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1.0 INTRODUCTION

The Rolemaster Companion (RMC) is a collection of optional rules ai
spell lists for the Rolemaster fantasy role-playing system. Optional is the k
word here; a Gamemaster should carefully examine each section of materi
before using it in his world or campaign. This material runs the gamut fro
play aids that simply make the standard game mechanics easier to hand
to very high powered spells and optional rules. Most GM’s will not u
everything in the RMC; there is just too big a diversity in style and power lew

The RMC includes a wide variety of material because different role playe
want different things from a role playing system. Some GM’s run a lo
powered tightly structured game; such GM’s probabty find that much of tl
material in this product will not be appropriate for their game unless thi
modify and experiment with it. At the other end of the spectrum, some GM
run a high powered or loosely structured game; such GM’s will probably u:
most of the material in this product and modify it and extend it and wis
that there were more 75th level spells. Most GM’s fall in between these tw
extremes; they will use some of the material, ignore some of it, and modil
the rest. The thing to keep in mind is that this is a commercial product. 2
a company, 1.C.E. has to appeal to a large audience and provide materi
that can be used by most of the customers that use our systems.

Players should keep the above discussion in mind when reading the RM{(
some of this material may not be appropriate for your Gamemaster’s gam
The GM must decide which parts of this material will be used in his worl
— not the players. The GM should always be the authority in any role pla
ing session that involves his world. The manner in which a GM interpret
modifies, excludes, or includes rules and guidelines is entirely up to hi
(or her). This is true for the standard rules as well as a set of optional rule
such as the RMC. A Gamemaster should never feel that the rules are an etche:
in-concrete, unbreakable, unbendable, absolutely fixed system; they are pr(
vided to help the GM develop, manage, and run his world.

On the other hand, the Gamemaster has an obligation to his players
make clear what the physical laws of his world entail (i.e., the game mechanics
As efficiently as possible, the GM should indicate what rules and guideline
are being used and which ones have been modified or changed. In additiol
a GM must strive to be consistent in his decisions and in his interpretatiot
of the rules. Without consistency, the players will eventually lose trust ar
confidence in the GM’s decisions and his game. When this happens a FR
game loses much of its pleasure and appeal. Both the GM and the playe
must cooperate to have a successful FRP game.

1.1 DESIGNER NOTES

Rolemaster covers a great many of the bases in fantasy; hopefully, th
Rolemaster Companion enriches that breadth. This supplement began wit
the Spell Coordination Arcane list, developed to interpret and explain th
awesome might of the irresistible Court of Ardor. With that began an unen¢
ing yearning to expand the world of Rolemaster with every spell, every creatun
every profession, every race, every rule, every game aid, every reality, whic
1 have encountered in play, stories, other FRP systems, personal experienc
and the Rolemaster products themselves.

The attempt has been made in this rules supplement to provide rational
for each new concept and alteration suggested. What more needs to be said
Only two things, and the first is of such critical importance that I desire
to make the comment at the beginning of this rulebook rather than at the en(

These rules are optional — every line, every point, every number, ever
die roll, every limitation, every statistic. In fact, in every FRP game ever
rule is optional in every detail. GM’s, never never allow yourself to be boun
into a rulish, bookish, game where the system quickly moves from role play
ing to Technocracy (who knows the rules the best, or who can shout th
loudest, or who can look it up the quickest).

One evening, following a particularly taxing evening with my good friend
(the PC’s), one of them, Jerry Steinworth, stopped to give me some advice

He said, “Mark, don’t let the players tell you how the game is to be played
what the rules are. Whenever [ GM, 1 make it clear that they are not playing
IC.E. or D&D or whatever. They are playing Jerry’s game’



Optional Spell Laws

This is the best advice for a GM. Now I am not saying 4 GM should not
listen; you will always find occasions where you have béen inconsistent.
However, change the outcomes only when you want to. If the players don’t
like your game, they’ll find excuses not to come — a clear message to re-
examine your system. But be careful. Your PC’s will browbeat you with the
same intensity as you or I would browbeat God if we could about the condi-
tion of the present universe (which, I understand, He will change someday).
in such brow-beating, you have ceased being the GM and the players are now
writing your system. As Jerry advised me so I advise you: if a PC ever does
not understand the outcome of a particular action, then respond to his queries
with; “Um hmm. Sure is strange. How will your character go about finding
out why?”

My second comment is briefer. The other reason for this supplement is
simply because there are things I wanted in Rolemaster which we do not have
yet from the good and busy folk at I.C.E., and this game is too good to switch
to another. I wanted to be able to make every item of Ardor, and C&T. 1
wanted to be able to include generally accepted examples of prime character
types in other stories and games. There were myriad spells I wanted in my
world. I wanted some of the characters to be able to do more. I wanted
everything to be able to be built and explained, at least from the GM’s point
of view. I had to answer hoardes of questions and interests from the most
dogmatic, educated, technical, and capable PC’s ever assembled (shoutd I
add oldest?).

Finally, in closing, I hope you find as much freedom, delight, and fulfill-
ment of your group’s fantasies as I have had in playing Rolemaster, and in
preparing most of the material in this heavily playtested supplement.

I dedicate this tome in triplicate, first to Jesus of Nazareth, to my wife
who is patient with me, and to my gamers who are both a great challenge
and a great delight.

‘“Seek ve the Ancient Paths.
Find that which is concealed
In unfortunate disregard.
The contemporary

Sporis a profane allure;
Offending the wiser mind,
Offending the wiser mind.”’

“It is not that the new

Has nothing to offer,

But that the old is essential.
It the rock of new walis,

It the words of new thoughts.
It the principles of planes.

It the principles of planes.”’

““That which is right is right.
Nothing is gained in walk

Which abandons truths found before.
The obvious is so

Frequently overlooked

It almost always should speak.

It almost always should speak.”’

“‘Seek ye the Ancient Paths.
Find that which is concealed

In unfortunate disregard.
Enlightenment gives wings,
Power forgotten yet

Gives might to one who is wise.
Gives might to one who is wise.”’

By the Magician, Brand, AMD.

1.2 NOTATION

The material in the Rolermnaster Companion uses the standard notation from
the Rolemaster products: Arms Law & Claw Law (AL&CL), Spell Law (SL),
Character Law & Campaign Law (ChL&Cal), and Creatures & Treasures
(C&T). Those products should be consulted for specific references; for ex-
ample, the spell lists in Section 2.0 all use SL abbreviations and notation in
the spell descriptions and the creature descriptions in Section 7.0 use the codes
and abbreviations from C&T.

Two type of notation for dice rolls are used in this product:

1) The range notation, #-#, where the first # is the beginning range
and the second # is the end of the range; for example, 1-100 is a roll
resulting in a number between 1 and 100 (00).

2) The die type notation, #D#, where the first # is the number of
dice to roll (and sum the results) and the second # is the “type”
(number of sides or possible results from 1 to #) of dice to roll. For
example, 2D6 = roll two six-sided dice and sum the results; 1D8
= roll one 8-sided die; 3D10 = roll three 10-sided dice and sum the
results.

2.0 OPTIONAL SPELL “LAWS”

Most of the material in this section deals with systems for handling specific
magical principles and natural phenomena that can be added to a world or
a campaign. The GM should be very aware that such systems can significantly
affect the way that magic works in his game. This material includes: Arcane
Magic, Section 2.1 (magic that is not keyed to a single Realm); Earthnodes,
Section 2.2 (areas rich in magic and power); magical languages, Section 2.4
(using magic languages to enhance the power and effectiveness of spells);
and finally, the Ethereal world, Section 2.5 (other planes of existence).

The rest of the material in this section deals with optional ways of handl-
ing certain spell guidelines from Spell Law.

2.1 ARCANE MAGIC

The primary forms of the Arcane Magic presented in this section are the
spell lists in Section 3.I.  The GM should examine each list very careful-
ly before using it in his campaign; note especially the Ethereal Mastery list
and the Earthblood’s Way list, which require a very specific world set-up that
may not fit in with the GM’s. In addition, the Spell Coordination and the
Bladerunes lists add the capacity for generating different types of “stored”
magic that may significantly increase the amount of non-intrinsic magic oc-
curring in a campaign. A GM should feel freeto modify these lists or to
design additional Arcane Lists for use in his specific campaign and world
system. .



On Arcane Magics

The spell lists presented in Section 3.1 are called The Arcane Spell Lists,
and are supposed to represent ancient areas of magical knowledge that ex-
isted before most magic usage became specialized into the three normal Realms
of Power: Essence, Channeling, and Mentalism.

One possible rationale for this situation is that there is one underlying power
source for all magic, and that spell usage in the three Realms of Power has
specialized and “easily learned” methods of tapping this power. Thus, as magic
usage became more and more widespread, the power utilized became more
and more specialized so that it required less formal training and less inherent
natural talent. Thus the Archmages (see Section 4.1), who approach magic
usage from the single power source view are relatively rare (perhaps because
of special talent, background, race, etc.) and require more “formal” training
to learn spell lists (2/* development point cost). On the other hand, “nor-
mal” Spell Law magic users make up the vast majority of spell casters and
require less “formal” training (1/* development point cost for spell lists in
their area of specialization).

