Cool Gifts and Items

Bind Gnome Matrix: A brown clay lidded pot containing sparkling earth:  8 cubic meters, STR70, HP 100, POW 30, move 1, damage bonus 8d6. Opens a pit on SR1, closes it on SR10, can engulf up to 80 SIZ and hold with STR or crush with DB (damage done to all hit locations engulfed -- it only engulfs the legs if its SIZ ratio is 1:1; up to abdomen if 2:1, up to chest if 3:1, chest and arms if 4:1, entire body if 5:1).  Gnomes must be unleashed in a suitable volume of loose soil and can only use their pit attack once in a given area.  Can carry 70 SIZ (incl. ENC/6) of people through loose soil but without air supply.  Cannot move thru solid rock, etc

Notes on Feroda and the Watchdog from Irripi Ontor scholar Saekaelia Iridinora; ~4000pgs in New Pelorian with some Tradetalk, Boatspeech.

A personal skiff with a nice comfy cabin and desk, and a literate newtling messenger T'kroo (speaks and reads Boatspeech, Trade, and Pavic at ~70/60/50%).

A bronze safe with a well-crafted lock (-30% devise) bound with a Greed spirit (INT 8 POW 10), Knows Glue 4, Repair 4 (95% casting). Will only open when nicely asked in Tradetalk "I'll polish your metal if you open for me."  

Short Term Goals:

Learn of the inner mysteries of the Puzzle Canal.  Bring the museum back from the storm age.  Guardian of the Dragon Path and other secret cult duties as assigned.  Gain status and knowledge.

Long Term Goals:

Build bridges between Pavis, river, dragons, and other “allies of nature” against future need.  This all derives from his theory of cosmopolitan chaos: Tison believes that Nisilor, the God Learners and the Lunars are all embodiments of the same basic evil.  A belief that the forces of nature and chaos can be harnessed, morphed and used to suit mortal objectives, ignoring gods and such.  Tison believes that this creates an inevitable counter force that corrupts & destroys the hubris filled meddlers.  He wants to make sure that those things he holds dear are safely aligned with nature before the backlash (IE dragonnewts come and kill everyone one night, or the seas rise and smash cities flat).

Contacts:

Bendrath – high priest of Pavis.  Get along well, has taught Tison.  Superior to inferior.  A lot of trust.

Graehame – priest of LM, Tison’s sorcery teacher and mentor, advisor/student, a lot of trust

Eidebon – acolyte of Pavis (historian, Miralda the Archivist sub-cult), current instructor, fanatical Lunar-hater, hid in rubble for years

Aunt Mirth Latish – Surviving relative

Miloh the Shrewd – Biz associate, pavic smuggler.  Worked together for years, not much beyond biz.

Spider and Dougal – “Procuring” – Rowdy Djo Lo’s

The coders – Good working relationship, but they keep messing with his god’s myths.

Various ZF priests

Various LM scholars – voltain (trolls+dark, friend?), varstach(world history,lunar), gregor (architecture, friend), broosta (pavic lore), plagalosh (sartar)

Kortains Band – adventurer neighbors to Wyrmsjaw fort

The Pavic Survivors – (Ithas Resh, leader) Fought and trained with many, hired some out as mercs

Orlanthi Dragon Killers – Ties from Tower of Light hero quest

Unicorn Riders

Back Story:

Tison grew up near the Pavic real city, a member of the Latish Clan, composed mainly of hunters and guides (incl. Issaries trader/guides) who know the ways around the old city well (they worship a thief/hunter/scrounger/explorer god called Solandor the Hunter).  But also some folk practice shamanic spirit worship of ancestor spirits, etc. and there is a minority of oddball eggheads that joined Lhankor Mhy, which is what Tison did (and two others did, too).  His mother, Mirla Latish, married an adventurer from a shady rubble family who disappeared in the rubble when Tison was 5.  Between having married a questionable partner and him having disappeared, Tison's mother was left with very little standing.  She passed away when Tison was 12, leaving him to fend for himself, although his surviving aunt (Mirth Latish) would occasionally notice him and attempt to clean him up and point him in the correct direction.  He grew up fairly wild, playing in the rubble near the real city and running with a relatively rough crowd.  His constant exploring earned him the nick name, "digger".  His aunt's influence eventually introduced him to books and learning and when he discovered that study could help him find things in the rubble and allow him to turn his exploration hobby into a source of livelihood, he was hooked.  His initiation into Lhankor Mhy became inevitable.  When he joined the River Voices in he brought with him not only his knowledge of the rubble and evaluation of goods, but also his contacts with local smugglers, fences, adventurers and merchants.

Color


Tison was born once in Pavis and counts he reincarnatation as Neceros Island’s son as a second birth.  He celebrates this second birth day each year with a small but flamboyant.  He serves lots of fish soup and strange mixed drinks with dry ice in them if the mostali cooperate.  He invites anyone he likes with strong ties to water, earth or air ties (he acquired all three during rebirth).  It is held on an isle in the river, should be fun and involve dances reminiscent of the tides and storms.  He decorates with weird things reminiscent of the god learners and burn them at the end of the party, signifying nature’s triumph over the God Learners.

