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Introduction mo. M."y ,,,"" " .
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scribed it as a world of high adventure. Others, a world of mystery and intrigue holding secrets both supernatural and political. And others still call it the world of the heroic. Me, I call it home. My name is Joseph Stillwell, "Typewriter Joe" to my friends. You can call me Joe and, as I was just saying, welcome to Terra. My boss (who actually likes being called "Chief") decided that I should be the one to let you in on our world. Iguess he figured my Pulitzer prize for investiga ting the year's city election scam needed a companion. Either that or he's a lot more pissed off than I thought about that practical joke I pulled last week in the printroom. In either event, here I am. So where do I begin? Whew, that's tough. First, I need to establish why I'm writing you at all. Apparently, there is a lot more to this great big universe than what my physics teacher taught me back in twelfth grade. Somewhere out there, like in the farthest reaches of some strange ten-cent sci-fi novel! alternatespace-time-continuum pocket, there are literally thousands of other dimensions, or C051115 as some people call them. Many of them are more or less just like my world, but there are others that are just like the fictional fantasy worlds in Howard's last adventure story. Besides them, there are horror-filled places like those I listen to tales about every Wednesday night and futuristic planets that even Mr. Wells would've balked at. Butyou probably know that, seeing as that's \vhere rnostof you canle from and that's why I'm writing this book. The Terra sourcebook is a kind of guide
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or introduction for you folks that have travelled the cosmverse (that's the name the government lab coats are calling this new expanded universe). For those folks hailing from Terra, there are few things in here for you, too. You



~T



wouldn't believe some of the stuff I've discovered in researching this book. So, let's start with the basics ... World History. (Hey, Mrs. McPersis told me history was important and it is, so just read on and stop that groaning.)



he Terra Sourcebook



The Terra sourcebook is a fictional sourcebook for West End Game's Torg: Roleplayillg the Possibility Wars roleplaying game. Players adventuring on Terra are able to play in a world very similar to that which was written about in our pulp fiction novels of the 20s, 30s and 40s. Terra blends the political overtones of a near-depression postWWI world with heroes and villains with strange "weird" science powers and gadgets. During the course of a adventure in Terra, it is just as likely that a player may find himself chasing a gangster through the streets of New York as he is to find himself face to face with po\ver-hungry sorcerer from the (fictional) Far East. Beyond the initial history found in the following chapters, there are several pieces of infonnation for both players and gamemasters. Ho\vever, this supplement is not a complete game. Owning, or at least borrowing (the law frowns on steal-



ing), a copy of the basic game, Torg: Roleplayillg the Possibility Wars, is necessary, unless you intend to use this supplement with another game system (which you can). The basic game describes the game-specific terms and notations and is all you need to get started. There are some Torg products already in print -< ••.•",_ .
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ter reduces the difficulty by, he takes one shock point. If the character goes unconscious during the use of the ritual, the ritual still takes effect (if possible). Possibilities can be spent to keep the character from going out, as if the character were taking damage normally. Sacrifice: This modifier can only be taken by those of Evil Inclination. The modifier is conferred when the sacrifice is killed. In order for sacrifices to work, the sacrifice must be made right before the ritual is cast. Also, the sacrifice must be conscious and aware of what is going on - being bound or even drugged is okay, as long as the character is aware of what is happening. Mind-affecting drugs do not allow for good sacrifices. Two additional modifiers: willing sacrifices ("life person" or "virginal person" only) add an additional five to the modifier (a willing virgin would have a total modifier of -12), but the character must be really willing. Heroes can do this to save their friends (willing under coercion), and fanatical followers can also accomplish this. Other Modifiers: Come up with whatever you want. Most modifiers should range between one and five ~ points, and only very unusual modifi'E jj ers should subtract more from the ~ ritual difficulty. I



g



The Permanence of Modifiers effect. However, a pulp sorcerer can reduce his difficulty by increasing his casting time. The spell then takes affect at the end of this casting time. For every extra round the character must take to perform the ritual, subtract one from the ritual difficulty. So, ifa ritual had a difficulty of 25, and the character took five rounds to perform it, the difficulty would be 21 (the last



,.



