Some quick ideas for the One Power.

Channelers have an additional 5 traits, the affinities. They are Air, Water, Spirit, Earth, and Fire.  Women tend to be strongest in Air and Water while Men tend to be strongest in Earth and Fire.  Furthermore, Men tend to be much stronger than women, though they can not link without women.  Strength is the total of all 5 affinities added together.

"Average Female Channeler":

Air 4, Water 4, Spirit 3, Earth 2, Fire 2 (Strength = 15)

"Average Male Channeler"

Air 4, Water 4, Spirit 5, Earth 6, Fire 6 (Strength = 25)

"Very Strong Female Channeler", like Nynaeve:

Air 7, Water 7, Spirit 6, Earth 5, Fire 5  (Strength = 30)

"Special/Strong Female Channeler" like Egwene

Air 6, Water 6, Spirit 5, Earth 5, Fire 4. (Strength = 26)

Rand:

Air 8, Water 8, Spirit 10, Earth 12, Fire 12 (Strength = 50)

(Strength in the One Power page: http://hem3.passagen.se/kjnoren/jordan/op-strength.html)

Weaves are rolled similar to normal skills. Rather than Stat + Skill + 2d10, the channeler rolls Affinity + Talent + 2d10.  In this case, Affinity is the channeler's lowest One Power attribute required by the weave,  (For example, Rand attempts to Travel by skimming. Skimming requires Earth, Air and Spirit, so he takes his lowest (Air in this case) as his applicable Affinity... an eight.

Each talent is treated as a specific skill, on the standard 0 to 10 scale.  Most talents should be set to zero, but some talents may be crossed off for a specific character. Some of the characters in the book can not heal for example, so they would cross out the Healing talent completely.  Lost talents (such as Balefire, Making, and Traveling) should be marked with an L or a dash to indicate that no attempt is possible until the character is exposed to the talent.  Some people have "no talent" for an ability, such as Moraine's lack of healing. These should be indicated as 0... minor effects are possible, but take great effort.

The Specific Talents are: 

( Align the Matrix: Crafting cuiendillar, transmuting fancloth, and creating angreal. Lost.

( Balefire - Creating Balefire. Lost.

( Cloud Dancing- Weather influence and control. Common, particularly among women.

( Conjunction: The link between people, sensing the taint, etc. Common.

( Earthsinging: Control over earth-- making stones explode, sensing metal, and such.  Common in men, rare in women.

( Elementalism: Shaping the 4 elements, typically raw elemental energy. Very common.

( Healing: Rare. Many channelers have only minor healing abilities.

( Illusion: Common. The mirror of mists is one example.

( Making: Lost. The ability to create, repair, and copy angreal, sa'angreal and ter'angreal. Lost.

( Shielding: Common. Specialized for use against other channelers. Includes breaking shields, cutting weaves, and such.

( Traveling: Lost. Includes travelling, skimming, using portal stones, and entering Telenrhiod.

( Warding: Common. Used in many forms, to keep sound in, shadow spawn out, and so forth.

Grabbing the source: This becomes almost automatic with time, but is difficult at first. Grabbing the source is a Concentration (Con) check, target 10.  In calm situations, experienced female Aes Sedai can skip the die roll by taking a round to go through the flower exercise. In that case, the Sadair is automatically achieved. Men can't skip, though the result may be nearly automatic, because they need to see if they gain taint.


Stressful and distracting circumstances can penalize the roll- sometimes dramatically.  Wound penalties usually apply. Once the source has been grabbed, the channeler can maintain the source indefinitely.  Exhaustion from channeling the source sets in after maintaining the hold on the source. Addiction can also claim people who hold the source for a long period of time.

The Taint: For men channeling Saidin, check the actual dice that come up when grabbing the source. If either die is a one, the channeler gains a point of taint. If both dice come up ones, then the filth coating Saidin flows into the character doing something very bad. Examples include making it difficult to let go of the source, blurring the senses, triggering a full blown madness episode (at higher severity than the current rating), etc. After each "madness break", the GM should secretly roll a d10 and add it to the current madness number.  When the total taint accumulated reaches the new madness number, introduce a madness episode and roll a d10 and add it to the current total to find the next madness number.

