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BCCXSELURETA
XCRAWL CLASSICSBETA RULESXcrawl created by Brendan LaSalle Written by Brendan LaSalleAdditional writing: Valerie Emerson Editor: Rev. Dak J. Ultimak Cover art: Doug KovacsInterior art: Cliff Kurowski and Bradley McDevitt Art direction: Joseph Goodman & Brendan LaSalleLayout: Matt Hildebrand Special thanks: Brett and Alyson BrooksXcrawl Classics Beta Rules is copyright 2020 Goodman Games LLC. Dungeon Crawl Classics is a trademark of Goodman Games LLC.DCC RPG is published under the Open Game License. Refer to the OGL in this work for additional information.www.goodman-games.comXCC BETA RULESPage 1
ArmorArmorAC BonusCheck PenaltySpeed Fumble DieCost in GPUnarmored 0--d4-Sexy Leather 1--d4200Armored Jacket 1-1-d640Leather 2-1-d860Halfling Leather 2--d6200/600Micromesh Clothing 2-1-d6200Composite Sport, Light 3-1-d830Hide 3-4-10’1d1220Micromesh 3-3-1d8850Sexy Chainmail 3-2-1d81000MiniLynx, Light 4-2-d8750Chainmail Shirt 4-2-d10100Composite Sports, Heavy 5-4-10’1d12300Chainmail 5-5-5’1d12250Titanium Chainmail 5-4-1d10750Breastplate 5-4-10’1d12400Titanium Breastplate 5-3-10’1d101200Sexy Half Plate 5-5-10’1d12800Elfmake Chainmail 5-3-d8SpecialBanded Mail 6-6-5’1d12300MiniLynx 6-3-5’1d101300Half Plate 7-7-10’1d14600Dwarvish Plate 7-5-10’d125,000Plate Mail 8-8-10’1d162225Titanium Plate Mail 8-6-10’1d147,000Shield 1-1--30Mojo points can normally only be used in The Games. However, the judge may allow use of Mojo points outside ofXcrawl—for example, if the team’s brawler gets into a barfight with the heavy weight boxing champion of the worldand the rest of the bar’s patrons start to cheer and makewagers, the judge may rule that the brawler’s team mates(assuming they are at the bar with them) can spend Mojopoints on their actions. This works both ways: if the brawlerrolls a natural 1 to smash their beer mug over that palooka’shead, the entire team’s Mojo drops to zero.Luck vs Mojo: Luck and Mojo can be added to the sameroll. Mojo must be added before the die roll; Luck can beadded either before or after the die roll, but never both. Formost characters, spending Luck is permanent loss, but Mojoregenerates during the adventure.Page 16XCC BETA RULES
Arcs of lightning could appear over their head, their words float over their heads in comic book speech bubbles,they transform into a were-creature or other magical humanoid, etc. The display can extend up to 5’ away from thecaster—e.g., they could appear to be standing in their own personal thunderstorm that never musses their hair.The caster gains a 3 AC, and one of the following traits, chosen when this result occurs: 2 attack rolls 2 damage rolls (including spell damage) 2 Reflex savesIn addition, the caster is at 1d on all Personality checks for intimidation.24-27The caster’s arcane aspect is a bewildering display of power, lasting for 1 turn.The caster could appear to be entirely made of candy or spiders, riding a wave, transformed into a painting, etc.The display can extend up to 10’ away from the caster – for example, infernal back-up singers could appear in thebackground, lauding the caster’s every action.The caster gains 4 AC and one of the following traits: A bonus to all Reflex saves equal to CL 2 A natural melee attack doing 1d4 CL damage. A bonus on either non-spell melee or ranged damage equal to CL 2In addition, the caster is at 1d on all attempts to intimidate foes.28-29The caster’s arcane aspect is an awe-inspiring display of power, lasting for CL turns.The caster could appear to be entirely made of moonlight or ice, coasting along on a talking skateboard, transforminto a demigod in a toga, etc.The display can extend up to 10’ away from the caster—e.g., menacing spider-legs could appear to have sprungfrom the caster’s back.The caster gains a 5 AC and chooses one of the following effects: A bonus to all Reflex saves equal to CL 4 A natural melee attack doing CL 1d6 damage. A bonus on either non-spell melee or ranged damage equal to CL 4In addition, the caster is at 2d on all attempts to intimidate foes.30 The caster’s arcane aspect is a terrifying display of power.The caster could appear to as be made of dragonfire or colored smoke, be a huge snake from the waist down, transform into a movie hero, etc.The display can extend up to 10’ away from the caster—e.g., the caster could appear to be hovering over a movingpatch of molten lava.At this level, the arcane aspect has benefits beyond the cosmetic. For CL turns, the caster gains a 8 AC, a 4 bonus toall saves, a natural melee attack doing CL 1d6 damage, and a bonus on either non-spell melee or ranged damageequal to CL 4The caster also chooses one of the following effects: Once per round one of the caster’s melee weapons can fly about and attack independently of the caster, strikingan opponent up to 10’ away with an attack roll of the caster’s level base attack their blaster die. The caster radiates an aura of terror in 15’. Opponents with HD less than the CL must save vs. spell check orflee in terror for 1d6 rounds.In addition, the caster is at 2d on all Personality checks to intimidate foes.Page 22XCC BETA RULES