Wyrmsjaw Progress Association / River Bank

Micro-Lending NGO Tison intends to found…

Carrier High Points:

Spent a night in the Devil’s playground early in his career and lived to tell the tale, often!

Tison apprenticed with Graehame to learn pavic sorcery early in his career.  He is currently considered a journey man in this craft.  He has been told that if he advances in the pavis cult, he will have access to more and varied magics.

While exploring the wyrm's jaw fort in the rubble, Tison became the owner of "the dream link".  What he thought was a simple spell matrix turned out to be a powerful tool for linking the mind of its wearer to dragonic minds.  Unfortunately, it also linked him to first dreamer, its previous owner, who tried to use him as a vehicle through which to return to life and cause much trouble.  The river voices managed to return the link and first dreamer to captivity, but not before Tison had become linked to 5 eyes and first dreamer.  Tison still gets weird flashes of first dreamer like evil thoughts...

While exploring the rune of Ferroda, the RVs where thrown into a hero quest on the isle of Nekeros.  This island/god was burdened with god learner machinery that was intended to allow its user to become immortal at the expense of the island/god’s spirit.  Tison learned the ritual of it’s use and ran the machinery in reverse, freeing Nekeros, but killing himself.  Nekeros restored him by linking him to itself.  Hence Tison’s very odd appearance and questionable humanity.  Acquired strong ties to water and earth, weak to air.

While traveling through the gullet of the polisher on a hero quest with Baron (an interesting sea anti-hero), Tison was polished by this strange beast.  This caused his skin to become 1AP fish scales.  A mixed blessing.  This lead eventually to a hero quest to bring a fragment of the blue moon to moon broth with Wertigi.  Was successful.

While exploring the puzzle canal, Tison was stretched by the boggle (a hugely powerful disorder spirit).  This increased his size and made him rather thinner than normal.  Saw the tapestry room in the process.

After assisting in the rescue of 5 eyes at wyrm’s jaw and arrow sands, Tison agreed to act as a speaker for the river to 5 eyes when the Zola Fel cult and 5 eyes penned an alliance.  Tison spent a year at 5eye mount beginning on DS 1624.  While there he learned a fair amount of dragon lore and participated in a ritual that bound him to 5 eyes.  He rode 5 eyes in the 4th battle for Wyrmsjaw fort, instrumental in defeat of wyvern lancers and battle wyrm!  They also fought together at corflu to allow the cradle to pass the lunars.  Engaged the guard dog and lunar ships!  Freed from duty of speaker and mind link, but now the dragon newt priest has linked tison to an egg in some way.  Interesting!  Acquired the wyvern Cehkroan in a trade with Garrath Sharpsword Cradle-Speaker.  Met lots of wertighi, garrath promised to send someone to talk to him.

Dedicated himself fully to the cult of Pavis after having pursued LM position for years.  Became a City Attendant of Pavis late 1625, joined the second circle, the Pavis Historians subdivision, who revere the subcult of Pavis called Miralda the Archivist. There are hints that special magics exist and they are tied to the Lhankor Mhy cult, too.  "City Attendant" is your professional title outside the cult. Ostensibly learning city laws and administrative protocol, but actually learning Old Pavic history & how the city used to be ran. The Pavis Historians meet regularly, giving lectures and debates over city history and lore.  They also lead explorations of the Rubble.  Fleeter Nemm is one of their heads, as is his LM sage wife Broosta.

Became a witness of the white moon when captured by nymph of puzzle canal & moonies.  Recovered with pavic help.

Key in resolution of river strike by negotiating with dragon newts working on temple project in rubble.  Mediated again for additional resources.

Lead expedition which recovered the mask of Yermonis (now welcome to shelter with mani clan).  Marked by blue moon assassins.

Lead the Tower of Light hero quest!  Recovered vital information about the Puzzle Canal.  Forged ties with Orlanth.  Made friends with other city cult leaders

Member or leader of many explorations of the Puzzle Canal.  Effort eventually lead to return of control of the canal to pavis!!  Huge honor

Leader of the expedition that restored the Kakstan’s Art Museum  to Pavis control.  Succeeded in the guardian/light of knowledge quest.  Assistant curator of the museum. 

Inducted as Acolyte of Pavis.  Guardian of the Dragon Path, other secret duties and relationships. 

Member of the expedition that found the last 2 missing masks and balistar’s ax!  The eye was slain again!  Placed himself between Balistor’s spirit (w ax in Ji’s body) and a pavic citizen / troll who Balistar would have killed.  Balistar marked him on the cheek w darkness rune for being a troll friend.  The discovered later that the troll is a important friend of bendrath!

