Sphere and fails to resist is immediately disin- tegrated. Anything that resists, simply suffers D10 damage for each contact and is thrown to the ground by the shock of contact.

The Experience Multiple for this ritual is 450.

[44.8] Fright Table

      (see below)

45. THE COLLEGE OF

NECROMANTIC

CONJURATIONS

     The College of Necromantic Conjurations is concerned with the processes of life, death, decay, and putrefication.

[45.1] Adepts of the College of Necromantic Conjurations may practice their arts without restriction.

[45.2] The Base Chance of performing any talent, spell, or ritual of the College of Necromantic Conjurations is modified by the addition of the following numbers:

	It is a High Holiday of the "Powers of Light"*
	-10

	It is a High Holiday of the College of Necromantic Conjurations†
	20

	It is the stroke of midnight on the night of one of the High Holidays of the College of Necromantic Conjurations‡
	30


*This modifier may include any holidays of the GM's invention that are dedicated to the “Powers of Light.” However, all such holidays 

are presumed to be known to all characters and must, therefore, be announced by the GM well in advance of the application of this modifier .

†The College of Necromantic Conjurations recognizes one principle High Holiday: Walpurgisnacht. The GM may create other High Holidays as he sees fit (see note above).

‡This modifier is applied to any spell loosed at the stroke of midnight or to any ritual which is completed on the stroke of midnight. This modifier is applied instead of (not in addition to) the +20 modifier for working the magic of this College on a High Holiday of the College. Otherwise, all modifiers are cumulative.

[45.3] Talents

1. Ask The Dead (T-1)

The Adept may, whenever he occupies the place in which an entity has died, communicate with the spirit of the entity if the Adept could have communicated with the entity while it was alive (knew its language, etc.) and is aware that the place he occupies was the site of the entity's death. Only questions that can be answered with a simple yes or no will be answered, and the dead can only provide knowledge of events which transpired while they were alive. There is a Base Chance of 20% (+ 4 per Rank) that the 
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dead will respond to the questions of the Adept.  Once the dead initially respond, they will continue to answer all questions automatically until dismissed. This talent does not allow the

Adept to communicate with the undead, only

to summon the dead from the spirit world and speak with them. It has an Experience Multiple of 150.

[45.4] General Knowledge Spells

1. Spell of Conjuring Darkness (G-1)

RANGE: 15 feet + 15 additional/Rank

DURATION: 15 minutes + 15 additional/Rank

EXPERIENCE MULTIPLE: 75

BASE CHANCE: 50%

RESIST:  May not be resisted.

EFFECTS: The Adept creates a volume of dark-

ness of variable intensity of 500 cubic feet (+500 additional cubic feet per Rank). At Ranks 1-5, the darkness is equal to that found on a cloudy night; at Ranks 6-10, to that found on an overcast moonless night; at Ranks 11 and above, to that of a sealed room with no light source.

2. Spell of Putrescence (G-2)

RANGE: 15 feet + 15 additional/Rank

DURATION: Immediate

EXPERIENCE MULTIPLE: 100

BASE CHANCE: 50%

RESIST: May not be resisted.

EFFECTS: The Adept may, by casting this spell, spoil enough food to generously feed 1 person (+ 1 additional person per Rank). The food will thereafter be inedible.

3. Spell of Obscurement (G-3)

RANGE: 15 feet + 15 additional/Rank




DURATION: 10 minutes + 10 additional/Rank

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 30%

RESIST: May only be passively resisted.

EFFECTS: The Adept creates a 5-foot cube of oily black smoke (+ 1 foot to each dimension per Rank). The vision of all entities except the Adept is reduced to 5 feet. The Adept's sight is unaffected, and any character who successfully resists is unaffected.

4. Fire and Brimstone Spell (G-4)

RANGE: 15 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 20%

RESIST: May be actively & passively resisted.

EFFECTS: The Adept may cast a bolt of sulphurous flame at a single target. If the target fails to resist, it takes [D - 4] (+ 1 per Rank) damage. The Base Chance of infection is increased by 20 as a result of damage inflicted by this spell.

5. Spell of Heating Metal (G-5)

RANGE: 15 feet + l5 additional/Rank

DURATION: 20 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 20%

RESIST: May not be resisted.

EFFECTS: The Adept can cause up to 1 cubic foot of metal (+ 1 additional cubic foot per Rank) to become hot, increasing its temperature by 5° + 5° per Rank.

6. Spell of Harming Entity (G-6)

RANGE: 15 feet + 15 additional/Rank

DURATION: 10 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 20%

RESIST: May be actively & passively resisted.

EFFECTS: The Adept may cast this spell at any one target within range. If the target fails to resist, he will be in intense agony for the duration of the spell and must check to see if his concentration is broken. His Strike Chance is reduced by 10 for the duration of the spell. He suffers no Damage Points as a result of the spell.

7. Spell of Noxious Vapors (G-7)

RANGE: 15 feet + 15 additional/Rank

DURATION: 10 seconds x [D - 5] x Rank (x 1, if unranked)

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 10%

RESIST: May only be passively resisted.

EFFECTS: The Adept creates a cloud of foul yellow vapor which will affect all characters (including the Adept) who are caught within it. The cloud covers the entire area within range of the Adept. At Ranks 0-5, it reduces each character's range of vision by 10 feet. At Ranks 6-10, it causes a light sleep lasting until the spell ends or the sleeper is awakened. At Ranks 11-20, there is a 20% chance that any character who fails to resist will contract consumption.

8. Spell of Warping Wood (G-8)

RANGE: 15 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 30%

RESIST: May not be resisted.

EFFECTS: The Adept may twist a 2" x 2" x 1' area of a piece of wood into any shape of his choosing. He may add 1" to any dimension per Rank.

9. Ram of Force Spell (G-9)

RANGE: 5 feet + 5 additional/Rank

DURATION: Until task is completed

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 25%

RESIST: May be actively & passively resisted.

EFFECTS: Creates a 15' x 15' x 15' “column of force” that will follow the Adept's command to execute one specific task (“smash through that locked door”, for example) and then will dissipate. Will do [D - 5] damage per 10 second exposure to flesh which cannot be pushed out of the way due to a wall or other unyielding surface. It will slowly push metal aside, but will be halted by stone.

10. Spell of Vapor Breathing (G-10)

RANGE: May only be cast over self

DURATION: 30 seconds + 15 additional/Rank

EXPERIENCE MULTIPLE: 150

BASE CHANCE: 30%

RESIST: May not be resisted.