Dungeon DroneLevel: 1Range: VariesDuration: VariesCasting time: 1 ActionSave: NoneGeneralThis spell creates a dungeon drone, a tiny magical extension of the caster’s perception and will, that can flyahead and scope out the landscape. The caster can see things through the drone, as if they were standingwherever the drone is. It takes a move action to control the movement of the drone, although it can hover inplace without costing the caster an action. If the caster moves out of the drone’s range, the drone is “pulledalong” with them at the end of its maximum range.If the caster is somehow blinded, they can continue to see through the dungeon drone. However, the dronecan be thwarted by darkness, obscuring spells such as baffling haze, and similar effects (see below for exceptions). The caster is not affected by gaze attacks, such as the petrifying gaze of a basilisk, through thedungeon drone.The drone is small enough to fit through a hole the size of a baseball, about 3” in diameter. The drone isvulnerable to attack, although at higher levels it is invisible if the caster so chooses. The drone is small andnimble, making it extremely difficult to hit—it has an AC equal to the spell check and the same hit pointsas the caster. If the drone is destroyed the spell ends prematurely and the caster takes 1d6 points of damagefrom magical feedback.At higher levels the caster can cast certain spells through the dungeon drone. In this case the spell’s rangeis considered to begin at the drone’s position.ManifestationRoll 1d4: (1) The drone looks like a floating eye; (2) The drone looks like a glowing golden orb with tinywings; (3) The drone looks like a tiny caricature of the caster’s head; (4) The drone looks like a bejeweleddragonflyCorruptionRoll 1d6: (1) The caster loses 1 hit point and gains a black eye, both permanent; (2) The caster’s vision becomes black and white; (3) One of the caster’s eyes becomes a huge ruby; This doesn’t affect their sight butmight attract treasure hunters; (4) The caster peers into their own soul and sees themselves with all theirimperfections and faults highlighted. After the current adventure they must take 1d3 months off for someintrospection; (5) One of the caster’s eyes becomes a cluster of eyestalks; (6) The caster becomes a peep holethrough which a demon can spy on our world. Among other effects, the caster has an infernal taint to theiraura that might attract the attention of holy men and demon hunters.MisfireRoll 1d4: (1) One of the caster’s eyes explodes, doing 1d6 points of damage and rendering them blind inthat eye. The eye can be fixed with 3 HD of healing; (2) The drone appears on one level of Pandemonium,showing the caster unimaginable visions of horror and despair. The caster must make a DC 13 Willpowersave or loose 1d6 rounds to recoiling in awed terror; (3) The caster goes blind for 1d6 rounds; (4) The droneappears as a tiny WWI bi-plane, and it flies around the caster, peppering them with machine gun fire untildestroyed, or it runs out of fuel in an hour.Biplane Drone: Init same as caster; tiny machine gun 3 missile fire (1 pt); Crit die/ Table 1d6/ I; Fumbled6, AC 13; HD 1d4 1; MV Fly 30’; Act 1d20; SP none; SV Fort 0, Ref 3, Will 0; AL N.1Loss, Failure, and (roll 1d6, modified by Luck): (0 or less) Corruption Misfire; (1-2) Corruption; (3 ) Misfire.2-11Loss Failure12-13The dungeon drone is visible and lasts for 1d6 rounds. The drone floats with a movement rate of 30’, and must staywithin 30’ of the caster. The caster can see through the drone by focusing on it.14-17The dungeon drone is visible and lasts for CL 1d6 rounds. The drone floats with a movement rate of 30’, and muststay within 60’ of the caster. The caster can see through the drone by focusing on it.18-19The dungeon drone is visible and lasts for lasts for CL 2d6 rounds. The drone floats with a movement rate of 60’ andmust stay within 120’ of the caster. The caster can see and hear through the drone by focusing on it.20-23The dungeon drone is lasts for CL minutes. While the drone begins visible, the caster can turn it invisible by spending a move action in concentration. The drone floats with a movement rate of 90’ and must stay within 180’ of thecaster. The caster can see and hear through the drone by focusing on it. In addition, the drone can create two tinylights like headlights so that the caster can see up to 30’ in the dark, although the position of the lights give awayXCC BETA RULESPage 23



