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Casting spells

The basic system is based on spells being evoked as a skill roll according to the spell caster type. 

Depending on the success of this roll the caster can evoke an effect of a level up to and including the level indicated by the table below. 

	roll
	spell level

	15
	0

	18
	1

	21
	2

	24
	3

	27
	4

	30
	5

	33
	6

	36
	7

	39
	8

	42
	9

	etc.
	


The level of the spell is always equal to the total of the casters modified spell casting check (alchemy, focus or religion). If the total roll exceeds 15 some sort of magical effect can be created. Most spells can be shaped into many different things as described below. For every point above 15, the caster has a “spell effect point” (SEP) to be used to form and power the spell. Thus a modified alchemy roll of 27 (roll of 15 and a alchemy skill of 12) would be a 4th leveled spell and the caster would have 27-15=12 spell points to be used to determine the effect of the spell. 
Any spell casting ability can also be used to detect magic (DC 20 base), but priests and psions have -5 to such rolls, as they are not scholars of magic, however special items relating to those spell caster types may be readily detected at DC20 if the DM deems it appropriate.

A critical success on the spell casting check provides a circumstantial +2 on the spells DC and attempts to break through any SR, whereas a critical failure results in a disastrous failure as the energy of the spell strikes the caster causing the caster to become dazed for the next round.

Determining effects/moulding spells

When the caster casts a spell the adjusted roll determines the spells level and the casters possibilities to mould the spell into whatever he or she needs. All odd ones are have a predetermined effect according to the spell level and the caster may choose any effect up the spell level rolled. All other spells can be moulded to suit the situation. The difference between the three types of spell casters is that wizards only use odd ones, psions only mouldable ones and the priests use a little of both. By default all spells are standard action, personal, instantaneous spells with no effect! This is what you get, when you roll 15 on at spell casting check. To give spell an effect the caster must mould the spell by spending spell effect points up to the spell casting skill roll total - 15. E.g. a caster rolling 14 with a skill of 9 would have 8 (14+9-15=8) spell points to mould the spell with.

Normally all you need to do is find out how many spell points you have (spell skill -15 + spell skill roll) and then think about range + area + duration. With protective spells casting time can also be an issue. Whatever points that are left over buys the main effect e.g. damage, physical protection, healing, turning etc. To help with these calculations note the spell skill roll -15 next to each power, so you know what to add when you roll to find out how many spell effect points (SEP) you have to spend. In addition it’s a good idea to work our 2-3 standard sets of modifiers for spell effects that you think might be handy to speed up the game play. Then all you will need to do is roll the dice and calculate how many dice of damage you do or how much protection you get. Here are some suggested standard spells: 

Suggested standard slam spells would be 

· For single targets you don’t think will make the save and /or you really want to hurt and you are willing to risk missing entirely: Total modifier: –1 point (short range (1), ray (0), no duration (0))

· For single targets you want be sure take damage: Total modifier: –3 points (short ranged (1), 5’ spread (2), no duration (0))
· For more than one target or big targets: Total modifier: –5 points (short range (1), 10’ spread (4), no duration (0))

For protective spells the most important feature aside the effect is duration. A suggested range of protective spells could be:

· Long term, well prepared: – 5 points (1 turn casting time (-3), durable duration (4 hours/spell level, 8)) 

· Here and now protection, for yourself: - 4 points (normal casting time (0), personal (0), medium duration(minutes, 4))

· Short term, well prepared, group protection – before battle: –  3 points (1 turn casting time (-3), 5’ spread (2), medium duration (minutes, 4))

So if you prepare the calculation for a couple of standard spells and write it down all that remains is to add the skill check roll and buy effect. E.g. A PC with a psion (skill level 12) has noted that he needs to deduct 3 (12 (skill) -15 (standard cost to cast spells) =-3) from any spell check roll to find out how much effect he gets. He is facing a wounded troll and needs to get the last damage done and wants to use his fire slam power. Looking to the sheet there would be three numbers – one for each of the above standard spells. The second spell (“For single targets you want be sure take damage”) would be great against the troll, as the troll gets a save, but will take at least half damage. The pre-spell roll adjustment in this case would be -6 (-3 from basic modifier & -3 for attack option 2). So all the player would have to do, after deciding to use the second standard spell, was to roll the dice, subtract the written number (-6) and then find out how many dice of damage the troll would take. For each three points the troll would be slammed with 1d6 of fire damage (save for half, of course). A roll of 15 is adjusted to 9, which means the troll is facing a 3d6 sphere of fire.   

Spell modifier table

	Spell Quality
	Effect
	Modifier

	Basic qualities
	
	

	Casting time
	Quickened (free action)
	12

	
	Standard action
	0

	
	Full round
	-1

	
	1 Minute
	-2

	
	1 Turn
	-3

	
	Hours (concentration check DC 15+3/hour)
	-2&-2/hour

	
	Days (concentration check DC 20+5/day)
	-5&-5/day

	Range
	Personal
	0

	
	Touch
	0

	
	Close (30’)
	1

	
	Medium (100’)
	3

	
	Long (500’)
	5

	
	Unlimited
	8

	Areas (see PHB p. 149)
	Burst (a burst of rays)
	1/10 feet radius

	
	Ray (ranged touch)
	0

	
	Spread (affects all within)
	2/5 feet radius 

	
	Cone (triangular personal spread)
	1+1/5 feet 

	
	Emanation (personal aura) 
	2/3 foot radius 

	
	Line (3’ thick straight line)
	2+ 1/20’ 

	
	Field (horizontal sheet), 10’ high 
	1/10’ square 

	
	Wall (vertical sheet), 1”-12” thick according to material 
	1/10’ square 

	
	Odd shape
	+2

	
	Movable
	2+1/10 feet/round

	Multiple targets
	Random targets
	1/extra target

	
	Specific targets
	2/extra target

	
	Specific type of targets

	3 + area cost

	Duration
	Instantaneous
	0

	
	Short (3 rounds)
	2

	
	Medium (3 minutes)
	4

	
	Long (3 turns)
	6

	
	Very long (3 hours)
	8

	
	Durable (12 hours, min. casting time 1 turn)
 
	8 

	
	Extreme (3 days)
	10

	
	Permanent

	15

	Spell effects
	
	

	Slam (including traps & wards)
	One die of damage
	3 (6 for wards)

	Hold spells
	10 points of movement
	2

	Inertial barrier 
	+1 on defense rolls
	1

	Physical defenses
	1 non-magical DR
	1

	Energy defenses
	2 points of damage total or 1 points/r
	1

	Other adjustments
	
	

	Harder saving throws
	DC 
	2 for each +1

	Lower spell resistance
	SR 
	2 for each +1

	Less components
	No verbal

	2/4/0

	
	No somatic

	2/4/0

	
	Undetectable
 
	1 for each +1 to spot and search checks

	
	Invisible spell
	4

	
	Other non material
	2


Notes about targets, areas and saves

Touch based spells require a successful melee attack using the normal attack roll bonuses, but with the appropriate ability bonus (int, wis or chr) instead of str. If the attack is successful the victim is allowed no saving throw.

