ELEMENTALIST

Karma Ritual: To perform a Karma ritual, the Elementalist draws a triangle on the ground. Sitting in the triangle, the Elementalist boils a pot of water, singing to the fire to encourage its heat. The Elementalist extinguishes the fire, then adds earth to the pot. When the mud cools, the Elementalist covers his or her face with it like war paint, then sings to the wind, calling a small breeze. As the wind dries the mud, much of the mud cracks and blows away, leaving behind a series of intricate, swirling patterns. The ritual is complete as soon as the design is done.

FIRST CIRCLE
KARMA RITUAL

Step: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

All Disciplines have a Karma Ritual (see descriptions of individual Disciplines). Each ritual takes 30 minutes to perform, and can only be performed once per day. Each time your character performs the ritual, he or she can purchase a number of Karma Points equal to his or her rank in Karma Ritual. See Creating A Character, p. 53, ED, and Building Your Legend, p. 222, ED, for more on purchasing Karma Points.

READ AND WRITE LANGUAGE

Step: Rank + Perception Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Troubadour, Wizard

The Read and Write Language talent allows a character to learn one new language for each rank of the talent. To learn a language, your character must first have access to one written page of text in that language. If the character has a rank of Read and Write Language available and the written page of text, he can then learn a new language. To learn a language, the character makes a Read and Write Language Test against the Difficulty Number of the language as shown below. (The Difficulty Numbers refer to the standard versions of these languages. Each racial language has many variations. If a character is attempting to learn a variation of a language, add +2 to the Difficulty Number.) A successful test result means the character can now use the talent to read and write the language. Once a rank is assigned to a language, it cannot be used to learn any other language. Record the languages your character learns on the Character Record Sheet.

PRIVATE
Language
Difficulty
Number

Dwarven
5

Elvish (Sperethiel)
6

Human
6

Obsidimen
7

Ork 
6

Troll
6

T'skrang
7

Windling
7

When reading another language, the character makes a Read and Write Language Test to see how well he understands what he is reading. The result determines the level of understanding. To understand simple sentences or ideas, such as "The sheriff's house lies east of here," only requires a result of 2. Histories or legends containing some idioms or flowery phrases require a result of 6. Magical manuals or other books filled with jargon specific to a field of study require a result of 10. To understand philosophical treatises on the nature of magic or other writing filled with specialized academic language and abstract ideas requires a result of 13. When writing a language, use the same Difficulty Numbers as required for reading, depending on the complexity of the topic the character is writing about. Each Read and Write Language Test lasts for a number of hours equal to the character's rank in Read and Write Language. Reading a page takes 1 minute. Writing a page takes 10 minutes.

READ AND WRITE MAGIC

Step: Rank + Perception Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Elementalist, Illusionist, Nethermancer, WizardPRIVATE "TYPE=PICT;ALT=[Read Magic]"
The Read and Write Magic talent allows a magician to learn new spells and write them in his or her grimoire. Without the Read and Write Magic talent, a magician cannot learn new spells. A magician can attempt to learn only one spell per day. To learn a new spell, the magician makes a Read and Write Magic Test against the Difficulty Number of the spell. If the test is successful, the magician has learned the spell and can write it in his grimoire. See the Spell Magic section, p. 151, ED, for information regarding spell difficulties and limits on learning new spells. This talent also allows magicians to read and write magical writing such as that on scrolls or magical glyphs. The character makes a Read and Write Magic Test using the Difficulty Number of the writing. The success level determines how well the magician understands the writing. An Average success allows the magician to understand the basic gist of the text, but not any subtle or complex ideas it contains. A Good or Excellent success means the magician understands the subtleties of the text, though he might misinterpret obscure clues or riddles. An Extraordinary success means the magician completely understands the magical writing and easily deciphers any hints, clues, or hidden meanings. A magician may attempt to read or write one sample (up to approximately one manuscript page) of magical writing a number of times a day equal to his rank in Read and Write Magic.

