WARLOCKS

LEVEL 1

EYES OF NIGHT

Lasts 10 min

The warlock’s eyes casts a beam of red light to a distance of 20m; this illuminates what is seen by the warlock; Stealth -2 and chance of surprise negated.

HEAL INJURY

Range: touch

Heals a character by 1d4 HP.

 IMPERIL

MA vs MD, Range: Touch, SER

The warlock must touch victim within 1 CR of casting this spell; victim’s wounds from melee weapons are 1 pt more than usual.

PERCEPTION OF SORCERY

SER, Range: 3m

Detects enchantment if PSY roll is successful; takes 1 CR to examine an object.

SILENT WARRIOR

Lasts 1 CR, Range: 5m

A phantasmal warrior is created to strike an enemy; it can be dispelled if there is time to do so; it strikes at the end of the CR with Attack 18, greatsword (d10,5).

LEVEL 2

CAMOUFLAGE

SER

The caster blends in with cover; +2 Stealth & no Stealth penalties for lack of cover; works when more than 5m away from enemies.

FEARLESSNESS

SER

The warlock cannot be affected by fright attacks.

FORTUNE

SER

may add or subtract 1 pt from any dice roll; can be applied to one roll (must be stated before roll is made) per CR except SER.

INQUIRY

Range: 15m

Allows the caster to assess all characters to determine if they are protected from direct-attack spells; chance of success is rank x 20%; the strength of the magical defenses is revealed, but not the type.

WARNING

SER

A small ethereal bell floats and follows caster; rings to warn of attacks.

LEVEL 3

DECEIT

Lasts 1 day, Range: touch

This is applied to any object or being so that detection spells will give a false reading; higher ranking magic-users have a chance (20% per rank higher) of realizing the deception.

ENHANCEMENT

SER

the warlock’s STR & REF are increased to 18 or 19; after the spell wears off, both characteristics are depleted 1 pt until sunset.

HAVOC

SPEED 14, Range: 12m

Invokes a wave of energy doing 3d10-AF dmg.

ILLUSION

SER, Range: 20m

Creates an illusion of up to 2m3; 5% chance of being recognised as illusion.

TELEKINESIS

SER, Range: 25m

Moves an object up to 0.5kg slowly; if used as a weapon the object will be wielded at half Attack & dmg.

LEVEL 4

AEGIS

SER

negates an attack by a weapon if 1 is rolled on a d6.

NEUTRALIZE TOXIN

SER, Range: touch

Poisons that enter the recipient’s body are neutralized.

ORACLE

Lasts 1 min

May ask spirits 3 yes/no questions; 75% chance the spirit knows the answer; questions on the future or a character’s secret thoughts will not be answered.

TURNCOAT

MA vs MD, 5m, SER

Affects a single enemy; can only be used once a fight is in progress; after slaying his companions, he attacks the caster.

VITALITY

Restores 12 HP to the warlock himself.

LEVEL 5

FORCE OF WILL

SER

Caster does not fall unconscious; dies only when HP reaches -20 HP.

HELLFIRE

MA vs MD, Range: 15m, lasts until dispelled or flames are put out

Victim takes 3d6 dmg per CR; armour does not protect; non-magical armour lose 1 AF per CR; at beginning of CR, roll <=rank on d8 or panic; flames put out when 6 is rolled on a d6 by victim or comrades; any within 2m of victim receive 1d6-AF dmg.

SLOW

MA vs MD, 12m, SER

Causes 1-8 beings to move and think at half speed; act in alternate CRs.

SOULBANE

SPEED 17, 15m

The caster flings a tendril of black fire which burns the psychic essence; lose 2d8 MA and MD, reduced by AF; MA or MD cannot be reduced to -ve; scores recover 1 pt per CR.

TERMINATE ENCHANTMENT

Range: 5m

Dispels a specific durational spell.

LEVEL 6

ANNIHILATE

MA vs MD, 15m

Affects beings of up to 8th rank; victim is utterly destroyed and cannot be resurrected.

LUNACY

Fright attack 21, Range: 2m

Used outdoors when the moon is in the sky; caster’s eyes filled with moonlight; any meeting caster’s gaze is subject to spell; victim can only grin and gurgle; in the CR of casting, the caster is blinded (-8 Defence).

PANOPLY

SER

The caster is protected by an invisible force (+2 AF).

SIGIL OF DESTINY

Lasts a day

Can predict an occurrence on himself or a companion and prevent it from happening; each casting takes effect once; must specify death, wounding or incapacitation by

(i) a WEAPON - weapon type must be specified

(ii) a CREATURE - any species other than human or demihuman

(iii) a SPELL - spell level and attack mode (direct or indirect)

or (iv) as a result of failed roll on STR, REF or INT - must specify characteristic.
VAPORIZE

SER

Caster turns into reddish mist; immune to nonmagical weapons and indirect spells; moves at 3m per CR; cannot cast spells.

