	SPELL FAILURE TABLE

	
	Elemental Attack
	Information
	Mind control
	Other Attack spells
	Other Non-Attack spells

	01-05
	This round is lost, firefly.
	Move along, there is nothing here to see...
	Spell distracts a fly in the corner of the room. Nothing more.
	Well, that was pretty safe to be in the receiving end of...
	Caster are distracted by an unknown anomaly.

	06-15
	Caster are not the master of these element – apparently. The spell starts an unintended fire (or freeze something) within range.
	Caster lose double the amount of PP, and gain nothing from it. The void whispers about your lack of aptitude.
	Caster look guilty as sin and any targets within range immediately suspects you of mischief. Better pull a rabbit out of your hat… 
	Caster gets a terrible headache. Any attempt to recast this spell for the next 20 rnds provide an unconditional ESF UM20.
	Spell goes astray and create an unusual shortterm effect. Nothing deadly, just strange – like a one round teapot golem. 

	16-25
	One cannot afford to lose concentration while playing with flames. Caster take 1d10 hits and lose 1-5 extra PP.
	Caster get false information from his spell, but will not realise that until 48 hours have passed.
	As spell fail caster lose double the amount of PP, stuns himself for 1 round and look pretty damn guilty if anyone has eyes on him.
	Caster must have lollygaged himself through school, apparently, and now pay the price! Bad wording stuns him for 2 rounds.
	Self taught, huh? Spell goes off badly, with a loud sound and flashy display, stunning caster for next round.

	26-35
	Caster barely escapes death (but not embarrasment) as element engulfs him, stunning him for 2 rounds. +6 hits.
	Information provided by the spell is false, but caster believe it true until evidence to the contrary is presented.
	Mental strain causes caster to use any spells from this list with an ESF UM20 for 24 hours.
	The strain is to great and, while caster remain standing, he lose consciousness for 1 round (prone). Like an ugly looking statue…
	Failure. Any further attempts to cast this spell during 24 hours are penalized with ESF UM20.

	36-45
	In a mad display of utter self disrespect, caster melts/freezes/ burns part of himself. The show is enjoyable, especially for any foe, as caster take a “C” critical.
	Strange aeons play tricks on your mind, causing a mood change until you’ve slept it off. You are either (1) sad, (2) paranoid, (3) extravagant, (4) selfless or (5) frightened. 
	Your mental powers misfire and your mouth starts to shout bad vocabulary for 3 rounds. You are unable to control your language, may act physically, but are unable to prepare or cast spells.
	The failed spell stuns caster for 1-3 rounds and exhaust him. Caster have a -10 penalty to all actions (including spell casting) and lose half of his remaning power points.
	Caster involuntarily shows the dangers of magic, being stunned for as many rounds as the spells level (i.e a 3rd lvl spell stuns him for 3 rounds).

	46-55
	The spell is larger and more powerful than expected (x2), but unfortunately terribly aimed. Roll for random direction and possible targets. Caster is stunned 1 rnd.
	Spell fails, but worse is that any information spell that caster use for the next 48 hours will provide incorrect information. Caster is unaware of this condition.
	Strain of spell failure freezes caster’s mind for 1 round per intended target of the spell. Caster is in a paralysed condition for the duration.
	Caster lose double PP for the spell and as if that wasn’t enough his body trembles uncontrollably (–20 to all actions including spell casting for 1-5 hours).
	To much mental strain causes a slight collapse of caster’s mind. One random mental stat (SD, RE, PR, IN, EM) is lowered by 2d10. Effect lasts for 1-10 days.

	56-65
	Caster will not cast that spell again for 3 days. +10 hits.
	Caster will not cast that spell again for the rest of the week.
	Caster will not cast that spell again for the rest of the week.
	Caster will not cast that spell again for the rest of the week.
	Caster will not cast that spell again for the rest of the week.

