	Adept

Hit Dice 1d8

Armour All (see below)

Swords and Axes only

Can cast 1 school of Adept spells at will, but may 

never use a particular variant more than once.

   The Adept is a class of character who has devoted his or her life to the study of a certain way of casting spells, insomuch that he can do so at will, with one drawback.  An Adept can only ever cast a particular version of a spell once, never again.  This of course necessitates that the player keep track of each spell they make over the character's lifetime.  

   With each Adept type comes a favourite colour, blue for singsong spellcasters, white for mystic rune makers, etc.  Thus they are called by their colours, Blue Adept, Red Adept, and so forth.  Their favoured colour is always evident, because whenever the Adept has any say in the matter, they will only wear that colour.  This extends to armour and any other accoutrements.  The Adept will be even more satisfied if he can have weapons of that colour, or at least decorated in that colour.  A Translucent Adept will always be on the lookout for that Glasssteel sword.

   Each Adept school also has a diametrically opposed school.  The schools don't necessarily have any enmity between them, but they are completely unable to help or assist each other in any way magically.  And they also have a great distaste for that particular colour, thus a White Adept often tries to live in very cold climates where greenery does not grow, and a Red Adept might try to live underground where he cannot see the blue sky.  Diametrically opposed Adepts will always immediately recognize each other as such.  See the diagram at left to see which schools are opposed to one another.

    There are three main kinds of Adepts, the spellcasters create spells, the makers create potions, amulets and the like, the animators can animate a specific type of thing.  Orange can animate plants, Translucent can animate water, etc.

    An Adept can only use swords and axes in combat.  This extends to variants such as halberds, throwing axes and claymores, provided they are proficient in their use.  Daggers and knives do not fit in the category of swords and axes.  An Adept cannot specialize in any weaponry.

Spell Creation

    Each spell, animation or item that an Adept creates is made of several elements.   The Adept assigns a certain number of points to each element, more if he wants to make that particular element stronger.  Each spell's points must add up to an amount the caster can use.  For instance, a Grey Adept can only create 20 point, 10 point, 5 point and 2 point spells.  The Adept cannot cast a spell that uses the same
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Adept Level chart

	
	Level
	Hit Bonus
	Reflex
	Fortitude
	Will

	
	1
	+1
	+0
	+0
	+2

	
	2
	+2
	+0
	+0
	+3

	
	3
	+3
	+1
	+1
	+3

	
	4
	+4
	+1
	+1
	+4

	
	5
	+5
	+1
	+1
	+4

	
	6
	+6/+1
	+2
	+2
	+5

	
	7
	+7/+2
	+2
	+2
	+5

	
	8
	+8/+3
	+2
	+2
	+6

	
	9
	+9/+4
	+3
	+3
	+6

	
	10
	+10/+5
	+3
	+3
	+7

	
	11
	+11/+6/+1
	+3
	+3
	+7

	
	12
	+12/+7/+2
	+4
	+4
	+8

	
	13
	+13/+8/+3
	+4
	+4
	+8

	
	14
	+14/+9/+4
	+4
	+4
	+9

	
	15
	+15/+10/+5
	+5
	+5
	+9

	
	16
	+16/+11/+6/+1
	+5
	+5
	 +10

	
	17
	+17/+12/+7/+2
	+5
	+5
	 +10

	
	18
	+18/+13/+8/+3
	+6
	+6
	 +11

	
	19
	+19/+14/+9/+4
	+6
	+6
	 +11

	
	20
	+20/+15/+10/+5
	+6
	+6
	 +12

	
	The Adept Wheel
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amount of points in each element as one he has already cast.  An Adept should always have some spells created in advance, because having to create one on your feet can cost your life.  On the other hand, the Adept should also always be ready to make a spell on only a moment's notice.  This is the true power and flexibility of Adepts.

    There may actually be more Adepts in the World than are mentioned here, new types are popping up every decade or so and old varieties sometimes die off, their arts lost to history. We only include those that are currently known.

    The following pages detail the methods which each Adept uses to create his spells, the first page detailing the basics for all of them, and the succeeding pages going into detail for each Adept and specific abilities.