As an analogy, look at the heat from burning (rapid oxidation), the elec-
tricity from a battery, and the blast from an explosion as three power sources.
Using different “guidelines”, technicians and repairmen (ie., firemen, welders,
electricians, demolition experts) easily work with these power sources as if
they were separate and very different. However, a chemist (or physicist) would
view all three as different manifestations of a single power source: the energy
produced by chemical reactions. In most cases, chemists are rarer and re-
quire more formal training than technicians. Using this analogy, one can view
Archmages as “chemists” (or “physicists”) and other spell casters as
“technicians”.

GUIDELINES FOR USING THE ARCANE SPELL LISTS
(A) Any character with spell casting ability may study Arcane Spells, but the
development points and other factors will vary (see below).

{B) When casting Arcane spells, the normal Spell Law rules apply (power
points, spell casting, RR’s, etc.). The power points required come from the

ON ARCANE MAGICS

From the Introduction to Book 4 of Studies Beyond The
Common White Lore, by Yh'tomit, the Loremaster.

To this point, the great majority, in fact nearly the totality of
these Chronicles (as recorded by your humble Lorist) have been
accurately compiled from a variety of first-hand sources. However,
this preliminary discussion of the Arcane Magic which is now
broadly recognized within nearly all esoteric magical lore circles
comes from personal dialogues with my own tutor in Essential
Energies, Luas. You need no discussion of him; his Principles
& Elementaries is the standard introductory text for magical
craft today.

Indigenous to the study of the origins of the Arcane Tomes is
the mention of the Draconic Wizards, or Dragon Mages, as
they are commonly called. The necessity for this mention is
clarified in this record quilled in my journals on the 60th of II-
arin, 2292 TAIL With the benefit of total recall, I have carefully
included, without comment, every word between my teacher and
me on 2292 TAI:

“Whence the Arcania? They were placed into my very hands
by my master Leilamag. Under his instruction I have mastered
them all, ascended because of them, and released them finaily
to you as a private honor before you disseminated them to the
proper colleges and institutes for their perpetuity.”

“Master, so they came to you. But whence did Grand Master
Leilamag learn these things? And what do you mean, ‘ascended?’ ”

“We must speak of ascension later. But of Leilamag, he was
whelmed by energy on the first day of the thousandth year of the
third age, and received understanding to research, list, and design
the Arcania. He then placed it into my hands.”

“Your own master set them down! What ages you speak of! Is
this a figure? Are you fey - an E}f? Is even your master an Elf?
Do you wear skins which disguise you? Though I came to you
I assumed from seeing your flesh that you are but man, wise by
essential gift, and not by eon. How can you speak of your lord’s
revelation in the first millenium? Not to mention that your own
vears then lengthen far beyond...”

“Yh'tomit, you must not be afraid. I have already taught you
to master forces far beyond your frame. And you have done as
well as the best of my disciples. But do not think that you have
even approached the Limits. Your understanding may yet reach
out to grasp and move energies which shape all solid realities and
even the planes themselves. Though I must confess, even I
wondered and feared when my master left me the night he gave
to me the Arcane Library and the ancient language. (I will not
bother you by telling you in what year that was!) I was awed
enough by the door he had opened to me. Then, no sooner had
he departed into the yard, than my whole house was encompassed

by a shadow that blocked the full moon. As the shadow finally
passed, I saw the ragged edge of a great wing. I knew then that
my master Leilamag was indeed greater than I had dreamed. And
I now tell you that this greatness was not merely innate, but it
could be shared.”

“Master, what is it that you say? Isn’t the legend of the
Magedrakes one of horror and evil? Would you associate yourself
with such dark fantasies? Were you yourself fed on such a tradi-
tion? And have I learned these ways from such a history?”

“Not fantasies Yh’'tomit. And be aware of your ignorance and
your prejudgment. All creatures, great or small, have some little
choice at least in the road they walk, or fly, even Orcs. And to
speak of the evil ones, most of their deeds of death were wrought
while just men.”

“Men? Master, are these people who have gained the ability
to become, I mean, to be dragons? And to move back and forth
between the form and Essence?”

“Certainly, even you, as you quest for knowledge, grow hungry
for power as well? Is power not an aquired taste? Think of it now,
when the masses are just beginning to call you lord. Which is
greater? To be as the dumb fighters, or like those pathetic magic
practitioners who wield their spells like hammers instead of with
cleverness. Is it greater calling themselves Dragon Lords and riding
the beasts’ backs, or to be able to ascend into true might — to
take not just the form but also the Essence as well — to be both
Dragon and Dragon Lord?”

“So the Arcania were created by the Dragons?”

“I am not sure that ‘created’ is the best word. This body of
magical formulae is extremely ancient. Ancient enough to have
been composed before the specialization of magic into three dif-
ferent realms. And because of this, they are accessible not only
by true spell casters of each of the three realms, but even by im-
pure magic users, though they may find little benefit from these
arcane spells. Though now almost as easily found as the so-called
‘open lists,’ these are the most erudite spells ever researched. So
erudite in fact are they that a few may even wonder what benefit
at all they contribute. And because of the complexity of these readi-
ly available formulae, only the most determined and prolonged
study will enable one to master absolutely all the concepts of on-
v 1 tome. Even a pure magic user will have made no less than
seven separate studies to obtain every mastery possible.”

Author’s Appendium: As you might expect, after this and
many other discussions, my master left me in his abode — now
given to me, libraries, labs, and all — dumbfounded. It was with
some numbness that I noted the sudden and lengthy dimness,
followed by the trailing edge of a jagged wing.




Earthnodes

spell caster’s normal realm(s). An Archmage’s power points are calculated
by using (EM + IN + PR)/3 instead of a single stat. For stat bonuses to app-
ly when resisting Arcane spells use: (EM bonus + IN bonus + PR bonus)/3
+ (sum of the 3 racial RR bonuses for magic)/3.

(C) As for the development point costs for learring the Arcane lists, the GM
has a number of options which he can exercise. Some suggestions are given
here and the GM can decide which of these he desires to use (he may want
to use more than one option), or he may develop a system of his own.

Option 1: The GM may vary the efficiency of a spell pick (see Spell Law
Section 5.31) for the different professions as follows:

a. Non-spell Users must make one spell pick to learn every 2 levels
of an Arcane list; ie., 1-2, 3-4, 5-6, ctc. Each spell after level 10 re-
quires a separate pick to learn.

b. Semi-spell users must make one spell pick to learn every 3 levels
of an Arcane list through level 15; i.e., 1-3, 4-6, 7-9, etc. Each spell
after level 15 requires a type “E” pick to learn, and type “E” picks
cost 8/%

¢. Pure spell users must make one spell pick to learn every 5 levels
of an Arcane list through level 20; ie., 1-5, 6-10, 11-15, 16-

20. However, every such pick costs 2/% and their type “E” picks
cost 3/*

d. Hybrid spell users, actually more comfortable with the fundamen-
tal concepts of lists which bridge all the realms, must make one spell
pick to learn every 6 levels of an Arcane list through level 20; ie.,
1-6, 7-12, and 13-20. Those picks cost 2/*, while their type “E” type
picks also cost 2/%

e. Archmages, being perfectly suited to Arcane magic, may make
their spell picks for Arcane lists normally: 1-10, 11-20, 25, 30, 50 (at
a cost of 2/%).

Option 2: The GM may opt for an identical spell pick system for every pro-
fession, with the rationale that since the Arcane lists are based on the foun-
dational concepts of all magicks, they can be learned by anyone at the same
rate. The chief difference for each profession then is simply the development
point costs for spell lists (minimum pick cost is 2/*). With this approach,
the every profession must make one spell pick to learn every 5 levels of an
Arcane list gained; ie., 1-5, 6-10, 11-15, 16-20. Type “E” picks are made at
the individual profession’s standard spell list development cost (minimum of
2/%).

Option 3: The GM may opt to select certain Arcane lists to be handled or
learned differently than other Arcane lists. For example, he may decide that
the Spell Coordination list is an unlikely list for non-spell users and require
that it be handled as in Option 1 above. But the GM may also decide that
the Shapechanging Ways list is a very natural list for non-spell users and allow
them to learn it as in Option 2 above.

Option 4: The GM may decide to use social and cultural meaus as the primary
control and limit on learning Arcane lists. In this case, the GM might select
a very generous pick system as in Option 2, but make it extremely difficult
in terms of game play to obtain the materials or training necessary to learn
the lists.

Option 5: Many special kinds of attributes appear in fantasy and mythology,
especially such things as incredible innate talents and special magical abilities.
These can be played quite handily by giving a character an inherent spell list
which defines the development of the talent or ability. For example, a GM
might decide that certain members of a special tribe have the innate capability
to transform themselves into animals, and thus gain the Shapechanging Ways
list automatically — learning a new spell level in the list each time the character
gained a level in experience. Such a list is something which can be given as
part.of a character’s background (perhaps requiring the use of one or more
background options, Ch&Cal Section 14.23), without changing or unbalan-
cing the rest of the systems in use.

2.2 EARTHNODES

This section describes the phenomena of Earthnodes: areas very rich in
available magical power. While Earthnodes do increase potential magic use
and scope, they also restrict the increase in power to very limited areas that
can be controlled by the GM without changing the basic magic system. If .
a GM decides to use Earthnodes, he can specifically tailor them to his world
by controlling their number, size, and placement. Earthnodes allow a GM
to create certain areas in his world where special activities (requiring magical
power outside of the normal scope of Spell Law) can take place; for exam-
ple, Earthnodes for special item creation, Earthnodes placed so as to create
a transportation grid based upon teleportation, Earthnodes as centers of heal-
ing, etc.

