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Philosophy

in some Stcries, to describe spells and limitations on them ac:ard1rg

needs of game balance. This “e*ui“es the gamemaster, or a player desct
spell to think of various misuses to which that spell could be put. When these
are found, instead of —a#u*k.“ the 1;; c of the spells, players and
"a:En45+e*5 put limitations on them, and create massively complicated spell
deacrt tions which nonetheless have locpholes.

It is a standard feature of faﬂtzsy game magic, and of the magic d

The Energion magic system is intended as a coherent logical whole, a type
of alternate physics which allows the accsmp.+shme”, of fairly predictable
results through magical spells. Each spell must be carefully designed, and the
loopholes must bhe thought out, and then the basic design of the spell should be
fixed to allow it to do things which are acceptable to “the game logic, and not
to accomplish those which are not.

This magic system is intended as part of the plan of intelligent role-

playing set Forth in the introduction. The p.a}ers should be able to make
intelligent decisions based on the way in which the gamemaster's universe

f"“c+iv"s, and not be guessing his mood and waiting for the next unlikely
surprise he may bring up.

It is extremely difficult to design spells in this way, and often problems
come up well after a 5,911 has been acuep+e“, but if the gaming group is
determined to keep things im order, these problems can usually be worked ocut
with enough thinking as they come u“ I often approve spells tentatively,

noting that I can see no problems 2% the moment, but that some time in play
will be necessary as a test. I only do this with spells that [ am certain can
he adjusted if problems come up.

The first question to ask about any spell is not what it will do to the
campaign balance, but whether it fits in with the logic of the magic universe
which you have created. If it fits in, then }nu should consider what it does
to the power balance, and if it creates problems there, then it is the overall
magic universe which maj need adjustments. Hast truly strange things which you
fﬁI? find can be accomplished can be corrected by minor changes in the magic
laws.
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The spell system to follow is based in the physics and metaphysics of the
Energion universe. It is necessary to present the spell system in this context
in order to demonstrate how it works--there are no spells existing in a vacuum-
-but it is not necessary for the gamemaster to use this particular universe.
Different varieties of spelicasters could be created for a wide variety of
sources of magical energy, or they could a1l be controlled by one class. Your
creativity and the constraints of consistency or the internal legic of your
universe are your only limitations.
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Technical Spellcasting System
Number of Spells Usable

The following formula is used to determine the number of levels of spells
castable per day for a magic using character:

LevelsPerDay=({Level/8+.5)*1evel+.5)*AVG({SpecialPrimes) /100

Special Primes are those stats which the gamemaster determines apply
especially to that class of spellcaster. They are used to determine the number
of spells usable. For the Energion magic system these are 1) IQ for
spelicasters, 2) IQ and WI for manipulators, 3) A1l mental stats for
psionicists and 4) IQ, WI and EN for enchanters.

LevelsPerDay may also be called Maximum Tevels on tap at one time. It is
the spelicaster's fully charged state.
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The highest level of spell castable by a spellcaster is determined by the
formula:

MaxLevel=(SkilllLevel+3)/4
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Muitipiy the spellcaster figures by ten to get the values for psionicists.

Ltearning and Researching Spells

Any spell once located must be learned. The time taken to Tearn any new
spell is:

LearnTime=(30 days+10 days per variant)/(1Q/100)
Research of a compietely new spell and variant series is:
Time=LearnTime*500/LibraryQuality/TRUNC(LevelCastable/2+.5)

Time is the time taken in research. LearnTime is taken from the above
formula. LibraryQuality is explained below. LevelCastable is the highest
number of leveis per spell of which the mage is capable. This may be a total
figure resulting from muitipie mages researching (see below).

Rate libraries/laboratories will be rated from 1-10 to create the
LibraryQuality figure. Any library containing no relevant information on the
subject of research is a one, whereas one with superior background information
as well as good spell material rates as a ten. The average mage who takes some
care buying books would collect resources for about a five. Other libraries
must be filled in around those figures.

Additional mages may assist in the research, improving the divisor of
the time required. The first additional mage adds 1/2 his levels, the next 1/4
and the next 1/8. There is no effect after that.

A new mage, upon graduation, will normaily have learned 5-10 complete

spells and/or rituals from his or her master. This could represent up to a
couple of years of study for the apprentice.
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Describing and Casting Spelicaster and Manipuiator Spelis
The foilowing chart shows the possible parameters for describing a spell:

Name: Enter a name for the spell
Class: What class can cast the spell
Method: What does one do with the energy gotten?

PARAMETERS (see the Parameter Chart):

1. [Level: The power Tevel, or circle, of a spell may vary from zero to ten,
and increases by increments of one as power is added to other parameters. The
Tevel must be at or below the MaxLével of the caster, and it is also the number
of Tevels subtracted from his or her LévéisonTap Tigure.

2. Range: Ranges include Self, Touch, and one to 256 decameters, doubling each
fevel. The range is the distance from the caster or device containing the
speil to the point of effect.

3. HMatrix Area: The spell matrix or anomaly is the part of a speil which
radiates the magical effect. It must either be in a defined physical object or
under constant control by the caster. Magic items must be large enough to
contain the spell anomaiies of all active speils they contain. The matrix area
is a cube, or a rectangie of equivalent veiume, Trom one to 1024 centimeters on
a side. Doubiing it increases the power Tevel of the speiil by one. It may be
shaped, but unless speciaily modified, radiates its effect in a rectangie as
ciose to the shape as possibie. This allows a matrix to be placed in an oddly
shaped object, such as a ring or arrow.

4. Effect Area: The effect area is the area over which a speil matrix radiates
its effect. This will include the matrix as well uniess the effect area is
shaped at the cost of one power Tevel. The effect area multiplier varies from
one to 111 and increases of 11 increase the Tevel by one power Tevel.

5. Casting Time: This is the number of seconds taken in casting the speil.
Shorter casting times are more difficult, and therefore increase the power
Tevel of the spell by one. Casting times decrease by one second for each
increase of one Tevel, except that the final step is from one second tc one
tenth of a second, or instantaneous.

6. Casting Focus: A casting focus is a device to help the mage concentrate
mental force and magical energy into doing something they normally would not
do. It may be related to the spell target, as in using part of someone’s body
or ciothing in a death type speli. It may also focus the energy type, as in
Tighting a ball of paper on fire when creating a fire spell. Any singie type
of focus results in a "Yes” value. A "No" value increases the cost of the
speil by one Tevel. A mage might try to use no focus after having been robbed
of his or her magic kit.

7. Casting Actions: A mage must move effectively in order to cast a speil.
The most common type of actions is difficult. For a partially disabled mage,
reduction to simple actions costs one Tevel. Casting a spell while bound and
gagged results in no action being possible, and that results in no casting
actions for a cost of one more Tevel.

8. Duration: ODuration is the time the matrix jasts. It is one tenth of a
second, or one to one billion seconds, with each Tevel of power muitipiving the
resuit by ten.
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§. Effect: Make a brief siatement of what the mairix causes to occur in its
area of effect.

10. Variation: State wnal changes wiin eacnh ievei. These changes should be
iinear, staied somewnai iike ine parameier variations on the chart.

Notes: Describe furiher what the spell does and any side effects which may
occur.

1 may be stated wiih the set of parameters for any level, but it is
it 1s staied as ihe Towest Tevel usable.
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FParameter Chart

i. Level 0 1 z 3 4 5 6 7 8 g 10
Z. Range (decameters) S T : 2 4 g 16 32 64 128 256
3. Matrix {cm cubed) 1 2 < g 16 32 64 128 256 51z 1024
&, Effect Area (muit 3) I 12 23 34 45 56 67 78 89 100 111
5. Casting Time (secs) 10 g 8 7 5 5 4 3 z 1 1/i0
6. Focus (Yes/No) Y B

7. Actions Hard Easy None

8. Duration (secs) 1I/10 1 1V 100 1000 10t 100t Im 10m 100m 1b

Abbreviations: S=Seif; T=Touch; cmecentimeters; mult=muitipie; secs=seconds;
t=thousand; m=million; b=billion
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The Meiric 3ystem:

Distance:
centimeter
decimeter
meier
decameter
kitometer

= b= b=l = et

ilogram

Time Conversions:

100 seconds

et Tad

1000 seconds

10,000 seconds

106G, 000 seconds
1,000,000 seconds
10,000,000 seconds
100,000,00u0 seconds
1,000,000,000 seconds

Cubic Area Calculations:

Zc3
g3
8c3
156¢c3
32c3
odc3
128c3

Energion Tampaign Sysiem

]
]

8

84

512

4,090
32,708
262,144
2,097,152

Conversion Charts

10 millimeters
10 centimeters
10 decimeiers
10 meters

1000 meters

10600 grams

I min 40 secs

18 mins 40 secs

106 mins 44 secs
1,666 mins 40 secs
16,666 mins 40 secs

156,0666m, 40
1,000,0060m, 40s

.29 inch
3.9 inches
39 inches
32.5 feet
3250 feet

.035 ounces
2.2 pounds

£ hrs, 46 mins, 40 secs
27 nrs, 456 mins, 40 secs
11d, 13n, 4o6m, &0s

1i5d, 17h, 45m, 4Us
1i57d, Sn, 46m, 40s

about 30 Energion Years

S
2ec3
4Ecs
g6c3
197c3
384c3
768c3
1530C3

Cubic Meters
.013

L1

.58

7.07

55.67
437.98
3,03.067
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Modifying a Spell for Use

Start with the basic spell as described. Increasing any one parameter by
one step increases the spell Tevel by one Tevel. A decrease of one step in any
one parameter decreases the spell Tevel by one Tevel. Each column on the chart
represents one Tevel. Moving to the right increases the Tevel of the spell
while moving to the Teft decreases the Tevel of the spell. The values in the
columns may either increase or decrease, but the Tevel value corresponds to the
position on the chart. Each increase in the power of a sin?Te parameter
increases the Tevel by one. Increasing the range of a spell by one step, and
aiso increasing the duration by one step, is an increase of two Tevels of spell
power. The Tevel is simpiy a measure of how much power has been placed in a
spell by modifications of other parameters.

In a spell description, a parameter marked (I) is invariabie, and may not
be increased or decreased. Use this indication when necessary for ruies of
your magic physics.

For exampie, in the spell Interstitial Phase, which is used for
interpianar or interstitial travel, the basic speil is good only for moeving one
cubic centimeter of matter to the interstice or to any other plane. This is
normaiiy of 1ittie value, so the spell parameters must be modified to move a
person.

Here is the basic Interstitial Phase:

Name: Interstitidl Phdsé

Ciass: Speii Caster

Method: moves item or creature slowly through to interstitial space whiie
maintaining the proper acciimatization to the Tevel of chaos.

PARAMETERS:

1. Leveli: O 2. Range: 0

3. Matrix Area: ic3 4. Effect Area: x12
5. Casting Time: 10s 6. Casting Focus: Y
7. Casting Actions: difficult 8. Duration: 1/10s

g. Effect: moves item one point of piane travel.
10. Variation: moves one more point of piane travel per additional Tevel

Notes: This speil is a basic pTane shift. An matrix area of 8em™3 and an
effect area muitiplier of 12 is required to shift a human of normai size to the
interstice. Other objects or smalier or Targer persons must be calcuiated
separately. Shifting objects to the interstice may also be used for creating
casties which are defended magically on the interstices.
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The note indicates that we need a matrix area of 8 cm cubed, and an effect
area muitipiier of 12, producing a cube $8 cm on a side. Basic shape of a
mairix may be any rectangie. This wiil give us enough size for a normal human.

First, let's check the current parameters. Our level is 0, which
indicates the current level of power in the speil. Any spelicaster can cast
tnis as many times daiiy as he or sne desires. The range is U, but since this
means “cast on the casier® we need not change it. We'll skip mairix and effect
area for now. Casting time is 10 seconds. From the parameter chart we know
that jevel increases as casting time decreases, so in order to keep the speil
al as Tfow a ievel as possibie, we do nol shorien it. A casting Tocus is
required, someihing meniaiiy associated with another piane, possibiy a gem
previousiy energized with interstitiail energy. Casiing actions are difTicuit,
meaning the caster must have no interference or maneuver factor. ODuration is
1/10 of a second which is just enough time to get us where we are going.

Keading iefi io rignt on ihe Matrix Area chart, we note tnat eignt
centimeters cubed is three points from the current vaiue of one centimeier
cubed. It will therefore cost us 3 jevels to increase the matrix area to 8 cm
on a side. 1IZ is the current vaiue for the effect area muitipiier, so that
wiii remain even, Tor a totail of inree.