ADEPT SPELLS

Table A: Point costs for Adept Spell Effects.
	Level
	A
	B
	C
	D
	E
	F
	G
	H
	I

	
	Distance
	Dice
	Duration
	Mass Manipulations
	Mult.
	Other
	
	

	-3
	8pt/12'
	16pt/d4
	16 pt/1rd
	2 pt/1
	6 pt/1
	40 pt x2
	28 pt/+1
	3 pt/2
	5 pt/1

	-2
	8pt/14'
	12pt/d4
	12 pt/1rd
	1 pt/1
	4 pt/1
	32 pt x2
	24 pt/+1
	1 pt/1
	4 pt/1

	-1
	8pt/16'
	12pt/d6
	8 pt/1rd
	1 pt/2
	3 pt/1
	28 pt x2
	20 pt/+1
	2 pt/3
	3 pt/1

	0
	8pt/18'
	8pt/d4
	6 pt/1rd
	1 pt/3
	2 pt/1
	24 pt x2
	16 pt/+1
	1 pt/2
	2 pt/1

	1
	4pt/10'
	8pt/d6
	4 pt/1rd
	1 pt/4
	3 pt/2
	20 pt x2
	12 pt/+1
	2 pt/5
	1 pt/1

	2
	4pt/12'
	8pt/d8
	6 pt/2rd
	1 pt/6
	4 pt/3
	16 pt x2
	10 pt/+1
	1 pt/3
	2 pt/3

	3
	4pt/14'
	8pt/d10
	6 pt/3 rd
	1 pt/8
	1 pt/1
	14 pt x2
	8 pt/+1
	1 pt/4
	1 pt/2

	4
	4pt/16'
	4pt/d6
	4 pt/3 rd
	1 pt/10
	2 pt/3
	12 pt x2
	6 pt/+1
	1 pt/5
	2 pt/5

	5
	4pt/18'
	4pt/d8
	6 pt/5rd
	1 pt/12
	1 pt/2
	10 pt x2
	5 pt/+1
	1 pt/6
	1 pt/3

	6
	2pt/10'
	4pt/d10
	4 pt/4rd
	1 pt/15
	1 pt/3
	8 pt x2
	8 pt/+2
	1 pt/8
	2 pt/5

	7
	2pt/12'
	2pt/d6
	4 pt/5rd
	1 pt/20
	1 pt/4
	6 pt x2
	6 pt/+2
	1 pt/10
	1 pt/7

	8
	2pt/14'
	2pt/d8
	3 pt/4rd
	1 pt/25
	1 pt/5
	5 pt x2
	6 pt/+3
	1 pt/12
	1 pt/10

	9
	2pt/16'
	2pt/d10
	2 pt/3 rd
	1 pt/30
	1 pt/6
	4 pt x2
	4 pt/+2
	1 pt/15
	1 pt/12

	10
	2pt/18'
	1pt/d6
	3 pt/5rd
	1 pt/38
	1 pt/8
	7 pt x3
	5 pt/+3
	1 pt/20
	1 pt/15

	11
	1pt/10'
	1pt/d8
	4 pt/7rd
	1 pt/48
	1 pt/9
	6 pt x3
	4 pt/+3
	1 pt/25
	1 pt/22

	12
	1pt/12'
	1pt/d10
	3 pt/6rd
	1 pt/60
	1 pt/12
	5 pt x3
	5 pt/+4
	1 pt/30
	1 pt/30

	13
	1pt/14'
	1pt/d12
	2 pt/4rd
	1 pt/74
	1 pt/14
	4 pt x3
	4 pt/+4
	1 pt/38
	1 pt/40

	14
	1pt/16'
	1pt/2d6
	3 pt/7rd
	1 pt/90
	1 pt/17
	7 pt x4
	3 pt/+4
	1 pt/48
	1 pt/54

	15
	1pt/18'
	1pt/2d8
	2 pt/5rd
	1 pt/110
	1 pt/20
	6 pt x4
	4 pt/+6
	1 pt/60
	1 pt/70

	16
	1pt/20'
	1pt/4d4
	3 pt/8rd
	1 pt/134
	1 pt/24
	5 pt x4
	3 pt/+5
	1 pt/74
	1 pt/90

	17
	1pt/24'
	1pt/3d6
	2 pt/6rd
	1 pt/160
	1 pt/28
	4 pt x4
	4 pt/+7
	1 pt/90
	1 pt/125

	18
	1pt/28'
	1pt/2d10
	3 pt/10rd
	1 pt/190
	1 pt/33
	7 pt x5
	3 pt/+6
	1 pt/110
	1 pt/170

	19
	1pt/32'
	1pt/5d4
	2 pt/7rd
	1 pt/224
	1 pt/38
	6 pt x5
	2 pt/+5
	1 pt/134
	1 pt/225

	20
	1pt/36'
	1pt/4d6
	3 pt/11rd
	1 pt/270
	1 pt/44
	5 pt x5
	3 pt/+8
	1 pt/160
	1 pt/300

	Spell Range: Range specifies where the spell's target point is.  Use Column A to calculate points for spell range.  For a touch range, the caster gains an extra 8 pts to use in the spell, but the target must be touched by the caster, requiring a successful roll to hit against the target. Touch spells will not be used unless the caster makes a successful hit.  A touch spell may not have an area of effect.  0 feet of range (usually for area of effects originating at caster) costs nothing.

Area Of Effect:  The area of effect can be single target (no point cost) or any of the following.  A Sphere area of effect is a spherical area around the spell's target point. The diameter of said sphere can be calculated with the use of Column A.  A Cone area of effect is a cone shape starting where the spell's target point is and continuing in a direction specified by the caster.  The maximum width and length of the cone are equal and determined by Column A.  The base width of the cone is a #of feet equal to the caster's level.  The third type of area of effect is the wall.  The height and width of the wall are up to double the distance specified with Column A, with a depth in feet equivalent to the caster's level.  Everything in any of these area of effects will be affected by the spell.


	Duration: Use Column C to determine the spell's duration.  Only certain effects can have durations attached to them, and some effects will have special durations.  Instantaneous is always 0 cost.
Saving Throws: This governs what kind of saving throw, if any, the affected targets need to make.  Without applying any points to this area, the target gets a standard save vs. spell to negate the effect.  For a cost of 4pts, the target will save vs. spell for 1/2 effect.  For a cost of 8 pts, the target will get no save at all vs. the spell's effects.  If the target gets an automatic save vs. the spell (i.e., the spell may ONLY be cast on willing targets, conscious or not.) then the caster gains an extra 4 pts to use in the spell.

Note:  A spell cannot have conflicting/multiple durations, saves, ranges or area of effects/targets.  Also, the total amount of extra points gained through automatic save and touch range can never exceed the total point cost of the spell itself.  For example, a 2 point spell that uses touch range only gets 2 extra points, for a total of 4 points.  A 10 point spell that uses touch range and automatic save would only get 10 points extra, instead of the full 12.

	GREY ADEPT

      The Grey Adept is perhaps the most combat-oriented of all the Adepts, excelling in temporary and permanent enchantments on weaponry and several types of combat spell effects.   Their spells are cast through gesticulation of the hands and arms/wrists.  A Grey Adept cannot cast his spells if his hands are bound.  

     Grey Adepts are diametrically opposed to Purple Adepts and cannot ever aid one magically.  Grey Adepts also have a distaste for the colour purple.

     The Prime Requisite for this class is Wisdom, which must be a 12 or more. Their element is Air.

     Since the favourite colour for a Grey Adept is Grey (what a shock!) they find it quite easy to find what they say is fashionable armour or weaponry.  Most of it is grey… a kind of steel grey, but grey nonetheless.   

     Grey Adepts may create 2, 5, 10 or 20 point spells.  This gives them fairly flexible when it comes to making spells.  Unfortunately, they have a fairly narrow range of effects that they can create, largely focused around combat, enchantments, levitation and the creation of illusions and magical matter.

Levitation: A Grey Adept may levitate other matter, using  Column D with a 1 level bonus to calculate the maximum weight in pounds the spell may bear.  Use Column D again with a  2 level bonus to calculate the maximum feet per round the Adept may move it.  This effect requires a Duration.

