
The One Power is a wonderful and controversial tool with which
in The Wheel of Time. While some, such as the sturdy warrior people of the Borderlands
and the mysterious sailors of the Sea Folk, consider it to be a boon and a tool to be used
for good, others, especially the Children of the Light, consider it to be a powerful evil and
a sign of the Dark One. Certainly a wielder of the One Power has abilities at her disposal
that give her overwhelming advantages against any danger she may face.

INTRODUCTION TO THE ONE POWER
The True Source is a mystical force set in place by the Creator to eternally fuel the Wheel
of Time. The One Power can be drawn from the True Source by gifted individuals c
channelers. The One Power is composed of five Flows: Air, Earth, Fire, Spirit, and
Water. Wielding the One Power to create affects is referred to as weaving the flows,
while particular strength with individual flows is called an Affinity.

The One Power is divided into two halves which constantly struggle against one
another to turn the Wheel. The female half, saidar, can only be wielded by women and
the male half, saidin, can only be wielded by men. From just before the Breaking of the
World up to the time of the Cleansing of Saidin, a taint, caused by the Dark One’s
backlash from the Sealing of the Bore, causes madness in any male who uses it
extensively (see Chapter Five: Heroic Characteristics). In addition to using different
halves of the True Source, women and men have different ways of manipulating the One
Power.

CHANNELERS
A channeler is a man or woman who has the ability to channel. In world terms, this
means they have the spark of the One Power in them, and could, with training or through
explosive accident, harness this power. In game terms, this means they have taken the
Channeler feat. Although channelers even within individual organizations are diverse and
unique, there are general differences between types of channelers and the organizatio
that train them. Only humans may have the ability to touch the True Source.

Women: A female channeler opens herself to the One Power, submitting herself to
saidar’s will and influencing it with subtlety. Any woman trained in the Channel skill
must spend two swift actions to open herself to the One Power, but she receives a +5
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A female channeler opens herself to the One Power, submitting herself to
will and influencing it with subtlety. Any woman trained in the Channel skill

must spend two swift actions to open herself to the One Power, but she receives a +5

bonus to her Embrace the One Power check because of
women have more finesse with the one power than men. Women receive a +2 bonus to
maintain weaves when they are distracted or take damage in combat. As a
women have stronger Affinities for Air and Water. (see Affinities, below).

Men: A male channeler wrestles with the One Power, molding it to do his bidding
through sheer strength and force of will. A man only needs to spend one move action to
Embrace the One Power, but he suffers a -2 penalty to do so, thanks to the violent nature
of saidin. Men tend to have more raw strength in the One Power than women and
therefore start with +1 weaves per hour. Men are usually stronger in Earth and Fire.
Because of the Dark One’s taint, men suffer possible Madness whenever they channel.

WILDERS
While the Aes Sedai consider anyone not trained by Aes Sedai to be a wilder, in reality a
wilder is any channeler who does not have a mentor or organization to teach her to use
the One Power. A wilder may be of any class or nation, even including lands unknown.

Wilders lead a potentially dangerous life, assuming they even survive their first
channeling experiences (see Overchanneling, below). Once they realize their powers,
normally through accident, they often react with fear or mind
Westlands, the ability to channel is kept secret if possible. Otherwise the discovery is met
as the culture deems appropriate. This means gentling if the wilder is a male or a trip to
the White Tower for training if the wilder is a female. In the Aiel Waste, males
the ability to channel go on suicide missions to the Blight, while females are normally
trained under Wise Ones. Among the Seanchan, female wilders almost universally
become damane (see below).

Wilders who never receive formalized training can
Wilders always have Blocks, subconscious barriers within their minds which protect
them from the dangers of channeling. While students of the various organizations learn
specific weaves deemed important by the organization, wilders may experiment with the
One Power, creating weaves that are often unique or uncommon. Another common way
that wilders learn weaves is through accidental channeling, though this must be done
when the channeler is in the specific emotional stat
Such spontaneous channeling can be unpredictable at best, and is dangerous or even
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lethal at worst, and not just to the channeler. Weaves are very precise, and even one
thread out of place can create a completely different weave or lead to cataclysmic effects.

Wilders have all options of learning weaves available to them, though they rarely learn
weaves through training, since they seldom have access to instructors.

Game Definition: A channeler with no membership in an o
Twelve: Organizations) is considered to be a wilder.

Wilder Benefits
Wilders have the following benefits.

Overchanneling: Wilders gain a +1 bonus to their Fortitude Defense to resist the
negative effects of overchanneling.

Remember Weave: Wilders who are aware of their ability to channel tend to be adept
at remembering weaves they see. When a wilder spontaneously creates or sees a new
weave, she gains a +5 bonus to learn the weave.

Spontaneous Channeler: While anyone with the One Power can attempt to create
weaves, wilders do it much more frequently than students of channeling organizations,
because they possess a special ability to do so.

Wilder Drawbacks
Wilders have the following drawbacks.

Slow Weave Learner: Until they become sufficiently acclimated to an organization (if
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ever), wilders suffer a -5 penalty to Channel checks made to learn weaves by practice or
training. Furthermore, the time that is required to learn or practice a weave to usefulness
is multiplied by 4, owing to the fact that you must overcome your Block even to be able
to use the One Power, and that isn’t reliably the case in all situations.

Untrained: Wilders have no list of organization weaves. They must learn all of their
weaves without access to such a list or join the organization.

A Note on Wilders
Wilders, in game terms, have the restriction of not belonging to an organization and not
having a solid trainer. Rand al’Thor, for example, went from being a wilder to being a
student of the One Power when he was trained by the Forsaken
al’Meara went from being a wilder to a student of the One Power when she had been a
member of the Aes Sedai for a sufficient amount of time to effectively lose her wilder
drawbacks.

While both types of channelers are free to take levels in any class, wilders are more
likely to take levels in classes other than initiate, and are indeed more likely to start from
first level unable to effectively channel.

POTENTIAL CHANNELERS
Not every person born with the ability to channel left untrained is a wilder. In fact, only
about one in four people who can channel have the spark so strongly that they will
channel without training. Most of those who are born with the ability never have the
experiences of self-learning and sudden surges as wilders do. The majority of these
individuals go their entire lives never knowing of their abilities, or the ability in them is
so weak that it would never be useful. Others are found before they risk their well being
and that of those around them and are trained at least sufficiently not to be a danger to the
world. Still others are found and go on to become members of various organizations.

In game terms, it is possible to have the ability to channel simply by taking the
Channeler feat. This feat can be taken at any point when a feat would normally be
allowed to be taken throughout a character’s life. For some, this is early on in their lives.
For others, it is much later, even after becoming renowned heroes.

To create this type of character in the game, simply hold off on taking the Channeler
feat until your character is revealed to be a channeler. A player should decide from the
beginning if his character is such a person, and the Game Master should know as well.
Note that this does not necessarily mean taking the Channeler feat early on. If your
character doesn’t become aware of his ability to channel until tenth level, hold off on
taking the Skill Training (Channel) feat until your character has experienced some
training in it.
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For example, Kilan Jurona is a scout for the Tairen military. He fights in many battles
and finds himself traveling across the Westlands, encountering dangers and fighting them
off with his cunning skill and expertise with his weapons. He advances in scout a
armsman levels, and eventually even takes a level or two in the veteran warrior prestige
class. Somewhere over the course of your adventures, you take the Channeler feat
(though the character isn’t aware of gaining this ability). On one fateful mission,
works alongside (or against) a mysterious man dressed in a long black coat with
dangerous powers you have only heard about in stories. To your unbelief, he tells you
that you have the ability in you to wield such power, and invites you to join the
Asha’man in the Black Tower. The choice is yours, but he insists that he can prove it.

Game Definition: A character with the Channeler feat who is still unaware of his
ability to channel is a potential channeler.

STUDENTS OF THE ONE POWER
There are many organizations throughout the world of the Wheel of Time. In the
Westlands, the Aes Sedai is the most prominent and visible organization, based in Tar
Valon, while the organization known as the Kinship exists in assumed secrecy centered in
Ebou Dar. Shortly after the Dragon is reborn, he creates an organization called the
Asha’man for male channelers, despite the abundance of controversies

involved with training men in the tainted
male half of the One Power.
Atha’an Miere, channeling women called
Windfinders channel the One Power and
learn weaves that are usually geared
toward aiding the ship and helping it move
faster. The Aiel have no formal
channeling organization, though women
who can channel usually become Wise
Ones.

A student of the One Power typically
belongs to an organization. He does not
gain the benefits or drawbacks of being a
wilder. In order to avoid the traits of being
a wilder without belonging to an
organization from first level, the channeler
must have spent an extended period of
time with an instructor determined by your
character’s Intelligence rating (9 or less:
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two years or more, 10 – 13: one year or more, 14 –
two months or more).

Game Definition: A channeler with membership in a Channeling organization or
having been sufficiently trained by a master of the One Power.

A Note on Students of the One Power
While wilders have benefits and drawbacks, this doesn’t unbalance them with students of
the One Power. Students of the One Power do not have drawbacks, and gain the benefits
of their organization.

Students of the One Power can start in any class. It is not unreasonable to assume that
an Aes Sedai or Wise One heroic apprentice could start as a first
example. Other examples could include an Asha’man whose first level is armsman, or a
Windfinder whose first level is wanderer. Virtually anything is possible. The initiate class
is ideal for many and is universal to basically any channeling organizati

NONHEROIC CHANNELERS
Just as with any organization, a majority of channelers are in fact nonheroic. A “typical”
channeler of any organization, or any “typical” wilder is likely to be nonheroic. For more
information, see Chapter Fifteen: Allies and Enemies for more information on nonheroic
characters.

SPECIAL RULES FOR CHANNELERS
The following are special rules for channelers.

Learning New Weaves
To learn new weaves, you must either have seen the weave or actively experiment to
create a new weave. In the first instance, the DC of the Channel check is determined by
the result of the caster of the weave and modified as follows:

Taught: Another character or NPC is actively teaching you a weave. +0 DC Modifier;
each Channel check represents 1 hour of study.

Seen: You have seen a weave cast. You gain a +10 DC m
check is a reaction to seeing the weave activated.

Learning weaves outside your Talents is even more difficult, resulting in a +10 DC
modifier. Note that weaves created through the Spontaneous Caster ability count as Seen
for the purposes of learning the weaves.

Experimentation: Creating a weave you have never seen is more difficult. First,
a Channel check. As long as the result of your first Channel
the DC of your second Channel check. If you succeed at the second Channel check, you
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have made one step of progress towards learning your weave. Reduce the DC modifier of
the next step by 5. Once you succeed on the +0 DC modifier Channel check, you have
successfully learned the weave. Learning weaves outside your Talents this way is even
more difficult, adding +10 to the modifier. Each Channel check represents 8 hours of
effort creating the weave.

Tried: You are attempting to create a weave. +15 DC Modifier

Examples of Learning New Weaves
For example, your Accepted character wants to
learn Heal. If she has a mentor willing to teach
her, learning a new weave is a simple matter. The
Aes Sedai in charge of her training simply creates
a Heal weave with the minimum DC 15, and the
your Accepted has to make a Channel check DC
15 to learn the Heal weave. If Heal is not one of
your Accepted’s Talents, she has to make a DC
25 Channel check instead.