76



round is the round the effect occurs and is not an "extra" round). If the caster performs any other skill use during this time (even though he is only going to have to make one sorcery roll for the whole effect), the entire time is wasted and the sorcery attempt fails. Fatigue: For every point the charac-



Once a modifier is built into a ritual, that's it. If the Drifter has a flight ritual thatinvolvesa sacrifice, that's the only way it can be used. Other modifiers cannot be added on, and the sacrifice cannot be avoided. Characters can learn multiple rituals with the same effect, but those are exactly that: different rituals. Rituals cannot be changed once they are intitiated.
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Chapter Eight



Gadgets and Gizmos n The Nile Empire sourcebook, there is an involved gadget-creation system designed for use with the weird science realm. This systen1 was used by Dr. Mobius when he created his first gizmos, and by Dr. Frest when he began his research. It is the same system that produced the first Rocket Ranger suits, and many of the gizmos and gadgets that have been seen in the Nile Empire and on Terra since. This is not that system.



The Evolution of Weird Science Dr. Mobius was a madman and an evil genius. No one will seriously debate the fact that he was the father of weird science. Certainly, there were other inventors who used some of the basic principles of weird science in their experiments - John Franklin, discoverer of electricity, had to use weird science to control his initial experiments; Hank Ford's first auton10bile had elements of weird science in it; and even Johnson Carver, a pioneer in agriculture, used weird science chemicals to increase the nutritional value of many vegetables and fruits. But all of these famous men found, as others had before, that weird science was too w1predictable, too bizarre in its effects, to harness on a regular basis. Abandoning their "frivolous" experiments, they used hard work and "real" science to crea te n10re lasting wonders. All throughout history - from Aristotle to Galilei -



weird science has been the dream, ren! science the reality. Until Dr. Mobius. Mobius was strange enough, desperate enough, and talented enough to discover rules for the unruly wonders of weird science. His principles and laws formed the basis for Dr. Frest's research. They were able to harness what others could not tame. But they did itin such a stmllge way.



The Confusion of Weird Science After Dr. Frest's kidnapping by Dr. Mobius (indeed, about the time Mobius left to conquer other realities), a young woman was interning at the GAWSI lab in Pittsburgh. Her name was Dr. Emily Blachek, a young scientific prodigy of Italian-Czech origin. She had fled the terror of the Great War in Europe with her parents, and now she was giving her all to help her country. Like Maria Curie, she was a felnale pioneer in what was predominantly male world. Socially, this was a disaster. Dr. Blachek was younger than any other scientist at GAWSI by over ten years (she was nineteen when she started), and her male peers and overseers strove to keep her down. Instead of being the head of a project, she was always the "swing man" (a sexist title in and of itself), forced to move from one project to another. And, since the remaillingGAWSI scientists lacked the ingenuity and abilities of Dr. Frest, this usually meant she moved from one mess to another, cleaning things
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up as she went - and getting less pay than the other scientists and hostility instead of respect. During "down" times (which were frequent), Dr. Blachek spent her time performing experiments and tinkering with broken or abandoned gadgets. Since she was only considered an intern with the GAWSI project, she was not given material request permission or funds. She had to work with the cast-offs of others. And so she did - late into the night and early in the morning. She buried herself in her work, letting it become the outlet for her frustrations and energies. And, as many great scientists discover, all Dr. Blachek's work culmina ted in one bright flash of inspiration. While working on a particularly annoying gadget, she discovered something no one else had ever found before - weird science, the way Dr. Mobius and Dr. Frest had developed it, and the way GAWSI scientists tried to mimic it, was wrong. Or, at least, not as right as it could be.