LEVEL 7

NEMESIS

Range: 15m, SER

Affects 1 being; caster’s Hit Rolls, ABR, dmg, MA vs MD and SPEED vs Evasion rolls against target adjusted by 3; if the target is slain by caster when spell is in effect, caster gets 2x XPs; else lose 1d10 XPs.

PACIFY

MA vs MD, 15m, SER

Causes 2d6 beings to cease hostilities against caster; if caster attacks victim, the victim is no longer affected by the spell.

RUNIC WEAPON

Range: 12m, SER

A weapon in caster’s or another’s hand will become +3.

SPELL SCREEN

SER

Reduces the MP of direct-attack spells cast on the warlock by 5 MP.

THE TRICKSTER’S HAND

Range: touch, SER

Affects 1 person; enchanted missiles shot at him drops out of the air; unenchanted ones shot back unerringly at the attacker but dmg -1; missiles >20kg are unaffected.

LEVEL 8

DEMON PATH

Lasts 2 min

Caster can walk on air at normal walking speed by stepping on red stepping stones which appear beneath his feet; if he goes faster, REF roll needed and he falls if he failed the roll.  

ENERGY BOLT

SPEED 17, 15m

A blast of scarlet energy strikes 1-3 beings doing 5d10-AF dmg.

GAUNTLET

SER

A gauntlet of glittering gold mail floats within 6m of caster; performs actions for caster; can be given a weapon or attack with its talons (d10,4); Attack 20, Defence 18, AF 4, Evasion 8, 12 HP; immune to direct-attack spells.

KILLING FRENZY

SER

-2 attacks per CR; the 1st is taken normally, the 2nd is at the end of the CR.

REINCARNATE

MA vs MD, Range: touch, lasts until dispelled

Anyone who has been slain in the last 7 days can be brought back to life in the body of another; the  body must be quiescent; STR, REF and LKS remain unchanged; whenever a direct-attack spell is cast at the reincarnated character, the dormant ‘host’ persona rolls may reassert himself; the ‘intruder’ rolls 3d6+own rank-host’s rank; this is the target number required on d20 to retain dominance; the reincarnated being can be dispelled; 5% chance that the soul placed in the host body will not be as intended by caster.

LEVEL 9

FLYING STEED

Lasts 3 hrs or until sunrise, whichever is earlier

Summons a Hippogriff to act as a steed; can cover 50 km per hour and track quarry across open country with 70% efficiency; terminates if caster dismounts.

INVULNERABILITY

SER

Affects self and 1 companion; an  invisible barrier protects them from all attacks except gaze and fright attacks; can move at 5m/CR.

SIMULACRUM

SER

Creates a double of the caster having all his normal scores and abilities but MP will be current MP; equipment will be non-magical copies; the Warlock can see through his double’s eyes and vice versa; it will obey caster’s telepathic commands across any distance; anything affecting one has a 1 in 6 chance of affecting the other; the double seems duller and its voice sounds unnatural & distant; caster & double casts no shadow nor reflection.

SONG OF BATTLE

SER

Caster’s eyes glow red; any intelligent beings up to 2nd rank or animals up to 4th rank equivalent have a 30% chance of fleeing; caster immune to direct-attack spells, +1 ABR, +8 Attack, +4 Defence; unable to cast spells.

TELEPORT

Transport self to anywhere within 100m; the destination must be somewhere he has been or can see.

ABILITIES

APPRAISE ENEMY

Able to determine Profession and rank by making PSY roll; takes 1CR; can only be used once on a being.

ARROW CUTTING

Match Defence vs Attack; if more than one arrow shot at him, Defence has to be split; applicable to all normal missile weapons except quarrels.
FIGHT BLIND 

Takes only 50% of the usual penalty for fighting blind in melee (-2 Attack, -4 Defence). 

UNARMED COMBAT

Must have Unarmed Combat Proficiency; (d6, 3) instead of (d3,2).

MINOR ENCHANTMENT (Weapons)

3 levels : basic (+1), advanced (+2) and master (+3); 1% chance of flaw. 

MINOR ENCHANTMENT (Armour)

Similar to above.

MAJOR ENCHANTMENT (Weapons)

Must have Minor Enchantment (Weapons) at Master level; can make one of each sword in his lifetime; takes 1 year and a day; the above cannot be imbued with any other powers;

Volcanic Sword: +5 fire dmg;

Severblade: d20 ABR;

Vampire Sword: wielder gets 3 HP for every living creature slain.

MAJOR ENCHANTMENT (Armour)

Must have Minor Enchantment (Armour) at Master level; select one type of armour; to be able to make other types, must take the skill again; takes 3 years; 1% chance flawed; no other magic powers; must use plate armour;

Nullplate: jet-black alloy of silver studded with emeralds and jade; 2000C; provides 3 MP Spell Screen;

Herculean Armour: alloy of gold decorated with rubies, topaz or fire opals; 1500C; wearer has STR of 20;

Fortress Armour: alloy of platinum with diamonds; 3000C; reduces dmg from destructive sources by 20.
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