Now, consider a wilder who sees an Aes Sedai
create a Ward Against the One Power weave the
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Warding Talent, she can make a DC 35 Channel check to learn the weave this time. Ev
if she fails the check, the next time she sees the same weave activated, her DC is reduced
by 5. If the wilder doesn’t have the Warding Talent, the initial DC 45, and it’s very
unlikely that she will succeed on her first attempt. If she sees the weave c
though, her penalty to learn it by seeing it will be completely negated.

Channeling
When a channeler decides to create a weave, he makes a Channel check and follows the
instructions of the weave description (below). Ordinarily, the maximu
weave is the highest DC listed (or 40 if there is none listed).

Weaves per Hour
Using the One Power is exhausting even for the most powerful channelers. A channeler
can create a number of weaves equal to her Wisdom modifier
she takes the Strong Channeler feat, this number is multiplied
Chapter 5: Feats.

This number of weaves per hour also governs how many rounds a weave may be held
and also overchanneling. One weave created without
weave for the purposes of weaves per hour. When a weave is held, the first round it is
held counts as an additional weave, as does every tenth minute (100 rounds)
is held. If the channeler overchannels to create the weave or hold the weave, it counts
double against the channeler’s weaves per hour.

Once a channeler’s weaves per hour runs out, she becomes fatigued and moves 1 step
down the condition track. If she wants to continue channeling, she must overchannel
do so.

For example, Kassendra Sedai has the Strong Channeler feat, has a Wisdom modifier
of +2, and a Constitution modifier of +1. Her weaves
doubled, making it 6. She could create seven weaves without overchanneling b
begins to suffer fatigue or before she needs to start overchanneling to continue
channeling. Alternately, she could create a weave and hold it for sixty minutes without
needing to overchannel.

Untrained, weak channelers may never have the abili
weave per hour (or zero if they have no Constitution or Wisdom modifiers). More
powerful channelers who take the Strong Channeler feat multiple times may gain many
weaves per hour.

Maintaining a Weave
Certain weaves may be maintained. If the channeler decides to do this, he must spend a
swift action each round to keep the weave intact. No further Channel checks are needed,

Warding Talent, she can make a DC 35 Channel check to learn the weave this time. Even
if she fails the check, the next time she sees the same weave activated, her DC is reduced
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though, her penalty to learn it by seeing it will be completely negated.
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but Focus checks may be required if the channeler takes damage or is otherwise
distracted. Releasing the weave is a swift action.

A channeler may maintain up to three weaves per round (because she has three swift
actions per round). To maintain more, she must overchannel.

Linking
Linking is the technique through which channelers can join their strength in the One
Power to accomplish things that none could accomplish alone. The strength of the circle
is greater than any individual in the circle, but not as strong as the separate strengths
added together. Two women who link could handle more of the power than either could
alone, but not as much as both could handle separately, although they can handle the
power with more skill. A group of linked channelers is referred to as a circle.

There are gender-based differences in linking. Only a woman may form a link,
although she can add any eligible channeler to the link, even if they do not know how to
form a link themselves. The woman who forms the circle is not necessarily the channeler
who leads the circle, as choosing the leader of a circle is often a matter of strength and
skill.

The rules for linking are very specific. Up to thirteen women can link without a man.
In order to expand beyond thirteen, one man is necessary, which allows thirteen more
women to enter the circle, for a total of twenty-seven channelers. Two men can take the
circle to thirty-six, three men to forty-five, four men to fifty-four, five men to sixty-three,
and finally, six men and sixty-six women allow for the largest circle possible, seventy-
two. However, a circle can contain any combination of men and women, so long as there
is at least one more woman than there are men, with two exceptions; one man and one
woman can form a link, and so can two men and two women. The strongest possible
circle, in numbers, would contain thirty-five men and thirty-seven women. There must
always be more women than men except when the link includes only one man and one
woman, two men and one woman, or two men and two women.

Either a man or a woman can lead a circle, in most cases. With certain combinations,
however, the leader must be either male or female. In the case of a full circle of seventy-
two, a circle of only one man and woman, or in most circles of up to thirteen containing
more than one man, a man must lead the circle. Excepting these cases, and other circles
of thirteen or less, a woman must lead where the minimum number of men is present.

The leader of a circle of linked channelers receives a Linking bonus to their Channel
skill and to their Fortitude bonus for the purposes of over-channeling. Every woman
provides a bonus to the Channel check equal to her Charisma modifier, a +1 bonus to
Fortitude Defense to avoid the negative effects of overchanneling, and a +1 bonus to the
leader’s weaves per hour. Every man provides a bonus to Fortitude Defense equal to his

Constitution modifier to avoid damage from overchanneling, a bonus to the leader’s
weaves per hour equal to his Wisdom modifier, and a +1 bonus to the Channel check.

Any Hero Points spent to improve the weave must come from the leader.

Overchanneling
There are many ways in which you can overchanneling, which is defined as drawing on
more of the One Power than you can safely handle.
• You can choose to overchannel if you wish to cast a weave if it is not within one of
your Talents, assuming you know the weave.
• You may overchannel to maintain one or more weaves without spending a swift action.
In this event, you have to make an overchanneling check every round for each weave you
are maintaining beyond your action limit.
• You may choose to overchannel to increase your Channel skill check result by +5 for
weaves that affect characters or by one step for weaves with no target. You must decide
whether you are going to overchannel before you make your Channel skill check.
• You may overchannel to create a weave beyond the highest DC rating of the weave. In
order to do this, you must still succeed in the Channel check to create the weave.
• You may overchannel to create weaves when you have run out of weaves per hour.

In any round, a character who belongs to a channeling organization may not
overchannel more than three times. A character who does not belong to a channeling
organization may overchannel up to four times. This represents the fact that members of
organizations receive training and have learned their limits.

Overchanneling results in an attack roll by the One Power versus your Fortitude
Defense of 1d20 + X, where X is the number of times you have overchanneled during an
hour. This represents more of a danger to novice channelers, whereas more experienced
channelers do not have quite as much to fear, although even an experienced channeler
can quickly find themselves overwhelmed by overchanneling.

The result of the attack roll determines the effect that overchanneling has on the
channeler as follows.

Exceeds Fortitude 1-9: -2 persistent step on the condition track
Exceeds Fortitude 10-14: -5 persistent steps on the condition track and unable to

channel for remaineder of the day
Exceeds Fortitude 15+: Severed and can no longer channel
You may always spend a Hero point to avoid being severed by overchanneling, in

addition to any other Hero points spent in the same round.



WEAVES
The following section details the weaves available to channelers.

ADVANCED AIR TALENT
(or Cloud Dancing)

ALTER WEATHER
You can change the weather, clearing or creating precipitation.
40 squares.

Affinities: Air, Water.
Make a Channel Check. The result allows you to clear or create

as follows:
DC 20: Clear or create fog.
DC 25: Clear or create moderate rain.
DC 30: Clear or create rain torrent.
Note: This weave may create icy weather (sleet, snow, etc.) in cold weather by

increasing the DC by +5.
This weather calls or dissipates clouds, which can be used for other weaves (such as

Lightning, etc.).
Special: You may spend a Hero Point to contain the weather to a confined location.

The weather will remain [One-Power-enhanced] for 2d4 hours, after which normal

The following section details the weaves available to channelers.

You can change the weather, clearing or creating precipitation. Time: 1 minute. Range:

or create precipitous weather,

This weave may create icy weather (sleet, snow, etc.) in cold weather by

This weather calls or dissipates clouds, which can be used for other weaves (such as

You may spend a Hero Point to contain the weather to a confined location.
enhanced] for 2d4 hours, after which normal

weather will take over.
This weave may not be tied off.

FORETELL WEATHER
You can feel what the weather will be before it comes.
squares.

Affinities: Air, Water.
Make a Channel Check. The result allows you to feel what type of weather is

coming, as follows.
DC 15: Six hours in the future.
DC 20: One day in the future.
DC 25: Two weeks in the future.
DC 30: Two months in the future.
Note: This weave will tell you general forthcoming weather, such as coming coldness

or heat, storms (and their severity), and if the weather changes will be earlier or later t
usual.

Special: You can spend a Hero Point to double the amount of time you perceive into
the future.

This weave may not be tied off.

LIGHTNING
You can create bolts of lightning and control where they strike.
actions; standard action. Range: 30 squares.

Affinities: Air, Fire.
Make a Channel Check. The result of the check determines the size and area damage,

as follows:
DC 30: 2-square radius, 4d10 damage.
DC 35: 4-square radius, 5d10 damage.
DC 40: 6-square radius, 6d10 damage.
Note: This weave can only be cast under clouds.
The time required to create this weave is three full

one standard action for all subsequent bolts you decide to cast after the first.
Special: You can spend a Hero Point to increase the damage of the bolt by 1d10.
This weave may not be tied off.

MOVE CLOUDS
You can move clouds. Time: 2 full rounds. Range:

Affinities: Air, Water.

You can feel what the weather will be before it comes. Time: 1 minute. Range: 40

The result allows you to feel what type of weather is

This weave will tell you general forthcoming weather, such as coming coldness
or heat, storms (and their severity), and if the weather changes will be earlier or later than

You can spend a Hero Point to double the amount of time you perceive into

You can create bolts of lightning and control where they strike. Time: 3 full-round

The result of the check determines the size and area damage,

The time required to create this weave is three full-round actions for the first bolt, and
one standard action for all subsequent bolts you decide to cast after the first.

You can spend a Hero Point to increase the damage of the bolt by 1d10.

40 squares.



Make a Channel Check. The result of the check determines how many clouds can be
moved. You move clouds a number of squares equal to your Charisma modifier. The
amount of cloud cover moved is as follows:

DC 15: Sparse, cirrus.
DC 20: Medium-cover, cumulus.
DC 25: Nearly complete cover, stratus, gray cumulus.
DC 30: Complete overcast, may include fog, gray stratus.
Note: This weave may be used to move clouds nearer or farther, by your choice.
Special: You may maintain concentration to keep the clouds moving. After ten

consecutive rounds, the clouds will move on their own, but will stop on their own within
1d4 minutes and continue as nature would have them.

You can spend a Hero Point to instead change the clouds, reshaping them, lifting or
lowering them, or spreading or condensing.

This weave may not be tied off.

ADVANCED EARTH TALENT
(or Earth Singing)

GRENADE
You imbue a stone with explosive properties, making it explode when it strikes a hard
surface. Time: Standard action. Target: One stone.

Affinities: Earth, Fire.
Make a Channel check. The check determines the size of the stone imbued, as well as

the burst radius and damage, as follows:
DC 15: pebble, 1 square, 1d8 damage
DC 20: fist-sized, 3-square diameter, 3d8 damage
DC 25: catapult stone, 5-square diameter, 5d8 damage
Note: In order for the stone to explode, it needs to collide with a hard surface, such as

being thrown or flung.
Special: You may spend a Hero Point to increase the damage dealt by the stone by an

additional 1d8.
This weave may not be tied off. Its effects last as long as the stone does, until it is used.