	66
	Careless handling of the element knocks caster out for 10 minutes. In addition he takes a “C” critical and lose 2d10 extra PP.
	Information overflow causes mental collapse. Caster suffers amnesia. All childhood memories and his list of enemies. Gone. Eradicated.
	Spell has reverse effect. If possible caster is controlled by his target (othervise by unknown entity). A mentalists nightmare! 
	Strain knocks caster out for 10 minutes and deprive him of any remaining power points. Now he is nothing more than an old fool…
	Disaster. Total burn out causes caster to lose all remaining power points and stuns him for 3 rnds. He regain them at normal rate.

	67-75
	Sticky element clings to caster’s body, causing him to regret this magical mishap. He takes an “A” critical for 3 consecutive rounds, lose 3d10 power points and spend 3 rounds stunned. 
	Information comes and goes. In this case you gain no information, but you give away something really important. It might be a trusted secret, one of your weaknesses, or something else. You don’t know that you’ve given something away.
	Caster’s failed spell somehow causes an immunity in intended target(s). Target(s) will be immune to your mind affecting spells forever.
	Spell internalizes and fries caster’s brain. Mental collapse freezes him for 3 rounds, screaming without control. Stunned without parry during these rounds, caster also lose 3d10 PP and is unable to recast this spell for 3 days.
	Reverse effects of spell (if possible, othervise reroll). I.e a Heal 3-30 will damage target by 3-30 hit points, a Bladeturn will add its bonus instead of subtracting it from the attack etc. Good luck explaining this!

	76-85
	An enormous shower of lights appears around the caster illuminating him for all to see. Caster is blinded for 1-10 rounds, lose 4d10 additional PP and, worst of all, have his fumble range for elemental attack spells permanently increased by 2.
	Caster’s mishap draws unwanted inhuman attention from a plane beyond his world. This daemon, ghost or fae may or may not pay a visit at once. This is something for GM to remember and create an exiting (most likely hostile) encounter from. 
	Caster lose control of the powers involved. The strain stuns him for 1d10 rounds. He lose 4d10 PP and forget the spell he was trying to cast (i.e it must be relearnt). 
	Spell fails as it suddenly is forgotten by caster (must be relearnt). Caster is disoriented, unable to take any action other than escaping his current enemies for 1d10 rounds. During these rounds he is unable to cast any spells or use any magic items.
	Spell fails and is entirely lost from caster’s repertoire (must be relearnt). In addition caster lose 3d10 power points.

	86-95
	Overwhelming elemental force knocks caster to the ground, causing a “D” critical. Caster expends 2d10 additional PP and also lose the ability to cast this spell (it must be relearnt). 
	Remarkably enough caster has actually forgotten the spell (it must be relearnt). In addition his spell casting ability is a bit off for the next hour, all spells have an ESF UM30.
	Caster goes down on his knees, sweating and mumbling, stunned for 1 round and losing half of his remaining PP. The spell is lost (must be relearnt) and the caster has an ESF UM20 to all spell casting for one hour.
	Sleep, children, sleep…! All animals within a 100’R falls asleep (RR allowed if they are of importance). Caster also falls asleep, but keep staggering around (prone) for 1d10 rounds before waking up. He has lost the spell and all power points.
	Spell failure drains caster of 4d10 power points and provide any spell users of opposite alignment with a hint of his location (through a dream or vision). Caster also lose the ability use this spell again (i.e it must be relearnt).

	96-99
	The elemental attack misfires, exploding with center on caster. Roll the attack with all bonuses that should have been applied to target and a +35 mod. for point blank. Caster is unable to use any spells from this spell list for 1 week.
	Spell failure leave caster powerless for 1d10 hours. caster developes an insomnia due to nightmares. Power point recovery is at half rate and caster become slow and sluggish. Caster must use an extra +25% action to cast non-instantaneous spells and an extra +10% action to cast instantaneous spells.
	Locked in a mental “brawl” that caster cannot win. After 3 rounds of agony, in a catatonic state, caster’s mind is let free, but his personality is disrupted and one distinguished trait have been changed. All power points are lost. No doubt caster is rather moody…
	Unintentional internalization of power ruptures caster’s organs. Caster drools blood and goes down on his knees. He performs at -50 (physical actions) and spend 6 rounds stunned. Any attempt to recast this spell for the next 48 hours has a ESF UM30. 
	Caster’s disregard for the powers involved revolts against him. He is thrown to the ground, stunned for 6 rounds. He also lose spell casting ability for 1d10 hours and are drained of 5d10 PP.
You should have studied more and played less… 

	100
	Caster is not strong enough to wield this force. Everyone within a 20’R take a “C” critical. Caster is hit even worse, taking an “E” crit and then falling into a coma, lasting for 1d10 weeks.
	The spell is lost, along with a good portion of caster’s sanity! He is only able to stay mentally clear for 3 hours per day, the rest of the time his mind is occupied and he is a babbling idiot.

“Breath, sunflower, rainbow, 450, three to the left, four to the right…”
	The spell misfires: turning caster into an imbecil for 1d5 days. During this period caster has no will of his own, but will follow anyone who attempts to lead him. He’ll do anything asked, regardless of whom is asking. Suicide suggestions get an RR.
	More powerful than caster had ever hoped, the spell is doubled in effect (effect, range, area, targets, etc, whatever can be thought up). The bad part is that caster is on the list of targets. And his RR is already rolled. It failed…
	Unearthly powers disregard gravity, causes caster to float in the air for 1d5 rounds. When he eventually drops to the ground he is in a coma for 48 hours. When he regain consciousness, he realise that his amount of hit points and power points has been switched. The effect last until next level.


1) Unless otherwise stated, caster always lose the PP used in casting and the intentional effect is lost.
2) If a result state that caster has an ESF UM20, then any spell rolls under 20 results in another fumble.
3) Relearning a lost spell costs half of the spell level in development points. 

	EXTRAORDINARY SPELL FAILURE TABLE

	
	Elemental
	Information
	Mind control
	Other Attack spells
	Other

	01-20
	You lose double the amount of PP used to cast this spell. Remember there is a –10 penalty for every 1 negative PP. Spell still take effect.
	You lose double the amount of PP used to cast this spell. Remember there is a –10 penalty for every 1 negative PP. Spell still take effect.
	You lose double the amount of PP used to cast this spell. Remember there is a –10 penalty for every 1 negative PP. Spell still take effect.
	You lose double the amount of PP used to cast this spell. Remember there is a –10 penalty for every 1 negative PP. Spell still take effect.
	You lose double the amount of PP used to cast this spell. Remember there is a –10 penalty for every 1 negative PP. Spell still take effect.

	21-40
	Your next (ordinary) spell has a 50% chance to fumble. Fumble is modified by +20.
	Your next (ordinary) spell has a 75% chance to fumble. Fumble is modified by +10.
	Your next (ordinary) spell has a 95% chance to fumble.
	Your next (ordinary) spell has a 50% chance to fumble. Fumble is modified by +20.
	Your next (ordinary) spell has a 75% chance to fumble. Fumble is modified by +10.

	41-65
	The element covers your arms and upper body in a clear attempt to kill you. You are out for 2 rnds, take 3 hits per round and a –15 penalty.
	Information overload causes your system to shut down temporarily. You are out for 1 rnd and stunned for another 3 rnds. Lose double the amount of PP.
	Mental lapse causes you to forget something that is important to you. That might be a code, a skill or some other knowledge. The gamemaster decides.
	Swirling magic lifts you up and drop you from 30’ height (if no roofs stops you before reaching 30’). You take appropriate fall damage.
	You should not try to draw power from a sleeping god! The spell missfires gravely and you take on a random curse from the Evil Channeling Base list - Curses.

	UM 66
	That for sure was an attack spell, aimed at yourself! You use all your remaining PP as OB on a Fire Ball spell aimed with you as the target. You have no defense, not even magical, since the spell emanates from yourself! The Ball spell also hurts everyone within radius (10’). You lose all your PP, if you survive…

Ouch! 
	You get hold of astounding information that you cannot speak of, literally. In fact, you cannot speak at all for one month. Ordinary ESF penalties for using no voice applies to all your spells. The “special” information that you’ve just got cannot be told to others in ANY way.

Well, I know how it really is, but I won’t trouble your fragile minds with such absolute truth…
	You are up to no good! Instead of controlling your intended target you draw attention upon yourself from a malicious demon! Weak willed as you are, he possessess your mind for 1-10 days (or until exorcism has taken place). The demon might be playful, angry, foolish or have any other traits decided by GM.

