House Witch O.C.C.


By: Bernard White





	The House Witch is a magic practitioner who specializes in household magic. Most spells were originally designed to help make chores easier. When these young women began adventuring they often found that their home oriented spells often served them quite well while they were out on the road. House magic has the distinct feature of requiring ingredients for the majority of the spells. 


	


Magic Powers





1.	Initial spell knowledge. House witches start with four first level House Magic Spells and the spells See Aura, Sense Evil, and Sense Magic.





2.	Learning new spells. House witches receive one House Magic spell at levels 2, 4, 6, and 8. Two House Magic spells can be chosen at levels 3, 5, 7, and 9. House witches cannot cast spells that are above their level of experience. House witches can learn other kinds of spells but will always cast them with level one proficiency or the proficiency two levels lower than the witches current experience level. 





3.	Permanent base P.P.E.: 2D4x10 + P.E. attribute number. Add 2D4 per level of experience. P.P.E. can be draw from ley lines, nexus points and other people.





4.	Magic Bonuses: +2 to save vs. horror factor. + 1 to save versus magic at levels 3, 6, 9, and 12, +1 to spell strength at levels 4, 6, 8, and 12.





Attribute Requirements: I.Q. 14, P.P. 16, P.E. 14





O.C.C. Skills:


Wilderness Survival (+10%)


Holistic Medicine (+20%)


Horsemanship (+10%)


Anthropology (+5%)


Archaeology (+15%)


Select 1 Additional Language


Literacy (+10%)


Lore -Demons and Monsters (+10%)


Lore - Faerie (+5%)





Hand to Hand: Basic, can be upgraded to Expert at the cost of one secondary skill or upgraded to Martial Arts or Assassin (if evil) at the cost of two secondary skills.





O.C.C. Related Skills: Select 4 other skills. Plus select one additional skill at levels 3, 6, and 9. All new skills begin at level one proficiency.





Domestic (all +25%)


Communications: Radio: Basic


Electrical: None


Espionage and Disguise only   


Medical: Paramedics


Military: None


Physical: Any except Wrestling and Bodybuilding


Rouge: Any except Computer Hacking


Science: Any


Technical: Any


W.P.: Any


Wilderness: Any (+15%)





Secondary Skills: The character also gets 5 secondary skills from those listed. These are additional areas of knowledge that do not get the advantage of the bonus listed in parentheses. All secondary skills start at the base skill level





Standard Equipment: Set of clothing, traveling cloak, back pack, goggles, binoculars, 2D6 containers of healing tea, and gas mask.





Weapons will include Techno-Mage weapon, energy rifle, machete, survival knife, several clips of ammunitions.





Vehicle of choice is a broom or living animal.





Money:


The house witch starts with 3D4x1000 in credits and 2D6x1000 in black market items.





Cybernetics: Starts with none and will avoid them like the plague.








House Magic Spells





Level One





Armor Cloth


Range: Touch


Duration: Permanent


Saving Throw: None


P.P.E.: 10





While searching for a way to decrease the wear and tear on children’s clothes, one inventive witch managed to convert the clothing into mega damage material. A house witch can imbibe a single item of clothing with 20 M.D.C. per level of the caster. (Each sock or shoe is considered a separate article of clothing.)





Fire Flies


Range: Touch


Duration: one hour per level


Saving Throw: None


P.P.E.: 20 





The witch calls forth a swarm of 1D4 magical fireflies per level of the caster. Each fly emits light with properties equivalent to the Globe of Daylight spell. Each firefly can breathe magical fire at 1D4 M.D. and has 2 attacks per melee round. A fighting firefly will burn itself out in 8 melee rounds. Fire flies have a bonus of +10 to dodge.








Level Two





Flying Broomstick  


Range: Touch


Duration: Permanent


Saving Throw: None


P.P.E.: Variable





A broomstick can be used as a flying device. A house witch can charge a broomstick with up to 20 P.P.E. per level of experience.  The broom can be ridden at up to 50 mph for one mile per point of P.P.E. within it. When the broom runs out of P.P.E. it will slowly float down to the ground. 





Fresh Breezes


Range: centers on wet cloth


Duration: while the cloth is still wet


Saving Throw: None


P.P.E.: 4





This spell was intended to summon forth a warm breeze of fresh air in order to dry laundry. The spell will center on the piece of wet cloth on which it was cast and will remain active until the cloth is dry.  The breeze will sweep any airborne dust, smoke, or mist from the spells area of effect (5 ft around per level of the caster). The magical nature of the breeze will allow fresh warm air to stream into a closed contain. Most articles of clothing will dry in 10 minutes. The spell will not work under water.





House Hold Guard


Range: Self


Duration: Permanent


Saving Throw: None


P.P.E.: 10





A paranoid witch managed to come up with a spell that imbues any one kitchen utensil with 25 M.D.C of magical force field per level of the caster and set that object in orbit around her body. The utensil is not a perfect guard and has an Armor Rating of 16. The utensil will be destroyed once the magical field is destroyed. 