MAGMA TORRENT
You create a torrent of earth and fire, like a whirlpool of magma and rock, causing heavy
damage to anything caught within. Time: Full-round action. Range:

Affinities: Earth, Fire.
Make a Channel check. The torrent is created where you point, dealing 3d8 damage

and knocking them prone. If your Channel check also defeats their Fortitude Defense,

The result of the check determines how many clouds can be
moved. You move clouds a number of squares equal to your Charisma modifier. The

This weave may be used to move clouds nearer or farther, by your choice.
You may maintain concentration to keep the clouds moving. After ten
rounds, the clouds will move on their own, but will stop on their own within

You can spend a Hero Point to instead change the clouds, reshaping them, lifting or

You imbue a stone with explosive properties, making it explode when it strikes a hard

The check determines the size of the stone imbued, as well as

In order for the stone to explode, it needs to collide with a hard surface, such as

You may spend a Hero Point to increase the damage dealt by the stone by an

last as long as the stone does, until it is used.

You create a torrent of earth and fire, like a whirlpool of magma and rock, causing heavy
Range: 30 squares.

The torrent is created where you point, dealing 3d8 damage
and knocking them prone. If your Channel check also defeats their Fortitude Defense,

they take 1d4 burning damage each round after the weave is created for 2d4 rounds. The
radius of the weave is determined as follows:

DC 25: 2-square radius.
DC 30: 4-square radius.
DC 35: 6-square radius.
DC 40: 8-square radius.
This weave may only be used in places where the ground is solid earth, not in the

upper floors of buildings or on ships, for example.
Special: You may spend a Hero Point to increase the damage dealt by this weave by

1d10.
This weave may not be tied off.

RIVEN EARTH
You point to a spot of earth and cause it to erupt into an explosion of rock, dirt, and fire.
Time: Standard action. Range: 40 squares.

Affinities: Earth, Fire.
Make a Channel check. The

ground explodes where you point,
dealing 3d10 damage to anyone
standing within the explosion and
knocking them prone. The radius of
the explosion is determined as
follows:

DC 20: 2-square radius.
DC 25: 4-square radius.
DC 30: 6-square radius.
DC 35: 8-square radius.
Note: This weave may only be

used in places where the ground is
solid earth, not in the upper floors of
buildings or on ships, for example.

Special: You may spend a Hero
Point to increase the damage dealt
by this weave by 1d10.

This weave may not be tied off.

STONE SLAM

they take 1d4 burning damage each round after the weave is created for 2d4 rounds. The

This weave may only be used in places where the ground is solid earth, not in the

You may spend a Hero Point to increase the damage dealt by this weave by

You point to a spot of earth and cause it to erupt into an explosion of rock, dirt, and fire.



You cause the earth under a person to suddenly rise up and crush them, like jaws of the
ground itself. Time: Standard action. Range: 20 squares.

Affinities: Air, Earth.
Make a Channel check. The ground suddenly rises like clapping stones, with the

target in the middle. If the Channel check exceeds the target’s Reflex Defense, the target
takes 4d8 damage. After this, the earth falls back to the earth.

Note: The damage may vary depending on the type of ground beneath the targ
solid stone, increase the damage to 4d10 or possibly 4d12. If it is sandy and airy,
decrease the damage to 4d4, while if it is muddy and soft decrease it to 4d6.

Special: You may spend a Hero Point to increase the damage by an additional die.
This weave may not be tied off.

ADVANCED FIRE TALENT

ARROWS OF FIRE
You create a flurry of large, flaming needles that shoot from your fingers into an area,
damaging anyone there. Time: Standard action. Range: 10 squares.

Affinities: Earth, Fire.
Make a Channel check. Anyone struck by the flurry of needles takes 3d6 damage. If

your Channel check also defeats their Fortitude Defense, they take 1d4 burning damage
each round after the weave is created for 2d4 rounds. The area affected by this weave is
determined as follows:

DC 20: 2 squares by 4 squares.
DC 25: 2 squares by 8 squares.
DC 30: 4 squares by 16 squares.
DC 35: 4 squares by 32 squares.
Special: You may spend a Hero Point to do an additional die of damage.
This weave may not be tied off.

BLOSSOMS OF FIRE
You create pillars of surging
fire that devastate your
opponent. Time: Full-round
action. Range: 20 squares.

Affinities: Air, Earth, Fire.
Make a Channel check.

You motion to a place on the
ground and a massive pillar of
erupting flames emerges,

You cause the earth under a person to suddenly rise up and crush them, like jaws of the

clapping stones, with the
target in the middle. If the Channel check exceeds the target’s Reflex Defense, the target

The damage may vary depending on the type of ground beneath the target. If it is
solid stone, increase the damage to 4d10 or possibly 4d12. If it is sandy and airy,
decrease the damage to 4d4, while if it is muddy and soft decrease it to 4d6.

You may spend a Hero Point to increase the damage by an additional die.

You create a flurry of large, flaming needles that shoot from your fingers into an area,
10 squares.

Anyone struck by the flurry of needles takes 3d6 damage. If
your Channel check also defeats their Fortitude Defense, they take 1d4 burning damage
each round after the weave is created for 2d4 rounds. The area affected by this weave is

You may spend a Hero Point to do an additional die of damage.

burning everything in its expansion. All within the pillar take damage. If your Channel
check also defeats their Fortitude Defense, they take 1d4 burning damage each round
after the weave is created for 2d4 rounds. The width of the pillar is determined as
follows:

DC 30: 2-square radius, 4d6 damage.
DC 35: 4-square radius, 5d6 damage.
DC 40: 6-square radius, 6d6 damage.
Special: You may spend a Hero Point to increase the damage by an additional 1d6.
This weave may not be tied off.

FIREBALL
You conjure a ball of fire, which explodes upon impact.
20 squares.

Affinities: Air, Fire.
Make a Channel check. You extend your hand and a ball of fire shoots out. To hit a

specific target, your channel check must exceed the target’s Reflex D
Channel check also defeats their Fortitude Defense, they take 1d4 burning damage each
round after the weave is created for 2d4 rounds. The burst radius of the fireball and
damage is as follows:

DC 15: 1 square; 2d6.
DC 20: 2 squares; 3d6.
DC 25: 4 squares; 4d6.
DC 30: 6 squares; 5d6.
Special: You may spend a Hero Point to increase the damage dealt by an additional

1d6.
This weave may not be tied off.

FLAME SURGE
You create a surge of fire that emerges in all directions from you, blasting all within
range. Time: Full-round action. Range: See text.

Affinities: Air, Fire.
Make a Channel check. The result of the check determines the range of the weave, as

well as the damage, as follows:
DC 15: 2 squares, 2d6 damage.
DC 20: 4 squares, 3d6 damage.
DC 25: 6 squares, 4d6 damage.
DC 30: 8 squares, 5d6 damage.
All targets, in addition to taking damage, are pushed back one square.

rning everything in its expansion. All within the pillar take damage. If your Channel
check also defeats their Fortitude Defense, they take 1d4 burning damage each round
after the weave is created for 2d4 rounds. The width of the pillar is determined as

You may spend a Hero Point to increase the damage by an additional 1d6.

l of fire, which explodes upon impact. Time: Standard action. Range:

You extend your hand and a ball of fire shoots out. To hit a
specific target, your channel check must exceed the target’s Reflex Defense. If your
Channel check also defeats their Fortitude Defense, they take 1d4 burning damage each
round after the weave is created for 2d4 rounds. The burst radius of the fireball and

You may spend a Hero Point to increase the damage dealt by an additional

You create a surge of fire that emerges in all directions from you, blasting all within

The result of the check determines the range of the weave, as

All targets, in addition to taking damage, are pushed back one square.



Special: You may spend a Hero Point to also knock all targets of this weave prone if
their Fortitude Defense is exceeded by your Channel check.

This weave may not be tied off.

IMMOLATE
You cause a person or object to burst into flames from within. Time: Full-round action.
Range: 6 squares.

Affinities: Fire, Spirit.
Make a Channel check. If the result exceeds the target’s Fortitude Defense, that target

takes damage. For every size category the target is above Medium, the target’s Fortitude
Defense is increased by +5 to resist this weave’s effects. Damage is determined by how
much your roll result exceeds the target’s Fortitude Defense, as follows:

0-4: 3d6.
5-9: 4d6.
10-14: 5d6.
15-19: 6d6.
20-24: 7d6.
25-29: 8d6
30+: 9d6.

If your Channel check also defeats their Fortitude Defense, they take 1d4 burning damage
each round after the weave is created for 2d4 rounds.

Special: You may spend a Hero Point to increase the damage by an additional 1d6.
This weave may not be tied off.

WAND OF FIRE
You charge an otherwise mundane object, such as a branch or rod, with a powerful
charge of fire that causes damage to its victim. Time: Standard action. Target: Non-
living object.

Affinities: Earth, Fire.
Make a Channel check. The check determines the amount of damage the object will

do once it touches the skin of a target creature, as follows:
DC 15: 1d6.
DC 20: 2d6.
DC 25: 3d6.
All that is needed to cause damage to the target is physical contact.
Special: You may spend a Hero Point to increase the damage dealt by an additional

1d6.

This weave may not be tied off. Its effects are permanent until used.

ADVANCED WATER TALENT

WHIRLPOOL
You create a whirlpool which sucks anything caught in it downward. Time: Full-round
action. Range: 40 squares.

Affinities: Spirit, Water.
Make a Channel check. Anyone or anything caught in it must make a successful

Swim or Sail check each round they are stuck in the whirlpool to avoid being sucked in.
If they succeed, they move one square toward the edge until they are out. If they fail by
less than ten, they are sucked further. If they fail by ten or more, they are pulled under
and, if they are a living creature, they start to drown (if appropriate). The DC of this
Swim or Sail check is the result of your Channel check. The size of the whirlpool is as
follows:

DC 20: 5-square radius.
DC 25: 10-square radius.
DC 30: 15-square radius.
DC 35: 20-square radius.
Note: This weave may only be used in bodies of water large enough to sustain such a

whirlpool, meaning the sea or a lake or river at least four-times the size of the whirlpool
created.

You may maintain concentration each round to keep the whirlpool going, though you
must succeed at the DC of the whirlpool in order to keep it from shrinking. Failure means
the whirlpool shrinks in size to the appropriate DC’s size, and it may not be made bigger
without starting the weave over. Once you stop concentrating on the weave, it continues
on its own for a number of rounds equal to one-half the number of rounds you held the
whirlpool (minimum 1)

Special: You may spend a Hero Point to cause that a failure by five or more causes the
target to sink under.

This weave may not be tied off.

BALEFIRE TALENT

BALEFIRE



You create a blazing ray of balefire from your extended finger, destroying anything
caught in the ray not just from existence, but from a certain distance into the past as well.
Time: Standard action. Range: Ray, 1 square wide, up to 250 squares long.

Affinities: Air, Earth, Fire, Spirit, Water.
Make a Channel check. If the result of the Channel check is at least 25, compare the

check result to the target’s Reflex Defense. Range penalties apply as they would
standard longbow.

Once the hit is successful, it must beat the target’s Fortitude Defense as well.
If the check defeats the target’s Fortitude Defense, determine additional effects by how

much the check defeats the target’s Fortitude Defense, as follows:

9 or less: Target is killed that instant.
10 – 14: Target is killed as of one minute previous.
15 – 19: Target is killed as of ten minutes previous.
20 – 24: Target is killed as of one hour previous.
25 – 29: Target is killed as of one day previous.
30 – 34: Target is killed as of one week previous.

