spellcaster
Attribute: Intelligence

Energy Magic

Energy Magic (Red Magic) is the magic of harnessing and directing raw energy. There i
subtlety to Energy Magic, and its spells are generally used for direct attacks.

Grants Abilities:

T Spell Tier O:

o Flare
T Spell Tier 1:

o Magic Missile
T Spell Tier 2:

o Scorching Ray

Usable Abilities:

T Spell Tier O:
o Flare
T Spell Tier 1:
o Burst of Flame

o Magic Missile




o Faerie Fire
T Spell Tier 2:
o Scorching Ray
o Sound Burst
T Spell Tier 3:
o Fire Bolt
o Fire Burst

o Searing Light
T Spell Tier 4:

o Deafening Shout

o Explosion

o Energize Self
T Spell Tier 5:

o Eruption

o Flame Strike
T Spell Tier 6:

o Reverse Energy

o Fireball
1 Spell Tier 7:
o Sunbeam

o Divine Outburst

o Cage of Force
T Spell Tier 8:

o Sunburst

o Overwhelming Shout

o Fire Storm
1 Spell Tier 9:
o Meteor Swarm

Class:Spellcaster
Attribute: Personality

Spirit Magic

Spirit Magic (Yellow Magic) is the @agic of controlling the minds and emotions of people g
creatures. Spells of Spirit Magic are often used for changing the perceptions or emotiong

spell's target.

Grants Abilities:

1 Spell Tier O:
o Fatique
1 Spell Tier 1:

o Fear




T Spell Tier 2:
o Blur

Usable Abilities:

T Spell Tier O:
o Fatigue
T Spell Tier 1:
o Fear
o Color Spray
T Spell Tier 2:
o Blur
o Hypnotic Pattern
o Invisibility
o Scare
T Spell Tier 3:
o Displacement
o Invisibility Sphere
T Spell Tier 4:
o Greater Invisibility
o Rainbow Pattern
o Panic
o Phantasm |
T Spell Tier 5:
o Nightmare
o Shadow Strike
o Phantasm Il
1 Spell Tier 6:
o Shadow Walk
o Symbol of Fear
o Phantasm Il
1 Spell Tier 7:
o Mass Invisibilty
o Phantasm IV
1 Spell Tier 8:
o Scintillating Pattern
o Shadow Fireball
o PhantasmV
1 Spell Tier 9:
o Phantasm VI

Elemental Magic




Class:Spellcaster
Attribute: Intelligence
Spell Bonus: +5
PrerequisiteMatter Magic

PrerequisiteEnergy Magic

Elemental Magic (Purple Magic), combining the domains of Matter and Energy, is the m;
controlling the raw elements that makealireality, drawing power from the fire and ice reg
to suit the spellcaster's purposes. Spells of Elemental Magic often involve summoning e
beings into this world, or using the Elemental energies to attack enemies.

Grants Abilities:

T Spell Teer O:

o Ray of Frost
T Spell Tier 1:

o Air Elemental |
T Spell Tier 2:

o Flame Arrow

Usable Abilities:

T Spell TierO:
o Ray of Frost
T Spell Tier 1:

o Air Armor

o Air Elemental |

o Lightning Touch

o Endure Elements
T Spell Tier 2:
Flame Arrow
Fire Elemental |
Acid Arrow
Earth Elemental |
Fire Protection
Cold Protetion
Lightning Protection
T Spell Tier 3:

o Air Elemental Il

o Icy Cloud
o Poison Ball

o Lightning Bolt
1 Spell Tier 4:

o Earth Shield
o Ice Storm
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Air Elemental I
Fire Elemental |l
Fire Shield
Frost Shield
T Spell Tier 5:
Air Elemental IV
Poison Cloud
Burst of Cold
Fire Elemental 11l
Earth Elemental Il
1 Spell Tier 6:

o Fire Elemental IV

o Poison Fog

o Lightning

o Earth Elemental Il
T Spell Tier 7:

o Air Elemental V

o Acid Fog

o Earth Elemental IV
T Spell Tier 8:

o Fiery Cloud

o Fire Elemental V
T Spell Tier 9:

o Earth Elemental V

O O O O
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Cosmic Magic
Class:Spellcaster
Attribute: Personality
Spell Bonus: +5
PrerequisiteEnergy Magic
PrerequisiteSpirit Magic

Cosmic Magic (Orange Magic), the combination of Energy and Spirit, is the magic of the
cosmos. Spells of Cosmic Magic deal with scrying, teleportation, and summoning cosIm§
to aid the spellcaster.

Grants Abilities:

T Spell Tier O:

o Guidance
T Spell Tier 1:

o True Strike
T Spell Tier 2:




o Find Traps

Usable Abilities:

1 Spell Tier O:
o Guidance
1 Spell Tier 1:
o Alertness
o True Strike
T Spell Tier 2:
o See Invisible
o Find Traps
1 Spell Tier 3:
o Dimension Door
o Purge lllusions
o Disbelief
1 Spell Tier 4:
o Repulse

o Magic Eye
o Bind Warrior

o Purge Blessing

1 Spell Tier 5:

o Teleport

o Prying Eyes

o Bind Sorceress
1 Spell Tier 6:

o Mass Repulse
o Bind Berserker

o Truesight

o Mass Disbelief
1 Spell Tier 7:

o Word of Recall

o Arcane Eye

o Bind Magus
1 Spell Tier 8:

o Greater Arcane Eye
o Bind Avenger

T Spell Tier 9:
o Gate

Life Magic




Class:Spellcaster
Attribute: Personality
Spell Bonus: +5
PrerequisiteMatter Magic

PrerequisiteSpirit Magic
Life Magic (Green Magic), combining Matter Magic and Spirit Magic, is the magic of life

living creatures. Powers of Life Magic include controlling other creatures, aiding their abi
and restdng their powers.

Grants Abilities:

1 Spell Tier O:

o Daze
T Spell Tier 1:

o Charm Person
T Spell Tier 2:

o Daze Monster

Usable Ailities:

T Spell Tier O:
o Daze
T Spell Tier 1:
o Charm Person
o Sleep
(0}
(0}
1 Spell Tier 2:
Daze Monster
Idiocy
Strength
Aqility
Durability
Intelligence

Personality
Remove Paralysis

Cure Poison
1 Spell Tier 3:
o Deep Sleep
o Heroism
o Hold Person
o Life Force
T Spell Tier 4:
o Charm Monster

Bane
Bless
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Confusion

Despair

Remove Augmentation
Neutralize Poison

T Spell Tier 5:

Dominate Person
Feeblemind

Hold Monster

Mind Fog

Symbol of Sleep
Breath of Life

Raise Dead

1 Spell Tier 6:

Great Heroism
Symbol of Persuasion

Mass Strength

Mass Aqility
Mass Durability

Mass Intelligence
Mass Personality
Block Enchantment
T Spell Tier 7:
o Mass Hold Person
o Insanity
o Power Word Halt
o Resurrection
1 Spell Tier 8:
o Mass Charm Monster
o Power Word Stun
o Symbol of Insanity
T Spell Tier 9:
o Dominate Monster
o Mass Hold Monster
o Power Word Kill

(0]
0
(0]
0
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High Magic
Class:Spellcaster
Attribute: Intelligence
Spell Bonus: +10
PrerequisiteMatter Magic
PrerequisiteEnergy Magic
PrerequisiteSpirit Magic




High Magic (White Magic) is the highest form of magic, called the one true magic by the
Archmagi. High Magic allows the spellcaster to control the magic of other spellcasters,
dispelling or diminishing theffects of their spells.

Grants Abilities:

T Spell Tier O:

o Minor Protection
T Spell Tier 1:

o Shield
1 Spell Tier 2:

o Lesser Resiration

Usable Abilities:

1 Spell Tier O:
o Minor Protection
1 Spell Tier 1:
o Protection
o Shield
o Courage
1 Spell Tier 2:
o Calm Emotions
o Lesser Restoration

o Silence
1 Spell Tier 3:

o Dispel Blessing

o Dispel Curse

o Maagic Circle

o Resist Fire

o Resist Cold

o Resist Lightning

o Dispel Augmentation
T Spell Tier 4:

o Restoration

o Mageskin

o Freedom

o Lesser Magic Globe
1 Spell Tier 5:

o Break Enchantment

o Dismissal

o Spell Nullification
1 Spell Tier 6:

o Dispel Blessing Il
o Dispel Curse Il




o Magic Globe
o Dispel Augmentation Il

T Spell Tier 7:
Greater Rdasration
Banishment
Limited Wish: Health
Limited Wish: Power
Limited Wish: Ally
T Spell Tier 8:

o Spell Protection

o Aura of Magic

o Mind Blank
T Spell Tier 9:

o Wish: Health

o Wish: Power

o Wish: Ally

O O O O O

Void Magic Mastery
Class:Spellcaster
PrerequisiteVoid Magic
Prerequisite: Level 10

Void Magic Mastery grants a +10 bonus to the Spell Bonus, and +2 extra levels, when th
spellcaster casts Void Magic spells.

Matter Magic Mastery
Class:Spellcaster
PrerequisiteMatter Magic
Prerequisite: Level 10

Matter Magic Mastery grants a +10 bonus to the Spell Bonus, and +2 extra levels, when
spelcaster casts Matter Magic spells.

Energy Magic Mastery
Class:Spellcaster

PrerequisiteEnergy Maagic
Prerequisite: Level 10




Energy Magic Mastery grants a +10 bonus to the Spelu8amnd +2 extra levels, when the
spellcaster casts Energy Magic spells.

Spirit Magic Mastery
Class:Spellcaster

PrerequisiteSpirit Magic
Prerequisite: Level 10

Spirit Magic Mastery grants a +10 bonus to the Spell Bonus, and +2 extra levels, when t
spellcaster casts Spirit Magic spells.

Elemental Magic Mastery
Class:Spellcaster
PrerequisiteElemental Magic
Prerequisite: Level 10

Elemental Magic Mastery grants a +10 bonus to the Spell Bonus, and +2 extra levels, w
spellcaster casts Elemental Magic spells.

Cosmic Magic Mastery
Class:Spellcaster
PrerequisiteCosmic Magic
Prerequisite: Level 10

Cosmic Magic Mastery grants a +10 bonus to the Spell Bonus, and +2 extra levels, whe
spellcaster casts Cosmic Magic spells.

Life Magic Mastery
Class:Spellcaster
PrerequisiteLife Magic
Prerequisite: Level 10

Life Magic Mastery grants a +10 bonus to the Spell Bonus, and +2 extra levels, when thg
spellcager casts Life Magic spells.




High Magic Mastery
Class:Spellcaster

PrerequisiteHigh Magic
Prerequisite: Level 10

High Magic Mastery grants a +10 bonus to the Spell Bonus, and re2lexels, when the
spellcaster casts High Magic spells.

Spell Penetration
Class:Spellcaster
Prerequisite: Any Magic
Prerequisite: Level 5

Spell Penetration gives the spellcaster's spells a +10 bonus to defeat Spell Nullification (

Greater Spell Penetration
Class:Spellcaster
PrerequisiteSpell Penetration
Prerequisite: Level 10

Greater Spell Penetration gives the spellcaster's spells a +20 bonus to defeat Spell Nulli
checks (replacing the bonus from Spell Penetration).

Armored Casting

Class:Spellcaster
PrerequisiteAny Magic

Armored Casting reduces the caster's Spell Bonus penalty due to armor by 10 points.

Armored Casting Mastery
Class:Spellcaster
PrerequisiteArmored Casting
Preequisite: Level 5

Armored Casting Mastery reduces the caster's Spell Bonus penalty due to armor by 20 j




Spellcasting Alacrity
Class:Spellcaster
Prerequisite: Any Magic
Prerequisite: Level 5

Spellcasting Alacrity gives the spellcaster a Casting Speed bonus of a number of seconc
to his base Spellcasting Bonus divided by 12.5.

Combat Casting

Class:Spellcaster
Prerequisite: Any Magic

Combat Casting givethe spelicaster a bonus of +20 to pass a spell concentration check v
is damaged while casting a spell.

