SPIRITS AND OTHER PLANES

The Other Planes Of Existence
There are different planes of existence that are accessible to certain psionic practitioners, the magically active, and scientists. Access may be through psychic/magic phenomena or, in some cases, through technological devices. Psychic/magic practitioners appear to be able to access all the planes, whereas technological devices generally are only able to access parallel or alternate reality universes.

THE ASTRAL PLANE

Description:
The astral plane is one that is only accessible by psychic/magic means. This plane is like a veil surrounding all the other planes. While not necessarily easy, a person can find passages or gates on the astral plane that provide access to another plane or parallel universe. The astral plane is sometimes called the etheric plane or the plane of shadows. 

The astral plane has been described as the negative of the physical plane’s color photograph. This is an oversimplification, as this implies a plane of black and white. While the astral plane is frequently black and white in appearance, when colors appear on the astral plane, the are more vivid and bright than any seen on the physical plane.

A person on the astral plane is slightly displaced from the physical world; normally, he cannot be seen, heard, or physically interact with the physical world. Conversely, he can interact with the “real” plane that is closest in that he can see and hear what is going on in the physical location analogous to his astral location. He can also affect the physical plane with psionics or magic. More powerful psychic/magic practitioners can manifest an image on the physical plane that can be seen and heard by the mundane inhabitants.

In a sense, the person is a ghostly presence, and he can pass through walls, ceilings, and floors (although this can cause disorientation). Movement on the astral plane is as simple as willing oneself to move, and is not restricted to two dimensions; astral travelers can “fly” by willing it. Movement is also very fast on the astral plane. If a traveler wills it, he may fly at supersonic speeds; the more adept can simply relocate to anywhere on a planet by willing it.

Accessing the Astral Plane:
Occasionally, mundane people can access the astral plane. This usually occurs in a dream, and the person usually leaves when the dream ends or he awakens. Normally only psychic/magical adepts can enter the astral plane through use of the psychic talents related to astral travel or through a spell of astral travel. Usually, only the spirit-self of the person travels to the astral plane, leaving the body wherever it was on the physical plane when the person went astral. Note that there are astral beings, astral weather, and other traveling people/creatures who may not be friendly. Any damage taken on the astral plane to the traveler also manifests itself as damage to the physical body. Usually, when damage is taken or a situation turns bad, the spirit-self can instantly snap out of the astral plane and return to the physical body.

Psychic/magic practitioners can see into the astral plane at will if the practitioner has the requisite psychic talents or by spell. This is called assensing and allows those so talented to see astral beings, including travelers from his own plane.

Some gate type spells allow a person to physically enter the astral plane. In this case, there is no separation of the physical and spirit aspects of the person. This means that if danger is encountered, the traveler cannot snap back to his body on the physical plane. Another gate would have to be created to the physical plane, a difficult undertaking when danger is threatening.

Inhabitants:
Astral beings, usually called spirits, inhabit the astral plane. Whether these beings are spirits, ghosts, or just alien life forms has not been established. However, ghostly activity on the physical plane is usually the work of one or more of these spirits. 

Spirits do not seem to reside nearby the physical plane; if they reside on the astral plane, their dwelling places are far removed from human activities and remain hidden from prying eyes. Spirits are generally encountered as travelers themselves, and human speculation is that the spirits may be journeying from the netherworlds or parallel universes where they reside. Spirits may be benign, neutral, or antagonistic, depending on the particular spirit encountered. Spirits often appear alien or enigmatic, and their goals and motivations may be difficult or impossible to understand. Spirits range from inconsequential power (who scurry away from anyone encountered) to the very powerful (from whom other travelers may wish to scurry away).

While not inhabitants, other travelers may be met on the astral plane. These travelers could be spirits or beings very similar to the characters; persons from alternate worlds will also travel the planes. Note that these persons will likely be psychic/magic adepts.




THE HIGHER/LOWER PLANES

Description:
The higher and lower planes appear to be some sort of mirror planes to the physical plane. This mirroring means that an event on one plane will reflect and occur on another. These planes are differentiated by their effect on the physical plane. The higher planes are more difficult to travel to, but actions taken on these planes can have a quick and powerful impact on the physical plane. The lower planes do not seem to impact the physical plane, but rather appear to be impacted by events on it.

These planes seem to be similar to parallel universes; but, while these planes appear to be like the physical plane, there are distortions. Physics and other rules may not be the same on these planes as on the physical plane. Weirdness can abound in the physical descriptions of places and events on these planes. From the GM’s standpoint, these are the hardest planes to set adventures on, and are most useful to see the impacts of actions; some think that precognition is really accessing these planes to see the possibilities of actions taken.