Earthnodes themselves appear in two forms, called Major and Minor. Major
Earthnodes are those which have radii larger than 100°, Minor Earthnodes
have radii of less than 100°. Most Earthnodes are perfectly circular. Major
Nodes can be detected from far away by their tremendous outlay of power
by a mere 5th level Arcane spel called Nodeguide (see Section 3.12). However,
Minor Earthnodes are not detectable at all except from within their actual
radii. This makes them very difficult to find, their discovery only being made
by a chance detection of a passer through or difficult scanning operations
made by masses of highly trained personnel. However, the power available
in both Major and Minor Earthnodes is virtually identical and can be ac-
cessed by the spells on the Earthblood’s Ways list (Section 3.12).

OF EARTHBLOOD AND EARTHNODES

By Elenmel, Historian, Scribe, and Astrologer.

Power is essentially the same. This fact is the reality of the ear-
ly days of magic and is the working theory and principle behind
the movement for the reunification of the realms. Whether the
power is initiated by a deity and channeled through his disciple,
whether the power is harnessed like the great forces of winds and
waves by the Essential Magicians, whether it is spun within and
cunningly focused by the minds of the Mentalists, the power itself
is the same. The raw power courses through empty space, but
more primarily through the very fabric of the spheres, including
our own.

In the body of the earth, power runs in arteries and veins and
coalesces unpredictably in pools, fountains, and reservoirs. This
power we call the Earth’s blood, and these pools we call Ear-
thnodes (or simply, Nodes). (That they exist we now have no doubt,
having defined a second variety of node which we call Minor, pro-
bably a misnomer.) Power is concentrated in these places as in
no others, so that often reality is dictated as to its paths, at least
where those paths are fully circumscribed by the boundaries of
these fountains of the earth’s blood. Some wise ones have work-
ed for seven “perfect” generations completing their understanding
of the wielding of the Nodes, if not understanding the Nodes
themselves or the wherefores of their origins. Incredible feats of
power and fransport, of life and knowledge, are performed by those
who master the ways of the Earthblood.

A phenomenon aoften reported is the high correlation between
the node areas and relatively unusual circumstances or structures
occurring within those areas. No satisfactory explanantions out-
side philosophical discussions of the leanings of fate have been
tendered.

EFFECTS AT EARTHNODES

Earthnodes were initially discovered, and unfound ones are often still located
by spell casters in the nodes who discover that their spells require significantly
less power than normal, and that recovery of power points occurs very quickly.
Spells cast. while within the radius of the Earthnode only require 75% of nor-
mal PP’s. All fractions are rounded up, so that a 4th level spell costs only
3 power points, a 7th level spell costs 6, an 8th level spell also costs only 6,
while a 20th level spell only costs 1S power points. A spell caster may also

. recover his power points more quickly within an Earthnode than without:

sleep time (as well as Meditation time) is reduced by a third,

This power can be directly accessed by the spells on the Earthblood’s Way
list (Section 3.12), as well as in any other way that the GM decides is ap-
propriate.
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6 Magical Game Balance ™

i

PLACING THE EARTHNODES taneously generate in this node with a frequency and abundance determinedyr

If the GM decides to include Earthnodes in his world, he must note the by the GM. u

locations of fhe Maj.or and Mmor. Earthnodes on his campaign map or similar 2. Valuable Ore: primarily of magical materials such as laen, eog, keron, p
record keeping device. He may just place them anywhere that he wants or ogamur, ete. )

he may want to use a formal generation process similar to the one described ’ 2,

here. . . . . 3. Major City: Usually a leader in commerce, power, academia, etc. %1

One method for recording the positions of Earthnodes is to simply use ) f

a sheet of graph paper to note the locations of the various Nodes and mark 4. Dungeon: A very complicated and usually subterranean complex. e

it sufficiently with landmarks (or whatever) so that the GM can relate this

Node map to his campaign map. A convenient region to be covered by a Node

map is about 250 miles by 250 miles. The area can then be covered by a map

grid of 25 squares x 25 squares, with each square representing an area of 10
 miles by 10 miles,

To determine the number of Earthnodes a given 250 mi x 250 mi area, the
GM can roll dice for the number of Major Nodes and roll again for the number
of Minor Nodes. A suggested number of Major Nodes is 7 + (1-5), with 7
+ (1-5) Minor Nodes. Alternatively, the GM may use 7 + (1-10)or § + (2-20)
or any number he wishes. But playbalance is important to consider in the
over-abundance or under-abundance of these “power-wells”, hence the play-
tested suggestion of 7 + (I-5).

A GM may then determine randomly on his 25 x 25 Nade grid where the
Earthnodes are located or he may place them in appropriate locations on
his map or he may use some combination of the two approaches.

PHENOMENA AT THE NODES

One of the most striking characteristics of the Earthnodes (in particular
Major Earthnodes) is the way unusual items and beings often turn up within
the Node. It appears that either fate (personified) “focuses its attention” on
Earthnode areas, or that powerful beings are drawn subconsciously to the
magic-rich areas. The GM should randomly determine for each Major Node
what important occurence exists at that node. There is only a 30% chance
that a Minor Node will have such an important occurance:

1. Valuable Herb: Especially rare and noteworthy herb occurring in abun-
dance or in an uncharacteristic environment. It is possible that the herb is
of an entirely new specie, produced first by the node. This herb will spon-

5. Lair: the Dwelling of a powerful monster or a lair of a large number 0(!1.
smaller monsters. >
it

6. Castle: Usually that of a mighty fighting lord, spell caster, scholar, finan<;
cier, etc. Bt

7. Shrine: a place holy to a particular deity, being, or principle. Often Shrines?
are uninhabited, being magical places of worship for the local populace or‘h
passers by. :

it
8. Temple: much like a shrine except more often employing personnel andg
offering services appropriate to the religion represented. i

9. Rare Creature: Usually wild in the area, such as a Unicorn, White Hart,”
Ki-lin, Lammasu pride, etc. 1‘
]
10. Supernatural Dwelling Place: Often of a powerful being, such as a titan,!,l
giant, lich, angel, demon, etc. 3

11. Lord: The Dwelling of a human-type being of great power, often magical,i:
perhaps not appearing as a lord at all.
12. Magical Phenomenon: A magical warping of reality occurring in one of
myriad forms: enchanted pools, streams, rivers, or fountains; enchanted or
cursed forests; areas full of the nature of Faerie; free flowing chaos; a gate
into a far different space, plane, time, or location; a personal alteration device;,
etc. 3

|

‘v"

2.3 MAGICAL GAME BALANCE !

Often a GM will want to correct what he feels to be an imbalance in hisii
game due to a conflict between how he envisions his world and how the?
Rolemaster system handles certain elements of play. The easiest and best way:
to handle such conflicts is for the GM to change the way that Ais game handlest
those elements of play. This section provides certain options and suggestions;
for changing the standard Spelf Law guidelines concerning the use of magicj

and spells. 3

b

2.31 BASE SPELL LISTS f
The standard Spell Law guidelines provide a set of Base Lists for each prod.
fession (other than non-spell users) and it allows each pure spell user to chose{‘
an additional four base lists from the open and closed lists in his realm (SL?
Section 13.4). This guideline may be too restrictive for some GM’s and worlds/
50 in this section we provide some optional ways of approaching this factorf
This loosening of the standard SL restrictions may be particularly justifieds
in a world that reflects powerful individuals from mythology and fantasy®
literature. A GM may use any of these options or combine them in any way!
he see fit. $
%
Option 1: Allow some of the other professions to choose between one and.!
four additional base lists. This is most appropriate for hybrid spell users andll
to a lesser extent for for semi-spell users. :

Option 2: Allow spell users to choose their additional base lists from the other
professional base lists in their own realm. A possible reason for doing this
is that a broadening of the PC’s abilities occurs, which is sometimes attrac-
tive if the number of players is small. Otherwise, for example, no one but
a pure Cleric can turn undead, no matter how good a Channeling user he
is; no one but a Bard can tell what an item is, or has the enhanced ability
to study; etc. So, theoretically, it requires about 17 varied characters to cover
all of the bases most 5 man parties face. One balancing factor to this freedom
is that if a PC does select other professional lists as base lists, he will pro-
bably come up short on some of the more basic Open and Closed lists that
someone in his profession would normally have. So there is a distinct balan-
cing disadvantage to doing so.
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Option 3: Allow spell users to choose their additional base lists from the other
professional base lists in their own realm, but require that a “pick” to learn
uch a list cost double normal (e.g., 2/* instead of 1/* for a pure or hybrid
pell user, 8/* instead of 4/* for a semi-spell user).

.32 CHANNELING RESTRICTIONS
In many fantasy worlds, Channeling users are permitted to wear all sorts
f armor without infringing on their powers. One can think of a the great
umbers of fighting Clerics and Paladins in plate, Rangers in chain, and other
hanneling heroes who don’t mind “clanking” around in metal armor, If the
(GM desires he may decide that some, all or none of the Channeling profes-
ions (Clerics, Animists, Healers, Rangers, Paladins, Druids, and Astrologers)
re not hindered in their spell throwing by the wearing of any armor, metal
r otherwise, as stated in Spell Law (3.2 & 12.2) or ChL&CaL (4.3). If the
(GM decides to use this optional rule, all Channeling Realm Base Attack Rolls
hould be resolved on the General column of Table 10.1.