Note: The “target” of this weave is the first object hit by it. If it is a wall, that wall has
a chunk of it removed from it, as of the past. If it’s a living thing, that living thing’s

You create a blazing ray of balefire from your extended finger, destroying anything
caught in the ray not just from existence, but from a certain distance into the past as well.

Ray, 1 square wide, up to 250 squares long.

If the result of the Channel check is at least 25, compare the
check result to the target’s Reflex Defense. Range penalties apply as they would with a

Once the hit is successful, it must beat the target’s Fortitude Defense as well.
If the check defeats the target’s Fortitude Defense, determine additional effects by how

lows:

The “target” of this weave is the first object hit by it. If it is a wall, that wall has
a chunk of it removed from it, as of the past. If it’s a living thing, that living thing’s

thread is removed from the Pattern, and everything it affected during that
of the thread is undone.

Special: You may spend a Hero Point to double the amount of time burned out of the
target’s thread from this weave. You may increase the DC of this weave by up to 20.
Each increase in difficulty increases the size of the affected target by one category
starting at large (so adding a +5 to the difficulty increases the target to huge, increasing it
by +10 increases the target to gargantuan, +15 increases it to colossal, and +20 increases
it to above colossal (such as immense structures). In such cases, if the target contains
objects or creatures, those are all destroyed by the weave as well.

This weave may not be tied off.

CONJUNCTION TALENT

BOND WARDER
You form a bond, using the One Power, with another person, giving them certain benefits
with you. Time: Standard action. Target: Person touched.

Affinities: Spirit.
Make a Channel check. You create a bond with the person touched. This provides

several benefits.
Both the channeler and the bonded individual are able to spend a swift action and

detect the other’s emotional and physical state. This lets the perceiver detect the other’s
emotions, roughly how many hit points they have, if they are feeling ecstasy
can also sense one another’s exact direction from them and their vague distance from
them.

The bonded person gains a permanent +1 bonus to Fortitude Defense, and a +1 bonus
to Will Defense against Dark powers. The bonded person also gains a +5
Perception checks made to notice Shadowspawn.

Both parties can voluntarily sacrifice up to +4 of any of their Defenses and grant it to
their bond companion as a swift action. They may also grant their use of second wind to
their companion as a swift action.

The person creating the bond can, if desired, make a special action to compel their
warder. They make a Channel check against their warder’s Will Defense. If successful,
they may command their warder, who must obey.

Notes: If the warder bonded is a channeler, they are immune to compulsion if they are
holding the One Power.

This weave is automatically permanent.
If the bond is broken (either by death or by removing the weave), certain negative

things may happen. The GM makes an attack with a +20 b
Will Defense. If the attack fails, the survivor takes a

thread is removed from the Pattern, and everything it affected during that time burned out

You may spend a Hero Point to double the amount of time burned out of the
You may increase the DC of this weave by up to 20.

of the affected target by one category
starting at large (so adding a +5 to the difficulty increases the target to huge, increasing it
by +10 increases the target to gargantuan, +15 increases it to colossal, and +20 increases

immense structures). In such cases, if the target contains
objects or creatures, those are all destroyed by the weave as well.

You form a bond, using the One Power, with another person, giving them certain benefits
Person touched.

You create a bond with the person touched. This provides

Both the channeler and the bonded individual are able to spend a swift action and
detect the other’s emotional and physical state. This lets the perceiver detect the other’s
emotions, roughly how many hit points they have, if they are feeling ecstasy, etc. They
can also sense one another’s exact direction from them and their vague distance from

The bonded person gains a permanent +1 bonus to Fortitude Defense, and a +1 bonus
to Will Defense against Dark powers. The bonded person also gains a +5 bonus to

Both parties can voluntarily sacrifice up to +4 of any of their Defenses and grant it to
their bond companion as a swift action. They may also grant their use of second wind to

The person creating the bond can, if desired, make a special action to compel their
warder. They make a Channel check against their warder’s Will Defense. If successful,

s a channeler, they are immune to compulsion if they are

If the bond is broken (either by death or by removing the weave), certain negative
things may happen. The GM makes an attack with a +20 bonus against the survivor’s
Will Defense. If the attack fails, the survivor takes a -1 penalty on all Defenses for 24



hours. If the attack succeeds, the warder (if alive) goes into a blood rage, taking a +4
bonus to Strength and Stamina and gaining an extra standard action each round for a
number of rounds equal to 4 + Constitution modifier or until all enemies in sight are
dead, at the end of which they move down -5 persistent steps on the condition track.

If the attack succeeds against the bonder, they go into a depression, gaining a
temporary +4 bonus to Will Defense and immunity to fear for a number of rounds equal
to 4 + Charisma modifier, after which they move -5 persistent steps on the condition
track.

Special: You may spend a Hero Point to instead create a bond between two other
people, excluding yourself.

This weave may not be tied off. Its effects are permanent (though breakable).

COMPULSION
You give an order, then use the One Power to force the person to do as you ordered.
Time: Swift action. Target: Person within 6 squares.

Affinities: Spirit.
Make a Channel check. This check is made after making a command of someone. If

your Channel check exceeds the target’s Will Defense, the target must obey the
command. This command must be something feasibly doable and not obviously perilous
to the target’s life.

Note: For every five times this weave is used against the same target, that target takes a
-1 penalty to Will Defense against this weave.

If the command is something that is an innermost desire of the target, that target will
be obedient to that command (even without being asked in the future) for the rest of her
life.

If the command is something the target abhors or is extremely desirous to not do, the
target gains a +5 bonus to Will Defense to resist.

Special: You may spend a Hero Point to command the target to do something
impossible or life-threatening. If successful, the target will keep trying indefinitely.

This weave may not be tied off.

PASS BOND
You form a route for your warder bond to take once you either die or your bond is
otherwise broken. Time: Standard action. Target: Person within 6 squares.

Affinities: Spirit.
Make a Channel check. Upon your death of the breaking of your bond, your warder

bond passes immediately to the new person. When this happens, the attack on the
warder’s Will Defense upon the breaking of the bond automatically fails.

Note: This weave is automatically permanent.

This can only be done to transfer a warder to another person, not to pass the bonder to
another warder.

If this bond is broken, the negative effects of the bond being broken still take place.
Special: You may spend a Hero Point to have this bond pass without the negative

effects of having a bond break happen at all.
This weave may not be tied off. Its effects are permanent (though breakable).

TRACE
You sense the recent passage of a person known to you. Time: Swift action. Range: See
text.

Affinities: Spirit.
Make a Channel check. You know the exact location of a person known to you, and

the direction in which he is going. The range at which you can sense him is a number of
miles equal to 1 x your Charisma modifier (minimum 1). If he is feeling intense emotion,
the range is doubled. If he is carrying a gift from you, the range is multiplied by one
hundred, and you can also sense whether he is alive or dead.

Special: You may spend a Hero Point to detect a person known to you if they have
passed within the range within a number of hours in the past equal to 12 x your Charisma
modifier.

This weave may not be tied off.

GENERAL TALENT
These weaves are available to all channelers and do not require a Talent.

MANIPULATE AIR
You can create and manipulate air. (Note that unless otherwise specified, these weaves do
not work where air is inaccessible or otherwise not present, such as within solid rock.)

Affinities: Air.

Create Air
You can create breathable air. Time: Standard action. Target: Space within 6 squares of
you.

Make a Channel check. You create an amount of breathable air as follows:
DC 15: 1 cubic foot.
DC 20: 5 cubic feet.
DC 25: 20 cubit feet.
DC 30: 100 cubic feet.
Note: Air created in this way will behave as normal air. If it is created in a gust of

wind, it will blow away quickly. If it is created under water, it will form a bubble and rise



rapidly to the top. If it is created in a large room, it will spread and mix with the air
around it.

Special: You may maintain concentration to contain the air in a chosen location,
specified by you. Any within the chosen area will be able to breathe it, and wind, water,
space, or other such factors will not remove it. Each round you maintain this
concentration, a new Channel check is required. Any Channel checks that would create a
smaller area of breathable air diminish the size. Once diminished, the size cannot be
increased without creating the weave again.

You may spend a Hero Point to have the pocket of air follow a specific target instead
of staying in one place.

This weave may be tied off.

Harden Air
You harden the air around a person or object, making it unable to move. Time: Standard
action. Target: Person or object within 6 squares of you.

Make a Channel check. Make one roll and compare the results to the target's Reflex
Defense. If the result equals or exceeds the target's Reflex Defense, the target in not able
to move any parts of his body. The target adds a size modifier to its Reflex Defense as
follows: Colossal, +50; Gargantuan, +20; Huge, +10; Large, +5; Medium and smaller,
+0.

At the channeler's choice, the target is unable to breathe in addition to the effect of the
weave.

If the target is an object, treat the object as having a Reflex Defense of 10 for the use of
this weave.

Special: You may maintain concentration to hold the air around the chosen target.
Each round you maintain this concentration, a new Channel check is required.

You may spend a Hero Point to trap a specific limb or part of the target, which requires
an Acrobatics check (DC 30) to escape.

This weave may be tied off.

Move Air
You create wind. Time: Standard action. Target: Designated area within one mile.

Make a Channel check. You create a gust of wind as follows:
DC 15: Puff of air (Blow out a candle).
DC 20: Gust of air (Blow a hat off someone's head).
DC 25: Blast of air (Knock over a person).
DC 30: Force of air (Uproot a tree).
Note: When the goal is something in between difficulties, the higher difficulty must be

reached. It is up to the Gamemaster to decide where the task lies.

A person knocked over or into something may take damage. At DC 20, the person
takes 1d6 points of damage. At DC 25, the person takes 2d6 points of damage.

Special: You may maintain concentration to keep the wind blowing. After ten
consecutive rounds, the winds will come naturally, but will dissipate after an hour.

You may spend a Hero Point to increase any damage dealt by this weave by an
additional 2d6.

This weave may not be tied off.

Tool of Air
You use air to push, pull, lift, or otherwise manipulate objects, much like a material tool
would. Time: Standard action. Target: Object within 6 squares of you.

Make a Channel check. You can create an ordinary tool such as a hammer or wedge,
or weapons such as a blade or spear. In order to make a common tool (maximum damage
1d4), the DC is 15, but to make a weapon (as the normal stats for the weapon, minus one
die type), the DC is 25. You can use an ordinary tool with weaves of air by making
subsequent Channel checks to continue to manipulate the tool. You can wield an air-
weapon by using your Charisma modifier (instead of your Strength modifier).

Special: You may maintain concentration to keep the tool or weapon in existence, held
continually by your focus.

You may spend a Hero Point to increase your attack rolls made with a weapon of air
by +1.

This weave may be tied off to be used in your hand instead of with your concentrated
effort.

Affinity Additions: Add Water to Create Air to create mist, Add Earth to Create Air to
create dust, add Fire to Create Air to create smoke.

MANIPULATE EARTH
You can create and manipulate earth and stone. (Note that unless otherwise specified,
these weaves do not work where earth is inaccessible or otherwise not present, such as in
deep water.)

Affinities: Earth.