Accessing The Higher/Lower Planes:
The higher and lower planes are accessible only from the astral plane. Once one travels to the astral, the higher or lower planes can be accessed by passage or gate. These passages and gates are hard to locate, and usually require a spirit guide to find them. Once on the higher or lower plane, the distorted environment may cause other issues for travelers. Travelers usually manifest as their physical self on these planes, but usually with some slight distortion perceptible. Also, the higher or lower a plane, the more difficult it is to journey there. The base target to travel to a plane should be 11 plus 5 for each plane higher or lower. That is, a plane 12 planes higher would have a target of 66 on the psychic/magic practitioner’s astral travel skill/spell ((11 plus (12 minus 1)) X 5 equals 66). Obviously, planes more distantly removed require travelers to make stops on intermediate planes (with potential for encounters and danger). 

Inhabitants:
The inhabitants of the higher and lower planes will appear to be distorted people in keeping with the physical representations of these planes. However, the distortion may not be physical (although that is certainly possible). Picture a plane where a tyrant on the physical plane is a paragon of virtue, or conversely where a saint from the physical plane is immensely evil on the higher or lower plane.

The inhabitants of these planes represent the gamut from good and friendly to evil and belligerent. However, being intelligent creatures, they may disguise their true intentions in order to mislead the unwary.

THE NETHERWORLDS

Description: 
The netherworlds are alternate planes of existence and can be anything. They can be like heaven, earth, hell, somewhere in between, or not like anything anyone has ever seen. The elemental “planes” are actually netherworlds. Netherworlds are like “pocket” universes. These universes may be small and chartable, as big as the physical universe, or even larger still. The physical netherworlds can be anything the GM desires, and the rules for each universe can also be anything the GM desires.

Typically, a netherworld is an idealized place for the netherworld’s concept. For example, the Happy Hunting Ground or Native American lore would conform to the idealized concept of the North American wilderness. Such a place might have no challenges (walk out the door and shoot breakfast, no problem) or it might only differ from its conceptual basis in having perpetual summer with precipitation happening only at night. A very similar place may be envisioned by people from other cultures, varying only slightly (or greatly) from one culture to another.

Thus, there are an infinite number of netherworlds. No one knows if netherworlds are created as the result of cultural beliefs or if cultural beliefs result from echoes of the netherworlds.

Accessing Netherworlds:
The netherworlds are accessible only from the astral plane. Once one travels to the astral, a specific netherworld can be accessed by passage or gate. These passages and gates are hard to locate, and usually require a spirit guide to find them. Frequently, the entrances to the netherworlds are guarded. The guardian may require the traveler to pass a test (like the riddles of the sphinx) or physically prevent the traveler from passing (requiring the traveler to defeat the guardian in battle to pass). Travelers typically manifest as idealized individuals of their species when on a netherworld.

Inhabitants:
The inhabitants of each netherworld are dictated by the netherworld’s concept. In the netherworld called Inferno, not surprisingly, the inhabitants are lost souls or demonic creatures straight from Dante’s Inferno. In the Happy Hunting Ground, the people would generally be pre-European invasion Native Americans, but the animals might be sapient too. Everything is up to the GM to determine.




PARALLEL WORLDS

Description: 
Parallel worlds are typically “what if” type places. These are worlds that are formed as the consequence of decision points in history. The basis of inter-dimensional theory is that alternate worlds are created like branches on a tree at each major decision point in history. Some planes might have no intelligent life, and others could have developed intelligent life other than man. The history, society, culture, and tech level will depend on where the branch points took place. This concept begins with one universe, but each time an event represents a branching, a new universe appears. Examples can be:
· What if the great extinction of the dinosaurs had not occurred?
· What if Alexander the Great had lived another 30 years and established a stable dynasty?
· What if Constantine had selected Mithraism instead of Christianity?
· What if the South had won the War Between the States?
· What if Germany had won World War II? 
Parallel worlds are very similar to each other physically (within their what ifs). The sun comes up at the same time each day on all the parallel worlds (unless the earth has stopped spinning). The physical terrain is generally the same (mountains, rivers, etc.). The only variances will be for nuclear war, human development, and so forth.

Accessing Parallel Worlds:
Parallel worlds can be access by psychic/magic practitioners from the astral plane. Those traveling by spirit only manifest a physical body on these worlds that would be essentially the same as their own physical body. Those traveling physically, of course, retain their normal body. 