Example: Taim is at 24 madness. His previous madness number was 22 and the GM rolled a 6, so the new madness number is 28.  Taim reaches for saidin, rolling 9,1. One one came up, so his taint climbs to 25.  This is less than the madness number (28), so there is no ill effect yet.  The next time he reaches for Saidin, and rolls 1,1. Disaster!  The GM narrates a madness effect higher up the ladder 

Holding the Source:  Channelers can hold the source for approximately a half hour per point of constitution without ill effect. Frequent or powerful channeling can exhaust a channeler much more quickly.  Each hour the character holds the source, they must roll Concentration again to maintain the source.  Men gain taint from this as if they were grabbing the source again. Women  are tantalized by the source; if the roll is 1,1, a woman has become addicted to the source.  (If only one die is a one, describe the sweetness of Sadair, but there is no game penalty).

Difficulties: As a guesstimate, triple the "level" of the spell and add 5 for the TN to make an effect work. Fireball is listed as levels 2-6, so the minimum required for a "wimpy" fireball would be 5+3*2 = 11. Massive fire balls would take up to 23, but with the greater effects listed under the spell. A better chart is forthcoming, someday.

Linking: Linking works somewhat like angreal, in that you get to add to your Affinity + Talent roll.  The first helper contributes 1/2 of their affinity to the leader's affinity for the weave. Each additional person adds one to the roll.  [So a circle of 7 adds the Leader's Affinity plus half the second ranked person's affinity plus five more.] Angreal and linking bonuses stack with each other.

Multi-weaves: Weaving multiple effects is quite a bit more difficult.  Each held weave adds a penalty equal to its highest required affinity to the channeler's attempt to create the new weave.  This stacks; if you try to maintain a breeze and a dancing table, then the requirements for both are subtracted from any new weave launched. If a new weave fails, a concentration check versus 15 must be rolled. If this is also failed, then all weaves cease.

Shielding:  Shielding people from the source has no effect against targets who do not channel.  Shielding is used in duels with other channelers-- usually channelers try to cut each other off from the source as the first step in a confrontation.  It is difficult to cut an active channeler off from the source, but easy to maintain a shield once established. Shielding requires line of sight to the target.


Forming the shield is a Spirit weave. If your opponent has not embraced the source, roll Spirit + Shielding + 2d10. If you exceed their power, you have a shield in place.  If your opponent has embraced the source it is much more difficult to cut them off.  If they are not paying attention to you, then roll Spirit + Shielding +2d10.  If you roll double your target's power, they're cut off from the source immediately.  If you roll more than their power but less than twice their power, then reduce their power by half your total roll.  Your weave is constricting the flow of the one power to them, but they're aware now.


If they are actively defending, then it an opposed roll.  Each person rolls Spirit + Shielding + 2d10.  Whoever rolls higher reduces their opponent's power by their Spirit (Spirit + Shielding if they beat their opponent by 5 or more).  If a channeler's power drops below zero, they've lost the source completely and the shield is in place.


You can attempt to break a shield from the inside, but it's difficult and exhausting.  Roll Spirit + Shielding + 2d10.  If you roll higher than the power of all the shielders (added together), then the shield breaks. Otherwise, you exhaust yourself; make an Endurance check versus 15 or grow fatigued.  (Individual tied off weaves can be "attacked" separately).


Severing is very difficult, unless the target is already shielded.  If a shielding roll beats an opponent's by 20, the target may be severed.  If a channeler is shielded, severing is relatively easy to accomplish.


Cutting/deflecting weaves is similar. If you have embraced the source, you can attempt to cut someone else's weave.  Roll Spirit + Shielding + 2d10. If you exceed the channeler's roll, you've cut their weave.  (Remember that if you're weaving an attack and cutting opponent's weaves, you're multi-weaving- penalize your roll by the other weave's required ).


If your opponent is using inverted weaves, subtract five from your roll to cut their weave.  If they are channeling the other half of the source, subtract 10 from all attempts to shield them or cut their weaves. Practice can reduce this penalty to five.