View more...





the dungeon drone’s location.24-27The dungeon drone lasts for 1 turn, and the caster can make it invisible or visible at will. The drone floats with amovement rate of 90’ and must stay within 180’ of the caster. The caster can see and hear through the drone byfocusing on it. In addition, the drone can create two tiny lights like headlights so that the caster can see up to 30’ inthe dark, although the position of the lights give away the dungeon drone’s location.28-29The dungeon drone lasts for CL turns, and the caster can make it invisible or visible at will. The drone floats witha movement rate of 90’ and must stay within 180’ of the caster. The caster can see and hear through the drone byfocusing on it. In addition, the drone has 60’ infravision.30-31The dungeon drone lasts for CL 1d6 turns, and the caster can make it invisible or visible at will. The drone floatswith a movement rate of 90’ and must stay within 180’ of the caster. The caster can see and hear through the droneby focusing on it. The drone has 60’ infravision and allows the caster to automatically spot and target invisiblecreatures.In addition, the caster can cast a 1st level spell through the drone, although doing so renders the drone visible forthe remainder of the spell’s duration. When casting a spell through the dungeon drone, a failed spell check means thedrone is destroyed, ending the spell prematurely and causing 1d6 feedback damage to the caster (along with anyother consequences of the failed spell check).The caster can cast a total number of spells through the drone equal to their Personality modifier (minimum 1).32 The dungeon drone lasts for CL 2d6 turns, and the caster can make it invisible or visible at will. The drone floatswith a movement rate of 90’ and must stay within 180’ of the caster. The caster can see and hear through the droneby focusing on it. The drone has 60’ infravision and allows the caster to spot and target invisible creatures.In addition, the caster can cast a 1st or 2nd level spell through the drone, although doing so renders the drone visible for the remainder of the spell’s duration. When casting a spell through the dungeon drone, a failed spell checkmeans the drone is destroyed, ending the spell prematurely and causing 1d6 feedback damage to the caster (alongwith any other consequences of the failed spell check).The caster can cast a total number of spells through the drone equal to CL.Eldritch EscapologyLevel: 1Range: Personal, or see textSave: NoneDuration: Instantaneous, or see belowCasting time: 1 ActionGeneralThe caster can free themselves from bonds, grappling opponents, paralysis effects, or traps with but aword, gesture, or thought.On a successful spell check, the caster may choose to invoke any effect of equal to or less than their spellcheck, allowing a range of options with every successful casting to produce a weaker, but potentially moreuseful, result.ManifestationThis spell always manifests as the caster or their allies miraculously escaping whatever hold, bonds, or trapthey find themselves in.CorruptionRoll 1d6: (1) A devil claims the caster’s soul, and must be somehow appeased, bargained with, destroyed,or outwitted to save their shade from perdition. An unbreakable chain and unpickable lock appear aboutthe caster’s neck, a symbol of the devil’s claim; (2) Anything the caster locks—apartment door, car, etc.—automatically unlocks itself 1 minute later; (3) The caster develops severe claustrophobia, and panics ifforced to spend any time in a small, enclosed space, including elevators and small cars, and suffers -1don all checks until they can escape; (4) The caster’s eyebrows knit into a unibrow, that regenerates in oneround after being plucked or shaved; (5) A former friend, significant other, or family member (non-PC ally)locks their heart to the caster, loathing and mistrusting them evermore. Every time this result is rolled iteffects a different relationship; (6) Keys disappear at the casters touch, hiding themselves somewhere devilishly clever in their immediate vicinity. The caster can never drive or unlock a door unassisted again.MisfireRoll 1d4: (1) The caster is paralyzed for 1d3 rounds; (2) Each ally of the caster within 60’ must make a Willpower save versus a new spell check, failure means they are rooted for 1d3 rounds, able to act but not tomove; (3) One further randomly determined spell escapes from the caster’s mind and is lost until the nextPage 24XCC BETA RULES
day; (4) One of the character’s fingers painfully ties itself in a knot, screwing up the flow of their magic. Thefinger must be broken, reset, and healed—until then they are -1 on all spell checks that requires gestures.1Loss, Failure, and (roll 1d6, modified by Luck): (0 or less) Corruption Misfire; (1-2) Corruption; (3 ) Misfire.2-11Loss Failure12-13Failure, but spell is not lost.14-17With just a word, the caster is 1d at all attempts to escape a grapple for CL rounds.18-19With just a word, the caster automatically escapes from any grapple. Further, the caster is 2d on any checks theymake to escape a grapple for CL rounds.20-23With just a thought, the character escapes any confining trap or bonds that has caught them. This can include beingstuck in pits, held fast by adhesives, chained by handcuffs and similar restraining devices, pinned under rocks, orsimilar. The caster is instantly freed and outside of the devices “danger zone.”24-25With just a thought, the character and up to CL allies escape any confining trap that has caught them. This caninclude being stuck in pits or behind trap doors, held fast by adhesives, chained in manacles, being pinned underrocks, or similar. The caster and affected allies are instantly free and outside of the devices “danger zone.”26-27With just a thought, a paralyzed caster can instantly move again, and is immune to paralysis for a CL rounds.In addition, at this level the caster can escape from the gullet any creature that has swallowed them with just athought, appearing in a safe location up to 30’ from the creature in a puff of smoke.28-29With just a thought, a paralyzed caster and any paralyzed allies within 60’ are freed from the paralysis effect, andare immune to paralysis for CL rounds.Alternately, the caster can free an ally who has been swallowed by a creature. The ally appears in a safe location upto 30’ from the creature in a puff of smoke.30-31With only a thought, the caster is instantly reverted from any transformed state back to their original self. Thisworks if the caster is turned to stone, polymorphed into a different creature, transformed into a “were”-creature, ortransformed to any other unnatural form.Alternately, the caster can free up to CL allies who have been swallowed by a creature. The ally appears in a safelocation up to 30’ from the creature in a puff of smoke.32 With only a thought, the caster and any allies within 120’ are instantly reverted from any transformed state backto their original selves. This works if the caster and their allies are turned to stone, polymorphed into a differentcreature, transformed into a “were”-creatures, or transformed to any other unnatural form. This effect works evenif the caster and their allies are suffering different transformations, e.g., the caster is turned to salt, and their alliesare turned to swine.XCC BETA RULESPage 25