Gates to parallel worlds (also called nexus points) can be also be opened directly from one world to another on the physical plane through psychic/magic means, natural events, or technological devices. Most gates are opened by magical means. Occasionally, natural phenomenon open gates, such as lightning strikes, tornadoes, and earthquakes. Note that while not a natural phenomenon or a technological device planned to open gates, nuclear explosions and other man-made high energy events may cause gates to open. Sometimes, people missing after such events have been transported to another universe. The energies involved apparently open holes in the walls that keep the various worlds separate. The destination in such events is not necessarily a timeline that is only slightly different from the person’s home timeline; a person from our timeline could end up on one where high tech was never invented. 

Interestingly, some societies on some parallel worlds have developed technological devices to travel to these worlds. Usually, they exploit resources from timelines where there are no sapient inhabitants, but an evil society could try to enslave another (think of Aztecs with twenty-first century technology gaining sacrifices by enslaving primitives from another timeline). These devices may vary from a vehicle to a hand carried projector. The travel may be by creating a field such that everything in the field is relocated to another world without a visual gate opening (typically in a vehicle which simply disappears when activated) or a gate is opened that may be stepped or driven through (the hand carried projector).

Nexus points fall into the following categories: fixed, random, technologically created, psychically/magically created, and those created by natural phenomena. Fixed nexus points are those nexus areas in a given dimension, which are geographically fixed. The Bermuda Triangle may be one such point on our earth. Fixed nexus points occur at the frequency of 1-6 per continent, 0-1 on large islands, 1-6 per ocean, and 0-1 per sea.

Due to the duration of nexus points, only a limited amount of mass can pass through per opening. On land, mass equal to a loaded pickup, or a loaded wagon and team, or 10 horses with riders will be able to pass through before it closes. At sea, nexus points are larger and last long enough to allow a ship of any size to pass through. Fixed nexus points will open at set intervals, usually at sunrise and sunset on specific days (at the new moon, full moon, the solstice, etc.), but occasionally will open at a non-regular interval if there is a large storm, earthquake, or explosion nearby. Fixed nexus points will usually (90%) open to the exact same location on a particular alternate plane, but sometimes (10%) will open to random geographic locations and or other planes than the one usually accessed. Fixed nexus points opened by natural phenomena function similarly to random nexus points 

Random nexus points have a base chance of occurring of .01% when a large storm, earthquake, or explosion occurs. The point will open for 10 seconds and then close 90% of the time. The other 10% are pulse points, which open a nexus point 1-100 times for 1-10 minutes duration each time. Random nexus points can open to any plane and any geographic location. The odds of a repetition of the given nexus opening to a certain plane and geographic location twice from the same entry point are very slim (use a 1 in 10,000 chance if feeling very generous).

Nexus points may be located by several means. The hardest way is to track down local legends of occurrences that could be explained by nexus travel and then search the areas for nexus points. Searching generally requires a psychic/magic practitioner who can use astral sight. Psychic/magic practitioners will also sense the opening of a nexus point if within intuition/psychic score kilometers of the nexus on a successful perception test. The best way to locate nexus points is with a Nexus Computron (NC), a device that combines the functions of a computer, GPS, inertial locater, and electro-magnetic field sensors. The NC is able to locate fixed points (and active random points) within 50 kilometers. The NC also has a complete library with data on all known (known to the builders) space-time continuums (parallel universes). Roll D100 to determine the percentage of knowledge of a given plane. The NC is voice programmable, voice operated, can relate date either visually or audibly, and can act as a translator and master teach for language, culture, and history/geography of known areas. NCs are used by highly advanced societies that have the technological means to travel inter-dimensionally with regularity, and getting one may not be easy if the character is not from such a society.

Inhabitants:
The inhabitants of parallel worlds are whatever the timeline supports. They could be human. They could be highly evolved dinosaurs. In some timelines, there might be no sapient life, with only animals present.

ASTRAL QUESTS:

The term “astral quest” is actually a bit of a misnomer. Astral quests are really journeys to the higher planes, lower planes, and/or the netherworlds. The term actually refers to the beginning point, as the astral plane must be accessed to reach the other planes. These quests are usually performed by psychic/magic practitioners, but a powerful practitioner could bring mundane companions along.

An astral quest may be for purposes of gaining information, influencing the inhabitants of the other plane, or trying to cause changes on the other plane that will resonate to the home plane. Information gathering and local inhabitant influencing may be performed on the higher or lower planes or on the netherworlds. This may be such as gathering information on a magic item or artifact, learning the true name of a spirit or person, or convincing the locals to not invade another plane/netherworld. 