Illusions: Using solid air and other Grey Adept tricks, illusions may be crafted with varying amounts of believability.  Use Column I to calculate the cubic feet of visual illusion the spell can show.  Use Column G to calculate how many human's worth of sound the spell can create.  Use Column G to determine how many pounds worth of substance the spell can change the taste and consistency of.  By doubling the amount of points the spell uses for area of effect, the spell can create the illusion of smell within that area.  Use Column I with a 3 level penalty to calculate the amount of solid matter that the spell may add to a visual illusion.  If solid matter is used, no amount of disbelieving will make it go away.  But, any damage incurred by the illusion may be saved against normally (if a save is allowed.)  Once the save has been made successfully, all further damage is automatically saved against.  The things created with illusion may only be static illusions.  A realistic looking large ogre may be created, but it will not be able to react to it's surroundings.  The caster may command it to stand and scratch it's head when the illusion is created, but the caster cannot tell it to change it's actions after the spell has been cast.  Thus a babbling brook or a roomful of dancers can be emulated.  Saving throws against the illusion (if they are allowed) are only made if the viewer (listener) has any reason to think to disbelieve it.  The Adept may craft illusions that can change their behavior as the caster sees fit, but it requires 4 times as many points for each element of the illusion.  All Grey Adept illusions require a duration.  In all cases, the illusions crafted by this spell are confined to the area of effect created by this spell.  

Creating Matter: A Grey Adept can create solid, non morphic matter using Column E with one bonus level to determine the quantity in cubic inches.  Matter created in 
	this manner is permanent and solid, it cannot be a liquid, gas or plasma.  It may resemble stone, cloth, steel, wood or any other basic and common substance.  The caster must spend an amount of time specified by the DM shaping the substance into the required item.  One round for something basic and simple like a rock, two rounds for a specific shape like a chair or staff, four rounds for something with special properties like a sword (sharp edge), ten rounds for an item with moving parts or an item with imbued magical properties like levitation.  The duration on magical properties imbued in a created object is permanent. For effects attached to created objects, the cost is four times normal, except levitation, temperature change, clean air, and damage protections.  Damage Protections still run out as normal, but until they are used up, will last indefinitely.  A sword created in this way with magical properties will require 14 rounds to create because of both the sharp edge and the magic imbued in it.  Points must be spent on the magical properties in addition to the creation of the object.  For an extra 4pts, the Adept can add a switch, which will allow the effect imbued in the item to be toggled on and off with a command word.  The Adept can also create a morphic item.  This object takes on a specific consistency, colour, and hardness when the Adept creates it that will always remain the same, but when he wishes it, it can become like soft clay and the Adept may remold it into any single shape he or she wishes at which time it returns to it's original properties, but in a new shape.  It cannot have a very sharp edge, as the substance will not break or otherwise come apart and therefore cannot be sharpened.  A dispel magic or similar spell will completely destroy the substance.  The reshaping of the object can take anywhere from 1 round to 10 rounds, depending on the complexity of the object being formed and the original shape of the object.  Creating morphic matter costs 4 times as much as creating regular matter.  The morphic matter takes twice as long to mold into it's original shape as a regular creation would.  The morphic matter may also have magical effects imbued in it in the same manner that nonmorphic matter may.  The area of effect of any create spell is always the amount of cubic inches of matter created.  Duration is permanent unless specified otherwise.  

Haste: Use Column F to determine the point cost of the haste and the multiplier to be used.  Each time the point cost is doubled, the multiplier can be increased by 1.  Consult Table B to determine the effects.  While a haste is in effect, multiply the affected character's movement rate by the multiplier used.  Someone under influence of even the most minimal version of this effect can run very fast.  When the spell is over, the affected characters should make a system shock roll or take an amount of damage equal to the number of rounds the effect lasted because of the terrible toll this increase in metabolism takes on the body.  This effect requires a duration.

Table B: Haste effects by multiplier

	
	Multiplier
	AC

Adjust
	Dex Adjust
	Extra Attacks/rd
	Initiative Bonus

	
	X2
	-1
	1
	1
	+1

	
	X3
	-2
	1
	3/2
	+2

	
	X4
	-3
	2
	2
	+3

	
	X5
	-4
	2
	5/2
	+4

	
	X6
	-5
	3
	3
	+5

	
	X7
	-6
	3
	7/2
	+6

	
	X8
	-7
	4
	4
	+7

	
	X9
	-8
	4
	5
	+8

	
	

	Temperature Change: Use Column E with a three level penalty to determine how many degrees Fahrenheit of temperature change the spell causes.  Temperature change may be gradual or instantaneous.  If attached to a created item, this effect acts as air conditioning, changing the normal temperature towards the desired temperature up to a maximum of this amount.  This effect otherwise requires a duration.