Mother, why is that man dancing at the tables, destrying all peoples cups and foods?
	No matter what spell you where actually casting you fall into an irresistable sleep for 2-20 hours. You will not wake until time is up (unless an Awakening spell is cast upon you).

Sleep tight little Cinderella…
	Something awful happens when you attempt to cast spell. You get a mental block that, not hinders you in casting the spell in the future, but removes it from its current lvl and places it 5 levels higher! You are stunned for 5 rounds as a result of this.

GM Note: In the same way as lost spells can be relearned the character can relearn this spell when he gains a level. 

	67-75
	Instead of a manifestation of the element you manage to display some really cool magic things by using ALL your PPs. The effect might really be stunning if many PPs are used (a round or two).

Please show us that fantastic dragon again, Mr Wizard!
	What’s information worth these days? All for nothing? You’ve lost your PPs for the day…


	Your mind is like an open door. You manage to transfer half of your PPs to your target. A stunning experience for both of you (2 rnds). If there is no target you would surely have wasted all PPs anyway on trying to control something that has no mind at all.

…and it didn’t mind!!!
	All that power invested and still no effect?! Or wait…  there was effect. All targets (friends and foes) within 20’ will have to make an RR vs your level (no BAR) or suffer the effects of the spell. You, on the other hand, will not harm them again for a while. You have no PPs left.
	Could you really get explosions from mixing demonspit with hobbit droppings? Yes, actually, that is a fact! You, and only you, take the effects of an immaginary Plasma Ball spell with +30 OB. Anyone around notice you spitting blood and behaving strange, but they see no magic balls... Ignore deadly results.

	76-90
	Your head sparkle and your fingers are lit up like a christmas tree. It hurts. You take 20 hits, are out for three rounds and operate at –30 for 2 days.
	No information gained. Actually you lost some instead. Memories from past week erased in a flash, along with all experience on that experience record (for 1 week).
	When concentrating on your target you sprain a blood vessel in brain. You take 15 hits, are down and out for 3 rnds and operate at –30.
	Massive strain caused by the power overload. You fall down, screaming in pain, then silence while you are out for 5 rnds. Your spell casting is a –20 for the rest of the day.
	Strange energies paralyze your left arm while casting the spell. This effect will hold on for 2-20 days and you lose double the amount of PP.

	91-99
	You manage to burn your feet with the element in question. Take a “C” cirtical on appropriate table while the element climbs your body. In addition you lose double the amount of PP.
	You get some information you didn’t ask for. In addition you get a mental disease from the Evil Mentalist Base list Mind Disease. Level 1-10 and duration is permanent. Roll no RR.
	Spell knocks you out for 3 rounds. You take 20 hits, lose 2-20 PP (exluding the ones for the spell) and shiver for the rest of the day. Its like a magical cold…
	In a display of raw magical power you burn all your PP and 5 more, giving you a –50 penalty. All within visibility area are stunned for 1 rnd. There is a low frequent sound humming out over the area. 
	Your heart strikes double when spell goes astray. You don’t have a clue what happened but will notice within a few hours. Perhaps the Kings wife got a shield spell, or his kids a Blur…

	UM 100
	Wizards Twilight. The spells on the list you tried to overcast from changes. They will from now on drain double PP and hurt you for 5 hit points. The good thing is that spells from the same list have 50% increase in effect. That might be range, duration, area, damage or whatever is appropriate. Should you get this “understanding” again, choose another effect that should increase. (i.e. the second time your fireball costs 24 PP, gives you 10 hits and has 150’ range and 15’ radius).
	Wizards Twilight. You understand the stranger aeons, the truth of life and some highly religious facts that is to marvelous for any human to really comprehend. You gain 10 skill ranks in three different academic skills and a permanent increase of your realm stat(s) by 3. The drawback is multiple; you age 20 years in a half an hour, your hair falls off, you get wrinkled and weak. 20% of catching some “old age” disease. All physical stats is lowered by 3-30. If they sink below 0, you have died.
	Wizards Twilight. The spell has not the desired effect. Instead you manage to gain some insight in all sentient beings minds within 50’. And it is permanent. The drawback is that you will have a hard time concentrating on spells when people are within 50’ of you in the future. Spell fumble range is 01-10 for all concentrations spells under these circumstances. You hear voices of truth. Concentrating on a spell is from now on a 100% action.
	Wizards Twilight. Spell goes wrong. As lightning sparks along your feeble hands hurting you bad you get that sensational feeling of toughness. You take one “C” electricity crit and is out for 1 hour but when you wake up you will have gained 1000 XP and 3 extra skill ranks on Body Develepment to spend at once (no need to wait until you gain next level).