Causing changes on the home plane requires accessing a higher plane and taking action that would reflect back to the physical plane. For example, traveling to a higher plane for the purpose of removing an enemy might require the people performing the quest to kill the enemy on the higher plane; the death of the enemy will be reflected eventually to the physical plane, where the enemy may die of other causes (usually accident related) rather than combat. The amount of time it takes for a change to reflect back to the physical plane will depend on the inverse of the distance the higher plane is from the home plane: the higher the plane, the fast it happens. The GM should use one year as the base time: events on a plane 365 times removed would reflect back in one day, while those on one 12 times removed would reflect back in one month.

SPIRITS

There are as many types of spirits as can be envisioned. There are elemental spirits (earth, air, fire, water – and in certain cultures, wood). There are nature spirits representing environments (desert, forest, prairie), individual natural things (spirits of specific trees or rocks), spirits of man (hearth and home spirits, for example), and ally spirits (spirits that seem willing to provide aid to humans). Somewhere out there are the spirits that may have been the gods of the ancient world, part ally, but with a need to be worshipped.

Then there are the malevolent spirits. These may just resent human intrusion onto their planes or they may be truly evil (as humans understand such things). The really evil ones may be the demons or devils of human mythology, or be really weird (Cthullu anyone?).

Spirits may appear to be human, near human, or totally alien. It is up to the GM to determine the appearance of any spirits encountered. Spirits have Force Ratings; these are somewhat analogous to character circles. However, the force rating of spirits is effectively unlimited (although a force higher than 6 would be rare, higher than 10 very rare, and higher than 15 exceedingly rare). Spirits greater than Force 0 may not be summoned unless the spirit’s true name is known.

Spirits need to be quantified for game play. Fortunately, despite the fact that they may appear different, they can be quantified with the same attributes as other creatures. The nature and power of the spirit will affect its attributes. Air spirits may be quick while earth spirits may be slow (for a spirit) but strong, for example. 

Spirits are typically intelligent creatures and may gain and improve skills. The spirit’s force level (or a portion of it) will be typically be added to its attributes. Spirits may have totally different skills that have no translation to human terms; generally however, skills that will be relevant from a game perspective, such as combat or psychic/spell powers will have human equivalents. Spirits have a default skill rank of 5 plus force rating in all pertinent skills; however, the GM may decide to raise or lower a skill rating.

When generating a spirit, determine the basic attributes using whatever character generation method preferred. Then, add the species modifications that follow. Most of these are given as +X +F or +.5F; add the number plus the spirit’s force or half of the spirit’s force. Spirits have an innate armor value in all categories equal to the species toughness modification. Spirit physical attack damage is 1d6 plus 1d6 per point of force plus 1d6 per point of strength bonus minus the size rating plus the strength bonus). Spirit hit points (or optionally, damage resistance) are calculated as for player characters except substitute Force Rating for Circle Rank. Finally, provide the spirit with spirit powers and skills. The following summarizes the “species” bonuses and powers of spirits of various types.


	[bookmark: _Toc106195627]Table 13-1
Spirit Stat Adjustment

	Type
	Strength
	Dexterity
	Agility
	Toughness
	Intelligence
	Willpower
	Intuition/Psychic
	Presence
	Size

	Elementals

	Air
	+9 +.5F
	+12 +F
	+12 +F
	+9 +.5F
	+6 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-4

	Earth
	+15 +F
	+9 +.5F
	+9 +.5F
	+15 +F
	+0 +.5F
	+9 +.5F
	+6+
.5F
	+0+.5F
	-4

	Fire
	+12 +.5F
	+12 +F
	+12 +F
	+12 +.5F
	+6 +.5F
	+6 +.5F
	+6+
.5F
	+9 +.5F
	-4

	Water
	+9 +F
	+12 +.5F
	+12 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-4

	Wood
	+9 +F
	+6 +.5F
	+6 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-4

	[bookmark: _Toc501723922][bookmark: _Toc109484561]Spirits of Man

	Ally
	+6 +.5F
	+9 +F
	+9 +F
	+9 +.5F
	+9 +F
	+9 +F
	+6+
.5F
	+6 +.5F
	0

	City
	+12 +.5F
	+12 +F
	+12 +F
	+12 +.5F
	+6 +.5F
	+6 +.5F
	+6+
.5F
	+9 +.5F
	-2

	Field
	+12 +.5F
	+12 +F
	+12 +F
	+12 +.5F
	+6 +.5F
	+6 +.5F
	+6+
.5F
	+9 +.5F
	-3

