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POWER MANIPULATION

SKILL CATEGORY

Power Manipulation Skill Category

Skills: .............................................. Channeling, Magic Ritual,

Spell Mastery (one skill for each spell list)

Restricted: ....................................................... Transcend Armor

Applicable Stat Bonuses: ............................................ Em/In/Pr

Skill Rank Bonus Progression: .................................. Combined

Skill Category Bonus Progression: ...................0 • 0 • 0 • 0 • 0
Group: .....................................................................................None

Classification: ....................................................Static Maneuver

This category encompasses the use of skills involv-

ing the manipulation and alteration of spells and magi-

cal energies.

SKILL DESCRIPTIONS

Channeling

This is the skill of transmitting and receiving power between

two willing individuals over any distance, provided that contact

can be made. The transmitter of the power must be able to see

the receiver or know his exact location (direction and distance,

or a specific place). The receiver must know exactly when the

spell is coming. For example, if a Cleric was at a certain altar at

a certain time (midnight of full moon) ready to receive a spell,

then another spell user (or deity) could use Channeling to send

him a spell (if he knew where the altar was and the correct

time). In some cases it will occur when

a Cleric is on a vital mission

and his god decides to aid

him. Characters may Channel

to each other.

It is important to note that

the spells a “Channeling” spell

user, (e.g., Clerics, Animist,

etc.) acquires normally

through worship and the use

of intrinsic power points (al-

though the entire realm is

termed “Channeling”) are not

subject to this rule. Similarly,

the development of Channel-

ing skill will not allow others

to gain a “Channeling” spell

user’s intrinsic spell ability.

This skill applies to extraor-

dinary channeling.

Transmitting Power Points:
Normally Channeling consists

of transferring power points

from one character to another.

The sender expends the power

points and multiples this number of power points by his

channeling skill bonus expressed as a percentage—this is the num-

ber of PPs sent (e.g., a sender with a +50 Channeling skill bonus

and expending 20 power points actually channels only 10 = 50%

x 20). Treat channeling abilities of greater than 100 as 100.

The receiving character multiplies the number of points sent

by his Channeling skill bonus expressed as a percentage (treat

100+ as 100). This result is the number of points received. These

points may be used by the receiving character to cast spells as he

wishes, although any unused points will be lost when next he

sleeps.

Channeling between characters (including NPCs) may only

take place if they are concentrating on the same realm of power.

In other words a Cleric can’t channel to a Magician. Gods are, of

course, able to channel to whomever they please. Hybrids may

channel to or be channeled to by the character’s concentration

on either of the Hybrid’s realms (e.g., a Mystic can channel in

either Essence or Mentalism).

Transmitting Spells: Spells may be channeled in rare cases. If

the receiver is of the proper spell realm, the sender may cast

spells through him. It is not necessary for the receiver to know

how to cast the spell; he is not required to do any of the work.

The spell is cast, and the power points expended by the sender.

The power points are subject to the same modifications for Chan-

neling skill rank bonuses as power points sent without a spell,

and sufficient power points must be received to cast the spell.

The spell may not be cast if it depends on the receiving character

to provide any of the power points; nor may the spell be cast by

one individual while the power points required to cast the spell

are channeled by someone else.

Example: Bak is of the Mentalist realm of Magic. He has skill
rank 1 in Channeling (+5) and no further bonuses. A high level
Mentalist, Moour, offers to channel through him, and Bak agrees.
Moour must either see Bak, make mental contact with him, or
know exactly where Bak is. Bak must also know the exact time
that the spell is being sent. Moour, in a crucial situation, throws
Shield (a 3rd level spell) and puts 60 spell points into the effort.
He has a +100 Channeling skill bonus and all 60 points are
sent, but Bak receives only 5% or 3 of them. This, however, is
enough to power the spell and it takes effect. Had Moour pos-
sessed only a +90 Channeling skill bonus, he would have had to
expend 67 points for the spell to take effect (90% x 67 = 60
points sent, with 5% x 60 = 3 points being received). Failure to
provide even one of these 67 spell points would cause the spell to
fail.

Burnout Due to Channeling: Successful Channeling can be dan-

gerous. Roll 1-100 and add the number of power points received

(this die roll is open-ended). Subtract the skill rank in Channel-

ing of the receiving character. If the result is over 100, a burnout

has occurred.

Example: Bak’s brother Geen is a Cleric, with 14 skill ranks in
Channeling. In a crucial situation, he asks his god, Blag, for
help and Blag responds (the GM rolls an incredible reaction for
the deity) by throwing the spell Absolution Pure through the
Cleric. This is a 20th level spell and the god sends 40 power
points with the spell. All 40 are sent (Blag is a god) and Geen
receives 58% of them (23). He now rolls D100 to determine if
it affects him. He rolls a 48 (+23 for the power points received
in the spell), -14 for his skill rank (the skill rank, not the bonus
is subtracted). The total is 57 (48 + 23 = 71 -14 = 57) and
Geen does not suffer burnout.