SPELLCASTING

Step: Rank + Perception Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Elementalist, Illusionist, Nethermancer, Wizard 

A character uses the Spellcasting talent to cast spells. The character makes a Spellcasting Test. If the result is equal to or greater than the target's Spell Defense Rating, the Spellcasting Test succeeds.

SPELL MATRIX

Step: Rank 

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

A Spell Matrix is an astral construct that allows magicians to cast spells without interference from the denizens of astral space. A magician may only use a spell after he or she places it into a Spell Matrix. Each Spell Matrix represents a separate talent with its own rank. See the Circle summary of a magician's Discipline to determine how many Spell Matrices he or she may hold at a given time. For example, a First Circle Wizard can have up to two Spell Matrices. The player purchases ranks for Spell Matrices in the same way as for other talents. The rank of each Spell Matrix determines the Circle of spells it can hold. A Rank 1 Spell Matrix can hold only First Circle spells. See the Spell Magic section for more details on Spell Matrices.

SPELL MATRIX

THREAD WEAVING (ELEMENTALISM)

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: All

Characters use the Thread Weaving talent to create and weave magical threads. A character can only have a number of threads active equal to his Thread Weaving Rank. For example, a character with Rank 3 Thread Weaving could have 3 threads active at once. This limit does not apply to threads woven into spell patterns. See the Workings of Magic section, p. 136, ED, for more information about threads and spell patterns.

The Thread Weaving talent also gives characters a limited version of the Astral Sight talent (see p. 98, ED). The astral sight provided by Thread Weaving allows characters only enough vision to see threads and patterns. See the Workings of Magic section, p. 136, ED, for more information on threads, thread weaving, and True Patterns.

Using the Versatility talent, human characters may purchase ranks in Thread Weaving talents other than the one listed for their Discipline. These talent ranks cost the same as normal for Thread Weaving.

SECOND CIRCLE
DURABILITY

Step: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

Each rank of the Durability talent permanently increases a character's Death and Unconsciousness Ratings. The character's Discipline determines the amount of this increase. The list below gives each Discipline and the appropriate increase per Durability Rank listed as two numbers separated by a slash. The number to the left of the slash represents the increase to the character's Death Rating. The number to the right is the increase to the character's Unconsciousness Rating.

Discipline
Durability
Increase

Elementalist
4/3

List this talent on the character record sheet as "Discipline Name" Durability (i.e., Archer Durability, Sky Raider Durability, and so on).

FIRE HEAL

Step: Rank + Willpower Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Elementalist

The Fire Heal talent poses certain risks for low-Circle magicians, who generally begin with relatively low Wound Thresholds and Death Ratings. Successful use of the Fire Heal talent grants a character extra Recovery Tests. A failed Fire Heal Test burns the character. To use the Fire Heal talent, the character must build an open fire large enough to completely engulf him or her.

The character declares how many extra Recovery Tests he is attempting to gain with this talent. Fire Heal requires 30 minutes for each additional Recovery Test the character desires. He or she must attempt to gain at least 2 Recovery Tests. The character makes a Fire Heal Test using a Difficulty Number determined by the gamemaster. Then the gamemaster rolls 1D6 for each Recovery Test the character attempts to gain. If the character's Fire Heal Test is equal to or higher than the gamemaster's dice roll for the fire, the character earns the Recovery Tests and makes them normally. The Recovery Tests remain available for 24 hours after the successful Fire Heal Test. If the gamemaster's dice result is greater, the character automatically takes a Wound, plus a number of Damage Points equal to the difference between the Fire Attack Test and the Fire Heal Test. This damage can result in a second Wound.

The Fire Heal talent requires that the character be in full contact with the elemental power of fire. If a spell or item protects the character from fire, the Fire Heal Talent has no effect.

SPELL MATRIX

THIRD CIRCLE
AIR SPEAKING

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Elementalist

The Air Speaking talent is unique to Elementalists. This talent allows them to communicate with others of their Discipline without actually vocalizing the words. An Elementalist may use Air Speaking to speak to any other Elementalist, including thoseof lower Circles. He moves his lips slightly but makes no actual sound. Other Elementalists hear Air Speaking as normal conversation. The range for this talent is the result of the Air Speaking Test x 5 yards; master Elementalists can lecture entire gatherings with Air Speaking. An Elementalist without the Air Speaking talent can hear another Elementalist using this talent, but must reply through normal communication channels. 

ELEMENTAL TONGUES

Step: Rank + Perception Step

Action: No

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Elementalist

The Elemental Tongues talent allows a character to speak the languages of air, earth, fire, and water--the four elemental tongues. Characters cannot communicate with wood or plant elementals using this talent, because it requires a special spell to unravel their peculiar tongue. Each rank in Elemental Tongues gives the speaker an additional elemental language. Rank 1 Elemental Tongues allows the character to speak one elemental language of his choice. At Rank 4, he can speak all four basic elemental languages. When speaking the language, the character makes a Talent Test against the Spell Defense of the elemental. The success level determines how well the character communicates with the elemental. On an Average or Good success, the elemental basically understands what the character is talking about, but the character is not able to ask complex questions or make requests. An Excellent or better success means the elemental completely understands the character. The character can discuss complex topics with the elemental and ask it detailed questions.

FOURTH CIRCLE

Spell Defense: Increase the Elementalist's Spell Defense by 1.

ELEMENTAL HOLD

Step: Rank + Willpower Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Elementalist

The Elemental Hold talent allows a character to prevent an elemental from moving or taking any action other than communicating. The character must possess the Elemental Tongues talent and be able to speak the elemental's language to use this talent. The elemental must be within 40 yards of the character. The character boldly faces the elemental and orders it to halt, then makes a Talent Test against the Spell Defense of the elemental. A successful test holds the elemental for a number of rounds equal to the character's rank in Elemental Hold. The character must concentrate to hold the elemental; he cannot move, cast spells, or take any action other than communication.

SPELL MATRIX

FIFTH CIRCLE

Karma: The Elementalist may spend a Karma Point on any action using Perception only.

COLD PURIFY

Step: Rank + Willpower Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Elementalist

The Cold Purify talent stops the effects of poison. Using this talent requires access to ice, snow, or chilled water. The character packs the ice (or cold material) around a poisoned character's wound. After one minute of concentration, the character makes a Cold Purify Test against the poison's step number. A successful test stops the effect of the poison, and the victim recovers a number of Damage Points equal to the difference between the Cold Purify result and the poison step number. The Cold Purify Talent only heals damage inflicted by poison. 

WILLFORCE

Step: Rank + Willpower Step

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

The Willforce talent provides the punch for spells. Because Willforce has a Default Attribute (p. 94, ED), a character does not need Willforce to cast a spell. However, spells cast by characters with this talent are usually more effective. Each rank of Willforce talent increases the effect of spells cast by the character. The character may substitute the Willforce step for the Willpower step to resist any effect targeted against his or her Spell Defense.

SIXTH CIRCLE

Spell Defense: Increase the Elementalist's Spell Defense by 1.

TEMPERATURE

Step: Rank + Willpower Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Elementalist

The Temperature talent allows a character to control the temperature within a room or small shelter, up to 10 by 10 by 8 feet in size. For each rank of the Temperature talent, the character can raise or lower the temperature by 10 degrees Fahrenheit. The character makes a Temperature Test against the Spell Defense of the room (minimum of 2). The effects of Temperature last for a number of hours equal to the Temperature Test result. The character may cancel the effect any time he is in or adjacent to the room.