	Hearth
	+12 +.5F
	+12 +F
	+12 +F
	+12 +.5F
	+6 +.5F
	+6 +.5F
	+6+
.5F
	+9 +.5F
	+2

	Nature Spirits

	Desert
	+15 +F
	+9 +.5F
	+9 +.5F
	+15 +F
	+0 +.5F
	+9 +.5F
	+6+
.5F
	+0+.5F
	-3

	Fog
	+9 +.5F
	+12 +F
	+12 +F
	+9 +.5F
	+6 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Forest
	+9 +F
	+6 +.5F
	+6 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Lake
	+9 +F
	+12 +.5F
	+12 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Mountain
	+15 +F
	+9 +.5F
	+9 +.5F
	+15 +F
	+0 +.5F
	+9 +.5F
	+6+
.5F
	+0+.5F
	-3

	Prairie
	+15 +F
	+9 +.5F
	+9 +.5F
	+15 +F
	+0 +.5F
	+9 +.5F
	+6+
.5F
	+0+.5F
	-3

	River
	+9 +F
	+12 +.5F
	+12 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Sea
	+9 +F
	+12 +.5F
	+12 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Storm
	+9 +.5F
	+12 +F
	+12 +F
	+9 +.5F
	+6 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Swamp
	+9 +F
	+12 +.5F
	+12 +.5F
	+9 +F
	+9 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-3

	Inimical Spirits

	Succubus
	+12 +F
	+6+
.5F
	+6+
.5F
	+12 +F
	+3 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	0

	Devil
	+6 +.5F
	+9 +F
	+9 +F
	+9 +.5F
	+15 +F
	+9 +.5F
	+6+
.5F
	+6 +F
	-1

	Demon
	+9
+F
	+9 +.5F
	+9 +.5F
	+9 +F
	+12 +.5F
	+9 +.5F
	+6+
.5F
	+6 +.5F
	-2




In the following tables of spirit powers, B = basic powers that the all spirits of that type have; X = spirits of this type may gain this power as the force level of the spirit increases. Each point of force a spirit has will add one power; the GM may choose the desired powers or randomly select the powers.

	Table 13-2
Spirit Powers (Part 1)

	Type
	Aid Magic
	Animal Control
	Animal Shape
	Astral Gateway
	Astral Sight
	Aura
	Bolt
	Cause Accident
	Conceal
	Confusion
	Create Wealth

	Elementals

	Air
	B
	
	
	X
	B
	X
	B
	
	
	
	X

	Earth
	B
	
	
	X
	B
	
	B
	
	
	
	X

	Fire
	B
	
	
	X
	B
	X
	B
	
	
	
	X

	Water
	B
	
	
	X
	B
	
	B
	
	
	
	X

	Wood
	B
	
	
	X
	B
	
	B
	
	
	
	X

	Spirits of Man

	Ally
	B
	
	
	X
	B
	
	
	
	
	
	X

	City
	X
	X
	X
	
	B
	
	
	B
	B
	
	X

	Field
	X
	X
	X
	
	B
	
	
	B
	B
	
	X

	Hearth
	X
	X
	X
	
	B
	
	
	B
	B
	
	X

	Nature Spirits

	Desert
	X
	
	X
	X
	B
	
	
	
	B
	
	X

	Fog
	X
	
	X
	X
	B
	
	
	B
	B
	
	X

	Forest
	X
	
	X
	X
	B
	
	
	B
	B
	
	X

	Lake
	X
	
	X
	X
	B
	
	
	B
	
	
	X

	Mountain
	X
	
	X
	X
	B
	
	
	B
	B
	
	X

	Prairie
	X
	
	X
	X
	B
	
	
	B
	B
	
	X

	River
	X
	
	X
	X
	B
	
	
	B
	
	
	X

	Sea
	X
	
	X
	X
	B
	
	
	B
	B
	B
	X

	Storm
	X
	
	X
	X
	B
	
	B
	
	
	B
	X

	Swamp
	X
	
	X
	X
	B
	
	
	B
	B
	B
	X

	Inimical Spirits

	Succubus
	X
	B
	
	X
	B
	
	
	
	
	B
	X

	Devil
	X
	
	
	X
	B
	
	
	
	
	X
	X

	Demon
	X
	
	
	X
	B
	
	
	
	
	X
	X




	Table 13-3
Spirit Powers (Part 2)

	Type
	Dispel Magic
	Empathic Sense
	Engulf
	Fear
	Hidden Life
	Human Shape
	Influence
	Manifest
	Manipulate Element
	Masking
	Movement

