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.

[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.�
�












