Aberrant Weather
Other Aberrant Weather:

Flame Hail:  Large, burning hail stones fall from the sky.  The hailstones still appear to be made of ice, but burn with a red flame that devours them quickly after they strike.  Anyone without cover in a flaming hail storm needs to roll 1d10 each round.  On an 2 or 3, a hail stone lands nearby, bursting as it strikes.  The players take d8 fire damage.  On 

a 1, the player is hit directly by a stone, causing 1d12 damage from the strike and 1d12 fire damage, a total of 2d12.  Storms will fluctuate in intensity, sometimes lessening (roll 

1d20) or increasing (roll 1d10 and divided by two, rolling up).  The storms may last from one minute to ten.  Flaming hail will often start little fires, but is often followed by a regular rain storm that extinguishes them.

Vortex:  Two vortexes form on completely different parts of the continent at the same time.  Clouds over head will quickly become dark and begin to circle.  Winds will pick up drastically.  Within ten minutes, a small tornado will form and touch down.  It will begin to suck up everything in its path.  It will seem to follow living targets as if it had some intelligence.  Without proper cover, anything that is loose or not completely moored will be sucked into the vortex.  The vortex will eventually stop, depositing those within it.  However, there is at least a 50/50 chance that those who were in the vortex will be deposited on an entirely different part of the world, were the twin vortex formed.  This will often be an area already affected by aberrant conditions.  The GM may use his discretion.

Red Rain:  A scarlet rain begins to fall.  It will rain hard and heavy for a short period of time.  Red Rain will make anyone aggressive.  Anyone who gets wet by the rain must make a roll vs. WILL.  Those who fail will attack the nearest creature to them.  Anyone who interferes will instantly become the new target.  The aggressor will be so enraged that all their combat rolls will be at -2, excepting Kang Warrior-Priests, any Thrall and those with Blood Fury (Arimites).  They cannot use missile weapons, and may use hand weapons.  If they miss more than once with a hand weapon, they will discard it and opt to attack hand to hand.  Red Rain is considered sacred to the Kang, Thralls and Jhangarans.

Danse Macabre:  Often accompanied by Ghost Wind, the Danse Macabre starts with a darkness covering the sky, blotting out either the suns or moons.  Yet these clouds will appear to move quickly.  Bright lightning flashes will begin, although no thunder will be heard.  Between the flashes, ghostly forms will appear.  These will stand still when seen, but will either disappear or move during flashes.  The effect is quite disconcerting.  Those with mental problems, such as Sindra, must roll vs. WILL or begin a seizure that lasts 1d20 minutes.  The ghosts will not attack, even if attacked.  But often an Incarnator will lurk amongst them, possessing a likely target.

Flash-Freeze:  An extremely cold wind will begin to blow.  Within a minute, the temperature will drop to freezing point.  The cold will continue to escalate to arctic proportions.  Those with our protection will take 1 hit point damage per minute.  Water will freeze, any reptiles will instantly go into hibernation, and any other effects of extreme cold will take place.  The Flash Freeze will last 1d20 minutes.

Mystery Mist:  A heavy fog with a greenish tint will rise quickly.  Those within the mist will become forgetful.  Roll vs. INT to remember magic and other INT based skills 

while in the mist.  The mist will disorient those within it.  They must roll vs. INT or go off course.  Determine who is leading the party and have that person roll.  Everyone else  will not notice they are going the wrong direction.  Those inside the mist may forget other information, at the GM’s discretion.
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Drohem (10/25/2010):  this article by John McCarty was posted to the archived Talislanta Central website.