Howitt’s Flexible Form Level: 1Range: SelfDuration: 6 rounds/CLCasting time: 1 ActionSave: NoneGeneralThe caster gains the ability to stretch, shape, and mold their bodies. Howitt’s Flexible Form effects thecaster’s clothing and worn items, making them flex along with them as long as it remains on the caster’sperson.At higher levels this caster can use this spell to rearrange and repair damage to their body, but not damagecaused by spellburn.ManifestationRoll 1d4: (1) The caster’s garments turn all primary colors;; (2) The character’s nose twitches, then theirbody ungulates into a stretched-out version of itself; (3) The character crackles their knuckles and neckobscenely deeply, and then twists their body into a new shape; (4) The character blows up like a ball, thenstretches out in all directions.CorruptionRoll 1d6: (1) The caster’s features are forever malleable. Being struck or even just poked or pinched in theface changes their appearance as if they were made out of modeling clay, and they have to carefully resettheir appearance every day; (2) The caster’s torso elongates 6”, but their limbs, head, etc. stay the same sizeand they don’t gain any weight, giving them a strange appearance; (3) One of the caster’s arms grows a footlonger, while the other grows a foot shorter; (4) Bludgeoning damage makes caster vibrate for a full roundlike a speed bag, giving them a -1d on attack rolls until the vibrations cease; (5) The casters hair ceases togrow or change, and takes on a plastic look; (6) The caster shrinks 1-6”.MisfireRoll 1d6: (1) The caster and their equipment turn into an amorphous blob, incapable of acting, for 1d3rounds; (2) The caster’s body cracks like a whip, flinging all of their equipment 10-30’ away; (3) One of thecaster’s limbs turns limp like a wet noodle for 1d6 rounds. Roll a d4—(1) right arm ,(2) left arm, (3) right leg,or (4) left leg.; (4) A painful ripple goes through the caster’s semi-transformed body, causing 2d6 damageand leaving them at -10’ move and -1d on all Stamina checks for 1d6 rounds; (5) The caster’s spine bends90 degrees to the left or right for 1 hour. There is no pain, but considerable inconvenience which could affect all kinds of actions; (6) The caster transforms into a caricatured cartoon version of themselves for 1d7rounds. They can bounce around and communicate in a silly way, but can neither cast spells nor fight effectively. Any attack against the caster during this time puts them out of action for a full round, cartoon-style,in addition to any other damage effect they get mashed like an accordion, their face gets knocked aroundto the back of their head, etc.1Loss, Failure, and (roll 1d6, modified by Luck): (0 or less) Corruption Misfire; (1-2) Corruption; (3 ) Misfire.2-11Loss Failure12-13The caster becomes extremely flexible. They can easily wriggle out of standard bonds to escape from being tied up,and pass through any space they can fit their head through. The caster receives 4 on any attempts to escape beinggrappled.14-17The caster becomes hyper flexible. Their body can bend in previously impossible ways. They are effectively immune to being grappled or held by ropes and bonds and can pass through any space at least 5” in diameter. Thecaster receives a 1 AC bonus.18-19The caster becomes fully malleable. Their body can bend, stretch, and compress in previously impossible ways.They are effectively immune to being grappled or held by ropes and bonds, can slip through narrow cracks, andpass through any opening at least ½” wide. Sticky bonds, such as spider’s webs, simply slide off their impossible togrip form. The caster receives an AC bonus equal to CL.20-23The caster becomes fully malleable. Their body can bend, stretch, and compress in previously impossible ways.They are effectively immune to being grappled or held by ropes and bonds, can slip through narrow cracks, andpass through any opening at least ½” wide. Sticky bonds, such as spider’s webs, simply slide off their impossible togrip form. The caster receives an AC bonus equal to CL 1.In addition, the caster can stretch their legs and arms up to 5’, allowing them to reach things 10’ further away thannormal. The caster magically retains their Strength and full hit points no matter how thin they stretch themselves.24-27The caster becomes impossibly malleable. Their body can bend, stretch, and compress in previously impossiblePage 26XCC BETA RULES
ways. They are effectively immune to being grappled or held by ropes and bonds, can slip through narrow cracks,and pass through any opening at least the size of a pinhole. Sticky bonds, such as spider’s webs, simply slide offtheir impossible to grip form. The caster receives an AC bonus equal to CL 2.In addition, the caster can stretch their legs and arms up to 10’, allowing them to reach things 20’ further away thannormal. The caster magically retains their Strength and full hit points no matter how thin they stretch themselves.28-29The caster becomes impossibly malleable. Their body can bend, stretch, and compress in previously impossibleways. They are effectively immune to being grappled or held by ropes and bonds, can slip through narrow cracks,and pass through any opening at least the size of a pinhole. Sticky bonds, such as spider’s webs, simply slide offtheir impossible to grip form. The caster receives an AC bonus equal to CL 3.In addition, the caster can stretch their legs and arms up to 20’, allowing them to reach things 40’ further away thannormal. The caster magically retains their Strength and full hit points no matter how thin they stretch themselves.They can now reform their extremities into blunt or spiked weapons (morningstars, for example), giving them a 1d8natural attack.The character can now re-arrange their bodies to such an extent that they can heal themselves as a movement action. They can heal a maximum amount of hit points of damage equal to CL, and may spread that healing out overthe duration of the spell (e.g., a 3rd level caster could heal two points in one round, and 1 more point before thespell’s duration ends).30-31The caster becomes impossibly malleable. Their body can bend, stretch, and compress in previously impossibleways. They are effectively immune to being grappled or held by ropes and bonds, can slip through narrow cracks,and pass through any opening at least the size of a pinhole. Sticky bonds, such as spider’s webs, simply slide offtheir impossible to grip form. The caster receives an AC bonus equal to CL 5.In addition, the caster can stretch their legs and arms up to 40’, allowing them to reach things 80’ further