	Elementals

	Air
	X
	
	B
	X
	X
	X
	
	B
	B
	X
	

	Earth
	X
	
	B
	X
	X
	X
	
	B
	B
	X
	

	Fire
	X
	
	B
	X
	X
	X
	
	B
	B
	X
	

	Water
	X
	
	B
	X
	X
	X
	
	B
	B
	X
	

	Wood
	X
	
	B
	X
	X
	X
	
	B
	B
	X
	

	Spirits of Man

	Ally
	X
	B
	
	X
	X
	X
	X
	B
	
	X
	

	City
	X
	X
	
	X
	X
	X
	X
	B
	
	X
	X

	Field
	X
	X
	
	X
	X
	X
	X
	B
	
	X
	X

	Hearth
	X
	X
	
	X
	X
	X
	X
	B
	
	X
	

	Nature Spirits

	Desert
	X
	
	
	X
	X
	X
	
	B
	
	X
	B

	Fog
	X
	
	B
	X
	X
	X
	
	B
	
	X
	B

	Forest
	X
	
	
	X
	X
	X
	
	B
	
	X
	B

	Lake
	X
	
	B
	X
	X
	X
	
	B
	
	X
	B

	Mountain
	X
	
	
	X
	X
	X
	
	B
	
	X
	B

	Prairie
	X
	
	
	X
	X
	X
	
	B
	
	X
	B

	River
	X
	
	B
	B
	X
	X
	
	B
	
	X
	B

	Sea
	X
	
	B
	B
	X
	X
	
	B
	
	X
	B

	Storm
	X
	
	B
	B
	X
	X
	
	B
	
	X
	

	Swamp
	X
	
	B
	B
	X
	X
	
	B
	
	X
	B

	Inimical Spirits

	Succubus
	X
	X
	
	B
	X
	X
	B
	B
	
	B
	

	Devil
	X
	X
	
	B
	X
	X
	B
	B
	
	B
	

	Demon
	X
	X
	
	B
	X
	X
	B
	B
	
	B
	




	Table 13-4
Spirit Powers (Part 3)

	Type
	Possession
	Realm
	Search
	Sense Life
	Sense Magic
	Shield Against Magic
	Shunning
	Teach
	Use Magic
	Physical Attacks
	Psychic Attacks

	Elementals

	Air
	X
	
	
	X
	X
	X
	
	B
	X
	3
	2

	Earth
	X
	
	
	X
	X
	X
	
	B
	X
	1
	2

	Fire
	X
	
	
	X
	X
	X
	
	B
	X
	2
	2

	Water
	X
	
	
	X
	X
	X
	
	B
	X
	2
	2

	Wood
	X
	
	
	X
	X
	X
	
	B
	X
	2
	2

	Spirits of Man

	Ally
	X
	
	
	B
	X
	X
	
	B
	X
	1
	2

	City
	X
	X
	B
	X
	X
	X
	
	X
	X
	2
	2

	Field
	X
	X
	B
	X
	X
	X
	
	X
	X
	2
	2

	Hearth
	X
	X
	B
	X
	X
	X
	
	X
	X
	2
	2

	Nature Spirits

	Desert
	X
	X
	B
	X
	X
	B
	B
	X
	X
	1
	2

	Fog
	X
	X
	
	X
	X
	B
	
	X
	X
	3
	2

	Forest
	X
	X
	B
	X
	X
	B
	B
	X
	X
	2
	2

	Lake
	X
	X
	B
	X
	X
	B
	B
	X
	X
	2
	2

	Mountain
	X
	X
	B
	X
	X
	B
	B
	X
	X
	1
	2

	Prairie
	X
	X
	B
	X
	X
	B
	B
	X
	X
	1
	2

	River
	X
	X
	B
	X
	X
	B
	B
	X
	X
	2
	2

	Sea
	X
	X
	B
	X
	X
	B
	B
	X
	X
	2
	2

	Storm
	X
	X
	
	X
	X
	B
	
	X
	X
	3
	2

	Swamp
	X
	X
	B
	X
	X
	B
	B
	X
	X
	2
	2

	Inimical Spirits

	Succubus
	X
	
	
	B
	B
	
	
	X
	X
	2
	1

	Devil
	X
	
	
	B
	B
	
	
	X
	X
	1
	2

	Demon
	B
	
	
	B
	B
	
	
	X
	X
	2
	2



Note that due to spirits’ connections with the astral plane, they take no depletion when using spells, psychic abilities, or powers.