Alternatively, the GM may decide to only partially eliminate these restric-
tions: allow metal armor but still use the Extraordinary Spell Failure rules
SL 12.2 and ChL&CaL 14.42) but divide all the modifications due to metal
ind metal armor by 50-90% (GM discretion based upon his world).

In either of these cases, the GM may wish to lower Channeling users’
evelopment point costs for Maneuvering in Armor (Chain and Plate). Sug-
ested values are 4/* and 5/* for Clerics, Animists, Druids, and Healers; and

;/* and 3/* for Rangers. ‘

i

[y

2.33 PREPARATION TIME

.. Standard SL rules require 0 to 2 rounds of “preparation” before a spell
. [ is cast; this is based upon the difference between the caster’s level and the
f spell’s level. The Extraordinary Spell Faiture (ESF) optional rules (SL 12.2)
_}allow a spell to be cast with fewer preparation rounds but with a large chance
-bof ESF.

_}.. This optional rule handles spell preparation as a modif ication to the spell
.} attack roll (as it is handled in MERP). When using this rule, a lack of prepara-
.} tion will make a spell less effective and accurate while increasing the chance
of a normal spell failure dramatically. However, additional preparation will
make a spell more effective and accurate. This optional rule gives a spell caster
many more options and decisions to make during a combat situation, without
| increasing his power. The suggested modifications are: '

-30 — If caster spends 0 rounds preparing a spell.
-15 — If caster spends 1 round preparing a spell.
+0 — If caster spends 2 rounds preparing a spell.
+10 — If caster spends 3 rounds preparing a spell.
+20 — If caster spends 4 rounds preparing 2 spell.

2.4 MAGICAL LANGUAGES

Many fantasy worlds and magics have their own potent languages. If all
or part of this optional rule is used, spells cast by incanting in a “relevant”
magical language may gain certain benefits: requiring less power from the
Caster, having greater potency, and/or giving the Caster better understan-
ding (i.e. experience) of the magic created. The caster must chant in a loud
enough voice to be heard by any target(s), and in any case, the volume must
be that of a loud speaking voice.

NOTE: None of these languages is commonly found among non-
magically oriented people. Often apprentice Spell Casters will gain
access to a language or two that is closely tied to their profession.
Some languages have varying social significance and will provoke
varied reactions: those who speak Qadosh are often deeply revered
and respected, calm and peace will often spontaneously result in
people listening to Eirenay, suspicion will prevail toward a user of
Kubeia (though it is not inkerently evil), hatred will often surround
a user of Thanatos or Asebeia, and an awesome fear shall grow
around a speaker of Anathema. Note that these are the natural
responses of the common fotk and not some sort of magical
influence.

ATTEMPTING TO USE A MAGICAL LANGUAGE

When a spell caster attempts to use a magical language, he must make a
Magic Language Roll (MLR, 1-100 open-ended) adding his linguistics skill
rank bonus in the appropriate language and adding his stat bonus for his
realm (EM for Essence, IN for Intuition, and PR for Mentalism). If the result
is greater than 100, the attempt succeeds and the spell and caster receive all
appropriate benefits. Otherwise, no benefits are recieved. After this, spell
casting proceeds normally.

MAGICAL LANGUAGES OPTIONS

The GM may want to reduce the development point cost for Magical
Language linguistics to 1/* for all pure, hybrid and semi- spell users, Another
option is to assign starting pure and hybrid spell users a set number (5 to
10) Linguistic skill ranks for Magical Languages {perhaps as background op-
tions or just as part of their background).

The following options describe some of the possible benefits of the magical
languages when used with appropriate spells. It should be noted that some
spells can benefit from any of several magical languages that pertain in some
way to the desired effect: )

Option 1: The PP requirement for such a spell is only 75% of normal (round
fractions up). For example, a 20th level spell incanted in its relevant language
only costs 15 PP; a 7th level spell only costs 6 PP; a 5th level spell costs 4
PP, a 4th level spell costs only 3 PP, but the PP cost for spells lower than
4th level are not affected.

Option 2: The Base Attack Roll or Elemental Attack Roll for such a spell
is modified by an additional + 3.

Option 3: The duration for such spells is increases 50%.

Option 4: Any experience points directly acquired from casting such a spell
are increased by 50%.

Option 5: If a control, summoning, repel, or other similar type spell is spoken
in the supernatural language of a being, the target creature’s RR is modified-
by -10,

Option 6;: Modify spell failures for such spells by -20 (minimum of 01).

VARYING THE OPTIONS FOR DIFFERENT LANGUAGES

The GM may decide to vary the effect of different languages. Not necessarily
all of the languages would provide all of the benefits. For example, Ihyama
probably would not include Options 2, 5, or 6); Aionion would perhaps be
confusing or unbalancing with Option 3 on some spells; etc. Perhaps some
would provide only a few of the benefits enumnerated above, while some other
languages might be especially awesome and offer benefits greater than nor-
mal (e.g., triple spell durations, 50% power cost reductions, ete.). Options
like these are especially attractive if differing languages are appropriate for
the same spells — perhaps one language aids better than the other. New
characteristics might be developed (e.g., double the radius, area, or number
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of targets, etc). However, GM's should strive to be careful to let the players
know what effects can be expected from development in magical linguistics.

MAGICAL LANGUAGES AND THEIR RELEVANT SPELLS
Here is a sample set of some languages and their correspondingly “rele-
vant” spells or spell Hsts.

Aionion: Life Mastery, Time Travel, Restoration.

Aisthasis: Monk’s Sense, Night Vision, Dark Vision, Sense Mastery, Sense
Control, Sense Through Others, True Sight.

Anathema: Channels (not evil), Repulsions, Against Demons, Utterlight.
Asebeia: Dark Channels, Dark Lore, Dark Contacts.
Aster: Elemgntal Light, Light, Starlights, Brilliance.

Chaos: Weather, Storms, Clouds, Vibrations, Destructions, Unbarring Ways,
Matter Disruption.

Consciousness: Detections, Delvings, Past Visions, Intuitions, Dreams, Loca-
tions, Lore, Channel Openings, Presence, Anticipations, Astral Beings.

Earthblood: Transport, Path Mastery, Nature’s Awareness, Water Finding,
Weather Prediction.

Eirenay: Transférring Ways, Self Healing, Calm Spirits, Healing.

Gnosis: Mind Mastery, Mind Destruction, Mind Merge, Mind Control, Mind
Attack, Mind Visions, Mind Erosion, Mind Subversion, Mind Disease, Mind
Domination, Memory, Correlation.

Graphay: Symbols, Runes, Study, Text Analysis.

Hudatos: Elemental Water, Water Breathing, Water Forms, Water Walking,
Swimming, Liquid Skills, Fluid Destruction, Fluid Manipulation.

Ihyama: Healing, Purification, Body Renewal, Self Healing.

Iruaric: Arcane Spells, Spell Reins, Enchanting Ways, Imbedding, Organic
Skills, Inorganic Skills, Bladerunes, Dispelling Ways, Spell Enhancement.

Kubeia: Illusion, Disguise, Shadow, Invisibility, Unseen, Hiding, Change,
Shifting.

Logos: Far Voice, Mind Voice, Way of the Voice, Mind Speech,
Sound Walls, Sound Control, Sound Projection.

Parapateo: Movements, Telekinesis, Staying.

Petra: Spell Defense, Barriers, Walls, Protections, Inorganic Skills, Inner Walls,
Elemental Earth, Solid Destruction, Solid Manipulation, Stone Speech.

Pneumatikos: Spirit Mastery, Summons, Gate Mastery, Elemental Wind, Gas
Skills, Gas Destruction, Soul Destruction, Mind Domination, Mind Subver-
sion, Ethereal Beings.

Porneia; Dark Summons, Demons, Evil Entities.

Purosis: Elemental Fire, Mana Fires, Elemental Ice, Cold Solid Manipula-
tion, Solid Destruction.

Qadosh: Channels (not evil), Ceremonies, Holy Vision, Holy Bridge, Angels,
Creations.

Skotia: Shadow, Darkness, Night Vision, Utterdark, Dark Lore.

Soma: Physical Enhancement, Monk’s Bridge, Body Reins, Damage
Resistance.

Spoudazo: Speed, Haste.

Thanatos: Necromancy, Disease, Curses, Physical Erosion, Flesh Destrt
tion, Mind Disease.

Totem: Animal Masteries, Summons, Shapechanging, Nature Spirits.