away thannormal. The caster magically retains their Strength and full hit points no matter how thin they stretch themselves.They can now reform their extremities as oversized blunt or spiked weapons (hammers, for example), giving thema 1d10 natural attack.The character can now re-arrange their bodies to such an extent that they can heal themselves as a movement action. They can heal a maximum amount of damage equal to their CL 1d6, and may spread that healing out over theduration of the spell (e.g., a caster could heal five points in one round, and the rest of their healing potential beforethe spell’s duration ends).32 The caster becomes a superhero-level stretching entity. Their body can bend, stretch, and compress in previouslyimpossible ways. They are effectively immune to being grappled or held by ropes and bonds, can slip through narrow cracks, and pass through any opening at least the size of a pinhole. Sticky bonds, such as spider’s webs, simplyslide off their impossible to grip form. The caster receives an AC bonus equal to CL 8.In addition, the caster can stretch their legs and arms up to 60’, allowing them to reach things 120’ further awaythan normal. The caster magically retains their Strength and full hit points no matter how thin they stretch themselves. They can now reform their extremities as comically oversized blunt or spiked weapons (wrecking balls, forexample), giving them a 1d12 natural attack.The character can now re-arrange their bodies to such an extent that they can heal themselves as a movement action. They can heal a maximum amount of damage equal to their CL 3d6, and may spread that healing out over theduration of the spell (i.e. a caster could heal five points in one round, and the rest of their healing potential beforethe spell’s duration ends). The caster can immediately repair broken bones and crushed organs, and is immune toStrength, Agility, and Stamina damage for the spell’s duration (this has no effect on spell burn).XCC BETA RULESPage 27
Spellweaver BlastLevel: 1Range: 30’ or moresee textDuration: InstantaneousCasting time: 1 ActionSave: None or vs spell check,GeneralThe blaster weaves magic in the air into a coherent blast directed at their foes. The blast of destructive energy automatically hits and allows no saving throw. The damage is always a die (or dice) designated by thetable plus the result of the blaster die.Spellweaver blast gains special effects on higher rolls. Some of these effects do require saving throws—in thiscase target must make a Willpower save versus the spell check to resist the special effect.Special effects that are based on the caster’s blaster die use the same die roll that the caster scored when herolled their spell check.In some cases, the caster has to choose from multiple effects—in this case they must choose different effects(i.e. the caster can’t choose 1d6 damage twice). Given the choice of two, the caster can choose two typesof damage (e.g., fire and cold). In this case the damage is considered to be both types of damage at once.The altered effects are listed below: Medium Range: The blast has a range of 60’ Long Range: The blast has a range of 120’ Fire: The blast does fire damage. Cold: The blast does cold damage. Stun: Targets must save or be stunned for 1 round. 15’/ 30’/ 45’ radius: The blast explodes in the listed radius, effecting all targets in the area. Glitter: Targets are coated in luminescent glitter for a number of rounds equal to the caster’s SpellWeaver die check, rendering invisible targets visible and reducing all attempts at sneaking or hidingby -2d. No saving throw. Sonic: The blast does sonic damage. Acid: The blast does acid damage. Divine wrath: The blast does divine/ holy energy damage. The divine energy is of the same alignmentas the caster, and might have additional effects against demons, un-dead, or other creatures. Wall: The blast forms a barrier, formed of a number of 5’ x 5’ panels equal to the caster’s blaster die their Personality bonus. Any creature passing through the wall takes damage as if the blast was directed at them, plus any other special effects (making saving throws as applicable). The wall lasts forCL 1d6 rounds Enigma: The target must save or they lose the power of speech for a number of rounds equal to thecaster’s blaster die.ManifestationSpellweaver’s Choice. The spellweaver blast can look like anything the caster chooses, as long as it has nophysical combat effects—this is appearance only, although that appearance could enrage, intimidate, orpossibly misdirect. At 1st level the spell has a single manifestation chosen by the caster. At 3rd level theblaster can make their spellweaver blast manifest in multiple appearances, all along the same theme, e.g., allflame or all insect-based. At 5th level the Spellweaver can have any appearance the caster wishes, and it canbe changed for every blast.CorruptionRoll 1d10: (1) Caster’s hair color changes to match the color/ look of their spellweaver blast; (2) Castergrows an extra finger on one hand, possibly preventing them from using certain magic items; (3) Caster’seyes permanently glow—not enough to see by, but bright enough to be spotted in the dark; (4) Caster’sskin gains a strange sheen, making them look as if made of plastic; (5) One of the caster’s eyes turns acompletely different color; (6) Purple smoke issues from the caster’s mouth whenever the caster speaks; (7)Character’s skin breaks out in magical symbols, which occasionally re-arrange themselves; (8) Character’sskin becomes scaly and tough, granting them 1 AC but greatly diminishing their sense of touch; (9) Character’s physicality completely changes—re-roll their Strength, Agility, and Stamina; (10) Character’s growsemaciated and is forever scrawny no matter how much they eat, loosing 1 point of Stamina permanently.Page 28XCC BETA RULES
MisfireRoll 1d6: (1) Blast reverb randomly destroys one non-magical item carried or worn by the caster’s nearestally (determine item randomly); (2) Caster blasts self for 1d3 dam/ CL; (3) Blaster catches on fire, taking1d6 damage per round until they spend 1 round themselves out; (4) The miscast spell blows out the caster’sfingertips, doing 1d6 points of damage and leaving them unable to lift or grasp with until the w
Xcrawl Classics will be completely compatible with Dungeon Crawl Classics and those systems based on it, including Mutant Crawl Classics, DCC Lankhmar, and DCC Dying Earth . Xcrawl Classics is based on one important principal: using the DCC rules to create the greatest version of Xcrawl . I’ve
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Goodman Brown's moral adviser. Not wanting to explain who he is with and where he is going, Goodman Brown hides in the woods. Again, Goodman Brown is surprised; the woman knows his companion, who has now taken on the appearance of Goodman Brown's grand
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Easy Classics To Moderns Pdf - cdn.thingiverse.com 


