Warden Powers

\WARDENS

The wardens are like prestige classes. You must yrst
meet prerequisites and then switch to them later in
your career. The wardens connect to primal forces in
the Second World, energies or principles that guide the
development and structure of the world as awhole. This
grants them substantial personal power but developing
that power can carry a heavy cost in training and ritual
components. In order to use the warden classes youll
need to know some basic terms yrst.

BINDINGS

Wardens use a special sort of ability called a Binding.
Bindings fall in a gray area between class special abili-
ties and magic items. Typically, you must have access
to a Binding slot (usually gained from taking levels in
a Warden class) and spend both experience points and
inpuence or gold in order to acquire a Binding. After
doing this you acquire the special abilities associated
with the binding; these abilities can be Extraordinary,
Inherent, Supernatural, or Spell-like, and behave in
many ways like a magic item (except theyore innate and
have pre-requisites). It typically takes just a few days
to bind a power to you (one day per 5 inpuence points).
These are called Bound powers. Different classes have
access to different lists of Bindings. For example, after
gaining a level in Motion Warden you gain a binding
slot for powers from the Motion Warden list.

BINDING FORMAT

The following describes the standard format for a
binding. Some features of a binding are just like the
features of a standard spell and not included here. The
PHB has a description of how these work.

CHAPTER THREE

Binping Name (Type)

This is just the name and type, Extraordinary, Super-
natural, Spell-like, or Inherent (Inherent is a new type
of ability described on page 98).

Requires: Lists the pre-requisites for the binding
(typically other bindings).

Categories: If the binding belongs to any special
categories (such as Mind-affecting) this will be
included.

Power Level: The power level of a binding is
roughly equivalent to what its spell level would
be were it a spell. The power level is also used
to determine the saving throw difyculty class
for saves against the binding and two times the
power level is the effective caster level of the
binding.

Action: This is just the action type required to acti-
vate the binding. Some bindings are constantly
in effect and will lack this. Other bindings may
use one of the new action types such as Sponta-
neous or Action Modiyer; these are described a
little later.

Uses: This describes how often the binding may be
used per time period. You may triple the number
of uses by spending double the binding cost;
you may multiply the number of uses by 10 by
spending a total of 5 times the binding cost. You
may always fiupgradeo from a lower number of
uses to a higher number by spending the dif-
ference in binding costs; this does not require an
additional binding slot and may be done at any
time (though the ritual takes the standard amount
of time to perform).

Binding Cost: This is the cost in inpuence points
and experience points to acquire the binding.
You must also have an available binding slot.
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If you prefer not to use inpuence points in your
game simply multiply the inpuence cost by
1,000 to determine the gold cost.

BINDING ENHANCEMENTS

Some bindings have enhancements available. An
enhancement must be developed through a ritual that
costs material components and experience. To purchase
an enhancement you simply spend the material com-
ponent and experience costs then add it to the base
Binding. This does not require the use of an additional
binding slot (the base binding covers that cost). Some
enhancements may have requirements in addition to
the base binding.

RELEASING BINDINGS

You may release a Binding, thereby opening up the
slot for use with another power. In many cases you
may also recover some of the power devoted to that
Binding; for example, all warden bindings release a
portion of their power. You may immediately invest
half the experience and material component value of
the binding in another binding, or use that power in the
construction of a magic item. You may not, however,
save these points up for an extended period of time.
Releasing a binding invests your body with power, but
this power ficooks offo over time; thus, one should only
release a binding when one is ready to use that energy
for another purpose.

