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www.geocities.com/rapatterson17
Emails can be sent to the author at:
rapatterson17@hotmail.com
Status-Chart:

Roll    Wealth    Income    Skill Multiplier 
Restriction
Social Standing

   01   /20       $56       8       

10-00

Slave/Prisoner

02-03   /18       $67       8.2


12-01

Pauper/Vagrant

04-06   /15       $81       8.4       

15-02

07-10   /10       $97       8.6


17-02

11-15   /7        $117      8.8       

20-02

16-20   /5        $140      9


22-03

Lower Class
21-25   /3        $168      9.2       

25-03

26-30   /2        $202      9.4


28-04

31-35   /1.5      $243      9.6       

30-04

36-45   /1.2      $291      9.8


32-05

46-55   0         $350      10       

35-05

Middle Class

56-70   x1.2      $420      10.1


37-06

71-75   x2        $504      10.3       

40-07

76-80   x3        $504      10.5


43-08

81-85   x5        $725      10.7       

44-10

86-90   x7        $870      10.9


45-12

91-94   x10       $1,045    11.1       

46-14

Upper Class

95-97   x15       $1,254    11.3


47-16

98-99   x18       $1,504    11.5


48-18

Noble/Executive

   00   x20       $1,805    11.7


50-20

King/Minister
SKILL LEVELS

LEVEL GENERAL

MAGICAL

ACADEMIC
 
MILITARY  

LANGUAGE

00-05 Unskilled

Novice


Pre School

Enlisted

12

06-10 Basic

Apprentice 

Elementary

Recruit

20

11-15 Skilled

Disciple

Junior High

Graduate

200

16-20 Proficient

Scholar

Senior High

Fully Trained

400

21-25 Well skilled

Erudite

Undergraduate

Professional

580

26-30 Accomplished

Journeymage

Senior College
Battle Hardened
700

31-35 Highly skilled

Mentor


Graduate

Instructor

1,500

36-40 Advanced

High Mentor

Post Graduate

Veteran

5,600

41-45 Expertise

Lord


Professor

Specialist

11,000

46-49 Outstanding

Overlord

Renowned Professor
Crack trooper

20,500

50 Primacy

Archmage

Revered Genius 
Elite Officer

30,000

LEARNING CHANCE

TIME

SELF TAUGHT

MILITARY OR RIGOROUS
TAUGHT

1 Hour

99


91



97

3 Hours
98


75



95

8 Hours
95


50



85

12 Hours
92


25



77
Healing Factors.

Excessive actions:
1 Health every 3 hours. Performing strenuous tasks. 

Resting:

2 Health every hour.

Sleeping:

3 Health every hour.

Healing Meditation:
5 Health every 1 hour.  The skill is required.

Medical Care:

4 Health every hour.    Medical nursing care while resting.

ACTION SUCCESS CHART

Result  Level of Success                      Modifier  Duration

  1     Outstanding Failure                   -140      12 hours

 10     Absolute Failure                      -120      6  hours

 20     Dismal Failure                        -100      3  hours
 30     Complete Failure                      -80       1  hour

 40     Failure                               -60       30 minutes

 50     Failure                               -40       10 minutes

 60     Failure                               -20       5  minutes

 70     Failure                               -10       1  minute

 80     Borderline Failure

 90     Partial Success, if possible 25%      +10       Till next attempt.

100     Borderline Success, if possible 50%   +20       1  minute

110     Near Success, if possible 75%         +30       5  minutes

111     Success

120     Absolute Success

ACTION MODIFIER-CHART

Descriptive         Bonus or Negation

MUNDANE             +100

TRIVIAL             +80

ROUTINE             +70

SIMPLE              +50

EASY                +30

LIGHT               +10

MEDIUM               0

HARD                -30

DEMANDING           -50

EXCEPTIONAL         -70

FORMIDABLE          -80

EXTRAORDINARY       -120

PHENOMENAL          -300

SUPER HUMAN         -600

MIRACULOUS          -700
MISTAKE-CHART

 10    Failure for next hour.
 20    Failure for next 15 minutes.

 30    Failure for next 5 minutes.

 40    Failure for next minute.
 50    Failure.

 60    Retry at -70.

 70    Retry at -50.

 80    Retry at -35.

 90    Retry at -20.

100    Retry at -10.

ATTACK SEQUENCE:
 1 Initiative

 4 Range Deductions

 2 Location

 3 Damage Location
DAMAGE LOCATION:

DAMAGE LOCATION          BODY AREA

01-03  Right Foot        01-10  Top Left

04-06  Left Foot         11-20  Top Right

07-12  Right Leg         21-30  Upper Left

13-18  Left Leg          31-40  Upper Right

19-20  Groin             41-50  Lower Left

21-23  Right Hand        51-60  Centre

24-26  Left Hand         61-70  Lower Right

27-31  Right Arm         71-80  Bottom Left

32-36  Left Arm          81-90  Bottom Right

37-56  Abdomen           91-00  Multiple


57-75  Chest

76-80  Right Shoulder

81-85  Left Shoulder

86-90  Neck

91-00  Head
MAXIMUM DAMAGE

Foot        55

Leg         110

Groin       88

Hand        55

Arm         110

Abdomen     220

Chest       293

Shoulder    55

Neck        146

Head        440
ATTACKING AND DEFENDING:

Total Attack Capability
1
The Appropriate Statistic

2
Skills

3
The D100* roll

4
The Weapon’s Damage rating

5
Weapon Bonus

Total Defense Capability

1
Defense Capability.

2
Armor Modifier

3
Defensive Skills

4
Other Modifier

CRITICAL CHART

Roll

N
L
Type of injury.


Time to heal.

ABRASION

3

00-01

-00

Light




3 days.

06-10

-00

Moderate



1 week.

11-15

-00

Severe




2 weeks.

INCISION

25

16-20

-05

Light




2 days.

21-26

-05

Moderate



1 week

27-31

-05

Severe




3 weeks. Small scar

LACERATION    50

32-36

-10

Light




1 day

37-39

-10

Moderate



4 weeks. Small scar

40-43

-10

Severe




6 weeks. Large scar

PUNCTURE      
75

44-47

-15

Light




1 day.

48-49

-15

Moderate



2 weeks. Small scar

50

-15

Severe




5 weeks. Scar

AVULSION      
100

51-60

-20

Light




4 days. Small scar

61-70

-25

Moderate



3 weeks. Large scar

71-80

-30

Severe




Permanent

TENDON


125

81-82

-35

Torn




3 weeks

83-84

-40

Snapped



5 weeks

   85

-45

Shredded



Permanent

MUSCLE        150

86-87

-50

Torn




6 weeks

88-89

-55

Shredded



Permanent

BONE


175

   90

–20

Hairline fracture


4 weeks

91-93

-65

Clean breakage


6 weeks

   94

-70

Fracture



2 months

   95

-75

Compound Fracture


3 months

   96

-80

Shattered



Permanent

ORGAN OR LIMB 
200

   97

-85

Damaged or Multiple fracture
Varies

   98

-90

Multiple damaged or Crushed
Varies

   99

-95

Destroyed/Partial dismemberment
Permanent/Varies

  100

-100

Multiple destroyed/amputated
Permanent

STATISITC CREATION

ST QU AG PE WP   (2D10*)  Rolls 20- ignored Rolls 96+ + 1D10

EN = ST+WP/2
ME=PE+WP/2
DX=AG+PE/2
DE=ST+QU+AG+PE+WP/10 
AV=DEx2

HE=AVx4  
PA=HE/2-WP

SH=HE/3

SIGN AND MAGICAL REALM-CHART

Order  Sign         Sphere              Realm       Magical Cost




Life Blood

1234   Destroyer                        Shape       x4

1243   Fighter                          Shape       x2

1324   Warrior                          Shape

1342   Specialist                       Inertia     x4

1423   Reaper                           Inertia     x2

1432   Nomad                            Inertia

2134   Defender                         Change      x4

2143   Spy                              Change      x2

2314   Assassin                         Change

                     High Mind

2341   Every person                     Self        x4

2413   Leader                           Self        x2

2431   Healer                           Self

3124   Athlete                          Shadow      x4

3142   Trailblazer                      Shadow      x2

3214   Philosopher                      Shadow

3241   Mediator                         Knowledge   x4

3412   Creator                          Knowledge   x2

3421   Mentor                           Knowledge

                     The Way

4123   Organizer                        Spirit      x4

4132   Gatherer                         Spirit      x2

4213   Thinker                          Spirit

4231   Hunter                           Time        x4

4312   Joker                            Time        x2

4321   Scholar with Willpower of 01-51  Time

               with Willpower of 52-71  Manna       x4

               with Willpower of 72-90  Manna       x2

               with Willpower of 91-110 Manna

MAGICAL COST-CHART

INTRICACY            SCOPE         SENTIENTS                MAGNITUDE

Simple         x1    Personal      1             x1         Insignificant /3

Some           x2    Interpersonal 1 to 3        x2         Slight        /2

Noticeable     x4    Group         4 to 8        x3         Minor         /1.5

Complex        x8    Communal      9 to 35       x4         Definite      x1

Exceptional    x12   Local         36 to 200     x15.5      Moderate      x2

Extraordinary  x18   Regional      201 to 5,000  x57        Potent        x3.5

Extreme        x22   Territorial                 x160       Most Potent   x5

Insane         x27   National                    x1,312     Major         x11

Phenomenal     x34   Continental                 x6,250     Mighty        x15

Impossibly     x41   World                       x52,000    Devastating   x20

                     Solar                       x 166,000
Spell Casting:

For casting a spell on an inanimate object:

Caster’s Willpower  + Percentile Roll – Target’s percentile Roll.