SPIRIT POWER DESCRIPTIONS

Aid Magic: The spirit can aid the psychic in psychic ability use or casting spells. The spirit’s intuition/psychic bonus is added to psychic/spellcasting tests and depletion is reduced by the spirit’s psychic endurance bonus.

Animal Control: The spirit can control animals. If the spirit makes a successful psychic test against the animal’s Mental Resistance, it takes control of the target animal for 1+force hours. 

Animal Shape: The spirit may take the shape of an animal. To all outward appearances, it is whatever animal it has chosen to emulate. Spirits who are familiars sometimes employ this power.

Astral Gateway: The spirit may create a gate into or out of the astral plane. This allows non-psychic character to enter the astral plane. The gate lasts for one minute.

Astral Sight: At will, the spirit may view its astral surroundings when on another plane touched by the astral plane. 

Aura: The spirit has an elemental aura of fire or cold that it can turn on or turn off at will. If within 1 meter of the spirit, creatures take 3+.5 force d6 damage.

Bolt: The spirit can cast a semi-solid bolt of elemental energy as a psychic attack. The bolt does 6 + force d6 damage or half damage on a successful Physical Resistance test versus the psychic test.

Cause Accident: This power is a more powerful version of Obstacles. On a successful psychic test, the target suffers an accident such as, falling off a cliff, tripping in front of a car, or having a rock fall on his head. The damage is 6 + force d6 or half damage on a successful Physical Resistance test versus the psychic test.

Conceal: The spirit may conceal people at the request of the psychic who summoned it. The people are not invisible, but are hidden by brush, in a gully, etc. Persons looking for these people may spot them on a successful perception test 16 with a difficulty of 3 plus force.

Confusion: The spirit causes confusion in a target on a successful psychic test unless the target makes a Mental Resistance test using the psychic test result as the target number. The confusion lasts for 10 plus force times 5 minutes.

Create Wealth: The spirit can create something valuable once a month, typically, but not limited to, gold or gemstones. The value is $10,000 times force.

Dispel Magic: The spirit may dispel magic. Treat this just like the magic spell.

Empathic Sense: This is just like the telepathy Empathy ability, except it only works to sense the target’s emotions (no emotion projection).

Engulf: This is a special physical attack typically used by elementals. If the elemental makes a successful attack, the target is engulfed within the body of the elemental and takes 12 plus force d6 damage per round. The target makes an attribute test with a bonus of half his strength and agility bonuses against the attack test result each round. The round he is successful, he takes half damage and has broken free of the engulfment.

Fear: The spirit makes a psychic attack against all targets within 10 plus force time 5 meters. Any target whose Spell/Psychic Defense was met or exceeded, becomes very afraid unless a Mental Resistance test against the psychic test results is successful. Targets so affected are at minus 6 plus force for 5 plus force times 5 minutes.

Hidden Life: The spirit hides its life force in a creature or object. The spirit cannot be killed, even on its home plane, unless the life force is destroyed by killing the creature or destroying the object. It is very difficult to determine where the life force is hidden and usually requires an astral quest to find it.

Human Shape: The may take human shape. To all outward appearances, the spirit is a human. Some spirits enjoy passing time among humans and this allows them to do so.

Influence: This allows the spirit to implant a suggestion. On a successful psychic attack, the spirit telepathically suggests a course of action to the target. The target is under no compulsion to follow the action, but unless he can somehow detect the psychic attack, he will think he thought of it himself and may decide to implement it.

Manifest: This is the ability to physically manifest on planes other than the astral plane.

Manipulate Element: This is an elemental ability to shape the spirit’s element. The spirit can shape 6 plus force cubic meters of the material per round. This could be to shape a statue, to dig a hole, or whatever shaping is desired. The shape lasts for 10 plus force times 5 minutes.

Masking: This ability is used to keep anyone trying to detect whether a spirit in alternate form is a spirit. It is also used to prevent anyone from detecting the spirit’s force level. This is just like Avoiding/Shielding, except it only works against detection spells and astral sight.

Movement: The spirit can increase or impede the movement of creatures in its territory. The spirit makes a psychic attack and anyone affected may move up to 6 plus force times normal speed, or be reduced in speed by 1 divided by 6 plus force; both effects last for 1 plus force hours. This effect is ended if the targets leave the territory of the spirit. Speed in this case is traveling speed, not speed in a combat situation.

Possession: This power allows the spirit to possess a target. The power functions the same as the telepathy Possession ability, which should be used to determine the success of the possession.