Dispel Magic: Use Column G to determine at what caster level the dispel magic will effectually be.  Use standard dispel magic tables otherwise.  The duration for this is always instantaneous.

Healing: Use Column B at 1 level penalty to determine the cost of healing for a single target.  If the healing spell uses an area of effect, use Column B at 1 level penalty and double the cost to determine the amount of healing effected.  The duration for this is always instantaneous.

Damage Spells: There are four different types of damage the Grey Adept can cause.  Fire damage can be calculated using Column B at a 2 level penalty.  Crushing damage can be calculated by using Column B at a 1 level penalty.  Cold or Ice damage can be calculated using Column B with no penalty.  Electric or Lightning damage can be calculated by using Column B with a 2 level bonus.  The duration for damage spells are always instantaneous, unless the caster uses the touch range and single target, then a duration is required.  In such a case, the damage gets a 1 level bonus and is dealt only once, the first time during the specified duration that the Adept strikes the target.  Unlike other Adepts, the Grey Adept can choose to channel this through a weapon.  When the weapon strikes, it deals its normal damage with no save, but if the spell has a saving throw attached to it, the target gets a save vs. the rest of it. 

Wind:  The Grey Adept can enhance or calm the amount of wind in a given area by multiples.  Use Column F with a  3 level bonus to determine how much a specified multiple will cost.  By doubling the amount spent, the multiplier can be increased by one.  The Adept can choose to use the multiplier to enhance the wind by that factor, or calm the wind by that factor.  What effects this will have should be determined by the DM.  This effect can use a duration, or can be instantaneous, extinguishing candles, blowing off hats, etc.

Protection:  The Grey Adept can offer several types of magical protection.  Damage protections can be cast in two ways: on a single target, or with an area of effect.  With single target, a shimmering layer appears over the target that absorbs damage from the specified damage type while other types of damage pass right through. With an area of effect, the effect creates a shimmering layer in a sphere, wall or cone around the intended targets to protect, or around the targets the caster wishes to protect against.  The protection layer can be walked through easily.  Protection from Fire, Lightning, Cold or Air can be calculated by using Column G to determine how many dice of damage is protected against.  Protection from any of the other basic elements or damage types can be calculated by using Column G to determine how many points of damage is protected against.  Once the shimmering layer has taken the
	maximum amount of damage from that damage type, it immediately dissipates.  Any excess damage will flow freely through to the target.  The Adept can also protect vs. detection.  The cost for this is calculated using Column G with a 2 level penalty to specify how many points of anti-detection the spell has.  Invisibility costs three anti-detection points, silence costs two.  Proof against smell costs one point.  Intangibility costs six.  This effect requires a duration.  And finally, the Adept can protect vs. scrying, which costs the same as normal protection vs. detection, but it will only work against magical scrying.  If protection vs. scrying or protection Vs detection is attached to a created item, the point cost for this protection is quadrupled.

Clean Air: The Adept can create a bubble of pure, breathable air contained by the area of effect.  This allows the Adept to be underwater and still be able to breathe, clear out poison gasses or keep himself from getting wet when it rains.  The bubble will keep out all gasses and liquids, excepting those that turn to solids at room temperature.  This effect does not allow the Adept to in any way levitate himself, that must be added to this spell specifically if he wishes it.  Furthermore, this effect will not keep any solid objects (or creatures!) from coming through.  Therefore, if the Adept were to use this and go underwater, he would be able to swim around it, or with his head in it and breathe, but would have to otherwise be swimming in the water.  This spell requires a duration.  If no area of effect is used with this spell, then a single target will feel the effects of it in his or her respiratory system, and not need to breathe normally for the duration.  The Adept will move the bubble with him, for unless there is a range attached to it, the bubble will follow the Adept around, keeping at least his head in it.  If the Adept concentrates, he can move the bubble around within it's specified range.  A0 foot range will allow the Adept to move it around, so long as it is encompassing his head.  The point cost for this spell is triple the cost for the area of effect, or if there is only one target, triple the cost of the duration.

