High Level Magic Rules (Raise Dead and Teleport)

At Origins, I had the opportunity to meet the player of a newly 9th level PC. I believe this may be the first ninth level character in the campaign. This is an important milestone as 9th level PCs can do things that would be considered miraculous by the general NPC public. Key among these abilities are the Teleport and Raise Dead spells.

If a PC is capable of casting Teleport, they may attempt to do so before an event in order to reduce the travel time. If the PC has been to the location where the event begins, and can successfully cast Teleport, they can spend one less Time Unit for the event. If they are traveling with other PCs, they may allow them to also spend less Time Units, up to the restrictions of the spell (one additional character per 3 caster levels. )

If a PC capable of casting Raise Dead wishes to recover another PC from death, they need to travel to the dead PC's body. If the two characters were participating in the same event, this is not a problem. Otherwise, the Cleric PC will need to spend 7 Time Units to make the journey. Please note that the Raise Dead spell has a limit of 1 day per level of the dead character, so a character of lower than 7th level can only be recovered if the Cleric PC is at the same table. If the Cleric PC can cast Teleport, or if there is another PC who can cast Teleport and transport both characters is also willing to spend the Time Unit cost, they may reduce this cost by one, as above.

However, this is not the only way to recover a PC from death.

As your character performs missions for the Fellowship, they often come to the attention of people who can spread their reputation. A hero who has been noticed positively by the Council of Twelve is considered to be an important asset to the organization. A hero who has been noticed positively by the Doctors is considered to be a steadfast opponent of the ills that are often inflicted on innocents. Up to now, these reputations have not had a game effect. As of Campaign Year 1907, many PC Hunters have come to the attention of these two important segments of the Fellowship.

Should a PC die who is recognized favorably three times by either the Doctors and/or the Council, they will send someone to help. This NPC will arrive in 5 days and will cast Raise Dead on the deceased PC. This will spend the positive notices.

The recovered PC will have to spend Time Units for the days spent dead, as well as additional Time Units equal to the PCs new max hit point total divided by their new level, rounding up, minus one. For example, a 7th level Fighter with a CON 14 comes back to life at 6th level. They now have 52 hit points and so would have to spend 8 Time Units to recover after receiving a Raise Dead spell.

Please note, this does not reflect your PC asking for magical assistance. This reflects the NPC organizations recognizing the dead character and acting on their own initiative to do something about it. At this time, a character cannot spend notice to recover from other conditions, such as curses.

Please also note. In character, the Fellowship NPCs will respond with no prompting from any PC, including the dead one. They will travel to the corpse, and will cast Raise Dead on it, regardless of the player's desires. HOWEVER, the Raise Dead spell states, "... the subject's soul must be free and willing to return. If the subject's soul is not willing to return, the spell does not work ..." So, the NPCs could very well travel, cast, and get nothing for their efforts.

The rule only addresses the casting of the spell. It does not change the spell's capabilities.

 

The certs are pretty rare. So far (9/1/10) they are in:Wallachia Castle: Circle, Jekyll Island: Doctors, Automatic: Council, Greatest Gift: Doctors, City of the Dead: Doctors, Pain in the Heart: Doctors, Dragsholm Castle: Doctors, Agrarian Way: Doctors, and Standards of Living: Council