Defensive Casting
Class:Spellcaster
PrerequisiteCombat Casting
Prerguisite: Level 5

Defensive Casting allows a spellcaster to cast spells from a defensive stance, bypassing
concentration check for taking damage while casting a spell. To successfully cast a spel
defensively, the caster must make a D100 check, wherednus is his base spellcasting bo
plus his spell bonus for the spell, and the difficulty is 90 plus two times the base spell bo
the spell.

Mental Focus
Class:Spellcaster

The actor has exceptional powers of taéfocus, granting energy points as of an actor one
level greater.

Traps
Class:Adventurer
Attribute: Intelligence

Traps grants the actor the ability to detect and disarm traps.




Locks
Class:Adventurer
Attribute: Intelligence

Locks grants the actor the ability to pick locked doors.

Stealth
Class:Adventurer
Attribute: Personality

Stealth grants the actor the ability to hide from his enemies.

Observation
Class:Adventurer
Attribute: Intelligence

Observation grants the actor the ability to see hidden actors, and detect characteristics (
actor by looking at him.

Diplomacy
Class:Adventurer
Attribute: Personality

Diplomacy grants the actor the ability to influence people and creatures through convers

Improved Flank
Class:Adventurer
Attribute: Personality
PrerequisiteStealth
Prerequisite: Level 5

Improved Flank grants the actor an additional +10 bonus to Attack Bonus, and random 4
Damage equal to his Stealth Value, when executing a flank attack.




Sneak Attack
Class:Adventurer
Attribute: Personality
PrerequisiteStealth
Prerequisite: Level 5

Sneak Attack grants the actor the ability to make sneak attacks when he is not visible to
target. A sneak attack deals additional Attack Damage equse tttacker's Stealth Value.

Combat Stealth
Class:Adventurer
Attribute: Personality
PrerequisiteSneak Attack
Prerequisite: Level 10

Combat Stealth grants the actor the abilithhitte while in combat. Hiding while in combat cc
10 energy, and also requires a D100 Stealth check against the best Observation skill of
enemy.

Singing
Class:Adventurer
Attribute: Personality
Singing gives the actor the ability to sing magic songs that grant bonuses to him and his

Grants Abilities:

1 Level O:
o Song of Inspiration 1

Usable Abilities:

1 Level O:
o Song of Inspiration 1

Improved Singing




Class:Adventurer
Attribute: Personality
PrerequisiteSinging
Preequisite: Level 5

Improved Singing gives the actor access to more powerful magic songs and types of mu

Grants Abilities:

1 Level 5:
o Song of Inspiration 2
7 Level 10:

o Song of Courage 2

o Song of Endurance 2
o Song of Persuasion 2
o Song of Rage 2

Usable Abilities:

1 Level 5:
o Song of Inspiration 2

Masterful Singing
Class:Adventurer
Attribute: Personality
Prerequisitelmproved Singing
Prerequisite: Level 10

Masterful Singing gives the actor access to the most powerful magic songs and types of

Grants Abilities:

1 Level 10;
o Song of Inspiration 3
1 Level 15;

o Song of Concentration 2
Song of Courage 3
Song of Cunning 2
Song of Endurance 3
Song of Mysticism 2
Song of Persuasion 3
Song of Quickness 2

O O O O O O




o Song of Rage 3

o Song of Silence 2

o Song of Willpower 2
1 Level 20:

o Song of Concentration 3
Song of Courage 4
Song of Cunning 3
Song of Endurance 4
Song of Mysticism 3
Song of Persuasion 4
Song of Quickness 3
Song of Rage 4
Song of Silence 3
Song of Willpower 3
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Usable Abilities:

1 Level 10:

o Song of Inspiration 3
1 Level 15:

o Song of Inspiration 4
1 Level 20:

o Song of Inspiration 5

Battle Music
Class:Adventurer
Attribute: Personality
PrerequisiteSinging
Prerequisite: Level 5

Battle Music allows the actor to sing songs of the battlefield; songs of glory, might, and
suffering.

Grants Abilities:
1 Level 5;

o Song of Endurance 1
o Song of Rage 1

Usable Abilities:




1 Level 5:
o Song of Endurance 1
o Song of Rage 1

1 Level 10:
o Song of Endurance 2
o Song of Rage 2

1 Level 15:
o Song of Endurance 3
o Song of Rage 3

1 Level 20:
o Song of Endurance 4
o Song of Rage 4

Heroic Music
Class:Adventurer
Attribute: Personality
Preequisite:Singing
Prerequisite: Level 5

Heroic Music allows the actor to sing songs of heroism; songs of inspiration, courage, af
persuasion.

Grants Abilities:
1 Level 5:

o Song of Courage 1
o Song of Persuasion 1

Usable Abilities:

1 Level 5:

o Song of Courage 1

o Song of Persuasion 1
1 Level 10:

o Song of Courage 2

o Song of Persuasion 2
1 Level 15:

o Song of Courage 3

o Song of Persuasion 3
1 Level 20:

o Song & Courage 4




o Song of Persuasion 4

Shadow Music
Class:Adventurer
Attribute: Personality
Prerequisitelmproved Singing
Prerequisite: Level 10

Shadow Music grants the actor songs of darkness, silence, movement beyond perceptio
the night.

Grants Abilities:

1 Level 10:
o Song of Cunning 1
o Song of Quickness 1
o Song of Silence 1

Usable Abilities:

1 Level 10:
o Song ofCunning 1
o Song of Quickness 1
o Song of Silence 1

1 Level 15:
o Song of Cunning 2
o Song of Quickness 2
o Song of Silence 2

1 Level 20:
o Song of Cunning 3
o Song of Quickness 3
o Song of Silence 3

Wondrous Music
Class:Adventurer
Attribute: Personality
Prerequisitelmproved Singing
Prerequisite: Level 10




\Wondrous Music allows the actor to sing songs that expand the mind and open the listef
new realms of consciousness.

Grants Abilities:

1 Level 10:
o Song of Concentration 1
o Song of Mysticism 1
o Song of Willpower 1

Usable Abilities:

1 Level 10:
o Song of Concentration 1
o Song of Mysticism 1
o Song of Willpower 1

1 Level 15:
o Song of Concentration 2
o Song of Mysticism 2
o Song of Willpower 2

1 Level 20:
o Song of Concentration 3
o Song of Mysticism 3
o Song of Willpower 3

Wands
Class:Adventurer
Attribute: Intelligence

Wands gives the actor the ability to use magic wands to cast spells. An actor must have
tier at least equal to the spell's spell tier in order to cast a given spell using a wagrttubete
get a bonus of +2 to their spell tier for the purpose of using the Wands skill.