Xzulou: Plants, Herbs, Deflections Organic, Organic Skills

2.5 LIVING IN THE ETHEREAL WORLD

The concept of other worlds, times, and planes existing next to the “rea
world is common to many works of fantasy, mythology, and religion. Su
factors are especially key to creating a campaign game or world for fanta
role playing. This section and the spells on the Ethereal Mastery spell |
(Section 3.14) refer to a specific “reality” consisting of many such “plan
of existence”. The GM must examine this material with regards to his ot
world and decide if it is appropriate to use or if he can modify it for v-
in his campaign. ‘

The descriptive term “ethereal” formally (as in a dictionary) refers to thin
of a “heavenly” or “spiritual” nature. The term is often applied to deiti
representative spirits (malevlolent and benign), hosts of varied monsters:
beings, powerful artifacts, as well as varied planes of reality. The existent
of both an Ethereal Plane and corresponding ethereal beings — and naturd
their interaction with the non-ethereal world — are commonly found a
intriguing aspects of fantastic literature and game play. As might be expect
there is quite a range of different concepts as to what exactly are the natui
and characteristics of these ethereal things. The following is one possit
description, albeit necessarily incomplete, of the ethereal world referred;
by the Arcane spell lists (Section 2.1), particularly the Ethereal Mastery I
(Section 3.14), ' ‘

A plane is a singte universe with its own distinctive component characteristi
of energy, matter, physics, and life. The total universe is made up of ani
finite number of planes (also called variant realities). A single plane is oft
radically different from any others in terms of its component characteristic
or at least, its history. The universe we are aware of is just one of the mym
planes.

THE ETHEREAL PLANE

The Ethereal Plane is the plane of connection or transport. It is the mediu
which must be passed through to move from one plane to another. Even vel
powerful gates which link varied planes directly (such as those which con
municate to a deity, or summon a demon) must have some root in the Etherg
Plane — an alteration in the Ethereal Plane which permits the new linkt
exist — a “short cut” so to speak. A more “normal”, certainly less powt.
consuming method, is to move through a gate (door, access) from the plas
you are residing in into the Ethereal Plane, and then, to move from thei
to your destination plane. Even this lesser process is frought with its dange:

To a being travelling on the Ethereal Plane, especially one not quite §
familiar with it, its nature and appearance can be quite confusing an
frustrating. It appears as a great misty darkness through which can be set
at apparently random intervals and positions along the line of the being
travel: doors, gates, accesses to other locations, etc. There are, in fact, ani
finite number of these gates opening up to all of the locations in all of th
planes.

The destination of each of the myriad gates is not apparent from tt
Ethereal Plane, and the gates are identical except for two things. First, siz
as there are lesser and greater gates, each different in the mass and pow
of being which can pass through. Second, some spell casters have learne
ways to mark the gates so that they will be recognizable at a later date an
can be utilized again (or avoided).

There is sufficient light (no one knows the source — perhaps it is the di
fused radiance of the gates, or the charge of a magic-rich atmosphere) fu
a common man to perceive by sight other beings or objects quite clearly t
about 50", There is also a constant layer of swirling opaque fog about 18 in
ches deep on the floor. This fog immediately conceals any objects droppe
within the depth of the fog, leaving anyone searching for something the tas
of groping to find it.

ENCOUNTERS

There exists beings who exhibit a remarkable innate talent for inter-plana
travel and are somewhat likely to be encountered when someone dares to to,
with the magic of the planes. These beings when met are often referred -t
as Ethereal encounters, especially if the encounter results from Ethereal]
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related magic, travel, or a locale for some reason unusually well linked to
the Ethereal or other planes. An Ethereal encounter can be impossibly un-
predictable since the beings which can wander the planes are myriad both
in form and in outlook. Demons, angels, genii, elementals, powerful undead,
benevolent beings such as the ki-rin, or terrible evils such as Ordainers are
all known wanderers of the planes.

The encounter tables in Creatures & Treasures can be used by a GM if he
needs to determine the nature of a random or wandering Ethereal encounter.
Some of the specific tables for this in C&T are: Universal Monsters (p 85),
X-over Points (p 86), Burial Areas (p 86), Ruins (p 86), and Enchanted Areas
(p 86). The GM might determine which table is to be used randomly, or he
might select one based on the nature of his campaign or the location of the
encounter (burial areas, ruins, etc). A glance at these tables is all that is re-
quired to see that such an event will almost always be very dramatic and signifi-
cant as a great many of these beings are truly awesome in power.

THE OTHER PLANES

As mentioned earlier, it appears that there are an infinite number of planes,
s0 a comprehensive listing with descriptions is entirely impossible. However,
some are especially significant and a few are noted here:

Variant History Planes: These are similar to other planes but differ from them
in their history of occurences. Differences in which battles are won, who died
when, the personality of an individual, and so on make these planes interesting
and confusing to those familiar with a different planar history. These places
may appear similar in some ways to another plane but can be very different
in other ways. One striking type of Variant History Plane is referred to as
a “Soft” history plane, where time fluctuates in a wild and seemingly ran-
-dom fashion. In a planar location such as this, beings, cities, areas, and items
from differing eras of time will interact. One such plane in particular was
noted as having variations in time strictly related to locale, where one region
might be in a bronze age, and another might be in steel or even rudimentary
gunpowder age. Though travellers could move from one region to the next,
the natives could not.

Alternate Primes: These support life in much the same way as is familiar:
utilizing solar light, food, water, atmosphere, etc., but may have striking dif-
ferences in the flora and fauna present, the existence or lack of operation
of magic, other variations in physics, etc. These variations can be somewhat
minor or extreme in their impact and implications for a Traveller.

Elemental Planes: These are the source of power for magics operating in the
varied elements and are the home and breeding ground for some elementals.
A number of each abound, there being several noted planes of fire, of water,
of earth, etc. Some are habitable to humanoids and some are not. Some car
be tolerated for a while before death will inevitably result.

Spiritual Planes: These are the planes most significant for the operation o
spiritual beings, including deities, demonic beings, and the dead. Obviously
these planes are important reference points for many religions. The follow
ing are extremely noteworthy:

Planes of the Messengers: There are two such planes. The first is
called the Abyss and is the home of demonic spirits. Particularly
evil lesser beings may spend eternity as demons for their reward, such
as the elf-demons and the much less common man-demons. The
Abyss has immediate access to both the Pale and the Void. The se-
cond Messenger Plane is referred to by several names, such as
Neamhan, but always refers to the place of angelic beings, and those
of similar moral height. Specific lesser beings often find their bless-
ed eternal destiny here, such as the Elves. This plane has direct ac-
cess to the Plane of Holy Deity but the beings must usually be sum-
moned before they are permitted to enter.

Planes of the Dead; There are three such planes. Two of these
planes are the residences of the quiet dead (not undead). The one
called Tartarus is a place of torment, holding the tortured spirits
of the dead until their final destiny impends. The second is called

 Paradise, and is a place of joy, peace, and rest for those of goodly
nature — those reconciled to that which is holy. The Third Plane
of Death is the intermittent residence of the undead. It is often refer-
red to as the Negative Plane. Sometimes the intermittence of residence
is a temporal matter, such as with vampires, who must rest their
physical bodies periodically while their foul spirits take sustenance
here. Some are intermittent in their stability, being somewhat pre-
sent in two planes at once, part in the Plane of Undeath, and part
in a prime plane. Many spirits so known for sapping the constitu-
tion of the Jiving are of this type, such as wraiths, wights, and ghosts.
Some undead however are so powerful that their tie with the Plane
of Undeath need not be strong, such as the lich, who can dwell for
ages in a prime plane without resort to the Plane of Undeath. Some
speculate that the forces of evil supply life and power to these devotees
in a special way out of deep appreciation for the havoc and terror
they wreak.

The Eternal Planes: These are the primary residences of the prime
deities, and those closest to them. In addition, these planes are the
final eternal dwelling places for mortals after they have waited for
judgment in the Planes of the Dead. The Plane of Holy Deity, or
Heaven, is the home of the the Holy One, the Irresistible Destroyer
or All-Creator. The great and wonderful privilege enjoyed by the
short-lived mannish races is that their final and eternal destiny is
in the Eternal Planes with the Holy One, rather than in the lesser
state enjoyed by the good elves in the worthy Plane of Messengers.
The second eternal plane is called Gekenna and is the awful abode
and permanent destiny of the Evil One, He Who Is Fallen, the
Pretender and The Accuser. The mannish races which do not bind
themselves into relationship with the Holy One find their eternal
doom here as tortured, hopeless, and pointless residents of the Plane
Where Laughter Is Never Found.

This is only one possible description of the Ethereal matters which may
from time to time become important concerns in the role playing sessions.
Wise is the player who is reverent and careful in his experience of them.
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Arcane Spell Lists / Bladerunes

3.0 NEW SPELLS AND
SPELL LISTS

3.1 ARCANE SPELL LISTS

The spell lists presented: in this section are called The Arcane Spell Lists,
and are supposed to represent areas of magical knowledge that existed before
magic became specialized into the three normal realms: Essence, Channel-
ing, and Mentalism. See Section 2.1 for some guidelines on the nature of these
lists and how to use them.

3.11 BLADERUNES (Arcane List)

BASIC PRINCIPLES:

A. All “Runes” on this list are called Bladerunes. A Bladerune, when cast,
may or may not take effect on the item it is cast upon. The basic chance
for a non-magic item to receive a Bladerune is 10% per non-magic plus. For
magic items, the basic chance is 20% per magic plus. If the Bladerune fails
to implant, the caster does lose the power points spent in casting the spell,
but he is not subjected to a spell failure unless the spell fails normally.
B. An item may receive only a limited number of Bladerunes at one time.
This is based loosely on the size of the item. When the Prime spell is cast,
if the item has never had the spell cast on it before, the item receives an aura
which makes the casting of Bladerunes on it possible, and also informs the
caster how-many Bladerunes it is possible to cast on the item. If a later caster
performs a Prime (Ivl 1) spell on an already primed item, the item is not “re-
Primed”; it simply reveals to the Caster the capacity of the item as previous-
ly determined.