EFFECTS: The spell permits the Adept to breathe any atmosphere that contains sufficient oxygen to keep him alive, filtering out other substances. This spell does not permit the Adept to breathe underwater.

[45.5] General Knowledge Rituals

1. Ritual of Summoning and Binding Lesser Undead (Q-1)
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      The Adept may use this ritual to summon and bind the Lesser Undead if he remains stationary within a Pentacle (see 47, The College of Greater Summonings) drawn in or near an area where Lesser Undead may habitually be found (near tombs, graveyards, barrows, etc.). The Adept and his companions must remain within the Circle of Protection during the entire course of the ritual. They may take no other action while the ritual is taking place. This ritual lasts two hours. At the end of that time, the Adept's player rolls D100. If the resulting number is equal to or less than the Adept's Magical Aptitude, the ritual succeeds. The Adept's Magical Aptitude is modified in the same manner as any Base Chance of performing a ritual. In addition, 3 per Rank is added to the Adept's Magical Aptitude. If the Adept's player rolls a number 40 or more greater than the Modified Chance for this ritual to be effective, the ritual backfires and the appropriate number of undead appear unbound within the Circle of Protection and can attack the Adept and companions. The spell summons 1 ( + 1 per Rank) Lesser Undead and (unless it backfires) subjects them to the will of the summoner for as long as his concentration lasts (one week maximum). Once the Adept's concentration is broken or he releases the undead, they may attack him and his companions. If the ritual backfires or concentration is broken, the Lesser Undead will attempt to attack the summoner if possible. The Experience Multiple for this ritual is 250. Undead summoned successfully (i.e., not as a result of a backfire) will appear within 20 feet of the summoner's Pentacle.

2. Ritual of Converse With 
The Dead (Q-2)

     The Adept may converse with a dead entity if he occupies the place the entity died or was buried and calls forth the dead spirit using this ritual. The ritual takes an hour to perform and must be cast in a Pentacle. The Adept must have known of the death (by witness, hearsay, or reading) in order to summon the dead spirit. He need not have known or encountered the entity before. He must understand a language spoken by the entity. The Adept's player rolls D100 at the end of the ritual and if the result is equal to the Base Chance of performing the ritual, the spirit of the deceased appears and will answer three questions. Each question will be answered with a riddle or puzzle. The Base Chance of this ritual being effective is equal to the Adept's Magical Aptitude (+ 4  per Rank).

The dead disappear whenever any character who is not within the Pentacle occupies the same general area. The Experience Multiple for this ritual is 400. The GM creates all riddles and puzzles in answer to the Adept's questions. Undead may not be summoned or conversed with using this ritual.

[45.6] Special Knowledge Spells

1. Spell of Causing Wounds (S-1)

RANGE: 15 feet + 5 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 200 



BASE CHANCE: 35%

RESIST: May be actively & passively resisted.

EFFECTS: The Adept may cause [D - 4] (+ 1 per Rank) damage as a result of wounds to one target within range unless that target successfully resists. If the target suffers any effective damage he suffers an increase of 10 to the BC of infection as a result of his injuries.

2. Wall of Force Spell (S-2)

RANGE: 15 feet + 15 additional/Rank

DURATION: Concentration/maximum of 15

minutes + 1 additional/Rank

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 30%

RESIST: May only be passively resisted.

EFFECTS: The Adept creates a 1" thick Wall of Force which is 10 feet high and 20 feet long or a 1" thick, 10 foot high Ring of Force with a radius of 5 feet. The Adept can increase the height or length by 1 foot (or radius by 3 inches) per Rank. Any entity coming in contact with the Wall of Force will either successfully resist or be thrown back (fall Prone) and suffer [D - 5] (+ 1 per Rank) damage.

3. Wall of Bones Spell (S-3)

RANGE: 15 feet + 15 additional/Rank

DURATION: 30 minutes + 30 additional/Rank

EXPERIENCE MULTIPLE: 150

BASE CHANCE: 30%

RESIST: May only be passively resisted.

EFFECTS: The Adept conjures a wall of inter- laced bones 1 foot thick, 10 feet high, and 20 feet long or a circle of bones 1 foot thick, 10 feet high and with a 5 foot radius. The Adept may increase the height and thickness by 1 foot and the radius by 3 inches per Rank. An entity coming in sight of the wall must either successfully resist or roll on the Fright Table (see 44.8). The wall can suffer 100 points of damage and then turns to dust. Bright sunlight inflicts 20 points per Pulse on the wall.

4. Spell of Fear (S-4)

RANGE: 15 feet + 15 additional/Rank

DURATION: Concentration/maximum of 15

minutes + 15 additional/Rank

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 20%

RESIST: May only be passively resisted.

EFFECTS: The spell has the same effect as the spell of the same name (S-13, p.56) of the College of Celestial Magics.

5. Mass Fear Spell (S-5)

RANGE: 30 feet + 15 additional/Rank

DURATION: 30 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 400

BASE CHANCE: 10%

RESIST: May only be passively resisted.

EFFECTS: The spell has the same effects as the Spell of Fear (S-13, p.56) of the College of Celestial Magics except that all characters within range except the Adept must resist or roll on the Fright Table.

6. Spell of Scarring Terrain (S-6)

RANGE: 15 feet + 15 additional/Rank

DURATION: 1 year + 1 additional/Rank

EXPERIENCE MULTIPLE: 300

BASE CHANCE: 20%



RESIST: May not be resisted.

EFFECTS: The Adept causes terrible ruin by burning out an area of ground equal to 25 square feet (+ 25 additional square feet per Rank). The ground will be so damaged that it will be unable to support any flora for the duration of the spell. Though the spell will immediately whither any flora in the area it effects, fauna will be unaffected.

7. Spell of Animation of the Dead (S-7)

RANGE: 30 feet + 15 additional/Rank

DURATION: 3 hours + 30 additional minutes/Rank

EXPERIENCE MULTIPLE: 300

BASE CHANCE: 20%

RESIST : May not be resisted.

EFFECTS:  The Adept animates 3 (+ 1 per

Rank) corpses within range. They will serve the Adept in all ways. If the corpses are recently dead, they will be zombies. If they have been dead for more than a month, they will be partially devoid of skin and will be treated as skeletons for purposes of this spell.

8. Wraithcloak Spell (S-8)

RANGE: 15 feet + 1 additional/Rank

DURATION: 30 minutes + 30 additional/Rank

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 15%

RESIST: May not be resisted.