contents, more easy classics to moderns, more easy classics to moderns volume 27, classics to moderns, classics to moderns 3 HermesGreedThe Simple Art of MurderArtemisiaBollettino del C.I.R.V.I.Josef HoffmannMaster FleaA Primer . The Uncanny Guest (Fantasy and Horror Classics). eas
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Volume LXXII, Number 3 Spring/Summer 2015 


Alpha Kappa, SW Alpha Chi, SW Beta Zeta, SW Beta Kappa, C Beta Mu, S Beta Rho, SE Beta Upsilon, S Gamma Gamma, SE Bea Davis Class of 2015 Pam Hesser, Mu, NW Glenda Spurgeon, Beta XI, C Ivy Trozier, Alpha Upsilon, C Pat Crochet, Iota, S Marjorie Bull, Mu, NW Sherry Fulton, Psi, C Emily Armold, Theta, NE 
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In press, Ecology, “Concepts and Synthesis” section 


0.9721 0.014. This value of beta is 33% lower than the antarctic beta diversity. The additive beta definition fails to rank these data sets correctly because the beta it produces is confounded with alpha. (When diversity is high, Gini-Simpson alpha and gamma both approach unity. Therefore if beta is defined as gamma minus alpha, beta must .
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Young Goodman Brown Nathaniel Hawthorne 


