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Concordant group classes do not count towards the limit of 4 classes.

HERO

Must be at least 18th level in another class to become a Hero.

Requsities = SI

HD = ++++&2d16 (you get 10d16 at 1st level)

WpnPr = 4+/1

Saves as Concordant.

Attacks as Monster.

Exc Str, Exc Dex, Exc Con.

+1 extra Nonweapon Prof per level.

Add your Hero level to all of your other classses' caster level for effects.

You are considered a x2 being.

You stop aging mentally and physically.

You have 20 segments per round instead of 10 and can use up to 20 actions of each type.

Note below the XP is in MXP (x1,000,000), not KXP like most classes (to save space).

Level:     1 2 3 4 5  6  7  8  9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27  +1/

Spells 1:  1 2 2 3 3  3  3  4  4  4  4  5  5  5  5  6  6  6  6  7  7  7  7  8  8  8  8 \

Spells 2:  - 1 2 2 3  3  3  3  4  4  4  4  5  5  5  5  6  6  6  6  7  7  7  7  8  8  8  \ +1/

Spells 3:  - - 1 2 2  3  3  3  3  4  4  4  4  5  5  5  5  6  6  6  6  7  7  7  7  8  8  /

Spells 4:  - - - 1 2  2  3  3  3  3  4  4  4  4  5  5  5  5  6  6  6  6  7  7  7  7  8 /

All Hero spells are cast only once and are permanent.

FIRST LEVEL HERO SPELLS

 1. 10*(Hero level)% unadjustable InnateR

 2. +50% XP in one non-Concordant class

 3. Immune to Inner Elements

 4. Immune to Hold/Stun/Para/Summ.Sickness

 5. Immune to Action/Memory/Other Stealing

 6. +(Hero level) V actions

 7. +2*(Hero level) all memorization charts

 8. Psi1 has no limit of 1 attack/r

    Psi2 has double points, auto Power Score

 9. Avoid Fate @ x6 multiplier, (Hero level)/d

10. All Rogue Abilities at 10*(Hero level)%

11. Can combine Martial Arts & Specialization

12. +(Hero level) to all stats

SECOND LEVEL HERO SPELLS
 1. 10*(Hero level)% unadjustable AntiMagicR

 2. O action, 1/r: Cureall

 3. +(Hero level) P actions

 4. All spells cost no P action to cast

    No saves versus your effects

 5. All spell levels +1 in all memorizations

 6. All your Psi are range = same plane

 7. Immune to all x1 effects

THIRD LEVEL HERO SPELLS

 1. 10*(Hero level)% unadjustable PsiR

 2. Permanent Lady's Smile

 3. 0 action, 1/r: Reset

 4. Immune to Outer Elements

 5. Time-Reality Stability

 6. +(Hero level) M actions

FOURTH LEVEL HERO SPELLS

 1. 10*(Hero level)% unadjustable MR

 2. All spells cost 0 action (limit = level/r)

 3. All psi cost 0 action (limit = level/r)

 4. +2*(Hero level) to max # of actions

 5. +(Hero level) Opposing actions
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LICH

You must find and consume a Potion of Lichdowm in order to become a Lich.

+1 extra Nonweapon Prof per level.

Add your Lich level to all of your other classes' caster level for effects.

You are considered a x2 being.

You still age both mentally and physically, but you have no maximum life span.

You have 20 segments per round instead of 10 and can use up to 20 of each action type.

XP Progression already in [PC0].

"Weapon" below is the weapon that is needed to hit you.

                             1 1 1 1 1 1 1 1 1 1 2 2 2 2 2 2 2 2 2 3 3 3 3 3 3 3

Level:     1 2 3 4 5 6 7 8 9 0 1 2 3 4 5 6 7 8 9 0 1 2 3 4 5 6 7 8 0 1 2 3 4 5 6

Weapon     S S 0 0 1 1 2 2 3 3 4 4 5 5 5 5 6 6 6 6 7 7 7 7 7 8 9 A B C D E F G H

Spells 1:  1 2 3 4 5 6 6 6 6 6 6 6 6 6 6 6 6 6 6 6 6 7 7 7 8 8 9 A B C D E F G H 

Spells 2:  - 1 2 3 4 5 5 5 5 5 5 5 5 5 5 5 6 6 6 6 6 7 7 7 8 8 9 A B C D E F G H

Spells 3:  - - 1 2 3 4 4 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 7 7 8 8 9 A B C D E F G H

Spells 4:  - - - 1 2 3 3 3 3 4 4 4 4 5 5 5 5 5 6 6 6 6 7 7 7 8 9 A B C D E F G H

Spells 5:  - - - - 1 2 2 3 3 3 4 4 4 4 5 5 5 5 5 6 6 6 6 7 7 8 9 A B C D E F G H

Spells 6:  - - - - - 1 2 2 3 3 3 4 4 4 4 5 5 5 5 5 6 6 6 7 7 8 9 A B C D E F G H

Unlike Hero spells, Lich spells are cast spells.  None of them give a saving throw.