Rays are ranged attack that requires a successful ranged touch, which is a ranged hit roll allowing defense rolls. The caster uses his base spell casting skill check to successfully hit rather than the ranged melee skills as the ray reflects a focusing of power rather than ballistic aptitude. Any ray that misses can hit another target if one is directly in line with the first. This secondary target gets an automatic 50% of avoiding the ray, as the target was not intended to begin with.

Bursts are effects that shoot rays out in all directions affecting the first available target (or targets if more are targets are chosen) within the area. Treat each ray in the burst as a ray requiring a successful to hit roll. If the ray fails to hit find the next eligible target and roll to hit. If the second attempt fails the ray is lost. Resolve the rays so that anyone within the area gets attacked once (not necessarily hit). If there are rays that still haven’t been resolved and all eligible targets have been attacked once, start over with the nearest creatures.   

Spreads are effects that expand out from a central point in all directions. Anyone touched by the effect must save or be affected (but see escapes below). If only partially affected any saves (including secondary damage for the different types of damage) involved in effect are at +5.

Cones are triangular effects that spread from the caster and out to the specified range. As such they always have a personal range. They are half as wide in the end as they are long. Anyone touched by the effect must save or be affected (but see escapes below). If only partially affected any saves (including secondary damage for the different types of damage) involved in effect are at +5.

Emanations are personal auras that surround the caster without harming him or her. For a casting penalty of +5 (and modifiers for range) the aura can be cast on another person. Anyone willingly moving within the area is fully affected as per spreads with no chance of miraculous escapes (see below). If the caster moves close to an unwilling target they are affected as a normal spread effect. The size of the emanation determines who is a risk of being affected when attempting to attack a person covered by an emanation. As a rule of thumb, a 1’ emanation will fully affect tiny and partially affect small creatures, 3’ gets a small fully and a medium partially, 6’ gets a medium fully, and a large partially, 9’ gets a large fully and a huge partially, 12’ covers a huge fully but only gets a gigantic partially etc.   

Lines are 3’ thick cylinders that extend from the caster and out to a specified range. They affect anyone touched by the line, but as they are relatively narrow any saves against them are for full or no affect unless the target is small or less. 

Fields are horizontal thin sheets that can be placed as far of the ground as the caster can reach. They affect all covered as if by a spread.

Walls are vertical thin sheets that affect anyone moving close to or through. Anyone within 5’ to either side take ½ damage and are considered partially covered. Moving through causes the full effect (not including the effect for being within 5’, which only applies if the subject is that close at the beginning of a round).  

Odd shape.  This is an option that can be used to mould the area of a spell to some thing different than described above. The covered area always remains the same and basically symmetrical, however the caster can choose a cylinder, box or similar forms. The option cannot be used to shoot around corners, but some of the above affects will affect creature otherwise protected by being out of sight (see PHB p. 149). The option can (at the DM’s discretion depending on the type of damage) be used to allow the effect to fill up an otherwise restrictive area - such as a hallway of a dungeon - causing the effect to expand in all possible directions until the spell has expanded to its full normal volume, just like the old fashioned and dangerous fireball.

Movable. This option allows an area effect spell with duration to be moved by the caster. Moving an area effect spell is a move equivalent action and requires concentration. As such it may provoke attacks of opportunity and require concentration checks. A failed concentration checks simply means that effect doesn’t move, not that it disappears however. The caster may move the CENTRE of the effect a number of feet/round indicated by the caster at the casting of the spell. If the spell is moved over a subject treat the subject as affected by the spell as per the normal rules.

Spell example #1

A priest with the physical defensie power rolls a modified spell check of 31 (a 5th leveled spell) could mould the spell (having 31-15=16 points to spend) into a personal (cost 0), long lived (5 turns, cost 9) AC bonus of 7 (cost 7), or affect all lawful (cost 3) within an 15’ spread (cost 6) with a short lived (cost 3, 5 rounds) AC bonus of 4 (cost 4). 

Spell Example #2

A 18th level psion (focus 23 with +5 for 20 in int.) with a lightning and a fire type attack, fighting a horde of goblins on wolves first decides to try to deal with most of the vermin by creating a good old ball fire: He casts the spell in his initiative as a standard action, but only gets 10 on the roll. His total is 33. He now has 18 points to spend getting a 20’ radius spread (costing 8) at medium range (cost 3) leaving 7 points to do only 2d6 points of damage (2 times 1d6 at cost 3 and the last point being of no use). The goblins and wolves need to make a save, but even though they don’t make it, it is not enough to kill them off. He realizes the peril he is in, and in his second initiative he chooses to try and get a quickened spell going before the goblins reach him. He wants to use his lightning power to create a deterring aura of lightning, and decides to spends some good materials (giving +2) and rolls 15 giving him a total of 40. He now has 25 points to mould the spell with and thus manages to create a quickened (cost 12), 6’ emanation of lightning (cost 4) that deals 2d8 (cost 6) lasting 3 rounds (cost 2). The damage should be enough to incapacitate and maybe even kill most of the creatures caught within. The huge emanation of lightning on top of the fireball causes the goblins to pause and then decide to wheel away and start shooting some arrows…

About saves

All saves have a base DC of 10 + caster level/2 + ability score bonus. Thus an 8th level caster with 16 in the primary ability always casts spells at DC 17. 

All magical attacks allow appropriate saves for ½ damage unless specifically otherwise noted. This does not just include spells, but also undead’s negative energy attack, Will-o-wisps electricity attacks, fire damage from balors etc. In addition to the normal rules for saves there are a new ones: 

Miraculous escapes: Anyone successfully saving against an area of effect spell that allows saves for half by more than 10 may choose to completely avoid the effect. If they choose this option the character is moves to the nearest edge of the effect. If moved more than 5’ the character loses the next move equivalent action and is considered prone until the next action. Characters on favoured ground
 and characters with improved evasion only need to win by 5 to be allowed this choice. 

Impossible escapes.  If an area of effect big enough to exclude a creature the chance to move out of the area with a normal move the situation is inescapable and the effected creature doesn’t get a save. It is still possible to save against any secondary effects due to the spell type.

Devastating results. If character is brought down (that is killed) by an area effect the subject is considered to be so affected by the devastating magical effect that items carried by the victim also are affected taking the same amount of damage as the attack did to the victim (note special rules on PHB p. 135). What items are affected is up to the DM entirely, but all types of magic are able to affect items. E.g. chaos spells cause things to warp and sprout jagged edges, sound shatters and bends items, earth grates and bashes, water corrodes and stains etc.

Countering spells

All spell casters can attempt to counter another spell caster in their attempt to cast spells by reducing the final roll of the spell casting attempt. The way it works is that the caster attempting to counter a spell must have spent an action to ready for a counter spell or incur the penalty for casting a quickened spell (costing 12 SEP). Otherwise the spell caster will be too fast to be countered. The countering caster then rolls a spell casting check (at -3 if not the same type of caster). If the result of this countering roll is higher than 20 the spell casters skill roll is reduced with an equal amount. The attempt is subject to rule of five penalties and counts as a standard action equal to casting a normal spell and subject to all other appropriate modifiers, including spending components if it’s a wizard countering. E.g. a fire elementalist wizard rolls a alchemy check and gets 24 (alchemy 10 and 14 on the dice) allowing the choice of upto 3rd level spells in his repertoire. He wants to create a flaming sphere to burn down a church. However, a priest in hiding has been anticipating this and attempts to stop the wizard and rolls a counter spell check of 25 (religion skill 10 and 15 on the dice). Suffering –3 to the attempt because he is a priest, he ends up with a 22, which would reduce the elementalist’s roll by 2 bringing it to 23-2 = 21 – enough to force him to choose a 2nd level spell or less instead. Burning hands seems a good start. Had he been a wizard as well the caster would only have his 1st level spells to choose from (equivalent to cantrips) effectively preventing disaster. 