Suppose that Geen had rolled a 97 instead of a 48. Since 97

is over 95, under the “open-ended” rules, he must roll again and

add the result. He rolls a 23 the second time for a total “roll” of

120 before modifications. Again +23-14, yielding a 129. Geen

has suffered some form of burnout.

If burnout occurs, roll twice on the Stat Gain Table T-2.3

(RMFRP, p. 25), using the number of points the roll was above

100 as the “Difference” used to determine the column used.

This is the number of points that are lost from the Memory stat

(the temporary not the potential). This process is repeated for

Reasoning. If this process reduces either stat to 0 or below, all

experience and skills are lost. On the brighter side, the character

can switch professions as he has lost all memory of his adoles-

cence and apprenticeship (though it will take him many years to

function as an adult again).
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SPELLS • ARCANE

SKILL CATEGORIES

Spells • Arcane Skill Category

Skills: ...................................................... One skill per spell list

Applicable Stat Bonuses: ........................................... Realm Stat

Skill Bonus Progression: ......... -30 • 1 • 1 • 0.5 • 0 (Limited)

Skill Category Bonus Progression: ...................0 • 0 • 0 • 0 • 0
Group: ....................................................................................Spells

Classification: ............................ Static Maneuver and Special

This category encompasses the acquisition and use

of spells that manipulate Arcane magic, the oldest form

of magic. Note that Arcane magic does not conform

to the three realms of magic. Note also that the costs

given here are for the Open Arcane Lists; full guide-

lines for the use of Arcane magic will be provided in

the Arcane Companion.

Magic Ritual

This skill provides a bonus for enhancing a spell effect or

duplicating a spell effect outside of normal spell resolution pa-

rameters (e.g., no power point expenditure). GM’s are warned

that this skill can be easily abused. GM’s should understand how

Magic works in their world before implementing this skill. Magic

Rituals are not for hack-and-slash campaigns. Think of Celtic

witches’ incantations or Shamanistic dances and you have a good

idea how this skill should work. (Other skills can complement

this skill such as Herb Lore, Dancing, Demon/Devil Lore, Po-

etry and Singing to make chants, etc.). Be imaginative. Be care-

ful.
Routine .................................... +30 1 rnd

Easy .......................................... +20 2 rounds

Light ......................................... +10 3 rounds

Medium ................................... +00 4 rounds

Hard .......................................... -10 6 rounds or 1 min

Very Hard ................................ -20 30 rounds or 5 minutes

Extremely Hard ...................... -30 90 rounds or 15 minutes

Sheer Folly ............................... -50 180 rounds or 30 minutes

Absurd ...................................... -70 360 rounds or 1 hour

Taking extra time ................... +/- (GM option)

Spell user ............................................................................................ +5

Semi-spell user ................................................................................. -10

Non-spell user ................................................................................... -25

Spell Mastery

This skill allows user to modify spells within or beyond basic

parameters. Each individual spell list requires separate skill de-

velopment (as with Riding or Weapon skills). This skill might be

used to change the orientation upon arrival of the target of a

Teleport spell, or it might be used to allow a spell user to attempt

to alter a Bolt spell into a Ball spell.

The character should roll for a successful Spell Mastery using

the Static Maneuver Table T-4.3 (RMFRP, p. 45). The result

may indicate success or failure, as well as provide a modifier to

the Spell Casting Static Maneuver Roll.

Modifying the Range:

x2 Normal ............................... -20 x4 Normal ............................... -40

x3 Normal ............................... -30 x5 Normal ............................... -50

Each additional x1 .......................................................................... -10

Touch to 10' ................................................................................... -30†

Caster/Self to Target/Touch ...................................................... -30†

Modifying the Area of Effect

x2 Normal ............................. -20* x4 Normal ............................. -40*

x3 Normal ............................. -30* x5 Normal ............................. -50*

Each additional x1 ........................................................................ -10*

* Only for Areas of Effect that are not simply “target.”

For additional “targets” use:

+1 target ............................................................................................ -30

“target” to 10'R .............................................................................. -50§

Modifying the Duration

x2 Normal ............................... -20 x4 Normal ............................... -40

x3 Normal ............................... -30 x5 Normal ............................... -50

Each additional x1 .......................................................................... -10

No duration to 1 round ............................................................... -50‡

Concentration to 1round/level (c) ............................................ -20‡

Concentration to 1 minute/level (c) ......................................... -50‡

† — may use a range multiplier afterwards

‡ —  may use a duration multiplier afterwards

§ —  may use an area of effect multiplier afterwards

Transcend Armor Restricted

The character’s total skill bonus in Transcend Armor is ap-

plied against any Spell Casting Static Maneuver penalties ac-

crued from wearing armor, wearing a helmet, or carrying equip-

ment (similar in fashion to the way that Armor skills apply against

maneuver penalties) to a maximum of a +0 modifier. If the pen-

alty is reduced to zero, the character must still make the maneu-

ver roll.

Example: If a character is an Essence user and wearing AT 13,
he has a penalty of -40 to his Spell Casting Static Maneuvers.
He may apply his Transcend Armor skill to this penalty to reduce
it to zero.