If duration is not listed, duration is 1 day.  The "Any" spells operate like Wish spells.

FIRST LEVEL LICH SPELLS
 1. Any 1st-6th level Wizard spell

 2. Any 1st-4th level Priest spell

 3. Any psionic minor

 4. Banish Undead

 5. Speak with Undead

 6. +10*(Lich level)% Evasion

 7. Mask Undead Status

 8. Detect Artifacts

 9. Gain +10 XP

10. Create Traps 15*(Lich level)%

11. All spells cost 0 P actions

12. +(Lich level) V actions

13. Touch: Cold (Lich level)d10 dmg

SECOND LEVEL LICH SPELLS

 1. Any 2nd-7th level Wizard spell

 2. Any 2nd-5th level Priest spell

 3. Any psionic major

 4. Protection from Turning

 5. Control Undead

 6. +10*(Lich level)% RR

 7. Detect Divine Beings

 8. Create Tricks 10*(Lich level)%

 9. Wiz <-> Pri spells (2 SL shift: Wiz5=Pri3)

10. +(Lich level) P actions

11. Touch: Energy Drain x(Lich level)

THIRD LEVEL LICH SPELLS

 1. Any 3rd-8th level Wizard spell

 2. Any 3rd-6th level Priest spell

 3. Grant Undead Status

 4. +10*(Lich level) MR

 5. Create Specials 5*(Lich level)%

 6. Life Trapping (as per Mirror)

 7. Immune to being put down a hole

 8. Touch: Imprisonment

 9. Coldfire: 3*(Lich level)d10 dmg

10. Troll-like Regen all hp every r

11. Double the memorization of 1 SL


FOURTH LEVEL LICH SPELLS

 1. Any 4th-9th level Wizard spell

 2. Any 4th-7th level Priest spell

 3. Any psionic grand

 4. +10*(Lich level) PsiR

 5. Dispel Innate effect

 6. Reset

 7. Contact Alternate Reality

 8. Create Any x2 Monster

 9. Touch: Steal all spells

10. Touch: lose (Lich level)d4 stat pts

FIFTH LEVEL LICH SPELLS
 1. Any 5th-10th level Wizard spell

 2. Any 5th-8th level Priest spell

 3. +10*(Lich level) AntiMagicR

 4. Project Image Across Planes

 5. Teleport to Alternate Reality

 6. Contact Ultra Plane

 7. Conduct M actions through psi link

 8. Touch: Steal all psionics

 9. Touch: Death

10. Mental Fury

SIXTH LEVEL LICH SPELLS
 1. Any 6th-11th level Wizard spell

 2. Any 6th-9th level Priest spell

 3. Any psionic super

 4. Teleport to Ultra Plane

 5. +10*(Lich level) InnateR

 6. Touch: Steal all powers

 7. Touch: Erase Truename

 8. Troll-like regen all hp every s

 9. Conduct effects through psi link
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LEGEND CLASS

Gets Barbarian Str, Dex, and Con.

Add your Legend level to all of your other classes' caster level for effects.

You are considered a x2 being; you have 20 segments per round instead of 10.

Level:     1  2  3  4  5  6  7  8  9 10 11 12 13 14 15 16  17  18  19  20  21  22  23  24  +1/

MXP:       0  1  3  6 10 15 21 29 37 45 53 61 69 77 85 93 101 109 117 125 133 141 149 157  +8/

Spells 1:  1  1  1  1  1  1  1  1  2  2  2  2  3  3  3  4   4   5   5   6   6   7   7   8  +1/  

Spells 2:  -  1  1  1  1  1  1  1  2  2  2  2  3  3  3  4   4   5   5   6   6   7   7   8  +1/

Spells 3:  -  -  1  1  1  1  1  1  1  2  2  2  3  3  3  4   4   5   5   6   6   7   7   8  +1/

Spells 4:  -  -  -  1  1  1  1  1  1  2  2  2  2  3  3  4   4   5   5   6   6   7   7   8  +1/

Spells 5:  -  -  -  -  1  1  1  1  1  1  2  2  2  3  3  3   4   5   5   6   6   7   7   8  +1/

Spells 6:  -  -  -  -  -  1  1  1  1  1  2  2  2  3  3  3   4   4   5   6   6   7   7   8  +1/

Spells 7:  -  -  -  -  -  -  1  1  1  1  1  2  2  2  3  3   4   4   5   5   6   7   7   8  +1/

Spells 8:  -  -  -  -  -  -  -  1  1  1  1  2  2  2  3  3   4   4   5   5   6   6   7   8  +1/

Legend spells are cast once; their effects are permanent.

During a Reset, a Legend may drop up to his level in spell levels and choose different spells if desired.  All references to "LL" below means "Legend Level".

FIRST LEVEL LEGEND SPELLS:                        _

1. All your effects have no save (incl. Scarab/Pro)

2. Can instead use LL/2 (round up) F actions /s

3. 1M,1/d: Cast 10th lvl Wiz or 8th lvl Pri spell

4. Immune Ego/Domination of mult = to LL or less  _

5. Immune Head Blown Off, slain, crapped, Extract

6. 1V: Lower all x1 effects on 1 target

7. +LL Swing actions

8. Truename is unreadable to mult = to LL or less _

SECOND LEVEL LEGEND SPELLS:                       _
1. Your non-Conc classes' spells/psi cost only ½M

2. 0,LL/d: One target gets -10*LL% irrAllR

3. Immune to Set, Slain, Crapped, As You Are

4. 0,1/d: Lady's Smile or Remove Lady's Smile 800'r

5. 1M,1/d: Use Psi1/2/9/18 Super, PSPs=LL*100

6. Can target yourself N times for N times effect

7. Time-Reality Stability; 1M: Talk to Time-Ele

8. +1 XP or +1 item XP /r                         _

THIRD LEVEL LEGEND SPELLS:                        _
1. Can create custom class with no upper CXP limit

2. 1M,1/d: Cast 11th lvl Wiz or 9th lvl Pri spell

3. 1M: Dispel Concordant Spell, 100% success

4. +LL Full actions                               _

5. 0,LL/d: Ignore someone's Immunity to something

6. 0,Lower Mult by 1: Target's Mult lowers by LL

7. 0,LL/d: Mental Fury or Counter a Mental Fury

8. 0,LL/d: Reset or Set (latter has No Resistance)_

FOURTH LEVEL LEGEND SPELLS:                       _
1. One 1st-2nd lvl Hero or Lich or Villain spell

2. Get LL Resets per Reset (doesn't stack w/self)

3. +LL*20% distributed among irrRMPIWR

4. 1F,1/h: Locate Person/Obj at any point in time _

5. 1F,1/h: Speak with Person at any point in time

6. 1V: Swap bodies with target permanently

7. Your race unique; imm Genocide; Wear any # items

8. Your phys att do full dmg regardless of immunity

FIFTH LEVEL LEGEND SPELLS:                        _

1. Your effects have no BlahR (except GR)

2. You can attack Familiars even if they're immune

3. Immune Down a Hole, Clone Insanity, Kill @ Birth

4. 1V: Lower all x2 effects on 1 target           _

5. 1M: Disable any # of Psi Freq 800'r (exc. 7/14)

6. MF/PF/TF Stability; 1M: Talk to Ultraplanar Cow

7. +LL Opposing actions

8. 0: Can trade a Legend SL N for N Legend SLs.   _

SIXTH LEVEL LEGEND SPELLS:                        _

1. Your non-Conc classes' spells/psi cost only ¼M

2. Casting multiple Wishes/Miracles doesn't harm MF

3. 1M,1/d: Cast 12th lvl Wiz or 10th lvl Pri spell

4. 1M: Disable all non-Conc classes 800'r         _

5. Get normal resistance to things with "No Resist"

6. Immune to 1st-3rd level Conc spells (except Bug)

7. LL of your non-Conc classes are put to level 36

8. 0: Zero & Opposing actions cannot be used 800'r_

SEVENTH LEVEL LEGEND SPELLS:                      _
1. 0,LL/d: Avoid Fate of multiplier = LL/3

2. One 3rd-4th level Hero or Lich or Villain spell

3. 1F: Sever Sentinel/Bug/Lich's power connection

4. 1M: Target loses this segment's actions        _

5. 1P: Target cannot use F, S, M, or Opp actions

6. 1V: Retroactively stop an action within last r

7. You can use +LL segments /r

8. No time paradox/oddities while time travelling _

EIGHTH LEVEL LEGEND SPELLS:                       _

1. 20 Resets of F actions,1/y: Create a x2 Artifact

2. Can ascend without Body of Followers requirement

3. Can ascend without Patron Diety requirement

4. 1 Reset: Create Demi-Plane; your new home plane_

5. One 1st level God spell, Worship Points = LL^2

6. +LL*5% GR (Godly Resistance vs.Conc/x2+ effects)

7. 0: Target Legend loses Legend class & all spells

8. 1 Reset: Pawn target creature (save)           _
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LEGEND ABILITIES (50 points per level, considered "Concordant Points", not "Rogue Points")

Level(Ability | -50% | -100% | -150%                                            (Act(Base(Penalty(Bonus__ 

  1  (Don't generate "?" in Dungeons | Always has initiative | Teleport No Delay( V ( 20 (Dex-25 (Dex-27

  1  (Instantaneous an effect | all effects on 1 target | all effects in 800'   ( V ( 10 (Int-26 (Int-29

  1  (Any 27th level Rogue ability                                              ( - (  - (-      (-

  2  (Monster Summoning for DL X (full ctrl) || Summon another Legend (no ctrl) ( M ( 50 (Wis-33 (Wis-33

  3  (Escape | Escape to Elemental Plane of Time | Escape to Ultraplanes        ( 0 (  0 (Con-45 (Con-50

  4  (THAC0 becomes -infinity | AC -infinity | hp infinity                      ( P (  0 (Str-64 (Str-65

  8  (Create/Destroy Conduit/Wormhole | to Alternate Reality | to Ultraplanes   ( F (  0 (Chr-80 (Chr-90

Munchkin:

Level 1: Can cast any number of 1st level Wizard and Priest spells.

Level 1: Quadruple specialized (6 half-plusses plus two slots of "buffering" for off-handedness) in every weapon.

Level 1: Can combine ACs from different sources.

Level 1: Must be CN alignment.

Level 1: The Munchkin character automatically knows everything about any monster that attacks it.  This includes what type of weapons to use, what special precautions to take, and the weaknesses of the monster.

Level 1: The Munchkin gains ranger, druid, thief, monk, barbarian, psionicist, and paladin abilities equal to his level.

Level 1: Munchkins can't be fumbled, tripped, slept, or cantripped.

Level 1: Munchkins are not affected by encumberance.

Level 1: Can use any bag, sack, or backpack as an infinite portable hole.

Level 1: All Munchkins know a language called the Munchkins' Can.

Level 1: Effective caster level is 6.

Level 1: Total HD is 6d12.

Level 1: Munchkins get a holy avenger (or unholy, their choice) at first level.  

Level 1: Receive the Munchkin equivalent of a Paladin's warhorse.  This is usually an adult dragon, but the Munchkin can ask for something different.

Level 2: Effective caster level is 10.

Level 2: Total HD is 10d12.

Level 3: Can cast any number of 2nd level Wizard and Priest spells.

Level 3: Ability to re-roll unfavorable rolls (only once per roll).  This applies to hit point gains, damage rolls, 'to-hit' rolls, everything.

Level 3: Effective caster level is 15.

Level 3: Total HD is 15d12.

Level 4: Automatically does maximum damage with offensive spells and weapon attacks.

Level 4: Effective caster level is 21.

Level 4: Total HD is 21d12.

Level 5: Can cast any number of 3rd level Wizard and Priest spells.

Level 5: Ability to summon a horde of 100-400 first level Munchkins. This summoning takes 24 hours

Level 5: Effective caster level is 91.

Level 5: Total HD is 91d12.

Level 6: Effective caster level is 157.

Level 6: Total HD is 171d12. (This is the only level where HD does not equal CL).

Level 7: Can cast any number of 4th level Wizard and Priest spells.

Level 7: Effective caster level is 261.

Level 7: Total HD is 261d12.

Level 8: Effective caster level is 361.

Level 8: Total HD is 361d12.

Level 9: Can cast any number of 5th level Wizard and Priest spells.

Level 9: Effective caster level is 462+level.

Level 9: Total HD is (462+level)d12.

Level 11: Can cast any number of 6th level Wizard and Priest spells.

Level 13: Can cast any number of 7th level Wizard and Priest spells.

Level 15: Can cast any number of 8th level Wizard and Priest spells.

Level 17: Can cast any number of 9th level Wizard and Priest spells.

Level 19: Can cast any number of 10th level Wizard and Priest spells.

Level 21: Can cast any number of 11th level Wizard and Priest spells.

Level 23: Can cast any number of 12th level Wizard and Priest spells.

Level 25: Can cast any number of 13th level Wizard and Priest spells.

Level 27: Can cast any number of 14th level Wizard and Priest spells.

Level 29: Can cast any number of 15th level Wizard and Priest spells.

Level 31: Can cast any number of 16th level Wizard and Priest spells.

Level 33: Can cast any number of 17th level Wizard and Priest spells.

Level 35: Can cast any number of 18th level Wizard and Priest spells.

SENTINEL CLASS

Level requirement varies; see table below.

Does not count against limit of 4 classes.

Level -2: Considered x0 Being.  You are the pawn of a god, and may have the Pawn class as well.

Level -1: Considered x1 Being.  You get 11 segments per round, the extra occuring after segment 3.

Level 0: Considered x1 Being.  You get 15 segments per round, the extras occur on even-numbered segments.

Level 1: Considered x2 Being.  You get 20 segments per round.

Level 1: Add your Sentinel level to all your other non-Concordant classes' levels for effects.

"Lvl Req" is non-Concordant level requirement.  "Spheres" is how many spheres of powers you get below.

Spheres of powers are not Concordant spells and cannot be removed unless the Sentinel Class is removed.

Level:  -2 -1  0  1  2  3  4  5  6  7  8  9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 +1/

MXP:     0  1  2  3  6  9 12 15 18 21 24 27 30 33 36 39 42 45 48 51 54 57 60 63 66 69 72 75 78 81 84 +3/

Lvl Req: 0  9 18 19 20 21 22 23 24 25 26 27 27 27 27 27 27 27 27 27 27 27 27 27 27 27 27 27 27 27 28 +1/

Spheres: 1  1  1  1  2  3  4  5  6  7  8  9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 +1/

ALL

ANIMAL

ANTI-MAGIC

ASTRAL/PLANAR

CATACLYSMS

CHAOS

CHARM

COMBAT

COSMOS

CREATION

DIVINATION

ELEMENTAL


GUARDIAN

HEALING

INCANTATRIX

INNATES

LAW

LUCK/FATE/FORTUNE

META-MAGIC

NECROMANTIC

NUMBERS

PLANT

PROTECTION

PSIONICS

RADIATION

SUMMONING

SUN

TECHNOLOGY

THOUGHT

TIME

TRAVELERS

UNDEAD

WAR

WARDS

WEATHER

WILD MAGIC
[P4.7] Concordant Group Classes

VILLAIN

Villains are generally evil (just like Heros being generally good), but exceptions are allowed.

Does not get any Con bonus at all on it's Hit Dice, and Con bonuses cannot be bought for this class in any way.

+1 Weapon proficiency per level.

Add your Villain level to all your other classes' caster level for effects.  You are considered a x2 being and can use 20 segments per round.  All Villain spells are cast only once and are permanent.  "VL" below stands for "Villain Level".

FIRST LEVEL VILLAIN SPELLS:

  1. 1/d: Create a GIANT ROBOT (a DL 10 Golem, you may make requests but exact statistics are determined by the DM).

  2. 1/r: You MYSTERIOUSLY ESCAPE (even past all barriers) from enemies, one of the enemies must be a Hero.

  3. You have an ANNOYING HENCHMAN of half your Villain Level who always ESCAPES and causes trouble for the enemy.

  4. You adjust all irreducible BlahR by -5*level% and all reducible BlahR to 0%.

  5. +10% XP in all your non-Concordant classes.

  6. You ignore other people's Immunity to Inner Elements (unless it comes from a x3 or greater source)

  7. You ignore other people's Immunity to Hold/Stun/Para (unless it comes from a x3 or greater source)

  8. You ignore other people's Immunity to Action/Memory/Other Stealing (unless it comes from a x3 or greater source)

  9. 0, 1/s: Choose one creature.  He cannot use any V actions on his next segment.

10. The "Avoid Fate" ability cannot be used by any other creature (friendly or not) within 100 yards of you.

SECOND LEVEL VILLAIN SPELLS:

  1. 1V, 1/d: You CACKLE EVILLY as a defense/immunity on an object/person doesn't function.  This cannot be resisted.

  2. 2P, 1/d: You (Capital S) SLAY the HERO'S SIDEKICK, which is any person with a Hero in his group.

  3. 3M, 1/d: You suddenly see the FALLACY in your MASTER PLAN and can ask the DM a question.

  4. 0, 1/r: Causeall up to VL creatures.

  5. All your Psionics cost only 1/2 the normal number of Mental Actions to use.  Your Psionics do not allow a Saving Throw.

  6. All your Spells are range = same plane.  Your Spells do not allow a Saving Throw.

  7. All your innate abilities can be used twice as often (e.g. 3/d becomes 6/d).  Your Innates do not allow a Saving Throw.

  8. All psionic progressions get +1 in each category (minor, major, grand, etc.) if you have at least a "0" there.

  9. 0, 1/s: Choose one creature.  He cannot use any P actions on his next segment.

10. 1M: Drop all effects that can be dispelled/instantaneous/disjuncted on one target, including effects "inside" others.

THIRD LEVEL VILLAIN SPELLS:

  1. Your ENDLESS HORDE OF CANNON FODDER (x1 creatures) ignore "Immune to x1 effects" (unless from x3 source).

  2. You have an EVEN MORE ANNOYING FAMILIAR which functions as your VL in Ultra Familiars.

  3. Everyone has a SENSE OF IMPENDING DOOM, they waste 1 action (any type) per segment marvelling at your evilness.

  4. 0: Dispel Permanent Lady's Smile on one target

  5. 0, 1/r: Set up to VL creatures.

  6. You ignore other people's Immunity to Outer Elements (unless it comes from a x3 or greater source).

  7. Time-Reality Stability

  8. 0, 1/r: Drop Time-Reality Stability on one target for 1 round

  9. 0, 1/s: Choose one creature.  He cannot use any M actions on his next segment.

10. 1M: Drop the Anti-Dispel Magic Shell spell (this effect is specifically designed to drop it and nothing else, so it works).

FOURTH LEVEL VILLAIN SPELLS:

  1. 5F, Marry the HERO'S SWEETHEART: The Hero in question is (Capital R) Removed from the Multiverse permanently.

  2. You are the MASTER ENEMY, and can't be targetted until your ENDLESS HORDE OF CANNON FODDER is destroyed.

  3. 1M: But wait, the other Villain over there FORGOT ONE SMALL THING and he is Crapped and Slain.  (only vs. Villains)

  4. All your spells cost 0 actions (limit = VL/r).

  5. All your psi cost 0 actions (limit = VL/r).

  6. All your innates cost 0 actions (limit = VL/r).

  7. Everyone else within 100 yards (friendly or not) loses VL to their number of segments per round, this may be "turned off".

  8. +VL Opposing actions.

  9. 0, 1/s: Choose one creature.  He cannot use any F or S actions on his next segment.

10. 0: Counter an Limited Wish, Alter Reality, Wish, Change Reality, or Miracle (it doesn't work on Unlimited Wish or higher).

FIFTH LEVEL VILLAIN SPELLS:

  1. You have AN EVEN BIGGER BOSS THAN YOU, which is any same-aligned god, you Automatic Divine Intervention 1/d.

  2. You have a MOST ANNOYING CONSULTANT, you take 2 sets of actions each segment and pick the better result.

  3. 10F, tell an enemy Hero your MASTER PLAN: Your Master Plan (no matter how bizarre) will actually do what you say.

  4. You see the ERROR OF YOUR WAYS, drop Villain class (and can never return), gain Hero with double your Villain XP.

  5. 1M: You ONE-UP a LEGEND and LIE THROUGH YOUR TEETH, all Legend abilities in 100 yards do not function for 1r.

  6. 1F: Pawn target x0, x1, or x2 creature.  x2 creatures get a saving throw.

  7. Your effects have a -VL*5% GR (Godly Resistance) shift.  (This does not work if [X] section rules are being used.)

  8. You ignore other people's Immunity to Ultraplanar Things, even if it comes from a x3 or greater source.

  9. 0, 1/s: Choose one creature.  He cannot use Zero or Opposing actions this segment.  This cannot be responded to.

10. 1M: All x2 and lower effects on one target are dropped, even if they can't normally be dispelled/instantaneous/disjuncted.