EFFECTS: The Adept causes the target to appear less corporeal and to be harder to hit.

The chance of successfully Striking the target

of the spell is reduced by 1 ( + 1 per Rank) for the duration of the spell. In addition, the target's stealth is increased by 10.

9. Shadowed Weapon Spell (S-9)

RANGE: 5 feet + 5 additional/Rank

DURATION: 20 seconds x [D - 5] x Rank

(x 1, if unranked)

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 15%

RESIST: May not be resisted.

EFFECTS: The Adept may increase the usefulness of any weapon within range. The

affected weapon has its Base Chance increased by 1 (+ 1 per Rank) and the damage increased by 1 for every 3 or fraction of 3 Ranks. At Rank 6 or above, the Adept can create a sword entirely of darkness which will operate in the same manner as a normal sword of its type (broadsword, tulwar, etc.) which has had a Shadowed Weapon Spell of the appropriate Rank cast over it.

10. Hand of Death Spell (S-10)

RANGE: 15 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 500

BASE CHANCE: 5%

RESIST: May only be passively resisted.

EFFECTS: The Adept causes any single target

to sense the Adept's hand squeezing his heart or similar organ to a pulp. Even if the character resists, the sensation will remain and will break the character's concentration and subtract 10 from the character's Base Chance of hitting another character or successfully performing magic. If the character fails to resist, he suffers 
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[D + 1] damage that Pulse and each succeeding Pulse that the spell remains in effect and he fails to resist. The spell remains in effect so long as the Adept expends 2 Fatigue and implements a Pass Action each Pulse. During this time, the Adept must make visible squeezing motions with his hand to simulate the squeezing of the victim's organs. The Adept need not recast the spell once he successfully looses it at his victim. Even if the victim resists, the spell will continue to operate so long as the Adept continues to make squeezing motions.

11. Hellfire Spell (S-11)

RANGE: l5 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 375

BASE CHANCE: 10%

RESIST: May only be passively resisted (then

suffers half damage).

EFFECTS: This spell operates in the same manner as the Spell of Hellfire (S-9, p.51) of the College of Fire.

12. Spell of Life Draining (S-12)

RANGE: Adept must touch target.

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 400

BASE CHANCE: 15%

RESIST: May be actively & passively resisted.

EFFECTS: The Adept drains 1 (+ 1 per Rank) Fatigue from the target if the target fails to resist. The Fatigue may be used to repair the Adept's own Fatigue or Endurance or to increase his Physical Strength for the remainder of the Round on a one for one basis. If the target has no Fatigue remaining, the Adept may drain from Endurance instead. He may not drain from both Fatigue and Endurance in the same Pulse.

13. Spell of Agony (S-13)

RANGE: 30 feet + 15 additional/Rank

DURATION: 10 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 10%

RESIST: May be actively & passively resisted.

EFFECTS: The spell causes all entities in the affected area except the Adept to suffer extreme agony. No character who does not resist may take any Action except to Pass. Characters who successfully resist reduce all Strike Chances by 30 and take twice as long to perform any Action.

14. Phantasm Spell (S-14)

RANGE: Works at any range

DURATION: Concentration/no maximum

EXPERIENCE MULTIPLE: 400

BASE CHANCE: 5%

RESIST: May not be resisted.

EFFECTS: This spell is the same as the spell of the same name (S-3) of the College of Sorceries of the Mind.

[45.7] Special Knowledge Rituals

1. Ritual of Summoning

and Binding Greater Undead (R-1)
     This ritual works in the same manner and under the same conditions as the Ritual of Summoning and Binding Lesser Undead

(Q-1) except that the Base Chance is always half (round down) the Adept's Magical Aptitude and the Experience Multiple is 350. The ritual summons Greater Undead and must be performed in or near an area frequented by them (barrows, churchyards, or abandoned dwellings).

2. Ritual of Life Prolonging (R-2)

The Adept may prolong his life, remaining unchanged and unaged for the duration of the effects of this ritual. Once the effects of the ritual wear off, the Adept will begin to age at the rate of 1 year per minute until he reaches the proper biological age to match his chronological age. The Adept must remain stationary and may take no other action while performing the ritual. At the end of the ritual, the Adept's Player rolls D100. If the result is less than or equal to the Base Chance (5% + 5 per Rank), the ritual is effective. If the ritual backfires, the Adept will increase his age instead of decrease it or keep it

unchanged. Normally, the ritual's effects last for 2 years (+ 2 additional years per Rank), but at Rank 10 and above, the Adept can immediately upon the ritual being completed reduce his biological age by up to 2 years (+ 2 years per Rank) instead of (not in addition to) halting aging. Any backfire reverses the anticipated effect (accelerating aging). The Experience Multiple for this ritual is 350. The ritual takes 8 hours.

3. Ritual of Becoming Undead (R-3)

The Adept may become an undead by employing this ritual. Once he joins the ranks of the undead, he may not reverse the effect. The Adept must draw a Circle of Protection and a Pentacle (see College of Greater Summoning, 47) and remain within it throughout the ritual. The ritual takes 2 hours to perform. During the course of the ritual, the Adept must murder an entity of his own race

who occupies the Pentacle with him. The entity may be bound, but must be conscious during the murder. Upon the performance of the murder, a Wight appears over the corpse at Rank 0-10, or a Wraith at Rank 11-20. This undead becomes chained to the place in which the murder was committed until freed by someone other than the Adept entering or leaving the Circle of Protection. Upon being released, the undead will hunt the Adept and attempt to terminate his existence in revenge. Once the murder is performed, the Adept's Player checks to determine if it was a success. The Base Chance that it will be a success is 10% (+ 3 per Rank). If it is a success, the Adept joins the ranks of the undead as the Greater Undead type of his choice. He may leave the Circle of Protection without releasing the undead imprisoned therein. If the result is not a success and the Adept fails to become undead, the undead imprisoned therein will be released if the Adept attempts to leave the Circle of Protection. If the ritual backfires, the undead will immediately be released and will attack the Adept inside the Circle of Protection (which will be broken and will not keep the undead imprisoned). The Experience Multiple of this ritual is 550.

46. THE COLLEGE 

OF BLACK MAGICS

The College of Black Magics is organized somewhat differently from other Colleges in that its knowledge is available only to those who make various pacts with the Powers of Darkness.  There are three pacts that an Adept may make.  They are organized in order of importance:

1.  The First Pact:  Upon entering this College, the Adept swears an oath of allegiance to the Powers of Darkness.  This is the First Pact.  In exchange for this oath, the Adept is given all the General Knowledge of the College of Black Magic at Rank 0 and may achieve up to Rank 15 with that knowledge.  The Adept may not achieve Rank above 15 or learn any of the Special Knowledge of the College of Black Magics.

2. The Lesser Pact: To learn the Special Knowledge of the College of Black Magics, the Adept must make the Lesser Pact.  This pact consists of reaffirming the Adept's allegiance and giving up a token of that allegiance to the Powers of Darkness.  The GM and the Adept's Player must arrive at an agreement in advance over what must be given up.  The Adept may offer anything.  The GM should insist on something that the Adept's player is particularly proud of or has found to be a strong point in their character.  The price should be stiff, but not totally crippling.  It could include reducing the Physical Beauty of a particularly handsome character by 10 points or more, taking the character's eyesight, taking the character's shadow and/or reflection, or any other price that involves some sacrifice.  Once the pact is agreed to, the Adept may learn most Special Knowledge of the College at Rank 0 and may progress to Rank 15 with that Special Knowledge and to Rank 20 with the General Knowledge of the College.  In addition, an Adept who has sworn the Lesser Pact will be given a Familiar in the form of a small animal (cat, bat, dog, etc.).  The Familiar will be devoted to the Adept and will serve them faithfully, but the Adept must always feed the Familiar or it will die.

All Adepts who swear the Lesser Pact will receive a Witchmark, an invisible mark somewhere on their person through which their Familiar will feed by sucking the Adept's blood.  Only the blood of the Adept will suffice to sustain the Familiar and it will lose 1 Fatigue (Endurance if all Fatigue is exhausted) per hour that it has not been fed.  The Adept suffers a loss of 4 Fatigue Points each time they feed their Familiar.  The Familiar regains all lost Fatigue upon feeding.

Familiars are minor Devils (half the characteristics and Rank of normal Devils rounded down) who appear in animal form except when required to adopt their natural form by the Adept.  See 47, the College of Greater Summoning, for the characteristics and abilities of Devils.  The Adept may only receive 1 new Familiar every 5 years and only if their old Familiar has died.
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3.  The Greater Pact; If the Adept wants to learn those spells and rituals that compose the part of the Special Knowledge of this College that they have been denied access to, they must make the Greater Pact and sell their soul to the Powers of Darkness.  A character who has sold their soul in this manner may never be resurrected.  However, the Adept attains access to all knowledge of the College of Black Magics (General and Special) and may achieve up to Rank 20 with that knowledge.

Once made, a Pact of this College other than the First Pact may never be renounced.  An Adept who has made only the First Pact may always quit the College, losing all of their magic knowledge and abilities.  However, neither the Lesser Pact nor the Greater Pact can ever be totally renounced.  If an Adept attempts to renounce them, they immediately lose all knowledge and abilities acquired as a result of their membership in the College and suffers a curse of the GM's choice from the Damnum Minatum.  The Adept may join another College, but will never achieve higher than Rank 15 with any knowledge of that College.

[46.1] Adepts of the College of Black Magic may only practice those talents, skills and rituals permitted them by the Pact they have made.

They may never practice any of the arts of this College until they have made the appropriate Pact.  The First Pact must be sworn before either the Lesser or Greater Pacts can be sworn and the Lesser Pact must be sworn before the Greater Pact can be sworn.

[46.2] The Base Chance of performing any talent, spell or ritual of this College is modified by the addition of the following numbers:

	It is daylight
	-10

	It is nighttime
	10

	The Adept has made the Lesser Pact
	5

	The Adept has made the Greater Pact
	10

	It is a High Holiday of the Powers of Light*
	-10

	It is a High Holiday of the Powers of Darkness†
	20


*See 45, the College of Necromantic Conjurations.  †Same as above.  The GM must create the High Holidays for the Powers of Darkness according to what those powers are in their world.

[46.3] Talents

1.  Witchsight (T-1)

The Adept has a Base Chance equal to their Perception (+ 5 per Rank achieved with this talent) of seeing objects which are normally invisible or which have been rendered invisible by magical means (i.e., such spells as Walking Unseen, Blending, and Invisibility).  The Adept also possesses the night-vision of an Elf.  The Experience Multiple for this talent is 200.

2.  Projected Image (T-2)

The Adept can, by remaining stationary and concentrating for the duration of the talent's workings, project an image of himself 



standing within 15 feet (+15 additional feet per Rank) of his actual position.  While he continues to concentrate, the illusion of himself will remain and his actual person will be invisible.  Once he breaks his concentration, he will become visible and the illusion will fade.  It takes about 10 seconds (-1 second per Rank) for the image to form and the Adept to become invisible.  The Experience Multiple for this talent is 150.

3.  Special Alchemy (T-3)

The Adept, upon making the First Pact, gains certain knowledge of Alchemy.  Among the specific benefit accruing to the Adept are the following:

A.  The ability to distill venom from such plants as belladonna.  See the Alchemist Skill.

B.  The ability to distill a dose of a potion of Toad Sweat that will remove blemishes, warts, corns, pimples, etc., at the rate of 1 disfigurement (wart, corn, etc.) (+1 additional per Rank) per dose.  The Experience Multiple for this potion is 100 and its cost is 50 Silver Pennies.  The Base Chance of effectively preparing it is 60%.

C.  The ability to make these amulets:

1. Amulet of Elder Flowers:  Makes wearer proof against the Evil Eye.  Cost:  50 Silver Pennies.

2. Amulet of Hypercium:  Increases the wearer's Magical Resistance by 10 to any magical act performed by a demon.  Cost:  100 Silver Pennies.

3. Amulet of Luck:  Made from tiger's or alligator's teeth, it increases the wearer's Magical Resistance by 3 and subtracts 2 from any Strike Check made against the wearer.  Cost: 300 Silver Pennies.

4. Amulet of Diamonds:  Increases the wearer's Strike Chance with any weapon by 2.  Cost:  1000 Silver pennies.

5. Amulet of Jade:  No undead will willingly approach closer than 30 feet to the wearer in most cases.  Cost:  500 Silver Pennies.

6. Amulet of Iron:  No demon will willingly approach closer than 10 feet to the wearer in most cases.  Cost:  250 Silver Pennies.

7. Amulet of Jet:  No demon will willingly approach closer than 50 feet to the wearer in most cases.  Cost:  600 Silver Pennies.