Create Earth
You can create solid rock or a certain amount of sandy dirt. Time: Standard action.
Target: Space within 6 squares of you.

Make a Channel check. You create an amount of solid rock or sandy dirt as follows:



DC 15: 1 cubic foot.
DC 20: 5 cubic feet.
DC 25: 20 cubit feet.
DC 30: 100 cubic feet.
Note: Earth created in this way will behave as normal earth. If it is created in midair, it

will fall. If it is created on another rock, it will follow the laws of gravity (but not
connect). The type of rock created is any common type found in the area.

You may increase the DC by 5 to create the solid rock in a shape of your choice,
though this shape must be a rough shape, such as a solid six inch-thick wall or rough
bowl.

Special: If anything physical is present where the weave is being created, it is slid in
the most immediate direction available. Each round you maintain this concentration, a
new Channel check is required.

You may spend a Hero Point to increase the break DC of the rock by 5. Normally, the
break DC is normal for the type of rock created.

This weave may be tied off, but it is never necessary. Earth created in this fashion is as
permanent as normal rock.

Move Earth
You move earth, making it tremble and shift. Time: Standard action. Target: Designated
area within one mile.

Make a Channel check. You shift earth as follows:
DC 15: Minor tremble (move a light object one foot).
DC 20: Discernable quake (make a light object jump one foot into the air).
DC 25: Forceful shift (Knock over a person).
DC 30: Powerful quake (Ruin a building’s foundation).
Note: When the goal is something in between difficulties, the higher difficulty must be

reached. It is up to the Gamemaster to decide where the task lies.
A person knocked over or into something may take damage. At DC 20, the person

takes 1d6 points of damage. At DC 25, the person takes 2d6 points of damage.
Special: You may maintain concentration to keep the earth quaking. After ten

consecutive rounds, the quake will come naturally, but will dissipate after one minute.
You may spend a Hero Point to increase any damage dealt by this weave by an

additional 2d6.
This weave may not be tied off.

Polish
You renew an object, removing rust and corrosion and any other signs of decomposition.
Time: Full-round action. Target: Object within 6 squares of you.

Make a Channel check: You renew an object as follows:
DC 15: Surface slightly blemished. (5% damaged)
DC 20: Surface covered in rust or tarnish. (10% damaged)
DC 25: Surface crumbling. (25% damaged)
Note: This weave may only be used on non-living objects.
Once this weave is completed, its “new” statistics are restored.
Special: You may spend a Hero Point to reinforce the object, giving it double the

resistance to effects such as rust and corrosion.
This weave may not be tied off. Its effects are permanent (though the object will again

age as normal).

Tool of Earth
You use earth to push, pull, lift, or otherwise manipulate objects, much like an ordinary
tool would. Time: Standard action. Target: Object within 6 squares of you.

Make a Channel check. You can create an ordinary tool such as a hammer or wedge,
or weapons such as a blade or spear. In order to make a common tool (maximum damage
1d4), the DC is 15, but to make a weapon (as the normal stats for the weapon, minus one
die type), the DC is 25. You can use an ordinary tool with weaves of earth by making
subsequent Channel checks to continue to manipulate the tool. You can wield an earth-
weapon by using your Charisma modifier (instead of your Strength modifier).

Special: You may maintain concentration to keep the tool or weapon in existence, held
continually by your focus.

You may spend a Hero Point to increase your attack rolls made with a weapon of air
by +1.

This weave may be tied off to be used in your hand instead of with your concentrated
effort.

Affinity Additions: Add Air to Create Earth to create fertile soil. Add Water to Create
Earth to create clay. Add Fire to Create Earth to create sulfur.

MANIPULATE FIRE
You can create and manipulate fire and heat. (Note that unless otherwise specified, these
weaves do not work where fire is inaccessible or otherwise not present, such as in deep
water, solid rock, or deoxygenated air.)

Affinities: Fire.



Create Fire
You can create a blaze of fire. Time:
Standard action. Target: Space within 6
squares of you.

Make a Channel check. You create
an amount of fire as follows:

DC 15: 1 cubic foot. (Torch)
DC 20: 5 cubic feet. (Large campfire)
DC 25: 20 cubit feet. (Large bonfire)
DC 30: 100 cubic feet. (Inferno)
Note: Fire created in this way will

behave as normal fire. If it is created in a
place with nothing to fuel it, it will
immediately dissipate.

You may increase the DC by 5 to
make the fire brighter or hotter (or may
increase it by 10 to create both effects).
Fire created this way won’t stay this way
unless given the proper fuel.

Special: You may maintain
concentration to contain the fire in a chosen location, specified by you. The fire will not
spread (nor consume fuel) while this concentration remains. Each round you maintain
this concentration, a new Channel check is required. Any Channel checks that would
create a smaller fire diminish the size. Once diminished, the size cannot be increased
without creating the weave again (or giving it fuel).

You may spend a Hero Point to have the fire be unaffected by environmental
circumstances, such as rain or wind. This will not allow the fire to withstand submersion
in water or storm-like winds, but it will allow it to withstand mild yet present threats to its
continuation.

This weave may be tied off, though only the original size and area of the fire it tied off.
Any new fires or growths can still be dissipated.

Create Flash
You can create light. Time: Standard action. Target: Space within 6 squares of you.

Make a Channel check. You create a quick flash of light as follows:
DC 15: Moderate light. (Torch)
DC 20: Consistent light. (Glowbulb)
DC 25: Bright light..(Signaling light)
DC 30: Blinding light. (Blast of lightning)

concentration to contain the fire in a chosen location, specified by you. The fire will not
spread (nor consume fuel) while this concentration remains. Each round you maintain

, a new Channel check is required. Any Channel checks that would
create a smaller fire diminish the size. Once diminished, the size cannot be increased

ffected by environmental
circumstances, such as rain or wind. This will not allow the fire to withstand submersion

like winds, but it will allow it to withstand mild yet present threats to its

though only the original size and area of the fire it tied off.

Space within 6 squares of you.
sh of light as follows:

Note: Light created this way will emanate to wherever possible. It’ll reflect off
create shadows, and all the other things that light normally does. It must, however, have a
source, which can be any non-living thing that could produce or reflect light, such as a
metallic surface. The light lasts for just a moment, typically the
action.

Special: You may maintain concentration to aim the light in a specific direction. Each
round you maintain this concentration, a new Channel check is required. Any Channel
checks that would create a smaller light diminish it.
increased without creating the weave again.

You may spend a Hero Point to have the fire emanate from a non
such as cloth.

This weave may be tied off.

Tool of Fire
You use fire to push, pull, lift, or otherwise manipulate objects, much like an ordinary
tool would. Time: Standard action. Target: Object within 6 squares of you.

Make a Channel check. You can create an ordinary tool such as a hammer or wedge,
or weapons such as a blade or spear. In order to make a common tool (maximum damage
1d4), the DC is 15, but to make a weapon (as the normal stats for the weapon, minus one
die type), the DC is 25. You can use an ordinary tool with weaves of fire by making
subsequent Channel checks to continue to manipulate the tool. You can wield a fire
weapon by using your Charisma modifier (instead of your Strength modifier).

Special: You may maintain concentration to keep the tool or weapon in existence, held
continually by your focus.

You may spend a Hero Point to increase your attack rolls made with a weapon of air
by +1.

This weave may be tied off to be used in your hand instead of with your concentrated
effort.

Warm Object
You can warm an object or a target. Time: Standard action.
squares of you.

Make a Channel check. You warm an object or living being. The size of the target
affected is as follows:

DC 15: Up to small. (Chair or human child)
DC 20: Medium. (Bookshelf or human adult)
DC 25: Large. (Wagon or Ogier adult)
DC 30: Huge. (Shed or raken)

Light created this way will emanate to wherever possible. It’ll reflect off mirrors,
create shadows, and all the other things that light normally does. It must, however, have a

living thing that could produce or reflect light, such as a
metallic surface. The light lasts for just a moment, typically the duration of a standard

You may maintain concentration to aim the light in a specific direction. Each
round you maintain this concentration, a new Channel check is required. Any Channel
checks that would create a smaller light diminish it. Once diminished, the size cannot be

You may spend a Hero Point to have the fire emanate from a non-reflective surface,

r otherwise manipulate objects, much like an ordinary
Object within 6 squares of you.

You can create an ordinary tool such as a hammer or wedge,
or weapons such as a blade or spear. In order to make a common tool (maximum damage
1d4), the DC is 15, but to make a weapon (as the normal stats for the weapon, minus one

You can use an ordinary tool with weaves of fire by making
subsequent Channel checks to continue to manipulate the tool. You can wield a fire-
weapon by using your Charisma modifier (instead of your Strength modifier).

on to keep the tool or weapon in existence, held

You may spend a Hero Point to increase your attack rolls made with a weapon of air

This weave may be tied off to be used in your hand instead of with your concentrated

Standard action. Target: Space within 6

You warm an object or living being. The size of the target



Note: This ability makes the object’s temperature increase to room temperature (or
decrease to room temperature). It will not remove water, though it can melt ice, which
becomes liquid.

Special: You may maintain concentration to keep the object warm for longer than the
initial action. The object or target will resist outside influences to increase or decrease
their temperature. Each round you maintain concentration, a new Channel check is
required. Failure to meet the minimal DC means the weave slips and fails.

You may spend a Hero Point to increase the temperature to boiling (or decrease it to
freezing). This may damage the object. If the object or target is in danger of taking
damage from the temperature, treat it as enduring extreme temperatures.

This weave may not be tied off.

Affinity Additions: Add Air to Create Fire to create electricity. Add Earth to Create Fire
to create magma. Add Water to Create Fire to create acid.

Add Air to Create Flash to create a self-sustaining, floating light that may be tied off.
Add Air to Warm Object to warm an area of space rather than just a specific object or
target.

MANIPULATE WATER
You can create and manipulate water. (Note that unless otherwise specified, these weaves
do not work in areas where water is not present in liquid form, such as in air or solid
rock.)

Affinities: Water.

Create Water
You can create drinkable water. Time: Standard action. Target: Space within 6 squares
of you.

Make a Channel check. You create an amount of drinkable water as follows:
DC 15: 1 cubic foot.
DC 20: 5 cubic feet.
DC 25: 20 cubit feet.
DC 30: 100 cubic feet.
Note: Water created this way will behave as normal water. If it is created on top of a

slide, it will cascade down. If it is created in salt water, it will mix with the salt water
instantly. If it is created in an extremely hot inferno, it will evaporate, while if it is
created in frozen temperatures, it will freeze. There must be space in which to create the
water, such as open air or a pocket of air within an otherwise solid object.

Special: You may spend a Hero Point to have the water maintain a comfortable
(lukewarm) temperature no matter the temperature (except in extreme temperatures).

This weave may be tied off.

Move Water
You create a current (or a whirlpool). Time: Standard action. Target: Designated area
within one mile.