”Anything that doesn’t kill you gives you strength…”
	Wizards Twilight. The flux of magic surprices you again. The intended effect doesn’t show but a small animal do. You have gained a sentient animal follower. Somehow your souls have become linked together by the warped magic. Should it get killed, you will die. Should it get harmed you will suffer. If the animal companion takes 30% of its hits, so will you. If the animal breaks a limb, the same will happen to you. You can mentally speak to as well as see through the animal.

	101-125
	Mental disorder. You wander off for a minute doing much more important work. All other things are not important. You lose triple the amount of power points…

I’ve always wondered how these flowers could manage without this extra fire…
	You gain information from a higher plane, but not what you wanted. Actually it is not true either, but you will believe so. It might be that a member of the party is a traitor or that someone has sold you a bad herb. This information cost you triple the amount of PP spent for the spell.
	You cannot make decisions for 1d4 days. Some obvious things go by instinct, but other things do not. You might try to walk away from an enemy that hits you, but there is a chance that you might starve to death because you cannot get food for yourself… much like a very senile human. The chance that you should actually cast any useful spells are very small, say 20%.
	Mental lapse. You don’t understand the last words of the spell, or have forgotten the meaning of them, but what the hell…  how important could that be? Oops! Now you know! You target the spell at a friend and manage to do it very well! Roll a new attack roll at him with a +20 BAR modifikation.
	When things go bad, there is even worse if magic is involved. You cast the wrong spell;GM chooses another spell from either the same spell list or another. The spell is cast at either (1) a friend, (2) a foe, (3) a thing, (4) yourself or (5) an animal. You lose double the amount of PP.  

	126-150
	You shouldn’t play with fire! You shouldn’t play with any element at all, mister butterfingers. In an attempt to show off you manage to spread the intended element over an area of 20’. All within this area take a “B” critical including yourself. There is a lot of explaining to do…
	Information is a dangerous trade. You cast your spell, but the only thing that happens is that you get a glimpse of a red burning eye… RR vs lvl 120 or suffer the consequences of a Black Channels I spell. You will never again cast the spell you where trying to. You cannot relearn it.
	Controlling the mind of others lead to the dark side. You see the burning lidless eye starring at you and are stunned for 3 rnds. From this point on you have trouble sleeping. You to recover PP at half speed (i.e need twice as much sleep for regaining all PP). There might be a cure somewhere.
	Whatever spell you where trying to cast transforms into an open channel to the demonic world of the first Pale! 25% chance each round that a Type I demon passes through the open gate. The gate will be open for 1-10 rounds (but close once a demon has passed).
	While tampering with magic you don’t really comprehend you manage to get a serious mental strain. Take one “C” AND one “E” stress critical (different rolls). You are unable to even try cast that spell for one day. In addition it has cost you double the amount of power points.

	151-175
	You engulf both or your hands and arms in the element, render them useless and giving you an “D” critical on the proper crit table. You are also out for 1 round. You also lose triple the amount of power points.
	Instead of gaining information, you lose quite a bit… The spell you tried to cast drains your level by half its level for three months (i.e. a 5th level caster that tries to overcast a 8th level spell is back at level 1 for three long months).
	Mindburn causes you to take a “C” stress critical, lose double the amount of power points and operate at –30 for three days. You are unable to influence this target with any mind spells for the rest of the day.
	You realize the danger in doing what you are doing when you suddenly lose your eyesight. All is black for 8 hours and when your eyes start to function again you realize you have lost this spell for ever.
	A smokeflash and a bang. You are stunned for 3 rounds, trying to figure out where the hell you are. You have been teleported to a place within a kilometer of your former location. Lets just hope it’s a friendly place…

	176-200
	All fingers on your left hand are destroyed by the element as it engulfs your hand. As if that wasn’t enough, you permanently lose 1 of you Base Power Points. Take +15 hits, stunned no parry for 3 rounds and left hand useless. –25 to all actions. You lose spell casting ability for the rest of the day.
	You get a permanent delusion (mental illness GM’s choice). In addition the extraordinary shock strains you, giving an “E” stress critical and forcing you to be stunned no parry for 3 rounds. 

Mother, why is that man dancing and screaming? Is he a drunk?
	First you get the false impression that your spell really worked. Acting in that way might get you into trouble. Some time later you will certainly discover that the failed spell drained triple the normal power points.
	You lose concentration and pay dearly for it. Whatever spell you where trying to cast transforms into an open channel to the demonic world of the second Pale! 50% chance each round that a Type II demon passes through the open gate. It will be open for 1-10 rounds, but close as soon as two demons has passed through it.
	This time your magic smells bad. The intended effect of the spell doesn’t show, but a smelly brown cloud slowly covers an area of 150’ radius. Over a few days all growing things will die in that area and nothing will ever live there again. You lose spell casting ability for the rest of the day.

	201-225
	Your head completely engulfed in the fierce element, eyes and facial area destroyed but you still live. Appearance lowered by 50 or down to 25 whichever is less. Permanent blindness. You are out for 8 hours. +30 hits. 

When you wake up you no longer recognize your own voice as you from now on speaks with only a harsch whisper.
	Sudden shock as a Demon beyond the Pale answers your call for information. Run fleeing from the spot you where standing for 1-10 minutes. You don’t let anyone stop you and you wont hesitate to use force to get away. This incident will also make you afraid of using your magic again. For each time a spell is to be cast you must roll 101+ modified by your SD stat (not bonus) or hesitate.
	You manage to get the attention of a malevolent and powerful demon. He possesses your soul and will force you to do stupid things. It is a Type III demon that stays for as long as the GM deems appropriate. The first thing the demon forces the character to do is to appologize to the target of the failed spell and on the same time with a grin spit on his shoes…  hopefully you will survive!
	A maelstrom of misplaced power twists your spell into a horrible werewind covering an area of 30’ (with you as the center). All standing within the area the next round and forth will take a random (“A” – “E”) critical on random elemental critical table (inluding nether and plasma). You have a hard time getting out of the maelstrom since you are out for 1 round and stunned no parry for another 3 rounds.
	Overwhelmed by the power you try to unleash you stumble and fall, manage to break a limb. In addition you are stunned for 3 rounds and see horrible visions that you try to get away from. They are only visible to you. You have lost spell casting ability for two weeks and operate at –10 due to strain for one day. Also roll an “E” stress critical.

	226-250
	A Ball of the chosen element explode with you as the center target. Everyone within 10’ of you take a “D” crit. Everyone within 20’ of you take a “B” crit. What about you? You take an “E” crit modified with +5 due to the unfortunate situation of being point blank to your own attack.
	The worst depression you have ever felt gets over you with a tenfold boost. You cant stop crying and will be totally impossible to motivate into doing anything for 1-10 days. 5% chance each day that you try to commit suicide.
	Serious strain causes nosebleeds and nausea. You are unable to cast any spells for 1-10 rounds and take a “C” stress crit, operate at –10 and are stunned unable to parry for 3 rounds. Your target is fully aware of your attempted spell.
	The Dark Lord himself summons your call for power to cast this spell. If your alignment is evil, threat the spell as a success and continue roll the dice. If not, the Dark Lord channels the effect of a Black Channels II spell upon you and must RR vs 120th lvl or suffer the consequences.
	You have accidently released a mind-eater (Demon of the Void) which appears above your head, falling down onto you to make its first attack. You are virtually defenseless for the first round and after that the risk is high that the mind-eater have started sucking out your brain…