8. Amulet of Aquilaeus:  The wearer subtracts 10 from all rolls on the Fright Table.  Cost:  300 Silver Pennies.

9. Amulet of Alectorius:  Made from the corpse of a Black Cock that has been cured on an anthill for 3 days, this amulet will increase the average value of treasure found by the wearer and their companions by 5%.  Cost:  600 Silver Pennies.

10. Amulet of Amethyst:  Wards bad dreams and assists the wearer in achieving a restful nights sleep.  Increase the wearer's Fatigue recovery during sleep periods by 2.  Cost:  700 Silver Pennies.

11. Amulet of Beryl:  Increases the wearers ability to detect traps and ambushes by 5.  Cost:  500 Silver Pennies.

12. Amulet of Betony:  Decreases the Base Chance of infection by 5.  Cost:  650 Silver Pennies.



13. Amulet of Bloodstone:  Prevents miscarriage and decreases Base Chance of infection by 10.  Cost:  1000 Silver Pennies.

14. Amulet of Carbuncle:  Decreases damage done by poison by 2 points of damage per Pulse or day.  Cost:  1200 Silver Pennies.

15. Amulet of Calcedony:  No undead will willingly approach closer than 10 feet to the wearer in most cases.  Cost:  600 Silver Pennies.

     The “cost” is the cost of materials necessary to manufacture the amulet.  Each amulet requires 3 days to manufacture once necessary materials have been gathered or purchased.

D.  The ability to distill from a variety of substances a Love Philtre that will cause the imbiber to fall in love with the first entity of whom he or she sets eyes after drinking it (regardless of species or sex).  The Base Chance to prepare the Philtre is 30% (+3 per Rank) and the Experience Multiple is 200.  The effects of the materials will average 600 silver pieces.  The effects of the substance will last for 1 week (+1 week per Rank).

E.  The ability to distill from a variety of substances a Potion of Fertility that increases the chances of conception by 5% (+5 per Rank).  It has a 30% Base Chance of working and may be actively or passively resisted by the imbiber.  The effects last one day.  The Experience Multiple for this potion is 200 and its value is 100 Silver Pennies.  Note:  Base chance of conception is normally 5%.

[46.4] General Knowledge Spells

1.  Spell of Fear (G-1)

RANGE:  15 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 20%

RESIST:  May be actively & passively resisted

EFFECTS:  The effects of the spell are the same as for the spell of the same name (S-13, p.56) of the College of Celestial Magics.

2.  Spell of Darkness (G-2)

RANGE:  15 feet + 15 additional/Rank

DURATION: 15 minutes +15 additional/Rank

EXPERIENCE MULTIPLE: 100

BASE CHANCE: 60%

RESIST:  May not be resisted.

EFFECTS: The effects of the spell are the same as for the spell of the same name (G-3) of the College of Celestial Magics.

3.  Spell of Walking Unseen (G-3)

RANGE:  1 foot + 1 additional/Rank

DURATION: 1 hour + 1 additional/Rank

EXPERIENCE MULTIPLE: 100

BASE CHANCE: 60%

RESIST: May not be resisted.

EFFECTS:  The effects of the spell are the same as for the spell of the same name (G-9, p.55) of the College of Celestial Magics.

4.  The Damnum Minatum (G-4)

RANGE:  15 feet + 15 additional/Rank

DURATION: Until dispelled by the appropriate counterspell

EXPERIENCE MULTIPLE: 500

BASE CHANCE: 50%
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RESIST:  May actively and passively resisted.

EFFECTS:  The Adept curses any one target within range with a particular unpleasantness as listed below (Rank:  Potential Curse):

1-3:  The Adept may afflict the target with boils, warts, clumsiness (Subtract 1 from Agility) or maladroitness (subtract 1 from Manual Dexterity).  If the effects of the curse are doubled or tripled, the Adept may inflict 2 or 3, instead of one of these results.

4-6:  The Adept may afflict the target with gout, amnesia (subtract 1 Rank from all magic and skills) or weakness (subtract 2 from Physical Strength).

7-10:  The Adept may afflict the target with total deafness, poor health (subtract 3 from Endurance), financial disaster (bad luck leading to a loss of wealth) or cowardice (subtract 3 from Willpower and add 5 to all rolls on the Fright Table).

11-13:  The Adept may afflict the target with total blindness, delirium tremens (subtract 5 from Manual Dexterity and reduce Perception by 3) or total Amnesia (the target remembers nothing - from their own name to any spells).

14-20:  The Adept may afflict the target with total muteness, leprosy, or accelerated aging  (10 years per month).
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5.  Spell of Storm Calling (G-5)

RANGE:  Works at any range

DURATION: Variable

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 40%

RESIST:  May not be resisted.

EFFECTS: The effects of the spell are the same

as for the spell of the same name (S-2, p.45)

of the College of Air Magics.
6.  Wind Whistle Spell (G-6)

RANGE:  Works at any range

DURATION:D10 hours

EXPERIENCE MULTIPLE:  100

BASE CHANCE:  40%

RESIST:  May not be resisted.

EFFECTS: The effects of the spell are the same

as for the spell of the same name (G-5, p.45)

of the College of Air Magics.
7.  Spell of Protection Against Were-Creatures (G-7)

RANGE:  15 feet

DURATION: 30 minutes + 10 additional/Rank

EXPERIENCE MULTIPLE: 300

BASE CHANCE: 20%

RESIST:  May not be resisted.

EFFECTS:  The spell creates an invisible Circle of Protection with a 15 foot radius that will not willingly be crossed by any were-creature in beast form unless they successfully resist the circle's effects upon first encountering it.

8.  Spell of Summoning Enchanted Creature (G-8)

RANGE:  Works at any range

DURATION:Immediate

EXPERIENCE MULTIPLE:  200

BASE CHANCE:  20%

RESIST:  May not be resisted.

EFFECTS:  The Adept may summon 1 enchanted fantastical creature of their choice (+1 additional for each 5 or fraction of 5 Ranks).  Only creatures that are native to the area may be summoned.  It will take them 5 minutes to arrive and they will be uncontrolled when they do arrive.

9.  Spell of Putrescence (G-9)

RANGE:  15 feet + 15 additional/Rank

DURATION: Immediate

EXPERIENCE MULTIPLE: 100

BASE CHANCE: 50%

RESIST:  May not be resisted.

EFFECTS: The spell has the same effect as the spell of the same name (G-2, p.57) of the College of Necromantic Conjurations.