UNSHAKABLE EARTH

Step: Rank + Strength Step + 5

Action: No

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Elementalist

The Unshakable Earth talent makes a character more resistant to knockdown by allowing him to attach himself to the ground, actually blending with parts of the earth. The Unshakable Earth talent can only be used on natural ground, earthen, or stone surfaces. The character makes an Unshakable Earth Test instead of a Strength Test when resisting the effects of knockdown. A character may not move from the spot where he stands in the same round in which he uses the Unshakable Earth talent.

SEVENTH CIRCLE

Karma: The Elementalist may spend a Karma Point for any action using Charisma only.

ENHANCED MATRIX

Step: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

Magicians learn the Enhanced Matrix talent to make better use of spells requiring threads. An Enhanced Matrix holds the pattern of a spell. Unlike a regular spell matrix, an Enhanced Matrix also holds one spell thread as well as the spell pattern. The magician weaves this thread when he attunes the Enhanced Matrix. This allows him to cast the spell without weaving the held thread.

RESHAPE OBJECT

Step: Rank + Willpower Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: Elementalist

The Reshape Object talent allows a character to change the shape, but not the mass, of an object. The character makes a Reshape Object Test against the Physical Armor Rating of the object to be reshaped (see Barriers and Structures, p. 209, ED). If the object is magical, make the test against either the object's Barrier Rating or Spell Defense, whichever is higher. A successful result allows the character to reshape the object. The character can reshape a number of pounds of material equal to 20 x his or her Reshape Object Rank with a single use of the talent. Reshape Object is permanent. This talent does not work against living beings, including plants. 

EIGHTH CIRCLE

Social Defense: Increase the Elementalist's Social Defense by 1.

ENHANCED MATRIX

SAFE PATH

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: None

Discipline Talent: None

The Safe Path talent allows a character to determine the safest path through unfamiliar territory by contacting an elemental spirit. (The character does not conjure the elemental, only establishes mental contact with it.) Sometimes the elemental animates a part of the landscape nearby, making its conversation audible to other characters. The character using the talent rolls his Safe Path dice. The result is the number of miles of safe pathway the elemental can predict. The elemental tells the character which is the safest path to take and what possible elemental dangers and/or natural beasts might lie ahead. For example, a dice roll of 21 means the elemental can direct your character to the safest route in the direction your character wants to go for at least the next 21 miles. If an obstacle lurks at mile 25, or even 22, the elemental will not be able to give your character even a hint about it. Keep in mind that what an elemental considers dangerous is probably vastly different than what poses danger to an adventurer. An elemental's knowledge of an area is also limited by its type. Earth elementals probably know nothing of flying or swimming dangers, but may be able to describe exactly the kinds of arms and armor nearby groups carry. Even that information cannot indicate the intentions of these other groups.

NINTH CIRCLE

Karma: The Elementalist may spend a Karma Point on a Recovery Test.

ARMORED MATRIX

Step Number: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

An Armored Matrix is an improved type of spell matrix.  Magicians learn the Armored Matrix talent to better protect their spells.  An armored matrix holds the spell pattern of a spell and one spell thread, just as does an enhanced matrix (see p. 105, ED).  The Armor Rating of the matrix equals the character's rank in Armored Matrix plus the spellcaster’s Mystic Armor Rating.  The matrix armor absorbs damage from attacks directed against the matrix, such as Matrix Strike (see p. 32, EDCompanion).

METAL WARD 

Step: Rank + Perception Step + 5

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: Elementalist

The Metal Ward talent reduces damage from attacks made using any form of metal, including weapons, spikes in pit traps, and so on, by increasing a character's Physical Armor Rating by the Metal Ward Rank. To use Metal Ward, the character makes a Metal Ward Test. The effects of Metal Ward last a number of hours equal to the result.