The Blachek Streamline Though it would never be officially called by this name, Dr. Emily Blachek's notes called her "weird science revisions" the "Blachek Streamline," and that's what it was. Dr. Blachek found that many of the "principles" of weird science could have their "fat" boiled away and disposed of, making the gadgets and gizmos created much more reliable and easier to produce. Not as easy as "real" science, of course, but easier than they were. The final note regarding Dr. Emily Hlachek is this: after perfecting her process, she tookitto the United States Patent Bureau and, somehow, got it authorized. As it turned out, because Dr. Blachek was only regarded as a lowly intern and not a full scientist, a loophole in her work contract allowed hertodothis-and the GAWSI agents
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who always patrolled the patent bureaus must have been out to lunch. After doing this, she revealed her new process to her seething "superiors," leased it to them for a huge amount of cash, and disappeared. Threedays later, Pittsburgh was hit by the "meteor" from outer space, and the GAWSI lab Dr. Blachek worked at was totally destroyed. Rumor has it



she left for South America and has been performing experiments there since. GAWSI has been, thus far, unable to locate her. And so, this chapter has been reconstructed and revised from her notes. The basic weird science principles (as presented in The Nile Empire sourcebook) are the same, but there have been a few changes.



Chapter Eight



Gadgets and Gizmos In Dr. Blachek's notes, she distin-



guishedgadgetsand gizmos-the products of weird science. Dr. Blachek always thought of gadgets as the "permanent" creations ofweird science-stable itemslikeDr. Zap's FlightBelt, theCrirnson Cloak's Bow & Arrows, and Colonel Cairo's Ball & Chain-and gizmos as impermanent, unstable, "one-shot" creations of weird science - such as those used by Professor Furioso (his "disappearing powder" and the "Serum ofStrength," being two of the most notable of his creations) and several other weird scientists. Gadgets take longer to make than gizmos, and they often require more components and more research. Gizmos are extensions of weird science principles, but in a very raw form. They are built to be used once, and once only, and then they break down or are used up and have to be constructed again. [Note: Since the terms "gadget" and "gizmo" are used interchangeably everywhere elsein Torg supplements, only this chopter will use the definitions presented here without further explanation. Unless otherwise specified, other Torg products will refer to "gadgets" and "gizmos" as the same thing.]



spear, etc.), a vehicle (car, plane, etc.) or anything else you can think of. In most cases, thehousing is an actual itemwithsomefunction before theweird scientist gets hold of it. Professor Furioso's Rocket Plane was a standard aircraft before he modified it; Colonel Cairo's Ball & Chain was a pretty nice weapon before it was made better; and Dr. Zap'sFlight Belt was a really gaudy, oversizedbeltbefore he tinkered with it. Sometimes, however, the housing has to be built from scratch. An electro-ray might be shot out of a specially-made steel pole or a sleep-gas could be produced by the mixing of two strange elements in a specially-designed container. But, even there, you might want to just use a lightning rod and a beaker. The reason you need to know what the housing is is twofold: first, you have to know how bigit is, initially, and what itlooks like. Secondly, you ha ve to know whatits Tougl1l1essis. Generally, you can guess at that - melee weapons and armor have Toughness ratings around their maximum damage/protection values. Standard, everyday items have variable Toughnesses - cars and planes are between 15 and 25, depending on their uses, on down to glass and fragile items with Toughnesses below five. If all else fails, give the housing a Toughness equal to its mass value.



Systems



The Makings of a Gadget All gadgets have a skeleton of components thaltheyare builtaround. These are listed here, along with theirdescriptions. List every component you have on a copy the "Gadget!Gizmo Construction Check Sheet" on page 91. If there isn't enough room, write on the back.



The Housing The housing of a gadget is what the gadget is "built into." This could be an item of clothing (a belt, a cloak, a ha t, a suit ofarmor, etc.), a weapon (gun,club,



Many gadgets have more than one system. The system is the mechanism by which the weird science effect is achieved. If the gadget is supposed to emulate a pulp power, simply label it by thepowername and put the system limit value next to it. Limit values for new pulp powers can be found listed with the power descriptions. Other powers are listed elsewhere. If the system is simply a booster (see "Optional Components" below), then list the attribute ilis boosting here. The system value is simply the target of the booster (I.e., if this is a suit of armor that is going to be increased in Toughness, you could list it as "Bullet Proof Vest" with a "system value" of "+6/



22"; or, if the system was designed to increase a character's Strength, then list the character's current Strength here).



