Spell Failures
From: Monk <jdmccart@ouray.cudenver.edu>

To: Talislanta Mailing List <talislanta-l@mars.galstar.com>

Subject: talislanta-l] STUFF! (fwd)

Date: Tuesday, November 25, 1997 3:56 PM

"Nothing shall come of nothing"

-King Lear

Been really quiet the last couple of days.  Although my time is short, Uncle Monk still has stuff for you.  This was sent to me by one of my players.  It's a list of spell failures from Bloodshadows.  A helpful list for Magical Mishaps.  Of course, the original 1st ed. table is way cool too.

To: jdmccart@ouray.cudenver.edu

Subject: STUFF!

Hey man, here are those Spell Failures I was talkin' about:

(in Bloodshadows they call 'em "feedback")

1. Vomits:  feathers, blood, insects, mice, toads, coins (might actually be profitable), pins, nails, or acids (good for those nasty clogged systems).
2. Temporary Dementia:  not cool.
3. Shape-shifting:  though the book makes it permanent thing.

4. Skin gets really brittle.
5. Losses all Life Points (not Hit Points; Life Points are like Karma Points or Luck Points).
6. Amnesia.
7. Surge of energy gives 'em a bonus.
8. Cosmetic change:  lots of hair, loss of hair, change of skin color, glows in the dark, attracts dirt (Pig Pen), takes outward appearance of the opposite sex, eye color changes, gets big ears, or gets a long tongue.

9. Physical change:  grows a foot in height, loses a foot, hands enlarge, fingers get long (E.T. phone home), gets an extra head, loses a arm, leg, characters head explodes and does damage to a three-meter radius (ouch), time slows for the character, nothing happens at first but when character takes damage next time insects swarm out (better get the Raid Spray). 

10. Spirit of the character leaves the body.
11. Caster absorbs one Life Point from everybody within 30-ft.

12. Bodiless spirit is attracted to character.
13. Character suffers from bad luck.
14. Character combusts and catches everything on fire (the books says if the character has regeneration make a few saves if he succeeds he becomes a creature of fire).

15. Character becomes a God.  (Unfortunately there's a God war goin' on in Bloodshadows so gods do not competition right now and they take the character away and do experiments on him).

16. A Magical energy surrounds the caster and the GM determines what happens.

Well take a look, Bloodshadows handles magic a lot different than Tal’s, but then again casting a spell that’s not a cantrip is really hard.

See Ya,

Cliff "the Cannibal at Heart" Seyforth

Ya know I could be a cannibal but, I cant's stand liver

--- 

For lip service help, send a message to talislanta-l-request@mars.galstar.com with a subject of HELP.

Drohem (10/25/2010):  this article by John McCarty was posted to the archived Talislanta Central Website.