Goodman Brown sees that the other convert is Faith. Goodman Brown tells Faith to look up to heaven and resist the devil, then suddenly finds himself alone in the forest. The next morning Goodman Brown returns to Salem Village, and every person he passes seems evil to him. He sees the minis
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Youth led worship services -- Youth Sundays 


Have a brain storming session where they generate 10-15 themes. (Be patient, they'll get there eventually.) After they generate the list, allow people to talk in behalf of specific ideas Sometimes they may combine items Give everyone 3 votes and go through the list voting. If there is a clear winner then proceed. Otherwise repeat the process, but with one vote. Post the chosen theme .
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Ministries of Finance and Nationally Determined Contributions

Rodrigo Rojo, IDB Sr. Consultant and advisor to Ministry of Finance of Chile. Colombia German Romero Otalora and Laura Marcela Ruiz Daza — Office of the Vice-Minister — Ministry of Finance. Ireland Paul Ryan — International Finance Division — Ministry of Finance Sean Judge — Department of Finance — Ministry of Finance
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Public HealtH Strategy for 2011-2017 - WHO

ME – Ministry of Economics MES – Ministry of Education and Science MEPRD – Ministry of Environmental Protection and Regional Development MF – Ministry of Finance MH – Ministry of Health MI – Ministry of the Interior MJ – Ministry of Justice MRDLG – Ministry of Regional Development and Local Government MT – Ministry of Transport
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2019 - 2020 Budget Kit - Parliament of Fiji

Ministry of Justice 35 Fiji Corrections Service 37 Ministry of Communications 40 Ministry of Civil Service 43 . Ministry of Health and Medical Services 60 Ministry of Housing and Community Development 64 Ministry of Women, Children and Poverty Alleviation 68 Ministry of Youth and Sports 73 Tertiary Scholarships and Loans Schemes 77 Ministry .
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Ministry of Environment, Government of India

Ministries/Departments of the Government of India, namely, Department of Space, Ministry of Agriculture, Ministry of Chemicals and Fertilizers, Ministry of Coal, Ministry of Commerce and Industry, Ministry of Communications and Information Technology, Ministry of Drinking Water and Sanitation, Ministry of Earth
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Men'S Ministry Guide Tp Rev2 Ai

4 CONTENTS Introduction to the Outreach Ministry Guides Series 6 Introduction to the Men's Ministry Volunteer Handbook 8 Section 1 Men's Ministry Foundations Chapter 1 Why Men's Ministry 12 Chapter 2 Ways The Bible Speaks To Men's Ministry 17 Chapter 3 9 Foundations Of An Effective Men's Ministry 21 Section 2 The Anatomy Of An Effective Men's Ministry
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MANAGERIAL FINANCE - GBV

of Managerial Finance page 2 Introduction to Managerial Finance 1 Starbucks—A Taste for Growth page 3 1.1 Finance and Business What Is Finance? 4 Major Areas and Opportunities in Finance 4 Legal Forms of Business Organization 5 Why Study Managerial Finance? Review Questions 9 1.2 The Managerial Finance Function 9 Organization of the Finance
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Chapter 1 The roles of finance function in organisations

The roles of the finance function in organisations 4. The role of ethics in the role of the finance function Ethics is the system of moral principles that examines the concept of right and wrong. Ethics underpins an organisation’s sustained value creation. The roles that the finance function performs should be carried out in an .File Size: 888KBPage Count: 10Explore furtherRole of the Finance Function in the Financial Management .www.managementstudyguide.c Roles and Responsibilities of a Finance Department in a .www.pharmapproach.comRoles and Responsibilities of a Finance Department .www.smythecpa.comTop 10 – Functions of Business Finance in an om23 Functions and Duties of Accounting and Finance nded to you b
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2017-2018 GRANDE ÉCOLE MSc in MANAGEMENT

Descriptif des cours Course Outlines 10 Catalogue des cours/ Course Catalog 2017-2018 FIN: Finance/Finance A : Actuariat/Actuarial, Insurance E : Finance d’entreprise/Corporate Finance The course liste tables and the course outlines G : Finance générale/General Finance M : Finance de marché/Market Finance S : Synthèse/Synthesis IDS: Systèmes d’Information, Sciences de la Décision et .
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Behavioral Finance and Wealth L Management

Introduction to Behavioral Finance CHAPTER1 What Is Behavioral Finance? Behavioral Finance: The Big Picture Standard Finance versus Behavioral Finance The Role of Behavioral Finance with Private Clients How Practical Application of Behavioral Finance Can Create a Successful Advisory Rel
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Catalogue des Cours Course Catalog - ESSEC Business School

10 Catalogue des cours/Course Catalog 2021-2022 FIN: Finance/Finance E : Finance d'entreprise/Corporate Finance G : Finance générale/General Finance M : Finance de marché/Market Finance S : Synthèse/Synthesis IDS: Systèmes d'Information, Sciences de la Décision et Statistiques/ Information Systems, Decision Sciences and Statistics
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PARLIAMENT OF THE REPUBLIC OF FIJI Research and Library .

Ministry of Civil Service 583.8 1,056.4 Fiji Police Force 59.0 25.0 Ministry of Education, Heritage and Arts 23,638.2 18,608.3 Ministry of Health and Medical Services 10,642.7 16,766.0 Ministry of Women, Children and Poverty Alleviation 2,906.3 6,581.5 Ministry of Youth and Sports 212.3 - Ministry of Agriculture 8,662.8 9,216.8
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First Baptist Church Valdosta, Georgia First Family Chimes

Student Ministry 2 2 Children’s Ministry 2 Sunday, April 29 Education Ministry Music Ministry 3 3 Family Night Supper First Family News 3 4 Ministry This Week Facts and Figures 5 5 11:00 Worship Guide Sun. Evening Classes 6 7 Coming Events Adult Ministry 7 7 Volum
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Government of India Ministry of New and Renewable Energy

Government of India Ministry of New and Renewable Energy MNRE . 1,00,000 MW Till year 2022 20,000 MW 20,000 MW 40,000 MW 20,000 MW Solar Park Unemployed Graduate States/Private/ . Ministry MW Potential Ministry of Agriculture 12 Ministry of Chemicals and Fertilizers Ministry of Health and Family 401
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SINGAPORE - Kelly Services

FINANCE Chief Financial Officer Degree/Master 15 20,000 25,000 Finance Assistant Diploma 1-3 2,800 3,400 Finance Controller Degree 10-15 10,000 18,000 Finance Director Degree 15 15,000 20,000 Finance Executive/ Senior Finance Executive Degree 2-5 3,000 6,000 Finance Manager/ Assistan
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Trade Finance & Supply Chain Finance Awards 2022

In February 2022, Global Finance will publish its annual selections for the World's Best Trade Finance and Supply Chain Finance Providers. Global Finance will name the best trade finance providers in more than 100 countries and territories, eight global regions and
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