Possibility Capacitors PossibilihJ capncitors provide the reality-shaping energy necessary to make weird science work. Every possibility capacitor holds a small amount of etemium (the strange element integral to eternity shards), or synthesized etemillm. This is the "reality battery" of the gadget and keeps its weird science energy flowing through it. Whatever weird science effects are produced begin with the possibility capacitor. Note: synthesized eternium is much easier to get than true eterniurn, but it can cause problems in some systems. In most cases, synthesized eternium breaks down after less than a month of use and the supply has to be replaced. True eternium is, naturally, eternal (unless all the energy is sucked out of it by something like the Omegatron or the Gaunt Man's power).



Optional Components The following components mayor may not be found in various gadgets. They usually are designed not to make the gadget work, but to make it work better. In some cases, they are necessary. In others, they are not.



The Power Plant Many weird science gadgets have mundane usages as well. Forexample, the legendary Black Car, a weird science-enhanced sedan used by the Whisper, can be driven around town like a normal car - but when it goes into "Whisper Mode," it is absolutely silent and impossibly fast. When a weird science gadget is performing "mundane" operations, it gets its energy from a power plant. The power plant uses normal fuel (it might be a normal battery or a gas-powered engine) and must, occasionally, be recharged (because of the Law of Drama,
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it only usually needs recharging between adventures or at a critical moment). But the power plant is necessary in many gadgets to make the machine work. Some examples of items that don't need power plants: an invisibility belt, an electro-ray gun, a flight pack, a stealth suit, or a rope-gun. All these items are only used in their "weird science" mode and run entirely off their possibility capacitors. Some examples of gadgets that do need power plants: any type of vehicle, an automatic door-opener, any gadget working on a timer, or a weird science computer. Basically, if you have any doubt in your mind as to whether a gadget needs a power plant, it does. There is no harm in putting a "redundant" power plant in - the Blachek Streamline only shaves away scientific fat, not personal error. Such is the way of weird science. Only one power plant is necessary for any gadget, but more than one power plant may be installed. This might be a good idea sometimes - if you are flying a weird science planet that has auto-targeting guns and you get a setback or something that causes your guns' auto-fire power plant to fail, you don't want to have the whole plane shut down because they're running off the same plant, right? So, if you want to have more than one power plant, list it on the Check Sheet, along with the systems it powers. Don't worry about the value right now that will be filled in later.



Boosters Other than power plants, boosters are probably the most common optional components installed. Boosters are used to "boost" system values past their limits, or to enhance non-systems (like character attributes). For example, a character who has a weird science suit of armor might want to increase its Toughness bonus - or its maximum armor value. Let's say the armor is a Bullet Proof Vest. That has a Toughness bonus of +6/22. By



installing a booster, the weird scientist could increase either the "plus rating" of the BPV (the +6) or the "max rating" (the 22) above its normal limit. Another character might just want to create something that increases his own Toughness. This is possible. Maybe he creates a weird science exoskeleton that boosts his Tonghness by hardening his muscles and epidermis. This would apply the booster against his own Toughness value. But, remember, the maximum Toughness for any characteron Terra is 14 (or 13, if he already has one attribute at 14 normally - see The Nile Empire sourcebook). That's the limit value of the boost- the max rating. So, the max rating would have to be increased as well as the character's plus rating (ofzero, unless he has natural armor) to make it higher than the limit value. But always remember the following rule: "one booster, one boost." The Bullet Proof Vest cannot have its plus rating and its max rating increased by the same booster - two (or more) boosters would have to be installed. But installing boosters affects the performance of the gadget. Boosted gadgets break down much easier, and they are harder to use. This is because they have been boosted past their limits and are much more complex and fragile.



Compensators Compensators are, in many ways, the companion of boosters. Boosters increase the effect of a gadget, but they also increase the difficulty /fragility of the gadget. Compensators make the gadget more durable and easier to use. They do not affect the gadget's effectiveness at all. Visually, compensators are strengthening-points and supports that hold the gadget together. A gadget with a lot of boosters has exposed wiring and Van Der Graph generators flickering. A compensator covers the wiring and secures the fastenings, and puts a bulb on that electrical nightmare. Determine how many compensa-



tors you want to have and what you want them linked to (system-wise), and record this information. If you have more than one system in a gadget, each needs its own compensators (just like each needs its own boosters) if you want to compensate for it. You may not install compensators on a system with no boosters, and you can never have more than one compensa tor per booster.



