Modes in Brief

Alter

Specific Alteration: +1/-1 per 3 Spell Levels

Broad Alteration:  +1/-1 per 5 Spell Levels

Range:  Touch

Subjects:  -1 to casting roll for each extra subject

Duration:  1 minute (-1  per each additional minute)

Attack

Damage:  1 HP per Spell Level

Range:  50 ft  (-1 per 10 extra ft)

Duration:  Instant/1 round per level

Area:  -1 to roll per foot of radius

Conjure

Max Mass:  10 lbs/level

Max Area:  1 cubic ft/level

Range:  50 ft (-1 per 10 extra ft)

Duration:  1 minute (-1 per each extra minute)

Defend

Hit Point Rating:  +2 HP/Spell Level

Range:  Self/Touch/-1 per 10 ft

Flat Barrier Size:  4’x4’ (-1 per additional 1’x1’)

Cylinder/Cone Barrier Area:  4’ high x 2’ radius (-1 per extra ft of hgt or rad)

Dome/Sphere Barrier Area:  2’ high x 4’ radius (-1 per extra ft of hgt or rad)

Barrier Armor Rating:  1/3 Spell Level

Duration:  5 rounds (-1 per additional round)

Heal (Reverse:  Harm)

Effect:  1HP per Spell Level/ 1 disease level per Spell Level

Range:  Touch

Duration:  Instant

Illusion

Basic Illusion:  Level 1

Features:  +3 Spell Levels per additional feature

Range: 50 feet(-1 per 10 extra ft) /Scrying

Duration:  5 rounds (-1 per each additional round)

Influence
Range:  5 feet

Duration:  1 round (-1 per additional round)

Resistance:  WIL roll –1/2 Spell Level

Move

STR:  +0 (100 lbs) (+1 STR per 3 Spell Levels)

Range:  50 ft (-1 per 10 extra ft)

SPD:  -9 (10 ft per round)(-3 per +1 SPD)

Area:  0’ Radius (-1 to roll per foot of radius)

Duration:  5 rounds (-1 per extra round)

Reveal (Reverse:  Conceal)

Sense:  +1 PER per Spell Level

Range:  50 ft  (-1 per 10 extra ft)

Scrying Range:  1 mile (-1 per extra mile)

Duration:  1 minute (-1 per additional minute)

Summon  (Reverse:  Banish)

Ability Level of Summoned Creature:  1 per Spell Level

Casting Time:  1 round per level

Duration:  1 minute (-1 per additional minute)

Transform

Level Required:  3-25+

     Trivial Change:  Level 3

     Minor Change:  Level 5

     Major Change:  Level 10

     Radical Change:  Level 15

     Total Change:  Level 20

     Increased Ability Level:  +1 level per ability level of new form

Range:  Touch

Duration:  1 minute (-1 per each extra minute)

Ward  (Reverse:  Hex)

Base Level:  10

Range:  Touch

Area:  -1 per foot of radius

Duration:  1 minute (-1 per each extra minute)

Talislantan Magic CANNOT:

Return the dead to life

Create life

Affect time or causality

Control two powers at once (no spells of Fire and Earth together)

Cast more than one spell at a time, or blend two spells together (use two modes at once)

	The Action Table

	ROLL
	RESULT

	0 or less
	Mishap

	1-5
	Failure

	6-10
	Partial Success

	11-19
	Full Success

	20 or more
	Critical Success


	Degree of Difficulty Guide

	Difficulty
	Modifier

	No chance of failure
	No need to roll

	Any fool could do it
	+10

	Very Easy
	+7

	Easy
	+5

	Simple
	+3

	Routine
	+0

	Tricky
	-3

	Difficult
	-5

	Very Difficult
	-7

	Extremely Difficult
	-10

	Nigh Impossible
	-15 or more


Action Table Key

Mishap:  not only does the attempted action fail, but it fails miserably and may have additional negative consequences.

Failure:  the action fails to achieve the intended result

Partial Success:  the action is only moderately successful, achieving part but not all of the intended effect  (Half total DR/Range/Effect)

Full Success:  the action achieves the intended result  (Full DR/Range/Effect)

Critical Success:  the action is even more successful than intended, achieving the player’s stated intent and also yielding additional benefits of some sort  (Full DR + Critical Wound/Effect + additional benefit)
Miscellaneous Combat Modifiers

(  Attacking from above:  +2

(  Defending from below:  -2

(  Mounted vs Unmounted opponent:  +3

(  Limited visibility*:  -1 to –10

(  Unstable footing (mud, ice, etc):  -1 to –10
Combat Tactics

Attack

Close Attack

(  Attackers skill-defenders skill

(  Multiple Attacks:  -5 cumulative

Ranged Attack

(  Target is within half effective range:  no modifier

(  Target is beyond half effective range:  -5

(  Target is beyond effective range: -10

(  Target is beyond 2x effective range:  -20

(  Target is moving:  -3 plus an additional –1 per Targets SPD

(  Target is protected by cover:  -1 per 10% cover

(  Target is smaller than man-sized:  -1 to –10

(  Target is larger than man-sized:  +1 to +10

Grappling Attack  (page 26)