Armour Bonus: Use Column G to determine the cost of bonuses to AC.  This effect requires a duration. 

Attack Bonus: Use Column G with one bonus level to determine the cost of bonuses to attack.  This effect requires a duration.

Hit Point Bonus: Use Column G with three bonus levels to determine the cost of phantom hit points.  If the recipient sustains damage while the spell is in effect, the damage should be subtracted from his or her phantom hit points first.  This effect requires a duration.  If this effect is attached to a created object, the cost for this bonus is four times normal.

Pressure: Use Column D to determine the pounds of pressure created by this effect.  If the duration is instantaneous then the total pounds of pressure is doubled.  This effect requires an area of effect.


	BLUE ADEPT
     The Blue Adept has been called the most powerful of Adepts, not because of the many effects they can use, which are certainly considerable, though the Black and Red can both use more, but because of the minimal costs for their very powerful effects.  The Blue Adept casts his spells using a singsong rhyme for each.  If the Adept is unable to speak or sing, such as if they were gagged or a silence spell cast on them, they will be unable to cast spells.  

     A Blue Adept's Prime Requisite is Intelligence, which must be at least 12.

     All Blue Adepts have an animal empathy.  This feeling is scaled with the size of the animal encountered, a cricket having a bad day would give the Adept a nagging twinge, whereas an elephant with a broken leg would have the Adept almost limping.  This empathy is only for natural, nonsapient animals.  At fourth level, a Blue Adept can communicate to animals easily.  At ninth level, they can understand animal forms of communication if the Adept is being addressed by the animal.

   Blue Adepts are natural musicians.  All Blue Adepts will have a skill in some form of music, as this is a required proficiency.  Blue Adepts are diametrically opposed to Red Adepts and cannot ever aid one magically.  Blue Adepts also have a distaste for the colour red.

     A Blue Adept can cast 20 pt, 5pt, 2pt and 1pt spells.

Teleportation: A Blue Adept can teleport accurately to any single location they have studied for this purpose, provided they can supply the necessary points for the travel.  The point cost for this effect is calculated by using Column D to determine the range in miles of the teleport, Column D again to determine the weight in pounds that the Adept is teleporting.  In order to teleport more than just the Adept (who always goes, even if there is insufficient weight to send all affected by the spell, assuming the spell could take him), they must be touching the Adept or within the area of effect of the spell. There is a percent chance equal to the amount of spell points used that the spell will malfunction, sending the entire group to the wrong place or perhaps directly inside a large boulder.  The teleport is instantaneous, but every round the Adept spends beforehand to prepare will lower the chance for error by 1 percent, to a maximum of 0%, thus making the teleport a much less risky proposition.

Sustenance: Using this effect, the Adept can cause himself or any number of targets (so long as they fit in the area of effect, that is) to be able to go without food and water, rest, or even oxygen for extended periods of time.  To calculate the number of hours the spell will sustain without food and water, use Column E with a 4 level penalty.  For the number of hours it will sustain without rest, use Column G with a 2 level bonus.  For the number of hours it will sustain without oxygen use Column G with a  3 level penalty.  While a character is sustained without food and water the character does not feel the pangs of hunger, and at the expiration of the spell, feels as if they had just finished eating a moderate meal.  While sustained without rest the recipient does not feel the pains of exertion, and can work, walk, or even run the entire duration.  While a character is sustained without oxygen, he does not feel the natural urge to breathe and does not feel out of breath for the duration of the spell.  The durations for this spell are built in, and do not need to be calculated normally.
	Charm: With this effect, the target of the spell will feel inclined to want to do anything the caster asks.  Saving Throws apply upon the first casting of this spell, and each time the caster asks the target to do something that would be against it's nature.  If the saving throw succeeds, the spell is broken, otherwise the target will do whatever deed it was after a single round of being stunned by being asked to do such a thing.  While under the influence of this spell, the target will not want to harm the caster unless the caster or his party members try to harm the target, at which point the spell will be broken.  The cost for this spell is determined by Table G to find out how strong the charm is.  The strength of the charm determines the saving throw the target gets.  A 1 will give the target a standard saving throw, but for every point above 1, the spell inflicts 1 point penalty to the target's saving throw.  This effect can only be cast on a single target.

