Magical Sendings & Constructs
First-Tier
Agility:
1-9

Intelligence:
1-5

Charisma:
1-9

Reflexes:
1-9

Zeal:

1-5

Aegis:

0-5





Willpower:
0-5

Energy:
1-9





Learn:

0-5

Ability:
0-1

First-tier constructs cannot physically interact with the world, their only influence is limited to light and sound; they may not attack or be attacked physically.  Accordingly, all first-tier constructs are inextricably tied to either light or darkness, and will manifest themselves as light or lack thereof.  Light-based constructs are easier to create and are thus more common.  First-tier constructs are usually used as scouts, spies, or guides.

Because sendings are unable to speak, first-tier sendings are limited only to interaction through light, and are extremely rare.  A few do exist who can communicate through sign language, however.

A few very powerful first-tier constructs have an ability, but these abilities, like the constructs, may only influence the world through the use of light and/or sound.

Second-Tier

Strength:
1-9

Zeal:

0-2

Aegis:

0-5

Resilience:
1-9

Willpower:
0-2

Energy:
0-2

Dexterity:
0-5

Agility:
0-5

Reflexes:
1-9


Second-tier constructs are basically mindless golems with little or no initiative.  They never possess special abilities, but sometimes derive special properties from the specific invocations or materials used to produce them.  Second-tier constructs cannot speak any language.

Third-Tier

Strength:
1-9

Intelligence:
1-4

Charisma:
0-5

Resilience:
1-9

Zeal:

1-3

Aegis:

1-6

Dexterity:
1-6

Willpower:
1-3

Energy:
1-5

Agility:
1-6

Learn:

0-2

Ability:
1-2

Reflexes:
1-9


Third-tier constructs probably represent a “typical” magical entity.  They have at least one special ability, sometimes two weak ones.  They are very capable servants, but are unable to call upon magic that is not innate to their being, and are unable to master more sophisticated skills, such as necromancy, geomancy, astrology, music, and other skills which require extreme precision or higher understanding.

Fourth-Tier

Strength:
3-11

Intelligence:
3-8

Charisma:
1-8

Resilience:
2-11

Zeal:

3-8

Mana:

0-2

Dexterity:
2-9

Willpower:
3-5

Aegis:

3-8

Agility:
2-9

Learn:

1-4

Energy:
3-6

Reflexes:
1-9





Ability:
1-3


Fourth-tier constructs are still limited by most of the same skill restrictions as third-tier constructs, but have the ability to master rudimentary magic skills beyond their innate abilities.  They tend to be more powerful and more independent than third-tier creations, and also tend to have a longer lifespan.  The most powerful can have up to three unique abilities.

Fifth-Tier
Strength:
3-12

Intelligence:
3-10

Charisma:
1-10

Resilience:
3-12

Zeal:

4-10

Mana:

0-5

Dexterity:
3-12

Willpower:
5-9

Aegis:

5-13

Agility:
3-12

Learn:

1-6

Energy:
5-10

Reflexes:
1-9





Ability:
1-5


Fifth-tier constructs are very sophisticated beings, able to gain a rudimentary understanding of such advanced skills as necromancy and geomancy, but are still banned from interfering with destiny (astrology), and of course no magical construct can possibly use anti-magic.  Most fifth-tier constructs have at least two unique abilities, although sometimes they have only one if it is extremely powerful or their creators have focused on the less magical aspects of construction.


Fifth-tier constructs may not have a broad skill level exceeding one in any skill or study which the gamemaster decides requires advanced understanding.  Because they have no concentration, any roll requiring concentration also automatically fails.

Sixth-Tier
Strength:
3-12

Intelligence:
4-12

Charisma:
2-12

Resilience:
3-12

Zeal:

6-12

Mana:

1-7

Dexterity:
3-12

Concentration:
1-4

Aegis:

8-15

Agility:
3-12

Willpower:
8-12

Energy:
8-12

Reflexes:
1-9

Learn:

3-8

Ability:
0-2


Sixth-tier constructions are sufficiently advanced to perform tasks requiring deep concentration or advanced understanding, but may not have a broad skill level in any such field greater than their concentration or learn, whichever is lower.  Like fifth-tier constructs, they are still forbidden to interfere with destiny.


Because sixth-tier constructs are so sophisticated, they begin to lose their grasp of abstract abilities that lower-tiered constructs possess, but some may still have up to two.  This is somewhat offset by their ability to master magical skills, with the exception of conjuration/evocation.  Seldom are permanent sixth-tier constructs created, because they are so difficult to control that they are almost certain to become independent given sufficient time.
