Nexus Spells


Beta Test Edition (04/12/2004)





Tier One


Tier One spells are available at 1st level











Animate Animal


Range:		1// per level


Duration: 		Until Dispelled/Turned/Destroyed


Area of Effect: 	1 HD of Animal Bones per Level


Casting Time: 	1 round per HD


Spirit Cost:	4 SP per HD


This spell allows the Nexus to create simple animated skeletons. Unlike the more powerful Scaxathromite ability, a Nexus may only create skeletons, and those must be of animal extraction, not humanoid. Still, it is a useful ability when one needs cannon fodder in a hurry. The animals will obey the Nexus’ wishes in the best way they can. Typically this involves carrying out orders of five words or less (“guard the camp”, “attack all intruders”, etc.)





The Hit Dice can be dynamically allocated up to 1 HD per Nexus character level. For instance, a 9th level Nexus can animate a single 9HD monster (a bear skeleton), or three 3HD monsters (wolf or dog skeletons), or 9 1HD creatures (rabbits, cats, and other vermin.) Good-aligned clergy can turn the creatures normally. 








Skeletal Fear


Range:		1// per level, line of sight


Duration: 		Until Dispelled/Turned/Destroyed


Area of Effect: 	1 target/level


Casting Time: 	5 segments


Spirit Cost:	2 SP per HD of Illusionary animals


Unlike the aforementioned Animate Animal spell, this ritual only creates the illusion of Undead animals. Still, any target failing a Panic check will certainly believe that skeleton monsters are on the prowl. They will believe they are dealing damage to the false monsters, and will believe any false damage inflicted on them. Those “killed” by false animals are not actually killed, but rather remain comatose for one turn per hit point below zero. Even the most minor healing spell “heals” all false damage. A “slain” individual must still make a Panic check upon revival or acquire a new form of insanity.





The Hit Dice can be dynamically allocated up to 1 HD per Nexus character level. For instance, a 9th level Nexus can animate a single 9HD illusionary monster (a bear skeleton), or three 3HD illusionary monsters (wolf or dog skeletons), or 9 1HD illusionary creatures (rabbits, cats, and other vermin.) Good-aligned clergy CANNOT turn the creatures normally since they are not true Undead. However, the Cleric will not know that - it will simply appear as if the Turn checked failed for other reasons.





Because this spell targets the victims’ minds, and does not actually project images (unlike how a hologram might work), Constructs and most non-sentient Undead are immune. Fey characters may realise something is amiss because the false skeletons do not show up on echolocation.








False Object


Range:		1// per level, line of sight


Duration: 		1 turn per level


Area of Effect: 	1 object or surface


Casting Time: 	2 segments


Spirit Cost:	1 (small) or 10 (large)


This spell conjures the illusion of an object. The object can be as small as an apple or as large as a wagon. Most often, this spell is used to create the image of a false wall, so as to distract pursuers. But it can be used to create columns, locks, treasure chests, vials, coffins, or anything else the Nexus desires. Conjured objects are stationary and must resemble ordinary inanimate objects (such as a suit of plate mail or an iron maiden.) Anyone failing a Panic check will believe the object to be exactly what it is. More importantly, the Panic check should only be implemented if the characters have some reason to believe that there is an illusion in place. For example, if  Nexus creates a false wall at the end of an alley with an angry mob following him, they would get a panic check -- especially if they are familiar with that particular alley. However, if a Nexus creates the illusion of a suit of armour inside an armour shop and hides inside the illusion, only the actual shop owner should get a panic check.





Because this illusion does project light (like a hologram), Constructs and Undead will see them and possibly be fooled. These images still have no substance, so echolocation may still reveal the falsehood.








Consume Identity: NO (but I have a better idea, written below)


Know Thy Prey


Range:		Touch


Duration: 		Instantaneous


Area of Effect: 	1 body


Casting Time: 	1 round 


Spirit Cost:	5 SP


This unholy spell grants the Nexus to ask the departing soul of a victim he has just killed one question. The victim’s soul must immediately answer the question as truthfully as possible. Note that if the victim offers an answer that he or she truly believes is true even when it is actually not true, that answer is still acceptable. The question asked can only be one sentence in length and only be truly one question - for example, asking the names of the victim’s allies is acceptable, but asking their names and where they are staying is not (only one question or the other could be answered.)








Create Poison


Range:		Touch


Duration: 		Instantaneous


Area of Effect: 	1 dose/intensity per level


Casting Time: 	1 round per intensity


Spirit Cost:	5 per intensity created


This spell creates inorganic poisons. As the Nexus increases in level, he or she can create more potent poisons (maximum int[6]). This increase is one intensity per two levels, maxing out at level 13 (for int[6]). The Nexus can create a single dose per level. A “dose” is enough to coat one weapon or contaminate one meal or beverage. Thus, a 4th level Nexus could create four int[1] poisons or two int[2] poisons. The Nexus must have suitable empty containers for storage.





Cold Fire


Range:		10//, RTT, LoS


Duration: 		Instantaneous


Area of Effect: 	1 target


Casting Time: 	1 segment


Spirit Cost:	10


This spell inflicts cold-based damage. When the Nexus casts this spell, a linear jet of dark blue flame lances out from his or her hand to strike against a targeted foe. The cold fire inflicts 1d6 damage (plus an additional d6 per two levels; maximum yield is 10d6). Because this spell inflicts cold damage, Constructs and skeletal Undead take only half damage in most cases. 








Tier Two


Tier One spells are available at 7th level








Mirror Self


Range:		Self


Duration: 		1 round per level


Area of Effect: 	1 image per two levels


Casting Time: 	2 segments


Spirit Cost:	3 per mirror created


This defensive spell creates a holographic likeness of the Nexus that behaves in Nexus-like ways (i.e. gloats, swaggers, slinks, skulks, attacks, etc.) The illusionary images cannot stray more than 10’ from the real Nexus, however. This spell is highly useful in combat, in that foes will have to guess which Nexus is the real McCoy (random percent chance of choosing the correct target - if there are 3 images, the attacker has a 1 in 3 chance of choosing the real Nexus, for example). The false images have the same AC as their creator, but will vanish upon receiving even a single point of damage. The false images can appear to attack but cannnot actually inflict damage. The maximum yield is six images.











Viper Familiar


Range:		Touch


Duration: 		Permanent


Area of Effect: 	1 snake


Casting Time: 	1 hour (ritual/ceremony)


Spirit Cost:	15


Once this spell is cast, a snake is permanently bound into the Nexus’ service. The Nexus can see through the snake’s eyes and can communicate telepathically with his or her familiar up to a mile away. The snake can be of any species, small or large, poisonous or constricting, land or water varieties. Once cast, it cannot be undone. If the familiar is slain, the Nexus must wait an entire year before another familiar can be summoned.











Animated Illusion


Range:		1// per level, line of sight


Duration: 		1 turn per level


Area of Effect: 	1 object or surface


Casting Time: 	2 segments


Spirit Cost:		1 (small) or 10 (large)


This spell is like Illusionary Object except that the illusions can move. Thus, an image of a suit of armour can suddenly come to “life” and attack intruders. Like all illusions that cause damage, it is impossible to kill with fake damage, but those “slain” are rendered comatose for one turn per hit point below zero.








Amplify Pain


Range:		10//, RTT, LoS


Duration: 		1 round per level


Area of Effect: 	1 target


Casting Time: 	2 segments


Spirit Cost:		10


This wretched spell creates the illusion that a wounded character is actually twice as injured as he really is. Thus, a Warrior hit for 6 points of damage will feel like he was hit for 12. The character will become comatose at “zero”, but will not die, as half of the damage is illusionary. Constructs and Undead are immune to this effect. At zero hit points, the victim gets a Panic check in order to shrug off the effects of the illusion; success indicates that the character returns to his or her true level of health, while failure will render the victim comatose for one turn per hit point below zero.








Stunning Blow


Range:		Touch


Duration: 		Instantaneous


Area of Effect: 	1 target


Casting Time: 	0 (free action combined with a melee attack)


Spirit Cost:		5


A Nexus will often use this spell to finish off a wounded foe. When combined with a melee attack, the blow inflicts 2d4+2 damage, and strikes at +4 to hit. If the attack is successful, the victim must make a system shock save or be stunned for 1d4 rounds. Constructs and Undead are immune to the stunning effect. 