Force:  The Blue Adept can use force to push objects around, or even levitate them.  Determine how many pounds of force the spell creates by using Column E.  This is how much constant force the spell will be able to exert within it's area of effect or on the single target for the duration of the spell.  If the caster can exert 25% of the weight of the target in force, he can push it at a movement rate of 1.  For every extra 25%, the movement rate increases by 1.  In order to make an object levitate, an amount of force equal to the weight of the target must be exerted, effectively subtracting that weight from the total poundage of force created, but the movement rate now increases by 2 instead of by one for each 25% of the weight of the target, so long as it is in the air.

Animate:  The Blue Adept can animate flexible materials or objects that are jointed, such as a mannequin.  The cost for this can be calculated by using Column G to find out how many pounds of matter can be animated.  The animated object will then respond to the direct commands of the caster as well as it can.  The animated construct cannot wield or carry anything that is more than one quarter it's own weight if it is jointed, or one eighth it's own weight if it is created from a flexible material but can drag up to twice it's own weight in any case.  The spell can give it permanency by quadrupling the points required.  The spell can give it free will and permanency by using 8 times the points required.  If the construct is given free will, it will have an intelligence equal to half the caster's level when the spell was cast.  Effects may not be bound to a permanently animated construct.

Detect Illusions: A Blue Adept can use this effect to allow himself, or anyone within the area of effect to be able to see through illusions.  For the duration of the spell, the recipients of this effect can see through any illusions cast by a spell caster who was equal to or lower in level than a number obtained from Column G.

Summon: This effect allows the Blue Adept to summon into their hand (or immediate area) an object within the range of the spell that fits the description the Blue Adept creates.  The summoned object may not be a sentient creature.  The cost of this spell is calculated with Table E at a penalty of 4 levels to determine the maximum weight of the object in pounds, and Table G to determine the maximum range in miles at which the object may be summoned.  Duration is instantaneous.
Hit Point Bonus: Use Column G to determine the cost of phantom hit points.  If the recipient sustains damage while the spell is in effect, the damage should be subtracted from his or her phantom hit points first.  This effect requires duration.

Armour Bonus: Use Column G with a 2 level penalty to determine the cost of bonuses to AC.  This requires duration.

	Ability Score Adjustment: This effect allows the caster to adjust any of the target's ability scores up or down.  The amount is determined on Column G at a 2 level penalty, and it takes twice as many levels as normal to increase proficiency in this ability.  For example, a first level and second level Blue Adept would both use level -1 to determine cost, and a eleventh or twelfth level character would use level 4 to determine cost.  This effect requires a duration, and must be single target only.

Dispel Magic: Use Column G to determine at what caster level the dispel magic will effectually be.  Use standard dispel magic tables otherwise.  Duration is instantaneous.

Protection:  The Blue Adept can offer several types of magical protection.  Damage protections can be cast in two ways: on a single target, or with an area of effect.  With single target, a shimmering layer appears over the target that absorbs damage from the specified damage type while other types of damage pass right through. With an area of effect, the effect creates a shimmering layer in a sphere, wall or cone around the intended targets to protect, or around the targets the caster wishes to protect against.  The protection layer can be walked through easily.  Protection from any of the basic elements or damage types can be calculated by using Column G to determine how many points of damage is protected against.  Once the shimmering layer has taken the maximum amount of damage, it immediately dissipates.  Any excess damage will flow freely through to the target.  The Adept can also protect against detection.  The cost for this is calculated using Column G with a 1 level penalty to specify how many points of anti-detection the spell has.  Invisibility costs three anti-detection points, Silence costs two.  Proof against smell costs one point.  Intangibility costs six.  This effect requires a duration.  And finally, the Adept can protect against magical forms of scrying, costing the same as normal protection vs. detection, but it will only work against magical scrying.

