ELEMENTALISTS

Element
Focus

Earth
Vine root staff

Air
Aeolian harp

Water
Crystal phial of pure spring water

Fire
Volcanic rock worn as an amulet

Darkness
Orb of Darkness

EARTH ELEMENTALISTS

1. ABUNDANCE

SER

The caster thrusts a staff into soft earth; any fruit of his choice will emerge at the rate of 1 fruit per CR.

D: fruit contains a medium poison

2. SPIDER MAGIC

Range: 10m

Causes undergrowth and/or spider webs to spring up in an area of 10m radius.

D: the plant/webbing growth expands 1m per CR until an SER takes effect.

3. FOREST MURMURS

Duration: 10 min

Communicate with plants; plants have a memory of 24 hrs and can report the no. of people, time they passed through, bits of conversation; 10% chance of info being false rumour.

D: may cast on a section of a path which he thinks his enemies will stop; if they attempt the normal Forest murmurs spell, all the info will be false.

4. CREATE BOG

SPEED 12, SER, Range: 10m

Immobilizes a character with bog; to escape, roll below STR.

D: the bog is bottomless so if unable to free himself after 3 CR, the victim sinks.

5. ROOTS

SPEED 16, SER, Range: 20m

Roots spring out and grasp opponent’s ankles; affects all within 2m of where the spell lands; no. of roots: forest (10), open ground temperate climate (6), open ground cold climate (4), open ground dry climate (2), desert (0); if held by 4 roots, all limbs pinned down and unable to move; if 1 hand is free, can hack roots, each has 4 HP.

D: roots can do dmg (d6,4).

6. ROCK WALL

SER, Range: 10m

Can be cast on any rock that is not bigger than half the caster’s size, causing it to grow to 10x normal size.

D: spell is permanent.

7. FISSURE

SPEED 18, Duration: permanent, Range: 1m

A 3m wide fissure appears in front of caster, extending to 5m to either and is 5m deep; fall dmg is 1d6; if jumping across, must make REF roll.

D: fissure filled with sharp rocks which are fatal; they last until an SER takes effect.

8. GIVE UP THE DEAD

Range: 10m, SER

Calls up the remains of skeletons which have been buried at least 28 days; obey simple instructions; animal skeletons have half the Attack, Defence, MD and HP of their living forms; 

Location

Chance, number

Burial ground

95%, 1-12

Ruins, catacombs
60%, 1-6

Open ground

10%, 1-2

D: permanent duration

9. TREMOR

SER, Range: 20m

Affects an area 10m across;

CR 1: slight shaking

CR 2: surface of the ground ripples; things start falling                                      

CR 3: intense shaking; 1d4 dmg

CR4: walls of buildings shake; REF roll required to keep footing; 2d4 dmg

CR 5: no one can stand up; 3d4 dmg; ceiling masonry falls; fissures appear

CR 6: wooden buildings collapse; a great chasm appears into which all things fall and do not survive

D: no SER required

10. SUMMON THE MAN OF STONE

Usable in a rocky area; Attack 30, Defence 24, AF 6, MD 17, Evasion 8, Fist (d8+2,8); obeys summoner until SER takes effect; once freed of his control, travels in a straight line and can break through walls; disappears after 1 hr.

D: the creature delights in killing.

AIR ELEMENTALIST

1. CREATE LIGHT BREEZE

Range: 10m

Can affect the course and strength of the air but unable to bring air into water.

D: can cause breeze to carry false rumours and the sounds of conspiratorial whispering to a person.

2. STARGAZE

Duration: 1 day

Reduces the effect of hardship on caster’s mind; bear hunger for a week; does not fall unconscious when HP is -2 to 0; hold breath for twice the usual time, endure twice the strength of heat, etc.

D: HP not reduced by wounds, fire or lack of air; food acts like poison on his body; caster cannot affect anything or anyone physically; at the end of the day, must make a roll against MA of 1d6+10 or evaporates into vapour.

3.FALSE RUMOURS

Creates noises which sound threatening to the person listening to them.