Make a Channel check. You create a current or whirlpool of wind as follows:
DC 15: Steady flow (move a floating object; pull a small jar under)
DC 20: Heavy flow (break through thin cloth; pull a cat under)
DC 25: Powerful flow (break through half-inch-thick wood, pull a person under).
DC 30: Force of air (break through inch-thick stone, pull a small boat under).
Note: When the goal is something in between difficulties, the higher difficulty must be

reached. It is up to the Gamemaster to decide where the task lies.
A person knocked over or into something may take damage. At DC 20, the person

takes 1d6 points of damage. At DC 25, the person takes 2d6 points of damage.
Special: You may maintain concentration to keep the water moving. After ten

consecutive rounds, the current will come naturally, but will dissipate after ten minutes.
You may spend a Hero Point to increase any damage dealt by this weave by an

additional 2d6.
This weave may not be tied off.

Remove Water
You dry an object. Time: Full-round action. Target: Object or person.

Make a Channel check. You remove excess water from the object. The size of the
object determines the difficulty as follows:

DC 15: Large or smaller
DC 20: Huge or Gargantuan
DC 25: Colossal or larger
Note: This weave removes excess water from an object, but it does not remove all

water if the object needs some water (such as drying a frog or loaf of bread).
Also, this weave may be used in reverse, to make something wet. If used in this way, it

makes an object wet as though it has been immersed in a dense fog for several minutes.
Special: You may spend a Hero Point to remove more water than is necessary. For

every 5 points the Channel check exceeds the object’s Damage Threshold, it moves -1
step along the Condition Track.

If using the reverse effect, you may spend a Hero Point to make the object soaked,
removing one level of Condition Track damage it had taken from dehydration, if any, for
every 5 points you exceed the DC.

This weave may not be tied off.



Tool of Water
You use water to push, pull, lift, or otherwise manipulate objects, much like a material
tool would. Time: Standard action. Target: Object within 6 squares of you.

Make a Channel check. You can create an ordinary tool such as a hammer or wedg
or weapons such as a blade or spear. In order to make a common tool (maximum damage
1d4), the DC is 15, but to make a weapon (as the normal stats for the weapon, minus one
die type), the DC is 25. You can use an ordinary tool with weaves of water by mak
subsequent Channel checks to continue to manipulate the tool. You can wield a water
weapon by using your Charisma modifier (instead of your Strength modifier).

Special: You may maintain concentration to keep the tool or weapon in existence, held
continually by your focus.

If you are concentrating on the tool, it may be used in normal air circumstances, held in
your hand and maintaining its shape and purpose (see below). To do this, however, you
must first either have access to water, or create water using the Create Water application
of this weave.

You may spend a Hero Point to increase your attack rolls made with a weapon of air
by +1.

This weave may be tied off to be used in your hand instead of with your concentrated
effort.

Affinity Additions: Add Air to Create Water to
create ice. Add Earth to Create Water to create
salt water. Add Fire to Create Water to create
steam.

HEAL TALENT

DELVE
You use the One Power to investigate a target’s
physical health and possible problems they may
be having physically.
Target: One touched target.

Affinities: Spirit.
Make a Channel Check.

the target’s Fortitude Defense, you find out any
sicknesses, injuries, or poison effects the target is
suffering.

You use water to push, pull, lift, or otherwise manipulate objects, much like a material
Object within 6 squares of you.

You can create an ordinary tool such as a hammer or wedge,
or weapons such as a blade or spear. In order to make a common tool (maximum damage
1d4), the DC is 15, but to make a weapon (as the normal stats for the weapon, minus one
die type), the DC is 25. You can use an ordinary tool with weaves of water by making
subsequent Channel checks to continue to manipulate the tool. You can wield a water-
weapon by using your Charisma modifier (instead of your Strength modifier).

You may maintain concentration to keep the tool or weapon in existence, held

If you are concentrating on the tool, it may be used in normal air circumstances, held in
your hand and maintaining its shape and purpose (see below). To do this, however, you

ng the Create Water application

You may spend a Hero Point to increase your attack rolls made with a weapon of air

This weave may be tied off to be used in your hand instead of with your concentrated

Add Air to Create Water to
create ice. Add Earth to Create Water to create
salt water. Add Fire to Create Water to create

You use the One Power to investigate a target’s
physical health and possible problems they may

hysically. Time: Standard action.
One touched target.

Make a Channel Check. If the check exceeds
the target’s Fortitude Defense, you find out any
sicknesses, injuries, or poison effects the target is

Note: This weave does not do anything to cure the problem. It simply finds out what
the problem is.

Special: You can spend a Hero Point to search for supernatural ailments as well as
anything else this weave may normally find.

This weave may not be tied off.

HEAL
You use the One Power to fix wounds and correct damage in living things. This weave
may only be used once per target per day per channeler.
One touched target.

Affinities: Air, Spirit, Water.
Make a Channel check. The result determines the effects, as follows:
DC 15: The target heals a number of hit points equal to its character level + 1 for each

point by which your Channel check exceeds this DC.
DC 20: As above, except the target heals a number of hit points equal to 2 x its

character level + 1 for each point above the DC.
DC 25: As above, except the target heals a number of hit points equal to 4 x its

character level + 4 for each point above the DC.
Special: You can spend a Hero Point to also move the target one step up the

track.
This weave may not be tied off.

HEAL THE MIND
You help heal the mind of a creature in the
throes of a fit of insanity, if only for a little
while. Time: full-round action, Target: One
target with a Madness score touched.

Affinities: Air, Spirit, Water.
Make a Channel Check. The result of the

check determines the effect of the weave power.
DC 15: End a temporary bout of insanity
DC 20: Remove a long-term insanity
DC 25: Target’s Madness score reduced by

one quarter of his Wisdom score for 24 hours
DC 30: Target’s Madness score reduced by

one half of his Wisdom score for 36 hours
DC 35: Target’s Madness score reduced to 0

for 48 hours
Special: You may spend a Hero point to

does not do anything to cure the problem. It simply finds out what

search for supernatural ailments as well as

You use the One Power to fix wounds and correct damage in living things. This weave
may only be used once per target per day per channeler. Time: Standard action, Target:

determines the effects, as follows:
The target heals a number of hit points equal to its character level + 1 for each

point by which your Channel check exceeds this DC.
As above, except the target heals a number of hit points equal to 2 x its

As above, except the target heals a number of hit points equal to 4 x its

pend a Hero Point to also move the target one step up the condition



double the duration of the effect.
This weave cannot be maintained or tied off.

REND
You use the One Power to tear apart a person from the inside, causing skin, muscle, and
possibly even bones to tear apart. Time: Standard action. Target: One creature within 6
squares of you and within line of sight.

Affinities: Air, Spirit, Water.
Make a Channel check. Make one roll and compare the results with the target's

Fortitude Defense. If the result exceeds the target's Fortitude Defense, the target
immediately takes damage equal to your character level + 1 point of damage for each
point by which your Channel check exceeded the target’s Fortitude Defense.

Special: If the target moves 1 or more steps down the condition track as a result of
damage from this weave, the condition becomes persistent until the target is treated with
a DC 25 Treat Injury check to perform surgery.

You can spend a Hero Point to increase the damage of this weave by your character
level.

This weave may not be tied off.

RENEW
You use the One Power to energize and invigorate a living being. Time: Standard action.
Target: One touched target.

Affinities: Air, Spirit, Water.
Make a Channel check. The result determines the effects, as follows:
DC 15: The target moves one step up on the Condition Track.
DC 20: The target moves two steps up on the Condition Track.
DC 25: The target moves three steps up on the Condition Track.
DC 30: The target moves four steps up on the Condition Track.
Note: This weave does not affect Condition Track damage that is persistent.
Special: You can spend a Hero Point to move the target up an additional two steps on

the Condition Track.
This weave may not be tied off.

RESTORE THE POWER
This weave heals a severed channeler’s connection to the True Source. Unfortunately, it
is very difficult to restore the severed target to full power; in most cases, the target suffers
a skill penalty to Channel checks. If the channeler is later severed and restores again, the
skill penalties are cumulative. Time: 10 minutes, Target: 1 severed target touched.

Affinities: Air, Earth, Fire, Spirit, Water.

Make a Channel Check. Your skill check determines the permanent Channel check
penalty of the target, once restored.

DC 30: -15 skill penalty
DC 35: -10 skill penalty
DC 40: -5 skill penalty
DC 45: No skill penalty
Special: Channelers of the opposite gender as the target receive a +5 bonus to the

Channel skill check.
You can spend a Hero Point to reduce the time it takes to perform this weave to two

minutes.
This weave cannot be maintained or tied off.

TOUCH OF DEATH
You send tendrils of the One Power into the target’s body to deal severe damage without
visible injury. Time: full round action, Target: one target within 6 squares and line of
sight.

Affinities: Earth, Fire, Spirit, Water.
Make a Channel check. Compare your channel check to the target’s Fortitude

Defense. If your check exceeds the target’s Fortitude Defense, you deal damage to the
target as follows:

DC 20: ¼ your character level
DC 25: ¼ your character level and target loses a move action
DC 30: ¼ your character level and the target loses a standard action
DC 35: ¼ your character level and the target can only take a swift action
Special: This weave may be maintained as a standard action.
You may spend a Hero point to move the target -1 step down the condition track in

addition to damage dealt.
This weave cannot be tied off.

ILLUSIONS TALENT

CLOAK
You cast a complex weave around yourself, shielding your actions from sight. Time: full
round action, Target: self.

Affinities: Air, Fire, Spirit.
Make a Channel Check. Your skill check determines the effect, if any.
DC 15: You gain concealment from all targets for the duration of the effect as long as

you do not move from the spot.
DC 20: As DC 15, except you also gain +2 to Stealth checks if you choose to move.



DC 25: As DC 15, except you also gain +3 to Stealth checks if you choose to move.
DC 30: As DC 15, except you also gain +5 to Stealth checks if you choose to move.
Special: This weave can be maintained as a standard action.
You can spend a Hero point to increase the Stealth bonus by +5.
This weave may be tied off, but in doing so, you forfeit any bonus

FALSE TRAIL
You create a false trail that others think is real. Time: Full-round action.

Affinities: Air, Earth, Spirit.
Make a Channel check. Any who pass the spot where the false trail begins believes

you to have gone in that direction if your Channel check is higher than their Will
Defense. The maximum length of the trail
is a number of miles equal to 1 + your
Charisma modifier. This weave may affect
up to a number of creatures equal to 1,000
x your Charisma modifier. If a creature is
fooled by the trail, any Survival checks
made to track succeed in keeping them
along the false trail.

Special: You may spend a Hero Point
to double the distance of the false trail.

This weave may be tied off.

FOLDED LIGHT
You create a weave to block an object,
person, or group from view. Movement
creates a slight blur, but might be noticed
with a Perception check DC 25. The
screen only blocks vision, not scent,
sound, or other sensory clues. The screen
is 10 feet tall. Time: standard action,
Target: 1 target square within 12 squares
and line of sight.

Affinities: Air, Fire.
Make a Channel check. Your check

determines the result of the weave, if any.
DC 15: 5 ft wide, 1 object
DC 20: 10 ft wide, 1 person
DC 25: 15 ft wide, a group of objects

if you choose to move.
if you choose to move.

crease the Stealth bonus by +5.
This weave may be tied off, but in doing so, you forfeit any bonus to Stealth checks.

round action. Range: See text.

Any who pass the spot where the false trail begins believes
you to have gone in that direction if your Channel check is higher than their Will

DC 30: 20 ft wide, a group of people
Special: This weave may be maintained as a move action

exact dimensions of your screen, provided you do not exceed the total area provided by
your check result.