C. Bladerunes are a lesser form of enchantment than an Alchemist would
normally perform. The Bladerunes do not “permeate” the item as normal
enchantments do. Rather, they are implanted on the “outside” of the item’s
aura. For this reason, all Bladerunes have conditions under which they will
fade and cease to be effective. Once a Bladerune has faded, another may be
cast to take its place, or the previous Bladerune may be re-cast on the item.
Heavy anti-magic areas or Dispel spells may cause Bladerunes to fade.
D. Suggested capacities are: Full Shield(10), Sword(6), 2H Sword(8), Short
Sword(4), Hand-axe(3), Hammer (6), Halberd(8), Bracelet(1), Gauntlet(2),
Staff(8). These may be used as examples to judge the potential capacities
of other items.

E. Bladerune effects are not cumulative: the OB’s of multiple Weapon Runes,
the DB’s of Shield Runes, the RR mods of Resistance Runes, etc., may not
be totalled. Only one of each type of Bladerune may be effective at a time.
However, Bladerunes of different types may be utilized together; eg., a wielder
might in one round benefit from an OB addition, a DB addition, an RR mod,
and an additional critical hit. However, all Runes involved would be subject
to their normal rules of “fading”.

F. A Bladerune that the wielder “wills” to operate may only be activated on-
ly when the wielder touches the Bladerune or when the wielder makes a suc-
cessful “Use Runes” roll (see CAL&Cal Table 15.34).

AREA OF
EFFECT DURATION RANGE

|—Prime 1 item — touch
2—Weapon Rune [ I weapon varies touch
3—Empathy Rune 1 item varies touch
4—Shield Rune 1 item varies touch
S5—Weapon Rune II 1 weapon varies touch
6—Haste Rune 1 item varies touch
7—Return Rune 1 weapon varies touch
8—Minor Death Rune 1 weapon varies touch
9—Cleaving Rune 1 weapon varies touch
10—Long Flight Rune 1 weapon varies touch
11—Resistance Rune 1 item varies touch
I2—Long Return Rune 1 weapon varies touch
13—Weapon Rune Il 1 weapon varies touch
14—Etched Rune 1 item varies touch
15—Renewal Rune 1 Etched Rune — touch
16—Defender Rune I item varies touch
17—Spell Rune 1 item varies touch
18—Weapon Rune 1V 1 weapon varies touch
19—Power Rune 1 item varies touch
20—Force Rune [ weapon varies touch
25—Bladerune Research — — —
30—Permanency 1 Bladerune P touch
50—Black Rune 1 weapon varies touch

1 — PRIME (FI) The caster prepare the item’s aura to receive Bladerunes.
This spell also determines exactly what Bladerunes are already on an itemn
(if any).

2 — WEAPON RUNE I (F) Increases the item’s OB by 10. The Bladerune
dims when the additional + 10 OB changes the result of an attack (e.g., the
+ 10 causes an attack cause damage when it would have normally caused
none, when it increases the severity value of a critical given in combat, etc.)
This OB is in addition to the item’s normal OB, magical or non-magical.
3 — EMPATHY RUNE (F) When this Bladerune is successfully cast, the
item attunes itself to one wielder as defined by the Caster. This wielder must
be present and also touch the item. If any other creature attempts to wield
the item, all Bladerunes on the item fade and become ineffective, except for
Bladerunes made permanent. NOTE: The GM may wish to require that this
spell make a RR versus someone picking up the item in-order to take effect.

4 — SHIELD RUNE (F) When cast just before a Weapon Rune spell, the
Weapon Rune normal OB bonus becomes a DB bonus instead. Duration is
as for the Weapon Rune spell, except that it fades when an attack against
the wielder is changed from what it would have been if the additional DB
had not been present.

5 — WEAPON RUNE II (F) As Weapon Rune I except the weapon’s OB
is increased by 20. i

6 — HASTE RUNE (F) Hastes the wielder for 1 round when willed to do
so (see F. above); it then fades.

7 — RETURN RUNE (F) Whenever the item is thrown or fired (as from
a bow), the item flies back to the wielder who may catch it if desired (other-
wise it falls at his feet). Travel is very rapid (approx. 20007/rd), but the item
cannot pass through intervening obstacles. It fades after one use.

8 — MINOR DEATH RUNE (F) This bladerune causes the item to act as
an item “of Slaying” vs a particular race or type of creature (chosen by caster
when the Bladerune was created). On any hit which achieves a appropriate
critical result, the wielder is permitted an additional roll on the Slaying Table;
the Rune then fades.

9 — CLEAVING RUNE (F) If an attack with a weapon having this Bladerune
succeeds in causing a critical that specifies a body area, any armor that the
item has struck will be shattered and rendered useless or bones in an unar-
mored area will be shattered. If such an attack delivers only concussion hits
or a critical that does not specify a body part, roll randomly to see if the
target’s weapon or his shield are shattered (normally 30%/70%}). Magic items
and natural material (i.e., “bones”, hide, skin, etc) receive a RR, and will not
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be effected if successful. After one item/area is shattered the Bladerune fades
(even if the item/area resists).

10 — LONG FLIGHT RUNE (F) Allows a non-throwable weapon to be
thrown with its normal melee OB and range mods as for a light crossbow
or allows a throwable weapon to be thrown using Long Bow ranges (with
penalties halved) or allows a missile weapon to multiply its ranges by a fac-
tor of four. It fades after one use.

11 — RESISTENCE RUNE (D) Causes the wielder to make all RR’s as if
he were ten levels higher. The Bladerune fades when it allows the wielder to
resist an effect (spell, poison, etc.) which would have otherwise affected him.
12 — LONG RETURN RUNE (F) As Return Rune, but the item is returned
via Long Door (may travel through intervening obstacles).

13 — WEAPON RUNE 111 (F) As Weapon Rune I except the weapon’s OB
is ipcreased by 30.

14 — ETCHED RUNE (F) When this spell is cast immediately before another
Bladerune spell, the second spell is “etched” into the item’s into aura. The
effect of this is: a faded Bladerune may be re-charged with a Renewal Rune
or the faded Bladerune will recharge itself in exactly 24 hours. Each time
an “Etched Rune” is.recharged, there is a 10% chance that the Etched Rune
will fade permanently. NOTE: The GM may wish to increase or decrease this
percentage to control the power of this spell.

15 — RENEWAL RUNE (F) Recharges any one faded Etched Rune.

16 — DEFENDER RUNE (F) In the round in which the wielder wills this
Bladerune to activate, the wielder may use his entire OB to parry every melee
attack directed against him. He may parry even if he has suffered an “unable
to parry” result. However, any penalties for being stunned, etc., still affect
his OB normally.

17 — SPELL RUNE (F) The caster may cast this Bladerune to store any one
spell, which may be cast at a later time when a wielder “wills” it (see F. above).
The power points must be spent for both the Bladerune and the stored spell.
There is a limit to the number of Spell Runes which may be cast on an item.
The total number of “levels” of spells stored may not exceed three times the
item’s Bladerune capacity (see D. above).

18 — WEAPON RUNE IV (F) As Weapon Rune I except the weapon's OB
is increased by 40. ‘

19 — POWER RUNE (F) The caster may store power points in the item up
to the item’s Bladerune capacity (see D. above). These Power Points may be
used by the wielder at a later time. The Power Points stored are of the same
realm as the caster. However, Power Points stored in this way may not be
multiplied in any way (such as a Spell Bonus device).

20 — FORCE RUNE (F) The wielder of the item may (before he makes an
attack) “will” that this Bladerune be used in that attack. If the attack suc-
ceeds in causing a critical result, the attack will cause an additional critical
equal in severity to the original (use a separate dice roll). The type of addi-
tional critical is pre-selected by the caster.

25 — BLADERUNE RESEARCH (I) This spell is used as a Lord Research
spell, but specifically for creating new Bladerune types designed by the caster
(see SL 9:93).

30 — PERMANENCY (F) The caster may cast this spell in conjunction with
any Bladerune spell. If the Permanency spell succeeds, the Bladerune is per-
manently in effect on the weapon (unless dispelled). The possibility of failure
is the same as described in Rule A under Basic Principles above. However,
no matter the quality of the weapon, there is always at least an unmodified
10% chance of failure. If the Permanency spell fails, the following effects
take place: 1) The-Permanency is ineffective but the Power Points-are used.
2) The Bladerune is erased and the Bladerune capacity of the item permanently
reduced by one. 3) The caster suffers the results of both an Attack Spell Fumble
(+50) and a point blank Fireball attack (+50). 4) The item must resist a
30th level magic attack or be broken (Magic {tems may make RR). This failure
possibility must be checked again the first time the permanent rune is wield-
ed. It is possible for a wielder to suffer multiple failures if multiple runes
fail simultaneously.

50 — BLACK RUNE (F) As Force Rune except that the additional critical
is rolled on the “Slaying” column of the Large Creature Table (or the “Super-
Large” if the target is Super Large).
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3.12 EARTHBLOOD’S WAYS (Arcane List, see Section 2.5)
SAMPLE BACKGROUND MATERIAL: This Arcane list is the “‘bread &
butter’’ of transport specialists or professional scholars (such as the Navigators
and the Loremasters in the Loremaster world). The list is often not available
outside of specialized groups. Player Characters who desire to appropriate
any or all of this list, or have items or structures built from this list, must
usually agree to the terms of a group which teaches the list. Very often this
includes becoming a functioning member of the society (such as the
Navigators) and serving an apprenticeship. On rather frequent occasions,
members of such groups are permitted some amount of independent life,
including adventuring. However, even then, they are responsible to the
authority of the group. Earthnodes and Earthblood are discussed in Section
2.2, .