With these modifications, it is possible for a human spellcaster capabie
of speiis with three ieveis of power {o phase o the intersiice or to another
extra-pianar Tocation once. IT ne wanis to do this more than once over a short
period of time, he must increase the duration. ©One level wiil give him one
second {(one piace over on the duration chart), but that will do 1ittle good as
he can oniy take one action during the second. A second Tevel wiil give nim 1T
seconds, wiich wouid aiiow nim severai irips. The speii wouid then be 5in
evej.

tnergion Campaign Sysiem - Magic and Mental 3kills - Page 12



== Notes ==
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Basic Magic Theory

This description of cosmology and magic theory for the Energion campaign is
not intended to be exhaustive, but rather to be a guide to players who are
researching speils and.for gamemasters who are designing their own. It is also
not intended as definitive for other gamemasters running campaigns under this
rules system. It is not possibie to describe speiis under this system without
a basic cosmology and magic theory. The spells described in this manual are
written under this system.

The Universe

i. The universe may be conceived as having 6 dimensions plus time. Time
is not strictiy a dimension, but rather the perception of sequence. As such
one may view the sequence at varying rates on varying pianes, but may not
reverse it. Time should not be confused with the other dimensions.

Three dimensionai space is normali. The other dimensions will be called
for convenience pianes and subpianes. Ailternate material planes are rejfated o
each other on the fourth dimension, the interstices and the non-material pianes
on the fifth, and subplanes, normaily created by gods as their place of
residence, are reiated on the fifth. These subpiane may have further
dimensions according to the desires of the specific gods.

The planes along the fifth dimension are: 1) the material, Z) the
paramateriai, 3) bounded chaos, and 4) absoiute chaos. The paramaterial plane
consists of material in moTecuies no more compiex than a singTe atom along with
energy reactions. The state of matter there is constantly changing, so that no
quantity of any single element may form. Evocations from the paramaterial are
automatically instantaneous, though their effects may continue. Bounded chaos
is where the gods have their homes, created according to their will from the
material there which is formed by the combined will of the gods. Absoiute
chaos is considered just that, though it is actually an even mix of order and
chaos. No boundaries may be distinguished in it along the fifth dimension.

Alternate material planes and the gods® subplianes in bounded chaos exist

along the fourth dimension. These are universes with individual
characteristics defined for each.
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Each piane aiong the fiTth dimension is divided by an interstice, the
result of the necessity, in the gods®' creation, of separating areas with
varying quantities of chaos. The fourth dimension is the oniy one which
exiends ihrougn varying ieveis of order and chaos. The entire process of
creation was one of imposing order on chaos, and the ievel of naturail order
increases as one moves inward (toward the material) along the fourth dimension.
The interstices are neutral areas which do not permit intermixing of matier on
either side. Matier, such as a person, musi be changed fo a specific siatle
wnen on tne iniersiice. Oniy tnatl maiier which is within 13 centimeters of a
soul may move at all, and all movement is mental, with an acceleration of 1
meter per second per second, and a maximum movement rate of WiBonus mps on the
first interstice and ZWitonus on the second infersiice. Magic may be used
oniy within thai same area. Approximateiy 10% of 1igni radiation geis ihrough
from neighboring pianes to the Tirsi interstice. It is iherefore much more
diffiﬁuit to navigate there, and it is impossibie to do so by sight on the
second.

Traveiiing beiween pianes cosis varying amounis of magicail power depending
on how many planes separate the two destinations. Distances are counted in 6
dimensions, and anything up to 3 points may be traveiled with an expense of
oniy one ievei of power.

Types of Speli Users

Speii Casters gei their power from the Faramaierial piane. Evocations of
energy and wnatever substances are availabie form the basis of their magic.
They thus must deal with things which are aiready real in alterations and
evocations. There are no creatures on the paramateriail pianes except in areas
specificaliy ciaimed by ceriain deities. Tnese must be accessed by appropriate
favor of tne gods. Summoners may deail with some of these areas, but not spell
casters, uniess by set incantations.

Manipuiators get iheir power Trom bounded chaos, performing in a smail way
ine Tunctions of creation. They deal very iitiie in what is reai, choosin
rather to take the rawest materiai and form it into what they desire. Their
speils are generaily siower in effect, but much more fTiexibie ihan those of
speii casiers. They may aisc use the set incanialions of summoners in the same
manner as speiicasiers.

Summoners get their power by summoning creatures from the pianes of
reieased servanis of gods. These creatures are noit of sufficient power to
preveni peing enirapped and forced inioc terms of service which vary according
to the power of the creature. (For more information see *Ruie of the Gods® 1n
the Religions Manuai.] There are aiso creatures of varying inteiiigence who
may be persuaded to use certain of their powers without actuai summoning to
this piane. The summoning of these powers, done by incantation, usuaiiy
invoives a rituail designed to atiraci the creatures’ atiention and a sacrifice
of some type to persuade them to act.

Priests and pastors get their power entirely from their deities in
accordance with thal deity's power with reference ip ihe Kuie of ine Gods.
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Necromancers get their power by manipulating spirits and souls. S5ee beiow.

Mentaiists get their power entirely from the ability of the mind to control
the body. They may only affect their own bodies, though they may do some truly
interesting things through secondary effects.

Psionicists use the power of the mind to manipuiate the Tocally available
energy to accompiish effects, usuaily on themseives or on another person or
object with similar power or a susceptibility to direct mental effects.
Psionicists operate in a different band of magical energy from spellcasters and
manipuiators, and may have skiils to block or radiate in the other band, but
may not form speils. Spellicasters and manipulators also may put up a sort of
"white noise™ in the psionic band, but wiil not be able to perform fine
manipuiations in it.

Humans and Humanoids
Races:

Humans and humanoids are of several species, each of which may have
muitipie races: humans, Magdaianu (Galiru, Keiaru, Migaru and Avim), Gerdiu,
Ertziu, Kai, etc. These were all created for various gods as puppets in their
wars over the material plane. AT1 have souis, which are the 1ife force of an
inteiligent creature, and keeps a record of that creature's life. Genetics is
such that all humanoid races (to inciude apes) may interbreed, and genetics
works on the averaging principie (forget standard genetic ruies). Any mix may
be worked out on this principie, but may produce some interesting resuits.
There are several combinations which do not normally occur for cultural
reasons.

ATl of these rules could of course be changed for any campaign. The
different spgcies of intelligent creatures provide a very interesting area for
unique campaign development.

Spirits and Souls:

Souis are the mental force of humanoids. These keep up with the every day
capabiiity of the person and keep a iong term record. Souis may take two types
of damage: permanent or temporary. Temporary {or traumatic) damage may be
healed by time, but damage which actually destroys part of the record that the
soul keeps requires a special miracie. Souls have a Tife saving instinct
reaction which tries to prevent magical effects from occurring inside the body
which might harm it. This reaction is consciousiy canceiabie by the will of
the person. Any magical action donme within the soul of a target, of which the
target is aware, and which that person believes will cause damage, costs five
Tevels of power extra. This includes a healing spell cast upon a target who
believes it will cause harm.

The Tife force of uninteiligent creatures is often referred to as a
spirit. This may also designate creatures whose natural home is on a non-
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material piane. Thnere is no iechnical diTTerence beiween a soul and spirit
except Tor iis residence and, in the case of animals, its inteliigence.

Thougnts and Meniai Fowers:

Inteliigent creatures who have not in some way been modified, transmit
their thoughts naturally. The Energion thought tiransmission is handied by the
anaiogy of radio. Various speiis can increase or decrease meniai transmission
or recepiion capabiiities. Tne most important speils are the “Focus Mental
Transmission® and the "Mental Reception® spells for both Manipulators and
Spelicasters. Focusing thought in one direction wiii aiso make reception
possibie over a greater range in that one direction.

There are severai other anaiogies which couid be used Tor thought, but
inis one nas proved particuiariy neipful. Study the spelis ciosely before
piaying situations invoiving thought transmission and reception.

it is this transmission of thought which aiiows the operaiion of psionics
and aiso provides jor some of the powers of mindmasters. These capabilities
are discussed further in the full descriptions of those skiils.
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Magic Ruies

The foliowing ruies are derived from the magic theory section.

1. Evocations, such as Cube of Energy are all instantaneous. There is no
more energy on the paramaterial plane where you got the first purst. This is
pbased on the fact that the state of the paramaterial plane is constantiy
changing, so that there is never energy at one place to be summoned for more
than an instant.

2. There are ten spell power Teveis. Levels may be added simpiy to
strengthen the magic and prevent it from being destroyed. All parameters vary
the Tevel of the spell, and must be kept in proper balance. Spells which have
opposing effects cancel each other on a basis of the number of ieveis of
effect. Ignore range and duration. Thus, a 5di0 fireball counteracted by a
5410 cold energy speil would cancel, but if the cold spell were 6410 it wouid
resuit in a Idi0 net cold effect. The Cube of Energy might be 10th Tevel and
Tong range, but that would not have any effect on the final resuit. Fields of
magic suppression reduce target speiis by ieveis of effectiveness, witn
reductions being taken from various parameters, while maintaining the integrity
of the spell if possibie. Basic rujes are: increments of increased strength
are Tost first; additional effects (extra dice, etc.) are Tost second, duration
is lost third. Casting conditions and range are invariabie and set up by the
caster. Any loss of a parameter, such as range, which results in the speli
becoming non-viabTe will destroy the speil.

3. Avoidance rolis are aliowed for anything not cast in body-to-body and
therefore soul-to-soul contact. If the spell is cast via a touch or a direct
channel, there is no avoidance roll, uniess the spell is necromantic. All
necromantic effects have avoidance roiis.

4. Parameters must be carefully counted-.accerding to the chart provided.

5. Magical energy is reduced at the rate of one Tevel for each 1/Z cm of
solid metal, by 6 cm of stone, or by 1Z cm of wood through which it must pass.
It therefore requires an additional level of punch to go through each such
thickness.

6. Things closely associated accliimatize themselves to the "creation
matrix® in certain ways, which may be traced. This association may be traced
through various means, but best by means of a resonation signai, the resuits of
which may be observed.

7. Scrying may be accompiished through reading of magical energy or
through reading the impressions of association on the spirit of a specific

Energion Campaign System - Magic and Mental Skills - Page 19



element. Though there are no eiementail pianes, there are spirits which Tive in
ihe ejemenis, and aii maiier may be considered to have a very ilow siate of
iife, and to be capabie of carrying impressions.

§. A person may have a maximum of 30 Teveis of speiis inside his soul,
ihe boundaries of the soui Tor inis purpose being considered the physical
boundaries of ine body. Amounts more than this will resuit in checks
approximately every 1U seconds with a base chance of the HEBonus Tor the Tirst
roili, cut in half for every additional roii. Faiiure of one of these checks
resuiits in deatn.

is indicaied o a speil:

§. The following effects aiways add the Teve

a. shapeabie tnroughoui duration: +I JTevel

b. snapeabie in Tine detaii: +2 Tevei

c. anchor in space rather than on an object: +1 Tevel

d. moveable throughout duration: +I ievel

e. resisi suppression: +1 ievei per ievei of suppression

f. overcome soui resistance: +3 Teveis {see "Souis and Souis® abovej

Any speil anchored in space and moving pushes with a strength of 10U at an
acceieration of 9.5 meiers per second per second. 3ee the speiil “Teiekinesis®
for furiher discussion. 1T & speii is attacned to an object and can be moved
through the duration, i1t can move that object if the strength of the spell
matrix is adequate.

G. Une cannot teiepori into an area which is totally isoiated magicaiiy,
e isoiation must be totaily air-tight.

ii. One cannot scry into any area which is isoiated Trom ine eiement
being used Tor scrying. Line of sight musi be unbiocked Tor magicai energy,
except that the curvature of the earth may be foiiowed by magical scrying.
Oither eiements vary according to circumstances.

piock magic. IT a target
5 necessary to penetrate.

iZ. Since meiail biocks magic, mefai armor wii
is totaiiy encased in metal, add the number of Teve
Oiherwise, the formula is:

Thickness is stated in centimeters. Figure chain as covering about 80% of
the body, and plate as about $5%. Thus a singie suit of Tieid piate wouid
provide:

.95% 5%20=9%

This would provide a % bonus against ail magical attacks. Round
fractions of a centimeter of metal upward.

Energy attacks which must penetrate the armor shouid use a bonus of the
percentage of coverage to the avoidance roll besides any effect for the

L
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thickness of the metal. This would not apply to a2 "Cube of Energy® whose
matrix was placed inside the Tield plate.