	251-275
	Totally engulfed in the element you take 15 hits/rnd and two “E” crits on the appropriate table. If you should survive this you can try to put the “flames” out. Depending on what element you where trying to use and the environment you are in this will take 3-6 rounds. You are stunned during the time you try to get rid of the flames.
	The eye! The eye! You go completely insane, running in the streets (or wherever you where) screeming mad things. If you get the chance you will get naked and run. It feels a lot better that way…

GM note: this character has only a very slight chance of ever becoming sane again. The player might choose to call it a quit…
	Mindburn. Your target is too strong for you to affect. Strain causes you to lose all your PP, recovery will take 1-10 days. You must also roll for a “D” stress crit and operate with –25 for two days. Your target is fully aware of your attempted spell.

“Well, I think we have an unsolved dispute here mister…”
	The spell take full effect upon yourself. As if that wasn’t enough you also take an “E” shock critical and lose all of your power points plus five. That means manaburn which leaves you at a –50 penalty. You will regain only 1 PP per nights rest and it will thus take you five full nights to get back to 0 PP. The penalty is lowered by 10 for every nights rest.
	You mix some words in spells you don’t really know how they work. The effect is gruesome. Your skin turns pale over a night. Your eyes change color and your hair grows long and grey. It all happens over a night. You immediately take three “E” stress crits (different rolls) and also get all of your resistances vs magic lowered by 20. Hopefully you will survive.  

	276-300
	Your head explode. Death is immediate. Small elementals dance around the dead body for a few seconds before they disappear into thin air…

Everyone within 20’ of this macabre action risk being hit with flying shards of skull, taking a +50 mace attack. It is all very disgusting. Brain is everwhere.
	Information you receive turns your mind completely around forcing you to change alignment totally. Good becomes evil, evil becomes good. Totally neutral characters (however rare) will be randomly placed into one category. This is not to be confused with a slight mental disorder – this is really the worst kind you could ever imagine!
	Your target is completely aware of your intentions, though it seems as if that isn’t all. He may give you a Quest (no RR) which you must fulfill at your best. Failure to do so will result in you losing your spell casting ability for all future. When you start thinking about how to fulfill this quest, you realize that you have no power points left, and they will not return to you for another 6 days. 
	Strange sounds and lights come from your failed attempt to cast a spell you don’t comprehend. You will learn to study before casting spells. Lose the ability to ever overcast a spell again. Actually you will not cast any spell for the next two weeks.

Please show us that fantastic fireworks again, Mr Wizard!
	You first believe your spell has had effect until you can no longer fool yourself. Stand starring for three long rounds believing. Actually a mana burn has occurred when you tried to release powers you didn’t even know they existed! After the three rounds of inactivity you are out for one day and lose spell casting ability for a month!

	301+
	You become one with the element. You and everything within 5’ are consumed or transformed. Special equipment might get an RR. All within the area take a +150 Ball attack on the appropriate attack table.
	This was truly more information than your feeble mind could handle. Uttering some last words to those around you before falling down into a heap of dead evidence of the dangers of magic…
	In an utterly blatant attempt to control others, your own mind can take no more. Your brain pours out from facial openings (ears, nose mouth etc) and you are truly mindless for the rest of your miserable existence…
	The strain of magic instantly kills the body, leaving it in a dead heap. Not realizing you are dead your ghost will wander this area trying to cast the spell that killed you for eternity. Your memory truly lives on.
	Your heart stops due to the massive amount of magic power that you where trying to unleash. The result is meager. You are dead and the only thing you leave behind is a good looking corpse to bury…


Wizards Twilight is inspired by Ars Magica and is as an extraordinary out-of-body experience that some spell users might get in touch with while dabbling with magic that’s a bit out of their control. Some might learn from the experience but pay for it dearly in one way or another. One way to think of it is like the character is really stoned… While a character is in Twilight he cannot interact with the real world, but the body might still do something up to the GM. Some time afterwards (minutes, hours or days depending on the ESF modifier) the character comes to his senses and might have some new insights about his magic. Unfortunately such close brush with true magic never leaves the character unharmed. An experience like this cannot be taught, that’s why it’s an experience!