AREA OF
EFFECT DURATION RANGE
1—Detect Earthblood setf - self
2—Nodestore self 1 hour self
3—Earthpresence * ¢ 100'R 1 min/lvl {C)in node
4—FEarthcalm * S 1 target 10 min/lvl 10
5—Nodeguide self — self
6—Earthsense * ¢ 1 node C self
7—FEarth’s Door 1 target — {0
8-—Earthblood’s Awareness * 100’R/1v] 1 min/Ivl in node
9—Earthblood Gather ¢ self C in node
10—Earthgate 1 target — 10
11—Earthmight 1 target 1 rmd/Ivl 1
12—Earthcommune self — self
13—Earthkeep * S self varies self
14—Earthcloak | self varies self
15—Earthgate True 1 target —_ 10
16—Earthalarm 1 node or areavaries 10
17—Greater Earthmight 1 target 1 md/Ivl 10
18-—Earthbeast — 1 rnd/1Ivl 10
19—Earthjar * S self varies self |
20-—Mass Earthgate varies — 50
25—Earthblood Generation * self P . self
30—Earth Summons — I rnd/Ivl 1
50—Earthguardians 1 target varies touch

1 — DETECT EARTHBLOOD (I) Caster determines whether he is within
the radius of an Earthnode (see Section 2.2). If the answer is yes, he learns
the direction and distance to the center of the Earthnode, and the size of
the Earthnode.

2 — NODESTORE (MI) Caster memorizes the location of an Earthnode
if he is currently within the radius of one, and attunes himself to it for the
purpose of throwing the various Earthgate spells and others on this spell list.
This spell takes 1 hour to perform.

3 — EARTHPRESENCE (I*) Each round the caster may concentrate on an
area (up to 100°R) within the Earthnode that he is in. He will be aware of
the presence of all sentient/thinking beings within that area.

4 — EARTHCALM (DS*) The target is immune to any fear or panic type
effects for the duration of the spell.

5 — NODEGUIDE (I) Caster learns the direction and distance to the nearest
major Earthnode.

6 — EARTHSENSE (I*) If this spell is active, the caster will immediately
become aware of any “familiar” presences in the same Earthnode as the Caster.
“Familiar”, for this spell, is defined as any intelligent being with whom the
Caster has previously observed or communicated with for at least 5 minutes.
The Caster will not learn the location of the familiar presence(s) within the
Earthnode, but he will know the identity of the being(s).

7 — EARTH’S DOOR (F) If the target is currently within an Earthnode,
the caster may teleport (RR’s apply) to some other location within the same
Earthnode. Resolve the safety of the journey and possible failure or obstruc-
tion as Teleport I (on the Closed Essence list: Lofty Bridge). If this spell is
imbedded into a location within an Earthnode, it may be designed to teleport
any being entering the location to another location within the same Earthnode.
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8 — EARTHBLOOD’S AWARENESS (I*) As Earthpresence above, plus a
general knowledge of the actions of each being within the Earthnode (e.g.,
being is casting a spell but does not know what spell is being cast).
9 — EARTHBLOOD GATHER (F) Caster may recover used powér points
by absorbing power directly from the Earthnode that he is in. The Caster
may absorb 1 power point for every three minutes that he concentrates. Note
that the Caster must still spend the 9pp for this spell. The Caster may never
increase power points beyond his maximum.
10 — EARTHGATE (F) Caster may teleport the target to any MAJOR Earth-
node that he has Nodestored and which is within 10 mi/lvl. Possibility for
teleport failure is 1%: see Tefeport I (on the Closed Essence list: Lofty Bridge).
11 — EARTHMIGHT (F) Target absorbs power directly from the Earthnode
(that the.caster is in} into his body. The target gains the size, strength, physical
abilities and defenses (but not appearance or sunlight problems) of a Troll
as defined in C&T. The GM should determine the type of Troll based upon
the primary type of terrain for the Earthnode: Cave Troll (underground and
near caves), Forest Troll (in woods and forests), Snow Troll (on glaciers and
snow fields), Hill Troll (in mountains and hills), and Stone Troll (almost
everywhere else). The GM should probably only allow Mountain and War
Trolls in very rare instances.
12 — EARTHCOMMUNE () If the Caster is within an Earthnode he has
Nodestored, he may ask a single question which might be answered “yes”
or “no” and he will know the correct answer. This power may be used only
once per day and only once per week at a given Barthnode.
13 — EARTHKEEP (8*) As Self-Keeping (on the Open Mentalism list: Self-
Healing Lvl 15), except that the Caster must be within an Earthnode that
he has Nodestored and there is a maximum duration for the spell {max =
Ivl x 2 hrs). If the Caster’s body cannot be revived within the maximum dura-
tion, the Caster will die unless his soul can be kept from leaving his body
by other means,
14 — EARTHCLOAK (F) Caster is undetectable by sight, sound, smell, or
“Detects” so long as he remains in the Earthnode in which he cast the spell
and he does not cast any other magic, move faster than a walk, make an at-
tack, or suffer or give a violent blow,
15 —— EARTHGATE TRUE (F) As Earthgate above except that Caster may
also teleport the target to minor Earthnodes which he has Nodestored and
the distance limit is now 20 mi/Ivl.
16 — EARTHALARM (I) When in an Earthnode, the Caster may specify
that Earthnode or one area within that Earthnode. If that area is entered
by an unauthorized presence (specified by caster when the spell is cast), an
alarm will be “sounded”. The alarm will alert the Caster at any distance. Within
the disturbed area, the alarm may be silent or may make a loud raucous,
according to the Caster specifications when the spell was cast. The Caster
may never have more than one of these spell active at any one time.
17 — GREATER EARTHMIGHT (F) As Earthmight above except the
characteristics gained are those of a Giant (C&T, p. 52) and the Caster also
gains the Giant’s inherent magical abilities (this includes spells but not power
points). The GM should determine the type of Giant based upon the primary
type of terrain for the Earthnode: Fire Giant (in volcanos and lava fields),
Forest Giant (in woods and forests), Frost Giant (on glaciers and snow fields),
Hill Giant (in mountains and hills), Water Giant (in lakes, rivers and the sea),
and Stone Giant (almost everywhere else). The GM should probably only
allow Cloud, Mountain, and Storm Giants in very rare instances.
18 — EARTHBEAST (F) If the Caster is within an Earthnode he has
- Nodestored, he creates a vicious Earthbeast from the power of the Earthnode.
The beast is of animal intelligence, but innately knows and understands the
layout of this Earthnode to the extent of the Caster’s knowledge, and will
follow simple commands from the Caster (even those which will result in the
destruction of the Earthbeast). The Earthbeast may be of the form and
physical characteristics of any of the mature Lesser Drakes (C&T page 26).
At the end of the duration, the Earthbeast disperses back into pure magical
energy and is reabsorbed into the Earthnode whence it was created.
19 — EARTHJAR (S*) As Earthkeeping above except if the duration is ex-
ceeded, the Caster’s soul remains within the Earthnode rather than going away
into the appropriate after-life. For a period following the soul’s departure
of 1 day/Ivl the Caster is “in” the Earthnode and may re-enter his own body
if it is healed and within the Earthnode or he may enter and possess another
dead body which has been made capable of life. If none of these conditions
are fulfilled within the 1 day/Ivl duration, the Caster will reform into one
of the “greater” or “major” undead (C&T p. 41), and will usually adopt its

normal alignment and character (GM's option). The Caster may intentionally
depart his own body (or any other body he has “obtained” prematurely) to
enter without corpus into the Earthnode as outlined above. The timing of
the 1 day/Ivl limit begins the moment the Caster enters the Earthnode without
a body.

20 — MASS EARTHGATE (F) As Earthgate True except that the Caster
may transport to any Earthnode within 30 mi/lvl which he has Nodestored.
The Caster may also take along “passengers” and “baggage’” at an additional
power cost of 1 PP per 50 pound unit. Example: The Caster is going to teleport

himself, a 220 pound fighter, an 80 pound thief, and 3 pieces of baggage

weighing 110, 70, and 35 pounds. Total power point cost of the trip is 33
power points as follows: 20 points for the spell (which teleports the Caster),

5 for the fighter (4 complete 50 pound units plus a fraction of another), 2

Sfor the thief, 3 for the 110 pound piece, 2 for the 70, and 1 for the 35.
25 — EARTHBLOOD GENERATION (HS*) As Regeneration True (on the
Open Mentalism list: Self-Healing Lv] 50) except that Caster must be within
an Earthnode which he has Nodestored, and recovery takes 10-100 hours.
30 — EARTH SUMMONS (F) As Earthbeast above except the Caster may
form any number and type of creatures from the Earthnode whose total levels
do not exceed the Caster’s levels. No matter what forms are chosen, the beasts
normally have none of the special abilities of the actual creatures and they
still have only animal intelligence. The GM may wish to allow special abilities
directly related to the primary terrain of the Earthnode (e.g., flame-related
abilities at a volcano, ice or cold abilities on a glacier, water abilities in the
sea, etc.).