Improved Material
Class:Adventurer

Improved Material causes the actor to use the Improved Save table for his Material Save




Usable Abilities:

1 Level 10:

o Stout Fortitude 1
1 Level 15:

o Staut Fortitude 2
1 Level 20:

o Stout Fortitude 3

Fortitude
Class:Adventurer
Prerequisitelmproved Material
Prerequisite: Level 5

Fortitude grants the actor +5 resistance to Material effects and spells.

Great Fortitude
Class:Adventurer
PrerequisiteFortitude
Prerequisite: Level 10

Great Fortitude gives a bonus to the actor's Material Save, equal to 10 or the actor's Dur
bonus, whichever is higher.

Improved Energetic
Class:Adventurer

Improved Energetic causes the actor to use the Improvedt&iale for his Energetic Save.

Usable Abilities:

1 Level 10;
o Acrobatic Escape 1
1 Level 15;

o Acrobatic Escape 2
1 Level 20:




o Acrobatic Escape 3

Escape
Class:Adventurer
Prerequisitelmproved Energetic
Prerequisite: Level 5

Escape grants the actor +5 resistance to Energetic effects and spells.

Lightning Escape
Class:Adventurer
PrerequisiteEscape
Prerequisite: Level 10

Lightning Escape gives a bonus to #utor's Energetic Save, equal to 10 or the actor's Agi
bonus, whichever is higher.

Improved Spiritual
Class:Adventurer

Improved Spiritual causes the actor to use the Improved Save table for his Spiritual Savs
Usabk Abilities:

1 Level 10:

o Resolute Belief 1
1 Level 15:

o Resolute Belief 2
1 Level 20:

o Resolute Belief 3

Resolve
Class:Adventurer
Prerequisitelmproved Spiritual
Prerequisite: Level 5




Resolve grants the actor +5 resistance to Spiritual effects and spells.

Iron Resolve
Class:Adventurer
PrerequisiteResolve
Prerequisite: Level 10

Iron Resolve gives a bonus to the actor's Spiritual Save, equal to 10 or the actor's Perso
bonus, whichever is higher.

Stand Stout
Class:Adventurer
PrerequisiteFortitude
Prerewisite: Level 10

Stand Stout grants Stout Fortitude powers, which give the actor a bonus to his Material ¢
when activated.

Grants Abilities:

1 Level 10:

o Stout Fortitude 1
1 Level 15:

o Stout Fortitude 2
1 Level 20:

o Stout Fortitude 3

Acrobatic Evasion
Class:Adventurer
PrerequisiteEscape
Prerequisite: Level 10

Acrobatic Evasion grants Acrobatic Evasion powers, which give the actor a bonus to his
Energetic save when activated.

Grants Abilities:




1 Level 10:

o AcrobaticEscape 1
1 Level 15:

o Acrobatic Escape 2
1 Level 20:

o Acrobatic Escape 3

Resolute Belief
Class:Adventurer
PrerequisiteResolve
Prerequisite: Level 10

Resolute Belief grants Resolute Belief powers, which give the actor a bonus to his Spirit
when activated.

Grants Abilities:

1 Level 10:

o Resolute Belief 1
1 Level 15:

o Resolute Belief 2
1 Level 20:

o Resolute Belief 3

Full Item Listing

Full descriptions of common items, plus sample of some of the magic items.

Dagger
\Weapon 2 gold 1 Ibs

Weapon Type: Light Blade (Simple) (Light)
Damage: (1 to 20)

The dagger is a short blade suitable for stabbing and close work.




Shortsword

Weapon 10 gold 2 Ibs

Weapon Type: Light Blade (Light)
Damage: (1 to 30)

The shortsword is shorter than a regular sword, but still a dangerous weapon.

Dagger, Masterwork

\Weapon 302 gold 1 lbs

Weapon Type: Light Blade (Simple) (Light)
Damage: (1 to 20)
Attack Bonus: 5

The dagger is a short blade suitable for stabbing and close work.

Shortsword, Masterwork

\Weapon 310 gold 2 Ibs

Weapon Type: Light Blade (Light)
Damage: (1 to 30)
Attack Bonus: 5

The shortsword is shorter than a regular sword, but still a dangerous weapon.

Shortsword +5 of Weakness

\Weapon 8010 gold 2 Ibs

Weapon Type: Light Blade (Light)
Damage: (1to 30) +5

Attack Bonus: 5

Enhancement: +5

Spell Attack: Weakness (Spell Bonus 10)

Material/Debility One enemy




Weakness inflicts a penalty &t points, to statistics: Strength, Agility. This effect lasts
indefinitely.
Weakness has no effect on a successful save.

The shortsword is shorter than a regular sword, but still a dangerous weapon.

Longsword

\Weapon 15 gold 4 Ibs

Weapon Type: Heavy Blade
Damage: (1 to 40)

The longsword is a long, straighladed sword.

Greatsword

Weapon 50 gold 8 Ibs

Weapon Type: Heavy Blade (Requires two hands)
Damage: (1to 50) + 5

This sword, long and heavy, is wielded with two hands.

Longsword, Masterwork

\Weapon 315 gold 4 |bs

Weapon Type: Heavy Blade
Damage: (1 to 40)
Attack Bonus: 5

The longsword is a long, straighladed sword.

Greatsword, Masterwork

\Weapon 350 gold 8 Ibs

Weapon Type: Heavy Blade (Requires two hands)




Damage: (1 to 50) +5
Attack Bonus: 5

This sword, long and heavy, is wielded with two hands.

Greatsword +15 of Strength

Weapon 98050 gold 8 Ibs

Weapon Type: Heavy Blade (Requires two hands)
Damage: (1 to 50) + 20

Attack Bonus: 15

Enhancement: +15

Save Effect Type: Material
Grants a bonus to statistics: Strength
Bonus Points: +4

This sword, long and heavy, is wielded with two hands.