WATER DANCING

Step Number: Rank + Charisma

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: No

Discipline Talent: None

The Water Dancing talent allows a character to dance on the surface of water.  The character makes a Water Dancing Test against the Spell Defense of each water creature that can see or sense him or her.  A success gives a bonus to all the character’s tests, increasing the step number by the character’s rank in Water Dancing for actions directed against the Social Defense of the water creatures.  The modifier lasts for 24 hours.  Aquatic and enchanted creatures within range are attracted to the character and will approach him while he is using Water Dancing.  A character using the Water Dancing talent can stay on the surface of the water for a number of minutes equal to the result of the Water Dancing Test.

TENTH CIRCLE

Fire and Ice: For the cost of 1 Strain Point, the Elementalist may do one of the following:

1.  Create a small flame between his thumb and forefinger.  This fire lasts only three or four seconds, but is intense enough to ignite a torch.  If used in combat, the flame does Step 3 damage.

2.  Freeze any water by touching it with his middle three fingers.  The Elementalist can freeze 1 quart of water per touch.  If used in combat, this touch does Step 3 damage.

ANIMATE OBJECT

Step Number: Rank + Willpower

Action: Yes

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

The Animate Object talent allows a character to infuse an object with rudimentary life force and intelligence and to give the object arms, hands, and legs.

Animated objects use a Death Rating appropriate to the material from which they are made, but have no Wound Threshold or Unconsciousness Rating (see Barrier Ratings, p. 209, ED).  The object has Full Movement of 40 yards per round and Combat Movement of 20 yards per round.  The gamemaster must decide what natural armor or weapons, if any, the object possesses.

Following are the Attribute steps of animated objects:

Attribute
Step

DEX

Animate Object Rank

STR

Animate Object Rank

TOU

Animate Object Rank

PER

2

W1L

2

CHA

3

As shown on the above list, Rank 4 Animate Object give an animated object Step 4 Dexterity, Strength, and Toughness.  Consulting the Step/Action Dice Table (p.50, ED), we find that Step 4 has D6 Action dice.  Thus, the player will roll D6 for the animated object whenever making tests for Dexterity, Strength, and Toughness.

To use Animate Object, a character must create a thread for that object.  This means that only objects with true patterns can be animated (see pp. 141-43, ED, for more on true patterns and threads).  The character makes an Animate Object Test.  The result x 10 is the maximum  weight in pounds the character can animate.  A result of 13, for example, would allow the character to animate an object weighing up to 130 pounds.  An object remains animated for a number of days equal to the character’s rank in Animate Object.  

The maximum number of objects the character can animate at one time is also equal to his or her talent rank.  A character can use blood magic to greatly prolong the life of an object he has animated.  For a permanent cost of 2 Damage Points, a character can increase the object’s duration to a number of years equal to his rank in Animate Object as opposed to the standard blood magic effect of a year and a day.  The Damage Points heal when the duration expires or when the animated object is destroyed.  This use of blood magic is an exception to the usual rules for blood magic.

PLANT SHELTER

Step Number: Rank + Charisma + 10

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Elementalist

Using the Plant Shelter talent, a character makes the plant life in an area grow rapidly enough to form a shelter.  The character sings to the plants to gain their cooperation, mystically urging them to grow into a shelter according to his instructions.  The character makes a Plant Shelter Test, then uses the result as the Barrier Rating of the shelter.  The shelter has an Armor Rating equal to the character’s rank in Plant Shelter.

The plant shelter holds a number of human-sized characters equal to the character’s rank in Plant Shelter.  Trolls and obsidimen count as 2 human-sized characters each, while windlings each count as only one-half human-size.  If more than the allowable number of characters crowds into the shelter, the shelter is disrupted and the plants return to their former shapes.  Plant Shelter takes 5 minutes to perform.

ELEVENTH CIRCLE

Physical Defense: Increase the Elementalist's Physical Defense by 2.

SUMMON

Step Number: Rank + Perception

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: Elementalist, Nethermancer

A character uses this talent to summon an elemental or other extra-planar being.  The summoner must first weave a thread to the true pattern of the being to be summoned.  See p. 141, ED, for more on true patterns and threads.