50 — EARTHGUARDIANS (FH) Using this spell, the Caster may commis-
sion a willing target to be an “eternal” guardian of the Earthnode, following
instructions which the Caster gives. So long as the being fulfills the condi-
tions of the contract he will not age and if injured will automatically regenerate
1 hit/rd and gradually heal all other injuries. The conditions of the contract
may vary but all contracts must contain the following: the being must have
submitted to this of his own free will, he will submit to the wishes of the
Caster, he may not leave the radius of the Earthnode, and he will defend the
Caster and the Earthnode. If a guardian breaks the contract he will resume
aging at the normal rate, but will not suffer aging for all the time he has
been a guardian.
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3.13 ENTITY MASTERY (Arcane List)

BASIC PRINCIPLES:
A. Several of the spells on this list are required to form and animate an ar-
tificial being. Entities in this category are golems and constructs. For each
of these a “body” must be formed and animated by the appropriate speli.
" A suggested basic cost of a golem or construct body is the level of the creature
cubed (ie., raised to the third power, Lvl x Lvl x Lvl) in gold pieces plus the
cost of the material needed to make the body (i.e., a Mithril golem is going
to cost 2 lot more than a steel golem). The time required to fashion the body
is the level of the creature squared (ie., Lvl multiplied by Lvl) in days. If the
maker of the body does any other activity during the period that he is mak-
ing the body, time is increased doubled. The maker must cast the appropriate
spell once each day that he is making the body.
B. Creatures & Treasures contains the statistics and descriptions of all of the
entities, as well as important information relevant to their creation.
C. Command and instability spells may also be used on entities from other
planes only if the GM decides it fits in with his world system.
D. Elementals, Servants, and Guardians take between 2 rounds and their level
in rounds to fully form (roll randomly or allow the summoner to make a
maneuver roll with difficulty based upon how quickly he is trying to make
it form).

AREA OF
EFFECT DURATION RANGE

1—Familiar 1 target P touch
2—Detect ?Entity Ly 10°R/1vl C self

3—Homonculous — 24 hr touch
4—Minor Construct Spirit 1 body P touch
5—Servant Spirit — 1 min/Ivl 107/1v1
6—Command I * ¢ 1 target varies (C) 107/1v1
7—Lesser Golem Spirit 1 body P touch
8-—Lesser Warder — 1 yr/lvl touch
9—Command II * ¢ 1 target varies (C) 107/1vi
10—Lesser Construct Spirit 1 body P touch
11—-Weak Elemental ¢ — I rnd/Ivi (C) 1071vl
12—Minor Golem Spirit 1 body P touch
13—Command {II * ¢ 1 target varies (C) 107/1vl
14—Greater Warder Spirit — I yr/lvl touch
15—Major Golem Spirit 1 body P touch
16—Command IV * ¢ | target varies (C) 10%/1vl
17—Guardian’s Spirit — varies touch
18—Instability ¢ 1 target 1 rnd/Ivl (C) touch
19—Greater Spirit varies varies varies
20—Command V * ¢ 1 target varies (C) 107/1v1
25—Golem Spirit True 1 body P touch
30—Command VI * ¢ 1 target varies (C) 10711
50—Shard Spirit — P touch

1 — FAMILIAR (M) As Familiar on the Closed sence list: Gate Mastery.
2 — DETECT ENTITY (P) As Presence on the Mentalist Base list: Presence,
except that the spell only detects artificial beings and entities from other planes.
3 — HOMONCULOUS (FM) Allows the caster to create a homoncuious
which will function as his familiar. The caster must obtain a vat or caldron
with a capacity of at least two cubic feet. For 12 days the caster must put
his own blood into the vat (5 points damage to himself each day). On the
13th day, the caster puts twice as much of his own blood into the vat, and
then places his familiar into the vat. The familar is “absorbed”, but the caster
does not suffer the normal penalties associated with its death. Then this spell
is cast for the final time and the homonculous is generated. During this pro-
cess the caster must cast this spell each day and any spell failure means that
he must start over. See C&T for details on this creature,

4 — MINOR CONSTRUCT SPIRIT (F) Forms and animates a Minor Con-

* struct body.

5 — SERVANT SPIRIT (F) Creates a “Servant” (a very minor elemental}
from a nearby source of the element as described in C&T.

6 — COMMAND I (M*) As Demon Mastery I on the Evil Magician list:
Dark Summons, except that any artificial being or elemental of 5th level or

less may be “mastered” if its creator is not present or “in contact” with the
artificial being. This spell succeeds automatically for the creator of the target
(unless the spell fails), but RR’s apply if anyone else casts this spell. If the
spell is not successful, the target will attack the caster. In addition, the per-
manently animated artificial beings (golems, constructs, and shards) may be
given instruciions_that they will follow outside of the normal command:
range of this spell.

7 — LESSER GOLEM SPIRIT (F) As Minor Construct Spirit except that
golems of 5th level may be formed and animated.

8 — LESSER WARDER (F) To use this $pell the caster must pay the level
of the warder squared in gold pieces (for Alchemical solutions).Immediately
the caster must instruct the warder concerning its charge (see C&T).

9 — COMMAND 11 (M*) As Command I except that artificial beings of
10th level or less may be “mastered”.

10 — LESSER CONSTRUCT SPIRIT (F) As Minor Construct Spirit ex-
cept that a Lesser Construct may be formed and animated.

11 — WEAK ELEMENTAL (F) As Servant Spirit except a weak elemental
is formed.

12 — MINOR GOLEM SPIRIT (F) As Lesser Golem Spirit except that a
greater construct or a golem of 10th level or less may be formed and animated.
13 — COMMAND I (M*) As Command [ except that artificial beings of
15th level or less may be ‘“‘mastered”.

14 — GREATER WARDER SPIRIT (F) As Lesser Warder Spirit except that
each animal must be larger than 400 pounds and a greater warder is created.
15 — MAJOR GOLEM SPIRIT (F) As Lesser Golem Spirit except that a
golem of 15th level or less may be formed and animated.

16 — COMMAND IV (M*) As Command I except that artificial beings of
20th level or less may be “mastered”.

17 — GUARDIAN’S SPIRIT (F) As Weak Elemental except that the Guar-
dian (see C&T) generated is permanent (until slain). However, it may not move
more than 5’ per the caster’s level from the location it is to guard.

I8 — INSTABILITY (F) When used against an artificial being, this spell
causes the target to unform. Every round that the caster concentrates, the
entity must attempt to make an RR. If it fails, it is limited to 25% of normal
movement or combat, may not throw spells, is in agony, and loses a percen-
tage of of all its characteristics equal to the amount by which it failed. When
the entity is reduced to 0%, it is destroyed and ali that remains is an amor-
phous mass of the material that made up its body . Any round that the enti-
ty succeeds with its RR, the caster takes damage equal to 10% of his original
total hit points but may ¢ontinue to maintain the spell if he is not prevented
by some other occurrence. If the entity survives the spell, all its reductions
and damage done to it are restored.

19 — GREATER SPIRIT (F) As Lesser Golem Spirit except that a golem
of 25th level or less may be formed and animated or a strong elemental may
be formed.

20 — COMMAND V (M*) As Command I except that artificial beings of
25th level or less may be “mastered”.

25 — GOLEM SPIRIT TRUE (F) As Lesser Golem Spirit except that any
golem may be formed and animated up to the level of the caster.

30 — COMMAND VI (M*) As Command I except that artificial beings of
up to the caster’s level be “mastered”.

50 — SHARD SPIRIT (F) The caster must prepare a laboratory for the growth
and storage of the shards. Because of their bizarre configuration and mystical
dependence on each other, 5 lesser shards must be created before | greater
shard may be grown. The caster must spend gold pieces equal to (Lv! x Lvl
x 10) per growth tank, where the Lvl refers to the shard to be created. These
costs are in addition to those mentioned in A. above, and they inctude the
compounds, poisons, gems, and creature parts necessary. Each vertical doored
vat may only grow one shard at a time. In a number of weeks equal to the
level of the new shard, the thing will come to life.
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3.14 ETHEREAL MASTERY (Arcane List, see Section 2.5)

SAMPLE BACKGROUND MATERIAL: Jt should be noted that this list
" contains among the most dangerous spells ever researched. Therefore most
magical libraries are required by local authorities to make these spells available
only to those who have secured a permit specifying permission/time/place
of study or use. Many authorities also require testing of the user’s mental
stability and national loyalties by a certified specialist. See Section 2.5 for
suggested details concerning the nature of the FEthereal plane.

AREA OF
EFFECT DURATION RANGE
1—Btur self 1 min/Ivl self
2—Shadow ¢ self 10 min/tvl(C)self
3—Blink ¢ § self 1 md/WVI(C) self
4—Phase Store 1 item,5Ib/Ivl1 day/lvl touch
5—Phasing ¢ § self 1 min/1Ivl (C)self
6—Conjuring Circle 1 § SR sphere 1 min/lvl 10’
7—Ethereal Room § 10x10’x10° 10 min/lvl  30°
8-—Shift * § self — self
9—Ethereal Vision ¢ 5/1vl C self
10—Conjuring Circle II § 5'R sphere 1 min/lvl 10
11—Ethereal Door self — self
12-—Lesser Ethereal Gate §  7'x4’ 1 day/Ivl 5
13—Conjuri