Constructing Gadgets Now you need to know how to assemble all the parts and put them together into a workable mess.



Step One: Component List Determine what components you need (if you haven't already done that) and list them on your Check Sheet with any values you know. Use the descriptions above to determine what you want. Then proceed to Step Two.



Step Two: Order of Installation The order of installation is as follows (optional components are listed in parenthesis): The Housing The System The Possibility Capacitor (The Power Plant) (The Boosters) (The Compensators)



Step Three: "Installing" the Housing In most cases, you won't need to do anything here. If you have an object you want to use as the housing, just write down its name, its Toughness, and any other pertinent information on the Check Sheet. At this point, however, you do need to generate your first skill total. Make a weird science roll (or science, if you are using that) to prepare the housing for its modifications. This is the Housing Value, and it is important.
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The Housing Value is the maximum value for allythillg installed in the housing (except the housing's unboosted TOllg/mess - if the Toughness of the item, unboosted, is higher than the Housing Value, that's okay. But if the TOllghlless of the housing is going to be boosted, then the maximum boosted value is equal to the Housing Value). The System Value may not be higher than the Housing Value, and it may not be boosted past this number. You may spend Possibilities on this roll, and it is recommended that you roll high -since this is the highest value of the entire gadget.



Example: Dr. Seidell has a weird science skill oflS. He Wallts to create a sllit of super-armor, much like the Rocket Rallger Bat/lesuits. He starts with a housillg of full plate armor (Housing Toughness Value 25, with all armor value of +5/25). This
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meallS that, if Dr. Seiden wallts to boost the Housing Toughness later all, he'll have to gellerate a weird science total of more thall 25, sillce that is the currellt Toughlless of the gadget. If he is Ilot goillg to boost the armor ratiug later all, then it doesn't matter Jf the weird science total is less thall 25 or Ilot. Dr. Seidell decides to play it safe alld go high. He ellds up spelldillg a Possibility alld get/illg a weird science total of 29. That is 1l0W the Housing Value and the maximum valHe for anything ill the gadget.



Step Four: Installing the System(s) First, determine what system, or systems, you are installing in the gadget. If these are systems that emulate pulp powers, write the name of the pulp power under "System" along



with the limit value. Then, generate a weird sciellce total for each system. This is the System Value for that system. Each system has its own System Value. If the System Value is higher than the Housing Value, then write in the Housing Value instead - that becomes the System Value. The System Value(s) may be boosted later on to get higher system limits, until the Boosted System Value equals the Housing Value. If the system you want to install does not emulate a pulp power, then it is a "booster" system - it "boosts" some attribute or value of your character's or the housing. Do Ilot generate a weird sciellce total at this time for the booster system - that is taken care of below, under "Installing Booster Systems."



Example: Dr. Seidell wallts to incorporate three systems illio his Super
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Armor -



flight, electro-ray, and mega-sight. He writes each down,



along with their limit values: Flight Electro-ray Mega-Sight



12 7 10



Dr. Seiden also wants to enhance the armor's Toughness plus rating, so he can protect the wearer. The armor has an armor value ofTOU+5/ 25, so the limit value is 25. Extra Toughness



25



Even though "Extra Toughness" is not a weird science power - it is a booster - it has to be listed here, because Dr. Seiden has to note that he is making that modification. The limit value of the armor is 25 - the maximum value for plate armor. Dr. Seiden generates a weird Science total for each of the systems. He gets a 14 for flight, a 9 for electroray, and a 17 for mega-sight. He does not generate a total for the Extra Toughness here, because that is a booster system - it is actually installed below, under "Installing Boosters." He writes the other values in the "System Value" column. If any of these numbers had been higher than 29, the Housing Value, it would have been reduced to 29.