Haste: Use Column F with a 3 level penalty to determine the point cost of the haste and the multiplier to be used.  Each time the point cost is doubled, the multiplier can be increased by 1.  Consult Table B to determine the effects.  While a haste is in effect, multiply the affected character's movement rate by the multiplier used.  Someone under the influence of even the most minimal version of this effect can run very fast.  When the spell is over, the affected characters should make a system shock roll or take an amount of damage equal to the number of rounds the effect lasted because of the terrible toll this increase in metabolism takes on the body.  This effect requires a duration.  Slow is the reverse of this effect.  The cost is the same and the effect is reversed… at X2 halving movement rates, raising AC by 1, lowering Dex by 1 and giving an initiative Penalty of 1.  The Attacks work similarly, but they are subtracted from the target's normal attacks.  The target will always get at least one attack every two rounds though (unless the target had less to begin with).
Table B: Haste effects by multiplier
	Polymorph:  This effect will allow the caster to polymorph one or multiple targets into another type of creature.  The Adept can only shape change a natural animal or humanoid into another natural animal or humanoid.  It is not possible for the caster to polymorph into a dragon or a tree.  To figure out the cost of this effect, use Column G at a 3 level penalty, and it takes twice as many levels as normal to increase proficiency in this ability.  For example, a first level and second level Blue Adept would both use level -1 to determine cost, and a eleventh or twelfth level character would use level 4 to determine cost.  This number indicates the amount of targets the caster may polymorph.  The caster can use normal duration for this spell, or at double the cost of the polymorph, may make the spell permanent.  In order to change back, if the caster permanently polymorphed into another shape, the caster must cast another spell.  Fortunately by the time a Blue Adept can formulate a permanent polymorph, at 4th level, the caster will be able to speak the language of the creature he intends to polymorph into.

Creating Matter: A Blue Adept can create solid, non morphic matter using Column E to determine the quantity in cubic inches.  Matter created in this manner is permanent and solid, it cannot be a liquid, gas or plasma.  It may resemble stone, cloth, steel, wood or any other basic and common substance.  The caster must spend an amount of time specified by the DM shaping the substance into the required item.  One round for something basic and simple like a rock, two rounds for a specific shape like a chair or staff, four rounds for something with special properties like a sword (sharp edge), ten rounds for an item with moving parts or an item with imbued magical properties like levitation.  The duration on magical properties imbued with a created object is permanent. For effects attached to created objects, the cost is four times normal, except damage protections.  Damage protections still run out as normal, but until they are used up, will last indefinitely.  A sword created in this way with magical properties will require 14 rounds to create because of both the sharp edge and the magic imbued in it.  Points must be spent on the magical properties in addition to the creation of the object.  For an extra 4pts, the Adept can add a switch, which will allow the effect imbued in the item to be toggled on and off with a command word.  A dispel magic or similar spell will completely destroy the substance. The area of effect of any create spell is always the amount of cubic inches of matter created.  Duration is permanent unless specified otherwise.  

Damage Spells: There are four different types of damage the Blue Adept can cause.  Fire damage can be calculated using Column B at a 1 level penalty.  Crushing damage can be calculated by using Column B at a 1 level penalty.  Cold or Ice damage can be calculated using Column B with a 2 level penalty.  Electric or Lightning damage can be calculated by using Column B with a 2 level penalty.  The duration for damage spells are always instantaneous, unless the caster uses the touch range and single target, then a duration is required.  In such a case, the damage gets a 1 level bonus and is dealt only once, the first time during the specified duration that the Adept strikes the target. 

Healing: Use Column B to determine the cost of healing for a single target.  If the healing spell uses an area of effect, use Column B at 1 level penalty and double the cost to determine the amount of healing effected.  The duration for this is always instantaneous.

	Multiplier
	AC

Adjust
	Dex Adjust
	Extra Attacks/rd
	Initiative Bonus
	

	X2
	-1
	1
	1
	+1
	

	X3
	-2
	1
	3/2
	+2
	

	X4
	-3
	2
	2
	+3
	

	X5
	-4
	2
	5/2
	+4
	

	X6
	-5
	3
	3
	+5
	

	X7
	-6
	3
	7/2
	+6
	

	X8
	-7
	4
	4
	+7
	

	X9
	-8
	4
	5
	+8
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