Dispelling spells

All spell casters can attempt to dispel an existing spell by managing to cast an anti-spell of similar power. This is equivalent to normal casting except that the dispelling spell caster has -3 on the attempt or -6 if the spell is of a different type of magic. If the caster manages to roll equal to or greater on the spell check the spell is dispelled, otherwise nothing happens, and the caster can try again.

Here is an example: A psion has managed to create a 3rd leveled spell effect with a focus roll of 25. Choosing to form a short lasting (costing 3), close (costing 2), 5’ spread of fire (costing 2), there are only enough points to do1d6 points of damage (costing 3). A priest attempts to dispel the magic and rolls 16, which brings him to 27 (religion 11). However, there is a –6 penalty (-3 for dispelling and –3 for being non-wizard) so he only gets 21 – not enough to dispel the spell. He would actually have to roll 20 to dispel the effect in a single go, or spend some time improving his chances.

Spell types

There are basically two types of spells: mouldable spells and odd ones. 

Mouldable spells 

Mouldable spells are spells that allow for tweaking and modifications to allow maximum flexibility within a area such as fire, physical protection, sleep or teleportation. They reflect natural aptitude within a very specific domain. These powers can only be chosen by priests and psion (who must always choose mouldable ones). Mouldable spells can be divided into attack spells (“slam” powers), protective spells (defensies) and the others.
Attack spells 

Attack spells are simply used to cause damage. The basic damage is 1d6/spell level, but the spells can be moulded by the caster to become ranged, lasting, harder to defend against etc. according to the spell modifier table below. Each attack power is related to one type of damage, e.g. fire, cold, negative energy, sonic etc. and all effects will be defined accordingly. Each type should be detailed when the power is chosen. Every type requires a particular save in addition to inflicting some sort of secondary damage as follows:

	Fire (reflex)
	Causes non magical flammable items to burn instantly and those who fail the save must make another reflex save DC 15 or catch fire as pr. DMG p.86: 1d6/r until reflex DC 15 is made and is fatigued until the fire damage is healed

	Cold (reflex)
	Anyone failing their reflex save must make a fortitude save DC 15 or be affected as pr. DMG p.86 Cold Dangers: 1d6 temporary damage every 10 minutes (starting immediately) of exposure and is exhausted from hypothermia

	Electricity (reflex) 
	All electrical attacks do 1d8 of temporary damage and not 1d6 points of physical damage. In addition saves are at DC+1 for each armor bonus due to metal armor, including shields (i.e. a chain shirts would be equal to a +4 DC penalty). If the temporary damage reduces the con to -10 point, cardiac arrest kills the character unless saved by a DC20 healing check the next round.

	Acid (reflex, then fortitude)
	Acid attacks only do 1d4 instead of 1d6 but continue to do damage the 2 following rounds: ½ the second round and ¼ the third, e.g. A spell does 8 con of damage the first round, then continues to do 4 the next and 2 the third for a total of 14. Anyone immersed in liquid stops subsequent acid damage. As long as the acid burns a concentration checks is required at DC10+damage taken that round for anyone trying something difficult while dissolving (e.g. casting spells).

	Positive/Negative energy, Holy/

Unholy, Law/

Chaos (will)
	All these powers deal normal damage with no secondary effect unless used against creatures that represent the opposed type. In this case the damage is 1d8 and a failed save incurs the following effect:

Positive: drain equal amount of strength and con instead of the normal ½str for each con due to temporary damage. Undead take 1½ x damage in their str (or dex if incorporeal) instead as they do not have con.

Negative: get a -1 penalty/die of damage to saves, skill rolls and base attack for 1 minute/die of damage. All level drainers gain 1 con, str, dex/die drained up to their normal max depending on what they use for hit points. Corpereal creature must successfully attack to drain (not just touch) but incorporeal undead attack by using negative slams instead. They do so at skill level HD+chr bonus and always use touch as range. Thus a wight that manages to hit would do 2-5 points of damage, cause -1 to rolls and regain 1 str for each hit; whereas a spectre would do a negative energy slam at skill level 10 every time gaining 1 dex/spell level generated. 

Holy: Causes blindness for 1 minute/die of damage as a secondary effect.

Unholy: Sickens the foe (-2 to saves and skills and -4 str) for 1 minute/die of damage.

Law: Victim is slowed for 1 minute/die of damage 

Chaos: Confuses victims for 1 minute/die of damage 

	Force/Earth (fortitude)
	This type of magic does 1d8 instead of 1d6. However the DC of saves are modified by –1 for each 2 points of DR of physical protection. Thus a splint mail would give a –3 bonus to the save.

	Sonics (fortitude)
	This type of magic causes deafness for 1 turn/spell level if the save is failed.

	Wounds (fortitude)
	This type of magic can only be healed by magic and no damage is temporary.

	Air (reflex)
	This type also causes an automatic bull rush or trip attack (casters choice): Roll opposed strength rolls with the spell counting as strength equal to the DC of the spell. 

	Water (reflex)
	Anyone failing to save against a water attack must make a fortitude save DC10 or be drowning as pr. DMG p.88: Con is immediately reduced to 0 (other ability scores are not affected). Each round a new DC 10 save can save the person from further drowning damage. All con lost by drowning is considered to be temporary damage and is regained again as temporary damage once above 1 con. 

	Shadow magic (will)
	This type of magic is purely based on the illusion of being something else. As such the power can be used to imitate any of the other types of slam spells. However, they only do temporary damage
 and never cause real secondary effects (and subsequently no damage from secondary effects either) although the victim will believe they are experiencing it and react accordingly. As long as the victim has no reason to believe otherwise all damage is perceived as real and follow all the normal rules. Anyone not affected themselves can see that nothing is happening and may try to make the victim aware of this. Anyone with reason to doubt the spell may make a Will to avoid all further effects of that spell. New spells require new saves however. All saves against illusionary magic are at a +2 DC penalty until they are revealed because they tap into the fears of the opponent. Being something of can-all power, this should only be allowed by illusionist or the like.

	Hold (reflex or will)
	See description below

	Sleep (will or fort)
	See description below

	Poison (fortitude)
	See Other Effects below. If chosen as an attack the exact type of poison produced is determined by the caster after the spell-casting roll.

	Disease (fortitude)
	See Other Effects below. If chosen as an attack the exact type of disease produced is determined by the caster after the spell casting roll.

	Charm (will)
	See description below

	Fear (will) 
	See description below

	Turning undead (will)
	This works as any other slam spell, except it must have a stated duration when cast. Turning is a spell casting check or lev+chr, which ever is higher. For each level of the spell the turning affects undead with HD up to that spell level. The total number of HD affected is 1d4 for each 3 points spent. This slam cannot be used to destroy undead, but any undead of up to half the spell level in HD can be commanded if the turner wishes.