Step Five: The Possibility Capacitor Possibility capacitors must be hooked up to each system in the gadget, and mounted onto the housing. The base difficulty for hooking a possibility capacitor into the gadget is twelve, plus a "One-an-Many" modifier for each individual system - you can't install one system at a time. There only needs to be one possibility capacitor in a system - indeed, more than one almost always causes an overload - so only one roll needs to be made. You don't need to record the weird science value of the possibility capacitor installation roll; just note that it was installed properly. Tf a possibility capacitor is installed incorrectly to some systems but correctly to others, it can either be re-



moved and installed again, or you can strip the useless systems off the gadget. For example, ifyou were trying to hook fivesystemsintoacapacitor, you'dneed a weird science total of 12 + 8 = 20 to hook up all the systems correctly. Tf you got a total of, say, 17, then you would have gotten three out of the five systems hooked up - the first three listed on your check sheet (so decide what are yourmostimportantsystems). Theother two could be cut right out automatically, or the scientist could try again (trying again takes time - see "Time spentconstructingthe Gadget," below).



Example: The mad Dr. Seiden (not crazy-he's mad becauseofhow much he Iwd to pay for his possibility capacitor) is going to try to hook up four systems to his capacitor, meaning he'll need to generate a weird science total of 18. He gets a 17, which means his Toughness booster won't be Iwoked up. Rather than abandon it, he goes through the whale process again and this timegetsahigh enough total to link all the systems.



(Step Six: The Power Plant) Installing a power plant is just like installing a possibility capacitor, only easier. For one thing, you can have multiple power plants for multiple systems if you want, so you don't have to generatea "One-on-Many." Foranotherthing, any value is good enough to hook up a powerplant to asystem-justgenerate a weird science value for each hook up (separately-youdon'tevenhave to do a "One-on-Many" if you have the same power plant running separate systems) and record the Power Plant Value. This value, plus eight, is equal to the amount oftime (as read on the Torg Value Chart) the system can operate without being recharged. Subtract two from this value for every system after the first hooked up to the same power plant.



Example: Dr. Seiden did not intend to install a power plant in the Super Armor he is creating, but the gamemaster says he has to, citing that his flight power and his Toughness



system both will use power. While this is not according to the 110rma/ rules, Dr. Seidel1lets the gamemaster get away with it, because he does 110t want to be pestered with details at this point. Dr. Seiden gets an amazing totala 32 - for his weird science skill roll. He subtracts two for the extra system, fora Power Plant Valueof30. Unfortunately, this value is higher than the Housil1g Value ofthe gadget (which is 29), so it is automatically lowered to 29. Both systems will rUI1 for over a day before needing a recharge.



(Step Seven: Installing Booster Systems) Booster systems are another optional feature used to increase the output of a weird science gadget. Boosters as described above increase powers and abilities above and beyond their limit values. There are two types ofboosters: power boosters and attribute l



l



boosters. Power boosters increase the effectiveness of powers by increasing their limit values - for example, the pulp power flight has a limit value of 12. That means, if a character were wearing an unboosted flight belt, the maximum speed at which he could fly would be at a value of 12 (250 meters) a round (assuming he achieved the maximum System Value for installing the flight system). Power boosters can be installed to bypass that "cap." Simply generate a weirdscience total against the limitvalue of the system (or the current System Value, if that is lower), and read the result points on the General Push Results Table, using the Power column. The "plus value" on the push is added to the Limit Value of the power (or, if the System Value is lower, then add it to that). However, the parenthetical "shock value" come into playas wellevery time a system is used, it takes a number of shock equal to the shock value of all its boosters (thars once per round). When that shock reaches the
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Changes in Boosters The reason for the change in the use of boosters comes from the fact that boosters can be very powerful - they can take the limit values of the old system and chuck them right out the window. In pulp fiction,gadgets were always "blowing out" or "overheating" or whatever. They didn't operate like "normal" science. If, however, you are uncomfortable in using the new "shock system," simply allow the gadgets in your campaign to have "booster switches." By throwing a booster switch, a character can disable the booster on his gun, belt, or whatever, and operate at the limit value (or System Value, if that is lower) of the device. Forexample, if a character has a fliglTt system \
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' . . • ~..~' CHARACTER RECORD SHEET ~"~ilj L:"""',~,~.,~_< Pul p Sorceress Background:Theordinary world bored you. You took all the mandatory classes in school but there was nothing that allowed you to be free. Then you met the Old Man. The Old Man took you under his wing and taught you things you never thought possible. He told you how to unlock the power of Terra and bend it to your will. Then he disappeared.