10.  Spell of Harming Entity (G-10)

RANGE:  15 feet + 15 additional/Rank

DURATION: 10 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 20%

RESIST: The effects of this spell are the same as for the spell of the same name (G-6, p.57) of the College of Necromantic Conjurations.

11.  Spell of Igniting Flammables (G-11)

RANGE:  15 feet + 15 additional/Rank

DURATION: Immediate

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 20%

RESIST:  May not be resisted.

EFFECTS:  The spell causes flammable material (cloth, paper, wood, and similar items, but not flesh) to burst into flames.  The flames may be extinguished.

12.  Spell of Hypnotism (G-12)

RANGE:  15 feet + 15 additional/Rank

DURATION: Concentration/no maximum

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 40%

RESIST:  May be actively and passively resisted.

EFFECTS: The effects of this spell are the same

as for the spell of the same name (G-5, p.41)

of the College of Sorceries of the Mind.

13.  Mind Cloak Spell (G-13)

RANGE:  May only be cast over self

DURATION: 1 hour + 2 additional/Rank

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 30%

RESIST:  May not be resisted.

EFFECTS: This spell has the same effects as the spell of the same name (G-3, p.40) of the College of Sorceries of the Mind.

14.  Call Master Spell (G-14)

RANGE:  May be cast at any range

DURATION: Immediate

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 10%

RESIST:  May not be resisted.

EFFECTS: The Adept may call himself (and his plight where appropriate) to the attention of the representative of the Powers of Darkness with whom he signed his First Pact. The Power may ignore the caster or may come to his aid or otherwise respond. The response is up to the GM. Whatever the result of the spell, the Power will exact a price from the Adept for any aid, no matter how paltry (perhaps even insisting that the Adept swear the Lesser or Greater Pact in advance of receiving any aid). The Base Chance of casting this spell is increased by 10 (instead of 5) if the Adept has made the Lesser Pact and by 20 (instead of 10) if he has sworn the Greater Pact.

[46.5] General Knowledge Rituals

1.  The Tarot (Q-1)

     The Adept may read the tarot to gain in- sight into the future. It takes half an hour to read the tarot and the Adept may not move or perform any other action during that time. The performance of the reading allows the Adept to exercise during the ritual the following actions:

A. Ask The Dead: This action is executed as a talent in the same manner as the talent of that name (T-1, p.57) of the College of Necromantic Conjurations. Base Chance: 10%.

B. Limited Precognition: This action is executed as a talent, but with the same results as for the Spell of Limited Precognition (G-2, p.40) of the College of Sorceries of the Mind. Base Chance: 20%.

C. Divining Enchantment: This action is executed as a ritual (abbreviated to half an hour instead of an hour) in the same manner as the Ritual of Divination (R-1, p.44) of the College of Naming Incantations. Base Chance: 45%.

      Only one of these three options may be chosen per reading. The Base Chance for each is modified by the Rank of the Adept with the tarot, (+ 3 per Rank) not by the Rank he may have with any of the talents, spells or rituals mentioned. Once he has successfully implemented one of these options, he must begin a new reading in order to implement another. The Experience Multiple for this ritual is 500.

[46.6] Special Knowledge Spells

1.  Spell of Converse With Animals (S-1)

RANGE:  10 feet + 10 additional/Rank

DURATION: Concentration/maximum: 3 hours x Rank (x1, if unranked)

EXPERIENCE MULTIPLE: 50

BASE CHANCE: 100%

RESIST:  May not be resisted.

EFFECTS: This spell has the same effect as the spell of the same name (G-1, p.52) of the College of Earth Magics.

2.  Spell of Nightvision (S-2)

RANGE:  15 feet + 15 additional/Rank

DURATION: 1hour + 1 additional/Rank

EXPERIENCE MULTIPLE: 100

BASE CHANCE: 60%

RESIST:  May not be resisted.

EFFECTS: The Adept causes the target to develop vision equal to that of a cat for purposes of seeing in the dark, but monochromatic and somewhat distorted (geometrical). The greater the Rank of the spell, the less distortion.

3.  Spell of Blending (S-3)

RANGE:  15 feet + 1 additional/Rank

DURATION: 1 hour + 1 additional/Rank

EXPERIENCE MULTIPLE: 50

BASE CHANCE: 60%

RESIST:  May not be resisted.

EFFECTS: The target must remain stationary for the spell to take (and retain) effect. If, at any time, the subject moves, the spell is broken. Anyone target of this spell cannot be seen except by magical means.

4.  Spell of Blight on Crops (S-4)

RANGE:  Sight

DURATION: 1 year + 1 additional/Rank

EXPERIENCE MULTIPLE: 125

BASE CHANCE: 45%

RESIST:  May not be resisted.

EFFECTS: The spell causes 1 acre (+ 1 additional acre per Rank) of orchard or cultivated land within sight to lose fertility. There is a 20% (+ 1 per Rank) chance of future crops failing while this spell is in effect. Those years that the crops do not fail, they will be stunted.

5.  Spell of Blessing on Crops (S-5)

RANGE:  Sight

DURATION: 1 year + 1 additional/Rank

EXPERIENCE MULTIPLE: 125

BASE CHANCE: 40%

RESIST:  May not be resisted. 

EFFECTS: The spell increases the richness of the soil of 1 acre (+ 1 additional acre per Rank). For the duration of the spell everything grown in that soil will be proof against locusts, droughts, flooding, frost, and other natural disasters.
6. Spell of Pestilence on Livestock (S-6)

RANGE:  Sight

DURATION: 1 month + 1 additional/Rank

EXPERIENCE MULTIPLE: 150

BASE CHANCE: 45%

RESIST:  May not be resisted.

EFFECTS:  The spell may be cast on the livestock of any one owner as long as they are all within sight.  All livestock of that owner in sight are cursed and will die in 3 weeks unless they resist (individually) the curse.  Any new stock which come into contact with the infested stock with the curse in effect will also die.

7. Spell of Blessing on Livestock (S-7)

RANGE:  Sight

DURATION: 1 month + 1 additional/Rank

EXPERIENCE MULTIPLE: 150

BASE CHANCE: 45%

RESIST:  May not be resisted.

EFFECTS: The spell may be cast on the livestock of any one owner if the livestock are in sight.  These animals will then be resistant to natural disorders, such as rabies, dysentery, worms, and hoof and mouth for the duration of the spell.

8.  Spell of Controlling Animals (S-8)

RANGE:  10 feet + 10 additional/Rank

DURATION: Concentration/ no maximum

EXPERIENCE MULTIPLE: 100

BASE CHANCE: 20%

RESIST:  May be actively & passively resisted.