For casting a spell on  a sentient being:

Caster’s Willpower + Percentile Roll – Target’s  Willpower + Percentile Roll .

If the caster is able to overpower the targets attempt to repel the spell then a second and final Percentile roll is made to determine if the spell works. A score of 110 or over means the spell is a success. To determine success:

Percentile Roll + Willpower + Realm Skill. 

Note: With all magical casting the user must have the applicable skill on the realm being cast or undergo a –60 negation. 

PERMANENCY-CHART

Layers     Ritual Time     Negation to Dispel         Cost multiplier

1st        1 round.        Concentration               x1.5   

2nd        6 rounds.       Full Attention              x2

3rd        1 minute.       –20                         x3

4th        5 minutes.      –30                         x5

5th        30 minutes.     –40                         x8

6th        1 hour.         –50                         x12

7th        5 hours.        –80                         x17

8th        12 hours.       –100                        x23

9th        3 days.         –120                        x38

10th       1 week.         –160                        x44
Alignments and The Colour of Magic:

              Order    Neutral    Chaos

Life Blood    Silver   Green      Spectrum

High Mind     Gold     Brown      Crimson

The Way       White    Grey       Black
POWER

POWER

MANIFESTATION

36

No signs.

70

A faint glow which can be detected in the darkness

150

Clearly visible small bands of light.

250
Bright hazy tendrils which encircle the area, even seen in daylight.

550

Strong aura some crackling in the air. Slight shimmering sounds.

800

Intense beams ringing sounds, breezes

1,500

Small objects shake, area immersed in light, strong winds.

3,000
Small objects blown about, gusty winds, loud hissing sounds, violent color storms.

6,000
shapes can be seen moving within the light, small objects spin about, a roaring sound.

20,000
Currents of electrical bolts, furniture shakes, high pitched whines, windows shatter.

50,000
Furniture rises, patches of darkness form, hair stands on end, frail objects explode.

160,000
Small people held lifted from floor, thunderous roars, blinding beams of light.

600,000
People tossed about, small objects consumed by light, slight burns, gravity may fail.

1,000,000
Serious burns, small explosions & implosions, nausea & partial


deafness, ground shakes.
Chaos Triggers:

result being a percentile roll in the amount of time noted.

Power

Time 



Power 

Time

46,200     =  Years



138,600    =
Months

345,500    =  Days 



866,250    =
Hours

1,386,000  =  Minutes


4,851,100  =
Seconds

MINDSCAPING RULES & RIGHTS

ADHERENCE

(1) Only dice rolls in which the die/dice land face up, on the roll area, & are done with the Wordsmiths knowledge are valid. If an invalid roll is made both dice are rolled again. (2) Unless the Wordsmith is violating one or more of these articles no argument may be entered into & the Wordsmith’s decision is final. (3) No cheating. 

FAIRNESS

(1) The Wordsmith must remain impartial. (2) A player may overrule any alterations in the rules introduced during the game. Players are to be informed of any rule changes before play. (3) The Wordsmith must attempt to have game characters treat the Player's Character in response to the Player Characters actions, & apparent attitude. (4)  The Wordsmith may make relevant rolls to determine events. (5) Any time during a game  the Player/Wordsmith may call "Time out." What is said or done during “Time out” is not deemed to occur in the Game World.  To once more affect the Game World "Time in" must be called.  Time out enables players or the Wordsmith to clear up problems & verify game details. (6) If the Wordsmith believes beyond a reasonable doubt that a Player has cheated or is deliberately attempting to destroy the spirit of the game or its concept, then the Wordsmith may penalise or terminate the Player’s Character & remove the affect of the player from the history of the Game world.

FREEDOM

1) The Player's character has the right to complete & independent thought & action within the game. If the Character is brought under mind control or reaches the extreme of either alignment this article becomes null & void. The Player has the right to alter the destiny of the Game World. (2) A Player may terminate their character at any time. (3) The Player may accelerate the time rate of any Game/Campaign at any time to any extent. (4) Mindscaping was designed to explore the parameters of the mind, to help others reach their fullest potential & bring new insights to this world & others.

