


APPENDICES Jj;






















o

ST
ety

—=

¥

Valkyrie Spells

NAME | MPt| Range| * | Power l
creates a strong shock wave
BLAST |6 | 12yds|0 | 145 100-220
destroys ammor and
defensive powers
DEPROTECT |8 10yds |-OG | 138
unhun:‘sihztﬁ;"v:w !E:(»::
LONGTHROW |8 PM | - -
kb I s L
o
SUREHIT |8 M | - .
ereates o fear sphere
FEAR |11 ldyds | OG | 151 40-160
Ry S
RETURN |9 |- |pm ¢
bt s e 00
_ ANTIHURLI |12 | long | AO | 149
R m e
WEAKSPERE (24 | long | A0 | 136 5.40
strengthens the power
of the weapon
WEAPON! (29 | - P
e
i s
REVMAGIC 165 | long AO | 185

Cleric Spells
NAME

Power|

heals wounds of up 1o 7 Hispolnts

HEAL 7

20ps o amall sin cammitted
by o charactr

PSIN

removes all palson
from & character
CLEANSE

zaps seversl smell s

cammitted by o char

ZAPSIN!

cures vitamin deficiency
of o character
TTAMINS

hoals wounds of up o

160 Hil
HEAL

2aps 2 mortal sin comi
by & ch

b
"ido

mitted
arectec

ZAPSINI

retum youth end

powar

REJUVENATE
Ineals all watinds of & party
HEALALL

Incrasses the loyalty
of a charscter

SOULBIND

PM

P

PM

PM




Priest Spells Angel Spells g
NAME | MPt| Range }) NAME | MPt | Range Type

heals wounds of Up to 5 Hitpaints | e/ ealn wounds of up o 8 Hitpainis
HEALS |3 | HEALB |4 |- PM | - L A

[ ollavintes the hesls the iiness of a character

PCLEANSE | 6 \ a 10 |- M| - a

l alleviates the illness somewhat ‘weakens opponent’s attacks

il CURE |9 PROTECT |14 |- AL h| s A
| ‘//‘/2 sobers up o drunk charactar heals all wounds of a character d

| SOBER |7 £ HEAL A |14 |- PM | - a e A

H rekes o charactes contant f‘ = rwein o drona e
yae) 2APHUNGER |6 AN MAGICWALL [13 | - PM | - sl B

& heals i o up 08 Hipolta L eals ol wode
\\’{.\g HEALALL 5 | 12 YR RESTORE (22 | - M | - Al (i A

i LS AN opponent 1o sheep ‘makes immune te poison altacks
\\ \ SLEEP |10 | 10yds ANTIDOTE |20 | - e m - A

heals wounds of heals all wounds of up to-

‘\ W up 1o 80 Hitpoints 100 Hitpoints.
(A HEALBO | 15 HEALALL100 [21 |- P o (o A

| Jy A By o o R Pl crotes o strong magil
J / PETRIFY |22 | ldyds EWALL |28 P A

croates the potion
“CURE” | 30
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on, but cannot be changed during a game. The class determines the deve-
lopment of a character.

Conjurer, Conjuress magicians.

Crimes The crimes are killing or injuring of friendly persons. Friendly per-
sons are decent citizens in the towns as well as fairies and nymphs in the
wilderness. 1

Critical hit A critical hit is always fatal. It hits the miracle spot of the oppo-
nent.

Damage points Damage points indicate the amount of injury caused by a
blow or spell. They are subtracted from the Hitpoints.

Death As in all role playing games the death is not final. Dead people can
be brought back to life at any time using proper measures. Only when a
character remalns dead for too long he cannot be revived.

Dexterity Class (DC) The dexterity class indicates how well a character can
deflect apponent's attacks. It is composed of defence abilities, battle experi-
ence (level) as well as the armor in its possession.

Disease The effects of disease are similar, but stronger, to those of poisons.
Door There are many different types of doors. Some are visible, others are
not. A few are anly passable in one direction.

-
Dungeon A dungeon or a vault, usually underground, swarming with dange-

rous monsters and valuable treasures.

Enchanter, Enchantress magicians.

Exp point Each character gets exp points for each successful
action. When a certaln number of points is reached the character is promo-
ted to a higher level.

Flgure See character.

Forty-two A very famous number which, in contrast to many other com-

class in a guild.
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puter games, has absolutely no meaning in FATE.
Group of opponents Opponents basically attack in an orderly formation.
They can be organized in up to 5 groups each with up to 8 members.
Guilds In contrast to other buildings guilds have a completely differant
meaning to the one in reality. In role playing games guilds are magical
places where new abilities are negotiated and the art of magic is learned.
Hitpoints The Hitpoints indicate the health of a character. A few Hitpoints
are lost with each hostile encounter. Once they are down to zero the char-
acter dies.
Incantations Invoking of demons to support the party
Indulgence Get a pardon for one's sins.
| sphere The i ility sphere protects the characters
from Injury or limits the damage. :
Jewel By using a Jewel a map of the surrounding area can be laoked at.
Law The law in FATE is set and maintained by druids and guards.
Legend of Faerghail Another neat role playing game by reLINE.
Level A level is an experlence plane which a character reaches during
game play. The higher the level the easler it is for the character to master
difficult situations.
Level also describes the floors in a dungeon. The various levels are on top
of each other and are connected by stairs.
Magepoints Each Mage has a certain number of Magepoints. After each
spell a fixed number of points is subtracted. When all Magepoints have
been used up the Mage must rest before being able to cast spells again.
Magic classes The spells are divided into various magic classes. When a
Mage learns all spells in a magic class he can be granted a new magic