EFFECTS: This spell works in the same manner

as the spell of the same name (G-3, p.52) of the College of Earth Magics.

9.  Evil Eye Spell (S-9)

RANGE:  15 feet + 15 additional/Rank

DURATION: 1 day + 1 additional/Rank

EXPERIENCE MULTIPLE: 300

BASE CHANCE: 20%

RESIST:  May only be passively resisted.

EFFECTS: The effects of this spell are the same as for the spell of that name (G-9, p.39) of the College of Ensorcelments and Enchantments.

10.  Spell of Causing Disease (S-10)

RANGE:  15 feet 

DURATION: 1 day + 1 additional/Rank

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 20%

RESIST:  May be actively and passively resisted.

EFFECTS:  The spell infects any one target with any of the following diseases:

	Rank
	Disease

	  1-5
	Measles

	  6-10
	Consumption

	11-15
	Typhoid

	16-18
	Bubonic Plague

	19-20
	Pneumonic Plague


     The target will not die of the disease, but will become habitually ill and all who come in contact with him (except the Adept who cast the spell) will contract a potentially fatal dose from him.  In effect, the target becomes a “carrier.”

11.  Spell of Blessing or Curse on Unborn Child (S-11)

RANGE:  Sight

DURATION: Immediate

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 20%

RESIST:  May be actively & passively resisted.

EFFECTS:  The Adept may mar or bless any unborn child whose mother is in sight of them while she is pregnant.  The Adept may increase or decrease any one characteristic of the child by 1 (+1 for every 3 or fraction of 3 Ranks).

12.  Spell of Virility (S-12)

RANGE:  15 feet

DURATION: 1 day

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 30%

RESIST:  May not be resisted.

EFFECTS: The spell is cast over any target (male only) of the Adept's choice within range and increases the target's virility by 5 (+5 per Rank).  It lasts 1 day.

13.  Spell of Creative Restorative (S-13)

RANGE:  Adept must touch substance being transmuted

DURATION: Immediate

EXPERIENCE MULTIPLE: 200

BASE CHANCE: 30%

RESIST:  May be passively resisted.

EFFECTS: The spell creates out of potable water a potion which, when imbibed, subtracts 2 from Endurance and adds 4 to Fatigue. The amount subtracted from Endurance is increased by 1 and the amount added to Fatigue is increased by 2 per Rank. The effects of drinking the potion may be resisted. The Adept must take 10 minutes to prepare 1 dose of the potion and must burn 200 Silver Pennies worth of costly oils during the creation of the item.

14.  Wall of Bones (S-14)

RANGE:  15 feet + 15 additional/Rank

DURATION: 30 minutes + 30 additional/Rank

EXPERIENCE MULTIPLE: 150

BASE CHANCE: 30%

RESIST:  May only be passively resisted.

EFFECTS: This spell has the same effect as the spell of the same name (S-3, p.58) of the College of Necromantic Conjurations. Only Adepts who have made the Greater Pact may learn this spell.

15.  Mass Fear Spell (S-15)

RANGE:  30 feet + 15 additional/Rank

DURATION: 30 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 400

BASE CHANCE: 10%

RESIST:  May only be passively resisted.

EFFECTS: This spell has the same effect as the spell of the same name (S-5, p.58) of the College of Necromantic Conjurations. Only Adepts who have made the Greater Pact may employ this spell.

16.  Spell of Agony (S-16)

RANGE:  30 feet + 15 additional/Rank

DURATION: 10 seconds + 10 additional/Rank

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 10%

RESIST: May be actively and passively resisted.

EFFECTS: This spell has the same effects as the spell of the same name (S-13, p.59) of the College of Necromantic Conjurations. Only Adepts who have made the Greater Pact may learn this spell.

17.  Fire and Brimstone Spell (S-17)

RANGE:  15 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 20%

RESIST:  May actively & passively resisted.

EFFECTS: The spell has the same effect as the spell of the same name (G-4, p.57) of the College of Necromantic Conjurations. Only Adepts who have made the Greater Pact may use this spell.

18.  Spell of Animation of the Dead 
(S-18)

RANGE:  30 feet + 15 additional/Rank

DURATION: 3 hours + 30 additional/Rank

EXPERIENCE MULTIPLE: 300

BASE CHANCE: 20%

RESIST: May not be resisted.

EFFECTS: This spell has the same effect as the spell of the same name (S-7, p.59) of the college of Necromantic Conjurations. Only Adepts who have made the Greater Pact may learn this spell.

19.  Hellfire Spell (S-19)

RANGE:  15 feet + 15 additional/Rank

DURATION: Immediate (during Pulse)

EXPERIENCE MULTIPLE: 375

BASE CHANCE: 1%

RESIST:  May only be passively resisted (then suffers half damage).

EFFECTS: This spell has the same effect as the spell of that name (S-11, p.59) of the College of Necromantic Conjurations.  It may only be learned by an Adept who has made the Greater Pact.

20.  Shadow Wings Spell (S-20)

RANGE:  10 feet + 10 additional/Rank

DURATION: 30 minutes + 30 additional/Rank

EXPERIENCE MULTIPLE: 250

BASE CHANCE: 25%

RESIST:  May not be resisted.

EFFECTS: This spell has the same effect as the spell of that name (S-5. p.56) of the College of Celestial Magics. It may only be learned by an Adept who has made the Greater Pact.

21.  Skin Change Spell (S-21)

RANGE:  The Adept must touch the pelt being enchanted.

DURATION: Immediate

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 30%

RESIST:  May not be resisted.

EFFECTS:  The Adept may enchant any animal pelt or skin in his hands so that anyone who wears it will turn into the type of animal to whom the pelt originally belonged, but will retain his own mind and memories.  He may only resume his own form by having a counterspell cast over him. Only an Adept who has made the Greater Pact may learn this spell. The pelt is destroyed once the wearer is transformed.

22.  Earth Tremor Spell (S-22)

RANGE:  15 feet + 15 additional/Rank

DURATION: Immediate

EXPERIENCE MULTIPLE: 350

BASE CHANCE: 20%

RESIST:  May not be resisted.

EFFECTS:  This spell causes a 5-foot square area of ground (+25 additional square feet/Rank) to shake and roll as in an earthquake.  Only an Adept who have made the Greater Pact may learn this spell.

[46.7] Special Knowledge Rituals

1.  Ritual of Controlling Weather (R-1)

      This ritual is identical to the ritual of that name (R-1, p.47) of the College of Air Magics. It may only be performed by an Adept who has made the Greater Pact.