Objects of the One Power: Angreal and Sa'angreal allow channelers to use much more of the one power than they can normally access. Most angreal have a rating of 1-3, while sa'angreal are usually 4-5 (though Callendor and the Statues are doubtless higher). Add the rating of the angreal (or sa'angreal) to the roll.  Channelers can only add an angreal's rating up to their lowest affinity required for the current weave.

Off Topic:

Fatigued characters are at -2 to all actions. Once per hour a resting character can roll Con + Endurance + 2d10; a roll of 15 is required to recover from fatigue.  A few hours rest restores a fatigued character to full functionality (no need to roll).  Characters who push themselves during fatigue risk exhaustion.  (If you are fatigued and are fatigued again, you fall to exhausted).

Exhausted characters can not undertake offensive actions, run, or channel.  All actions are at -5. Characters can return to fatigued after an hour's rest, if they roll 20 or better on a Con + Endurance + 2d10 roll.  A character who has been exhausted can not improve beyond fatigued without a minimum of four hours rest.

WEAVES:
Align the Matrix:

Craft Cuendillar (Align 5, A2, E4, F2) Lost.  Convert raw iron into Cuendillar. Difficulties range from 10 (a small cup), to 20 (a sword, an axe), to 25 or more (bridges, etc.)

Craft Item (Align 1+, A1+,E1+) Common. Create materials out of thin air, but it takes time. A flower might be TN 10 and take a few seconds, while a bundle of wood would take longer (10 minutes) and be more difficult (15).

Craft Power Wrought Material: (Align 3+, E1+, S1+) Lost.  The channeler can make fancloth, streith, or similar material that is imbued with the One Power, but not a ter’angreal. Note that this weave does not create things from nothing, you must have an appropriate base material which is then transformed.  TN is 20 or higher.

Craft Weapon (Align 1+, A1+, E2+, F1+) Rare. Can make power wrought weapons. TN 15 for a dagger up to 22 for pole axe. Barred by the second oath.
Balefire:
Balefire (Balefire 1, A2, E2, F2, S2, W2) Lost. Burns a thread out of the pattern completely, backwards in time. TN:15 for a momentary burst, while a steady cutting beam is TN:25.
Balestorm (Balefire 3, A4, E4, F4,S4, W4) Lost. As balefire, but affecting a large area. TN 25 for a house, 30 for a village, 35 for a small city. Incredibly damaging to the pattern.
Cloud Dancing:
Foretell Weather (Cloud 0, A1, W1) Common. TN:5 for a day's prediction, 8 for a week, 12 for a month.

Harness the Wind (Cloud 2, A2, W2) Common. TN:5 for a mild breeze, 15 for a narrow blast that knocks people over (roll Strength vs effect roll).

Lightning (Cloud 2, A3, F3) Common. Effect rolled is target's TN for resist roll. Forked lightning requires Cloud 4 and subtracts 5 from each resist roll per fork.

Raise Fog (Cloud 1, A2, W2) Common. Shrouds an area in fog; a few hundred feet at TN10, a few miles at TN 20. +/- based on local weather.

Warmth (Cloud 1, A1, F1) Common. Keeps someone warm, even in the worst weather. 

Crushing Sphere of Air (Cloud 2, A2) Rare. A large sphere of air is collapsed in on the target, steadily crushing them. Resist TN is 1/4 of the effect roll, but increased by the same 1/4 of the effect roll each round the channeler maintains the effect. Subtracting 8 from the effect roll allows others to be trapped with the primary target-- up to three companions.

Fist of the Storm (Cloud 3, A2, W2) Rare. Effect roll is target's TN for a strength roll to remain standing. Deals damage (with flying debris and buffeting), resist vs TN equal to half the effect roll. At 15, the tornado shaped cone is 5' radius at base and 15' radius at top, 30' high. Each additional 5 on the effect roll doubles the radius and height.

Desolation of the Deep (Cloud 3,A3, W3) Atha'an Mere. Sinks a ship by changing the density of water below it. TN 20 to affect a 100' radius; both larger and smaller radii require a 25 (or, rarely, more).