INFORMATION

(1) All information about the character may be known by only the Wordsmith & player. Only obvious facts may be made known to others. (2) The Player may ask any questions about the Game/Campaign without being compelled to give the Wordsmith or other Players the basis for asking the question. (3) The Wordsmith must give the Player relevant information about their environment to the extent of what the Player would know if the Player was a game character. The Player need not have to request this information but should be the standard practice of the Wordsmith. (4) Before the game commences the Wordsmith is to make sure all players understand the abilities of their characters and the nature of the Game World they are to play in. (5) Wordsmith and players are encouraged to give constructive criticism when it is due. Criticism should be for the attainment of playing excellence. (6) Players may ask for clarification on any rule.

PRIVACY

(1)All dice rolls made by the Wordsmith are private & need not be witnessed by the Player. All dice rolls made by the Player must be in full view of the Wordsmith if the Wordsmith so requests. (2) Information of any player concerning their personal lives should be handled in confidence. This confidence may only be broken if such a confidence will lead directly to a violation to any of these articles within these rights.

RESPECT

(1)Wordsmiths cannot impose their morals, attitudes or standards upon any Mindscaper. (2) Mindscapers must try to ensure privacy & respect to others without discrimination based on sex, race, ideology, physical attribute, social background or orientation. (3) Players must report those they suspect beyond a doubt of cheating. (4) The role of the Wordsmith is a privilege that is not to be abused. (5) A Wordsmith must decline gifts if their purpose is to gain favourable bias from the Wordsmith.
MAGICAL REALMS:

Magical realms each have their own philosophies regarding magical use and alignments. The magical realms follow a path of magical development from the more primitive and simpler spells to the esoteric and complex spells. Spells can be cast from one realm alone or may be cast through a combination of many realms.

SHAPE:

Shape spells deal with the alteration of the shape of material. Spells which can be cast are bending, snapping, crushing, straightening, warping and moulding matter. Other spells can seal cracks and join rips, animation, explosions and implosions.

INERTIA:

Inertia spells involve the alteration of momentum. Enables magicians to fly or teleport. Material can be caused to explode or implode. Bolts of matter can be fired. Sound barriers as well as force fields can be created. The effects of gravity can be changed to make objects float or keep them grounded. Telekinetics can be utilised, and friction can be induced in fluids to generate heat

CHANGE:.

Change spells are as Shape but work on a more refined format. It deals with the alteration of material at an atomic level. As their name implies Change mages change one material into another material. Such changes can be water into fire, a prince into a toad, lead into gold, mud into soup. Lighting, fire and ice bolts can also be generated. Change spells cannot create anything, they simply alter the energy about them. Spells of Change cannot be cast upon themselves this requires more refining (Self Magic)

SELF:

Self magic deals with the alteration of oneself. These includes can include Enhancing or diminishing of statistics. Enlargement & shrinking. Improving and reducing abilities, metamorphosing, Self healing or damage. Augmentation, night sight, water lungs, growing wings. Turning into an owl, gravity, fire, a couch, a dragon or castle etc. Merging into trees or rocks. Changing sex or race. Self mages cannot cast spells which alter their mental state.

SHADOW:

Shadow magic deals with altering the mental, psychological or emotional state of others. Pain and pleasure fields can be created. They can induce madness or sanity. Calm the enemy. Perform mind assaults. Questioning spells. Spells of questing which compel others to do their bidding. Retarding or increasing the intelligence of others (no higher than the caster). Removing & introducing memories.

KNOWLEDGE:

All spells of this realm deal with the attainment of information. Spells which can be cast deal with visions of the future & past. Detecting good, evil, emotions, life, death, disease, poisons, sustenance, specific beings, people, treasure etc. Communicating with animals, plants, stones, beings from other lands and dimensions etc. A Knowledge mage can pick up a stone and speak to it. Any spell which deals exclusively with finding something out is a knowledge spell.

SPIRIT:

Spirit magic deals in the interaction with other beings. Spirit mages can heal others both physically & mentally. Summon spirits, people, & animals. They give and receive spell power to pool the power or enchant items. They can create illusions. They can astragate (leave their physical bodies) They can spiritually enter dreams & minds. They can also banish summoned creatures.
TIME:

Time spells deal in the alteration of the normal flow of time. Such spells are those of prophesy or time travel. Temporal communication (speaking with other beings from different points in time) or slowing & freezing time. Increasing or decreasing the aging rate of living things and objects, and time acceleration.

MANNA:

This realm deals with the interaction with deities, and wish magic. All spells from the previous realms can be cast through Manna with the aid of the gods. Spells which can be cast are those of mind & flesh destruction. Creation of life & chaos. Duplicating & destroying matter. Energy dispersal & coalescence. The creation of life forms. Resurrection of the dead both fresh and ancient. Wishes.
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