You can spend a Hero point to double the dimensions of the weave created
This weave may be tied off.

MASK OF MIRRORS
You cast a complex weave around the target, which alters her appearance, granting a skill
bonus to Deception checks made to alter appearance.
self or 1 person within 6 squares and line of sight.

Affinities:
Make a Channel Check.

check determines the effect, if any.
DC 15:

check and keep the better result while this
weave is in effect.

DC 20
bonus to Deception checks

DC 25
bonus to Deception checks

DC 30
bonus to Deception checks

Special:
someone besides yourself. This weave may
be maintained as a swift action.

You may spend a Hero point to add a +5
bonus to your Deception checks.

This weave may be tied off, but doing
so forfeits any skill bonus.

MIRROR OF MISTS
You appear to grow in size, allowing you
to be extremely intimidating. You gain a
bonus to Persuasion checks made to
intimidate.
all targets in line of sight.

Affinities:
Make a Channel check.

be maintained as a move action. You may freely modify the
o not exceed the total area provided by

You can spend a Hero point to double the dimensions of the weave created.

You cast a complex weave around the target, which alters her appearance, granting a skill
bonus to Deception checks made to alter appearance. Time: full round action, Target:

Affinities: Air, Fire, Spirit.
Make a Channel Check. Your skill

check determines the effect, if any.
DC 15: You may reroll any Deception

check and keep the better result while this
weave is in effect.

DC 20: As above, plus you gain a +2
bonus to Deception checks.

DC 25: As above, plus you gain a +3
bonus to Deception checks.

DC 30: As above, plus you gain a +5
bonus to Deception checks.

Special: Add 5 to the DC to affect
someone besides yourself. This weave may

e maintained as a swift action.
You may spend a Hero point to add a +5

bonus to your Deception checks.
This weave may be tied off, but doing

so forfeits any skill bonus.

MIRROR OF MISTS
You appear to grow in size, allowing you
to be extremely intimidating. You gain a
bonus to Persuasion checks made to
intimidate. Time: standard action, Target:
all targets in line of sight.

Affinities: Air, Fire, Spirit.
Make a Channel check. Compare your



check to the Will Defense of all targets within range. You receive a bonus against any
target whose Will Defense your check exceeds. Your check also determines the effects of
the weave, if any.

DC 15: 2 feet taller, +2 to Persuasion checks made to intimidate.
DC 20: Double height, +3 to Persuasion checks made to intimidate.
DC 25: Quadruple height, +5 to Persuasion checks made to intimidate.
Special: This weave may be maintained as a swift action.
You may spend a Hero point to increase the Persuasion bonus granted by +5.
This weave cannot be tied off.

VOICE OF POWER
You can amplify the target’s voice so that they can address large crowds and increase
their intimidation factor. The target can be heard up to four miles away. Time: 1 standard
action, Target: self or person touched.

Affinities: Air, Fire.
Make a Channel check. Your check determines the effect of this weave, if any.
DC 15: +1 bonus to Persuasion checks to intimidate
DC 20: +2 bonus to Persuasion checks to intimidate
Special: This weave may be maintained as a swift action.
You may spend a Hero point to double the range the voice carries and to increase the

bonus to Persuasion checks by +5.
This weave cannot be tied off.

TRAVELING TALENT

BRIDGE BETWEEN WORLDS
You create a gateway between the real world and Tel’aran’rhiod, allowing you to
physically enter the dream world. Time: full round action, Target: 1 square within 6
squares.

Affinities: Earth, Spirit.
Make a Channel check. Your skill check determines the size of the gateway and the

length of time the portal remains open.
DC 25: 1 sq wide x 2 sq tall, 2 rounds
DC 35: 2 sq wide x 3 sq tall, 3 rounds
DC 45: 6 sq wide x 4 sq tall, 5 rounds
Special: This weave can be maintained as a standard action.
You may spend a Hero point to cast this weave as a move action.
This weave may not be tied off.

CREATE GATEWAY
You open a gateway to another place. Your Channel check determines whether the
gateway opens into the space between places or into another location in the physical
world. Your check also determines the size and duration of the gateway. Opening a
gateway to the Place Between Spaces is pointless unless you also know the Skimming
weave. Time: full round action, Target: 1 square within 6 squares.

Affinities: Spirit.
Make a Channel check. Your skill check determines the size of the gateway and the

length of time the portal remains open as well as the destination.
DC 15: 1 sq wide x 2 sq tall, 2 rounds, Place Between Spaces
DC 20: 2 sq wide x 3 sq tall, 3 rounds, Place Between Spaces
DC 25: 6 sq wide x 4 sq tall, 5 rounds, Place Between Spaces
DC 30: 20 sq wide x 5 sq tall, 10 rounds, Place Between Spaces
DC 35: 1 sq wide x 2 sq tall, 2 rounds, Physical World
DC 40: 60 sq wide x 7 sq tall, 20 rounds, Place Between Spaces
DC 45: 1 sq wide x 3 sq tall, 3 rounds, Physical World
DC 50: 6 sq wide x 4 sq tall, 5 rounds, Physical World
Special: This weave can be maintained as a standard action.
You may spend a Hero point to maintain this power while you use the Skimming

weave.
This weave may not be tied off.

SKIMMING
This weave allows you to travel through the Space Between Places. You must cast this
weave through an open gateway. Doing so creates a platform just on the other side of the
gateway in the Space Between Places. This platform can be used to travel or ‘skim’
through the Space Between Places, shortening the time necessary to travel long distances.
The details of the platform are under your control, although the Channel skill check
determines the size of the platform created.

In order to skim to a location, you must be able to visualize it, requiring you to have
spent at least several hours there. For every 100 miles you travel, 1d6+1 minutes pass.
You must open a second gateway in order to exit the Space Between Worlds.

If the platform you are on disappears, you fall endlessly through the Space Between
Worlds. Only the creation of another platform or the creation of a gateway for you to fall
through can save you. If the initial gateway closes before you enter, all creatures and
objects already on the platform will fall endlessly. If you allow the terminal gateway to
close, the platform will disappear with the same results. Time: full round, Target: any
square within the Space Between Worlds within 6 squares.

Affinities: Air, Earth, Spirit.



Make a Channel Check. The result of the Channel check determines the size of the
platform you create and the number of passengers.

DC 15: 1 x 1 sq platform, no passengers
DC 20: 2 x 2 sq platform, 4 passengers
DC 25: 3 x 3 sq platform, 9 passengers
DC 30: 5 x 5 sq platform, 25 passengers
DC 35: 7 x 7 sq platform, 49 passengers
DC 40: 9 x 9 sq platform, 81 passengers
Special: This weave can be maintained as a standard action.

may be maintained, and Create Gateway may be created as well.
You may spend a Hero point to increase the number of passengers allowable on the

platform by twenty-five percent.
This weave may not be tied off.

USE PORTAL STONE
This weave allows you to harness the power of the Portal Stones to instantly travel
between stones on the same plane or to other Portal Stones on Mirror Worlds. In order to
travel between Portal Stones, you must choose a symbol on the stone and cast this w
on that symbol. When activating this weave, you must choose your goal DC before
rolling your Channel check. Time: full round, Target: Portal Stone touched.

Affinities: Spirit
Make a Channel Check.

with a number of creatures determined
by the Channel check, are instantly
transported to the stone which
corresponds to the symbol chosen.

DC 15: 5 creatures same plane
DC 25: 50 creatures same plane
DC 30: 100 creatures same plane
DC 40: 500 creatures same plane
Increase the DC by 5 if the symb

represents a Mirror World.
Stone mishap occurs when you fail to
meet the target DC, resulting in time
passing while you are trapped by the
Portal Stone. If you fail by 5 or less,
1d4 days have passed. Fail by 10 or less
and 1d4 weeks have passed
or less and 1d4 months have passed.

The result of the Channel check determines the size of the

As a full-round action, it

increase the number of passengers allowable on the

This weave allows you to harness the power of the Portal Stones to instantly travel
between stones on the same plane or to other Portal Stones on Mirror Worlds. In order to
travel between Portal Stones, you must choose a symbol on the stone and cast this weave
on that symbol. When activating this weave, you must choose your goal DC before

Portal Stone touched.
Spirit.

Make a Channel Check. You, along
with a number of creatures determined

he Channel check, are instantly
transported to the stone which
corresponds to the symbol chosen.

5 creatures same plane
50 creatures same plane
100 creatures same plane
500 creatures same plane

Increase the DC by 5 if the symbol
represents a Mirror World. A Portal
Stone mishap occurs when you fail to
meet the target DC, resulting in time
passing while you are trapped by the
Portal Stone. If you fail by 5 or less,
1d4 days have passed. Fail by 10 or less
and 1d4 weeks have passed. Fail by 15
or less and 1d4 months have passed.

Fail by more than 15 and 1d4 years have passed.
Special: You may spend a Hero point to receive a glimpse of the location indicated by

a symbol on the Portal Stone.
This weave may not be tied off.

WARDING TALENT

BARRIER TO SIGHT
You create a dome-shaped opaque weave around an area. The weave blocks line of sight.
Those inside the area only see a wavering image of the outside, just as those outside the
area can only see a wavering image of the interior. The
movement or create a physical barrier of any kind. Time:
square within 6 squares and line of sight.

Affinities: Air, Fire, Spirit.
Make a Channel Check. Your Channel check determines the radius of the

created. Weaves requiring you to see your target cannot
as the weave blocks line of sight.

DC 15: 2 sq. radius
DC 20: 5 sq. radius
DC 25: 10 sq. radius
DC 30: 20 sq. radius
DC 35: 50 sq. radius
DC 40: 100 sq. radius
DC 45: 200 sq. radius
DC 50: 500 sq. radius
Special: This weave can be maintained as a swift action.
You may spend a Hero point to double the radius of the dome.
This weave can be tied off.

CIRCLE OF SILENCE
This weave functions similarly to Barrier to Sight, except that it prevents sound from
passing through the barrier. The edge of the Circle of Silence is not visible to anyone
except Channelers who make successful Channel checks to identify the Weave.
standard action, Target: target square within 6 squares and line of sight.

Affinities: Air, Fire, Water.
Make a Channel Check. Your Channel check determines the radius of the dome

created. All sound is blocked by this weave. Any weave which requires your target to be
able to hear or understand you is effectively blocked by this weave.

DC 15: 2 sq. radius

You may spend a Hero point to receive a glimpse of the location indicated by

shaped opaque weave around an area. The weave blocks line of sight.
Those inside the area only see a wavering image of the outside, just as those outside the
area can only see a wavering image of the interior. The weave does not impede

Time: standard action, Target: target

Your Channel check determines the radius of the dome
cannot be cast across a Barrier to Sight

e maintained as a swift action.
You may spend a Hero point to double the radius of the dome.

Sight, except that it prevents sound from
passing through the barrier. The edge of the Circle of Silence is not visible to anyone
except Channelers who make successful Channel checks to identify the Weave. Time:

in 6 squares and line of sight.

Your Channel check determines the radius of the dome
created. All sound is blocked by this weave. Any weave which requires your target to be

is effectively blocked by this weave.



