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Malk

This young Kitzu male is a Fire EM. Strong and smart, the youngest in his family, he has left the Kitzu
homelands looking to increase his knowledge and experience. Like many Kitzu he is a master outdoorsman
and is also skilled in the healing arts and drawing. He has flaring nostrils, double jointed hands and feet, and is
also ambidextrous. He has experience with the weapons of his homeland—boomerang and blowgun (with
Kitzu poison)—but is also quite skilled in using his two-handed pole arm and light crossbow.

Daze
Duration  Current MPT score in rounds
Area One creature
MP Cost  Fixed (3)

The Daze spell causes a minor concussion through
the expansion of an energy force between the
skull and brain tissue. When successful, this will
cause the target to function as if just regaining
consciousness from a knock-out blow, with a
severe headache and all Mental Skill and Magic
success percentages reduced by —-1/2.

Magic Interlock

Duration  Current MPT in rounds
Area One creature
MP Cost  Fixed (1 + Special)

This spell allows creatures to combine their magic
energy to cast a single spell, usually to break
through a Magic Shield spell or to cast a Heal
spell powerful enough to re-attach severed limbs.
A successful Magic Interlock spell costing one MP
creates a link between the caster and the target,
through which MPs may be passed during
subsequent rounds. Each round for the duration
of the spell, the caster may, with his Mental
Action, deliver any remaining amount of MPs to
the target up to his current MPT. When a large
number of people cast Magic Interlocks on one
person, a tremendous amount of energy can be
generated. This type of spell was used by the
Council of Twelve to build the Gateway and the
Transporters. The MPs passed through a Magic
Interlock may only be used to fuel a given spell, it
can not be retained by the recipient for later
rounds.

The duration, range, and current level of MPT for
purposes of determining a Magic Interlock’s spell
success are all equal to the caster’s current MPT
score plus any MPT passed.

Nerve Block

Duration  Current MPT score in rounds
Area One Creature
MP Cost  Fixed (1)

The Nerve Block spell allows the caster to ignore
pain and temporarily negates the negative effects
of Starvation/ Dehydration (p. 96). The effects of
any injury of Serious level (see Damage
Conditions, p. 88) can be ignored for the
duration of the spell. Obviously, a limb that is
crippled or nonexistent cannot be used.

The Nerve Block spell can be very useful during
torture.

Night Sight
Duration  Current MPT score in rounds
Area One creature
MP Cost  Fixed (1)

The Night Sight spell enables the affected
creature to see during the darkest night as if it
were only dusk by making better use of all
available light. The subject may fight in darkness
without being required to make Perception Rolls
(see Night Fighting, p. 76). The vision provided
will be of normal range with only a slight loss of
clarity. However, it does not bestow the ability to
see in complete darkness, such as in a cave,
without any light source.

The effects of the Minor Fire Element
Manipulation Blinding Flash (p. 135) are doubled
on any individual with Night Sight in effect.

Purge Poison/Disease Spells

Duration  Permanent
Area One creature
MP Cost  Fixed (1)

Because of the recent influx of alien toxins and
diseases, Vinyans have designed spells that can
counteract them. Each Purge Poison/Disease spell
can eliminate all traces of one type of foreign
body from an individual. A separate Purge
Poison/Disease spell must be learned for each
poison or disease type the character wishes to be
able to remove. Once cast, the symptoms and
side effects of the poison or disease will fade at
the same rate they surfaced (see Poison Effects,

p. 95).

Most Apothecaries require each of its employees
to learn at least one type of Purge Poison/Disease
so that they can provide magical care for as many
types of maladies as possible.

Stiff Limb

Duration  MPT in hours
Area One limb
MP Cost  Fixed (3)

This spell, originally intended for meat
preservation, has found a new purpose in the
perils of modern Vinyan living by halting decay
until a Heal spell of great enough strength can be
applied to save the severed limb. Without a Stiff
Limb spell or after one has expired, a severed or
crippled limb will decay beyond the point of
salvation within an hour.

The Duration indicated does not literally represent
the lingering energies from the spell; the magical
effect of Stiff Limb is instantaneous. Rather it
reflects the amount of time the limb will resist
decay. Stiff Limb can be cast upon a single limb
repeatedly, but, as with repetitive skill use, the
chance for success is reduced by cumulative -1/2
penalties for each attempt.

ELEMENT MAGIC

See general information pgs 129-132

FIRE MANIPULATIONS

See spells for both Major and Minor manipulations
on pg 135.