2.  Ritual of Summoning Animals (R-2)

       This ritual is identical to the ritual of the same name (Q-1, p.53) of the College of Earth Magics.

3.  Ritual of Casting the Runes (R-3)

     The Adept must prepare a piece of paper or vellum on which are written the Runes of Doom.  The entire ritual of preparation takes an hour.  At the end of the hour, the Adept chooses which of the demons from the College of Greater Summonings will be the executor of the doom and writes this name on the paper as well.  The Adept's player must actually write this information down since it will only come into play in the future.  Once the ritual is prepared, the Adept then passes the sheet of paper on to the victim whose name is written on the paper.  The victim must voluntarily accept the paper (though they need not know what is on it).  Once the victim accepts it, the demon named on the paper will hunt the victim down and kill them.  Even if the demon is destroyed, it will return as soon as it is able and continue the hunt (see the College of Greater Summoning for how demons recover from injury and "death" in their own dimension).  Only by passing the paper on to another entity who voluntarily accepts it can the doom be transferred.  If the paper is destroyed, the doom will never be lifted and can never be transferred.  The Experience Multiple for this ritual is 500.  It's Base Chance of success is 10% (+5 per Rank).  Only Adepts who have made the Greater Pact may perform this ritual.

4.  Ritual of Creeping Doom (R-4)

    The Adept creates 13 Rune sticks by carving the appropriate maledictions into human bones.  Then, the Adept performs a ritual over the bones (duration 1 hour) and buries the sticks beneath the dwelling of someone they wish to curse.  It is best if the victim's name is carved in the bones as well.  For each month that the bones remain in or under the victim's dwelling, they must make a Resistance Check, the Base Chance for which is composed of the victim's Endurance Multiplied by the Difficulty Rating of the resistance.  The Difficulty Ratings are:

	Ritual/Rank
	Difficulty Rating

	0-5
	4

	6-10
	3

	11-15
	2.5

	16-18
	2

	19-20
	1.5


     If the victim fails to resist, they suffer a wasting disease and loses D - 4 Endurance for purposes of future resistance (only).  If the victim fails to resist for three straight months, they die.  The Experience Multiple for this ritual is 450.  The Base Chance of the ritual working is 20% (+4 per Rank).  Only Adepts who have made the Greater Pact may perform this ritual.

5.  The Hand off Glory (R-5)

     The Adept must sever the right hand of a convicted murderer who has been hung.  The hand may only be severed during the new moon and must be wrapped in a winding sheet.  It must then be dried in the sun and the blood entirely removed.  When the desiccated hand is worn as an amulet, thereafter, it will add 15 to the Base Chance of creating any plague, blight, or curse or of animating the dead.  There is no Base Chance or Experience Multiple for this ritual.  It always works if it is correctly performed.  Only Adepts who have made the Greater Pact may perform this ritual.

6.  The Dead Man's Candle (R-6)

     The Adept makes a Dead Man's candle by ritually cutting off the right hand of a murderer as described in R-5 and making a Hand of Glory. The fats and oils in the hand are then rendered so that the hand can be coated with them and a candle can be made.  The wick of this candle must be made of the hair of a murderer (not the same one that donated his hand). The Adept then performs a ritual over this candle.  Thereafter, it may be lit as part of any ritual of this College and will increase the chance that the ritual is successful by 20.  There is no Base Chance or Experience Multiple to perform this ritual.  It always works if it is correctly performed.  Only Adepts who have made the Greater Pact may perform this ritual.
7.  Ritual of Animating the Dead (R-7)

The Adept can permanently animate the dead through performing this ritual.  The Adept must spend 1 hour implementing this ritual and may not move or engage in any other activity during that time.  If the Adept's concentration is broken, the ritual is destroyed and the corpses must be abandoned as the Adept will not be able to animate them.  At the end of the ritual, the Adept's player casts S-12, Spell of Animation of the Dead.  If the Adept fails to successfully cast the spell, the corpses used in the ritual are ruined and can not be animated in the future.  An Adept can only control a limited number of undead.  The number of animated dead which the Adept can control is determined by multiplying the Adept's Willpower by the Difficulty Factor.  The Difficulty Ratings are:

Spell RankDifficulty Rating

0-41

5-82

9-123

13-164

17-195

206

The ritual requires a small amount of their own blood.  Additionally, the Adept must burn 50 Silver Pennies per corpse worth of costly oils during the ritual.  Adepts can not gain rank in this ritual.  Only Adepts who have made the Greater Pact may perform this ritual.

4. Spell of Walking Unseen (G-4)

RANGE: 1 foot + 1 additional/Rank
DURATION: 1 hour + 1 additional/Rank
EXPERIENCE MULTIPLE: 

BASE CHANCE: 40%
RESIST: May not be resisted
EFFECTS: Identical to the spell of that name (G-5, p.53) of the College of Earth Magics.

[44.8] FRIGHT TABLE





Dice�
Result�
�
01-20�
Target is wary and suffers a subtraction of 5 from all Strike Chances for remainder of Pulse.�
�
21-25�
Target flies into a berserk rage and immediately attempts to attack (within the limits of movement) the object of his rage (the Adept or manifestation that brought about the fear). He will Charge if possible and attempt to Grapple. All Strike Checks against him are increased by 10 and all Strike Checks which he makes are increased by 10.�
�
26-76�
Target flees as rapidly as possible away from the source of his terror.�
�
77-90�
Character is immobilized as if stunned and adds 5 to all subsequent rolls on the Fright Table this day.�
�
91-95�
Target becomes hysterical and will continue to stand in place and scream until snapped out of it (GM determines how this occurs). Add 15 to subsequent rolls on the Fright Table this day.�
�
96-100�
Target's hair turns white as he becomes totally catatonic (as if stunned). Add 15 to subsequent rolls on the Fright Table this day.�
�
101-106�
Target faints dead away (collapsing to the ground). He remains unconscious for [D + 6] minutes. Add 10 to all subsequent rolls on the Fright Table this day.�
�
107-110�
Target suffers a heart attack. The result is the same as for 101-106 except that the target may not move about under his own power for the remainder of the day and suffers a decrease of 2 in all characteristics until he has spent one month resting in bed.�
�
111 +�
Target suffers a heart attack and must have medical attention (cardiovascular resuscitation) within one minute (12 Pulses of combat) or die. If he does survive, all subsequent rolls on the Fright Table are increased by 20 this day.�
�












