INTELLIGENT WEAPONS

LESSER (Primary) ABILITIES

Cast a given 1st-2nd level spell (1/d)

Cast a given Minor psionic power (1/d)

Detect Evil/Good 30'r            (cont.)

Detect Gems 15'r                 (cont.)

Detect Invisibility 30'r         (cont.)

Detect Magic 30'r                (cont.)

Detect Precious Metals 60'r      (cont.)

Detect Secret Doors 15'r         (cont.)

Detect Shifting Rooms/Walls 30'r (cont.)

Detect Sloping Passages 30'r     (cont.)

Detect Traps 30'r                (cont.)

Levitation                       (cont.)

Locate Object 120'r              (1/t)

Read Languages                   (cont.)

Read Magic                       (cont.)

MEDIUM (Extraordinary) ABILITIES

Cast a given 3rd-5th level spell (2/d)

Cast a given Major psionic power (2/d)

Charm Person                     (on hit)

Clairaudience 90'r               (cont.)

Clairvoyance 90'r                (cont.)

Determine Exact Location         (cont.)

Dexterity +1                     (cont.)

ESP 90'r                         (cont.)

Fear (Good,Neutral,or Evil)      (on hit)

Feeblemind (creature type above) (on hit)

Flying 12"                       (cont.)

Heal                             (1/t)

Illusion 120' as per Wand        (1/t)

Insanity (Law,Neutral,or Chaos)  (on hit)

Paralysis (creature type above)  (on hit)

Strength +1                      (cont.)

Telekinesis 1000 lbs. for 1 r    (6/d)

Telepathy 60'r                   (6/d)

Teleport (self and/or other)     (6/d)

X-Ray Vision 40'r                (cont.)

HIGHER (Special Purpose) ABILITIES

All the Lesser Abilities         (---)

Annihilate (specific group)      (on hit) 

Blindness (Good,Neutral,or Evil) (on hit)

Cast a given 6th-8th level spell (3/d)

Cast a given Grand psionic power (3/d)

Confusion (Law,Neutral,or Chaos) (on hit)

Disintegrate (specific race)     (on hit)

Insanity                         (on hit)

Pick 3 Medium Abilities          (---)

Saves +4; -2 per die of damage   (cont.)

Slay (creature type above)       (on hit)

[E7] INTELLIGENT MAGIC/PSIONIC ITEMS                            [0.6]    [pcsqEmadxri]

Choose an Int rating for the item.  Each item has at most 1 consciousness; i.e. no multi-Int items.

Choose an Alignment for the item.  Besides the normal nine, "Nil" & "Absolute Neutral" are allowed.

XP Value = Int * 200  (plus whatever non-intelligent powers the object has, of course).

There are limits to what Int you can have, as seen on the (big) table below.

See also "Unrestricted Items" below, which have XP Value = Int * 400.

Int Score:                  1-8           9-16         17-24         25-32

Method of Communication:    Empathy       Speech       Telepathy     Psi0-Link, can lend its mental

# of Languages understood:  (Int+3)/4     (Int)/3      (Int-5)/2     (Int-15)

The item gets 1 "pick" per point of Int:

Minor = 1 pick, Major = 3 picks, Grand = 6 picks, Super = 10 picks.

Ego of item = Int + (1*Minors) + (4*Majors) + (9*Grands) + (16*Supers).

Note that higher powers are higher Ego than # of picks spent.  See below for effects of Ego.

Note the original non-intelligent powers (including plusses) do not figure into this calculation.

Requirements: There are 20 different effect types.  For each item & type of power, either a dash or

  a number is listed.  If there is a number (even 0), you may pick as many powers of that type as

  you wish for that item.  If there is a dash, you cannot pick a power from that list, unless you

  have a number a picks in the other types that meet or exceed the numbers given.

Thus, a scroll must normally pick from B2, C1, C3, C4, D3, D4, or D5.

  If the scroll has 1 minor in B2, 2 minors (or 1 major+) in C4, 2 minors (or 1 major+) in D3, and

  1 minor in D5, it can pick from any list.  Note that 0's on the table are kind of nice, as they

  can be taken at will but don't count against what you need to choose from a dashed list.

Unrestricted Items: Certain items violate this table by Max Int and/or requirements.  These

  items cost twice normal in XP Value, and can ignore the table below.  Artifacts are Unrestricted.

                     (Max (Attack Forms   (Info & Movement(Transformations(Defense Forms

Object Type          (Int (A1 A2 A3 A4 A5 (B1 B2 B3 B4 B5 (C1 C2 C3 C4 C5 (D1 D2 D3 D4 D5

Potion               (  4 ( -  -  -  -  0 ( 0  -  -  -  - ( -  -  1  -  - ( 1  -  -  -  -

Scroll               ( 12 ( -  -  -  -  - ( -  1  -  -  - ( -  -  -  2  0 ( -  -  2  -  1

Ring                 ( 20 ( 1  1  -  1  1 ( -  1  -  -  1 ( -  -  1  -  - ( -  1  1  1  -        

Rod/Staff/Wand       ( 16 ( 2  1  -  1  - ( -  -  0  -  - ( 2  -  0  1  - ( 1  -  -  -  0

Books                ( 28 ( -  2  -  -  - ( 1  4  1  -  - ( 4  1  -  0  0 ( -  0  0  1  0

Gem/Jewel/Dust/Stone ( 12 ( -  1  -  -  - ( 1  0  -  -  1 ( -  1  -  -  2 ( -  0  -  -  -        

Clothing             ( 16 ( -  -  -  -  - ( -  1  2  1  0 ( -  1  0  -  - ( 1  -  1  1  -

Container            (  8 ( -  -  0  -  - ( -  -  1  0  - ( 1  2  -  -  - ( -  -  -  -  -

Household Item       (  8 ( 0  -  0  -  - ( 1  -  2  1  - ( -  -  -  -  - ( -  -  -  -  -        

Weird Stuff          ( 32 ( -  0  1  0  - ( -  -  0  -  3 ( 0  -  -  5  7 ( -  -  -  0  0

Armor                ( 24 ( -  -  -  -  0 ( -  0  1  2  - ( -  -  -  0  0 ( 1  4  4  0  0

Weapon               ( 32 ( 4  2  0  1  4 ( 0  0  -  -  - ( -  0  2  2  0 ( 0  -  -  -  -        
Effects of Ego:

There are two ways to control an item, either by "out-thinking" it (method 1) or "out-toughing" it (method 2).  Feel free to calculate both and use the better, as switching between methods is

a 0 action.  Method 1 is the classic system, Method 2 is my own and (in my opinion) more realistic.

Character's Personality Score (Method 1) = Int:Knowledge + Chr:Leadership + Highest Level.

Character's Personality Score (Method 2) = Wis:Willpower + Con:Health + Highest Level.

Compare the item's Ego to your Personality.  If yours is higher or the same, there is no problem.  

If the item's is higher, the object will control you if your hit points fall below the following:

(your Max hp) - (your Max hp)*(Personality)/(Ego)

If the alignment of the item matches yours and you are controlled, there is little danger of the

item doing something unwanted (even if it is chaotic evil).  If the alignment differs from yours,

the object will probably do something you don't like (including forcing you to attack other party members or destroying some of your other items) depending on the number of "steps" away from your alignment it is.

If you have multiple items with Ego scores, use the following calculation.  This is identical to

the multiple MR calculation and differs from Collective 0.5.

Combined Ego = (highest Ego) + (2nd highest)/2 + (3rd highest)/3 + (4th highest)/4 + ...

An item is assumed to have 1 mental (which it can be convert to 1V or 1P) to use its own powers.

The casting level of the item's effects are equal to the item's Int.

Duration is 1 turn if not specified.  Effects offer a save unless (no save) is listed.

MINOR POWERS:

A1. Direct Physical Attacks

1M,1/d: Cause Disease

1M,3/d: Cause Wounds (hp = Item's Int)

1M,3/d: Magic Missile 

A2. Direct Mental Attacks

1M,3/d: Cause Fear

1M,3/d: Charm Person or Mammal

1M,1/d: Confusion

1M,3/d: Sleep

A3. Attacks that Stop or Slow

1M,2/d: Hold Person or Mammal

1M,1/d: Slow

1V,1/r: Target gets -1V (no save)

1M,2/d: Web

A4. Miscellanious Attack Forms

1M,3/d: Blight

1M,1/d: Curse

1M,1/d: Disarm Target

1M,3/d: Light or Darkness 15'r

1P,2/d: Set Normal Trap

1M,2/d: Turn Undead

A5. Bonuses to Attacks

1M,3/d: Bless

1V,3/d: +0/+2 Slaying this round

1V,2/d: +2/+0 Slaying this round

1V,2/d: +0/+3 Slaying this round

1M,2/d: +1 Str for 1 minute

1V,1/m: +2 lvl on Turning, +1 die if succeed

B1. Aids to Normal Senses

1V,1/r: Detect New Construction 60'

1V,1/r  Detect Secret Doors 15'

1V,1/r: Detect Shifting Walls/Rooms 30'

1V,1/r: Detect Slopes 30'

1V,1/r: Hear Noise

1M,1/d: Infravision

1M,1/d: Know Exact Time

1M,3/d: Read Languages

1M,3/d: Read Magic

1M,3/d: Speak with Animals

1M,1/d: Speak with Dead

B2. Additional Senses

1M,1/d: Clairvoyance

1V,1/m: Detect Gems 15'

1V,1/r: Detect Good/Evil/Balance 30'

1V,1/d: Detect Invisibility 30'

1V,1/d: Detect Magic 30'

1V,1/m: Detect Precious Metals 60'

1M,1/d: ESP

1M,2/d: Find Traps

1M,2/d: Know Alignment

1M,1/d: Locate Object

1P,3/d: Predict Weather

B3. Aids to Movement

1V:     Climb Walls 100%

1M,1/d: Dimension Door

1M,1/d: Fly

1M,2/d: Levitate

1M,1/d: Plant Door

1M,2/d: Tree

B4. Aids to Offset Encumbrance/Limited Mobility

Cont:   500 lb. Extradimensional Space

1M,3/d: Tenser's Floating Disc

1V,1/d: Water Walking

B5. Miscellanious Rogue-like powers

Choose a Rogue 1 power.  1M,2/d: Use it at 100%

Choose a Rogue 3 power.  1M,1/d: Use it at 100%

C1. Creations and Summonings

1M,3/d: Create Water

1M,2/d: Produce Fire

C2. Static Changes

1P,2/d: Change Odor

1M,3/d: Hold Portal

1M,1/r: Purify Food & Drink

1V,1/m: Mend normal item

C3. Dynamic Changes

1M,3/d: Animal Growth

1V,2/d: Knock

1P,1/r: Open Locks 100%

1M,1/d: Plant Growth

1M,2/d: Warp Wood

C4. Miscellanious Spell-like powers

Choose a 0th level spell.  1M,1/r: Cast it.

Choose a 1st level spell.  1M,2/d: Cast it.

Choose a 2nd level spell.  1M,1/d: Cast it.

C5. Miscellanious Psionic-like powers

Choose a Psionic Minor. 1M,1/d: Use @ PSPs=Int.

Choose a normal Ioun Stone.  Cont: Acts as it.

D1. Cures

1V,1/d: Cure Blindness

1P,1/d: Cure Disease

1M,3/d: Cure Wounds (hp = Item's Int)

1M,1/d: Free Person (reverse Hold Person)

1M,2/d: Remove Fear

D2. Personal Bonuses

1V,3/d: +1 to a random ability score this turn

1/d:    Memorize +2 spell levels

0,2/d:  Can parry as per Monk this round

1V,3/d: +2/+0 Protection this turn

D3. Personal Protections

0,1/d:  Immune to Disease for 1 minute

1P,2/d: Invisibility

1P,1/d: Invisibility 10'r

0,1/d:  Mind Bar

Cont:   MR 10%

1M,3/d: Shield

1M,1/d: Water Breathing

D4. Misdirection

0,1/d:  Confuse Alignment

1V,1/d: Mirror Image

1P,2/d: Obscure

0,3/d:  Ventriloquism

D5. Barriers

1V,1/d: Bug Repellant

1M,2/d: Protection from Good/Evil/Balance

1M,1/d: Protection from Good/Evil/Balance 10'r

1M,1/d: Protection from Normal Missiles

1M,2/d: Resist Cold

1M,1/d: Resist (1/2 dmg) 1 narrow creature type

1M,2/d: Resist Fire

1V,1/d: Wall of Fire
MAJOR POWERS:

A1. Direct Physical Attacks

A2. Direct Mental Attacks

A3. Attacks that Stop or Slow

A4. Miscellanious Attack Forms

A5. Bonuses to Attacks

B1. Aids to Normal Senses

B2. Additional Senses

B3. Aids to Movement

B4. Aids to Offset Encumbrance/Limited Mobility

B5. Miscellanious Rogue-like powers

C1. Creations and Summonings

C2. Static Changes

C3. Dynamic Changes

C4. Miscellanious Spell-like powers

C5. Miscellanious Psionic-like powers

D1. Cures

D2. Personal Bonuses

D3. Personal Protections

D4. Misdirection

D5. Barriers

GRAND POWERS:

A1. Direct Physical Attacks

A2. Direct Mental Attacks

A3. Attacks that Stop or Slow

A4. Miscellanious Attack Forms

A5. Bonuses to Attacks

B1. Aids to Normal Senses

B2. Additional Senses

B3. Aids to Movement

B4. Aids to Offset Encumbrance/Limited Mobility

B5. Miscellanious Rogue-like powers

C1. Creations and Summonings

C2. Static Changes

C3. Dynamic Changes

C4. Miscellanious Spell-like powers

C5. Miscellanious Psionic-like powers

D1. Cures

D2. Personal Bonuses

D3. Personal Protections

D4. Misdirection

D5. Barriers

SUPER POWERS:

A1. Direct Physical Attacks

A2. Direct Mental Attacks

A3. Attacks that Stop or Slow

A4. Miscellanious Attack Forms

A5. Bonuses to Attacks

B1. Aids to Normal Senses

B2. Additional Senses

B3. Aids to Movement

B4. Aids to Offset Encumbrance/Limited Mobility

B5. Miscellanious Rogue-like powers

C1. Creations and Summonings

C2. Static Changes

C3. Dynamic Changes

C4. Miscellanious Spell-like powers

C5. Miscellanious Psionic-like powers

D1. Cures

D2. Personal Bonuses

D3. Personal Protections

D4. Misdirection

D5. Barriers