DC 20: 5 sq. radius
DC 25: 10 sq. radius
DC 30: 20 sq. radius
DC 35: 50 sq. radius
DC 40: 100 sq. radius
DC 45: 200 sq. radius
DC 50: 500 sq. radius
Special: This weave can be maintained as a swift action.
You may spend a Hero point to double the radius of the dome.
This weave can be tied off.

CUT WEAVE
You cut the flows of the One Power which maintain a weave. Time: standard action or
reaction, Target: one instantaneous weave targeting you, or one weave maintained or
tied off in line of sight

Affinities: Spirit.
Make a Channel check. If the target is a tied off weave, a DC 25 Channel check as a

standard action ends the weave’s effect.
Make an opposed Channel check as a standard action ff the target weave is being

maintained. If your Channel check exceeds the Channel check of the weave’s activator,
the weave’s effect is ended.

If the target weave has an instantaneous effect that targets you, make an opposed
Channel check as a reaction. If your Channel check exceeds the Channel check of the
weave’s activator, the weave has no effect.

Special: This weave may not be maintained.
You can spend a Hero point to attempt to cut a weave targeting another character as a

reaction.
This weave may not be tied off.

DREAM SHIELD
You create a dome-shaped weave around, an invisible barrier against intrusion by
Dreamwalkers. Dreamwalkers may not enter the dreams of those inside the shielded area
and they may not observe the dreams of those inside the area. The ward does not extend
any protection to those who enter Tel’aran’rhiod. Time: standard action, Target: target
square within 6 squares and line of sight.

Affinities: Spirit.
Make a Channel Check. Your Channel check determines the radius of the dome

created.
DC 15: 2 sq. radius

DC 20: 5 sq. radius
DC 25: 10 sq. radius
DC 30: 20 sq. radius
DC 35: 50 sq. radius
DC 40: 100 sq. radius
DC 45: 200 sq. radius
DC 50: 500 sq. radius
Special: This weave can be maintained as a swift action.
You may spend a Hero point to double the radius of the dome.
This weave can be tied off. You must tie off this weave to protect your own dreams as

you may not maintain a weave while sleeping.

FIRE TRAP
You place a ward on an object or target square. The ward placed creates a blast of fire if
the object or square is touched by anyone but you. Time: full round action, Target:
target square or object touched.

Affinities: Air, Fire, Spirit.
Make a Channel Check. Your Channel check determines the effect of the weave

created. When the weave is triggered, your channel check is compared to the Reflex
Defense of all targets in the blast radius. If your Channel check equals or exceeds their
Reflex Defense, they take damage according to the table and are set aflame. Each round
after the first, your channel check is reduced by five and compared to the target’s Reflex
Defense again to determine if they are still on fire. All combustible materials in the area
have a chance to be set on fire. The fire lasts up to five rounds.

DC 20: 1 sq. radius, 2d6 per round on fire
DC 25: 2 sq. radius, 3d6 per round on fire
DC 30: 3 sq. radius, 4d6 per round on fire
Special: This weave can be maintained as a swift action.
You may spend a Hero point to double the radius of the blast.
This weave can be tied off.

MASTER WARD
You create a dome-shaped weave around an area, through which no physical object, or
the One Power, can pass. This weave cannot be the target of physical attacks. Time: full
round action, Target: target square within 6 squares and line of sight.

Affinities: Air, Earth, Fire, Spirit, Water.
Make a Channel Check. Your Channel check determines the size of the weave

created.
DC 20: 2 sq. radius



DC 30: 5 sq. radius
DC 35: 10 sq. radius
DC 40: 20 sq. radius
DC 45: 50 sq. radius
DC 50: 100 sq. radius
Special: This weave can be maintained as a swift action.
You may spend a Hero Point to make the barrier opaque and sound proof.
This weave can be tied off.

SHIELD
You cut another channeler off from the True Source, preventing them from channeling
and immediately ending any weaves they are maintaining through concentration. The
target is no longer considered to be embracing the True Source and must embrace the
Source again when the Shield is removed. Time: standard action,
within line of sight.

Affinities: Spirit.
Make a Channel Check. If the target is currently not embracing the True Source,

compare your Channel check to the target’s Fortitude Defense. If you equal or exceed
their Fortitude Defense, they are shielded.

If a target is currently embracing the True Source, may make an opposed Channel skill
check to resist being shielded. Targets of the opposite gender to you receive a +5 bonus
to their Fortitude Defense or Channel skill check.

Special: This weave can be maintained as a standard action.
You may spend a Hero point to instead sever the target upon success

done if your success was also higher than their Will Defense.
This weave can be tied off, but a target attempting to break the Shield receives a +10

bonus to their Channel skill check to do so.

STRIKE OF DEATH
When you cast this weave, you name a particular type of Shadowspawn. Lightning bolts
of power surge through the area of effect, potentially killing all creatures of the specified
type. Time: 1 full round, Target: all creatures of the named Shadowspawn
area of effect.

Affinities: Air, Fire, Spirit.
Make a Channel Check. Your Channel check determines the area of effect. Compare

your channel check to the Will Defense of all valid targets in range. If your Channel
check equals or exceeds the target’s Will Defense, the target is destroyed. Otherwise, the
target is moved 1 step down on the condition track.

DC 25: 6 squares

You may spend a Hero Point to make the barrier opaque and sound proof.

You cut another channeler off from the True Source, preventing them from channeling
and immediately ending any weaves they are maintaining through concentration. The
target is no longer considered to be embracing the True Source and must embrace the

standard action, Target: one character

If the target is currently not embracing the True Source,
efense. If you equal or exceed

If a target is currently embracing the True Source, may make an opposed Channel skill
check to resist being shielded. Targets of the opposite gender to you receive a +5 bonus

instead sever the target upon success. This can only be

This weave can be tied off, but a target attempting to break the Shield receives a +10

When you cast this weave, you name a particular type of Shadowspawn. Lightning bolts
h the area of effect, potentially killing all creatures of the specified

all creatures of the named Shadowspawn subtype in the

nes the area of effect. Compare
your channel check to the Will Defense of all valid targets in range. If your Channel
check equals or exceeds the target’s Will Defense, the target is destroyed. Otherwise, the

DC 30: 30 squares
DC 35: 150 squares
DC 40: 750 squares
Special: You may spend a Hero point to name an additional type of Shadowspawn.
This weave may not be tied off.

WARD AGAINST SHADOWSPAWN
When you activate this weave, it creates a dome
Shadowspawn cannot pass. Time: 1 full round, Target:

Affinities: Air, Fire, Spirit.
Make a Channel Check. You Channel check determines the size of the weave

created.
DC 15: 2 sq. radius
DC 20: 5 sq. radius
DC 25: 10 sq. radius
DC 30: 20 sq. radius
DC 35: 50 sq. radius
DC 40: 100 sq. radius

You may spend a Hero point to name an additional type of Shadowspawn.

creates a dome-shaped barrier through which
Target: 1 square within line of sight.

You Channel check determines the size of the weave



DC 45: 200 sq. radius
DC 50: 500 sq. radius
Special: You can maintain this weave as a swift action.
You may spend a Hero point to double the radius of the dome.
You may tie off this weave.

WARD AGAINST THE ONE POWER
When you activate this weave, you create a dome-shaped barrier to the One Power,
blocking line of effect. Channelers outside the dome cannot cast weaves into or directly
affect targets within the area of effect. Channelers inside the weave are similarly
restricted from affecting targets outside the area of effect. Time:
square within line of sight.

Affinities: Air, Earth, Fire, Spirit, Water.
Make a Channel Check. You Channel check determines the size of the weave

created.
DC 15: 2 sq. radius
DC 20: 5 sq. radius
DC 25: 10 sq. radius
DC 30: 20 sq. radius
DC 35: 50 sq. radius
DC 40: 100 sq. radius
DC 45: 200 sq. radius
DC 50: 500 sq. radius
Special: You can maintain this weave as a swift action.
You may spend a Hero point to double the area of effect.
You may tie off this weave.

WARD BORE
You use all Five Powers to examine another channeler’s weave from the Warding Talent
that you have detected. Time: 1 minute, Target: 1 weave of the Warding Talent with a
duration longer than instantaneous and within line of sight.

Affinities: Air, Earth, Fire, Spirit, Water.
Make a Channel skill check. If your Channel skill check equals or exceeds the target

weave’s Channel skill check, you open a hole in the weave. If you fail, there is no result,
unless the weave is being held and you fail by more than 10, in which case the other
Channeler detects your channeling, although she does not know you are responsible.

Special: You may spend a Hero Point to use this Weave without being able to embrace
the One Power, such as when you are trying to break through a Shield.

This weave may not be tied off.

.

shaped barrier to the One Power,
cast weaves into or directly

t targets within the area of effect. Channelers inside the weave are similarly
Time: 1 full round, Target: 1

You Channel check determines the size of the weave

You use all Five Powers to examine another channeler’s weave from the Warding Talent
1 weave of the Warding Talent with a

If your Channel skill check equals or exceeds the target
Channel skill check, you open a hole in the weave. If you fail, there is no result,

unless the weave is being held and you fail by more than 10, in which case the other
Channeler detects your channeling, although she does not know you are responsible.

You may spend a Hero Point to use this Weave without being able to embrace
the One Power, such as when you are trying to break through a Shield.

WEAVE LISTS
Each channeling organization has its own list of weaves that are considered to be
organizational weaves. These weaves are more accessible, and much more common
among these organizations.

AES SEDAI
Advanced Air: Foretell Weather, Lightning, Move Clouds;
Advanced Fire: Fireball, Immolate, Wand of Fire;
Conjunction: Bond Warder, Pass Bond, Trace; General:
Earth, Manipulate Fire, Manipulate Water; Heal:
Illusions: Cloak, False Trail, Folded Light, Mask of Mirrors, Mirror of Mists, Voice of
Power; Traveling: Use Portal Stone; Warding: Barrier to Sight, Circle of Silence, Cut
Weave, Dream Shield, Fire Trap, Master Ward, Sever,
Ward against the One Power, Ward Bore

AES SEDAI (REBELS)
Advanced Air: Foretell Weather, Lightning, Move Clouds;
Advanced Fire: Fireball, Immolate, Wand of Fire;
Conjunction: Bond Warder, Pass Bond, Trace; General:
Earth, Manipulate Fire, Manipulate Water; Heal:
Illusions: Cloak, False Trail, Folded Light, Mask of Mirrors, Mirror of Mists, Voice of

Each channeling organization has its own list of weaves that are considered to be
organizational weaves. These weaves are more accessible, and much more common

eather, Lightning, Move Clouds; Advanced Earth: Grenade;
Fireball, Immolate, Wand of Fire; Advanced Water: Whirlpool;

General: Manipulate Air, Manipulate
Delve, Heal, Heal the Mind, Renew;

Folded Light, Mask of Mirrors, Mirror of Mists, Voice of
Barrier to Sight, Circle of Silence, Cut
Sever, Shield, Ward against Creatures,

Foretell Weather, Lightning, Move Clouds; Advanced Earth: Grenade;
Fireball, Immolate, Wand of Fire; Advanced Water: Whirlpool;

General: Manipulate Air, Manipulate
Delve, Heal, Heal the Mind, Renew;

Folded Light, Mask of Mirrors, Mirror of Mists, Voice of