Greatsword +20 of Curse

\Weapon 128050 gold 8 Ibs

Weapon Type: Heavy Blade (Requires two hands)
Damage: (1 to 50) + 25

Attack Bonus: 20

Enhancement: +20

Spell Attack: Curse (Spell Bonus 40)

Spiritual/Curse One enemy
Curse hits for (1 to 240) hit points of damage.
Curse has no effect on a successful save.

This sword, long and heavy, is wielded with two hands.

Staff

\Weapon 1 gold 2 Ibs

Weapon Type: Staff (Simple) (Light)




Damage: (1 to 20) (Blunt)

Little more than a walking stick, this staff is only a moderate weapon.

Quarterstaff

Weapon 1 gold 4 lbs

Weapon Type: Staff (Requires two hands) (Light)
Damage: (1 to 40) (Blunt)

This long staff, wielded in two hands, is an effective weapon when used skillfully.

Quarterstaff, Masterwork

\Weapon 301 gold 4 |bs

Weapon Type: Staff (Requires two hands) (Light)
Damage: (1 to 40) (Blunt)
Attack Bonus: 5

This long staff, wielded in two hands, is an effective weapon when used skillfully.

Staff, Masterwork

\Weapon 301 gold 2 Ibs
Weapon Type: Staff (Simple) (Light)

Damage: (1 to 20) (Blunt)

Attack Bonus: 5

Little more than a walking stick, this staff is only a moderate weapon.

Staff +20 of The Magus

\Weapon 162001 gold 2 Ibs

Weapon Type: Staff (Simple) (Light)
Damage: (1 to 20) + 20 (Blunt)




Attack Bonus: 20
Enhancement: +20

Save Effect Type: Spiritual
Grants a bonus to statistics: Intelligence
Bonus Points: +2

Save Effect Type: Spiritual
Grants a bonus to statistics: Spesdkag
Bonus Points: +5

Little more than a walking stick, this staff is only a moderate weapon.

Greatclub
\Weapon 1 gold 8 Ibs
Weapon Type: Bludgeon (Requires two hands)
Damage: (1 to 50) (Blunt)
This massive club is unwieldy but dangerous.

Club
\Weapon 1 gold 3 Ibs
Weapon Type: Bludgeon (Simple)
Damage: (1 to 30) (Blunt)
This club is a crude bludgeon made of solid oak.
Warhammer

\Weapon 12 gold 5 Ibs

\Weapon Type: Bludgeon
Damage: (1 to 40) (Blunt)

The warhammer is a twiaced hammer made for combat.




Greathammer

Weapon 40 gold

\Weapon Type: Bludgeon (Requires two hands)
Damage: (1 to 45) + 5 (Blunt)

10 Ibs

This massive hammer is made for a warrior to wield with two hands.

Club, Masterwork

\Weapon 301 gold 3 Ibs
Weapon Type: Bludgeon (Simple)
Damage: (1 to 30) (Blunt)
Attack Bonus: 5
This club is a crude bludgeon made of solid oak.
Greatclub, Masterwork

\Weapon 301 gold 8 Ibs
Weapon Type: Bludgeon (Requires two hands)
Damage: (1 to 50) (Blunt)
Attack Bonus: 5
This massive club is unwieldy but dangerous.

Warhammer, Masterwork
\Weapon 312 gold 5 Ibs

\Weapon Type: Bludgeon
Damage: (1 to 40) (Blunt)
Attack Bonus: 5

The warhammer is a twiaced hammer made for combat.

Greathammer, Masterwork




\Weapon 340 gold 10 lbs

\Weapon Type: Bludgeon (Requires two hands)
Damage: (1 to 45) + 5 (Blunt)
Attack Bonus: 5

This massive hammer is made for a warrior to wield with two hands.

Greathammer +20 of Nullification

\Weapon 128040 gold 10 lbs

Weapon Type: Bludgeon (Requires two hands)
Damage: (1 to 45) + 25 (Blunt)

Attack Bonus: 20

Enhancement: +20

Save Effect Type: Spiritual
Grants a bonus to statistics: Spell Nullification
Bonus Points: +35

This massive hammer is made for a warrior to wield with two hands.

Greathammer +25 of Nullification

\Weapon 200040 gold 10 lbs

Weapon Type: Bludgeon (Requires two hands)
Damage: (1 to 45) + 30 (Blunt)

Attack Bonus: 25

Enhancement: +25

Save Effect Type: Spiritual
Grants a bonus to statistics: Spell Nullification
Bonus Points: +45

This massive hammer is made for a warto wield with two hands.

Axe

\Weapon 5 gold 3 Ibs




Weapon Type: Axe (Simple)
Damage: (1 to 25) (10% critical)

This light singlebladed axe makes a decent weapon.

Battleaxe

Weapon 10 gold

\Weapon Type: Axe
Damage: (1 to 35) (10% critical)

This double bladed axe is designed for war.

6 Ibs

Greataxe

\Weapon 20 gold

Weapon Type: Axe (Requires two hands)
Damage: (1 to 55) (10% critical)

This mighty axe is wielded with two hands.

12 Ibs

Axe, Masterwork

\Weapon 305 gold
Weapon Type: Axe (Simple)

Damage: (1 to 25) (10% critical)

Attack Bonus: 5

This light singlebladed axe makes a decent weapon.

3 lbs

Battleaxe, Masterwork

\Weapon 310 gold

\Weapon Type: Axe

6 Ibs




Damage: (1 to 35) (10% critical)
Attack Bonus: 5

This double bladed axe is designed for war.

Greataxe, Masterwork

\Weapon 320 gold 12 Ibs

Weapon Type: Axe (Requires two hands)
Damage: (1 to 55) (10% critical)
Attack Bonus: 5

This mighty axe is wielded with two hands.

Battleaxe +20 of Ice

\Weapon 162010 gold 6 Ibs

\Weapon Type: Axe

Damage: (1 to 35) + 20 (10% critical)
Attack Bonus: 20

Enhancement: +20

Grants resistance +5 to spell type Energetic/Cold.

Spell Attack: Cold (Spell Bonus 45)

Energetic/Cold One enemy
Cold hits for (1 to 120) hit points of damage.
Cold has no effect on a successful save.