Realm: The spirit has a special place within its territory where ii is especially powerful. The spirit’s effective force is doubled within the boundaries of this place. The area is a 100 times force meter radius from a designated point. Once designated, that point is the center of the realm for all time.

Sense Life: This power functions just like the ESP Sense ability, except it only works to sense life forms in the area of effect.

Sense Magic: This power functions just like the ESP Sense ability, except it only works to sense magic use and psychic/magicians in the area of effect.

Shield Against Magic: The spirit may shield persons under its protection from magic. This power functions the same as Deflecting/Reflecting with a radius of 6 plus force meters.

Shunning: On a successful psychic attack, the target will be shunned for one plus force hours. The target is effectively invisible to all creatures, although the target can see himself. This effect makes others mentally blind to the presence of the target. This means they will make no effort to avoid him on a sidewalk or on the street. They may bump him, and will think they tripped or bumped into something else. A driver will make no attempt to avoid or brake for the target, with predictable results. No one will talk to or hear the target for the duration.

Teach: The spirit may teach a person things it knows, such as spell or to impart other information. Teach may last one plus force hours, and the information imparted is equivalent to one month of normal instruction per hour spent.

Use Magic: A spirit with this power may learn and use magic spells. Note that due to spirit connections with the astral plane, they take no depletion when using spells or powers.

Immunity to Projectiles: All spirits have this power. When manifested on a plane other than the astral, spirits are extremely hard to kill using bows, firearms, gauss weapons, etc. Spirits receive an armor bonus against such attacks equal to their intuition/psychic attribute. A spirit with a intuition/psychic of 18 would then receive 18 points of armor against projectile attacks in addition to any other armor rating it may have. Note that energy weapons are not projectile weapons.

Summoning and Banishing
Summoning is used to command the appearance or banishment of spirits and other planar creatures (who have the ability to travel to our plane). See the Spirits and Other Planes section. The summoner must have the name of the being to be summoned. If the summoner has the being’s true name, all summoning/banishing tests receive a +10 bonus. The summoner makes a summoning test and the summoned being makes an opposed Mental Resistance test. If the summoned being wins, it ignores the summons. If the summoner wins, the summoned being is forced to appear. When the summoned being appears, the opposed test is repeated; if the summoner wins, the being is forced to do his bidding for one task or until the next sunrise or sunset (whichever is first), but if the being wins, it may return to its own plane, attack the summoner, or take whatever action the GM desires.

Summoning is a dangerous task. The spirit may not be controllable and will usually turn on the summoner, with dire results. However, there is much to gain from a summoned spirit. It may be able to assist the summoner in learning or performing spells, and it can certainly use its powers and abilities on behalf of the summoner. 

Summoning is normally undertaken as a ritual. The summoner prepares a summoning circle, pentagram, or whatever symbolic shape area to be used to cage the spirit. Wise mages prepare another protective circle to stand inside, in case the spirit breaks its cage and attacks. The summoner may be able to take action before the spirit breaks the protective circle. The circles have a strength equal to the summoning skill effect test. Summoning without using a ritual is a quicker and riskier way of summoning since typically, the summoner will not have summoning or protective circles available if the spirit cannot be controlled.

Summoning allows the psychic to bring a creature from an alternate dimension to the mage. The creature’s reaction will be determined by the GM. On a successful opposed summoning test, the creature named will appear wherever within 10 meters of the summoner as he or she chooses (inside the summoning circle would be good).

If faced with a hostile spirit, (through encounter or summoning), the mage may attempt to banish it. In most cases, if a spirit is banished, it is forced to return to its home plane for a year and a day, unless summoned during that time. There are three methods to banish a spirit. 

The magical method: The mage makes a Summoning/Banishing test and the summoned being makes an opposed Mental Resistance test. If the mage is successful, the spirit is forced to return to its home plane.

The contest of wills method: The mage engages in a contest of wills with the spirit. This is an opposed, complex action using Willpower plus Intimidation tests. The first contestant to tally more effect points than 5 times the other’s willpower attribute wins. If the spirit wins, it can do as it wishes, and the mage cannot attempt to engage in a contest of wills with the spirit again for 24 hours. If the mage wins, he gains control of the spirit for 24 hours, and may order it to serve him for that time (just as if he had summoned and controlled the spirit originally) or he may banish it.

The battle method: Defeat a spirit in battle and it is banished to its home plane for a lunar month minus one day per force level. The only way to permanently destroy a spirit is to kill it on its home plane. Note that people who defeat a spirit in battle may have its lasting enmity. GMs should play the spirit up to its intelligence when it plots its revenge.
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