D: the sound created is that of a demoniacal moan which turns the hearer mad if he fails to resist its fright attack of 14.

4. WINDWALL

SER

Creates a 1m thick, 20m wide wall of wind; any being trying to break through suffer 1d8 dmg; to break through, STR roll on 2d20.

D: wall moves at 1m/CR

5. SUMMON THE HOST OF THE AIR

The creatures summoned depend on terrain and climate; for temperate climate, roll 1d6;

1. A few insects.

2. A few insects and one or two birds.

3. A swarm of insects and one or birds. 

4. A cloud of stinging insects.

5. A bird of prey.

6. A flight of birds of prey capable of carrying caster

D: always summons a swarm of insects and a flight of birds of prey.

6. INTANGIBILITY

SER

Caster becomes intangible; getting hit by or passing through magical metals causes him 1d6 dmg; caster cannot cause any dmg in combat.

D: may be cast on an opponent (MA vs MD).

7. GARROTE

SPEED 19

A constricting band appears around victim's throat, causing 3 dmg per CR; STR roll on 3d20 to release.

D: failing to evade, air implodes around victim’s head, causing an additional 1d20 dmg and deafness.

8. FLIGHT

Usable only on self; fly at twice normal move rate; cannot carry another person.

D: may cast on others (MA vs MD) and control the flight while in sight.

9. SPIN

MA vs MD; SER

Victim rotates into the air until a height of 2m; 1d2 dmg/CR.

D: rotates into the ground, 1d6 dmg.

10. BANSHEE

Creates an animate vortex of violent, shrieking wind; any within 10m become deaf; caster can order it to attack one target; it implodes, causing death.

D: runs amok; dissipates after killing 100 victims.

Attack 17, Defence 12, MD 16, Evasion 8, 18 HP, Implosion (death), move 25m/CR.

WATER ELEMENTALIST

1. RAIN

Area of effect: 5m radius, Duration: 5 min
The rain yields 2 gallons of water.

D: water is mildly acidic (treat as mild poison if drunk).

2. WAVE MASTERY

Range: 10m

Able to control the direction and/or reduce wave activity.

D: can create mini tidal wave 6m tall (1d6 dmg to ships).

3. ICEWALL

SPEED 10, Range: 2m

Creates an ice wall 1m thick, 10m wide; can entrap one being; takes one man hour to break; melts in 6 hours for temperate climate.

D: 24 man-hours to break, does not melt.

4. WALK ON WATER

SER

Gains the ability to walk on water.

D: lasts 1 hour.

5. ICE SPEAR

Attack 20, (d10, 8); dissolves on impact.

D: if it penetrates armour, victim subject to MA; if he fails, he is paralysed (SER).

6. BEATHE UNDER WATER

Duration: 10 min. 

Affects caster only.

D: may reverse spell (MA vs MD); victim (must be within 5m) unable to breathe air; dies if he cannot get to water.  

7. BLIZZARD

Area of effect: 20m across, Range: 20m

-Creates a blizzard with a 5m wide clear area at its centre; normal visibility for caster but almost zero visibility for others.

D: ice particles are razor-sharp; each CR, 2 dmg if unarmoured or -1 AF.

8. FREEZE

SPEED 16, Range: 60m

Target is immobilized by ice for 10 CR; roll below current HP on 1d20 or die.

D: SPEED 20.

9. LIGHTNING

Usable during a storm; caster can attract lightning with a copper rod; 3 charges; 

Powers (each use consumes 1 charge): 

1. Lightning bolt: SPEED 20, 12 dmg, roll below current HP or die.

2. Animate corpse: must be dead more than a month; becomes Zombie.

3. Create Force Field: radius 20m; any entering or remaining inside takes 3 dmg; wears off when caster shifts his ground.

D: 5 uses.

10. SUMMON TIDAL WAVE

SER

Summons a tidal wave 10m high and 30m across; penetrates 0.5km inland; destroys coastal towns; 2d10 dmg to ships; to survive, roll below rank on 1d12 but still take 1d6 dmg; costs permanent loss of 1d4 HP.