This double bladed axe is designed for war.

Shortbow

\Weapon 30 gold 2 Ibs

Weapon Type: Bow (Simple) (Requires two hands)
Damage: (1 to 30)

This common shortbow is useful for hunting or combat.




Longbow

Weapon 75 gold 3 Ibs

Weapon Type: Bow (Requires two hands)
Damage: (1 to 40)

The longbow is a dangerous weapon in the hands of a skillful bowman.

Composite Bow

Weapon 100 gold 3 Ibs
Weapon Type: Bow (Requires two hands)

Damage: (1 to 40)

Strength Damage: 7

Attribute: Strength 13

This composite bow is reinforced for extra power.

Strongbow

\Weapon 150 gold 3 Ibs
Weapon Type: Bow (Requires two hands)

Damage: (1 to 40)

Strength Damage: 15

Attribute: Strength 16

This enormous bow requires a mighty bowman to wield.

Shortbow, Masterwork

\Weapon 330 gold 2 Ibs

Weapon Type: Bow (Simple) (Requires two hands)
Damage: (1 to 30)
Attack Bonus: 5




This common shortbow is useful for hunting or combat.

Longbow, Masterwork

\Weapon 375 gold 3 Ibs
Weapon Type: Bow (Requires two hands)

Damage: (1 to 40)

Attack Bonus: 5

The longbow is a dangerous weapon in the hands of a skillful bowman.

Composite Bow, Masterwork

\Weapon 400 gold 3 Ibs

Weapon Type: Bow (Requires two hands)
Damage: (1 to 40)

Strength Damage: 7

Attack Bonus: 5

Attribute: Strength 13

This composite bow is reinforced for extra power.

Strongbow, Masterwork

\Weapon 450 gold 3 Ibs
Weapon Type: Bow (Requires two hands)

Damage: (1 to 40)

Strength Damage: 15

Attack Bonus: 5

Attribute: Strength 16

This enormous bow requires a mighty bowman to wield.




Strongbow +5 of Speed

Weapon 8150 gold 3 Ibs

Weapon Type: Bow (Requires two hands)
Damage: (1to 40) +5

Strength Damage: 15

Attack Bonus: 5

Enhancement: +5

Attribute: Strength 16
Save Effect Type: Energetic

Grants a bonus to statistics: Action Speed
Bonus Points: +2

This enormous bow requires a mighty bowman to wield.

Mighty Bow +20 of Intelligence

\Weapon 128300 gold 3 Ibs

Weapon Type: Bow (Requires two hands)
Damage: (1 to 40) + 20

Strength Damage: 25

Attack Bonus: 20

Enhancement: +20

Attribute: Strength 20
Save Effect Type: Spiritual
Grants a bonus to statistics: Intelligence

Bonus Points: +4

This incredibly powerful be is beyond the capacity of ordinary mortals.

Strongbow +20 of Speed

\Weapon 162150 gold 3 1Ibs

Weapon Type: Bow (Requires two hands)
Damage: (1 to 40) + 20
Strength Damage: 15




Attack Bonus: 20
Enhancement: +20

Attribute: Strength 16
Save Effect Type: Energetic
Grants a bonus to statistics: Action Speed

Bonus Points: +10

This enormous bow requires a mighty bowman to wield.

Robes

Armor 5 gold 1 Ibs

Armor Type: Light Armor
Defense Class: 5

Maximum Agility Bonus: 30
Non-Proficient Attack Penalty: 5
Spellcasting Penalty: O

Stealth Penalty: 5

These voluminous robes offer a small amount of protection.

Leather Armor

Armor 25 gold 20 Ibs

Armor Type: Light Armor
Defense Class: 15

Maximum Agility Bonus: 20
Non-Proficient Attack Penalty: 5
Spellcasting Penalty: 10
Stealth Penalty: 15

This suit of leather armor provides decent protection, but still allows the wearer good m(

Chainmail Armor

Armor 150 gold 40 Ibs




Armor Type: Heavy Armor
Defense Class: 25

Maximum Agility Bonus: 15
Non-Proficient Attack Penalty: 20
Spellcasting Penalty: 15

Stealth Penalty: 20

Chainmail armor offers good protection while still providing aecaobility.

Robes, Masterwork

Armor 155 gold 1 Ibs

Armor Type: Light Armor
Defense Class: 10

Maximum Agility Bonus: 35
Non-Proficient Attack Penalty: 5
Spellcasting Penalty: 0

These voluminous robes offer a small amount of protection.

Leather Armor, Masterwork

Armor 175 gold 20 Ibs

Armor Type: Light Armor
Defense Class: 20

Maximum Agility Bonus: 25
Non-Proficient Attack Penalty: 5
Spellcasting Penalty: 10
Stealth Penalty: 10

This suit of leather armor provides decent protection, but still allows the wearer good m(

Chainmail Armor, Masterwork

Armor 300 gold 40 Ibs

Armor Type: Heavy Armor
Defense Class: 30




Maximum Agility Bonus: 20
Non-Proficient Attack Penalty: 20
Spellcasting Penalty: 15

Stealth Penalty: 15

Chainmail armor offers good protection while still providing decent mobility.

Platemail Armor

Armor 600 gold 50 Ibs

Armor Type: Heavy Armor
Defense Class: 40

Maximum Agility Bonus: 0
Non-Proficient Attack Penalty: 35
Spellcasting Penalty: 20

Stealth Penalty: 35

This full suit of armor is protective but heavy and cumbersome.

Platemail Armor, Masterwork

Armor 750 gold 50 Ibs

Armor Type: Heavy Armor
Defense Class: 45

Maximum Agility Bonus: 5
Non-Proficient Attack Penalty: 35
Spellcasting Penalty: 20

Stealth Penalty: 30

This full suit of armor is protective but heavy and cumbersome.