NOTES



Personality: You have a seriolls side



that comes from years of long study and structured living. But that never



cured your adventurous self. Yes you areawareof the responsibility that your knowledge demands, but you still are quite free in your actions. Perha ps that's why you so willing joined several others with the same vision. Equipment: Tome of magical rituals, oriental robe, medical supply kit, various ritual components.



Quale: "Only the wise may learn from a master of the Arts. Do you possess the wisdom?"



can take no offensive action until the



Skill Noles: Your tag skill is pilip power (sorcery). You have the pulp power, sorcery at an adventure cost of 6. Calm: Requirements: toss (or sprinkle)



spell's effects wear off (see the elllotioll cOl1trol power). Lightning: Requirements: Based on electro-ray (ritual DN of 26), this ritual



a small bit of sanctified water on the



requires the recitation of a complex



subject and say "Soothing "Heart take



passage (-4, Mind DN of 12 to recall) taught to you by the Old Man, combined with a dramatic fanfare and pose (-2). The ritual also causes you to take three shock points (-3) because of its power. The final ritual difficulty is 17. Each ritual costs you one possibility from your starting total (already marked).



this one's anger!" Eye contact is also necessary. It is based upon emotion CO/1trol (base difficulty 28) and has a simple verbal command (-1), a material component (-1), a simple hand gesture (-1)



and eye contact (-3), and it takes three rounds to take effect (-2),' for an end difficultyof20. [fsuccessful, the subject
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Terra accepted waste poster-v2-FR-ca 

L'image ci-dessus vous permet de savoir quels déchets sont acceptés par ce programme. Ensuite, chaque fois que vous avez terminé une collation Terra® ou ...










 








Terra-promo poster-FR-v2-ca 

En addition, les emballages que vous recyclez ont la possibilité de mériter des fonds pour une école ou charité. Lorsque nous envoyons un colis à TerraCycle,.










 








Terra-promo poster-FR-v1-ca 

En addition, les emballages que vous recyclez ont la possibilitÃ© de mÃ©riter des fonds pour une Ã©cole ou charitÃ©. Lorsque nous envoyons un colis Ã  TerraCycle,.










 








Terra accepted waste poster-v2-FR-ca 

L'image ci-dessus vous permet de savoir quels dÃ©chets sont acceptÃ©s par ce programme. Ensuite, chaque fois que vous avez terminÃ© une collation TerraÂ® ou ...










 








Terra accepted waste poster-v1-FR-ca 

L'image ci-dessus vous permet de savoir quels dÃ©chets sont acceptÃ©s par ce programme. Ensuite, chaque fois que vous avez terminÃ© une collation TerraÂ®, ...










 








Terra Rosso Valais aoc 

Terra Rosso Valais aoc ... Valais rouge m Premier producteur de vins suisses, Provins est une ... approximativement le quart de la production cantonale.










 








Pertuis (84) - Terra Viva 

15 févr. 2019 - Support d'investissement : obligations émises par la SAS weeXimmo Terra Viva. ✓ weeXimmo Terra Viva a consenti un prêt à la société Le ...










 








Liasse fiscale TERRA NOBILIS 

Primes de remboursement des obligations. (V) CM. Ã‰carts de conversion actif *. (VI) CN. Capital souscrit non appelÃ©. (I) AA. Brut. 1. Amortissements, provisions.










 








PDF herunterladen - Terra Cognita 

Il ne nous reste maintenant plus qu'a vous souhaiter une bon- ..... Les articles des auteurs Hans-Rudolf Wicker, Jean-Luc Alber ..... courtle risque de se voirretorquer que c'estjusternent Ia un cas Un nouveau regard ...... re sur les catastrophes et










 








Pertuis (84) - Terra Viva 

31 août 2018 - voiture d'Aix, Pertuis offre des prix immobiliers très attractifs. ... 62 % du CA est vendu ; 5 lots sur 12 restant en stock, pour lesquels le ...