Subdual Attack  (page  27)

Defense

Dodge

(  Evade Skill Rating
(  Mandaquan Skill Rating
(  Acrobatics Skill Rating at  -5
(  Dexterity Rating or Combat Rating (substitution)

Parry

(  Weapon Skill Rating
(  Guard or Shield Rating
(  Martial Art Skill Rating
(  Brawling  (-5 if parrying a weapon bare-handed)
(  Combat Rating (substitution)
Movement

Retreat

(  Half speed and can continue to attack and defend normally
Flee  (page 28)

Advance

(  Attack and Defend normally at half movement rate
(  Charge:  may attack at  -3 (close attacks) or  -5 (ranged attacks)  Add SPD to DR
Stunt

Various modifiers

Aimed Shots

(  Requires Full Success or Critical Success, can disable targets or disarm opponents

(  May hit unarmored part of target by using PR as a negative modifier

	Miscellaneous Damage Ratings

	Body Slam
	DR 3+STR

	Choke
	DR 4 per round (no armor)

	Kick
	DR 2+STR

	Punch
	DR 1+STR

	Head Butt
	DR 1+STR

	Shield Bash
	DR 3+STR

	Burning
	DR 4 per round (no armor)

	Drowning
	DR 4 per round (no armor)

	Falling
	DR 6 per 10’ (max 60)

	Thirst
	DR 2 per day

	Hunger
	DR 1 per day

	Exposure
	Up to DR 10 per hour in extreme temps


	Skill Benchmarks

	Description
	Skill Rating

	Novice
	0

	Apprentice
	3

	Competent
	5

	Adept
	7

	Professional
	10

	Expert
	15

	Master
	20

	Grandmaster
	30

	Legendary
	40


	Weapons Chart

	Type
	DR
	STR
	Range

	Battle Maul #
	16
	+6
	--

	Blade Bracer [1]
	3
	-
	10’

	Blade-Staff #
	8
	-2
	Thrown

	Blade-Star
	3
	0
	Thrown

	Bow, Ariane # §
	6
	0
	150’

	Bow, Giant-sized #
	10
	+5
	400’

	Bow, Long #
	8
	+2
	300’

	Bow, Short #
	6
	0
	150’

	Broadsword
	8
	+1
	--

	Bwan #
	8
	+2
	--

	Caltrops
	2
	--
	--

	Capture-bow # [2]
	6
	+1
	100’

	Capture-pole #
	1
	+1
	--

	Club #
	6
	-1
	--

	Club, Ice Giant #
	16
	+6
	--

	Club, Ur #
	10
	+3
	--

	Coreg # [2]
	10
	+2
	100’

	Crescent Knife
	3
	--
	Thrown +20’

	Crossbow, Heavy # [2]
	8
	-1
	200’

	Crossbow, Light # [1]
	6
	-3
	150’

	Crystalblade
	6
	-2
	--

	Cutlass
	8
	0
	--

	Dagger
	4
	--
	Thrown

	Da-khar
	3
	--
	--

	Dart-thrower
	3
	--
	75’

	Dragon Hunters Harpoon
	8
	+2
	Thrown

	Duar #
	8
	+3
	Thrown

	Falchion
	8
	+3
	--

	Flange-bow # [2]
	10
	0
	100’/20’

	Garde
	4
	+1
	--

	Garde, Full
	4
	+3
	--

	Garotte #
	6
	-2
	--

	Greatsword #
	10
	+2
	--

	Gwanga
	8
	+1
	Thrown

	Halberd #
	10
	+1
	--

	Hand Axe
	4
	0
	Thrown

	Hurlant # [1]
	10
	+1
	100’

	Iron Spear #
	10
	+2
	Thrown

	Jang
	6
	+2
	Thrown

	Javelin
	6
	-1
	Thrown

	Khu
	6
	-1
	--

	Krin # [4]
	12
	+1
	100’

	Lance
	8@
	+1
	--

	Mace
	8
	0
	--

	Mace, Ariane §
	8
	0
	--

	Matsu #
	10
	+3
	--

	Oc
	2
	0
	Thrown

	Pole-hook #
	8
	-1
	--

	Prod-hook
	4
	-1
	--

	Rasp
	5
	--
	--

	Rod of Alchemy
	*
	--
	15’

	R’ruh
	6
	0
	Thrown

	Scimitar
	8
	+1
	--

	Slavers’ flail
	6
	0
	--

	Sling
	4
	--
	100’

	Spear #
	8
	-1
	Thrown

	Spiritblade
	8
	--
	--

	Spring-knife [1]
	3
	--
	10’

	Staff #
	6
	-3
	--

	Staff, iron-shod #
	8
	-2
	--

	Staff of the Eye #
	8
	-2
	--

	Star-thrower # [1]
	7
	-1
	100’

	Sword, Dueling
	6
	-2
	--

	Sword, Giant-sized
	16
	+7
	--

	Sword, Long
	8
	
	