Leather Armor +5 of Agility

Armor 9025 gold 20 Ibs

Armor Type: Light Armor
Defense Class: 25

Maximum Agility Bonus: 25
Non-Proficient Attack Penalty: 5




Spellcasting Penalty: 10
Stealth Penalty: 10

Save Effect Type: Material
Grants a bonus to statistics: Agility
Bonus Points: +2

This suit of leather armor provides decent protection, but still allows the wearer goodym(

Chainmail Armor +10 of Magic Protection

Armor 16150 gold 40 Ibs

Armor Type: Heavy Armor
Defense Class: 40

Maximum Agility Bonus: 20
Non-Proficient Attack Penalty: 20
Spellcasting Penalty: 15

Stealth Penalty: 15

Save Effect Type: Spiritual
Grants a bonus to statistics: Energetic, Material, Spiritual
Bonus Points: +10

Chainmail armor offers good protection while still providing decent mobility.

Platemail Armor +15 of Resist Necrotic

Armor 49600 gold 50 Ibs

Armor Type: Heavy Armor
Defense Class: 60

Maximum Agility Bonus: 5
Non-Proficient Attack Penalty: 35
Spellcasting Penalty: 20

Stealth Penalty: 30

Grants immunity to spell type Material/bl®tic.

This full suit of armor is protective but heavy and cumbersome.




Buckler

Shield 5 gold 5 Ibs

Armor Type: Shield

Defense Class: 5
Non-Proficient Attack Penalty: 5
Spellcasting Penalty: 5

The buckler is a small, light, round shield that offers a small amount of protection.

Shield

Shield 10 gold 10 lbs

Armor Type: Shield

Defense Class: 10
Non-Proficient Attack Penalty: 10
Spellcasting Penalty: 10

The standard shield is made primarily of wood, reinforced with iron.

Tower Shield

Shield 20 gold 15 Ibs

Armor Type: Shield

Defense Class: 15

Maximum Agility Bonus: 10
Non-Proficient Attack Penalty: 15
Spellcasting Penalty: 15

Stealth Penalty: 25

This great shield protects the entire body of the wielder.

Buckler +5 of Energy Protection

Shield 9005 gold 5 lbs

Armor Type: Shield
Defense Class: 10
Non-Proficient Attack Penalty: 5




Spellcasting Penalty: 5

Save Effect Type: Energetic

Grants a bonus to statistics: Energetic
Bonus Points: +30

The buckler is a small, light, round shield that offers a small amount of protection.

Helmet of Seeing VI

Helmet 72000 gold 3 Ibs

Save Effect Type: Spiritual
Grants a bonus to statistics: Observation
Bonus Points: +150

The warrior's magic item of choice, helmets are often enchanted with powerful combat ¢

Helmet of Damage VII

Helmet 98000 gold 3 Ibs

Save Effect Type: Material
Grants a bonus to statistics: Attack Damage
Bonus Points: +35

The warrior's magic item of choice, helmets are often enchanted with powerful combat &

Helmet of Durability VII

Helmet 98000 gold 3 Ibs
Save Effect Type: Material

Grants a bonus to statistics: Durability

Bonus Points: +7

The warrior's magic item of choice, helmets are often enchanted with powerful combat &

Amulet of Trapfinding VIII




Amulet 128000 gold 0 Ibs

Save Effect Type: Spiritual
Grants a bonus to statistics: Traps
Bonus Points: +200

Amulets are commonly enchanted items, granting powers anywhere from a modest mag
boost, to incredibly powerful artifacts.

Full Potion Listing

Potion Value Spell
Minor Protection 25 Minor Protection
Alertness 50 Alertness
Endure Elements 50 Endure Elements
Courage 50 Courage
Speed Burst 50 Speed Birst
Cure Light 50 Cure Light
Minor Restore Energy 50 Minor Restore Energy
See Invisible 400 See Invisible
Fire Protection 400 Fire Protection
Cold Protection 400 Cold Protection
Lightning Protection 400 Lightning Protection
Calm Emotions 400 Calm Emotions
Lesser Restoration 400 Lesser Restoration
Strength 400 Strength
Aqility 400 Aqility
Durability 400 Durability
Intelligence 400 Intelligence
Personality 400 Personality
Cure Poison 400 Cure Poison
Barkskin 400 Barkskin
Cure Moderate 400 Cure Moderate
Restore Energy 400 Restore Energy
Blur 400 Blur
Invisibility 400 Invisibility
Resist Fire 800 Resist Fire
Resist Cold 800 Resist Cold

Resist Lightning 800 Resist Lightning




Heroism 800 Heroism
Haste 800 Haste
Cure Serious 800 Cure Serious
Major Restore Energy 800  Major Restore Energy
Displacement 800 Displacement

Full Scroll Listing

Scroll Value Skill Spell
Alertness 25 Cosmic MagicTier 1 Alertness
Burst of Flame 25 Energy MagicTier 1 Burst of Flame
Magic Dagger 25 Matter MagicTier 1 Magic Dagger
Speed Btst 25 Matter MagicTier 1 Speed Burst
Faerie Fire 25 Energy MagicTier 1 Faerie Fire
Magic Quarterstaff 25 Matter MagicTier 1 Magic Quarterstaff

Bless 25 Life Magic Tier 1 Bless
Protection 25 High MagicTier 1 Protection
Courage 25 High MagicTier 1 Courage
Sleep 25 Life Magic Tier 1 Sleep
Air Armor 25 Elemental MagicTier 1 Air Armor
Lightning Touch 25 Elemental MagicTier 1 Lightning Touch
Endure Elements 25 Elemental MagicTier 1 Endure Elements
Color Spray 25 Spirit MagicTier 1 Color Spray
Bane 25 Life Magic Tier 1 Bane
Magic Shortbow 25 Matter MagicTier 1 Magic Shortbow
Magic Warhammer 25 Matter MagicTier 1 Magic Warhammer
See Invisible 200 Cosmic MagicTier 2 See Invisile
Cure Poison 200 Life Magic Tier 2 Cure Poison
Remove Paralysi 200 Life Magic Tier 2 Remove Paralysis
Personality 200 Life Magic Tier 2 Personality
Calm Emotions 200 High MagicTier 2 Calm Emotions
Silence 200 High MagicTier 2 Silence
Intelligence 200 Life Magic Tier 2 Intelligence
Durability 200 Life Magic Tier 2 Durability
Aqility 200 Life Magic Tier 2 Aqility
Strength 200 Life Magic Tier 2 Strength
Idiocy 200 Life Magic Tier 2 Idiocy
Sound Burst 200 Energy MagicTier 2 Sound Burst
Cold Protection 200 Elemental MagicTier 2 Cold Protection
Lightning Protection 200 Elemental Magidier 2 Lightning Protection
Scare 200 Spirit MagicTier 2 Scare




Invisibility 200 Spirit MagicTier 2 Invisibility
Hypnotic Pattern 200 Spirit MagicTier 2 Hypnotic Pattern
Fire Elemental | 200 Elemental Magicier 2 Fire Elemental |

Flame Blade 200 Matter MagicTier 2 Flame Blade
Barkskin 200 Matter MagicTier 2 Barkskin
Knock 200 Matter MagicTier 2 Knock
Acid Arrow 200 Elemental MagicTier 2 Acid Arrow
Earth Elemental | 200 Elemenal MagicTier 2 Earth Elemental |
Fire Protection 200 Elemental MagicTier 2 Fire Protection
Dimension Door 400 Cosmic MagicTier 3 Dimension Door
Purge lllusions 400 Cosmic MagicTier 3 Purge lllusions
Disbelief 400 Cosmic MagicTier 3 Disbelief
Cure Serious 400 Matter MagicTier 3 Cure Serious
Displacemeh 400 Spirit MagicTier 3 Displacement
Invisibility Sphere 400 Spirit MagicTier 3 Invisibility Sphere
Dispel Blessing 400 High MagicTier 3 Dispel Blessing
Dispel Curse 400 High MagicTier 3 Dispel Curse
Magic Circle 400 High MagicTier 3 Magic Circle

Resist Cold 400 High MagicTier 3 Resist Cold
Resist Lightning 400 High MagicTier 3 Resist Lightning

Dispel Augmentation 400 High MagicTier 3 Dispel Augmentation

Exhaustion 400 Void MagicTier 3 Exhaustion

Resist Fire 400 High MagicTier 3 Resist Fire

Deep Sleep 400 Life Magic Tier 3 Deep Sleep

Fire Bolt 400 Energy MagicTier 3 Fire Bolt
Fire Burst 400 Energy MagicTier 3 Fire Burst
Searing Light 400 Energy MagicTier 3 Searing Light
Heroism 400 Life Magic Tier 3 Heroism
Hold Person 400 Life Magic Tier 3 Hold Person
Air Elemental Il 400 Elemental MagicTier 3 Air Elemental |l

Icy Cloud 400 Elemental MagicTier 3 Icy Cloud

Poison Ball 400 Elemental MagicTier 3 Poison Ball
Lightning Bolt 400 Elemental MagicTier 3 Lightning Bolt

Life Force 400 Life Magic Tier 3 Life Force

Haste 400 Matter MagicTier 3 Haste
Greater Dagger 400 Matter MagqicTier 3 Greater Dagger
Greater Quarterstaff 400 Matter MagqicTier 3 Greater Quarterstaff
Greater Warhammer 400 Matter MagicTier 3 Greater Warhammer
Greater Shortbow 400 Matter MagicTier 3 Greater Shortbow

Slow 400 Matter MagqicTier 3 Slow
Magic Leather 400 Matter MagqicTier 3 Magic Leather
Magic Platemail 400 Matter MagicTier 3 Magic Platemail




Repulse 800 Cosmic MagicTier 4 Repulse
Magic Eye 800 Cosmic MagicTier 4 Magic Eye
Bind Warrior 800 Cosmic MagicTier 4 Bind Warrior
Purge Blessing 800 Cosmic MagicTier 4 Purge Blessing
Fire Shield 800 Elemental MagicTier 4 Fire Shield
Deafening Shout 800 Energy MagicTier 4 Deafening Shout
Stoneskin 800 Matter MagicTier 4 Stoneskin
Energize Self 800 Energy MagicTier 4 Energize Self
Earth Shield 800 Elemental Magi Tier 4 Earth Shield
Ice Storm 800 Elemental MagicTier 4 Ice Storm
Air Elemental Il 800 Elemental MagicTier 4 Air Elemental lll
Frost Shield 800 Elemental Magidier 4 Frost Shield
Cure Critical 800 Matter MagicTier 4 Cure Critical
Fire Elemental Il 800 Elemental MagicTier 4 Fire Elemental Il
Explosion 800 Energy MagicTier 4 Explosion
Restoration 800 High MagicTier 4 Restoration
Remove Augmentatior 800 Life Magic Tier 4 Remove Augmentation
Neutralize Poison 800 Life Magic Tier 4 Neutralize Poison
Lesser Magic Globe 800 High MagicTier 4 Lesser Magic Globe
Freedm 800 High MagicTier 4 Freedom
Mageskin 800 High MagicTier 4 Mageskin
Charm Monster 800 Life Magic Tier 4 Charm Monster
Confusion 800 Life Magic Tier 4 Confusion
Greater Invisibility 800 Spirit MagicTier 4 Greater Invisibility
Rainbow Pattern 800 Spirit Magc Tier 4 Rainbow Pattern
Panic 800 Spirit MagicTier 4 Panic
Phantasm | 800 Spirit MagicTier 4 Phantasm |
Despair 800 Life Magic Tier 4 Despair
Bestow Curse 800 Void MagicTier 4 Bestow Curse
Death Ward 800 Void MagicTier 4 Death Ward
Teleport 1131 Cosmic MagicTier 5 Teleport
Prying Eyes 1131 Cosmic MagicTier 5 Prying Eyes
Bind Sorceress 1131 Cosmic MagicTier 5 Bind Sorceress
Eruption 1131 Energy MagicTier 5 Eruption
Dominate Person 1131 Life Magic Tier 5 Dominate Person
Hold Monster 1131 Life Magic Tier 5 Hold Monster
Mind Fog 1131 Life Magic Tier 5 Mind Fog
Symbol of Sleep 1131 Life Magic Tier 5 Symbol of Sleep
Breath of Life 1131 Life Magic Tier 5 Breath of Life
Increase Density 1131 Matter MagqicTier 5 Increase Density
Break Enchantment 1131 High MagicTier 5 Break Enchantment
Flame Strike 1131 Energy MagicTier 5 Flame Strike




































































































































































































































































































































































































