Vanyadarch’s Magic

Spirit Magic

\/angac{arch’s Magic

Name FF Kange Egccts Other

Pladesharp Var/1 Touch | Piercing or slashing weapon is [ 1 attack and damage per point Duration

Disruption i Ranged | Targetis [Hurt on a Success and also Stunned on a Major Success. Attack Spell:
Tﬂea[th,
Duration

[Heal Var/1

Touch

Each Point removes | [Jurt from the target. ]n addition:
i Poir\t: Stabi]izes a Mor‘ta] Wound.

Kune Magic
Al Common

Name

RF

Eucucects

Other

Spiclcr]imbs

When caston a spider, its running and climbing move doubles and it becomes immune

to webbing, g[ue, grapp[ir\g, and cntangling attacks. \When cast on a non~spicler, the

target sprouts four extra limbs from their sides. T hese can be [@gs or arms but must

be in Pairs‘ Two extra legs double the user's running and c]imbir\g move and give it T4

at Athletics (Climb), P]us render the target immune to natural and magical webbing.

Arms can hold additional weapons. While in effect, the user can use a bonus action

to make an attack using one of the subsicliary arms. [ xtra arms count as off-hands.

Vex

Var

Targets up to two individual Plus two per extra RF used. On a Success the target

can on13 use their actions to move as fast as Possiblc toward the caster or to attack

the caster with a melee attack. On a Major 5ucccss theﬂ are also affected as for the

spirit magic sPe” Fanaticism.

Ranged,
Duration,

Attack SPC”

Sorcerﬂ

NB: Manipu]ate ]nter\sitg up to Frec Int — see rules

current FF On a Succcss the target falls under the casters
domination and will obcg the caster. A bcing inside a bincling
enchantment cannot resist this sPc”, and onlg i level of streng’ch

need be used rcgarc”css of the being’s magic Points.

Name Ru chl‘u Description FF Notes
Bind Chaos Demon | @ Cm (Creates a Binding [ nchantment to hold a chaos demon. T he 2 T ouch, Ritual,
strcngth of the sPc” must be 9. E_nc!‘lantmcnt 3
(6 XP)
Dominatc Cl‘naos v Cm This spc”s works on a chaos demon with the @ Rune drawn from i Rangecl,
Demon the Cl’xaosium via the Hc”gatc TocastaDominate SPC” at the Duration,
demon rcquircs a sPc” strcngtl‘: of atleasta quarter the target’s Concentratc,

Attack SPC”
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Name

Ru Tech

Description

rr

Notes

Summon Chaos
Demon

Thisisa group of SPC”S which summon a named kind of
otl—nerworldlfj creature to the caster. Tl—:e Pla}jer informs the
gamemaster what kind of entity the sorcereris summoning and the
sPe” strength of the summons. ]F the caster knows a sPecilcic
cntit3’5 true name, that entitg may be summoned. ]F the creature
being summoned is embodied there is a cost clepending on its size.
llc the caster does not know the size of the creature (For example a
chaos demon of variable size) and not cnoug}w streng‘ch is used the
sPe” fails:

. Size -1 orlower: 2

. Fach+1 Size: +1
Ang extra strength after the cost for embodied creatures goes
into the XD of the entity. Read the extra strength from the
Strength table. H: the spe” succecc{s, the result depencls on
whether the caster knows the true name of the entity (typica”y 133
having success?u”g summoned that spcchcic entity before, or using
sorcery like ]clcnti)cg Otherworld Entitg, or consulting old
sorcerous records that might list the true name of some entities). |f
the caster knows the true name, the entitg appears and obegs the
caster for the duration of the spe”. ]]C the caster does not know the
true name of the entity summoned, the caster must use their
sorcerous rune against the magica] resistance of the entity. Ona
Success the entity obcgs the caster for the duration of the sPe”
(including tc”ing the casterits true name). [f that fails, the entity is
hostile to the caster and everyone near the summoning.
Dcpcnding on the relative strengths of the entity and the
summoner (and clepencling on its nature), the gamemaster should
decide whether the bcing attempts to attack the summoner, flees
and remains in the Mundane Wor[cl, orifit attempts to return to its
native otherworld. A controlled entity can be P[acecl in a suitable
binc{ing enchantment.

Rangecl, Ritual,

(Concentration

Dominate (Dragor\
erai[, Wa”ctapus)

T his is an assortment of sPc”s, cach tiedto a single sPccics of
non~inte”igent chaos monster with the W Rune. T o cast a
Dominatc spc” at the correct sPccics rcquircs a sPe” strengtl"n of
atleasta quarter of the target’s current FF. Casting a Dominate
sPc” at the wrong spccics (but still a chaotic monster) rcquircs a
sPc” strcngtl‘u cqua] to half the target’s FF On a Success the

target falls under the caster's domination and will obeg the caster.

Rar\gcd,
Duration,

Cor\cer\tratc,

Attack SPC”

Chaos Magic Fowcrs

Cl‘naos Magic FF Rangc I ffects Othcr Digicu[’cg
Fower

Chaos i Touc}‘r T}‘uc wcapon’s attack and damage are Augmentccl. Duration 4+
WcaPon

Dissolve Var
Magic

Kangcd

[ ach Point used acts as 2 Points of DisPcl Magic

2+2 per Point

Knit F]esh Var

Touch

Everg Point used heals 2 [Hurts. A]so Stabilizes a Mor‘tal
Wound or cures a Minor Wound. 2 points: Cures a Mortal or

2+2 per Point.
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aos Magic ange ects ther irricult
ChaosMagic | PP | Range | LFF Oth Difficulty
FPower
yerious Wound inflicted in the last 15 minutes. ilst injuries
S Wound inflicted in the | Whil )
are cured, theg leave Fright?ul scars.
age i Je e casterhas [_% to weapon attack, damage, an calth, uration 4
Rag Self Th has | p k, damage, and [Jealth D
cannot parry and has HZ Ggmnastics (Doclgc)‘
Ypee i Je e caster has +4 Dase Move and their mnastics is uration | 4
Speed Self Th h Base M d their Gy D
Augmcnted\
yplit Missile ar ouc en an attack is made with the target missile then the missile is uration 2+2 per point
SplitMissle | Var | Touch | Wh kcis made with the target missile then the missile is | D perp
c]uplicatea creating 3 extra missiles per Pointx T{’IC missile is
c]estrogc&
error i ange na Duccess the target is | Jemoralized and on a \Major uration ttac ell:
T Ranged | Ona Success the targetis Demoralized and ona Ma| D Attack Spel
Success thcg are also Kouted, Bravcry
TraP Victim i Rangcd When the target tries to take a Move action it must roll 4
Ath]etics vs the caster’s Chaos Rune. On a failure it can’t move
andona majorfai]ure it falls. Ur\til it has succeeded in moving, it
cannot use Gymnastics and has 2 Farrg. Ang Success ends
the magjc.
wist irit i ange na Duccess target spirit sutters [ ower | Jrain and on a Major ttac e
Twist Sp Ranged | Ona S getsp ffers 7 D d Maj Attack Spell
Success itis driven off and returned to the sPirit P!ane.
War F]csh i Ran ed On a success the target is Hurt andona Ma'or Succcss the Attack 5 ell:
P E g ] y P

also suffera Minor Wounc{.

Hca]th

Warp Wcapor\

Rangcd

On a Success the weapon is too distorted to be usable but can
be Repairecl ona Major Success is dissolves into a liquic{.

Doesn’t work on enchanted rune metal.

Attack SPC” if

the weapon
contains a spirit

otherwise 5