Conversely, any additional Tevels added to the punch of & speii reduce the
chances of avoidance by 10%.

Magic Terminology

Anomaiv: That portion of a spell which causes the effect, aisoc known as a
matrix.

Matrix: That portion of a spell which causes the effect, aiso known as an
anomaly.

Speil or Short Speli: The technical energy-use spells used by speilcasters and
manipuiators with casting time of 10 seconds or Tess.

Long Spell: Energy control magic which has a similar effect and source to a
short spell but which is done over a Tong time period by someone not schooled
in the rather difficuit manipuiations required by the short speiis.

Incantation: A spell designed to call upon the energy of beings (such as
demons) or powers {anything with a spirit, inciuding a rock). These always
take time, usuaily periods of hours, and are intended to adjust or controi the
actions of persons/items which have certain powers inherentiy. Note that the
caster of these is not summoning energy, but rather dealing with an existing
intelTigence {(summoner with demon), or a native capability (necromancer with
spirit/soul).

Miracle: A spell cast by a cleric. Some religions use the term spell while
others consider it biasphemous, as it suggests some useful action on the part
of the caster. HMany use these terms interchangeabiy.

Ritual, Service, or Ceremony: Any of the church services conducted by a
church. These are conducted by persons authorized according to the ranking

structure of the particuiar church. They may have real power, but are normaily
restricted in usage to particuilar times and piaces.
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Chapter IV

Chancetoldentify=Levels-{Spelil evel-Levels) Multiple Classes
Penaliy=DF*18 Spellcasteré
ChanceforNegative=, 5%(188-BaseChance+Penalty) | Manipulators
Enchantability=Hork +Relation+Sirength Incantations
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ncantations
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and
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Speiis and Incantations

Each speil description inciudes the parameters and a statement of the
effects. These spells are intended to have muitiple uses, with various effects
provided by varying the parameters and the effects. A section of notes
foliows, Tisting potential problems and various interesting side-effects.

To help the unimaginative, a chart follows, listing some basic useful
versions of the speii. Under cofumns one through eight the values for the
eight parameters are Tisted. The ninth coiumn Tists the number of Teveis
placed into the particular effect, the notes indicate which variants are
appiicabie and the Jevel cost, as well as notes on the purpose of the spell in
that form. Variants are Tisted by number, then the number of Tevels added or
taken away for that variant: 1I0+1 means variant number 10, add one Tevei;

10-Z means variant number 10, subtract two Tevels. Under ruie 9 of magic rules
there are standard ruies a to f Tisted. These are entered as (f)+3, meaning
that under standard rule {f) five levels have been added.

Spells Usabie by Muitiple Ciasses

The following Tist of speils is considered fairiy basic, and is based on
the magic theory of the Energion campaign. Any other magic theory will require
modifications to speiis to keep them consistent with the Togic of that

campaign.
Those marked with an asterisk (¥} after the name should be required in

order for any character to pursue the professions of spellcaster or
manipuiator.
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fame: Seénd Ligni
Liass: Speiicastier and Manipuiator
Method: refraction via force type disturbance

PARAMETERS:

i. Levei: § Z. Kange: Touch

3. Mairix Area: Zc3 4. Effect Area: #*iZ

3. Casting Time: 10s 6. Casting Focus: Yes

7. Casting Actions: difficult 8. Ouration: iUs

§. Effeci: bends Tight randomiy such as to biur objects behind Tieid

ig. Variation: +1 JTevei coherent dispiacemeni rather than blur effect;

+Z leveis for muitiple bending (shape path of light in area of effect, creating

invisibility from a specified angiej; +3 ieveis compiex coniroi of Tight pain
(@aiTows compiete invisibiiity and tne making of simpie iTiusions)

1i. Variation: +1 Tevel for broadband effect {compare "Detect Spectral Energy)
fotes: Invisibility requires that the entire area around the recipieni’s body
by occupied by the area of effect; an area of 5¢3 = 1Z wiil provide
invisibiiity for a person up to 2 meters taii. Invisibility aiso ieaves the

mage unabie o see specified specirum. If it is broadband, the mage will be
unabie to see.

| L] R _IMA [ ER | CT CF | CA DUK i variants
| & § Seifj 8¢3 | 32 | i0s {Yes | Hard | I0s | i0+3
notes: provides ipvisibility for visible iight to caster

| 5 {Touch| 83 | #17 | 1i0s {Yes | Hard | 10s | 10+3
Notes: invisibility cast on someone eise

1 7 | Seifj 8c3 | 7127 | 10s o | nigne | ids | 10+3

Notes: You are tied up, nude, and vou also want to be invisible! i

1 06 {Touchj i6c3 | *i2 10s {Yes | Hard | i00s | 10+3: (aj+i
Notes: Create iljusion in area by total manipuiation of iighi.
i Z | Seifi 8c3 | =17 | j0s jYes | Hard | 100s |
Notes: biur seif for a 20% penefii {o armor ciass {iight onlv}
i 3 | Seif| 8c3 x 10s |Yes | Hard | 100s | 1141

ipiet

lotes: biur seif infrared, visibie and uitrav
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Name: Block Anomaly Radiation
Class: Spelicaster and Manipulator
Method: place a biocking Tield outside of effect area

PARAMETERS:

1. Levei: 3 2. Range: Touch

3. Matrix Area: 1c3 4, Effect Area: *I

5. Casting Time: 10s 5. Casting Focus: biocking item
7. Casting Actions: Hard g. Duration: i0s

§. Effect: biocks magical radiation

10. Variation: each added Tevel decreases chances by one ievel or 10% as
appiicabie (percentage used in spotting some cierical or summoner type magic)
notes: biocKs vision of magic within the area of effect, or of anything to
which it blocks Tine of sight

bt

L
I5

i R MA | EA Cr_ -}
] | i0s |

CE i CA JUR Variants
:Tauch_ Z¢3 j

Hard | i0s fone

i i from aring as megical
] 5 |Touchj 2¢3 | %12 | i0s | Yes| Hard | 10s | None
Notes: Also makes a blocking wall 3.37 meters sguare, icm thick
1Z
&

10 | id | Ze3 | %17 | 10s | Ves| Hard | 100s | (e}+3

3 Jeveis resistance to spottin

oo
s
-
et )
e
e e

|==|=
o
i
L
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L
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Name: Coufiter Ancidiy™

Ciass: 3peiicasier and Manipuiator

Method: provide anomaiy as ciose to opposite as possibie so as to cancel
originail speii

PARAMETERS:

1. leyeis 0 Z. Range: Touch

3. Matrix Area: ic3 4. Effect Area: *1

5. GCasting Time: Is 0. Casting rocus: Yes

7. Casting Actions: Hard 8. Duration: 1/i0s

9. EfTeci: automaticailiy canceis any anomaiy which the casier knows how to

create.

Notes: The speilcaster automatically cancels his own magic, though the speii
musi be cast in order-io do this. The counter mairix and ihe opposed mairix
must totally coincide in space, bui ihe area of effect is irreievant. This is
a technical speil by which the mage takes apart the anomaly using knowiedge of
magic rather than brute force as in an Magic Reduction Field.

b PR MA EA T [#3 CA OUE | Varianis
1] I Zc3 1 i0s Yes| Hard | 1/10s| Note added CT |
Notes: Buy a leveil with lon ; time to cancel Zc3 matrix
1 513d {53 | 51 | iUs | Ves| Hard | iUs |
Noies: Canceis and Ef revenis ref £3 I matrix in B
i 5§ 1d 183 [ % [ 30s | Yes| Hard | 1/i0s] {e}+2
Notes: Cancels a matrix with ¢ leveis of protection added
[ i i i i i i
Npies:
P | | i i =] i ]
otes:
D === — : :
noles:
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Name: Détect Spectrai Energy
Ciass: Speilcaster and Manipuiator
Method: improve vision to take advantage of additional spectra

PARAMETERS:

I. Levei:z: O Z. HKange: 5eif

3. Matrix Area: ic3 4. Effect Area: #1Z
5. Casting Time: 10s 6. Casting Focus: Yes
7. Casting Actions: Hard g. Duration: 10s

g. Effect: Aliows seeing one spectrum, infrared, uitraviolet, radar

10. Variation: +1 level to see broadband (infrared, visibie and uitraviolet])
lotes: Needed in order to see with a narrow band invisibility. Must cover
eyes to function.

L H MA EA CT CF CA OUR | Variants
Z | Selfi 1ic3 1ds Yes| Hard | 100s (I0+3
H.oj.es_s.es_maip.am_o_uﬂﬁ seconds
! L
es: Make a giant see broadband for 100 seconds 1
_ jSeTf[ ic3 ids Ves| Har O0ts [10+1
g;gg- Atlgug ggg;gr te sSEe nraggig d aii dav g
i
Hutes- -
! i i i i 1 i i i
Notes: . bl
B e T e s e e
Notes:

—
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iame: Discorporate
Giass: Speiicasier and Manipuiaior _
Method: make body inappropriaie to noid soul Dy appiication of chaos

PARAMETERS:

i. Leveli: 2

3. Matrix Area: 8c¢3

. Casting Time: 1i0s

. Casting Actions: Hard
. Effect: removes soul
Notes: A true instani kiii speii. Note that insiant raises and other such
magic wiii not work during the duration of the anomaiy caused by tnis speil, as
the body may noi be reinhabited by a soul for the duration. To use this spell
against an unwiiling victim adds five leveis to the base chance according to
the standard ruie on affeciing anyihing within ithe soui. It couid be used at
base jevel for someone deceived and therefore wiiiingiy receiving it.

. RKange: Touch

. Effect Area: 1z

. Gasting rocus: Yes
. Duration: 1fi0s

00 a1 v I}

Yy ~J th

) -

LL R__| HA EA | €T | CF CA | OUR | variants

| 7 iTouchi Sc3 { 517 | 1uUs | Yes| Hard | 1/10si (T)+3

N : Kill iiiing victim on touch

{10 iTouchj 8c3 | #12 | i0s | Yes] Hard | 100s | {f}+5

Notes: Kill an unwilling victim and prevent raisi?g for i00 seconds i
i Ti+

i+3

| 6 [Touchi 4¢3 | =i i0s | Yesi Hard | 1/10si {

notes: Kiii a smail viciim, such as a chiid or Eriziu

| & | 2d 8c3 32 | 10s | Yes| Hard | 1/i0s]

Egie§: Kill someone whnlis cun?inceq vou are ETan?ing to _heal nim i
i ] ] 1 ! ] =

i

-
-

[

¥
i i

1

e

TR . .
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Name: Drugged Sleep
Class: Spellcaster and Manipulator
Method: excite sleep center of brain

PARAMETERS:

1. Level: O 2. Range: Self

3. Matrix Area: 2¢3 4. Effect Area: *12
5. Lasting Time: 7s 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Duration: 10s

9. Effect: causes target to go to sleep if willing {or if unwilling and the
matrix is outside the body)

10, Variation: unwilling +2 levels, crazed +3 levels, combat/injury +5

Notes: requires normal battle initiative time to re-enter action. The base
spell is intended for a normal human size brain. This spell is a minor
exception to rule (e) (+5 levels for effect inside soul) as sleep is a natural
function of the body. The specific levels are listed as a variation.

L R MA EA cT CF CA DUR | Variants

3 1d ! 4c3 ! *32 Js Yes! Hard ! 10s 1042
Notes: Put an unwilling but uninjured target to sleep at range
121 1d] 4c3 | *12 | 10s Yes| Hard | 10s 10+2

Motes: Put him to sleep when vou have time to waste !
| 4 | Self} 8c3 | #12 | 10s | Yec] Hard | 10s | 1045 |
- . = - - —

Motes: : £

il P == SR I ] L
M - H

g — | 1 | | |
Motes:
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Name: Focus Mental Transmission.
Class: Spellcaster and Manipulator
Method: direct natural transmission of thoughts

PARAMETERS:

1. Level: O 2. Range: Self

3. Matrix Area: 2¢3 4. Effect Area: *12
5. Casting Time: 10s 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Duration: 10s

g. Effect: doubles thought transmission strength and range per level (base
range=20 Meters). Transmits strong emotional impressions

10. Variant: makes thought transmission directional, halves arc of transmission
for each level. Sequence is 360,180,90,45,22.5, etc. Directionality focuses
transmission power into a narrower beam, increasing power in that direction.
11. Variant: Strong emotional impressions, detailed emotions, strong surface
thoughts, deep conscious thoughts, subconscious level, total knowledge (cost
one level for each increase in depth).

12. Variant: +1 level to transmit to a specific target creature, +2 Tevels to
transmit to a class of creatures

13. Variant: +1 level makes transmission commanding

14. Variant: +1 level allows transmission into unreceptive mind.

15. Variant: +1 level allows transmission of emotional state other than your
own.

16. Effect: transmit unfiltered multiple emotions to create confusion: +1
level; create insanity: +2 levels; create catatonia: +3 levels

Notes: All effects are additive with those of mental reception so as to create
long range links. Of course, directionality is figured for each spell, but
range increases are additive.

LI R MA EAl €T I CF | CcA DUR | Variants..
0 | Self] 2¢3 | *]2 | 10s Yes! Hard 10s =
: its caster's surface emotions for base ran F 20 meters
| 2 | Self] 8¢3 | *12 | 10s | Yes| Hard | 10s | )
Hgte% EA to_include brain of target when shot with triucwfﬁr _arrow |
2
4
tes

Se1f[ 2c3 *12 | 10s | Yes| Hard | 10s [14+1; 16+,

fusion in any tazget up to 20 meters away
1 §g?fl ECE | *12 | 10s | Yes| Hard | 10s [11+2

: Transmit strong 5urfaca thoughts 20 meters; used for comms

5 s.c_-m 2¢3 | *12 | 10s [Yesl Hard | 10s [11+2: 13+

|
Note mand eatures withi net di ho understand

* +2; 1341: 10+
: Command creatures in 45 deg arc for a distance of 80 meters

Be sure to compare the capabilities and notes of the spell "Mental Reception.”
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Name: Force Fieid
Ciass: Spelicaster and Manipuiator
Method: Jather and control energy from paramaterial

PARAMETERS:

1. Level: © Z. Range: Self

3. Matrix Area: Zc3 4. Effect Area: %iZ
5. Casting Time: 10s 6. Casting Focus: Yes
7. Casting Actions: Hard §. Duration: 100s

§. Effect: creates force Tield of up to specified size which operates on the
principie of absorbing kinetic energy

10. Variation: +10% hardness and therefore armor effectiveness per level
Notes: must use finely shapeable variant (standard ruie b) for effective armor
to avoid dampening sound. Minimum thickness is I centimeter. The fieid will
absorb ali airborne sound uniess made into a mesh. Third Tevel version with
all power entered into matrix area provides a suit of minimum thickness armor.
One additional Tevel will provide more than enough thickness for tripie
thickness armor which is the maximum which can be used without a maneuver
factor due to thickness. Area of effect becomes 117x117x1 at minimum
thickness.

EL IR MA | EA CT_{CFI CA | DUR | Variants
1] 0 25631 *i2 | i0s Yesi Hard | 100s [iG-7

Notes: 51 ience field 120x120x2 meters centered on caster

{10 _{ {1074c3] *100} 10s | Yes| Hard | 100s {i0-7

nptes: 53 ience field Z3170x73170x7 meters centered on caster

| 3§ 0 | 4¢c3] *j7 | 10s | Yes| Hard | 100s {{b}+Z

Notes: OUne centimeter thick standard forcefield armor

{10 4c3 Z | i0s Yes| Hard | 100s [{b}+Z: 1047
Notes: Une centimeter thick ndard forcefieid r 47 j B
10 | O | 8c3] XiZ2 | iQs Yes] Hard | i00s j(bj+2: 10+6

Notes: Three centimeter thick fur;ef‘ig'id armor +60% each centimeter |
[ o0f 6 | 2c3] *xi7 | i0s Yes| Hard | 100s [None

Notes: Shield 117x117x1 1 cm thick shield
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fiame: Interstitial Phase

Class: Speiicasier and WManipuiator D
Meihod: moves jtem or creature siowiy through to interstitial space while
maintaining ihe proper acciimaiization

PARAMETERS:

i. tievei: @ Z. FRange: Self

3. mMatrix Area: 1ic3 4, Effect Area: ~iZ
5. Casting Time: ids 8. Gasiing Focus: ves
7. Casting Actions: Hard 8. Duration: 1/i0s

§, Effeci: moves item three psanar po1nt5

i0. Variation: Move three additional pianar points: +1 Tevel

Notes: This speil is a basic piane snift. An mairix area of Scm™3 and an
effect area muitipiier of 1Z is required to shift a numan of normai size to the
interstice. dther objectis or smaller or larger persons must be caiculated
separateiy. S3hifting objecis to the interstice is also used for creating
castles which are defended magicaiiy on the interstices. This speii may aiso
be used to travel to other planes along other dimensions.

L1 K 1 MA I EAJ] LT {CF CA_ | ODUR | Variants i

3| Seif gc3| #iZ iJsi Yes| Hardi 1/10siNone {
higptes: Fianeshift self _up to 3 plapar points i
| &iTouchi Bc3{ 17| 10s| Yes| Hard| 1/10s|None
Noies: PFlanesniii someone eise 3 n:anar nnints
| 5] Seif 8c3i *121 30si Yes| ngrnl 1Us |None
Notes: Shift many_ti as desired juration g
| _SiTouchj Zc3{ *iZ] 1Us] Yes| Hard] 10siNone
Motes: Fianeshifi object Zd4cm on §_§e “{such as a brick]
| 6] Seifj 8c3j] =iZj - iUsj| ﬂni None| 1/10s|None
Notes: Pianeshifi when bound and wiiioui suppiies {escapei]

|

.

b ]
j j
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fiame: Link
Class: Spellcaster and Manipuiator
Method: provide Tink to existing anomaly to aiTow controil

PARAMETERS:

1. Level: O 2. Range: Touch

3. Matrix Area: Special 4. Effect Area: Special
5. Casting Time: I0s 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Duration: Is

§. Effect: aliows Tinking the range portion of a speil into an existing
anomaly. This is a totaliy separate matrix, and does not have any effect on
the original speli. This speli must be cast after the original anomaly is in
existence as it requires something to Tink to.

liotes: The spell area of this is a Tine of sight Tink from the caster to the
speil, or even from one speil to another. The caster may then control the
speii. It may also be used to create a matrix and then move away, cast the
Tink and grab control of the speil again. Levels must be added to the "Range®
parameter in order to reach tne target speii. In case of contested linkage,
roil off on di00s, modifying one roll by 10%SpellLevelDifference, using only
levels specifically added to punch.

L E | HA EA CT CF | CA DUR | Variants
OiTouchi M/A R/A i0s| Yes{ Hard is|{None
: Take control of ell when you can touch its matrix

| 5] 16di N/A | N/A | 30s] Yes] Hardi  Jisiione
Notes: Take controi of a speii up to 160 meters away i
| 5 2dj M/A | W/A | 10s| Yes| Hard]|iG000s]|None
Notes: Take and keep control of a spell up to 70 meters away A
| | = i i i i
hNotes:
S, j ==t J=—1 | I
Notes:
P i i i I i i |
Notes:
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fiame: Magical Energy Absorber

Ciass: dpeiicasier and Manipuiator

metnod: removes sufficient chaos from an item o aliow repiacement by
paramaierial associaied energy. OUuraiion indicates how iong ihai chaos remains
sufficiently identified within the item to identify the association Tor
purposes of focus

PARAMETERS:

i. Level: O Z. HRange: Touch

3. Matrix Area: 1c3 4. Effect Area: #1

5. Casting Time: 1IUs 6. Casiing Focus: Yes
7. Casting Aciions: Hard 8. Duration: 10000Us

§. Effect: makes object up to area size readiiy absorb chaos (I}

lotes: must be placed in area appropriate to gathering energy, such as
intersiitial area, paramateriai, bounded chaos, etc. This speii is intended
soieiy as a means Lo creaie a universal fTocus. It will provide a "Focus: Yes®
resuit for any speii. It nas no other known use.

jif R | wa | EA CT | CF | Hard] ODUR | Variants t
| O jTouchi 3Jc3j =ii JOS| Yesj Hard|] 10GLs| i
notes: Make a universal materiai component out of a Ic3 object .
o === s

Notes:

R e e EEa e

Notes:

= ] | i = ] | ‘
Notes:

[ [ [ & [ i [ [N

I | | i ! | i i

hiptes:

L1 i i | i i i |

Hotes:
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Name: Magic Reduction Field
Class: Speiicaster and Manipuiator

Method: Block movement of magical energy in the area

PARAMETERS:

1. Levei:z: C -
3. Matrix Area: 1c3 4.
5. Casting Time: 10s o.
g. Casting Actions: Hard 8.

i10. Variation: +1 Tevei for shaping

Notes:

Range: Seif

Effect Area: *1
Casting Focus: Yes
Duration: is
Effect: reduces effectiveness of magic in a field by 1 Tevel

See the section on magic ruies concerning the reduction of the
effectiveness of magic for the order in which capabilities are Tost (Magic

Rules #2).
L K MA EA CT CF CA DUR | Variants
4 | Seif| 2c3| %12{ 10s| Yes| Hard| 10s| 1+
Notes: Reduce magic in a cube by two Tevels =
| 5 | Seif] Z¢3] *327] J0s| Yes| Hard| 10s{i0+] /7

gL ties -

=2NeDER STe . z

pund ca

bod

S
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Name: Mask Anomaly Radiation
Ciass: Speiicasier and man1pulatur

Method: radiate undefined magic to biock detection

i. ifevei: § Z. Kange: Touch

3. Matrix Area: ic3 4. Effect Area: 71

3. Casting Time: 10s 8. Casting Focus: Yes

7. Casting Actions: Hard 8. Duration: 1Us

. Effect: radiates undefined magic, eiiminates chance of correci
identification by normal "Study Anomaiy® speii

i0. Variation: Each 10% reduction of chances: +1 level

Notes: A spelicaster can normaily identify any speii ne or sne knows how to
cast. Additional Tevels of punch in the study anomaiy add iU%~ievei to ine
chance to penetrate this speil. Note that the chance to recognize the speil is

a separaie percentage from the chance to penetrate the “Mask Anomaly Radiation®

speil.

LTI KE a1t ER { £F CF | Ca DUR | Variants
i iiTouchi Ic3j] =ij I0s| Yes{ Hard| 100s

Nofes: Mask a ic3 anomajy Tor i0J seconds

i _&iTouchi iIc3j #iz] 10s| Yes| Hard{ 100%s|

Notes: Mask an anomaiv no iarger than 1Zc3 for 27.7 nours

| GiTouch{ Jc3{ =iz{ I0s| Yes| FHard| 100ts{ig+Z
Notes: ﬁggk the gngmgjg for EE,E nours and maxe lt Z0% narder io view
i | i

noies:

R i i i i i ‘ i

nNotes:

i1 i i I i i i i

Wotes:
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Name: Mental Block
Class: Spelicaster and Manipuiator
Method: Use source energy to make a bTocking shield for thought transmission

PARAMETERS:

1. Level: @ Z. FKange: Seif

3. HMatrix Area: Zc3 4. Effect Area: *1Z
5. Casting Time: 1i0s 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Duration: 10s

§. Effect: Cuts strength of thought transmission by 1/Z, requiring one
additional jevel of sensitivity in reception to receive the same Tevel of
thought detaii Trom the target

i0. Variation: Each additional reduction: +1 Tevel

L B MA EA cT CF CA DUR | Variants
5 | Self Zc3| %12 i0s| Yes| Hard] 10600s]i0+3

-
—
_—
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Name: Menial Energy mask

Ciass: Spelicaster and Manipuiator

Method: Short range transmission of mental energy paiierned sucn as o be
unreadabie-prevenis reading of coherent thought

PARAMETERS:

i. Level: 3 Z. Kange: deif

3. matlrix Area: Zc3 4. Effect Area: 7iZ
5. Casiing Time: ids 6. Casting Focus: Yes
7. Casiing Actions: Hard 5. oDuration: 1IUs

14
"

Effect: masks thoughis with biocking iransmission

iG. variation: Meshes interference with thought to make it difTicuit io
separaie: +1 Tevel per Tevei of proiection

fotes: Thnis speii musi be countered by a specific power of the mental
reception speil to pick out correci thougnis from ihe mixed iransmission.
Simpie increasing tne sensitivity of the speil wiil do no good.

L E | ®MA [ FEA 1 CT 1 CF i CA 1 OUR i Variants {
- - P PR - 'Y & wm [ - -
5 [ Seif Zc3p A3 igs] Yes| Hard] 10s|10+7
Notes: Basic speli with additicnal 7 leveis of protection
i f i i i i i i i
lpies:
& N i ] [l 1 ) [ i
] | | | ] ] | ' ! 1
notes:
i L [y 13 13 13 L3 ¥
i1 ] I i i i i i
fpies:
i M [ [] ] [] [ [ L
i i i I ] i i i |
Notes:
. M ]
P i i i i i i i i
NOLes:
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Name: Méntal Receéption
Class: Speiicaster and Manipuiator
Method: make target's mind receptive to thought waves

PARAMETERS:

i. Levei: O 2. Range: Seif

3. HMatrix Area: 2c3 4, Effect Area: *iZ2
5. Casting Time: I0s 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Duration: i0s

g. Effect: allows reception of strong emotional impressions of all creatures
within range. UOifferentiation of targets is up to caster

10. Effect: Strong emotional impressions, detailed emotions, strong surface
thoughts, deep conscious thoughts, subconscious Tevel, total knowledge (cost
one Tevel for each increase in depth).

1i. Effect: Range=20 Meters Variation: ®Z per level

12. Effect: Each level added halves the arc of reception. As a side effect,
this doubles the range, because the reception capability of the spell recipient
is focussed in one direction. Sequence is 360,180,90,45,22.5, etc.

i3. Effect: +1 Tevel, using appropriate focus, to check for the thoughts of a
singie creature. +2 levels to Took for the thoughts of ome type of creature.
Both of these effects require specific focus, something associated with the
creature or type of creatures.

1§, Effect: +1 Tevel increases sejectivity to remove effect of “Mental Energy
Mask® speli

Notes: If placed on two creatures with appropriate focus this will establish a
mental Tink. Speed of mental transmission is Timited by the ability of the
receiving mind to process the data into its own celis, and should be treated as
doubling for each level of depth greater than strong surface thoughts. Reading
those thoughts is 1ike having a conversation. Hote the foliowing Tist for
speeds and effects:

i. Deep conscious thoughts, speed %2, can read thoughts which the target is
trying to conceal.

Z. Subconscious Tevel, speed 4 iT there is a common ianguage, otherwise
speed 15 as normal conversation but the receiver can decipher Tanguage
differences.

3. Deep subconscious level, speed *2 with common language, but double speed
of conversation if deciphering is necessary.

L K MA EA CT CF CA DUR EF  Varjants

3| Seif Ze3y -*32 10s| Yes| Hard] 10s111+1; 12+41; 13+1
otes: could spend 10 seconds scanning for direction to known person |
5] Seif] Z2c3| =%iZ] 1Us| Yes| Hard{ 100Us|i0+3

jotes: ali iant wizard to do the same thing!
| 4] Seif] Ze3] #32] i0s| Yes| Hard] 100s{10+2: 13+1
Notes: scan area for direction of a creature with a certain emotion
i S5iTouch] Zc3i *iZ] i0si Yes| Hard] 100s{ig+Z: 13+]
notes: convev simiiar speii to farget bv touch

i #12] i0sj No] HMonme| 100sji0+Z; 13+1
Notes: cast previous version when tied up with no supplies
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fiame: Soui Drain
Class: Speiicaster and Manipuiator
Method: Use paramaterial chaos to desiroy pari of soui

- ———

FARAMETERS:

i. Levei: I Z. Range: Touch

3. mMatrix Area: Zc3 4. Effeci Area: ~iZ
5. Casting Time: ids 6. Casting Focus: Tes
7. Casting Actions: Hard g. Duration: 1/i0s

§. Effect: drain 50 training points from target

i0. Variation: 350 additionai points: +1 Tevel

ii. Variation: permaneni rather than temporary damage: +3 ieveis

Notes: traumatic loss is temporary (500 poinits per hour recoveryj, permanent
Toss must be corrected by priestiy speil. Difference in lTevels may be applied
at gamemaster convenience, but barring major changes may be ieft to the end of
combat. This speii operaies on the principie thai ihe soui coniain a record of
the person's 1ife, so destroying pari of inat wiii remove some experience.

Note that five levels have been added to the example for anm unwiiling soui.

L4 - - i

OUE | Varianis
di 1/10sii0+4
Eig taneo usTv

rdl 15!1U+J
- e - -

for 5 n
i | i

:E-n'g

IRI

.
] ]

| — =]
p e

— -
| ==
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Name: Study Anomdiy*®
Ciass: Speiicaster and Manipulator
Method: Sensitization of vision to magical differences

PARAMETERS:

i. Level: O Z. FRange: Self

3. HMatrix Area: ic3 4§, EfTect Area: ¥iZ

3. Casting Time: 7s 6. Casting Focus: Yes

7. Casting Actions: Hard 8. Duration: 10s

§. Effect: allows viewing of anomaiies which have not been hiocked or

disguised
i0. Variation: additional Teveis aiiow seeing through protection, with the
normal canceilation ruies appliying.-

Hotes: If the speli is unknown, give a percentage change of Knowiedge of the
number of Teveis per speil of which the caster is capabie, Tess the number of
ievels the speil To be identified is above that Tevel:

Chancetoldenti fy=Levelsperspell-(SpellLevel-Levelsperspelt)

A speiicaster or manipuiator may automaticaliy identify any speil which he or
she knows how to cast as long as it -is not blocked.

L] R MA_| EA | CT CF { CA | ODUR | Varianis
1 L S5eif 1c31 x]2] iUs! Yest Hard{ iO0ts
'T 5 ne caster to v1ew nmq_g fur 777 hours

i i i I
Notes: i
T — ? E—— ———
Nofes:
i i L i i i i i |
Notess
P i i i i i i |
notes:
| i i i i i | | |
lotes: |
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Name: Telékinesis

Ciass: Speiicaster and Manipulator

Method: attunes object to interstices in such a way as to increase ine
iriction, and aiiow the object to be moved by manipulating the energy in a
smaii way.

FARAMETERS:

i. Levei: © Z. Range: Touch

3. Matrix Area: ic3 4. Effect Area: ~1

5. Casting Time: 1ds 6. UCasting Focus: Ves
7. Casting Actions: Hard 8. ODuration: i0s

§. Effect: pushes object up to specified size at acceleration of §.8 meters
per second per second

10. Variation: +9.8 mps/s accel per ievei

fotes: Acceleration formulas: v=at; a=v/i; t=v/a; d=.5{ai™Z) where
a=acceieration, t=time, v=velocity, d=distance

+_L R MA EA CI CF | CA DUK | Varianis i
| 3] Seif 8c3j *iz i0s] Yes| Hard ids
notes: Teiekinese seif for fiignt

P ; : ; T F i
fipies:

L1 i I =1 1 7 ]
nofes:

i i i i i i | i
notes:

== | | i = | i
Notes:

| i i 1 i i i i
noies:
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Name: Teiepori
Ciass: Speilcaster and Manipulator
Method: use of the soui’s ability to project itself interdimensionally

PARAMETERS:

1. Levei: 3 Z. Range: O

3. Matrix Area: Soui+ (I) 4.  Effect Area: #1 (I)
5. Casting Time: 10s 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Duration: Is

§. Effect: project soul any distance

i0. Variabie: +1 Tevel to aiso project soul, +2 ievels project body, add 6 cm
radius of the target for each level after that.

liotes: Projection of soul does not provide for any special protection of the
remaining body, though motor functions will remain, with the body in coma.
Soui protection, such as the five ievel penaity for effects inside the soui do
not apply to an attack on such a body.

The recipient of this spell must visuaiize or define the target area in some
way, either by his or her knowiedge of it directiy, or by some coordinate
system. Systems vary in their accuracy, and are specified by culture.

L R_| Ma EA] CT ACF| CA DUR | Variants i
5] Seif NA] NA] Ifsi Yesj Hard 151042
Notes: Teieport seif nude
| 6] Self] NA] NA| 10s| Yesi Hardi 1511043
Hotes: i 1f with radi f i nt
3| Seifi NA|  BAJ ﬁﬂii Yesi Hard : 1s|None
2 ject soul to another location (al IR rvation |
|| il I | ‘ i
Notes:
| | | | - | E
Notes:
{1 | | | i | | ]
Notes:
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Name: Trigger®
Ciass: Speiicaster and Manipuiator
Method: Form anomaly with singuiar weakness matched by specific circumsiances

PARAMETERS:

i. Levei: O Z. Range: Self

3. mairix Area: Ic3 . Effeci Area: =1

3. Casting Time: ids ©. GCasting Focus: Yes
7. Casting Actions: Hard 8. Duration: 10000

§. Effect: specific trigger instability, attaches one speli anomaly

iG. Variation: generai ciass of eveni rather than instabiiity, such as noise:
+1 Jevel; specific type of event, such as human speech: +Z jeveis; 3Specific
word form or other specific event: +5 Teveis

Notes: may trigger on anything having an effect on the immediate enviromment.
Separate detection is not required, as the presence of the event sets off the
speii. Types of evenis inciude voice {command wordj, other magic within the
effect area, specific physical motions with ihe objeci. There is no need to
change the matrix size of this spell, as iT goes away when the new speii comes
into existence.

i ] MA EA HE CF CA DUR | Varianis
i Gi Seif ic3 3 i0s| Yes| Hard{iOGO0s|hone
noies: Sets irigger wni

ff by f2lling or
| _OjTouch| Jc3j =3 es| HardjigUUUs 11045

wﬂmﬂmwnd word
i ZiTouch ic3i *i i0s| Yes{ Hard| 100ts|None

triking seif

3 i

TD‘E%: Dav iong impact trigger for an arrow : ‘
i ] i i I i i i i

Npies:

=1 i | | =0 i i

nNofes:

i i i i { i il L

Npies:
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Speilcaster Spells

The following speils are designed specifically for speiicasters, and are
castabie oniy by them, because their energy is derived from the paramaterial
piane. Characteristics of spellcaster magic include high power and short
duration, such as in the Cube of Energy, which evokes instantaneous energy from
t?e paramaterial, but cannot have duration due to the changeable nature of that
piane.

*.."‘.- [ -
[ -llf'h MRS,
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Name: Déstroy
Liass: dpeiicasier )
Method: Derive chaos Trom paramaterial in piaces where it ougnin’t to be

PARAMETERS:
i. ievei: U - Range: Touch

. Fairix Area: ic3 . Effect Area: *1

. GCasting Time: ids . fasting Focus: Yes

7. Uasting Actions: Hard 8. Duration: is

. ETTect: does one pﬂtnt of namage per second fo matier in area of eifect;

add one poini per second: +I1 ievel

hiptes: Kemember ine 3 Tevel penalzy for caus1ng effect to occur inside an
unwilling soui. One cm of steei has one damage poini, pius one additional
point per 10% of resistance bonus.. Earthworks have one ienith the damage poinis
of simiiar quantities of steel and:stone has one Tifth. Gasses, being harder
to destroy than soiids, cost 5 points fthroughout the area of effect to destroy.
Aiso, remember that the magic musi peneirate ihe steei in order to desiroy it;
it may be necessary to let it eat through centimeter by centimeter.

J L €a)
O N

L i K | MA | EA| CT jCF | CA | DUR | Variants i
2|Touch{ 1c3 A1) _10sj Yes] Hard] 40si{d}+] i

fiotes: Fat a cm sa twn cmof. s

i_35iTouchj Je3] =1 i ' !

Noies: Moveabie 17 cm cupe doing one poini per Second damage

i8] 2dl 8c3] =j7 i0s] Yesi Hard] J100siNone

Notes: ﬁestrnv all air in area of effect each 5 seconds; keep ciear |

| i i i i i |

Motes:

i i i | i ! i i

ppies:

] i i i | i L i |

fotes:
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Name: Cubé of Eriergy
Class: Speiicaster
Method: Extract energy from that plane for momentary action here

PARAMETERS:

1. Level: O 2. FRange: 1d

3. Matrix Area: 16¢3 4. Effect Area: %12

5. Casting Time: 10s 6. Casting Focus: Yes

7. Casting Actions: Hard 8. Duration: 1/i0s (invariabie)
g. Effect: 1di0 damage Variation: +1di0 per spell Tevel

i0. Variation: Minimum damage is idi0, used even to Tight a fire

Notes: The energy gotten may be fire, cold or electrical. Focus for fire is:
1) small fire source, 2 combustible (in ball shape), 3) part of target. For
electrical it is: 1) a conductor Zj a part of target. For cold it is: 1)
something cold, 2 part of target. The effect area indicated is intended to
take up one whole target of normal human SiZe, {Otoer sizes of targets must be
taken into account, and 100% coverad® pwyst be attained to get full damage.
Damage for smaller areas are fiqured 2¢ simple percentages of the total. These
speils may be targeted at portiens of the opponents body, but will then be
subject to the point attack avoidance roil and an all or none type result.

L R MA EA | CT L cF CA DUR | Variants
0 1d ic3] *I1Zi _Ssi Nol None| 1/i0siNone

.3

N - Ligh ir a5t
elf] 16c3| %12 Qs! Yes] Hard| 1/10s[1043

Notes: Spell fo put in impact trigger arrow: does 4410 damage to tat |
| 5| Seifli0z4c3] %32 10s| Yes| Hard| 1/10s ﬁnne
Notes: 1di0 in an area 963x963x7 meters, arrow dej
| 10| Self|i024c3| =12] 10s! Yes| Hard| 1[155[1ﬁ+
Ig;g% Edz? Qﬁzzggigz m%tersL_TrrawEdeT1ve?eu
1 |

Notes:
| i i | | | | | i

Notes:

*

:
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Manipuiator Spells

Manipuiator speiis are based on the abiiity of wizards to create material
objects, aibeii temporary, out of ine materiai oi bounded chaos. Fany
manipuiators 1ike to think that this brings them a cioser i{o godnood, though of
course ihe profession inciudes many who treat it more simply as such.
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Name: Create*
Class: Manipuiator
Method: create and form effect/thing from

PARAMETERS:

1. Leveli: O Z. Range: 1d

3. Matrix Area: 64c3 4. Effect Area: *1Z

5. Casting Time: 10s 6. Casting Focus: Yes (See note)

7. Casting Actions: Hard g. Duration: 100s

9. Effect: causes normal dayiight throughout area of effect; Add original
effect: +1 Tevel

10. +1 Tevel, opaque Tight refiective surface (iTlusion of solidity)

11. +8 levels, gas; +9 levels, Tiquid; +10 levels, solid;

1Z. +3 Tevels for organic material or compiex molecuiar structure

13. +10 Tevels to evoke pure chaos in equivaient quantity

14, 5%%Tevel resistance to normal detection as unreal

Notes: effect of illusions may be increased with “Focus Mental Transmission;"
detail may be improved with "Bend Light®.

Energy effects are 1 pt per second per levei of effect. Heat may be generated
instead of Tight (for the 1 point damage per second) without change in levei.
*xxTo create matter, the manipulator must have a sampie of whatever he or she
desires to create. This requirement cannot be removed for any number of
Teveis. HManipulator created items Tast for the duration of the speil, then
begin to fade. They will fade to nothing over a period of two minutes_ **%

+_L R MA EA CT CF CA DUR | Variants

| SiTouch| 4¢3| X7 10s| Yes| Hard] 100siii+i0

Notes: Create soiid object 48 em cubed that will Jast 100 seconds
E L 2d] 512¢3 *12] i0s| Yes] Hard| 100s|None
Notes: Cube of flames or other energy 340x340xZ meters 1 pps
| 5] 1di 2e3] =*i7| i0s| Yes] Hard| J00s[II+8

;o_eu_egmﬁumne area 24 cm on a side

| | i i
EEEE_'
i ] L A I i i i i
Notes:
|| i G | i |
ﬁ_g;e:

f —
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Name: Créate Space v
Ciass: Manipuiator
Method: Form cnaos into smaii piane
FARAMETERS:
1. Leveli: 2 Z. HKange: Touch
3. HMatrix Area: ic3 4. Effect Area: *i
5. <Gasiing Time: 1IUs 6. Casting Focus: Yes
7. Casting Actions: Hard 8. Uuration: 1Us

§. Effect: creates space on object up to size of area of effect. Inside o
area of effect ratio is 2 to i.

iU. Variation: add one to inside size figure: +i Tevei

ii. vVariaiion: space may be up to 3 pianar poinis away; add 3 pianar poinis:
+1 Tevel

fiptes: Any porition of the area of effect may be defined as a gate, but will
appear oniy as a geomeiric piane in this universe. The universe may be closed
off. The manipuiator musi define the poinis fo which ine new universe is
attached for piane shifting purposes in constructing the speii.

Filop. i of MR CEK bl _i CE 1_CA i DUR_{ WVariants i
= k- = K e e = = 13 s 0 - hms
d1foucn] 2Zc3i TiZ i0s| Yes| naru; igsNone

Notes: Creates a separate plane 96 c a ci
| Sifouch] Zc3| =iZ] 1i0s| Yes Hardi 10si{{ci+l
Noies: 95 cm space nut atiacined to item: gate mav pe any size f

1 1u51ncne

= - e e ® o m " r 2 L]

i i

Energion Campaign Sysiem - Magic and Mental Skiiis - Page 50



Name: Disguisé Anomdly Radiation
Class: Manipuiator
Method: Create apparent (but fake) "reality” over an anomaly

PARAMETERS:

I. Level:

-

i

3. Matrix Area: 1c3
5. Casting Time: 1Us
7. Casting Actions: Hard 8. Duration: 10s

§. Effect: creates Take reaiity

2. Range: Touch
4. Effect Area: *1
6. Casting Focus: Yes

automatic misidentification uniess checked for
10. Variation: Add 10% penalty to detection chances: +1 Tevel
Notes: Manipulator must decide what to disguise the matrix as

over anomaiy, meshing with it.

This causes

El E MA EA CT CF CA DUR | Variants
niTnuch Zc3]  *17 10s| Yes! Hard 10s|10+1
Hntes 10% beuef1? makes a nT?ne 106X166X. 5 cm disguise magic behindi
Same as above | i
Eg;ggz qu!ﬁ gigg be Zggm cube g];gujgzng IT magic within
Hutes.
F |} rdpr o dBe ond Ti
Hotes:
i i l i i | i i
Notes:
58 FIREE TN = e TEL
lpfes:
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Incantations

The Toilowing is a description of basic incantations or rituals which may
be performed by spelicasiers or manipuidaiors as well as enchaniers. Fany
incantations are based on the summoning of powers of magica? creatur&s, and
require Lhat you have these creatures detailed in order o properiy allow Lheir
devETnpment. Detailed development of creatures is discussed in the 3cenario
Manuai.

Parameters of Incantations:

Ta uast1ng Time {CT)j: The casting times of incantations are normaily stated
in days, and this means approximateily eigni hour days of work on ihe item or
speii. If the time is stated in hours less than 24, that time musi be in a
singie session.

Z. (Casting Equipment (CEj: Laboratory or iibrary equipment required as well
as focus items.

3. Difficuiiy (DFj: This number is ihe basis for the penaitiy to the
enchanter's chances of accomplishing the incantation correctiy. Haif of
failures should have a negative impact on the caster or some of his equipment.
The Tormuias are:

Chaiicéiornegative=.5~(100-Baselhance+rendity)

Remember that all rolls of 100 (00) constitute failure.
4. Duration (DR}: How Jong do the incantation effects last?
5. Effects (EFj: Wnal does ihe incantation do?f

Name: Attunement

CT: 10 days + 1 day per speil to be contained (maximum of 10 days added)
CE: Iiem {o be enchanied, means o casi eacn speil

ur: &

OR: 1 year/10 years/esseniiaiiy permanent {per repetition of procedure

EF: Prepares an item for the presence of magic either inside or in the
vicinity. This ritual is aiso used Tor the preparation of

armor to be worn by speiicasters/manipuiaiors. Freparation for more ithan 10
speiis resuits in attunement to magic in generai. Kepeiition of ihe ritual
moves the effect up one step in duration. For magic theory bufis, the
i/i0/Perm sequence is valid for non living matter with uninteiligent spirit.
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Name: Enchantment

CT: 10 days + i0 days per anomaly/EnchantabilityFactor entered in
inactive form + 100 days for complete attunement to a specific spell for
purposes of creating permanent active magic items

gg: gateriai to be enchanted, casting requirements for enchantments.

DR: 1 year/10 years/essentially permanent (per repetition of procedure.)

EF: Either places prepared anomaiies in the item such that they can be cast at
a Tater date, or puts a singie anomaly which is active permanentiy into the
item. Placing spelis for later casting works simiiariy to the "Trigger® speli.
Putting a permanent enchantment which will be constantly active requires a
minimum duration of 10 seconds for that speil. During that 10 seconds the
caster will be Tocking the spell into the item through the incantation

The Tollowing table indicates Enchantabiiity Factor (1-10)
Workmanship+RelationtoEnchantment+StreéngthofRelation

Workmanship Relation Strength
hone = @ None = @ None = O
Basic = 1 Generic = 1 Weak = 1
Good = 2 Type = 2 Normal = 2
Excellent = 3 Specific = 3 Strong = 3
Exceptional = 4

Clerics must of course fulfill the requirements of their religion.
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fame: Souil Prison

CT: 1 day/capabiiity jevei of soul (I-10)

CE: varies

DF: 1-10

OR: Fermanent or iU-creature Tevel days if unattuned item is used.

o
EF: Prepares an item to hoid a soul it wouid not normaiiy hoid. This spell is
used to piace souis with various capadbiiities in ilems and Torce ihem fo
service. The details of this procedure will vary according to the nature of a
particuiar campaign, particulariy moral questions.

-

Mame: Famiiiar

Ci: 1 day
CE: 1 point of attachment (see effecisj
OF: 2

DKk: FPermanent (presuming existence of fTamiiiar)

EF: This speii partiaiiy joins two items with soul (anything from a smail rock
to another human or even a more inteiligeni supernatural creaiurej so tnal
effects on the soul of each will have an effect on both. Each recasting of

this ritual gives a progressiveiy greater connection. The progression Tollows:

i. @General knowiedge of Teelings, no proiective capabilily exchanged,
aware of damage to each other.
. UCommunicate senses, 25% of protective abilities are used as a bonus
% of damage done io eiiner is passed on as soul trauma.
. Fuilil awareness, 50% protective abiiities
. Meshing of personaiities, 75% abilities and damage, personaiity
changes wiin the more wiliful pariner winning

5. Ideniity, one hundred percent abiiities, damage, and soul based
abiiities, with neither party being abie to act without the other’s approvai.
Mild schizophrenia is probabie with worse possible.

H

L+ TNt

and £

P lad

Note thai wnile this couid be done with a smaii rock, ine person wouid
become more passive and the danger wouid be great. The merging wouid be wiin
the earth spirit (a very minor and ephemeral thing) in the rock.

fiote aiso that the damage is not passed on in cases where boih are
invoived in the same attack, such as a Cube of Energy nitting boin, but is
applicablie anywhere else.

Siandard range Tor effecis is 1 kilomeier bpetween the Tamiiiarized
creaiures, bui repeated casiings wiiil double inis distance uniii afier 1D

kilometers, distance becomes irrelevani. One further casiing and pianes wiii
become irrelevant.

This is a dangerous incantation and shouid be used with great care.
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Name: Long Speil

EF: reproduces a short speil with 1 hour per second of casting time. This is
used by Enchanters for the creation of items. Each spell duplication must be
Tearned separately. Casting time is obviousiy out of proportion to effect for
any sort of tactical use.
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Enchanting Itiems

Enchanting items shouid be a difficuit process, but not oui of proportion
to the benefits gained. It should also accord with the magic theory being
used. The “Enchaniment™ incantation Tisted above is designed for design of
items by various iypes of magic using creatures, and io reiaile the process of
item creation to the nature of thne items.

Encuurage wizards to use items reiaied in some way o ine magic creaied.
The numbers in the incantation do this, but avoid aliowing siatemenis iike:
*Ubviousiy I will use an item with a specific reiation to the magic.® A staff
designed Lo creaie "Cube of Energy”™ speiis in the Torm of Tire might have a
nead designed to Took Tike fiame and command word, iT ihal Torm of trigger is
used, relating to fire.

Several iypes of iiems may be created. First is the item wiih a singie
speli which causes iis effect permaneniiy. As an aside, Tor game purposes I
consider these speils permanent, but in designing historical scenarios, where
the characters may discover the remains of civilizations centuries or even
miiienia oid, I iniroduce a chance of Tading afier severail nundred years nave
passed. Tnese speiis can have interesiing effecis, such as a manipuiator
*Create” spell wnich makes gas. Since the manipulator created items fade over
a period of two minutes after they are created, the gas will biilow from the
effeci area and Tade after iwp minutes, bui the item wiil coniinue o produce
gas. This can have boih good and bad eifecis. Another popuiar iype of item is
one with a permanent *Telekinesis®™ speil on it, which wiil aiiow the object to
be moved by any mage. HNotice that if any parameter of the spell needs to be
adjusted, the user musi either know magic, or the original enchanter must have
provided a command word Tor eacn staie.

By far the most common, and tactically useful magic item, is the one which
is a permanent trigger and is rechargeabie. This can provide the benefits of
instant speiis ol a wide variety to ine user instanianeousiy. Tne time saved
can be very important to someone invoived in a tactical situation.

Summoners can attach speiis to items in which they have trapped minor
demons, and can cause the demons io rejease the speiis on command, and
necromancers use souis and spirits in simiiar ways. Tnese iwo ciasses may pe
expanded and enhanced to suit your particular campaign. The most basic skilis
invoived Tor them are discussed in the next chapter.
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Summoners and Necromancers

Souls and Death

This section covers the problems of resurrection and becoming undead based
on the Energion worid.

A person is made up of body and soul. Al1 Tiving things, and most natural
things have a soul or spirit, the only difference being in the intelligence of
the spirit. The soul contains a permanent record of the person’s Tife,
abiTities, and ail activities.

A soul is permanent, and will remain alive, either going to the afterlife
or continuing to exist here. A soul may be recailed to the body by the various
raise dead speils depending on conditions. The events relating to a soui‘s
experience after death are determined by religion. If no arrangements have
been made the soul will naturally depart this plane along the fourth dimension
and eventuaily be destroyed in bounded chaos. There is a small chance {about
1/10%) that any soul will not make its way off the piane and then the person
may decide what to do.

The process of continuing Tife after death is somewhat difficult but not
impossibie. IT the person simpiy wishes to be non-corporeai, which generaily
requires that activity be Timited to speiicasting, then it is simply a matter
of ensuring that one's soul does not depart this plane. Some summoners or even
common persons make agreements with various creatures from the rebel planes.
This forms them inte various types of undead, each specified within the
contract. The Targest danger of this method is that the form may suit the
creature causing it more exactly than it suits the person.

Certain clerics may have abilities reiated to attacking and/or driving
away creatures which are not in their natural form. Those creatures formed by
agreements with rebel piane creatures must be treated in two ways: those
formed by independents (uncursed entities) are normal entities, and may only be
affected by magic applicable to souls separated from bodies. Those formed by
the various cursed entities may be driven off or forced into service by clierics
of aiiied or opposed reiigions.

It is possible to place one's soul into a created body, with the only

K ADS sk dangers being those inherent to mechanical devices. Sometimes this can be a

.-’*-mwf.ﬁj
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penefit. 07 course, ones pnysical siails are deiermined by ihe body. FHowever,
the most common meinod Tor mages to gain ifongeviiy is simpie possession.

The most common form of permanent death is for a person whose soul is
unprotecied to be kiiled by a person dedicating it to some deity. Frotection
irom this are fairly simpie to attain, buil require the person {o be a member of
the specified religion.

Summoners {Extra-pianar creatures)
Basic Summoner Rituais:
i. Ritual of Summoning:

Summons a creature of the circie which the caster is capabie of summoning.
This ritual takes Trom about i1 minute {eiementais) to § hours {(major demons),
and simpiy attracts the creature (if it is capabie of moving) to the area the
caster desires it. The summoner must know enough about the creature to bring
it Lo ihe right Tocalion, and of course know whal means o use in order to
coniroi it.

Z. Control Rituais:
inese vary Tor eacn creature, and range irom toiai domination fo simpie

request. If a control ritual exists, the control level of the creature
determines what ievei the caster musi be in order fo work with that particuiar

creature. Conirol is differeni Tor each creature.

3. Prepare a Prison:

=1
Pl

This incantation is simiiar To ihe enchanting rifual used by speiicasiers.
prepares an object to contain the summoned soui, effectiveiy becoming that
creature’s new body. The creature wiil have any powers which were based on its
soul, but of course no physical powers of its normal body.

§. Uismissai:

This incantation, taking 10 seconds, will send any soul which is currentTy
controiied, and of a Tow enough summoning ievei, to its piane of origin. That
creaiure cannol reiurn for a varying period (see individual ueerxptlunsj.

Piaying Summoners:

The summoner is by far the mosi difficuii characier ciass o play in ihe
tnergion system. It is aiso pnssib?y the most powerfui. Added to the normai
probiems of tecnnicail knowiedge which a piayer must nandie when piaying a
spelicaster is the grasp of politics on other planes with a variety of
creatures having motivations often significantiy different from those of
numanoids. Ai1 of tnis must be handied under circumstiances wnere a singie
misiake may mean death or ensiavemeni of ihe characier.

P

Energion Campaign Sysiem - FMagic and Mental Skills - Page &0



A summoner gets his/her power from summoning and dealing with creatures.
Normally these creatures reside on other planes, but that is not necessarily
always the case. Even another human may be subject to summoning under the
right circumstances. By "dealing with® I mean anything from force to
friendship which may have an impact on the creature summoned.

There are three stages to a summoners work: 1) Summoning, Z)
Request/Demand, and 3) Delivery. A1T must of course be accomplished for one to
be considered successfui. They may be quite simple. Joe calis Fred over, and
asks him to go and kill that kal over there. Fred goes and kills the kai.
Summoning, Request, Delivery! Easy!

Summoning:

A summoning may be voluntary or involuntary, and further may be based on
various means of persuasion or force. The summoner must provide for three
efements if a summoning is to be successfui: aj communication, b) motivation,
and ¢) transportation.

Joe shouts at Fred, providing communication, Joe is Fred's very most
utteriy best friend, so he is willing to provide aid, and Fred has the
transportation, his two feet. A demon might require telepathy as a means of
communication, a human sacrifice promised as motivation, and could use
interstitial travel as his means of transportation. It is important to note
that the principles are the same.

Motivation:

This may be by any means the caster thinks appropriate, though information
on target creatures will of course aid in that decision. HMany creatures Tike
to interfere in the world, and do not have worshippers to aid in this endeavor,
and so Tike a human invitation. Others are cursed, requiring them to serve
under particular circumstances, or merely requiring them to act on earth only
on the invitation of humans. Yet others may be bribed. This sort of
information must be kept by each character with reference to the creatures
he/she knows.

Transportation:

Most extra-pianar creatures have transportation. For any that don't, a
summoner must be sufficiently inteiiigent to think of a soiution to this
probiem. If the summoned creature is from this plane, then transportation is a
varied, but simpie, matter.

Delivery will vary, and must be within the Timits of the creature. HNo
curse will make a target creature perform impossibie acts.

Creatures:

Creatures may come from several major sources. The most important one for
any summoner is the hell of his particular religion, if there is such a thing.
In many cases, there are a number of creatures with various curses which may be
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taken advantage of by the summoner. RNormaiiy oniy the fop ranks of summoners

{very few peopie indeed) try to work with a neil not of their own cuiture.

The grouping of pianes known as ine rebei pianes or free pianes are
inhabited by a grouping of creatures iess powerfui {han ine gods bui naving
some rather godiike powers in reiation to humans. Some of itnese creaiures were
cursed and sent there, bui many of them went there voluntariiy. Some of them
iike working with humans, or interfering with the worid, or jusit causing
trouble in general. Any who are cursed must operate in accordance with the
specifics. Those who are not are subject to the rule of the gods, and may
interfere oniy at the invitation of humans. Contrel afier summoning is a
probiem, because the summoning is &71 that is required Tor a Tree crealure.
There are controi incantations which work on inteiiigent creatures in general
and may be appiicable. There are iimitations on the time a creature may spend
here on each invitation {ruie of the gods again) but these are usuaiiy not
neariy short enough to be of use to ihe summoner.

The most generaiiy useful, because they are aiso accessibie to rituaiists
not schooled in summoning, are those from the planes of eiemeniai-reiated
creatures and those from the material worid. There are eiementally related
pianes for creatures of many types, and ihey ofien have habiis of action wnich
may be invoked or encouraged. Thus siandardized rituais have come inio being
which may be used by anyone who can Toliow directions {meaning having
incantation skill with an appropriate percentage!lj.

Summoners musi have incaniation skiil and an adequaie amouni of knowiedge
in sage fields related to the sort of creatures they wish to use. This usuaiiy
requires at Teast 3 to & sage Tieids and numerous sage subjects. The training

accompiished--provided you can stay alive.

The Care and rFeeding of Eiemeniais

Elementais, or elemental spiriis, make up the bulk of a summoner's power
at the early Teveis. Having control of at least one, if not ail, of the
eiemenis in at Teast a Timited radius can be very neipfui. Even though a smaii
demon, such as the Enzar ITid, is much more Tikely to De seen as a Tamiiiar,
most young summoners will be found with several elementals avaiiabie to them.

A1l efemeniai spiriis {Tamiiiarized to the Z3% or beiter Teveij can give
their owner ihe abiiiiy o scry their eiemeni within tne Timiis of ine
creature's inteiiigence. A1l have other powers as weil {see individuai
descriptions)j. There are certain steps which must be taken to assure owning
and keeping an eiemental spirit.

i. FPrepare housing. The creaiure musi Tive somewhere. This can be
aimost anywhere, and iT very Tighi and mobiie, the creaiure wiii be abie to
move with it as Tong as it is in the proper element. First circie spiriis are
smaii, not more than about Z50cc, but the next circle are fairly large and are
not usuaily kept about when the caster is away from the element. A water

spirii needs a good tight coniainer, an earih spirit, anything which can hoid
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dirt, a2 fire elemental needs something you don't mind getting hot, and an air
creature needs something airtight. (No container at all is needed if you are
going to work in the creature's element, as in having a water spirit under
water. This can be very uncomfortabie with Tire spirits!)

2. Food. Elementals get enmergy from food consumption. The following are
the requirements: Fire - combustibles (concentrated if possible); water -
absorbable mineralis; air - moisture/fresh air; earth - Tiquid/organic matter.
Any elemental can hang around for up to one day without any of the above
substances, but will not want to do it. Being of Tow intelligence at best,
they are easy to force, but there are higher Tevel elementals who will not
appreciate damage to them, so make your choicel The preferred method of
feeding is about double the amount of food required for the energy expended.
Material plane foods are deiicacies.

Oon't keep the same elemental around for more than a month or so. Living
on this plane weakens them in the Tong run, and after that vou wili notice
powers diminishing. Summon another one. It's easy.

Staves may be made with elementals contained, but these should normally be
holiow with the elemental kept on the inside. Some provision should be made
for providing the proper food. The eiemental will then be abie to exercise its
powers through the jtem.

Gamemasters are obviousiy free to design different types of eiementais, or
to have none at aiil.
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Mental Powers
Psionic Theory and Skill

Psionics is the ability to project power anomaious to the creation matrix
both within and beyond the persons body. Ranges of psionic energy are usually
short because they cost energy to transmit over distance.

Psionics mental transmission or reception skiiis reiate to the same ranges
and general theory as both spelicaster and manipulator magic does. Other
skills must be individually described. They are not as systematically
patterned as magic skilis because they are powers of the soul and thus may vary
5¢m$what according to the desires of the creator of that particular type of
soul.

Any psionic skill may be used over range, bhut this costs one point per 10
meters of distance. Appiying an ability to another person, such as enabiing
that person to teieport requires touch and costs 10 points.

Psionic power is biocked by solid objects at the rate of 10 points for 1
centimeter of steel, 6 cm or rock, or 1Z cm of wood or Toosely packed dirt.

There are three classes of skills. Class 1 skilis may be learned without
any training, probabiy by accident. A natural psionic wiil have at Teast one
of these skiils, usuaily his or her first. Skiiis of this type are Teiekinesis
(of oneseif) Tearned during the traumatic experience of faliing from a c1iff,
or a mental parry learned when one is slapped by a mental slap. These skills
generally must be Tearned when one is very young, as the response is not
naturai. OUnce the character is convinced that an action is impossibie, he will
not try it.

Class 2 skills may be learned by a psionic without an instructor by using
other magical skilis, such as Tearning how to psionically detect magic by using
the magical spell skill. These skilis are normally seif taught only by magic
using creatures. There must be some basis for the character to realize that
the skill was possibie.

Class 3 skills require training by one already skilled or research under
normal rules.
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Psionic skili research requires the same times as spell research with ien
poinis per Tevei. Tie gamemasier must first approve a research meihod, and
consider the potential risks to inteiiigeni minds Deing used in research, then
roii for accidents. There are too many possibiiities, bui normaiiy resuits
siightiy off those intended should be used. Occasionaiiy, careiess researcn
should fry someone's brain.

Training Factor, or TF is the base training poinis required to jearn tne
particuxar skiil. IT you determine that a certain experience wiii have taugni
the base skiii, thal number of pu1n:5 should aiso be awarded Tor that
experience. This number of training poinis shouid be treated the same as base
training points for skills, and divided by the average of ihe prime sials Lo
determine an individual Tevel. HNumber of skilis known by a siariing character
shouid be determined by background and time.

