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Treemoan

A great adventurer—Strong, tough, limber, smart, lovely, and lucky—is a Part Drazzi,Part Geffren orphan. She
regains MPT at twice the normal rate and if she is near the Timekeeper, she regains MPT at the Drazzi rate.
She could learn Drazzi spells is she could find someone to teach her. She is pale like most Geffren, tall with a
rigid posture. Unlike most Geffren however she is a non-vegetarian and she does not keep her eyes downcast
like the Drazzi. The only thing that keeps her from being the perfect adventurer is that she is a maniac for dead
things. She is always the first to search dead bodies and she will sometimes come to blows with members of
the party if she hasn't had plenty of time to spend poking around anything dead she comes across. She carries
a small dead grommet (which she has named “Jup”) which she likes to run her fingers through when relaxing.

Heal/Mend
Duration Permanent
Area One Hit Location
MP Cost Variable

The Heal/Mend spell joins things that were once whole but have
in some way been broken or separated. If the spell is successful,
it will restore one lost hit point per spell level to a Hit Location or
inanimate object. A single Heal spell of a strength equal to a
creature’s original hit points in that location is required to repair
maimed limbs or re-attach missing limbs, assuming they can be
found and the spell is cast within an hour of their separation. A
Heal spell also stops all bleeding in that Hit Location.

The Mend spell can restore a broken magical item to its original
physical shape, but the magical energy is permanently lost. In
cases where Power Gems have been implanted in weapons, the
Gem itself would have to be broken for the magic to vanish, not
just the weapon.

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.

Spell Bluff

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

This spell engulfs a creature or object with a fiercely glowing
magical radiance, making it appear that a high level spell is
currently in effect. The true power (spell level) of the spell can
be determined with the use of a Mana Search Spell.

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.