	Healing (none)
	While not really being an attack spell, healing type spells causes creature to mend wounds and heal an amount of damage equal to 1 con/spell level. All manners of magical healing immediately stabilize the recipients thus removing temporary damage and preventing further bleeding. 


Hold type attack spells are a non-lethal variant of attack spells that “damage” or hinder movement. They have to fall within a theme that is chosen when the power is chosen. Themes include plants, bones, lethargy, chains, force etc. All hold spells must have a duration. Hold spells prevent movement at a rate of 10 movement points/2 points spent on the “damage”. This reduction affects all modes of movement. Anyone reduced to ½ or less of his or her base movement (the first movement rate given in their description) is affected as pr. a slow spell (only one partial action each turn, -2 th, defence, damage and reflex saves and cannot take to flight or use alternative modes of movement unless this is his or her only mode of movement). Being reduced to 0 movement means that the creature is entangled (-4 dex, -2 th and defence, no move). Anyone reduced to –20 in movement are considered held and incapable of physical movement at all. Thus holding an average human would require 14 spell points (70 points of movement damage). All effects are cumulative and do stack, so an entangled individual is also slowed (for a total of -4 th and defence rolls, -4 dex (which also affects defence rolls and ranged attack causing them to be -6 instead) and -4 reflex rolls (due to the dex penalty)).
The size of a target modifies the cost of the reducing a creature’s move so that each size category larger or smaller than M modifies the cost cast hold spells as shown below: 

	Size
	Extra cost to hinder

	T or D
	-4

	S
	-2

	M 
	0

	L
	+2

	H
	+4

	G
	+6

	C
	+8


These costs must be overcome before the creature takes movement damage. Thus an ogre (large and movement 30) require a total of 40 movement points of damage to stop and 60 to hold. Multiple castings cumulate but the size penalties is applied to every casting. Great wyrms gold dragons (colossal and movement 60) only take a total of 30 points to slow and thereby ground, but for every casting there is +8 cost penalty to affect the beast!  On the other hand stirges (tiny, move 40 when flying) would only require 20 movement points to ground and that would be at a bonus of +4 to the casting.
Hold spells saves are defined by the theme, e.g. a plant based hold spell would require a reflex save to avoid the grasping vines, while a lethargy based hold spell would require a will save. If the save is made the victim only suffers ½ damage rounding all fractions of ten down, i.e. a save vs. 30 points of movement damage would result in only 10 points of movement.

Sleep type attacks do no damage to their targets. Instead they force them into fatigue, exhaustion and finally sleep. The way it works is according to how bad the victim fails the save. There are two types for sleep spells: those that drain the energy from their victims (fort saves) and those that lull the victims to sleep (will saves). The effect is the same but the creature with the power must decide which version they have from the beginning. 

Anyone hit by a sleep magic fall in to progressive worse states according to their save:

	Save result
	Effect

	missed 
	Fatigued: -2 dex and str, no run or charge, 8 hours rest needed, become exhausted if fatigued or doing something that would cause fatigue

	missed by 5 or more
	Exhausted: -6 dex and str, ½ move, must rest 1 hour to return to fatigued only, collapse into sleep if fatigued or doing something that would cause fatigue

	missed by 10 or more
	Sleep: Helpless until woken (new fort DC 15) or 8 hours have passed


As written, the condition stacks and gets progressively worse, even though the effects themselves are not cumulative (i.e. exhausted creature always have -6 dex and not -2 and -6 if fatigued first). Thus, if a creature is hit by a sleep spell and gets fatigued, the next time it is hit by a sleep spell (until fully rested) they will suffer exhaustion (if failed at all) or sleep (if failed by 5 or more). Note that the effects of the sleepiness is predetermined by the condition the victim ends up in (the effects do not stack), so there is normally no need for spending SEP on duration for sleep attacks. In the same way that damage heals in time, so does fatigue.

The key issue for sleep casters therefore is to get high DC on saves. By spending 2 points/point of DC to be raised the “sandman” would be able to dramatically increase the chance of affecting their victims. E.g. A Shar priest (level 10, ability modifier +4) has a base spell DC of 10 + 10/2 (for level) + 4 (for ability)= DC 19. His skill level is 14 (10 +4 for ability) and he rolls a 14 for a total of 28 on his sleep slam. He chooses to make a short ranged (1), 10’ spread (4), with no duration
 (0) and thus has 28 – 15 (standard cost to cast spell) -5 (for the dimensions) = 8 points left to boost the DC. He can add another -4 at the cost of 8 point for a total DC of 23. Any victim roll a save of 18 or less would be exhausted by the spell and a 13 or less would cause them to fall deeply asleep.

Charm type attack spells affects wis instead of con. All charm effects must have duration. When the victim is reduced to 5 or less wis by a charm slam the caster can exert a charm effect on the victim (as pr. DMG p. 73) that causes the victim to treat the caster as a trusted friend. If a victim is reduced to 0 or less the caster may choose to give the victim compulsions (as pr. DMG p. 73) simply forcing the victim to obey any commands of the caster short of suicide. The wis damage remains for the duration and then disappears automatically so it is necessary to keep track of the duration of the attack. A charm attack only causes the subject to change attitude towards the caster unless the casters pays to mould the spell so more subjects are included as pr. the normal rules for multiple targets. For example a caster trying to convince a group of orcs that the entire party are good friends would not only have to pay to affect all the orcs, but also all the other members of the party. 

A charmed subject suffers all the penalties of the wis damage when doing anything other than specific actions for the caster, e.g. using their healing skills to heal the caster if asked to do that because of their weakened judgment. If the caster wishes to mask the charm, causing the subject to act normally and not suffer the penalties of the low wis – except for will saves against further charms - the caster must pay the invisible cost when casting the spell (-4)
. For example when trying to get a personal guard to the king to attack the king at a given time, it might be necessary to use an invisible charm spell or the guard might seem dazed and distanced and rouse the suspicion of others before getting close enough for an attack. This type of spell also incurs some extra cumulative modifiers according to compatibility of the caster and subject:  

	Compatibility factor
	Penalty

	Different monster type (MM p. 11)
	-2

	Caster and subject are not both magical, outsider, monstrous, elemental or dragon  
	-2

	Size difference
	-1/category


For example an elven enchantress trying to stop a huge fire elemental from scorching her would get – 8 on her roll (all penalties apply and size applies twice), but trying to charm a large snake would only be – 3 (-2 for type, -1 for size). Note that these modifiers apply as the victim perceives it. In other words, a polymorphed caster could become more likely to charm a victim dependent on the form and behaviour required to convince the victim. In addition some creatures are particularly convincing toward certain types, e.g. mind flayers, succubus etc. and may not suffer from the above penalties (DM’s decision). Language or other means of communication is only a barrier with regards to the suggestions/instructions the caster can give a subject. Our elven enchantress could command a fully charmed human to do complex actions such as convince the other guards to let her escape from prison, but only use simple commands like attack, stop etc. against the elemental. In cases where different penalties apply to members of a group being affected the most severe penalty applies to all in the group.

All victims are aware of the casters influence over them and all their actions while charmed unless the caster compels the victim to forget any events that transpires (i.e. the caster must reduce their wis to 0 or less). Then the caster must be able to communicate to victims in order to specify what the victims should forget or otherwise simply choose to make the victim forget everything that happens while affected. As victims regain enough wis to no longer be charmed (i.e. wis 6+), their awareness returns and from that moment on, the caster no longer has any control of the memories from that moment on.

Fear type slams are similar to sleep slams in that they induce increasing levels of effect according to how poorly the victim saves against the spell (see DMG p. 76-77 for details). 

	Save result
	Effect

	missed 
	Shaken: causing -2 morale penalty on saves, attack and defence rolls and skill checks.

	missed by 5 or more
	Frightened: As shaken and victim flees in any chosen direction until away from the fear source.

	missed by 10 or more
	Panicked: as above plus they have a 50% of dropping anything they hold. They flee in random directions until clear of all dangers or the effects runs out. if cornered they cower and cannot act coherently.


As with sleep the effects stack and become progressively worse if affected several times. I.e. a frightened victim becomes panicked if a second save is failed and a shaken creature only needs to miss by 5 to become panicked after a second dose of fear. Note that unlike sleep the fear effect always has a duration for the effect. The last failed save determines how long the effect lasts and after that the affected can regain themselves even if earlier effects were much longer – here the last impressions lasts. Note that sometimes fear can come n the shape of an area of effect that continues to cause fear for a duration, such as an emanation. In this case the caster must pay both for the duration of the fear effect and the duration that the area causes fear. Remember that in this case anyone affected can only be affected once at a time and do not become progressively worse off if affected by the same casting/effect again. A new casting of the spell or someone else casting fear on an already affected victim would however stack effects. E.g. a creature shaken by a dragon will be able to remain shaken no matter what else the dragon does, but in that shaken state if a bane priest hits the same creature with a fear slam, it would panic if the save was failed by only 5 or more. 
Protective powers 

Protective powers (defensies) come in 5 different types:

1. Inertial barrier. These spells help you avoiding getting hit. By magically providing a deflection bonus to the defence rolls, they allow even the frailest spell caster safety against attacks. The caster pays 1 spell casting roll point for each point of defines roll bonus the spell provides. Thus a spell casting roll of 25 could provide a personal long duration (lasting 3 turns for a cost of 6) deflection bonus of 4. For every 3 points of deflection bonus provided, the spell also provides a reflex bonus of +1. Note that that the caster must be aware of all attacks in order to utilize the deflection bonus. 

Inertial barrier spells can be readied to use against an anticipated attack and thus have an instantaneous duration working to protect against a single attack.

2. Physical defence. These spells function as physical barriers protecting the affected person(s) by reducing the effect of hits they take. The cost for this damage reduction (DR) is 1 for each point of DR. This damage reduction applies to all physical damage, whether from weapons, falling, crushing and even spells that are based on reflex saves
 (except for electricity, which is temporary damage). This type of defensie can be readied to an anticipated attack and thus have an instantaneous duration working to protect against a single attack.

3. Energy protection is simply anti-attack spells that function exactly opposite by preventing 1 point of damage for each spell point. This power can protect against any type of attack, but the type must be specified upon casting the defensie. This type of defensie can be readied to an anticipated attack and thus have an instantaneous duration working to protect against a single attack. 

4. Traps. These spells are damage dealing spells that are activated, when a specific condition occurs: upon command, when a boundary is breached (by a specific type of target) or when a specific thing happens (a ball is dropped, a coin brought within the area). They otherwise function like attack spells of any type. By default, they require a search check of 15 or a spot check of 20 to locate, but the caster can choose to make it as obvious as he or she chooses as well as undetectable (see spell modifier table below). Traps remain potent until triggered, 1 day/spell level has past or the caster uses the trap power again. If a trap is made permanent the caster is free to cast other trap spells. The triggering condition for the spell cannot be something that causes the spell to take effect immediately. 

5. Wards are made to protect against unauthorized access to certain areas or items. They are either area based hold-type attack spells or binding spells. Hold spells affect movement though the affected area possible stopping a creature, whereas binding spells prevent things from being unwound, opened, torn apart etc. The binding type must be able affect the whole item to work and then it increases the DC for opening or breaking an item by 5/3 spell points. 
A ward power must have a specific theme chosen at the time the power is chosen, e.g. plants, earth, gravity, force, and bone. This theme will be more or less visible unless they are made undetectable as described below. They are notoriously difficult to dispel, such attempts suffering an additional –6 (but they can just as easily be countered as other spells). Wards must have a non-instantaneous duration and affect an area. They can be made to be harmful as well, but are rarely as harmful as traps spells (costing 6/die of damage instead of the normal 3).

It is quite common to find spell casters using their defence powers for something at any given the time. To illustrate this, assume that the caster rolled 15 on the skill check (by spending 3x1 turn to get a good roll) and then calculate the effect as if it was cast spending a turn (costing -3) and made durable (cost 8), effectively resulting in a spell that has SEP equal to the casters spell skill level –5 (15 base roll +3 for casting time, -8 for durable – 15 for the standard cost to cast a spell). If this results in less than 3 SEP consider the spell caster as not having cast any spells. Note also that defensies tend to be noticeable unless made undetectable (for wards and traps) or invisible (see above on spell modifiers table).

The others 

Similar to slams and defensies a number of other powers can be chosen by psions or priests. Those listed below are meant for inspiration and should by no means be considered an exhaustive list of the possible powers. Following there are some guidelines for calculating other powers to be in balance with those mentioned in the table. 
	Power Name
	Description
	Cost
	Required costs

	Teleport
	As standard spell. Extra weight costs 1/50 #, this power is always without error
	7
	R

	Telekinesis

	Sustained: cost 1/25#/20 feet movement speed

Violent thrust:  cost is 1/25# - damage as written
	2

6
	R+A+D

R
+ weight

	Flight

	Base movement costs 1 point/10 feet pr. round up to any stated limits (normally 90 as per PHB). Using only up and down movement costs 3 less (i.e. cost for levitating is only 2)
	5 
	D+ rate of movement 

	Gravity control
	Spider climb: Cost for modified strength is -1 for each point below standard str 20 and +2 for each point above (i.e. str 22 costs an extra 4)

And one extra 7th+ spell level effect: e.g. reverse gravity:
	-1

8
	D

R+A+D

	Darkness
	Allowing other to ignore the effect costs +5 plus the cost to affect the desired creatures. Deeper darkness costs 3 extra.

And one extra 7th+ spell level effect: e.g. circle of blindness affecting everyone in the area of effect
	-7

-1
	R+A+D

R+A+D

	Scry
	Scry: Modified as written in PHB

Clairaudience/clairvoyance

Vision 
	0

-3

21
	R+D

R+D

None

	Detect
	Can be used to mimic any PHB detect spell at the cost of 3 for each type of effect (i.e. +6 to detect magic and evil=cost). 

True seeing 
	-1

11
	R+D+type

R+D

	Telepathy
	Detect thoughts

Telepathy as Rary’s telepathic link but not just willing, will sv.

Suggestion (requires telepathic contact first):
	-1

8

2
	R+D

R+D

R+D

	Shadow creation
	As major creation costing 1 point/cubic foot, but the duration is always as cast by a 10th levelled caster. Note that you don’t have to spend a turn (but it gives +3, of course)
	8
	R+1/cubicfoot

	Time manipulator
	Haste/slow. This may power may be used to both hasten and slow at the same time, thus ignoring the one power/one effect rule

Time stop. The duration costs three times normal.
	-1

14
	R+A+D

R+A+Dx3

	Gaseous form
	Because of the retained ability to cast spells and extremely powerful protection (DR21/+1 and no crits!). Note that spells cannot be cast while in gaseous form
	5
	D

	Booster
	Cat’s grace, endurance and/or bull’s strength in any combination. Ability bonuses cost 2 DC/point ability increase
	-2
	D + ability bonuses

	Shadow animals
	As the summon animal spells. Each level costs 3.
	-1
	R+D+ spell level 

	Disintegrate
	Must make a ranged touch first. This effect is always a ray if hit another save is required to halve the 5d6 damage the spell causes.
	15
	R (always a ray)

	Flesh to stone 
	As spell.
	15
	R

	Death
	The caster can only kill creatures of a HD og less than that of the caster. The spell causes 3d6 (fort. save for half) even if death is avoided or victim is to high HD to be affected. 
	12
	R+A

	Invisibility
	Improved invisibility costs 6 extra.
	2
	D

	Shape shifter
	Alter self

Polymorph self

Shape change
	2

8

23
	D

D

D


R=Range, D=Duration, A=Area of effect

In the table is a list of power and their cost to activate the effect. This “cost” is equivalent to “activating” the damaging effect of a slam and the way to calculate the moulding of the spell is the same as these. The player should calculate this cost into the base modifiers at character generation to ease game time calculations: I.e. write down the modifier equal to the spell skill -15 (the standard cost to cast spells) - cost to activate (note differences in + and -!). The final number is what is added (or subtracted if negative) to the spell skill roll to determine how many SEP the player can spend on the required costs (range, duration and/or area of effect) and any effects. E.g. a teleporter psion with focus skill level 10 would note next to the teleport power the following number: 10 (skill level) -15 (standard spell DC) -7 (cost to cast) = -13). When the caster wants to teleport he would make a skill roll and deduct 13 to the roll. The remaining point (if any) must be used to buy some range (say long range, cost 5). If there is any left the player might take a friend along by paying for the extra weight (maybe 100# for 2 points) and the range to the friend (say touch, cost=0). Such a feat would require a total roll of at least 20!

Creating other powers: For other powers, the rule of thumb is that the cost to activate should be calculated using the following equation, where spell level is the spell level in PHB, R is the standard cost for a medium range (3), A the standard cost for 15’ spread (6) and D the average cost for a medium duration (4). 

Cost to activate = spell levelx3 – (R+A+D)

The cost of R, A, and or D is only used when appropriate, so a Darkness (having all three variables) costs 6 (spell level x 3) – (R (3)+A(6)+D(4)) = -7 as noted above. A fly effect normally only affects the caster and so only has duration as a component. Therefore, the fly power cost to activate is 9 (spell level x 3) – (D(4)) = 5. The flight may of course be moulded on top of this and thus require additional costs for range and area of affect, but this would be up to the caster.

As you will note, the more variables included in the PHB spell, the cheaper the activation cost. This is to even out that the effect would be meaningless without these variables and that the caster has to pay these for before any effect is achieved. So a psion (skill level 11) with the darkness power (cost to activate -7) would add 2 (11 (skill) – (-7 (cost)) - 15 (standard cost for spells)) = 3 to his roll, averaging 13 (11 (the average of 2d10) +3 = 14) points to spend on the effect. But then he would have to pay for range, duration AND area of effect before anything happened. This could then be a 15’ spread (cost 6) of darkness 100’ away (medium range, cost 3) and lasting 3 minutes (medium duration, cost 4) and a point to spare. The same psion with gaseous form power would have noted a modifier of -9 for the fly power (11 (skill) – 5 (activation cost) – 15 (standard cost for spells) = -9) and thus on an average spell skill roll of 11 only get 2 points to spend on the effect. But then he would only need to consider duration, so on an average roll he would be allowed a change for 3 rounds (short duration, cost 2). Each power should include the equivalent of at least one lower levelled spell (level 1-3) and one higher (level 5 or more) to ensure that the power is acceptably balanced with the rest. 

Other Effects

Poison

There are two ways to produce poisonous effects. One is through recipes, such as wizards use. These are very specific effects that cannot be moulded. The other is based on the natural ability to create poison. Many creatures fall into this category, but they normally only produce one type of poison. Psions and some monsters (DM’s call) can produce any kind of poison through their power. Poison effects have a cost as shown on the effect table below. In addition to the normal spell modifiers poisons have to have an onset time, delivery mode, and poison lifetime and effect duration. Poison lifetime is the time the poison remains potent after being administered the first time. Anyone exposed to the poison while it still is potent, must make a save or be affected. 

Every poison has a specified effect, which must be specified upon creation. They must have a primary effect and at least one secondary effect as per the table below. 

Poison effects and costs

	Str based
	
	Dex based
	
	Con based
	
	Mind affecting
	
	Other
	

	fatigued
	1
	fatigued
	1
	fatigued
	1
	shaken
	1
	dazzled
	1

	weakened

	3
	dazed
	2

	staggered
	3
	sleep

	2
	deaf
	1

	exhausted
	3
	cramping
	3

	exhausted
	3
	frightened
	3
	blind
	2

	paralysed
	5
	exhausted
	3
	nauseated
	5
	psychotic

	4
	confused
	4

	disabled
	8
	paralysed
	5
	unconscious
	6
	cowering
	5
	petrified
	8

	
	
	stunned
	5
	dying
	8
	panicked
	6
	
	

	
	
	
	
	dead
	10
	feebleminded
	7
	
	


When a creature is affected by the poison the creature rolls a fortitude save at a DC equal to the level of the poison (the amount of points divided by three, just like spell levels) adjusted for any appropriate ability score modifiers to avoid feeling the secondary effects after the onset time. If that save is made the entire effect is avoided. However, if the save is failed the poison is coursing in the creature’s body and a second save is required to avoid the primary effect after another onset time. The primary effect has to be the most expensive of the chosen effects as pr. the table below. All effects have an effect duration according to the table above (only one duration for all effects). Once the primary effect duration runs out the secondary effect still remains for a time equal to the effect duration, i.e. a poison running it’s full course unsaved will cause the secondary effect after the onset time and last for the onset time after which the primary effect kicks in. Then after the effect duration the primary effect wears off, the secondary effect still lasts for another effect duration, meaning that the secondary effect actually lasts for a total of onset time + effect duration + effect duration if both saves are failed as shown in the table below: 

Onset, duration and effects for poison:

	first save 
	effect after onset time for the duration of a second onset time
	second save after second onset time 
	effect for duration #1
	effect for duration #2

	saved
	no effect
	
	
	

	failed
	Secondary
	saved
	secondary
	no effect

	failed
	Secondary
	failed
	secondary + primary
	Secondary


Onset time, effect duration and delivery method cost is as follows:

	onset time

	ingested (cost 0)
	injury (cost 2)
	inhaled (cost 3)


	contact (cost 5)
	Effect duration cost


	instant
	8
	6
	6
	4
	-

	short – rounds
	6
	4
	2
	2
	1

	medium – minutes
	4
	2
	0
	0
	2

	long -  turns
	2
	0
	0
	0
	3

	very long – hours
	0
	0
	0
	0
	5

	extreme – days
	0
	0
	0
	0
	7

	triggered

	10
	10
	10
	10
	-

	permanent
	-
	-
	-
	-
	10


Ingested poisons require the victim to intake a poisoned portion equal to 1/1000 its own body weight. For every 50% more or less compared to this amount the DC is increase or decreased by 3 respectively. Thus a 150 kg ogre would need a 15-gram dose to get the full effect of a poison. 30 grams would cause the DC to increase by 3 were as a normal human dose (75 kg) of 7,5 g would allow it +3 on its chances to resist the poison.

Injury poison must be delivered into directly into the bloodstream – normally with a weapon prepared with the poison or a natural weapon. As such they require a successful hit to be administered. Every hit reduces the potency effectively halving the remaining dose, thus decreasing the DC by 3 every time, unless the dosage is replenished (as with many poisonous creatures). 

Inhaled poisons require the creature to get a lungful of the poison to be affected. Holding your breath will protect against the poison, but unless specifically taking measures to avoid this (a standard action) a save is required. All things that effect vapors normally affect inhaled poisons so strong winds will disperse an inhaled poison quickly. As bigger creatures tend to intake bigger amounts of poison inhaled poisons are considered to be in the proper concentration to cause full effect until dispersed. Inhaled poisons must also have a poison lifetime duration.

Contact poisons affect anyone getting into any form of contact with it. Depending on how the poison is administered the rules above may apply. In any case if the appropriate the dosage isn’t applied the DC will be affected accordingly.

Guidelines for converting existing poisons should be done by considering the ability score that suffered reduction before and then choosing a number of primary and secondary effects for a cost equal to the poison DC-10. This should be adjusted up by 1 for each die of damage beyond 1 and permanent drain effects should be converted to permanent effects until healed magically. Duration for the effects and onset time can be found by spending an equal amount of point as on the effect on these two qualities. Thus a DC 14 injury poison with no extra bonuses would have a medium duration (cost 2) and a medium onset time (2, injury poison). Convert the level by dividing the converted cost from the above calculations divided by 2; thus if the DC 14 injury poison in the example above had 6 points of converted cost to buy effects and duration/onset time it would be considered to be a 3rd leveled effect lasting 3 minutes with an onset time of 3 minutes as well. 

E.g. Burnt uther fumes – an inhaled poison - (DC 18 yielding 8 points of effects) does 1 con*
/3d6 con. This is adjusted for the amount of damage (3d6 con, which give an extra 2 points). The fact that it does the 1 con is a permanent drain, means that the secondary effect should be permanent. Considering the con effects and the huge difference in secondary and primary effect the vast majority of the points should go to the primary effect. A suggestion for a poison then becomes fatigued*/dying (cost 1/10), which is a point above total 10 point allowed, even when adjusted for the 2 extra dice of con damage in the original damage. To determine the duration and onset time another 18-10=8 points is distributed equally among these two parameters, yielding 4 points for each, which gives a short onset time (this only costs 2 points for an inhaled poison, but an instant onset time would cost 6) and a long duration. Similarly giant wasp poison (DC 18 1d6 dex/1d6 dex) could be converted to cramping/paralysed (3/5) with a short onset and also a long effect duration. 

Anyone can make poisons as long through their alchemy skill. However, making poison either requires a large range of materials, lab equipment etc. and a recipe or magical aptitude and a good skill roll! A wizard choosing to start with a poison power, must design a poison to fit each spell level from 1st  to 9th (i.e. effect running from a cost of 3 to 27). 

Finding out new recipes or creating a dose of poison requires a successful skill roll against the DC of the poison according to the modifiers mentioned above. The cost to create a poison is 100x the primary effect cost + 10x the secondary effect cost and preparing a dose requires 30 minutes x the total effect cost. Every dose is considered to be enough to affect a normal human (7,5 g). If affecting an area consider every dose to be enough to fill a 5’ square area. A dose can cover ½ large, 1 medium, 2 small or 8 minute (e.g. arrows and needles) weapons. However, using less poison on a weapon affects the saves, e.g. distributing a dose to cover 16 arrows would be halving the dose times thus decreasing the save by 3. 

Diseases

Diseases are similar to poisons, but are usually longer time in developing and last longer. They use the same effect rules as poisons, but instead of a primary and secondary effect, they have a number of stages of effects that cumulate as the disease develops. Initially a save is made to see if the victim resists the disease. If the initial save is failed the creature is infected and at stage one after the incubation time. After a time equal to the stage interval length a new save is made to see if the disease develops. If the save is made the disease has stopped developing and remains at the current stage, and if the save is failed the disease progresses to the next stage. When a creature saves twice in a row the disease breaks after a last stage interval time. The incubation time, effect duration and stage interval time are as follows:

	effect duration 
	incubation time cost 
	stage interval time cost

	instant
	8
	8

	short – rounds 
	7
	6

	medium – minutes 
	5
	4

	long -  turns 
	3
	2

	very long – hours
	2
	0

	extreme – days 
	0
	3

	triggered 
	8
	8

	permanent costs 10 
	-
	-


The weakest effect and the number of stages determine the cost for a disease. The weakest effect is the stage one effect. Consecutive effects must be a maximum of 2 higher in effect and the cost increases by 2 points for each stage of the disease after the first. The disease must be either str-, dex-, con- or mind-based and follow the effects within one of those lines (se poison effects table), although some diseases have unique effects at some stages. E.g. a mind-effecting disease could pass through the following stages: shaken, frightened, cowering, feebleminded. This disease would cost 1 for the initial effect and 3 extra stage costing 2=6 for a total of 7 points. This would be a disease the manifested itself after a day and ran its course in a matter of hours unless more points were put into that.

Diseases may be contagious spreading to others once the disease has taken effect according to the following table:

	spreads through…
	extra cost

	No spread/injury

	0

	Ingestion
	1

	Injury (causing afflicted to be able to infect by injury)
	2

	Inhalation (coming within 10’)
	3

	Contact (may spread though things that come into contact with the diseased)
	4


The diseased can spread once the onset time is up. If the diseased is to be able to spread disease before this time a separate and shorter onset time must be purchased separately. All DC’s can be modified as pr. the normal rules, i.e. 2 points for every +1 DC and any DC modifiers apply to all DC’s regarding that disease. Once exposed to a particular disease, the person is immune to further exposure for a duration equal to the onset time of the disease.

Converting is a matter of buying the stage one effect and total number of stages using point equal to the DC of the disease-10, i.e. red ache (DC 15) would have a stage one effect and total stage cost of of 5. The type of damage the disease does determines the line of progression. Red ache affects str, so a suggested converted disease could be fatigue/exhausted/paralysed costing 1 for the stage one effect and 2x2=4 for the two extra stages totalling 5 points. The incubation time remains the same and the stage interval time should be very long (hours). All infection methods except injury type infections should be considered infectious and treated as such.  

Diseases are specific unless produce as a magical power, in which case the caster can choose to mould any desired disease as pr. the normal limits and rules for moulding spells and the above restrictions and costs. Example: a caster wishes to instantly lay waste anyone coming within 9’ (emanation 9’, cost 6) for the next medium time (minutes, cost 4). The disease should be instantly (cost 8) incapacitating (through nausea, cost 5) and result in a very quick (stage interval of minutes, 4) death (requiring three additional stages of unconsciousness, dying and finally death, cost 3x2=6). This nifty little dream of a necromancer spell would require the use of 6+4+8+5+4+6=33 points to mould the spell, and thus require a successful spell check roll of 48! This would be a challenge for any character, but maybe not an arch demon…

Affecting a 20’x20’ field (4 10x10 foot sq, costing 4 points) at medium range (3 point) with red ache (5 points for effect and number of stages) would only require 4+3+5=12 points and thus a skill roll of 27 – the equivalent of a 4th levelled spell. 

Odd ones
Odd ones are the spells of wizards and others that produce very specific magical effects. Odd ones are always as written in PHB except that any attack spell does damage as described above. This means that damage dealing spells do a max. of 1 die of damage/spell level as appropriate by their type (see attack spells above). Thus a wizard’s fireball would always do 4d6 points of fire damage as it would be a 4th level odd one spell. Any effect normally influenced by caster level is instead determined by the odd one’s spell level. This means that odd one spells always produce the same effect regardless of the caster. E.g. as a cone of cold  is converted to be a 6th leveled spell the effect would always be as follows: Range: 25’+5’/2 levels (in this case 6) = 40’ and the damage would be 6d6 of temporary damage with possibilities for a secondary effect of hypothermia due the type of damage. Spells that have fixed damage retains that damage as written as long as the damage doesn’t exceed 1 die/spell level of damage pr. round.

Thus odd ones are either-or spells: either you achieve a high enough roll to get them and the effect is not influenced by higher rolls OR you don’t roll high enough and so get nothing (or a lower level spell).

Spell-like abilities of creatures

Creatures that have spell-like powered are divided into two categories: those that are magical by nature and those that cast spells. Generally speaking dragons, elementals, fey, magical beast, outsiders and the like are magical by nature and their abilities can correspond to activating magical items. Thus, they can produce some specific effect a number of times and do not cast spells and therefore don’t roll spell casting checks. Such effects cannot be moulded, countered or used more than the stated number of times and using them is normally a standard action just like using a magic item. If at all possible, however, even these creatures should be treated as if they cast spells rather than used magical items to create a more flowing game, but in the end that’s up to the DM to decide. 

The other group of creatures should be considered to be a spell casters of the most appropriate sort. This is usually psions as their spell like powers are natural abilities rather than godly granted powers or magic bound by recipes. Such creatures should be considered to be psions (or other casters) with a focus skill level equal to the stated caster level (or HD if nothing else is noted) +3. The +3 is used instead of any modifiers for abilities to reflect that this is part of their nature whether or not they have a high chr. In addition, to reflect the fact that some spells are more or less innate - such as those that can be cast at will or as a free action – the creature gets +3 when casting such spell (+6 if both at will AND as a free action). This means that a blink dog (caster level 8 as stated + 3 for ability=11) being able to blink at will and dimension door as a free action at will should be treated as a psion with the teleport power. When blinking (i.e. teleporting) the dog would have noted the following modifier: 11 (skill) -15 (standard cost for spells) – 7 (cost to activate) + 3 (because it’s at will) and +3 (because the dimension door power is a free action) = -5 on any skill roll to find out the amount of SEP and thus only needing only 6 or more on the dice to produce a short ranged teleport, which it could do up to two times in a round because the first is a free action. 
Any spell-like abilities should be treated as part of one odd-one power. This means that a creature can create any of the spell effects any number of times a day (DM’s may rule for exception to this rule, of course), but it also means that a creature can only have one such spell-like effecting working at any given time. The exception to this is spells that can be cast at will. A creature may use such powers as they please. By these rules, an ogre mage (Skill level 12 (or 15* or 18**), DC 18) has use of the following powers darkness* (at will), turn invisible* (at will), flight** (at will, free action), charm slam, cold slam, gaseous form, shape shift, and sleep slam in one massive “ogre package”! So, it would be able to use darkness, invisibility and flight all at once and still cast a cold slam. But it couldn’t shape shift into a bear and cast a sleep slam as these are part of the same package and can’t be cast at will.
Another example is the beholder (caster level is noted to be 13), which has a large number of powers keyed in to it’s eye stalks. In this case, the beast should be treated as having access to the many powers at a base skill level of 13 +3 (in stead of ability bonus) and +3 (all the effects are at will) = 19. The powers (which are always rays with a th equal to the base spell skill= 19) would be: 2 times charm slam (charm person and charm monster in 3rd), sleep slam, fear slam, hold slam (instead of slow), wound slam all at SEP = roll +4 (19 (skill) – 15 to cast the spell – 0 for a ray) as well as the following others: telekinesis (violent thrust with SEP (R+1/25# ) = roll – 2 (base 4 and -6 cost to activate)), flesh to stone (SEP (R)=  roll -11 (base cost of 4 -15 cost to activate)), disintegrate (SEP (R) = roll -11 (base 4- 15 cost to activate)) and death (SEP (R) = roll -8 (base 4-12 cost to activate)). Each of the stalks act without incurring the rule of five on each other – they only get one -5 penalty for using all the stalks. As the beholders abilities are very specific, it shouldn’t be allowed to make counter spells or dispels, but that’s what the anti-magic ray is for…

� The types can be as specific as a rangers favoured enemy or be evil/good/law/chaos


� This option is not available to attack spells


� At any given time a character can only have effect running/power unless bonded to an item, so creating a permanent effect prevents further casting of spells with that power (hence magic items!)


� For priests/wizards/psions respectively


� For priests/wizards/psions respectively


� This option applies only to wards and traps


� This includes flying creatures vs. non flying/non missile firing, water based in water, earth based underground, most incorporeal as they can move freely through the area to attack from where they wish.


� Meaning that all damage goes away once the character gets some successful first aid or a good rest.


� The fatigue/exhaustion/sleep effect has its own duration, but the spell only affect those caught in the spread the instant the spell is casts


� This makes the spell invisible AND allows the caster to choose to have the victim act normally – it’s a package deal!


� Note that spells cause magical stings, so for every die of damage the spell causes a magical sting of 1.


� This only allows the manipulation of other materials – i.e. no fight! This spell can mimic the effects of feather fall on others.


� Note that unlimited range is not an option here


� This only allows to bestow free willed movement – i.e. no levitation of others! This spell mimics the effects of feather fall.


� Reduces strength to 3 effectively for the duration


� Will save to avoid this every round


� Like the spell


� Reduces dex to 3 effectively for the duration


� The creature reacts harshly to any threats and tends to perceive all living things as threats. It must resist the by making a will save at the poisons DC or fly into a rage (like barbarians) that doesn’t stop until the threat is destroyed.


� All on set times are up to a number of rounds to days determined by the level of the effect, e.g. a poison with a 12 difficulty (4th level) and a medium duration would last up to 4 minutes or less if the creator so designed it so.


� All durations are up to a number of rounds to days determined by the level of the effect, e.g. a poison with a 12 difficulty (4th level) and a medium duration would last up to 4 minutes or less if the creator so designed it so.


� Triggered poisons are delivered but remain harmless until a given time of the creators choosing. The triggering event must be chosen at the creation time for the poison.


� The * indicates that the effect is permanent


� Most disease causing monsters should be considered to be unable to spread disease except by the direct injuries it causes.
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