D: move rate 50m/CR; destroys everything. 

FIRE ELEMENTALIST

1. CANDLE

Duration: 1 hour

The illumination is visible only to the caster.

D: creates an area of darkness; caster seen indistinctly inside it (+3 Def, Evasion).

2. PYROTECHNICS

SER

Create an illusion involving light; 5% chance recognized as an illusion.

D: monstrous illusions from shadows.

3. FIRE ARROW

Must be placed on an enchanted arrow; Attack 20, (d10, 10).

D: an arrow of darkness instead.

4. SHEET OF FLAME

SPEED 14, SER

Creates a wall of fire 1m thick and 10m wide; any being in contact with it suffers 8 dmg; any it surrounds will pass out in 6 CR.

D: move at 1m/CR.

5. PROTECTION FROM FIRE

SER

Provides complete protection.

D: any offensive fire spell cast at the Elementalist will rebound on caster.

6. EXTINGUISH

Extinguishes both magical and natural light in a 1km radius; caster can still see normally.

D: accompanied by a dismal rain.

7.FLASH

Any being seeing the flash is blinded for 2d10 CR; flash visible 15km (day) and 75km away (night).

D: permanent blindness but can be dispelled.  

8. FIRE WEAPON

A melee weapon gets +2 ABR, dmg.

D: ignore armour.

9. CONFLAGRATION

Range: 1.5km
Creates a roaring bonfire.

D: if a fire is started in a building, all the exits will jam or lock.

10. SUMMON THE HOLOCAUST

Duration: 1 hour

Summons a 3m tall being made of fire; materials required are the bones of someone killed by fire; Attack 32, Defence 26, MD 19, Evasion 8 28 HP, Fist (d10+2, 10).

D: after the 1-hour period, the Holocaust acts on its own for a day.

DARKNESS ELEMENTALIST

1. CATSPAW
Duration:10 min

Caster gains +1 Stealth for every 2 ranks.

G: after 10 uses, caster has no shadow. 

2. DARKEYES
Duration: 1 hour

Can see well even in pitch darkness; detect small movements not normally noticed.

G: if a sudden light appears, blinded 1d20 CR.

3. BENIGHT

SPEED 20, Area of effect: 10m across

Any being inside the area of effect cannot see and is subject to MA of 15 which causes madness.

G: if no one succumbs to madness, spell reflected at caster with double MA.

4. CURTAIN OF NIGHT
Creates a wall of darkness 1m thick and 10m wide; only Darkness Elementalists can see through it and cast spells through it; spells involving fire and light cast through or at the wall will rebound.

G: if caster passes through his own Curtain of Night >3 times, he becomes permanently intangible.
5. JAVELIN OF DARKNESS
MA vs MD

A mystic javelin appears in hand; any within 10m of where it lands gets blinded.

G: a black, star-shaped sooty patch appears on caster’s palm after 3 successful uses.

6. SHADOWFALL
Area of effect: 1.5km radius 
When cast at night, creatures subjected to Darkness Phobia, seized by panic and run for 2-12 hours from the epicentre of spell.

G: after 3 successful uses, caster subject to sunlight phobia.

7. SUMMON THE CREATURES OF NIGHT 

Roll 1d6 for phantasms summoned:

1. Bats

2. Giant Spiders

3. Ghost

4. Hag

5. Wraith

6. Spectre

The phantasms are illusory; take effect unless disbelieved.

G: caster subject to MA of 2d8+1; if he fails, he becomes a Wraith.

8. ECLIPSE OF THE MOON

Duration: 10 CR

A temporary eclipse occurs; affects observers with a fright attack of 12; causes darkness phobia.

G: a shadowy half-moon appears on the forehead after he casts the spell >3 times.

9. SHADOW SELF

Caster detaches self from body; the old body continues to perform actions for another 10 CR but cannot cast spells, after which it crumples in on itself.

G: permanent loss of 1 HP.  

10. SUMMON BALOR, PRINCE OF DARKNESS
Kills everything within 20m, including the caster.      