Expenditure of points is measured in poinis per second, noted in the
skills Tist as PPS. This is the number of points required in a singie second
to initiate the skill. Maintaining a skill for Tonger ihan a singie second
requires inal ihere de no significant changes in the energy required, but cosis
one tenth of the base vajue. This means ihal iT a psionicist is attacked hy a
Cube of Energy, and uses Biock Physicai Energy to oppose ine atfack, il will
cost the number of points in the attack to block, but if the aifack is by a
mManipuiator’s continuous created Tiames (Create speil), it wiil cost the base
number of poinis for the Tirst second, and 1/10 thal numper each second
thereafter. Each new attack by ihe Cube of Energy speii wouid require fuii
expenditure again because of the adjustment required for the strengih of each
new atiack.

IT the skiil is maintained over a period grealer ihan inree seconds
without significant change brought on by someone other than the psionicist, the
cost drops to 1/i00 of the base vaiue per second to continue thereafter. Tnus,
the psionicist picks up a rock, cosiing ‘iU points, continues accelerating it
for a cost of 1 point for each of the next iwo seconds, and drops thal cosi o
1/10 of a point for the fourth second and thereafter. Maneuvers with the rock,
within the base acceieration {(1.5G) do not cost extra, but iT the rock were
grabbed by some other force, such as anoiher psionicisi irying to telekinese it
in another direction, it would cost both psionicisis Tuli poinis every second,
while they are adjusting to outside force.

-

Descripiion of Psionic 3kiiis:
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Skill: Attunie Object

Tr: 3500

BF: 70

Ciass: 3

Effect: Allows one to make an aifuned object act magicaiiy as an exten51an of o
nis/her body. Association is obvious. A Long <@cgn.eeg (Fenicacs) WL st opisT
Skiii: Weutraiizeé Fiiysicail Efiérgy (each type is one skiiij

TF: 1200

BF: 10



Class: 2
Effect: absord Points per second above base in specific physicail energy type

Skill: Diménsion Travel
Training Factor: 1200
Base Points: 5

Class: 2

Effect: Flaneshift up to 5 points, +5 points for each additional person
touched, +2 points for each additional pianar point traveiled. Remember to add

the 10 points for touch as well, when a second person is taken.

Skill: Focus Mental Transamission

TF: 1000

Class: 2

BF: 1

Effect: doubies thought transmission range for base and for each 10 pps
expended. Alternatively can make transmission directional with the same effect
and cost. Detailed emotional knowiedge is +9 points. AIl other variations in
effect are jdentical to those in the Spelicaster/Manipulator "Mental Reception”
spell, with each Tevel being equal to 10 psionic points, and fine gradations of
power possibie.

NOTE that base requirement is expending of I point. Any one 10 point effect
can be gotten by adding 9 to this, and 10 points per level thereafter.

Skill: Mental Receéption

TF: 1200

BP: 1

Class: 2

Effect: allows reception of surface emotional impressions of all creatures
within range. +9 points allows reception of detailed emotions; +10 points each
allows additional leveis of depth. Ail variations are identical to those of
the Spellicaster/Manipulator spell "Mental Reception, except that each Tevel is
equal to 10 psionic points, and fine gradations may be accomplished between.

Skiil: Meéntal Siap

TF: 1200

BP: 1

Class: 2

Effect: iT the defender’s parry is overcome by one point during any one second
he/she must avoid point attack or become unconscious for one minute. Any
points more than one expended on a singie target subtract one point each from
the target’s avoidance roil. More than one target may be attacked at once, so
Tong as the total of the points expended on all targets does not exceed the
allowabie points per second.

Skill: Méntal Parry

TF: O

BP: 1

Ciass: 1

Effect: Blocks equal points of Mental Siap
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BF:
Class: 1
Effect: Absorb up to 1/Z the points per second above base expended

NMote: if gained as class I skill this will require immediate recognition of
energy source.

3kill: Neufraiilze Psionic Energy

TF: 2400

BF: 1U

giass: £

tifect: absord 1/Z poinis per second above Dase of any psionic energy. The
absorber must be within range and ajong ihe paih of the aiiack in order o
absorb energy-

Base Points:
Class: 1
gffect: 1 pt

=

eaied per point expended

Skill: Sensitivity to Psionics

TF: 1200

BF: 3

Ciass: £

Effect: Add 1 point to whatever base perception roii wouid have been required
to notice psionic activity per 5 points expended. There is also a 10% penalty
per 5 points of use of inis skili against the character's resistance to any
psionic attack during use of this skiii, since it requires opening the mind for
psionics. The same percentage is added to damage from any atiack. Treat
psionic activity while within 100 meters of the detecting psionic as a type i0
perception roii, and subtract 1 point from the perception type for each
additional 100 melers disiance. Expending an additionai IU peinis aiiows
knowiedge of the direction of ithe source.

i1: 30i1 BIockK
g

1 =] L

]
BF: 30

Ciass: 3

Effect: Foints per second above base defend point for point against Soul Rip

LY B

K
e

Skiii: Soul RKip

TFz Z

BP: 30

Ciass: 3

Effect: iG*Foinispersecond above the base required is done in soul damage and
is removed Trom the targeil's Training Foinis, siarting with primary professien.

w B

[l 7] ]

Telekinesis

Ti:
200
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Class: 1
Effect: Accelerates an object of up to 4%pps ¢m™3 at an acceleration of 1.5 G.
For the formuias Tor this acceleration, check the *Telekinesis" spell.

Skill: Teleport

TF: 2000

BP: 10

Class: 1

Effect: Teleports the target's body to a place adequateiy conceptualized by
the target. The caster may be passing the image or destination information to
the target to aid in the process. The base skill transports the nude body of
the target. A 1 cm radius may be included for each additional point expended.

Skill: Treéat Substarnce

TF: 3600

BP: T

Class: 3

Effect: harden metal to the point of holding points=hase as an edge. The
reverse makes metal brittie and Tikely to shatter. As a side effect the metal
becomes associated uniess 10 extra points are expended (giving base resistance
to detection). Any substance may be altered, although Tearning is as a
separate skill, but must remain within its natural properties, such that no
t;ansnutatian of efements is aiiowed, but one might put a fine gioss on wood,
etc.
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Mind Master Capabiiities

A mindmaster is a person with a mind so weil trained that he or she can
control major mental or bodily funciions so as ic improve overaii performance.
it is most commonly used as an adjunct to other skiiis. Mindmasters nave very
few methods of atiack, except for focusing of mental transmission, so normally
ithey need some Torm of skili to give them offensive capability.

Mindmaster skiils vary individuaiily because they are a description of the
way the gamemaster believes that the body and mind Tunctions wiinin his Taniasy
universe, The maximum jevel of skill usablie by a character and the maximum
number of Teveis usabie per day are caicuiated using the same formuias as are
used for spelicasters. HNote however, that mindmasters rareiy run out of
Tevels, un?ess using hysterical strength for a Tong period of time. Mosi
mindmaster skiiis require too much time, and the recovery rate keeps up with
ine Tevels.

Read the mindmaster skill descriptions according to ine Toiiowing key. As
aiways, these skiils are suppiied as sampies. I use many more, and you will
ceriainiy wani fo design some Tor your campaign.

Name: 3Skiil name (make it descriptive]

Base ievel: The character must be capable of using this Tevel of skill io use
the basic version.

rocus: Uoes tne cnaracter need an objeci or verbal “manira™ in order {o use
the skill.

Duration: How Tong do the results of the skill Tast.

Effeci: Wwhai happens?

Variabie: wnhat may be changed aboui ine skiii, normaiiy by changing Teveil.
notes: expiain anything which might be uncliear in the skill description above.
Name: Bui
Base Leye
Focus: W
Duration: Constant

Effect: +10% resistance {o Toreign subsiances per abi
Variable: 24

i@ body Resisiance
Tz

-
I

ity Teveil

Notes: 10 minutes daily are occupied in mainienance.

fame: Conceniratéd Rest

Base Leyel: 1

Focus: N

Duration: at will

Effect: {(i+tability ievel)*recovery rate of psionic points or spell levels.
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Variabie: As stated above.

Notes: Healing will also be speeded by the appropriate amount for the
duration. Note that daily healing rates are for 24 hours, not for just the
period of sleep, so a person using the first Tevel ability thus doubling
recovery rate for 8 hours, would heal for the equivaient of 16 hours and
receive 2/3 of his daily aliowance of natural healing.

Name: Heédling Concentration

Base Level: 1

Focus: Y

Duration: Complete concentration

Effect: 48x healing rate

Variable: +48 mulitiple per level (48 96 144 192 240 288 336 384 432 480)

Notes: base healing rate is HE/40. This power concentrates ali the power of
the mind master on healing the body and does not substitute for sieep (though
it does nmot require extra? or provide for recovery of spell levels or psionic
points.

Name: Hysterical Strength

Base Level: 1

Focus: N

Duration: 1 second per avaiiable Tevel

Effect: increase strength 5 points per avaiiabie Tevel of spell power
Variation: +1 strength point per level

Wotes:

Name: Improve Mental Stat

Base Level: 1

Focus: Y

Duration: Varies

Effect: .Z point of concentrated stat per month
Variable: +.Z point additional per level

Notes: requires 1 hour exercise and concentration daily with the appropriate
expenditure of levels of power each day throughout the period of improvement.

Name: Improve Physical Stat

Base Levei: 1

Focus: Y

Juration: Varies

Effect: 1/2 point of stat concentrated on per month
Variabie: +1/2 point additional per Tevel

Motes: requires 1 hour exercise and concentration daily with the appropriate
expenditure of Tevels of power each day throughout the period of improvement.

Name: Hedlirg Mind State

Base Level: 1

Focus: W

Duration: Partial concentration
Effect: doubie heaiing rate
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variabie: +I muitipie per Tevel
fotes: base heaiing rate is AC/40

fiame: Mask Thoughts

Base Level: 1

Focus: W

Duration: Constant

Effect: piaces innocuous thoughts in conscious brain. Peneirated py ine same
means as the “iMask Mentai tnergy” speil.

Variabie: fone

fNotes:

fiame: Mentdl Awdreniéss

Base ievei: 1

Focus: W

Duration: 1 second per avaiiabie ievei

Effect: raise difficuity level of perceptions by I (reduce difficuity)
Variation: +1 difficuity ievel per levei

Notes:

fiame: Résist Foreign Substance

Base Levej: 1

Focus: W

Duration: Total concentration

Effect: prevents foreign substance from taking effect
Variabie: Hone

Notes: concentration must continue untii the substance has been passed through
ihe body or has been neutraiized.

Name: Resisi Magicai Change

Base Level: 2

Focus: W

turation: Conceniration

Effect: increases effeciive Tevel required {o affeci ine souil directly
Variabie: 1 Tevel of improvemeni for eacn € abpiiity ieveis

fote: Base protection is 5 Teveis extra for impact in soul.

Name: Sense Irreguiariiy

Base Level: 1

rocus: N

Duration: Concentration, requires at Teast 10 minutes of concentration
Effect: aiiows a 10% chance per Tevel of sensing any irreguiarity in the
enviromment {this is inientionaiiy subjeciivej.

Variabie: SA

fiotes: Fust have at ieast one Tevel in the enviromnmeni in question.



Base Level: I

Focus: N

Duration: Constant

Effect: reduces range of mental transmissions 10%
Variable: 10%/level

Notes:

Name: Vary Time Awareéneéss

Base Level: 1

Focus: N

Duration: Concentration, no more than 10 minutes per hour

Effect: vary speed of mental processes so as to aliow extra time for thought
between actions.

Variable: 10% differentiation + 10%/Tevel

Notes: Increases chances for success of actions such as attack by percentage

of differentiation, (i.e. up to +100% to hit). It is under the influence of
this spell that persons accompiish Teats such as catching arrows, etc.
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Absoiute chaos 15

Anomaly Z1, £6

Attune Ubject o6
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Create Space 30
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Self Heal 68

Sense Irregularity 72
Sensitivity to Psionics 68
Souls 17, 56

Spell 21

Spirit Block 68

Spirit Drain 40

Spirit Rip 68

Spirits 17, 56

Stop Mental Transmission 72
Study Anomaly 41

Summoner 60

Summoners 16, 56
Telekinesis 42, 56, €8
Teleport 43, 69

Time 15

Training Facter 66

Treat Substance 68
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