Each use of the Summon talent requires a 1-hour ritual.  The character makes a Summon Test against the Spell Defense of the being he wishes to summon.  A success summons the being from its plane to the physical plane.  Note that the Summon talent only brings the creature to the character’s plane; the character will most likely need other magic or talents to successfully negotiate with or control the being.

SUMMONING CIRCLE

Step Number: Rank+ Perception

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: Elementalist, Nethermancer

The Summoning Circle talent creates a protective circle into which a character summons a creature or being.  To create the circle, the character must first weave a thread to the true pattern of the being to be summoned.  See p. 141, ED, for more on true patterns and threads.

The character draws a circle on the ground where he intends to perform the summoning.  The circle must be big enough to hold the creature to be summoned.  Once the circle is drawn, the character makes a Summoning Circle Test.  The result becomes the Spell Defense of the summoning circle.  Both player and gamemaster should note this number.  A summoning circle lasts a number of hours equal to the magician’s rank in Summoning Circle.  The circle's creator may dispel the circle at any time by touching the circle and symbolically “cutting” it.

After the character draws the circle, he can summon the creature using the Summon talent or other means.  Creatures summoned into the circle cannot escape from the circle without first destroying it.  To destroy the circle, the summoned creature must make a Willpower Test equal to or higher than the Spell Defense of the circle.  A Dispel Magic Test with a success equal to or greater than the circle’s Spell Defense also destroys the circle.

TWELFTH CIRCLE

Karma: The Elementalist may spend a Karma Point on any action using Willforce and Willpower only.

Spell Defense: Increase the Elementalist's Spell Defense by 1

ARMORED MATRIX

BARGAIN WITH SUMMONED CREATURE

Step Number: Rank + Charisma

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: EIementalist, Nethermancer

This talent allows a character to bargain with a creature or entity he has previously summoned.  Use of this talent is possible ONLY on creatures or entities summoned by the possessor of this talent.  The most typical use of the talent e to persuade a summoned creature or entity to perform some task or favor.  The character makes a Bargain with Summoned Creature Test against t e creature's Social Defense.  The success level needed depends on the bargain the character offers the creature.  If the deal is fair (from the creature's point of view), an Average success seals the deal.  If the creature believes the deal is disadvantageous, the character will need an Excellent success.

The effects of tins talent last for a number of hours equal to the character’s talent rank.  After this time, the summoned creature is free to do as it wishes.  It is for this reason that most characters who use this talent make sure the summoned creature is able to complete its part of the bargain before the duration expires.  The strange and alien motivations of many summoned creatures can result in disastrous consequences if the creatures are left to their own devices.  This duration is also the maximum duration for the deal.  Failure of the Talent Test does not mean that the creature will necessarily be hostile, only that it will refuse to do the bargainer’s bidding.

Note that this talent uses Charisma as a Default Attribute (see p. 94, ED).  Characters who do not have this talent can default to Charisma Tests if they wish to use Bargain with Summoned Creature.

THIRTEENTH CIRCLE

Earth and Wind: For the cost of 1 Strain Point, the Elementalist may do either of the following:

1.  Create an earth circle 10 feet in diameter.  Increase the spell defense of every character within the circle, friend or foe, by 1.  The circle lasts for 10 minutes.

2.  Create a flow of air that circulates through a 10-by-10-yard area, up to 5 yards high.  This air is not created; it must come from somewhere.  The effect lasts for 1 hour.

Social Defense: Increase the Elementalist's Social Defense by 1.