VEDAS, BINDINGS, AND MAGIC ITEMS

The living body pows with energy, some of it chan-
neled from the spirit, some of it innate, and some chan-
neled through connection with the motive principles of

Location Associations

Crown Thought, universal identity, self-knowledge

Brow (Third Eye)
Top of spine

Throat Sound, creative identity, self-expression

Base of Spine

Light, archetypal identity, self-repection
Reptile brain, atavistic urges, instinct

Earth, physical identity, self-preservation

the universe. This energy collects in wells, called Vedas
in the Second World; these are distributed across the
body. Wardens focus their bindings on these wells of
energy, using them to sustain the power of the binding.
Likewise, artiycers design their magic items for the
Vedas and, in fact, must do so, thatds why you donét see
Elbow-pads of Armor. In all likelihood the term Veda
crossed from the First to Second World back while the
Vedas were being written in India. Most suspect that the
actual term that was meant to come across was chakra,
but that everything got screwed up in the translation.
Regardless, itfs the term, Veda, that has stuck and since
Kundalini yoga only recognizes seven chakras while
there are thirteen Vedas (not including the spirit Veda)
scholars see little reason to correct what may or may not
have been a mistake. The Veda locations are described
in the accompanying table.

Naturally, the presence of thirteen Vedas and thirteen
major warden powers has sparked a great deal of de-
bate; most people leave College of the Interstice gath-
erings when the researchers eventually and inexorably
get around to the topic of which Veda is associated with
which major warden power.

RE-BINDING A VEDA

You may desire to release a binding from one Veda and
connect it to another one (for instance, to make room
for amagic item). As usual you lose some of the energy
from a binding when doing this but less so than usual;
to re-bind in this fashion you must spend one fourth
of the original binding cost.

Magic Item Slot

1 headband, hat, or helmet

1 pair of eye lenses or goggles
1 cloak, cape, or mantle

1 amulet, brooch, medallion, periapt, or
scarab

1 suit of armor

Skin Sensuality, hunger 1 robe

Heart Air, social identity, self-acceptance 1 vest, vestment, or shirt
Shoulders Strength, physical force, courage 1 pair of bracers or bracelets
Solar Plexus Fire, ego, self-deynition 1 pair of gloves or gauntlets
Left Hand Rationality, analytic thinking 1ring

Right Hand Creativity, intuitive thinking 1ring

Abdomen Water, emotional identity, self-gratiycation 1 belt

Feet Grounded-ness, solidity, stability

1 pair of boots




Warden Powers

SPIRIT VEDA

Some powers are bound to the spirit Veda. You do this
normally but you effectively have an inynite number of
Spirit Vedas. Thus binding a power to the Spirit Veda
does not use up one of your Veda slots. Wielded magic
items (like staffs and weapons) and magic items that
donft take up a slot operate off the Spirit Veda. You
may bind any power to the Spirit Veda by doubling
its normal cost.

ALTERNATE KINDS OF BINDINGS

The Bindings of wardens represent a channeling and
development of elemental power. Wardens possess this
power within them just as if their body were enchanted
with arcane energies; like other kinds of enchantments
these powers are subject to dispelling (as if they were
a magic item though), anti-magic, and so on.

However, not all bindings need be warden bindings.
In some settings a binding might be a secret martial
technique practiced by ancient masters. To purchase
one of these bindings you would spend experience (for
the special training), a binding slot (because you need
to be far enough along the path to master a technique),
and inpuence (because the ancient masters divulge their
secrets only to a select few). Alternately, you might
have a different sort of abstract currency, such as honor,
which one uses to purchase these techniques.

New AcTION TyYPES

In place of casting time, warden powers tell you what
sort of action is needed to perform them. Warden pow-
ers use a few new types of actions (in addition to the
free, move-equivalent, standard, and full-round action
types of the core rules).

SPONTANEOUS

A power with an action type of Spontaneous can be
performed at any time, even when it is not your turn.
Spontaneous actions can also be activated in reaction to
adieroll that is about to be made (such as a declaration
of an attack). Spontaneous powers can be reacted to
with other Spontaneous powers. In this case start form-
ing a list of powers as they are being used. Effects are
then resolved in order from bottom to top (that is, the
last thing put on the list is resolved yrst). Typically,
when a Spontaneous power is invoked in reaction to an
action then the action and all associated die rolls (for
example, an attack action consists of a to hit roll and
possibly a damage roll) go at the top of the list.

New SpeciAL ABILITY TYpE

In addition to the standard Extraordinary, Super-
natural, and Spell-like ability types of the core rules
warden powers occasionally have the Inherent Magic

type.

INHERENT MAGic (IN)

Inherent magic abilities behave like a cross between
supernatural abilities and spell-like abilities. They fre-
quently take a standard action to perform (though not
always), count as magical and thus do not work in an
anti-magic yeld and can be dispelled, and are sub-
ject to spell resistance if appropriate. However, like
a supernatural ability, use of innate magic does not
provoke an attack of opportunity nor does it require
a concentration check.

AcTioN MODIFIER

Action modiyer actions are applied to other actions,
typically attacks. The base attack can be part of a Full
attack action (one of the attacks) or another special
maneuver that counts as a Standard or Full attack.
Only one action modiyer can apply to any particular
action.

New CONDITIONS

Using the standardized conditions list from core rule-
book Il greatly simpliyes and clariyes the gamemas-
terds job. Where possible love tried to use conditions
already present in the conditions list. Some of the
conditions I add here are derived from core spells and
effects. Given the likelihood that these will come into
play from various sources (poisons, diseases, spells,
monsters) ités worthwhile to collect and standardize
them as much as possible.

SEVERE PAIN

The character suffering from Severe Pain has their
Dexterity score reduced by 2 and suffers a T4 penalty
on attack rolls, skill checks, and ability checks. This
condition is the one imposed by spells such as a symbol
of pain.

SHOCKED

A shocked character loses her Dexterity bonus to AC
and can only take a recover action. A recover action
is a full round action that does not provoke an attack
of opportunity; taking a recover action removes all
shocked conditions. Foes gain a +2 bonus to hit
shocked characters.
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bindings as you could possibly take. When you take
R|SK warden levels youdll have to choose how you want to
In some cases these rules (both for the wardens and develop and customize your character.
elsewhere) refer to something called firisko. Risk is
like critical threat but in a bad way. Certain
actions carry some inherent uncertainty
and danger. No matter how good you
are therebs always the chance youdll
fail. Whatts worse, you can even fail
particularly badly at those actions.
For these actions a Risk rating is
assigned. If your action check die
roll is less than or equal to the Risk
of the action then the action automati- exclude the bolded skills
cally fails. Moreover, you then need to : ™) 1% and include the italicized
make a second check and if this check j' L A [ 48 skills.
also fails (either due to Risk or sim- ¢ ! \
ply because you failed to match the
difyculty class) then you have failed
particularly badly. Call it a critical fail-
ure, fumble, botch, SNAFU, ricochet, or
catastrophe it all adds up to things not work-
ing out the way you wanted. | prefer the term,
botch, so thatds what I0ll typically use here.
In this book 161l usually give you some speciyc
consequences of a botch though circumstances
may make some other result feel right. Gener-
ally, a critical failure gives the gamemaster
license to do something fun.

WARDENS AND MODERN

SKILLS
A few of the warden classes in-
clude modern skills. If using
the class in a modern setting
include the bolded skills
and exclude the italicized
skills. In a fantasy setting

THE OTHER VWARDENS
There are four wardens not
listed in the following sec-
tion, Gate, Pattern, Rune, and
Tone. These wardens have powers
that act like new methods of using
magic; this means they take a lot of
space. They'll be fully detailed in
a forthcoming book.

Example: The Dream Warden binding, Alter
Memories, allows a Will saving throw when
altering particular memories. However the
saving throw is usually Risk 2. This means
that the victim of the power fails their sav-
ing throw whenever they roll a 2 or less
on the die roll, no matter how high their &
Will save bonus. Moreover, if they fail S5
due to Risk then they must immediately \
make a second Will save against the same
difyculty class. If this save is also failed they
suffer a botch (or, in the case of this power,
something called a ricochet which is usually bad
for both the Dream Warden and the victim). Ités still
good to have a high Will save bonus since that reduces
your chance of botching but there are some situations
where you just have to rely on chance.

THE WARDENS

The warden classes themselves follow in the next
few sections. Youdll notice that each class has an
extensive list of bindings, two to three times as many

Lightning Warden by Fil Kearney
