 








Pertuis (84) - Terra Viva 

15 mai 2018 - voiture d'Aix, Pertuis offre des prix immobiliers trÃ¨s attractifs. âœ“ La rÃ©alisation de la construction (pas de sous-sol, ni d'avoisinants) ne pose pas ...










 








LYON 2016 - Terra 2016 - SciencesConf.org 

Science de la matière et des matériaux. • Ingénierie, techniques ... Une réduction de 50 € sera appliquée aux inscriptions faites avant le. 10 mars 2016.










 








27052016 - Savoirs scolaires - Terra Nova 

27 mai 2016 - psychanalyse étudiés en classe de philosophie les années ...... (analyse musicale, anatomie appliquée, culture scientifique, dessin artistique, ...










 








LYON 2016 - Terra 2016 - SciencesConf.org 

10 mars 2016 - THÃˆMES. 1. INVENTAIRES ET Ã‰TUDES DES PATRIMOINES. â€¢ Cultures constructives locales. â€¢ Sites et paysages culturels. â€¢ Patrimoines urbains. 2. CONSERVATION ET GESTION DU PATRIMOINE. â€¢ Sites archÃ©ologiques. â€¢ Patrimoines viva










 








27052016 - Savoirs scolaires - Terra Nova 

27 mai 2016 - élèves de la filière la plus académique et la plus conforme à des .... Elle englobe, outre les arts, les lettres et les sciences, les modes de vie, les ...... Afrique du Sud, Vietnam, Canada, Colombie, France, Russie, Japon et.










 








Terra Nova_CURRENT SITE PLAN 

6 dÃ©c. 2016 - TERRA NOVA VILLAGE. RICHMOND, BRITISH COLUMBIA. For Leasing Enquiries Contact: Matt Gratton. Leasing Manager, British Columbia.










 








La richesse des nations - Terra Nova 

ingénieurs, au point de se qualifier eux-mêmes de tech companies. ...... sance maritime mondiale, a inspiré un droit international de la mer servant ses intérêts ...










 








Methodica Firma Per Terra Non-Firma 

as the evacuation of cities and longer-term forecasts of seismic hazards or statistical forecasts .... earthquakes; statistical evidence for correlation is lacking. ... on the earthquake predictability describe a "Crisis" period that shall and should










 








Investissons dans la petite enfance - Terra Nova 

31 mai 2017 - repas, insistance sur le développement social et émotionnel en ...... Le psychologue remet ensuite au parent un jeu ou un livre adapté à l'âge de son ... Cette perspective de l'investissement social est ainsi appliquée à la ...










 








15062015 - FBI europÃ©en - Terra Nova 

15 juin 2015 - renforcer la coopÃ©ration - alors mÃªme que la coopÃ©ration est au centre des dispositifs dÃ©veloppÃ©s depuis trente ...... Une telle inertie donne le.










 








Liasse fiscale SOCIETE TERRA PROVENCE 

informations sur plus de 8 millions d'entreprises, avec un accÃ¨s Ã  l'ensemble des .... 4 593. 358 889. 3 144 707. 75 337. 26 547. 8 114. 855 561. 100 025. 104.










 








Liasse fiscale SOCIETE TERRA PROVENCE 

informations sur plus de 8 millions d'entreprises, avec un accÃ¨s Ã  l'ensemble des .... 4 593. 358 889. 3 144 707. 75 337. 26 547. 8 114. 855 561. 100 025. 104.










 








12052016 - Le capital patient - Terra Nova 

12 mai 2016 - transformation Ã©cologique) assise sur une vision longue de ces besoins et servant de cadre de ... d'autres grands Etats dans le monde.










 








Terra Amata Jean Marie G Le Clezio 

4 aoÃ»t 2019 - This Terra Amata Jean Marie G Le Clezio Pdf file begin with Intro, Brief Discussion until the Index/Glossary page, look at the table of content for ...
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