Rain of Ice (Cloud 2, A2, F1, W2) Rare. Sharp slivers of ice rain from the sky (resist vs. TN 1/2 effect roll) Very damaging to rigging & such.

Conjunction
Bond Warder (Conjunction 1, S1) Common. Requires touch. May be resisted by Wisdom, TN = effect roll.

Compulsion (Conjunction 3, A2, E1, F2, S2, W1) Lost. See rulebook.

False Trail A, E, S Common 0-8 

Pass Bond S Common 7

Sense Shadowspawn S Common 0 (about 50' radius)

Trace S Common 0-4

Adoption (Conjunction 3, S3) Aiel. Ceremony for making sisters (and such).

Awaken (Conjunction 0, A1, S1) Rare. Wake target; TN 5, if unconscious due to damage, effect roll must beat Resist target.

Imprint (Conjunction 4, S3, W3) Rare. Can imprint a skill into an object-- TN 15 if knowledge, 20 if mental, 25 if physical, 30 if channeling. Target's skill is 1/2 that of the channeler.

Minor Compulsion (Compulsion 0, S1) Common. Implants one simple suggestion, like "meet me at the corner in an hour". If the target fails a Wisdom roll, TN = effects roll, they comply. The target gains +10 to the resist roll if the action is dangerous or counter to their nature.

Painted Memories (Conjunction 5, A1, E1, F1, S3, W1) Lost. Creates a false memory, but does not allow for memory reading. TN is based on the number of discrepancies between the memory and the actual events at the time.

Preservation (Conjunction 0, E1, S1, W1) Rare. Preserves foods and herbs; a handful is TN 5, TN 15 for a chestful.

Shroud Mind (Conjunction 3, A3, E3, F1, S3, W1) Lost. People tend not to notice the channeler; glancing away and daydreaming when she's near. Any notice check less than the effect roll (modified by the channeler's activity) means that the character is unnoticed. If the notice check beats the shroud mind effect, roll notice vs. sneak as normal.

Threading the Needle (Conjunction 1, A1, E1, F1, W1, S1) Lost. A difficult weave; success allows the channeler to detect use of the opposing half of the source (females Saidin, males Saidar). TN is 10, each point above 20 allows channeler to spot channeling or source holding 5' away. Exhausting; each round the channeler must roll Constitution + Concentration, TN =20. Failure on the check results in the weave being dropped and a -4 penalty to all actions for as long as the weave was held.

Whispers Through the Black Gate (Conjunction 0, E2, F2, S2) Lost. See the last minutes of life from the victim's eyes. TN 10 + 4 per 10 minutes the victim has been dead. The channeler can see one minute plus one minute per point of conjunction. If the channeler actually views the death, they are shaken and suffer a -2 to all actions for the remainder of the day.

Calm Animals (Conjunction 0, A1, E1, F1, S1, W1) Rare. Calms one natural animal; subtract 5 from the effect roll per additional animal calmed. Trained animals and shadowspawn may roll Wisdom, if they beat the effect roll, they throw off the effect.

Kompulsion (Conjunction 4, A2, E2, F2, S2, W2) Rare. Verin's cobbled together version of compulsion. Takes 5 minutes, a touch, and trust to take effect-- but target believes the actions are their own, and the compelled behavior can be much greater than most compulsion allows. TN to resist is the effect roll; if the target later realizes that their actions are out of character they may roll Wisdom vs. TN 20 to recall the weaving of the Kompulsion.

Mirrorshroud (Conjunction 1, A3, F3, S2, W2) Rare. Wisdom roll vs. effect or target mistakes the channeler for a friend.

Persuasion (Conjunction 0, A1, F1, S1) Common. Channeler must be talking with the target. Target rolls Wisdom vs. effect roll; failure improves the target's disposition, making them more friendly, more inclined to give gifts or offer favors.

Tracery of Spirit (Conjunction 3, S3) Lost. Allows the channeler to share passive effects (like delving and bonding) with others.

