The College of Beast Magics

by Clark Goble 

        This college is concerned with the control of, and communication with,

the various animal life found in a DQ world. The successful adept of this

college will be highly concerned with the preservation of animal life and the

world that supports that life. 

        1. The adepts of this college may practice thier arts without

restriction. 

        2. The adept of the college may progress with the Beast Master

skill at 1/2 normal experience cost. 

        3. The following modifiers are used when performing any talent,

spell, or ritual of the College of Beast Magics: 

        - Each Rank the adept has with the Beast Master skill           2

        - For each point the adepts WP is above 15                      1

        - For each point the adepts WP is below 15                      -1

        - The adept is a shape changer                                  10

Talents

1. Converse with Animals (T1)

        Range: 10 feet + 10 per rank

        Duration: Concentration / max of 3 hours x rank

        Exp. Mult: 150

        Resist: Cannot be resisted

        Effects: The talent is the same as the Earth Magics spell of the same

name. 

General Knowledge Spells

1. Spell of the Cheetah (G1)

        Range: 15 feet + 10 per rank

        Duration: 20 seconds x Rank (x 1 if unranked)

        Exp. Mult: 200

        Base Chance: 35%

        Resist: Can be actively and passively resisted

        Effects: The effects are the same as the spell of quickness

(Ensorselments and Enchantments). 

2. Spell of the Turtle (G2)

        Range: 15 feet + 10 per rank

        Duration: 20 seconds x Rank (x 1 if unranked)

        Exp. Mult: 200

        Base Chance: 35%

        Resist: Can be actively and passively resisted

        Effects: The effects are the same as the spell of slowness

(Ensorselments and Enchantments). 

3. Spell of the Chameleon (G3)

        Range: self

        Duration: 1 hour + 1 per rank

        Exp. Mult: 50

        Base Chance: 50%

        Resist: Cannot be resisted

        Effects: The effects are the same as the Earth Magics Spell of Blending. 

4. Spell of the Owl (G4)

        Range: 15 feet + 15 per rank

        Duration: 10 minutes + 10 per rank

        Exp. Mult: 75

        Base Chance: 45%

        Resist: Cannot be resisted

        Effects: This spell gives the target the night vision of an elf. 

5. Spell of the Ox (G5)

        Range: 10 feet + 10 per rank

        Duration: 15 seconds + 15 per rank

        Exp. Mult: 125

        Base Chance: 30%

        Resist: Cannot be resisted

        Effects: This spell adds 1 for every two (or fraction of two) ranks the

adept has achieved to the target's strength. 

6. Control Animal Spell (G6)

        Range: 30 feet + 15 per rank

        Duration: Concentration / No max

        Exp. Mult: 100

        Base Chance: 40%

        Resist: Can be actively and passively resisted

        Effects: The effects are the same as the Sorceries of the Mind spell of

same name.  

7. Control Person Spell(G7)

        Range: 30 feet + 15 per rank

        Duration: Concentration / No Max

        Exp. Mult: 650

        Base Chance: 30%

        Resist: Can be actively and passively resisted

        Effects: The effects are the same as the Sorceries of the Mind spell of

same name.  

8. Spell of the Fish (G8)

        Range: 15 feet + 15 per rank

        Duration: 1 hour + 1 per rank

        Exp. Mult: 200

        Base Chance: 25%

        Resist: Cannot be resisted. 

        Effects: The effects of this spell are the same as the Spell of Water

Breathing (Water Magics). 

General Knowledge Rituals

1. Ritual of Conjuring Lesser Beasts (Q1)

        This ritual is identical in all ways to the Ritual of the same name in the

College of Summoning. 

Special Knowledge Spells

1. Animal Transformation (S1)

        Range: Self

        Duration: 5 min + 5 per rank

        Exp. Mult: 200

        Base Chance: 500

        Resist: Cannot be resisted. 

        Effects: The adept may transform himself into one of the below

animals. The adept will have all of the special abilities of the animal he

transforms into. He will, in all ways, resemble that animal. The Adept will

retain all of his knowledge while in animal form, but will not be able to cast

spells or use weapons (except any natural weapons unique to his animal form).

The adept must rank himself individually with each of the below animal forms. 

1. Baboon               8. Tiger                15. Wolf

2. Gorilla              9. Wild Cat             16. Mongoose

3. Orang Outang         10. Bear                17. Eagle

4. Cheetah              11. Boar                18. Shark

5. Leopard              12. Horse               19. Barracuda

6. Lion                 13. Elephant            20. Crocadile

7. Asp                  14. Owl                 21. Weasel

        Other animals may be allowed at the GM's discretion. The adept must

make a seperate set of stats for his animal form (see special ability 5 for shape

changers). At ranks 1-10 it takes three complete rounds for the transformation

to be complete. Above rank 10, the change is instantaneous. 

2. Spell of the Python (S2)

        Range: 15 feet + 15 per rank

        Duration: Immediate 

        Exp. Mult: 500

        Base Chance: -30%

        Resist: Can be actively and passively resisted.  

        Effects: The adept can cause a single target to suffer the sesation of

being crushed by a python. Even if the character resists, the sesation will

remain and break the target's concentration (subtract 10 from the target's base

chance for any actions). If the character fails to resist, he will suffer D+1

damage (non armor) instantly, and again each pulse until he successfully

resists. Double or triple effect with this spell is treated the same as physical

damage (double effect = endurance damage, triple effect = class c greivous).

The spell is in effect as long as the adept is willing to expend 8 fatigue and

make a pass action each round. Even if the spell is resisted, the sensation will

remain in effect as long as the adept meets these conditions (although the

target will take no damage). 

3. Spell of Eagle Wings (S3)

        Range: 10 feet + 10 per rank

        Duration: 30 minutes + 30 per rank

        Exp. Mult: 250

        Base Chance: 25%

        Resist: Cannot be resisted. 

        Effects: The effects of this spell are the same as the Spell of Shadow

Wings in Celestial Magics, except instead of Shadow Wings the adept sprouts

Eagle Wings. 

4. Spell of the Spitting Naga (S4)

        Range: 5 feet + 5 per rank

        Duration: Immediate

        Exp. Mult: 400

        Base Chance: 05%

        Resist: Can be actively and passively resisted

        Effects: The adept shoots a liquid from his finger tips at the target's

eyes. If the target fails to resist he will go blind. The blindness can only be

cured by magic or the arts of a rank 4 (or above) healer. 

5. Spell of the Salamander (G8)

        Range: 15 feet + 15 per rank

        Duration: Immediate

        Exp. Mult: 500

        Base Chance: 15%

        Resist: Can be actively and passively resisted. 

        Effects: If the target fails to resist, she will burst into flames. They will

suffer D-4 (+ 1 per rank) points of damage until the flames are extinguished.

The flames may be extinguished by ordinary means. 

6. Spell of the Basalisk (S6)

        Range: Adept must stare directly into his target's eyes. 

        Duration: 1 hour + 1 per rank

        Exp. Mult: 500

        Base Chance: -10%

        Resist: Can be actively and passively resisted. 

        Effects: If the target fails to resist, he will be turned into stone. At rank

20, the effects of this spell are permanent until cured by magic. 

Special Knowledge Rituals

1. Ritual of Counjuring Greater Beasts

        Effects: This ritual works exactly as the College of Summonings ritual

of the same name. 

