


Errata and What-Not For Stormbringer

Page 67: The example does not make it clear that the 
needed percentages for the two sorcerers are higher than 
they would be for beginning sorcerers. Note that they are 
described as practiced at doing elemental summonings. 
Naturally their skill has increased from the basics shown 
on page 65.
Page 27: A priest gains one point of INT per year after 
age 25, not POW. However, he must roll higher than his 
current INT on 3D10 (a range of 3-30) to gain the 
increase. Some years a priest gets stuck in routine and 
doesn't learn anything.

CHAPTER 5

Vulnerability of elementals:
Any elemental can be harmed by a Demon of Combat 

or Protection. All elementals have 30 hit points.
Undines can be harmed by normal weapons. 
Salamanders and Sylphs are invulnerable to normal 
weapons, and Gnomes (as well as being invulnerable) 
can break normal weapons 50% of the time.

Vulnerability of Demons:
Any demon, unless it has a ward pact is vulnerable to 

normal weapons unless it is in weapon or armor form. 
Special demon abilities can modify this situation, but not 
negate it. Of course, with demons such as Gateway 
Openers, one must find the demon before one can hit it.

Rebinding Elementals:
A character may may bind an elemental originally 

summoned and bound by another if the original binder is 
dead or gives permission. He need only make the same 
POWx3 roll that the original binder needed. If the roll is 
failed the elemental is freed.

Page 73: Under demons of Protection, read (3) those that 
take spirit form and guard against trespassers (new word 
in bold)
Page 76: Under spirit wards change and multiply the 
difference by 5 to multiply the difference by 2.

Add: When created, a spirit ward is given u definite 
area of no more than 100 square meters to guard. Its 
influence will not extend past that area.
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