Was there when the party:

Went into the dark under the devil’s playground and slew the eye of the devil.  Explored descond caverns, discovered thanatari and other major shrines and crystal cache.  Went into the vulture country and destroyed the source of witch queen’s immunity… Blue moon quest with wertigi, several baron sea adventures.  God learner screaming island.

Draconic Mysticism:
Has had his “Dragon Eye” opened.  Needs darkness to fully meditate.  Has an awareness of the instability of reality and of the basic incompatibility of human and draconic mindsets.  <shrug/>

Spells:

Mystic Vision – sorcery - touch
Mystic Vision lets you "see" magic (MP).  It also allows you to penetrate magic obscurement or protection (of lower MP value).  It does not help in darkness, but it can penetrate magical darkness (assuming a light source is present).  This allows pavic sorcerers to deal with troll darkness, but you still need light casting implements and suffer all the normal vulnerabilities of such.  MV can be used to analyze magic as described, but this requires a special casting per item.  

MV can also be used to gauge the POW of an opponent (see MP*3 of POW as listed in spell) or identify spells on others, but it takes effort.  Anyone using the spell can study one opponent per round and on a scan % success learns their POW and if they have 1+ spells on either themselves and/or major visible items.  This takes an action, but no SR.  So you could cast spells and study someone, but it would not work well if you are engaged.  You can also use the round studying any one spell on a person.  On a scan, you will learn three things, 1) if there is another spell underneath it to study next round, 2) the MP of the spell (if <= MP of MV) and 3) may recognize the spell or class of spell if you are familiar with it or have encountered similar spells before.  Could be abstracted to an Enchant check if you have not seen the spell a lot. 

Dragon Spit – sorcery – ranged – instant

Cast dragon fire from palm at target.  Each intensity does d3 fire damage to 1 location, armor protects.  This is a physical effect that must be targeted.  Base to hit is DEX*5 (or skill in spell?).  No MPvsMP!  Think multi-spell!

Clear Mind – spirit magic – ranged – temporal - variable

This spell gives the target control over all of his mental faculties for the duration of the spell. This means that the caster is mentally unaffected by intoxication and painful wounds (in some cases), and is not inspired by passions and personality traits. Spirit charms that affect the targets' mind (like Demoralize, Fanaticism and Befuddle) must overcome the targets POW+(4 per pt of Clear Mind) to take effect.  Other mental effects are defended at POW+(2 per pt of clear mind).  If the target fails a resistance roll vs. a mental spell or effect, the clearmind is dismissed.  Clear Mind acts as a Dispel Magic (2 per pt of clear mind) vs. any mental magic already in effect on a victim, and remains in effect on a victim after it is cast on a weaker mental magic, but not an equal strength magic.

Find Fact (divine, 1pt, self, temporal, nonstackable, active, reusable):
         Allows you to quickly search any archive of information; in the 15min duration you can find 1 discrete fact with an appropriate Read roll.  If the read roll fails, you still have the fact location found but need to spend at least 15min/Read roll more to find it. You must have at least a general subject you're searching for; more specific subjects will produce more specific results.  Final limitation, of course, is that you can only find what is already there; the contents of the archives are constraining.  Fumbles/Criticals have no effect. Subsequent castings will not find the same fact again unless you desire to.
Purity of Essence (divine, 1pt, special duration, temporal, stackable, Active until Ceremony is done then Passive, reusable):
 Must be done with the Bonding Broth mundane ceremony (hence the roll to bless the broth properly), in a peaceful setting with a bowl of unheated water and the proper ingredients (assumed to be carried normally).  The caster can serve (POW/4) people per point stacked, OR can lengthen the duration by 1 hour per point stacked.  The blessing normally lasts 1 hour.  It is typically used in times of debate to seek resolution to a dispute, or before heading to battle with known chaos foes.  Participants must each donate 1 MP and make a Ceremony roll to gain its benefits (roll once/dose drank).

Scathing salts double the duration if 1 dose is used with each casting of this spell.  Casting Purify Water also doubles the duration per point cast beforehand (must be cast within 1 hour of starting the ceremony).  If one of the latter ingredients is used, the broth does 4d6 (salts) or 1d6 (purified water) to the GHP of a chaos creature imbibing it; 

5d6 if both.  A Critical in Ceremony extends the duration 1 hour; a fumble ruins the entire broth.  The blessing can only successfully be received once in a given day.

The broth loses its qualities if taken away from the ceremony.  It must be served in-place. Benefits for duration (do not stack w/doses):
         +4 CON vs poison, disease, chaos effects, etc.

         +1 MP added to all healing magics (i.e. cost less)

         +20% to Orate and similar Harmony-related communication skill uses; -20% to disorder-related comm. skills like Lie, Intimidate.

         +2 MP defense against chaos mental magical attacks (not spirit combat)

         Calmness of thought; ability to see both sides of an issue or prepare for the horrors of chaos or a violent death.
