~ Heroism and Luck ~

Fate can be used to avoid spell effects. Its costs one Fate Point for warriors to avoid a specific spell, two Fate Points for priests and rogues, and three Fate Points for Mages. This use of Fate Points covers such things as dodging out of the path of an incoming fireball, ducking just in the nick of time so that the feeblemind strikes the guard you are grappling with, and so on.

Fate may also be used to succeed against almost impossible odds. The expenditure of a Fate Point will allow the character to specify the result of their next die roll.

There is no limit to the number of Fate Points that can be used in this manner per turn. “If you’ve got ‘em you can spend ‘em.”

~ The Forgotten Realms ~

· Moonshae Isles. Lands of Wayland. Arms & Armour - Dark Ages.

· The Sword Coast. Arms & Armour - The Crusades (1100 AD).

· Waterdeep. Arms & Armour - The Hundred Years War (1300 AD). The master smith at the Great Armoury of Gotrek can produce plate armours, although his fees are high.

· Inner Sea. Anglo-Saxon England (900 AD). Arms & Armour – Dark Ages.

· Calimshan. Caliphate of Córdoba (929 – 1031 AD). A land settled in ages past by Zakharan pirates and buccaneers. Now a blend of North and South. Arms & Armour – Dark Ages and Middle Eastern.

· The Shaar. Land of the Huns. Arms & Armour – Dark Ages.

· Horse Plains. Land of the Sufi Nomads. Arms & Armour – Dark Ages.

· Zakhara. Seljuk Turks (1000 – 1300 AD): Sultanate of Rûm. South of the Dalelands and South-West of Vendhya is Zakhara, the fabled Land of Fate. Arms & Armour – Middle Eastern.

· Vendhya. Rajput Kingdoms (600 AD - 1000 AD). South of the Great Plateau of Tabot and the Sky Piercing Mountains of Petan is the Land of Vendhya with the Western Ghats (Sahyadri) and Lanka Island. It is reached from the Inner Sea by the Golden Way. Arms & Armour – Middle Eastern. See Also ‘Dragon #189’.

“The winds sweep across the icy plains and change into gales of murderous cold that push squalls of freezing rain before them. These chill storms reach as far as the Korobokuru Kingdoms of the Isles. Megalithic carvings of ancient ice march across the frozen hills, not unlike the Druidic stone circles of the Moonshae Isles. They have stood before the tempest for untold ages.”

· Petan. Ghurkha Clans. Arms & Armour – Savage and Bronze Age.

· Tabot. Land of the Sage of the Shakyas. Arms & Armour – Savage and Bronze Age.

· Shou Lung. Xia Dynasty (2070 - 1600 BC). Arms & Armour – Savage and Bronze Age.

· Kozakura. Yayoi Period (300 BC - 250 AD). Land of the Bear Gods and Owl Women. Arms & Armour – Savage and Bronze Age.

~ Armour Details ~

Bronze Age: Lamellar, Studded Leather, Cap, Shield (Small and Medium).

Dark Ages: Chain Hauberk, Ring Mail, Cap, Mail Coif, Shield (Medium - Northman Round or Sword Coast Kite).

The Crusades: Brigandine, Chain Mail, Cap, Mail Coif, Close-Faced Helm (Crusaders' Barrel Helm), Shield (Medium - Northman Round or Sword Coast Kite), Shield (Large - Tower Shield).

The Hundred Years War: Brigandine, Improved Mail, Mail-&-Plate, Cap, Mail Coif, Close-Faced Helm (Crusaders' Barrel Helm), Shield (Medium - Northman Round or Sword Coast Kite), Shield (Large - Tower Shield).

Middle Eastern: Chain-Lamellar, Scale Mail, Studded Leather, Cap, Shield (Small and Medium).
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Fire Dart (Evocation).
Level: 2 (Wizard).




Components: V, S.

Casting Time: 2.




Area: Special.

Range: Special.




Save: 1/2.

Duration: Instantaneous.

Upon casting this spell the wizard causes an intense jet of flame to shoot from his pointing finger, this jet of flame will unerringly strike a target as long as there is a direct line of "fire" between the target and the wizard’s finger. This jet of flame inflicts 1d4 hit points per level of the wizard to a maximum of 10d4 damage and can ignite flammable objects (saving throw applicable). This jet of flame will be 10 yards per level in length, but a mere 1” across. The wizard may decrease the effectiveness of this spell at the time of casting, this means that the wizard may specify less dice of damage and/or lessen the length of the jet of flame.

Nul Magic (Illusion/Phantasm).

Level: 2 (Wizard).




Components: V, S, M.

Casting Time: 1 Round.



Area: Special.

Range: Touch.





Save: Special.

Duration: 1 Day/Level.

Upon casting this spell the wizard causes the magical aura on one magic item of no more than 5 pounds per level in weight to be masked from detection. An attempt to detect magic on the object will have the same chance of success as an attempt to dispel a spell, compare casting levels. The material component is a small piece of woollen cloth and a drop of honey.

Scatter Missile (Evocation).
Level: 2 (Wizard).




Components: V, S.

Casting Time: 2.




Area: 1 Creature.

Range: 60 Yards + 10 Yards/Level.


Save: Nil.

Duration: Instantaneous.

Upon casting this spell the wizard causes a host of magical missiles of energy to shoot from his hands, these missiles will strike any one visible target specified by the wizard within range as long as there is an unobstructed path for these missiles to follow. The missiles are not limited to straight line flight and in fact will weave and twist in their path even when this is not necessary to strike the target. For every level of the wizard he may summon forth 1d3 of these missiles, to a maximum of 10d3 missiles. The missiles do a mere one point of damage each and are treated as separate attacks where this is significant. These missiles are fundamentally identical to the first level spell "magic missile" in the nature of their damage.

Door Opener (Illusion/Alteration).
Level: 3 (Wizard).




Components: V, S, M.

Casting Time: 3.




Area: 1 Door.

Range: 5 Yards.




Save: Nil.

Duration: 30 Seconds.

Upon casting this spell there is a sound of delicate stringed instruments. A beautiful female (male) figure appears, smiles, reaches for the door, opens it (knock spell), gestures invitingly and fades.

Lid Remover (Illusion/Alteration).

Level: 3 (Wizard).




Components: V, S, M.

Casting Time: 3.




Area: 1 Container.

Range: 5 Yards.




Save: Nil.

Duration: 30 Seconds.

Upon casting this spell there is a sound of shattering crystal and an explosion of sulphurous flame (illusionary) and smoke. From this conflagration steps an eight foot tall creature (illusionary), ebony black in colour covered in barbed crystalline spikes, it's eyes glowing with a livid blue light. The creature smiles revealing ruby red crystal teeth, snatches the container and accompanied by a sound of rending metal opens it (knock spell). The container then is placed at the wizard’s feet. The creature then immolates fading to nothing. The smell of brimstone fades.

The spell will open any container small enough to be held in two hands. The material component is the container to be opened which is not damaged, a small crystal bead and a drop of oil. Copies of this spell do not normally describe the visual effects but merely make reference that it is slightly noisy and requires some room.