Soap Bubble


Range: 10 ft


Duration: Until popped


Saving Throw: None


P.P.E.: 5





Using a bar of soap a witch can create a giant soap bubble. The bubble can be 10 ft in diameter and has 5 M.D.C. per level of the caster. A soap bubble can be purposefully popped from within with any reasonably pointy object.








Level Three





Apple Divination


Range: Touch


Duration: Instant


Saving Throw: None


P.P.E.: 15 





Using an apple a House witch can indicate who was the owner or the last person to touch an object. The witch chants the spell as she peels the apple. Then she flings the peel to the floor. The peel will curl up to spell out the name of the person.





Enchant Weapon


Range: Touch


Duration: Permanent


Saving Throw: None


P.P.E.: 30





Originally used to sharpen scissors and knives. This spell will add an extra dice roll to the weapon as well as making the weapon capable of doing M.D. to magical and supernatural creatures.





Giant Fruit Bat


Range: 10 ft


Duration: Variable


Saving Throw: None


P.P.E.: 60 





Some witch desiring a helper to allow her to keep her hands free while she flew cast a summoning spell using a mystic circle that was draw with grape juice. That summoning was answered by a giant fruit bat which immediately consumed the grape juice. This spell summons forth a magical fruit bat carrying a large basket. The fruit bat can carry 50lbs. of items per level of the caster. The fruit bat will remain for as long as there is fruit for it to eat. A gallon of fruit juice will keep it happy for 3 hours. A piece of fruit the size of an orange will keep it with you for an hour, the average water melon will keep it with you for 6 hours, and a pound of dried fruit will keep the bat with you for 2 two hours. The bat has 60% skill in Identify Plants & Fruit it can lead you to fruit, but you must feed it. The fruit bat is a dedicated non-combatant. It will not fight and cannot be hit. If the fruit bat does not receive the fruit that it needs it will fly away with any items left within the basket.





Taunt


Range: Earshot


Duration: 20 minutes


Saving Throw: None


P.P.E.: 2





Using reverse psychology many witches have inspire their children to greatness. By disparaging a person’s skill in an area, the witch’s hurtful remarks will convince that person to redouble his/her efforts. Taunting will improve that person’s skill in that area by 6% per level of the caster for up to a 60% bonus.








Level Five





Healing Tea


Range: Touch


Duration: Permanent


Saving Throw: None


P.P.E.: 40





House Witches have raised herbal remedies to a fine art. When brewing this magnificent blend of herbs, a witch will imbue the tea with her power. Healing tea will cure any ailment from poison to possession. This powerful concoction is much coveted by adventurers. The process will only produce 5 doses of tea. One dose of tea will also restore up to half of a characters hit points and S.D.C.   





Hedgehog Song


Range: Earshot


Duration: 2D4 minutes after the singer stops singing


Saving Throw: Save vs. Magic


P.P.E.: 10





Witches are great at livening up a party. The singing of the Hedgehog Song will cause all those within the range of the singer’s voice who can hear her to begin dancing with reckless abandon.   The words simply won’t come to a witches mind unless she is so drunk that her dodge, parry, and strike abilities have been decreased by -5. The dancing will continue 2D4 minutes after the song has stopped. For each minute that the song is sung the singer has a 35% chance of passing out.





Scathing Glare


Range: 50 ft


Duration: Instant


Saving Throw: Save Vs. Psychic


P.P.E.: 10





In an attempt to use her stern gaze to convince a would-be stupid robber that he should search for prey else where, a witch accidentally hit him with a psychic assault that left him twitching. One of those odd occasions where looks could kill. The assault is only effective against those who are stupider than the caster. It inflicts (caster’s I.Q - target’s I/Q)D4 directly the targets body. The attack is based on eye contact. Even if the target is wearing armor he will be affected. If the saving throw is made then the target looks away and loses initiative. 








Level Seven





Busy Bee


Range:  ft


Duration: 2D6 minutes


Saving Throw: None


P.P.E.: 25





This spell allows a witch to summon a magical swarm of giant killer bees.  First a witch must hit the target with a piece of honeycomb. The bees will not come unless the target is smeared with honey. 2D6 bees can be summoned per level of the caster. The bees will attack as a swarm. The swarm has 3 attacks per melee and a bonus of +5 to dodge.  Each hit of at least 1 M.D. will kill only one bee.





Impose


Range: 20 ft


Duration: 20 minutes per level


Saving Throw: Save vs. Psychic 


P.P.E.: 15





Neighbors are always borrowing things from one another.  A house witch can impose herself upon the mind of an animal and direct it to perform actions for her. While directing a creatures mind the house witch has access to all its senses and can use them effectively.. 





Undergrowth


Range: 50 ft


Duration: 3D6 melees


Saving Throw: None


P.P.E.: 30





Not every homeowner is a good gardener so some witches like to be experts at killer weeds. By throwing a seed on the ground near a target 1D4 vines per level of the caster rise from the ground and try to reach out for the target. If the target can dodge each of the vines then the spell has no effect. If one vine grabs the target the rest grab onto it as well. For each vine that grabs onto it, the target’s dodge roll is reduced by 2. Each vine has 10 M.D.C and releases a spray of blinding sap when it is destroyed. If the target is blinded it suffers a -5 penalty to its hit roll.