ASTRAL SIGHT 

Step: Rank + Perception Step

Action: No

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Nethermancer, Wizard

The Astral Sight talent allows a character to see into the astral plane. The magician must roll at least a 6 on an Astral Sight Test to see into the astral plane. Compare the result of that test to determine the Spell Defense Ratings of any other characters or objects within range. Astral Sight will allow him or her to see all objects and characters with a Spell Defense Rating equal to or less than the Astral Sight Test result. A character or object with a Spell Defense greater than the test result remains invisible to your character. Astral Sight has a range of the character's Astral Sight Rank x 10 yards. The character cannot see anything outside that range. Astral Sight lasts for a number of rounds equal to the character's rank in Astral Sight. The character takes Strain each time he or she attempts to use the talent. 

MOVING EARTH

Step Number: Rank + Willpower

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: None

Discipline Talent: None

A character uses Moving Earth to animate a section of earth.  To do so, the player makes a Moving Earth Test and records the result.  The section of animated earth is 10 feet by 10 feet in size and 1 to 2 feet thick.  The character can use the section as a “magic carpet” on which he and other passengers can ride.  The carpet has Full Movement of 75 yards per round, Combat Movement of 38 yards per round.  Its overland speed is 15 miles per hour.  The moving earth has a carrying capacity in pounds of 250 x the character's rank in Moving Earth.  The earth section remains animated for a number of hours equal to the result of the Moving Earth Test.

Moving Earth can also act as a living shield between its riders and attackers.  Its rank adds to the Mystic Armor of anyone riding on it.  It has an Armor Rating of 3.

FOURTEENTH CIRCLE

Recovery Test: The Elementalist gains 1 additional Recovery Test per day.

Spell Defense: Increase the Elementalist's Spell Defense by 1.

EARTH ARMOR

Step Number: Rank + Willpower + 10

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: None

Discipline Talent: None

Earth Armor allows a character to wrap himself in the power of the living earth as a form of protection.  The character makes an Earth Armor Test, including Karma dice, then uses the result to determine how much damage the earth armor can absorb.  Whenever he decides to let the earth armor absorb some or all of the damage he has taken, he reduces the amount of damage the earth armor can still absorb by the amount just absorbed.  The armor disappears when the last point is used to absorb damage.  Earth armor lasts at most 1 hour, vanishing at the end of that time.

Earth armor may be repaired.  The character must spend 1 round to repair earth armor.  The character makes an Earth Armor second Test, reducing the damage the earth armor has taken by the result.  The character may choose to add Karma dice to the Repair Test, but Karma is not necessary to repair the armor.

SHARE MATRIX

Step Number: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

A share matrix is an improved type of spell matrix that can hold more than 1 spell, but the sum of the spell Circles cannot exceed the rank of the share matrix.  For example, a Rank 7 share matrix could hold one Circle 3 spell and four Circle 1 spells, but could not hold two Circle 4 spells.

Share matrices are armored, just like armored matrices.  Add the rank of the Share Matrix to the Mystic Armor of the character to determine the matrix’s Armor Rating (see pp. 153-54, ED).  Unfortunately, share matrices cannot hold a spell thread; their design is already quite complex.

FIFTEENTH CIRCLE

Metal Strength: For the cost of 1 Strain Point, the Elementalist may add 5 steps to any Strength Test or any Damage Test based on Strength.

Physical Defense: Increase the Elementalist's Physical Defense by 1.

HOLD THREAD

Step: Rank + Willpower Step

Action: No

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Wizard

The Hold Thread talent allows a character to weave a thread to a spell (see Spell Magic, p. 152, ED) and to hold the spell ready until the magician is prepared to cast it. If the Thread Weaving Test is successful, the character makes a Hold Thread Test to keep the spell within its matrix. The Difficulty Number for the test is the Weaving Difficulty (see Spell Magic, p. 157, ED) of the thread(s) being held. A successful result holds the spell for a number of rounds equal to the character's rank in Hold Thread. The character may cast the spell during any one of these rounds. In the final round, the character may make another Hold Thread Test. A successful result will let the character continue to hold the spell for the same number of rounds. A failed Hold Thread Test means the character immediately casts the spell. A magician cannot weave or cast another spell while using Hold Thread to hold a spell.
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